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The museum is using various digital environments and smart converging technology in order to
respond to the changing demands of the visitors. The exhibition environment and content creating
methods are also changing, but the empirical study about the multidisciplinary methodology is
currently lacking. This research started from this problem and tried to suggest a converging
framework meant for digital exhibits in a museum by analyzing the methodology models in
different fields and putting together the positive sides.

The following is the specific action plan to achieve the purpose:

Firstly, predict the changes of museum exhibition design based on the digital convergence
environment and analyze their characteristics so as to better understand the prerequisites for a
convergence framework and relevant processes. Secondly, analyze the design convergence
methodologies discussed in the field of humanities and business management and draw out
significant implications for museum exhibition content development accordingly. Thirdly, suggest a
convergence framework customized for tech-applied exhibition and validate the effectiveness of the
framework by applying it to an actual project.

A exhibition content for the National Museum of Naju was created through MCF. Also, the
efficiency was verified through the visitor's evaluation at the exhibition in the museum. The
evaluation was done by survey and focus group investigation to determine the goal achievement
rate of the strategic components of the MCF, which are storytelling and interaction. It could be seen
that the visitors’ interest was tweaked by when the exhibit progressed by connecting various
mediums with historical story. Also, according to the survey results, the video changing according
to specific reactions and signals was a positive aspect in the entertainment factor, and the need for
a way to have independent experience, in other words, the need for a dominant interaction was
realized.

This research tried to increase the completion as an empirical research by suggesting
methodologies that are able to be implemented on the field and use the actual suggested framework
to make contents. However, the verification process by the actual workers who will use the
framework wasn’t carried out. A follow-up study that targets the museum workers has to be made

to verify the effects of the actual progress process and feedback to supplement the framework.





