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Results
Introduction
This section presents the key findings from an online survey of 30 participants exploring their perceptions of technological integration in museums and heritage sites (Survey Planet, 2026). The survey aimed to assess perceived benefits and drawbacks, demographic differences, and views on inclusivity and engagement. Results are presented through quantitative analysis and qualitative insights from open and close-ended questions, complementing secondary literature exploring technology’s evolving role in cultural heritage. 
Quantitative Findings
Based on the quantitative data collected, the findings reveal several key insights into visitor perceptions and experiences with digital technologies in museums and heritage sites. As noted in Appendix A, B and C, most participants were young persons with 70% being aged 18-24 and a further 13% being 25-34. In addition to being predominantly male (60%) with the rest split between female (30%) and non-binary/third gender (10%), and stemming from diverse backgrounds including ethnic/racial minorities (23%), disabled individuals (33%) and LGBT participants (26%), with a further 30% identifying as none of the stated groups. Furthermore, as Appendix D and E indicate, most visitors 53% had visited museums/heritage sites occasionally or more often, whereas only 3% had never visited, in addition to a significant proportion (73%) having experienced digital/interactive exhibits, indicated a growing exposure to technological integration. 
Regarding engagement, 66% agree or strongly agree that digital technologies make museum visits more engaging and interactive. This aligns further with the findings that 100% reported emerging technologies as beneficial to some degree, with 30% seeing it as extremely beneficial. for enhancing the visitor experience, supporting that technological integration can improve visitor satisfaction, as noted in Appendix F and H. The usage of technology is also believed to be useful in understanding and preserving cultural heritage, as noted by 60% of participants stating digital tools are extremely or very helpful in understanding and appreciating cultural significance, further supported by 67% agreeing or strongly agreeing that technology can enhance preservation in museums and heritage sites, as noted in Appendix J and K.  
However as noted in Appendix L and M, concerns persist regarding authenticity and inclusivity. 40% of participants agreed or strongly agreed that digital technologies can compromise authenticity or cultural sensitivity, whereas 50% remained neutral when asked.  In addition, 47% agreed or strongly agreed that technology can alienate certain visitor groups, with 30% remaining neutral when asked. This highlights the importance of carefully balancing innovation with integrity and accessibility. Notably in Appendix W and U, 76% agreed or strongly agreed that digital tools help raise awareness of diverse cultures, and 57% agreed or strongly agreed that technology improves inclusivity and accessibility for minority groups, suggesting that digital innovations can promote social equity if thoughtfully implemented. 
Qualitative Findings
The qualitative data collected from the participants reveal significant insights into the roles of technology within museum and heritage site experiences. The following insights gained through questions seen in through Appendix G, I, N, O, P, Q, V, X, and Y. Notably, while a majority of respondents (53%) struggled to recall specific technological features, a subset (30%) could identify exact locations with memorable features and exhibits, including AR, VR, interactive displays, immersive rooms and holography. These findings suggest that well-designed digital features have a substantial impact on visitor engagement and memory retention, as exemplified by examples like Alnwick Castle and London museums, and comments about these displays and technology being “incredibly effective ways to get visitors young and old more engaged with the material” and “The Imperial War Museum displays can show the connections and weights of the tragedy”. 
Participants generally perceive technology as enhancing visitor engagement and educational outcomes, especially among younger demographics familiar with digital environments. For example, on respondent noted that “VR brings graphics from the past to the present”, highlighting the capacity of immersive technologies to engage historical narratives. Similarly, the integration of gamification elements – such as rewards and progress tracking – was appreciated for increasing interactivity and motivation, reflecting findings in existing literature (Wang et al, 2024). Moreover, several respondents emphasised the role of digital tools in promoting inclusivity; statements such as “it helps bridge language barriers” and “audio guides help make museums more accessible”, underscore the potential of technology to foster greater accessibility. However, some expressed concern that digital initiative might reflect underlying biases, with one participant noting that “it reflects the biases of those who make it”, which could lead to skewed representations and unintentional marginalisation of certain groups. 
Conversely, concerns about authenticity, cultural sensitivity and superficiality were prominent. 53% of respondents expressed apprehensions that digital features might lead to “distraction” and the “commodification of culture”, and a focus on entertainment at the expense of education depth. They cautioned that “too much can leave little explanation for more complex concepts” emphasising the importance of moderation. Cost and environmental sustainability also emerged as notable challenges, aligning with critiques of technological proliferation in cultural sectors. These concerns underscore the import of strategic, culturally sensitive implementation of digital initiatives. 
Participants further identified successful digital initiatives with 57% citing specific institutions such as ACMI Melbourne, Imperial War Museum and National Waterfront Museum, praised for their use of digital technology that enhances engagement while maintaining authenticity. Observations on technological evolution were limited with 60% not being able to cite examples, however 13% did name examples including one respondent mentioning the use of gamified experiences like Minecraft's adoption at Kenilworth Castle for reconstructions, reflecting the sector’s trajectory toward increasingly technological and immersive exhibits. As one respondent advised, “moderation is always key”, emphasising that digital integration must be balanced to preserve cultural integrity. 
Discussion
This projects’ findings contribute to the ongoing discourse around the multifaceted impacts of integrating advancing technologies, such as AR, VR, holography, and gamification, within museums and heritage sites. When compared with existing literature, the results both corroborate and extend current understanding, indicating that innovations are generally perceived as enhancing visitor engagement, accessibility, and preservation efforts. However, the findings also echo concerns related to issues of authenticity, inclusivity, and sustainability that have been highlighted in prior studies. This discussion contextualises these findings within existing scholarly debates, examines their implications across theoretical, practical, and policy domains whilst identifying limitations and avenues for future research. 
Alignment With Existing Literature
Enhancing Engagement & Connectivity
The survey findings reveal that a significant majority of participants perceive technologies as instrumental in fostering greater engagement and a deeper understanding of cultural heritage. This aligns closely with prior research emphasising the transformative potential of digital tools in cultural contexts. For instance, 66% of respondents agree that digital tools render visits more interactive, which echoes Solima’s (2020) assertion that digital transformation democratises access to cultural experiences and fosters active participation. Solima highlights how technology was the bridge to participation within the COVID-19 pandemic and even post-pandemic has allowed for accessibility and the engagement of diverse audiences with museums and heritage sites. Similarly, Wang et al (2024) demonstrated that gamification and immersive environments not only enhance visitor motivation but also improve learning outcomes. The respondents’ positive remarks about AR, VR, and gamified experiences as engaging and impactful support this claim, underscoring the role of these technologies in creating participatory experiences. 
The existing literature further underscores that innovations like AR and VR facilitate emotional and cognitive engagement by providing immersive, 3D reconstructions of historical sites (Xu et al, 2025; Johnston, 2010). This integration of technologies is utilised to intensify the four experience dimensions identified by Pine and Gilmore (1998), being entertainment, aesthetic, education, and escapism. Buonincontri & Marasco (2017) reinforce this view, emphasising how immersive experiences foster emotional resonance and deepen cultural connections. Participants’ comments about these technologies “bringing graphics from the past to the present”, alongside mentions of holography and digital displays, lend empirical support to the idea that immersive technologies can evoke strong response and foster a stronger sense of cultural identity. 
Promoting Inclusivity & Accessibility
Findings indicating that digital innovations serve as effective tools for overcoming linguistic and physical barriers align with the work of Lisney et al (2013) and Boiano et al (2012), who advocate for user-centred, low-cost solutions to enhance accessibility in cultural institutions. Participants positive perceptions of multilingual interfaces and audio guides resonate with these studies, suggesting that when thoughtfully implemented, digital tools can promote social equity by broadening access for marginalised groups. This potential is further supported by Patias et al (2008), who highlight that emerging technologies in contemporary art institutions enable the dissemination of detailed information beyond physical limitations, enhancing the visitor experience regardless of geographic barriers.
Moreover, Styliani et al (2009) emphasis the role of virtual museums in fostering connectedness and engagement across audiences, facilitating access to cultural heritage without physical or locational constraints. Teather (1998) echoes this sentiment, noting that digital platforms allow museums to attract and educate diverse audiences while mitigating accessibility issues. These insights collectively suggest that digital innovations can significantly contribute to the accessibility of cultural experiences, provided they are designed with sensitivity and user needs in mind. 
Preservation & Authenticity
Existing literature recognises authenticity as a key factor influencing tourists’ motivation, satisfaction, and subsequent behavioural intentions, such as recommending and revisiting museums and heritage sites (Rickly, 2022). Authenticity contributes to memorable experiences and fosters emotional attachment to places. While most respondents believe that technologies aid in preservation efforts, a notable proportion expressed scepticism about their impact on the authenticity and cultural sensitivity of exhibits. This aligns with critiques reported in scholarly discourse (Peim, 2008; Deterding et al, 2011; Ceker & Ozdamli, 2017), which question whether digital representations and technological integration in exhibits can truly capture the sensory richness and contextual depth of traditional exhibits and sites. 
Concerns about superficiality, commodification, and digital distraction are prevalent in debates on whether digital representations can or should substitute physical experiences (Giannini & Bowen, 2022). Virtual museums, for example, often rely on curated digital content that may represent a partial or idealised version of reality, risking the creation of misleading impressions and inaccuracy (Miller & Richards, 1995). Despite these critiques, the literature advocates for a balanced approach, emphasising that digital tools should complement rather than replace traditional engagement, a sentiment shared by survey respondents in their majority choice for usage of both digital and traditional materials in museums and heritage sites. 
Li et al (2024) contribute to this discourse by examining how virtual reality influences perceptions of authenticity within museum tourism. Drawing on Flavian et al’s (2023) definition of authenticity as “the enjoyment and genuine experience of museum objects”, their study finds that while traditional, physical experiences tend to be rated higher in authenticity compared to digital exhibits, virtual reality offers a notable increase in emotional authenticity, particularly through its interactivity and immersive qualities. This suggests that digital tools can enhance emotional and experiential authenticity, even if they do not fully replicate physical authenticity. 
Risks & Challenges
Participants’ concerns regarding costs, environmental sustainability, and potential biases reflect ongoing scholarly debates about the implications of digital integration in cultural heritage (Solima, 2020; Wang et al, 2024). The digital divide, both socio-economic and cultural, remains a persistent barrier, limiting equitable access to digital cultural resources (Lisney et al, 2013; Peim, 2008). As Hanif (2023) notes, the widening digital divide risks marginalising vulnerable populations and exacerbating existing inequalities, especially when digital tools are implemented without inclusive strategies.
Furthermore, there are ethical and legal concerns associated with technological proliferation, such as the potential for cultural misappropriation, misrepresentation, and issues surrounding intellectual property rights (Anastasovitis et al, 2024). As cited as a concern by respondents the commodification of cultural heritage and the risk that digital reproductions might distort or trivialise authentic cultural expressions and critical issues that demand careful consideration. Critics warn that over-reliance and digital technologies could undermine the authenticity and integrity of cultural artifacts and sites, raising questions about ownership, authenticity, and cultural sensitivity (Hanif, 2023).
The literature emphasises that while digital tools offer significant opportunities, their deployment must be approached with caution and cultural sensitivity. Inclusive, ethically responsible design is essential to prevent marginalisation and to ensure that technological integrations serve to enrich and preserve cultural narratives without compromising their authenticity or integrity. 
Implications of Findings
Theoretical Implications
Building upon the paradigm shift proposed by Giannini & Bowen (2022), the findings reinforce the transformative impact of digital technologies on museology, supporting the view that museums are evolving into user-centric, interactive spaces. To deepen this understanding, future research could explore how different visitor demographics interact with technology and digital tools, such as gamification, thereby enriching existing literature around experiential learning and motivation (Ceker & Ozdamli, 2017). This would facilitate the development of more nuanced theoretical frameworks that account for sociocultural variables influencing engagement. 
These insights are further reinforced by existing literature on the success of museums that improved on technological and interactive deficiencies in their material to tailor to audience learning styles increasing visitor figures and engagement (Di Pietro et al, 2014), and the concept of smart museums able to achieve completeness and coherence where technological advancement and visitor needs meet to foster awareness and mobilise collective intelligence (Avlonitou et al, 2025).  Such an approach aligns with the results implying the integration of interactivity and participatory exhibits into museums and heritage sites can facilitate engagement and awareness.
Additionally, the results underscore the importance of balancing technological innovation with preservation of cultural authenticity. The need to develop theoretical models that guide museums in adopting innovations responsibly is key to ensuring that cultural integrity remains intact as technological progress is embraced. Existing literature supports the idea of these models' advocating for moderation and stakeholder engagement to prevent superficiality and cultural insensitivity (Lisney et al, 2013; Xu et al, 2025), reinforcing cultural representation being put before technological advancement within museums and heritage sites.
Practical Implications
The findings suggest that museum practitioners should consider adopting and integrating digital tools, such as gamification, AR, VR, and interactive displays, to enhance visitor engagement and accessibility. Embedding game-like elements and technology, as supported by the primary data, aligns with sources on experiential learning (Ceker & Ozdamli, 2017) and can increase creativity, motivation, and appeal, particularly among younger audiences familiar with digital design concepts (Marques et al, 2023).
Additionally, the primary data’s emphasis on digital tools fostering inclusivity and raising awareness of diverse groups offers a pathway for museums to develop more socially equitable and representative content, integrating the voices of this marginalised/minority groups as voiced by survey participants is a key example. Through the involvement of visitors and marginalised groups in the co-creation of content through participatory design processes this can foster authenticity, cultural relevance and trust. Further, by implementing culturally aware digital strategies, inspired by successful case studies identified in the literature and research (Tian et al, 2026; Ozdemir & Zonah, 2025), this can help organisations to expand their outreach and deepen visitor participation, without harming the authenticity of their exhibits. To maximise these benefits, institutions should also invest in staff training on innovations and evaluation and develop specific metrics for success to enable continuous improvement of digital strategies and technological integration (Kathuria & Lucianetti, 2024).
Technological storytelling techniques, like multimedia narratives, interactive maps and app integration, can deepen emotional engagement whilst broadening the museum’s educational impact. Through collaboration with educational institutions, community organisations, and minority groups these organisations can further extend outreach and promote learning outcomes, aligning technological integration with cultural expertise (Francis, 2021).
Policy Implications
The findings advocate for the establishment of policy frameworks that emphasise ethical, sustainable and inclusive digital practices. Policies should set standards for digital accessibility, data privacy, cultural representation, and stakeholder participation, ensuring responsible deployment of digital tools (Chen et al, 2025). Supporting infrastructural improvements, such as broadband expansion and affordable access, whilst improving societal/inclusive access through digital literacy programs, community outreach and economic support, will be crucial in bridging the digital divide, addressing digital exclusion, fostering social inclusion, and equitable access (Fang et al, 2018; Ferro et al, 2011). 
Developing policies that recognise successful institutions as benchmarks (Peim, 2008; Giannini & Bowen, 2022) can facilitate the scaling of best practices across the sector. These policies should also promote resource allocation and support, including funding for technological upgrades and staff training, ensuring the long-term sustainability of digital initiatives and technological integration.
Furthermore, policy frameworks should incorporate mechanisms to monitor and evaluate the progress toward inclusivity, sustainability, and ethical standards, enabling adaptive management (Waylen et al, 2019). The findings emphasis and participant concerns with environmental impact of technological integration further urge the need for long-term strategic planning and policy that aligns museological initiatives with broader ecological responsibilities. 
Limitations
This research acknowledges several limitations that may impact the interpretation and generalisability of its findings. Firstly, the relatively small sample size, while justified by existing literature that advocates for smaller samples to mitigate risks of Type 1 errors and statistical misinterpretations (Memon et al, 2020; Hair et al, 2019; Kline, 2016), nonetheless constrains the ability to generalise results across diverse cultural and demographic contexts. Future research with larger, more diverse samples would be valuable to validate and extend these findings. 
Secondly, the reliance on self-reported data introduces potential biases, including social desirability bias and recall bias, which could influence the accuracy of participants’ perceptions and responses. Such biases may lead to an misestimation of actual engagement or attitudes toward technological integration (Guin et al, 2012). This misinterpretation of data can be further impacted by the subjective nature of Likert-scale data capture, where the contextual beliefs of survey participants can overestimate polarising views or hold potential in statistical analysis for researcher biases (Westland, 2022). However, the online distribution of surveys and the anonymity of respondents are ways to avoid pressure and leading respondents, mitigating the likelihood of social desirability in this research's findings (Bergen & Labonte, 2019). 
Thirdly, the primary research mainly captures short-term attitudes and perceptions regarding technological integration and engagement, lacking longitudinal data to evaluate the sustainability of these perceptions over time. Without insight into long-term impacts on learning outcomes, visitor engagement, or cultural authenticity, it remains unclear whether initial positive perceptions translate into enduring behavioural or attitudinal change. 
Additionally, while qualitative responses provided valuable insights, their depth and scope were limited by the small participant pool and the absence of objective, quantifiable indicators. The exclusive reliance on online engagement further restricts understanding of emotional and cognitive engagement levels (Andrade, 2020). Incorporating objective measures, such as behavioural data, physiological responses, or longitudinal tracking, could offer a more comprehensive understanding of visitor experiences. 
Finally, these methodological limitations underscore the importance of future research employing further mixed methods approaches, larger and more diverse samples, and longitudinal designs to enhance the validity, reliability, and applicability of the findings (Giannini & Bowen, 2022). Such efforts will be essential for developing a robust understanding of technological integration’s impact within museology. 
Conclusions 
This research explored perceptions of technological integration in museums/heritage sites utilising primary and secondary data. Employing both quantitative and qualitative methods, the study revealed that digital technologies such as AR, VR, and gamification generally enhance visitor engagement, accessibility, and preservation efforts. However, concerns about authenticity, cultural sensitivity, and potential marginalisation persist, highlighting the need for balanced, culturally aware implementation. The findings contribute to understanding how technological innovations can foster engagement and deepen cultural connections while emphasising the importance of moderation to avoid superficiality and cultural distortion. 
Future research should expand sample sized for broader generalisability, incorporate longitudinal designs to assess long-term impacts, and explore the effectiveness of specific digital strategies and technological features across diverse cultural contexts. Investigating the ethical implications and developing frameworks for best practice can further support the sustainable and inclusive integration of technology within the cultural heritage industry. 



Appendices:
Appendix A - This is an image of the survey responses to the question "What is your age demographic?” (Survey Planet, 2026)
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Appendix B - This is an image of the survey responses to the question "What gender do you identify as?” (Survey Planet, 2026)
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Appendix C - This is an image of the survey responses to the question “Do you belong to any of the following groups?” (Survey Planet, 2026)
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Appendix D - This is an image of the survey responses to the question "How often have you visited museums and/or heritage sites?" (Survey Planet, 2026)
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Appendix E - This is an image of the survey responses to the question "Have you visited a museum and/or heritage site that uses digital/interactive technology (AR, VR, digital archives, holography, interactive displays, etc)?" (Survey Planet, 2026)
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Appendix F - This is an image of the survey responses to the question “To what extent do you agree with the following statement? ‘Digital technologies make museum visits more engaging and interactive.’” (Survey Planet, 2026)
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Appendix G - This is an image of some of the survey responses to the question “Can you describe any specific digital or technological feature you found particularly engaging or memorable? Why?” (Survey Planet, 2026)
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Appendix H - This is an image of the survey responses to the question “How beneficial do you think emerging technologies (AR, VR, digital archives) are to enhancing the visitor experience?” (Survey Planet, 2026)
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Appendix I - This is an image of some of the survey responses to the question “In your opinion, how has the use of technology (AR, VR, digital archives, interactive displays, etc) influenced your experience during visits to museums and/or heritage sites?” (Survey Planet, 2026)
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Appendix J - This is an image of the survey responses to the question “In your view, are digital tools helpful in better understanding and appreciating the cultural and historical significance of exhibits?” (Survey Planet, 2026)
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Appendix K - This is an image of the survey responses to the statement “The use of technology in museums and/or heritage sites enhances the preservation of cultural heritage.” (Survey Planet, 2026)
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Appendix L - This is an image of the survey responses to the statement “Digital technologies may compromise the authenticity or cultural sensitivity of exhibits.” (Survey Planet, 2026)
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Appendix M - This is an image of the survey responses to the statement “Technology can alienate certain visitor groups, especially those less familiar with digital tools.” (Survey Planet, 2026)
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Appendix N - This is an image of some of the survey responses to the question “What do you perceive as the main advantages of integrating digital technology into museums and heritage sites?” (Survey Planet, 2026)
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Appendix O - This is an image of some of the survey responses to the question “What concerns or disadvantages do you associate with the increasing use of technology in museums and/or heritage sites?” (Survey Planet, 2026)
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Appendix P - This is an image of some of the survey responses to the question “Can you mention any museum or heritage site that you think has successfully implemented digital technology? What made it successful?” (Survey Planet, 2026)
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Appendix Q - This is an image of some of the survey responses to the question “Have you noticed any evolution or improvements in digital exhibits or technologies at museums and/or heritage sites you have visited over time? Please describe.” (Survey Planet, 2026)
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Appendix R - This is an image of the survey responses to the statement “Traditional museum exhibits create a stronger emotional connection than digital exhibits.” (Survey Planet, 2026)
[image: ]
Appendix S - This is an image of the survey responses to the statement “Active participation through digital means increases visitor satisfaction.” (Survey Planet, 2026)
[image: ]
Appendix T - This is an image of the survey responses to the question “Do you prefer visiting museums with traditional exhibits, digital exhibits, or a combination of both?” (Survey Planet, 2026)
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Appendix U - This is an image of the survey responses to the statement “Digital technology makes museums more inclusive and accessible for minority groups.” (Survey Planet, 2026)
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Appendix V - This is an image of some of the survey responses to the question “Have you observed or experienced any digital initiatives aimed at promoting inclusivity in museums? Please describe.” (Survey Planet, 2026)
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Appendix W - This is an image of the survey responses to the statement “Digital tools help raise awareness and understanding of diverse cultures and histories.” (Survey Planet, 2026)
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Appendix X - This is an image of some of the survey responses to the question “In your opinion, how does digital technology impact inclusivity and accessibility for minority or marginalized groups?” (Survey Planet, 2026)
[image: ]
Appendix Y - This is an image of some of the survey responses to the question “Any additional comments or suggestions regarding technological integration in museums and/or heritage sites?” (Survey Planet, 2026)
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Answers

I haven't experienced this as of et but | bel
increase the levels of interactivity wi

it will make a very big difference to have AR or VR included within museurns as it will

They'resigns that | notice.

I used to ask to go to museums and spend a lot of time playing with the interactive displays. As an adult | appreciate that they help visualise
things, although | do think they 're better used when aimed towards kids.

Ifeel like that AR and VR are crucial parts to help with how we view our i
museums | have been too

luenced me during the few

Ifind that the interactive displays are alot more interesting as it physically engages you and focuses your attention to it, in comparison to

justawall of writing.

Ifeel it makes me involved in the experience more.

Digital archives are very useful

It has not yet influenced my experiences but | think that they will for the reasons aforementioned as it will give me an experience in a realm
inwhich | spend a lot of time.

Verylittle
For Heritage sites especially, being able to digitally archive old documents and include those files on monitor displays in relevant places so

the original document can be kept safe in storage. For museums, being able to showcase concepts or beings that are too large for the
museum to display or keep in a room for long.
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Answers

I haven't noticed any advances due to the fact | have only been to museums once each time.

No.

Yes absolutely. As a child it was exclusively basic touch screens with bad inputs. Nowadays you can find computers running Minecraft in (I
think it was) Kenilworth Castle with recreations of the castle inits original state from 1575. Many such cases in castles around the UK now.

N/A

N/A

No

No

I have not noticed any improvements due to me not going to a museum, at least in depth for a while, but | expect when | visit the Smithsor
‘again that | will see some technological upgrades.

No answer

I haven't really paid much attention to digital exhibits
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Answers

Ifeel it can make it feel more real if you can experience it with VR or AR. It can also help those who are partially sighted or blind for example.
having the audio side of things.

Additional information, direct relations from the cultures exhibited in an audio format would be a great use of the technology.

Getting younger generations engaged i history and giving new insight that can't be gained by reading text and looking at things in display.
cases (i.e.new perspectives, visualisations of dead animals and so on)

N/A

‘The world s overall rapidly evolving to becoming more reliant on usage of digital technology, therefor it will be alot more accessible to the
younger and growing generations that are rowing into a technological world.

It will get the younger generations involved more | think x

Helpful for people who struggle to read, and have torely on audio info

I perceive that many young adults and teenagers would be more willing to g0 into museums as often they are more hesistant to venture to
museums but with these technologies, | believe they would be immensely more willing.

Better ways to interact "directly” with exhibits

Allows for far larger archives (servers are so much smaller for museums than file bins) Allowing better views at things that are unviewable
from within the museum, whether that's due to hours, size, or location
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Answers

Ifeel it does take the real fesling away from it all as it seems that it may feel less authentic.

Cost, cost, cost.

It definitely can distract from the point, and sometimes | think they're done for the sake of being done (i.. itisnt actually enhancing the
‘experience). Additionally,if they aren't installed with careful consideration it can detract from the surrounding area (not a problem so much
the UK as we have very strict conservation laws, but it's a possible future issue)

N/A

It may deter older generations and/or peoole who aren't knowledgeable of technology from interacting withit.

As I said | believe the younger generations would gravitate towards it but the elderly or non technical people may find it all a bit daunting.
None that i can think of

My primary concerns are both that the original intent of the exhibits would be compromised through the technology in that the history
might be eroded and/or altered as well 35 with an uprise of younger people coming to museums with these features, middle-age and/or
senior citizens may stop coming and/or find museums less enjoyable with these designs.

Commodification of culture

The museum or heritage sites becomes another place with screens in our face and less people will actually take time to marvel inwhat the.
museum/heritage site is trying to display or educate the public about.
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Answers
It has a positive impact for those who struggle with more traditional means of museum exhibits.
It reflects, as ever, the biases of those who make it It can be used to promote inclusion for example, but it is also to use it to wall off content

that the group wants to see about themselves and create 3 landscape unchallenging to the majority. The uses as an accessibility tool reqy
forethought and planning. Some are great, some are awful.

for people with restricted ability. Learning difficulties and neurodiversity can be massively assisted by the use
of familiar digital technologies, and those who have physical disabilities can engage more actively through guided digital tours to areas that.
in some sites (as it is not always possible to ity physically in sites without impacting their

plement accessi

N/A

I technology opens so

Innot sure

I believe that digital technology impacts inclusivity as maybe people may not have good literary comprehension due to learning disabilities,
be deaf inwhich they may not hear a guide, be blind in which they cannot see the exhibits among other disabilities in which these tools could
likely adapt to these accomodations and give those with disabilities a more enjoyable experience.

It's 3 tool that plays to the benefit of minorities. It can help bridge language barriers or provide support for disabled people:

The biggest thing | can think of s it allows for minorities/marginalized groups to view what things may look like in a part of the world that is
actively hostile towards their group, whether that be physically or geopolitical
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Answers
Nothingall good.

No

N/A

N/A

N/A

No

I cant think of anything sorry.

I have no additional comments other than that I wish you luck in your study endeavors.

No

I'm aformer Geology major with a Paleontology concentration, so I'm very much biased towards the natural beauty of the physical object. If

used properly though, the technology can easily replicate experiences that cannot be found in the local area to the museum or can help to
preserve aspects of heritage sites that are slowly falling away
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Answers
London museum and football museum in Manchester.
No.

I think Alnwick Castle did, but this is dubious as it's been over 20 years since | went there. NEMO Science Museum in Amsterdam has some
great displays.

London science museum

‘Swansea Waterfront Museum introduced interactive technology a few years ago that brought light to topics for younger generations like
myself that made it more intriguing and engaging.

Imperial war museum
National waterfront museum Swansea has great digital information

I could not name any off the top of my head but | would imagine that the Smithsonian museums integrated some sort of technology due to
its prestige and its pressure to keep up in mainstream society.

None come to mind

Greensboro Science Center has a planetarium within to show off the night sky. Considering the museurn is closed after dark, it allows people
to observe stars, planets, and constellations in an educational environment.

Load More





image7.png
Date

24 minutes ago

2hours ago

2hours ago

6 hours ago

6 hours ago

7 hours ago

7 hours ago

16 hours ago

17 hours ago

20 hours ago

Answers

I can remember interactive displays being in the London museum where we could interact with different story lines and hear it from the.
people who witnessed it first hand.

I'can't really. The ones I've been towoth it were not free and | didn't spend the money.
As 3 child (British) | remember there was 2 digital tour with a game at Alnwick castle that fascinated me. | think things like this are especially
important for getting kids engaged with parts of a museum that would otherwise be lots of text. Aside from the puzzle game | played, 1 also

‘appreciate little games they have in displays that allow kids to visualise things better, and 3 dimensional models of fossils.

The sphere i Las Vegas is a technological feature that | found memorable. | found that the ability to hold live events at such a scale shows
justwhat these type of features can do.

I have none that pop to mind.

The imperial war museum in London featured a display on the holocaust using technology. The.
of the tragedy

lay showed the connections and weight

Ican't think of anything

I have not found any technological figure in a museum yet but | imagine it would be memorable 3s Gen Z and Gen-Alpha are accustomed to
the visual world and spend a lot of time init. Thus, having some digital exhibits would resonate with a younger audience and would likely
resonate with me as being more on the younger side.

No

Aplanetarium that had the night sky projected onto the ceiling
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Answers

Apart from being more accessible for those with disabilities not really.

I have not.

N/A nothing comes to mind though I'm sure | will have encountered such things.

N/A

N/A

No

No

I have not observed any digital
‘generation inwhich

No

Ican'tsay that| have, no

ives personally but | fully believe they are existent due to museums wishing to be preserved by the next




