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The Virtual Museum transforms education by making learning interactive, allowing users
to move from passive observers to active explorers, engaging with 3D objects, videos,
sounds, and multimedia narratives. It democratizes access to culture, enabling students
and teachers from any location or background to enjoy high-quality heritage content. It
also supports active methodologies like project-based learning, guided research, and peer
collaboration, encouraging young people to contribute their own stories and digital
creations. The platform integrates interdisciplinary knowledge across History, Arts,
Sciences, Technologies, and Civic Education, fostering dynamic and meaningful lessons.
The Virtual Museum promotes local identity and cultural diversity, helping students to
connect with their own communities while discovering other European cultures, fostering
empathy and intercultural dialogue. By creating content, students develop digital and
media literacy skills, learning to research, select, produce, and communicate information
critically. Accessible and adaptable, the platform accommodates different learning paces
and provides inclusive resources. In short, the MUSED Virtual Museum serves as a living
archive of cultural heritage and a digital learning lab, designed to engage, motivate, and
inspire students, teachers, and communities. It reinvents teaching and learning about
heritage, bringing the past closer to the present and future in an interactive, inclusive, and
collaborative way.

The Toolkit is designed as a practical complement to the “Digital
Museum Learning and Engagement Guide,” since it is not a stand-alone
resource but part of a dual system: while the Guide provides conceptual
and pedagogical directions, the Toolkit translates them into practical
workflows, technical standards, and examples. A quick content map
organizes the Toolkit into eight thematic chapters, each focusing on
distinct but interconnected steps of developing a virtual museum — 
from defining ideas and preparing multimedia, to ensuring accessibility,
testing, and final dissemination. The structure reflects a progressive
workflow, where partners have contributed specific expertise at each
stage. 

The first chapter analyses the aims of a virtual museum.

WHY WE NEED THE TOOLKIT



This includes historical
buildings, monuments,
archaeological sites,
and landscapes shaped
by people.
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This protects living traditions like
music, festivals, rituals, crafts,
and oral stories passed down
from generation to generation.

These are places with
special natural beauty,
unique wildlife, or
important geological
features.

This program works to preserve
important documents, books,
and archives that tell the story of
humanity.

These sites have both
cultural and natural
importance.

which aims to make European cultural heritage accessible to a diverse audience. 
It emphasizes that accessibility is a core design principle and not an afterthought. 
The guide covers a step-by-step approach for producing various types of digital assets:
2-D Photographs, 3-D Models, Audio, Video.

The heritage includes the places, traditions, and environments that show the richness 
of human history and the beauty of nature. To protect this heritage, UNESCO created 
the World Heritage Convention in 1972. Today, 195 countries have agreed to follow 
this convention.
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The second chapter serves as a foundational guide for creating
high-quality multimedia content for the MUSED project, 

Chapter 3 discusses the cultural and natural heritage of the world
and UNESCO’s aims. 

UNESCO classifies heritage into three main types:

CULTURAL
HERITAGE

NATURAL
HERITAGE

MIXED
HERITAGE

UNESCO also supports two other important programs:

 Intangible 
Cultural Heritage: 

Memory 
of the World: 
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It emphasizes creating smooth visitor flow through rewarding exploration and interactive
tasks, making the experience motivating and educational for all users, including those with
disabilities. Visual elements like adjustable lighting, 3D models, and multiple viewpoints
enhance immersion and accessibility. Clearly, simplified captions and alt text ensure
effective communication for diverse audiences, supported by AI tools for adaptability.
Sound design and multimedia pacing further personalize the visit, accommodating sensory
sensitivities and promoting understanding. Overall, the chapter highlights the importance
of combining inclusivity, interactivity and thoughtful design to create a meaningful and
accessible digital museum experience.

A very inclusive digital museum should be explored at any level by any kind of people
and disabilities. Accessibility is a feature of inclusion and it takes into account comfortable
movement, readability and quick accessibility.

The Spatial platform is accessible through a web browser, it has a free usage plan, it offers
an immersive experience with VR headset support, and it’s versatile in handling various
multimedia formats. 

Chapter 5 provides a practical guide for creating a virtual micro-museum
using the spatial platform. 

Chapter 6 focuses on the means and ways to have an immersive virtual
museum.
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Chapter 4 focuses on designing an engaging and inclusive virtual gallery.

Finally, chapter 7 guides the user through the detailed process of
testing, 
systematic bug management, thorough verification of copyrights for all multimedia
materials, and the preparation of a robust emergency plan. 


