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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
and the Curating-bot
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Fig. 3. Results of Hypotheses Testing (H1-H5)
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IV. Conclusions
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