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Abstract. The didactic of art has always been closely linked to experimentation and a visual approach to works of 
art. So much so that one of the most outstanding resources in the teaching and learning of art is visits to Museums. 
From the point of view of artistic teaching, one of the most scheduled complimentary activities throughout the course 
by Educational Centres is precisely the use of museum resources that provide an enriching and unique opportunities 
for students. Museums provide an outstanding value in teaching that we can establish in three specific objectives: 
learn from guided discovery, directly observe the work of art, and sensitize students in the Museum. These reasons 
motivate teachers to include going to a Museum in their programming. However, because of the situation caused by 
the state of alarm caused by covid-19, Museums have been forced to adapt to the new capacity requirements and in 
many cases cease their usual activity. The International Council of Museums developed new approaches to offer its 
services and activities to visitors. This article studies the written literature on the subject and presents alternatives to 
the face-to-face visit with examples of good practices through the visit to Virtual Museums both nationally and 
internationally for different educational stages: primary, secondary, high school, and university. 

Keywords: Education in Art Museums, Covid19, migrations, ICT, Gamification, digital art. 

1   Introduction and justification 

For the teaching of art to be truly meaningful and to capture the attention of the students, it is 
necessary to implement strategies based on experimentation and a visual approach to works of art in 
the teaching methodology. For this reason, the museum is one of the essential resources and a must-
see: students can directly appreciate the works of art and directly enjoy an enriching opportunity for 
both the student and the teacher. From the point of view of History, we also need museums, it is 
imperative to be aware that the world changes very quickly, even generating certain instability and 
vertigo. Museums are support points where we can understand who we are, where we come from, 
what our culture is, in short, our history. Our age is characterized by extreme mass communication, 
and although interconnection could be positive, as Turkle indicates, this fact makes it difficult to 
find a space and time that allow reflection without noise or distractions. (Turkle, 2011; Perry et.al, 
2017, Sylaiou et.al 2017). We recognize the importance of the museum and not simply as a place 
for the exhibition or display of objects, works of art, research, and conservation.  

 
According to EGMUS data, in Europe, there are around more than 20,000 medium and large-

scale museums of very diverse themes: museums of art, history, archeology, science, technology, 

                                                        
1 All authors have used the western naming convention, with given names preceding surnames.  
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etc. (Pescarin, 2014; Barbieri et.al, 2017). The museum scene is changing rapidly, this change has 
been accelerated by the pandemic. As a result of the situation caused by the state of alarm caused by 
COVID-19, the Museums were forced to adapt to the new capacity requirements and in many cases 
cease their usual activity. The International Council of Museums developed new protocols in order 
not to harm the museum sector and to be able to offer its services and activities to visitors. 
Museums are adapting, but in what way? Let us bear in mind that the tourism crisis has also 
affected exhibitions and museums.  

1.1   Research objectives 

To carry out the research, the following are proposed: 
 

- Review the literature on the use of virtual platforms applied to the teaching of art for 
students between the ages of 4 and 24. 

- Investigate and analyze which platforms or museums offer an interactive experience with 
“virtual” visitors through their web pages in 2020. 

- Select and those virtual platforms and museums that stand out for their accessibility, 
availability, social media impact, online educational activities, quality of materials, and 
resources. 

- Give guidelines for the correct selection of these resources in the educational field. 

2   Virtual platforms, galleries, and museums 

Our society, increasingly digitized, has shown from the crisis caused by covid-19 that we must train 
in new technologies. Without a doubt, in the educational field, digital literacy is necessary and the 
fight to bridge the digital divide. Museums are aware of this process and therefore must take care 
not only of their physical but also virtual spaces (Katz & Harpen, 2015; Sundars et al., 2015). Both 
curators and developers of the website of Museum must be aware of the limitation that a screen can 
pose. In the access device, we do not have the context that face-to-face museums can offer, 
therefore, virtual spaces must-have resources that provide answers to these common questions that a 
visitor to the virtual era might ask when viewing a work of art: 
  

 What is it?          
 What does it represent?          
 What is its origin?          
 What is your time?          
 Did it have a specific function?          
 What is your material?          
 How was it used?          

  
Next, we present the platforms, museums, and art galleries that, according to the parameters of 
accessibility, impact, quality of materials, and resources have been the most outstanding. All of 
them present a variety of graphic resources, videos, texts, etc. Some stand out for their interactivity 
with the assistant. 
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2.1   Virtual museums and national and international galleries 

Prado Museum 
The Prado Museum is one of the most important art galleries in the world, in 2019 it celebrated its 
second centenary. It has a collection of more than 16,000 works. Access is very simple through its 
website, entering the "Collection" drop-down, thus being able to access the selected work and 
obtain very complete and careful information on the piece, period, technique, etc. (Buendía, 1994) 
Although the quality of the images in its virtual catalogue is excellent, the resource is not dynamic 
or interactive: it does not allow a real tour of the rooms. You can access the artistic work and its 
complete information as indicated and use a powerful zoom that makes you feel millimetres away 
from the piece. For all the educational offers it offers, as well as specialized and educational videos 
of all times, it is positioned as one of the most important Museums to use in our classes from 
nursery to primary. 
  
  
 Fig. 1. Prado Museum  
 

 
 

Source: Prado Museum, Madrid, Spain. https://www.museodelprado.es/coleccion/obras-de-arte 
 
 
 
Thyssen-Bornemisza Museum, Madrid 
The museum offers a very dynamic virtual tour with detail. It stands out for its rich didactic 
materials for all ages. Besides, the guarantor of the latest technologies, the physical space offers the 
visitor a virtual reality tour using a mobile phone and Virtual Reality (VR) glasses. (LeLoup & 
Ponterio, 2004; Orea-Giner & Vacas-Guerrero, 2020).  
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 Fig. 2. Thyssen-Bornemisza Museum, Madrid. 
 

 
 

Source: Thyssen-Bornemisza Museum, Madrid. https://www.museothyssen.org/  
 
 

 Hermitage Museum 
The Hermitage Museum has several more than three million works, being the most relevant Russian 
museum and at the top of the international ranking for its large collection of Greek and Roman 
pieces  
The main collection of the museum is housed in the so-called Main Complex, consisting of five 
interconnected buildings: The Winter Palace, the Little Hermitage, the New Hermitage, the Great 
Hermitage, and the Hermitage Theatre. Access is very simple through its website; we can make a 
complete and immersive visit thanks to its 360º camera that allows you to walk through all the 
rooms of its six buildings. In addition to Russian art, The Hermitage also houses a magnificent 
collection of Spanish art, with works by Velázquez, Murillo, Goya, and El Greco. There is also a 
spectacular collection of Flemish and Dutch art with works by Van Dyck. (Eisler & Ėrmitazh, 
1990). 
 
 
Fig. 3. Hermitage Museum 
 

 
 

Source: Hermitage Museum. 
https://www.hermitagemuseum.org/wps/portal/hermitage/panorama/virtual_visit/panoramas-m-

1/?lng=  
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The Gallery degli Ufizzi 
The museum's website is just great and as good as the museum itself. The Uffizi Gallery, located in 
Florence, houses the great collection of works of art acquired by the Medici family until the 18th 
century. 
  
   Fig. 4. The Gallery degli Ufizzi, in Florence 
 

 
Source: The Gallery degli Ufizzi, in Florence. https://www.uffizi.it/mostre-virtuali  

 
 
Some of the most relevant works are The Birth of Venus by Sandro Botticelli, The Annunciation by 
Leonardo da Vinci, and the Venus of Urbino by Titian. The museum's website offers the possibility 
of visiting the Gallery from home and calmly admiring each of the rooms and the works of art 
located in them through the virtual visit (Fossi, 2001; Parigi, 2013). 
  
The Louvre Museum 
The Louvre Museum in Paris is known for having many works of art that represent different eras of 
art. There are in it a large number of works belonging to the historical period of impressionism, 
decorative art, archaeology, etc. but, probably without a doubt, the Mona Lisa or Gioconda by 
Leonardo da Vinci is the culmination of this museum. The unique smile of this painting has been 
able to captivate all the visitors and spectators of the painting who have come from all over the 
world to admire it since its existence. To continue enjoying the museum, 3 virtual tours are 
available through the museum: Egyptian Antiquities, Remains of the Louvre moat, and the Apollo 
Gallery. Through these 3 tours, you can visit the museum and walk quietly among works of art from 
our homes without being disturbed. To enjoy this museum, it is necessary to have Flash installed on 
the device. (Evrard et al. 2018). 
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  Fig. 5. The Louvre Museum  
 

 
 

Source: The Louvre Museum in Paris. https://www.louvre.fr/visites-en-ligne 
  
 
Vatican Museums 
The Vatican Museums have a large collection of church works on display. The collection is made 
up of a set of buildings that correspond to all types of buildings such as museums of different 
themes, museums, exhibition galleries, large gardens as well as the buildings of the pontificate that 
are added to the Vatican Library. Claridge et. al (2010). They collect part of the best works ever 
created in the Renaissance and the contribution of this virtual tour is sure to be a beautiful 
experience for students. The 360º visit is highly recommended. 
   
 Fig. 6. Vatican Museums, Vatican 
 

 
 

Source: Vatican Museums. http://www.vatican.va/various/cappelle/index_sistina_it.htm 
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 2.2   Virtual platforms 

 Google Arts & Culture 
Google Arts & Culture is a non-profit initiative that began in February 2011. It has the contribution 
of foundations, organizations, cultural associations, and artists from all over the world. The main 
objective of Google Arts & Culture is to bring art and culture to any part of the world so that it is 
achievable for all people. (Pesce et al., 2019) 
   
 Fig. 7. Google Arts & Culture Home Page 

 
 

Source: Google Arts & Culture. https://artsandculture.google.com/  
 
  It presents images in high resolution, allowing you to take a virtual tour of galleries and museums, 
the space uses the same code as Google Street View.  
     
 Fig. 8. Thematic tour 
 

 
 

Source: Google Arts & Culture. https://artsandculture.google.com/  
The virtual space allows you to search on any part of the world and its culture. Without a doubt, it is 
an essential resource to stimulate the student's curiosity and bring any corner of the planet to the 
classroom. Another interesting feature is the "Art Camera" function with which you can access the 
finest details. 
              



ISSN: 2411-5681                                                                                                   www.ijern.com 
 

50 
 

Fig. 9. Main museums 
 

 
 

Source: Google Arts & Culture. https://artsandculture.google.com/  
 
Google Arts & Culture also has the collaboration of the main art galleries and museums in the 
world, specifically more than 1,200 museums and art galleries from more than 70 countries. 

3 Conclusion 

Times are changing and this is how Museums and Art Galleries are continually renewing 
themselves. This research opens a world of possibilities for the teaching of art in the classroom. 
From the declaration of a state of alarm and the obligation to stay at home due to the risk of 
contagion of covid-19, we have been able to be aware of how useful online artistic resources can be 
for teaching. 
 
Once we overcome the pandemic, these tools that have been so valuable during confinement will 
continue to be at our disposal, allowing us to access Museums or artistic works from any part of the 
world that would otherwise be impossible in a classroom. The open access to culture that these 
museums and galleries offer us does not detract from the number of visitors they may receive, on 
the contrary, it is direct advertising and an incentive for visitors to want to enjoy and experience the 
Museum live. After studying and analyzing the virtual platforms, museums, and galleries available 
to date, we have made a meticulous selection of those that stand out for their accessibility, impact, 
quality of materials, and resources. 
 
This analysis allows us to give some keys that allow the teacher a correct selection of the resource. 
Let us remember that it will always be necessary to attend to its adequacy for educational purposes, 
that is, it is essential to adapt the information to the educational level. It will be different to schedule 
a session for students between 3 years to 20.  
 
The most complete virtual museums and platforms comply with the following elements:  
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- Provides complimentary visual information to the artistic work, offering visitors details 
about the objects exhibited in the museum, concerning their context and relationships. 
Additional information is available to visitors, for example: how was it done? when? 
Where?  

 
- They include additional resources such as visual constructions, images of their original 

location, etc.          
 

- It has a narrative but a visual character with details, using interaction to allow choosing and 
focusing on a detail or a reconstruction of physical objects.          

 
The use of virtual environments in the classroom allows innovative didactics of art since it 
facilitates new possibilities for teaching, as well as for learning. Although it indeed supposes a loss 
of the sensory experience, these allow overcoming the geographical barriers due to its accessibility 
through the network without economic or time expense that implies the movement to the location of 
the same. Since the pandemic, we have valued more if this possibility fits. 
 
The Museum of the 21st century represents a paradigm shift: The Museum is no longer only space 
for observation and contemplation, but they are living spaces that offer valuable educational 
resources, increasing motivation, enriching the curricular proposal, and optimizing work as 
teachers.  
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