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The Use of Virtual Reality in Museum: The case study of National
Museum of Finland
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Abstract
This article is intended to describe the use of virtual reality in the museum: the case

study of National Museum of Finland. Throughout of the exhibition entitled "Story of Finland"
communicating with the audience with the principle of design of infographics, Interactive
media design, virtual environment design all this is a guideline for designing a new museum
display. The aim is for the audience to the deep understanding of the content. It brings
together technologies and design principles to create a new design. Focusing on the content of
each story in different techniques to make a good impression on the audience and all of that
said. We are compiled to find out that all of the designs here. It is a form of virtual reality
design that aims to inspire audiences to immerse themselves in the work. From all this, the
authors are interested in the use of virtual reality in other designs. This can be further
enhanced in the future and may be beneficial to others. In addition to the use to educate at

exhibitions in museums alone.

Keywords: Virtual Reality, Museum, Design
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