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Development of User-Centered Experiential Museum Exhibition
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Abstract

Recently, the concept of museums has changed from simply unilaterally viewing the displayed collection to an
emotion-oriented form that allows indirect experiences of exhibits using ICT technology. According to this change in
the concept of the museum, the museum provides visitors with various museum education contents using metaverse
technology. However, it does not provide new values due to the insufficient quality of contents. As a result, there
are still problems like a low rate of visitors participation as well as a lacks of consensus through interaction with
exhibits. Therefore, this study planned, implemented, and presented content that continuously conducts sensuous and

differentiated creative educational activities through interaction with visitors.
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Table 1. Proposed exhibition composition of Jeju folk
natural history museum and sea exhibition hall
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