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The development of Augmented Reality Applications got some factors of 
technical challenges. External and internal influences are part of these 
challenges. These kind of problems are described in combination of the 
AR-App „Movin' KLEE“.

 

The focus of this work is on internal and external influences, caused by the use 
of AR. These influences include the inside of an device (like software and hard-
ware) and the surroundings (light, shadows).

To show the process of tracking in the museum, there have been made three 
tests: distance from device to picture, percentage of covered part and angle 
measurement. The download statistics of iOS and Android have been analysed 
in relation to the amount of visitors.

The result of the work is a reflexion of how good such an Application fits to  
a museum. The example of „Movin' KLEE“ proved that these kind of appli-
cations can work out in other museums, too. 

The experiences that we have done, is a chance to improve the App or use 
an other way of integrate it. Some things like internet problems or sha-
dows become more important. 

The integration of an online app with to much steps till the final result is 
possible, but not the best way in case of a good usability. In this case, a 
native App would work out better in the future. 
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