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The course aims to provide students with critical understanding of the relation between the design of
museum space and the creation of digitally mediated experiences, and the way it affects visitor
behavior and experience, through: theoretical exploration, case studies, and practical skills for creating
an audiovisual work in relation to specific requirements and intentions (see ‘Syllabus’ below).
On successful completion of the course, students will be able to:
- Understand the implications of digital technologies for the design of museum space as well as for the
profound changes for the institution.
- Have acquired critical understanding of the potential, value, use and application of digital
technologies in the interpretative approaches of museums, including in the context of the
representation of culture, the promotion of archaeological and industrial heritage, and the
integration of oral history in museum displays.
- Be familiar with the functioning of digitally mediated experiences, and their effects on museum visits,
including visitors’ movements, and social interaction
- Discuss the basic dimensions of variability in the embedding of digital sensory environments in
museums/heritage sites and how they can change the way we perceive the museum environment
and interact with it.

- Have enhanced their skills in video editing, using specialized software.
- Have practical understanding of the interdisciplinary nature of museum studies.
- Collaborate with co-students to conceptualize, create and present an audiovisual synthesis for a
specific real environment and in relation to the issues analyzed in the course.
- Develop the ability for independent thinking, in parallel with teamwork, through the combination of
different teaching methods used in the course.
General Competences
Taking into consideration the general competences that the degree-holder must acquire (as these appear in the Diploma
Supplement and appear below), at which of the following does the course aim?
Search for, analysis and synthesis of data and information,
with the use of the necessary technology
Adapting to new situations
Decision-making
Working independently
Team work
Working in an international environment
Working in an interdisciplinary environment
Production of new research ideas

Project planning and management
Respect for difference and multiculturalism
Respect for the natural environment
Showing social, professional and ethical responsibility and
sensitivity to gender issues
Criticism and self-criticism
Production of free, creative and inductive thinking
……
Others…
…….

- Search for, analysis and synthesis of data and information with the use of the necessary technology
- Adapting to new situations
- Decision-making
- Working independently
- Team work
- Working in an interdisciplinary environment
- Showing social, professional and ethical responsibility
- Respect for difference and multiculturalism
- Project planning and management
- Criticism and self-criticism
- Production of free, creative and inductive thinking
- Communication skills
- Capacity for critical thinking

(3) SYLLABUS
Having as theoretical background an analysis of changes in the definition of the museum and cultural
heritage, the transformations in the way we preserve the memory of the past, and the ‘experiential
and sensory turn’ in displays, the course turns attention to the new potentials offered by digital
technologies to mediate between museum content and visitors. It aims to contribute to the
understanding of the way their use interacts with the architectural and spatial design of museums and
heritage sites. Particular emphasis is given to the creation of digital environments in different types of
museums, from art and music museums to museums of sites and city museums, as well as historic
monuments and heritage sites, and their role as interpretative media, and increasingly, as the exhibits
and the key experiences themselves, which set challenges for curators, architects, designers. In
parallel, the course provides students with practical skills and knowledge on issues of video processing,
audio mixing, and visual effects. In the framework of the course, we analyze case studies of digital
applications in Greek and foreign museums and heritage sites, we explain strategic design choices, in
conjunction with specific aims and uses, and apply the acquired theoretical and practical knowledge to
creating and presenting an audiovisual work supporting museum interpretation and experience.

TEACHING and LEARNING M ETHODS - EVALUATION
DELIVERY

Face-to-face

Face-to-face, Distance learning, etc.

USE OF INFORMATION AND
COMMUNICATIONS
TECHNOLOGY

Use of video editing software; Use of ICT in teaching, laboratory
education and communication with students. Support of learning
through the e-learning platform e-class.

Use of ICT in teaching, laboratory education,
communication with students

TEACHING METHODS
The manner and methods of teaching are
described in detail.
Lectures, seminars, laboratory practice,
fieldwork, study and analysis of bibliography,
tutorials, placements, clinical practice, art
workshop, interactive teaching, educational
visits, project, essay writing, artistic creativity,
etc.
The student's study hours for each learning
activity are given as well as the hours of nondirected study according to the principles of the
ECTS

Activity

Semester workload

Lectures
Seminars - Practical exercises /
Individual and group class
assigments
Presentations - Discussions
Independent study Bibliographical reserach Project
Course total
(25 hours = 1ECTS)

26
14
20
40

100

STUDENT PERFORMANCE
EVALUATION
Description of the evaluation procedure
Language of evaluation, methods of evaluation,
summative or conclusive, multiple choice
questionnaires, short-answer questions, openended questions, problem solving, written
work, essay/report, oral examination, public
presentation,
laboratory
work,
clinical
examination of patient, art interpretation, other

Language of evaluation: Greek.

Specifically-defined evaluation criteria are
given, and if and where they are accessible to
students.

The evaluation procedure and criteria are presented to students in the first
lecture. In parallel, they are available on the webpage of the course
throughout the semester.

Project/Written document and oral presentation
Co-assessment of participation in the class assignments, lectures, seminars,
mid-term presentations, and final project presentation.
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