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Abstract

While augmented reality technologies have been applied to the display and
navigation in museum exhibits, fewer cases have been found in free-form and more
abstract type of content, such as Chinese calligraphy exhibits. From the perspective and
approach of exhibit content, this study adopted an empirical methodology to explore how
the structure and presentation strategies of guiding media affect visitors’ experience and
learning performance.

A total of 40 participants volunteered to take part in this study. Two different guiding
media including a brochure and a mobile AR app were developed and used in a simulated
exhibition venue. The subject of the exhibit is “Flowers’ Fragrance (= & * tt),” a
masterpiece of cursive script created by Huang Tingjian (5 /&% » 1045-1105), a
Chinese calligrapher, painter and poet of the Song Dynasty. Participants used the assigned
guiding medium to freely explore the exhibit, and their visiting behaviors and
performance were observed and recorded. After the visit, the participants were
administered a questionnaire and also interviewed to provide their subject evaluation
toward the visiting experiences in general, and the guiding media in specific.

Based on the chracteristics and themes of the colligraphy works, this study designed
and developed two versions of guiding media with different interaction modes. One is an
AR navigation app where proactive interaction with instant feedback is available. The
other is a brochure where reactive interaction with structured instruction is available. Both
versions were consistent in disclosing 5 critical items of information about the exhibit
artwork. Findings of the study suggested the overall improved visiting experiences and
learning performance for all participants, no matter which type of guiding medium was
used. Generally, participants’ understanding, memory, and subjective appraisal of the

exhibit were improved, and participants who used the AR guiding have shown as good
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learning performance as their peers who used the brochure. Participants also affirmed that
AR can resuce their inconvenience and inefficiency in cross-referencing and searching
information, which also enlightened them on Cursive Scripts. The results of the
evaluation also supported that the guiding media were helpful to enhanced the
experienced value of the participants, where the participants believed that brochure had
high educational value, and AR app has higher entertainement value.

This study adopted AR technology to provide an alternative way for visiting
calligraphy exhibit. The results and findings supported that guiding media were helpful
to provide visitors, even those who were not subject- or museum-savvy, with a referencial
framework to develop their meaningful visiting experiences. Based on the findings, this
study concluded by providing suggestions and strategies for future research and practices

in the field of museum and visitor studies.
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