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Using examples, discuss how technology may enable heritage management and presentation. 2,000 Words.
	Over the last decade, technology has improved dramatically; museums are working with this new technology to better engage the public. This is done through management and presentation. Technology enables Heritage Management and Presentation to further its reach to the public and engage the public more.  Technology enables museums to advertise itself and communicate easily with the public to bring in people. Technology also helps to preserve the artefact, but also present the exhibitions and the objects in different and new ways, through graphics, apps, audio guides, use of videos and the use of 3D technology.
	Technology enables museums and heritage sites to advertise itself through the medium of technology. The big main way is the internet or the World Wide Web, invented by Tim Bernes-Lee in 1990 (Internet Hall of Fame, 2012), a fairly recent invention that has revolutionized technology and modern day life. In today’s society, there are over 3.7 billion internet users (Internet Live Stats, 2011). Through the World Wide Web, Websites were created (1.2 billion websites (Internet Live Stats, 2011)) and the invention of different social media’s which are incredibly popular and is a key way the museums communicate to its audience. This includes; Facebook created in 2004, there are currently over 2 billion Facebook users (Internet Live Stats, 2011)). Twitter created in 2006 and every second there are 7,848 Tweets per second (Internet Live Stats, 2011). There are 1,315 Tumblr posts in a second (Internet Live Stats, 2011)). There are 816 Instagram posts in a second (Internet Live Stats, 2011), 71,774 YouTube videos are viewed in 1 second (Internet Live Stats, 2011)), Snapchat and more. Social media is a huge part of modern society and Museums use social media to their advantage. By creating accounts, they gather people that follow the museums it’s a key place where they can advertise the museums exhibitions and the events, Museums and Heritage sits can even engage and communicate with the public but also see reviews, comments and photos on what the museum could improve on in the museum. Museums can gather a big following like the Natural History Museum in London has 2.2 million followers on twitters (Natural History Museum, 2009). Social media not only allows the museum to advertise and communicate with the public, but to also advertise jobs and volunteer roles that the museum or the Heritage site has to offer. 
	Technology enable Heritage to use websites to advertise itself, to present the museum and to educate people. Nearly all museums and heritage sites have a website now days as it stores information on the basics and essentials such as opening times, prices and where the museums or heritage site is located. In the UK, in 1994 was the first museum website, which was hosted by the Natural History Museum (Laws, 2015). Websites tend to also contain information on the exhibitions that are currently on but images and information about objects contained in those exhibitions. Some museums even on the website where you can take virtual tours of the exhibition and the museums, for example, the Smithsonian National Museums of Natural History (Ybarron, n.d.)In addition, the International Spy Museum: School For Spies (International Spy Museum, n.d.).  Some Museums not only hold information but also sell tickets to get in and most museums have online shops as well to help fund the museum. Some museums have blogs to update the public on its research like the Natural History Museum blog. Technology also enables Museums and Heritage sites to have Digital Exhibitions, for example, the Wellcome Collection. This has allowed museums to engage more and communicate with the guests and to publicise the events. 
	The Displays in museums and heritage sites have changed in recent year with technology. Museums displays would have had written display cards informing of what the object is and would have made it harder for changes to be made. Display boards now can be printed and easily replaced and mended. The use of computers and technology allows the displays to vary it colour to match a theme, font and font size. This enhances the presentation of museums as the displays are just informing with blocks of texts but block text can be split into little chunks that have images/ photos (Ambrose & Paine, 1993). For example, it could be the history of building the display could have photos of the building at different times in history to show how the building developed and changed over a period. Photos and images can be enlarged or downsized to fit the display with the use of cameras and editing software on the computer. This clearly shows how technology enables museums to present exhibitions.
	Technology enables museums to engage with the public through the use of 3D technology. 3D technology can be used for museum presentation and engagement in several ways. One thing is the use of models and replicas (Ambrose & Paine, 1993). Replicas can be created so that the public can have a closer look at specific artefacts without damaging the original or breaking it. Replicas can also be 3D printed for other reasons, an example of this is the 3D printed version of the Newport ship as they in the process of putting it together they have printed each individual piece that they have got to put it all back together so they can experiment how they will put it back together and it is also to scale so they can decide where and how they are going to put it on display in the museum as it is very big. 3D models are easily understandable more than a map. Museums and Heritage sites have what is called Room Settings, this is where they can recreate what a room might have looked like or it could be based on an image (Ambrose & Paine, 1993). In this room, this is can contain original objects and replicas. Something similar is a Tableau this is also a reconstructed room, the difference is that this room will contain life-size models with clothing of the time, arranged in a scene from history (Ambrose & Paine, 1993). The rooms can be viewed in different ways; one is entirely and can be walked through, another is that they can enter part of the room or you can’t enter the room and so can only see the room via a window or the doorway. This immerses the public in a replication of history. Technology can be used to simulate it online through a CAD (computer-aided design) software and can create floor plans before actually creating the rooms. This is so they can see what it will roughly look and where the public can interact and immerse themselves in history. Museums and Heritage sites now use AR (Augmented Reality) and VR (Virtual Reality). Some museums use this to explore things in the museums take a virtual tour of the museum like the British Museum, and Smithsonian museums. The Franklin Institute user VR and AR to explore the science of the human body and ocean using a mobile app. This clearly shows that technology has enabled better presentation and management of a museum, through the use of different 3D technologies. 
	Audio has enabled better interaction and presentation in Museums. One example, of the use of audio in the museum, are the use of Audio guides that are given out to guests (Ambrose & Paine, 1993), like in the British Museums and at Walmer Castle that can inform the guest about particular things and objects. It can also immerse the visitor through the use of sound effects like the use of loudspeakers, in an exhibit about boats plays sound effects of the sea. At the Cornwall at War Museum plays World War Two music and air raid siren sound effects to give it the effects. At Dover Castle, in the underground hospital it is on a system where you walk through a room setting while you listen to a case study whilst the place is being bombed so you can hear the sound effects of the ambulance driving up and hear the voices of actors pretending to operate on a patient to show the conditions of the underground hospital. Without technology this wouldn’t occur as you move through the tunnel its immerses the visitor into the tour as you are taking the route they would have to get to the operating room and so as you move along you can hear different sounds and different conversations. 
	 The use of videos in museums and heritage sites is one of the most common uses of technology. One of the most simple uses of videos is Slide tape, this is a simple programme showing a film, that introduces the museum or exhibit, this can easily be maintained by staff (Ambrose & Paine, 1993). This allows the audience to immerse themselves; this could show original footage or recreation scenes. For example, in the tunnels of Dover Castle they use video to introduce what they will see in a sense of the first days of World War II. Then along Admiralty Casemate, they show the planning and the days of Operation Dynamo otherwise known as Evacuation of Dunkirk.  Another type of video format that is used to enable presentation in the museum sector is a pepper’s ghost, it’s a technique used where images are projected onto glass that are at right angles, it allows the visitor to see one image merge into another image by switching angles or lights (Ambrose & Paine, 1993). This is used at the Charles Dickens World museum and Dover Castle in the Keep where they play videos of actors playing the king or servants and so are talking and interacting with the guests and making them participate. Animatronics are also used in museums; they are moving models that interact with the guests, the most common use of these in museums are of dinosaurs, for example, there was one in the Natural History Museum, Age of Dinosaurs. Another way technology enables presentation in museums are the use of touch screens or tablets, they are used to show information about certain subjects in more detail and allow there to be interaction. For example, at the Cornish Maritime Museum, touch screen interfaces allows you to find out about trade and allows kids to play games about what shapes should be used to build ships.  
	Another piece of technology that enables museum presentation is QR. Quick responses. This allows more information to be held, for example, videos, image and pictures. This takes up little room. One example, is in the Smithsonian Art Museum they have their own app that links to the QR codes, one of this is that to celebrate the one hundred anniversary of Boy Scouts, the QR code unlocked a scavenger hunt around the museum. 
	One of the main pieces of technology is from the guests mobile or tablet, an app. Through this app, you could use VR and AR technology. One problem of this is that wifi would be needed in the museum. Some examples of apps are; Museum of Jewish Heritage it gives a walking tour through New York with commentary. The apps could include touch screen games, list of events, detailed descriptions of exhibitions and objects, and watch videos relating to the objects and exhibits. This immerses the guests allows them to find out more about the exhibit and to connect more with the museum and history.  
	Technology in the Heritage sector is making a huge impact in presentation and management. From using apps to engage the guests to using computer systems to recreate a room from history. Technology has dramatically changed the modern day world and this can be seen in the museums and Heritages sites. Technology has allowed history to be replicated and allows guests to immerse themselves with the use of VR and AR. 3D technology has allowed the guests to immerse themselves in history, simulate and feel what life could have been like, if they had been living one hundred years ago. Technology can also give individuals identity real life case studies, technology allows guests to participates using touch screens and tablets. These allow communication to happen between the Museum and the guests to educate themselves. Websites and Social Media allows museums to engage with guests and the public to a new level, and publicise the museums and its exhibit. 
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