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Museums, which are part of the creative economy, play an important role in the formation of
a knowledge society and a knowledge economy. We examine museums as an integral part of both
cultural and cognitive tourism and the integration of science, education and culture. The country's
museums must necessarily operate in accordance with the requirements of the time and become an
integral part of the creative industry. Museums are not only places where we go for entertainment
and cultural leisure, they are also institutions that ensure the improvement of the cultural level, the
promotion of cultural and scientific heritage, learning, enlightenment, as well as the improvement
of the quality of life and social well-being of the local population. The article examines the experi-
ence of some museums, including some museums in Azerbaijan, in the application of digital and ar-
tificial intelligence technologies, and analyzes the prospects and threats in this area. The novelty of
this study lies in its justification of museums' participation in building a knowledge society and its
analysis of the prospects and threats of using digital and artificial intelligence technologies in mu-
seum activities. The scientific and practical significance of the study is enhanced by the author's
proposed project, “Monitoring Museum Activities in Azerbaijan, ” since the project's implementati-
on will, among other things, allow for an analysis of the state of digitalization in museum activities.

Keywords: digitalization, artificial intelligence technologies, Azerbaijan, museums, knowled-
ge society.

INTRODUCTION

In our modern era, the concepts of “digitalization” and “artificial intelligence” have entered
all spheres of public life, and the current society is called the “digital society”. The cultural sphere,
including museum activities, is no exception.

Considering museums as an important factor in the formation of a knowledge society, we be-
lieve that museums collect, create and popularize not only examples of cultural heritage, but also
scientific knowledge. The main objective of the study is to examine the experience of museums of
Azerbaijan in the application of digital and artificial intelligence technologies in their activities, as
well as to analyze the prospects and threats in this area.

One of the priority tasks facing us is the development of a knowledge society, a knowledge
economy and its component, a creative economy, in Azerbaijan. The development of museums in
the republic, the widespread use of modern technologies in the work of domestic museums, the im-
plementation by museums of projects aimed at educating the population, providing cultural leisure
and, at the same time, attracting additional financial resources — all these tasks are of particular rele-
vance. Along with the collection, storage, study and demonstration of museum objects, one of the
areas of activity of museums is educational activities. In a period of constantly growing information
flow, society needs comprehensive and accessible information. Museums are indispensable sources
of such information. At this stage, it is necessary to conduct monitoring in order to find out the cur-
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rent state of affairs in this area, and to develop a unified concept for determining the prospects for
the development of museums.

Many museums around the world are using digital and artificial intelligence technologies ex-
tensively. Digitization creates new opportunities to attract visitors to museums, improve public rela-
tions, better preserve and pass on cultural and scientific heritage to future generations through digi-
tal archives, and generally increase the efficiency of museum work. For example, expanding public
relations (PR) activities is one of the demands of today. In our dynamic and rapidly changing era,
the activities of museums and any organization in general seem impossible without the necessary
information. Through highly organized communication, the museum can get as close to visitors as
possible and create various communication methods for them (audio tours, touch panels, informati-
on kiosks and centers, virtual tours, mobile applications, etc.). Using various communication tech-
nologies, the museum promotes its products and services and attracts visitors to the museum.

Experts note that digitalization and new technologies are fundamentally changing modern mu-
seum work, helping to overcome the limitations of physical space, expand the museum audience,
and create new forms of contact with cultural heritage. Currently, digitalization opens up vast op-
portunities for presenting virtual museums and exhibitions, online catalogs and databases, mobile
applications, social networks and online platforms, 3D models of museum objects with digital spe-
eds, and other such museum products and services. People have the opportunity to get acquainted
with the expositions without coming to the museum. Online catalogs and digital databases make
museum collections accessible, allowing people to get detailed information about museum objects,
view them, and learn about historical facts, thereby creating favorable conditions for more flexible
research and educational processes. Mobile applications, on the other hand, turn smartphones into
personal guides, providing audio guides, interactive maps, and additional information about exhi-
bits.

In addition, in recent years, museums have been engaging with their audiences through social
media, hosting online events, creating virtual communities, and attracting new visitors. 3D mode-
ling allows for the creation of accurate replicas of artifacts, which are used in teaching, restoration,
and even for creating replicas that people with disabilities can touch. Artificial intelligence is being
applied in museums to analyze large amounts of data, automate routine tasks, generate personalized
recommendations, and even restore damaged artworks. Automating routine tasks increases the effi-
ciency of museum work, as museum staff have more time to do more creative work [21, p. 120].

Artificial intelligence is used in museum activities in the following ways:

« discovery of museum collections through computer vision technology;

« natural language processing for analyzing visitor feedback;

« application of predictive analytics to predict visitor numbers, spending, exhibition titles, and
event schedules;

« infrastructure management: lighting, heating and security systems to reduce energy con-
sumption and ensure safety;

« analysis of artworks and collections to determine authenticity and current condition;

« automation of routine tasks such as ticket management and event planning;

« analysis of visitor statistics and activity on social networks, evaluation of marketing campa-
igns for optimization of future strategies;

« creation of virtual tours of museums and galleries, preparation of training courses within the
framework of exhibitions and events, including through chatbots;

« creation of visual content for promotion, PR-campaigns and other projects [20, p. 1517-
1518].
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Regarding the application of digital and artificial intelligence technologies in museums, in her
article titled “Integrating Al in Museums. A New Phase in the Museum’s Transformation,” Yael
Eylat Van Essen (Israel), a scholar who conducts research in the fields of museology, digital cultu-
re, art, the interaction of science and technology, design, and photo theory, writes that the integrati-
on of artificial intelligence into museums is in its initial stage. Digital transformation is bringing to
museums a diverse set of experts, including those specializing in user experience (UX) and search
engine optimization (SEO), innovation, content strategies, big data analytics, community manage-
ment, machine learning (ML), natural language processing, and more, to help them fulfill new mis-
sion of museums. However, many museums still struggle to implement digital projects due to a lack
of staff knowledge and skills in this area [15, p. 233-234].

The above is typical for most museums in Azerbaijan: small museums, especially those loca-
ted in the regions, almost never use modern technologies due to the lack of necessary material reso-
urces and the lack of specialized staff in this field.

In the article, the scientist also touches on another important point: museums that digitize the-
ir collections provide documentation on the ownership of works of art and artifacts, thus determi-
ning the history and copyright of these objects. Here, all information is placed, from the creation of
a cultural heritage specimen to its current location, and this is an important aspect for the preservati-
on and understanding of cultural heritage. Yael Eilat Van Essen emphasizes that the availability of
documentation, especially in the context of contemporary restitution and decolonization efforts, al-
lows museums to fulfill their public functions in accordance with the principles of transparency, ac-
countability, and inclusion. In this process, documentation of the belonging of objects can lead to
the discovery of new information about the complex relationship between museums and historical
injustice [15, p. 237].

Considering that samples of Azerbaijan's cultural heritage are kept in other countries, the app-
lication of artificial intelligence technologies in this area will facilitate the collection of information
about samples that were once removed from the country.

One of the successful examples of the application of digital technologies and artificial intelli-
gence in museums around the world in recent years is Refik Anadol's Living Architecture: Gehry
project, which presented at the Guggenheim Museum in Bilbao in 2025. The audiovisual installati-
on, prepared by Refik Anadol Studio, reinterprets Frank Gehry's architectural legacy through artifi-
cial intelligence and generative art. Large Architecture Model, LAM, uses leading-edge technologi-
es to transform Gehry's architectural style into ever-changing landscapes of dynamic form, color,
and movement. The visual solutions are complemented by a soundscape created by Kerim Karaog-
lu, which incorporates sound and recordings of museum materials through artificial intelligence [7].

Another interesting project was implemented at the Palace of Versailles in Paris: using a mo-
bile application or by scanning a QR code, visitors gain access to an interface that allows them to
have a verbal dialogue with the statues, and thus the statues become the main characters of the tour,
sharing their stories with people during the dialogue. During the exchange of information, a better
understanding of the heritage of Versailles occurs, and new knowledge is gained through anecdotes,
historical facts and often unknown details.

This new Al tool adapts to the audience, allowing visitors to move at their own pace, selecting
sculptures and asking them as many questions as they want. Young or old, a specialist in the field or
simply curious — everyone can participate in discussions via phone according to their interests and
desires [4].

Here we can also talk about an interesting project. The aim of the “RePAIR” (Reconstructing
the Past: Artificial Intelligence and Robotics meet Cultural Heritage) project, funded by the Europe-
an Union’s “Horizon 2020 research and innovation program, is to develop technology that per-
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forms the physical restoration of damaged works of art, which is considered one of the most comp-
lex and difficult stages of archaeological research. By creating and integrating new technologies in
the fields of robotics, computer vision and artificial intelligence, it is possible to develop an intelli-
gent robotic system for faster processing, comparison and physical restoration of large fragmented
works.

The system is planned to be tested in Pompeii, a UNESCO World Heritage Site. The project
aims to restore two world-famous frescoes that were broken into thousands of fragments [12].

Among the projects demonstrating the research potential of artificial intelligence, the Vesuvi-
us Challenge, a 2023 experiment to decipher the texts of ancient scrolls from Herculaneum, deser-
ves special attention. When the eruption of Mount Vesuvius destroyed the city in 79 CE, it buried a
library of hundreds of scrolls from one of the ancient villas (the “Villa of the Papyri”’) under ash and
pumice. The carbonized scrolls seemed hopeless to read, but nearly 2,000 years later, scientists we-
re able to use artificial intelligence to reconstruct and read the texts, including masterpieces of anci-
ent poetry, prose, and philosophical treatises that had been thought lost forever.

Another equally important project is the reconstruction of 16th-century frescoes at the Fera-
pontov Monastery (Vologda Oblast), where artificial intelligence helped recreate the lost (2024).
Major institutions such as the Space Research Institute of the Russian Academy of Sciences, Mos-
cow State University of Geodesy and Cartography, the National Research Center "Kurchatov Insti-
tute,” and GosNIIR participated in the project. Scientists used the Stable Diffusion neural network
to digitally restore the frescoes based on multispectral imaging and analogs. It is important to note
that similar technologies are also used in China (the Dunhuang cave frescoes) and India (the Ajanta
frescoes) [19, p. 480-481].

This is precisely the ethical aspect of using artificial intelligence in scientific research and
creative activities: the researcher simply solves routine problems, tests certain theories, performs
calculations, etc. using digital tools. In our opinion, artificial intelligence is not only a great oppor-
tunity, but also a very big threat! It is one thing to use leading technologies, various tools, and trans-
lation programs, but it is quite another to entrust the work entirely to artificial intelligence and, in
fact, to release a product created on the basis of materials “stolen” from here and there under one’s
own name. Currently, such unpleasant situations are widespread in science, journalism, culture, and
other fields. Therefore, various tools should be applied to identify scientific works and articles crea-
ted entirely through artificial intelligence. Otherwise, we will lose real scientists, researchers, and
artists. We cannot sacrifice humans to artificial intelligence! This point once again confirms how
urgent it is to approach the development of science and technology from a humanistic and ethical
perspective.

2026 has been declared the “Year of Digitalization and Artificial Intelligence” in Kazakhstan.
Noting that Kazakhstan has further consolidated its position as a leading model of digital transfor-
mation in the Eurasian region, Central Asian researcher Abdulhamid Hamid Al-Kba said that the re-
venues of the Astana Hub, which currently includes about 2,000 technology companies, will exceed
800 billion tenge (more than $1.5 billion) in 2025, and the export of IT services will be close to $1
billion. Stressing that despite all these global processes, Kazakhstan has not forgotten its cultural ro-
ots, Al-Kba added that the legacy of the poet and philosopher Abai Kunanbaiuly remains an ethical
guide, and that this year this heritage has merged with technology in Turkestan, and that "smart”
tourism is developing through virtual tours, augmented reality, and tourist flow management thro-
ugh artificial intelligence [6].

Digital and artificial intelligence technologies are also widely used in museums in Kazakhs-
tan. For example, according to Kairat Blelov, a research fellow at the Karaganda Regional Museum
of Fine Arts, the collection, which includes about 13,000 paintings and sculptures, graphics, and de-
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corative and applied arts, has been completely digitized. As part of the exhibition “Ethics of the
Great Steppe,” which opened last year, a statue of the famous Kazakh singer Madi Bapul and works
by several artists were brought to life using neural networks [18].

Thus, digitalization and artificial intelligence are rapidly entering the activities of museums
around the world. When it comes to our museums, it should be noted that multimedia resources (to-
uch screens, various 3D models, video and audio devices, etc.) increase the interactivity and dyna-
mism of museums, making these spaces more attractive to the population, especially the younger
generation and children.

Emphasizing that no technique or the most perfect system can replace the solemnity of the
museum atmosphere and the aura of a museum, Naila Aliyeva, a doctor of philosophy in culturo-
logy, adds, “but with all this, it is clear that: a) the future development of museums is closely linked
to the development of the Internet system; b) the Internet opens up new opportunities for solving
many urgent problems of museum work; c) with the emergence of computer technology that allows
for the installation of virtual realities and the development of new electronic communications, mu-
seums are faced with the problem of improving the system of signs that form the basis of their com-
munication” [5, p. 13]. The researcher also notes that the first museum in our republic to have a vir-
tual version is the ANAS Huseyn Javid House-Museum (currently operating under the Ministry of
Culture).

Modern technological tools are used in the country's major museums. This is reflected in the
organization of the exposition, the preservation of the collection, the computerization of the collec-
tion (mainly through the KAMIS-complex automated museum information system program), and in
various forms of service to visitors. For example, the National Museum of Azerbaijan literature na-
med after Nizami Ganjavi has prepared video tours covering various topics in 5 languages (Azerbai-
jani, English, Russian, Persian, and Arabic) and posted them on its official website and YouTube
channel. The “Media” section of the museum’s official website has sections called “Virtual Muse-
um,” “Video Gallery,” and “Photo Gallery,” but no material has been posted in these sections, and
the materials presented in the “Video Gallery” section have not been updated since early 2020 [9].

The lectures and videos presented in the “Online Lectures” section of the official website of
the National Museum of History of Azerbaijan have a direct educational function. In addition, the
“Collections and Germs” section of the site presents photographs of a number of museum items and
information about them [10]. However, the digitization of museum funds is one of the issues on the
agenda. Such initiatives require financial resources. Of course, more can be done through certain
grand projects or with the help of sponsors.

The official website of the National Carpet Museum provides information and relevant photos
about the exposition located on the 3rd floor of the museum, as well as the jewelry fund, a virtual
tour of the museum, a photo and video gallery, and announcements of organized exhibitions [1]. It
should be noted that over the past six months, the official website of the museum has been working
intermittently, which creates problems for local and foreign tourists, as well as researchers.

One of the modern trends in museum activities is visiting museums using audio guides witho-
ut resorting to guides. In 2019, in order to organize excursions that meet modern requirements, the
Ministry of Culture purchased equipment for audio guides in various languages from the French
company ORPHEO Group for the Azerbaijan National Art Museum, the Azerbaijan National Car-
pet Museum and the Gobustan State Historical and Artistic Reserve. Currently, it is possible to tour
the halls of these places accompanied by audio guides. In the Carpet Museum, visitors can also tour
the museum with a tablet.

The official website of the State Museum of Musical Culture of Azerbaijan provides compre-
hensive information about the funds and exposition, rare pearls of the museum collection (musical
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instruments, sheet music, video collection), and relevant photo and video materials. The “Video
Guide” section of the website highlights events held in the museum itself and in its 4 branches (Per-
manent Exhibition of Folk Musical Instruments, Niyazi's Apartment-Museum, Vagif Mustafaza-
deh's House-Museum and Gara Garayev's House-Museum) and presents various plots [13].

In addition, announcements of upcoming exhibitions and events, interesting information, edu-
cational videos, and materials are published on the websites of major museums, Facebook, Instag-
ram, Tik Tok pages, and YouTube channels.

The museum that uses digital and artificial intelligence technologies the most widely is the
Azerbaijan National Museum of Art. According to the director of the museum, PhD on Art Study
Shirin Malikova, in recent years, the National Museum of Art has been implementing all exhibition
projects using digital content and artificial intelligence capabilities, as well as animation and video
projection. These tools both complement the curatorial idea of the exhibition and, in some cases, act
as an artistic value as a digital work of art. The museum implements all these projects on its own,
that is, the museum products are the fruit of the work of the Technology and Innovations Depart-
ment.

The capabilities of artificial intelligence were first used at the exhibition “Western Azerbaijan
in Our Cultural Memory,” which opened in December 2023. The exhibition presented, along with
works of fine and decorative-applied art stored in three museums of the country, the magnificent in-
teriors of the Sardar Palace in Irevan, which was razed to the ground in 1914, through artificial in-
telligence. When the palace was destroyed, some of the works and interiors that adorned it were ta-
ken to Georgia and are currently preserved in the Georgian State Museum of Art. The projection of
photographs preserved in the archives of this museum is the first example of the use of digital tech-
nologies for the restoration of an architectural space in the history of museum work in Azerbaijan.

As part of the exhibition “Vajiha Samadova 100: Pages of an Artist’s Life,” which opened in
June 2024, portraits and landscapes were animated for the first time using artificial intelligence soft-
ware, and the painting “On the Kura Bank” was displayed using the principle of animation. On a to-
uch screen placed next to the animation created by the museum’s artist Sevil Karimova, visitors co-
uld familiarize themselves with the artistic analysis of this work and photos of the sketches.

According to the concept of the exhibition “Sattar Bahlulzadeh — the wonderful tale of natu-
re”, which opened in November of that year, the use of multimedia resources was also envisaged.
For example, the world-famous artist's famous painting “Gulustan” was demonstrated in the form of
a presentation-animation, and the artist's albums were presented in electronic format via a touch
screen. In addition, the exhibition also included fragments of a documentary film about Sattar Bah-
lulzadeh.

The exhibition “Hello, Nowruz!” brings to life the elements of Nowruz: Fire, Wind, Water,
and Earth, through photo and video projections and sound effects.

QR codes are being used in the permanent exhibition of the National Museum of Art. Thro-
ugh this innovation, visitors can access the electronic catalog of exhibits and get detailed informati-
on about them. The QR code also helps to keep statistics on the most popular works, which works
and artists people are interested in, which has an impact on the preparation of future exhibition and
lecture plans.

Sharing her thoughts on the role of artificial intelligence in the development of museums, Shi-
rin Malikova said that “the fact that museum collections are accessible to everyone allows everyone
to do whatever they want with works of art. This trend is still new, it is difficult to say anything at
the initial stage. Today, we only observe that the works preserved in our collections are being wi-
dely used on social networks, “going out into the public.” The positive side of this is that with this
method we can at least increase our knowledge in this field by involving the younger generations.

YOUNG RESEARCHER, 2026, Ne3, ISSN 2409-4838 48



HUMANITARIAN SCIENCES

<>

And it is likely that some of them will want to see the work they saw on social media in person and
will visit the museum. Therefore, the popularization of collections through artificial intelligence
programs is undoubtedly possible” [17, p. 14].

Various screens and equipment have been installed at the “Musical Instruments: Unity and
Diversity” exhibition organized at the Heydar Aliyev Center, in our museums opened after restorati-
on in Shusha, and in a number of other places. However, most museums in the country have still be-
en left out of the digitalization process.

On November 8, 2025, on the 5th anniversary of the historic Victory in the 44-day Patriotic
War, the Victory Museum was opened in Baku. The 8 exhibition halls titled “Karabakh and Eastern
Zangezur. The Story of Centuries”, “The Armenian-Azerbaijani Conflict. A Glimpse into History”,
“Patriotic War of 44 Days. The “Iron Fist” Operation”, “Glorious Victory. The Liberation of Shus-
ha”, “The Heroes Walk”, “Karabakh is Azerbaijan!”, “The Restoration of State Sovereignty.
20.09.2023” and “Karabakh and Eastern Zangezur. Revival” used photo and video materials, inte-
ractive demonstrations, and exhibits specially prepared for the museum, models, LED monitors, and
materials prepared using artificial intelligence. The museum also has an Auditorium hall for organi-
zing seminars and conferences, various public events, a cafe and a library where books and research
materials on the history and cultural heritage of Azerbaijan, the Armenian-Azerbaijani conflict, the
restoration and development of Karabakh are presented. In the future, it is planned to place the ma-
terials collected about each of our martyrs, as well as documentary films about the heroes of the
Patriotic War, in the museum's database [11].

Despite its new establishment, the museum'’s official website has already been launched, whe-
re audio guides placed in each hall provide users with relevant information in Azerbaijani and Eng-
lish. A QR code has also been placed on the website to view the virtual map of the museum [16]. Of
course, work on the site continues.

In recent years, the country's major museums have expanded their virtual activities in line
with the realities created by the pandemic period. The preparation of virtual exhibitions and tours,
the activity of pages on various social networks play an important role in attracting both local and
foreign tourists to museums, which is one of the factors that increases the tourism potential of mu-
seums. However, most of our museums are poorly promoted in the international virtual space. The
official websites of the relatively small museums of the republic, especially those located in the re-
gions, are of a low standard, activity of museums on various social networks is unsatisfactory, and
many museums do not have websites at all.

In our opinion, a single electronic database of the country's museums should be created to re-
veal the current situation in this area. If information about the addresses of museums, buildings, col-
lections, events, etc., is placed here, it will make these places more accessible to the general public
and will make a significant contribution to the process of disseminating relevant knowledge. The
project “Monitoring of museum activities in Azerbaijan” that we propose can also be used to solve
this issue [2, p. 13; 3, p. 60-64].

Modern museums act as large platforms that ensure the preservation, dissemination, develop-
ment, exchange of scientific and cultural heritage, the preservation and creation of scientific know-
ledge, and the expansion of intercultural dialogue. Museums promote their activities in the virtual
space through Google, YouTube, Facebook, Instagram, and other large digital platforms. Currently,
in addition to websites, museums must have activity on social networks, because nowadays people
get information about this or that place through websites and social networks and decide to visit
them. When examining the current state of museums' activities on Internet platforms during monito-
ring, the following table can be compiled by entering individual links for each museum (Table).
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Activities of museums on Internet platforms
e |Museum |OTHCH Facebook instagram  |YouTube Wikipedia  |TikTok
.. . |https:/iwww.ti
. . [https://www.you |https://az. wiki .
National Mu- https://www.fac ps:/fwww.in tube.com/channe |pedia.org/wiki/ ktOK'CO.m./d'SC
. . . |stagram.com/n - over/milli-
seum of Histo- |http://azhistory|ebook.com/azhis o . |/UC4efIGVWG [Milli_Az%C9
1. . museumofhist az%C9%99rba
ry of Azerbai-|museum.gov.a |torymuseum/?lo - |gltbXIRASgdyH (%99rbaycan_ .
. _ oryofazerbaija - . |ycan-tarix-
jan z/ cale=az_AZ A Tarixi_Muzeyi -

n/ muzeyi
https://az.wiki
pedia.org/wiki/|https://mww.ti

https://www.you | Az%C9%99rb |ktok.com/disc
2 Azerbaijan https://www.fac |https://www.in |tube.com/channe|aycan_Milli_ [over/milli-
" |National Mu- https://national ebook.com/natio |stagram.com/n [I/UCCiZME4KI |%C4%B0nc% |inc%C9%99s
seum of Art artfnﬁseum a7/ nalartmuseum.az |ationalartmuse |yKrAngawyhlq [C9%995%C9 [%C9%99n%C
) um.az/ DQ/featured %99n%C9%9 |9%99t-muzeyi
9t_Muzeyi
https://www.in https://az.wiki
) X pe-
Azerbaijan  [VWW-azcarpet | sta NUS:/AWW.YOU oo o conwiki/A |htps:/Awvww. i
National museum.az https://www.fac |gram.com/azer |tube.com/@Aze 29%C9%99rbay |ktok com/@na
3. Currently not|ebook.com/Azer |baijanna- rbaijanNa- 0%, 59/059Thay KIOK.
Carpet . s . . can_Milli_Xal [tionalcarpet-
Museum working baycanM_|II|XaI- tionalcarpet- |tionalCarpet- %C3%A7a M Imuseum
(10.06.2026) |caMuzeyi/ muse- Museum uzevi =
um/?hl=ru y
https://www.fac . L
ebook.com/p/Za http_s M aZ'W'.IE'.
atala-Tarix- pedia.org/wi _|/
Zagatal: H_I\/Iu— g)iyar% C5%9F Zaqatala_Tari
4, [seum OFHIStO-l\ 0 o ailable  [9%6C3%BCnasl% |Not available [Not available | Not available
ry and Local CA%B1a- Diyar%C5%9
Lore muzeyi_q F9%C3%BCnas
0, 0,
1000676263761 1%C4%B1q_
80/ Muzeyi

Using this table as an example, we can analyze the relevant data for all museums in the repub-
lic. For deeper and more extensive analysis, links to pages in other languages should also be noted.
Then, the level of updating of the information posted on these pages should be analyzed, because
there are pages that are not updated for months or years. Activity on other platforms can also be ex-
amined. Based on the table we propose, the current situation in this area will be clearly revealed.

CONCLUSION

Thus, professional and proper use of digital and artificial intelligence technologies increases
the efficiency of every field, including museum activities. However, we should also note that the
widespread application of artificial intelligence technologies poses information security and ethical
problems for museums. The solution of these issues must be regulated from a legal perspective.

Therefore, while noting that museums can effectively and ethically use artificial intelligence
to preserve cultural heritage and ensure its transmission from generation to generation, as well as to
enrich the visitor experience, Turkish researchers emphasize that “artifcial intelligence should be
implemented as a supporting tool without ignoring ethical values; it should be designed inclusively
to eliminate accessibility barriers; employees should be integrated into the use of artifcial intelligen-
ce to avoid employment problems for museum employees; Data approval details should have an im-
portant place in the accurate representation of cultural heritage; social trust should be increased
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through public awareness activities; universities and technology companies should work together to
prepare society for this and contribute to the cultural heritage; the literature should be enriched not
only with qualitative but also quantitative and experimental studies” [14].

When discussing the application of artificial intelligence in interactive museum exhibitions
and visitor experiences, Chinese creative and visual design experts point out that museums should
focus on improving attractive quality elements such as personalized experiences, instant feedback,
and interactive technologies in their exhibition designs. These elements significantly enhance visitor
satisfaction and engagement. To create the most immersive environment, advanced interactive tech-
nologies such as virtual reality and surround sound should be actively implemented.

To further enhance visitor learning and cultural literacy, museums should combine expert
commentary with multilingual support. Providing multimedia audiovisual materials can enrich the
presentation of exhibits and engage visitors from diverse backgrounds. Museums should continually
optimize the content and format of exhibitions based on visitor feedback to maintain their relevance
and appeal. Innovative exhibition design methods should be employed, including elements such as
interactive games and role-playing games [8, p. 165].

All this is also relevant for museums of Azerbaijan. To understand the state of affairs in this
area in our republic, we have proposed the “Monitoring of Museum Activities in Azerbaijan” pro-
ject. Along with other questions, by completing the table we have provided, we will be able to cla-
rify the state of digitalization of museum activities in the country. Furthermore, conducting relevant
research using specific museums and their practical activities in the field of digital and artificial in-
telligence technologies is of particular importance for future development.
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BILIKLOR COMIiYYOTI VO MUZEYLOR: AZORBAYCANDA MUZEYLORIN
FOALIYYOTINDO ROQOMSALLASMA VO SUNI INTELLEKT

N.R. Cafarova

Kreativ igtisadiyyatin pargast olan muzeylar biliklor comiyyati vo biliklor igtisadiyyatinin for-
malagmasinda miithiim rol oynayir. Biz muzeylori ham madoni-dorketma turizminin, hom doa elm,
tohsil vo madoniyyotin inteqrasiyasimin torkib hissasi kimi arasdiririq. Olke muzeylori miiasir dov-
riin talablarina uygun faaliyyat gostormali vo kreativ sonayelorin parcasina ¢evrilmalidir. Muzeylor
yalniz aylonco vo modoni asuds vaxti tomin edon mokanlar deyil. Miiasir muzeylor moadani Saviyyo-
nin artirilmasi, madani va elmi irsin yayilmasi va tobligi, todris, maariflondirmo, habelo yerli shali-
nin hayat saviyyasi va sosial rifahinin yaxsilasdirilmasina yonalon tadbirlor hoyata kegirir. Mogale-
do diinyanin, o ciimlodon Azarbaycanin bir sira muzeyinds rogomsal va siini intellekt texnologiyala-
rindan istifads tocriibasina nozor salinir, bu sahodo perspektiv va tohliikalor tohlil edilir. Todgigatin
yeniliyi biliklor comiyyatinin qurulmasinda muzeylorin istirakinin asaslandirilmasi, muzey foaliyyo-
tinda ragemsal vo siini intellekt texnologiyalarinin istifadasinin imkanlari va tohliikslorinin tohlilin-
don ibarotdir. Aragdirmanin elmi va praktiki oshamiyyati miisllif torafindan toklif olunan “Azarbay-
canda muzey faaliyyatinin monitoringi” layihasi sayasinds artir. Bu layihanin hoyata kegirilmosi di-
gor amillorlo yanasi, muzey foaliyyatinin rogomsallasdiriimasi sahasinin mévcud vaziyyatini {izo ¢i1-
xararaq tohlil etmays imkan yaradacag.

Acar sozlar: ragamsallagma, siini intellekt texnologiyalar:, Azarbaycan, muzeylor, biliklor ca-
miyyati.
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OBIIECTBO 3HAHUM 1 MY3EN: HUPPOBU3ALIAA U PICKYQCTBEHHI)IFI
HUHTEJVIEKT B MY3EMHOU JEATEJIBHOCTHU B ASBEPBAUIKAHE

H.P. Ixadaposa

SBnAACh 4acTbIO KpEaTMBHON SKOHOMHUKH, MYy3€H UIPAIOT BaXHYI pojib B (hOpMUPOBaAHHU
oOuiecTBa 3HaHUKW M SKOHOMUKM 3HAHHUUA. MBI paccMaTpuBaeM MY3€U B Kaue€CTBE HEOTHEMIIEMOM
YacTU KaK KyJIbTypHO-IIO3HABATEIBHOIO TypU3Ma, TaK U MHTETPALUU HAyKH, 0Opa30BaHUS U KYilb-
Typbsl. My3eu cTpaHbl JODKHBI (YHKIMOHHPOBATH B COOTBETCTBUU C TPEOOBAHUSMHU BPEMEHH U
CTaTb HEOTHEMJIEMOM YaCTHIO KPEaTHBHBIX MHAYCTpPHH. My3en — 3TO HE TOJBKO MeCTa, KyJa Mbl
IIPUXOJUM 3a Pa3BICYCHUSAMU U KYJIbTYPHBIM JOCYIOM, 3TO TAK)KE YUPEKICHHUs, pealu3yolue Me-
POIIPUATHS, HAIIPABICHHBIC HA MOBBIIICHNE KYJIbTYPHOIO YPOBHS, OMYJIAPU3ALUIO KYJIBTYPHOIO U
HAYYHOTO HACJIeIus, 00y4eHue, MPOCBEIICHUE, a TAKXKE YIyUIICHHE Ka4eCTBa KU3HU M COIIMATIBLHO-
ro 6Jaronoiy4uss MECTHOIO HaceleHus. B cTarbe paccmaTpuBaeTcs ONBIT psAAa My3eeB, BKIOYas
HEKOTOphIe My3eu A3zepOaiikaHa, B MPUMEHEHHH HHU(POBBIX TEXHOJIOTUH M TEXHOJIOTHI HCKYC-
CTBEHHOT'0 MHTEIIJIEKTA, a TAK)KE aHATM3UPYIOTCS NEPCHEKTUBBI U YTpo3bl B 3T0M obnactu. HoBuzHa
UCCIICIOBAaHMS 3aKJII0YaeTCs B 00OCHOBAaHMM YYacTHsI My3€eB B IIOCTPOCHHUHU OOIIeCTBA 3HAHUU U
aHaju3e BO3MOXKHOCTEH M Yrpo3 MCIIOJIb30BaHMs LHU(POBBIX TEXHOJOTHH M TEXHOJOIMH HCKYC-
CTBEHHOI'0 MHTEJUIEKTAa B MY3€HHOU AesTesnbHOCTH. HaydHas v npakTudeckas 3HaYMMOCTh HMCCIIe-
JIOBaHUS MOBbIIIAETCS Oxaroaaps MpeioxKeHHOMY aBTOPOM IPOEKTY «MOHUTOPUHT My3eiHOH Jie-
ATEIbHOCTU B A3epOaiijykaHey, MOCKOIbKY pealn3alus IpoeKTa, IOMUMO IIPOYEro, O3BOJIUT BbI-
SBUTB Y [IPOAHAIU3UPOBATh COCTOSIHUE Cephbl HUPPOBU3ALMU B MY3eHHON AEATEIBHOCTH.

KioueBrble ciioBa: yugposuszayus, mexrHonro2uu UCKYCCMEeHHO20 unmellekma, Azepbaii-
0oicam, myseu, 00uecmeo 3HaHUL.
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