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ON MUSEUM WEBPAGES
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NMEPIAHWH

To mTapdv KEIPEVO EMKEVTPWVETAL 0TA ATTOTEAEoHAtTa Epeuvag mou Ole€NxOn oto mAaiclo
HETATTUXIAKNG OUMAWHATIKNG epyaociag (Mavemotnpio Oeooaliag 2014) kat peAETnoe
EAV Ol EKTAIOEUTIKEG WNPLAKEG EPAPHOYEC HE IOTOPIKO TEPIEXOHEVO OF LOTOOEAIDES
pouotsiwv Bacilovtat oc MAPAOOCIAKEG N OUYXPOVEC AVTIANWEI wWC TPOG TO
HOUGELOAOYIKO UTTOBABpO, wg MPOg TNV MPOCEYYLIoN TNG LOTOPLIKNAG EKTTAIGEUONG, WG TTPOG
T TPOCOOKWHEVA HAONOIAKA amoTteAéopaTa Kal wg TPog tnv aflomoinon Twv
oUYXpovwy TEXVOAOYIWY. Baoclkn umdbeon Atav OTL ol YNPLAKEG €PAPHOYEG TTOU
neplAapBavovtal og 10TooeAIdEC TTapadoolakwy Houcsiwv Ba xapaktnpilovialt wg
«TapadoolakES» WG MPOG TIC TAPAPETPOUG TTOU EEETACANE, EVW EKEIVEG TTOU TTPOEPXOVTAL
amo «HOVIEPVA» N «HUETAHOVIEPVA>» WG TPOG TO HOUGEIOAOYIKO TOUuG uTToBabpo pouceia
Ba OwabEtouv avtiotolxa «HOVIEPVA» N «HETAPOVIEPVA» XAPAKTNPLOTIKA. MdAlota
OlATUTTWOAE TNV UTTeBeon OTL N «mTapadootakn» taon Oa eival mo eppavig ota eAANVIKA
pgouosia ot avtidlaoToAn HE autd AAAwV OUTIKWY Xwpwv. MNa tnv avaiuon Ttwv
YNPLAKWY EQAPHOYWY TTOU GUAAEXONKav amo 1otooeAideg pouosiwy tng EAAGSag kat
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GAAWY XWPWY, wWC TPOG TIG 4 TAPAUETPOUG TOU HEAETAONKav, oxedldotnkav 4
avtiotowxa Zuotiparta Katnyoptwv AvaAuong. H avaAuon twv 0£G0PEVWY 00YNOE OTNV
mapatnpnon OTlL TO HOUGELOAOYIKO UTTOBABpO TwY Yn@IaKwY £QAPHOYWY £MNPEALEL TIG
UTTOAOLTIEC TIAPAMETPOUG Kal OTL Ol TIEPIOCOTEPEC EPAPHOYEG TTOU TIPOEPXOVIAL ATIO
mapadoclakd pouosia tng EAAAdag akoAouBouv KUpiwg «TTapadoclakeG» TTPOCEYYIOELG,
EVW Ol TIEPIOOOTEPEG EPAPHOYEG HOUCEIWY AAAWY XWPWV AKOAOUBOUV «CUYXPOVEC>
(«HOVTEPVEG» / «UETAPOVIEPVEC>) TACELS. Ta £PEUVNTIKA amoteAéopata umootnpilouy
™ 6€on OTlL MOAAG pouceia, Kal Kupiwg ta eAAnVIKA, Oev aflomolouv TARPWG TIC
EKTTALOEUTIKEG OUVATOTNTEG TWV OUYXPOVWY TEXVOAOYIWY, Kal Ott to mePIBAAAOV
WYNEIOKWY EQAPHOYWY OTOo omoio aflomoleital uynAn texvoAoyia Oev  odnyel,
amapaitntd, C€ OUCLACTIKA OCUMHETOXN TOU XPNOTN N Of €@Appoyn  oUyxpovng
TPOCEYYIONG TNG LOTOPIKNG eKmaideuong. Xto TaApov Keigevo mapouctalovtal ta
ATOTEAECUATA TNG AVAAUONC TWV WYNPLAKWY EPAPHOYWY WE TTPOC TO HOUCEIOAOYIKO TOUG
umoBabpo, wg TMPOG TNV TPOCEYYLON TNG LOTOPIKAG EKMAIOEUONG KAl w¢ TPOoG Td
TPoodoKWHEVA Pabnolakd amoteAsopata.

H Mapia PAvou civat ekmaidsutikog pe e1dikeuon (M Ed) otov oxedlacpd maidaywylkoU UALKoU.
rinou@uth.gr

ABSTRACT

The current paper presents the results of a research conducted in the context of my MA
dissertation (University of Thessaly, Greece, 2014) which examined whether digital
history education applications on museum webpages are based on traditional or
contemporary ideas in terms of their museological background, their approach to
history education, the expecting learning outcomes, and the use of new technologies.
The major hypothesis was that the digital applications of traditional museum webpages
would be characterised as ‘traditional’ in terms of the 4 parameters studied, whereas
applications of ‘contemporary’ (‘modern’ or ‘postmodern’) museums would be
characterised as ‘contemporary’ (‘modern’ or ‘postmodern’) in terms of the same 4
parameters. The study also focused on the hypothesis that ‘traditional’ approaches
would appear more clearly or intensively in the digital applications of Greek museums
than in the applications of museums in other western countries. For the analysis of the
selected applications, 4 category systems were constructed on the basis of the 4
parameters mentioned above. Results revealed that the museological background tends
to affect the other parameters. Moreover, most digital applications of traditional Greek
museums were characterised ‘traditional’ in terms of all the parameters analysed. In
contrast, relevant applications of the other western museums studied were
characterised ‘contemporary’ (‘modern’ or ‘postmodern’). The research results
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demonstrate that many museums, and mostly Greek museums, do not take advantage
of new technology educational affordances, while the hybrid environment of digital
applications in which high technology is used does not, necessarily, ensure users’
substantial participation nor does it always relates to a contemporary approach to
history education. The current paper presents the results of the analysis of the 13
selected applications in terms of their museological background, their approach to
history education and their expected learning outcomes.
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Introduction

Although museum webpages differ from real museums, they offer an enticing prospect
for learning. Despite any differences in design, content or background, museum
webpages reflect the philosophy of the corresponding real museum in most cases
(Hawkey 2004). Their visitors are invited to choose thematic fields, to create their own
personal paths in their learning approach, as well as to exchange ideas or data with
others, and, thus, to enrich the social aspect of their experience (Nikonanou & Bounia
2012). For some users, depending on their personal interests, the possibility of ‘free’
navigation is preferable to other more traditional ways of visiting the museum
(Economou 2004). At the same time, distance matters are resolved. Many museum
webpages aim at skills development and knowledge construction as well as at the
emotional, social and personal development of the user (Schaller, Allison-Bunnel, Borun
& Chambers 2002). In this context, the target of educational digital applications is to
lay the groundwork for learning by accommodating users and simultaneously
encouraging cooperation between them and the museum. These applications are
inherently related to the type of museum in question and its collections. Moreover,
they are offered on-line with a view to educating and entertaining the user (Hooper-
Greenhill 1999a, Bakoyanni & Kavakli n.d).

The research framework

In the last few decades, museums have encountered several major challenges. The
increasing exposure of the public to technology, combined with the prevalence of the
Internet, has altered the way people communicate with each other and gain access to
information. The broad use of technology in museums has aroused debate over the need
for a more critical approach concerning how technology is being used to support the
learning processes. The efforts of various cultural organisations, and especially
museums, to follow the demands of society sometimes leads to neglecting the needs of
their visitors or at least those needs not being fully met by the new on-line tools
employed (Economou 2004). The issue which therefore arises is how to make optimal
use of technology. The question is how to engage users in certain activities and what
kind of experience they should have in order to be guided towards meaningful learning.
Such activities are designed to construct knowledge through actively engaging with
cultural objects and making them the focal point of the activity. (Hein 1998, Bounia,
Economou & Pitsiava 2010, Nikonanou & Bounia 2012).

Several research studies have attempted to document the efforts being made to exploit
the advantages of new technologies in terms of supporting the learning process in
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museums and cultural venues (see, among others, Hawkey 2004). Furthermore, studies
have been carried out in order to explore learning issues on educational museum
webpages (Schaller et al. 2002) and the use of virtual reality in museums. A common
denominator in those studies has been their focus on the description of the technology
used and the basic elements of the learning experience, rather than an attempt to
analyse the way in which technology is being employed: namely, the kind of learning
purpose it serves and its role in supporting the learning process.

Recent studies conducted in Greece suggest that the majority of Greek museums and
cultural organisations make very little use of hew technologies for educational purposes
(see Giannoutsou, Bounia, Roussou & Avouris 2011, Nakou 2010). According to Dimaraki
(2008), in many cases, digital activities which focus on museological objects lay
particular emphasis on the transmission and comprehension of information, something
which contravenes pedagogical approaches to museum programmes and other
educational materials which are employed in museums with the aim of using new
technology as a means of exploration and personal expression. While these applications
increase the potential of new technologies, especially by integrating extended
information and data from different sources, user activity in the learning process is
considered peripheral, since it is limited merely to exercises and games. The role of
the user is restricted to a closed loop interaction which does not encourage more
substantial learning. Research by Nikonanou & Bounia (2012) has pointed out that, in
many cases, interactivity of the user through on-line activities constitutes a form of
knowledge control (content-oriented knowledge) as far as the educational process and
approach are concerned, meaning that a teacher-centred knowledge-based model is
adopted. Moreover, it is noted that the affordances of new technologies to promote
fruitful learning processes have not yet been exploited to a satisfactory degree, and,
therefore, the way in which the museum content is approached remains traditional.
Furthermore, concerning the potential of applications to provide incentives for further
learning, the same study concluded that this is only accomplished in a small minority
of cases.

Within this framework, the study of digital history education applications on museums
websites was based on the following research questions: Whether and to what extent
are museum digital history education applications: a) based on a ‘traditional’ or a
‘contemporary’ museological background, b) based on a ‘traditional’ or ‘contemporary’
(modern or postmodern) approach to history education, c) correspond to contemporary
learning outcomes, namely to the “Generic Learning Outcomes” (GLOs), as these are
presented by Hooper-Greenhill (2007), or to traditional learning outcomes that mainly
concentrate on the acquisition of an informative type of knowledge?"
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Data collection

For the purpose of this study 13 digital history education applications were selected
that are appearing on the websites of museums in Greece, the United States and the
United Kingdom. The basic criteria for this selection related to the efficiency of the
research procedure, the aim of comparing Greek museum online history education
applications with relevant applications from other western museums, and the aim to
study limited, albeit considerably representative relevant applications corresponding
to museums of different type, both traditional and contemporary (modern or
postmodern). More precisely, digital applications were selected from Greek museums
in Athens and Thessaloniki, as their use of the Internet and new technologies was
hypothesised to be more extended than of regional museums. On the other hand,
relevant digital applications were selected from museums in the United Kingdom and
the U.S.A., in part, since the use of English language enabled the necessary access and
understanding, and also as a result of the hypothesis that both the use of contemporary
approaches to history education and the extensive use of new technology in these areas
would have direct impact on the design of contemporary digital history education
applications.

Initially, digital history education applications of 4 museums located in Athens were
selected, namely, of the Museum of the Acropolis, as it is the most recent
archaeological museum in the country, of the National Archaeological Museum, since it
is the first and largest museum of the country, of the cultural centre known as the
Foundation of the Hellenic World, whose mission is the dissemination of Hellenic culture
and history through the use of new technology, and of the Numismatic Museum of
Athens, which constitutes one of the oldest public museums in the country and which
aims to promote the history of coins along with the history of the Greek economy and
civilisation. In addition, on-line history education applications of 1 museum located in
Thessaloniki was selected: of the Museum of Byzantine Culture, distinguished by its
modern museological orientation.

From UK, relevant applications of the British Museum and the Museum of London were
selected: of the former as it is one of the oldest and largest national museums in Europe
and the world, containing rich historical content and a wide variety of collections, and
of the latter since it reflects the history of a modern capital in relation to its historical
background and its multi-cultural society. From the U.S., relevant applications from
two museums were selected: of the Smithsonian National Museum of American History,
because it is a national museum which promotes American history and civilisation, and
of the United States Holocaust Memorial Museum, because of its historical background
and theme.
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The analysis category systems

According to the 4 parameters studied, relevant 4 category systems were constructed
in order to analyse the selected on-line applications.? The discussion in this paper refers
to the analysis of the collected data in terms of the following 3 category systems: The
category system of a) the museological background, b) the history education approach,
and c) the expected learning outcomes.

The ‘Museological Background’ category system

According to Nakou (2009), museums could be schematically classified into three
different museological types, according to their relative ‘traditional’, ‘modern’ or
‘postmodern’ epistemological background. The epistemological background of
museums, among other things, seems to influence their ideas and perceptions of history
and the historical narratives they articulate by their exhibitions.

Museums of the ‘traditional’ type, basically formed in the 19th century, are
characterised by the assumption that the past can be known and be presented in
objective terms. Therefore, ‘traditional’ museums display their exhibits in units that
correspond to fixed historical periods, according to a strict linear chronological layout,
and within an austere academic framework.

Museums of the ‘modern’ type, basically formed in the 20th century, are characterised
by their attempt both to promote their museum collections and to serve their
audiences. The epistemological background of ‘modern’ museums perceives reality (of
the past and the present) as a complex identity, a notion that does contradict the
possibility of objective knowledge. Thus, ‘modern’ museums assume that knowledge is
constructed by the thinking subjects, through an interactive process by which they
study various aspects of the complex realities with which they come into contact.
Within this framework, and in order to enable their audiences better understand
museums and their content, ‘modern’ museums consent to the use of their collections
to organise thematic exhibitions, in which exhibits are presented in their social context,
in order to reconstruct aspects of the past. Consequently, ‘modern’ museums facilitate
the establishment of a dialogue between the societies of the past and the present, an
element which, among other things, potentially facilitates the construction of historical
knowledge (Nakou 2009).

Finally, museums of the ‘postmodern’ type challenge thematic exhibitions that aim at
enabling audiences better understand reconstructed realities of the past. ‘Postmodern’
museums, on the basis of postmodern assumptions about the deconstruction of reality,
focus their interest on the presentation of museum objects -conceived as traces of a
deconstructed and forever lost past- in the form of museological layouts that are open
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to alternative interpretations, regarded as creations of a deconstructed multi-cultural
present, and aim at meeting the needs of different groups of audiences (Nakou 2009).

More specifically, at the ‘heart’ of ‘traditional’ museums we find the actual museum
objects (‘object oriented’ museums), on the basis of which museums construct their
‘objective’ narratives about the reality of the past.

On the other hand, ‘modern’ museums assume that the past can be reconstructed by a
dialectic relationship between the people of the present and the objects of the past
(‘object and people oriented’ museums).

‘Postmodern’ museums are primarily interested in their audiences (‘people oriented’
museums). In this respect, museum objects, as remnants of the past, are exhibited in
ways that serve the expectations of different audiences and do acquire different
meanings in relation to the needs of the present (Nakou 2009).

Table 1. The ‘Museological Background’ category system.

Basic
Characteristics Traditional Modern Postmodern
Epistemological Objective Reconstruction Deconstruction
Assumptions knowledge of reality of reality
of reality
Time focus Past Past & Present Present
Type of Academic Construction Alternative
knowledge objective of knowledge interpretations
knowledge
Orientation Object oriented Object & people People oriented
oriented

The ‘Approach to History Education’ category system

For the analysis of the selected applications in terms of their approach to history
education a category system was constructed in relation to differences appearing
between ‘traditional’ and ‘contemporary’ approaches to history education.
‘Traditional’ approaches mainly aim at the cultivation of national conscience, in
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accordance with the basic national narrative and in isolation from the international
historical environment. Therefore, they ask students to reproduce a given historical
narrative. On the other hand, ‘Contemporary’ approaches to history education mainly
aim at the development of critical historical knowledge and thinking, together with
competences for historical interpretation of different types of sources, so that students
potentially can construct a flexible framework of historical reference that would enable
them to understand the present and the past in historical terms.

Accordingly, ‘traditional’ approaches focus on the past, whereas ‘contemporary’
approaches focus on the relation of the past and the present. In the first case, students
are considered passive recipients of ready-made knowledge, while in the second case
they are perceived as active and thinking subjects, with physical, mental, spiritual and
emotional abilities and needs.

Table 2. The ‘Approach to History Education’ category system.

Basic
characteristics Traditional Approaches Contemporary Approaches

A . . Development of critical historical thinking,

. Cultivation of national conscience
Aim . . knowledge and competences
and identity : s .
for historical interpretation
. . Focus on the relation

Orientation Focus on the past of the past and the present
Main Educational Reproduction Use and interpretation
Method of a given narrative of different sources as historical evidence
Students Passive recipients Active and thinking subjects

The ‘Expected Learning Outcomes’ category system

The category system that was built for the analysis of the selected applications in terms
of the expected learning outcomes was mainly based on the 5 categories of the Generic
Learning Outcomes (GLOs) proposed by Hooper-Greenhill (2007). These five categories
represent different types of learning outcomes which modern approaches to education
tend to anticipate: 1) knowledge and understanding; 2) skills; 3) attitudes and values;
4) enjoyment, inspiration and creativity; and 5) activity, behaviour and progression.

Museumedu 3 / June 2016 157



M. Rinou Digital history education applications

As Hooper-Greenhill argues, knowledge and understanding constitute the first
category, which

includes learning facts or information and developing a deeper
understanding, or grasping meaning more firmly, in relation to various
specific fields. Well-known information may take on a new relevance or
be understood in a new way during a museum, archive or library visit.
Increased knowledge can be indicated by the ability to give specific
information: to name things, people and places or give other relevant
details. On the other hand, increased understanding can be indicated
by showing connections or links, clarifying, describing in detail, making
associations and offering assessments (Hooper-Greenhill, 2007: p. 53).

“Skills” refer to knowing how to do something.

Skills outcomes result from the actual experience of doing an activity.
Skills can be broadly divided into cognitive/intellectual, social,
emotional and physical dimensions”. Attitudes and values are developed
by learners as an integral part of their learning in both formal and
informal environments. As new information is absorbed, attitudes to
that information are developed, and these attitudes contribute to the
formation of the values that inform the decisions people make about
how to live their lives. Museum visits can result in shifts or changes in
attitudes and can sometimes be seen to alter the values that people
hold (Hooper-Greenhill, 2007: p. 54).

According to Hooper-Greenhill, enjoyment is considered as an outcome of learning,
while “Activity and behaviour refer to actions.

Enjoyment as an outcome of learning is likely to lead to the
development of positive learner identities and to the desire to repeat
the experience. When learning is enjoyable, it is easier, and may
sometimes take people by surprise. [...]

The things that people do, their actions and activities, are the result of
their learning. Learning outcomes include the way people balance and
manage their lives, including their work, study or family contexts
(Hooper-Greenhill, 2007: p.56).

On this basis, a relevant category system for the analysis of the selected applications
was constructed that includes 8 categories which correspond to ‘traditional’ and
‘contemporary’ learning outcomes. The System is presented below in Table 3.
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Table 3. The ‘Expected Learning Outcomes’ category system.

Traditional

expected Contemporary expected learning outcomes

learning

outcome

Transmission| Construction |Skills of using |Attitudes | Entertain Creativity | Activity /  |Behaviour

/ of knowledge | & interpreting |& ment & active Progression

reproduction| and sources Values Inspiration| participation

of given
knowledge

understanding

Discussion

The discussion is based on the analysis of the 13 selected applications in terms of their
museological background, their approach to history education and their expected

learning outcomes.

The analysis results in terms of the applications’ museological background

Three out of the 6 digital applications of the Greek museums studied were characterised
‘traditional’, according to their museological background, namely the “Athena,
Goddess of the Acropolis” of Museum of the Acropolis (see Pictures 1 & 2), the “A 360°
Virtual tour in Ancient Miletus” of the Hellenic World Foundation (see Pictures 3 & 4),
the “Learn about the oil-lamp” of the Museum of Byzantine Culture (see Picture 5).

ABHNA H GEA THL AXPONOAHE

Images 1 & 2. “Athena, Goddess of the Acropolis”.
Museum of the Acropolis application: http://www.acropolis-athena.gr/
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Images 3 & 4. “A 360° Virtual tour of Ancient Miletus”.
Foundation of the Hellenic World: http://www.fhw.gr/choros/miletus/360vr/gr/

Image 5. “Learn about the oil-lamp”.
Museum of Byzantine Culture: http://mbp.gr/edu/ekpaideytika-programmata/1m/paixnidia-on-line

Two of the collected applications in Greek museums websites, the “Mysteries of the
Antikythera Mechanism” of the National Archaeological Museum (see Pictures 6 & 7)
and the “The forest with the symbols” of the Numismatic Museum (See Pictures 8 & 9)
were characterised ‘modern’.

na vas | )

ta i %6
s
“ ) »
- A Kegdon
Hooe Wsige .

24

"o

o

gre

Images 6 & 7. “Mysteries of the Antikythera Mechanism”.
National Archaeological Museum: http://antikytheramech.culture.gr/el/node/6
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Images 8 & 9. “The forest with the symbols”.
Athens Numismatic Museum: http://www.enma.gr/kids.coins/app.htm

Only one Greek museum digital application, the “Colour the Peplos Kore” of the
Museum of the Acropolis (see Picture 10) was characterised as ‘postmodern’.

Image 10. “Colour the Peplos Kore”.
Museum of the Acropolis: http://www.theacropolismuseum.gr/peploforos/

On the other hand, five digital applications of other (non-Greek) western museums,
namely the “Time Explorer” or the British Museum (see Pictures 11 & 12), the
“Londinium” (see Pictures 13 & 14), and the “Great Fire” of the Museum of London
(see Pictures 15 & 16), the “Kristallnacht” of the Holocaust Memorial Museum (see
Picture 17), and “You be the historian” of The Smithsonian Museum (see Pictures 18 &
19), were characterised ‘modern’ in terms of their museological background.
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Images 11 & 12. “Time Explorer”
British Museum: http://www.britishmuseum.org/games/GreatCourt.swf

This is a fancy jug! Very different from the ones
we used to have at home! Find out more...

Images 13 & 14. “Londinium”
Museum of London:
http://www.museumoflondon.org.uk/Resources/microsites/londinium/index.html

Yoesday Wedsesday Thursday after fire

Images 15 & 16. “The Great Fire”
Museum of London: http://www.fireoflondon.org.uk/game/
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Image 17. “Kristallnacht”
Holocaust Memorial Museum: https://www.ushmm.org/information/exhibitions/online-
features/special-focus/kristallnacht/synagogues/how-was-kristallnacht-carried-out
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Images 18 & 19. “You be the historian”
The Smithsonian Museum: http://americanhistory.si.edu/springer/00clues.htm

Nevertheless, two digital applications of the British Museum, the “Museum Run” and
the “Little or Large” were characterised ‘traditional’.

These results led us to the hypothesis that digital applications of traditional museums
tend to be characterised by a ‘traditional’ museological background. However, this
observation does not seem to apply in the case of one application of the Archaeological
Museum of Athens - the “Mysteries of the Antikythera Mechanism”- and one application
of the British Museum -the “Time Explorer”- which, despite their ‘traditional’
museological background, could be characterised ‘contemporary’ in terms of all the
other parameters studied.
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The analysis results in terms of the applications’ approach to history education

Five out of the 13 digital applications that were examined were characterised
‘traditional’ in terms of both their museological background and their approach to
history education. This finding confirms our initial hypothesis, that digital museum
applications which are characterised ‘traditional’ in terms of their museological
background are also characterised ‘traditional’ in terms of their approach to history
education.

On the other hand, analysis has shown that ‘contemporary’ approaches to history
education appear in eight applications characterised as modern (or postmodern) in
terms of their museological background, of which three belong to Greek museums, the
“Mysteries of the Antikythera Mechanism”, (National Archaeological Museum), the
“Colour the Peplos Kore”, (Museum of the Acropolis), “The forest with the symbols”,
(Numismatic Museum), and five to other western museums the “Time Explorer”, (British
Museum), the “Londinium” and the “Great Fire” (Museum of London), the
“Kristallnacht” (Holocaust Memorial Museum), and “You be the historian” (The
Smithsonian).

These applications seem to constitute an open learning environment via exploration,
giving users the opportunity to control several formats of information (digital
management of text, sound, picture and video), thus enriching the development of
visualisation. Alongside this, they seem to encourage the development of basic skills
which are connected with history, such as the choice and use of references, use of
sources etc. that potentially lead to historical interpretations and the cultivation of
historical thinking (see Kouneli 2004, Giakoumatou 2008, Chen & Choi 2010).

The analysis results in terms of the applications’ expected learning outcomes

One of the basic aims of the study was to investigate whether and to what extent digital
applications of museums relate to ‘traditional’ or ‘modern’ expected learning
outcomes. Five applications that were characterised as ‘traditional’ in terms of both
their museological background and their approach to history education -three
applications of Greek museums the “Athena, Goddess of the Acropolis” (Museum of the
Acropolis), the “A 360° Virtual tour of Ancient Miletus” (Foundation of the Hellenic
World), the “Learn about the oil-lamp” (Museum of Byzantine Culture) and two of
other western museum the “Museum Run”, and the “Little or Large”, (British Museum)-
were characterised ‘traditional’ in terms of their expected learning outcomes, as well.
And this, because they do not help users to construct knowledge with understanding,
they do not encourage creativity and inspiration, and they neither aim to develop skills
for using and interpreting sources, nor do they aim to develop values or attitudes that
will lead to a change of behaviour.

Museumedu 3 / June 2016 164



M. Rinou Digital history education applications

On the contrary, all applications that were characterised ‘modern’ or ‘contemporary’
in terms of their museological background and their approach to history education,
were also characterised ‘contemporary’ in terms of their expected learning outcomes.
Thus we could hypothesise that the expected learning outcomes of museum digital
applications closely relate to their museological background and their approach to
history education.

General observations

Based on the results, we could proceed to some further observations, as follows:

From the 6 applications of the Greek museums, half of them (3) are characterised by
both their ‘traditional’ approach to history education and by their ‘traditional’
museological background. This observation confirms our initial hypothesis that digital
applications of Greek museums usually follow ‘traditional’ museological and historical
tendencies. However, this observation does not apply in the case of the digital
application “Mysteries of the Antikythera Mechanism” (National Archaeological
Museum), since it is characterised by ‘contemporary’ approaches as far as its
museological background, its approach to history education and its Generic Learning
Outcomes are concerned.

More generally, results led to the observation that in most digital applications the type
of their approach to history education relates to their museological background. The
majority (5/7) of digital activities offered by the non-Greek (other western) museums,
were characterised by ‘contemporary’ or ‘modern’ tendencies, in respect to their
museological background and their approach to history education. Thus, we observe
that in contrast to Greek museums, western UK and US museum digital applications
tend to follow contemporary museological and historical approaches.

Moreover, 8 out of 13 digital applications that were characterised by their
‘contemporary’ approach to history education appear to create an open learning
environment and to encourage the cultivation of skills for historical interpretation.

As far as the expected learning outcomes is concerned, the research results allowed us
to deploy hypotheses for a tendency that predominates in Greece, in contrast to other
western countries: namely Greek museums digital applications tend to focus on the
transmission/reproduction of provided historical knowledge. This hypothesis, though
underpinned by the targets set in school learning, requires further investigation.
Moreover, digital applications characterised as ‘traditional’ according to their
museological background and their approach to history education, tend to expect
‘traditional’ learning outcomes, whereas those registered as ‘contemporary’ (‘modern’
or ‘postmodern’), in terms of their museological background and history education
approach, were constructed as to expect contemporary learning outcomes.
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Conclusion

The aim of this paper has been to present part of the results of a study which examined
whether digital history education applications on museum webpages are based on
‘traditional’ or ‘contemporary’ (‘modern’ or ‘postmodern’) ideas in terms of their
museological background, their history education approach, the expecting learning
outcomes, and the use of new technologies. Applications characterised by a
‘traditional’ museological background seem to be also characterised by respective
‘traditional’ tendencies in terms of all the other parameters studied. In these cases,
the use of new technologies does not enable users to construct knowledge according to
‘contemporary’ approaches to history education, but leads them to a sterile
accumulation of the virtual representation of pictures, objects, and written facts. In
contrast, applications characterised by a ‘contemporary’ (‘modern’ or ‘postmodern’)
museological background seem to be associated with correspondingly modern
tendencies in terms of all the other parameters studied.

One of the basic limitations of the study was the small nhumber of the selected digital
applications. Thus, a future research would focus on the analysis of a greater number
of applications from different museums and countries, addressing children and
youngsters of different ages.

The study was conducted with the scope to better understand the implications of
museum digital implications to history education, and to promote the production of
applications that would allow the active construction of knowledge by the users. This
would mean that users would be considered as active thinking subjects. If we consider
the impact of technology to our everyday life, it would be beneficial for students to
use digital applications that approach history in ‘contemporary’ museological and
educational terms.

References

Bakoyianni, S. & Kavakli, E. (n.d.) Mouceia kat Avolktr) Ekmaideuon: Ekmaideutika
NMpoypdupata Mouceiwv oto Aladiktuo [Museums and Open Learning: Educational
museum programs on the Internet]. Retrieved February 14, 2016 from:
http://www.ct.aegean.gr/people/vkavakli/publications/pdf_files/open03_kavak

li.pdf

Museumedu 3 / June 2016 166


http://www.ct.aegean.gr/people/vkavakli/publications/pdf_files/open03_kavakli.pdf
http://www.ct.aegean.gr/people/vkavakli/publications/pdf_files/open03_kavakli.pdf

M. Rinou Digital history education applications

Bounia, A., Economou, M., & Pitsiava, E.M. (2010). H xprion VEwV TEXVOAOYIWV OF
HOUCEIAKA €EKTAIOEUTIKA TpOYpApHata: AmoTeAéopata £peuvag ota AANVIKA
houoeia [The use of new technologies in museum educational programs: Results
of a research in Greek museums]. In B. Vemi & |. Nakou (Eds.), Mouceia kat
Ekmaidsuon [Museums & Education] (pp. 335-348). Athens: nissos.

Chen, X. & Choi, J. (2010). Designing online collaborative location-aware platform for
history learning. Journal of Educational Technology Development and Exchange,
3, 13-26. Retrieved February 14, 2016 from:
https://www.academia.edu/1567661/Designing_Online_Collaborative_Location-
Aware_Platform_for_History Learning

Dimaraki, E. (2008). Wnglakn AwapecoAdBnon tng pABNong yia Tto TapeABOV:
oxeOLAOHOG EQAPHOYWY Yld TNV €VOPXNOTPWOoN Hadnolakng Opactnplotntag
[Digital mediation of knowledge of the Past: design of applications for the
orchestration of learning activity/activities]. In N. Nikonanou & K. Kasvikis (Eds.),
Eknaidevtika taidia oto Xpovo, EUMEIPIEC Kal €EpUNVEIEC TOoU mapeABOvVTog
[Educational travels in time, experiences and interpretations of the Past (pp. 155-
187). Athens: Patakis.

Economou, M. (2004). “Néec TexvoAoyieg Kat Mouoceia: epyalsio, TpoxomEdn 1} GUPHAC;
[New Technologies and Museums: tool, handcuff or fashion?]”, Museology -
International Scientific Electronic Journal, 1. Retrieved 14 February, 2016 from:
http://www.makebelieve.gr/mr/teaching/UoAMS/papers/EconomouMaria_2004.
pdf

Giakoumatou, T. (2006). Aiddokovtag lotopia tnv emoxi tou Oladiktuou [Teaching
history in the era of the Internet]. ®\oAoyikn [filologiki], 97, 69-75. Retrieved
February 14, 2016 from:
http://www.netschoolbook.gr/epimorfosi/conferences/p9_dec2006_dig_history.
pdf

Giannoutsou, N., Bounia, Al., Roussou, M., & Avouris, N. (2011). “A€lomoinon twv
WYNELAKWY TEXVOAOYIWY HE OTOX0 TN PABNON o€ XwWPOUG TOALTIGHOU: Hia KPLTIKA
Bswpnon emAsypévwy mapadetypatwy [Exploitation of digital technologies which
target learning in cultural centres: A critical theory of selected examples]”,
O¢épata Emotnuwyv kat TexvoAloyiag otnv Ekmaideuon [Issues of Sciences &
Technology in Education], 4, 131-149. Retrieved February 14, 2016 from:
file:///C:/Users/maria/Downloads/112-359-1-PB%20(2).pdf

Hawkey, R. (2004). Report 9: Learning with Digital Technologies in Museums, Science
Centres and Galleries, FutureLab series. London: King’s College. Retrieved
February 14, 2016, from:
https://www.nfer.ac.uk/publications/FUTL70/FUTL70.pdf

Hein, G. (1998). Learning in the museum. London: Routledge.

Museumedu 3 / June 2016 167


https://www.academia.edu/1567661/Designing_Online_Collaborative_Location-Aware_Platform_for_History_Learning
https://www.academia.edu/1567661/Designing_Online_Collaborative_Location-Aware_Platform_for_History_Learning
http://www.makebelieve.gr/mr/teaching/UoAMS/papers/EconomouMaria_2004.pdf
http://www.makebelieve.gr/mr/teaching/UoAMS/papers/EconomouMaria_2004.pdf
http://www.netschoolbook.gr/epimorfosi/conferences/p9_dec2006_dig_history.pdf
http://www.netschoolbook.gr/epimorfosi/conferences/p9_dec2006_dig_history.pdf
file:///C:/Users/maria/Downloads/112-359-1-PB%20(2).pdf
https://www.nfer.ac.uk/publications/FUTL70/FUTL70.pdf

M. Rinou Digital history education applications

Hooper-Greenhill, E. (2007). Museums and Education: Purpose, pedagogy, performance.
London: Routledge.

Hooper-Greenhill E., (1999a). ZKEWELC YA TN HOUCEIAKN EKTAIOEUON Kal EMIKOIVWVIA
otn petapovtépva emoxn [Thoughts of museum education and communication in
the postmodern era]. ApxatoAoyia [Archaeology], 72, 47-49. Retrieved February
14, 2016, from:
http://www.archaiologia.gr/wp-content/uploads/2011/07/72-11.pdf

Kouneli, E. (2006). Ot véeg texvoAloyieg otn OldackaAia tng lotopiag N aAAlwg to
wneako péAAov tng lotopiag [New Technologies in teaching history or the digital
future of History], In G. Kokkinos & I. Nakou (Eds.), lMpooeyyilovtac tnv 1oT0pIKN
EKTaidcvon oti¢ apxeg tou 21° aiwva [Approaching History Education in the
Beginning of the 215t Century] (pp.497-525). Athens: Metaixmio.

Nakou, . (2012). MNapadooctakég Kat Zuyxpoveg Mpooeyyioelg Tng IXoAIKAG loTtopiag
[Traditional & Modern Approaches to School history] (Znpelwoelg yia to padnua:
Adaktiki tng lotopiag kat Mouceia) [Notes for the course: History Teaching and
Museums]. University of Thessaly, Volos, Greece.

Nakou, . (2010). To Mouctio wWC XwWPOC oUVAVINONG TOIKIAWY EKTTAIOEUTIKWY
AQVTIANYEWY KAl TPAKTIKwV: [EVIKEG mapatnpnioel He Bdaon €psuva o€
TAVEMOTAKLIO Kal pouceia tng xwpag pag [The Museum as a meeting place of
various educational perspectives and practices: General observations based on
research in universities and museums of our country]. In B. Vemi & I. Nakou (Eds.),
Mouoeia kal Ekntaioguon [Museums & Education] (pp. 319-333). Athens: nissos.

Nakou, I. (2009). Mouocsia, lotopieg kat lotopia [Museums, histories and History].
Athens: nissos.

Nikonanou, N. & Bounia, A. (2014). Digital Applications in Museums: An analysis from a
museum education perspective. In Ch. Karagiannidis, P. Politis & |. Karasavvidis
(Emyp.), Research on e-Learning and ICT in Education. Technological, Pedagogical
and Instructional Perspectives (pp. 179-194). New York, Heidelberg, Dordrecht,
London: Springer.

Economou, M. (2004). “Néec TexvoAoyieg Kat Mouocsia: epyal&io, TpoxomEdn i GUPHAC;
[New Technologies and Museums: tool, handcuff or fashion?]”, Museology -
International Scientific Electronic Journal, 1. Retrieved 14 February, 2016 from:
http://www.makebelieve.gr/mr/teaching/UoA-
MS/papers/EconomouMaria_2004.pdf

Rinou, M. (2014). Wnelakég EkmaideutikéG Eqpappoyéc pe lotopikd Meplexopevo Xe
lotooeAideg Mouoccsiwv [Digital History Education Applications on museum
webpages]. MA Thesis, Department of Early Childhood Education, University of
Thessaly, 2014.

Museumedu 3 / June 2016 168


http://www.archaiologia.gr/wp-content/uploads/2011/07/72-11.pdf
http://www.makebelieve.gr/mr/teaching/UoA-MS/papers/EconomouMaria_2004.pdf
http://www.makebelieve.gr/mr/teaching/UoA-MS/papers/EconomouMaria_2004.pdf

M. Rinou Digital history education applications

Schaller, D.T, Allison-Bunnell, S., Borun, M., & Chambers, M.B. (2002). “How do you
like to learn? Comparing User Preferences and Visit Length of Educational Web
Sites”, Museums and the Web. Retrieved february 14, 2016, From:
http://www.archimuse.com/mw2002/papers/schaller/schaller.html

INHEIWOEIG

' In the relevant research the following question was also investigated: Whether and to what
extent do museum digital history education applications allow users’ ‘presence’, ‘embodiment’
and ‘interactivity’, namely, users’ active involvement in initiatives, both on a practical and a
decision-making level, promoting alternative paths of thinking and two-way communication in
their hybrid environment (Rinou 2014).

2 According to the 4 parameters studied, relevant 4 category systems were constructed in
order to analyse the selected on-line applications. The category system of a) the museological
background, b) the history education approach, c) the expected learning outcomes, and d)
users’ ‘presence’, ‘embodiment’ and ‘interactivity’.
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