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Abstract

In recent years, the development of augmented reality (AR) has gradually been combined with
mobile devices and has become an auxiliary teaching material for digital education. Through
the interactivity of interface control, students can learn in a fun and engaging environment.
Therefore, in the first experimental phase, this study used traditional teaching and AR learning
assistance methods, attempting to classify AR applications into three interface operation
conceptual models: observational, exploratory, and selfie. The second phase incorporated the
subjects’ learning styles, which were categorized as single, dual, triple, and quadruple modes.
The study then explored their influence on students’ learning motivation and cognitive load
when introduced into elementary school visual arts curriculum instruction. The results showed
that compared to traditional instruction, all types of AR-assisted teaching significantly improved
learning motivation and reduced cognitive load. From the performance of learning motivation,
students paid closer attention and were more satisfied when taught with observational AR.
Those who prefer single-mode, dual-mode, and triple-mode learning styles have more obvious
relevance and confidence. In terms of cognitive load, those who prefer single-mode learning
style have significantly higher mental load and mental effort than other multiple modules due to
limited information receiving channels, while exploratory AR make a relatively lower perception
in students’ mental effort. In addition to providing a design reference for AR in the field of
art teaching assistance, this research result can also serve as a basic extension of information

integration teaching research.
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