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We can summarize the entire research as follows:

This rcsgarch afidrcsscs the topic of "Digital Scenography as a Concept and Inspiration within
the Interior Design of Contemporary Museums," and serves as a comprehensive analytical study
Ay th'c evoltition of scenography in the museum context from ancient times to the
moder era, with a focus on the digital dimensions of this art and its role in enriching the
museum experience.

At the beginning, the research presents an introduction explaining how technological
advancement has brought abput a qualitative shift in the traditional concept of exhibition within
museums, where the focus is no longer solely on the displayed content, but has extended to
include how it is presented interactively, blending art and technology. Through the use of digital
scel.logfaph)" museums have transformed from mere exhibition spaces into immersive visual
environments with a dramatic and narrative character.

The first chapter traces the evolution of scenography through the ages, starting from ancient
EgYP‘a_ pass.mg'thrgugh the Middle Ages, the Renaissance, and up to the '3th and Y-th
centuries, hlgl?llghtmg how the function of the museum has evolved from being a place for
preserving ar.tlfacts to an interactive educational space that relies on modern scenographic
display techniques such as theatrical lighting, light projections, and carefully considered spatial
design. The file also addresses the role of various artistic movements, such as realism,
naturalism, and impressionism, in influencing the development of museum scenography
techniques, explaining how these trends were adopted in exhibit design and the preparation of
surrounding environments to reflect the temporal and spatial atmosphere of the displayed

pieces.

In the second half of the research, the focus is on the concepts of digital scenography in
museums, which rely on the use of multimedia and smart technologies to create interactive
visual displays. The study clarifies that digital scenography is not limited to aesthetic aspects,
but extends to organizing movement within the museum space, designing pathways, lighting,
and sound, to provide a comprehensive visitor experience.

The research also addresses the concepts of museology and "museum scenography," which
combines spatial planning and digital display techniques, giving the interior design a
comprehensive philosophical, aesthetic, and functional dimension. The study also reviews
several global examples such as the Guggenheim Museum, the Natural History Museum, the
Capitoline Museum, and the Vatican Museum, illustrating how the concepts of digital

scenography have manifested in these models.

In conclusion, the research highlights that digital scenography represents a modern trend that
redefines the role of the museum. It is no longer just a container for preserving artifacts, but a
dynamic platform that engages the senses and transports the vi'sitor toa world 'of interaction,
storytelling, and live visual learning. This enhances the: museum's status in the d}gltﬂ age as an
innovative cultural institution capable of interacting with an ever-changing audience.



