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Table 1, Statistics of museum and art museum smartphone
application

Android iOS(iPad/iPhone)
museum 4,692 744/1 684
siE 500 22/54
art museum 2,959 372/680
ojs=2t 1,081 29/49
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Fig. 1. The graph of the result of user-evaluation of six
museum applications
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Fig. 2. The result of user-evaluation of six museum
applications from information service perspective
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Fig. 3. Game, animation, AR, QR code of Asian
Civilizations Museum
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Fig. 4. Tour programs of bilbao Guggenheim, British Museum
and American Natural History Museum
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Fig. 5. The result of user-evaluation of six museum
applications from other feature perspectives
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