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ABSTRACT 
 
The incorporation of augmented reality (AR) into contemporary art practices has opened up new 
avenues for enhancing the expressive capabilities of physical artworks. Artists are increasingly 
utilizing AR to integrate narrative, interactive, or animated elements into their creations, yet scholarly 
research on how AR design features affect the viewer's experience of sculpture is still sparse 
(Sovhyra, 2020). This research introduces a conceptual framework for merging AR with figurative 
sculpture to amplify artistic expression and viewer interpretation. Development and testing of this 
framework was done using a practice-based prototype artwork that incorporates clay sculpting, 3D 
scanning techniques, digital animation techniques, spatial audio composing and augmented reality 
overlay techniques. The prototype or concept was able to transform the figurative sculpture into an 
immersive and interactive object that could unveil hidden messages or meanings beyond gestures and 
encode supplementary or contextual information into the object without necessarily modifying or 
affecting its physicality or form. Preliminary testing will support the iterative creative process by 
informing artistic decisions made by the artist during the development of the prototype. The 
anticipated outcome is a refined conceptual framework illustrating how AR can function as an 
expressive extension of sculptural practice, offering artists, curators, and researchers a structured 
approach for creating impactful AR enhanced figurative sculpture works. 
Keywords: Augmented Reality; Figurative Sculpture; Experiential Values; Virtual Presence; 
Practice-based Research. 
 
 

INTRODUCTION 
 
Artists increasingly find ways to incorporate augmented reality (AR) into their processes to enhance 
the aesthetic and storytelling aspects of physical art pieces. AR makes it easy for artists to overlay 
virtual components like animations and visualizations onto physical sculptures so that it can enhance 
the experience of perception for the viewer (Metrick-Chen, 2015). According to a 2019 article by Seo, 
Park, and Park, augmented reality (AR) technology enhances real-world environments through 
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interaction with virtual elements. This perspective aligns with using immersive technologies to modify 
or enhance real-world environments using virtual elements. Despite the creative potential of AR, there 
is a lack of academic research on how AR design elements specifically affect viewer experiences in 
the context of sculpture (Sovhyra, 2020). Most current studies concentrate on technical development, 
museum applications, or user-interface design, leaving a gap in understanding the aesthetic, 
emotional, and interpretive impacts of AR-enhanced sculptural artworks (He, Wu & Li, 2018). This 
study aims to investigate how augmented reality can extend figurative sculptural expression by using 
the production process itself as the primary mode of inquiry. Through iterative making, testing, and 
refinement of an AR-enhanced sculpture prototype, the study emphasises creative experimentation 
and reflective decision-making of the artist, guided throughout by the project’s conceptual framework. 
The study proposes a model with four Virtual Presence Variables (VPVs) and three Experiential Value 
Variables (EVVs). 

Virtual Presence Variables (VPVs) - AR Design Elements: 
VPV1: Spatial Alignment and Layering 
The level at which virtual content is accurately matched with the actual dimensions of the figurative 
sculpture so as to preserve cohesiveness and realism. 
VPV2: Animation and Motion Cues 
The use of animated sequences to extend gesture, show internal emotion, or provide a timed narrative. 
VPV3: Interactivity and User Engagement Interactive 
Features like touch points or trigger responses that encourage viewers to explore the artwork actively. 
VPV4: Narrative and Contextual Overlay 
Virtual content adding cultural, emotional or symbolic significance that does not affect physical art. 
 
Experiential Value Variables (EVVs) - Reflective decision-making of artist: 
EVV1: Depth of Interpret 
Examines how augmented reality (AR) may affect viewers' understanding of narrative structure, 
symbolic interpretation, and artist's intention. 
EVV2: Emotional Engagement 
Explores how AR-based sculpture may trigger emotions or empathetic reactions among viewers. 
EVV3: Immersive Interaction 
It assesses how much sensory and spatial immersion viewers may feel. 
 

METHODOLOGY 
 
This study adopts a practice-based research methodology, focusing on the creative process of 
developing an AR-enhanced figurative sculpture prototype informed by the project’s conceptual 
framework. The methodological emphasis is placed on the production workflow, which integrates 
both traditional sculptural techniques and virtual media processes. 
Prototypes development consists of the following procedural steps: 
 
1. Traditional Clay Sculpting 

The figurative form is first achieved through traditional clay sculpting methods. These must 
establish the physical form, as well as the expressiveness, of the sculptures. 

 
2. 3D Scanning and Digital Modelling 

The clay model is digitized through the use of 3D scanning technology. Once digitized, the digital 
model is further enhanced in 3D computer software for purposes of preparing the model for 
animation and augmented reality. 
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3. Gesture Animation 
Important expressive movements highlight the sculptural figure, extending its representative 
capabilities, exploring ways in which movements might enrich, enhance, or augment the conceptual 
goals of the artwork. 

4. Integration of Audio Spatial 
Spatialized sound elements will be added in order to increase immersion within the developed 
prototypes. These sound elements will correspond with the theme that is incorporated through the 
conceptual framework. 

 
5. Augmented Reality (AR) Overlay Development 

AR Overlays are designed and developed for viewing via mobile devices, allowing the physical 
sculpture installation to be enhanced with digital overlays that respond to the purposes of the 
study’s research. 

 
The practice-based methodology positions the production process itself as the primary mode of 
inquiry, allowing the iterative making, testing, and refining of the prototype to illuminate how AR can 
extend figurative sculptural expression. Rather than emphasising formal measurement, the 
methodology prioritises creative experimentation, reflective decision-making of artist, and the 
alignment of each production stage with the conceptual framework guiding the research. 
 

LIMITATION AND DISCUSSION 
 
This practice-based inquiry focuses on the creative experimentation of augmented reality (AR) 
enhanced sculptural artwork, and as such, there is neither any measurement nor validation of viewer 
perceptions. Although some preliminary observations inform the development of the prototypes, there 
remains an exploratory nature with respect to the communicative efficacy of the AR elements. 
Findings are unique to this prototype, which may not generalize well with other sculptural types or 
AR tools. Indeed, this verifies the importance of the next phase of this research, which would 
encompass viewer studies that assess this proposed conceptual framework. 

 
CONCLUSION 

 
This study proposes a conceptual model demonstrating how augmented reality can extend the 
expressive capabilities of figurative sculpture. By integrating digital animation, contextual overlays, 
and interactive elements, AR transforms static sculpture into a dynamic mixed-reality experience that 
deepens interpretation and emotional engagement. Through a practice-based methodology, the 
research contributes new insights to the limited academic discourse on AR within fine art practice and 
provides practical guidelines for future artistic and scholarly exploration. Future research could 
integrate multi-user AR experiences, or haptic feedback to further advance the model. 
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