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Introduction 
The integration of information technologies (IT) has become a driving force behind 

the transformation of various sectors, including tourism and cultural heritage. In Yere-
van, Armenia, a city known for its rich history and vibrant culture, IT is playing an in-
creasingly significant role in enhancing the accessibility, promotion, and preservation of 
its attractions. The integration of information technologies (IT) is transforming multiple 
industries globally, and its impact is particularly significant in the fields of tourism and 
cultural heritage. In Yerevan, Armenia  –  a city renowned for its ancient history, vibrant 
cultural scene, and unique architectural landscape  –  IT is rapidly becoming a key driver 
in enhancing the accessibility, promotion, and preservation of its cultural attractions. 
This shift is reshaping the way both locals and visitors experience the city, particularly 
in the realms of museums, cultural institutions, and tourism.

In recent years, the role of IT in tourism has expanded far beyond traditional bro-
chures and guidebooks. With the proliferation of digital platforms, Yerevan’s attractions 
are now accessible through a variety of online tools designed to enhance the traveler 
experience. For example, the availability of online booking platforms, immersive virtual 
tours, and geolocation  –  based apps has revolutionized the way tourists discover and 
explore the city. These innovations offer both international and domestic visitors seam-
less, personalized travel experiences  –  empowering them to plan, engage, and connect 
with the city's offerings in ways that were previously unimaginable.

At the same time, museums and cultural institutions in Yerevan are embracing 
digital technologies to transform their operations and public engagement strategies. The 
adoption of mobile applications, interactive websites, and cutting-edge audio guides en-
ables institutions to connect with a broader, more diverse audience. Through these ad-
vancements, museums can offer enriched storytelling experiences, making Armenia’s 
rich cultural heritage accessible to both local and global audiences. Moreover, these tech-
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nological tools cater to the growing demand from tech-savvy generations who expect 
digital interactivity as part of their cultural experiences. This change is especially note-
worthy because it not only updates the ways in which cultural heritage is shared and 
enjoyed, but it also helps to ensure that tourism is sustainable and that Armenia's past is 
preserved for future generations. Digital tools are enabling cultural institutions to share 
their collections with a global audience, helping to protect valuable artifacts while mak-
ing them more accessible for study and enjoyment. In the context of Yerevan, this grow-
ing digital infrastructure is positioning the city as a dynamic cultural and technological 
hub, where ancient history and modern innovation meet.

The integration of IT has also contributed to sustainable tourism development. By 
digitizing services and promoting virtual experiences, the environmental impact of tra-
ditional tourism is reduced. Furthermore, IT-driven analytics help museums and tourism 
boards better understand visitor preferences, allowing for more targeted and effective 
marketing strategies.

By embracing IT, Yerevan is successfully balancing tradition and innovation, ensur-
ing its cultural heritage is preserved while remaining relevant to modern audiences. This 
digital transformation positions Yerevan as a leading destination for cultural tourism and 
innovation.

Literature review
The role of information technologies (IT) in advancing tourism and museum devel-

opment has been extensively studied in global and regional contexts. Scholars agree that 
IT serves as a critical driver of innovation, accessibility, and sustainability in the cultural 
and tourism sectors. According to (Buhalis, Law 2008), IT has revolutionized the tourism 
industry by enhancing marketing strategies, improving operational efficiency, and creat-
ing more personalized visitor experiences. Online booking systems, geolocation services, 
and virtual tours are now standard tools that cater to tech-savvy travelers (Leung et al. 
2013) emphasize the importance of social media in tourism promotion, highlighting how 
platforms like Instagram and Facebook enable destinations to engage global audiences 
and build brand identity.

The application of IT in museums has also been a focus of research. For instance 
(Parry 2007) argues that digital technologies, such as augmented reality (AR) and virtu-
al reality (VR), create immersive experiences that attract diverse audiences and deepen 
visitor engagement. Similarly, Huvila (2013) notes that digital archives and virtual exhi-
bitions expand access to collections, ensuring that heritage remains accessible to a global 
audience. In the literature studied it underscores IT's transformative potential in tourism 
and museums, particularly in regions like Yerevan, where the fusion of technology and 
culture can boost both local development and international appeal. In museums, the 
most common innovations are changes in certain service aspects and advances in the 
technology used (digital catalogues, virtual visits or web publications), (Camarero, Gar-
rido and Vicente 2011). By adding virtual content to the real-world image, it provides the 
user with an experience without being separated from the real environment Augmented 
reality, created through software and digital devices, allows digital content created on the 
physical world to coexist (Craig 2013).
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Encouraging modern and innovation, access to technology, and improving digital 
skills are important for fully using technology's benefits. These technological changes 
also significantly affect the various spheres like culture and tourism. As it is known the 
concept “digital technologies” refers to a set and framework of many intelligence and 
innovative technologies that enable connection, communications, and automation in the 
era of Industry 4.0, such as big data analytics, the Internet of Things, and cloud comput-
ing (Ying L. et al 2020). It is known, that, the involvement of technology in the museum 
sector began in 1960, and a range of presenting styles have been utilized in digital muse-
ums (Pic. 1). Initially, there was a preference for static display approaches that employed 
text or graphics, like digital collections or books. However, more effective, captivating, 
and communicative exhibition techniques have emerged because of several media and 
communication technologies (Amato et al 2017).

Introducing the role of the latest technologies in museums and entertainment ven-
ues, especially in the context of museums, we cannot fail to address smart city solutions 
as well. A "smart city" is a city that uses technology to connect its services and engage 
with its residents. It can use different technologies to manage schools, libraries, transpor-
tation, hospitals, and public safety efficiently. The goal of creating a "smart city" is to 
improve life by using technology to enhance services and meet people's needs. In this 
context, businesses develop technology, and as cities grow, new ideas and technologies 
emerge. Technology also changes how city governments work with communities and city 
services. The term "smart" has become popular to describe development using informa-
tion and communication technology (ICT), which has also changed tourism, making 
travel experiences better.

Moreover, the integration of smart city concepts with smart tourism is crucial for 
creating a seamless and enriched experience for both residents and visitors. Museums, as 
significant cultural and educational institutions, play a vital role in this ecosystem. Here 
are some ways in which museums can leverage smart tourism solutions to enhance their 
offerings.

Enhancing Visitor Experience	
Museums are not merely repositories of artifacts; they are dynamic spaces for cul-

tural communication, learning, and engagement. Effective communication plays a pivot-
al role in enhancing visitor experiences, ensuring that museums serve as bridges between 
heritage and contemporary audiences. By leveraging a variety of interpretive tools, dig-
ital technologies, and visitor-centric strategies, museums can transform their spaces into 
environments that foster deeper connections and understanding (Poghosyan 2018).

Interactive Exhibits: Utilizing augmented reality (AR) and virtual reality (VR) to 
create immersive experiences. Visitors can interact with exhibits in new ways, such as 
seeing a historical artifact in its original context or viewing a 3D reconstruction of a his-
torical site.

Mobile Apps and Digital Guides: Museums can develop mobile applications that 
offer self-guided tours, interactive maps, and detailed information about exhibits. These 
apps can include multimedia content, such as videos and audio guides, enhancing the 
learning experience.
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Personalization: Using data analytics and visitor profiling, museums can offer per-
sonalized recommendations for exhibits and events. Visitors can receive tailored content 
based on their interests and previous interactions.

Smart Tourism (Y Li et al 2017) is a key part of smart city ideas, using technology 
to improve different aspects of the tourism industry. The main aim of smart tourism is to 
make travel experiences easier, more sustainable, and enjoyable for tourists while mak-
ing tourism businesses and destinations work better. Using smart tourism ideas can make 
tourism more competitive, improve how resources are managed, and help make tourism 
more sustainable. It means using digital technologies to make tourism more efficient, 
sustainable, and enjoyable for tourists, businesses, and destinations, with the goal of 
creating smarter, more connected, and innovative tourism systems.	

The main parts of smart tourism include:	
The city's IT infrastructure should incorporate high-speed internet, mobile connec-

tivity, and data analytics to improve communication and access. To attract citizens and 
tourists, providing city-wide Wi-Fi access is a great initiative. This ensures that affordable 
and reliable internet connectivity is available from anywhere in the city.

Using Data Collection and Analysis allows organizations and government bodies to 
use large datasets for analyzing and understanding tourist behavior, preferences, and 
trends. This data-driven approach supports making informed and mindful decisions.

The Internet of Things (IoT) involves integrating IoT devices like sensors and smart 
devices to gather real-time data on different aspects of tourism, including general man-
agement, energy usage, and transportation.

Mobile Technology allows the use of mobile applications and platforms to deliver 
personalized, location-based information to tourists, improving navigation and offering 
interactive experiences.

Artificial Intelligence (AI) involves using advanced technologies in chatbots, virtual 
assistants, and personalized recommendations to improve customer service and engage-
ment. 

AI refers to computer systems or programs that can do tasks typically done by 
humans. The idea is to create machines that can learn, solve problems, understand lan-
guage, and adapt to different situations.

AI systems analyze data, adjust to changes, and get better over time. These tech-
nologies are changing how businesses interact with customers by offering more efficient 
and personalized services.

Smart Infrastructure involves integrating technology into the physical infrastruc-
ture of tourist destinations, such as smart buildings, energy-efficient systems, and sus-
tainable practices. This integration aims to enhance efficiency, safety, and sustainability. 
Smart buildings use advanced systems for energy management and security, while sus-
tainable practices promote responsible resource use. By incorporating smart infrastruc-
ture, tourist destinations can improve visitor experiences and contribute to environmen-
tal conservation efforts.

Augmented Reality (AR) and Virtual Reality (VR) make tourism more exciting by 
offering immersive and interactive experiences. With AR and VR, tourists can engage 
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with their surroundings in fun and memorable ways during their travels. Similarly, other 
scholars emphasize the importance of "visitor-centric" approaches using digital technol-
ogy to engage and enhance interaction (Hijazi, Baharin 2022).

As previously mentioned, information technology plays a key role in globalization 
processes. Today, it is possible to virtually "visit" any country with a single touch, ex-
plore world cities and museums, and experience entertainment venues. Communication 
with friends, colleagues, and relatives living anywhere in the world has become seamless. 
Additionally, access to an online encyclopedia is readily available, offering insights from 
scientists currently working in various fields, facilitating continuous self-development 
and improvement.

The use of technological innovations in these areas can enhance the tourist experi-
ence through digital platforms. Many countries have implemented standards for tourist 
authentication and identity verification using specific apps up until 2023.

As mentioned above, cities and tourism organizations are investing significant re-
sources in smart system initiatives because information technologies are crucial for a 
city's competitiveness as a tourist destination. Moreover, cities worldwide are increasing-
ly embracing the concept of smart tourism cities and related strategies to promote a 
sustainable environment.

In particular, for cities dealing with residents' negative perceptions of tourism, a 
smart tourism city helps address this challenge by creating urban spaces that both resi-
dents and visitors can enjoy together.

Trends in the world
Information technology (IT) integration in museums around the world has grown 

to be a major trend that is changing how people view, access, and protect cultural mate-
rial. To improve visitor experiences, make collections more accessible, and preserve 
priceless artifacts for future generations, museums are implementing a range of digital 
technologies, including smartphone apps, virtual reality (VR), augmented reality (AR), 
and interactive displays. As an example, we can cite the Louvre Museum. The Louvre has 
embraced technology with an innovative mobile application that offers guided tours and 
detailed information about its vast collection. Visitors can use augmented reality (AR) to 
navigate the museum and enjoy immersive 360-degree virtual tours of iconic works, 
such as the Mona Lisa. This application ensures that even those unable to visit the muse-
um in person can experience its masterpieces from afar. The British Museum (London, 
UK) The British Museum has leveraged virtual reality (VR) and interactive online plat-
forms to engage a global audience. Their “Museum of the World” project allows users to 
explore the museum's collection in a timeline format, linking artifacts from different 
cultures and time periods. This innovative project provides a more dynamic and engag-
ing way for audiences to interact with the museum’s vast collections. The Smithsonian 
Institution, particularly the National Museum of Natural History, has incorporated VR 
headsets for virtual fossil excavations, enabling users to experience interactive storytell-
ing. Additionally, the Smithsonian offers AR applications that bring artifacts to life and 
extensive digital archives and virtual exhibitions, making its world-renowned collections 
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globally accessible. The Rijksmuseum has digitized its collection with high-resolution 
images, allowing visitors to zoom in and explore intricate details of works by masters 
such as Rembrandt and Vermeer. This digital archive not only enhances the learning 
experience for visitors but also makes the museum’s collection accessible to audiences 
worldwide, preserving masterpieces in a virtual format. Museum of New Zealand Te Papa 
Tongarewa (Wellington, New Zealand) Te Papa uses immersive projection mapping and 
interactive exhibits to present New Zealand's indigenous Maori culture in innovative 
ways. The museum's Gallipoli: The Scale of Our War exhibit combines life-size sculp-
tures, 3D modeling, and digital storytelling to create a powerful and engaging experience 
for visitors. This use of technology brings history to life, making it more accessible and 
emotionally impactful. The Acropolis Museum uses augmented reality (AR) to digitally 
reconstruct ancient structures and provide an immersive historical experience. Visitors 
can visualize how monuments like the Parthenon once looked, with AR-supported digi-
tal interpretations offering a deeper understanding of the rich historical context. 

The above mentioned are notable examples of how museums around the world 
have successfully integrated these technologies: how IT integration is becoming more 
and more common at museums across the globe. In addition to improving accessibility 
and visitor experiences, museums that embrace digital technologies also help to preserve 
and promote cultural heritage globally. This trend illustrates how IT has the ability to 
completely transform how we engage with art and history and reflects the growing desire 
for immersive, technologically advanced museum experiences. The museum scene is 
changing as a result of these developments, which present new chances for museums to 
interact with a variety of audiences, draw in younger, tech-savvy generations, and reach 
beyond conventional geographic borders. It is evident that museums are embracing tech-
nology as its use continues to develop in order to guarantee that cultural heritage is du-
rable, accessible, and relevant in the digital age. The impact of global trends, such as 
digitalization and the rise of experiential travel, has transformed urban tourism dynam-
ics. Research by Cohen (2014) discusses how technology influences tourist behaviors and 
expectations. Yerevan, like many cities, must adapt to these trends to remain competi-
tive in the global tourism market (Armutcu et al 2023). In Yerevan, addressing these is-
sues is vital to ensure the long-term viability of urban tourism (Orbelyan 2024).	

Virtual visits or virtual excursions (tourism)	
In recent years, Information Technology (IT) has sparked a new trend in tourism 

called Virtual Tourism, which lets people explore various destinations and cultural sites 
through digital means like virtual reality (VR), augmented reality (AR), or online plat-
forms.

Virtual tourism has become especially popular when travel is limited, like during 
the Covid-19 pandemic. It's a great option for people who can't travel in person. While 
it's not the same as being somewhere in real life, virtual tourism is a fun and affordable 
way to experience new cultures. For example, by watching videos, people can virtually 
visit destinations, check out museum exhibits, hear sounds, and almost feel like you're 
actually there.
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Virtual tourism tools have been widely used in recent years for marketing purpos-
es, often taking the form of short-lived video clips. 

The COVID-19 pandemic further accelerated the adoption of virtual tours and the 
creation of short videos in many countries. In virtual tourism, one can distinguish virtu-
al reality (VR), which creates a 3D environment often referred to as a "virtual environ-
ment," allowing users to navigate, see, and interact with objects that appear real.

Types of virtual tours include:
	• Free tours
	• 3D walking tours
	• Linked tours, consisting of a series of 360° photos (similar to Google Street 

View)
	• 360° videos
	• 3D video tours that offer a guided (but non-interactive) tour of a specific area.

Case study in Yerevan city
In Yerevan, there are around 65 museums. Many smart solutions used in tourism 

sphere, such as audio-visual and virtual tour guides. Since 2011 many museums in Yere-
van began to implement new and modern technologies in museums. One of the first was 
the holographic image of the great Armenian poet Hovhannes Tumanyan in the museum 
(Pic. 2). Another attractive technology with projection in the museum showcasing the 
history of Yerevan, where visitors can experience an animated show depicting old Yere-
van using light and sound, on the model of the city of Yerevan comes “livable”, is color-
ed, the old names of the streets are highlighted, the carriages run, etc (Pic. 3).

Several museums offer 360-degree virtual tours where visitors can explore exhibits 
from their phones. By downloading the right app, tourists can listen to audio guides in 
different languages without needing a physical guide. With the app, once you've visited a 
museum, you'll get updates on new exhibitions and events. However, such applications are 
not yet available in Yerevan's museums. In contrast, the Yeghishe Charents Museum of 
Literature and Art in Yerevan offers a unique interactive experience. Visitors can explore 
Armenian musical instruments, their history, and listen to performances. In another sec-
tion, visitors can engage with touchscreens to listen to readings by Papazyan and excerpts 
from "Anoush." Another exhibit features animations based on famous artworks. At the 
Martiros Saryan House-Museum, visitors can explore the artist's legacy through audiovis-
ual and virtual guide, offering both reading and listening experiences. Additionally, the 
museum's website provides a 3D virtual tour (Pic. 4). Another interactive tool is used in 
Alexander Spendiaryan house museum, where the visitors have a chance conduct virtual 
orchestra on a virtual platform and develop conducting skills. This project aims to activate 
interest in classical music through alternative ways, introduce the construction of the 
symphony orchestra and to the role of the conductor, to increase the role of the museum 
as an informal educational environment with development of teamwork skills. (Pic. 5).

During large-scale urban festivals, technology plays a crucial role, not only in solv-
ing technical issues but also as a main attraction for visitors. For instance, in 2023, audio 
presentations were introduced as an innovative feature during the festival. At the re-
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nowned "Yerevan Wine Days," the "YereWine Audio Performance" was a highlight, pro-
viding engaging stories and commentary to accompany wine tasting. Another attractive 
project “Talkcity” also is impressive project which launched in Yerevan started from 
2022 and ideas creating city stories with special audio guide. (Pic. 6).	

Recommended technology tools in Yerevan city	
Augmented reality (AR) is a technology that enhances the real world with digital 

visuals, sounds, and sensory elements. It improves human perception by adding virtual 
images to reality, making information more engaging and understandable. The technical 
means it uses include Multimedia, 3D-Modelling, Real-time Tracking and Registration, 
Intelligent Interaction, Sensing and more. Its principle is to apply computer-generated 
virtual information, such as text, images, 3D models, music, video, etc., to the real world 
after simulation. In this way, the two kinds of information complement each other, thus 
achieving the enhancement of the real world (Yunqiang Chen et al 2019). AR has gained 
popularity in tourism because it helps hotels and tourism organizations showcase them-
selves effectively, offering customers detailed and immersive information. AR benefits 
not only hotels but also enhances experiences at attractions, historical sites, and cultural 
landmarks. Visitors with AR-enabled smartphones can use corresponding apps to access 
information about their surroundings. They can explore a place's history, see its changes 
over time, learn about architects and construction details, and more. These details are 
shown through videos, images, and sounds integrated into the environment. The creative 
possibilities of AR are vast, limited only by developers' imaginations.

Arloopa, a company based in Armenia, specializes in developing games and tech-
nologies using augmented and virtual reality. Founded in 2014, the company utilizes 
augmented reality, image recognition, and computer vision technologies to create im-
mersive and interactive experiences. Arloopa also offers its own application, which ena-
bles users to meet and take photos with famous figures like the writer William Saroyan.

Another notable project by Arloopa is the Komitas Workspace VR exhibition host-
ed at the Komitas Museum-Institute. This virtual reality experience allows visitors to 
virtually explore Komitas Vardapet's workspace in Constantinople. The VR tour includes 
interactive elements that enable visitors to play Komitas' piano, browse his album, and 
interact with various interesting objects.

In the Aram Khachaturian House-Museum, visitors can use the Arloopa mobile 
application to explore the maps showing the countries Aram Khachaturian visited during 
his concert tours. They can also listen to fascinating stories about Khachatrian's encoun-
ters with famous personalities of the 20th century. With VR glasses, museum visitors can 
enter the composer's office and witness the creation process of a segment from the "Gaya-
ne" ballet titled "Dance with Swords". 

Through VR, visitors observe Khachatrian actively engaged in creative work-play-
ing, approaching his desk, contemplating, and taking notes accompanied by the music of 
"Dance with Swords" (Pic. 7).

At the Yeghishe Charents House-Museum, visitors can experience an animated, 
interactive AR image titled "The Last Journey of Charents to Eternity". Using the AR-
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LOOPA app, visitors can discover the painting's history and learn about the contents of 
a barrel containing unique manuscripts.

In Erebuni historical and archaeological museum-reserve, visitors can travel back 
thousands of years and experience historical events using virtual reality (VR) glasses 
(Pic. 2). The museum offers special VR experiences where visitors can hear King Argish-
ti talk about how the city was founded. This 6-minute virtual tour is available in Arme-
nian, French, English, and Russian. With VR glasses, tourists can join an ancient Urartian 
ritual at the “Susi’’ temple in Erebuni, see the temple being built, and watch scribes write 
cuneiform letters. (Pic. 8). 

Also, at the Museum of Russian Art in Yerevan, visitors can explore paintings using 
VR glasses. This is the first experience in the history of RA museums, where the visitor 
appears “inside” the painting (Pic. 9). Through virtual glasses the viewer will “walk” in-
side the “Zоо” created by great Russian artist Boris Grigoriev; he will see the park both 
with the artist’s and his own eyes, will have the opportunity to listen to the history of the 
painting in his preferred language (Armenian, English, Russian).

Artificial Intelligence in the tourism industry
NFT Technology, which combines the physical and digital worlds in tourism, breaks 

digital boundaries by digitizing physical items into NFTs. Armenia's first physical NFT 
space, featuring a gallery in Yerevan opened in 2023, allows the creation, purchase, and 
sale of NFTs using Armenian dram (AMD). 

Currently, NFT collectors can acquire Sergei Parajanov's collage “Variation with 
shell on themes by Pinturicchio and Raphael”.

This famous collage by Parajanov is now available as a non-fungible token (NFT). 
The project involves Sergey Parajanov's house-museum 'Sharm Holding', augmented 
and virtual reality company “'Arloopa”, Team Telecom Armenia, and AMCG marketing 
company. (Pic. 10).

Conclusion 
The expanding use of modern information technologies in museum collection man-

agement, the creation of virtual museums, and the integration of digital technologies for 
visitors will undoubtedly have a positive impact, significantly enhancing the museum 
experience. The findings of this research suggest that recent advancements in technology 
have paved the way for a wide range of solutions aimed at developing and supporting 
digital museums. These innovations not only improve accessibility but also offer immer-
sive and engaging experiences for visitors, enriching their understanding of cultural her-
itage.

Through extensive research into the museums of Yerevan, it is evident that the appli-
cation of augmented reality (AR) and virtual reality (VR) is becoming increasingly com-
mon. These technologies are boosting cultural heritage exhibitions by providing visitors 
with interactive, dynamic ways to engage with artifacts and exhibits. Several museums in 
Yerevan are already adopting these tools to create more immersive experiences, allowing 
visitors to connect with the city’s rich cultural history in novel and compelling ways.
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However, one significant gap in Yerevan’s Museum sphere is the absence of any 
museum in Armenia that has its own dedicated mobile application for use within the 
museum itself. While many museums in Yerevan use QR codes inside their exhibition 
halls to link visitors to the museum’s website, there are currently no museum-specific 
apps offering interactive features, digital tours, or personalized experiences directly 
within the museum environment. This represents a clear opportunity for growth in the 
development of advanced technological solutions that could further enhance the cultur-
al engagement of visitors.

In conclusion, there is still a lot of room for improvement even though Yerevan has 
made great progress in integrating digital technologies into its museums. The future of 
museum experiences will be greatly influenced by the ongoing development and integra-
tion of interactive technologies like mobile applications, augmented reality, and virtual 
reality. As these technologies advance, they will help preserve Armenia's cultural legacy 
while also making sure that it is interesting and available to future generations. With 
these developments, Yerevan can establish itself as a pioneer in the digital revolution of 
museums, guaranteeing that its rich cultural heritage will continue to enlighten and in-
spire tourists from all over the world. 
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РОЛЬ ИНФОРМАЦИОННЫХ ТЕХНОЛОГИЙ  
В РАЗВИТИИ ТУРИЗМА И МУЗЕЕВ ЕРЕВАНА
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туальная реальность (VR), дополненная реальность (AR), искусственный интеллект 
(AI), город Ереван
Эта статья выявляет значение применения информационных технологий для разви-
тия туризма и музеев в Ереване. Такие инновационные технологии, как виртуальная 
реальность (VR), дополненная реальность (AR) и искусственный интеллект (AI) спо-
собствуют модернизации музейной сферы, вовлеченности посетителей и сохране-
нию культурного наследия. В статье приводятся примеры удачного внедрения тех-
нологий в музеи Еревана, указывается на их влияние на развитие туристических 
инфраструктур, проникновение на международный рынок и на популяризацию 
культурных ценностей. Интеграция технологий и инноваций делает возможным со-
здание более доступной, интерактивной и устойчивой туристической среды, спо-
собствуя развитию сферы на местном и международном уровне. Информационные 
технологии (ИТ) стали играть важную роль в развитии туризма и модернизации 
музеев в Ереване, столице Армении. Используя информационные технологии, куль-
турные учреждения и туристический сектор Еревана значительно повысили вовле-
ченность посетителей и повысили доступность
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