
 

 
 
 
 
 
 
 

MOBILE SOLUTIONS  
AND  

THE MUSEUM EXPERIENCE 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 

Annina Koskiola 
 
 
 
 
 
 
 

 
___________________________________________________________________________ 

Department of Art History, Stockholm University 
Curating Art. International Master's Programme in Curating Art, 

including Management and Law 
Spring 2014 



 



ABSTRACT 
 
 
Institution: Konstvetenskapliga institutionen vid Stockholms universitet 
Adress: 106 91 Stockholms universitet 
Tel: 08-16 20 00 vx 
 
 
Handledare:  Christina Fredengren   
     
 
 
Titel och undertitel: Mobile solutions and the museum experience  
  

 
 
Författare:  Annina Koskiola        

 

Adress:   Mannerheimintie 81 B 62   

  

Postadress:   00270 Helsinki, Finland  

Tel:   +358403533131  

 

Typ av uppsats: kandidatuppsats magisteruppsats                 masteruppsats 

 

  licentiatuppsats doktorsavhandling 

 

Ventileringstermin: VT 2014  

 

X   

 

This thesis presents four case studies from the Finnish museum sector that are using mobile 
technologies in diverse ways to enhance the museum experience. At the National Museum 
of Finland, the mobile solution functions as an aid for providing translations in different 
languages and thus improving the aesthetic appearance of the exhibition. At Tampere Art 
Museum, the outdoors mobile tour extends the museum visit outside the physical walls of 
the building. At Helsinki City Museum the mobile phone is perceived as a communication 
tool. At Luostarinmäki Handicrafts Museum the Augmented Reality game combines digital 
narrative with real-world events, creating a solution that is both entertaining and 
informative. 
 
These solutions are analysed in terms of the Contextual Model, developed by Falk and 
Dierking. The model divides the museum visit into three overlapping and interacting 
spheres – personal, social and physical. This thesis looks at how mobile solutions may 
enhance or hinder the museum experience in regards to each of these three spheres. 
Additionally, the model is compared with the results of a visitor research conducted at the 
National Museum of Finland in October 2013. The aim of the thesis is to identify the most 
successful features of these solutions and to explore how the field could be developed in the 
future.   

Sökord: mobile solution, app, museum experience, Contextual Model, Augmented Reality 
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INTRODUCTION  

Introduction 

In 2014 mobile phone use has perforated all parts of the society all over the world. 

According to ITU and UN statistics, more people possess a mobile phone than a toilet.
1
 

The number of mobile phone users at the end of 2013 was 6.8 billion, which, totalled to 

96,2% of all the inhabitants of the world.
2
 What is of more interest in the scope of this 

thesis is the amount of mobile broadband connections. This number includes 

connections used for various portable devices, such as smartphones, tablets, laptops and 

other gadgets that can be used to connect to the internet while moving around. The 

amount of those has exploded in the last couple of years, from 268 million to over 2 

billion in 2013. Whereas in developing countries only one fifth of the population has a 

mobile broadband connection, in developed countries the number is 74,8 out of a 100. 

Even last year there was a 18,5% raise in the numbers, and since 2007  the number has 

tripled.  By 2015, it is forecasted that mobile phones will overthrow computers as the 

main device used to connect to the Internet.
3
 

We, living in the developed world, are used to carrying our mobile phones with us 

wherever we go, using them on a daily basis in our everyday life to send text messages, 

browse the Internet, play games, take pictures, share them on social media and even 

occasionally make phone calls.
4
 The majority of mobile phone owner carry it with them 

all the time.
5
 At the same time, mobile internet has also changed the way we perceive 

the world – we are not simply consumers of the media and culture around us, but also 

function as active producers. Upon encountering interesting objects and events in the 

outside world, we take a picture of it, edit it, rate it, comment on it and link it together 

with other material on the same topic. Anything that is funny, informative, insightful, 

                                                           
1
 Based on ITU statistics on technology use in the world, and UN statistics on toilet access. UN 

News Centre, ‘Deputy UN chief calls for urgent action to tackle global sanitation crisis’, 21 March 2013. 

https://www.un.org/apps/news//story.asp?NewsID=44452&Cr=sanitation&Cr1=. International, (accessed 

13 May 2014); Telecommunications Union (ITU) ‘Mobile-cellular telephone subscriptions’, 2012. 

http://www.itu.int/en/ITU-D/Statistics/Documents/statistics/2013/Mobile_cellular_2000-2012.xls, 

(accessed 13 May 2014). 
2
 However, some people have more than one mobile phone, which affects the numbers. 

3
 M. Hamblen, ‘Most will access Internet via mobile devices by 2015, IDC says’, in Computerworld, 12 

September 2011. 

http://www.computerworld.com/s/article/9219932/Most_will_access_Internet_via_mobile_devices_by_2

015_IDC_says, (accessed 13 May 2014). 
4 
Nielsen, ‘How the Mobile Consumer Connects around the Globe’, 25 February 2013. 

http://www.nielsen.com/us/en/newswire/2013/how-the-mobile-consumer-connects-around-the-

globe.html, (accessed 13 May 2014); D. Johnson, ‘How Are Smartphones Being Used? [Infographic]’, in 

Tatango, 20 September 2011. http://www.tatango.com/blog/how-are-smartphones-being-used/, (accessed 

13 May 2014). 
5 
Victoria and Albert Museum, ‘Understanding the Mobile V&A Visitor: Autumn 2012’, 16 January 

2013. http://www.vam.ac.uk/__data/assets/pdf_file/0009/231975/V-and-A-Mobile-Visitor-Survey-

Report-FINAL-16-Jan-.pdf, (accessed 13 May 2014). 

https://www.un.org/apps/news/story.asp?NewsID=44452&Cr=sanitation&Cr1
http://www.itu.int/en/ITU-D/Statistics/Documents/statistics/2013/Mobile_cellular_2000-2012.xls
http://www.computerworld.com/s/author/22/Matt+Hamblen
http://www.computerworld.com/s/article/9219932/Most_will_access_Internet_via_mobile_devices_by_2015_IDC_says
http://www.computerworld.com/s/article/9219932/Most_will_access_Internet_via_mobile_devices_by_2015_IDC_says
http://www.nielsen.com/us/en/newswire/2013/how-the-mobile-consumer-connects-around-the-globe.html
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emotional, provocative, useful or fascinating is shared online with acquaintances and 

strangers at the speed of light. 

During the last couple of years museums have started to realize the possibilities 

provided by mobile technologies for attracting new visitors and for enhancing the 

museum experience for the already active audience. The first museum to launch a 

mobile guide was the Stedelijk Museum in Amsterdam, which released their radio 

broadcast tour as early as in 1952.
6
 Since then the technology has moved a light-year 

ahead, but the concepts and issues have remained similar. After the release of the Apple 

smartphone in 2008, the field has exploded. The fact that the majority of museum 

visitors have their own mobile device with them means that instead of investing in 

expensive hardware, museums can tap into the visitors’ own resources. Some museums 

are developing their own apps, such as the Metropolitan Art Museum, the Hermitage 

and Centre Georges Pompidou.
7
 Other museums are aiming to reach the same audience 

with more cost-effective methods, such as by creating a mobile-optimized version of 

their website and developing mobile tours with QR-codes. 

The development is so fast that the discussion does not make it between the covers. The 

talk is buzzing in conferences, seminars, presentations and journals. One of the most 

prominent venues in this topic is the NODEM conference (Nordic Digital Excellence in 

Museums), which has been organized since 2003.
8
 In 2013 the conference was held in 

December in Stockholm with the topic “Beyond Control – the Collaborative Museum 

and its challenges”, and attracted 260 participants from the museum and heritage 

sector.
9
 Another prominent venue for the discussion is the Museums and the Web –

conference, which was organized this year in April in Baltimore.
10

 The interest in the 

field is vast.  

Rather curiously, in a country famous for its mobile technologies, Finland, museums are 

only slowly starting to turn mobile. Hardly any published material exists on the topic in 

Finnish. Until last year, museums had been cautiously experimenting with mobile 

solutions. A lot is happening currently under the surface. This spring, two different 

                                                           
6
 L. Tallon, ‘Introduction: Mobile, Digital, and Personal’, in Digital Technologies and the Museum 

Experience, L. Tallon & K. Walker (eds.), AltaMira Press, Plymouth, 2008, pp. xiii-xxv. 
7
 M. Fisher and J. Moses, ‘Rousing the Mobile Herd: Apps that Encourage Real Space Engagement’, in 

Museums and the Web 2013, N. Proctor & R. Cherry (eds). Silver Spring, MD: Museums and the Web, 

31 January 2013. http://mw2013.museumsandtheweb.com/paper/rousing-the-mobile-herd-apps-that-

encourage-real-space-engagement/ (accessed 13 May 2014). 
8
 NODEM Digital Excellence in Museums Conferences, ‘NODEM 2013 Sweden: Beyond Control – The 

Collaborative Museum and its Challenges’, 2013. http://www.nodem.org/conferences/past/stockholm-

2013/, (accessed 13 May 2014). 
9
 S. Istudor, email, 18 December  2013. 

10
 Museums and the Web, ‘MW2014: Museums and the Web 2014’. 

http://mw2014.museumsandtheweb.com/ (accessed 13 May 2014). 

http://www.museumsandtheweb.com/
http://mw2014.museumsandtheweb.com/
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discussion events on the topic have been hosted in Helsinki.
11

 On top of my research, 

two other theses on this topic have been written.
12

 However, what will have the largest 

effect on the field is a project led by the Finnish Museums Association called “Seinätön 

Museo”, Museum without walls. The main result of this scheme has been the 

coproduction of a platform for creating mobile museum solutions, which is heavily 

marketed to the Finnish museum scene.
13

 Before the mass incorporation of mobile 

technologies into the museum sector incites, now is a perfect time to stop for a second, 

analyse what has been done until now, and assess how the development should be 

continued in the future. In this thesis I will look at how mobile technologies could be 

used to enhance and enrich the museum experience, concentrating on case studies from 

the Finnish museum scene. 

I will concentrate on museums in the oldest sense of the word – culture-historical and 

art institutions with a permanent collection and exhibition space. However, the results 

of this thesis could be easily extended to other institutions with a similar mission, and 

which are defined as museums by the ICOM standards, such as aquariums, zoos and 

science centres.
14

 As Gottlieb and Henningsson have argued, these institutions have an 

analoguous function, same target audience and could benefit from corresponding use of 

mobile technology.
15

 

My personal interest in the topic started with the practical part of my final project for 

the International Master’s Programme in Curating Art at the University of Stockholm. 

For this programme, I developed a participatory mobile tour called “Back to the 

Future”, which encourages visitors to formulate their own ideas on what the future may 

look like, based on the historical and archaeological remains from the past. This project 

was developed from the collections of the National Museum of Finland, and was 

released 4
th

 December 2013. The tour can be accessed online at http://www.2117.mobi. 

                                                           
 
11

 ‘QR-koodit museoissa’ [QR codes in museums], 6 February 2014, at the Finnish Photography 

Museum, Helsinki, Finland;  ‘Kulttuuriala verkossa’ [Cultural field on the web], 6 March 2014 at the 

Olympic Stadium, Helsinki, Finland. 
12

 M. Numminen, ’QR-koodit museossa: Suomen valokuvataiteen museon palvelun kehittäminen’ [QR 

codes in a museum: developing service at the Finnish Photography Museum], bachelor thesis, Humak 

University of Applied Sciences, 2014. http://theseus.fi/handle/10024/71545, (accessed 26 March 2014).  

J. Paakkinen, ‘Opastusjärjestelmä automuseoon’ [A guiding system to the Automobile Museum], 

bachelor thesis, Oulu University of Applied Sciences, 2014. http://www.theseus.fi/handle/10024/71992 

(accessed 8 April 2014). 
13

 Finnish Museums Association, ‘Seinätön Museo’ [Museum Without Walls], 2014.  

http://www.museoliitto.fi/seinatonmuseo, (accessed 13 May 2014). Finnish Museums Association, 

‘Museoiden uudet mobiilimahdollisuudet’ [New mobile opportunities for museums], 2014.  

http://www.museoliitto.fi/doc/seinaton_museo-esite.pdf, (accessed 13 May 2014). 
14

 ICOM, ‘Museum Definition’, 2014. http://icom.museum/the-vision/museum-definition/, (accessed 13 

May 2014). 
15

 H. Gottlieb and P. Henningsson, Digitala medier för besökare på museer, Dramatiska institutet, 

Stockholm, 2004, pp. 19-31. 

http://www.2117.mobi/
http://theseus.fi/handle/10024/71545
http://www.theseus.fi/handle/10024/71992
http://www.museoliitto.fi/seinatonmuseo
http://www.museoliitto.fi/doc/seinaton_museo-esite.pdf
http://icom.museum/the-vision/museum-definition/
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Aim  

My main interest lies in how mobile solutions can be used to enhance the museum 

experience on spot during the visit. Instead of the technical and practical aspects, I will 

focus on how the contents and use of these solutions affects how the visitors experience 

the exhibition.  I am curious about how the use of a mobile device in the exhibition area 

can for example trigger a multi-sensory experience, or enhance the social interaction 

during the visit. I want to explore, if the use of a mobile solution brings an additional 

layer to the museum visit, or if it is just a fun little widget.  I am also intrigued about 

how the museum visitors themselves would want to use their mobile devices to enhance 

their stay. The aim of this thesis is not to evaluate, but to critically analyse the 

enhancement created to the personal, physical and social aspect of the museum 

experience by the mobile solutions. 

As already noted, mobile solutions in the museum sector are a very recent development, 

and therefore a limited amount of published material exists on the topic. This is 

especially the case in Finland. Thus, a side task of this thesis is to function as a 

summary of the types of mobile solutions provided in the field today. As one feature of 

the fast-developing technologies, is, on the flipside, the fast disappearance of these 

projects, a by-product of this thesis is a documentation of the current state of mobile 

development in the country, which will form a piece of museological history. 

Research questions 

My research questions can be summarized as following: 

1) How are museums using mobile solutions at the moment and how do these 

enhance and intertwine with the museum experience? 

2) How would visitors wish to use mobile solutions to enhance their museum 

experience? 

3) How mobile technologies should be developed in the future to best benefit the 

museum experience?  

Some of the issues that I will explore along the way are: What solutions are museums in 

Finland using at the moment? How do they connect with the wider exhibition? Who are 

the solutions targeted to? How is the visitor experience altered by the use of a mobile 

media? How do the visitors perceive the topic? Is mobile always necessarily the best 

solution? 
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Terminology 

Mobile technology: Tallon has defined the term mobile to refer to all solutions, which 

function independently of location and are available anytime, anywhere.
16

 In this sense, 

the term contains all portable devices, such as digital cameras, music players and 

separate devices developed for museum audio guides, such as acoustiguides. In this 

thesis, the term “mobile” only refers to personal mobile communication devices, mainly 

smartphones and tablet computers. With the advent or large-screened smartphones and 

“minitablets”, the boundary between these two categories has started to blur and the 

common term “mobile device” functions as an umbrella term for all these devices. 

Mobile app:  A mobile application or an app is software that functions specifically on a 

mobile device. The term ‘app’ is preferred in this thesis due to its unambiguity. Mobile 

apps can be divided into two categories according to whether their use requires Internet 

access or not – native apps (function without) and online apps.
17

 Also hybrids of these 

two exist. What is notable in app development is that each mobile operating system 

requires its own software – iOS, android and Windows phone being the three biggest 

operators at the moment. 

Mobile website: A mobile website is an online website that is specifically adapted to be 

used with mobile devices. The biggest issues to be taken into consideration are the small 

screen size and the somewhat slower Internet connection. Typically this means 

alterations to the layout, limitations on the amount of pictures and text, and clearer 

navigation with big buttons. A website can have a completely separate mobile version, 

or the same site can be programmed so that it automatically adapts to a mobile-friendly 

version, when it recognizes that it is being accessed by a mobile device. 

Mobile solution:  A mobile solution is an umbrella term for all online services, which 

are meant to be used on-the-go.
18

 In this thesis, the term is used to refer both mobile 

apps and mobile websites.  

QR code: A Quick Response code, a QR code, is in effect a two-dimensional barcode 

that can be used to store larger amounts of data than the standard barcode (figure 1).
19

 

Typically, in the museum setting QR codes are used next to artworks or artefacts, 

containing the URL-address to a mobile website containing more information about that 

                                                           
16

 L. Tallon, ‘Introduction: Mobile, Digital, and Personal’, p. xviii. 
17

 T. Forbes, ‘Device-Native vs. web-based apps’, in N. Proctor (ed.), Mobile Apps for Museums: The 

AAM Guide to Planning and Strategy, American Association of Museums, Washington, DC, Kindle 

version, 2010, Kindle location 318-514. 

18  Diliman Interactive Learning Center, ‘Mobile Solutions’, 31 March 2009, 

http://iskwiki.upd.edu.ph/index.php/Mobile_Solutions#.U0GOVBC8qEo, (accessed 13 May 2014). 

19 T. Paakkanen, ’Häkkyrä ohjaa tiedon lähteille’ [A gadget that leads you to information source], in 

Museo, vol. 50, no. 1, 2012, pp.17–18. 

http://share.ebax.fi/press/Museolehti/MUSEO_1_2012_TITLE_EBAX.pdf, (accessed 13 May 2014). 

http://iskwiki.upd.edu.ph/index.php/Mobile_Solutions#.U0GOVBC8qEo
http://share.ebax.fi/press/Museolehti/MUSEO_1_2012_TITLE_EBAX.pdf
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particular object.  Visitors, who wish to access the website, must scan the QR code with 

their own mobile phone using a QR code scanner app. 

 
Figure 1 Example of a QR code. 

Augmented Reality: According to Milgram and Kishino, Augmented Reality, typically 

shortened as AR, is one subcategory of so-called Mixed Reality (figure 2). The term AR 

refers to the ability to overlay digital information on top of real-life objects and sites.
20

 

AR solutions are typically triggered by form-recognition technology, which requires a 

specific app created for the purpose. AR solutions are still relatively rare in the museum 

sector, but they could be used in e.g. overlaying a ruined heritage site with a picture of 

what the building might have looked like in the past. 

Figure 2 Virtuality Continuum, after Milgram and Kishino. 

Theory  

I will approach the concept of ‘museum experience’ with a theory developed by Falk 

and Dierking. Over two decades ago, the authors presented a widely-adapted model 

called The Contextual Model of Learning, which explains the complex intertwined 

nature of the museum experience. They divide it into three overlapping and interacting 

spheres – personal, social and physical spheres (illustration 3).
21

 In 2012 they published 

an updated version of the theory where time was added as a fourth layer (figure 3).
22

  

According to this theory, shortened by them as Contextual Model, the visitor does not 

enter the museum as an empty canvas, but their visit is directed by their own 

motivations, interests and prior knowledge.  This background has a huge influence on 

the experience they get out of the stay. These aspects account for the personal context of 

                                                           
20 K. Milgram and F. Kishino. ‘A Taxonomy of Mixed Reality Visual Displays’. IEICE Transactions on 

Information Systems, vol. E77-D, no. 12, 1994. 

http://etclab.mie.utoronto.ca/people/paul_dir/IEICE94/ieice.html, (accessed 7.5.2014). 
21

 J.H, Falk and L. D. Dierking, The Museum Experience. Whalesback Books, Washington, DC, 1992. 
22

 J.H, Falk and L. D. Dierking, The Museum Experience Revisited, Left Coast Press Inc., Walnut Creek, 

CA, 2012. 

VIRTUALITY 
Virtual 

Environment 

Augmented 
Virtuality 

(AV) 

Augmented 
Reality (AR) 

Real 
Environment 

REALITY 

Mixed Reality (MR) 

http://etclab.mie.utoronto.ca/people/paul_dir/IEICE94/ieice.html
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the visit. The sociocultural context refers to the fact that visitors most typically arrive at 

the museum with family or friends or as a part of a larger group. Even if they do come 

alone, they cannot ― almost without exceptions ― complete their visit without any 

interaction with museum personnel or other visitors. Furthermore, their experience of 

the stay is shaped by their sociocultural background, such as belonging to a minority. 

The third context, physical, is the one that the museum personnel can most effectively 

alter by providing rich multisensory experiences, but also by taking care of basic 

necessities, such as providing seating and access to toilets. The more widely the 

museum exhibition is able to cater for these spheres by e.g. providing alternative 

narratives to the exhibition with other voices, by offering auditory and tactile 

information and by giving the visitors opportunities for doing activities together, the 

deeper impact the exhibition will have for the visitor. In this thesis I will use this theory 

to analyse, how a mobile solution can help the museum to administer to these three 

contexts and thus enhance the museum experience. 

 
Figure 3 The Contextual Model, after Falk and Dierking, The Museum Experience Revisited, p. 26. 

The model’s value is based on the fact that it takes into account the wider societal 

context outside the white cube in which the museum visit takes place.
23

 The crucial 

societal role that museums have in building personal and national identities and 

egalitarian societies has been written by e.g. Hooper-Greenhill.
24

 However, as the name 

of the model indicates, experience and learning are tightly interconnected in the 

museum visit. Indeed, education has been recognized as one of the museum’s main 

objectives ever since the origin of the first institutions.
25

 The basis of Falk and 

Dierking’s model is the assumption that the more multisensory and participatory the 

museum experience is the more lasting impact it will have for the visitor― and thus 

                                                           
23

 B. O'Doherty, Inside the White Cube: The Ideology of the Gallery Space, 2
nd

 ed., The Lapis Press, San 

Francisco, 1986. 
24

 E. Hooper-Greenhill, Museums and Education: purpose, pedagogy, performance, Routledge, 

Oxon/New York, 2007, pp. 3-4. 
25

 G. E. Hein, Learning in the Museum, 3
rd

 ed., Routledge, Oxon/New York, 2000. 

PERSONAL CONTEXT 

SOCIOCULTURAL 
CONTEXT 

PHYSICAL 
CONTEXT 
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enhance their learning on the topic.
26

 This view is supported by the current sociocultural 

paradigm in the educational studies research, which views learning as a complex 

interaction between various participants and learning aids.
27

 However, it must be 

pointed out that learning is not the only motivation and ambition for a museum visit. As 

Falk has revealed, there are multiple reasons behind a museum visit.
28

 These objectives 

can be categorized as “(1) social-related reasons, (2) recreational, sight-seeing reasons, 

(3) learning and personal enrichment-related reasons, (4) hobby and professional 

interest-related reasons, and (5) reverential reasons.”
29

  

Therefore, the model could be criticized for the direct connection with the educational 

aspect it wishes to make. A museum visit can be so much more than an undertaking to 

educate oneself, and a successful museum experience cannot be assessed based on 

whether or not the visitor has managed to internalize the exhibition’s factual content. As 

Heinonen and Lahti have pointed out, a museum exhibition can affect a visitor in a 

manifold manner: 

The objective behind an exhibition is always to communicate with the visitor, in order to provoke a 

“transformation”. Typically the aim of the exhibition is set by the museum to be increasing of 

information, understanding of previously unknown facts or producing an experience. But just as well 

as didactic or esthetic, an exhibition can be romantic, escapist, glad, sad, taking a stand, a comment on 

a current issue or pointing out grievances.
30

 

Furthermore, the model may be criticized for the minimal attention that it gives to the 

exhibited artifact, and to the curation of the physical exhibition.
31

 I will also touch on 

the issue of how the incorporation of mobile technologies into museums affects the role 

of the curator. The definition of the term curator has been shifting as long as the term 

has been in use.
32

 One of the most traditional ways of perceiving the role is to see the 

curator as a mediator between the art and artefacts and the audience. The task of the 

curator is to understand the intrinsic message and value of each artwork and to enhance 

                                                           
26

 Falk and Dierking, The Museum Experience Revisited, pp.252-253 
27

 R. Säljö, Oppimiskäytännöt. Sosiokulttuurinen näkökulma [Learning Practices. Socio-cultural 

perspective.]. WSOY, Helsinki, 2004. 
28

 J. H. Falk, ‘Situated Identities and the Museum Visitor Experience’, in Visitor Studies Group Audience 

Segmentation Conference, Sackler Centre, Victoria and Albert Museum, 29 January 2010. Cited in H. 

Chairman and J. Chanter, “From One Hit Wonders to Super Specialists”, in Engage, 26, Autumn 2010, 

pp. 7-20. 
29

 Falk and Dierking, The Museum Experience Revisited, p. 44. 
30

 J. Heinonen and M. Lahti, Museologian perusteet [Basics of museology]. Gummerus Oy, Jyväskylä, 

Suomen museoliiton julkaisuja 34, 1988, p.198. Freely translated by author. 
31

 The issue of how focusing on the social aspect of the visit takes the focus away from the exhibited 

objects is discussed by e.g. D. Fleming.  D. Fleming, ‘Creative space’, in S. McLeod (ed.), Reshaping 

Museum Space, Routledge, London/New York, 2005, pp. 53-61. Cited in Imperial War Museum, ‘The 

Imperial War Museum’s Social Interpretation Project’, January 2013, p. 10. 

http://www.artsdigitalrnd.org.uk/sites/default/files/case-study-

documents/Second_academic_report_Social_Interpretation.pdf, (accessed 13 May 2014). 
32

 D. Levi-Strauss, ‘The Bias of the World: Curating after Szheemann & Hopps’, in Cautionary 

Tales: Critical Curating. S. Rand & H. kouris (eds.), Apexart,. New York, 2007, pp. 15-25. 
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http://www.artsdigitalrnd.org.uk/sites/default/files/case-study-documents/Second_academic_report_Social_Interpretation.pdf
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their qualities by placing them in a context, as a part of a narrative, which best brings 

forth that.  The role of the audience in that process has been that of a silent appreciator 

of the compilation and its creators – the artist and the curator-as-the-artist.
33

  

Price, Koontz and Lovings argue that this situation is being challenged by the advent of 

virtual exhibitions.
34

 The digital realm opens up the venue for the visitors to become 

active participants, and to form a direct relationship with the objects themselves. They 

present a case study of an online platform, where the audience can make their own 

arrangements of the virtual collection’s material, and present this as a way to enhance 

the visitors’ visual reading skills. Christensen, on the other hand, argues that the 

paratexts that visitors are creating by participating in the Internet change the entire 

context in which the objects are analysed closer to that of the viewer, away from the 

original context determined by its historical background and the curator’s intentions.
35

 

These are two examples of the ways a museum visitor is partly adapting the role of a 

curator. The digital realm opens up a new world of opportunities, and questions the 

authority position that the museum is used to filling. As David pointed out with the 

advent of virtual museums, “The digital museum can be visitor-centered rather than 

curator-centered.”
36

 

Material and Method 

The research material consists of two different parts. Firstly, I will take a closer look at 

four individual mobile solutions from the Finnish museum scene. These projects were 

chosen based on an email survey sent to all of the members of the Finnish Museums 

Association in March 2014.
37

 The aim of the email survey was to gain a better image of 

how mobile technologies are used in Finnish museums at the moment and to give some 

guidelines about the types of projects that should be included in the research. 

                                                           
33
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34
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35

J. Riber,  ‘Four steps in the history of museum technologies and visitors' digital participation’, in  

MedieKultur, vol. 27, no. 50, 2011, pp.7-29. 

http://ojs.statsbiblioteket.dk/index.php/mediekultur/article/view/2982, (accessed 13 May 2014). 
36

 B. Davis, ‘Digital Museums’, in Aperture, vol. 136, 1994, p.70.  Cited in W. Schweibenz, ‘The "Virtual 

Museum": New Perspectives For Museums to Present Objects and Information Using the Internet as a 

Knowledge Base and Communication System’, in H. Zimmermann and H. Schramm (eds.), Proceedings 

of the 6th ISI Conference, 1998, pp. 185–200. http://is.uni-

sb.de/projekte/sonstige/museum/virtual_museum_isi98.html, (accessed 14 May 2014). 
37

 A list of museums was acquired for the Finnish Museums Association annual report. Finnish Museums 
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The first case study selected is a mobile website developed by the National Museum of 

Finland, Helsinki, to their exhibition called “The Emerging World - Map Treasures 

from the A. E. Nordenskiöld Collection”, on display between 26
th

 April and 27
th

 

October 2013. This project was the starting point for my research. The development 

phase took place in the spring of 2013, when I was doing my internship at the National 

museum. As this was an experimental project, there was an interest from the museum’s 

side to get some analytical data about the visitors’ opinions on the mobile solution. I 

was eager to take a closer look into that issue, and thus this project forms the base for 

my thesis. 

For comparison three other projects were selected. The selection was not so much based 

on the technology these solutions use, but the different types of activities that these 

solutions are used for. The target was to select solutions that affect the museum 

experience in different manners – on a personal, physical and social level. The other 

three projects selected are an outdoors public art tour called “Tampere Gals”, created by 

Tampere Art Museum and City of Tampere Cultural Affairs;  a participatory website 

about the visitors’ favourite places around Helsinki entitled “Mad about Helsinki”, 

produced by the Helsinki City Museum; and an unreleased Augmented Reality game 

that uses Luostarinmäki Handicrafts Museum as a game platform.  

In addition to a presentation of these four case studies, I have interviewed the curator or 

project coordinator behind each solution, in order to gain a perspective of their 

expectations and wishes for the project, and how they see them linked to the overall 

museum programme. These discussions were semi-structured interviews that lasted for 

approximately two hours. An outline of issues discussed is printed in appendix 1. In 

addition to these general questions, each of the interviews included some questions 

specific to that project. The interview at the National Museum took place already in 

October 2013, whereas the rest of the interviews were conducted in April 2014. These 

case studies will be analysed in terms of the Contextual Model in order to grasp, how 

they affect the museum experience on each of the three contexts, and which features of 

these projects would be fruitful material for future developments.  

The other half of the material is comprised of the results of a visitor survey that I 

conducted at “The Emerging World - Map Treasures from the A. E. Nordenskiöld 

Collection” exhibition at the National Museum of Finland during four days between 

22
nd

 and 27
th

 October 2013. The interview dates ended up being, due to time 

restrictions, during the last week that the exhibition was open. The dates were selected 

so that they included both days during the week and during the weekend (Tuesday, 

Wednesday, Thursday and Sunday), and the interviews were conducted at various times 

between the museum opening hours 11am and 6pm.  

A total of 79 visitors were interviewed. The interviews comprised of short multiple 

choice questions, and were conducted orally. This format was chosen as it enabled the 
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interviewees to extend their answers beyond the multiple choice options, and it allowed 

me to observe their spontaneous reactions to the questions. The survey template is 

displayed in appendix 2. The questions were formulated and posed in as neutral manner 

as possible, and in as similarly to all respondents as possible.   Some interviewees 

wanted to expand their answers beyond the options, and those were written down as 

exactly as could in the short space of the interview.  At the end of the interview I gave 

the respondents a chance to give open feedback to the museum, and some research 

participants took a full advantage of this opportunity, talking for several minutes. Thus, 

the length of the interviews varied between 3 and 10 minutes.   

The interviewees were selected randomly amongst the exhibition visitors, with an 

attempt to interview all the people visiting the rooms. The interviews were conducted 

on spot in the exhibition room, the aim being to interview visitors, when they were 

ready to leave the exhibition, or when they were moving from one exhibition room or 

exhibit to another, in order to disturb them as little as possible. Some visitors were 

naturally missed, while conducting interviews with others. Guided tour groups were 

excluded from the counts, as they did not have a chance to familiarize themselves with 

the mobile opportunities in the exhibition while listening to the guiding. A large share 

of the museum visitors come to the exhibit as a couple or in a larger group. Typically in 

the interview setting only one person was answering my questions, while the others 

were agreeing with him or her. In those cases I only counted the person directly talking 

to me as the interviewee. In a few cases, where two people were interviewed 

simultaneously, but gave separate answers, I counted them as two interviewees.   

In cases, where I interviewed families, the parents were the main participants.  Even, 

when direct questions to the children were posed, they found it difficult to provide 

answers. The youngest person visiting the exhibition alone was 13. I decided to include 

youth visiting the exhibition by themselves in my interview sample, despite the ethical 

issues of conducting research on underage children. In the closest corresponding code of 

ethics, in human sciences, it is standard practice to conduct non-obtrusive research on 

pupils as a part of everyday school activities without prior permission from their 

parents.
38

As the questions posed in my research were not disturbing in their nature, I 

interpreted that youth old enough to visit the museum by themselves were mature 

enough to answer the survey questions. All interviewees were informed about the fact 

that I was doing research and their answers would be written down. No names or other 

personal information apart from age was inquired. The respondents had a chance to 

interrupt the interview at any point, as a couple of them indeed did, due to time 

restrictions. A total of 18 people declined from the interview, many naming language 

barriers or time constraints as a factor.  

                                                           
38

 Finnish Advisory Board on Research Integrity, ‘Ethical review’.  

http://www.tenk.fi/en/ethical-review-human-sciences/ethical-review, (accessed 18 May 2014). 
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The results of these interviews will be used to grasp the visitors’ expectations and 

wishes for their museum experience. The outcome will be compared with the 

Contextual Model to see, if the visitors would indeed wish to use a mobile device in a 

museum setting in a manner that the model would suggest. Lastly, these results will be 

compared with the case studies, in order to dissect, what type of a museum solution 

would enhance the museum experience in a manner that would be requested by the 

visitors. 

Previous research 

Technologies have existed inside museums almost as long as they have existed in the 

world outside of it. Parry and Sawyer have analysed the incorporation of technologies 

into museums based on the interconnectivity of these two spheres (figure 4).
39

 

According to them, when the development started in the 1950s, technology existed 

separately outside the museum context. Over the decades, the two spheres have started 

to overlap, and in the future they believe that the online- and off-line activities of 

museums will be inseparately merged.  A good introduction into this topic is “Digitala 

medier för besökare på museer” by Gottlieb and Henningsson, which provides a 

comprehensive summary of the history and variety of digital solutions in the museum 

field.
40
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5. INTEGRATED 
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Figure 4 An evolution of in-gallery digital interactivity, after Parry and Sawyer, p. 45. 
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Online material has been used to enhance the museum visit both before and after it for 

nearly two decades. Museum websites are a rich resource of information that can be 

used both for planning upcoming visits or for returning to material encountered during 

the visit. These online platforms have been the topic of research for many years, with 

most of the research focusing the learning and usability features of these websites.
41

 The 

various technologies that allow the visitors to bookmark interesting objects and to return 

to them ― and their miscarriage in doing so ― have been discussed by Filippini-Fantoni 

and Bowen.
42

 The use of Facebook and other social media in marketing upcoming 

events and in forming a connection with the museum visitor base has also been 

discussed.
43

 The difference that mobile technology is bringing to the traditional online 

services is the fact that they can be used on spot in the museum to enhance the visitor 

experience.  

Some research in this field already exists. A valuable introduction into the topic is 

provided by Nancy Proctor in the book “Mobile Apps for Museums”, which 

concentrates on the practical aspects of developing mobile solutions, and also gives a 

very clear explanation of the technical details associated with the process.
44

  A large 

share of the literature in the field is very hands-on, and gives practical examples of 

individual case studies and the troubles encountered in the process. Examples of this 

literature are the articles by Alonso and Hayward, Black Fry and Holland and 

McDermott et al.
45

 Dalama and Kockelkorn have even developed an advanced three-

point evaluation system for mobile museum guides according to three different key 

points: technological, information impact and administration.
46

 The two other theses 

that have been written this spring about museum mobile solutions in Finland have also 

been utilitarian in their nature. Mari Numminen from the Humak University of Applied 

                                                           
41

 E.g. P. J. Bowen, ‘Time for renovations: a survey of museum web sites’, In D. Bearman and J. Trant 

(eds.), Museums and the Web 1999, Archives and Museum Informatics, Pittsburgh, PA, 1999, pp. 163-
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(accessed 13 May 2014). 
43

 J. Lindblad, ‘Engaging Through Technology: Exploring Digital Strategies of Art Museums’, masters 

thesis, Stockholm University, 2012. 
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45
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heritage professionals in designing interactive exhibits’, in Gottlieb, H. (ed.), Proceedings of NODEM 

2013 Sweden, Interactive Institute Swedish ICT, Stockholm, 2013, pp. 19-26. 
46

 A. Damala and H. Kockelkorn. ‘A Taxonomy for the Evaluation of Mobile Museum Guides’, in 

Proceedings of the 8th Conference  on Human-computer Interaction with Mobile Devices and Services, 

2006, pp. 273-274. http://dl.acm.org/citation.cfm?id=1152283, (accessed 13 May 2014). 
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Sciences, Helsinki, studied the visitor’s use of QR codes at the Finnish Museum of 

Photography in order to formulate a QR code strategy for the museum. 
47

Joel Paakkinen 

from Oulu University of Applied Sciences reviewed the different methods by which 

Finnish museums have been conducting audio tours, in order to formulate a strategy for 

this at the Automobile Museum in Oulu.
48

  

Some studies have also been conducted about the educational aspects of these solutions. 

Charinotos et al present a case study of a museum activity led for 9
th

 grade students, 

where the students were assigned a set of questions and the task of figuring out the 

answers by roaming around the museum in groups and by sending their learning 

experiences to Twitter.
49

 The authors argue that participation online helps the students 

verbalizing their meaning-making process. Positive results have been also recorded by 

e.g. Sharples et al. They used an app called MyArtSpace at three different museum sites, 

which allowed the students to curate their own collections by “picking” objects from the 

exhibition with a cell phone, and then accessing the data online with a computer after 

the visit. Their study revealed that using the mobile solution enhanced both the learning 

and the enjoyment of the visit.
50

   

The aspect of how these solutions affect the museum experience has been touched by a 

few authors. A useful publication is “Digital technologies and the Museum Experience” 

by Loic Tallon and Kevin Walker, which brings together articles from multiple 

authors.
51

 A similar publication is “Creativity and Technology: Social Media, Mobiles 

and Museums” by James E. Katz, Wayne LaBar and Ellen Lynch.
52

 While many of 

these articles touch on Contextual Model, they typically approach only one aspect of it 

or discuss it only on an ideal level. This is also the case with other research on this 

topic. The physical aspect, and how the use of a mobile solution may distract it, has 

been discussed for example by Vom Lehn and Heath.
53

 A very interesting article about 

the social aspect of mobile solutions is written by Fisher and Moses.
54

 They analyse 

                                                           
47

 Numminen. 
48

  Paakkinen. 
49

 K. Charitonos, C. Blake, E. Scanlon and A. Jones, ‘Museum learning via social and mobile 

technologies: (How) can online interactions enhance the visitor experience?’, in British Journal of 

Educational Technology, vol. 43, no.5, 2012, pp. 802–819. 

http://onlinelibrary.wiley.com/doi/10.1111/j.1467-8535.2012.01360.x/pdf, (accessed 13 May 2014). 
50

 M. Sharples, P. Lonsdale, J. Meek, P.D. Rudman & G.N. Vavoula, ‘An Evaluation of MyArtSpace: a 

Mobile Learning Service for School Museum Trips’, in A. Norman and J. Pearce (eds.), Proceedings of 

6th Annual Conference on Mobile Learning, mLearn 2007, Melbourne, 2007, pp. 238-244. 

https://lra.le.ac.uk/bitstream/2381/8257/1/%5B15%5DSharplesEtAl-mLearn-2007%5B1%5D.pdf, 

(accessed 14 May 2014). 
51

 L. Tallon and K. Walker (eds.), Digital Technologies and the Museum Experience, AltaMira Press, 

Plymouth, 2008. 
52

 J.E. Katz, W. LaBar and E. Lynch (eds.), Creativity and Technology: Social Media, Mobiles and 

Museums, MuseumsEtc, Edinburgh, 2010. 
53

 D. vom Lehn and C. Heath, ‘Displacing the Object: Mobile Technologies and Interpretive Resources’, 

in Proceedings of the Seventh International Cultural Heritage Informatics Meeting (ICHIM 2003).  

http://www.archimuse.com/publishing/ichim03/088C.pdf, (accessed 14 May 2014). 
54

 Fisher and Moses. 

http://onlinelibrary.wiley.com/doi/10.1111/j.1467-8535.2012.01360.x/pdf
https://lra.le.ac.uk/bitstream/2381/8257/1/%5B15%5DSharplesEtAl-mLearn-2007%5B1%5D.pdf
http://www.archimuse.com/publishing/ichim03/088C.pdf


15 
 

museum digital technologies on a continuum from virtual to real and from anti-social to 

social (figure 5). This framework provides an insight into the types of activities that can 

be provided with mobile solutions, but does not assess, how they enhance the museum 

experience. Moreover, it does not take into consideration the personal context of the 

museum visit. In this thesis, I will expand on the discussion sparked by these texts. 

Instead of focusing on a single case study, I am trying to form a more comprehensive 

model about the ways mobile technology could be used in museums by analysing the 

issue from multiple different angles.  

 

Figure 5 Museum social behaviour continuum, after Fisher and Moses. 

An important addition that this thesis brings to the discourse is the use of the Contextual 

Model in analysing the visitors’ perspective. A couple of surveys have been conducted 

specifically on this topic, most importantly by the Victoria and Albert museum in 

2012.
55

 258 visitors were interviewed about their mobile phone ownership, their current 

non-facilitated mobile use in the museum, and their interest towards utilizing museum 

content with their mobile phone during the visit. The results revealed that the visitors 

were already actively using their mobile phones to enhance their museum visit to take 

photographs and share them via social media or to look up on more information about 

some objects. Another large visitor research on the topic was conducted at the Imperial 

War Museum, London and Manchester, where mobile solutions were used in a social 

interpretation project.
56

 The same topic was explored by Numminen in her thesis at the 

Finnish Photography Museum.
57

 Her research included interviews of 24 visitors and 
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observations of 42 museum visitors. All of these studies reflect a very positive attitude 

amongst the visitors towards using their mobile phone in a museum. 

Delimitations 

Due to the restrictions of length, I have delimited my topic to only cover the experience 

of using a mobile solution on spot during the museum visit either inside the museum 

building or outside as a part of the extended museum visit. This cuts out the pre- and 

post-visit activities, which Falk and Dierking also consider as important attributes of the 

museum experience. Thus, I am not focusing on the different ways museums use QR 

codes, social media and other mobile solutions as a part of their marketing and 

audience-building programmes. I am also leaving out more practical issues, such as the 

benefits of apps versus browser-based solutions. Furthermore, I am delimiting my 

research on solutions developed particularly for the visitors’ own mobile devices, and 

leave out audio guides, such as the acoustiguide, which have been used in museums for 

decades, but require specific museum hardware to function. 

Similarly, despite experience and learning being closely connected and intertwined 

fields, I will leave out a deeper analysis of the educational aspects of these solutions. 

This attribute would be a very fruitful issue for research, but the topic is so wide that it 

would require an entirely new paper.  

My thesis focuses only on the development of the field in Finland. The case studies 

introduced in this thesis present only a small sample of the endless possibilities that 

mobile technologies can be used for. It must also be noted that the survey sample in my 

visitor research only represents the visitor base in one museum during one specific 

week, and similar surveys done in other institutions may bring forth very different 

results. Additionally, the visitor sample is relatively small, and leaves out the views of 

younger children altogether.  It must be also pointed out that the interviewer’s presence 

in the survey situation may have resulted in more positive answers than what a written 

survey might have produced. Therefore, great caution must be taken, when applying 

these results beyond the National Museum of Finland, particularly when used abroad. 

Structure of the thesis 

This thesis is divided into four chapters. The first chapter is the introduction, where I 

introduced the topic and the background of the thesis. Each of the following chapters 

will try to tackle one of the research questions presented above. In the second chapter, I 

will quickly summarize the use of mobile solutions in Finnish museums at the moment, 

followed by a presentation and analysis of each of the case studies. The third chapter 

will present the results of the visitor survey, along with an analysis in terms of the 

Contextual Model. The fourth chapter represents my own analysis of how the mobile 

solutions could be improved in the future, based on the results of the investigations.  
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CASE STUDIES 

The spread of mobile solutions in Finland 

In order to grasp an idea of the distribution of mobile solutions in Finland, an email 

survey was sent individually to all the museum members of the Finnish Museums 

Association. The Finnish Museums Association is the umbrella association for all 

Finnish museums, including culture-historical museums, art museums and science 

centres. The association has 195 museum members, who take care of over 383 sites all 

around the country.
58

 The members are divided into three categories according to the 

amount of museum staff hired in each organization. The largest museums belong to 

category I, whereas the smallest ones belong to category III.
59

 

The results covered a total of 75 museums.60 41 museums answered that they do not 

have any mobile solutions that could be used with the visitors’ own devices in the 

exhibition setting. However, some of these museums did reply that they have for 

example used QR codes in advertisement or that they have produced apps that can be 

used with the museum’s devices. As those uses do not fall into the topic of this thesis, 

they are left out of the results. 33 museums had used mobile content in enhancing the 

museum visit on site, some even in multiple different formats. Out of these 33 

museums, the overwhelming majority belonged to category I (the largest museums). 

Categories II and III were both represented by five museums.  A list of these museums 

and their solutions in printed in appendix 3. I also asked in the email, if the museum has 

published any research or other written material on the solution. None of the museums 

had done that, with the exception of the Finnish Photography Museum and the thesis 

written by Mari Numminen.
61

 

Some museums had started to experiment with mobile solutions very early on, such as 

the Northern Ostrobothnia Museum, which produced two games that functioned via an 

app already in 2005.
62

 However, as technology advanced so fast, the phone models 

suitable for its use are out of production and the server, which hosted the games, is no 

longer available.  The Finnish Photography Museum, on the other hand, had an audio 

tour that functioned via calling to a premium rate service number since 2008.
63

 The 

majority of the museums had started the development very recently. Compared with the 

result of a similar survey conducted in February 2012, the number of Finnish museums 
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providing mobile solutions has risen over 400%.
64

 A large share of museums that did 

not have any mobile solutions as of yet mentioned that they are very interested in the 

topic and if the resources permit, will develop some in the future. Museum Centre 

Vapriikki, Tampere, even replied that they are aiming to provide all their services in a 

format that can optimized for any device available in the future. Furthermore, they also 

intend to produce a mobile guide for all upcoming large permanent and temporary 

exhibitions.
65

  

The majority of the museums had either used QR codes inside or outside the museum 

(12 museums), or had produced an outdoors GPS tour with Citynomadi or some other 

pre-existing software (13 museums). Citynomadi is the company that the Finnish 

Museum Association was collaborating with during the first phase of the “Museums 

without Walls” scheme (Seinätön Museo 1.0). On top of the ten museums, who had 

participated in the scheme, two other museums had used the same software for their 

mobile solution. Case study 1, from the National Museum of Finland, exemplifies a 

simple text-based solution that is used to deliver more information about objects in the 

physical exhibition space. Even though the solution does not function via QR codes per 

say, the idea is very similar. Case study 2, from Tampere Art Museum, was selected to 

demonstrate the second very popular category, that of outdoors GPS tours. 

The remainder of the museums had created their own apps (4 museums), experimented 

with other pre-existing apps (6 museums) or created other sorts of solutions (3 

museums). An example of the first category is an app called “View+Point” developed 

by the Finnish Architecture Museum for their Finnish Architecture biennial exhibition 

in 2012. The application encouraged the users to take pictures of their architectural 

surroundings and to share them on the exhibition’s Facebook page.
66

 Another 

extraordinary taster of mobile use in museums comes from Arktikum Museum and 

Arctic Science Centre, Rovaniemi. To accompany a temporary exhibition about 

working people in Lapland, they produced a mobile solution that utilizes Augmented 

Reality to project links, Youtube videos, photographs and drawings about the objects.
67

 

Case studies 3 and 4 were selected to illustrate these more experimental uses of mobile 

solutions in the museum setting. Case study 3, from the Helsinki City Museum, 

exemplifies the use of mobile phone as a communication device between the museum 

and its audience and amongst the visitors. Case study 4, on the other hand, displays how 

Augmented Reality can be used to transform the museum experience into a game. 
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 In February 2012, Tuuli Rajavuori from the Finnish Museums Association conducted a survey about 

social media usage in Finnish museums. Out of 86 museums, who replied, 9% (n=8) replied that they do 

have services, such as a guiding or a game, in use. T. Rajavuori, ’Suomalaiset museot sosiaalisessa 

mediassa’ [Finnish museums in social media], Suomen Kansallisgalleria, 2012. 
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Case study 1: “The Emerging World” by the National Museum of Finland 

The first case study was also the starting point for my research. It is a mobile website 

created for “The Emerging World - Map Treasures from the A. E. Nordenskiöld 

Collection” exhibition at the National Museum of Finland, displayed between 26
th

 April 

and 27
th

 October 2013. The exhibition was produced in collaboration with the National 

Library of Finland. It spread across two rooms, the first one outlining the biography of 

the polar explorer A. E. Nordenskilöld. The other room exhibited some of the most 

fascinating pieces of his sizeable cartography collection. The exhibition consisted of 17 

different themes, such as “The Road to Heaven” and “Nordenskiöld as a researcher of 

the history of cartography”. Each of these themes was introduced with a short wall text 

in the exhibition. The wall placards also featured the descriptions of some of the main 

objects, but for a complete catalogue one had to employ a mobile solution (figure 6). 

The website is accessible online at: http://skm.nba.fi/welcome. For the case study, I 

interviewed Tomi Nikander and Niko Tulilahti at the National Museum of Finland, 

Helsinki, on 22
nd

 October 2013.
68

 

 

Figure 6 Screen capture of “The Emerging World” project. 

The website is simply a digital catalogue of the objects on display in the exhibition. To 

access this information, visitors could either use their own mobile device or use one of 

the 18 iPad tablets scattered around in the exhibition area on stands and on top of glass 
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 The interview was complemented by a short discussion on 15 May 2014 with Tomi Nikander. 
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cabinets. A programme called xStand was installed on the iPads in order to prohibit the 

users from exiting the content. 

The difference between these two modes of accessing the material was that each of the 

iPads only included the texts for the adjacent cabinets and they also featured high-

resolution images of the exhibited maps, which could be zoomed in to look at details. 

The version aimed for use with a mobile phone includes the text about all the objects, 

but no images. The basic layout of both solutions was the same, with a list of object 

numbers and titles corresponding to the numbering in the exhibition (figure 7). The text 

was available in both formats in three different languages (Finnish, Swedish and 

English).  

 

Figure 7 Screen captures of “The Emerging World” project. 

This was the first time the National Museum produced a mobile solution. The allure for 

the museum to its adoption was a willingness to take the first step into the field of 

mobile technologies and to explore its potential. The idea of developing a mobile 

solution had been around for a while, but now, for the first time, the price of tablets had 

come down so much that the iPads could be bought for a reasonable price. The solution 

was developed in a relatively short time with the museum’s own staff. The original idea 

was to have the texts only on the iPads, and the decision to make them available for 

visitors’ own devices was made at a last minute. The main motivation behind this move 

was to give the visitors the opportunity to extend their museum visit by returning to the 

exhibition texts from home. In order to maximize the accessibility, the website was 
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made as untargeted as possible. To make the mobile website available for foreign 

visitors, a free wireless network was set up in the two exhibition rooms.   

Another main argument for moving the object descriptions to the digital space were 

aesthetic reasons.  Even when the majority of object descriptions were stripped from the 

walls, the texts cover large amounts of the exhibition space (figure 8). In this aspect, the 

bilingual status of Finland places special requirements for the wall texts. Whereas some 

museums in the country have decided to leave out Swedish translations, due to its 

national status, the National Museum always aims to have all exhibition texts available 

in both official languages (Finnish and Swedish) and in English.  

 

Figure 8 View of the exhibition, featuring two iPads. Photograph by Markku Haverinen/National Board 

of Antiquities. 

Tomi Nikander, who was the exhibition designer and also the originator of and 

responsible for the mobile solution, describes how the incorporation of new 

technologies into a museum is a slow process, and starts with marketing the idea in-

house to other staff members. At the beginning the exhibition team found it hard to 

imagine the benefits that the mobile solution could provide, but once the project was 

ready and in use, all the team members were very content.  

For Nikander, the tying of the mobile solution into other museum programme was the 

most difficult part of the project. He believes that the solution could have been even 

more popular, had it been advertised more strongly in the exhibition space. The fact that 

the exhibition texts were also accessible online with one’s own mobile device was not 

mentioned anywhere in the museum. The only hint towards it was a QR code at the 
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corner of each of the iPads. The visitors could have either scanned this QR code or 

clicked on it to land on a website with information about the free Wi-Fi network and a 

written-out address for the same website. Even though this possibility was mentioned in 

the press release about the exhibition, none of the few articles published on it had 

included that sentence. Nikander proposes that the use of QR codes is so commonplace 

outside of museums that none of the newspapers considered this as a noteworthy fact. 

A link to the mobile website was added and is still displayed at the National Museum’s 

website. The site was accessed by a total of 675 visitors by the 22
 
October 2013.

69
 This 

number includes visitors accessing the website with their own device both inside and 

outside the museum. The user amounts for ten of the iPads were calculated for the 

month of July. According to the statistics, the ten devices received over 10 000 clicks 

during the period. The most popular sites received over a hundred of visits per month, 

whereas many of the pages were visited only once during the period.
70

 The visitors’ 

experience and perspective on the mobile solution is discussed in the next chapter. 

The future plan for the “Emerging World” -project is to keep it available online at the 

same address, accessible for visitors who might want to return to the texts from home. 

Furthermore, the National Library of Finland is planning to develop a virtual exhibition 

based on the website. Nikander is really interested in continuing to work with mobile 

solutions in the future. He believes that the field is definitely growing and that 

eventually all the museums will be developing mobile solutions. According to him, it 

would be unwise of museums to disregard this channel of communication. As crucial 

aspects to keep in mind in the process, Nikander points out the graphic outlook of the 

project. He believes that the better the solution looks like and the more it is able to 

provide something extraordinary to the museum visit, the more likely people are going 

to use it. However, Nikander argues that even in the future the analogue experience with 

the “real” museum artefacts will not lose its significance. Even if mobile solutions can 

be used to enhance the visit, they can never fully replace the traditional wall texts and 

the physical objects in the museum. 

Comparison with the Contextual Model 

When compared with the Contextual Model, one can notice that the mobile solution 

touches on a couple of the museum experience spheres (figure 9). From the physical 

aspect, the mobile website solves the problem of having to overboard the exhibition 

with wall texts, bringing a visual enhancement to the exhibition. The simple fact that the 

information was provided on touch screen devices adds a sprinkle of interactivity in the 

exhibition in comparison with the traditional wall texts. The ability to zoom into 

pictures allows the visitor to notice new details, and get a fresh angle on the topic. 
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 N. Tulilahti, ’Avartuva maailma näyttelyn näyttelytekstien selailutarkkailu’ [Statistic about the 

browsing history of the exhibition texts in the Emerging World exhibition], 2013, unpublished. 
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Despite the simplicity of the mobile solution, the contents communicate well with the 

overall outlook of the exhibition. Similarly as in the analogue exhibition, the texts are 

black with a white background and the object numbers use the same round icons, which 

enables it to blend in to the overall exhibition. However, when the mobile solution is 

analysed in the context of the entire exhibition, it must be acknowledged that due to the 

wide distribution of iPad tablets in the exhibition area, there was no real function for the 

visitors to access the texts with their own device. The excessive character of this 

possibility is further enhanced by the fact that it is not advertised properly in the 

exhibition. On the other hand, visitors, who do visit the website from home without 

seeing the physical exhibition, will perceive the lack of introductory texts and pictures 

on the website as a disadvantage.  

An enhancement in the personal aspect can be seen in the way that the navigation was 

solved. Instead of having to browse through all the texts, the visitor can find directly the 

associated with the object they find interesting. The fact that the website is accessible 

afterwards from home generates a possibility to extend the museum visit and enhance 

the learning associated with it.  

To the social sphere of the Contextual Model, the solution does not bring a notable 

enrichment. The communication through the mobile solution happens only one-way, 

with the visitor being a passive observer and learner. The first step to the real of mobile 

technologies is taken with caution, and the world of the curator, as suggested by Price, 

Koontz and Lovings, is not opened up to the visitor.
71

 

 

Figure 9 Case study 1 according to the Contextual Model. 
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Case study 2: “Tampere Gals” by the Tampere Art Museum 

The second case study is an outdoor mobile tour called “Tampere Gals” (Tampereen 

Likat), which utilizes GPS-coordinates for locating the visitor (figure 10). The tour is 

developed by Tampere Art Museum in collaboration with City of Tampere Cultural 

Affairs, and was released in summer 2013. The solution is based on an earlier paper 

version of the same tour, which features the same 10 stops, but contains less 

information.
72

 The technical solution for the tour is produced by a company called 

Citynomadi, and it requires the downloading of a similarly titled free app, available for 

iOS, android and Windows phone.  The tour can also be browsed on a website: 

http://www.seinatonmuseo.fi/tampere (only in Finnish). For the case study, I 

interviewed Marja-Liisa Linder at the Tampere Art Museum, Tampere, on 24
th

 April 

2014. 

 

Figure 10 Screen captures of the “Tampere Gals” project. 

The mobile tour is a part of a larger scheme led by the Finnish Museums Association 

titled "Museum without Walls" (Seinätön Museo 1.0). At the first stage of the project, 

10 museums were given the chance to develop their own mobile tour with the 

Citynomadi app. Participation in the project entitled the institutions to a reduced setup 
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 City of Tampere Cultural Affairs, ’Tampereen likat: Naisaiheisia julkisia veistoksia’. 

http://www.tampere.fi/kulttuuripalvelut/material/raitit/6GblrODxn/tampereen_likat_nettiin_valmis.pdf, 

(accessed 13 May 2014). 
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fee, free upkeep for the first year, and collective meetings and assistance arranged by 

the Museums Association. Tampere Art Museum jumped at the chance, and was signed 

up for the project. Marja-Liisa Linder, curator at the Tampere Art Museum, who was 

responsible for the project, explains that as the museum had not produced any mobile 

material before, their main incentive for participation was to explore how mobile 

solutions are done, how they function and what they require. The scheme offered them 

an inexpensive and facile way to do this. The museum only had to produce the content 

(i.e. text and images), and Citynomadi took care of everything else. 

The tour's name and idea are derived from the history of the city. At the beginning of 

the 20
th

 century, Tampere was formed into a large industrial centre with a focus on 

textile production. As these factories were typically female-dominated, the city's 

populace consisted of a large female-to-men ratio. Thus, Tampere was known as the 

city of women. To celebrate this feminine history, the tour features 10 of the most 

striking public sculptures of women in the city. In these rare examples, women are 

displayed alone or as equal with men. The tour is unapologetically feminist, with the 

story of the sculptures further coloured by opinionated descriptions contributed by a 

famous Finnish feminist author, Roosa Meriläinen. These commentaries were already a 

part of the paper version of the tour, and Meriläinen was more than happy to give her 

permission to use those in the digital version as well. 

The tour, which spans over 5, 26 km in the centre of Tampere, can be followed with the 

aid of the app that features a real-time map showing the user's current location based on 

GPS-coordinates. The tour can be started from whichever sculpture wanted and 

followed in any order, even though the stops do form a logical route (figure 10). Upon 

noticing a stop nearby, the mobile phone shakes, informing the user that they have 

arrived to a destination. In addition to the standard object information (name of artwork, 

artist, year of production, material, size), the application unveils multiple layers of 

information. Linder describes how the production of the content brought her great 

pleasure, as the new medium allowed for further exploration on the topic and the use of 

richer media content. Not only is there a recent photograph of the sculpture, which aids 

to make sure that the user is looking at the correct artwork, the mobile solution also 

features old photographs of the sculpture, stories of the artist describing the production 

of the artwork, historical narratives about what has happened on that spot, and 

references to other noteworthy details around the artwork itself (figure 11). On top of all 

that, there are also the commentaries written by Meriläinen, printed in italics to separate 

it from the rest of the material.   
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Figure 11 Väinö Richard Rautalin, The Dancing Girl, as seen in real life and in the app. 

For example, the page about ”The Dancing Girl” features two photographs of the 

sculpture from two different decades, a short art historical remark about the artwork, 

one sentence about how it ended up in the park, and a historical note about the interest 

towards bodily movement and gymnastics at the beginning of the 20
th

 century. Roosa 

Meriläinen comments on the sculpture as the following:  

The dancing girl, who is gently pushing herself off the ground, is a true symbol of freshness. Life can 

be light and fun enjoyment. Joy of one’s own body and its power shall be entitled to all, with no 

pressure of one’s own appearance. The Dancing Girl provides an apt place for thanking one’s own 

body, its beauty and mastery. Dancing is a typical girl sport, same as park gymnastics. Public 

authorities assign different sums to different sports. Some get built sports halls, some not. The joy of 

exercise is a right entitled to all.
73

  [Translated by author] 

There is also a small “comment”-button on the tour, but no comments have been sent (a 

tiny speech bubble on top of the left-hand screen in figure 10). Linder believes that this 

is not the best way to involve visitors. She argues that the visitors need to feel like they 

are doing something beneficial, some “real work”, in order for them to feel that they are 
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 Original quote in Finnish: ”Kevyesti maasta ponnistava tanssiva tyttö on oikea raikkauden symboli. 
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kuitenkin kaikkien yhteinen oikeus.” R. Meriläinen, ’Tanssiva tyttö’, Tampereen likat. 
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actually participating in the museum’s activities. Mere commenting on pre-existing 

material is not enough in that sense. 

A video of a tour led by Meriläinen also exists, and was previously published online. 

Linder considered adding this material to the mobile version. However, due to work 

economic and other economic reasons she decided to leave them out. One issue was that 

the video tour was slightly shorter and skipped over a couple of the stops on the mobile 

tour. Additionally, as the tour was filmed during an actual guiding, Linder believes that 

the quality of the film was not adequate for publication. She remarks that creating 

quality media – audio and video – for this sort of purpose is not a simple task.    

One concern that is a specific hitch for art museums in producing mobile solutions are 

copyright issues. Therefore, Linder perceives public art as a very applicable material for 

these solutions, as photographs of those excepted for the artists’ copyright fees.
74

 Linder 

points out with regret that in other cases the fees that Kuvasto, the Finnish central 

organization for artists’ copyrights, will add up to a significant amount. With the limited 

resources that museums have for the development of mobile solutions, it is troublesome 

to stretch the money to cover the Kuvasto fees on top of the production costs. Beyond 

that there are the photographers’ rights. In this case, Linder was able to find free-to-use 

pictures from various museum archives, which were accompanied by complementary 

photographs taken by current museum staff and herself. In only one instance she had to 

contact the estate of the photographer to gain permission for using the image. 

The tour content is only in Finnish. Linder entrusts that due to the nature of the tour, it 

is more compelling for the Finnish audience (both local and visitors), who have a more 

personal relation to the topic. Especially she hopes that the tour will be able to sway 

those locals, who walk past these sculptures every day without noticing them. 

Nevertheless, Linder continues, Tampere is becoming an increasingly international city, 

and some English-speaking locals might be equally interested in the tour. Despite the 

feminist undertone, Linder is confident that the tour will also appeal to male users. 

However, she believes that the touch screen technology may be too cumbersome for 

older audiences that may have problems with finger mobility. 

Linder explains that even though the general idea of the "Museum without walls"-

scheme was to perhaps extend an existing exhibition outside the museum walls, this was 

not possible at Tampere Art Museum, as they do not have space for a permanent 

exhibition about the art history of the city. The mobile tour is thus a separate project, 

and is not linked to the museum's exhibitions or other programme. The tour is neither 

advertised anywhere in the museum premises apart from their website. The Citynomadi 

website reveals that the tour has been viewed on a browser or with the app a total of 405 

                                                           
74
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28 
 

times.
75

 Currently there is no method for checking how many people have actually 

downloaded and walked the tour using the app.
76

  

Linder is interested in further exploring the medium of a mobile tour in the context of a 

public art database project that she is working on currently. In the future, she would 

need to readjust the amount of text, so that the resources could be stretched to cover a 

larger amount of artworks. As the “Tampere Gals” project was a trial with the medium, 

no plans for its future have been set yet. 

Linder believes that the adoption of mobile technologies into museums is unavoidable. 

The field has always changed, and has especially done so in the last decades with the 

adoption of technologies into the museum setting. Even though she herself feels slightly 

uneasy with mobile technology, she believes that the digital natives – people born in the 

1990s and thereafter – will assume that all information is available in that format.  She 

argues that if mobile devices are the method used for gathering information, then 

museums should acknowledge this and share knowledge in the format that is used by 

the visitors. She compares the situation with the arrival of museum websites – there 

simply are no museums without one today. Linder encourages all museums that have 

the opportunity to develop mobile solutions to start exploring the medium. However, 

she underlines the importance of starting the development with having a content that 

can best be provided with a mobile solution. She remarks that even though mobile 

medium offers a lot of potential, mobility in itself is not a face value. 

Comparison with the Contextual Model 

In terms of the Contextual Model, the "Tampere Gals" -tour is very physical (figure 12). 

On a beautiful day, the warm breeze and sunshine add an extra layer of pleasure into the 

walk. For a tourist, who would need a map for orienteering around the city, having to 

carry a mobile phone in hand would not be a nuisance. For them, the ability to see their 

real-time location on the screen is a benefit in comparison with a traditional paper-based 

map. Following the guidance on a mobile phone screen around an unknown city is like 

being on an adventure. Having a guide in hand and a pre-set tour to follow encourages 

the visitor to go explore parts of Tampere that they might not visit otherwise. One of the 

stops is on a graveyard, which is definitely a place, where a precarious tourist would not 

venture without being instructed to do so. On the other hand, for a local user, who does 

not require a navigational aid, walking around carrying a mobile phone might appear as 

an inconvenience. Furthermore, at parts, the traffic is very hectic and makes crossing the 

streets dangerous. Additionally, the length of the tour may be too wearing, especially 

for visitors with limited mobility. 
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The tour is also effective on a personal level. The narratives are provocative, and touch 

on many different aspects on the sculptures and the locations, catering for a varied set of 

interests. The personal aspect is further enhanced by a secondary commentary by 

Meriläinen and the ability to connect museum content directly to locations, which one 

might pass by every day. Especially evocative is the narrative about the sculpture 

“Kouru”, which is a memorial for a tragic steamboat accident that happened in 1929. 

The disaster, which is the most severe accident that has taken place in the inland waters 

in Finland to today, took the lives of 138 passengers. This story is accompanied by 

contemporary photographs of the events and stories written by eye-witnesses. Even 

though there is plenty of material, the amount is not overbearing, but enhances the 

personal influence of the tour. 

The only sphere of the Contextual Model that the solution does not cater for is the social 

aspect. Even though the app opens up the possibility of communication to the visitors, 

the feature is not highlighted in the texts, and nobody has seized the opportunity.  

 

Figure 12 Case study 2 according to the Contextual Model. 
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Case study 3: “Mad about Helsinki” by the Helsinki City Museum 

The third case study is a mobile website called “Mad about Helsinki”, which was 

released simultaneously with a similarly titled exhibition at the Helsinki City Museum, 

on display from 6
th

 June 2013 to 31
st
 December 2015. The exhibition, which spreads 

over two floors, is located at Sofiankatu 4, Helsinki. The project is accessible online at 

http://m.hullunahelsinkiin.fi/ (only in Finnish) (figure 14), but can also be browsed 

inside the museum by a resting area with a statuary iPad stand and a pile of bean bags 

(figure 13). Free unprotected wireless network is set up in the premises to provide for 

the use of the solution on-site with one’s own device. The mobile solution was produced 

as collaboration between the museum’s own communication department staff, the 

exhibition design team, and a company called goMob Solutions. For the case study I 

interviewed Mirella Lampela at the Helsinki City Museum, Helsinki, on 23
rd

 April 

2014. 

 

Figure 13 The resting area, where the website may be browsed. Photograph by Mirella Lampela. 

The idea for the mobile website was born out of the larger exhibition development 

process, as Mirella Lampela, the communication assistant and the head responsible for 

this project, explains. Participation is an important factor in the city of Helsinki’s 

strategy, and therefore also an issue for consideration for the museum’s operations. 

Thus, when starting the planning for a new semi-permanent exhibition about the history 

of the city, there was an incentive to involve the citizens already at this stage of the 

development process. A form was set up on the museum’s website, where anyone 

interested could write about their favourite site in Helsinki, with the prospect of this 

information being utilized in the exhibition’s planning process. This feature was 

advertised on the museum’s website, newsletter and Facebook page, and around 1000 

suggestions were received. A share of these locations corresponds with the main sights 

in the city, but some more unusual answers were also given. A popular, yet unexpected 

http://m.hullunahelsinkiin.fi/
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reply was “my home”. Based on these insights, the first floor of the exhibition area 

presents Helsinki as seen by the locals, featuring old photographs, objects and short 

stories from the sites mentioned in the answers. As home was listed as one of the most 

popular locations, the exhibition also includes a full-sized kitchen from a 60s apartment 

complex. The second floor of the exhibition goes through the five centuries of 

Helsinki’s history through the stories of 12 former and current Helsinki citizens.  

Due to the vast amount of replies, all of them could not be incorporated into the 

physical exhibition. As the museum staff considered these as a valuable dataset, the idea 

of creating a website dedicated to them was born. As the museum’s standard website is 

not mobile-optimized, the notion was to go mobile-first with this project. The aim was 

to create a mobile solution that in the best scenario could be used both during the 

museum visit and outside ― while discovering the city and encountering a new 

favourite site that the user might want to share with others. As groundwork, excluding 

some entries that were deemed too personal for the website (where specific persons 

were named), the majority of the 1000 comments gathered, were inserted into the 

website. Therefore, the mobile solution is very closely intertwined with the exhibition 

and museum programme in general from the very onset. 

Even though the museum has produced mobile material prior to this, this was the first 

time they added user-generated content in a solution. In addition to the browsable 

database, the website also features participatory aspects, where the website visitors may 

rate the sites on a scale from 1 to 5 hearts, write their own comments about the site, and 

add their own pictures. Facebook and Twitter integration allows the users to share their 

favourite locations on social media. Pressing on the location-icon, the website conducts 

a Google maps search for the site (figure 14, image on the right, top of the screen). 

Additionally, visitors can suggest their own favourite sites, which will be automatically 

added on the site. Many of the sites feature personal memories written by the visitors, 

such as the following memory from the Helsinki Market Square:  

When I was a little boy in the 60s, me and my friend sold lilies-of-the-valley here. Coffee at the 

market square was served from porcelain cups. The coffee shop owner circled round the stands selling 

them, and came back afterwards to collect the cups. A coffee and a doughnut was 50p, and a coffee 

20p. 
77

 [Freely translated by author] 
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 Original comment in Finnish:  ”Pikkupoikana myimme kaverin kanssa kieloja 60-luvulla tori kahvitkin 

sai porsliinikupista kahvilan pitäjä kiersi myyntipisteiden läpi niitä myymässä ja keräsi sitten pois kahvi 

ja munkkipossu 50 penniä munkki ja kahvi 20p”, ”Hessu v58”, in ’Kauppatori ja Esplanadi’, Mad about 

Helsinki, 7 August 2013. http://m.hullunahelsinkiin.fi/lempipaikka?paikka=Kauppatori+ja+ 

Esplanadi&id=228, (accessed 23 April 2014). 
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Figure 14 Screen captures of the “Mad about Helsinki” project. 

The target audience for the project was threefold: the museum visitors on spot in the 

museum; Helsinki citizens, who want to share their favourite locations with others; and 

Finnish and foreign tourists, who might be curious about knowing the hottest spots in 

the city. Even though participation is mentioned in the city of Helsinki’s strategy, the 

City Museum staff does not want to incorporate involvement into their programme just 

for the sake of it. They believe that participatory features should only be included where 

it is fruitful. In this case, the utility of the visitor involvement is clear – similarly as on 

Tripadvisor and on Instagram, Lampela describes, the visitors may share their own 

experiences for the enjoyment of others. Even though no research on the use of the 

solution has been conducted, visitors of all ages and visitor categories have been spotted 

using the mobile solution in the museum premises. 

Participation on the site does not require any registration and the content produced by 

the visitors is published automatically on the museum’s website without pre-

moderation. Approximately once per week Lampela goes through the comments and 

deletes unwelcome material. This far, the only material that she has deleted are spam 

messages that have surpassed the automatic spam filters. During the ten months that the 

project has been online, not a single inappropriate comment has been sent. She 

hypothesises that this could be due to the fact that technology is so commonplace 

nowadays that the existence of an iPad in the exhibition space does not cause a 

temptation for messing around, even during school visits. According to Lampela, only 

one message has included a swearword, and she did not feel the need to remove it. She 



33 
 

argues that the visitors are entitled to express their own opinions about the exhibition 

and the museum, albeit they may be negative or include foul language, as long as the 

messages are not hateful towards a specific person or a group of people. Lampela does 

not consider opening up this venue for communication as a threat to the museum, and 

does not see that excluding the above-mentioned extreme cases, these comments could 

do any harm to anyone.  

In general, the museum is very content with the project. Lampela perceives as the main 

defect in the project the lack of an English translation. As the museum is located just 

next to the Helsinki Cathedral – one of the most-visited sights in the city – the museum 

is frequented by foreign tourists, who, Lampela believes, would love to get 

recommendations for their visit from the locals. Unfortunately, the plans for the English 

translation had to be scrapped, as this would have required duplicate programming 

costs. Naturally, the translation of all the comments into English would have also taken 

some time. A map function was also on the wish list at the production stage, but had to 

be disregarded due to similar reasons.  Some smaller twists that she is planning to work 

on are a better spam filter, a clearer system for rating the sites and some adjustment for 

the outlook of the site on a desktop computer. Apart from these small alterations, the 

plan is to leave the website pretty much as it stands today until the closure of the 

exhibition at the end of 2015. Lampela argues that by then the technology has gone so 

much forward that the website will look outdated anyway.  

Serious attempts have been undertaken to advertise the website to potential users. 

Lampela believes that if one wants to advertise something that is online, the 

advertisement, too, has to take place on the web. At the time of its launch, the project 

was advertised on the museum’s website, on Facebook and with Google AdWords. In 

November 2013 the AdWords campaign was repeated, with a notable peak in visitor 

numbers. The campaign was generated so that people searching on Google for things to 

do, using words like “Helsinki”, “summer holiday”, “picnic” and “Helsinki Cathedral” 

would see an advertisement that led them to the “Mad about Helsinki” website. As of 

23
rd

 April 2014, the site has been accessed 9 299 times by 6 842 individual users. Even 

though the site is been aimed for mobile users, the majority of the visits (68%) have 

been conducted on a desktop computer. Out of all the visits, the iPad in the exhibition 

area has been popular, totalling to 20% of the visits with mobile phones contributing to 

12% of the visits (1 099 visits). An average visit to the site lasted for 5 minutes 37 

seconds, with each visitor accessing 10,13 pages. No exact data for the pictures and 

locations added exists, but Lampela estimates that only around five of each are inserted 

every month.  

The museum is very interested in developing mobile solutions in the future. One feature 

that Lampela is specifically keen on exploring are the possibilities provided by 

Augmented Reality. She also appreciates the visual benefit of mobile solutions in 

offering a new method for providing translations in other languages and keeping clutter 
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away from the walls. Additionally, Lampela finds value in mobile solutions in their 

ability to spread history knowledge outside the museum, allowing the users to educate 

themselves without entering the building. 

Lampela entrusts that mobile solutions will propagate in the future. She considers the 

use of mobile phones to be so natural that people do not pay attention to the format that 

the information comes in. Thus the mobile solution is not a separate service, but a 

seamless part of the exhibition. Lampela believes that it is important for museums to 

utilize new technologies and keep up with the development, so that they don’t receive a 

mundane reputation. One visitor group that Lampela would have hoped to get excited 

about the “Mad about Helsinki” project are young adults, who are the audience that 

typically does not enter the City Museum’s premises. Lampela argues that it is 

important that this non-visitor group could see that museums “are doing something 

sensible”. She believes that if the website had gained some visibility by e.g. spreading 

in the social media, this audience could have been attracted to come and visit the 

exhibition itself, too. 

Nevertheless, Lampela points out, it is crucial that a museum does not start developing 

mobile solutions just for the sake of it, in a desperate attempt to keep up with the 

development. She argues that all the work should be done content-first. According to 

Lampela, there always needs to be some extra value that the mobile solution can bring 

into the situation. She firmly believes that there is a place for everything, and that there 

are places, where mobile solutions do not belong to. For example, she mentions, in tiny 

house museums too much technology may take away the nostalgic feeling that people 

come to seek in that place. Lampela points out that she would not want to use an iPad in 

a barn. She wishes that museums would really ponder what they are doing with mobile, 

why they are doing it and whom they are doing it for. Furthermore, Lampela wants to 

stress that the mobile solutions should be put equally much effort and resources into as 

other parts of the museum work. A museum mobile solution should be of good quality, 

as creating a poor solutions merely gives a bad image of the institution and the museum 

field in general.  

 Comparison with the Contextual Model 

When compared with the Contextual Model, one can notice that the mobile solution 

touches on all of the museum experience spheres (figure 15). First of all, the solution is 

very personal, with the entire theme of the exhibition and the mobile website 

surrounding around the visitors own opinions and memories.  Even if a visitor is not 

compelled to send in their own comment on the website, the topic will surely strike a 

chord with local visitors, and embark them on a personal memory lane inspired by the 

other visitors’ narratives. For Finnish and foreign tourist the recommendations of the 

locals will be a fruitful source of information that serves the personal agenda for the 

museum visit. 
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The solution also caters well for the physical sphere. The idea with the project is not 

only to gather an assemblage of biographical memories of locations, but to serve as a 

collection of hints for what to do and where to go in Helsinki. Thus, a direct link 

between the actual city and the mobile website existed from the very onset of the 

project. The site is not only a place, where to share, but to activate others. The solution 

also ties very closely to the overall physical exhibition. As the analogue exhibition 

depicts the narratives of 1001 current and eleven past Helsinki citizens, the online 

contributions of the visitors form a natural continuum to the theme.
78

 The connection is 

further enhanced by the provision of a physical space in the exhibition area, where the 

visitors may sit and familiarize themselves with the digital content. The matching 

graphic design in the analogue and virtual spheres highlights this association.   

Additionally, the social aspect is very strongly included in the project. The visitors may 

easily share content that they find interesting to their friends and family via the social 

media integration. Moreover, the mobile website opens up a digital communication 

channel between the museum and its audience and amongst the visitors. In the context 

of this solution, the museum has voluntarily stepped away from the authority position, 

and allows the visitors to post their own contributions to the website without 

moderation. In the mobile solution and the related exhibition, the visitors’ opinions are 

recognized as equal with those of the curators’, and the realm of curating is introduced 

to the visitors.
79

 

 

Figure 15 Case study 3 according to the Contextual Model. 
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Case study 4: Augmented Reality game at the Luostarinmäki Handicrafts Museum 

The fourth case study is a historic Augmented Reality game that has been designed to 

enhance a visit to the Luostarinmäki Handicrafts Museum in Turku. The game is still 

under development and according to the plans the first test version will be launched 

during the summer 2014. The game is a large-scale collaborative effort led by the 

University of Turku and VTT Technical Research Centre of Finland in liaison with 

Turku Museum Centre. The game is one of four smaller projects belonging to a larger 

scheme called ”Futuristic History” that is funded by a generous donation from Tekes, 

the Finnish Funding Agency for Innovation.
80

 The scheme started at the beginning of 

2013, and will run until 31
st
 December 2014. As with all the Tekes-funded projects, the 

aim of the scheme in the long run is to develope technical innovations that could be 

turned into financially beneficial enterprises.
81

 This unconventional setting has given 

Turku Museum Centre the ability to participate in the production of a cutting-edge 

technological solution with minimal financial burden. From the onset, the museum was 

told to “think about what you would want to do, not what is possible”.
82

 For the case 

study, I interviewed Olli-Pekka Leskinen, curator of the Luostarinmäki Handicrafts 

Museum, and Lauri Viinikkala, a history PhD candidate at the University of Turku and 

a project researcher at Futuristic History, at Turku Museum Centre, Turku, on 25
th

 April 

2014. 

Luostarinmäki Handicrafts Museum is an internationally renowned outdoor museum, 

which has managed to preserve an area of a few blocks in its pre-industrial state in the 

city centre (figure 16). These wooden houses, located on a hill, are the only unified area 

that survived the Great Fire of Turku in 1827. Another particularity of the area is that it 

used to be the lodgings of lower-class people and was inhabited by such craftsmen, 

whose occupation did not require having a business location by the main street, such as 

carpenters.
83

 In the 1930s, the value of the area was realized, and it was turned into a 

museum. At that point, the looming loss of the traditional handicrafts occupations was 

recognized, and thus the museum was dedicated to protecting those. Even today, each 

summer representatives of up to 20 handicraft occupations are paid to come and spend 

the summer at the museum presenting their skills to the museum visitors, each in the 

appropriate building, using original tools from the museum collection. 
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Figure 16 Scenery from the Luostarinmäki Handicrafts Museum. 

The game functions via an app, which will be aimed to be made available for both iOS 

and android. The player can use their own device, but the museum is also planning to 

purchase some for rental. The game utilizes brand-new technology called markerless 

tracking.  This is a brand new locating technology that utilizes the device’s camera to 

recognize the exact location of the player.  Based on these coordinates, the game will 

add appropriate digital material on top of the real-time view of the site. When looking at 

the landscape through the mobile device, the player will in addition to the ”real” 

surroundings, see digital people, animals and other material from the 1850s appear 

around them. Some of these characters are in different ways tied to the game’s storyline, 

and the player may get involved in a conversation with them by walking closer to them 

and by choosing a line from ready-set options.  

Both Leskinen and Viinikkala believe that the usability of the game will be an important 

determining factor in whether visitors will adopt it into use or not. The appearance of 

the solution is the first thing the user notices. If the outlook is clumsy, it steals all the 

focus and the content becomes irrelevant. The usability of the game has been one of the 

starting points in the project. The benefit of the chosen technology is that one does not 

have to search for specific markers, such as QR codes, and the user experience will thus 

be smoother. 

The game’s narrative has been written by a group of history students at the University 

of Turku. Apart from an introduction into the process from two Finnish game gurus, 

they were given free hands to come up with the plot for the game. The game takes the 
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player back to a summer morning in the 1850s.
84

 The player, Frans/Maria, has arrived to 

the city from the countryside of Lieto to celebrate their relative’s wedding. As they 

arrive in the city to help with the final wedding arrangements, they discover that the 

wedding ring has been stolen. Their task is to find out who has taken it, to discover the 

ring and to return it to the bridal couple before the wedding starts. Along the way the 

player may explore the narrative’s side paths by carrying out different tasks. All along 

the way the player will also find out more about the life and culture back in the 1850s. 

The team is dedicated to ensuring that all the historical content in the game is as 

accurate as possible according to the current state of research about the period. 

 

Figure 17 Bricklayer Grönberg’s house, the first stop of the game. 

The game proceeds via discussions with the game characters. For example, when the 

player arrives at the first location of the game, bricklayer Grönberg’s house, they will 

encounter the lady of the house quarrelling with a maid in front of the house (figure 17, 

the stairs on the left-hand side of the picture). The maid, who has come back to the 

house from milking the cows, has accidentally overthrown the churn. When the player 

introduces themselves to the characters, he/she will be asked to fetch some water to 

clean up the mess.  The lady will further explain that the player does not need to walk 

all the way to the well, as they have already carried water to the sauna as a preparation 

for the wedding. This simple discussion, without being didactic, has already informed 

the player about a multitude of facts about the period. In just a few minutes, the player 

has found out that back in the 1850s cows were also kept in cities, and that access to 

water was not as straightforward as it is today. In order to proceed in the game, the 
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which fit this decade more appropriately than the beginning of the 19th century. 
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player actually needs to fetch some water. Thanks to the location tracking technology, 

the game will be able to check, if the player has walked up to the sauna or not (figure 

17, outside the picture, on the right).  The game has been designed so that it is 

impossible to fail in the tasks. If the player seems unsure about what to do next, i.e. 

stays in one place for a while, characters will walk up to them on the screen to give 

guidance. The game ends with the player discovering the ring and the beginning of the 

wedding. Based on the tasks finished and other decisions taken during the game, the 

ending screen will slightly vary. 

The game, as the plan stands now, will be spoken in Finnish and feature English and 

Swedish subtitles. The target audience is 20-30-years olds, but the content has been 

designed so that it is also suitable for younger children. The hope is that ultimately the 

game could attract this audience, which is typically not an avid museum-goer, to come 

to the museum, and perhaps even lure them to visit other museums, too. Leskinen 

admits that this will require a lot of marketing, which will be a challenge with the 

museum’s limited resources.  As the project is not yet published, there are no statistics 

about its use yet. However, the team is committed to developing a solution that is as 

user-centred as possible, and trials and visitor research are in plans for this summer.   

The aim is to create a game that will enhance the visit both by making the visit more 

informative, but also by adding an aspect of entertainment. Even though the historical 

and educational content have a major role in the production, the target is to create a 

game, which is so compelling that people would come to the museum just to play it. 

Thus, the starting point has been the opposite of that with typical educational games, 

which, Leskinen argues, are fairly boring.  Leskinen claims that there is no point in 

producing something that people are not interested in. He believes that a textbook 

functions best as a book; if a museum wants to develop a mobile solution, they should 

not aim for creating a digital book, but to take into consideration the full opportunities 

provided by the technology. Leskinen, who is also a fully-qualified teacher, affirms that 

entertainment and education are in no way excluding each other, but indeed argues that 

an attractive game will be a beneficial pedagogical aid. Another fact that spoke for the 

adoption of the game is the lack of any explanatory texts in the buildings. As the houses 

are in their original state, the attachment of large panels with wall texts has not been 

perceived as an optimal solution, and thus this far the only sources of information have 

been handheld maps and brochures. 

Nevertheless, Leskinen admits that the project was not welcomed unanimously at the 

museum at the onset. Not everyone at the museum had a positive image of computer 

games, and could perceive gaming as a pedagogical tool. Lobbying the project inside 

the museum was one of the toughest parts of the project for him. As the project has 

progressed, the opinions have shifted, and now everyone is waiting for the result 

excitedly. On a more practical level, there have been worries about disturbance. As the 

museum area is very peaceful and authentic, there have been questions about how much 
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the players running around with their iPads will distract this setting. On the other hand, 

there have also been fears that even though the museum area is fenced and there’s no 

traffic, the uneven paths might be dangerous for the players, if they focus on the game 

content too much. Therefore, the team has been very careful in balancing digital and 

analogue material on the screen.  

Naturally, one issue of using Augmented Reality to present how something looked like 

in the past is that typically there are always some details that cannot be established 

certainly. If those features are incorporated in the model, this will appear to the visitors 

as if it was the only possible interpretation. Styliani et al have pointed out that 

sometimes these representations look so realistic that they appear to the viewer as the 

“true” representation of the past, in a situation comparable to the famous cave 

allegory.
85

 Viinikkala does not perceive this as an issue, and points out how Augmented 

Reality actually provides a method for avoiding this pitfall. First of all, these models 

can be updated, as new information emerges. Secondly, Augmented Reality can be used 

to demonstrate multiple interpretations simultaneously. For example, when working at 

another project at the Holy Ghost Church in Turku, the team could not establish what 

the ceiling looked like back in the day. Thus, two different options were built in the 

model, along with a “change the ceiling” button. Moreover, Viinikkala continues, all the 

information provided in museums is based on interpretation, and therefore Augmented 

Reality does not differ from that in any way.  

There has also been a practical fear that the game would replace the current guides and 

craftsmen working at the museum. Leskinen explains that this is by no means the aim of 

the project, but with regret he points out how these craft occupations are disappearing 

from the country for good. For example, during the last few years they have not been 

able to display roping at the museum, as there simply is no longer a single person in 

Finland with that skill anymore. This year they are hoping to invite a person from 

Estonia for to present the skill, and to digitally record his working. These recordings 

could then be shown to visitors with Augmented Reality technology. In that manner, 

mobile technologies can be seen as a way to salvage disappearing heritage. Due to the 

disappearance of the crafts occupations, the focus of the museum will soon need to be 

shifted from the craftsmanship to something else, such as the everyday life in the 1850s. 

Leskinen hypothesizes that perhaps mobile technologies could play a part in this 

development. 

The plan is to link the resulting game very closely into the museum programme – 

similarly as guided tours and other services. Leskinen strongly believes that mobile 

solutions will be the future of museums, and is planning to propose that aspect to be 

included in the new exhibition strategy that is currently under development at the Turku 
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Museum Centre. He argues that the physical museum and the real artefacts will not 

disappear anywhere, as did not happen with the arrival of virtual exhibitions. On the 

opposite, Leskinen thinks that mobile solutions can be used to enrich the analogue 

experience. In the future he is most interested in utilizing Augmented Reality 

technologies at the site for different purposes, such as providing accessible information 

for those, who find walking around the site difficult. Another purpose that mobile 

solutions could be useful for, according to Leskinen, is visitor interaction and 

communication. 

Leskinen encourages all museums to start realizing their mobile dreams. He argues that 

instead of thinking, which channels of social media or technologies could be beneficial 

to the museum, museums should bravely try and test them. Even if the museum staff 

does not possess the required skills, Finland is full of experts. He claims that resources 

are simply a question of organization.  Leskinen acknowledges that this could big a 

requirement for small institutions; but then again, he is worried that the lack of mobile 

content might further reduce the interest towards them in comparison with larger 

museums, which are able to provide for richer experiences with mobile solutions.  

Comparison with the Contextual Model 

The game mixes reality and virtuality on an unprecedented scale in the Finnish museum 

scene, and is also very effective in terms of the Contextual Model (figure 18).  First of 

all, there is the personal aspect. The game is targeted to a very specific audience, 20-30-

year-olds, and will carry a special resonance for those, who are avid game players in 

their everyday life. This will in best case scenario make this group of museum visitors, 

or correctly put non-visitors, feel more at home in the museum setting and even be 

enticed to turn museum-going into a habit. The players are also able to personify the 

game by selecting either a female or male character. The scriptwriters were able to add 

in some scenes, where the attitude of the game characters towards the player will 

depend on the selected sex, further mirroring the gender roles in the 1850s. These small 

adjustments may strike a chord with the player and further affect them on a personal 

level. 

On the physical level, the game will bring a dramatic difference to the standard museum 

experience. On top of the analogue scenery, a whole new layer of humans and animals 

appears, as though they had always been there, but can only be seen with the aid of the 

iPad. Through the headphones, the player will be able to hear these characters speak, 

and possibly even the surrounding sounds of everyday life in the 1850s. The game will 

even be able to bring in a fourth sense on top of sight, hearing and touch – taste. One of 

the side assignments will be to fetch some cookies for the village’s kids from the 

bakery. The game will then instruct the player to go to the museum café on the site, 

where samples of period cookies will be available for free tasting. As if the player had 
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time-travelled 160 years back in the history, the game is sure to create a stirring period 

rush.
86

 

What is particularly confusing is the fact that this digital game is directly tied to the real 

world. The scenery will be automatically triggered by the movement of the player.  

Proceeding in the game will actually require the player to walk around and utilize the 

real objects around them. All of this is based on invisible technology. It is as if the 

player was controlled by someone, who was watching them through the iPad’s camera. 

The game combines “real” and digital in a scale that museum visitors are not used to 

encountering, making the visitors question what is real and what is imaginary. This 

situation could be compared to early experiences of visiting a cinema, when the 

appearance of a train on the screen caused the audience to scream in panic.
87

   

On a slightly more negative note, the game might also have some distracting effects on 

the museum experience. Even though the museum area is fenced and there is no traffic, 

there is still the fear that players, who focus on the game too much, might bump into 

other people or stumble over a rock on the uneven path. If there are a lot of other 

visitors on the site, they might distract the flow of the game, and a busload of Japanese 

tourists photographing the site might attenuate the feeling of being transferred back in 

time. Furthermore, carrying a tablet around for the entire duration of the game (planned 

to last around 1,5 hours) will be tiring. Therefore the individual scenes have been 

designed to last only a couple of minutes, so that the player may lower down the tablet 

in between to take a break. 

The only aspect that the game is relatively weak in is the social aspect. Leskinen 

explains that there were discussions about incorporating other simultaneous players 

somehow in the game, but this plan had to be scrapped due to the massive development 

that this would have required in the game. Therefore the game is targeted more towards 

individual visitors than school group visits. However, the real guides on the site will be 

also instructed about the game, and they will be able to help the players, shall they need 

assistance. On top of that, some tasks in the game require the player to actually converse 

with other people on-site. For example, one plan is that the aforementioned purchase of 

cookies would require the player to get a secret code from the café personnel. Therefore 

the game may encourage the players to interact with the museum staff. Furthermore, the 

game is sure to raise questions and will provide for a conversation starter during and 

after the game. 
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Figure 18 Case study 4 according to the Contextual Model. 
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VISITOR RESEARCH RESULTS 

General results 

In order to grasp, whether the museums’ perspectives on mobile solutions and their 

usability in the museum context matched with those of the visitors’, a visitor research 

was carried out at the National Museum of Finland at the end of October 2013. The 

survey was conducted at “The Emerging World - Map Treasures from the A. E. 

Nordenskiöld Collection” exhibition and the questions are related to the use of the 

mobile solution featured in this thesis as case study 1. The exact questions are printed in 

appendix 2.  

A total of 79 visitors were interviewed. The interviews were conducted orally in three 

different languages, Finnish (n=69), Swedish (n=4) and English (n=6), according to the 

respondents’ preference. A total of 13 respondents named Swedish as their first 

language.
88

 This number is three times higher than would have been expected from the 

general statistics with 5,5% of the population being Swedish-speaking.
89

 This is partly 

explained by coverage that the exhibition happened to receive in Finland’s Swedish 

media that week. The Swedish newspaper in Helsinki, “Hufvudstadsbladet”, published a 

column on Monday the 21
st
, where the reporter recommended all culture lovers to go 

visit the Helsinki Book fair, and on the way there drop by the Nordenskiöld 

exhibition.
90

  Nine interviewees mentioned the newspaper by name as a motivation for 

their visit. 

The interviewees represented all age categories (figure 19).  As already noted, the 

youngest person interviewed was 13. The oldest participant in the survey was 85. The 

average age of the visitors was 46. Out of the respondents, 53% were female and 47% 

male. In comparison with a general visitor survey conducted at the National Museum 

during summer 2013, the age categories correspond rather well, but the amount of men 

is surprisingly high compared to the 31% in the previous survey
91

 The answers are first 

discussed as a whole, and then segmented into different age categories. The division 

according to age was selected, as this was an issue that came up in three out of the four 

interviews discussed in the previous chapter. Leskinen (case study 4) and Lampela (case 

study 3) identified young audiences as a potential user group for mobile solutions, 

whereas Linder (case study 2) expressed fears of the use of mobile solutions excluding 
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older audiences. Similar assumptions have been expressed by other scholars, such as 

Tsoroni.
92

 In order to facilitate parallel analysis between the age categories, the visitors 

were divided into five groups. As the young audiences were of special interest, those 

were split into two groups – under 20-year-olds and 21-30-year-olds – while the rest of 

the groups were apportioned every 20 years. 

Age Men Women % 

-20 3 5 10% 

21-30 5 13 23% 

31-50 11 8 24% 

51-70 11 11 28% 

71- 7 5 15% 

Figure 19 Number of respondents according to age. 

Firstly of interest to me was if a standard museum visitor owns a smartphone. 57% of 

the visitors answered yes to the question, which is very close to the national average.
93

 

As has been argued in other surveys, a typical smartphone owner carries it with them 

everywhere.
94

 This was also the case at the National Museum, where only one 

respondent answered that they do own a smartphone, but left it at home.  

The second question of the survey was, if the visitor had tested the opportunity to 

browse the exhibition texts on the stable iPad tablets. The results of this question were 

very positive. A total of 61 visitors (77%) had tried the tablets. Many added positive 

comments about them, and only a few had experienced difficulties with navigating the 

touch screen.   

My main interest lay in the number of visitors, who had realized the possibility to 

access the same information on their own mobile phone. Only nine visitors (11%) had 

realized this opportunity, some due to hearing me asking the survey questions from 

other visitors. Out of those 9, only 2 people had tried accessing the information on their 

mobile phone. The main reason cited for not trying the service was that the visitor did 

not have a QR scanner on their phone.  Being informed about this opportunity during 

the course of the survey, 32 visitors (40%) said they might try it. A couple of visitors 

asked me to write down the address of the website for them, so that they could return to 

the site from home. They also requested that I would pass on their wishes to the 

museum about keeping the website accessible online after the exhibition closes. In 

general, visitors were very positive about the opportunity to use their own mobile 
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device to enhance their experience at the exhibition. The results are divided into three 

categories, maybe representing visitors, who expressed some interest, but also presented 

some limitations to that interest.
95

 52 visitors (66%) were interested or somewhat 

interested in downloading National Museum’s own app, and 54 visitors (68%) were 

interested or somewhat interested in using a mobile website (figure 20). However, many 

people did specify that even though they would be interested in using a mobile solution, 

they argue that the best way to access information are the traditional wall texts. For the 

most part, the same people who would use a mobile website would also download an 

app. Few visitors were directly against downloading an app, stating that he only ever 

uses mobile websites, and want to the same information to be available at home from a 

computer.  

 

Figure 20 Interest in using an app and a mobile website. 

When the numbers are separated according to smartphone ownership, one can see a 

clear connection between those that do own a smartphone and their eagerness to use it 

in the exhibitions (figure 21). This could be simply because people, who own a 

smartphone, are familiar with technology and can more easily imagine the way sort of 

information that mobile websites and apps normally provide to them.  

 

Figure 21 Interest towards using a mobile solution, broken down according to smartphone ownership. 

From those visitors, who specified that they are interested or somewhat interested in 

using a mobile solution, I asked some specifying questions about the type of 

information and activities that this solution should entail. As only two interviewees had 

actually tested the mobile solution, the nature of these questions was more formative 

than evaluative. This means that as the visitors did not necessarily have first-hand 

experience of using a mobile solution in a museum setting, their opinions on what a 

mobile solution should and could include are based on their experience and knowledge 

of what types of activities one can typically do with their mobile phone.  These 
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questions were answered by 55 people, with an odd person skipping some question or 

ending the survey before time. 

The first questions assessed what types of media would best most suitable for a mobile 

solution in the museum setting. Both text and images were considered as default 

characteristics, but audio and video split the opinions (figure 22). 34 visitors (62%) 

were positive or somewhat positive about using audio content, whereas for video the 

same number was 37 (69%). Some visitors told me about their positive experiences 

about using an audio guide during a museum visit abroad, while others expressed worry 

about concentrating too much on the audio and bumping into other people. One factor 

that explains the disinterest in audio guides is the worry that these would force the 

visitor on a pre-determined path. Audio tours that allow the visitor to move around the 

museum more freely were considered a more alluring option. Videos, on the other hand, 

were often seen as an alluring option only, if they were short. These numbers are 

predominantly in agreement with the Victoria and Albert survey results what it comes to 

interest towards audio and video material. However, in the British survey, the interest 

towards textual information was discovered to be low, as the visitors felt that there was 

enough information available on the walls. This could be either a difference between art 

museums and culture-historical museums, or could be explained with the fact that there 

was no need for the visitors to gain more textual information on their mobile phones. 

The latter option will be discussed further later.   

The second set of questions addressed issues on participation. I asked visitors, if they 

would be interested in a) participating in the exhibition by e.g. voting for their favourite 

object in the exhibition or by commenting on an item; b) by communicating with other 

visitors; or c) by communicating with the museum staff by e.g. sending questions to the 

researchers, who have designed the exhibition. Some visitors expressed their surprise 

about these questions, as these are not activities that they are used to doing in the 

museum. Especially when it comes to participation via voting or commenting on 

objects, the response was positive, with 36 visitors (67%) interested or somewhat 

interested about the opportunity (figure 22). However, the museum’s status as an 

authority figure was clear from the next questions. Only one-fifth of the visitors were 

interested in communicating with other museum visitors, but four-fifths of them were 

interested in sending questions to the museum personnel. Some visitors expressed that 

this would be a really useful function, if they needed a response to a question that was 

not answered in the exhibition. Similar results that reconfirm the status of a museum as 

one of the most reliable information sources in comparison to books, television 

programmes and the Internet, have been discovered in other surveys.
96

 Equally many 

considered a map to be a useful function of the mobile solution (78%). 40% of the 
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visitors thought that a game could be interesting or somewhat interesting either for 

themselves or their children during a museum visit.  

 

Figure 22 Interest toward various types of information and features in a mobile solution. 

I also asked the visitors, if they would feel that the solution should provide information 

in other languages. In general, the three currently existing options – Finnish, English 

and Swedish – were considered sufficient, but it must be noted the research was only 

conducted in those three languages, and thus a person that understood the interview, 

would also understand the exhibition texts. In fact, a couple of Russian visitors declined 

from the interview, as they did not understand English. On the other hand, even though 

the majority of the Swedish-speaking Finns in my survey sample replied to the 

questions in Finnish, they argued that it is crucial that the museum keeps providing 

services in Swedish. Therefore, the only conclusion that can be stated from these replies 

is that all the three current languages are necessary, but not necessarily sufficient to 

serve the current visitor base.  

In order to grasp, if some other factors than age could be used to explain differences in 

the attitude towards mobile solutions, I calculated various averages based on different 

criteria, such as visiting frequency and gender. These are presented in appendix 4. As 

can be seen from the rates, the differences of these various sorting types to the average 

are not striking.  It must be kept in mind that the survey sample size was very small, and 

thus these numbers should not be analysed in too much detail. It could be noted that 

men are slightly more interested in using a mobile solution than women, with men 

scoring on a scale from 1 to 5 an average of 3,8, whereas women only 3,1. It could be 

also observed that people, who only come to museums once per year or less, are little 

less keen on using mobile solutions than more frequent users. On the opposite, people, 
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who had arrived to the museum as a part of a group, were very keen on all aspects 

proposed in the survey. This could be a sign that those visitors are very keen on utilizing 

all the possible services provided by museums, such as guided tours and mobile 

solutions.   I was also very intrigued, whether visitors, who had arrived to the museum 

in order to educate themselves, would have different wishes than those, who came there 

to enjoy themselves. This question was based on the formatting used in a visitor survey 

conducted by the Finnish Museums Association in 2011.
97

 However, in the interview 

setting the a large share of the visitors found it impossible to pin-point just one source 

of motivation for their visit, and thus it was impossible to specify them to a category 

based on just this information.  

Results according to age groups 

When the results are broken down according to visitor age groups, interesting 

differences can be spotted. However, it must be again pointed out that these numbers 

should only be taken as suggestive and not definite expressions of that age category’s 

wishes, as the number of respondents in each category is very small. The results shown 

below should be considered as indicators of the issues that should be studied further in 

larger surveys.  

When separated according to age categories, one can see that smartphone ownership has 

infiltrated across generations (figure 23). Smartphone ownership is somewhat more 

popular amongst the youngest age groups, with only one visitor in the youngest 

category not owning one. Still in age category 51-60 half of the respondents had a 

smartphone. In the oldest age category, only one-fourth of respondents answered 

positively. Interestingly, the oldest visitor (male, 85) did own a smartphone and was 

interested in using it in the exhibition. 

 

Figure 23 Smartphone ownership according to age categories. 

When analysing the use of the iPad tablets, one can see that the older visitors are not 

shying away from technology (figure 24). Amongst the older age groups (83%) the use 
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of iPads was even more popular than amongst the youngest visitor group (63%)! As a 

particular fear from the museum’s side was, if the older visitors would feel comfortable 

using these touch screens, I asked some of the oldest visitors a special question about 

their user experience of the tablets. The replies were really positive for the majority, 

some of them even stating that reading from the screen was easier for them than reading 

the wall texts. Two visitors showed me their flashlights that they had brought along 

from home, as they are frequent museum-goers, and have experienced that the lighting 

in exhibition areas is normally so low that they cannot read the texts without extra 

lighting. Both visitors told me very gladly that due to the background light in the tablets 

they could read the exhibition texts without straining their eyes. 

 

Figure 24 iPad use according to age categories. 

When looking at the interest in using a mobile solution according to age categories, one 

can see a similar division as with the smartphone ownership (figure 25). The youngest 

age categories are really interested in this opportunity (all respondents in the under-20-

years-old category), but amongst the oldest visitor category under half of the visitors are 

keen on this option (42%).  

 

Figure 25 Interest towards using a mobile solution according to age categories. 

I will next look at the specific wishes that each age category expressed separated under 

their own headlines. The semi-structured interview method, which allowed the visitors 

to expand their multiple choice answers, was very insightful. The comments visitors 

made to the questions opened up unforeseen perspectives. I have used those comments 

to supplement the quantitative data of the survey.  
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Under 20-year-old visitors 

For the youngest visitor group (n=8), the museum appeared as a resource of information 

for preparing school assignments.  This was the case both for young visitors, who were 

visiting the museum on their own accord, and for those, who had been sent there by 

their teacher.  Therefore, almost all of the respondents also linked their interest in using 

a mobile solution at the exhibition directly with whether or not it would be useful for 

their school work.  Thus, the advertisement for this solution should specify what it is, 

and what the visitors can do with it. The solution should also be clear and simple to use, 

and a mobile website was somewhat preferred to an app. An example of a typical 

response was the following:  

I would use a museum solution, if I felt it was necessary for example for school. In this exhibition I 

think it would be useful to be able to get more text on your phone. Same with pictures. I would not 

want to get more information by audio, as I am visiting the museum in company. Some people like 

videos. I think it would be useful to communicate with other visitors, if they can answer questions that 

I have. I would be interested in communicating with museum staff, if I had to get some answers for 

school work. I am here to do a school assignment, and have a friend with me. (girl, 15)
98

 

One of the most notable features in the results is the nearly non-existent interest towards 

using an audio guide (figure 26). This can be explained by the fact that the youngest 

visitor group was typically visiting the museum in company, but even the one young 

visitor, who was visiting the museum by himself, displayed no interest towards the 

audio format. One interviewee specified that audio guides are “boring”, whereas another 

young visitor referred to them as “annoying”.  The interest towards watching videos is 

only slightly wider and only if the videos are short and particularly good. Similar results 

have been discovered in the Victoria and Albert –museum survey, where the authors 

argue that the traditional audio guide format is not necessarily the best method of 

providing mobile information to young audiences.
99

 This is very surprising, as Timpson 

has argued that today’s youth consumes a whopping 11 hours of media per day, out of 

which 7,5 hours while multitasking.
100

 Some authors have suggested that the ubiquity of 

multimedia in the modern day’s environment has led some to media-fatigue, and that 

museums should be preserved as the last places, where visitors can see real, original 

objects and encounter analogue experiences.
101

 Two of the interviewees indeed 

specified this as the reason, why they would not be interested in playing a game in the 

museum. However, as all the young visitors were interested or somewhat interested in 

using a mobile solution, this could be explained with the fact that they might find visual 

information easier to transfer into the written format of the school assignments.  
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Figure 26 Survey results for under 20-year olds 

On the other hand, this group is noticeably the most interested in using a mobile 

solution for participation and communication (figure 26). Particularly when it comes to 

participation via voting or commenting, this visitor group seems to take this possibility 

for granted. This is probably due to the wide-spread use of social media amongst this 

age group, where these types of functions are a standard feature. According to statistics, 

as of September 2013, 90% of the age group 18-29 uses social networking sites. 
102

 One 

of the interviewees explained that she would be interested in being able to comment on 

the objects, as she could thus develop her own opinions. Commenting on social media 

has indeed been recognized by scholars as an effective way to allow young visitors to 

formulate their thoughts on the topics covered during museum visits.
103

 The ability to 

discuss with other visitors and museum staff were also both perceived as possibilities to 

get help for school assignments.  Along the same line, the interviewees mentioned a 

specific interest for educational museum games. 

21-30-year-olds 

In the next age category (n=16), the formal educational interest for using a mobile 

solution was not mentioned by a single interviewee. Now the main deciding factor in 

the keenness in using a mobile solution was personal interest and the practical need for 

using one. A typical answer in this visitor group was the following: 

I do not think a museum solution would be necessary for this exhibition, as the information is 

otherwise well available. But for example in the prehistory exhibition that could be good, as there are 

few explanations. It would be good to be able to get more information about the topics that I am 

interested in. (female, 29) 

From the answers it was obvious that this visitor group is familiar with using mobile 

solutions in their everyday life. Some of the visitors had very specific wishes for a 

potential museum guide, such as a map that would show you the ratings for each item in 
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the room, so that you could target the top objects, or Augmented Reality features.  

Practical factors were also mentioned, such as the lack of marketing for the solution and 

the free wireless network at the ticket sales counter, and the fact that they do not have a 

QR code scanner on the phone. Few interviewees commented at the end of the interview 

that our discussion had sparked an interest in technology in them, and now that they 

think about it, it would be fun, if the National Museum had an app. 

The interest for using an audio guide was elevated from the previous visitor group, 

especially if the audio was made “interestingly” and the information was direct-access 

(figure 27). Participation via voting or by selecting pre-existing options was considered 

somewhat compelling, but direct communication with other museum visitors was not 

appealing to this visitor group. One interviewee noted that interaction with other visitors 

is “not typical for Finns”.  In general, the interest in participating in discussion would 

depend on how the framework for it was set up, and what the topic was.  Interest for 

sending questions to the museum staff was notably wider. One interviewee perceived 

this a good way to give feedback to the museum, as they believed that the staff rarely 

gets response. Some interest was also expressed towards interactive games or 

participating in contests, such as “guess what this object is”.  

 

Figure 27 Survey results for 20-30-year olds. 

30-50-year-olds 

The next age category, 30-50-year-olds (n=15) shows a bit more suspicion towards 

mobile solutions than the previous category. A number of respondent replied that even 

though they would be interested in using a mobile solution, they still consider the 

traditional wall texts as the best solution for providing information. A common trend in 

the answers was that the interviewee would be interested in using a mobile solution at 

home before the visit in order to grasp an idea about what topics they may want to focus 

on or after the visit. Some visitors had arrived in the exhibition hall with pen and paper, 

and found the option of accessing the object descriptions from home a valuable aid. 

Some visitors would have hoped that the exhibition was even more informative, and 
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wished that this solution featured links to other reliable sources about the topic, e.g. to a 

website where you can read Nordenskiöld’s travelogues online. 

Audio guides were once again a tiebreaker, with some visitors very keen on trying 

them, whereas others argued that they could be left out altogether (figure 28). The 

situation with participation was the same, with one visitor arguing that it “only 

contributes to unnecessary data” (female, 40). Communication with other visitors was 

not perceived as an alluring option, but respect for authorities is obvious with nearly all 

visitors (12 out of 13) being interested in the option of sending questions to the museum 

staff. As one visitor summarized: “I trust in experts, am not interested in discussing with 

other visitors” (male, 33). A map was also perceived as helpful, especially one that 

would automatically show the location of the visitor, or even connect the location of the 

visitor with audio information. 

 

Figure 28 Survey results for 30-50-year olds 

Games were typically something that this age category was not interested in for 

themselves, but perceived them as a valuable addition, if they were visiting the museum 

with children. The visitor sample also included two teachers, who were very interested 

in the opportunity in using museum mobile solutions in their teaching. One of them 

explains: 

I would be interested in using a museum app during my classes. A pencil is boring, even though a 

paper and an app would have the same content, the form brings an interesting factor in the task. 

Assignments are also really easy to check, when you can see them digitally. (female, 40) 

50-70-year-olds 

The next age category, 50-70-year-olds (n=13) was even more sceptical about the 

possibility of reading the text from one’s own mobile phone. The iPads were in general 

liked –in some cases even preferred to the traditional wall texts due to seeing problems - 

but the screen-size of a mobile phone was by some visitors considered too small for 

effective use. Some interviewees exclaimed that they would have brought their own 

iPad into the exhibition, if they had known that they could use it there: 
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I would prefer accessing this information with my iPad, not with a mobile phone. If had known that it 

is possible, I would have taken my iPad with me. It’s difficult to read from your mobile phone. But 

reading from an iPad is the same as reading from a brochure, as you can walk at the same time. (male, 

70) 

Another interviewee was also very interested about this opportunity, but pointed out 

very aptly that it is difficult to bring an iPad to the exhibition space, as it does not fit in 

a pocket, and you are not allowed to bring your handbag into the exhibition space.  

As with the previous group, the option of being able to access this information from 

home was considered as a useful feature. One of the interviewees mentioned that she 

had, indeed, visited the website before the visit.  As in the other age categories, text and 

images were the most popular sources of information (figure 29). Even though audio 

guiding received some backing, it was not unanimous. One visitor argued that she is not 

interested in audio information, as they cause noise, and he wants to go around in peace. 

 

Figure 29 Survey results for 50-70-year olds. 

Whereas in the younger age groups the communication with museum staff was seen as a 

way of gaining more knowledge, in this age category some visitors also recognized 

themselves as a valuable source of information. One visitor specified that the 

communication feature with museum staff would be valuable, “if you had a question or 

if you notice a mistake” (male, 70). Interest towards games was not remarkable. One 

visitor answered in relation to that question that not everything needs to be mixed in the 

app. Another visitor was worried, if she would get addicted to the game, as she gets 

easily hooked.  

Even though not everyone in this category was familiar with mobile technologies 

themselves, they acknowledged that younger visitors may find those profitable, and 

argued that it is important for museums to stay on top of the development: 

Young people are smarter. I am a bit afraid to touch [technology]. I would use the iPads, but I would 

need to reserve a lot of time, if I wanted to use a mobile solution. It is fantastic that the technology has 

gone forward so much! Museums cannot be just stones and dust. (female, 65) 
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However, it must be pointed out that not everyone in this age category felt alienated 

from technology. It has been noted that smartphone ownership amongst the baby 

boomers is surprisingly high. According to Statistics Finland survey, 45% of the 

population aged between 55 and 64 possesses a smartphone. Of the same age category a 

whopping 85% has used the Internet during the past 3 months.  Again, some visitors had 

clear ideas about how technology could enhance their visit to the museum: 

A map could be good, so that you could plan your visit, if it’s a bigger exhibition. Or if it could profile 

you according to your interests and give you recommendations based on them. Or if it would inform 

you about renewals that have taken place after your previous visit, so you would know what’s new 

and why. (male, 70) 

over 70-year-olds 

In the oldest visitor category, the survey sample size in extremely small, with only 4 

people answering the follow-up questions. Even though this category had also tried the 

iPads, a total of three visitors told me about problems with using them. Despite the fact 

that the background lighting made seeing the content easier, the correct way to touch the 

screen did not come naturally to this group. One visitor described that “you have to 

press the iPad pretty hard” (female, 72), which indicates that she had tried to brush it 

very gently.   Another visitor suggested that there should be a simple guiding for the use 

of the iPads in the exhibition room. 

However, receiving information in the digital format was familiar to this age category, 

but it was something that they would prefer doing at home or in the library with a 

computer. Due to the low number of replies, the types of content that this age category 

would wish to receive cannot be analysed too far. Nevertheless, it appears that the 

results follow very closely to those of the other age groups, with a notable preference 

for visual information (figure 30). Participation appears as a relatively popular option, 

whereas games do not entice this group at all. All in all, it must be again observed that 

even the most mature visitor group included technology enthusiasts. One visitor 

(female, 73) explained eagerly that she is planning to purchase a new smartphone and 

was asking me for recommendations on which model she should buy. 

 

Figure 30 Survey results for over 70-year olds. 
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Comparison with the Contextual model 

There is definitely a notable interest amongst the museum visitor audience for enriching 

their visit with mobile solutions. However, the answers reveal that visitors are not 

interested in using their own mobile phone in the exhibition space just because they can, 

but prior to making the decision of downloading an app or accessing a mobile website 

they want to know exactly how this will enhance their visitor experience.  Figure 31 

displays the breakdown of the visitor survey results according to the Contextual Model. 

On the physical level of the experience, the visitors wish for a simple solution, which 

will serve to fulfil a practical function – for example giving information in places, 

where there are no wall texts.  Many of the respondents answered that in this particular 

exhibition there was no actual need for utilizing the mobile solution with one’s own 

mobile solution, as the text was readily available on the walls and on the iPads, and the 

exhibition area was relatively small. Some visitors, on the other hand, replied that they 

are not keen on the idea of walking around the museum with their mobile phone, but 

would be interested in using a mobile website after the visit, from the comfort of their 

own home. 

In terms of the content, the interviewees have a clear idea about how they would be 

interested in enhancing their experience with the aid of a mobile solution. Even though 

visual information – text and images – was clearly the most popular option, audio and 

video also received support. There is great interest towards a navigational aid, such as a 

map. Some visitors expressed even stronger interest towards having clear guidance to 

how to navigate in the rooms. One visitor specifically requested to have pictures of 

footsteps on the floor, which would show him the way to move around in the museum. 

Another visitor had a very clear image in mind of the perfect museum app, which would 

rate each object in the room according to their “level of quality”. In that way a visitor in 

a hurry, like himself, could target the top items in each room. Instead of flâneuring, 

these visitors want the museum to take an even stronger control of their bodily 

movement through the exhibition areas.  

Regarding the personal aspect, the survey answers highlighted the importance of 

personal interest towards the topic. As many respondents noted, the interest towards 

using a mobile solution to access more information is directly related to the attraction of 

the topic or the particular artefact. The trigger of using a mobile solution is thus both 

physical and personal. The various visitor groups also have rather differing interests in 

terms of the type of material and activities that they would want the mobile solution to 

provide. For example, the results showed that despite their extensive use of media 

outside the museum, the youngest visitors are not avid audio guide users. 

The social aspect of the visit appeared equally weighty to the visitors. Even though in 

my interview sample 42% of the interviewees had come to see the exhibition alone, this 

is by far not the norm. According to the Finnish Museum Association visitor research, 
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only 15% of visitors come to a museum by themselves. Typically, over half of the 

audience arrives with their family, a quarter with their friends, and the remaining 7% 

with a group. Nevertheless, even at the National Museum, a share of the visitors 

specified that they would be interested in using a mobile solution, were they visiting the 

institution by themselves. Especially what it comes to audio guides, the use of a mobile 

solution was considered as inhibiting from social interaction with the companion. 

Interaction with other visitors seemed like an off-putting idea to many, but the ability to 

participate in the exhibition by smaller steps, such as voting or typing in comments, 

were more alluring options, especially amongst the youngest audience group. However, 

the necessity of such features was also questioned. Trust in the authority of the museum 

personnel was mentioned by multiple interviewees, and thus the ability to send 

questions to museum was perceived as a more valuable addition to the solution. 

 

Figure 31 Breakdown of the visitor survey results according to the Contextual Model. 

The next chapter will present a more in-depth analysis of the visitor survey results, in 

comparison with the case studies presented in the second chapter. 
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ANALYSIS OF THE RESULTS 

Mobile is the buzzword of the museum field in 2014. In the scoping survey sent to 

Finnish museums as a part of this research, 24 out of the 41 museums that do not have 

any mobile solutions at the moment, answered that they are in the progress of creating 

one or are hoping to create one as soon as they have the resources required for it.  Based 

on the interviews conducted with museum personnel, the arrival of mobile technologies 

into museums is unavoidable. They argue that the format in which information will be 

searched for in the future is mobile. Reading texts from one’s mobile phone will be as 

natural as reading in from the Internet or from a brochure. The information needs to be 

presented in a format, which reaches the audience; there is no need to produce material 

that is not used by anyone.  

From the visitors’ side, there is also a clear interest towards incorporating mobile 

technologies into the museum experience. Nevertheless, both parties agree that a mobile 

solution should only be introduced, if it brings some additional value into the museum 

experience. 

In this chapter, I will cross-analyse the results of the case studies presented in the 

second chapter with the visitor survey results from the previous chapter. The chapter 

will analyse, how the museum’s aims and expectations regarding mobile solutions meet 

those of the actual visitors’. The comparison of these materials brings forth the most 

crucial aspects that should be considered in the future development in the field. The 

chapter is divided into three subchapters, which will each dive into a different sphere of 

the contextual model – the physical, personal and social spheres. 

The physical aspect 

Even though both the museum personnel and the visitors were relatively positive about 

the prospect of incorporating mobile solutions into the museum experience, they both 

perceived that there needs to be a reason for bringing in the technology in the museum. 

Especially Lampela (case study 3) argued that the development of mobile solutions 

should go content-first, with the museum first identifying the content that they want to 

provide, and then finding the most successful method for delivering it. Whereas the 

museum staff discussed the issue in terms of extra value brought by the mobile solution, 

the visitors addressed the same topic by talking about need and use.   

All the museum personnel interviewed agree that not all exhibitions call for a mobile 

solution. In some situations, for example in locations, where there is heavy traffic 

nearby, focusing on a mobile solution may be even dangerous. In other cases it is 

difficult or nearly impossible to bring in mobile solution that requires Internet access 

due to the low connectivity in the building, for example in old castles. The largest 

limitation, however, are situations, where the mobile solution does not succeed in 
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bringing any additional value to the situation. The visitor survey at the National 

Museum of Finland revealed that in an exhibition that is this small and where there is 

ample information available on the walls and on the iPads, the visitors did not feel the 

need to obtain the object descriptions on their own mobile phones. As the visitors 

described, had this been elsewhere in the museum, where the information is less readily 

available, or if the exhibition was so crowded that access to the iPads was blocked, 

would there have been a greater incentive for using the mobile solution.  Moreover, 

there are some situations, where the addition of a mobile solution might ruin the 

traditional atmosphere. The importance of preserving the spirit or the “romance of the 

place” has been recognized as one on the main tasks in historic houses by Aoki and 

Woodruff.
104

 They argue that in such setting the restoration of the atmosphere may be 

even more important than educational aims. The reverential or contemplative aspect that 

is directly tied to the atmosphere at the museum is indeed considered as one of the main 

motivations for a museum visit by Falk and Dierking.
105

 This danger was also 

recognized by Lampela (case study 3), who remarks that she would not want to use an 

iPad in a barn. Filippini-Fantoni and Bowen, on the other hand, argue that museums that 

have a fast object turnover pace might not be able to keep up with the updating of the 

mobile content
106

 

Mobile solution enhancing the physical aspect of the visit 

Furthermore, the visitor research proves that the visitors need to have a reason for 

adopting the mobile solution. As the visitors are familiar with the use of mobile phones 

in their everyday life, and the different types of functions that can be accomplished with 

their own device, they found it easy to imagine, how these types of features could be 

used in the museum setting. All visitors had a quick response to each of my questions 

about the types of content that they would want to solution to have – albeit negative or 

positive. Some visitors had a very clear idea about the exact type of features that should 

be included, for example having a map that displays the location of the visitor 

automatically. Some individuals even came up with special ideas for games that they 

would find interesting to play in the museum setting, such as one, where you could 

overlap the Mercator projection on top of maps. In order for them to be motivated to 

take out their mobile device and download an app or go to a website, the visitors not 

only need to be aware about its existence, but also be informed about the purpose it can 

be used for. Many visitors pointed out that their decision on the use of a mobile solution 

depends on how clearly the different functions and the knowledge that it provides you 
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are marketed at the entrance. The research conducted by Numminen confirm this 

interpretation, suggesting that next to each QR code in the museum, there should be a 

description about what extra information can be gained from using it.
107

 

The benefits of mobile solutions to the museum experience have been widely 

recognized. Vom Lehn and Heath argue that mobile guides are an effective tool in 

augmenting the “attracting, holding and communication power” of specific exhibits, and 

thus enhance the effectiveness of the exhibition.
108

 Some activity theorists, such as 

Engeström, have argued that the change of method may sometimes help in transmitting 

the message by reinforcing reflection.
109

 This view was supported by the statements of 

the two teachers’ who happened to visit the National Museum during the time of the 

interviews. In general, the use of ICT, Information and Communications Technology, in 

the educational setting has been identified as an excellent tool in aiding the students in 

their individual information construction, in alignment with the current socio-

constructive learning paradigm.
110

  

The case studies in this thesis highlight different manners in which a mobile solution 

may bring extra value to the museum experience. In the first case study, which was a 

simple transformation of wall texts into a digital format, this mobile website solves the 

problem of providing translations in three different languages without cluttering the 

walls. In Finland, where text is often provided in three of more languages, this provides 

a special burden in the exhibition design process. No matter how short the individual 

translations may be, all of them together will appear bulky. The reduced amount of wall 

texts increases the aesthetic view of the exhibition, providing for a more visually 

pleasant experience. The zoomable images allow visitors to notice details that are not 

visible with pure eyes.  An additional, rather surprising benefit of the solution was 

added accessibility. Visitors with bad sight, who had arrived at the museum carrying a 

flashlight commented with content that they find the text on the lit screens much easier 

to read than the traditional wall texts.  

In the second case and third case studies, the mobile solution offered a method for 

stretching the museum experience outside the white cube to the outside world full of 

sensual input and social connections. As Lampela (case study 3) argues, one of the best 

functions in mobile solutions is that visitors may enjoy museum content without 

entering the physical building. The effect of the “intimidating” museum building has 
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been recognized as one of the potential deterrents for a museum visit.
111

 By taking the 

visit out to the streets, the museum visitors are able to directly connect museum 

information into their everyday experiences and make personal connections. In best 

cases, this will create long-lasting memories that will be triggered every time the visitor 

visits this particular city or street. Furthermore, the sunshine, wind, bustle of the city 

and the smell of the grass will create an additional layer of sensory information into the 

museum experience. In Tampere, the mobile narrative that’s takes a daringly feminist 

tone, is able to provide a whole new perspective in the history of the City. In Helsinki, 

the solution opens up the museum for participation.  

In the fourth case study, the mobile solution, despite the entertainment-looking 

appearance, is able to solve multiple issues. First of all, the museum is a specifically 

suitable setting for a mobile solution, as there are currently no wall texts or labels 

available in the area. Thus, the mere provision of information is a valuable function in 

the app. Secondly, the app is able to turn the museum visit into a multisensory 

experience, where the real world is blended with digital visual, auditory, sensory and 

gustatory information. The Augmented Reality feature is able to display things that no 

longer are present at the site – the people, animals and life back in the 1850s.  This has 

been also pointed out as one of the dangers with Augmented Reality. Viinikkala (case 

study 4) disagrees with this, and opposes this by highlighting the benefits of mobile 

technologies in their updatability and in their ability to display multiple possible views 

of the past simultaneously. In later projects, Leskinen (case study 4) is also interested in 

utilizing Augmented Reality in enhancing accessibility for visitors with reduced 

mobility and in preserving disappearing immaterial heritage.
112

 Lombardo and Damiano 

have argued that the use of pervasive gaming, which combines digital events in a game 

with physical location at a heritage site, will assist the visitor to form a deeper 

connection with the surroundings and to immerse into a distant era.
113

 As other benefits 

of gaming in a museum context have been mentioned the stimulation of imagination, 

the potential of reconstructing the meaning of a place and the mere ability of games to 

bring happiness into the museum experience and life in general.
114
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Mobile solution distracting the physical aspect of the visit 

Nevertheless, the use of a mobile solution in the exhibition space may also affect the 

museum visit in a negative manner. The interviewees continue on the discussion about 

the practical aspects of the mobile solutions by arguing that a mobile solution that does 

not function the way it is supposed to, or in a way that is distracting the flow of the visit 

may in fact be a disturbance to the museum experience. Viinikkala (case study 4) 

describes a situation, where the game characters would be floating in the air horizontally 

as one, where the user’s entire focus would go into wondering why the system is not 

working correctly. A notable discrepancy between the digital and analogue content of 

the exhibit has been noted to cause similar frustration.
115

 All of the interviewees also 

agreed that a simple navigation system and attractive layout are crucial features in 

mobile solutions. Fang et al describe a revolutionary Multimedia Tour Pilot, which was 

launched in Tate museum in 2003 with numerous functions, such as interactive surveys, 

games, interpretation about all the exhibited objects, location tracking, recording and 

sending emails.
116

 Even though 70% of the test audience believed that the device could 

enhance the museum experience, 45% considered the system too difficult to learn.   

Even when mobile solutions are functioning as they are planned, their insertion into the 

exhibition space is not unproblematic. Fears about the introduction of too much 

technology into the museum setting taking away the focus from the original artefacts 

have been expressed by multiple authors. The use of a mobile solution always forces the 

user to share their focus between the analogue exhibition and the digital device in their 

hands. Many mobile solutions require the user to actually stop to trigger the content on 

the screen, such as by reading a QR code or pressing a specific button of the screen. 

Tesoriero et al have divided portable guide devices to three different categories 

according to how much the user needs to focus in order to receive the information.
117

 

On the low level, the visitor receives an automatic notice, when they arrive close to an 
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interesting artwork, for example based on RFID tags and readers.
118

 On the medium 

level, the visitor needs to notice the object themselves, and a specific action or gesture is 

required for retrieving that information, e.g. pressing a button. On the high level, even 

more attention is required from the visitor, and the acquisition of information 

necessitates that the visitor reaches out to the object or label and points it with their own 

device. QR codes could be an example of this category of solutions. Antoniou and 

Lepouras have argued that the mental capacities taken over by the technology use will 

be further accrued by the utilization of a device that is not familiar for the user.
119

 

Research conducted by Von Lehn and Heath pointed out that the visitors using a 

portable guide, often spent more time looking at the device than looking at the original 

artefact – even when the information was in audio format!
120

 In their research, the 

handheld device often went as far as replacing the original artefact. Similar discoveries 

have been made by e.g. Woodruff et al and Garibay and Ostfeld.
121

 This observation is 

supported by Hsi, whose research at the Exploratorium, an interactive hands-on exhibit, 

revealed that the use of a mobile solution constrains the users from interacting with the 

exhibits.
122

 The participants in her study commented how the use of the handheld device 

became their primary interaction, and how this undermined the original aim of their 

museum visit ― which was to interact with the hands-on exhibits in the physical 

exhibition hall. Tsoroni is even warning about technology fatigue that follows after 

people spend their entire working day in front of a computer, and do not want to 

encounter even more multimedia at a museum exhibition.
123

 

Out of my interviewees, only Nikander (case study 1) believes that this could be a risk 

for the museum experience. Linder (case study 3), Lampela (case study 3) and Leskinen 

(case study 4) all agree that the mobile solution is just one part of the totality, and not a 

separate feature, which could take something away from the “actual” content of the 

exhibition. On the contrary, they believe that the solution will deliver something extra to 

the entire exhibition, and help the visitors to focus on it. All three interviewees agree 

that the use of mobile phones in the world outside the museum is so commonplace, that 
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the visitors do not pay any attention to it inside.  Lampela believes that the use of 

mobile phones is already so natural for people that they do not realise the format that 

the information is delivered in. Linder and Leskinen argue that the youngest generations 

are already expecting to have all information accessible with a mobile phone, and in 

order to remain accessible to this visitor group, the museums need to keep up with the 

development. The way that the visitors tied their interest in using a mobile solution very 

tightly to the surrounding material exhibition, as discussed earlier in this subchapter, 

displays that their visions might be on the same track.  Thus the mobile solution should 

not be considered a separate service, but a seamless part of the exhibition. 

Movement in the exhibition 

In addition to the cognitive load, the use of a mobile solution also physically affects the 

way the visitor moves around the exhibition. Until the advent of the Compact Disk-

player in the 1990s, the only low-cost format for an audio tour was that of a pre-set tour 

that guided the visitor from one exhibit to another, functioning with a cassette player.
124

 

Nowadays the pre-determined routes have been largely scrapped, as new technologies 

make the random access tours easy to produce. These solutions, despite featuring a 

specific content of material, allow the visitor to choose, in which order they want to 

wander around the museum, and even skip some objects featured on the tour. However, 

these are not trouble-free either as the mobile solution steers the visitor’s attention to 

only those items that are featured on the tour.
125

 Furthermore, even though these mobile 

devices are intended to be used while mobilizing around the exhibitions, research 

conducted by Von Lehn and Heath revealed that these devices are mainly used in 

stationary positions.
126

 They argue that though dictating the movement and gaze of the 

viewer, the mobile guide is creating the context in which the object is perceived.
127

 Von 

Lehn and Heath describe, how handheld guides are thus transforming the way visitors 

select the items they want to learn more about in the museum -  normally based on their 

appearance and events happening nearby – to one, where the visitor’s path is dictated by 

the mobile device.
128

  

Case study 2, the mobile tour in the city of Tampere, is a mix of the pre-set and random 

access tour types. Even though the tour can be started from any one of the stops, their 

locations form a natural route around the city. The effect of the mobile solution to the 

visitor’s movement and their relation to the various artworks around the city is obvious. 

The tour introduces the visitor to 10 specifically selected public sculptures. The other 

120 public artworks in the city are thus completely ignored, even though some of them 
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are passed along the route. As they are not featured on the tour, the user does not 

perceive them as worth a stop. The other items on the tour appear as simple background 

for the tour material – in the same manner as the fountains, benches and flowerbeds in 

the park. Case study 4, the Augmented Reality game, will also have a similar effect on 

the visitor’s movement. Even though the navigational route or specific directions are not 

shown on the screen, the game is designed so that even though it allows the visitor to 

explore side narratives, the overall plot has only one possible ending. Thus the liberty of 

the user is only extended to the length that following the “correct” storyline allows. As 

the storyline is directly linked with specific locations on the site, the game, very much 

like the public art tour in Tampere, will end up guiding the player around the museum 

on a predetermined route. 

What is interesting to notice from the visitor interviews is that a proportion of the 

visitors actually prefers to be very strongly led by the museum. A map was considered 

as a useful feature by a majority of the visitors (78%) and the museum was described as 

“labyrinthine” by a couple of visitors.  Even though some visitors stated that they prefer 

wandering around in the exhibitions on their own, others specifically wished to receive 

clearer instructions from the museum. One visitor stated that it would be good, if the 

solution had a map and a track that you could follow. Another visitor wished that the 

map would show “the vision that the exhibition planners had in mind”. Similar 

arguments have been raised by Sung et al. During their research at the National 

Museum of History in Taiwan, they discovered that the map feature in their digital 

guidebook aided the visitors to a more “structured and directional pattern of visiting”, 

which benefited their perception of the exhibition. They visitors described how the use 

of the mobile tour helped them to gain more information from their visit by directing 

their observations, as they normally do not know what to look at in a museum.
 129

  

Even though all the interviewed museum personnel argue that content should be 

provided in a format that is actually used by the visitors, they do not see mobile 

solutions entirely replacing wall texts. On the opposite, they believe that the traditional 

museum building and its functions will not disappear, but mobile solutions will appear 

as an additional extra service that museums shall provide. This view was supported with 

the visitors’ opinions. Even though two-thirds of the museum’s visitors were interested 

in using a mobile solution at the premises, the traditional wall texts were considered an 

important source of information. 
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The personal aspect 

A person entering a museum is not a tabula rasa, but their visit is always driven by 

personal motivation. This was very clear in the visitor survey, with many visitors 

exclaiming, how their decision to visit this particular museum today was connected to 

their hobbies and interests, or even to what they do for a living. Most of the youngest 

visitors had come to the exhibition to complete a school assignment, whereas the 

slightly older visitors were keen on the topic and wanted to educate themselves. One 

interviewee replied that he himself was a polar explorer, whereas another told me that 

her late husband was a sea captain, which urged them for the visit.  

Personalization of mobile content 

A personal motivation was also a crucial factor in deciding, whether a visitor wants to 

utilize a mobile solution or not. Many visitors expressed their interest in using a mobile 

solution “if it provides me more information about a topic that I am interested in” 

(highlight by author). Many respondents continued the answer by explaining, what they 

would be keen on receiving more information about, such as Finnish prehistory or the 

time Nordenskiöld spent in the city of Porvoo. One visitor found the zooming feature on 

the iPads particularly useful, as she wanted to find a certain peak in the Svalbard 

archipelago, which was named after her friend. The motivation for using, for example a 

QR-code, is thus very personal, and comes from factors external to the solution itself.  

The case studies approach the personal aspect of the museum experience in different 

manners. In case study 1, the simple opportunity of choosing the object of interest can 

be seen as method for personalizing the information. In case study 2, the fact that these 

sculptures are out in the city, allows the visitors to connect the digital information 

directly with their previous experiences and memories about the location. The same 

applies for case study 3, where the visitors are encouraged to bring in their own 

personas and opinions into the exhibition content by voting on and writing about their 

own favourite locations in Helsinki. In case study 4, a little personalization could be 

done by choosing between the female and male characters in the game. 

Personalization of content provided in museum’s digital content has been discussed by 

multiple authors.  Bearman and Trant argued already in 1999 that: “It is not sufficient 

that using and experiencing the Web becomes interactive. The objects and environments 

we encounter in the virtual world must expect our input, respond to our interaction and 

be personalized and connected to us through our involvement with them.”
130

 The 
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importance of personal connection and integration with the visitor’s prior knowledge, 

the so-called cognitive interest has been underscored by educational scientist.
131

  

Ardissono et al recognize as values in providing personalized virtual content at heritage 

sites the possibility to limit the enormous amounts of data available, providing different 

types of data at different levels for different visitors, and in providing fast access to the 

information the visitor is interested in, as the visits at cultural heritage sites are typically 

time-limited.
132

 Manning and Sims describe how the handheld guide at the Blanton 

Museum of Art, Texas, helped the visitors to reflect the material against their own 

cultural background.
133

 Other advocates for personalization of the museum visit via 

utilization of mobile technologies are Antoniou and Lepouras, who argue that Bluetooth 

technologies could be ideal form of transmitting tailored information, based on a quick 

visitor analysis conducted at the museum entrance.
134 

Another method suggested by 

them for the personalization of the information content is an analysis based on the 

visitor movement in the exhibition area and the time spent by each of the displays.
135

  
 

Alternatively, the personalization of the content could already take place from home, 

based on the visitor’s actions on the museums website prior to the visit.
136

  

 

The personalization of content becomes a particularly valid question, when applied to 

content delivered via the visitor’s own mobile device. In the visitor research conducted 

at the National Museum, one visitor went as far as suggesting that the museum could 

develop a solution that recognizes the visitor and suggests them information based on 

their interests and their previous visits. A mobile phone is a very personal item, and it 

holds a vast amount of data about the owner. Based on the downloaded apps, browsing 

history and the registered accounts, your mobile phone knows a plethora of information 

about you – your age, gender, friends, interests, your language, places you have 

travelled to, just to name a few. This information could in the future be utilized more 

comprehensively in providing individualized content for each visitor.  
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Targeting the mobile solution 

Even though other respondents at the visitor survey did not vocalize such elaborate 

wishes in terms of personalization of content, one can see that different visitors had very 

different wishes about the form of content and features that a mobile solution should 

entail. One particularly interesting feature is the auditory content, which really split the 

audience into two opposing groups. Even though 40% of the audience are very keen on 

the opportunity to gain audio guiding, another 38% was not interested in this at all, and 

even suggested that this feature could be left out altogether from a potential mobile 

solution. This duality of preferences could be perhaps attributed to different learning 

styles.  According to studies, up to 50% of people are auditory learners, whereas 33% 

are visual.
137

  The remaining 17% would prefer gaining the information in a kinesthetic 

manner. It must be noted that despite the great possibility to provide auditory 

information via the mobile device’s speakers, only one of these solutions is utilizing this 

opportunity.  

Out of these examples, only one case study, number 4, had a very tightly specified 

target audience. In other cases the solution was aimed for “everyone”. The importance 

of target audience in planning museum programme has been underlined by Falk and 

Dierking. With regret they point out that still unfortunately often museum programme is 

targeted for an idealized “average” visitor, which disregards the needs and expectations 

of the real visitors.
138

 The problem is that a population of 5 million people cannot be 

divided into 5 million average citizens with the same interests. In 2013, the Finnish 

newspaper Helsingin Sanomat published an article, which compared the Finnish society 

in 1992 and in 2012 based on various statistics, in an attempt to discover what an 

average Finnish person today is like.
139

 The article ends up concluding that in 2012, 

even more so than 20 years ago, the factors combining the Finnish society are becoming 

sparser. One of the only common traits is that most Finnish people still go to sauna 

weekly. The article ends up concluding that instead of one majority, Finland consists of 

multiple overlapping minorities.  

Falk and Dierking perceive new digital technologies as an optimal tool for creating 

individualized experiences for different visitors.
140

 Instead of trying to grasp the society 

as a single entity, and create exhibition after exhibition about saunas, the institution 

should try to divide their audience into various target groups, and develop a separate 

strategy for each of them. Hein states that by appealing to one group the institution does 
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not exclude other visitor groups.
141

 An example of this is the queer programme that 

Patrik Steorn very successfully developed at the Nationalmuseet in Stockholm. Steorn, 

who also guided the queer tours, describes these tours as very popular amongst the 

queer audience, reaching out to a young public that normally sheers away from cultural 

institutions. However, the tours did not scare away other visitors at the Nationalmuseet, 

and the programme was very equally popular amongst the traditional art audience.
142

 

 

Many museums, including Luostarinmäki Museum Centre, have recognized young 

people as a potential audience for mobile solutions.
143

 However, visitor research both at 

the National Museum and at the Victoria and Albert Museum has revealed that this 

audience needs to be targeted with very different services than the traditional audio 

guide. At my survey, none of the 8 people interviewed was very keen on the option, 

with only 2 stating that they could possibly be interested in using it. However, this 

group displayed remarkably more interest in participation. Whereas out of the entire 

interview sample two-thirds were interested or somewhat interested in voting for their 

favourite objects or writing comments, all the respondents in the youngest visitor 

category found this appealing. Similarly, even though 70% of all the interviewees 

considered communication with other museum visitors as undesirable, only one out of 

the eight teenagers thought so. Similar discoveries were made in at the Imperial War 

Museum in London, where the researchers discovered that the most avid commenters on 

their social medial solution were children and teenagers.
144

 However, it must be pointed 

out that there the avid participation by the younger audience was perceived as a negative 

factor, as the “banal” and “childish” comments deterred adult visitors from 

participation.
145

 

At Luostarinmäki Museum Centre, there is also great interest in exploring, if the young 

audience would take an interest in playing a game in the museum setting. Their target 

group, however, is slightly older, between 20 and 30 –year olds. According to my 

visitor research, both this and the youngest visitor group are indeed more interested in 

gaming than an average visitor. In general, 40% were interested or somewhat interested 

in a game feature, whereas for the youngest and second-to-youngest audiences these 

numbers were 50% and 63% respectively.  However, it seems that gaming is similarly 
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an activity that really divides the audience. For example, out of the youngest age group, 

exactly half of the respondents were very keen on the opportunity, whereas the other 

half did not consider the opportunity the slightest attractive. The results from the 

Victoria and Albert Museum conform this, suggesting that gaming is attractive to a 

niche audience.
146

 Positive experiences about gaming in the museum setting have been 

recorded abroad. E.g. a trial by Schroyen et al revealed that between 85 and 90% of 12-

16-year-old testers considered a museum game as “great, it makes a museum visit a lot 

more fun”.
147

 Leskinen (case study 4) and Lampela (case study 3) are also intrigued, 

whether mobile solutions could be used to entice this currently museum-shy audience 

into more frequent visits. Fisher and Moses describe mobile game entitled “Murder at 

the Met”, released by the Metropolitan Museum of Art, which appears to comply with 

this notion.
148

 The gala event, where the game was released, attracted hundreds of locals 

on-site to test it. After the event, 99% of the attendees stated that they are planning to 

come back to the Met. 

 

Nevertheless, it must be pointed out that even the older visitors were not shying away 

from technology. However, the results from the visitor survey at the National Museum 

reveal that 85% of the visitors aged over 51 had used the iPads to enhance their 

experience at the exhibition. Over half of this age group is also interested or somewhat 

interested in using their own mobile device for the same purpose. A couple of the 

visitors even noted that reading from a lit iPad was easier than from the wall texts. 

Similar results have been obtained by Black Fry and Holland, whose investigation at the 

Nelson-Atkins Museum of Art about the use of an Interactive Scroll Case revealed that 

the solution was used by over one quarter of the visitors in each age category.
149

 The 

Statistics Finland survey results display that the elderly in the country are ever-

increasingly adapting the use of information technologies in their everyday life. Nearly 

half of the population aged between 55 and 64 own a smartphone, and almost all of the 

group use Internet regularly. Therefore older visitors should not be considered as any 

less potential mobile solution users that other groups. Furthermore, it must be kept in 

mind that over 50-year-olds form one of the main paying visitor groups in museums, 

and therefore their interests should not weight any more than those of the youngest 

visitors.
150

 However, the type of content on the solution should again be tailored to that 

visitor group.  
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The social aspect 

The social aspect of a museum visit is a crucial, yet often forgotten fact. Falk has argued 

that a total of 41% of museum visits could be attributed to Facilitators, whose 

motivation for the visit comes from hosting a family member or a friend. Furthermore, 

another 34% of museum visitors are so-called Experience Seekers, who come to the 

museum, as it is a “must-see”.
151

 For these two groups, the companion may be even 

more important than the museum content itself, and the museum is only considered as a 

setting for social interaction.  Hood has even argued that the social aspect of leisure-

time activities is so important, that the perceived frailty of social interaction deters some 

infrequent museum-goers from visiting museums altogether.
152  

According to the Finnish Museums Association statistics, only 15% of visitors come to 

museums by themselves, while the majority enters through the museum doors with their 

friends, family or as a part of a larger group. Even though my visitor sample included a 

surprisingly large number of lone visitors, a possible companion was mentioned a few 

times as a potential deterrent for using a mobile solution. This is especially noticeable in 

the interest towards using an audio guide, where the keenness of using one is notably 

lower, if the visitor has arrived to the museum with their friend (appendix 4).   

Social aspect inside the museum building 

Even though the social aspect of a museum visit is a widely acknowledged fact, the 

handheld devices and services at museums are normally aimed for individual use. Von 

Lehn and Heath argue that without consideration for the social interaction, these 

solutions will impoverish rather than enrich the effectiveness of the exhibition.
 153

 They 

recognize audio tours as especially cumbersome in that sense, as the companions cannot 

detect the information the partner is receiving at the moment, and thus it is more 

difficult to engage in a conversation.
154

 Lombardo and Damiano have claimed that due 

to the limitations that especially solutions utilizing headphones pose on their user’s 

ability to listen to and talk with their companions, they tend to feel lonelier and isolated 

at the beginning.
155

 The research conducted by Hsi agrees with this notion. She extends 

the argument by citing visitors, who commented that using the handheld guide made 

them unaware about the other people around them, and even forget that they are in a 

museum. The visitor continues by stating that this negatively affected their visit, as they 
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normally enjoy the social aspect of the visit – talking around and watching other people 

interact with the exhibits. Two users described their experience as “like a car window 

that separates you from reality” and “like going to a party and reading a book”.
156

 

Museum visits are not only affected by the people the visitors enter the building with, 

but also the other people inside it.   Vom Lehn and Heath discuss the various ways that 

handheld guides affect the physical orientation of the user in regard to other visitors.
157

 

They claim that in a busy gallery, a visitor without a handheld device will orient their 

navigation in the museum according to the orientation of others, moving themselves to 

those exhibits, which are not crowded at the moment. However, when the visitor uses a 

mobile guide, they position themselves in front of that particular object, which is 

featured in the tour, and block the access to it from others for the duration of the 

information content. This will also create other visitors difficulties in foreseeing the 

movement of the device-user. The fear of bumping into other visitors, while being too 

immersed to an audio guide was indeed mentioned during the visitor survey at the 

National Museum. Furthermore, their previous research has proven that visitors, even 

when looking at a particular exhibit, will remain responsible to the events in the 

exhibition hall.
158

 Based on other visitors’ gestures and by eavesdropping their 

conversations, the visitor is able to make judgments about the exhibition prior to seeing 

it for themselves. The headphones and the small screen of the handheld guide force the 

user to focus on these, instead of paying attention to the surroundings, limiting the 

social aspect of the visit.  

None of the four case studies presented in the second chapter are tailored for the use by 

multiple individuals. Linder (case study 2), Lampela (case study 3) and Leskinen (case 

study 4) all recognize this as a fault in their solutions. In the fourth case study, a 

multiplayer function was even discussed, but the plan had to be scrapped, as it would 

have extended the project to a whole another level. Nevertheless, it must be noted that 

even though these solutions in no way enhance social interaction, they neither inhibit it 

taking place around them. None of these solutions requires the use of headphones, and 

the large-screened iPads that were provided for use at the National Museum and at 

Helsinki City Museum allow for the use of a few people simultaneously. 

In fact, elsewhere the provision of mobile solutions has even been observed to generate 

social interaction. Alonso and Hayward describe how the mobile solution adopted at the 

American Museum of Natural History encouraged social interaction in 74% of the cases 

of observed use. Similarly, research conducted by Vom Lehn and Heath revealed that 

even though a mobile solution was intended for individual use, the visitors found a way 

to interconnect it to their visit socially. They noticed that the visitors were very keen to 
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use the information they have gained from the solution as a conversation starter. When 

the visitors had listened the guiding to a particular exhibit, they would take away the 

headphones and discuss it with their companion. They even observed one couple, who 

was trying to connect a second headset to the device, in order to be able to listen to it 

together.
159

 Similar results have been discovered by Scroyen, who noticed that a mobile 

game sparked social interaction even in situations, where it was not aimed for.
160

 

Woodruff et al, on the other hand, argue that a mobile solution that provides audio 

information through speakers could be a very useful tool in enhancing the social aspect 

of the museum visit.
161

 In their research, even though all the adult visitors preferred 

having their own mobile device, four out of the five couples used the audio guiding as 

an integral part of their conversation with the partner. The test visitors argued that 

because of the ease of the audio clips, they ended up sharing more with their companion 

than they would have, if they would have read the text from the wall. The clips were 

often listened to multiple times, they functioned as a stimulus for conversation, and it 

felt like a companion that was following them during the visit. Even the overlapping of 

the audio guiding from different sources was not considered disturbing. In fact, the 

possibility to eavesdrop others was considered beneficial, as the visitors could get hints 

about interesting objects elsewhere, and gets ideas about where to go next. 

Social aspect in the virtual sphere 

On the other hand, one of the case studies takes a step further, and perceives the mobile 

device as a communication device. Come to think about it, the original purpose of a 

mobile phone is to permit phone calls, that is, to communicate with the outside world. 

This is a fact that is rarely taken into account in museum mobile solutions. The social 

aspect of the visit may equally well be catered for digitally as in the face-to-face 

discussion format. Fisher and Moses argue that this interaction, which takes place in the 

so-called “virtual social” realm, is not as effective in terms of learning as “real social” 

interaction (figure 5). Many authors, such LaBar and Simon and myself disagree.
162

 

Already in 1999, Bearman and Trant pointed out, how the World Wide Web is a media 

unlike any other media exiting prior to it.
163

 This, they claim, is due to the fact that the 

Internet is the first media to allow two-directional communication, and will thus “alter 

the way in which we think about, and act in, the real world.” Fifteen years later and after 

the onset of the so-called Web 2.0 this prediction seems to have become reality.
164

 The 

                                                           
159

 Vom Lehn & Heath. 
160

 Scroyen et al. 
161

 Woodruff, Aoki, Hurst & Szymanski. 
162

 W. LaBar, ‘The Gyroscopic Museum’, in Katz, LaBar and Lynch, pp. 380-401; N. Simon, 

Participatory Museum, Museum 2.0, Santa Cruz, CA, 2010. Online version, 

http://www.participatorymuseum.org, (accessed 21 May 2014). 
163

 Bearman & Trant. 
164

 As argued by Timpson, pp. 296-300, Web 2.0 does not refer to any specific upgrading of the web 

browser, but the social features, which are becoming ubiquitous features online. 

http://www.participatorymuseum.org/


75 
 

overwhelming appeal of social media proves that people expecting to participate, but 

participation is also expected of them. 

The participatory aspect has been widely discussed in the museum sector during the last 

decade. One of the most influential authors in the topic is Nina Simon, who describes a 

participatory museum as one, where the backbone of all practice is the aim of 

incorporating the surrounding community in its activities.
165

 The real benefit of this 

model, for her, is the ability to enhance the connectedness and relevance of the 

museum’s activities to this group. This may take place in many forms, starting from 

asking for visitor contributions on a specific question presented at an exhibition, ending 

to the co-creation of an entire exhibition with a specific community group, led by their 

interests and visions. In comparison with the unidirectional communication at a 

traditional institution, in the participatory museum the opinions of the visitors are of 

equal value to those of the museum’s (figure 32). The visitors are not only listened to, 

but their opinions are valued and benefited from.  

TRADITIONAL INSTITUTION 

 

 

 

 

 

PARTICIPATORY INSTITUTION 

 

Figure 32 Communication at a traditional and at a participatory institution, after Simon, chapter 1. 

Simon has pointed out, how visitors also need steering in order to feel encouraged to 

participate. Given just an empty paper and a pen, visitors will feel at loss about how 

they are expected to contribute. Simon argues for the importance of scaffolding, by 

creating a step-ladder, where visitors may participate in a manner that feels suitable for 

them. She refers to a Forrester group research, where online participation on social 

media websites is divided between different “social technographics”.
166

 The most 

popular category is that of Spectators (73%), who simply browse the content created by 

others. Also popular are the categories of Joiners (51%) and Collectors (21%), who like 

to join different communities (e.g. join a Facebook group) or collect material that they 

like (e.g. creating a playlist on Youtube). An additional prevalent group are the Critics 

(37%), who like to rate the content created by others. The least typical categories are 
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those of Creators (24%), who produce the content that the other categories utilize, and 

that of Inactives (18%).   

The “Mad about Helsinki” project at the Helsinki City Museum, is the only case study 

that dares to open the venue of participation to the visitors. The website is also a 

successful example of scaffolding participation. For a spectator the solution offers the 

option of simply browsing other visitors’ comments in the various categories. For a 

critic the website provides the opportunity to rate the appeal of each of these sites. For a 

keen creator the website caters the feature of sending in their own comments and 

photographs. A joiner or collector may like a page on Facebook or recommend it to 

their friends on Twitter. One simple website may thus cater for a wide array of 

participation methods. Through the entirely user-contributed content of the website, 

museum audience receives an equal role as the exhibition’s producers as the curators.  

Opening up the venue for visitor participation is an intimidating issue.
167

 Internet is an 

equal media, where no hierarchies exit. Fears have been expressed that the opening of a 

two-way discussion channel will undermine the authority of the museum. For the 

visitors, museums appear as an authoritative, reliable source of information. Studies 

conducted in USA and Australia reveal that museums are considered as important and 

trustworthy sources of information.
168

 According to Kelly, 75% of Australian museum 

visitors rated museums, galleries and other cultural institutions as important sources of 

learning something new. In her study, this is directly related to the strong credibility and 

authority that museums hold.  In America, 38% of people find museums one of the most 

trustworthy sources of information, and a total of 87% finds them trustworthy in 

general.
169

 In Finland, the The Finnish Science Barometer 2013 revealed that 25% of 

the people considered science centres and scientific museums and exhibitions as a 

remarkable source of information. 
170

 

Similar results were discovered in the visitor research conducted at the National 

Museum. The answers to the questions about interest towards communicating with 

other museum visitors and with the museum personnel, the majority of visitors (70%) 

found the former option unappealing, whereas the numbers were turned around in the 

latter case (76% interested or somewhat interested). What further highlights the 

authoritative status that the visitors gave to the museum information is the request of 

including in the mobile solution a list of references to other websites with additional 

information on the topic. Even though a plethora of Internet sources could be found 

within seconds with the aid of one of the online search engines, the visitors found that 
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providing this information on a museum website would give them extra credibility and 

value.  

This interest in hearing authoritative voices, possibly others than those of the museum’s, 

was also recognized in the Imperial War Museum’s survey.
171

 There as potential 

commentators were identified war veterans, who had first-hand knowledge about the 

events that the objects on display were connected to. As one visitor comments, “What I 

am saying is a comment from someone, who had actually experience one of these shells 

come at them or having to fire those shells”. Even though the opinions of the standard 

visitor were not considered as interesting, the voices of those, who had experienced the 

era were given equally credence as those of the museum. Case study 2 in this thesis, and 

the comments written by Meriläinen provide one possible solution for providing the 

visitors with other voices, without having to lose the control altogether.  

However, very opposing opinions have been posed by e.g. Kahr-Hojland, who argues 

that challenging authority is not the same as giving it all up. Quite the contrary, he poses 

that by opening up a discussion venue, a museum takes up more responsibility.
172

 

Simon agrees with this notion, and considers the scaffolding of participation as one of 

the main tasks in a participatory museum. Instead of giving free hands, the museum 

needs to provide the tools and the material to contribute with.  

What is particularly interesting in case study 3 is their hands-off approach to 

moderation. Lampela, who is in charge of moderating the discussion, is very optimistic 

about the channel. She does not see the completely open communication venue as 

posing any risks to the museum operation. “What REALLY could be so bad that one 

comment could cause?” she asks. This far, she has not been required to delete a single 

comment, apart from computer-generated spam. At the Imperial War Museum, a similar 

approach was adopted, with a user-based moderation system, where the visitors could 

“flag” questionable comments, which were then screened by the museum staff. Even 

though 36% of the comments ended up removed – mainly based on their non-

informative content – none of these included any racial or hateful material.
173

 Due to the 

delicate subject of the museum, this was considered as a real danger. Perhaps, as 

Lampela argues, the ubiquity of social media has made people so used to the ability to 

comment on their surroundings that even teenagers do not consider filling comment 

forms with inappropriate material as tempting. Similarly as the presence of a white wall 

and a pencil nearby does not entice a person to cover it in writing – especially in a 

museum context.  
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Nevertheless, it must be noted that some visitors are, as one respondent in the visitor 

research stated, “lone wolfs”, who do not wish to enhance their visit by any more social 

interaction that is absolutely necessary for purchasing tickets. As another interviewee 

replied, discussion with strangers is “not typical for Finns”, and would only be a 

preferred feature to a section of the audience. Similarly, Lombardo and Damiano have 

observed that some visitors, even though they have arrived in the museum in a group, 

wish to gain more individual experiences instead of communal ones.
174

  Therefore a 

mobile solution, which is targeted for individual use, may in some cases be a very 

functional solution. 

Summary 

In comparing the material presented in this thesis to the Contextual Model, we can note 

that both the case studies and the results of the visitor research touch upon multiple 

aspects of the model (figure 33). Both the interviewees and the visitors agree that a 

successful mobile solution is one, where the development has gone content-first, thus 

providing a reason and a motivation for the use of the solution. It is also crucial that the 

solution takes into consideration the physical setting of the museum visit, by ensuring 

that the situation is suitable for a mobile solution. A clear target audience is also 

beneficial as a guideline for providing exactly the type of solution to each visitor group 

that they wish to utilize. Last but not least, the solution needs to take into account the 

social aspect of the museum visit. A visitor, who comes to the museum in company, is 

not allured to use a solution that inhibits social interaction with the rest of the group. 

Furthermore, the mobile phone is from the onset a communication device, and at least 

the youngest visitors are very keen to use it for that purpose inside the museum. 

Not all the solutions manage to cover all of these spheres to the same extent, and this is 

by no means necessary either. As Lampela (case study 3) and Leskinen (case study 4) 

argue, it is important that the development process starts with open arms, but a clear 

pointer is found during the process. If the solution tries to incorporate all aspects, the 

development process will be extended over a long time, and the solution will be so all 

over the place that the visitor does not know how to benefit from it. In the worst case 

scenario, the mobile solution will end up so futile or cumbersome to use that nobody 

uses it. In the best case scenario, mobile solutions could attract a completely new 

audience to the museum. 

At the moment, museums are at a trial and error phase with their mobile solutions. Back 

in 1998, Hertzum argued in connection to museum websites that museums should step 

up from the experimental phase, and start strategizing what they are doing.
175
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Personal 
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- Allow for a personal 
connection 

- Remember your target 
audience 

Social 
- Museum visit as a 
social experience 

- Mobile phone as a 
communication 

device 

Physical 
- Consider the 

physical setting 
- The mobile solution 

needs to serve a 
function 

 

years later, museums are at that same stage with their mobile solutions. The four 

museum personnel interviewed recognize the value in developing a clear strategy in 

order to successfully incorporate technologies into museum practice. This is of special 

importance in the fast-developing field of mobile technologies. A great advantage, but 

also a massive disadvantage with mobile solutions is the fact that they are almost 

without exceptions the result of large internal and external collaborations. Even though 

analogue exhibitions have for decades been a teamwork effort of the different museum 

departments, the digital turn is pushing museums to co-produce with private 

companies.
176

 In best case scenario, this opens up entirely new possibilities to museums, 

where the limits of creation are lifted on a whole new level. But in the worst case 

scenario, museums are left with a solution that might function perfectly at the time of its 

uptake, but that the museums are incapable of editing or altering in any way. If the 

museum has not invested the required resources for these updates, it means that very 

soon the mobile solution will be an antiquated mummy that will be abandoned by the 

visitors. 

 

Figure 33 The results of the analysis according to the Contextual Model. 

  

                                                           
176

 L. Tallon, ‘Mobile Strategy in 2013: an analysis of the annual Museums & Mobile survey’, Pocket-

Proof, 2013, p.13. http://www.museumsmobile.com/wp-content/uploads/2013/07/MMSurvey-2013-

report-V2.pdf, (accessed 17 May 2014). 

http://www.museumsmobile.com/wp-content/uploads/2013/07/MMSurvey-2013-report-V2.pdf
http://www.museumsmobile.com/wp-content/uploads/2013/07/MMSurvey-2013-report-V2.pdf


80 
 

CONCLUSION 

This thesis has attempted to explore how the personal, physical and social aspect of the 

museum experience may be enhanced by the use of a mobile solution. Its aim has been 

to explore how different museums are using mobile solutions at the moment, and how 

different visitors groups might be interested in using their mobile phone in the museum 

setting. Lastly, we have analysed, if these two opinions agree with each other, and 

which features in mobile solutions would be the most beneficial to develop further in 

the future. 

Based on an analysis of four case studies from the Finnish field, it appears that mobile 

solutions can affect the museum experience in a manifold manner. A mobile solution, 

depending on its contents and mode of function, may either enhance or disrupt the 

physical, personal and social spheres of the Contextual Model. As particularly useful 

characteristics of mobile solutions were recognized its ability to extend the museum 

visit outside the actual building and in utilizing the mobile solutions as a 

communication channel between the museum and its audience, and amongst the 

visitors. The possibility of using a mobile solution as trigger for alluring new audience 

groups to the museum was recognised as a seductive opportunity, but needs to be still 

investigated more. Even though it is difficult and perhaps even undesirable to develop a 

solution that would cater for all of the spheres of the Contextual Model, even with 

simple solutions at least one of these can be covered.  

The visitor research has revealed that visitors have an open and positive attitude towards 

using their mobile device in the museum, and they have very specific wishes about what 

this solution should entail. From this it is obvious that mobile technologies have become 

such a natural part of the everyday life that incorporating them into the museum setting 

would not distract the experience that the visitors are hoping to gain out of their visit. 

The answers that the visitors gave indicate that the Contextual Model is a useful tool for 

analysing museum mobile solutions. The personal, physical and social spheres were all 

considered as important factors in the visit, and would function as potential inducement 

or deterrent for using a mobile solution. Furthermore, it seems that the visitors could be 

assigned to different categories based on their preferred mode of information (visual or 

auditory) and their age, each wishing the mobile solution to carry different functions 

and features. The possibility of opening up the museum by allowing participation via 

the mobile solution had some avid supporters especially amongst the youngest visitors, 

whereas the older visitors seem to prefer retaining the authority position of the museum 

and receive more traditional guiding from the solution. 

In the future, it will be fascinating to see how far the development in the field will go. 

This thesis has explored the question of how museum solutions could be used to 

enhance the museum experience. In terms of research, there is a huge demand for 

evaluative visitor research, which would assess how the museum experience was 
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actually affected from the visitors’ point of view. Another intriguing issue that calls for 

further investigation is the emerging interest in gaming in the museum setting. 

To conclude, I want to underline that I have by no means attempted to argue against the 

use of mobile solutions in the museum sector. Quite the contrary, I envision great 

potential in the field in enhancing the relevance and attraction of the museum field. 

However, I want to encourage museums to be critical and creative in their adaption of 

mobile technologies into museums, and instead of creating mere digital versions of 

existing wall texts, to fully unleash the potential in the mobile technologies. 
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APPENDIX 1: The interview questions posed at the interviews with 

the curators/project coordinators 

Where did the idea for the project originate from? 

What was the target with the project? 

Was there a concrete problem that you were trying to solve with the solution (such as 

offering information in different languages)? 

Who is the target audience with the project? 

How does the project take into account the fact that most people visit museums in 

groups with family or friends? 

How has the target audience reacted to the project? How about other people? 

How have older visitors related to the project? 

Have the visitors understood the idea of the project and used it in the way you had in 

mind? 

How has the project been marketed to visitors? 

Do you believe that mobile solutions could be used to allure new visitor groups into 

museums? 

Do you have user statistics about the project? Are you happy with those? 

Have you done any visitor research about its use? 

Who has been involved with the development of the project? Have you produced it in-

house or have you utilized external help? 

What has been the attitude in-house towards the project? 

What has been the most difficult with the project? 

What has been most successful/rewarding with the project? 

What would you do differently with future projects? 

Has it been difficult to tie the mobile solution into other museum programme? 

Do you think a mobile solution helps the visitor to gain more from the exhibition or 

does it take the visitors’ attention away from the physical exhibition? 



 

How important do you value the technical aspects of the solution? How do you think the 

outlook of the solution affects the user experience? 

In what kind of situations is a mobile solution most successful? 

Which one do you think is a better format for providing content – a mobile website or 

an app? 

What kind of a mobile solution would be most successful? If you had unlimited 

resources, what kind of a solution would you develop? 

Does your museum have a strategy for mobile solutions? 

Do you think that all the museums should aim to provide mobile solutions to their 

visitors? 

Do you think mobile solutions should be provided for free, or could you charge for 

them? 

Do you think it creates unequalities, if a museum provides mobile services, but does not 

have devices that the visitors could borrow? 

What is the plan for this project in the future? Are you going to update it, or are you 

going to leave it as it is? How long will it be held accessible for the public? 

How do you view the future of the field? 

What tips would you want to give to museums, who are currently planning their own 

mobile solution? 

 

The interview transcripts are stored in the author’s home archive.  



 

APPENDIX 2: The visitor survey questionnaire 

Did you read the texts from the iPads?   yes no 

Did you notice the possibility to access the texts from your own mobile device?  yes 

 no 

Did you try it?   yes  no 

Do you own a smartphone with internet access? yes no 

Why did try the mobile website? / Why not? 

______________________________________________________________________ 

______________________________________________________________________ 

Now that you know about the website, are you planning to try it? yes 

 no 

If the National Museum had a similar mobile website about other museums, would 

you use it?  yes  no 

If the National Museum had an app, would you download it?  yes  no 

What would you wish from a mobile solution? 

How interesting do you think the following options would be (1 –not at all, 3- maybe, 5- 

very) 

Possibility to read more information about 

the objects 

 1           3         5 

Possibility to see more pictures or zoom 

into details 

1           3         5 

Possibility to hear more information 1           3         5 

Possibility to get more information via 

watching videos 

1           3         5 

Possibility to participate in the exhibition 

by e.g. choosing your favourite object or 

by writing comments 

1           3         5 

Possibility to communicate with other 

museum visitors 

1           3         5 

Possibility to communicate with the 

museum staff, e.g. send questions to the 

researchers, who designed the exhibition 

1           3         5 

Information in other languages 1           3         5 

An aid to moving around in the museum, 

e.g. a map 

1           3         5 



 

More information about museum services, 

e-g. where the toilets are 

1           3         5 

A game or other entertainment 1           3         5 

  

 

Gender female male 

Age _________________ 

Where did you come from to the museum? 

I live in the capital area I live elsewhere in Finland I live abroad 

How often do you visit museums? 

Once a year or less 2-4 times per year over 5 times per year 

Whom did you come with to the museum? 

Alone With family With friends With a group 

What did you expect from this visit to the museum? 

Experience Learning Knowledge Pleasure 

(In Finnish: elämystä, oppimista, tietoa, viihtymistä) 

 

The interview transcripts are stored in the author’s home archive.  



 

APPENDIX 3: Table of current mobile solutions in use in Finnish 

museums 

Museum Category Mobile solution 

Alvar Aalto 

Museum 

I Own app called “AALTOsites” for iOS and android.  

The app shows you the locations of nearby buildings 

designed by Alvar Aalto. You can find out more 

information, photographs and drawings about them, 

and you can also "check in" on Facebook with the app. 

EMMA - Espoo 

Museum of 

Modern Art 

I QR codes 

Serlachius 

Museums 

I A GPS-tour produced with Citynomadi (Seinätön 

museo 1.0): http://www.seinatonmuseo.fi/mantta;  

An audio tour and an activity path produced with 

Tarinasoitin: http://tarinasoitin.fi/veistokset and 

http://tarinasoitin.fi/kauppahuone. 

Helsinki City 

Museum 

I A GPS-tour produced with Citynomadi (Seinätön 

museo 1.0): http://www.seinatonmuseo.fi/helsinki; 

Mad about Helsinki –mobile website:  

m.hullunahelsinkiin.fi 

Helsinki City Art 

Museum 

 Audio guide that functions with “Guidio”-app, 

available for android, iOS and Windows Phone 

Hämeenlinna 

Historical 

Museum 

I A GPS-tour produced with Citynomadi (Seinätön 

museo 1.0): 

https://citynomadi.com/route/961287ce8762823b21f9

1fe85ba27bea/en/Sibelius%20and%20H%C3%A4mee

nlinna; QR codes  

Kuopio Art 

Museum 

I A GPS-tour produced with Citynomadi (Seinätön 

museo 1.0): www.seinatonmuseo.fi/kuopio, 

https://citynomadi.com/route/0981c9fdab106531a279

91b4ef5d10b0/en/Kuopio%20Memorial%20Plaques 

and 

https://citynomadi.com/route/06a66b8c8214cb82e12e

bfa6df748a79/en/Kuopio%20Sculpture%20Quiz%20o

n%20Web 

South Karelia 

Museum 

I A GPS-tour produced with Citynomadi (Seinätön 

museo 1.0) www.seinatonmuseo.fi/lappeenranta 

Haltia - the 

Finnish Nature 

Centre 

I QR codes; a GPS-tour produced with Action Track. 

Mikkeli 

Museums 

I QR codes  

The Northern 

Ostrobothnia 

Museum  

I QR codes; children's tour that functions with QR 

codes: http://oulu.ouka.fi/ppm/naakka/index.htm. 

Created two applications already in 2005, but those 

http://tarinasoitin.fi/veistokset
http://tarinasoitin.fi/kauppahuone
http://www.seinatonmuseo.fi/kuopio
https://citynomadi.com/route/0981c9fdab106531a27991b4ef5d10b0/en/Kuopio%20Memorial%20Plaques
https://citynomadi.com/route/0981c9fdab106531a27991b4ef5d10b0/en/Kuopio%20Memorial%20Plaques


 

are not available anymore due to changing technology 

Satakunta 

Museum 

I Own GPS-based tour about old wooden houses in the 

city: 

http://www.pori.fi/kulttuuri/satakunnanmuseo/verkkon

ayttelyt/puukaupungintarina.html 

Arktikum 

Museum and 

Arctic Science 

Centre 

I An Augmented Reality -tour produced with Layar. 

Lusto - The 

Finnish Forest 

Museum 

I QR codes  

Museum of 

Finnish 

Architecture 

I QR codes; own app for Katsaus-exhibition called 

“View+Point”, only for iOS. Allows visitors to take 

pictures of their favourite architectural pieces around 

the city and post them on the Facebook group.  

The Finnish 

Museum of 

Photography 

I QR codes; previously had a guided tour that 

functioned via calling to a paid number 

Sports Museum 

of Finland 

 Audio guide that functions with “Guidio”-app, 

available for android, iOS and Windows Phone 

Museum Centre 

Vapriikki 

I An indoors tour with NFC stickers: 

http://opas.vapr.fi/trk; two tours that function via 

pressing the object number/location on a mobile 

website: http://opas.vapr.fi/afr and  

http://vapriikki.fi/1918   

Tampere Art 

Museum 

I A GPS-tour produced with Citynomadi (Seinätön 

museo 1.0) http://www.seinatonmuseo.fi/tampere 

Museum of 

Technology 

I QR codes 

 

Turku Museum 

Centre 

I A GPS-tour produced with Citynomadi (Seinätön 

museo 1.0): 

https://citynomadi.com/fi/route/46d31a6778cee54315e

a7c5a0670c0bb/fi/Patsaita%20ja%20veistoksia; 

(Augmented Reality-game under development) 

Ateneum Art 

Museum 

I Audio guide that functions with “Guidio”-app, 

available for android, iOS and Windows Phone 

Kiasma - 

Museum of 

Contemporary 

Art 

I Two tours produced with Tarinasoitin: 

http://tarinasoitin.fi/kiasma/fi and 

http://tarinasoitin.fi/hits/fi 

Sinebrychoff Art 

Museum 

I QR codes 

The Gallen-

Kallela Museum 

II An audio guide and activity path created with 

Tarinasoitin: http://tarinasoitin.fi/gkm; 

http://tarinasoitin.fi/akseli 

Kouvola Museum II A GPS-tour with Citynomadi (Seinätön museo 1.0): 

http://www.lusto.fi/?locale=en
http://www.lusto.fi/?locale=en
http://www.lusto.fi/?locale=en
http://opas.vapr.fi/trk
http://opas.vapr.fi/afr
http://vapriikki.fi/1918


 

http://www.seinatonmuseo.fi/kouvola 

Rauma Museum II GPS-tours with Citynomadi: 

https://citynomadi.com/route/9b544b1b9d8b3b64ad7c

4e9b3c9527a9/fi/Maailmanperint%C3%B6k%C3%A4

vely%20Raumalla; 

https://citynomadi.com/route/ab4316666348a565a794

534a6f0e1244/fi/Kuuluisia%20entisaikojen%20asukk

aita%20Raumalla 

Finnish Aviation 

Museum 

II Indoors tour that functions by scanning QR codes, 

requires the downloading of an app called IZI.travel, 

available for android, iOS and Windows Phone. 

Fiskars Museum III QR codes 

Forssa Museum III GPS-tour with Citynomadi (Seinätön museo 1.0): 

http://www.seinatonmuseo.fi/forssa 

Ilomantsi 

Museum 

Foundation 

III GPS-tour with Citynomadi: 

https://citynomadi.com/route/d7ed72abe76881ce4c36

5a22c2ea8f2/en_US/%C3%96ykk%C3%B6senvaara

%20military%20history%20trail; Had created another 

GPS tour earlier, but is not up to standards any more.  

Järvenpää Art 

Museum 

III Own app called "Ahola Audio Guide Tour", available 

for android and iOS. 

Raisio Museum III GPS-tour with Citynomadi (Seinätön museo 1.0): 

http://www.seinatonmuseo.fi/raisio 

 

  



 

APPENDIX 4: The visitor research results divided according to 

various categories 

Point calculation= Interested (5), somewhat interested (3), not interested (1) 
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average 100 3,5 4,5 4,5 3,0 3,1 3,4 2,0 4,1 3,9 3,4 2,4 

             

SORTED BY AGE  

under 20 10% 4,25 4,4 5,0 1,5 2,5 4,8 3,3 3,8 4,5 4,5 3,0 

21-30 23% 3,67 4,3 4,6 3,3 3,0 3,5 1,4 4,1 3,8 3,3 3,0 

31-50 24% 3,84 4,9 4,6 3,1 3,4 3,0 2,2 4,4 4,0 3,6 2,3 

51-70 28% 3,36 4,5 4,0 3,5 3,3 2,8 1,8 4,2 3,6 3,0 1,6 

71+ 15% 2,33 5,0 5,0 3,3 2,5 4,0 2,0 3,0 3,0 1,7 1,0 

             

SORTED BY VISITED WITH WHOM 

family 29% 3,3 4,3 4,5 3,0 2,8 3,7 2,3 4,1 4,6 4,2 3,0 

group 6% 4,2 4,5 5,0 3,5 3,5 5,0 4,3 4,5 5,0 5,0 4,0 

alone 42% 3,4 4,8 4,5 3,3 3,0 3,3 1,9 4,0 3,8 3,0 1,6 

friends 23% 3,1 4,3 4,6 2,4 3,6 3,0 1,4 4,0 3,0 2,9 2,6 

             

SORTED BY WHERE FROM 

capital area 66% 3,6 4,5 4,5 3,0 3,0 3,3 1,8 3,9 3,5 3,1 2,2 

Finland 25% 3,3 4,7 4,8 3,0 3,3 3,6 2,7 4,4 4,4 4,0 2,2 

abroad 9% 3,3 4,6 4,5 3,0 3,5 4,2 1,8 5,0 5,0 3,5 3,8 

             

SORTER BY SEX 

men 53% 3,8 4,4 4,3 2,8 2,7 3,0 1,7 3,8 3,7 3,0 1,5 

women 47% 3,1 4,4 4,7 3,1 3,4 3,8 2,2 4,3 3,9 3,6 3,2 

             

SORTED BY HOW OFTEN 

once 18% 3,3 3,9 3,9 3,6 2,6 2,8 1,2 3,8 3,8 2,6 2,4 

2 -- 4 42% 3,7 4,8 4,8 3,0 3,6 3,9 2,7 4,2 4,0 3,8 2,4 

over 5 40% 3,4 4,5 4,6 2,8 2,9 3,3 1,7 4,1 3,7 3,3 2,3 

             

SORTED BY EXPECTATION * adds up to over 100% 

experience 22% 3,5 4,2 4,3 3,8 3,7 3,5 2,5 4,3 4,3 3,5 2,8 

learning 42% 3,7 5,0 4,7 3,1 3,2 3,5 1,9 4,3 4,5 4,1 2,7 

knowledge 47% 3,5 4,7 4,7 2,8 3,1 3,2 1,8 4,1 3,9 3,2 1,9 

pleasure 27% 3,6 4,2 4,6 2,4 3,0 3,9 1,5 3,8 3,5 3,5 3,0 
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