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Executive Summary 
  
This study aims to analyse the prospective benefits of a range of different multimedia 
applications and summarise what they offer to the Turner Contemporary Gallery in future 
projects. The study will look at existing software on the market which could potentially be 
utilised whilst also discussing the possibility of developing bespoke applications for the 
Gallery. 
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Introduction 
 
This study is divided into several solutions. Each section discussing a proposed solution, 
includes the following: Intellectual Property Rights (IPR), technical considerations, content 
analysis, stakeholders involved, environmental factors (e.g. exhibition space), expected 
 benefits and risks, costs and a timescale for development. 

It is worth noting that this feasibility study represents a broad overview of technological 
solutions and cost implications which are current at the time of writing. As such, the 
proposed solutions should be treated as a useful insight into issues associated with using 
digital media technologies for the development of interactive applications. Any specific 
details of future development will need to be discussed separately. 

Please note that professional software developers should own copies of industry standard 
multimedia software, so whilst the pricing lists include the software needed, predominantly it 
would not need to be purchased by Turner Contemporary. However, the price for the 
software will be included for general reference. 
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Overview 

‘Time of Our Lives’ was a project designed to bring together the different age groups of the 
Margate community. The project was based on the teenage experiences each member 
encountered and how they differed, while sharing underlying similarities, across the 
generational gaps. The participants were in two groups; the elders, who would be able to 
reminisce about their teenage lives, and the youth, who were still going through them. The 
project, which was funded by the Transformation Fund, lasted for seven months and 
concluded with an exhibition in Droit House, Margate. 

Throughout the project, participants worked both individually and collectively, to create work 
based around teenage memories and experiences and it culminated in an exhibition at the end 
of the project. This exhibition was a recreation of a teenager’s bedroom which was a fusion 
of the teenage ideas of both groups, bringing the generations together. 
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Proposed Solutions 
 
1.0 iPhone Application 
 

iPhone is a market leading smart phone produced by Apple. iPhones have been used 
in such galleries as the Tate Modern and the San Jose Museum. 
 
http://designapplause.com/2010/tate-modern-iphone-app-for-exhibit/8307/ 
 

 
(ChangeWave data, as published by Silicon Alley Insider) 

 

1.1 Technical requirements   

To develop an iPhone application, an Intel-based Mac running Leopard (OS X 10.5.3 
or later) is required. The developers will need a solid grounding in Cocoa 
development (Apple’s Objective-C framework) with the xCode development on the 
Mac platform (Object Oriented Programming.) 

Apple allows developers to purchase a licence to develop applications.  An 
approximate cost is £65 ($99 subject to exchange rates).  This licence allows 
developers to join the iPhone Application Developers community which gives access 
to testing/running and distributing of application to 100 people. In order to make the 
application widely available it needs to be offered via the iPhone Application Store.  

1.2 IPR Requirements 

Turner Contemporary will need to seek permission from copyright holders to any 
content which they do not own. This includes photos, graphics, maps, text, music, 
video and other media. Copyright Licensing Agency can be consulted in the first 
instance on the terms and conditions. 

http://designapplause.com/2010/tate-modern-iphone-app-for-exhibit/8307/�
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1.3 Possible Application Ideas  

• To develop an internal map for the museum; as visitors walk around, the iPhone 
would display points of interest, offer suggestions for a route, and show information 
relevant to where the visitor was within the museum. This could include clickable 
‘interest points’ to show more information about specific exhibits, and include an 
audio guide for the visitor. This could use a GPS system to show the visitors their 
position on a floor plan. 

• An update system geared around an RSS feed from the Turner website which would 
inform ‘subscribers’ of events, exhibitions, and points of interest. 

• A feedback system which would allow guests to leave a textual or audio feedback for 
the museum after a visit. 

• An Application Programming Interface (API) driven application that would keep 
people updated and in contact with the museum. Currently, the only museum that has 
this in development is the Brooklyn Museum, and has received a lot of publicity 
around this idea. In order for it to work, the gallery exhibits would have to be collated 
into a database which would then be accessible via the iPhone to create a ‘mobile 
experience’ allowing the user to ‘visit’ the gallery without being there in person. 

(http://www.brooklynmuseum.org/community/blogosphere/bloggers/2009/03/04/broo
klyn-museum-collection-api/) 

• Website optimised for iPhone/ smart phone display. 
• User comment application for feedback on specific artworks.   

1.4 Timescale 

The timescale for development is subject to many variables, such as depth of content, 
challenges faced by the developer (for instance, making a ‘mobile version’ of the 
exhibit is reliant on external factors, such as access to images/ information) and 
existing software.   

1.5 Total cost    

The total costs will include design and development, which can vary quite 
dramatically depending on the contractor. It can cost up to £3500, subject to exchange 
rates, depending on what you wish your application to do + £65 for the initial 
payment to Apple. The developer will need to have access to a Mac computer running 
Leopard, prices vary.   

 

 

 

 

http://www.brooklynmuseum.org/community/blogosphere/bloggers/2009/03/04/brooklyn-museum-collection-api/�
http://www.brooklynmuseum.org/community/blogosphere/bloggers/2009/03/04/brooklyn-museum-collection-api/�


Turner Contemporary Gallery Feasibility Study 

8 
 

 

 

1.6  Existing Applications for iPhone and Possible Marketing Opportunities   

There are several available applications that are currently being used by cultural 
institutions to promote their events or exhibitions. The most effective examples are 
listed below with a brief introduction.   

• FourSquare (http://foursquare.com/) 

FourSquare allows users to ‘check in’ when they visit locations across the country. 
Although most widely used in bigger cities, many companies are finding a wide 
market to promote to by offering incentives. Users collect ‘badges’ according to 
where they have been, and how often they have been there. A user is named ‘mayor’ 
of a location when he or she has the most check-ins at that point. By offering 
incentive to badge holders and mayors (reduced entry, a promotional item) users are 
encouraged to visit and return. (you can post your promotional offers on the 
Foursquare website in order to maximise exposure).   

   

• Urbanspoon (http://www.urbanspoon.com) 

Urbanspoon is an application that generates random suggestions for users to decide on 
a restaurant to eat. Many museum cafes are being added to this application, which is 
often resulting in a higher number of visitors.   

  

It does not cost any money to add a venue to Urbanspoon, or the FourSquare 
applications, which are both very efficient ways of advertising to a certain 
demographic. There are no IPR issues, and joining these applications is a simple and 
speedy process.   

  

http://foursquare.com/�
http://www.urbanspoon.com/c/52/London-restaurants.html�
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2.0 Interactive Map 

Interactive Maps are a common way for museums and galleries to engage with 
visitors quickly. Whether they are present within the gallery, providing more 
information to visitors, either as a display unit (see Interactive Exhibit for kiosk 
information), as a downloadable application (see iPhone Applications), or as an online 
resource, Interactive Maps provide an interesting extension to a gallery’s exhibitions. 
Several institutions currently providing similar solutions include: Louvre, Tate, 
American Museum of Natural History and The Black Country Living Museum.   

Interactive maps can vary in complexity; ranging from very simplistic 'click for 
information' systems to the more in depth interactivity of zoom controls and virtually 
displayed exhibits. These more complex solutions could even include things like 
video footage, real time video links and even games.  

An Interactive Map could be provided within the Gallery, allowing visitors to explore 
and plan their route before setting out, as well as play games and watch videos. This 
would take up only a small amount of space, for the screen and the computer tower it 
would run from.   

It could also be made available online, via the Turner website, where prospective 
visitors would be able to get a feel for the Gallery before travelling to it. Competitions 
such as quizzes, drawing challenges, and pot luck raffles can also be affiliated with 
interactive exhibitions, such as this map. 

This proposal provides several benefits such as; Attracting a younger demographic, 
providing an increased level of involvement with the exhibitions and making the 
whole experience more accessible for those who may be disabled, or find it difficult 
to travel to the Gallery. 

The potential risks for this solution include; Lack of use (If the public do not feel the 
need for, or understand it), damage to the physical unit within the Gallery and also, 
for an online version, making people feel like an actual visit would be obsolete. A 
careful balance would have to be struck between showing enough content online and 
still making people wish to see the actual exhibitions.  
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(The World Beach Project Screenshot, allowing users to add their own point of interest. 
http://www.vam.ac.uk/collections/textiles/lawty/world_beach/map_gallery/index.php?gclid=

CLfRr_i576ACFVKX2AodYht_pQ) 

 

 

(Afghanistan, Hidden Treasures from the National Museum Map Screenshot, showing 
museums in Afghanistan. http://www.nationalgeographic.com/mission/afghanistan-

treasures/) 

http://www.vam.ac.uk/collections/textiles/lawty/world_beach/map_gallery/index.php?gclid=CLfRr_i576ACFVKX2AodYht_pQ�
http://www.vam.ac.uk/collections/textiles/lawty/world_beach/map_gallery/index.php?gclid=CLfRr_i576ACFVKX2AodYht_pQ�
http://www.nationalgeographic.com/mission/afghanistan-treasures/�
http://www.nationalgeographic.com/mission/afghanistan-treasures/�
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2.1 Technical Requirements and Timescale 

An interactive map would logically be created in the coding language ActionScript 3, 
which would have to be developed in Adobe Flash (see Cost for software pricing). 

The time frame for a full development cycle would vary between one to five months, 
depending on the particular level of detail and interaction required. 

2.2 Cost 

Due to the diversity of the market, a quote would have to be worked out according to 
the Gallery's specific requirements. The software required to develop this solution is 
Adobe Flash. 

Developer costs do vary according to qualifications and expertise, but for this type of 
project a ballpark figure would approximately be £25 per hour. A basic level map 
could be developed for around £800- £1000. A complex, more interactive map could 
reach up to £4000. 

If run from a touch screen kiosk 
 

Touch screen (http://www.iiyama.com/en_GB/Product/category/5/product/182) 
£200-£300 
Laptop with Windows 7 operating system £300-£500 

 
Development Tools 
 

Adobe Flash Software (http://www.adobe.com/uk/products/flash/?promoid=BPCVQ) 
£633 
Adobe Photoshop software 
(http://www.adobe.com/uk/products/photoshop/photoshop/) 
£627  
Companies such as ConceptShed (www.conceptshed.com) and Virtual Expo 
(www.Expos2.com) will discuss ideas and provide more specifically tailored quotes. 

  
  

http://www.iiyama.com/en_GB/Product/category/5/product/182�
http://www.adobe.com/uk/products/flash/?promoid=BPCVQ�
http://www.adobe.com/uk/products/photoshop/photoshop/�
http://www.conceptshed.com/�
http://www.expos2.com/�
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3.0 3D Walkaround 
 
Interactive Virtual Reality Panoramas are increasing in popularity with the advent of 
the Papervision 3D Application Programming Interface. The concept behind this is to 
create an interactive space using a panoramic viewer that makes the user feel as 
though they are inside the space. The Louvre uses a panoramic 3d viewer on its 
website (http://www.louvre.fr) 

  

 

(Screenshots from Louvre panoramic webviewer) 

 

 

Using a simple ‘drag’ of the mouse to enable the visitor to explore the environment. It 
is possible to create virtual ‘hot spots’ within the panoramic viewer to make the space 
interactive. NBC Studios headed up the first major contract in this area, having an 
interactive panorama designed for one of their more popular television shows. The set 
was made into a 3d viewer, and the watchers can explore the environment. 

 
Example: http://labs.blitzagency.com/?p=388 

 
 

http://labs.blitzagency.com/?p=388�
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3.1 Cost 

Developers would usually charge more per hour for a 3d Viewer as the technology is 
relatively new. Approximately £30 per hour, plus the cost of software platform 
(Adobe Flash CS4, see below) 

If run from a touch screen kiosk 
 

Touch screen (http://www.iiyama.com/en_GB/Product/category/5/product/182) 
£200-£300 
Laptop with Windows 7 operating system £300-£500 
  

Development Tools 
 

Adobe Flash Software (http://www.adobe.com/uk/products/flash/?promoid=BPCVQ) 
£633 
Adobe Photoshop software 
(http://www.adobe.com/uk/products/photoshop/photoshop/) 
£627  
  

 
 

http://www.iiyama.com/en_GB/Product/category/5/product/182�
http://www.adobe.com/uk/products/flash/?promoid=BPCVQ�
http://www.adobe.com/uk/products/photoshop/photoshop/�
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4.0 Interactive Exhibit  

 
For the Time of Our Lives project an interactive version of the teenage bedroom was 
created. 
  

 

 

(Screenshot from the Interactive Teenage Archive) 

This was originally conceived as a way to present work that simply could not be fitted 
into the bedroom display and could have been expanded to include on-line assets. 
Eventually though, this became a kiosk to go alongside the bedroom in the exhibition, 
allowing it to be developed for a set screen size. Along with being an archive for the 
work, it incorporated many more interactive elements, such as displaying film trailers 
chosen by the participants and interactive quizzes. 

The application designed for the Time of Our Lives project was built using Adobe 
Flash and coded in ActionScript 3. Assets were prepared in Adobe Photoshop. Users 
interact with the display via a 1920x1080 pixel resolution touch screen, mounted 
within a large wooden kiosk that visitors to the exhibition could step inside. The 
application was run on a laptop connected to the touch screen and located inside a 
secure metal box at the rear of the kiosk. 

  
4.1 Costs for a similar display 
  

Touch screen (http://www.iiyama.com/en_GB/Product/category/5/product/182) 
£200-£300. 
  
Laptop with Windows 7 operating system (with 2 GB RAM) 
£300-£500 

http://www.iiyama.com/en_GB/Product/category/5/product/182�
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Development Tools 
 

Adobe Flash Software (http://www.adobe.com/uk/products/flash/?promoid=BPCVQ) 
£633. 
  
Adobe Photoshop software 
(http://www.adobe.com/uk/products/photoshop/photoshop/) 
£627. 
  
Estimated developer charge: £25 per hour. 

  

Additions 

There is a lot of scope for adding functionality to the existing solution. There were 
many ideas that were discarded due to time constraints along with long term 
practicality issues which could be revisited.   

One such idea was to allow users to create and save their own content, which could be 
added to the image galleries in the application. Unfortunately, all user generated 
content would have to be checked before it could be displayed, meaning that 
personnel would be required on a regular basis. This solution does however greatly 
increase the involvement of visitors and could also generate repeat custom based on 
person contributions creating a link with the Gallery.   

  

Other upgrades that could be included are: 

• The addition of more interactive elements, such as objects moving or changing 
when they are touched. Estimate 10 hours work - £250. 

• Adding more methods of control, such as flicking or dragging to rotate 
images. Estimate 10 hours work - £250. 

• Possibility of a mailing list. A visitor could enter their details to receive news 
letters about exhibitions. Estimate 20 hours work - £500. 

  

  (Price estimates based on a developer charge of £25 per hour.) 

  

4.3 Timescale 

The shorter additions detailed above could be implemented throughout the application 
with relative ease once the appropriate code is developed. Basic additions could be 
made in as little time as two weeks. 

http://www.adobe.com/uk/products/flash/?promoid=BPCVQ�
http://www.adobe.com/uk/products/photoshop/photoshop/�
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The inclusion of user generated content would take longer, and would be subject to 
difficulties with copyright issues. For example, all users would have to give 
permission for their work to be included, possibly by checking a box on the exhibit as 
they submit. In terms of time scale it could take up to two months to develop many 
different user input areas, and each of these would need to be moderated by someone 
at least once a week before the displays could be updated. 

However, the more interactive an installation is, the more people enjoy using it. 
Allowing people such a personal interaction would create ties to the Gallery, and 
encourage repeat visits. The potential benefit in this case is high, but the ongoing cost 
of personnel is clearly a down side.   

The potential benefit in this case is high, but the ongoing cost of personnel is clearly a 
down side.  
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5.0 Audio Guide  
 

Many members of the general public feel that an audio guide is standard practise in all 
public institutions and should definitely be offered at a gallery.   

There are two different types of audio guides currently on the market, a traditional on 
site guide and the newly emerging downloadable guide. The traditional guide is 
rented at the location in question, and the user clicks through different numbers 
associated with different items, locations or exhibits. The downloadable audio guide 
is becoming more and more popular, due to its more cost effective nature.    

The idea behind a downloadable guide is that the visitors will pre-emptively 
download the audio from a website, and listen to it on whatever their preferred device 
is. An MP3 track is very cheap to lay down, and conveniently quick to download. A 
different track is associated by title with different items and visitors simply play the 
related track when they reach the location in question. However, as this method 
excludes many people (who may not have an audio player available to them) the most 
effective solution is to have both types available. 

IPR considerations are only that all audio must be written and developed by the 
Gallery, or externally contracted through the proper channels. 

5.1 Timescale 

For this proposal the time frame would be reasonably concise once the audio track 
was generated. 

 
 

 

 

(Screenshot from www.orphrys.net) 
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5.1 Cost 

Costing is dependent on the type of audio players that are being hired out to the public 
and also on the quantity of content desired. It is also possible to use the newer 
‘visioguide’ which combines a video screen with an audio track, meaning members of 
the public can also view slideshows, maps, videos, and textual information. 

Sellers such as The Orpheo Group (www.ophrys.net/) offer various solutions to 
museums and cultural sites. 

Cost for an audioguide set up is entirely dependent on how many units are required, 
and how interactive they are. Quotes are available by contacting an audioguide 
company directly. 

The cost for a downloadable mp3 track guide for visitors to listen to on their own 
audio devices would range between £400 and £600 depending on amount of content, 
and number of tracks. 

  

http://www.ophrys.net/�
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6.0 Social Networking   

Many modern websites choose to integrate popular social networking websites, such 
as Twitter and Facebook, into their online presence. Using a button for each social 
networking website in the side-menu allows visitors to a website to click and view 
Turner Contemporary's account for that networking website. This creates a more 
personal level of interaction by engaging the user in activities such as saving favourite 
pages, keeping up-to-date with news releases and events from the site, saving video 
links and sharing all of them with their friends and family. All of which will provide 
more publicity for the website and the gallery. As extra benefit, the cost to set up each 
of the following networking sites is free, other than what it would take to keep the 
account for each social networking website as up-to-date as required by staff.   

6.1 Twitter (http://www.twitter.com)  

Twitter is a social networking "microblogging" site created in 2006 that quickly 
became the fastest growing social networking site in the last decade. Users are given a 
140-character limited message that they can "tweet" to their "followers". A follower is 
another twitter user (or "Tweeter") that has chosen to have what you tweet displayed 
to them on their Twitter account's homepage, along with everyone else they follow. 
Twitter's sidebar displays the number of Tweeters you follow and the number of users 
who follow you. Part of the attraction of Twitter for "regular" Twitter users (those 
who have personal accounts, as opposed to promotional/news accounts maintained by 
companies and the like) is to collect followers. The more followers, the more online 
presence you have on the site. Users are far more likely to follow a popular Tweeter 
who has a number of followers.    

Using the hashtag system, where users place a '#' before a word which displays the 
message to other Tweeters using the same hashtagged word, users can choose to tweet 
to the world by creating new or partaking in existing "Trending Topics". Once enough 
Tweeters start tweeting about a hashtagged word (for example, #FF is a popular 
Trending Topic tradition that appears every Friday when users want to suggest their 
favorite Tweeters for other users to follow), that hashtagged word will become part of 
the Trending Topics daily, weekly and monthly lists. This is a great way to start 
interest in a topic or anything from your own tweets that other users will see, 
especially if you participate in the Trending Topics with relevant messages. 

 This free way to reach such a broad fan-base with very little maintenance, as well as 
the added ease of many modern phones being able to update a Twitter account on-the-
go, makes Twitter a powerful tool for advertisement of groups and events if used well 
with the rest of your online presence. 

This free way to reach such a broad fan-base with very little maintenance, as well as 
the added ease of many modern phones being able to update a Twitter account on-the-
go, makes Twitter a powerful tool for advertisement of groups and events if used well 
with the rest of your online presence.   

Statistics from: http://gigaom.com/2009/02/01/a-brief-history-of-twitter/   

 

http://www.twitter.com/�
http://gigaom.com/2009/02/01/a-brief-history-of-twitter/�
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6.2   YouTube (http://www.youtube.com) 

YouTube is a free video sharing website that users can upload and share videos on 
founded in February 2005. By November 2006 YouTube had become so successful 
that it was purchased by Google Inc. for $1.65 billion. YouTube allows users to 
upload videos for free to share with other users and site visitors (it is not necessary to 
have an account to view a video), linking users video via the Similar Videos tab, 
which is based on keywords in the video's title and description. It provides security 
for your videos by allowing users to report videos that breach their copyright, 
allowing enabling or disabling of embedding your uploaded videos (embedding 
allows other users to place the video in their own website) and allowing your 
uploaded videos to only be viewed by users on your Friends list. YouTube has an in-
depth description of the Friends list and other social network features it uses.    

YouTube is now a popular method for organisations to upload marketing and viral 
videos to advertise themselves. Users can easily share YouTube videos they like with 
their friends through various means, and should a video be shared with enough people 
it can become a Popular video, also known generally as a viral video, and will be 
featured on the YouTube homepage. The more views your video has, the more 
additional views it is likely to receive as it is advertised more through YouTube's 
tools; it appears higher in search lists, appears more on the Similar Videos tab, etc.   

The cost for uploading a video to YouTube is free, however the cost of creating a 
video is not. Videos can vary from being short, low budget hand-camera videos to 
high-budget animations or behind-the-scenes documentaries filmed with professional-
grade camera equipment. This means the cost will vary, and can only be set when it is 
decided how many videos will be uploaded to YouTube and how often, as well as a 
rough budget for equipment and crew to shoot and edit, either amateur staff or hired 
professionals.   

Examples of viral videos advertising museums 

The Law Enforcement Museum http://www.youtube.com/watch?v=ZUK28E9cKnM 

Yad Vashem’s Holocaust Museum 
http://www.youtube.com/watch#!v=9zte0vT8MaA 

Louvre http://www.youtube.com/watch?v=upVhmbZQECE 

Statistics from: http://www.fastcompany.com/magazine/142/it-had-to-be-you.html  

6.3 Facebook (http://www.facebook.com)  

Facebook is the largest social networking website currently online with over 350 
million registered users as of 2010 and is one of the biggest names in Social 
Networking websites.   

http://www.youtube.com/�
http://www.youtube.com/watch?v=ZUK28E9cKnM�
http://www.youtube.com/watch#!v=9zte0vT8MaA&feature=related�
http://www.youtube.com/watch?v=upVhmbZQECE�
http://www.fastcompany.com/magazine/142/it-had-to-be-you.html �
http://www.facebook.com/�
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Users can sign up and quickly create their own profile page. After signing up, they 
search for their friends through name or email, and will add all the registered users 
they have met to their Friends List. When a user performs an action with a feature, 
such as joining a group (a "group" being a small Facebook webpage dedicated to 
some common organisation or interest, often used for new updates from 
organisations), it will be listed on their Friends' Newsfeed, which keeps other users 
up-to-date on their Friends' activity. 

This networking allows for a very easy way to advertise your organisation or event, as 
once a user has joined a group or become a fan of a page, their friends are notified of 
this and can often lead to them joining and quickly spreading awareness of the 
webpage to their network of friends and family. 

A Facebook profile is completely free of charge and can be easily set up in less than 
five minutes. Once the user profile is created, groups and pages can also be easily and 
quickly created. Profiles, groups and pages can all be added to after their initial 
creation allowing for the expansion of the information they provide, giving group 
members and fans access to the most up to date news. 

Statistics from: http://www.facebook.com/press/info.php?statistics   

6.4  Digg (http://www.digg.com) 

Digg is a new sharing website, designed with the aim of allowing users to quickly and 
easily share news, videos, images and other articles around the internet with their 
friends. Non-registered users can view the most recent Diggs and most popular Diggs 
from the homepage, as well as searching the entire of Digg for an article. Users can 
interact with 'Digged' articles by commenting on them, sending the link through Digg 
to their Friends and emailing links to non-Digg users. When a website integrates with 
Digg it will feature a 'Digg It' button after each of its articles, that will allow a Digg 
user to post a link to this article on the Digg website. The more users that Digg the 
same article, the more popular it will become, allowing it to be displayed more around 
the Digg website. There are detailed instructions available on how to integrate Digg 
into a website once a Digg account has been setup; the only requirements for 
integrating with Digg is a Digg account and a basic knowledge of HTML code to add 
the button to the website.  

As Digg does not restrict access to its service to registered users only this makes it 
one of the most useful free advertising tools available online, it does not have a 
restricted user-base which will allow for more views for Digged articles than websites 
that require registration before users can see the gallery's publicity.   

 
  

http://www.facebook.com/press/info.php?statistics �
http://www.digg.com/�
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7.0 Conclusion 
 

There are many different possibilities for the use of multimedia by Turner 
Contemporary in its future ventures. Based on the costs and timeframes provided, 
Turner Contemporary may decide which of these possibilities best suit its needs, with 
any of the free-cost solutions being highly recommended as considerations, as they 
will provide a good boost to the gallery's online presence. 
 
Members of the public are increasingly aware of the presence of Interactive Maps in 
gallerys and museums, even to the extent that they are seen as an expected asset 
present to help them plan and enjoy their visit. 

 


