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1 Introduction 

Museums constitute an essential part of the European cultural landscape serving as a key player in 

preserving cultural heritage on the one hand, and as platforms for contemporary forms of expression 

on the other. They showcase cultural evolution spanning over thousands of years, covering several 

epochs, beginning with archaeological exhibits up to modern art. Museums are crucial players and 

institutionalized bodies concerned with the preservation of cultural heritage. Imparting preserved 

knowledge to the population is among the functions of museums. In this context, educational 

services by museums have gained importance over the past decades. As a consequence, museums 

are increasingly considered as a platform, where informal learning takes place. 

The European Disability Strategy 2010-2020 aims for full economic and social participation of people 

with disabilities. Full access to cultural activities is an important aspect hereof. The outcomes of the 

conference “In Touch with Art 2010” showed that only a small number of museums with appropriate 

offers for blind and visually impaired people exist, thus the choice is limited and stands in stark 

contrast to the extraordinary cultural variety present in the world’s museums. 

Museums primarily address the visual senses. Hence, blind and visually impaired people are excluded 

from a wide range of services offered by traditional museums, including the museums’ role as 

platform, where informal learning takes place. However, innovative technologies using tactile models 

and multi-sensory methods offer solutions for blind and visually impaired people in recent years, by 

enabling them to get in touch with exhibits. 3D technology allows for creating sculptures as well as 

transforming two-dimensional forms of expression into three-dimensional entities that can be 

experienced haptically. This technology marks an important step on the way to better cultural 

inclusion of blind and visually impaired people and their participation in the educational offered by 

museums. 

The AMBAVis consortium comprises also two museums which offer a wide range of access programs 

for blind and visually impaired people. The respective practices and relevant technologies used will 

be described in this document as well as experiences made thereby. Thus, examples of good practice 

will be showcased which may serve as an impulse for other museums to set up similar offers. 

However, setting-up such projects often came along with several challenges and budgetary, technical 

or conceptual obstacles that needed and still need to be overcome. These challenges will be 

addressed also, and the AMBAVis project is ambitious to provide sufficient solutions therefore 

throughout the next years.  
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2 The use of tactile models in practice 

2.1 Galerie Belvedere 

2.1.1 Access programmes at the Belvedere for people with visual impairment 

Motivation and goals 

The Belvedere was the Baroque residence of the general and patron of the arts Prince Eugene of 

Savoy and also the location where the Austrian State Treaty was signed in 1955. Today it is one of 

Europe’s greatest museums and houses a collection of Austrian art spanning over five hundred years. 

With its unique history, the Belvedere has always held iconic status within Austria and Europe. A 

growing number of people with disabilities are claiming their right to education and to access art and 

culture. At the Belvedere, providing best possible inclusive access and varied ways of engaging with 

the artworks has been a major concern for many years now. Access programmes are therefore 

regularly developed and offered.  

“Nothing for people with disabilities without people with disabilities” 

Guided by this maxim, experts with disabilities were invited to contribute to the access programmes 

so they could introduce their firsthand experiences and needs in the planning and conception 

phases. Collaborating in various ways with people with disabilities ensured that the programmes 

were appropriate and tested their suitability for the target group in question. 

Communication 

The Belvedere website includes a special “barrier-free” section containing key information about the 

accessibility of every location at each Belvedere site and a summary of current access programmes. 

People with disabilities and their assistants are entitled to reduced prices for admission and tours. 

Three to four times a year we send mailings, containing up-to-date access news and details of 

programmes at the Belvedere, to organizations representing the interests of disabled people and 

other interested individuals. 
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The Education Department at the Belvedere acts as the coordination centre for access issues at the 

museum. It clarifies the most important questions with visitors, evaluates steps taken to improve 

access and organizes access training and workshops in museums for Austria’s association of museum 

and cultural educators [Österreichischer Verband der Kulturvermittler_innen]. The managers of the 

team are in regular contact with people with disabilities and organizations that represent their 

interests and exchange ideas with colleagues from other museums.  

AndersSehen tours [“Seeing Differently” Tours] for oeople with visual impairment 

The Belvedere’s Education Department offers touch tours and tours with detailed picture 

descriptions as well as tactile aids relating to the Belvedere’s major works and occasionally about 

temporary exhibitions. There are public tours roughly once a month and groups can book an 

AndersSehen tour at any time. A guide dog can of course accompany visitors in every area of the 

permanent displays and temporary exhibitions. 

If necessary, visitors with visual impairments can also 

be collected from the nearest public transport stop. 

Seating and folding chairs are provided by the 

museum for the tours and there is disabled parking in 

front of the entrance to the Upper Belvedere and in 

the courtyard entrance to the Lower Belvedere. A 

visually impaired educator on the team was involved 

in every aspect of the education programmes and 

projects – from the concept and planning stages, to 
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the events themselves, and their assessment. On various projects, we have also worked with the 

Austrian Association in Support of the Blind and the Visually Impaired and Vienna’s school for the 

blind and visually impaired [Bundes-Blindenerziehungsinstitut].  

AndersSehen Tours – a small selection of topics 

Gustav Klimt’s Masterpiece: The Kiss  

The Belvedere houses the world’s largest collection of Gustav Klimt’s paintings. This AndersSehen 

tour is dedicated to Klimt’s most famous work, the Kiss. Created just over a century ago, during the 

renowned period of Vienna’s fin de siècle, this painting 

has lost none of its sensual aura today. The picture shows 

a couple on a flowery meadow, clad in golden garments 

embellished with ornaments and locked in a tender 

embrace. 

Detailed picture descriptions and interesting “touch 

objects” help a partially sighted or blind art lover to gain 

an impression of an artwork. Further supports include 

tactile graphics and large-scale tactile colour pictures 

(linear diagrams and raised shape diagrams). 

What is very special about Klimt’s Kiss is the artist’s technique. He combined oil painting with real 

gold leaf and other metals applied to the canvas. Tactile materials help us appreciate this unique 

technique: wafer-thin pieces of gold leaf, a gilding brush, colour pigments, oil paints, varnish, canvas, 

and much more.  

To help our visitors envisage the rooms in the palace and its grounds, we provide tactile floor plans of 

the palace and grounds and a tactile elevation of the Upper Belvedere’s main façade. We also show 

pieces of the materials used to build the palace. Visitors can feel the textures of real marble, stucco 

marble, and decorative elements made of plaster and sandstone.  

The “Character Heads” by Franz Xaver Messerschmidt 

Franz Xaver Messerschmidt was one of the most remarkable artist personalities in the eighteenth 

century. His studies of human expressions in his “Character Head” series have a modernity and 

expressive force that fascinates us to this day.  
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This programme starts with a brief tour of the “Baroque” 

collection in the Upper Belvedere that tells of life in the 

days of Maria Theresa. After this, visitors have the 

opportunity to touch a selection of plaster replicas of 

Messerschmidt’s “Character Heads”. While doing so, they 

can listen to interesting details about various techniques 

for working with marble and bronze, the materials used 

for many of the “heads”. These materials as well as tools 

can also be explored through the sense of touch.  

 

 
© Galerie Belvedere, 2015.  

A particularly successful programme were the tours for blind and partially sighted visitors during the 

exhibition TONY CRAGG VERSUS FRANZ XAVER MESSERSCHMIDT at the Lower Belvedere. Visitors 

wore thin gloves to touch and feel the original sculptures by contemporary sculptor Tony Cragg and 

the famous heads by the Baroque artist Franz Xaver Messerschmidt. This tactile experience was 

enhanced by detailed auditory descriptions about the artists, their working methods, and works. 

2.1.2 Case study 1: The Belvedere Touch Model 

The model of the Belvedere was created as part of an educational initiative “Cultural Education with 

Schools in Federal Museums”, funded by the (then) Federal Ministry for Education, Art and Culture 

and advised by KulturKontakt Austria. 

The project depended on financial support from the ministry owing to the expense of planning and 

building the model.  
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A Tactile Palace: The Large Touch Model of the Upper Belvedere 

Scale: 1 : 100 

Size: Length of the building c. 123cm 
Width c. 21 to 33cm 
Height c. 30cm 
Base c. 55x140cm 

Material: 
Ceilings, walls and roofs: 4 to 12mm thick MDF panels 
Structuring of the façade: 1 to 2mm thick MDF panels 
Windows: 2mm thick acrylic glass 
Base: MDF panel on wood frame 
Packed in a plywood box  
(on rollers and can be used as a stand) 
MDF panels, surfaces are untreated 
Stuck with wood glue 

Number of components: c. 1,500 in total 
Windows and French windows: 160, 
Wood doors: 11, windows (interior): 13 
Parts for the exterior and interior walls: c. 140 
Parts for structuring the façade: c. 200 
Parts for the roofs and cupolas: c. 125 
Parts for the columns: c. 125 
c. 320 dowels 

 

The Project  

In September 2011 the Belvedere’s project “ORNAMENT OR ORDER – A Comparison between Two 

Centuries Involving all the Senses” was launched, targeted at pupils with visual impairments. The 

project partners were teachers and pupils 

from Vienna’s school for the blind and 

visually impaired [Bundesblindeninstitut 

(BBI)]. An educator with a visual 

impairment also made a major 

contribution. The project compared 

different approaches to form at the 

Baroque Belvedere palace on the one hand 

and the clearly structured architecture at 

the 21er Haus on the other. It examined 

the intentions of the patrons and architects and the original and current roles of the buildings, linked 

as Belvedere museums since 2002.  
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The first stage of the project focused on the Upper Belvedere. Together we explored ways of 

expressing Baroque prestige and display, such as the palace’s dimensions and interior decoration and 

its original setting in the park with a menagerie, orangery, aviaries, and fountains.  

The approach covered issues concerning the relationship between architecture and society in the 

past and present and in Austria and abroad. In the practical phase, these aspects were transformed 

into sensory experiences in the form of sensory boxes (touch, hearing, and smell), which were 

collaborative efforts. A second phase in the project began with the first visits to the recently opened 

21er Haus. As there was no exhibition during these initial visits, a clear impression of the building 

could be gained. 

The main part of the project was to produce a touch model of the Upper Belvedere, guided by the 

idea of sustainability – in other words an object that could be used in a variety of education 

programmes in the future. This was made by an experienced model maker and architect. In addition, 

a touch model of the “21er Haus” in the form of a set of building blocks with geometric shapes was 

developed in collaboration with the Institute for Art and Design at the Technical University, Vienna 

(Faculty for Architecture and Planning). 

The Touch Model 

Pupils from the Vienna school for the blind and 

visually impaired, experts in the sense of touch, 

were actively included in the model maker’s 

work and in the planning and creation of the 

Belvedere model. Their opinions were highly 

valued by the model maker who included their 

ideas and critiques in the model’s materials and 

construction. To offer an insight into the 

building’s structure, the roof and the first and 

second upper storeys can all be separately removed. True to the title A Tactile Palace, the Baroque 

palace’s construction as well as its surface structure and embellishments can be appreciated through 

the sense of touch, storey by storey.  

The educational materials that were made as part of this project – the touch model of the Upper 

Belvedere, the sensory boxes (hearing, touch, and smell) and the building-block touch model for the 

21er Haus – are not only included in all of the educational programmes for people with visual 
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impairments but are also used with other target groups, for example school pupils with migration 

backgrounds.  

 
© Galerie Belvedere, 2015. 

2.1.3 Case study 2: From the stores to the temple of art 

The project with the title “FROM THE STORES TO THE TEMPLE OF ART: The Making of an Exhibition” 

was part of MUSEUM ONLINE 2006/07, a call for proposals by KulturKontakt Austria. The project 

involved establishing an internet exhibition called “Austrians and the Big Wide World” by pupils at 

the Franklinstraße grammar school and the Vienna school for the blind and visually impaired 

[Bundesblindeninstitut (BBI)]. 

The students were given the umbrella theme 

“Austrians and the Big Wide World” and were asked 

to draw up a concept. Within this context, students 

were given free rein in the planning and selection of 

their exhibits. They could draw from an abundance 

of works in the Belvedere’s different stores. 

The BBI pupils explored nineteenth-century 

sculptures relevant to the topic. The “museum 

educator team”, comprising students with no visual 

impairment from the grammar school, was responsible for working on succinct descriptions of 

pictures, which were prepared together with the blind pupils and later added to the project 

homepage as audio descriptions for viewers with visual impairment. The virtual exhibition of 

“unburied treasure” was presented as a website linked to the Belvedere’s homepage. The content 
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was presented virtually, taking access issues into account, and included audio descriptions and sign 

language videos.  

Our project won one of the three awards in the 

Museum Online competition.  

Project website : http://www.museumonline-

belvedere07.at/plan#inhalt 

Project description from the point of view of the 

pupils from the Bundesblindeninstitut: 

http://www.bbi.at/artikel/vom-kunstspeicher-zum-

kunsttempel-novara-expedition-200607 

2.1.4 Other best practice 

Other best practice examples of access programmes in art and culture throughout Austria can be 

found in the brochure: Tourismus für Alle – Barrierefreie Kunst- und Kulturangebote – Inklusiv und 

Innovativ – 2nd edition (published by the Federal Ministry of Science, Research and Economy and the 

Austrian Chamber of Commerce, Tourism and Leisure).  

You can download this at the following link: 

https://www.wko.at/Content.Node/branchen/ooe/Tourismus-Barrierefreie-Kunst-und-

Kulturangebote.pdf 

2.1.5 Experiences with the target group 

Our experiences with people with disabilities, specifically with visual impairment, have on repeated 

occasions revealed the following: 

 The majority of the time, access issues also affect wellbeing in general and all museum 

visitors benefit from measures taken to meet the needs of visitors with disabilities; 

 An ideal situation for one group can pose problems for another. For example, tactile floor 

guidance systems assist blind visitors but are a hindrance to people in wheelchairs. On the 

other hand, wheelchair users would benefit from display cases you can roll under but this 

would pose difficulties for blind visitors; 

 People with the same disability have different wishes and requirements e.g. blind and 

partially sighted visitors can be for or against Braille or audio programmes; deaf people can 

http://www.museumonline-belvedere07.at/plan#inhalt
http://www.museumonline-belvedere07.at/plan#inhalt
http://www.bbi.at/artikel/vom-kunstspeicher-zum-kunsttempel-novara-expedition-200607
http://www.bbi.at/artikel/vom-kunstspeicher-zum-kunsttempel-novara-expedition-200607
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be for or against sign language; and blind and deaf people have varying attitudes to using 

technology;  

 Not all blind visitors want to touch and feel exhibits (potentially dirty etc.) and some would 

prefer to listen to detailed descriptions. A combination of touching while simultaneously 

listening is felt to be ideal by people with visual impairments;  

 A very important consideration for many people with disabilities is that they want as little 

help and special treatment as possible. 

2.2 Manchester Museum 

Manchester Museum has actively pursued a philosophy of making more of its collection available for 

visitors to handle and touch through object handling sessions and increasing the number of objects in 

tactile displays. It is well known that this approach benefits all visitors, as the sense of touch connects 

the visitor to the object and its story. It can also enhance an intuitive and natural curiosity to learn 

more. However, some objects will not survive long term use as a handling object. Complex, beautiful 

objects often have the most captivating histories, but when displayed behind glass, they can be very 

difficult if not impossible for a visually impaired visitor to appreciate 

2.2.1 Case study 1: Manchester Museum and Touch and Discover Systems 

Haptic interactive technology brings visitors closer to museum collections 

We took up the challenge of providing access to a small number of objects that cannot be handled by 

developing a Haptic Interactive with a technology provider based in Stoke-On-Trent. The interface 

consists of a touch-enabled computer system which allows the user to investigate and explore the 

topography of an artefact within a 3-dimensional digital environment through a feedback stylus. 

Haptics technology started emerging in the late 50’s early 60s, with scientists such as Ralph Mosher 

(1962-64) who used the technology as a component in his robotic systems and exoskeletons (GE 

Pedipulator). Traditionally human interactions with computers have been predominantly visual, using 

text, data or imagery on screen. The keyboard or mouse is used to input and manipulate this data but 

there is no physical response relayed back to the user as a result of those actions. Haptics can 

provide both touch (tactile) and motion (kinaesthetic) feedback and can simulate physical properties, 

such as the weight of an object, the user can feel friction, texture or resistance and the haptic 

hardware can communicate those properties and lets the users sense what is happening on the 

screen. Haptic interfaces come in many forms, such as touch mice, gloves, styluses and joysticks. A 
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common arrangement uses an articulated stylus to link a person’s fingers to a computer interface. 

The Phantom haptic device (SensAble) was created by J. Kenneth Salisbury and Thomas Massie at the 

MIT and has a pen (stylus) or a fingertip thimble which acts as an interface. 

Over the past 3 years we have worked with an enthusiastic focus group from Henshaws Society for 

Blind People. The focus group chose three objects for the interactive: a faience shabti (380-343 BC), 

Greek jug (500-475 BC) and Pre-Dynastic hippo bowl (4000-3500 BC). 

Picture 1: Left picture: Michael handling a museum object and the Henshaw's focus group choosing 
objects for scanning; Right picture: Handling session with Henshaws focus group before Objects were 
chosen for scanning 

 
© Manchester Museum, 2015. 

The objects were laser scanned producing very accurate models that were then placed in a virtual 

3dimensional environment. These artefacts are unlikely to be ever used on a handling table and once 

inside a case remain largely inaccessible to the visually impaired. 

Picture 2: Laser scanning the pre-dynastic hippo bowl (4000-3500BC) 

 
© Manchester Museum, 2015. 
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The focus group was involved from the beginning developing the interactive, providing us with 

insights and constructive criticism as we progressed. 

A haptic computer experience is not one that most visitors have experienced and many need time to 

understand the sensations of touch related to the movement of the stylus and it was this 

understanding that led to the play room at the beginning of the haptic experience which allows the 

user to explore the space, hear sounds associated with making contact with a virtual object and be 

given an introduction how to hold the handle. 

The group guided us through the process of creating adaptations that helped them to locate the 

objects and the added information within the navigable 3D digital space. 

The user holds a stylus between the fingers and thumb and it is the movement of this stylus (“bee”) 

in the space provided below the screen that controls the interaction within the 3D objects within the 

space. The user feels a resistance when the ball on the screen comes into contact with the surface of 

the object or the surrounding “room”. A grooved ring was introduced onto the floor of the room to 

give a reference to the entire space and the objects are either in the centre of this ring or above a 

reference depression points in the ring. These depressions in the ring also allow the user to move 

between screens, change the orientation of the object or bring up additional information about the 

material qualities of history of the object. 

Picture 3: Touching the hippo bowl in Probos™ 

 

© Manchester Museum, 2015. 

The addition of sound associated object was another important element, giving vocal instructions 

and an indication of the objects material qualities and character. For example a broken ceramic gives 

a dull sound whereas a high-fired ceramic can give a musical ring. 
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The first room has everyday objects placed around the “room” which make a sound when they are 

tapped; while the user explores the space we hope that they become more comfortable using the 

stylus and understand the scope of the space. Once passed this first screen the interactive has a 

series of “rooms” which present different aspects of the objects history, manufacture or use. 

The haptic interface does not replace the handling experience, but it can augment a visitors 

understanding of an object and increase their knowledge and enjoyment on a visit. Over time other 

features such as inertia, weight. 

Additional haptic enable objects have been included from the Yale Peabody Museum and The British 

Museum to illustrate how the device can create access to other collections from around the world. 

We are at the beginning of understanding how we can use haptics to create a truly meaningful 

experience, there is still much work to be done but now we have a platform and a device that we can 

develop. There are exciting possibilities for using this technology as it becomes more universally used 

as a 3D platform to create enjoyable and playful ways to explore real objects and their stories. A 

portable version of the system exists and is used for outreach to groups, such as schools and 

hospitals and to groups that may have issues getting to our museum. 

Picture 4: Left picture: Michael using early version of haptic interface at Henshaws Centre in 
Manchester; Right picture: Ken, an 84yr old RAF veteran using the Probos™ system at Veterans UK 
centre Llangollen in Wales 

 
© Manchester Museum, 2015. 
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2.2.2 Case study 2: Manchester Museum Comes to You (MCTY) 

This initiative offers the chance to explore 

some of Manchester Museum’s collection 

and is a session that is delivered by 

museum staff outside of the Museum. 

This allows all members of the community 

the opportunity to experience the variety 

of the collection and over time to 

appreciate the stories of the objects and 

the diversity of the collections that the 

museum looks after.  

The themed boxes of accessioned objects 

can relate to temporary and permanent 

exhibitions. The Museum staff explains the contents of a handling box – allowing the host to reveal 

the hidden stories behind the Museum’s collections.  

The project ‘Manchester Museum comes to you’ was developed to bring some of the handling 

collections out into the community to people who may struggle to attend at the City Centre venue,  

sometimes leading to museum visits at a later date. Henshaws Society for Blind People has used the 

MCTY boxes at their venue in Manchester and will often come in for sessions relating to temporary 

exhibitions. During the facilitated session the groups see and touch items that they have never 

experienced before and will reminisce about their own lives and tell their own stories.  

Picture 6: Objects being handled from a handling table facilitated by volunteers in Manchester 
Museum 

 

© Manchester Museum, 2015. 

© Manchester Museum, 2015. 

Picture 5: MCTY handing object being explored at a 
session at Henshaws Society for Blind Peoples Centre in 
Manchester 
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2.2.3 Case study 3: Unlocking the story – Digital touch replicas 

Replicas are a familiar output of the scanning process and provide a valuable resource inside and 

outside the gallery for a variety of activities and can be very useful for sessions when understanding 

the form of an object is important. However to get further information about the object the 

interaction often needs to be facilitated by a knowledgeable individual or have other sources of 

information close at hand. A prototype has been developed by Manchester Museum in collaboration 

with Loughborough University and commercial software designer to create digital touch replicas. 

A prototype digital touch replica of an Ancient Egyptian Stela (below ) was produced for the opening 

of the new Ancient world galleries two years ago (Oct 2012) and is still functioning effectively after 3 

years. The printed nylon replica stela was painted to look like the original and has strategically placed 

sensors, which trigger sound and image files relating to the carved detail, and this information plays 

on adjacent screen, allowing the visitor to interrogate complex themes, symbols. It also answers 

generic questions such as: “What is it?” Where is it from?” and “Why is it here? 

Picture 7: Digital touch replica prototype of the Stela of Hesysunebef on Exploring objects gallery at 
Manchester Museum. When the replica is touched, information plays out on the adjacent screen as 
an image and an audio file. 

 

© Manchester Museum, 2015. 

Information about an object can be precisely relevant to a specific area of an objects surface and 

placing a sensor strategically, information from that area can be released. The information delivered 

by the sensors can be updated remotely and also allows for a number of narratives themes to be 

added. The information delivered can be factual and thematic or fictional visitor led storylines. The 

Egyptian stela has melodramatic and surprisingly contemporary themes and there are plans to 

develop a fictional storyline around the Egyptian characters with a focus group and once this is 
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Picture 9: Original Egyptian stela in gallery 
case at Manchester Museum 

© Manchester Museum, 2015. 

created, museum visitors will have the choice which storyline to interact with. As with any digital 

information it can be translated.  

Picture 8: Information about the stela delivered in Screen to the right of the digital touch replica - all 
information is triggered by touching the object (not the screen). 

 

© Manchester Museum, 2015. 

As many objects have multifaceted narratives this 

type of technology has the potential to unlock 

these stories and allows for a self-guided intuitive 

exploration. The accessioned museum object 

(Stela of Hesysunebef) resides in the gallery 

below within a case alongside many other objects 

and subsequently there is limited space for a 

short label. Further information about the 

Egyptian Stela can be found on a web based app 

that was created for the opening of the new 

Ancient World galleries.  
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3 Challenges 

The goal of European and National Disability Equality Legislation is to give people with disabilities the 

chance to participate in society, enjoying equal opportunities and self-determination. However, 

people with disabilities still face many obstacles in terms of access to culture. It is important to set an 

example and to embrace the inclusive culture at the heart of these socio-political aims. More and 

more museums, Belvedere and Manchester Museum being among them, aspire to do more than 

merely comply with the legal standards and, especially in art education, aim to truly address the 

diverse needs of people with disabilities.  

Besides financial restrictions (The Belvedere’s Education Department, for example, has wished for a 

touch model of the Upper Belvedere for a long time. A professionally produced model is, of course, 

expensive, and, as already mentioned, its funding was only possible through the generous support of 

the former Ministry of Education, Art and Culture.), such large-scale tactile aids also pose problems 

of finding enough space for their permanent display. Although at first glance, one would think there 

is ample space in a place like the Upper or Lower Belvedere in actual fact all of the rooms not needed 

for collection displays or exhibitions are put to various uses and are only available for limited periods 

of time. Therefore it is not possible to set up permanent touch installations for people with visual 

impairments.  

Replicas, models, touch books and sheets, tactile flat objects in full or partial relief or swell paper 

copies can only be produced for exhibits on permanent display so they can be used on a long-term 

basis. With the added factor of time constraints, this form of support is simply not feasible for 

temporary exhibitions, which alter – for example in the Belvedere – every three months. 

Digital technologies are providing a shift in the way we engage with material culture, both on the 

galleries and independently outside of the museum visit. There is a universal drive to digitise 

collection records, photographs, sound archives and now it is possible to create accurate records of 

the objects themselves with scanning technology. Sharing this new 3-dimensional data with the 

public has many benefits, from the purely academic to the highly creative. 

However the majority of this digital information will remain 2-dimensional in virtual space and we 

need to keep in mind that our museums are established around real 3-dimensional and we need to 

continue to strive to make these objects and their information accessible to all. 

It is important to work with visually impaired focus groups to ensure that the digital information 

(mp3 sound files) about the replicated object is delivered effectively and can be accessed by our 
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visually impaired visitors, e.g. when they touch the replica: The factors of this interaction have to be 

identified so that there will be a simple function that can be switched on for visitors with impaired 

vision. There may also be a need for additional material devices to help navigate and interpret the 

touch replica. 
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