
The Guide System Design in Digital Amusement Park

歐雅芳、林東龍

E-mail: 9314411@mail.dyu.edu.tw

ABSTRACT

After industrial revolution, the development and design of products had changed into the market from production leading. And then

the product development mode had major in users. Such as museum and the Art Museum have already been focused in digit science

and technology, those make the peoples have more new ideas about guide system concepts. But no matter the guide systems are on

which kind of digit products’ display, it is an unavoidable whether the operating interfaces is appropriate or not? And that is

conformed with the demands from user? This is a topic that is worth to explore.
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