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New Interactive Technologies Have Been Used In The Museums
New technologies in the museums are necessary to provide stimulation and deepen the experience of visitors. For instance, use of technology could enable the audience to get an idea of the history of the cultural heritage in the eighteenth, nineteenth and twentieth centuries. It is easier to raise awareness of the historical background of the early monuments by use of technology. Many interactive technologies are enhancing the experiences of museum visitors during their trip. Some of these technologies include; Google art Project, Electronic Labels, Ask app, 3D Photo Works, Touchscreen Tables, Connected Worlds and Cleveland Museum of "Touch wall" among others. 
Google art project

The above project is an important modern technology to display artwork. Throughout the google art project visitors can find a selection of super high-resolution images of famous work as well as more than a thousand other images, by more than hundreds of the artists – all in one place. Additionally, we can virtually tour the insides of the 17 world's most renowned museums of Europe and US. This technology allows to avert the crowds, prevent physical fatigue, hence increase one’s self-consciousness about the artwork, as well as it helps those who cannot especially travel to the distant museums. Coincidentally, 2011 is when Google launched its Art Project. Focusing on second-generation ideals of quality and context (versus quantity and content), it tried to imbue online art viewing with an emotive quality – possible through extremely high-resolution images – and move past the purely informational experience. 

Proctor, in his article "The Google Art Project: A new generation," discusses the Google Art Project and the responses it received from museum professionals. Some reviews were skeptical with one person questioning how they will keep up since it is an expensive project (Proctor, 216). Although there was some negative feedback, there have been a lot of positive commentaries as well. One individual in favor of the project pointed noted that "The provision of the possibility of one to view artworks at closeup proximity on a computer screen is changing the art viewership form the basic informational approach to emotive" (2). Online galleries have been seen before, but this project allows the public to feel as if they are actually in the museum even if they are sitting at home. It was also noted that "street art viewership via the gallery installations are reliable motivators for in-person visits.”  (220). 
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The Google Art Project, a widely utilized Google-powered digital archive of the twenty-first century. It was developed to enhance access to the artworks all over the world. Since Google is a global brand, a photograph or painting uploaded on the Google Art Project is likely to receive global viewership across the globe. As such, the development has widened the scope of the visibility of artworks. 
Electronic labels
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The image above shows an electronic label. It is enabled with mechanisms such as earphone ports and a language variety. Therefore, a viewer of the art can choose the language in which they would like the various artworks to be described.


The World City Exhibit in the Museum of the City of New York supplied by what is so-called interactive touchscreen labels or digital labelling system, computer touch screens positioned in front of most object cases. Two different types are evident: a regular touchscreen computer and another with headphones containing many sounds and video clips with instant updates (in response to individual events). This technology offers many advantages for the museum and its visitors such as giving them an opportunity to choose their language. Also, it cost less than printing paper labels and provides much more information about the object, artist, donor and so on.
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Ask App
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This application is one of the new technologies that has been used in the Brooklyn Museum in interactive media to introduce the information to the audience relating to the displaying objects in the galleries. The Brooklyn Museum created this application and named it "Ask App." The visitors can download the app on their cell phones before coming to the museum. Through that app, they can chat or ask questions relating to any object in the galleries they see. A member of the museum's team of art, specialists in the art exhibit, will answer his/her question and give more information about the object or may provide recommendations. This app is helpful in the early American show to provide the visitors with more information about the artwork during their visit to the museum exhibit.

3DphotoWorks
It is a project in the Canadian Museum that aims to expose art to the blind. 3DPhotoWorks is a developing mechanism to enhance the blind's access photographs and other forms of visual art and not just the words that may describe the pictures and the artifacts but allow access to the real images. This technology converts the artworks to a 3Dimensional Tactile Fine Art Print. As such, it prints out a variety of lengths, widths, depths, and textures allowing the blind visitors to use their fingertips to experience the prints. It is a brilliant technology that enables blind people to see the art.
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Cooper Hewitt’s Touchscreen Table
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The touchscreen tables facilitate people’s interaction with the artworks. Thus, it eliminates the alienation of artworks from the contact of humans. 
Cooper Hewitt’s touchscreen table is a technological innovation that offers an exciting interactive experience in the museum. This technology has opened different and exciting avenues within the museum. An individual can explore different digitized collections through the use of a large touchscreen table; draw wallpaper designs in an immersion room, be able to give solutions to some real-world designs problems found in the processing lab as well as discover different artworks within the museum. The technology also helps people have a clear understanding of the contribution made by the donors and their impact on the various collections within the museum in the last one century.

This technology through its well-designed collection browser available on tables across all the floors of the museum has helped people get access to several objects found in the museum collection. The schedules allow visitors to explore different high-resolution images simultaneously with the largest one allowing up to six visitors. Also, these tables allow visitors to select different objects and learn about their history as well as their designs. This is done through the use of interactive interface and pen that let one collect and save the objects. 

Connected Worlds
Connected World is a significant technological advancement that can connect visitors to a new experience. The technology is presented in an excellent wall which gives visitors a fantastic experience with animations, gestures, movements as well as decisions of an individual being kept in a great balance. In its entirety, the technology presents six environments namely; jungle, desert, wetlands as well as mountain valley, reservoirs, and plains. These environments are fed by a single waterfall that falls on an interactive floor containing trees, plants as well as animals.


This technology provides the visitors with a unique experience. Visitors can explore the interconnectedness of the different environment presented and experience their uniqueness. While interacting with these digital environments, visitors' actions exhibit both short-term and long-term effects. The effects form the core concepts of science revolving around the dynamics of the environment and the influences exerted. 
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The concept of Connected Words is based on the exploration of creativity by attempting to connect geographically-varied depictions such as the deserts, jungles, wetlands and the mountainous illustrations.
Cleveland Museum of "Touch wall"
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The touch wall was invented to allow access to many photos at the same time, hence enabling one to view numerous artworks at the same place. It prevents physical fatigue, and it is also affordable as there is no need for further traveling to other locations to view the artworks.

It is a unique interactive technology that has been known since the year 2013 for its ability to bring together art and the technology with a view of inspiring the visitors to have a profound exploration of the museum's collections.  The technology allows the visitors to enjoy the gallery, to have deep interaction with different selections and to gain as much knowledge as possible from their interactions. As a result of the Touch wall technology, the Cleveland Museum gallery has been attributed to be an amazing, interacting place for people to look, have a digital interaction, gain knowledge and learn different dimensions and unique features presented by different collections. The wall is such a fantastic technology.
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  Ask App a new technology in the Brooklyn Museum 





3D Photo works, in Canadian museum, produces tactile art to enable the blind to experience the essence of the art in museums. The printouts of the 3-D creations also improve the accessibility of the art for everyone.








