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A Study on the Digital Utilization of Museum Education
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Abstract

Today, advances in IT technology have made the use of digital devices routine and are affecting society
as a whole. Among them, in the field of education, it began to change from an analog educational
environment to a digital educational environment, and the educational function of digital was proven. This
study will investigate and analyze the changes in the educational environment of museums and digital
utilization of educational programs using digital media to explore the limitations and development directions
of current educational programs. The research method looked at the definitions and concepts of museum
education and the necessity of digital use in museum education, and looked at the digital education cases
of domestic and foreign museums in terms of technical and educational aspects. Based on the analysis
results, it proposed increasing the number of professionals dedicated to technology, creating a physical
environment that can drive digital devices, and strengthening the digital paradigm of museum education, not
just digital experiences. Furthermore, we hope that this study will provide practical help to museum
personnel in developing programs using digital devices in museum education.
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[Table2] Museum Education Digital Utilization Educational Aspects
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[Fig. 1] Discussion and Question screen(left), Salmon Challenge Game(right) [7]
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