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Summary

Relevance of the topic

The development of digital informational and communicational technologies (ICT) and
the effects on different areas of reality is one of the most important phenomenon in the
modern world, including culture and the memory institutions closely-related with it,
which protects the heritage — libraries, archives and museums. Because of digital ICT
museum work practices, artefacts presentation and interaction with visitors are changing.
The virtual exhibitions of digital artefacts are spreading, increasing the number of virtual
visitors. Because of the social impact of ICT there are new challenges, but it also
provides huge opportunities of information publication and the expansion of visitors
audience. Very significant changes are related with the formation of networking society
(Castells, 2005) and people of Y and Z generations, “digital natives®, “network
generation* becoming part of the museum visitors (Howe, Strauss, 1992; Prensky, 2001;
Tapscott, 2008).

The impact of digital ICT on museums is difficult to explain solely on narrow aspect of
technology as being advancement in itself. To assess the large-scale social and cultural
phenomena they caused in the society and museum institutions we need a wider
scientific study, covering a wide field of museums actors — the founders, curators,
visitors — interaction space — the modern network society and virtual culture. According
to museologist Friedrich Waidacher — museums are the reflection of particular society
from which they come (Waidacher, 2007). Therefore, they, like other cultural constructs,
change due to the changes in society.

One of the tools which can help to explain this complex, multidirectional interaction of
technology, museums and society (founders, curators and visitors) is media theory.
According one of the developers of this theory — Marshall McLuhan, any object of
reality can be called a media, which stores and transmits information (media is the
message). In a more narrow sense, media is a means of communication or an
information transmission channel, the intermediary between sender and the recipient
with its own system of coding and dissemination of information (McLuhan, 2003).
According to Knut Hitckethier, based on its functions media is grouped into monitoring,

recording, processing and transmission (Michelkevic¢ius, 2009). Communication media is
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a combination of all these media types, which is different from the “real* technology
because it has a certain communication intention to use a specific technology, i.e. the
technology is used intentionally to communicate or to express something with someone.
As a result, certain social and cultural effects emerge (Wiliams, 2003).

According to media theory, the museum can be seen as an independent media which
protects and transmits information. Museum-media acts as a communicative channel
which connects past and modern societies, through preserved and communicated
heritage. The museum is also a space where by using specific technologies, the messages
for modern society are created and transmitted from objects of the past (heritage) and
scientific knowledge, thus ensuring the functioning of heritage in modern culture.
(Waidacher, 2007).

The digital media play a special role in networking society and culture, therefore there is
a need to re-evaluate the change and interaction between culture and society, and the
impact on communication which is implemented in the museums. Lev Manovich new
media theory helps, because it fully describes the characteristics of the latter and
explains their impact on today's society (Manovich, 2009). According to Manovich
digital media transcoding principle, every media consists of two layers: the cultural level
(belongs to human culture) and the computer level (belongs to the logic of the
computer). As the new media, is created, distributed, stored and archived on computers,
we can expect a considerable impact of computer logic on the traditional cultural logic of
media (on the cultural layer), on its structure, on the emerging genres and content
(Manovich, 2009). Transcoding principle also explains the expression of the digital
media in museums. It has two layers — the museum media of human culture and the
interaction of computer logic based digital media.

Considering performance of a museum as a media in a society and its relationship with
technologies. Jiirgen Habermas's public sphere (Germ. Offentlichkeit) theory states that
until the revolutions of the end of eighteenth century which ruined the hierarchical feudal
system, representational culture dominated in Europe, which was represented by the
absolute authority — the absolute ruler and his/her subordinate aristocracy (Habermas,
1991). The public sphere culture, which formed after the collapse of the monarchies is
characterized as a dialogue between equal individuals whose arguments form the public

opinion which relates the state with the needs of society.
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The museum concept was also affected by similar changes. The classical museum
concept 0.0, which represents “representative culture and corresponds to a concept of
an absolute ruler, private, available only for the cultural elite and museum workers — of
the museum, was important as far as the second part of the 20th century, but later
received criticism from museologists. This criticism is reflected in the ideas of “New
Museology*“ movement which formed in the seventies, which reflected “the public
sphere culture”. Andrea Witkomb referring to the philosopher Theodor Adorno,
compared these museums with the dead mausoleum reeking of the past, incompatible
with current needs (Witcomb, 2004). F. Waidacher invites the museums to adapt to
society for which they must serve (Waidacher, 2007). In his opinion, a large part of
world museums want to meet the requirements of the past world and with their insularity
and elitism reminds pseudo-university research institutions or the places where only the
chosen ones would be able to communicate with the art.

Ideological changes of the museum concept were related with the beginning of the use of
digital media in these institutions and this fact contributed to the formation of the
Museums 1.0 concept, closer to the “public sphere culture”. According to it, the
museums figuratively remind not an absolute, but a constitutional monarchy with certain
ruler restrictive tools. Museums 1.0 are encouraged to respond to the needs of the
market, the public opinion of the society and to become socially oriented institution, an
active public partner and the fulfiller of it needs. It is perfect, when the museum is
supported by the society and the society is the most important work object of the
museum (Hauenschild, 1988).

The pressure caused by the technical possibilities of sophisticated digital media and its
influence on the networking society resulted in the increased value of communication
function of the museums. According to the contemporary understanding of museums
practice — the communication of natural and cultural heritage became the main function
of the museum, which gives meaning to the other — the accumulation and storage of the
heritage. The important shift occurs in the interaction of digital media, networking
society and museums. Museums lose the “monopoly of truth® in the interpretation of
past objects and become the space of the interaction or a “collection®, which users use
independently without the “absolute or constitutionally restrained ruler® (Museums 0.0

or 1.0) and its “servants® (museum workers). In museum 2.0 the society freely prepares
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its reports and creates the meanings of musealities in a sort of “republic* where all
museums actors become equal participants in heritage communication — the “citizens®.
As a result, a larger part of the society can go from the camp of passive users of the
cultural heritage to become more active and independent information propagators and
creators of culture, heritage meanings and messages. According to Peter van Mensch
(Mensch, 1987), a museum‘s object, as an item of value in itself, is being replaced by
social value, which perceives the heritage as a raw material, which is in the disposition
of residents, and they can use it as an aid to understand economic, social and cultural
changes of their own world. Social museum activity is emphasized in the modern, third
place, participatory museum 2.0, or “contact zone* concept, according to which these
institutions are considered the places of community gathering, leisure, exchange of
experience, knowledge, inter-cultural communication and social cohesion, promoting
passive museum visitors corresponding to the concepts of the museums 0.0 and 1.0 to
become active content creators, estimators and planners.

Digital ICT is a useful tool, providing more opportunities to museums to serve the
society and implement its social role as an institution responsible for the society
(participant of “public sphere culture®). On the other hand, ICT changes museum
visitors: it forms in a society the awareness and the need of a new cultural heritage
communication. In modern world different concepts of the museums exist, next by one
another (0.0, 1.0, 2.0). But all of them, despite the conception of the museum, they
appear in the interaction field of museum as an institution, digital media and networking
society. The fact that the emergence of a museum 2.0 (participatory museum) is not
local, but the phenomenon of global network society and digital media interaction, which
stretch over the limits of memory institutions, is testified by similar processes in other
areas: participatory democracy Participatory democracy — in politics, or the new
journalism 2.0 — in media (Peciulis, 2014).

The recovery of independence of Lithuania in 1990, communication freedom, and the
country's opening to the global world coincided with the change of the rapid
development of digital ICT. The most significant inventions of the last decade of the
twentieth century were — cheaper and more functional personal computers and the global
Internet network. These innovations created favourable conditions for wider application

of digital ICT in humanities, memory institutions and heritage. After more than 20 years,
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when Lithuanian museums started to use computers, the need has arisen to overview and
evaluate the development of the use of ICT from a historical perspective. This allows to
evaluate the situation of the application of digital media in Lithuanian museums in
general context (other countries) and to perceive the general market trends, which are
important not only for museum societies, but also for strategic planning and important
political decisions in the field of Lithuanian museums.

On the other hand, scientific researches in various spheres show that Lithuanian society
acquire networking formation features (Luobikiené, 2010; Paliulis, 2012). It is becoming
global, more open, the informational literacy of people is growing, the network links are
expanding and the computerization of government institutions, organizations, businesses
and households is increasing. From the end of the twentieth century there is an
increasing number of modernity features in Lithuanian museums, which promote a new
approach to a social mission of museums and reveal the benefits of modern technology
usage in museum activities (Kersyté, 2007). But in this context there is a lack of
museums attitude visitors towards the needs of changing society, digital technology as
means necessary for an interaction with visitors. According to researches, the tendencies
of digital ICT and its application in Lithuanian society and the importance of ICT as a
means for the creation of high level services are changing rapidly, therefore it is
important to ascertain whether and how the Lithuanian museums and their founders take

into account the evolving, cultural and social needs of network society.

Former exploration of the topic

The number of theoretical researches of computer application in museums of Western
countries increased since the last decade of the twentieth century. Research was late
because museums began to use the computers relatively recently, only in the sixties.
According to Ross Parry, who examined the theoretical development of ICT application
in museums — the first scientific research in this field was of applied nature, focused on
technology and specific projects, rather than on theoretical justification of their use
(Parry, 2005). The turning point in research of the use of digital ICT in museums, so
called “Cultural turn* happened in the last decade of the twentieth century, when more
theoretical works appeared about the use of digital ICT (Garmill, 1997; Keene, 1998;
Maroevi¢, 1998a; Hooper-Greenhill, 1999; Hein, 2000; Witkomb, 2004; Dicks, 2004;
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Parry, 2005; Henning, 2006; Mason, 2006; Cameron, Kenderdine, 2007; Din, Hecht,
2007). The Applicative researches of the use of digital ICT in museums are meant for
digitization projects, to investigate their methods and practices, and the other — to
explore the use of digital technology (mobile phones, interactive virtual exhibitions,
stands, etc.) in work with visitors, to investigate various qualitative and quantitative
parameters of museum websites or social networking (Cunlife, 2001; Soren, 2005;
MacDonald, 2006; Greengrass, 2006; Marty, 2007ab; Mason, McCarthy, 2008;
Bearman, Geber, 2008; Tallon, Walker, 2008;). Because of the rapid development in
digital ICT and its impact on society and the museums - researches which were carried
out are rapidly changing the topics. The newest theoretical and practical works of the use
of ICT are related with the impact of the second generation Web technologies on
museums and visitors (Simon, 2010; Giaccardi, 2012).

Lithuanian scientists began to show more interest in issues concerning the digitization of
cultural heritage in museums and other memory institutions — in libraries and archives -
in the first decade of the twenty-first century. (Kligiené, 2004; Manzuch, 2007; Lauzikas
2008Db; Jankevicitteé, 2009). In 2010 there was a turning point in this field, the research
has gained wider volume and momentum than before. It is testified by the increased
number of the works by scientists in this subject (Gudinavicius, 2011, 2012; Strolyté,
2010; Gaubyté, 2011; Varniené-Janssen, 2010, 2011; Lauzikas, Vosyliaté, 2012). The
newest research of ICT application in Lithuanian museums communication carried by
Vilnius University Faculty of Communication, Department of Museology (restored in
2012) — shows that Lithuanian museums passively and uniformly interact online with
different groups of their audience, poorly apply social media and perceive the use of its
practice as a kind of experimental area and as unequal means of communication to the
institution's objectives (Aleksandravicius, 2013; Suminas, Armonaité 2013). From other
researches about the situation of the application of digital technologies in Lithuanian
museums the first was the data about the current computerization level in the activities of
Lithuanian museums collected by Lithuanian museums collections computerization
concept drafting group, which was composed by the order of Minister of Culture of
Lithuanian Republic is on 27 March 2001. (Meskeleviciené, 2001). Earlier, there were
no researches about the application of digital technology in Lithuanian museums on

national scale (Meskelevi¢iené, 2012). In 2009 by an order of Lithuanian Ministry of
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Culture (LRKM) a study of similar scale was carried out: “LIMIS (Lithuanian integral
information system) Feasibility Study* (2009) and LRKM together with the Lithuanian
Art Museum (LAM) prepared analysis “Preparation for the digitization of museum
To summarize the research of Lithuanian scientists, we must say that they are
fragmented, and reflects only a part of the opinions and visible problems of museum
actors, especially curators, such as technical, organizational and digital side. Research
themes and trends show the digitization of cultural heritage, as connecting, rather than
separating in departmental sense memory institutions and the formation of perception of
operating field. In Lithuania, it has evolved into a common methodological cultural
heritage digitization and dissemination direction (Varniené-Janssen, 2011).

Scientific research of museology in Lithuania became wider only in the last decade. The
mentioned facts show that the policy of Vilnius University Faculty of Communication
Studies, which revived the museum studies and lifted them to a higher level of
professionalism, played a vital role in the development of museology science in
Lithuania. It is approaching, as shown in interdisciplinary, increasing and higher-quality
research in this area, to a certain cultural turning point.

In reviewed scientific researches concerning the use of digital ICT in the museums often
only a narrow meaning of technologies as progress in itself is emphasized and more
complex political, cultural and social consequences of their expression field are
concealed. Technological determinism is not sufficiently accurate representation of the
complex reality changes which occurred in the last decade and can be a cause for false
decisions of strategic or tactical nature in heritage communication. The studies of the
impact of digital technologies for heritage interpretation and communication should

include a circle of wide range of causes, development and consequences.

Scientific problem covered in the thesis

The interaction of Museums and society is one of the most important research problems
in modern museology. According to Manuell Castells: “in the information era museums
have two choices: to become a private historical culture mausoleums devoted only to
global elite pleasures, or to respond to the challenges and become a significant cultural

links in networking society (Castells, 2001). According to M. Castells, a private
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museum-mausoleum corresponds to the concept of Museum 0.0 (a museum, remaining
the “representative cultural reserve®) and the concept of Museum 2.0. (a museum
becoming a part of “public cultural sphere*) — corresponds with significant cultural links
concept. Museality can be affective only when all the elements of the museum are
adapted to a certain cultural level and museum communication happens according to the
interests of the partners (according to P. van Mensch — the museum field actors — the
founders, museum workers, visitors) (Waidacher, 2007).

If Lithuanian museums ignore the different needs, while communicating with visitors the
part of them are not affected by museality. The newest research of the situation of
Lithuanian Museum shows that, while in our country the museum staff per 100 thousand
of the population is one of the largest in Europe, most of them are not professionals,
therefore the problem becomes relevant concerning their qualification while applying
digital media in museum communication (Lauzikas, 2013).

On the other hand, it is unclear whether the “culprits* of such a problematic situation are
only museum workers, because there is little scientific research, weather and to what
degree the other actors of the museums — the founders, politics, the executive authorities
and visitors want to see these Lithuanian institutions socially-oriented and participatory,
how deep they perceive the participation and the importance of museum 2.0 for modern
society, to what degree they are willing to “participate and to respond to the
opportunities offered by the Museum 2.0?

The analysis of the last phase of the European Union structural funding in Lithuania in
2005-2013, shows that regardless of the fact that on the initiative of professionals
working in Lithuanian memory institutions the participatory coherent digitization
paradigm is formed corresponding to the needs of Museum 2.0 the approach of museum
founders, politicians and executive authorities remain conservative, perceiving the
digitization not as a socially-oriented activity, but as a gratuitous “heritage objects
digitization and focusing digitization more on the development of infrastructure
(development of new informational systems, portals, etc.) the creation and digitization of
content, rather than on the public-oriented services. For this reason, the majority of
digital products has become a “frozen capital*“ which does not or poorly create surplus
values of various capital forms (social, cultural, innovations and financial) (Lauzikas,

Varniené, 2014). In this context, there is another important fact that Lithuanian society is
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not sufficiently open, active and ready for participation. This is partly testified by the
relatively poor Lithuanian society civil power index in 2013: Lithuanian society civil
power, although was and still is little, very marginally grows.

These systemic contradictions show that the understanding of the benefit and the need of
digital media expression, which are possessed by field actors of different museums, can
vary significantly, therefore the research raises the problematic question: what are the
reasons for the digital media expression in the communication in Lithuanian
museums?

The study raises the hypothesis that the expression of digital media depends on the
historical, legal-political and social contexts, the technological possibilities and the

appropriate application of digital media in Lithuanian museums and society.

The thesis presents the research object — digital media expression in communication

of Lithuanian museums.

Aim of the research. The goal of the research presented in this thesis is to determine the
expression directions of the digital media in communication of Lithuanian museums.

In order to achieve the goal following tasks are set:

1. To examine the expression of digital media in the theoretical context of museum
concepts shift.

2. To identify and methodologically justify the phases of historical development of
the application of digital media in Lithuanian museums.

3. To evaluate the compliance in the expression of digital media in communication
of Lithuanian museums in virtual space with the concept of participatory museum

and to provide recommendations to the founders and workers of the museums.

13



Thesis defending statements

1. The expression of digital media in museum is the interaction between the
museum as media and digital media, which defines the museum’s 0.0, 1.0 and 2.0
of the concept. Each of them covers a different interaction between museum as a
media and digital media — which manifests on the level of visitors inclusion.

2. The concept of participatory museum 2.0 corresponds to the changed
informational behaviour of a network society which manifests on the participation
of visitors in interpretation of museum collections, in creation of the
communicative content, the joint authorship of ideas and interaction in the context
of the museum.

3. In applying the digital media for the purpose of Lithuanian museums
experienced the technology trigger of Gartner methodology hype cycle, peak of
inflated expectations, trough of disappointment, the slope of enlightenment stages
and since 2010 is in mass plateau of productivity technology adaptation.

4. The Communication of many Lithuanian museums in virtual space does not
correspond to concept features of participatory museum, because these institutions
in order to realize the participation do not have the policy and strategy of the state
and the founders, legal regulation, staff skills, technical platform and the readiness

of visitors to participate in the creation of museal content.

Thesis methodological solutions

While formulating the problem of the thesis research and methodological decisions, we
are striving to avoid technological determinism criticized by the museologists (Sola,
1997; Parry, 2007). Because in such a case, there is a risk to see only the technology as
the main reason of changes. The use of technology in some cases is selected and
determined by society in certain cultural circumstances. Therefore the effect is mutual:
on the one hand the technology affects society, on the other hand, when people are
matured for a certain need, society and culture determine the use of technology. Such an
approach is closer to the social constructivist theory, stating that the representation of
reality and the entities themselves which are represented are created socially (Goldman,
1999).

14



Zygmunt Bauman claims that the consequences caused by globalization processes do not
show certain affinities, as is commonly believed (Bauman, 2007). According to him, the
globalization divides as much as it unifies; it divides by unifying, and the reasons for the
division of the world are the same which promote the world’s uniformity. In this case,
we are talking about the impact of local (often historically caused) contexts on the
expression of global culture. Therefore, certain processes of the application, use and
spread of digital technologies, and their socio-cultural effects of global and local
contexts e.g., in the context of museums in Western Europe and in Lithuania — happen
unevenly. As the reasons of historical spread of ICT in Western countries and in
Lithuania are different, in order to investigate the interaction, the theoretical approach of
cultural flows or network was chosen (Crane, 2002). This theory explains that the
cultural influences derive not from a single centre, but from the network which does not
have a clear centre and the periphery. In it the key actors are regional and national unions
and companies, and the cultural transmission — bidirectional. Cultural flow effect,
consisting of media, technology, ideologies and ethnicity is more of -cultural
hybridization rather than homogenization (Appadurai, 2001).

There is also a view that globalization of culture is quite complicated to be explained by
one theory (Crane, 2002). K.G. Wilkins proposes to investigate the communication
processes in interdisciplinary way, applying different methodological approaches used in
sociology, history, political science, anthropology, demography, and cultural studies. In
her opinion, the structure of the study, which uses the full palette of different
methodological tools, will enhance the understanding of communication (Gudykunst,
2002).

This approach based on (based on bi-directional interaction of interdisciplinary,
technology and society and on the interaction between global and local culture) is also
followed in the thesis, in levels of theoretical and empirical research, the elements of
media, museology, historiography, sociology and innovation diffusion theories and the
various methods are used.

In order to formulate the theoretic generalizations, the scientific publications analysis
method is applied in this thesis. And in order to collect the empirical data about the
historical development of the digital media expression — the depth (non-structural)

interview (oral survey) was employed. The advantages of this method is the ability to
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carry out an investigation without thorough research program prepared in advance, and a
possibility to obtain not only the actual material, but also to ascertain the subjective
study approach to capture the content of the replies and direct observation of the reaction
and without specific conditions and resources to accumulate purposeful information
(Kardelis, 2002). This method was used in gathering data from the respondents about the
beginning of the application of digital technology in Lithuanian museums. The empirical
data obtained during interviews was analyzed by the methods of critical-comparative
analysis and qualitative content analysis. Critical-comparative analysis was employed in
order to reveal the differences in certain approaches of museum field actors museum and
to compare the expression of digital media in Lithuania and in other countries.
Lithuanian legislation acts of various levels were also used as comparative sources. In
order to evaluate the expression of modern digital media in communication of
Lithuanian museums — the museum websites and museum profiles on social networks
were analyzed. In order to examine the empirical data, the methods of critical-
comparative analysis, qualitative content analysis and mathematical statistics were
employed. The statistical analysis was chosen due to the possibility of identifying the
number of tools in a website of a certain museum. Comparative analysis is used in order
to reveal the differences between certain types of Lithuanian Museums and compare the
situation of our country and the other countries. The reliability of this research can be

checked using the same methods after repeating the research.

The sources of research data

Different sources were used for the research as empirical data. These are the documents
regulating the activities of the Museums in the Republic of Lithuania and the use of
digital ICT in Lithuania museums: the laws of the Republic of Lithuania, the resolutions
of the Government of the Republic of Lithuania, the orders of the Minister of Culture of
the Republic of Lithuania, the internal documents of the museums, etc. The second
group — quantitative statistic data collected since 2002 by the Ministry of Culture of the
Republic of Lithuania (LRKM) about the majority of Lithuanian museums, published in
the portal www.muziejai.lt. The number of the Museums from the reports of 2002-2013
ranged from 108 — in 2002 up to 103 — in 2013. In This data provides the digital

parameters: of virtual users, virtual exhibitions and digital publications, and since 2010 —
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the number of digitized artefacts. Museum websites and e-mail addresses are also

indicated.

The research data of computerization situation in Lithuanian Museum studies from the

years 2001 and 2009 were used in this study. Also the new data collected by the author

on social networking tools and visit features of 71 websites of Lithuanian museums and

158 visits in Facebook social media accounts, were analyzed in this study. The original

sources of research data are the depth interviews conducted by the author with the

pioneers of the application of digital ICT.

an interview with The first creator of digital computing machines in Soviet
Lithuania, a member of Lithuanian Academy of Sciences, of the Department of
Recognition Processes and the head of UNESCO department Informatics for the
Humanities, of the Institute of Mathematics and Informatics, Adolfas Laimutis
Telksnys (2012 October 23, the interview).

an interview with the museum worker, the pioneer and organizer of digitization of
Lithuanian museums, the head of working draft group of the computerization
concept of the artefacts in Lithuanian museums, the chief curator of Lithuanian
Art Museum collections Loreta Meskeleviciené (2012 July 31,the interview).

an interview with the museum worker and the pioneer of digitization of
Lithuanian museums, in digital publications centre of the Lithuanian Art
Museum, later the head of the branch of LM ISC LIMIS Danuté Mukiené (2013
July 11, the interview).

an interview with a librarian, the organizer of digitization of Lithuanian libraries
and other memory institutions, the director Regina Varniene-Janssen of National
digitization and Virtual Electronic Heritage System, of Martynas Mazvydas
Library (2013 July 17, the interview).

an interview with a LRKM employee, who supervised the museum sector in
1988-2011, the Cultural Attaché of the Republic of Lithuania in Kaliningrad
region Roman Senapédis (2013 July 24, the interview).

The author of the study chose the interlocutors from different fields in order to reveal the

widest possible spectrum of approaches to the research object. A. L. Telksnys was
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chosen as an interlocutor, in order to determine how digital media expression is
associated with the emergence of computers in Lithuania as such. The aim was to reveal
the course of the process of digitization not only from the position of the museum
workers (interlocutors L. Meskelevi¢iené and D. Mukiené), but also to provide an
alternative view from the position of LRKM which supervises the museums (interview
with R. Senapédis) and from the view of memory institutions related with museums -

libraries (interview with R. Varniené-Janssen).

Work structure

The work consists of introduction, three parts of the research, conclusions, references to
the literature used and lists of sources and appendixes.

The introduction deals with the relevance of the topic, the scientific problem, the
scientific research concerning the application of ICT in museums in the works of
scientists of foreign countries and in Lithuania. Also the research object is provided with
concept explanations of its constituent parts, purpose, goal, aims, defending statements,
also the applied research methods and used data sources are indicated.

The first part of the study theoretically describes the concept and properties of the
museum as a communicational media. The first part analyses the impact of digital media
expression on the change of museums concept while distinguishing the conceptions of
museum 0.0 which used the traditional media, the museum 1.0 with digital media, and
museum 2.0 — participatory museum (1 Fig.). In parallel, the links of change of media
expression in the museums with the processes in society are highlighted: with the
perception of communication and needs of people from W, X, Y and Z generations. The
concept of museum is described, which reflects the application of the latest digital media
trends, the participatory concept of the museum and the influence of the second
generation Web technology, constructivist education, culture communication theory, and
new museology on its formation. Also the research examines the problems of
participatory conception while assessing the levels of the inclusion of the visitors in the
participatory museum. The model of evolution of media expression in its interaction with
the society is provided. Based on that, it is stated that the evolution of museum concepts

towards a participatory museum depended on media interactivity level and habits and
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needs of the society formed by it. Digital media as a tool or platform, helped to

implement a participatory museum in a technical sense.

The museum is focused on

The museum is focused on the
the object. Centralized and visitor. Decentralized and
authoritarian institution.

Multi-directional

1

1

1
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Traditional, digital (low level
of interactivity) media
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Traditional, digital (low and
high interactivity) media
expression.

Traditional media expression
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an industrial to networking
society. In Western countries

Network society. In Western
countries and in Lithuania - Y

and in Lithuania - X
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1 Fig. Evolution of the Media expression in public and museums interaction (Kapleris,
2014).
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In the second part of this work the stages of directions of digital media expression in
historical development of Lithuanian museums are determined. The historical
assumptions are analyzed of the application of digital information and communication
technologies in the societies of Western countries and in Lithuania, and in museums and
libraries. According to the hype cycle methodology by ICT research firm Gartner, the
phases of the application of digital ICT in Lithuanian museums are appointed and
characterized: technology trigger (in 1989-1996), the peak of inflated expectations (in
1997-2001), disappointment trough (in 2002-2003), Enlightenment slope (in 2004—
2009) and the productivity plateau (since 2010 and continues to this day). (Fig. 2.).
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The third part assesses the impact of digital media expression on the characteristics of
virtual space communication of Lithuanian museums and their visitors. On the basis of
24 criteria set, the spread of digital ICT tools is determined in Lithuanian Museums
websites, which is needed for participatory museum to implement social networking.
Common trends are explained and compared with the results similar to the ones obtained
by research carried out in the USA, the UK, Spain, Italy and France. According to the
data of Alexa monitoring system collected during the research — the duration of the visit
to the museum website, bounce rate, the number of pages reviewed by unique visitor, the
characteristics of the virtual visits in the websites of Lithuanian Museums are described,
which are compared with the trends of neighbouring countries and the world's largest
museums. The participation of Lithuanian Museums in the most popular Facebook social
media and the participation levels of visitors in their accounts are determined according
to the data showed by indicators “Likes*, “Talks about it, “Were here“. According to
the research data, 7 suitable criteria to describe the expression of participatory museum
are formed. According to data after its clustering, the compliance of communication in
virtual space of 160 Lithuanian Museums with the concept of participatory museum was

assessed while distinguishing the closest and furthest museums.

Work novelty and practical significance. The thesis complements with new knowledge
the older scientific researches about digital use of ICT in Lithuanian museums. On a
theoretical level, for the first time there was an attempt to combine the fields of digital
media expression in museums and in society. The museum concepts 0.0, 1.0 and 2.0 and
their links with industrial and networking societies and informational behaviour of their
generations are theoretically described. According to the original data sources collected
by the author, the history of computerization of Lithuanian museums is overviewed,
which is compared with the history of Western countries and related to memory
institutions — libraries. In order to explain the course of digital ICT adaptation, the
expectations cycle methodology was employed, which allowed to determine the periods
and the current level of digital media expression in Lithuanian museums. The history of
the computerization of Lithuanian museums became the part of global historical
development of the world’s museums. The completed research opens broad opportunities

to compare the use of ICT in museums and in other institutions of Lithuania and in other
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countries, e.g. in libraries. In the context of conception match of participatory museum in
networking society, the social networking tools in the virtual space of communication in
Lithuanian museums and characteristics of visitors in websites and in Facebook
accounts, in 2013-2014.

The broad scope of study (all museums with websites and accounts on Facebook are
examined) increases the practical benefit of the work. It is useful for the cultural sector
workers, museologists and museum workers, archive and library workers, who strive to
form the strategies oriented to the needs of networking society- communications in
virtual space. Without the determination of the current situation, trends, problems in
Lithuania, it is difficult to predict the evolution of the country's museums, to develop the
strategic management of the sector, to predict the plans related with digitization, staff
training, exhibitions and visitors, to predict the priorities related with funding and

development of certain museums.

Findings

1. The research exposed that the operation of the museum in the culture can be defined on
the basis of media theory. According to it, the museum is a communication channel
through which the heritage of the past works in modern culture, and space, which,
through heritage, scientific knowledge and personal experiences, messages are created
for the modern society.

e Digital media expression in a museum is the mutual interaction between museum
as a media and digital media, which happens in historical, legal-political and
social contexts, which are created by museum field actors (founders, museum
workers and visitors).

e Historical, legal-political and social contexts promote museums as public sector
institutions to accept or reject your digital media, and determine the ways of usage
of introduced digital media. For this reason, historical, legal-political and social
contexts influence digital media expression in a museum.

¢ Digital media used in museums contribute to the museality, which can be seen as

the applied activity of museum professionals, and to museology which can be seen
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as the change of the concept of theoretical activity field of museums and museum

institution.

2. The performed theoretical and literature analysis identified that digital media

expression promotes the change of a museum concept. According to the research

concerning museum — media and digital media interaction — the concepts of Museum 0.0,

1.0 and 2.0 are determined.

The Museum 0.0 is the traditional, acting in a real space, represents “a
representative culture®, is authoritarian towards society and uses analogue media,
in which messages are created by scientists and curators with traditional
instruments: expositions, exhibitions and publications. Society is understood as the
mass, without knowledge and skills to create messages, therefore a museum has to
convey the information for it. The founders consider the institution as an
instrument of power, which can be employed in the interests of politics or
executive authorities. While forming legal and political activity context of
museums the founders make decisions unilaterally. Museum 0.0 is typical for the
industrial society of end of 19 — beginning of 20 century and its conceptual

definition is considerable in the works of museologists of the same period.

The concept of museum 1.0 is the result of the first generation of the World Wide
Web (non-interactive, one-directional communication) digital media interactions
of Museum 0.0. This is a museum partly representing the “the public sphere
culture®. In it, scientists and curators have the main role of creating messages, but
through the visitor opinion surveys there is an attempt to take into account the
needs of society. In order to transfer the messages, traditional means of museum
0.0 are used, and low interactivity digital media, providing information in one
direction, usually, in order to prepare a museum visitor for a visit in the real
museum. The society is still perceived as unable to create messages, therefore a
museum has to transmit the information for it. Museum founders consider the
museum as one of the power instruments, which should serve public interest, as is
understood by the founders. While forming legal and political activity context of

museums the founders make decisions unilaterally, although museum workers
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communities have an advisory right. Museum 1.0 is typical in the transition period
from an industrial to networking society -the second half of the twentieth century-

and its conceptual definition is significant “new museology* theoretical works.

The Museum 2.0 appeared due to the interaction of Museum 1.0 and the second
generation World Wide Web (interactive, multidirectional communication, social)
digital media. This museum is democratic towards society and fully represents the
“public sphere culture”. In it reportedly the creation of messages is achieved
through public participation through community service. Museum becomes a
platform where visitors create messages under moderation, but not under the
leadership of scientists and curators. In museum 2.0, in order to transmit the
messages, makes use of all the means, which partly are managed by museum
visitors. In addition, museums only active in the in the virtual space begin to
appear. Visitors are seen as individuals and groups of individuals who have a
unique experience, are creative and willing to participate. Digital media is used to
enhance museum’s social role in creating museum friends and interest groups
communities. The museum's founders perceive the social importance of museum
as a cultural institution in public sphere and its influence on creation of various
forms of capital (social, innovations, cultural, financial). In the formation of legal
and political activity context of museums of the activities it involves the other
actors of museums field considering their changing needs and other contexts
important for museums activities. Museum 2.0 is typical to the networking society
— the beginning of the twenty-first century, and its definition is provided in

theorists works concerning the participatory museum.

In addition to technological platform for the implementation of participatory
museum — the readiness of society and the need to participate in the activities of
such a museum — is no less important. This digital media affected network society
need creates not only a social context of museum activity (requirements for the
museum), but in democratic countries forms the legal-political context, which is

no less important for the appearance and functioning of museum and 2.0. If there
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is individual or collective initiative of society and legal-political context is
unfavourable to Museum 2.0, the implementation of a participatory museum

concept is impossible.

3. According to the research conducted by hype cycle methodology, the following digital

media application stages were determined.

e Technology trigger lasted in 1989-1996. During this period, individual Lithuanian
museums began to use computers, the first digital collections management system
was created, the museums started to place information about themselves on the
Internet.

e Peak of inflated expectations was in 1997-2001. The first independent Lithuanian
museums websites started operating. The summit of peak is marked by the first
study of Lithuanian museums computerization situation, as well as developed, but
not implemented Lithuanian museums collections computerization concept.

e Trough of disillusionment was in 2002-2003. It is marked by the negative
knowledge about the application of digital media in the media and the creation
works of Lithuanian museums information system (LIMIS) were stopped for a
long time.

e Slope of the enlightenment was in 2004-2009. This period is marked by positive
shifts: stable funding was ensured, the coordination of digitization processes on
state level, institutions started to cooperate, LIMIS installation works were
renewed.

e Productivity plateau began in 2010 and continues to this day. LIMIS began to
operate, museums began to create accounts in social media, and recommendations
to create digital content were prepared. This indicates that these memory
institutions are already aware of practical benefits of applying digital media in
their activities and reached a favourable time to implement the participatory
museum.

e The prolonged hype cycle of the application of digital media in Lithuanian
museums prevented to form the favourable environment to implement the

participatory museum. The application of digital media was meant not to enhance
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the interaction with visitors, but to meet the interior needs of the museums related
with exhibits accounting. By applying technology, Lithuanian museums managed
to avoid some pitfalls of the hype cycle, such as premature application or

discontinuation due to the failures during trough of disillusionment period.

4. The research of the content, visits and characteristics from Lithuanian museums
websites online and accounts in Facebook social media and the results of museums
clustering show that the communication of the majority of Lithuanian museums in
virtual space does not comply with the concept features of museum 2.0 (participatory

museum).

e Lithuanian museum websites online have few social networking tools (forums,
chat rooms, guest books, markup, creation, sending, sharing, commenting tools,
blogs, games, etc.), which would technically allow the implementation of
participatory museum platform.

e The deficiencies and features of accounting and monitoring of websites visits
support the assumption that the Lithuanian museums are not interested, do not
value their virtual visitors who are potential visitors of participatory museum.

e The characteristics of virtual visits of Lithuanian museums websites (length,
bounce rates, opening web pages) show that the content is not particularly
interesting to visitors.

e The quantitative characteristics of museums accounts in Facebook social media —
“Likes®, “Talks about it, “Were here* clicks, engagement rate data — corresponds
with R. Mayfield’s participation power law and confirms that the activities of
higher level of participatory museum are realized by especially small part of

visitors.

5. The research of this thesis showed that digital media expression in Lithuania is
determined by the historical, legal - political context, technological possibilities and
the appropriate application of digital media in Lithuanian museums and society.
Interaction contexts of museum as a media and digital media are created, based on

the orientation towards all museum concepts.
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Due to the consequences of Soviet occupation, the digital media expression in
Lithuanian museums started later than in the museums and society of Western
countries. Therefore, in the communication of Lithuanian museums, the concept of
the museum 0.0 prevailed till 1990. Currently the negative historical experience
does not have decisive influence on digital media expression in communication in
Lithuanian museums.

Legal - political context depends on the European Union and Lithuanian
politicians, the executive authorities and the position of the founders of Lithuanian
museums. The analysis of law acts shows that the majority of the museum
founders, politicians and executive people perceive the museum according to 0.0
(the law of the museums of the Republic of Lithuania) or 1.0. concepts. After 2005
by the efforts and the initiative of professionals working in memory institutions,
the legal basis began to change, and after solid and digitization paradigm was
formed- a favourable legal environment was ensured to the expression of museum
1.0. Lithuania’s membership in the European Union, which ensured continual
funding flows related with the cultural field, contributed greatly to the
implementation of set tasks.

The research showed that a museum staff with insufficient theoretical knowledge
is not always able to assess the needs of the network society and the possibilities
of the application of digital media in network society. Museum managers play an
important role, because they make the decisions that determine the expression of
digital media in museums. Museum classification in media application is not
important. The massive adoption, usage of digital media, the application of
second-generation World Wide Web technologies, the innovative actions of
certain museums in the virtual space which promote social interaction with visitors
show, that the Lithuanian museum workers find themselves, according to the
understanding of museum concept, between concepts 1.0 and 2.0.

The growing number of virtual visitors in museum websites and it already
surpasses traditional visits testifies the strengthening of museum 1.0 concept in a
society. From the characteristics of virtual visitors in museum websites it is clear

that most of them are already using digital media, but passively, only looking for
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information to prepare for the visit in a real museum. Websites visitors interact
passively with provided museal content, contribute poorly to the creation,
dissemination and discussion in virtual space. The founders of the museums and
museum workers do not feel the pressure of the society, noticeable in the public
space, to change the existing legal-political context, necessary to implement the
participatory museum.

e On the other hand, the need for participatory museum is slowly emerging. The
rapidly growing popularity of social media, the visitors assembling in museums
accounts, emerging communities and their interaction with the content of the
account shows that visitors find themselves, according to the understanding of

museum concept, between concepts 1.0 and 2.0.

Recommendations for researchers and museum workers

The research of the situation of digital media expression in Lithuanian museums can be
repeated using the same methods and assessing the changes over time. The directions of
complementary researches areas would be the determination of hype cycles of individual
ICT application, and comparative analysis of the digitization evolution of the Baltic
countries, Lithuanian libraries, museums and archives. In this work, after analyzing the
shift of museums towards participatory museum, the qualitative research of the websites
of Lithuanian museums and the needs of the visitors of Facebook accounts is
recommended, which can reveal in detail their approach to the use of digital ICT in
museums.

The founders of the museums, particularly the authorities of the Republic of Lithuania,
which adopt legal acts related with the museum’s sector, must take into account the
changed concept of the museums in networking society, and to encourage the visitors as
equal partners to actively engage in the processes of natural and cultural heritage
communication. Also to ensure the accumulation of theoretical and practical knowledge,
communication, professional development skills related with digital technologies and to

improve the funding of the sector, that museums could employ the professionals of
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digital ICT. In evaluating the museums activities, we should follow not only the
quantitative indicators, but also take into account the social capital.

In order to improve the interaction with the visitors, museums need to pay attention not
only to the quantity of the application of digital technologies, but also to the quality, to
focus on the needs of networking society and have in mind the increased general
informational literacy of the total population of Lithuania. In the course of few decades
virtual visitors will make the largest part of museum visitors. This is testified by the
examples of the Lithuanian Art Museum and several other museums which widely apply
digital technology in their activities: the virtual visits become more numerous than
physical.

In order to improve the future museum communication with visitors in the virtual space,
it is proposed to increase the number of social tools allowing the networking in websites
to open and improve content and quality of virtual exhibitions. To observe and examine
the virtual visitors we can use free of charge monitoring systems, such as Google
Analytics, Alexa and others.

Museums need to improve the number and diversity of means of communication in the
virtual space: to open and maintain accounts primarily in the most popular “Facebook”
network in Lithuania, to place the information on Wikipedia, and YouTube site to create
apps for smart-phones.

The identified measures would form the favourable creative social-cultural field of
society, which is needed to implement a participatory museum, would democratize
Lithuanian museum institutions and help to understand the benefit of the inclusion of
visitors in the museum activities. Staff training and state cultural policy, adequate
funding should help the Lithuanian museums to become participatory and meet the needs
of larger groups of visitors. This is especially relevant in the context of the formation of
network society, because in a few decades Z generation people who experienced

especially large digital media influence will become the main museum visitors.
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Santrauka

Temos aktualumas

Skaitmeniniy informaciniy ir komunikaciniy technologijy (IKT) plétra ir poveikis
jvairioms tikrovés sritims yra vienas svarbiausiy Siuolaikinio pasaulio reiSkiniy,
neisskiriant kultiiros bei su ja glaudziai susijusiy atminties institucijy, kuriose saugomas
paveldas: biblioteky, archyvy ir muziejy. Dél skaitmeniniy IKT keiciasi muziejy darbo
praktika, eksponaty pateikimas, sgveika su lankytojais. Plinta skaitmeniniy eksponaty
virtualios parodos, vis didesne¢ dalj lankytojy sudaro virtualiis svec¢iai. Dél socialinio IKT
auditorijos iSplétimo galimybés. Itin reikSmingi pokyciai susij¢ su tinklaveikos
visuomenés formavimusi (Castells, 2005) ir Y ir Z karty, ,,skaitmeniniy ¢iabuviy®,
,.tinklo kartos* Zzmoniy tapimu muziejy lankytojais (Howe, Strauss, 1992; Prensky, 2001;
Tapscott, 2008).

Skaitmeniniy IKT poveikj muziejams sudétinga paaiskinti remiantis vien siauru
technologijy kaip savaiminés pazangos aspektu. Jy sukeltiems didelio masto
socialiniams ir kultiriniams reiSkiniams visuomenéje ir muziejy institucijose jvertinti
bitinas platesnis mokslinis tyrimas, apimantis placig muziejy lauko veikéjy — steigéjy,
muziejininky, lankytojy — saveiky erdve, — Siuolaiking tinklaveikos visuomene ir
virtualumo kultiirg. Anot muzeologo Friedricho Waidacherio, muziejai yra tam tikros
visuomeneés, i§ kurios jie kile, atspindys (Waidacher, 2007). Tad jie, kaip ir kiti kultiiros
konstruktai, keiciasi veikiami poky¢iy visuomengje.

Vienas i§ jrankiy, galin€iy padéti paaiskinti Sig sudétinga, daugiakrypte technologijy,
muziejy ir visuomenes (steigéjy ir lankytojy) saveika, yra medijy teorija. Anot Sios
teorijos vieno i§ kuréjy Marshallo McLuhano, medija gali buti vadinamas bet kuris
tikrovés objektas, saugantis ir perduodantis informacijg (,,medija yra pranesimas®).
Siauresne prasme medija yra komunikacijos priemoné ar informacijos perdavimo
kanalas, informacijos siunt¢jo ir gavéjo tarpininkas, turintis savo informacijos kodavimo
ir sklaidos sistemg (McLuhan, 2003). Remiantis Knutu Hitckethieriu, pagal savo
funkcijas medijos grupuojamos j stebéjimo, fiksavimo ir apdorojimo bei perdavimo
(Michelkevicius, 2009). Komunikacijos medija yra visy $iy medijy tipy derinys, kuris

nuo ,,grynosios* technologijos skiriasi tuo, kad turi tam tikra komunikacijos intencija
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naudoti konkrecig technologija, t.y. technologija pasitelkiama tikslingai siekiant kg nors
komunikuoti ar kg nors iSreik§ti. D¢l to sukeliama tam tikry socialiniy ir kultiiriniy
poveikiy (Wiliams, 2003).

Medijy teorijos poziiiriu muziejy galime traktuoti kaip savarankiskg medija, kuri i$saugo
ir perduoda informacijag. Muziejus-medija veikia kaip komunikacinis kanalas, per
iSsaugotg ir komunikuojamg pavelda susiejantis praeities ir dabarties visuomenes.
Muziejus taip pat yra erdvé, kurioje, naudojant konkreCias technologijas, i§ praeities
(paveldo) objekty ir mokslo Ziniy apie juos kuriami ir perduodami $iy dieny visuomenei
skirti praneSimai, taip uztikrinant paveldo veikimg $iy dieny kultiroje (Waidacher,
2007).

Tinklaveikos visuomeng¢je ir kultiiroje ypatingg vaidmen;] vaidina skaitmeninés medijos,
todél kyla butinybé i naujo jvertinti kaitg, saveika su kultlira ir visuomene bei poveikj
muziejy vykdomai komunikacijai. Padeda Levo Manovichiaus naujyjy medijy teorija,
i§samiai apibiidinanti pastaryjy savybes ir paaiSkinanti jy poveikj Siy dieny visuomenei
(Manovich, 2009). Remiantis L. Manovichiaus skaitmeniniy medijy transkodavimo
principu, kiekviena medija sudaro du sluoksniai: kultiirinis (priklauso zmogiskajai
kultiirai) ir kompiuterinis (priklauso kompiuterio logikai). Kadangi naujosios medijos
kuriamos, platinamos, saugomos bei archyvuojamos kompiuteriuose, galima tikétis
nemazo kompiuterinés logikos poveikio tradicinei kulturinei medijy logikai (kulttriniam
sluoksniui), jo struktiirai, besikuriantiems zanrams ir turiniui (Manovich, 2009).
Transkodavimo principas paaiskina ir skaitmeniniy medijy raiSka muziejuose. Ji yra
dvisluoksné — ZmogiSkosios kultiros muziejaus medijos ir kompiuterio logika gristos
skaitmeninés medijos sgveika.

Zvelgiant | muziejaus kaip medijos veikimg visuomenéje ir jo santykj su
technologijomis, reikia atkreipti démes] ] muziejaus sampratos kismg. Jiirgeno
Habermaso viesosios sferos (vok. Offentlichkeit) teorija teigia, kad iki XVIII a. pabaigos
revoliucijy, sugriovusiy hierarching feodaling santvarka, Europoje vyravo reprezentaciné
kulttira, kuriai atstovavo besalyginis autoritetas — absoliutusis valdovas ir jam pavaldi
aristokratija (Habermas, 1991). Po monarchijy gritities susiformavusi vieSosios sferos
kultira charakterizuojama kaip dialogas tarp lygiaverCiy individy, kuriy argumentai

formuoja vie$aja nuomong, o §i susieja valstybe su visuomenés poreikiais.
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Panasiy pokyc¢iy vyko muziejy sampratoje. Klasikiné ,reprezentacinei kulturai®
atstovaujanc¢io muziejaus 0.0, kaip absoliutyjj valdova atitinkancios, uzdaros, skirtos tik
kulttiros elitui ir muziejininkams, samprata buvo svarbi iki pat XX a. Il pusés, bet véliau
sulauké muzeology kritikos. Si kritika atsispindi XX a. 8 deSimtmetyje susiformavusio
,naujosios muzeologijos* judéjimo idé¢jose, atspindéjusiose ,,vieSosios sferos kulttirg.
Andrea Witkomb, remdamasi filosofu Theodoru Adorno, muziejus lygino su negyvu ir
praeitimi dvelkian¢iu mauzoliejumi, neatitinkanciu dabarties poreikiy (Witcomb, 2004).
F. Waidacheris ragina muziejus prisiderinti prie visuomenés, kuriai turi tarnauti
(Waidacher, 2007). Jo manymu, nemaza dalis pasaulio muziejy nori atitikti praeities
pasaulio reikalavimus ir savo uzdarumu, elitiSkumu primena pseudouniversitetiniy
tyrimy jstaigas arba tik iSrinktiesiems prieinamas bendravimo su menu vietas.
Ideologinés muziejaus sampratos permainos buvo susijusios ir su skaitmeniniy medijy
naudojimo Siose institucijose pradzia ir tai prisidéjo prie artimesnés ,,vieSosios sferos
kulttrai“ muziejaus 1.0 sampratos susiformavimo. Pagal ja muziejai metaforiskai
primena ne absoliuting, bet konstitucing monarchijg su tam tikrais valdova ribojanciais
jrankiais. Muziejai 1.0 skatinami reaguoti ] rinkos poreikius, visuomenés vie$gja
nuomong ir tapti socialiai orientuota institucija, aktyviu visuomenés partneriu bei jos
poreikiy tenkintoju. Idealu, kai muziejy palaiko visuomené ir ji yra svarbiausias
muziejaus darbo objektas (Hauenschild, 1988).

Tobul¢janciy skaitmeniniy medijy techninés galimybés ir jy veikiamos tinklaveikos
visuomenés spaudimas lémé komunikacinés muziejy funkcijos reikSmeés augima.
Remiantis Siuolaikiniu muziejy veiklos supratimu, gamtos ir kultiiros paveldo
komunikacija tapo pagrindine muziejaus funkcija, suteikiancia prasmg kitoms — paveldo
kaupimui ir saugojimui. Skaitmeniniy medijy, tinklaveikos visuomenés ir muziejy
sgveikoje jvyksta svarbus poslinkis. Muziejai praranda praeities objekty interpretavimo
,,tiesos monopolj* ir tampa sgveiky erdve ar ,,kolekcija® be ,,absoliuc¢iojo ar konstitucijos
suvarzyto valdovo* (muziejaus 0.0 ar 1.0) ir jo ,tarny* (muziejininky). Muziejuje 2.0
visuomené laisvai rengia savo praneSimus ir kuria muzealijy reikSmes (tarsi
,»respublikoje®, kurioje visi muziejy veikéjai tampa lygiaverciais paveldo komunikacijos
dalyviais — ,,pilieciais*). Dél to didesné visuomenés dalis gali pereiti i§ pasyviy kultiiros
paveldo naudotojy stovyklos i aktyviy ir nepriklausomy informacijos skleidéjy bei

kulttiros ir paveldo prasmiy ir praneSimy karéjy pozicijas. Pasak Pieterio van Menscho
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(Mensch, 1987), muziejinj objekts, kaip savaiming vertybe, ima keisti socialiné vertybé,
pavelda suprantanti kaip zaliava, kuria gyventojai laisvai disponuoja kaip pagalbine
priemone norédami suvokti savo pasaulio ekonominius, socialinius ir kultiirinius
pokycius. Socialiné muziejy veikla pabréZiama moderniose, treCios vietos,
dalyvaujamojo muziejaus 2.0 (angl. participatory museum) ar ,kontakty zonos‘
sampratose, pagal kurias Sios jstaigos laikomos bendruomeniy telkimosi, laisvalaikio
leidimo bei keitimosi patirtimi, Ziniomis, tarpkultiirinés komunikacijos ir socialinés
sanglaudos vietomis, skatinanc¢iomis iki tol muziejy 0.0 ir 1.0 sampraty pasyvius muziejy
lankytojus tapti aktyviais turinio kiiréjais, vertintojais ir planuotojais.

Skaitmeninés IKT yra naudingas jrankis, suteikiantis muziejams daugiau galimybiy
tarnauti visuomenei ir jgyvendinti savo, kaip visuomenei atsakingos institucijos
(,,viesosios sferos kultiiros* dalyvio), socialinj vaidmenj. Kita vertus, jos kei¢ia muziejy
lankytojus: formuoja visuomenéje naujg kultiiros paveldo komunikacijos suvokimg ir
poreikj. Dabarties pasaulyje greta vieni kity egzistuoja skirtingy sampraty muziejai (0.0,
1.0, 2.0). Taciau, nepriklausomai nuo muziejaus sampratos, visi jie atsiduria muziejaus
kaip institucijos, skaitmeniniy medijy ir tinklaveikos visuomenés (steigéjai ir lankytojai)
sgveikos lauke. Tai, kad muziejaus 2.0 (dalyvaujamojo muziejaus) atsiradimas yra ne
lokalus, bet globalus tinklaveikos visuomenés ir skaitmeniniy medijy sgveikos reiSkinys,
perzengiantis atminties institucijy erdve, rodo panaSis procesai kitose srityse:
dalyvaujamoji demokratija (angl. participatory democracy) — politikoje ar naujoji
zurnalistika 2.0 — ziniasklaidoje (Peciulis, 2014).

Lietuvos nepriklausomybés atgavimas 1990 m., komunikacijos laisvé ir Salies
atsivérimas globaliam pasauliui sutapo su sparcia skaitmeniniy IKT kaita. XX a.
paskutinio deSimtmecio reikSmingiausi iSradimai — pigesni ir funkcionalesni asmeniniai
kompiuteriai bei pasaulinis interneto tinklas. Sios naujovés sudaré palankias salygas
skaitmenines IKT placiau taikyti humanitariniuvose moksluose, atminties institucijose,
paveldosaugoje. Praé¢jus daugiau nei 20 mety, kai Lietuvos muziejuose pradéti naudoti
kompiuteriai, atsirado poreikis i§ istorinés perspektyvos perzvelgti ir jvertinti IKT
naudojimo raidg. Tai sudaro sglygas jvertinti skaitmeniniy medijy taikymo Lietuvos
muziejuose situacija bendrame kity Saliy kontekste bei suvokti bendrasias raidos
tendencijas, kurios svarbios ne tik muziejy bendruomenéms, bet ir priimti strateginj

planavima bei politinius sprendimus Lietuvos muziejy erdvéje.
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Kita vertus, moksliniai jvairiy sri¢iy tyrimai rodo, jog Lietuvos visuomené jgyja
tinklaveikos formacijos bruozy (Luobikiene, 2010; Paliulis, 2012). Ji tampa globali,
atviresné, auga Zmoniy informacinis raStingumas, pleciasi tinkliniai ryS$iai ir didéja
valdzios jstaigy, organizacijy, verslo, namy tkiy kompiuterizacija. Nuo XX a. pabaigos
gaus¢ja Lietuvos muziejy modernumo pozymiy, kurie skatina naujg poziir] ] muziejy
socialine misijg ir atskleidZia moderniy technologijy naudojimo muziejy veikloje nauda
(Kerdyté, 2007). Siame kontekste pasigendama muziejy poziiirio j besikei¢iandios
visuomenés poreikius, skaitmeniniy technologijy kaip sgveikos su lankytojais priemoniy
tyrimy. Jie rodo, kad skaitmeniniy IKT ir jy taikymo Lietuvos visuomenéje tendencijos
bei IKT reikSmé auksSto lygmens paslaugy kirimui sparciai kei¢iasi, todél aktualu
i$siaiSkinti, ar ir Kkaip Lietuvos muziejai ir jy steigéjai atsizvelgia ] kintancius

tinklaveikos visuomenés kultiirinius ir socialinius poreikius.

Temos iStirtumas

Kompiuteriy taikymo Vakary Saliy muziejuose teoriniy tyrimy gauséjo nuo XX a.
paskutinio deSimtmecio. Tyrimai vélavo dél to, kad kompiuteriai muziejuose pradéti
naudoti palyginti neseniai, tik XX a. 7 deSimtmetyje. Skaitmeniniy IKT taikymo
muziejuose teorijy raidg nagrinéjes Rossas Parry teigé, jog pirmieji Sios srities
moksliniai tyrimai buvo taikomojo pobiuidzio, sutelkti j technologijas, konkrecius
projektus, o ne ] teorin] jy naudojimo pagrindimg (Parry, 2005). Kultiiriniu posiikiu
(angl. cultural turn) jvardijamas skaitmeniniy IKT naudojimo muziejuose tyrimy luzis
jvyko XX a. paskutiniame deSimtmetyje, kai atsirado daugiau teoriniy darby, skirty
skaitmeniniy IKT naudojimui (Garmill, 1997; Keene, 1998; Maroevi¢, 1998a; Hooper-
Greenhill, 1999; Hein, 2000; Witkomb, 2003; Dicks, 2004; Parry, 2005; Henning, 2006;
Mason, 2006; Cameron, Kenderdine, 2007; Din, Hecht, 2007). Taikomieji skaitmeniniy
IKT naudojimo muziejuose tyrimai skirti skaitmeninimo projektams, jy metodams ir
praktikoms nagrinéti, kiti — skaitmeniniy technologijy (mobiliyjy telefony, interaktyviy
virtualiy parody, stendy ir kt.) naudojimui darbe su lankytojais, muziejy interneto
svetainiy ar socialiniy tinkly jvairiems kokybiniams bei kiekybiniams parametrams tirti
(Cunlife, 2001; Soren, 2005; MacDonald, 2006; Greengrass, 2006; Marty, 2007 ab;
Mason, McCarthy, 2008; Bearman, Geber, 2008; Talon, 2008;). Dél sparcios

skaitmeniniy IKT kaitos ir jos poveikio visuomenei bei muziejams atlikti mokslo tyrimai
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sparciai keicia tematikg. Naujausi teoriniai ir praktiniai IKT naudojimo darbai susij¢ su
antros kartos saityno technologijy itaka muziejams ir lankytojams (Simon, 2010;
Giaccardi, 2012).

Lietuvos mokslininkai kultiiros paveldo skaitmeninimo problemomis muziejuose ir
kitose atminties institucijose — bibliotekose ir archyvuose — aktyviau dométis émé XXI a.
1 deSimtmetyje (Kligien¢, 2004; Manzuch, 2007; Lauzikas, 2008b; Jankaviciate, 2009).
2010 m. jvyko persilauzimas $ioje srityje, tyrimai jgijo platesnes nei iki tol apimtis ir
pagreit]. Tai rodo mokslininky darby §ia tema gausé¢jimas (Gudinavicius, 2011, 2012;
Strolyte, 2010; Gaubyte, 2011; Varniené-Janssen, 2010, 2011; LauZikas, Vosyliite,
2012). Naujausi Vilniaus universiteto Komunikacijos fakulteto Muzeologijos katedros
(atkurta 2012 m.) IKT taikymo Lietuvos muziejy komunikacijoje tyrimai rodo, kad
Lietuvos muziejai internete neaktyviai ir vienodai bendrauja su skirtingomis savo
auditorijos grupémis, menkai taiko socialines medijas, o jy naudojimo praktika suvokia
kaip savotiska eksperimenting sritj ir institucijos tikslams nelygiavert] komunikacijos
bida (Matkevidiené, Aleksandravi¢ius, 2013; Suminas, Armonaité, 2013). I§ kity
skaitmeniniy technologijy taikymo Lietuvos muziejuose padéties tyrimy pirmasis yra
2001 m. kovo 27 d. Lietuvos Respublikos kultiiros ministro jsakymu sudarytos Lietuvos
muziejy rinkiniy kompiuterizavimo koncepcijos projekto rengimo grupés surinkti
duomenys apie to meto Lietuvos muziejy veiklos kompiuterizavimo lygj
(Meskeleviciene, 2001). AnksCiau skaitmeniniy technologijy taikymo Lietuvos
muziejuose visos Salies mastu tyrimy nebuvo daryta (Meskelevi¢ien¢, 2012). 2009 m.
Lietuvos Respublikos kultiiros ministerijos (LRKM) uzsakymu atliktas panaSaus masto
tyrimas ,,Lietuvos integralios informacinés sistemos LIMIS galimybiy studija® (2009)
bei LRKM kartu su Lietuvos dailés muziejumi (LDM) parengta analiz¢ ,,Pasirengimas
muziejiniy eksponaty skaitmeninimui ir kompiuterinei apskaitai* (Sirgedaite,
Stankevicitte, 2009).

Apibendrinant Lietuvos mokslininky tyrimus, reikia pasakyti, jog jie yra fragmentiski ir
atspindi tik dalies muziejy veikéjy, ypac kuratoriy, nuomones ir matomas problemas,
pavyzdziui, techning, organizacing skaitmeninimo pus¢. Tyrimy temos ir kryptys rodo
kultiiros paveldo skaitmeninimo, kaip jungiancio, o ne skirian¢io zinybine prasme

atminties institucijas, veiklos lauko suvokimo formavimgsi. Lietuvoje jis iSsivysté i
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bendra metodologine kultiiros paveldo skaitmeninimo ir sklaidos krypt; (Varniené-
Janssen, 2011).

Moksliniai muzeologijos tyrimai Lietuvoje tampa platesni tik pastargjj deSimtmet;.
Minéti  faktai rodo, kad muziejininkystés studijas atgaivinusi ir 1 aukStesnj
profesionalumo lygj pakélusi Vilniaus universiteto Komunikacijos fakulteto studijy
politika tur¢jo itin didelg reikSme muzeologijos mokslo Lietuvoje raidai. Ji, kaip rodo
tarpdalykiniai, gauséjantys ir kokybiSkesni $ios srities tyrimai, artéja prie tam tikro
dalyko kultiirinio lazio.

Apzvelgtuose moksliniuose skaitmeniniy IKT taikymo muziejuose tyrimuose neretai
apsiribojama siaura technologijy kaip savaiminés pazangos reikSme, nutylimos
sudétingesnés politinés, kulttrinés ir socialinés jy raiSkos lauko aplinkybés.
Technologinis determinizmas nepakankamai tiksliai atspindi pastargj; deSimtmet]
ivykusius sudétingus tikrovés pokyc€ius ir gali tapti klaidingy strateginio ar taktinio
pobidzio sprendimy paveldo komunikacijoje priezastimi. Skaitmeniniy technologijy
poveikio paveldo interpretavimui ir komunikacijai tyrimai turéty apimti platy priezasciy,

raidos ir padariniy ratg.

Disertacijoje sprendZiama moksliné problema

Muziejy ir visuomenés tarpusavio sgveika yra viena svarbiausiy Siuolaikinés
muzeologijos tyrimy problemy. Pasak Manuellio Castellso, ,,informacijos eroje muziejai
turi dvejopa pasirinkimg: tapti uzdarais istorinés kultiros mauzoliejais, skirtais tik
globalinio elito malonumams, arba reaguoti i i$Siikius ir virsti reikSmingomis kulttiros
jungtimis tinklaveikos visuomengje* (Castells, 2001). Uzdarus M. Castellso muziejus-
mauzoliejus atitinka muziejaus 0.0 samprata (muziejy, isliekant] ,,reprezentacinés
kulttiros rezervatu®), o reik§Smingas kultiros jungtis — muziejus 2.0 (muziejy, tampantj
,»viesosios sferos kultliros* dalimi). Muzealumas gali buiti paveikus tik tada, kai visi
muziejininkystés elementai pritaikomi atitinkamam kultiiros lygmeniui ir muziejiné
komunikacija vyksta atsizvelgiant j partneriy (P. van Menscho supratimu, muziejy lauko
veikéjy — steigéjy, muziejininky, lankytojy) interesus (Waidacher, 2007). Jeigu
komunikuodami su lankytojais Lietuvos muziejai nepaiso skirtingy poreikiy,
muzealumas dalies jy nepaveikia. Naujausi Lietuvos muziejy situacijos tyrimai rodo, kad

nors muziejy darbuotojy skai¢ius, tenkantis 100 tiikst. gyventojy, misy Salyje yra vienas
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didziausiy Europoje, dauguma yra neprofesionalai, todél aktuali tampa jy kvalifikacijos
taikant skaitmenines medijas muziejy komunikacijoje problema (Lauzikas, 2013). Kita
vertus, neaiSku, ar tokios probleminés situacijos ,,kaltininkai*“ yra vien muziejininkai, nes
moksliniuose tyrimuose menkai analizuota, ar ir kiek kiti muziejy veikéjai paveldo
komunikacijos strategijy formavimui didZiule jtakg turintys muziejy steigéjai, politikali,
vykdomosios valdzios institucijos ir lankytojai nori matyti Sias Lietuvos institucijas
socialiai orientuotas ir dalyvaujamasias, kiek jie suvokia dalyvavimo ir muziejaus 2.0
svarbg Siuolaikinei visuomenei, kiek yra pasirenge ,,dalyvauti®, atsakyti } muziejaus 2.0
teikiamas galimybes?

Prag¢jusio 2005-2013 m. Europos Sajungos struktiirinio finansavimo Lietuvoje etapo
analiz¢ rodo, kad nepriklausomai nuo to, jog atminties institucijose dirbanciy
profesionaly iniciatyva yra formuojama dalyvavimo ir muziejaus 2.0 poreikius
atitinkanti vientisa kultiros paveldo skaitmeninimo paradigma, muziejy steigejy, politiky
ir vykdomosios valdzios institucijy pozitris licka konservatyvus: skaitmeninimas
suvokiamas ne kaip socialiai orientuota veikla, o kaip savitikslis ,,paveldo objekty
skaitmeninimas® orientuotas daugiau ] infrastruktiros plétra (naujy informaciniy
sistemy, portaly ir kt. kiirimg) bei turinio skaitmeninima, o ne j visuomenei skirtas
paslaugas. D¢l Sios priezasties dauguma skaitmeniniy produkty tapo ,,jSaldytu kapitalu®,
nekurianciu ar menkai kurianciu jvairiy kapitalo formy (socialinio, kulttirinio, inovacijy
bei finansinio) pridedamasias vertes (Lauzikas, Varniené, 2014). Siame kontekste svarbu
ir tai, kad Lietuvos visuomené néra pakankamai atvira, aktyvi ir pasirengusi dalyvauti.
Tai 1§ dalies liudija santykinai menkas 2013 m. Lietuvos visuomenés pilietinés galios
indeksas: ,,Lietuvos visuomeneés pilietin¢ galia, nors buvo ir vis dar tebéra menka, labai
nezymiai auga®.

Sie sisteminiai priestaravimai rodo, jog skirtingy muziejy lauko veikéjy skaitmeniniy
medijy raiSkos naudos ir poreikio supratimas gali gerokai skirtis, todél tyrime keliamas
probleminis klausimas: kokios prieZastys lemia skaitmeniniy medijuy rai§ka Lietuvos
muziejy komunikacijoje?

Tyrime keliama hipotezé, jog skaitmeniniy medijy raiska lemia istorinis, teisinis-
politinis ir socialinis kontekstai, technologinés galimybés bei atitinkamas skaitmeniniy

medijy taikymas Lietuvos muziejuose ir visuomengje.
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Disertacijoje pristatomo tyrimo objektas — skaitmeniniy medijy raiSka Lietuvos

muziejy komunikacijoje.

Tyrimo tikslas ir uZdaviniai. Disertacijoje pateikiamo tyrimo tikslas yra nustatyti
skaitmeniniy medijy raiskos kryptis Lietuvos muziejy komunikacijoje.

Tikslui pasiekti keliami Sie uzdaviniai:

1. ISnagrinéti skaitmeniniy medijy raiSkg muziejy sampraty kaitos teoriniame
kontekste.

2. Nustatyti ir metodologiskai pagristi skaitmeniniy medijy taikymo Lietuvos
muziejuose istorinés raidos etapus.

3. Ivertinti skaitmeniniy medijy raiskos Lietuvos muziejy komunikacijoje
virtualioje erdvéje atitiktj dalyvaujamojo muziejaus sampratai ir pateikti

rekomendacijy muziejy steigéjams ir muziejininkams.

Disertacijos ginamieji teiginiai

1. Skaitmeniniy medijy raiSka muziejuje yra muziejaus kaip medijos ir
skaitmeniniy medijy saveika, pagal kurig apibréZiamos muziejaus 0.0, 1.0 ir
2.0 sampratos. Kiekviena i§ jy skirtingai aprépia muziejaus kaip medijos ir
skaitmeniniy medijy sgveika, pasireiSkiancig lankytojy jtraukties lygiu.

2. Dalyvaujamojo muziejaus 2.0 samprata atitinka tinklaveikos visuomenés
pakitusiag informacine elgseng, kuri pasireiSkia lankytojy dalyvavimu
interpretuojant muziejy rinkinius, kuriant komunikacinj turinj, taip pat idéjy
bendraautoryste bei sgveika muziejaus kontekste.

3. Taikydami skaitmenines medijas Lietuvos muziejai patyré Gartner
metodologijos liikkesCiy ciklo technologijos kibirksties, iSpiisty lukesciy piko,
nusivylimo jdubos, apSvietos S§laito etapus ir nuo 2010 mety yra masings
technologijos taikymo produktyvumo plokstumoje.

4. Daugelio Lietuvos muziejy komunikacija virtualioje erdvéje neatitinka
dalyvaujamojo muziejaus sampratos pozymiy, nes S$ios institucijos neturi

dalyvavimui jgyvendinti reikalingos valstybés ir steigéjy politikos bei
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strategijos, teisiné€s reglamentacijos, personalo jgiidziy, techninés platformos ir

lankytojy pasirengimo dalyvauti kuriant muzealinj turinj.

Disertacijos metodologiniai sprendimai

Formuluojant disertacijos tyrimy problema ir metodologinius sprendimus, siekiama
vengti muzeology (Sola, 1997; Parry, 2007) kritikuojamo technologinio determinizmo.
Mat tokiu atveju rizikuojama kaip pagrindinj pokyciy variklj matyti tik technologija.
Technologijy naudojimg tam tikrais atvejais pasirenka ir lemia tam tikrose kultiiros
aplinkybése atsidirusi visuomené. Taigi poveikis yra abipusis: viena vertus,
technologijos veikia visuomeng, kita vertus, subrendus tam tikram poreikiui, visuomené
ir kultira salygoja technologijy naudojima. Toks pozifiris artimesnis socialinio
konstruktyvizmo teorijai, teigianciai, jog realybés atstovavimas bei pacios esybes, kurios
atstovaujamos, yra socialiai sukurtos (Goldman, 1999).

Zygmuntas Baumanas tikina, kad globalizacijos procesy sukeltiems padariniams
nebiidingas tam tikras bendrumas, kaip paprastai manoma (Bauman, 2007). Pasak jo,
globalizacija iSskaido tiek pat, kiek ir suvienija; ji skaido vienydama, o pasaulio
skaidymo prieZastys yra tos palios, kaip ir skatinan¢ios jo vienodéjima. Siuo atveju
kalbame apie lokaliy (neretai istoriskai sglygoty) konteksty poveikj globaliosios kultiiros
raiSkai. Tad tam tikri skaitmeniniy technologijy taikymo, naudojimo bei plitimo procesai
ir juy socialiniai-kultlriniai padariniai globaliajame ir lokaliajame, tarkime, Vakary
Europos saliy ir Lietuvos muziejy kontekstuose, reiSkiasi nevienodai. Kadangi istorinés
IKT plitimo Vakary $alyse ir Lietuvoje priezastys skiriasi, sgveikai nagrinéti pasirinkta
kulttiros srauty (angl. cultural flows) arba tinklo (angl. — network) teorijos prieiga
(Crane, 2002). Si teorija aiskina, kad kultdiros jtakos kyla ne i§ vieno centro, o i§ tinklo,
neturin€io aiSkaus centro ar periferijos. Jame pagrindiniai veikéjai yra regioniniai ir
nacionaliniai junginiai ir bendrovés, o kultiiros perdavimas — dvikryptis. Kultiros srauty
efektas, susidedantis 1§ medijy, technologijy, ideologijy ir etniSkumo, yra veikiau
kulttiros hibridizacija nei homogenizacija (Appadurai, 2001).

Egzistuoja ir poziiris, jog kultiiros globalizacija yra gana sudétinga, kad jg buty galima
paaiskinti viena teorija (Crane, 2002). K. G. Wilkins komunikacijos procesus siiilo tirti
tarpdalykiniu biidu, taikant skirtingas metodines prieigas, naudojamas sociologijos,

istorijos, politologijos, antropologijos, demografijos ir kultiros studijose. Jos manymu,
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tyrimo struktiira, naudojanti visg palete skirtingy metodiniy jrankiy, sustiprins
komunikacijos supratimg (Gudykunst, 2002).

Pozitirio, gristo tarpdisciplininio, technologijy ir visuomenés dvikrypte sgveika bei
globalios ir lokalios kultiros saveika, laikomasi ir disertacijoje, teorinio ir empirinio
tyrimy lygmenyse naudojami medijy, muzeologijos, istoriografijos, sociologijos ir
inovacijy sklaidos teorijy bei jvairiy metody elementai.

Teoriniams apibendrinimams formuluoti disertacijoje taikomas moksliniy publikacijy
nagringjimo metodas. Empiriniams skaitmeniniy medijy raiskos istorinés raidos tyrimo
duomenims rinkti naudotas giluminis (nestruktiirizuotas) interviu (apklausa zodziu). Sio
metodo privalumai yra galimybé atlikti tyrimg be i§ anksto parengtos iSsamios tyrimo
programos, gauti ne tik fakting medziaga, bet ir iSsiaiSkinti subjektyvy tiriamojo pozitirj,
fiksuoti atsakymy turinj ir tiesiogiai stebéti reakcijas, be ypatingy salygy ir 1éSy sukaupti
turiningos informacijos (Kardelis, 2002). Sis metodas naudotas i§ respondenty renkant
duomenis apie skaitmeniniy technologijy taikymo Lietuvos muziejuose pradzig. Interviu
biidu gauti empiriniai duomenys nagrinéti kritinés-lyginamosios analizés bei kokybinés
turinio analizés metodais. Kritiné-lyginamoji analizé pasitelkta siekiant atskleisti
skirtumus tarp tam tikry muziejy lauko veikéjy poziiiriy bei palyginti skaitmeniniy
medijy raiSkg Lietuvoje ir kitose Salyse. Kaip lyginamieji Saltiniai buvo naudojami taip
pat jvairaus lygmens Lietuvos teisés aktai. Siuolaikinei skaitmeniniy medijy raigkai
Lietuvos muziejy komunikacijoje jvertinti buvo analizuojamos muziejy interneto
svetainés ir muziejy profiliai socialiniuose tinkluose. Empiriniams duomenims nagrinéti
pasitelkti kritinés-lyginamosios analizés, kokybinés turinio analizés bei matematinés
statistikos metodai. Statistinis nagrinéjimas pasirinktas dél galimybés nustatyti jrankiy
skaiCiy tam tikro muziejaus svetaingje. Lyginamoji analizé pasitelkta siekiant atskleisti
skirtumus tarp tam tikry Lietuvos muziejy tipy bei palyginti miisy valstybés ir kity Saliy
padét]. Atlikto tyrimo patikimuma galima patikrinti pagal tuos pacius metodus atlikus

pakartotinj tyrima.

Tyrimo duomenuy Saltiniai
Tyrimui kaip empiriniai duomenys naudoti jvairGs S$altiniai. Tai dokumentai,
reglamentuojantys Lietuvos Respublikos muziejy veiklg ir skaitmeniniy IKT naudojima

Lietuvos muziejuose: Lietuvos Respublikos jstatymai, Lietuvos Respublikos vyriausybés
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nutarimai, Lietuvos Respublikos kultiros ministro jsakymai, muziejy vidiniai
dokumentai ir kt. Antra grupé — Lietuvos Respublikos kultiiros ministerijos (LRKM) nuo
2002 m. renkami kiekybiniai statistikos duomenys apie daugumga Lietuvos muziejy,
skelbiami portale www.muziejai.lt. Muziejy skai¢ius 2002—2013 m. ataskaitose svyravo
nuo 108 — 2002 m. iki 103 — 2013 m. Siuose duomenyse pateikiami skaitmeniniy
technologijy parametrai: virtualiy lankytojy, virtualiy parody bei skaitmeniniy leidiniy, o
nuo 2010 m. — suskaitmeninty eksponaty skaiCius. Nurodomi ir muziejy interneto
svetainiy bei elektroninio pasto adresai.

Tyrimui panaudoti 2001 ir 2009 mety Lietuvos muziejy kompiuterizavimo padéties
tyrimy duomenys. Taip pat $io tyrimo metu nagrinéti autoriaus surinkti nauji duomenys
apie socialinés tinklaveikos jrankius bei apsilankymy charakteristikas 71 Lietuvos
muziejy svetaingje ir 158 paskyroje ,,Facebook* socialinéje medijoje. Originaliis tyrimo
duomeny Saltiniai yra autoriaus atlikti giluminiai interviu su skaitmeniniy technologijy
IKT taikymo pradininkais:

e Pirmyjy skaitmeniniy skai¢iavimo masiny sovietmeciu Lietuvoje kiiréju
Lietuvos moksly akademijos nariu, Atpazinimo procesy skyriaus ir
UNESCO katedros ,,Informatika humanitarams® vadovu Matematikos ir
informatikos institute Adolfu Laimuciu Telksniu (2012 m. spalio 23 d.
interviu).

e Muziejininke, skaitmeninimo Lietuvos muziejuose pradininke ir
organizatore, Lietuvos muziejy rinkiniy kompiuterizavimo koncepcijos
rengimo darbo grupés vadove, Lietuvos dailés muziejaus vyriausigja
rinkiniy saugotoja Loreta Meskeleviciene (2012 m. liepos 31 d. interviu).

e Muziejininke, skaitmeninimo Lietuvos muziejuose pradininke, Lietuvos
dailés muziejaus Skaitmeniniy leidiniy centro, véliau filialo LM ISC
LIMIS vedéja Danute Mukiene (2013 m. liepos 11 d. interviu).

e Bibliotekininke, skaitmeninimo Lietuvos bibliotekose ir kitose atminties
institucijose organizatore, Martyno Mazvydo bibliotekos Nacionalinio
skaitmeninimo ir virtualios elektroninio paveldo sistemos centro direktore

Regina Varniene-Janssen (2013 m. liepos 17 d. interviu).
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e LRKM darbuotoju, 1988-2011 m. kuravusiu muziejy sektoriy, Lietuvos
Respublikos kultiiros atas¢e Karaliauciaus srityje Romanu SenapedzZiu

(2013 m. liepos 24 d. interviu).

Tyrimo autorius skirtingy sri¢iy pasnekovus pasirinko siekdamas atskleisti kuo platesnj
pozitriy  tyrimo objekta spektra. Nustatyti, kaip skaitmeniniy medijy raiska susijusi su
kompiuteriy Lietuvoje atsiradimu apskritai, pasSnekovu pasitelktas A. L. Telksnys. Siekta
atskleisti skaitmeninimo proceso eigg ne vien i§ muziejininky pozicijy (paSnekovés L.
Meskelevic¢iené ir D. Mukiené), bet ir pateikti alternatyvy poziirj i§ muziejus
priziiirin¢ios LRKM pozicijos (pokalbis su R. Senapédziu) bei muziejams artimy

atminties institucijy biblioteky (pokalbis su R. Varniene-Janssen).

Darbo struktara

Darbg sudaro jvadas, 3 tyrimo dalys, i§vados, naudotos literatiiros ir Saltiniy sgrasai bei
priedai.

Ivade nagrin¢jamas temos aktualumas, mokslin¢ problema, moksliniai IKT taikymo
muziejuose tyrimai uzsienio S$aliy ir Lietuvos mokslininky darbuose. Taip pat
pateikiamas tyrimo objektas, tikslas, uzdaviniai, ginamieji teiginiai, nurodomi taikyti
tyrimo metodai, naudoti duomeny Saltiniai.

Pirmoje tyrimo dalyje teoriskai apibiidinama muziejaus kaip komunikacinés medijos
samprata ir savybés. Nagrinéjamas skaitmeniniy medijy raiskos poveikis muziejy
sampratos kaitai, skiriant tradicines medijas naudojusio muziejaus 0.0, skaitmeniniy
medijy muziejaus 1.0 ir dalyvaujamojo muziejaus 2.0 sampratas. Lygiagreciai
iSrySkinamos medijy raiSkos muziejuose kaitos sgsajos su procesais visuomengje: W, X,
Y ir Z zmoniy karty komunikacijos supratimu ir poreikiais. Apibiidinama naujausias
skaitmeniniy medijy taikymo tendencijas atspindinti dalyvaujamojo muziejaus samprata
ir antros kartos saityno technologijy, konstruktyvistinés edukacijos, kultiiros
komunikacijos teorijos bei naujosios muzeologijos jtaka jos formavimuisi. Taip pat
nagrin¢jama dalyvavimo sampratos problematika jvertinant lankytojy jtraukimo |
dalyvaujamajj muziejy lygius. Pateikiamas medijy raiSkos sgveikaujant su visuomene
evoliucijos modelis. Remiantis juo teigiama, jog muziejy sampraty evoliucija
dalyvaujamojo muziejaus link priklaus¢é nuo medijy interaktyvumo lygio ir jo
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formuojamy visuomenés jpro¢iy bei poreikiy. Skaitmeninés medijos, kaip jrankis ar
platforma, technine prasme leido jgyvendinti dalyvaujamaji muziejy.

Antroje darbo dalyje nustatomi skaitmeniniy medijy raiSkos krypéiy etapai Lietuvos
muziejy istorinéje raidoje. Analizuojamos skaitmeniniy informaciniy ir komunikaciniy
technologijy taikymo Vakary Saliy ir Lietuvos visuomeng¢je, muziejuose bei bibliotekose
istorinés prielaidos. Remiantis IKT tyrimy jmonés Gartner likesciy ciklo metodologija,
skiriami ir charakterizuojami skaitmeniniy IKT taikymo Lietuvos muziejuose etapai:
technologijos kibirkstis (1989-1996 m.), iSpusty lakesCiy pikas (1997-2001 m.),
nusivylimo jduba (2002-2003 m.), apSvietos $laitas (2004-2009 m.) ir produktyvumo
plokstuma (2010 m. ir tesiasi iki Siol). Taip pat apzvelgiamas Lietuvos muziejy steigéjy,
politiky ir vykdomosios valdZios institucijy kuriamas teisinis-politinis skaitmeniniy
medijy raiSkos muziejy komunikacijoje kontekstas.

Trecioje dalyje vertinamas skaitmeniniy medijy raiSkos poveikis Lietuvos muziejy ir jy
lankytojy virtualios erdvés komunikacijos charakteristikoms. Remiantis 24 kriterijy
rinkiniu, nustatomas dalyvaujamajam muziejui jgyvendinti reikalingy socialing
tinklaveikg skatinan¢iy skaitmeniniy IKT jrankiy paplitimas Lietuvos muziejy
svetainése. ISryskéjusios tendencijos paaiSkinamos, lyginamos su panaSaus JAV,
Jungtin¢je Karalystéje, Ispanijoje, Italijoje ir Pranciizijoje atlikto tyrimo rezultatais.
Remiantis tyrimo metu surinktais Alexa stebésenos sistemos duomenimis apie
apsilankymo muziejaus interneto svetainéje trukme, atmetimo rodiklj, unikalaus
lankytojo perzitrimy tinklalapiy skaiciy, apibtidinamos virtualiy apsilankymy Lietuvos
muziejy interneto svetainése charakteristikos, kurios lyginamos su gretimy Saliy ir
didziausiy pasaulio muziejy tendencijomis. Nustatomas Lietuvos muziejy dalyvavimas
populiariausioje ,,Facebook® socialin¢je medijoje ir jy paskyry lankytojy dalyvavimo
lygiai pagal rodikliy ,,Mégti*, , Kalba apie tai“, ,,Buvo ¢ia“ duomenis. Remiantis tyrimo
duomenimis, suformuojami 7 tinkami apibiidinti dalyvaujamojo muziejaus raiSka
kriterijai. Pagal juos klasterizuojant buvo jvertintas 160 Lietuvos muziejy komunikacijos
virtualioje erdvéje atitikimas dalyvaujamojo muziejaus sampratai, skiriant artimiausius ir

labiausiai nuo jos nutolusius muziejus.

Darbo naujumas ir praktinis reik§mingumas. Disertacija naujomis ziniomis papildo
senesnius mokslinius skaitmeniniy IKT naudojimo Lietuvos muziejuose tyrimus.
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Teoriniu lygmeniu pirma kartg bandyta sujungti skaitmeniniy medijy raiSkos muziejuose
ir visuomenéje laukus. TeoriSkai apibuidintos muziejaus 0.0, 1.0 ir 2.0 sampratos, jy
sasajos su industrine ir tinklaveikos visuomenémis ir jy karty informacine elgsena.
Remiantis autoriaus surinktais originaliais duomeny S$altiniais, apZvelgta Lietuvos
muziejy kompiuterizavimo istorija, kuri lyginta su Vakary $aliy ir giminisky atminties
institucijy — biblioteky — istorija. Skaitmeniniy IKT adaptacijos eigai paaiskinti pritaikyta
likes¢iy ciklo metodologija, leidusi nustatyti skaitmeniniy medijy taikymo Lietuvos
muziejuose periodus ir dabartinj lygmenj. Lietuvos muziejy kompiuterizavimo istorija
tapo globalios pasaulio muziejy istorinés raidos dalimi. Atlikus tyrimg, atsiveria pla¢ios
galimybés palyginti IKT taikymg Lietuvos ir kity Saliy muziejuose arba kitose
institucijose, pvz., bibliotekose. Tinklaveikos visuomenés dalyvaujamojo muziejaus
sampratos atitikties kontekste jvertinami 2013-2014 m. Lietuvos muziejy komunikacijos
virtualioje erdvéje socialinés tinklaveikos jrankiai ir interneto svetainiy, paskyry
,,Facebook* lankytojy charakteristikos.

Plati atlikto tyrimo apimtis (nagrinéjami visi muziejai, turintys interneto svetaines ir
paskyras ,,Facebook*) didina prakting darbo nauda. Jis yra naudingas kulttiros sektoriaus
valdzios jstaigy darbuotojams, muzeologams ir muziejininkams, archyvy ir biblioteky
darbuotojams, siekiantiems formuoti j tinklaveikos visuomenés poreikius orientuotas
komunikacijos virtualioje erdvéje strategijas. Nenustacius dabartinés Lietuvos situacijos,
tendencijy, problemy, yra keblu numatyti Salies muziejy raidg, plétoti sektoriaus
strateging vadyba, su skaitmeninimu, darbuotojy mokymu, parodomis ir lankytojais

susijusius planus, numatyti finansavimo ir atskiry muziejy veiklos plétotés prioritetus.

ISvados

1. Tiriant nustatyta, kad muziejaus veikimg kulttroje galima apibrézti remiantis medijy
teorija. Pagal ja muziejus yra komunikacijos kanalas, per kurj praeities paveldas
veikia $iy dieny kulttiroje, ir erdveé, kurioje, pasitelkiant pavelda, mokslo Zinias ir

asmenines patirtis, kuriami pranesimai, skirti $iy dieny visuomenei.

e Skaitmeniniy medijy raiSka muziejuje yra muziejaus kaip medijos ir skaitmeniniy

medijy abipusé sgveika, vykstanti muziejy lauko veikéjy (steigéjy, muziejininky
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ir lankytojy) kuriamuose istoriniuose, teisiniuose-politiniuose ir socialiniuose
kontekstuose.

Istorinis, teisinis-politinis ir socialinis kontekstai skatina muziejus kaip vie$ojo
sektoriaus institucijas priimti arba atmesti skaitmenines medijas bei salygoja
pradéty taikyti skaitmeniniy medijy naudojimo budus. D¢l Sios prieZasties
istorinis, teisinis-politinis ir socialinis kontekstai veikia skaitmeniniy medijy
raiSka muziejuje.

Muziejuose naudojamos skaitmeninés medijos prisideda prie muziejininkystés,
kaip taikomosios muziejy profesionaly veiklos, ir muzeologijos, kaip teorinio

muziejy veiklos lauko bei muziejaus institucijos, sampratos kismo.

2. Atlikta teorinés ir specialiosios literatiiros analizé¢ leido nustatyti, kad skaitmeniniy

medijy raiska skatina muziejaus sampratos kaitg. Remiantis muziejaus-medijos ir

skaitmeniniy medijy sgveikos tyrimu, skiriamos muziejaus 0.0, 1.0 ir 2.0 sampratos.

Muziejus 0.0 yra tradicinis, realioje erdvéje veikiantis, ,,reprezentacinei kulttrai“
atstovaujantis, autoritariSkas visuomenés atzvilgiu ir analogines medijas
naudojantis muziejus, kuriame praneSimus kuria mokslininkai ir kuratoriai
tradicinémis priemonémis: ekspozicijomis, parodomis, leidiniais. Visuomene
suprantama kaip masé, neturinti ziniy ir jgidziy pranesimams Kkurti, todél
muziejus turi jai perteikti informacijg. Steigéjai institucijg laiko galios jrankiu,
pasitelkiamu politiky ar vykdomosios valdzios interesams. Formuodami muziejy
teisin] bei politin] veiklos konteksta steigéjai sprendimus priima vienaSaliSkai.
Muziejus 0.0 yra buidingas industrinei XIX a. pab.— XX a. I pusés visuomenei, 0

jo konceptualus apibrézimas ryskus to paties laikotarpio muzeology darbuose.

Muziejaus 1.0 samprata yra muziejaus 0.0 ir pirmos kartos saityno
(neinteraktyviy, vienakryptés komunikacijos) skaitmeniniy medijy sgveikos
rezultatas. Tai i§ dalies ,,vieSosios sferos kultiirai* atstovaujantis muziejus. Jame,
kuriant pranesimus, lemiamg vaidmen;j atliecka mokslininkai ir kuratoriai, tac¢iau

per lankytojy nuomoniy tyrimus bandoma atsizvelgti ] visuomenés
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poreikius. PraneSimams perduoti naudojamos ir tradicinés muziejaus 0.0
priemongs, ir mazo interaktyvumo skaitmeninés medijos, teikiancios informacija
viena kryptimi, dazniausiai siekiant parengti muzicjaus lankytojg vizitui realiame
muziejuje. Visuomené tebelaikoma nepajégia kurti praneSimy, todél muziejus jai
turi perduoti informacijg. Muziejaus steigéjai muziejy laiko vienu i§ galios
jrankiy, turin€iy tarnauti tokiems visuomenés interesams, kaip juos supranta
steigéjai. Formuodami muziejy teisinj bei politinj veiklos konteksta patariamojo
balso teise pasitelkia muziejininky bendruomenes, tafiau sprendimus
vienasaliskai priima steigéjai. Muziejus 1.0 biidingas pereinamojo i§ industrinés ]
tinklaveikos laikotarpio, XX a. II pusés, visuomenei, 0 jo konceptualus

apibrézimas ryskus ,,naujosios muzeologijos* teoriniuose darbuose.

Muziejus 2.0 atsirado dél muziejaus 1.0 ir antros kartos saityno (interaktyviy,
daugiakryptés komunikacijos, socialiniy) skaitmeniniy medijy saveikos. Tali
visuomenés atzvilgiu demokratiSkas ir visiSkai ,,vieSosios sferos kultrai‘
atstovaujantis muziejus. Jame praneSimams Kurti pasitelkiamas visuomenés
dalyvavimas per bendruomenés paslaugas. Muziejus tampa platforma, kurioje
lankytojai kuria praneSimus moderuojami, 0 ne vadovaujami mokslininky ir
kuratoriy. Muziejuje 2.0 pranesimams perduoti pasitelkiamos visos priemonés,
kuriy dalj valdo muziejy lankytojai. Be to, atsiranda muziejy, veikianciy tik
virtualioje erdvéje. Lankytojai vertinami kaip turintys unikaliy patirciy,
kiirybingi ir norintys dalyvauti asmenys ir asmeny grupés. Skaitmeninés medijos
naudojamos muziejaus socialiniam vaidmeniui didinti kuriant muziejaus draugy
ir interesy grupiy bendruomenes. Muziejaus steig€jai suvokia muziejaus kaip
vieSosios sferos kultliros institucijos socialing reik§mg¢ ir jtaka jvairioms kapitalo
formoms (socialiniam, inovacijy, kultiriniam, finansiniam) kurti. | muziejy
teisinio bei politinio veiklos konteksto formavimg jtraukia kitus muziejy lauko
veikejus atsizvelgdami j kintanCius jy poreikius bei kitus muziejy veiklai
svarbius kontekstus. Muziejus 2.0 budingas tinklaveikos laikotarpio, XXI a.
pradzios, visuomenei, o jo apibrézimas pateikiamas dalyvaujamojo

muziejaus teoretiky darbuose.
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e Be technologinés platformos, dalyvaujamajam muziejui jgyvendinti ne maziau
svarbus yra visuomenés pasirengimas ir poreikis dalyvauti tokio muziejaus
veiklose. Sis skaitmeniniy medijy paveiktos tinklaveikos visuomenés poreikis
kuria ne tik muziejaus veiklos socialinj kontekstg (reikalavimus muziejui), bet
demokratinése Salyse formuoja ir teisinj-politinj konteksta, kuris ne maziau
svarbus muziejui 2.0 atsirasti ir funkcionuoti. Jeigu néra visuomenés
individualios ar kolektyvinés iniciatyvos ir muziejui 2.0 nepalankus teisinis-

politinis kontekstas, jgyvendinti dalyvaujamojo muziejaus sampratg nejmanoma.

3. Remiantis tyrimu, atliktu pagal likesCiy ciklo metodologija, nustatyti Sie

skaitmeniniy medijy taikymo etapai.

e Technologijos kibirkstis truko 1989-1996 m. Tuo laikotarpiu pavieniuose
Lietuvos muziejuose pradéti naudoti kompiuteriai, sukurta pirmoji skaitmeniné

rinkiniy valdymo sistema, informacija apie muziejus imta déti j interneta.

e ISpiisty liikes¢iy pikas vyko 1997-2001 m. Pradé¢jo veikti pirmos savarankiskos
Lietuvos muziejy svetainés internete. Piko virSukalne Zymi pirmoji Lietuvos
muziejy kompiuterizacijos situacijos studija, taip pat parengta, bet nejgyvendinta

Lietuvos muziejy rinkiniy kompiuterizavimo koncepcija.

e Nusivylimo jduba tegseési 2002-2003 m. Jg Zymi negatyvios Zinios apie
skaitmeniniy medijy taikymg Ziniasklaidoje, ilgam sustoj¢ Lietuvos informacinés

muziejy sistemos (LIMIS) kiirimo darbai.

e Apsvietos §laitu laikomi 2004-2009 m. Siam laikotarpiui badingi pozityvis
poslinkiai:  uztikrintas pastovus finansavimas, skaitmeninimo procesy
koordinavimas valstybés mastu, prasidéjo institucijy bendradarbiavimas,

atnaujinti LIMIS diegimo darbai.

e Produktyvumo plokStuma prasidéjo 2010 m. ir tesiasi iki Siol. Pradéjo veikti

LIMIS, muziejai émé kurti paskyras socialinése medijose, parengtos
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rekomendacijos skaitmeniniam turiniui kurti. Tai rodo, kad Sios atminties
institucijos jau suvokia skaitmeniniy medijy taikymo savo veikloje prakting

naudg ir pasieké palanky laikotarpj jgyvendinti dalyvaujamajj muziejy.

Lietuvos muziejuose ilgai uztrukes skaitmeniniy medijy taikymo likesc¢iy ciklas
trukdé formuoti dalyvaujamajam muziejui jgyvendinti palankig aplinka.
Skaitmeniniy medijy taikymas buvo skirtas ne sgveikai su lankytojais stiprinti,
bet muziejy vidaus poreikiams, susijusiems su eksponaty apskaita, tenkinti.
Lietuvos muziejams taikant technologijas, pavyko iSvengti kai kuriy likesCiy
ciklo spasty, tokiy kaip per ankstyvas taikymas ar jo visiSkas nutraukimas dél

nesékmiy nusivylimo jdubos laikotarpiu.

4. Lietuvos muziejy svetainiy internete ir paskyry ,,Facebook® socialin¢je medijoje

turinio, apsilankymy charakteristiky tyrimas ir muziejy klasterizavimo rezultatai

rodo, kad daugelio Lietuvos muziejy komunikacija virtualioje erdvéje neatitinka

muziejaus 2.0 (dalyvaujamojo muziejaus) sampratos bruozy.

Lietuvos muziejy svetainés internete turi nedaug socialinés tinklaveikos jrankiy
(forumy, pokalbiy svetainiy, sve¢iy knygy, zyméjimo, kiirybos, siuntimo,
dalijimosi, komentavimo jrankiy, tinklaras¢iy, zaidimy ir kt.), Kkurie

technologiskai leisty jgyvendinti dalyvaujamojo muziejaus platforma.

Svetainiy lankomumo apskaitos ir stebésenos trikumai ir ypatybés patvirtina
prielaida, kad Lietuvos muziejai nesidomi, nevertina savo virtualiy lankytojy,
kurie yra potencialis dalyvaujamojo muziejaus lankytojai.
Virtualiy apsilankymy Lietuvos muziejy interneto svetainése charakteristikos
(trukme, atmetimo rodikliai, atsiver¢iamy tinklalapiy skaicius) rodo, kad jy

turinys lankytojus ne itin domina.

Muziejy paskyry ,,Facebook* socialingje medijoje kickybinés charakteristikos —
,Mégti“, | Kalba apie tai“, ,,Buvo c¢ia“ paspaudimai, jsitraukimo rodiklio

duomenys — atitinka R. Mayfieldo dalyvavimo galios désnj ir patvirtina, kad
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aukStesnio lygio dalyvaujamojo muziejaus veiklas jgyvendina itin nedidelé
lankytojy dalis.

5. Disertacijos tyrimas parode, jog skaitmeniniy medijy raiSka Lietuvoje lemia

istorinis, teisinis-politinis kontekstas, technologinés galimybés bei atitinkamas

skaitmeniniy medijy taikymas Lietuvos muziejuose ir visuomenéje. Kuriami

skirtingi muziejaus kaip medijos ir skaitmeniniy medijy sgveikos kontekstai

grindziami orientacija ] visas muziejy sampratas.

D¢l Soviety Sajungos okupacijos padariniy Skaitmeniniy medijy raiSka Lietuvos
muziejuose prasidéjo véliau nei Vakary Saliy muziejuose ir visuomenéje. Todél
Lietuvos muziejy komunikacijoje iki 1990 m. vyravo muziejaus 0.0 samprata.
Siuo metu neigiama istorin¢ patirtis nedaro lemiamos jtakos skaitmeninei medijy

raiSkai Lietuvos muziejy komunikacijoje.

Teisinis-politinis kontekstas priklauso nuo Europos Sgjungos ir Lietuvos politiky,
vykdomosios valdzios bei Lietuvos muziejy steigéjy pozicijos. Teisés akty
analizé rodo, kad dauguma muziejy steigéjy, politiky ir vykdomosios valdzios
atstovy muziejy suvokia pagal 0.0 (Lietuvos Respublikos muziejy jstatymas)
arba 1.0. sampratas. Po 2005 m. atminties institucijose dirban¢iy profesionaly
pastangomis ir iniciatyva teisiné bazé émé Kkeistis, suformuota vientisa
skaitmeninimo paradigma lémé muziejaus 1.0 raiSkai palankig teisine aplinka.
Svarby vaidmenj jgyvendinant uzsibréztus tikslus turéjo narysté Europos
Sajungoje, uztikrinusi pastovius su kultliros sritimi susijusius finansavimo

srautus.

Tiriant nustatyta, kad nepakankamai teoriniy mokslo ziniy turintis muziejy
personalas ne visada pajégia jvertinti tinklaveikos visuomenés poreikius ir
skaitmeniniy medijy taikymo tinklaveikos visuomen¢je galimybes. Svarbus
vaidmuo tenka muziejy vadovams, nuo kuriy priklauso Skaitmeniniy medijy
raiska muziejuose lemiantys sprendimai. Muziejy klasifikacija medijy taikymui

néra svarbi. Masinis skaitmeniniy medijy priémimas, naudojimas, plintantis
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antros kartos saityno technologijy taikymas, inovatyvis socialing sgveikg su
lankytojais skatinantys kai kuriy muziejy veiksmai virtualioje erdvéje rodo, kad
Lietuvos muziejininkai pagal muziejy sampratos suvokimga yra tarp muziejy 1.0

ir 2.0 sampraty.

e Augantis ir tradicinius apsilankymus lenkiantis muziejy interneto svetainiy
virtualiy lankytojy skaicius liudija muziejaus 1.0 sampratos visuomenéje
stipréjimg. IS virtualiy lankytojy charakteristiky muziejy svetainése matyti, kad
dauguma jy jau naudoja skaitmenines medijas, bet pasyviai, ieskodami
informacijos rengtis vizitui tikrame muziejuje. Svetainiy lankytojai neaktyviai
sgveikauja su pateikiamu muzealiniu turiniu, menkai prisideda prie jo kairimo,
platinimo, aptarimo virtualioje erdvéje. Muziejy steigéjai ir muziejininkai kol
kas nepatiria vieSoje erdvéje juntamo stipraus visuomenés spaudimo keisti
esamg teisinj-politin] konteksta, reikalingg jgyvendinti dalyvaujamaji muziejy.
Kita vertus, poreikis dalyvaujamajam muziejui pamazu atsiranda. Sparciai
populiaréjanéios socialinés medijos, apie muziejy paskyras besiburiantys
lankytojai, besiformuojancios jy bendruomenés ir sgveikos su paskyros turiniu
rodo, kad lankytojai pagal muziejaus supratimg yra tarp muziejaus 1.0 ir 2.0

sampraty.

Rekomendacijos mokslininkams ir muziejininkams

Skaitmeniniy medijy raiskos padéties Lietuvos muziejuose tyrimas tais paciais metodais
gali buti kartojamas vertinant pokycius laikui bégant. Papildomy tyrimy kryptys biity
atskiry IKT taikymo liikes¢iy cikly nustatymas, lyginamoji Baltijos Saliy, Lietuvos
biblioteky, muziejy ir archyvy skaitmeninimo raidos analizé. Darbe, iStyrus muziejy
slinktj dalyvaujamojo muziejaus link, rekomenduojamas kokybinis Lietuvos muziejy
svetainiy internete ir paskyry ,,Facebook* lankytojy poreikiy tyrimas, galintis iSsamiai
atskleisti jy poziiirj i skaitmeniniy IKT naudojimg muziejuose.

Muziejy steigéjams, pirmiausia Lietuvos Respublikos valdZios institucijoms,
prilmancioms su muziejy sektoriumi susijusius teisinius aktus, reikia atsizvelgti |

tinklaveikos visuomenéje pasikeitusia muziejy samprata, skatinti lankytojus kaip
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lygiaverCius partnerius aktyviai jsitraukti ] gamtos ir kultiros paveldo komunikacijos
procesus. Taip pat uZtikrinti su skaitmeninémis technologijomis susijusiy muziejininky
teoriniy ir praktiniy ziniy, komunikaciniy jgtidziy kaupima, kvalifikacijos kélimg, gerinti
sektoriaus finansavimg, kad muziejuose galima buty jdarbinti skaitmeniniy IKT
profesionalus. Vertinant muziejy veiklg, vadovautis ne vien kiekybiniais rodikliais, bet ir
atsizvelgti j socialinj kapitala.

Siekiant pagerinti sgveikg su lankytojais, muziejams biitina atkreipti démes] ne tik 1
skaitmeniniy technologijy taikymo kiekybe, bet ir ; kokybe, orientuotis j tinklaveikos
visuomeneés poreikius ir 1Saugusj bendrg Lietuvos gyventojy informacinj rastinguma. Per
kelis desimtmecius virtualiis lankytojai sudarys didZiausig muziejy lankytojy srauta. Tai
rodo Lietuvos dailés muziejaus bei dar keliy savo veikloje skaitmenines technologijas
placiai taikan¢iy muziejy pavyzdziai: virtualiis apsilankymai ima lenkti fizinius.

Norint ateityje pagerinti muziejy komunikacijag su lankytojais virtualioje erdvéje,
siiloma didinti socialing tinklaveika leidzianciy jrankiy skaiiy interneto svetainése,
atverti virtualias parodas ir gerinti jy turinj bei kokybe. Virtualiems lankytojams stebéti
ir juos nagrinéti galima pasitelkti nemokamas stebésenos sistemas, pavyzdziui, ,,Google
analytics®, Alexa ir kt.

Muziejams biitina didinti komunikacijos virtualioje erdvéje priemoniy skai¢iy bei
jvairove: atidaryti ir palaikyti paskyras pirmiausia populiariausiame Lietuvoje
,»Facebook® tinkle, déti informacija Wikipedijoje ir ,,Youtube® svetaingje, kurti
programéles iSmaniesiems telefonams.

Ivardytos priemonés formuoty palanky kiirybin] visuomenés socialinj-kultiirinj lauka,
reikalingg dalyvaujamajam muziejui jgyvendinti, demokratizuoty Lietuvos muziejy
institucijas ir padéty suvokti lankytojy jtraukimo | muziejines veiklas nauda. Personalo
ugdymas ir valstybés kultiros politika, tinkamas finansavimas turéty padéti Lietuvos
muziejams tapti dalyvaujamaisiais ir atitikti didesniy lankytojy grupiy poreikius. Tai
ypa¢ aktualu tinklaveikos visuomenés formavimosi kontekste, nes per kelis
desimtmecius itin didele skaitmeniniy medijy jtaka patyr¢ dabartiniai Z kartos atstovai

taps pagrindiniais muziejy lankytojais.

Disertacijos aprobavimas
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Atlikto tyrimo tema doktorantas paskelbé 3 publikacijas recenzuojamuose mokslo

leidiniuvose 1ir perskait¢ 4 praneSimus nacionalinése ir tarptautinése mokslinése

konferencijose.

Paskelbtos publikacijos recenzuojamuose mokslo leidiniuose:

Skaitmeniniy technologijy taikymas Lietuvos muziejuose 1990-2011
metais. Lietuvos muziejai po 1990 mety: moksliniy straipsniy rinkinys.
Acta Museologica Lithuanica. Vilnius, Akademiné leidyba, 2013, t.1. p.
238-280.

Information and communication technologies (ICT) transfer in Lithuania
museums. Museologica Brunensia. Masaryk University, Brno, 2013, No. 2,
p. 16-25.

Dalyvaujamojo muziejaus paradigma virtualioje Lietuvos muziejy

komunikacijoje. Informacijos mokslai, 2014, t. 68, p. 77-99.

Atlikti tyrimai buvo pateikti nacionaliniy ir tarptautiniy moksliniy konferencijy

praneSimuose:

Skaitmeniniy medijy taikymo muziejy komunikacijoje problematika.
Nacionaliné konferencija ,,Kultiiriniai ir ekonominiai socialiniy tinkly
efektai, Vilniaus universitetas, Komunikacijos fakulteto Studenty
moksliné draugija. 2012 m. balandzio 26 d.

Skaitmeniniy technologijy taikymas Lietuvos muziejuose 1990-2011 m.
Tarptautiné konferencija ,,Sugrazinta praeitis: prof. Levo Vladimirovo
fenomenas ir mokslininky 1idéjy sklaida®. Vilniaus universitetas,
Komunikacijos fakultetas. 2012 m. lapkric¢io 15-16 d.

Digital media usage in Lithuania museums 1990-2011: historical and
comparative viewpoint. Tarptautiné moksliné konferencija CEECOM
2013. Vytauto Didziojo universitetas, VieSosios komunikacijos katedra.
2013 m. balandzio 26-27 d.

Dalyvaujamojo muziejaus paradigma Lietuvos muziejy komunikacijoje

virtualioje erdvé¢je. Tarptautiné moksliné konferencija ,,Komunikacijos ir
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informacijos mokslai tinklaveikos visuomengje: patirtys ir jzvalgos. II*.
Vilniaus universitetas, Komunikacijos fakultetas. 2014 m. birzelio
19-20 d.
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