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The far-reaching implications of digitization affect politics and society, and to a growing extent they also
influence and change cultural heritage institutions, such as museums. Accordingly, museum informatics
are concerned with the interrelation of humans, information and technology in the museum context [2].
Digital applications in the museum range from tools that facilitate the curation and management of museum objects, to entirely new types of information systems for the presentation of such objects [3]. The fastpaced technological development in the consumer electronics market provides access to new technologies
like augmented reality (AR) and virtual reality (VR). This enables new concepts for the design of multimodal learning platforms in the museum context, e.g. an immersive virtual reality experience that will
drag the user into the time of a cultural artifact to convey the usage or the cultural context in an intuitive
way.
We present a project in the intersection of museum informatics and VR. The project is a cooperation
between researchers from the Media Informatics Group (University of Regensburg) and an expert for the
regional history of Bavaria (University of Augsburg). The project is funded by the Regensburg Museum
of History, as part of the recent “Meisterwerke in Bewegung” campaign. The main goal of the project is
to create a multimodal learning concept that relies on an extensive VR experience [cf. 1]. The VR application will present various historic aspects to the museum visitors, ranging from local history to the history of urban construction and including everyday life stories of the 16th century.
More concretely, museum visitors find themselves in a virtual visualization of the Regensburg
Neupfarrplatz in 1540. After a brief VR tutorial, visitors can explore two narratives in the virtual world:
The first narrative allows visitors to interactively explore the construction history of the “Neupfarrkirche”, starting from the early pilgrimage church “Zur schönen Maria” (cf. Fig. 1) to the current architecture of the “Neupfarrkirche” (cf. Fig. 2). The second narrative lets them dive into an everyday life scenario that illustrates historical practices of food consumption and cooking culture, also taking place in the
setting of the virtual Neupfarrplatz. We use the Unreal 4 Engine as a basic framework for our project. For
the exhibition, we will use the HTC Vive VR-System.
At the end of the project, we will investigate the pedagogical benefits of such virtually enhanced experiences and are planning to conduct a series of experiments that measure the learning outcomes when using
the VR system. The results will be relevant not only for the usage of VR in museum contexts, but for any
application scenario that will use VR for knowledge transfer.
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Fig. 1. Image of the early construction of the pilgrimage church “Zur schönen Maria”
(left: original sketch; right: virtual reconstruction).

Fig. 2. 3D reconstruction of the most recent architecture of “Neupfarrkirche”, accessible via VR.
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