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Digit(al)isation in Museums
﻿

INTRODUCTION

Digit(al)isation of Cultural Heritage is here intended as the merging of two terms (Digitalisation and 
Digitization) with the aim to highlight the complexity of a multidimensional process that helps in the 
rescue of European Cultural Identity and increases awareness of values and memories. The differences 
between the two terms are better defined in the key terms section: the coinage in the title stresses the 
role of digital contents and virtual facsimiles, referring to digitization, as engine of digital innovation 
in museum life, that is the digitalization. Making sense of Europe’s Cultural Heritage (CH) means to 
shape the new reflective societies starting from Digital Cultural Heritage (DCH) and diffusing adaptive 
methods for conservation, fruition and social inclusion. The theme of CH fruition is strongly correlated to 
the way that information is transmitted and to different types of visitors. For these reasons, the paradigm 
of DCH is a valid instrument for social and cognitive inclusion of the people visiting the museum. In 
this context, museums should be more than just places where collections of artworks are preserved and 
exposed: they should witness identities and cultures. They make culture accessible to the mass audience. 
The CH collection, conservation and access in the original, accessible and attractive ways demand for 
digitizing museums and archaeological/historical sites, as well as for designing methodologies to represent, 
manage and exploit CH data at different levels, ranging from 3D/4D models to domain-specific (e.g., 
architectural, historical, etc.). The use of virtual “facsimile” of artworks, monuments and architectures 
can unify the scattered elements of them, allow public access to inaccessible places, allow the visitor to 
interact with perishable objects, promote the preservation of fragile sites and simulate damaged or lost 
objects. The availability of semantically reach data enables smart applications for fruition, preservation 
and study of DCH collections.

The development of digital tools and researches for museums has the potential both to collect and 
disseminate the CH in an effectively and low-cost mode and to implement a key strategy to interact with 
virtual “facsimile” in order to engage users, to increase capabilities thanks to the application of the “learn-
ing by interacting” paradigm, to diversify museum’s cultural proposals, etc. In the light of disseminating 
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ABSTRACT

Digit(al)isation of Cultural Heritage is a multidimensional process that helps in the rescue of European 
Cultural Identity, and the paradigm of Digital Cultural Heritage (DCH) is a valid instrument for social 
and cognitive inclusion of museum visitors. In light of disseminating and validating new paradigms for 
the enjoyment and exploitation of Cultural Heritage (CH) artifacts, this chapter shows main first results 
from CIVITAS (ChaIn for excellence of reflectiVe societies to exploit dIgital culTural heritAge and mu-
seumS). The project develops virtual/augmented environments, through the multisensorial interaction 
with virtual artworks, to satisfy needs and overcome limitations in a larger CH scenario, applying a 
bottom-up approach. The research presented show a robust and interdisciplinary approach applied to 
Ducal Pace at Urbino: key activities and faced challenges demonstrated to test cross-fertilization strate-
gies, involving multilayered issues.



 

 

33 more pages are available in the full version of this document, which may

be purchased using the "Add to Cart" button on the publisher's webpage:

www.igi-global.com/chapter/digitalisation-in-museums/241602

Related Content

An Empirical Investigation of the Impact of an Embodied Conversational Agent on the User's

Perception and Performance with a Route-Finding Application
Ioannis Doumanisand Serengul Smith (2019). International Journal of Virtual and Augmented Reality (pp.

68-87).

www.irma-international.org/article/an-empirical-investigation-of-the-impact-of-an-embodied-conversational-agent-on-the-

users-perception-and-performance-with-a-route-finding-application/239899

Collective Building Projects in Second Life: User Motives and Strategies Explained From an

Architectural and Ethnographic Perspective
Bjarke Liboriussen (2012). Virtual Worlds and Metaverse Platforms: New Communication and Identity

Paradigms  (pp. 33-46).

www.irma-international.org/chapter/collective-building-projects-second-life/55398

Exploring Virtual Reality for the Assessment and Rehabilitation of Executive Functions
Elisa Pedroli, Silvia Serino, Federica Pallavicini, Pietro Cipressoand Giuseppe Riva (2018). International

Journal of Virtual and Augmented Reality (pp. 32-47).

www.irma-international.org/article/exploring-virtual-reality-for-the-assessment-and-rehabilitation-of-executive-

functions/203066

The Effect of Experience-Based Tangible User Interface on Cognitive Load in Design Education
Zahid Islam (2020). International Journal of Virtual and Augmented Reality (pp. 1-13).

www.irma-international.org/article/the-effect-of-experience-based-tangible-user-interface-on-cognitive-load-in-design-

education/283062

A Model for Knowledge and Innovation in Online Education
Jennifer Ann Linder-VanBerschot (2009). Handbook of Research on Social Software and Developing

Community Ontologies (pp. 254-268).

www.irma-international.org/chapter/model-knowledge-innovation-online-education/21377

http://www.igi-global.com/chapter/digitalisation-in-museums/241602
http://www.irma-international.org/article/an-empirical-investigation-of-the-impact-of-an-embodied-conversational-agent-on-the-users-perception-and-performance-with-a-route-finding-application/239899
http://www.irma-international.org/article/an-empirical-investigation-of-the-impact-of-an-embodied-conversational-agent-on-the-users-perception-and-performance-with-a-route-finding-application/239899
http://www.irma-international.org/chapter/collective-building-projects-second-life/55398
http://www.irma-international.org/article/exploring-virtual-reality-for-the-assessment-and-rehabilitation-of-executive-functions/203066
http://www.irma-international.org/article/exploring-virtual-reality-for-the-assessment-and-rehabilitation-of-executive-functions/203066
http://www.irma-international.org/article/the-effect-of-experience-based-tangible-user-interface-on-cognitive-load-in-design-education/283062
http://www.irma-international.org/article/the-effect-of-experience-based-tangible-user-interface-on-cognitive-load-in-design-education/283062
http://www.irma-international.org/chapter/model-knowledge-innovation-online-education/21377

