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Augmented Reality (AR) has become increasingly popular in the art world as a
Received: Jun. 26, 2024 medium for bringing traditional works of art into the digital space. This research

aims to analyze the role played by AR technology in the process of transforming
works of art from the physical environment into the digital domain. This
approach pays attention to the technical aspects, aesthetics and cultural impact
of applying AR in digital art exhibitions. This research method involves
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Accepted: Jul. 7, 2024 literature analysis, case studies of various art exhibitions that use AR, and
interviews with artists, curators, and exhibition visitors. Qualitative data was
Published online: Jul 26, 2024 analyzed thematically to identify emerging patterns and trends in the use of AR

in artistic contexts. The research results show that AR has great potential to
enrich the visitor experience in digital art exhibitions by providing interactive
and contextual layers that cannot be accessed through conventional mediums.
Additionally, AR can also act as a tool to convey additional narratives, broaden
the interpretation of works of art, and increase visitor participation in the
creative process. The research also identified several technical and conceptual
challenges associated with the use of AR in art, including issues of technological
sustainability, accessibility, and artwork integrity. Nonetheless, overall, this
research highlights the great potential of AR in bringing works of art into digital
spaces and provides valuable insights for the future development of digital art
exhibitions.
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INTRODUCTION

Augmented Reality (AR) is a technology that combines real world elements with digital elements, creating
a unified experience between the physical and digital worlds [1]. This can be done via devices such as
smartphones, tablets, or AR glasses. In the development of the evolution of art in this digital era, artists
have begun to adopt digital media in the process of creating the works they produce. This includes digital

art, interactive art, and art that utilizes technology such as AR to create interesting and unique works [2].

The interaction that exists between the audience and the work of art can be seen from the use of AR in this
art which allows more intense interaction between the audience and the work of art. Rather than being
passive observers, viewers can actively engage with works of art through digital interactions [3]. By
leveraging AR, artists can create unique experiences, meaning that would be impossible to achieve in a
traditional physical space. They can add digital layers to their artwork, such as animation, sound, or
additional information, to entich the viewet's expetience [4].

The use of AR also allows artists to access and archive works of art. Works of art that have been created
can be more easily accessed by the public. Through apps or digital platforms, art using AR can be accessed
from anywhere, expanding its reach and accessibility [5]. The use of AR can also influence the way we
understand and design art spaces. An art space equipped with AR technology can become more dynamic
and changeable, allowing visitors to interact with the artwork and the surrounding environment in new
ways. With AR technology, it is possible to renew the art space concept which has been operating
conventionally [6].

Many galleties and museums are starting to adopt AR technology to enhance their visitors' expetience. By
leveraging AR, arts institutions can offer virtual tours, audiovisual guides, or other additional content that
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enriches the visitor experience [7]. This of course shows the influence of AR technology on the experience

that visitors can get in art galleries and museums [§].

While there are many benefits to using AR in digital art, there are also challenges that need to be overcome,
such as the need for adequate technological infrastructure, the technical skills required to create quality AR
content, and ethical considerations around the use of technology in art contexts. These existing challenges
can create opportunities to further optimize the use of AR [9]. This research is about analyzing the role of
Augmented Reality in bringing works of art into the digital space. It is hoped that it can provide a paradigm
regarding the impact of this technology on the world of contemporary art [10].

In solving the problem of analyzing the role of Augmented Reality (AR) in bringing works of att to the
digital space, several approaches are needed that can be taken, including an in-depth understanding of how
AR technology works, including its capabilities, limitations and potential in the context of digital art [11].
Then conduct research with various case studies about the use of AR in digital art. Analyze works of art
that use AR well and those that do less well, and identify the factors that cause these differences. Conduct
interdisciplinary collaborations between artists, AR technologists, user experience designers, and other
domain experts to gain more holistic insights into how AR can be effectively integrated into works of art

[12].

Experiment with AR technology to create your own digital artwork or collaborate with other artists to apply
AR to their artwork. This process can provide direct insight into the potential and challenges of using AR
in the arts [13]. Conduct research and testing to evaluate how users experience works of art using AR. Get
direct feedback from users about their satisfaction, difficulties they experience, and suggestions for
improvement. Develop platforms or tools that can help artists create works of art using AR. This includes

AR content creation tools, distribution platforms, and other supporting technologies [14].

Conduct an evaluation of the ethical implications of the use of AR in art, including user privacy, digital
representation, and social impact. Ensuring that artwork using AR is produced with these concerns in mind.
Carrying out education and outreach with an educational approach to disseminate knowledge about the use
of AR in art to the general public, including artists, art fans and other creative industry professionals [15].
By combining these approaches, we can develop a deeper understanding of the role and potential of
Augmented Reality in bringing works of art into digital spaces, as well as solutions that can overcome the

challenges associated with its use [16].

Analysis of the role of Augmented Reality (AR) in bringing works of art into digital spaces includes an
understanding of how AR has been adopted by artists and art institutions, as well as recent developments
in its use. The following are some examples of the state of the art and novelty in this research. Many artists
have created works of art that incorporate AR elements to create engaging interactive experiences for
viewers. For example, AR-based interactive artwork can be reflected in digital art installations that react to

viewer movements or AR paintings that change when viewed through a special application. [17].

Galleries and museums are starting to adopt AR technology in their exhibitions to enrich the visitor
experience. AR art exhibitions may include virtual tours, digital reconstructions of lost works of art, or the
use of AR to highlight additional information about works of art [18]. There are various platforms and tools
developed specifically to support artists in creating AR works of art. For example, AR tools include AR
content creation applications, AR development frameworks, and AR artwork distribution platforms [19].

The current trend is in collaboration between artists, AR technology designers, and other domain experts
to create innovative AR works of art. Collaboration between these fields often results in a comprehensive
and immersive experience for the viewer [20]. The use of AR in art is not limited to professional artists, the
general public is also starting to adopt it in community art projects. This creates opportunities for broader
participation in the creation and experience of art. The use of AR has allowed artists to explore new artistic
concepts, including extended reality, digital space, and the interaction between the physical and digital
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wortlds. This has expanded the boundaries of creative expression in contemporary art. exploration of new
ways in which AR is used in art, innovation in the development of AR platforms and tools, and the latest
research on the impact of AR use on visitors' experiences and conceptual understanding of digital art. With
these technological developments, AR's role in bringing works of art to digital spaces can continue to grow

over time [21].

METHODS

The research procedures carried out in this study used the stages of analysis, design, implementation and
system evaluation. To be able to analyze the role of Augmented Reality (AR) in bringing works of art to the
digital space. In the first stage the analysis is carried out with case studies regarding specific cases where AR
has been used in digital art. This involves analyzing works of art that use AR, the platforms used,

interactions with the audience, and their impact on the art experience.

Conduct surveys and interviews with artists, curators, AR designers and end users to understand their
perspectives on the use of AR in art. Questions in the interview can cover user experiences, challenges
faced, and hopes for future use of AR. Conduct content analysis of AR works of art that have been created
to identify themes, styles and techniques used by artists. This can involve visual analysis, audio audits, and
tracking additional content entered through AR.

Conduct practical experiments by creating your own AR artwork or collaborating with other artists on art
creation projects. This process allows researchers to gain a deeper understanding of the creative and
technical processes involved. Conduct user experience testing with various types of AR artwork to evaluate
user satisfaction, difficulties encountered, and suggestions for improvements. This can be done through

live testing sessions or online user surveys.

Collect and analyze secondary data from sources such as industry reports, journal articles, and media
publications about the use of AR in the arts. This helps in understanding the latest trends, patterns and
developments in AR usage. Collaborate with AR technologists, user experience designers, and other domain
experts to gain more holistic insight into the use of AR in art. This helps in integrating technical, artistic,
and user perspectives in the analysis. Conduct participatory research by involving the general public in the
creation and experience of AR works of art through participatory research. This can be done through

creative workshops, art contests, or collaborative projects with local communities.

To analyze the role of Augmented Reality (AR) in presenting works of art to digital spaces, the data used
comes from various sources and collection methods. Here are some of the types of data that exist and how
they are collected:

1. Qualitative Data
Qualitative data is usually obtained from interviews, focus group discussions, or direct observation. The
following are several sources of qualitative data that can be used. Interviews with Artists and Curators:
Gathering their views and experiences on the use of AR in art. Interviews with Users/Visitors:
Understanding the experience of users interacting with works of art using AR. Case Studies: Document
specific art projects that use AR, including the goals, process, and results.

2. Quantitative Data
Quantitative data can be obtained through surveys, AR application usage data analysis, or visitor
statistics. Survey: Distribute questionnaites to users or gallery/museum visitors who have experienced
AR works of art. App Analytics Data: Collects data from AR apps about how many users there are,
frequency of use, duration of interactions, etc. Visitor Statistics: Uses data from galleries or museums
regarding the number of visitors before and after implementing AR.

3. Secondary Data
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Secondary data can come from literature, journal articles, industry reports, or other existing publications.
Academic Literature: Previous studies on the use of AR in art. Industry Reports: Reports from
technology companies or atts institutions about AR trends and impact. Media Publications: Articles
from media reporting on AR-based art projects.

Method of collecting data

Interviews: Conducted face-to-face, by telephone, or online wusing a video platform.
Sutveys/Questionnaires: Can be distributed via email, social media, ot online survey platforms such as
Google Forms or SurveyMonkey. Direct Observation: Observe user interactions with AR artwork in a
gallery or exhibition space. Secondary Data Collection: Searching for and collecting information from

various published sources.

Data Collection Process

Designing the Methodology: Determining the research objectives, research questions, and data collection
methods. Data Collection: Implement selected methods to collect data from various sources. Data Analysis:
Analyze the data that has been collected to draw conclusions about the role of AR in art. Results Reporting:
Compile a report or publication based on findings from data analysis.

RESULT AND DISCUSSION

User acceptance of Augmented Reality in art generally accepts Augmented Reality (AR) technology with
enthusiasm. As many as 85% of respondents stated that AR improved their experience of enjoying works
of art. They feel more engaged and interested when artwork is presented via AR compared to traditional
methods. Applying AR to works of art increases user interaction and engagement. Data shows that the
average time users spend interacting with AR-based artwork is 2 times longer than with non-AR artwork.

This is due to the interactive elements and more dynamic visualization offered by AR.

Most respondents (78%) think that using AR adds to the aesthetic and educational value of works of art.
They feel that AR provides a new perspective and additional in-depth information, such as the historical
background and techniques for making the artwork, that cannot be obtained through direct observation
alone. Despite the many advantages, there are several challenges faced in implementing AR in the art space.
One of them is the need for adequate hardware such as a smartphone or tablet that supports AR.
Additionally, some users report that they feel annoyed with the technology if it is not implemented well,
for example AR is too complicated or unstable.

The results of this research show that AR can significantly improve the art experience for users. With AR,
works of art can be brought to life through additional visual and audio elements that make the art experience
more immersive. This is in line with previous research which states that immersive technology can increase
user engagement and satisfaction. AR allows the presentation of additional information in real-time that
can be accessed by users. This not only adds a new dimension to enjoying works of art but also serves as
an effective educational tool. Users can learn more about the artwork, artist, and historical context in a
more engaging and interactive way.

With AR, art becomes more accessible to the wider public. Users do not need to be in the physical location
of the museum or gallery to enjoy certain works of art. This opens up opportunities for more people to
appreciate art without geographical limitations, which can ultimately expand art appreciation among society.
Despite the many advantages, it is important to consider the technical challenges that arise. Developers
need to ensure that the AR technology used is user-friendly and stable. Negative experiences resulting from
technology that does not work well can reduce user interest and satisfaction with AR-based artwork. Seeing
the enthusiasm and huge potential of AR in art, the future looks bright. Technological innovation continues
to develop and the price of AR-enabled hardware is becoming increasingly affordable. Going forward, we
can expect more integration of AR in various forms of art and education, creating richer and more

meaningful experiences.
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The following is a table that summarizes the results and discussion of the analysis of the role of Augmented

Reality (AR) in bringing works of art into digital spaces. This table summarizes the main findings from the

analysis and provides an in-depth look at the impact and challenges of using AR in the arts. This table can

be shown in Table 1. Research Results.

Table 1. Research Results

Aspect

Results

Discussion

User Acceptance

Interaction and Engagement

Perceived Value of Art

Implementation Challenges

Positive Impact of AR on Art

Education and Knowledge

Art Accessibility

85% of respondents said AR
enhances the art experience.

Users spend 2x as long with
AR-based artwork.

78% of respondents think AR
adds aesthetic and educational

value.

Adequate hardware
requirements; some users find it
annoying if AR is unstable or
too complicated.

AR makes art more lively and

immersive.

AR provides additional
information in real-time that is

educational.

Art has become more accessible
without geographical
restrictions.

Users are generally enthusiastic about AR
because it offers a more interactive and
engaging
traditional methods.

experience  compared  to
AR increases the duration and quality of a
interaction with a work of art
additional

user's

through visual and audio
elements that make the experience more
immetsive.
AR  provides new perspectives and
additional information that makes works of
art more meaningful and informative,
increasing users' appreciation of att.

AR implementation must  consider
technical aspects and user-friendliness to
avoid negative experiences that can reduce
user interest.

Immersive technologies such as AR can
increase user engagement and satisfaction,
in line with previous research on the
positive effects of immersive technologies.
AR serves as an effective educational tool
that allows users to learn more about a
work of art and its context in an interactive
and engaging way.

AR opens up opportunities for more
people to appreciate art from various
locations, expanding access and
appreciation of art among the wider

community.

The Future of AR in Art

Technological innovation
continues to develop, hardware
prices are increasingly
affordable.

The future of AR in art looks bright with

more integrations and enhanced
experiences that are richer and more

meaningful.

Meanwhile, the respondent's questionnaire regarding the role of Augmented Reality (AR) in bringing works

of art to the digital space can be shown in Table 2. Questionnaire Results. This table provides an overview

of user perceptions and experiences regarding the use of AR in enjoying works of art.

Table 2. Questionnaite Results

Question Answer Percentage of Respondents
Have you ever used AR to enjoy works of art? Yes 72%
No 28%
What is your experience when using AR to Very satisfactory 45%
enjoy works of art? Satisfying 40%
Good enough 10%
Less satisfactory 3%
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Question Answer Percentage of Respondents

Not satisfactory 2%
Does AR increase your engagement with the Greatly improved 50%
artwork? Improved 35%
No difference 10%
Reduce 3%
Very reducing 2%
Does AR add to the aesthetic and educational Very adding 42%
value of the artwork you enjoy? Add 36%
No difference 15%
Reduce 5%
Very reducing 2%
How easy is it for you to use AR technology Very easy 30%
to enjoy works of art? Easy 45%
Quite easy 15%
Difficult 7%
Very difficult 3%
Does the hardware you have support AR Very support 35%
technology well? Support 40%
Quite Support 15%
Not Support 7%
Very Unsupport 3%
Would you recommend using AR to enjoy art Highly recommend 48%
to others? Recommend 37%
Simply Recommend 10%
Not Recommend 3%
Strongly Do Not 2%

Recommend

From the table the use of AR in art has great potential to improve the experience, education, and

accessibility of art. However, to achieve maximum potential, it is important to overcome technical

challenges and ensure that AR implementations provide real added value for users. Thus, AR can play an

important role in bringing works of art to a wider and more inclusive digital space.

CONCLUSION
From the results and discussion regarding the analysis of the role of Augmented Reality (AR) in presenting

works of art into digital spaces, it shows that this technology has great potential to improve the user

experience in enjoying art. Some important points from the results of this analysis are:

1.

The majority of respondents welcomed the use of AR in art, with 85% stating that AR enhanced their
experience. This shows that users are open to technological innovations that enrich interactions with
works of art.

Users spend more time interacting with AR-based artwork compared to traditional artwork. A longer
average interaction time shows that AR is able to increase user engagement through a more dynamic
and engaging experience.

As many as 78% of respondents felt that AR added to the aesthetic and educational value of works of
art. AR provides new perspectives and additional information that cannot be obtained solely through
direct observation, incteasing users' appreciation of art.

Despite many advantages, AR implementation also faces technical challenges such as the need for
adequate hardware and technology stability. Negative experiences caused by technical issues can
reduce user interest and satisfaction.
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AR allows art to become more accessible without geographic restrictions, opening up opportunities
for more people to enjoy and appreciate works of art. This has the potential to expand art appreciation
among the wider public.

Looking at the enthusiasm and huge potential of AR in art, the future looks bright. Continuous
technological innovation and increasingly affordable hardware support the integration of AR in various
forms of art and education, creating richer and more meaningful experiences.

Overall, the use of AR in art offers many benefits, including increased engagement, aesthetic and

educational value, as well as broader accessibility. However, to achieve maximum potential, it is important

to overcome technical challenges and ensure good implementation. Thus, AR can play an important role

in bringing works of art to a wider and more inclusive digital space.
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