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[Abstract]

In this paper, we propose a comparative evaluation framework for digital services in the Museum of
Modern and Contemporary Art, focusing on user experience analysis of both mobile apps and
curating-bots. Our method assesses the efficiency, support, and innovative attributes of these services,
particularly regarding their Pragmatic Quality (PQ) and Hedonic Stimulation (HS). The proposed
framework combines empirical user engagement data via survey with hypothesis testing to determine the
influences of digital services such as the mobile app and curating-bot on visitor satisfaction and
immersion. The research team demonstrates the suitability of the Technology Acceptance Model (TAM)
and the Quality-Value-Loyalty (QVL) Chain in evaluating digital services in the art museum context

and the impact of these services on the visitor experiences.
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I. Introduction
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II. Preliminaries

1. Related works

1.1 {Lee Kun-hee Collection: Masterpieces of
Korean Art), and its Digital Services
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1.2 The Mobile App and the Robot Guide at
Museum Environment
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Fig. 1. User interfaces of the mobile app and the
curating—bot at (Lee Kun-hee Collection:
Masterpieces of Korean Art) , MMCA

III. The Proposed Scheme

1. Research Questions & Research Scope
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2. Research Model & Hypothesis
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Fig. 2. Research Model

Table 1. Hypothesis Settings

No. Hypothesis

As the degree of satisfaction with the exhibition
increases, the duration of viewing time, the
degree of immersion in the exhibition, the

H1 intention to revisit the exhibition and the
likehood of recommending the exhibition to
others are also expected to increase.
Visitors who use digital museum services (i.e.
Ho the mobile app and curating-bot), they will have

the highest awareness of pragmatic quality
among three attributes of the digital services.
Visitors who use digital museum services, they
H3 will likely find the curating-bot much more
attractive compared to the mobile app.
Visitors who use digital museum services, they
H4 will likely find the curating-bot much more
enjoyable compared to the mobile app.
As satisfaction with digital services increases, both
the degree of satisfaction with the exhibition (DOS)

H5 and the degree of immersion (DOI) in the exhibition
are also expected to increase.
H6 Digital services can positively influence on the

degree of satisfaction with the exhibition (DOS).
The impact of the mobile app and curating-bot
H7 on tthe degree of immersion (DOI) in the
exhibition is likely to be equal.
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3. Questionnaire Development & Data Collection
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Table 2. Components of the Questionnaire

Variable Detailed Variable
General gende.r,. .age, .visi.tin.g freqt,.lenrt‘y for
Information exhlb.ltlon, |ntr.|n5|c mQtlvatlon,
(n=6) expectation and |nforrr?a.t|.on sources
about the exhibition
previous viewing experience with <A Great
Viewing Cultural Legacy: Masterpieces from the
experience Bequest of the Late Samsung Chairman
with the Lee, Kum-Hee> at NMK, duration of
exhibition viewing time, taking photo and sharing
(n=4) photo on SNS, and search information
about artists and artworks
Perceived
value of the esthetic, educational, entertainment,
exhibition escapist, healing
(n=1)
Attitude
toward the degree of satisfaction, degree of
exhibition immersion, viewing tiime
(n=3)
Behavioral
intention to Intention to revisit the exhibition,
use the intention to recommend the exhibition to
exhibition others, intention to revisit MMCA
(n=3)

previous experience with mobile apps,
intrinsic motivation for using the mobile
app, the number of artworks accessed via

Experiences . .
P the mobile app, the services used among

ith usi . .
n:le muc?l;rilli the mobile app services, the most
(n=6) satisfying service among the mobile app

services, perceived experience quality of
the mobile app (attractive dimension,
pragmatic quality, hedonic stimulation)
previous experience with robot guides,
intrinsic motivation for using the
curating-bot, the number of artworks
Experiences accessed via the curating-bot, the
with using number of artworks accessed via docent
the tour, the services used among the
curating-bot | curating-bot services, the most satisfying
(n=8) service among the curating-bot services,
perceived experience quality of the
curating-bot (attractive dimension,

pragmatic quality, hedonic stimulation)

4. Key Findings about the attitude of the
exhibition
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5. Key Findings about Using the Mobile App
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6. Hypothesis Testing

H1. (o]z13] SE7)ol tigh HATHEE
RABYE, FA] AU )AL, EfQlo] it A
AR AR AIS BA5T Ayl Table 3], DOS+= A
Ul 171e] 9ol gololdt el oigenz. HI
Aer=l 2 olckh

U Al

Agri

=z
Tx

rlo r&“

Table 3. Correlation DOS and DOI, and Digital Services

varl var2 (* pp<.05)
Duration of Viewing Time 0.22%
Degree of Immgrsmn in the 0.42+
Exhibition

Intention to Revisit the DOS 0.2+
Exhibition ’

Intention to Recommend the 0.28+
Exhibition to Others )

He. uled 4t ool o] A 7hxlo] B4R ool
(AD, PQ, HS)of| & *lb' ] 2
Jo}m[Table 4], A&2A 2]
A BUPQ), §01A A1) 7128 Buke sl 6%t
Felold % (80.2%) B U§A FAPQo| 242t 7h3
=0 Wyl2 gEgioug Ho- e 4 9ict
CAIE Ajulxo] AgA Exolgt HAY SeEwle] A}
87 45 Ag9) ABAIR JisAel S luistel,
AFEAY Al (user-centered)[41], &
5} B840 AHS A AR AUl ALgRe] 2
7% doit auHoe FE0tL A YRS HWsHe
A BRIk EGh AR B2 BAold Bl g 7
o]l % FEROR ofs g0l > 984 > BaH > o]

880} £02 ulgo] Aok

H3. 2l 9 A2lo]y 29| oA AY(AD)] 4
X WA vl 2R HTable 4], HEFoIAISS Do
Q63.6%)0] T2l 159.4559)0] vIsh 0jeis] Seto
5o $01 PRI00E, H3L A 4 gk ojA
RS AFADE QNsH AEol Melao] A1 of

1

A(AD), & HAIE QIEjH|o]A9] TiR}RIMt 2fojokx 52

ol oj2iE) 715 887 Alole] Re viesie ue

Aol Mg 2H CXE Au|AS E3t Ox|E AHsAL
St Aols f=stedl $54 A itz Eoh A

Ul’ﬂﬂi o2 e QlEjTo] AL QXY AMEAS RN

oz} AL} A5-S FAHAIZICHAS)

*ﬂ‘ﬂ 7 Zulo]) oJsel, RPN 284 SHAME

SAISH

2utd o] Feflolg Xofl Bls fAISHE vHd, AAV 2t

> 2 o J_

)

r-l“’

=13 ATA
=2 o
_]
o



A Study on Visitor Engagement of the Audio Guide and Curating-bot at Museum of Modern and Contemporary Art 191

AL ARlolAE Felo]s ol chet B7b wuke o)
ol B £ ek 2ol Y2 A 1900] olg
2 Qe v Felo]d e 191 oS A|Us) 7] B

7]
ol Fagt A4 A0l ot A
284 WHAE RujY o] O Wt ooz

wsH Z8)7F & =|9itkwell prepared)’ 2l 2R
PSS Bt Aol

H4. =il Qfnt Felolg %o /)& AFS(HS)9
’d Btk vlus R W[ Table 4], fF2fold 3(66.7%)
TuY H(64.8%)RTt ZAagt Afoj2 995 FRen
2, Hd= AEE 4 ook Al &7 Zto] ofst, 2t
A Pt Fefold ¥ nE qu] 91y, &Al0] AW W xf|
U 27189 A2 Sl ABAL] Aols fEdiey, &
MBIA0] SAA £/ O 71R9] &7 7hedl 71V =
< B7ts 253,

=2

S 1p

Table 4. Ratios of Dimension of Attributes of the
Mobile App and the Curating-bot

SAIA 47d(inventive) > YRHA oz FOJA Al
P& novelty) o]ut ‘A 2-&(newness) o] UR{SH
ofoltio], 7, WO olaid 4 gk AeAeixtel
TR 0]AK(56.0%)S T 57141 & Alo] o] & Z7]|2
AFg31o0], WS olA(59.7%)E 2% TlolES Ago
2 ALGAEE, Aol FATul sl A2 &
Ul Felole) o) ‘AAarolt Mzg e FE AL

slx] ootct

H5. CIAIY M| 29| ofgi2lg 573t 2, ol Al
20 Tt ol §9HE (81 8%} oIS, FAEE
(0.32+, p < 0,057} OFHOn, o5 Auld] Tzt ol§
QS ET} RolAE AAIZYUE(0.32+, p < 0.05)F &

7Rl 8 2, Ho: A 4 otk

AAHEE(DOS)O] tigh HAE /\131*4 Rl
2 ééi A, 2ol At Felold 22 25 AHgE
AERAKn = 214, mean = 6.37, p = 0. 02)9‘} = 7R
AU A5 ARESHA] OF2 ATHAME(n = 604, H4 = 6.14)
2 AR el WAL 859, o] Zak: gAY
ABlAZE FAE R0 SR F2 tilt= A=

AAfsFD, AuH o2 HeS ARt 4 olck

=2 d
Ae g ST A, 99 a0 A8
RS FAolH $n-612)2 AHET HBFOlA
Mo] BRHACHp <

0.001). o5& Sof, 28td 9 A Zxro]AHmean
Dimension of Detailed MA CB == o o Hc;“
attributes attributes Ratio (%) | Ratio (%) = 5.98)= Feflold 22 AREst AFAtoiA mean = 5.8)
supportive 82.7 68.0 O =2 XMAZUEE L7 St = 71X X
Attractiveness wellpp?repared 80.3 823 BoH = IAERES SR E?_ 7Pel A
i i : : 8 MU|AS BT ARRsE AEAM]RKn= = [e]=
D'"EEB?'O” efficient 79.6 725 THAS 25 ALY BEARHn=211)= elolS
cutting-edge 11.8 15.0 ot ALst AE25ojRtof HIg] § =& MAZUEE B
;‘;g‘n 265342}4 23742 2 ou2(mean = 6.01, p = 0.01), H7& A=l 4 9lct
comprehensible 89.0 87.8
Pragmatic useful 85.2 79.8 v TRl
Quality (PQ) easy 72.6 76.6 Valu of e Exibtion (PVE) —— e (416 Aitude toward the Exhibiion
clear 79.6 76.7 (032%) E\Dagslof s (0.?022 Y
Sum 3264 3209 -Duration of Viewing Time (0..
0.329) |
mean 81.6 80.2
inventive 1.7 14.9 xp P%txlyofme U;‘gi’;‘%"f’gﬁ:‘;‘;:&‘:ﬁ InlcnuonlBo:%:]{El;calExhibiuon
Hedoni_c excuthg 56.3 74.2 ALl ) e Atetono Revs e e
Stimulation rewarding 875 80.4 i g mension, . with Using the Digiul Py (1)) P
( , ) s §1.8% ibiti
(HS) up-to-date 82.7 81.1 H2 : Pragmatic Quality S Exhibiton to thers (0.28%)
interesting 85.8 82.7 e ‘
sum 324 3333 (MA: 64.8%, CB: 66.7% ) Behavioral
Intention to Use the Digital
mean 64.8 66.7 Services (BIUDS)

Fig. 3. Results of Hypotheses Testing (H1-H5)



192  Journal of The Korea Society of Computer and Information

IV. Conclusions
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