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Museums as spaces for discovery and experience in a digital world. Chances
and challenges

Prof. Monika Hagedorn-Saupe, 1spvua Mpwaoikng MoAiTioTikng KAnpovouidg,
[Mpoebpoc AleBvoug EmTporng Tekunpicoong ICOM-CIDOC

Today, museums in order to be visible and active need to open up beyond
their premises, they need to connect not only with their visitors in the exhibition but
also in the virtual world. Today, visitors are used to check online. They might be
interested to learn about our museums even if they never are able to visit us, but
even if they want to come, they will inform themselves today via the Internet.

As such museums have to present themselves there. This has many chances
but also some challenges. In order to connect information on the web, joint
standards have to be agreed on and used, eg data formats, information needed to
be connected and findable via many ways, different portals, eg Europeana ir
national portals, which needs exchange formats and agreement on joint
vocabularies otherwise we will compare apples with pears.

New technologies today can support education, support research and allows
much wider access.

1n Xuvedpia - Session 1

WHOIAKH ITPATHIIKH, WHOIONOIHIH KAl AIA®YAAZH LE MOYZEIA KAI
MOAITIETIKOYX OPTANIZMOYL
DIGITAL STRATEGY, DIGITISATION AND PRESERVATION IN MUSEUMS AND CULTURAL
HERITAGE ORGANISATIONS

Ynepiakog HETaoXNUATICUOG MOAITIOTIKNG KANpovouidg: O poAog Tov EKT ortn
Snuiovpyia evog «¥n@iakov Anuoociov XwpPouvn

Ap EONn Xaxivn

AleLBVVTPIA EBVIKO KévTpo Tekunpiwong kar HAekToovikoL [epiexouévou — EKT

ITO TTIAQICIO TOL WNPIAKOL PETACXNUATIOWOL TTOL CULVTEAEITAI O ELPWTTAIKO
EMMTTESO OTOV TTONITIOUO, TA POLOEIA KAOAOLVTAI VA TTAPAYAYOLY OAO KAl TTEPICCOTEQLO
WYNPIAKO TTEQIEXOUEVO KAl Sedopéva TTov Ba «loLvy PECA O€ ALTOVOUEG OLOKELEG,
EPAPPOYEG Kal TTEPIBPAANAOVTA. To {NTOLUEVO gival TG Ba UTTOPETE ALTO TO VEO
TIEQIEXOMEVO TTOL BA TTAPAXOEl VA EVOWUATWOE OTOV avadLOPEVO WNPIAKO SNUOTIO
XWOEO TOL TTONTIOUOL. ME TNV £vvola TOL SNUOCIOL YNPIAKOL XWEOL EVVOOLUE VA
TESIO KOIVAWVIKAG CLUPUETOXNG, OTTOL TTOANITEC KAl KOIVOTNTEG EVSIAPEPOVTOG UTTOPOLYV
VA XPNOIUOTIOIOLY TN MOLOEIOKN KAl TTONITIOTIK) KANEOVOUIA €AeLOEOA KAl XWEIG
TIEQPIOPICHOVLS HE OKOTTO TN pABNoN, TN SNUIoLEYIKOTNTA, TNV EUTTIVELON KAl TNV




KalvoTopia. Kbplog oTtoxog eival n SlcbkoAvvon TNG SNUOCIAG XPNoNG TNG TTONITIOTIKAG
KANPOVOUIAG, TNV oToia BecpikA Ta  pouoeia  SIapLAACCOLY, HPEAETOLY KAl
SiaxeipiCovTal.

XT0 EKT xtiCovpe TNV €BvikA vTTOSOUN Yia TOV SNUOCIO WNPIOKO XWPEO,
AVATTOOTIACTO KOPMATI TOL OTTOIOL €ival TA TTONITIOTIKA &e50UEVA KAl TO WNPIAKO
TTEQIEXOMEVO. ALIOTTOIVTAC VEEG TEXVOAOYIEG KAl £OYAAEid TTAPEXOLUE CEPA ATTO
SNUOCIEG AVTATIOSOTIKEG LTTNEECIEG TIPOC SNUOCIOLS KAl ISITIKOLS (POPEIC TTOL
EMTPETTOLY TNV OAOKANPWMPEVN SIAXEIRION, TEKUNEIWON, ETTILEAEIQ KAl AVOIKTA SiaBeon
TOL YNPIAKOL TIEPIEXOUEVOL. AIQBETOLUE TTPOSIAYPAPESG VIO TA  KATAVEUNWEVA
OLOTAUATA TWV POPEWY TTOL WNPIOTTOIOLY TTEPIEXOUEVO KAl AVATITOCOCOLUE TOV €BVIKO
OLOOCWEELTA TTONITIOTIKOL TTEPIEXOMEVOL SearchCulture.gr, WOTE TO TTEPIEXOMEVO TTOL
WNQIOTTOIEITAl e SNUOCIOLS TTOPOLG, aveEAPTNTA ATTO TOLG POPEIG TTOL TTPOEPXETAI —
HOLOEIa, APXEID, EPOPEIES, SNUOLG- VA gival KATA To dLvaTOV AVOIKTO, £TTECEPYATIUO,
TTOOTLTTOTTOINUEVO, TTOIOTIKO, SIAAEITOLPYIKO, ACPAAES KAl eviaia TTPOCPRACIUO aATTo £va
KEVTOIKO ONUEio. YTOXOC HWAG &ival N «E€utrvn S1IABecny (TeKUNEIoN) TOL WPNPIAKOL
TTONITIOTIKOV TTEQIEXOMEVOL, WOTE VA XPNOIUOTIOINGE Oe eAANVIKO Kal SiEBvEG etTieSo,
amd oAOKANEN TNV aAvoiba xenoTwv. Me PAEUUa OTO PEANOV, TIC KAIVOTOUEG
TEXVOAOYIEG KAl TA VEQ €idN TTEQIEXOUEVOL, PEOVTICOLIE YIA TN SIATAPNON TOL YNPIAKOL
HAG TTAPEABOVTOG. Me aTTOALTO CERACUO OTNV €OVIKA TTONITIOTIKA KAnpovouid To EKT
Exel Sladpapatioe PExpl OAPEQRTA KATAALTIKO POAO OTn Snuiovpyia evog Wneiakov
AnNuociov Xwpov, ppovTilovTag yia TN SIaEKN TTPOCRACN T YNPIAKES CLANOYEG KAl
TEKUNPIA, AQAAG KAl yIQ TNV TTAPAYWYN VEOL TIEPIEXOMEVOL, VEWDV EQUNVEIQV TOUL
TTAPEABOVTOC.

Digital Transition of the Cultural Heritage: National Documentation Center’s
role in creating a “Digital Public Space”

Dr Evi Sachini

National Documentation Center - EKT

In the context of the digital transition that is taking place throughout Europe
with regards to Culture, museums are called to produce more and more digital
content and data that “live” inside autonomous and distributed devices, apps and
environments. The key issue we are addressing is how this new kind of content that is
being produced can form an integral part of an emergent cultural digital public
space. By digital public space we envision a space of social collaboration and
engagement, whereby citizens and communities of interest can use the museum
collections and cultural heritage freely and without restrictions for education,
creativity, inspiration and innovation. Our main aim is to facilitate the public use of
cultural heritage which traditionally museums store, manage and research.

At EKT we are building a national infrastructure for the digital public space, an
intfegral part of which are cultural data and cultural content. Leveraging new
technologies and tools, we deliver a suite of added value services to public and
private parties. These services enable integrated management, documentation,
curation and open access to the publicly-funded digitized content. We produce
interoperability guidelines and standards for the institutions’ distributed systems; we
develop SearchCulture.gr- the national cultural heritage data aggregator- which
enables the data to be delivered in an open, standardized, machine-readable,
interoperable, secure, semantically-enhanced and re-use ready way through a
single access point. Through documentation we facilitate “smart access” to the




digital cultural content at national and international level, so that it can be reused
by all the individual user groups.

With an eye to the future, the emerging technologies and the new types of
content, we cater for the long-term availability of our digital cultural past. With utter
respect to the Hellenic cultural heritage, EKT has been playing a decisive role in the
creation of a Digital Public Space enabling constant and reliable access to the
digital collections and artifacts and the production of nhew content as well as new
interpretations of the past.

Digital today in French museums...

Jacques Terriere

Ex: Le Louvre Paris, Le Louvre Lens, Science museum of « La Villette », Chateau de
Versailles, Natural History museum, Les Champs Libres

Digital is now present in a large maijority of our French museums:

Communication - Promotion - Médiation - Ticketing - Marketing - Social networks...
REMOTE VISITS: Not to move for schools, for publics remote from culture, for disabled
public...

BEFORE VISITING: Help you how to come to the museum? How to prepare your visit...
DURING VISITING: Visits are now interactive, more alive and dynamic, visit assistance
tools... interactive plans, interactive tables, smartphone apps, 3D reconstructions,
augmented reality...

AFTER VISITING: Restfitution of interests, quantitative and qualitative studies,
databanks, subscriptions, loyalty through social networks, sharing experiences, how
to better know our visitors?...

H wneiakn evnAikicoon TV apXaloAoyIK@V HOLOEIV: yaénuara Kai
TTPOOTITIKES

Ap Mapia-zévn Fapédov, MpoibTauévn, Tunua Aiaxeipiong EBvikob Apxeiob Mvnueicov
Kal ApxaioAoyikoV KrtnuatoAoyiouv, YIMOA

O YnN@PIOKOG PETACXNUATIOWOG TOL YTToLPYEIOL MOATICUOL ATTOTEAEI avaykaia
oLVONKN YIA TNV EKTTANPGON TOL TTOALETTITIESOL POAOL TWV APXAIOAOYIKWY UOLOEIWY
oL ALTO SiaxelpileTal. H SIAPLAAEN, TeKUNEIWON KAl TTPOCTACIA TWV CLANOYWV, N
KOANEQYEID TNG YVGONG KAl N EKTTANPWON TOL EKTTAISELTIKOL TOLS POAOL, N AVATITLEN
TNG EUTTEIQIAG TOUL EMIOKETTTN KAl N Woxaywyid, Kal TEAOG N SlELKOALVON TNG
TEOORACNG  SIAPOPETIKWY OUASWY KOIVOL KAl N Tpowbnon TNG KOIVWVIKAG
EVOWUATOONG, ATTOTEAOLY TIPOVOUIaKA TTedia yia TNV €PpAPUOYN  KAIVOTOUWY
TTPOCEYYIOEWY, OTTOL gival SLVATOV VA ETMIOTPATELOOVLY Ol VEEG, YNPIAKES, TEXVOAOYIES.
YTO TAQiOIO TNG opINiAG ©a emmxelpnBei  KEITIKA €mMoKOTTNON TNG kKatdoTtaong: Ti
TIETOXAPE péEXPI oNuepa; Ti paBape; Mwe 6a PTToPOLOAUE VA TTPOXWPENCOLUE; e HIa
ETTOXN TTOL KAAOVPACTE VA OTPEWOLHE TO PAEPUA PAG, OTTWGS KAl TA JOLOEIA PAG, OAO
KAl TTEQICOOTEQO ATTO TO TTAPENBOV OTO HEANOV, OI ATTAVINCEIC OTA TTAPATIAV®
EQWTNMATA €ival KPIOIUEG.

Archaeological Museums Coming of Age Digitally: Lessons and Perspectives
Dr Maria-Xeni Garezou, Head of the Department for the Administration of the
National Archive of Monuments and the Archaeological Cadaster, Hellenic Ministry




of Culture and Sports

The digital tfransformation of the Hellenic Ministry of Culture is a necessary
condition for fulfilling the multiple roles of state archaeological museums. Preserving,
documenting and protecting collections; developing knowledge and fulfilling the
museums’' educational role; increasing the visitor experience and entertainment;
and last but not least, facilitating access to diverse groups and promoting social
inclusion are key areas, where new, digital, technologies may be employed. This talk
will provide a critical overview of the situation: What have we achieved so fare What
have we learnt? How can we go furthere At a time when we, and our museums, are
called upon to look more and more from the past intfo the future, the answers to the
above questions are crucial.

Museums with digital or... digital museums, that’s the question
Luis Raposo, ICOM-Europe Chair

Museums are increasingly having recourse to digital technologies. A sort of
explosion in all azimuths can in fact be noticed. Initially digital representations were
mainly used in disseminating activities, both in doors as at distance, via the “world
wide web"” namely. Subsequently, digitalization spread in collections inventory and
collections management in general. Now, all museological functions are virtually
embedded in digital and it would be not only unintelligent, but in fact vain to doubt
on the ufility of digital in museums. Less so to discuss, abstractly, on the option in
using or not digital recourses.

Examples of the benefits of digital applications and devices in museums are

multiplying like mushrooms. They can fulfil days and weeks of instructive change of
views and learning in conferences, workshops and magazines. It is always interesting
to recall, and may be to add some — and we will not avoid to it also here.
However, assuming the evidence of what has just been said, the real challenge lies
elsewhere now: are there limits to the digital in museumse Can museums sfill be
considered museums, when converted “only” in digital archives, with no real,
material, objects and collections?

The view adopted here is somehow conservative. Museums with digital and
“digital museums” are considered to be extremely different entities. In fact, the last
ones hardly can be accepted as museums at all.

Fundaments for such a position are not only, nor mainly, “technological”.
They are rather “political”, in the sense of promoting adulthood and citizenship,
throughout social tools allowing for the contact/confrontation and wider
understanding of the word, which is real and material by nature. These tools and
policies are considered to be especially important in a word of “fake news”, where
frontiers between “real” and “virtual” tend to be less precise and the opposition
between "“frue” and “false” tend to be considered as uniquely dependent from the
adopted view point.

In such a context museums are asked, as ever since their “invention”, to stand
as bastions of the authentic, often the unique. They shall not surrender to shinning
technologies, accepting to become places where, to use the old, but still up-to-
date warning of Umberto Eco, “the ‘complete real’ becomes identified with the
‘complete fake'... [and] Absolute unredlity is offered as real presence.” Based either
on stumbling wax-figurines as in astonish virtual recreations, these offers do not
subsume the concept and the social function of museums. They are to be used,




certainly. But not to replace the core of “being museum”. And this is fo feel and fo
intellectualize real objects, real collections throughout all our traditional five senses —
the only windows we have to contact the world in our condition of irreducible
analogical creatures.

Ynepiakog yeraocxnuatiouog yéow tng Kaivorouiag orn Neavikn
Emxeipnuarikornra.

Avamnruéiakn moAimikn orov MoAiriouo — Taugio ApxaioAoyikwv Mopwv
ABnva Xarlnmérpou, Mooebpog, Taueio ApXaioAoyIKwV MNopwv

Bikv Evayyeiiov, MéAOG AX, Taueio ApXaIoAOYIKwY [MopwvV

O Wnpiakdg MeTaoxnuUATiIoNoc deocw NG KalvoTtouiag eivar pépog TG
OLVOAIKAG OTEATNYIKAC TouL Taueiov Apxaloloyikwy [Mopwyv. XITOXOG €ival o
OXeSIAOPOG KAl N LAoTIOINON 6PACEWV HE AVOPWTTOKEVTIQIKN TIPOCEYYION TNG
EUTTEINIAG TTOL TTAPEXETAI OTOLG APXAIOAOYIKOVLG XWPEOLG KAl OTA pPovaeia. H otoxevon
aLTN EMTOYXAVETAl HECW TNG LIOBETNONG VEWDV SIEBVAV KAADV TIPAKTIKGWY, TNG
TTPOWONONG TOL WNPIAKOL HPETACXNUATIOPUOL OTOV XWPEO TOL TTOANITIOPUOL KAl TNG
SnUIoLPYIA eUTTEIPIAG KAl TEXVOYVWOIAg, HECA atto S1IA8IKATGIEG AVOIXTAG KAIVOTOUIAC
H Avartuiakr MOoAITIKA Kal N VEQVIKN ETTIXEIONUATIKOTNTA CLVEICPEPOLY OTNV EVIOXLON
KAl TNV TTP0owONoN TNG TTONTIOTIKAG JAG KANPOVOUIAG.

Digital transformation via Innovation in Young Entrepreneurship.
Development Policy in the Cultural Industry — Archaeological Resources Fund
Athina Chatzipetrou, President and CEO of Archaeological Resources Fund

Vicky Evangeliou, Member of the Board of Directors Archaeological Resources Fund

Digital Transformation via Innovation is part of the Archaeological Resources
Fund Strategy.

Our main target is the design and implementation of different Activities that focus on
the humancentric approach of the Museum and Archaeological site visitors’
experience.

This mission can be accomplished by adopting International best practices,
by promoting digital transformation in the Cultural industry as well as developing
experience and Know how through open innovation procedures.

Development Policy and young entrepreneurship confribute to the
enhancement and promotion of our Cultural Heritage
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OEQPHTIKEX MPOZXEITIZEIX, ZHTHMATA AYOENTIKOTHTAL KAl ANATMAPALTALHL
THEORETICAL PERSPECTIVES, ISSUES OF AUTHENTICITY AND REPRESENTATION

Museums as Trusted Source of Knowledge: A Translation into Feasible Digital
Services

Dr Martin Doerr, Dr Pavios Fafalios

Center for Cultural Informatics, Information Systems Laboratory




Institute of Computer Science, Foundation for Research and Technology Hellas

“Amuseum is a permanent institution responsible for safeguarding tangible
and intangible evidence of our past and present, for making it accessible today,
and for ensuring its availability in the future.(*)"”. Taking knowledge for justified belief,
we take the position that it resides exclusively in the human mind, which is able to
relate information, in particular in digital form, to reality and justified approximations
of possible pasts. Adopting knowledge from third parties must be based on frust in
the diligence and honesty of the providers, the ability to get access to physical
evidence from the providers and to verify propositions by multiple independent
sources. Applying this principle, chains of trusted knowledge fransfers emerge with a
human provider at each link. Even if providers are no longer alive and evidence no
longer extant, there must be a living curator able to provide evidence for the
authenticity of the last knowledge transfer in the provenance chain. Whereas the
traditional scholarly citation practice has yet to find its lost way back into digital
documentation, the wuntapped capacities of digital technology allow
unprecedented new means to connect evidence, observation and fact to
conclusions and interpretations, be it about digital or material content. This
presentation will show how current semantic technologies and effective Open
Source solutions can allow for a feasible management of curated digital information
as linked trusted sources, open to scholarly scrutiny, criticism and revision. In a world
of fake news and ignorant proliferation of pseudo-facts and pseudo-evidence, it
should be an ethical incentive for museums not to sell anonymous ready-made
opinions on Websites like ultimate truths, but to embed their invaluable digital
information in an open and fransparent, evidence-grounded scholarly discourse, in
which curators, professional and private researchers can participate.

(*) part of the definition of museum proposed to ICOM by CIDOC 2019

Ta Mouocia g A§iomoTteg Mnyég N'vadong: Meragpopd og EQIkTéc Wngplakés
Yrmnpeoisg

Ap MapTiv NTep kai Ap NavAog dapaiiog

Kévtpo MoAimiouikng MAnpogopikng, Epyaatnpio MNANPOQOPIAKWY XVOTNUATWV
IvoTitovTo MAnpogopikng, 1spvua TexvoAoyiag kal Epevvag, Kontn

“Eva pouaoeio gival vag HovIPOG OpYavIoUOG LTTELOLVOG Yia TN SIAPLACEN TV
LDAIK@V KAl ALARYV TEKUNPEIWY TOL TTAPEABOVTOG KAl TOL TTAPOVTOG, YIA VA KATACTAOE!
aLTA TTPOCPRACIUA CHPEPA Kal va Slac@alicel Tn S1IaBeciuoTNTA TOLG OTO PEANOV. (*)”
OEWPWVTAG TN YVOON WG TEKUNEIWUEVN TIETTOIONON, ATTOSEXOUACTE OTI N YVWOoN
LOTTAPXEI ATTOKAEIOTIKA OTOV AVOPWTIIVO VOUL, O OTIOIOG €ival IKAVOG VA CLOXETIOE
TTANPOPOPIES, 160G YNPIOKAG MOPPNGS, HE TNV TTPAYUATIKOTNTA KAl E QITIOAOYNUEVES
TTOOOEYYIoEIC TMOAVYV TTAPEABOVTWY. H LIOBETNON YVWOEWY ATTO TRITOLG TTPETTEl VA
Baociletal oTNV €uUTMOTOOLVN, OTN OCULVETTEID, OTNV EINIKQIVEID TWV TTAPOXWV, OTN
duvaToTNTa TTPOCRACNG OTA PLOIKA TEKUNPIA KAl OTNY £TAANBELON TV ICXLPICUWV
ammo TTOAATIAEG ave€ApTNTEC TTNYEG. Epappdlovrag avth TNV apxn, eugavifovral
aALoibeg "MPoEAeLONG yvwong”', TTOL ATTOTEAOLVTAI ATTO A&IOTIIOTOLG KUETAPOPEIG
YV@OoNG) KAl Ao avBpITIVOLG TTAPOXOLS O KABE cLVEEOUO TNG AALCISAC. AkOuNn
Kal av ol TTapoxol ev ival Tma {vTavoi Kal eV LTTAPXOLY TTAEOV ATTOSEIKTIKA OTOIXEIQ,
TTEETTEl VA LTTAPXEI EVAG ETTIMEANTAG TTOL VA UTTOPEI va aTToSEiEel TNV ALOEVTIKOTNTA TNG
TEAELTAIAG UETAPOPAG YVONG OTNV aAALcida TPoéAevoNns. Eveo N TTAPAdOCIaKn
TTOQAKTIKA TV AKASNUAIKGV TTAPATTOUTTIWV &€V £XEl AKOUN PPE TOV XAUEVO SPOUO TNG




oTNV WYNQIAKN TeKPUNEIion, avagiomoinTteg SuvaToTNTEG TNG WNPIAKNG TEXVOAOYIAG
TTOOOPEOPOLY  TTPWTOTTIOPIAKOLS  TEOTTOLG  SIAcLVEECNC  OTOoIXEIWY, 6eSOouEVLYV
TTAPATAPNONG KAl YEYOVOTWV HE CLUTTEPACUATA KAl €QUNVEiES, €ite TTPOKETAl YIA
WYNPIaKO ETe yIa LAKO TTEQIEXOPEVO. H TTapovoiacn avth armookoTtrel va &eiel g
TPEXOLOEC ONUACIOAOYIKEG TEXVOAOYIEC O CLVOLACUO HPE QATTOTEAEOUATIKEG AVCEIG
AvoIXTOU Kbika pmmopoLyv va LTTooTnpiEovy TN SIAXEIQIoN KAl ETTIUEAEIA WNPIAKDY
TTANPOPOPIDY G SIAacLVEESEUEVEG QLIOTTIOTEG TINYEG, QAVOIKTEG Of€ ETIOTNUOVIKO
EAEYXO, KPITIKA KAl avaBepnon. e évav KOOUO WeLdWV e16Noewy, OTTOL WeLdN
SeSopéva kal oTtoixeia TTOANATTAACIAZoVTAl, TTOAEG QPOPEC APEARDG, HE YPNYOPOLGS
PLOPOLC, T POLOEIA TTPETTEI VA £XOLY WG NBIKO KivNTPO TNV ATTOPLYN dNUOoCcieLONG
AVQOVLU®V (TOTTOTTOINUEV@VY ATTOYERDY WG ATTOALTEG AANBEIEC KAl VA OTOXELOOLY
oTNV &VOWUATOON TWV AVEKTIUNTWY WNPIAKWDY TOLG TTANPOQPOPIY CE  AVOIKTH,
Slapavn Kal EMOTNUOVIKA  TeKUNPIWUEVN oLlATNON, OTNV OTToId  JUTTOPOLY  va
OULUMETEXOLV ETTIUEANTES, ETTAYYEAUCTIEC KAI I6ITEG EDELVNTEG.

The digital transformation of museums: challenges and future directions

Dr. Maria Shehade, Research Associate, Museum Lab - Research Centre on
Interactive Media, Smart Systems and Emerging Technologies (RISE), Cyprus

Dr. Theopisti Stylianou-Lambert, Associate Professor, Cyprus University of Technology/
Leader of Museum Lab - Research Centre on Interactive Media, Smart Systems and
Emerging Technologies (RISE), Cyprus

In light of the digital transformation of our everyday life, museums all over the
world are currently trying to adjust and embrace technological innovations so as to
keep up with the new developments on interactive and emerging technologies.
However, it appears that incorporating and cultivating such a technological
dimension in aspects of the museum operation is not always as smooth as in other
areas of everyday life in which these technologies are used. Apart from practical or
other challenges it appears that in many cases the attempts towards a digital
transformation of museums may also challenge traditional museological values and
affect the very nature of the museum experience offered to visitors.

The aim of this presentation is to critically examine and assess these
challenges focusing on technologies that are currently used inside the museum
space such as interactive kiosks, touch screens and virtual or augmented reality
applications. The presentation will also explore how these challenges can be
addressed in order to provide fransformative and immersive museum experiences
and will highlight particular future directions that could guide the digital
transformation of museums so that new technologies can be used in more effective
and creative ways.

O YnPIaKog PHETAOXNUATIOUOG TV HOLOEIWY: TTPOKANCEIS KAl HEAAOVTIKEG
Karevlbvvoeig

Ap Mapia Xigxate, Research Associate, Museum Lab - Research Centre on
Interactive Media, Smart Systems and Emerging Technologies (RISE), Kbmmoog

Ap Oc¢orriotn XToAiavolL -Lambert, AvamAnpwrtoia Kabnyntpia, TexvoAOyIKO
MavemoTnuio Kotrpou/ EmkepaAng Tov Museum Lab - Research Centre on
Interactive Media, Smart Systems and Emerging Technologies (RISE), Kbrmoog




‘Exovtag uttown TIG MEYAAEG AANAYEG TTOL ETTEQEPE OTNV KABNUELIVOTNTA PAG N
Evrovn SIAXLON TWV VEWYV TEXVOAOYIWYV, TA POLOEIA O OAO TOV KOOUO TTPOCTIAB0LY
va TIPOCAPPOCTOLY OTN VEQ TTPAYMATIKOTNTA KAl VA LIOBETACOLYV  TEXVOAOYIKEG
KQIVOTOMIEG, @OTe va ouupadicovv pe TIG véeg eCelifeic oG SIadpACTIKEG KAl
AVASLOPEVEG TEXVOAOYIEG.

QoTOC0, @aiveral OTI N EVOWUATOON KAl N KOANEQYEIQ HIAG  TETOIAG
TEXVOAOYIKNG SIACTAONG O€ TITUXEG TNG AEITOLPYIAG TOL POLOEIOL SV ival TTAVTA TOCO
OMAOAR OTTWG T¢ AAAEG TITLXEG TNG KABNUEPIVAG (NG OTIC OTT0IEC XPNOIWOTTOIOLVTAI
AULTEG Ol TEXVOAOYIEC. EKTOG aTTO TTPAKTIKEG 1 AAAEG TTOOKANCEIG, PAIVETAI OTI OE TTOAAEC
TIEQITITACEIS O TTPOOTIAOEIEG KAANEQYEIQS HIAG WNPIAKNS SIA0TAoNG OTA povoeia
UTTOPEI €mMioNG va aupioPNTnoouLy TTAPAS0OCIAKES HPOLOEIOAOYIKEC afieG kal va
EMNEEACOLY TNV iSla TN PLON TNG HOLOEIAKAG EUTIEINIAG TTOL TTPOCPEPETAI OTOVG
ETTIOKETTTEG.

H mapovoca mapouvciacn OTOXO &xel va eCeTACEl KPITIKA KAl va afloAoynaotl
QULTEG TIC TTPOKANCEIG PE EUPACN OTIG TEXVOAOYIEC TTOL XPENOCIUOTTIOIOLVTAI CHUEQT
MECA OTO HOLOEIOKO XWPO, OTTWG dIadpacTIKA TTOALUECT, 0BOVEC APNG KAl
EPAPPOYEG EIKOVIKNG N ETTALENUEVNG TTPAYUATIKOTNTAG. H TTapovaciacn Ba Sigpevvnoel
ETTIONG TOV TPOTIO E TOV OTTOIO UTTOPOLYV VA AVTIUETWITIOTOLV ALTEC Ol TIPOKANCEIG,
OTE TA POLOEIA VA TTPOCPEPOLY POVASIKES euTTEIRiEC euPLBIONG (iImmersion). ©a
avadelxBoLV eTTIoONG CLYKEKPIUEVES UEANOVTIKEG KATELOLVOEIG TTOL Ba PTTOPOLCAV Va
KaBodnynoouv ToV WNQPIAKO HETACXNUATIOMO TWV HPOLOEIWY, £TOI WOTE Ol VEES
TEXVOAOYIEG VA WPTTOPOLV VA XPNOIYOTTOINGOLY [PE TNO  ATTOTEAECHATIKOVLS KAl
SNUIOLPYIKOVLGS TEOTTOLG.

AVTIOTPEPOVTAG TOLG POAOLG: TA AYLXA AVTIKEIUEVA TNG TTOAITIOTIKNG HAG
KAnpovouidg evravebouy Kal 0 avepwmvog aiocnrnpag

XapaAautrog MNartpikakng, AvamiAnpatnc Kabnyntng, Tunua HAeKTooAOywY &
HAekTpOVIKGY Mnxavikwy, MNavemaoTnuio AVTIKNG ATTIKNG

O1 TexVOAOYIKEG €EENIEIC TV TEAELTAIWY €TV, KAl €16IKOTEPA TO SIASIKTLO TWV
TTEAYHATRV, O VEPODBTTOAOYIOUOG KAl N PNXAVIKA UAaBnaon, éxouv daael TN duvatodTnTa
yla Tn OLYKAION TOL NAEKTPOVIKOL KAl TOL PULOIKOL KOOWOL, Of¢ &va evidio,
«KLREPVOPLOIKOY TTEPIBAAAOY, OTTOL N TANPoPoOEiIa kal n aflormoinon TG Sivel TN
duvatotnTa yia emavinuévn TTANPOPOENCN, EUTTIEIPIA KAl Katavonon. 1€ AuTO TO
TTEPIBAANOV, N WNPIOTTOINCN, N OTToIA PEXPI TPA NTAV TO {NTOLPEVO OCOV APOPA TN
xpnon TV TME oToVv XWPEO TOL TTONITIoHOL, Sivel TN BECN TNG O¢ VEEG KATELOVLVOEIG KAl
5pA0CEIG, Ol OTTOIEG EOXOVTAI TTAEOV VA XTICOLY TTAVE OTN PACN TTOL SNUIOLEPYNTE ALTA
N WN@IOTToiNoN. XTOXOC TTAEOV SEV €ival N NAEKTOOVIKI KATAYPAPH TNG TTANPOPOPIAG,
AAG n xPeNon TNG, MeE €EATOPIKELUEVO KAl ATTOSOTIKO TPOTIO, YIA TNV KAALTEON
KaTavonao, kal eme€epyaaia NG yvwong.

1€ ATAVTNON TV TTAPATTAV® TIPOKANCEWDY KAl AVAYK®V, £XOLUE TNV EUPAVION
VEQWV TPOTIWV HE TOLG OTTOIOLG PTTOPOVUE VA EABOLUE O€ ETTAPN UE TO TTONITIOTIKO UAG
TTAPEABOV, APAVOVTAG TTIOW TN YPAUUIKR, KATELOLVOEVN KAl YOVOANIOIKN EUTTEIDIA TNG
avayvwong N TTapakoAoLONONG KEIPEVOL KAl TTOALMESIKOL LAIKOUL. KaIVOTOUEG
TTOOTACEIC TIEECRELOLY TN SIASPACTIKN EUTTEIQIA, N OTIoIa EMMTPETEN TNV TTANEN
EAELOEPIA TNG €TTIKOIVOVIAG, KAl TNV €EATOUIKELON TWV YVWOEWY, AEIOTTOIOVTAG TIG
SuvaTOTNTEG YIA MIEN TOL PLOIKOL KAl NAEKTOOVIKOD KOOUOL O€ £va EVOTIOINUEVO
KOREPVOPLOIKO TTEPIRAAOYV. ATTO TNV AAAN, N SLVATOTNTA YIA KIVNTO LTTOAOYIOHO,
Sedopévn TIAEOV HECW TWV EELTIVAOV CLOKELWV (TNAEPOV®YV), PAC ETTEETTEl VA
AEITOLPYNOOLPE WG EVEPYA HWEAN TNG TTPOCTIABEIAC YIA TTPOCTACIA, CLVTAPENON KAl




SlatTnENon TNG TIONTIOTIKNG HAG  KANPOVOUIAG, HECW MOVTEAWY  OLAANOYNAG
TTANPoPopiag TTov Bacilovtal oToV TTANBOTTOPICUO.

Ye auTtd TO TACiclo, Tapovoidlovial dvo SpAcEIC, O OTIoiEC €ival oTnv
KATELOLVON TNG TTANPOLG EAELOEPWONG TNG EUTTEINIAC ETTIOKETTTN O€ £VA POLOEIO PECW
NG XPNong £ELTTVAY PonBwy (chatbots), TTov KAvouy XPNOoN UNXAVIKAC UaBnong, Kal
NG xPNoNG TTANBOTTOPICUOL YIa TNV TIOOCTACIA PVNUEIY TTONITIOTIKNG KANEOVOUIAG.

Reversing the roles: Animating cultural heritage objects, and humans as
sensors

Charalambos Patrikakis, Associate Professor, Department of Electronic and Electrical
Engineering, University of West Attica

Recent technological developments, and in particular the Internet of Things,
Cloud Computing and Machine Learning, have enabled the convergence of the
virtual and physical worlds into a single, "cyberphysical® environment, where
knowledge and its exploitation provides the opportunity for enhanced information,
experience and cognition. In this environment, digitisation, which has so far been
the primary goal as regards the use of ICT in the cultural domain, gives its place to
new goals, which build upon the (hnow existing) digitised representations of artefacts
and cultural heritage sites. The aim is no longer electronic representation of tangible
information, but its use in a personalised and efficient way, in the course of better
understanding and processing of knowledge.

In response to the above challenges and needs, new ways which enable the
connection with our cultural past have emerged, leaving behind the linear,
directional and monolithic experience of reading text or passively attending the
reproduction of multimedia confent. Innovative proposals feature an inferactive
visitor's experience which allows complete freedom of communication and
personalization of knowledge, while making full use of the potential of mixing the
physical and virtual worlds in a unified cyberphysical environment. On the other
hand, the ability for ubiquitous computing, as offered through smart devices
(phones), enables us to act as active participants on an endeavour to protect,
sustain and preserve our cultural heritage through crowdsensing.

In this context, two proposals are presented, serving the needs of a fully
interactive and partficipatory visitor's experience, as this can be supported through
the use of smart assistants (chatbots) enabled by Machine Learning algorithms, and
the use of crowdsensing to protect cultural heritage sites.

3n Ivvedpia- Session 3

MPAKTIKA KAI ©EQPHTIKA ZHTHMATA
CONCEPTUAL AND PRACTICAL IMPLICATIONS

Eikovikn Mpayuarikornta Kai véeg TeXvoAoyies ora Mouocia
AnunTenc EppaiuoyAou, AlbBuvayv YouBovAog, ISpvua Melovog EAANviouou

ITNV OMINId TOL O KLPIOG AnuUATENG E@paipyoyAov Ba meplypdwe TS TO
16pvpa Meilovog EAANVICHOL NéN atto TIG KATACTATIKEG TOL ETITAYES XONOIUOTIOIEN TIG
VEEG TEXVOAOYiEC yia TNV TTapovoiacn Kal TTEOROAN OeudTtwy TTOL ATITOVTAl TOL
EAMNVIKOL TTONITICPOUL KAl TNG TTAPAS0ONG. 1TN CLVEXEID BA TTAPOLOIACTEN N «@OAOGCY,




10 B¢atpo Eikovikng Mpayuatkotntag tou Kévipou MoATIopol «EAANVIKOG KOouogy
KAl aVAALTIKA Ol EIKOVIKEG TTEQINYNTEIC KAl O TOICSIACTATES TAIVIEG TTOL TTPOPRAAAEI, EV
Ba 500¢i pia eikdva amd Ta OXONA KAl TIG PEXQ! TOPA TTAPATNENOCEIS TV ETTIOKETTTV.
Emiong, Ba yivel avapopd ot projects TTou éxouvv avaineBei amod 1o 1spuvua Meilovog
EAANVICUOUL OTNV TTEPIPEQREIT KAl O AANOLG XWPOLGS EKTOC TOL Kévipou MONTIoUOUL
(EAANVIKOG KOOPOG), OIS YIa TTApAdelyua SpAcelC EKOVIKNG avarmapaoTaong Kal
TTPOYPAUUATA TPICSIACTATNG EKOVIKAG TTOAYMATIKOTNTAC Of JOLOEId eKTOC ABNVV.
TeNog, Ba yivel pia ocbvToun avagopd ot TTpoypdAuuaTa augmented kal enhanced
reality, T1a omoia eme€epydlovial auth) TNV TEpiodo N opdda  EIKOVIKAG
MNpayuaTikoTNTAg ToL I6pLUATOG MEiIlovog EAANVIGUOL.

Virtual Reality and cutting edge technologies in Museums
Dimitris Efraimoglou, Director, Foundation of the Hellenic World

In his speech Mr Dimitris Efraimoglou will present how the Foundation of
Hellenic World used, ever since it was founded, new technologies to promote the
Hellenic culture and heritage. In addition, he will present “Tholos”, the Virtual Reality
Museum that hosts the digital collections of the Foundation of the Hellenic World by
creating photorealistic reconstruction of ancient sites, buildings and monuments. He
will mention visitors’ reactions and comments on “Tholos” and the immersive
experience they are going through during their visit. Mr Efraimoglou will also present
FHW's projects outside Attica Region which used VR reality applications in other
peripheral museums and cultural centers. Lastly, audience will have the chance fo
have a “sneak peek” on new augmented /enhanced reality projects that will be
presented at Hellenic Cosmos Cultural Centre & Museum by FHW's VR team.

The educational point of view on the digital challenge: some reflections and
an experimental project
Prof. Emma Nardi, ICOM Executive Board - MéAOG EkTeAeaTIKOU XouBovAiov ICOM

A project of educational activity must be carefully planned. In particular five
aspects must be considered: affective dimension, transfer of knowledge, coaching,
assessment, indivisualization. In each of these aspects technology can play an
important role to improve the activity. Examples will be given, taking into
consideration In interior puero, a project developed between the Centre for
Museum Education of University Roma Tre and the Vatican Museums.

Mrmopei n Baon Sedopévav va apnynbci iIoTopicg; Ta yngiaka ekOiuara Tov
Movuocgiouv TnG MAAng Tov BoAov
Ap lovAia lMevralov, MavemoTnuio @scoocaliag kal EAANvIKO AvoIkTo avemoTnuio

H avakoiveon mmapovoiddel Ta YneIaka ekBEUATa TToL SnuIoLEPYABNKAV YIa TO
Movoeio Tng MOANG ToL BOAoL, TG oToia vTNPEAV TTPOIOV &VOG TTOALXOPOVOL
SIETTIOTNUOVIKOL £0ELVNTIKOL TTPOYPAUUATOC ToL MavemoTnuiov @ecoaANAg Kal TOL
Mouaoegiou TNG MOANG ToL BOAOL. XTOXOC TOL TTPOYPAWUATOS NTAV, LETAEL AAAWYV, Va
SNUIoLEYNOCE Pia WPNPIAKA LTTOSOWN YIA TNV OPYAVWON TNG TTANPOPOPIAG, N OTToIa
Ba eixe TTOAATIAEG SuvaTOTNTEG: VA PIANOEevEl TTANPOPOPIEG TTOL TTAEAYOVTAl OTO
TTAQICIO TTEPIOSIKWY EKBETEWY, VA SNUIOLPYEI TITANPOPOPIA ETOIUN TTPOC XPNON YIA TIG
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EKOECEIC TOL POLOEIOL, VA AEITOLEYE ALTOVOUA WS ‘WYNPIAKO EKOEPA’ AVOIKTO TTPOG
SigpedvNon ammo TOLG ETMIOKETTEC TOL Movoeiov. H avakoiveon mapovoiadlel TO
OKETITIKO HE PACN TO OTOI0 OXeSIAOTNKE KAl LAOTIOINONKE QLTH N OPYAVWTIKA
ormodopn, KABWG KAl TO TEANKO ATTOTEAECHA TTOL €KTIOETAI OTOLG XWPEOLG TOL
Mouaoegiov. Me agetneia avto To TTAPAdelyua, oculnNTd BewENTIKOLS TTEORANUATIOUOLS
AVAPOPIKA PE TN VONUATOSOTNCN TNG TTANPOPOPIAG, TN AEITOLPEYIA TNG TTANPOPOPIAC
WG €KOEUATOG, AMG kal Tn duvaToTNTa OXeSIACUOL  SLVAPIKWY  TTOALTPOTTIKV
EKOEUATV TTOL Ba PeTARAANOVTAlI AVAAOYQ UE TIG EKOETIKEG AVAYKEG TOL POLOEIOL.

Can database narrate stories? The digital exhibits of the City Museum of Volos
Dr loulia Pentazou, University of Thessaly and Hellenic Open University

The paper presents the digital exhibits created for the Museum of the City of
Volos, which were the product of a long-term interdisciplinary research program of
the University of Thessaly and the Museum. One of the aims of the program was to
create a digital multifunctional platform for the organization of information,
adequate to: host information produced in the framework of temporal exhibitions,
create ready-to-use content for museum exhibitions, operate autonomously as a
'digital exhibit' open for exploration by Museum visitors. The paper discusses the
rationale behind the design of this platform as well as the final exhibit presented at
the Museum. The specific case study is discussed within a broader theoretical
context focused on the signification of information, the function of information as
exhibit as well as the possibility of designing dynamic multimodal exhibits that will
vary according to the museum's exhibition objectives.

ExmraiSevon kai MoAimiouog otnv emoxn t1ev Néwv TexvoAoyiwyv. To Movotgio
BuZavTtivoL MoAImicuob Ocoocalovikng
Ap AyaBovikn Tailirakoo, AlevBuvtpia Mouaeiov BulavTtivou MoAimiouoL

H xpnon Vveéwv TeXVOAOYIV  QTTOTEAE onuavTikO  PAUA  TTPOG  TOV
EKOLYXPOVIOUO TWV EAANVIKQV HPOLOEI®Y Kal Tou idlov Tov Mouoeiov BulavTivov
MoNTIOHOL. H TexvoAoyia TV TTOALPECKV TTOOOCPEQEN OTNV eKTTAISELTIKN Sladikaaia
vEa TTOIOTNTA OTN SIAAOYIKN ETTIKOIVQViA, avapabuiloviag Tnv mpocPacn e OAOLG
TOLG XPNOTES KAI ISIITELA TV ATOUWY PE AvaATTnPIa.

X170 Mouaceio Bulavtivobd MOAITIoHOL XeNCIUOTIOIOOVTAl WNPIOKES EPAPUOYEG,
OVYXPOVEG TEXVOAOYiEGC TTANPOPOPNONG KAl ETTKOIVAVIAG (Bivieo, Rivieo - TTaixvidia,
Slapaveieg, TTPOPOAEG, 0BOVEG APNC, PWTOTPATIE(EG, NXNTIKA VTOKOLWEVTA), TTOL
TTOOOPEPOLY OTOLG ETTICKETITEG TNV EKTTAISELON O CLVOLACHO HPE TNV YPLXAYWYIA WG
€€NG: 1) TN YOVIUN €kBeon (Rivieo, 0B6OVeS apng oTIG aiBovoeg «To PLIAVTIVO KOACTOON
Kal «AVAKOAADTITOVTAG TO TTAPEABOVH, NXNTIKA - ATITIKA TTIEQINYNON YIA TOPAOLG KAl
AaToua e TTPOPAAUATaG Opaong e TITAO «AyyiETe kal yvwpiote 1O Buldvtion, ue
EVNUEPWTIKO PLAAGSIO YIa TOV CLVOSO, EPAPPOYN YIA EELTTVEC KIVNTEC TNAEPGVIKES KAl
NAEKTOOVIKEG  OULOKELEG, MIa  SIASPACTIKA  EKTTAISELTIKA  TTEQINYNON  HE  TITAO
«AIQOKESAOTIKO Mouvaoeion). 2) ITOV XWPEO ULTTOSOXNG TOL MoLOEIoL (NAEKTPOVIKN
TTAQTPOPUA: «EEEpELVVTAC TOV KOOPO ToL Bulavtiovy, TTapaywyrn ToL EKBMM -
@eococalovikn). 3) ITIC TEQIOSIKEG €KOECEIC yIA va EUTTAOLTICOLHE HE SIASPACTIKO
TOOTIO TOV APIBUO TWV EKOEUATWY PAG, €I8IKA OTNV TTERITITWON TNG AVETTAPKEIAS TOL
XWPOL  TIPOCHETOVTAG  TTIEPICOOTERES  evOIAQEPOLOESG  TTANPOPOPIEC KAl
TTOOOEAKLOVTAC VEOLG ETTIOKETTTEG. 4) XTn pOvIUNn €kBeon Tou AevkoL TMvEYyoUL,
TTaPoLOIAZOVTAG HIA I0TOPIA 23 AIV®Y TNG TTOANG TNG ©eCCAAOVIKNG PECK KLPIWG
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TTOALUECIKGV KAl SIASQACTIKWV £PAPPOYQV €IKOVAG KAl NXOL. TO ETTIKEIUEVO QYO A
de TiTAo «To Wnopiakd Movoeio BulavTivold MoAITICHOL: aTTo TNV €&KOVA OTNV EUTTEIQION
ATTOOKOTTEI OTNV TTEPAITEPG AVATITLEN TWV LTTNEECIWYV TOL MOLOEIOL YIA TN PEATIOON
TNG EUTTEINIAC TV ETTICKETTTAV KAl TV TTONITWV EVIOG KAl EKTOC MoLCEoL Kal TNV
TTOOCEAKLON  VEOL  ETTAVAAAUPAVOPEVOL  KOIVOL, HE  WNQPIOKESG  SIaSPAOTIKEG
EQAPUOYEG, NXNTIKEC kKal Bivieo Eevaynoeg yia ATopda e TTPOPRAAUATA  AKONG,
EPAPPOYEG  €TALENUEVNG  TTPAYMATIKOTNTAG,  EKTTAISELTIKEC  WNPIOKES  SpAoElg,
BEATIOUEVEG LTTNPETIES SIASIKTLOL.

Education and Culture in the New Technologies Era. Museum of Byzantine
Culture, Thessaloniki
Dr Agathoniki Tsilipakou, Director of Museum of Byzantine Culture

Using new technologies is an important step towards the modernization of the
Greek Museums and the Museum of Byzantine Culture itself. Multimedia technology
offers to the educational process a new quality in interactive communication,
upgrading access to all users and especially to the people with disabilities. In the
Museum of Byzantine Culture we use digital applications, modern information and
communication technologies (videos, video — games, slides-show, projections, touch
screens, light boxes, sound documents) offering to the visitors the edutainment as
follows: 1) In the permanent exhibition (videos, touch screens in the rooms «The
Byzantine Castlen and «Discovering the Pasty, audio - tactile tour for blind and
visually — impaired visitors titled «Touch and discover Byzantiumy» with brochure for
the accompanying person, the App for android platforms, an interactive
educational tour fitled «Amusing Museumy). 2) In the lobby of our Museum
(electronic platform: «Exploring the world of Byzantium»n, a production of the
European Cenftre of Byzantine and Post Byzantine Monuments (Thessaloniki). 3) In our
temporary exhibitions to enrich in an interactive way the number of our exhibits
especially in the case of luck of sufficient space adding more interesting information
and to attract young visitors. 4) In the permanent exhibition of the White Tower
presenting a 23-century history of the city (Thessaloniki) via multimedia and audio
guide. Our forthcoming project titled «Digital Museum of Byzantine Culture: From
Vision to Experiencen has to develop our local service infrastructure in order to
augment the visitor experience in and outside the Museum, with digital interactive
applications, guided tours deployed on visitors" mobile devices, video - guides for
hearing impaired visitors, augmented reality, educative interactive applications,
web services.

«Virtual but...real. Ta Mouvocgia touv MoAITioTikob 165pbuarog Ouidov Meipaicdg
oTNV YnPIAaKn ETOxXNN

DTN AAgBiCog, MpoioTauevog TexvoAoyikwv Epapuoywy, MoAmoTiko 1spuvua
OuiAov lMeipaicdg

MNwg Tpodlaypd@etral 0 POAOG TWV HPOLOEIWY TNV E€MMOXAN TNG TETAPTNG
BlounxavikNg emavaotaong; g pmopoLV Ta povoea va afloToiNoouy TG
SLvATOTNTEG KAl TA €OYAAEIA TTOL TTPOCPEPOVTAl ATTO TNV TEXVOAQYIKI KAIVOTOUIQ,
TTOOKEIUEVOL VA AVTATIOKPIBOLY OTIC CLYXPOVEC TTPOKANCEIC KAl VA EVIOXLOOLV TN
Sieiobvar) TOLG OTOV KOIVWVIKO 10TO; ALTA eival PePIKA POvo amd T1a Pacika
EQWTAPATA TTOL ATTACYXOAOLY CHPEPA TO MOAITIOTIKO 16pvua Ouidov Mepaicg (MOn),
OTO TTAQICIO TNG AEITOLEYIAC EVOG AIKTOOL €VVEQ BOEUATIKGV MOLOEIY OTNY EAANVIKA
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TepIpEPEIa. Movoeia TToL PPICKOVTAI, WG ETT TO TTAEICTOV, YAKPIA ATTO PeYAAQ ACTIKA
KEVTOQ KAl OpeiAoLY va afloTroloby OAa Ta SIABECIUA €OYAAEIQ yIO VA AVAVEDVOLY
OLVEXWG TNV TTAPOLOIA TOLS KAl VA TTAPAPEVOLY SIAXPOVIKG KAl ETTKAIPA, TTPOGC
OPENOG TWV ETTICKETTTAV TOLG AAAG KAl TV TOTTIKGV KOIVRVIWV.,

Ye ETTOXN OTTOL N SLOXEPNG OIKOVOUIKN CLYKLPEIA KAl N CLVAKOAOLON Kpion
afloov &xovv embpdcel apvnNTIKA oTn duvaToTNTa TTPOCRACNS TWV TIONTWV OF
TTONTIOTIKA ayaBd KAl O¢ QVTIOTOIXEG LTTNPEETCIEG, £va oLYXPOVO AIKTLO MouvoEiwyv
TEETTEl VA TTPWTOCTATEl OTNV AfloToinon OAWV TV SIABECIUWY  APNYNUATIKWV
EQYOALiV yIa TNV LTTOOTAPIEN TNG TTPOCPRACNG OAOEVA KAl ELPVTEPWYV KOIVRVIKGDV
opadwyv OTIC LTTNPETIEG TOL. L& ALTO TO TTAdiCIO, To MIOM aotrolei OAa Ta Siabéoiua
XPNUATOSOTIKA €QYAAEIQ YIA TNV LAOTTOINCN TTEOYPAUUATWY, TA OTTOIA OTOXELOLY OTN
Snuiovpyia WNPIOKWY €PYAAEIWY, TTOL TIAQICIOVOLY TIG MOVIUEG €KBECEIC TWV
MouaEgiwV TOL Kal SIELEPVLVOLY TNV EUTTEIRIA TWV ETTICKETTTAY TOLG.

“Virtual but...real. The Cultural Foundation of the Piraeus Bank Museum
network in the digital era”

Fotis Alevizos, Head of IT and Digital Applications, Cultural Foundation of the Piraeus
Bank

What is the role of museums at the time of the fourth industrial revolution?
How can museums take advantage of the opportunities and tools offered by
technological innovation to meet contemporary challenges and enhance their
penetration into the social fabrice These are just some of the key questions currently
being addressed by the Piraeus Group Cultural Foundation (PIOP), as part of the
operation of a Network of Nine Thematic Museums in the regions of Greece.
Museums, which are mostly far from large urban centers and must make use of all
available tools to constantly renew their presence and remain fimely and up-to-
date for the benefit of both their visitors and the local communities.

At a time when the difficult economic environment and the consequent crisis
of values have had a negative impact on citizens' access to cultural goods and
related services, a modern Museum Network should take the lead in leveraging all
available narrative tools to support the access of wider social groups to its services.
In this context, PIOP utilizes all available funding for the implementation of programs
aimed at the creation of digital tools that support the permanent exhibitions of its
Museums and enhance the experience of their visitor.

Between the digital and the real: dialogues between objects and
communities

Mdario Antas, National Museum of Archaeology, Lisbon and ICOM Europe Board
member

The potential of digital tools in museums is beginning to be recognized by
museologists and visitors. These technologies did not come to replace the real and
the unique experience that visitors have each tfime they interact with heritage.
Digital technologies in museums are fundamental tools to contribute to research,
conservation and education and community evolvement. The National Museum of
Archaeology has been developing experiments based on digital tools on an
ongoing basis since 2012. In the context of a European project called EMEE
(Eurovision- Museums Exhibiting Europe) the visitors were invited to discover the
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meaning of the objects. In this exhibition the digital devices functioned as support to
provide interaction with the visitors.

Today the Museum exhibits include solutions in which QR Codes and even
augmented reality are used to provide visitors with more information on the
exhibitions. Recently, we are developing solutions that go through photometry and
3D model constructions within the framework of another project funded by the
European Union: EULAC - Museums, Communities and Sustainability. The aim is to
give visibility to small communities and their heritage.

The project develops a 3D iconic object scanning program for these
communities. We believe that in this way we are adding value to our heritage and
sharing with other communities around the world.

NMAPAIKEYH 22 NOEMBPIOY / FRIDAY 22 NOVEMBER

4n Tuvedpia- Session 4

H WH®DIAKH / EIKONIKH EMIMEIPIA
THE DIGITAL / VIRTUAL MUSEUM EXPERIENCE: CASE STUDIES

Bringing Archaeology to life
Dorit Wolenitz, Director, Man and the Living World Museum, Israel

People who visit archaeological sites and archaeology museums, find it
sometimes hardto imagine or understand how it was looked like in the past.
In my presentation | will infroduce some digital methods that are used in Museum
and Archaeological sites in Israel, which help the visitors fo understand and even
experience the past.

Néeg TexvoAoyieg oTnv vnpecia TNG MOAITIOTIKNG KANPovouldg. H eumeapia
ammo 1o ApxaioAoyiko Mouaocio Teyéag
Ap Avva KaparravayiwTtou, MpoioTtauévn TNG Epopeiag ApxaloTATwy Apkadiag

To avapabuiopévo ApxaloAoyikO Mouaoeio Teyéag oTnyv MeAoTmdvvnoo, £va atto
TQ TTAAQIOTEQPA TTEQIPEPEIAKA SNUOCIA PoLOEIA TOL EAANVIKOL KPATOLG, Eekivnoe TNV
emavaAeTovpyia Tou 10 2014, Méca amd SVO BeuatikoLS AEOVEC Kal ETTIUEQLOLG
EVOTNTEG, TTOL AVATITOCOCOVTAl OTIG TPEG aiBovoeg KAl OToV TIPOBAAQUO TOL
Mouaoe€ion, TTPOCKAAEITAI O ETMOKETTTNG o€ éva TAidl e0wTEPIKNG avalnTnong  ME
06NYOLS TA LAIKA KATAAOITTA KAl TIC YPATITEG UAPTLPIEG TNG apxaiag TeyeaTikNg. To
MouLoEio «EICAYEl JIA CLVEKTIKN) EQUNVELTIKN OTPATNYIKN, EVOWUATWVOVTAG KAIVOTOUES
TEXVOAOYIEG LWNANG AICONTIKAGY, OTTWG AVAPEPETAl XAPAKTNEIOTIKA OTO KEPEVO TNG
S1akpIong Touv To 2016 aTod 1o European Museum Forum.

ITNV TTAPOLOA AvVAKOoiveon Ba yivel cLVToOUN TTAPOLCIACN TWV YNPIOKWYV
EPAPPOYWY TOL POLOEIOL KAl Ba emXelPNBE OXONACUOG Ye PAoN TNV EUTTEIRIA TNG
EVOUATOONG TV VEQDV TEXVOAOYIWV OTN POLOEIOAOQYIKN KAl JOLCEIOYPAPIK SOUN
TNG £kBeonNC.
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New technologies in the service of cultural heritage. The experience from the

Archaeological Museum of Tegea
Dr Anna Vasiliki Karapanagiotou, Director, Ephorate of Antiquities of Arcadia

After the recent renovation of the building and the exhibit make-over, the
Archaeological Museum of Tegea, one of the country’s first regional public museums
located in the Peloponnese, reopened in 2014,

Through two main thematic strands and several sub-sections, which unfold in
the anteroom, the three galleries, and the courtyard of the museum, visitors are
invited to a journey of inner search and knowledge guided by material remains and
written sources from the land of ancient Tegea.

In 2016, the European Museum Forum (EMF), under the aegis of the Council of
Europe, awarded the Tegea Museum with its highest distinction for outstanding
achievements for ‘placing the visitor at the centre of its thinking with infegrated,
state-of-the-art electronics, off ering a coherent interpretive strategy and a clearly
structured narrative.’

This communication will present a brief introduction to the digital applications
of the museum and aftempt to comment on the experience of incorporating new
technologies intfo the museum's museological and museographic structure.

«Ti va ommovddow:» ¥neiakn sumeipia-apnynon Mouoceiov IoTopiag Tov
E@vikoU kal KamobiorpiakoO Mavemornuiov Anvov

Miavvng lwavviéng, Mpoedpog, EpeuvnTtikd Kevipo «ABnvan, Kabnyntng
[TAnpo@opIkNg & TnAemikoivaviawy, EKMA

Ap Evayyelog MNamovAiag, MpoioTauevog TunuaTtog Mouaoeiv Kai IoTOPIKWY APXEIWY,
EKITA

H ouiAia aut) Ba eoTidoe oTov OXedlAouo, avarmTtuén kal afloAoynon pIag
EUTTEINIAG WNPIAKNG aprynong YIa KIVNTEG OLOKELES YIa TO Mouaoeio loTopiag Tov
EOvikoO kal Karmobdiotpiakol [MavemoTtnuiov ABnvav. H euttepia ocuvvéuadlel uia
TTAOVOIA OTITIKA, €IKOVOYPAPNUEVN I0TOPIA VOGS (PAVTACTIKOL XAPAKTAPA, £MMiS0LoL
@oITnT ToL MavemoTnuiov To 1840, Ue TTANPOPOPIAKO TTEQIEXOUEVO VIO TA eKOEUATA
TOL Mouaoeiov. @a ava@PePBOLUE OTIC OXeSIAOTIKEG PAG ETTIAOYEG YIa TNV IOTOPIa Kal
YIa TN CLVOAIKN euTTEIRIA, KAl oTNV afloAdynon TNG €MdPACNC TNG OTOLG ETTICKETTTEG,
TOOO OXETIKA PE TNV TEXVOAOYIKN TTOOCEYYIoN OCO KAl PE TNV TTAOKN KAl TTAPOLOIAoN
TNG I0TOPIAG.

“What should I study?” Digital storytelling at the History Museum of the
National and Kapodistrian University of Athens

Yannis loannidis, President, ATHENA Research Center, Professor of Informatics &
Telecommunications, National and Kapodistrian University of Athens

Dr Evangelos Papoulias, Director of the Department of Museums and Historical
Archives of the National and Kapodistrian University of Athens

This talk will focus on the design, development, and evaluation of a mobile
digital storyteling experience for the Athens University History Museum. The
experience combines a visually rich, illustrated and animated story of a fictional
character, an aspiring young student of the University in 1840, with informational
content about the museum’s exhibits. We will discuss our design choices for the story
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and overall experience, and the evaluation of its impact on visitors, focusing both on
the technology and the story perspective.

Real and virtual museums in the new displays of the civic art museums in
Italy. A suggestion.

Giuliana Ericani, Chair of the Council of Probi Viri ICOM ltalia, ICOM-Europe Board
member

Civic museums, particularly in northern Italy, represent a particularly
representative chapter of museum development in the eighteenth and nineteenth
centuries in the history of European museology and museology. Assembled, like the
great national galleries of Venice and Milan, by the dispersion of the heritage of the
great monastic collections after the de-nationalizations of the Serenissima or of the
Napoleonic decrees, and increased during the nineteenth century, but also of the
twentieth century, from the city collections, are an integral part of the city heritage
preserved on the surfaces of the houses, still in the churches and private collections,
of ancient or new setting up, of that “widespread” heritage that constitutes a
peculiarity of the Italian situation, but in general of Europe that has preserved the
heritage of their cities .Their ouffittings at their beginnings exposed the mulfi-
materiality of their collections.

In the re-settings of the second half of the twentieth century, on the example
of the great national art galleries and idealistic conceptions the different collections
were separated, exalting the painting collections. In a logic of recovery of the
original function of these museums, critical awareness of the cities, and in an
application of the idea of "cultural landscapes’, an exercise in the School of
Specialization in historical-artistic Heritage of the University of Padua hypothesized a
re-fitting of some sections of the Civic Museum in Padua, using the virtual to
reconstruct sets divided between the Museum and the city monuments.

Ynepiakés HoppES apnynong oTo HOLOEIAKO TTEPIBAAAOV:

H mepimTedoon Tov 18P ACTIKOL VTOKIHAVTEP HOLOEIAKOD BEATPOL

Ap PwTeIvn Beviepn, @eaTpoAOYOG- MOLTEIOAOYOG, EAANVIKO AVOIKTO [MAvVETIOTAUIO
HAiac Mappuapacg, KaAAiréxvng Wnpiakwyv Texvawv

TIG TEAELTQIEC SEKAETIEG, OTO TTAQICIO TOL PETAVEWTEPIKOL TTEPIRAANOVTOC KAl TGV
paybaiwyv TeEXVOAOYIKGWV e€eAifey, Ta povoeia PEICKOVIAlI AVTILETOTA JE  HIa
TTANBWPA VEWY EQYAAEIY, TIOAKTIKWY KAl TIOOTAYUATWY TTOL deTaoxnuaTti(ouv pidika
TIC AEITOLEYIEG KAI TNV ATTOCTOAN TOLG. H avayvapion TOL KOIVRVIKOL TOLG POAOL, TO
AITNUA EKSNUOKPATIOHOL TWY JOLOEIAKWY aPpnyNUATWY KAl N EUPpaAcn OTNV EUTTEIQIA
TV ETTIOKETITAOV/PIOV £XOLV KABOPIOTIKA ONUACIa OTOV OLYXPOVO HOLOEIOAOYIKO
Siahoyo. NMapdAAnAa, n avamTuén TNG WNPIAKAS TEXVOAOYIAC BETel VEEC TTPOKANCEIC
oTn dnuIoLPYIa KAl TTPOCANWN TWV POLCEIAKWY APNyNoewyV. O a@nynUATOAOYIKEG
avaldntnoeg TToL AVATITDOOoOVTAl O ALTO TO TAQICIO TIPOCAvATOAIlovTal, OTNV
TTASlOWN®Ia TOLG, TTEOG TNV avadelfn TWV HPIKPOIOTOPIWY, TTOL CLVEEOVTAI PE TA
HOLOEIOKA EKOEUATA KAl TN SNUIOLEYIA PN YRAUMIKGYV, SOVAUIKGY APNyNUATWV.

To SadpaoTIKO VTOKIUAVTEQ HOLOEIAKOL OedTPOL Eival &va  €OUNVELTIKO
gpyaAgio TTou cvvévadlel TN PeBOSOAOYIA TOL POLOEIAKOL BEATPOUL, PIAG EQUNVELTIKAG
oTPATNYIKAG TTOL YVwEIlel onuavTikh diadoon oTtn B. ELPGTIN KAl TOV AYYAOCAEWVIKO
KOOWO, YE TO S1IadpacTIKO VTOKIUAVTEQD, HIA TTOALUECIKN EQAPUOYN «TTOL EVOWUATOVEI
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oTOV TTLPNAVA TNG SOPNG TOL TN SIAdPACN WG KWAIKOTTOINUEVO PNXAVIOUO SIAVOUNG
TNG APyNoNG TOLY.

H avakoivewon 6a eoTidoel otn Slgpebvnon avToL TOL VEOL EPUNVELTIKOL UECOL
Kal Ba eeTA0El TIC TIPOOTITIKEG KAl TIG SLVATOTNTEC TOL OTO TTACICIO TWV CLYXPOVRV
EKOECIAKWV TTOAKTIKGV.

Digital narratives in the museum environment: the case of the interactive
museum theatre documentary

Dr Foteini Venieri, Theatrologist- Museologist, Hellenic Open University

llias Marmaras, Media Artist

Within the framework of the postmodern environment and the rapid technological
developments of the last decades, museums are faced with a multitude of new
tools, practices and demands, that radically transform their functions and mission.

Acknowledgement of their social role, the demand for the democratization
of museum narratives and an emphasis on the notion of experience, play a decisive
role in the current museological discourse. At the same time, the development of
digital technology brings new challenges in the production and perception of
museum narratives. The majority of narratological quests that develop in that
context are oriented towards the human stories related to the museum exhibits and
the creation of non-linear dynamic narratives.

The interactive museum theatre documentary is an interpretive tool that
combines the methodology of museum theatre, a popular interpretive strategy in
North Europe and the Anglo-Saxon world, with interactive documentary, a
multimedia application “that incorporates interaction in its core structure as a
codified mechanism for the distribution of narrative. The paper will focus on an
examination of this new interpretive tool, as well as on its potential. and perspectives
in the context of current exhibition practices.

KENTPIKH OMIAIA = KEYNOTE PRESENTATION

EmeKTeivovTag TO EIKOVIKO: TO HOLOEIO G LPPISIKA euTTEIPia
Mapia Pobooov, Emikovpn Kabnyntpia, Tunua lNMAnpo@opikng Kai TNAETTIKOIVEVIWY,
E6viko kai KammodioTpiako MavemoTtnuio ABnvav

H aflomoinon TV TexvoAoyiwv EikoviKAG MoayuaTtikdTtnTag amo Ta povoeia Kal
AANOLC XWPEOLG TTONITICUOUL, YIA TN SNUICLEYIA EUTTEINIV «EURLOICNGY YIa TO KOIVO
TOLG, £xel apxilel va wpIpadlel.

QoT1O0O, €KEl TTOL TIG TTPONYOLWEVEG VO OeKaETiEG, N EuPACN ATAV OTNV
aAvaTTapdoTACN ATITWV AVTIKEIUEVVY KAl XWPWY KAl N TToOoTIAea LTTEPRACNCS TWV
TIEPIOPICHWY, TTOL £BETE O PLOIKOG XWPEOG UE TN SNuUIoLEYIA PIAG SIAPOPETIKNG ALANG
TTOAYMATIKOTNTAG, N TACON TWEA &val N eVOWUATOON (LOIKOL KAl EKOVIKOL, N
Snuiovpyia LPRPEISIKWY eutTeipIY. O PLOIKOG XWEOSG AVASEIKVOETAI, CLUTTANPVETAI,
ETTEKTEIVETAI HECA ATTO TN CLVOTTIAEEN YE TO YNPIAKO. Ta ATITA AVTIKEIWEVA EVTACTOVTAI
KI  QTTOKTOLV TTPWTAYWVIOTIKO POAO OTIG WNQIOKES EUTIEINIEC TWV  ETTIOKETTTAV,
SNUICLEYWVTAG PIA LRPEISIKN TTPAYUATIKOTNTA.

Méoa amd Tapadeiypata epapuoywy Eikovikng MpayuaTtikdTNTag TToL £XOLV
SnuiovPYNBEl yiIa TTONTIOTIKOOG 1 ATLTTA EKTTAISELTIKOVG OKOTTOLCS, Ba SIEPELVACOLE
TOLG TPOTTOLC ME TOLG OTTOIOLSG N LPPEISIKA PLON TOL PEANOVTOG WETATOTTICEI TN
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oLlATNON O€ EUTTEINIEG TTOL AVAPEIYVLOLY TO TTIPAYUATIKO UE TO EIKOVIKO, EVTACOOVTAG
TTAPAAANAC TN SNuIoLEYIA CLVAICONUATIKAG EUTTAOKNG, TNV OLOIACTIKA SIAdpacn Kal
TNV KOIVWVIKA 8IA0TA0N WOTE TEAIKA VA APOPOLY TO KOIVO YIA TO OTIOIO £XOLV
oXeSIAoTE.

Extending the virtual: the museum as a hybrid experience
Maria Roussou, Assistant Professor, Department of Informatics and
Telecommunications, National and Kapodistrian University of Athens

The use of Virtual Reality in the GLAM sector (e.g. galleries, libraries, archives,
museums, etc.), for the creation of immersive experiences for visitors, has come of
age.However, whereas, to date, the emphasis has been on reconstructing the real,
in an aftempt to transgress the limitations of the built environment, nowadays, the
focus turns to the integration of the physical and the virtual. The physical space is
highlighted, complemented, and expanded through close coupling with the digital.
Tangible objects are integrated and play a leading role in the digital experiences of
visitors, creating a hybrid reality.

Drawing from a range of high-end immersive Virtual Reality applications
created for cultural or informal educational purposes, this talk will explore the ways
in which the future's hybrid nature is shifting immersive presentation from the mostly
didactic walkthroughs to experiences that are playful, emotive, social and shared,
meaningfully interactive, and, ultimately, relevant and resonant to those they are
designed for.

Session 5 - 5n Ivvedpia

WH®DIAKEL MPAKTIKEX
GOING DIGITAL IN PRACTICE

Ynopiakéc epapUoYES Kal 81a8pacTIKA OToIXEId G epyaAsia mpooAnyng Tou
vONUATIKODL TLPNVA TNG €KBeOoNG “ATMNXNOEIS TNG APXAIOTNTAS OTO £PYO TOL
Aounvikov @oToKOTTOLAOL”

Ap lavbn AonuakotrrovAou, Touéag Apxaloloyiag kai loTopiag 1ng Texvng, EBVIKO Kal
KarrobioTpiako MavemoTnuio ABnvav

‘ONO KAl TTEPICCOTEQES EKOETEIG KAl UOLOEIAKA TTOOYPAUUATA AfIOTTOIoOLY OTO
OXeSIAOPO TOLG WNPIOKA HECA KAl SIASPACTIKA OTOIXEId EVIOXOOVTIAG HE TOLG
TPOTTOLG ALTOVG TNV  EUTTIEINIA  TWV ETTICKETTTAV TOLG. H TTAPoOLOA avakoivewon
OKOTTELEl VA TTAPOLOIACEl CLYKEKPIUEVES ETTIAOYEC TTOL CLVEEOVTAl PE TN BeUATIKNA
EKOEON (ATTNXNOEIC TNG APXAIOTNTAG OTO £0YO TOL AOUNVIKOL @EOTOKOTTOLAOLY, TTOL
TTAPOLOIACTNKE OTN BAGIAKA Tov Ayiov Mdapkou (9 LemTepPpiov-6 OkTwPRpiov 2019,
HpdAkA&l0). ITOXOG TNG €KBEONG NTAV VA TTPOCPEPEN TA KATAAANAQ €EpYAAEia OTE TO
€LPL KOIVO VA TTPOCAAREl PE YLXAYWYIKOLS TPOTTOLG TN BEUATIKA TNG €KBECNG KAl va
ETOPEANOE TTOIKINOTPOTIWG ATTO TNV EUTTEIRIA TNG.

H ékBeon e Ynplakd LAIKO TTAPOLCIACE £PYA TOL @EOTOKOTTOLAOL, OTIWGS KAl
aPXaieC POPUES Kal PoTiRa TToL cLvééovTal e avTd. NMapPAAANAQ, O CLVEPYATIA e
TNV opada  Armekoviong  MNAnpogopiag  kar  Ekovikng  MpayuaTtikotntag
(www.vvr.ece.upatras.gr) Tou MavemoTnuiiov MNATPAG, AvamTLXONKAV EPAPPOYEG
TPICSIACTATNG ATTEIKOVIONG TOL APXAIOL CLUTIAEYUATOC TOL AAOKOOVTA, KABWGS KAl
WNPIOKA TTAPoLCIacn evOg TTIVAKA TOL @EOTOKOTTOLAOL O€ CLOXETIOUO PE Apxaia Kal
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avayevvnoiaka €pya pe SiyAwooeg emeEnynoelg. IxeSiAoTnKe, €mmiong, SiyAwoon
WNPIOKA EQAPUOYN TTAYVIS0LS AEITOLPEYIAG YIa KIVNTA TNAEPWVA, TTOL ETTITOETTEN TN
Silddpaon pe Ta ekOEPATA. AIQCLVEEOVTAG TOLG TIHVAKEG TOL @EOTOKOTTOLAOL ME
ATTEIKOVIOEIC APXTiWV KAl AVAYEVVNOIAK®WY £PYWV, JECA aTtod TIG SIKEG TOLG CLOKELEG
N tablet SIaBEciua oTOV XWPEO TNG EKOEONG, Ol ETTIOKETITEC ATTEKTNOAYV £VEQYNTIKO POAO
TTOOCAQUPAVOVTAC AuETA Kal {OVTAVA HIA TITLXA TNG KAANITEXVIKAG SnuUIovpyiag Tou
@eOTOKOTTOLAOL TTOL &€V €ival €LPVTEPA YVWOTH KAl APOPA TIC APXTIES TTNYES, Ol
OTTOIEG EXOLV EUTTVELOEI CEIPA POTIRWY OTA £oya ToL. EMSIOKOVTAG, OTO PETPO TOL
EQIKTOV, N €kOeon va gival TTOALAICONTNPEIOKN EUTTEIQIA, POULOIKA «NXOTOTTIAN, TTOL
Snuiovpynoe €bIKA yia TNV ékBeon o oLvBETNG TAoOC PWOOTTOLAOG, cLVOSELAY
KATTOIA atTO Ta  £PYA TOL OEOTOKOTTOLAOVL. H ETTIAOY ALTA CLVASEI e TN OTOXELON
TNG £€KBeONG VA €ival AVOIKT OTO MEYAADTEQO ELPOC KOIVOD, TTEQIAAUPAVOUEVRY TWV
ATOUWY e €8IKEG AVAYKES YIa TNV TTPOCPACN KAl TNV EVNUEQWON TWV OTIOIWV EiXE
ANPOEi 181QiTEPN PEPIUVA, OTTWS N JETAYQAPH TOL TTANPOPOPIAKOL LAIKOL TNG EKBEONG
oe kwdbika Braille. Mapéexovriag SIAQOPETIKOLS TOTTOLS WNPIOKWYV EPAPPOYWY, N
EKOEON «ATTNXNOEIC TNG APXAIOTNTAG OTO £PYO TOL AOMNVIKOL @EOTOKOTTOLAOLY &gV
TTEQIOPIOTNKE OTNV ATTAR TOTTOBETNON TWV £PYWV UTTPOOTA OTOLG ETTIOKETTTEG, AAAG
TOLG TTPOCEPEPE ETTITTAEOV ETTIAOYEG SIASPAOCNG TTPOKEIWEVOL VA EUTTAOLTIOOLY TNV
QIoONTIKN KAl YVWOIOAOYIKN TOLC eUTTEIRIAL.

Digital applications and interactive elements as meaning- making tools of the
exhibit “Greco’s Echoes”

Dr lanthi Asimakopoulou Department of Archaeology and History of Art, National
and Kapodistrian University of Athens

Consistent with the temporary trend, museum professionals, instead of
accepting their role as simply passing along information, are attempting to enable
visitors to actively create knowledge for themselves. Thus, in order to enhance the
viewer's experience, they include digital media and interactive elements in their
programs. This presentation intends to give an overview of the digital applications
used in the exhibition Echoes of Antiquity in the work of Domenikos Theotokopoulos
held at the Basilica of Saint Mark (? September-6 October 2019, Heraklion).

The exhibition displayed digital images of Theotokopoulos' works, as well as
representations of ancient sculptures, reliefs, prints and coins associated with them. It
also aspired to offer entertaining and learning instruments enabling visitors to
interact with the exhibits and to play an active role in receiving directly and vividly
the exhibition’s messages. So, in collaboration with the Visualization and Virtual
Reality group (www.vvr.ece.upatras.gr) of the University of Patras, an application
allowing the visitors to perceive a 3D model of the ancient Laocoon group provided
by the Musei Vaticani was developed. Another digital application relating a
painting by Theotokopoulos to eventual models from antique and Renaissance
sources was likewise available to the audience.

On the other hand, the Interactive Technologies Laboratory of the same
University designed a digital game allowing the players to “connect” the paintings
of Domenikos to artworks that bear morphological similarities. The visitors, using their
own mobile phone or tablets available at the exhibition, played an active role in
tracing the related works and at the same time perceived aspects of the painter’s
artistic creations that are not widely known, that is the use in his oeuvre of inventions
that he had drawn from the visual reservoir of antiquity, either directly or through
other artist’'s renderings. Furthermore, keeping with the exhibition’s aim to offer
visitors, as far as was possible, a mulfi-sensory experience, the composer Tasos
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Rosopoulos created specifically for this event accompanying ‘“soundscapes”
harmoniously attuned to some of Theotokopoulos's works. This choice was in line with
the aspiration the exhibition to be open to the widest possible audience, including
persons with special needs, for the access and informing of whom particular care
had been taken, as for example the translation of the exhibition texts into Braille
code. By offering, therefore, different types of digital applications, the exhibition
Echoes of Antiquity in the work of Domenikos Theotokopoulos did not put visitors just
in front of pieces of art to appreciate them, but provided them with choices
enriching their aesthetic and learning experience.

Yneiakoé Mouotio «lewpyiog lakwPiéngn, ota Xoénpa tng Aéofou
Yovia XapaAautribov, OuoTiun Kabnyntpia, IXoAn APXITEKTOVWV MNXavikwy, EBVIKO
MeTooBio MNoAvTexveio

To Wnpiakd Mouosio «lecpylog lakwpPidngy, oTo opevo Xwpld XOdnpea Tng
AeoPov, yevereipa Tou {yPAPOL, tival TO TTPWTO €€ OAOKANPOL Wneiakd Mouotio
Texvng oTnv  EAANGSA. 16p0Bnke 1O 2008, SIQUOPPWUEVO CLPPWVA  HE  EbIKN
HOLOEIOAOYIKA UEAETN PACIOUEVN OTIC VEEG TeEXVOAOYIEQ, @OTE va armodidel moTd
OANOKANPO TO £pYO Kal TN N TOL KATAEIWUEVOL OTO eEWTEPIKO KAl OTOV TOTTO WAG
EAANVa {odypdagov.

H &nuiovpyia 1oL Wnepiakob Mouaceiou «lewpPyIog IakWPRIdSNG), WG TOTTOG
oobvavinong NG TexvoAoyiag pe TNV Texvn, amroTeAel TTPWTOROLAIA TOL MOPPWTIKOL
kal MoAmoTikob |1§pvuaTtog "N.I. MAMNAAHMHTPIOY" kai ¢@opéa vAoTToOINONG TNV
Eraipeia KOIPANIA.  ITOXOG TOUL ¢&ival va TIPOO@EREI OTOV EMMICKETTTN KABe NAIKIAg
EVEIA@EOLOLOA ETTOIKOSOUNTIKN EUTTEINIAl, VA TTOOCEAKVEI 1I81AITEQA TOLG VEOLG PHECK TNG
TEXVOAOYIQAG VA ETTIKOIVGWVOLY BIOUATIKA JE TNV TEXVN, AUETA.

LEIPQ EKTTAISELTIKGV TTOOYPAMUATWY £XEl OXeSIA0HOEI ATTO €I6IKOVLG UE KOITAPIO TIG
AVAYKEC QAAG KAl TIG 161IAITEQOTNTEG TV pABNTWY TNG TPWTORABUIAS Kal
SevuTepoPabuIag ekmmaibevong. Evivmmol Odnyoi Pe TTANpoPopieg  yia TN {wn Kal TO
£EpYO TOL lakPidn, aAAG Kal pe §pacTNPIOTNTEG YIA TOLG PABNTEG avAAoya JE TNV
NAIKia TOLG, SlaveéuovTal OTA OXOA&ia WG TPOTIOG TTPOCEYYIONG MIAg evoeEXOUEVNG
emiokewns. EEOTTAICUEVO  €KAOTIKO €OYAOTNPIO TIPOCMEQETAl  YIO paABNTEG TNG
TTEWTORAOUIAG KAl TTPOOXOAIKNG NAIKIAG, OTTWG KAl XWPOG EVNHEQWTIKWY TTOOROAGV
YIQ HabnTeG TNG SeLTELOPRABUIAG eKTTAIGELONG.

ATTO TIC 29 AvuyovoTouL 2008, TOL eykKaIVIAOTNKE TO Wneiakd Mouvotio
«rewpylog lakwpPidnNgy oTo aAKPITIKO XWPEIO TNG AKPITIKAG AéoRoUL, Ta XOSNEA, TO £XOLV
EMOKEPOE peEXPl onuepa 28.000 eTTIOKETTEG ATTO OAEC TIC XWEEG TOL KOOWOUL, EiTe
ISIOTIKA €iTE PE OPYAVWUEVA YKEOULTT. MpwToTuTTia ToL Mouvaoeiov eival OTI AeITOLEYEI
KaBNuePIVA, OAO TOV XPOVO, SIaBETel aKoLOTIKN Eevaynon oe 9 SIAPOPETIKEC YADOTTES
Kal o TTPoRoANG Tou CD-Rom «ewpyiog lakwPiéng: n {wn kal To £pyo Toun o€ SVO
YAWOOEG, E€ANVIKA-AyYAIKA. EiSIkOTEpa 17O Mouaoeio, pEcw TNG TPOPROAAG TOL
{wypApoL lakwpRidn, TTpoopépel Ot KABE ETMIOKETITN TOL £va CLUYXPOVO, EVAANAKTIKO
TPOTIO TIPOOCEYYIONG TNG TEXVNG, &V TTAPAANAG avaPaBuilel Tn {wr TNG TOTTIKNG
KOIV@Viag.#

Georgios Jakobides Digital Museum at Chydira of Lesbos
Sonia Charalambidou, Honorary Professor, School of Architecture, National
Technical University of Athens
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The Georgios Jakobides Digital Museum is situated on the island of Lesbos, at
the mountain village of Chydira, the painter’s birthplace. Founded in 2008, it is the
first entirely digital museum of art in Greece. Designed according to a specific
museological study featuring new technologies, the Museum faithfully spotlights the
life and work of the acclaimed Greek painter.

The establishment of the Georgios Jakobides Digital Museum as a place
where Technology meets Art has been an initiative of the Nikolaos G. Papadimitriou
Educational and Cultural Foundation. It aspires to: offer visitors of all ages an
interesting and fruitful experience; encourage young people to interact with art
through technology; and provide art students, scholars and researchers with valid
information. The variety of its digital means allows visitors to focus on details of a
painting either by magnifying them or by isolating them, to compare a Jacobides’
work to other works of his or other painters, and to study in depth each period of his
multifaceted work.

A series of educational programmes has been planned by specialists taking
into account the needs and particular features of school students of first-grade and
second-grade education. Printed guides with information on Jakobides' life and
work, as well as with suggestions for students’ activities suiting their age, are offered
fo schools in order to prepare their visit to the Museum. Students of pre-school and
first-grade education have access to a well-equipped art lab, while students of
second-grade education watch informative videos in a specially-arranged room.

Since its opening on August 29, 2008, the Georgios Jakobides Digital Museum
at the far off vilage of Chydira on Lesbos has received 28,000 visitors from all over
the world, visiting either in groups or individually. The Museum'’s novelty is that it is
daily open, all year round, while it offers an audio guide in nine different languages
and a projection of the fim “Georgios Jakobides: His Life and Work” in two
longuages (Greek and English). In conclusion, the Museum, by showcasing the
painter Jakobides, offers all visitors a contemporary, alternative way of approaching
art, while it helps to improve local community’s life.

Going digital. New media and digital art at the Stedelijk

Dr Sjoukje van der Meulen, Co-editor in Chief of Stedelijk Studies, Stedelijk Museum
Amsterdam - YrrevBovn Ek6ooewv, Tunua MeAeTev, Movoeio TNG MNoAng Tou
Amsterdam

The Stedelik Museum in Amsterdam, The Netherlands, has an extensive
collection of time-based media art from the 1960s onwards, which has been
expanded into the digital field in recent decades. The Stedelijk makes an interesting
case study for this special issue on “Art Curation: Challenges in the Digital Age,”
because it has had a reputable history of dealing with time-based art since the miad-
1970s but presently faces the same challenges with regard to curating and
collecting digital art as other museums of modern art. The Stedelijk’s history began in
1974, when the first curator for time-based art was hired, Dorine Mignot, a pioneer in
this field. After Mignot’s retirement in 2006, the museum was closed for almost a
decade, but under the leadership of Beatrix Ruf (2014-2017), an innovative agenda
was set again for new media and digital art. In this paper, Sjoukje van der Meulen
mobilizes the museum’s rich and varied history of new media and digital art to think
through some of the issues, challenges and concerns raised by guest editor
Francesca Franco for this special issue such as “What are the issues involved in re-
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contextualizihg and exhibiting artworks made in the 1960s and the 1970s2” and
“What are [adequate] curatorial approaches regarding digital arte”

Avamapaoraon kai lMapovaoiaon Tev Mapadooiakwy Texvav

Ap ZevopaVv ZaumoLAng kal Ap Nikog NapTapdkng

Eoyaotnpio AANnAetTiSpaong AvBpwrmou YmoAoyioTn), Mooypauua AidxoTng
Nonuoaouvvng, IvoTitovto MNMAnpoeopikng, Ispvua TexvoAoyiag kai Epevvag, Kontn

To ¢pyo Mingei (mouv xpnuaTtobdorteital amd 10 lMpodypauua H2020 tng EE)
Sigpevvd TIC duvaToTNTEG avamapdacTtacong Mapadooiakwy Texvoov @S MONTIOTIKA
KAnpovouid kaBIioTVTag TIPOOCITEG TOOO TIG ATITEC OCO KAl TIG ALAEG TITLXEG TOLG. Ol
TTAPASOCIAKES TEXVES TTEQIAAUPAVOLYV XEIPOTEXVAUIATA, TTOWTEC LAEG, KAI EQYAAEIQ, £V
TTAPAANACQ TTEPIKAEioLY TN Se€loTexvia WG pop@r) AvAng MoAImoTIKNG KAnpovouldag.
AVAUECQA OTIC ALAEG SIACTACEIC CLYKATAAEYOVTAl N €MOECIOTNTA, N TEXVOYVWOIA KAl N
XpNon epyaAeicov. EmMTAEOV, OLYKATAAEYOVTAl N TTAPASOCN KAl N TTONTIOUIKN
TALTOTNTA TV KOIVOTATWY ACKNONG TWYV TEXVWY ALTWV OTO TTAPEABOV Kal onuepa. Ol
TTAPASOCIAKES TEXVEC ATTOTEAOLY PEPOG TNG ICTOPIAG EVOG TOTTOL KAl £XOLV AVTIKTLUTTO
OTNV OIKOVOWIa TWV TIEPIOXWY OTIG OTToieG avBidovv. H avaykn tng Siatnpnong
TTAPASOCIAKWY TEXVWV Eival €TTEiyoLOA Kal peEilovog onuaciag, SIOTI TTOAAEG Teivouv
mpog efapavion. H mapovciacn auth) 6a avaeepBei of pia  TTPOTEIVOUEVN
TTOOOEYYION HE PHOPMN TTOWTOKOAAOL YIA TNV aAvarmapdocTacn kal Siatnenon Twyv
TTAPASOCIAKQY  TEXVV  (OTTWC  aAuTh  LAoToIEiTal  OTO  €pyo  Mingei). Ol
AvVATIapPACTACEIC ALTEG ATTOTLTTIOVOLY TO ELPL PACHA YVAONG TTOL KAALTITOLV Ol
TTaPASOOCIAKES TEXVEG, OTTWG TA EPYOXEIPA KAl O TPOTTOG SNUIOLPYIAC TOLG, N TEXVIKN
Kal N XPNon €pyaAeicov 1oL SKETTOLV TNV TEXVN, O KOIVWVIKOG KAl OIKOVOWUIKOG
QAVTIKTUTTOG TOLG, KABWS KAl N ICTOPIKA TOLG CNUACia. To TTPWTOKOAO ToL Mingei
EKTEIVETAI TTEQAV TNG ETMIOTNUOVIKAG TEKUNPEI®WONG, TNV TTAPOLCIACN TV TEXVWY KAl
TNG YVWONG TOLG HECW YONTELTIKWV EUTTEIQIV. 1A TN (PULOIKA OAOKANPWON TWV
WNPIOK®WV euTTIEIpIV o€ 1§pvpaTta MoAImIoTIKNG KAnpovouldg 1o ¢pyo Mingei kavel
XPNOoN TV TEXVOAOYIWYV, TTOL avaTTLuxOnkav oTo MNpoypauua AlaxuTng NonuoowvvNg
TOL IvoTITOLTOL MNMANPOPOPIKAG.

Representation and Presentation of Heritage Crafts

Dr Xenophon Zabulis and Dr Nikolaos Partarakis, Human-Computer Interaction
Laboratory, Ambient Intelligence Programme, Institute of Computer Science,
Foundation for Research and Technology, Crete

Heritage Crafts (HCs), meaning crafts that are of Cultural Heritage (CH)
significance, involve craft tangible artefacts and products, traditional materials and
tools, while encompass craftsmanship and know-how as a form of Intangible
Cultural Heritage (ICH). Intangible HC dimensions include knowledge about
materials, dexterity, know-how, and skilled use of tools, as well as, tradition, structure,
and a common sense of identity of the communities in which they are, or were,
practiced. HCs are part of the history and economic life of the areas and
communities in which they flourished. Their nature, diversity, excellence and
significance vary over time and they are part of the CH and history of local societies,
nations, and confinents. This presentation will describe the proposed approach in
the form of a protocol for the representation and preservation of Heritage Crafts as
currently being implemented by the Mingei H2020 Project. These representations will
capture the wide spectrum of knowledge that a HC covers, from objects and their
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making, the hand gestures and tool uses that define craft motor skills, to the societal
value, economic impact, and historical significance. The Mingei protocol goes
beyond scienfific documentation, to provide presentation of HCs based on
engaging experiences. To gracefully integrate the digital experiences in CH
institution the Mingei project builds upon Ambient Intelligent technologies that have
been developed during the last decade by the Aml Programme of ICS-FORTH.

Epyo Mu.SA: EKITQISEDOVTAG TOLG EMAYYEAUATIEG TOL HOLOEIOL OTNV YWNPIAKN
emoxn

Mavayicdta MoAvugpormovAov, Epevvntoia, DAISSy Research Group, EAANVIKO AVOIKTO
MavemoTtAuio

H vioBeTnon TV VEWV TeEXVOAOYIWV KAl N CLVEXNG ETTAYYEAUATIKA €EENIEN
Bewpeital YeYAAO TTAEOVEKTNUA. ME TTOIOV TOEOTIO Of ETTAYYEAUATIEG TOL TTONITIOTIKOV
TOMEQ PTTOPOLY VA AVTILETOTIIOOLY TIC WNPIAKEG TTPOKANCEIG OTNV WNPIAKN €TTOXN;
MNOCO ONUAVTIKOG €ival O YNPIAKOS AAPaPNTICUOGS YIA TOLG €I8IKOLC TV povotiwy; Ta
TTAPEXOUEVA TTPOYPAUUATA EKTTAISELONG KAI KATAPTIONG €&ival €mapEkn; MG PTTOPEI
KATTOIOG ETTAYYEAUATIAG TOL POLOEIOL VA ATTOKTACEI ALTOTIETTOIONCN OTOV WNPIAKO
kOouo; To Tpoypaupa  "Mu.SA:  Museum Sector Alliance" (2016-2020),
xpnuatodoteital amd 1o Evpwmaikd MAdicio, TOUEOKEG YLUPAXIES AEIOTATWY TOL
Erasmus + kal cuvToviletal ammo TO0 EAANVIKO AvoIkTO MavemoThuio. To €pyo Tapryaye
oeIPA KAIVOTOUWY ATTOTEAECUATWY, METAEL TWV OTIOIV TA 4 £LPWTTAIKA TTOOMIA
AvabLOUEVWV ETTAYYEAUATIKGOV POA®Y OE POLOEIA, TA OTToIa XONOIUELOLY WG KOIVN
avapopd ot Evpwmaikd emimedo, upia  oTadiakn peBodoloyia  eTTAYYEAUATIKAG
KaTdpTiong PACIOUEVN O€ pABNOIOKA  ATTOTEAECUATA, TIONITIKEC KAl €QYAAEia
afloAoynong Kal emMKOEWONG TNG ATLTING - PN TOTTIKNG PUABNONG KAl CLVAPTIACTIKA
NAEKTOOVIKG PABAUATA OXETIKA HE TIG WNPIAKES IKAVOTNTEG Kal Se§10TNTEC TOL 210L
aiwva. XTo MuSA MOOC pe Beua "Baoikeg 6e610TNTEC YIA TOLG ETTAYYEAUATIEG TOL
poLoeioL”, cuuueTeixav TePIcoOTEPOl Ammod 5.000 eyyeyPAUUEVO! ETTAYYEAUATIEC TOL
HOLOEIOL ATTO OAO TOV KOOWO. H ekTTaiSeLoN OAOKANEVETAl yia 120 LTTOYNEIOLS ATTO
EANGSa, MopToyaAia kai ITaAid, o OTTOI0I CUUPETEXOLY OTO MIKTO PUABNua e€e1dikebong
KAl uABNONG O€ HOLOEIO O¢€ £va ATTO TA 4 ETTAYYEAUATIKA TTOOQIA TOL £QYOUL.

Mu.SA project: Training the museum professionals in the digital era
Panagiota Polymeropoulou, Researcher, DAISSy Research Group, Hellenic Open
University

The adoption of new technologies and the continuous vocational
development is considered a great asset. As a result, in what way the professionals
of the cultural sector are able to encounter the digital challenges in the digital era?
How important is the digital literacy for museum experts? Are the education and
training programs provided, competent enough? How a museum professional can
be digitally confident? The “Mu.SA: Museum Sector Alliance” project (2016 -2020), is
funded in the context of European Framework of Erasmus+ Sector Skills Alliances and
is coordinated by the Hellenic Open University. It produced a range of innovative
outcomes, including European profiles of emerging job roles in museums that serve
as a common reference at European level, a staged VET methodology based on
learning outcomes, policies and tools for assessment and validation of non-formal,
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informal learning and modular online courses on digital competences and 21st
century skills. Mu.SA initiated a MOOC on “Essential Skills for Museum Professionals”
where over 5.000 museum professionals enrolled from around the globe. The fraining
is fulfiled by 120 candidates participating to the blended Specialization course and
work — based learning in museums in Greece, Portugal and Italy.

Enabling Museum professionals to learn, engage and thrive in the 21st
century

Medhavi Gandhi, The Heritage Lab, Scholar at the Staatliche Museen zu Berlin -
EmoTnuovikn Xovepyarg, Koatikd Mouaoeia BepoAivou

Digital fechnology has changed the way we live and work, and continues to
impact our experiences each day. Across the world, more than 4 billion people use
the internet, and museums need to tap into the opportunities offered by this. The
pressing question that remains is, if museum-workforce skills are up-to-date with the
rapidly evolving scope of digital technology?2

Digital media can help museums manage their collections better, aid
preservation / conservation practices, and enable exhibitions and stories to reach
audiences beyond geographical boundaries. It provides museums the opportunity
to build and nurture communities and remain relevant in the 21st century. The
journey of digital fransformation though, is not an easy one.

To aid museums in their digital fransformation process & museum professionals
in staying up to date with digital technologies, the Institute for Museum Research,
and ICOM Deutschland, in collaboration with Medhavi Gandhi, from The Heritage
Lab are developing a toolkit. The aim is to increase digital confidence and
motivation & enable museums to further their goals, heighten their potential for
audience engagement and deepen their impact.

The toolkit addresses museums of different sizes and seeks to understand /
demonstrate how digital media can foster a museum culture characterised by
inclusion while providing easy, jargon-free worksheets, case studies, slides, podcasts
and other new as well as curated resources.

In the proposed presentation, | would like to describe the structure of toolkit,

explain the state of development and share some examples.
The Heritage Lab is a web-platform based in India connecting museums and citizens
through content, campaigns and family-resources. We aid museums in their digital
transformation through strategy making, building public-engagement focused
campaigns and content and digital education resources.
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