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Abstract - The information and communication technology for marketing is one of the innovation trends that have been 
becoming increasingly important in the past few years on mobile application. A term that makes reference to the users of 
mobile devices, to access the information anytime everyone and everywhere, and the integration of multimedia content Its 
main benefits are the personalization of contents, the increase in the present communication describes the design of a study 
on the acceptance of mobile technologies. The investigation research is based on the user acceptance conceived in which the 
perceived usefulness and enjoyment are the key factors that explain the acceptance of a technological innovation. The Coin 
Treasury Museum guidebook was developed and blended with augmented reality technology in this study. The aim of 
research is to reveal the users' opinions on Mobile application, to determine users' behavioral patterns and their cognitive 
attainment, and the relationship between them while playing application. Quantitative and qualitative approaches were used 
to study a range of contexts and the sample consisted of 130 tourists who use an application on the mobile phone to support 
service in Coin Treasury Museum of Thailand. However, collaborative and interactive marketing with these application 
should be provided. Moreover, this study will reveal an important contribution, present a new augmented reality (AR) 
application, and fill the gap in the marketing technology field. 
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I. INTRODUCTION 
 
Technology has dramatically affected on 
communication for marketing that developing at a 
rapid pace. Nowadays there is a growing interest in 
the application of new technologies within the 
tourism sector and it been considered to be of primary 
importance for Interactive marketing. Therefore, 
interactive book provide opportunities for tourist to 
enjoy and interact with museum [2, 3, 7]. 
The relationship between enjoy and interact is proved 
by researchers and practitioners. Especially 
integrating new technologies to academic 
environments bring some benefits for tourists. For 
example, it enhances the educational value of tourists 
and brings physical objects through virtual content 
[10]. Combining physical and virtual worlds such as 
traditional games and interactive computer games is 
very beneficial for travel scheme. Moreover, the 
nature of the concept of augmented reality (AR) has 
changed considerably over the last decades [11]. 
The problem of the museum sphere is boring and that 
is nothing new addition to the guidebook or brochure, 
no interest. Collaborative technologies support group 
work in project-based environments. Devices that 
have been very popular in today's mobile smart phone 
due to the development of talent mobile phones were 
originally intended only conversation [15]. Mobile 
smart phone is equipped with a role in the lives of 
human beings. In response to advances in information 
technology, new information systems are constantly 
being developed, and an increasing number of apps 
has accompanied the flourishing of smartphones and 
network services. The tourism recommender 

guidebook is one such application related to Jomsri’s 
studied. [13]. 
With the advancement of communication technology, 
this has resulted in the development and manufacture 
of mobile or cell phone out a lot. Each developer has 
a similar concept is to facilitate the most active from 
points of information and communications 
technology to be displayed in a variety of mixed 
media together [24], where the information is 
included in the form of text, image, animation, audio 
and video. So users can react and interact directly 
with the media [16]. 
The researchers took the technology world of mixed 
reality (augmented reality) into the virtual world 
(virtual world), using three-dimensional picture in the 
virtual world go on the image to see it in the world of 
reality through the camera of your smart phone tablet 
or other device. The results show that real-time (real 
time), which in the near future. He will have a greater 
role in the daily life of the society is filled with smart 
phone tablet and innovative technology like Google 
Glass etc. [24, 26]. 
Numismatic Museum is a pilot by the Treasury 
Department as an example to other agencies by 
improving the existing museum building office 
currency coins recognizing the importance of the 
coin. This is not only a medium of exchange. But it is 
also a story of humanity for all ages [9]. 
In response to advances in information technology, 
new information systems are constantly being 
developed, and an increasing number of apps has 
accompanied the flourishing of smartphones and 
network services. The tourism recommender system 
is one such app. 
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Given the importance and necessity of such a study is 
conducted App development applications on the 
phone to the service manual Numismatic Museum 
(The Mobile Application Coin Museum Treasury 
Department Thailand Guidebook) because knowledge 
of the various zones and the coins Currency Museum 
Priority is bringing virtualization technology used in 
preparing the guide allows personnel Numismatic 
Museum and the museum service medal understand 
the museum pieces on their own encourage interested 
curiosity learn something new and different 
experience to interact, to learn on their own [19]. 
Azuma [1] descripted that AR can be defined as 
taking its' three properties into consideration: 
combining the real world with virtual worlds, 
providing interaction, and presenting three 
dimensional (3D) objects AR provides both virtual 
and real world simultaneously to users. Although 
virtual worlds have several advantages like 3D avatar, 
rich communication channels and rich interaction 
[15]. Real world experiences give valuable 
opportunities. Especially, appearing of 3D objects in 
real world creates a magical feeling causing a high 
degree of surprise and curiosity In addition, texts, 
images, videos and animations as well as 3D models 
can be used for educational AR applications. These 
characteristics of AR make it affective. Several AR 
researches have been done in various education 
fields. AR technology also provides numerous 
educational benefits reviewed educational AR 
applications [27]. 
 
I. LITERATURE REVIEW  
 
2.1. The virtual reality era 
According to “Future Mart Creation”[8]  and In-see, 
N. and Malisuwan, S. [10] said that the world is 
moving into the era of the virtual reality is 
comparable to that pioneer territory of the 21st 
century, which includes the road network consists of 
electronic (Internet), which are both newsgroup 
World Wide Web and various information services as 
well as many private computer network of the 
information superhighway is often used to refer to 
electronic systems that span the globe. In the research 
of Cheng [4] found that sometimes with the use of the 
information infrastructure of the country (National 
Information Infrastructure), the media's use of the 
word cyberspace in new frontiers mentioned herein 
have other things that are changing society as we 
know, both in entertainment [11]. Education and 
business, etc., which are caused by many things that 
need to be modified further, for example in regard to 
violations of law or crimes committed through the 
cyberspace in future activities on a daily basis almost 
all of the men living in modern society is related to 
the use of information technology (IT) and the 
application of robotics that by using a robot 
controlled by a computer, which interact as human 
speech (Human Language Interaction), therefore, the 

need to learn computer languages or how to use 
complex that will go away. 
Virtual system is a system for a single user or 
multiple users on the move or in an interactive 
environment where bonds by computer, where the 
virtual machines will require special equipment to 
view [22]. Hear, to touch the world and simulated 
devices that will be able to save and send, or to move 
the program to make the simulation. Virtualization is 
the use of multimedia display, where the 3D images 
can be seen as a picture is really 3D using special 
equipment such as 3D glasses to help. This includes 
the use of equipment for receiving information from 
the movement virtualization (Virtual Reality - VR) is 
a computer system that can build up a picture of 
events in order to meet with the practices of the user. 
The user will be able to recognize it in a real event. 
The system can detect the user's movement processed 
and displayed to the user in response to a motion by 
the visuals and may increase feelings of others, such 
as the response or the environmental movement 
attributed to a more reality.[6] 
The virtual systems are utilized in various key areas 
such as training and surgical training for physicians. 
The medical students can use to learn surgery by 
wearing gloves, which sends a signal back to the 
computer animation. The medical students can 
visualize the operating room with the patient from the 
bed of tools and 3-D glasses, which are sent from a 
computer image, so when a medical student for his 
shifting tool that monitors the engine without the 
physical. Therefore, tools that can perform surgery on 
the patient monitor and the virtual system may also 
force when pressing the flesh with a scalpel to patient 
medical student, was conceived with the gloves. 
Therefore, the use of virtualization like this, medical 
students can learn how to practice the surgery can 
virtually frequently than ever to experiment with the 
principal (Bodies donated for education), General 
Motors and Ford. The auto manufacturer in the world 
to build cars virtualization allow customers to test 
motorists will see images of its surroundings at the 
drive-through with a feeling similar to a car already, 
which of these is an example of using technology to 
practical training the battle was a three-dimensional 
as the actual events may also create specific tools that 
could feel the vibration or the delay when cornering 
etc., causing entertaining gameplay realistic more and 
more.[12, 16] 
 
2.2. The multimedia and virtual worlds 
Tubpia [23] developed a series of educational 
multimedia and virtual worlds merge the real world, 
the structure and function of the heart for students in 
Grade 11, where the objective of this research (1) to 
develop a robust set of multimedia virtual world 
merges the real world, the structure and function of 
the heart, (2) to compare student achievement and 
student learning by using multimedia world. 
Similarly, merging the real world, the structure and 
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function of the heart, (3) to study the opinions of 
students towards learning by using multimedia and 
virtual worlds merge the real world, the structure and 
function of the heart samples were secondary school 
students in Grade 11, Bangrachanwidthaya School, 
Bangrachan District, Singburi Province, student 
number 30 by means of specific selection using t-test 
dependent samples which the researchers found (1) 
set of multimedia enriched real world, the virtual 
world should contain book a virtual world merges the 
real world. The book includes a CD-ROM and 
manual collection of multimedia, multimedia 
performance of a virtual world that merges the real 
world, the structure and function of the heart. The 
efficiency of 81.33/81.11, which meet the criteria of 
80/80, (2) comparing the achievement after 
achievement, higher than the previous level of 
statistical significance 0.05 and (3) evaluating the 
comments, the subjects of the series multimedia 
virtual world merges the real world found that 
students' interest towards the content, format, 
presentation and multimedia applications, the overall 
opinion at the highest level (xˉ = 4.77). 
 
2.3. The Augmented Reality 
Jara [11] studied the subject development of 
technology to merge an augmented reality (AR) with 
bilingual storybooks using the process to promote 
language proficiency in listening, speaking, and of 
young children. This research aims (1) to explore the 
needs of event instructional technology combines 
true, (2) to develop and evaluate the quality of 
learning technology combines the real with the story 
of two languages, (3) to study the differences foreign 
language proficiency in listening and speaking of 
children before and after the experience, (4) to 
evaluate the activities and works and authentic, (5) to 
assess the satisfaction of the student population in this 
study as teachers and students preschool class school 
in Thungsong District, Nakhonsri thammarat second 
semester of the academic year. 2013, the school 
number 15, which is derived from a simple random 
sampling method to draw the sample used in the 
experiment were students in preschool, school 
Watwangheep, Nakhormsrithammarat province are 
studying in the second semester, academic year 2013, 
the school number 30, which came from a simple 
random sampling by way of a random draw from the 
analysis of quantitative data. Statistics used were 
percentage, mean, standard deviation and t-test 
dependent, where the results showed that teachers had 
to use merge reality (AR) with experience teaching 
preschool in most (xˉ = 4.52, SD = 0.59) resulting in 
the development and evaluation of learning 
technology, combined with the fact bilingual 
storybooks. Find the bilingual books created with 
technology merges reality (AR) content quality is 
very good (xˉ = 4.46, S.D. = 0.46) quality media 
technology in very good (xˉ = 4.67, SD = 0.36) and 
quality of plans, experience, quality was good (xˉ = 

4.25, SD = 0.59) study different language proficiency 
in listening and speaking of children before and after 
the experience of higher significance level of 0.05 the 
t-test was 16.76 * assessment of experience learning 
and work under conditions that were at a good level. 
(xˉ = 4.70, SD = 0.45) and the satisfaction of learners 
towards learning technology (AR) with bilingual 
storybooks using the process. The study finds that 
satisfaction levels are most levels (xˉ = 4.68, S.D. = 
0.51).  
 
III. RESEARCH METHODOLOGY 
 
3.1. Study and analyze  
Data in this study and technology used to display 
information of interest, where the principles and 
operation of the technical reality of extra 
documentation and research. The tools need to 
develop apps function. Then analyzed the advantages 
and disadvantages of each model and then apply the 
next task. 

 
3.2. Design 
3.2.1 Analysis of design elements within manual 
access to the museum includes coins policy service. 
Information zones within the Numismatic Museum 
and the evolution of the coin, and then presented to 
advisors and experts examined the contents and to 
improve. 
 
3.2.2 Writing storyboards (story board) of manual 
access to museum pieces, from which the content is 
designed to be A 5 size 30 pages of regulations are 
divided into the service information zones within the 
Numismatic Museum and the evolution of symbolic 
objects and coins (Marker), which is placed below the 
bottom right-hand or left-hand, as appropriate [14]. 

 
3.3. Population and sampling  
The groups of tourists(users) who visit the museum of 
130 people in this study, the researchers studied data 
using descriptive statistics to analyze the results to 
vary include percentage, mean and standard 
deviation. 
 
3.4. System Test and Attitude Measurement 
To test and evaluate the development of applications 
on mobile devices in order to support the public 
service at Coin Treasury Museum with a population 
of 10 experiments to study the regular students [18].  
The information appears on the screen, including 
mobile data video clips information Numismatic 
Museum photo animation and brings them to check 
accuracy according to the information users need coin 
museum. The image has a resolution much the size of 
the image that has been tested in the display of the 
data sent to the server will be tested in different 
environments, such as using the telephone network 
providers are different weather is different. The speed 
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of data transfer tool were use to evaluate the 
efficiency.  
In this study, data were collected after 
implementation. First, missing data analyses were 
conducted. While descriptive and correlational 
analyses were used for quantitative data with IOC 
(IOC: Index of Item - Objective Congruence) above 
0.5, content analyses were applied to the qualitative 
data. To determine correlations, Spearman’s rho was 
used because the data did not have normal 
distribution. Codes and categories for qualitative data 
 
IV. FINDINGS AND ANALYSIS 
 
In this study, Satisfaction of the application when 
using were determined by a 5-point Likert scale, 
revealed that the museum service satisfied mean has 
most of the usefulness of the image and content, 
where the level of satisfaction is much (xˉ  = 4.29, 
S.D. = .653) followed by that comprise the 
consequences, the level of satisfaction is much (xˉ  = 
4.18, S.D. = .723). Another result obtained in this 
study was that the graphics color and font styles 
offered just satisfaction in happy level respectively 
(xˉ  = 4.0, S.D. = .449), (xˉ  = 4.0, S.D. = .432). 
Most of them reported feeling very happy (xˉ  = 4.30, 
S.D. = .460). Regarding gender, female were happier 
overall (xˉ  = 4.28, S.D. = .668) than male (xˉ  =4.05, 
S.D. =.746), but more male were very happy than 
female. While all female were generally very happy 
or happy, some male reported feeling very unhappy. 
Detailed findings are illustrated in Table1 
 

 
Table1: Satisfaction of the application 

 
Correlations between variables in this study, 
correlations between all variables were determined. 
Findings (Table2) showed that user’s usefulness 
influenced the content comprehension performance, 
while enjoyment did not.  

 
Table2: Spearman’s rho correlation coefficient between 

variables 
 

 
Fig.1. Testing applications show details by pictures 

 

Fig.2. Testing application data shows a close-up augmented 
reality 

 
V. RESEARCH  DISCUSSION 
 
5.1. The tourists' content comprehension performance 
attitude towards augmented reality guidebook were 
analyzed to examine the correlation between these 
variables. The large sample size and the integration of 
AR technology into the coin museum are two 
strengths of the research, though the study was 
limited to a single reading of a single content for each 
user. The research reviews that the users were 
satisfied with the interactive guidebook, They were 
happy while using them, and scored well on their 
content comprehension performance. Although 
augmented reality positively affect to users, they can 
cause some negative effects in the same way as other 
digital technologies. 
The application functions, the research found that the 
medals museum user satisfaction levels of users 
museum in language, character and beauty of color, 
the language easy to understand and color images are 
sharpen appropriately, according to Chung et al. [5], 
Suansrakaew, C.[21] studied the subject development 
of multimedia merge the real world with the tourists’ 
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intention to visit a destination and the role of 
augmented reality (AR) application for a heritage site. 
5.2. Guide the research found the medals museum 
user satisfaction at the high level. Satisfied with the 
layout looks simple, clean and clear instructions for 
use the sequence of the story make it interesting and 
engaging. This is related to the findings of Yilmaz  et 
al. [26], Noguera, José M., et al. [20] studied the 
subject. Development of technology to merge reality 
(AR) with bilingual storybooks using the process to 
promote language proficiency in listening and 
speaking level of users. 

 
CONCLUSIONS 
 
Overview of the sample showed that the museum 
service medal with a total of 130 people, mostly 
female (59.2%) than males (40.8% percent) aged 21-
30 years old are most (hundred. 67.7%), followed by 
the age group 31-40 years (21.5% percent) and aged 
41 years and over (10.8% percent), education. Most 
students are undergraduates, most (percentage 
69.2%), followed by the secondary (20%) and 
postgraduate (percentage 10.8%), most career 
professionals, students / students, most (57.7 percent. 
%), followed by the self-employed (31.5%) and 
career civil servants (10.8% percent) for the visit of 
1-3 hours / day, most (99.2% percent) and 3-6 hours / 
day (0.8%). 
The application offers visual language fonts and 
colors that Numismatic Museum users satisfied with 
the images used content (50%), followed by the most 
(30%) and moderate (20%) are satisfied, the image is 
very sharp (percentage. 50%), followed by the most 
(30%) and moderate (20%) were satisfied with the 
accuracy of the language used most (80%) followed 
by the (very high percentage. 10%) and moderate 
(10%) were satisfied with the font style, offering 
medium (of 43.1%), followed by a lot (of 40.8%) and 
most (16.2 percent%) are the satisfaction of the letter 
offered a lot (of 60.8%), followed by the most (24.6 
percent.%) and moderate (16.6%) were satisfied with 
the text color so (65.4 percent. %), followed by the 
most (20%) and moderate (14.6 percent%) and 
satisfaction with color pictures and graphics (of 
55.4%), followed by the most (percentage of 33.8%. ) 
and moderate (10.8% percent). 
Shaping user's experience with AR interactive 
guidebook can be used with mobile phone, all these 
issues require to be taken into account. In particular, 
spending too much time using interactive guidebook 
may cause user to be less physically active and to 
develop visual disorders problems. Also, 
sociocultural and perceptive problems can occur 
because people’s lives become dominated by virtual, 
screen based experiences rather than first hand 
experiences [17, 25].  
In accordance with these findings, we make the 
following recommendations: 

• AR interactive guidebook can be used as 
educational tools to shaped as learning 
museum with fun. 

• The Numismatic Museum can collaborate to 
increase user’s attraction to coin museum 
through mobile application. 
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