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[Abstract]

Augmented reality has potential to be utilized as edutainment content combining both entertainment and education. This paper is
about the design and the production of a mobile augmented reality edutainment content <Who am I?> which is under the category of
observation & operation type of AR education content and provides 4-6 year old children with optimal information about endangered
animals and causing threats in fun and engaging ways. Affordance and usability of the content are enhanced by abridging the complex
information provided by <Korean Peninsula Biodiversity> and <E-Country Index>, and by designing markers, assets and traditional
game card interface with a familiar and comfortable 2D illustration style. The analysis, however, shows it needs more improvement in
enhancing presence, personalization and intentional & cooperative learning. The research is meaningful as a case of an augmented
reality edutainment content related to endangered animal and as a study of educational content for young children in that it applies and

analyzes the existing evaluation model.
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Table 1. Cases and types of AR based edutainment
content
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Table 3. An animal target and an asset in <Who am 17>

Endangered
Animal Image Target Asset Image
(Threat)
A
Wolf
(Hunting)

Manchurian sika
(Antler
Harvesting)

Asiatic Black Bear
(Gallbladder
Harvesting)

Copper-Winged
Bat
(Habitat
Destruction)

Musk Deer
(Musk Harvesting)

Mountain Goat
(Illegal Snare)

Otter
(Water Pollution)

Lynx
(Forest
Destruction)

Fox
(Fox Fur
Harvesting)

Leopard
(Skin
Harvesting)

Tiger
(Japanese
Animal Massacre)
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