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Why? 

Museums are a precious source of knowledge which can be accessed by all. 
However, very often visitors come out of a trip to a museum without having learned 
much new. 

Many museums have guided tours and audio guides to help visitors navigate 
around the museum, as well as learn about the exhibits. More and more museums 
also have audio/visual installations that provide additional information about the 
exhibits, and some are also somewhat interactive, where the user can, for example, 
click on a touch screen to browse images/videos about a specific exhibit. 

However, most museums lack the use of up-to-date technology which could 
improve the visitor experience, making it simpler and more educational. This could 
be due to the costs related to, developing installing, and maintaining newer more 
interactive solutions. Thus we were interested to investigate into what could be 
done to address this issue. 

What? 

We plan to examine the possibility of developing a mobile application, called 
"Amuzing", which with the help of iBeacon location technology, would be able to 
present relevant information to visitors about the specific exhibit they are located 
close to. This would enable the users to use their own smartphones in order to 
access the information (without having to use any additional device(s) provided by 
the museum). We will also, if time permits, look into creating a customisable 
platform, which could be used by multiple museums and would also enable 
museum staff to update content with ease (which would again diminish the need to 
invest in expensive museum specific devices/installations). 

How useful is it to receive context-aware information while exploring a museum? 
Does it improve the museum experience? / Does it take away from the experience? 
Does it allow the museum staff to be more effective/efficient? 
What is most important for museum visitors? 

Methods 

We plan to follow the classic design lifecycle, where we start with determining the 
needs and establishing the requirements. We plan to gather data by using user 
surveys that could be carried out on-site at some selected museums. We would 
also interview museum staff (experts) about their thoughts and ideas. 



Based on the results, we would make some quick low-fidelity prototypes which 
would again be taken back to the users (visitors and museum staff) on-site. We 
would evaluate them before we move on to making slightly better high-fidelity 
prototypes. 

We would do slightly more extensive testing/evaluation/experimentation of the high 
fidelity prototypes along with possible statistical analysis, as time permits.


