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A Study on audience development for museums in Japan; Practical approach for
capturing and stabilizing new audiences

Yasuhiro, Sekiya

3,000,000

_This research concentrates on how audience development could be introduced
to Japanese museums with 3 approaches.

The first was research interviews with advanced museums in UK, US and Japan. From the results,
it came to light that Japanese museums had few strategy and segmentation into new audiences. The
second approach was audience development activities and surveys on the attendees. The results showed
the attendees were different from the ordinary visitors. Most of the attendees were young and
enjoyed the museum with friends, while existing visitors tended to visit the museum alone and enjoy
artworks. The last research was an online survey which focused on cultural segmentation and museum
habits. It clarified that the ways to enjoy museums were depending on their relations with museums.

Through the research, it was clarified that audience development must be effective for museums
to capture new audiences and Japanese museums need a strategy into audiences to sustain them.
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