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Awards

Outdoors category
This category is for permanent or semi-permanent projects that engage 
people outside, and provide interpretive visitor experiences in heritage, 
nature, culture or science. Projects can be physical and/or digital outdoor 
experiences and outdoors really does mean anywhere outside! This might 
be a small garden or a landscape, a street to a city centre, a forest to a 
carpark, and at one location or many.

Sponsored by HDC International

WINNER

Arniebog distance stone and 
Silvanus sculpture at Nethercroy
The overall aim of the Rediscovering the Antonine Wall project is to raise awareness 
and understanding of this World Heritage Site among a diverse audience, specifically 
through engaging with disadvantaged and deprived communities and those less likely  
to engage with heritage.

The Arniebog distance stone and Silvanus 
sculpture at Nethercroy are part of a programme 
of regeneration-led capital projects alongside 
co-designed and co-curated community projects 
and outreach activities.

Distance stones are highly decorated stone 
sculptures offering a dedication to a Roman 
emperor and mark the distance of the completed 
wall. The Arniebog stone replica, rather than 
being tendered commercially, was developed 
collaboratively with the City of Glasgow College 
digital and stone masonry departments, to offer 
skills development opportunities and real-life 
case studies for students. Working with the 
college was a unique way to deliver the distance 
stone and a film was created by the lecturers and 
students to document their experience and its 
impact on the future careers of the students. →

AWARDS 2021

Silvanus, the sculpture of a Roman soldier’s head  
from the ‘Rediscovering the Antonine Wall’ project©
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Why is the interpretation 
of culture and heritage 
important?

Heritage tourism is 
traditionally associated with 
visits to archaeological and 
other historic sites as well as 
to buildings and monuments, 
whilst cultural tourism goes 
beyond heritage to explore the 
‘way of life’ of an individual, 
community or civilisation 
including their activities, 
artefacts, language and 
literature, music and dance. 
For those tourists seeking 
a personalised encounter 
with the past or simply 
wanting to feel part of a place, 
interpretation can play a 
pivotal role in bringing these 
artefacts, experiences and 
places ‘to life’ and after all, 
at its best, interpretation can 
engage, inform, educate and 
inspire the visitor.

Timothy & Boyd (2003) remind 
us of the value of cultural and 
heritage attractions both in 
pure economic terms (value 
of entrance fees, activities 
undertaken, souvenirs and 
refreshments purchased 
etc) but also in social terms 
(sense of place, personal 
attachment, connection 
to a former community or 
civilisation). But they also have 
a scientific role, associated 
with the study of these places, 
the exploration of former 
communities and civilisations 
as well as understanding 
their relationship with the 
landscape around them.

The scale of sites and 
broader attractions visited 
by tourists ranges from:

n	World
	� Perhaps linked to ‘World Heritage’ 

status but also to ‘sightseeing’ 
more broadly, and to places 
tourists simply ‘must visit’ whilst 
travelling or, on holiday.

n	National
	� Places which symbolise a nation’s 

shared identity and perhaps evoke 
a sense of national pride.

n	Local 
	� Familiar places within the local 

community that over time 
remain consistent ‘landmarks’ 
and create a ‘nostalgic’ emotion 
for generations of local people.

n	Personal
	� Personal connections which draw 

someone to a specific location, 
site or landmark, often linked to a 
family event, experience or legacy.

(Adapted from the work of Timothy 
& Boyd, 2003:14-6)

Image: Silvanus, the sculpture of a Roman soldier’s head from the 
‘Rediscovering the Antonine Wall’ project. © Historic Environment Scotland
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Table 1. The interpretation of cultural and heritage sites
The use of specially designed interpretative media and their associated activities can:

1 
Educational roles

Provide a brief overview of the site in terms of information about its history, peoples, associations, processes etc.
Tell the full story (told or untold) of a people or civilisation, bringing it to life and helping visitors to understand and appreciate it, as well as exploring the 
successes and any failings of the past.
Further enhance visitor knowledge of the site and thereby increase their understanding of its importance and significance.
Establish a ‘sense of wonder and curiosity’ associated with the presentation of the site, its people, artefacts and processes etc.
Specifically promote a greater understanding of local, national as well as international issues and/or historical events associated with the site.

2 
Recreational and 
entertainment-based roles

Orientate and guide visitors on arrival.
Enhance visitor enjoyment of the site and thus potentially increase visitor numbers as well as encouraging their repeat visitation.
Encourage greater visitor engagement across the site through entertaining and even humorous activities and experiences.
Lead to a more rewarding overall visitor experience, through the use of immersive, interactive, experiential and emotionally stimulating activities.
Establish and/or enhance a ‘sense of place’ for the site and its surroundings.

3 �
Conservation-supporting 
roles

Raise visitor awareness of their potential impacts upon cultural and heritage sites generally, thus encouraging them to adopt more sustainable, minimal 
impact and/or positive impact behaviours.
Create a sense of ‘personal ownership’ with the visitors towards the site and the surrounding area.
Raise a broader awareness of the fragility of many culture and heritage sites as well as their conservation priorities at a national and even international level.
Raise an awareness of the importance of the site within the local community.
Build visitor awareness of the aims, goals and mission of the managing organisation.

(Table based on the work of: Knudson, Cable & Beck, 1995; Leask & Fyall, 2006; Leask & Yeoman, 1999 and Timothy & Boyd, 2003)

Why is the interpretation of 
culture and heritage important?
Three core roles are typically identified for the interpretation of cultural 
and heritage sites including: education, recreation and conservation. 
These roles are expanded as follows: 
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The principles underpinning the 
interpretation of culture and heritage
Some of the core principles which have been widely discussed include:

1. 
Interpretation should be inclusive
Your interpretation should address the 
diversity of your visitors and their varying 
needs, it should feel inclusive and welcoming 
for everyone without shying away from 
telling the full story of the place and the 
people or civilisation associated with it.

2. 
Atmosphere and setting matters
Through your site you should endeavour to 
create an atmosphere which is welcoming 
for the visitor, is in keeping with the stories 
being told, the nature of the site itself and 
encourages self-discovery and exploration 
by your visitors. Remember your guides or 
volunteers at the entrance and/or visitor 
centre as well as those placed strategically 
around the site have a key role to play here.

3. 
Let your visitors make choices
Your visitors should be encouraged to make 
choices not only on which direction to go in and 
what to see first but also in the way in which 
they engage with the stories being told and the 
artefacts they view – so, invite your visitors to 
engage in a personal journey of self-discovery 
whilst on your site. The layering of content can 
also help your visitors by allowing them some 
choice in terms of their depth of exploration.

4. 
Link everything together
For visitors, connectedness is important, they 
should be able to make connections between 
the various parts of the site and the stories 
which are being told. Equally important are 
the personal connections they can also make 
between the stories and their own knowledge 
and past experiences. So, talk with your visitors 
and help them create those linkages. 

Image: © Victor / Adobe



5. 
The visitors’ experience should be 
fun
Most visitors are to a greater or lesser 
extent there to be entertained, they 
should be able to enjoy themselves 
whilst still learning something about 
the site. Think of ways of bringing 
in entertainment and humour to 
the stories you are telling and the 
experiences you are offering them.

6. 
Your interpretation should be 
themed
Most sites are complicated by 
hundreds or even thousands of 
years of history together with the 
fascinating stories of peoples from 
multiple time periods. Most visitors 
are not as passionate or even as 
knowledgeable about your site as 
you are, so guide them to the key 
elements you want to share with 
them. Create themes which not only 
link together to establish the ‘whole 
picture’ but provide a focus for the 
visitors’ attention.

7. 
Your interpretation should create 
opportunities for participation
Active participation should be at the 
heart of your site, physical or mental 
activity helps to engage the mind 
and encourage a personal sense of 
discovery. Design for conversation – 
and encourage visitors to comment 
on their experience, perhaps even to 
post pictures or comments on-line 
either whilst on site or once they get 
home.

8. 
Provide time for reflection 
but also, social interaction
Create opportunities for visitors 
to reflect on what they have seen 
and heard. Rest is really important 
and providing seating gives them 
‘mental space’ (Black, 2005:202), 
where they can ‘process’ what they 
have seen. Encourage them to 
discuss their experiences and their 
thoughts on it, both within and 
even between, social groups. Create 
exhibits which challenge them 
individually but can also be explored 
as a social group. Your guides 
and volunteers should be well-
trained and encouraged to actively 
interact with visitor groups too.

The delivery of the museum produced 
an engaging, accessible and thought-
provoking series of exhibitions. 
The museum’s objectives to provoke 
emotional responses – pride, inspiration, 
amazement, questioning and reflection 
– are successfully delivered. The 
presentation of objects and audio visual 
displays help formulate questions from 
young visitors to older generations, thus 
helping the museum and the community 
to savour, preserve and cherish a common 
past. As tourists, the site judges felt the 
museum provoked an interest to visit 
more of Dunfermline.

Simple yet sophisticated design draws the 
museum visitor in, and there are spaces 
for quiet reflection. Significantly, the 
architectural design of the building has 
been integrated with the interpretive aims, 
opening up views to key parts of the town 
to provide context to the interpretation.

Evaluation has been undertaken from 
the start, with formative evaluation 
undertaken with volunteers, stakeholders, 
partners and the wider community. There 
are opportunities for feedback, especially 
asking museum visitors what stories 
they wish to add. There was also been 
evaluation around the museum impact  
on the local economy, with increased 
visitor spend in the town rising by 25%.

To make this all happen to the standard 
achieved shows the vision and project 
management have been excellent. 
The whole team deserve the highest 
recognition for their achievement.

Fife Cultural Trust 
1–7 Abbot Street, Dunfermline 
Scotland KY12 7NL

The museum awakens curiosity through the attractive and clear 
display of artefacts and interpretation. 

Image: Dunfermline Museum Fife Cultural Trust.
5
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Media and techniques used in the delivery of 
interpretation in cultural and heritage settings

Table 2. Media and techniques for the interpretation of cultural and heritage sites
Media and Technique Application Strengths Limitations

1 
External viewing points 
and external panels and 
exhibits

Provide information about the site as well as planned activities 
and events.
Provide a location from where volunteers or guides may be 
based.
Provide a location from where the whole site can be seen, 
perhaps from an elevation (via a viewing platform or tower).
Provide information on the management of the site, relevant 
Codes of Conduct etc.

A recognisable location where the visitors 
can get information and advice about the 
site.
An opportunity to create a ‘first impression 
of the site.
A bird’s eye view can be profoundly helpful, 
notably on large-scale or complex sites.

Make sure external signs and panels are durable in 
nature and check them regularly for signs of damage.
Costs of some developments can be prohibitive for 
many sites.

2 
Website and publications

Supply pre-arrival information.
Support planning for the visit including site maps, range of 
media & activities offered, best routes, timing of any special 
events etc.
Help to orientate visitors whilst on site.
Provide information about the site, its history and peoples.
Provide site-specific and/or broader conservation messages 
etc.
Provide messages about the site’s managing authority.

Convenient and cost effective.
Potential for wide dissemination.
Profile raising for the site.
Can help manage visitor expectations of 
the site in advance of their arrival.
Accessible 24/7 potentially.

Needs regular updating.
Balance the offering with the ‘feel’ of the site.
Paper-based materials can become on-site ‘litter.’
Visitor engagement can be somewhat limited.
Material may need to be created in multiple languages.

A wide range of approaches and techniques can be applied when 
delivering interpretation in cultural and heritage settings, they 
are summarised in Table 2 below.
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3 �
Electronic tools including 
apps and downloads

Supporting a range of on-site interpretative experiences 
through the use of mobile devices and tablets.
Downloadable apps, podcasts, interactive maps, audio trails 
etc. which can support other interpretive media and/or 
activities on the site.

Portable and convenient.
Visitors are able to access the material they 
are interested in.
Updating can be simple and easy.
Visitors can add their own comments and 
even post their photos.

Major updating of materials can be expensive.
Some technologies may need regular maintenance.
High technical skills may be required.
Use of audio files may not appropriate on all sites and/
or in some specific locations.
The quality of Wi-Fi / mobile connectivity may be an 
issue on some sites.
Material may need to be created in multiple languages.

4 
Role of guides and 
volunteers: Guided 
tours and face to face 
interpretation

Can provide information and explanation as well as orientate 
visitors whilst on-site.
Can ‘walk the site’, and meet and greet visitors as well as being 
on ‘information duty’ at entrances and other key places.
Can offer drama, music, poetry as well as activities and special 
events.
Walks and tours can cover a wide range of topics, tailored to 
visitors with different levels of interest and knowledge.
Can lead groups of visitors who can engage at a more personal 
level with the site through their experience of practical tasks 
and activities.

Powerful and highly effective.
Can respond quickly to visitor’s questions.
Information supplied can be constantly 
updated and tailored to the needs of the 
visitors.
Can easily facilitate the active involvement 
and engagement of visitors.

Requires experienced and well trained guides and 
volunteers.
May not suit all types of visitor groups.
A good range of topics for walks and tours needs to be 
offered.
The sound of a guided commentary may be 
inappropriate on some sites and/or in some specific 
locations.
Roving guides are less practical on large and/or more 
remote sites.

5 
Role of guides and 
volunteers: Living 
history and costumed 
interpretation

Can bring the past, present or future to life through the use of 
‘living’ characters.
A costumed interpreter can inhabit a first, second or third 
person identity.
Commentary on 'daily life' as well as an opportunity to simply 
ask questions can be powerful in raising visitor understanding.
Can lead tours as well as deliver demonstrations and skills-
based activities.
Can deliver re-enactment of site activities or entire historical 
events.
These activities and events can also include drama, music, 
poetry etc.

Powerful and highly effective in engaging 
an audience.
Can respond quickly to visitor’s questions.
Information offered and activities or events 
run can be updated easily and/or tailored 
to the needs of the visitors.
A programme of special events can 
encourage repeat visitation.
Facilitates the active involvement and 
engagement of visitors.

Requires experienced and well trained guides and 
volunteers.
Sound research beforehand is critical.
The costs and maintenance of clothing and other props 
can be expensive.
May not suit all types of visitor groups.
Some visitors can be wary of approaching a costumed 
interpreter – the interpreter needs to learn to ‘read the 
signs’.
Authenticity is critically important, but remember 
period dialects can be problematic.
A good range of topics for tours and special events 
needs to be offered.
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6 
Visitor centres, internal 
exhibitions, models and 
exhibits

A focal point for the visitor and a base location for the guides / 
volunteers.
Provides information about the site as well as planned 
activities and events.
Provides integrated content about the site through static, 
interactive and/or audio-visual displays and exhibits.
Where the resources allow a ‘sound-and-light’ show as well as 
hi-tech AR / VR simulations may be possible.
Paper-based materials and other souvenirs can be made 
available too. 
Encourages personal connections with materials and artefacts 
where they can be safely handled.
Provides information on the conservation and management of 
the site etc.

A recognisable location where the visitors 
can get information and advice about the 
site.
Provides a setting for the offering of a 
wide range of interpretative media and 
experiences. Such as:
• Panels and display cases;
• �2-D or 3-D models (static or moving) 

- displaying equipment, architectural, 
topographical, civilizations etc.;

• Dioramas, tableau, walk-through exhibits;
• �Touch tables, discovery rooms, handling 

objects;
• �Simulations, immersive films, 

interactives;
• SpyCams, 'live feeds', animatronics;
• �Augmented and virtual reality 

simulations.

Can be expensive to set up if it does not already exist.
Some media can be expensive and time-consuming to 
create.
Needs regular updating or a ‘rolling programme’ if you 
wish to encourage repeat visitation.
May not suit all visitors.
Static materials and displays may not hold the visitor’s 
attention for very long.
Hi-tech media can sometimes over-shadow the 
artefacts / materials.
Handling materials and artefacts may not be 
appropriate and/or possible.
Material may need to be created in multiple languages.

7
Self-Guided Tours

Visitors can follow a designated tour using a leaflet, signs, 
panels and/or downloadable or fixed audio commentary.
A family-friendly activity with great opportunities for self-
discovery.
Provides excellent opportunities for conservation and heritage 
awareness messages.

Always available.
Visitors can explore the site at their own 
pace.
Visitor movement around the site can be 
managed effectively (in sensitive areas).
Tours can be tailored to different visitor 
groups.

A ‘fixed message’ is given to the visitor.
Tours need to be regularly checked and maintained.
Tour signage needs to be regularly checked, it can be 
attractive to vandals.
The sound of audio downloads may be inappropriate on 
some sites and/or in some specific locations.

(Table based on the work of: Black, 2005; Knudson, Cable & Beck, 1995; Leask & Fyall, 2006; Timothy & Boyd, 2003; Ward & Wilkinson, 2006.)



The potential challenges associated 
with interpreting culture and heritage
A number of potential challenges exist and some of the 
most common of them are commented on below:

n �Present a true and 
accurate picture even if it is 
uncomfortable – your visitors 
will rely on you to explain the 
story and history of the site to 
them, elements of this story may 
be uncomfortable to a modern 
audience but through the skilful 
use of interpretative media and 
even interactive activities this 
story and its associated events can 
be explained and explored within 
the ‘context of the time’.

n �Be authentic in the way in which 
your experiences are presented 
– remember that presenting a 
picture of life at a particular point 
in time effectively ‘freezes it’ 
for the visitor and if you are not 
careful it can not only simplify 
the story, but can even imply 
that further development of that 
community or civilisation has not 
taken place – thus potentially 
risking making it appear somewhat 
inauthentic to your visitors today.

n �Be careful with your use of 
dramatic license – whilst this is 
often skilfully used to create a 
mood and to set the scene and 
context for a good story, be careful 
to avoid creating either an overly 
bleak (‘doom and gloom’) feel or, 
commodifying the past by painting 
an excessively romantic and 
‘quaint and idyllic’ picture.

n �Let your visitor’s think for 
themselves – it is a really good 
technique through a character, 
through multiple voices from 
history or via ‘the voice of 
authority’ to pose questions to 
your visitors and even challenge 
their views but be careful not to 
suggest the ‘right’ answers, allow 
them to think for themselves and 
to make up their own mind about 
the story that is unfolding in front 
of them. Your key ‘take away’ 
messages should ideally deliver 
for them but, even if they end up 
taking away the wrong message, 
that can sometimes be ok too!

n �Use costumed interpreters 
wisely – the creation of ‘living 
characters’ from the past can be an 
incredibly powerful way of telling 
a story and bringing a ‘civilisation 
to life’. However, some visitors 
can be wary or uncomfortable 
about approaching a costumed 
interpreter particularly if they 
are using an appropriate period 
dialect. It is worth considering how 
such interpreters are placed within 
the site, consider using signage to 
explain their use on site for visitors 
or, by having a modern-day guide 
standing beside them. Where a 
costumed interpreter is on their 
own, another successful approach 
is to give them something to 
demonstrate to your visitors, 
this can often be a great way of 
‘breaking the ice’, so remember, 
help your visitors to engage with 
these wonderful interpreters.

n �Avoid over-interpreting the 
site – give visitors time to 
think for themselves, to make 
up their own mind about the 
story or indeed the entire site 
which is unfolding before them. 
Equally self-discovery is a 
hugely powerful element and 
its importance should not be 
over-looked. Also remember 
that on many sites, its ‘sense of 
place’ speaks volumes and only 
subtle or indeed in some cases no 
interpretation at all is required.

n �Avoid over-simplification too – 
some visitors will only have very 
little time on your site but that 
does not mean that you have 
to present an overly simplified 
version of the story for them. 
Instead, provide them with 
bite-sized elements or themes 
of the story or just focus on one 
aspect which they can take away. 
Hopefully, on a return visit, they 
can then build on these elements.

n �Use technology wisely – visitors 
have to come to explore your 
site and learn about its history, 
people, artefacts, materials 
and processes. Technological 
media in all its forms have a very 
important part to play in their 
on-site experience but equally 
be careful not to make the 
technology itself the ‘star of the 
show’ – visitors may not come to 
be dazzled by your capital budget.

9
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1.
Telling a good story but also one 
which is clear and logical to follow, 
using themes wherever possible to 
organise and present information.

2.
In so doing, helping your visitors to 
make direct personal connections 
with people, the artefacts, materials, 
media, exhibits and special events 
they encounter whilst on site.

3.
Helping your visitors to find their 
way comfortably and easily around 
the site, and remember to spotlight 
areas where historical events and 
stories can come to life.

4.
Actively encourage your visitors to 
ask questions as well as share their 
opinions on their experience around 
the site.

5.
Using interactive, immersive 
and experiential multi-media 
and multi-sensory experiences 
wherever possible.

6.
Providing novelty, surprise and even 
shock (in a positive way) through the 
use of materials, media, exhibits and 
special events they encounter whilst 
on site.

7.
Knowing your visitor and 
understanding how they 
respond to the current 
interpretation on the site.

8.
Ensuring your overall site as well as 
the visitors’ experience in particular 
settings or locations provide 
them with a rich variety, in terms 
of: the emphasis (educational v. 
entertainment); the pace of delivery; 
the level of interaction; the physical 
and/or mental activity required; the 
level of visitor control offered; the 
types of media used etc.

Some key tips with interpreting heritage 
– the art of ‘mindfulness’
Visitor who are in a ‘mindful’ mental state pay more attention to the site around them, equally 
they are receptive to learning and engaging with new ideas and experiences. Timothy & Boyd 
(2003:175) suggest that ‘when visitors are mindful, they are more sensitive to context, they process 
historical information more actively ……. resulting in a greater understanding of, and appreciation for, 
the past’. Gianni Moscardo (1999) suggests that a ‘mindful atmosphere’ can be encouraged by:

In supporting 'mindfulness', you should also aim to provide the basic 
needs for all visitors such as: food and drink; places to rest; toilets; 
comfortable conditions; and a general feeling of safety and security.
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Case studies 
from the AHI 
Discover Heritage 
/ Engaging People 
Awards scheme

The AHI’s scheme has just 
completed its fourth round of 
awards (2021) having originally 
commenced in 2015. Award 
winners and runners-up 
provide incredibly powerful 
examples of cultural and 
heritage ‘excellence in practice’ 
and some of these examples 
are therefore shared here.

13
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In the words of Chris Walker, Bright White Ltd

‘When NTS and Bright White Ltd were 

formulating the interpretation strategies and 

plans for the Battle of Bannockburn Visitor 

Centre, we became very aware of the fact that 

the developing ideas, with such a dominance  

of digital interpretation delivery, had not been 

attempted before. The onus was on us to make 

sure that we created an exemplar project,  

that would help the chances of similar projects 

to gain funding, rather than hinder them.  

We used the phrase ‘exemplar project’ 

extensively in our documentation and  

used it as a driver, a design principle.

Many aspects of Bannockburn are new or 

innovative, but our most important innovation 

was to prove beyond all doubt that digital 

interpretation is capable of delivering learning 

and emotional outcomes through a process 

familiar to any heritage interpreter, by using 

standard means of identifying the outcomes, 

designing them into the layout and content,  

and then evaluating them independently at  

the conclusion.

Therefore, AHI recognition of this behind-the-

scenes process could not mean more to us;  

it says that all the hard, meticulous, work was 

worthwhile, and that the future for integrated 

digital interpretation is given a huge boost.  

It is the highest accolade that we could hope  

to receive from our peers at AHI.’
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Visitors prepare for battle in this area by learning fighting techniques and handle replica objects to get a sense of their weight and awkwardness.

AHI JOURNAL 20-2.indd   13 02/12/2015   10:14

Case study 1. 
Battle of Bannockburn 
Visitor Centre Experience 
(National Trust for Scotland)
Winner, 2015

Explanation of a complicated medieval battle through a 
digital 3D up-close and immersive re-creation. Multi-
media technology focusing on training of soldiers and 
the role of women as spies. Exploration of personal 
stories of some of the people involved in the battle. 
Digital media helping visitors learn about different fight 
techniques. Use of object handling to get a sense of the 
weight and awkwardness of armour and weapons. 
nts.org.uk/visit/places/bannockburn

Image: Visitors prepare for battle in this area 
by learning fighting techniques and handle 
replica objects to get a sense of their weight 
and awkwardness. © Katie Blake, Bright White Ltd.

http://nts.org.uk/visit/places/bannockburn
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Case study 3. Egyptian Sculpture Gallery, 
The British Museum
Winner, 2017

A touch tour designed for blind or partially-sighted 
visitors including nine objects within the gallery 
and covering 3000 years of ancient history. The 
tour being supported by a large print booklet, 
downloadable audio as well as a braille guide. Tour 
guides and volunteers being on-hand to provide 
additional guidance and support for visitors.
britishmuseum.org

Top: The touch tour comes in many formats including Brail. © British Museum 
Bottom: Visually impaired visitors are allowed to touch exhibits. © British Museum 

that they are easily identified and not 
stopped from touching by security guards. 
The information desk is very helpful 
in providing the booklets and lanyards 
without question. 

The commentary on the sculptures 
is detailed and interesting, giving 
explanation of some of the symbolism, 
but more context could be given about 
the sculptures to provide additional 
information on their purpose, 
construction and place in the Egyptian 
culture. Some way of setting the context 
would enhance this tour, but having said 
that there is great value and learning 
in the opportunity to experience the 
sculptures through touch enhanced by the 
audio and large print and braille guides. 

In the words of the site judges:

The British Museum’s Egyptian Sculpture touch tour (Room 4) provides  
an inclusive, hands-on experience for blind and partially sighted visitors. 
Using a variety of resources, visitors can take a self-led or volunteer guided 
touch tour of one of the Museum’s most popular galleries, experiencing  
3000 years of ancient history. 

32 / AHI Journal 22-2

If the British Museum can enable visually 
impaired visitors to touch some of their 
most important, albeit robust, collections 
then other museums and galleries 
can follow suit to make some of their 
collections accessible for this audience.  
It would open up museums to an audience 
often overlooked or perceived as being 
difficult to cater for.

Visually impaired visitors are allowed to touch exhibits

The British Museum 
Great Russell Street, London WC1B 3DG
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RUNNER-UP

BLAENAVON IRONWORKS –  
A LANDSCAPE RE-IMAGINED
WHAT THE ENTRANT SAID: 

‘Blaenavon Ironworks is an iconic industrial site at the heart of the World Heritage Site. 

The project aimed to make the ironworks ‘real’ and ‘alive’ by recapturing its original 

atmosphere; creating the feeling of a working site in all its hot, dirty, noisy and glorious 

hellishness.’

Cadw and Bright 3d. 

North Street Blaenavon NP4 9RN.

At Blaenavon Ironworks, the recently installed 

interpretation aims to bring the site to life in its 

noisy, fiery, dirty and sweaty heyday; provide  

a sensory and artistic experience appealing to  

a diverse audience; tell the stories of people  

who lived and worked in a harsh environment; 

and communicate the worldwide industrial 

significance of the site. This was a very 

ambitious set of aims, particularly in trying  

to recreate the essence of what the site  

was like in its prime. This worked best when 

communicating the industrial significance  

of the place.

The project is based on two themes: this is how 

the world once bowed at the feet of Wales’ 

industrial giants and, that today Blaenavon 

Ironworks still stands tall on the shoulders of 

past inventors, industrialists and generations  

of the working classes. Both are linked as 

reminders of those who helped Wales take  

itself to the centre of the international 

industrial stage. 

A series of seven sub-themes covers the 

following. Blaenavon Ironworks is a physical 

representation of the story of Wales’ role in  

the Industrial Revolution. Industrial sites like 

Blaenavon were a ‘vision of Hell’ with a sensory 

onslaught of heat, noise, light, blood, sweat  

and tears mixed together in the name of profit  

and ambition. This site was cutting edge and 

represents a number of firsts in industrial 

development. Large-scale industry brought  

with it a new way of living and working, as 

the great furnaces and tiny cottages of the 

ironworks illustrate. The development of  

the ironworks is linked to the human desire  

for betterment. The architectural details at 

Blaenavon Ironworks are a reminder of the 

aesthetic current of the time, when form was 

almost as important as function. The site is 

relevance to people’s lives today as its story 

includes current issues such as migration, 

fluctuating economies and social change. 

Where the interpretation is particularly 

successful is in communicating the messages 

about the importance of Wales and Blaenavon 

during the Industrial Revolution and the 

revolutionary industrial firsts made at the 

ironworks. The evocation of the sensory 

experience of working at the site during  

its heyday, along with communicating the 

architectural aesthetic and modern issues 

around migration are particularly successful. 

Interpretation is based around an audio-visual 

sound and light display of the iron casting shed 

using projections direct on to stone walls to 

explain the iron-making process that made 

Blaenavon famous. The commentary is 

interwoven in Welsh and English. It aims to  

be an immersive experience that could be 

taken further to cast the visitor further into 

experiencing the noisy, smelly and dangerous 

past of Blaenavon. Sculptures/artworks are 

attractive and appropriate interpretive 

interventions. Four cottages on site have been 

re-dressed with authentic furniture and fittings 

to depict workers’ cottages through the  

20th century. The exhibition area includes 

interpretive panels introducing key characters 

and the discovery of the processes used at 

Blaenavon, projected emotive images of the 

ironworks, an interactive model explaining the 

individual elements of the site, and original 

artefacts showing the production process.

The entrance to the steel model of Blaenavon 
Ironworks, which depicts key industrial  
processes in words and images.

AWARDS 2015
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Interpretation for  
a target audience
Where you have identified the need to create an interpretive project for a specific audience that you 
are otherwise not catering for. You may be creating something specific for audiences that already 
use your site, but perhaps you feel that you didn’t communicate to them effectively, or are actively 
reaching out to new audiences you wish to engage with more fully.

What the entrant said:

Winning the Interpretation for a Target Audience Award for the Egyptian 
Sculpture Touch Tour is great news. The Touch Tour has been a truly 
collaborative endeavour and it is great to have the work of all of the staff and 
volunteers who have contributed recognised. It is extremely important to us 
to have the endorsement a professional body like the Association of Heritage 
Interpretation; it gives us confidence and reassurance that we’re on the right 
track as we look to expand this approach to other parts of the Museum.
STUART FROST, HEAD OF INTERPRETATION & VOLUNTEERS, BRITISH MUSEUM

Winner

Egyptian Sculpture Gallery 
Touch Tour, British Museum

To be able to touch selected sculptures in a 
busy popular gallery is a great addition to 
any blind or partially sighted person’s visit 
to a museum. Nine objects available to 
touch highlighting the range of different 
sculptures in the Egyptian Sculpture 
Gallery. The Rosetta Stone is in a separate 
gallery.

The touch tour was supported by a large 
print booklet and downloadable audio 
as well as a braille guide with raised 
drawings and supported with specially 
trained tour guides providing a range 
of options for both independent and 
guided visits for this audience. Access 
to the sculptures is sensitively designed 
by giving users badges on lanyards so 

AWARDS 2017

The touch tour comes in many formats including Brail

Sponsored by Colour Heroes
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Image: The entrance to the steel model of Blaenavon Ironworks, 
which depicts key industrial processes in words and images.

Bringing the site to life in its noisy, fiery, dirty and sweaty 
heyday through a sound and light display. Models being used to 
explain the various elements of the site. Sculptures as artworks 
adding a further dimension. Four buildings being dressed to 
depict period workers’ cottages. Interpretative panels using 
key characters (including children) to develop the story of 
Blaenavon and Wales’ role in the Industrial Revolution.
cadw.gov.wales/visit/places-to-visit/blaenavon-ironworks

Case study 2. 
Blaenavon Ironworks (CADW)
Runner-Up, 2015

http://britishmuseum.org
http://cadw.gov.wales/visit/places-to-visit/blaenavon-ironworks
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“The mill itself was totally fascinating – lovingly restored and 
presented by enthusiastic volunteers – a real trip back in history.”
Tripadvisor Review 2019

What the judges said: 
Eskdale Mill’s team have produced an 
excellent example of the transformation 
of an industrial heritage site into a lovely 
visitor attraction. Visitors are presented 
with engaging and well-considered 
displays. The narratives are thoroughly 
researched, and clearly and carefully 
selected to connect the mill to its 
surrounding agricultural community.  
A sensory experience. To be invited to  
pass through the mill’s long history is a 
real delight.

It is hoped, following a challenging 18 months, 
that we will begin to find out more about how 
visitors engage with the mill’s redisplay, so that 
we can enhance and develop interpretation 
further according to their feedback.  
We certainly hope to see more of this:

And to inspire more grumpy, grungy teenagers 
to take up careers in heritage interpretation.  ▪

Awards Indoors

Low-key interpretation panels 
with mounted artefacts
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A water-powered interactive in the mill’s grounds©
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Case study 4. Eskdale Mill 
& Heritage Trust, Cumbria
Winner, 2021

A suite of media including graphic panels, 
AV presentation and hands-on interactives 
interpreting the people of the mill, the 
mill’s architecture as well as its operation. 
A ‘Flour Power’ trail was developed for 
children. Whilst the visit is principally 
self-guided, volunteers are on-hand to 
answer questions and enhance the visitors’ 
experience. An outdoor trail encourages the 
visitor to focus on the external landscape 
which supports the mill’s operation.
eskdalemill.co.uk

Top left: Balancing the books. © Minerva Heritage Ltd.
Top right: A water-powered interactive in the mill’s grounds. © Minerva Heritage Ltd.
Bottom: A panel interprets the drying bed of a Medieval water mill, Eskdale Mill, 
Cumbria. © Fuzzy Duck.
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Awards

Sponsored by Novadura

WINNER

Eskdale Mill
Minerva Heritage Ltd worked with Eskdale Mill & Heritage Trust to support the 
conservation, preservation and interpretation of the Lake District’s last working  
water-powered corn mill. The project was awarded funding from National Lottery 
Heritage Fund, Copeland Community Fund and other funders in 2018.

Casting my mind back to 1997, as a grumpy, 
grungy teenager visiting Eskdale Mill on a 
family holiday to the Lake District, I could never 
have imagined that one day I would be part of  
a team to undertake its major redevelopment.

First of all, conservation required the mill’s 
contents to be packed up and stored off-site. 
Volunteers worked, from scratch, to catalogue 
each artefact, noting items that could be used in 
the mill’s redisplay. The volunteers became part 
of the interpretive planning team, contributing 

to theme development and identifying stories 
to be told through the mill’s architecture and 
artefacts.

Following this, detailed designs were developed 
for graphic and other media that would support 
delivery of the plan. We had to think carefully 
about how to accommodate the needs and 
motivations of the target audiences – mostly 
walkers and family day visitors using the 
Ravenglass and Eskdale Railway. The resulting 
suite of media includes graphic panels and 
hands-on interactives interpreting the people 
of the mill, the mill’s architecture and the 
complexities of mill operation, an audio-visual 
presentation bringing to life the mill’s drying 
floor, a new guide book and a children’s ‘Flour 
Power’ trail, developed together with a crack 
team of contractors (The Way Design, Elmwood, 
Fuzzy Duck, illustrator Steve Hall, Activation 
– to name but a few!). The display content was 
supported by volunteers who were trained to 
research the mill’s history and conserve artefacts 
for redisplay.

The mill re-opened, with a new manager, in 
2019. While the displays were intended to 
support self-guided visits to the mill, volunteers 
enhance the visitor experience through 
knowledgeable, enthusiastic guiding. The mill 
grounds have been impeccably managed and 
recently enhanced by an external trail that 
engages visitors with the natural resources  
that support the mill’s operation.

Indoors category
For permanent or semi-permanent projects that engage people inside  
and provide interpretive visitor experiences in heritage, nature, culture  
or science. Projects can be physical and/or digital indoor experiences,  
from tiny churches to palaces, village halls and schools, museums and 
visitor centres, in one place or several.

AWARDS 2021

Balancing the books
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http://eskdalemill.co.uk
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Case study 5. 
Gloucester Cathedral
Winner, 2019

A downloadable app and interactive table 
welcome visitors to the cathedral. Panels, 
projections and touch screens throughout the 
cathedral and its surroundings introduce features 
of interest. Messages have been sandblasted 
onto blocks of stone creating a dramatic effect. 
Animations, interactive activities and virtual tours 
are used to bring the history of the cathedral to 
life. Layering allows visitors to pick up a quick 
message or to delve into deeper content as 
they prefer. Questions are posed throughout to 
encourage the visitors to ponder and think.
gloucestercathedral.org.uk

12 / AHI Journal 24-2

Winner – Historic Property

Project Pilgrim Visitor 
Experience and Interpretation 
Gloucester Cathedral

AWARDS 2019

What the entrant said:

A holistic interpretation scheme, inside and in the grounds of Gloucester 
Cathedral as part of a larger conservation and regeneration project. This 
exciting, entertaining and layered scheme brings to life our faith, history and 
traditions for all visitors, adding to the experience and meaning of a visit. 

AHI Journal 24-2 / 13

Right from the start, the site judges 
enjoyed their visit immensely. The tone 
and quality of the interpretation was set 
by the items and design of the Cathedral 
Green outside. The blocks of stone with 
snippets of interpretation and messages 
sandblasted into them, in addition to the 
low wall which runs around the planted 
borders, were superlative and conveyed 
the themes succinctly. The design of the 
Green is such that one is enticed to enter 
the Cathedral passing a series of colourful 
and welcoming panels in the porch. 
Having got an idea of the Cathedral and 
what it has to offer via the large interactive 
table near the entrance, the judges 
downloaded the app easily and began 
their experience of the Cathedral itself.

The interpretation throughout is of 
high quality and well paced, with panels 
or touchscreens at appropriate points 
near features of interest. None of the 
interpretation is too detailed and there  
is a layered approach, enabling visitors 
to pick up messages at a glance or 
delve further by reading on, pressing a 
touchscreen or using the app. Certain 
aspects or stories are conveyed several 
times in slightly different ways, all of 
which built up into a whole in order to 
reinforce the themes of the Building, the 
People and the Place. Animations and 
virtual tours are particularly effective in 
bringing the Cathedral alive with regards 
to the building process and for the benefit 
of those with physical challenges. 

Questions are posed 
throughout for visitors to 
ponder and think, reinforcing 
the message that the 
building is a religious one 
in addition to providing a 
stimulating experience.

Interpretation is very visitor focused and 
includes a human dimension, utilising 
a range of media – panels, sandblasted 
stone, interactive activities, ceiling 
projection, tours, touchscreen animations 
and the phone app. As a result the current 
core audiences are very well catered for 
and there seems to be something to suit 
most tastes. 

The interactive activities, backlit panels 
and projections in the Tribune Gallery 
are highly effective and engage with 
adults in addition to the anticipated 
children – ABC1 families are part of the 
core audience. The space is used creatively 
and effectively, and the look and feel of all 
items suits the space well. Throughout the 
Cathedral the interpretation strikes the 
right balance between grabbing attention 
without being too intrusive, and includes 
elements which can be easily removed if 
needed.

Questions are posed throughout for 
visitors to ponder and think, reinforcing 
the message that the building is a religious 
one in addition to providing a stimulating 
experience. It is also made clear that there 
are some questions we don’t have answers 
to, which again is good interpretation 
practice and thought-provoking.

The extensive formative evaluation 
greatly influenced the approach taken and 
content of the interpretation. All text is 
very well written and appropriate to the 
audience. We are also glad to see that the 
Cathedral are in the process of responding 
to the results of summative evaluation.

Gloucester Cathedral 
College Green, Gloucester GL1 2LX

http://gloucestercathedral.org.uk
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Case study 6. 
Neolithic Longhouse, La Hogue 
Bie Museum (Jersey Heritage)
Winner, 2019

A multi-sensory experience taking 
visitors back to Neolithic Jersey, 
based around an historically accurate 
Neolithic longhouse building. Dynamic 
interpretation (through the volunteers) 
was offered throughout the building 
phase. Self-led exploration is 
encouraged, with artefacts and tools 
left within the building. Written and 
graphic panels, a documentary film 
and volunteer-led tours (some of 
whom built the longhouse) add to the 
visitors’ experience. Living history 
demonstrations also encourage visitor 
interaction and personal engagement 
with the site.

AHI Journal 24-2 / 25

VOLUNTEER AND 
Community projects
This award is for a project that has been led or co-produced by a volunteer-based community 
organisation or group. It can be one where the whole project has been produced by a community 
group, where the group has brought in contractors to help with delivering interpretation or where a 
group has worked as equal partners with an organisation such as a museum, local authority or charity 
employing staff. The award will recognise the work of volunteer-led groups in taking the lead or being 
equal partners in producing and co-producing interpretation.

Sponsored by Bright

Winner

NEOLITHIC LONGHOUSE 
LA HOUGUE BIE MUSEUM AWARDS 2019

What the entrant said:

Building a full-size, replica Neolithic longhouse at La Hougue Bie, involving  
a team of specially recruited volunteers, using authentic tools and techniques, 
in order to provide a unique educational and interpretation resource – with 
volunteers at the heart of its delivery.

Volunteer participation is at the heart  
of this fantastic interpretive project at  
the newly built Neolithic longhouse at  
La Hougue Bie Museum.

Without thousands of hours of hard work 
and commitment by a dedicated team of 
volunteers, the project would not have 
been possible. The result of two years and 
9,000+ hours of work is a unique, awe-
inspiring, immersive and multi sensory 
experience that takes visitors on a journey 
back to Neolithic Jersey. 

The project had a clearly defined set of 
aims, with volunteer engagement and 
experimental archaeology at its heart. 
These were thoroughly and effectively 
delivered. Guided by Luke Winters, a 
specialist from the Ancient Technology 

26 / AHI Journal 24-2

Centre, the volunteers were trained in 
ancient woodworking techniques to create 
a historically accurate Neolithic building. 
Colourful, informative interpretive 
panels on site, and Luke Winters’ project 
blog provided dynamic interpretation 
throughout the build phase of the project, 
keeping visitors to the site and people 
globally informed and engaged with the 
work. Luke’s blog was also an effective 
method of ongoing evaluation, as well 
as offering a useful case study for other 
institutions or groups considering similar 
community-driven or experimental 
projects. 

Today, visitors can learn and enjoy in an 
authentic, historically accurate Neolithic 
setting. The space is designed to speak 
for itself, motivating self-led exploration 
and discovery. It very much achieves this. 
A range of tools and equipment litter the 
house interior, giving the impression that 
its original occupants stepped outside 

just moments before the visitor enters. 
This is powerfully emotive. Visitors can 
wander at leisure, looking, touching 
and gaining insight into the sights, 
sounds and smells of Neolithic life. This 
sensory experience promotes reflection, 
question and thought. Additional layers 
of interpretation in the form of written 
and graphic panels, a documentary film, 
volunteer-led tours and talks and living 
history demonstrations have also been 
used to excellent effect to complete the 
picture. Together, these elements offer a 
variety of engagement methods for people 
with a range of different learning styles. 

Physical, as well as intellectual access, 
has been thoughtfully catered for. The 
volunteer project was in itself extremely 
inclusive, making a unique learning 
and community experience accessible 
to a broad range of people, irrelevant 
of their sex, age or physical capability. 
The tiered system of volunteer roles 

allowed everyone from pensioners to 
school children to contribute in some 
way. Equally, the flat approach path to 
the longhouse and layout within can be 
accessed by people with mobility issues, 
and the tactile nature of the space allows 
for engagement with people with visual 
impairments.

Placement of the longhouse at the 
archaeological ‘theme park’ of La Hougue 
Bie is wholly fitting. The structure 
juxtaposes with the sites’ Neolithic 
passage grave to provide a rich lived 
experience that contrasts with the 
stories of death, memorial and ritual that 
have been told to date, and offers core 
audiences identified as school children, 
tourists and locals a chronological journey 
through Jersey’s history.

That the volunteers who built the 
longhouse now act as guides, passing on 
their unique understanding and skills to 
visitors, is a crucial legacy of this project. 
It ensures a personal level of engagement 
and allows for a sharing of genuine 
knowledge learnt through experience. 
This legacy clearly highlights the success 
of this inspiring project in engaging 
and working with people from Jersey 
to achieve shared investment in, and 
understanding and presentation of,  
their local heritage.

Jersey Heritage 
La Hougue Bie Museum, La Route de La 
Hougue Bie, Grouville, Jersey JE3 9HQ

That the volunteers 
who built the longhouse 
now act as guides, 
passing on their unique 
understanding and skills 
to visitors, is a crucial 
legacy of this project.

A multi-media experience enabling 
visitors to explore the life and work 
of the poet, Seamus Heaney and the 
impact his family, his neighbours and the 
surrounding landscape had on him and 
his work. Visuals and graphics are used to 
great effect throughout the centre. 

Creative activities are at the heart of the 
experience from visitors choosing their 
favourite poems to creating their own 
poem – a powerful way of making poetry 
more accessible for everyone.
seamusheaneyhome.com

AHI Journal 22-1 / 23

The visitor centre was designed to offer a 
‘fitting tribute to one of Ireland’s cultural 
giants… ‘The feedback shows only very 
high ratings, suggesting that this has been 
achieved. Renowned poet Michael Longley 
describes HomePlace as ‘an echo chamber 
for the poet’s beautiful lines’. 

This is a very good exhibition – one site 
judge knew little of Heaney and his work 
before the visit – and left with a greater 
understanding of him and the sources 
of his poetry. In fact, this exhibition 
makes poetry more accessible through an 
exploration of the influences that inspired 
Heaney – man and boy from Belaghy.

Heaney’s own words are used effectively in the HomePlace

Mid-Ulster District Council and Tandem 
Design 
Seamus Heaney HomePlace, 45 Main Street 
Bellaghy BT45 8HT

What the entrant said:

On behalf of Seamus Heaney HomePlace, I would like to say how  
absolutely delighted we all have been since we received the AHI 2017  
Discover Heritage Award. We were so pleased to be shortlisted, and to  
win was a very pleasant surprise.
BRIAN MCCORMICK, MANAGER, SEAMUS HEANEY HOMEPLACE
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jerseyheritage.org/explore/find-a-
place-to-visit/la-hougue-bie-museum

Case study 7. Seamus Heaney Homeplace, 
Bellaghy (Mid-Ulster District Council)
Winner, 2017.

Image: Heaney’s own words are used effectively in the HomePlace. © Tandem Design

http://seamusheaneyhome.com
http://jerseyheritage.org/explore/find-a-place-to-visit/la-hougue-bie-museum
http://jerseyheritage.org/explore/find-a-place-to-visit/la-hougue-bie-museum
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Case study 8. 
Plymouth trails, Plymouth
Finalist, 2021

A series of self-guided walking trails are 
delivered to visitors through a phone app, 
way-markers and booklets. The trails also link 
to other landmarks and attractions around the 
city. The app itself includes real-time maps, a 
navigation tool as well as pop-up text, images 
and video as the visitor approaches each point 
of interest. The three core trails (Mayflower, 
City Centre and the Hoe) also include an 
audio option. Three other trails (Rainbow 
Connections, Powerful Plymouth Women, 
Blue Mile) are available and a trail about Beryl 
Cook is in development. The app itself is being 
updated to enable users to find blue plaques, 
statues and other features across the city.
visitplymouth.co.uk/things-to-do/activities/
trails/plymouth-trails-app
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The offer centres around a free smartphone app 
with three core trails: Mayflower, City Centre 
and Hoe trails. The project centralised all self-
led trails in Plymouth and made them accessible 
via a layered approach. It now includes an 
expanding range of trails including Rainbow 
Connections (an LGBTQ+ trail), Powerful 
Plymouth Women and the Blue Mile (a mindful 
coastal trail). The next trail to launch will be 
about Plymouth artist Beryl Cook. The app is 

FINALIST

Plymouth Trails
The Plymouth Trails project launched in June 2020 with the aim to create a series of 
self-led walking trails around Plymouth, available to users through a free smartphone 
app, way-markers and booklets. They were created for local people and tourists, with a 
strong focus on accessibility which saw the addition of dropped kerbs, additional seating 
and level access to toilets. The trails also signpost users to other trails, landmarks and 
attractions around the city.

AWARDS 2021

FINALIST

being updated to represent the city’s heritage 
through ‘locators’. These will allow users to find 
all heritage plaques, statues and features around 
Plymouth, starting with a Blue Plaque locator.

Originally there was a strong focus on volunteer 
guides, which wasn’t achieved due to Covid. 
However, this did allow a greater focus on 
accessibility and diversifying the number of 
trails and themes. The delivery of tours by 

Bronze totems highlight sites  
of interest
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What the judges said: 
The visual look of the app before 
commencing the trails was vibrant and 
inviting. We were impressed by the subject 
matter and choice of trails; these were 
clear and helped to highlight the layout 
and distinctiveness of different areas 
within the centre of Plymouth and further 
afield and the historical significance 
and stories for each. The navigation tool 
was a bonus and the pop-up text as you 
approach a point of interest.

Left: Users of the Plymouth 
Trails app can experience ‘then 
and now’ images on the routes

Right: One of the ten bronze 
totems guiding users around 
Plymouth’s Barbican city

volunteers was always a difficult part of the 
project due to overlap with paid tour guides  
and local interest groups leading their own 
walks. It would have been advantageous to 
involve volunteers and specific interest groups 
more prominently in the development of the 
trail content and to widen the offer earlier in  
the process.

The project was overseen by Destination 
Plymouth, who employed a dedicated Trails 
Officer, who went on to be employed by The 
Box, the city’s museum and archive, to continue 
developing trails, both digital and physical, and 
interpret the city’s heritage ‘outside’ of The Box.

The project had several funders, including the 
National Lottery Heritage Fund, Plymouth City 
Council, Mayflower 400, Plymouth Waterfront 
Partnership and more. Where possible, the 
money available was spent on local suppliers.  ▪

The offer centres around a free smartphone app with three  
core trails: Mayflower, City Centre and Hoe trails. 

Bronze floor markers around  
the Mayflower Trail
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The offer centres around a free smartphone app with three  
core trails: Mayflower, City Centre and Hoe trails. 

Bronze floor markers around  
the Mayflower Trail

Top left: Bronze floor markers around the Mayflower Trail.
Top right: Users of the Plymouth Trails app can experience 
‘then and now’ images on the routes.
Bottom: Bronze totems highlight sites of interest.
Far right: One of the ten bronze totems guiding users 
around Plymouth’s Barbican city.

https://www.visitplymouth.co.uk/things-to-do/activities/trails/plymouth-trails-app
https://www.visitplymouth.co.uk/things-to-do/activities/trails/plymouth-trails-app
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The wearing of 3D glasses to enter the battle 

experience alerts the visitor to the fact that 

something different is about to happen. Once 

past the theatrical beginning with puppets 

representing the key characters setting the 

scene, you are into the area in which you 

prepare for battle. In this area, you learn 

techniques of warfare, hear the swish of the 

arrows flying by, horses neighing and hooves  

on the ground, the clash of steel. If you’re  

not careful, a horse may ‘ride’ past you –  

so you’d better get out the way!

This creates a dramatic experience designed to 

engage and inform – and it does. The handling 

objects in the preparation room are less 

accessible than in the object-handling session 

as you are not able to try on the helmets or 

move the objects very far, but it still does give 

you an idea of the weight and awkwardness of 

these items. You can be standing in the middle 

of the room and see a ‘virtual horse and knight’ 

charging towards you, which most certainly 

shows how scary this would have been. You 

really do feel as if you are there.

With learning at the core of this project, 

‘learning through doing’ is maintained across 

the experience. The battle game enables you to 

fight the battle with your fellow team members 

without a predicted outcome – the English can 

win too! After the game has been played, the 

battle master explains how the real battle  

of Bannockburn was fought and why Robert  

the Bruce picked this particular site at which  

to meet the English. The gaming table also  

shows you the topography of the area  

today compared to the medieval period.

Visitors who do not want to play the battle 

game can book a passive experience of the 

battle after their session in the preparation 

room, which explains how Bruce won and 

allows opportunity for questions. This option 

was chosen by older visitors and some overseas 

visitors as they were provided with ear-phones 

giving the commentary in their own language.

The object-handling session, set aside from the 

battle experience, is also a valuable learning 

experience because here you can try on the 

armour and handle the weapons with the 

opportunity to ask questions.

Overall it is an innovative, interactive 

experience that holds fast to its intention  

to provide the opportunity to learn about  

an important historical event in a very  

original way.

Bannockburn’s battle room where visitors fight the battle with fellow team members under the guidance of a Battle Master. The outcome is unpredictable. 

WHAT THE WINNER SAID:

‘The AHI Award means so much, as there is no greater accolade than having 

constructive and enthusiastic peer review and feedback. In the face of such esteemed 

competition it was a huge surprise and we were really thrilled on behalf of the entire 

Bannockburn team. Having awards that acknowledge the careful research and 

creativity of interpretive planning and concept development – the foundation of  

every project – is a brilliant boost for all interpretation practitioners. Thank you again, 

this is a real career highlight.’

Carolyn Lloyd Brown, The Heritage Angel

Katie Blake, Bright White Ltd.

AHI JOURNAL 20-2.indd   21 02/12/2015   10:14

Concluding remark
The value of interpretation on cultural and 
heritage sites lies in its ability to entertain 
but also educate visitors, but perhaps 
most importantly it should inspire them 
to question and even challenge what they 
thought they already knew about a place, 
its peoples, artefacts and materials. 

Bannockburn’s battle room where visitors fight 
the battle with fellow team members under the 
guidance of a Battle Master. The outcome is 
unpredictable. © Katie Blake, Bright White Ltd.
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