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These are exceptional times. Measures to control 
the coronavirus crisis are causing a major sea-
change in how we go about our social and  
business lives.  
 
This white paper looks at the challenges posed  
to cultural continuity by the closure of arts and 
events venues caused by the need for social  
distancing and the containment of COVID-19.

Exceptional times require exceptional measures. 
This white paper will go on to propose the use 
of Virtual Reality (VR) technology as a means of 
transforming the way we interact with art and 
culture whilst conforming to the proscriptions we 
need to live and work within.  
 
This it will do by giving real use case examples 
showing how VR can work successfully in this 
lockdown regime, and how solutions for continuity  
through the coronavirus times will not just still  
be applicable when the crisis is over, but are  
an enhanced way to experience art and culture  
in the future.

The Problem: No Events,  
No Attendees, No Revenue.

The coronavirus restrictions are affecting art and 
culture world-wide. Art galleries, museums and 
concert halls are in lockdown. Events such as the 
Leipzig Book Fair and the Venice Biennale are being 
cancelled or indefinitely postponed. Music festivals 
and band tours have been abandoned. Film and TV 
productions are being put on hold1. Pope Francis even 
had to give his traditional Easter Message from an 
almost empty St Peter’s Basilica2.  

Whilst the pandemic grips the world, social distan-
cing measures and travel restrictions are precluding 
gatherings of people to share cultural experiences. 

Ironically this is just at the time when we would 
normally look to culture to lift up our spirits and take 
us out of our isolation. Closed venues and reimbursed 
ticket sales are meanwhile impoverishing individuals 
and businesses; musicians, artists, gallery owners, 
performers and actors, trade show organizers, tourist 
hot-spots … a whole industry is in financial crisis and 
there will inevitably be casualties who cannot adapt 
or do not have the resources to sit out the storm.
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The Solution: Virtual Reality and Arts 
& Culture – A Perfect Match

Fortunately, technology can offer alternative ways of 
experiencing art and culture than actually physically 
being there. 

Pope Francis’ Easter Message was streamed live  
on Facebook to millions around the world3. Also on 
Easter Sunday 2020, opera singer Andrea Bocelli 
sang a premiere performance of ‘Music For Hope’ 
from a deserted Duomo de Milano which was broad- 
cast live on YouTube and has since had 36 million 
views4. These are good ways of experiencing live 
events, but they use old media where you are after  
all just looking at a screen.  
 
A quantum leap in experience would be if you could 
feel like you are actually in St Peter’s Basilica or the 
Duomo de Milano to experience an event, and this 
you can do by using VR. 

Virtual Reality creates an artificial environment for 
the spectator – though oftentimes it replicates a real-
world environment. 

Through the use of VR headsets that feed stimuli into 
their eyes and ears, users are given an interactive, 
360° 3D experience that feels like they are actually  
in this virtual world. 

Art and culture of any kind are by their nature expe-
riential and emotional things. VR is the ideal medium 
for interacting with a cultural event.  
 
Static images or live-streamed videos can go only so 
far in catching your audience‘s attention. But with VR 
you place the viewer inside an alternate reality that 
you have created especially for them. 

In this virtual world, spectators can experience and 
interact with their virtual surroundings, almost as  
they would in the real world. This empowerment of 
engagement raises the viewer´s experience to an 
emotional level and flood their senses in a way no 
passive image or video stream can match.
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Examples of How to Use VR for  
Arts and Culture 
 
This white paper will now describe real case exam-
ples of where VR has been successfully deployed to 
provide an enhanced cultural experience remotely.

Virtual Museum: Telekom’s exhibition across 
three German Museums

It would be tough to physically visit an exhibition 
such as this, spanning three cities. Being an initiative 
sponsored by Deutsche Telekom and supported by 
the Kunstfreunde Museum Bonn and VRdirect, visitors 
were offered Oculus Go headsets that could teleport 
them from say the Jetzt! exhibition in Bonn to other 
works by young artists at the concurrent Jetzt! exhi- 
bitions in Wiesbaden and Chemnitz. 

Using VR, visitors were able to walk around the 
galleries of museums in cities hundreds of kilometers 
away, viewing the works in their collection, making 
the Jetzt!´ exhibition span Germany and yet be in  
one place. 

1

Best Case: Telekom’s exhibition across three German Museums

In 2019 three German museums collaborated on a project to present the current state of the medium 
of painting in all its forms. Their project ‘Jetzt! Junge Malerei in Deutschland’ ( ‘Now! Painting in  
Germany Today’) aimed to serve up a cross-section of the exciting artistic creations by young painters 
working in Germany right now. The Kunstmuseum Bonn, the Museum Wiesbaden and the Kunst-
sammlungen Chemnitz – Museum Gunzenhauser exhibited 500 works by 53 artists at each of their 
locations5. 

  Further reading: https://blog.vrdirect.com/telekom-and-vrdirect-give-art-lovers-access-to-a-vr-mu-
seum

The sensation of actually standing in front of works  
in a remote location was further enhanced by projec-
tions of details about the artist and their painting.
 
This is an example then of a proof of concept that art-
works left hanging unseen in locked-down buildings 
can be brought to life and admired (or not, depending 
on your taste) in a virtual museum that knows no 
physical boundaries.  
 
With VR you can experience the power of art without 
leaving your place of self-isolation.  
 
Furthermore, effort put into creating a project like  
this today, will continue to provide an exciting  
virtual space for art-lovers to explore when corona-
virus restrictions have been lifted.

https://blog.vrdirect.com/telekom-and-vrdirect-give-art-lovers-access-to-a-vr-museum
https://blog.vrdirect.com/telekom-and-vrdirect-give-art-lovers-access-to-a-vr-museum
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Virtual Museum: Virtual opening of a  
special exhibition

It’s not only art galleries that can benefit from allow-
ing people to explore their collections using VR, the 
same principle is just as valid for museums, galleries 
and exhibitions.  

Museums are important repositories of historical  
artifacts that attract thousands of visitors a year. 
They are often on the itinerary of any new visitor to 
a town who wishes to get to know the place, or a 
source of information about an industry with plenty  
to satiate the curiosity of any technophile.  

With immersive 360° VR, exhibition spaces can be 
created to tell a story or explain the development of 
a technology. Indeed, it is a lot easier to curate an 

2

Best Case: Virtual opening of a special exhibition

A recent project showcases perfectly how well VR can work in the context of museums. Commissioned 
by German public broadcaster RBB, our partner agency IntoVR created Virtual Reality tours through 
the Deutsches Technikmuseum’s special exhibit “Architectura Navalis”. Using the VRdirect platform, 
they were able to launch the VR experience within less than two days across various channels,  
including RBB’s website, Facebook profile and their YouTube Channel6. 

exhibition in virtual reality rather than actually gather 
together physical objects in a real exhibition hall. 
 
A visitor can move around a virtual museum of their 
own free will and stop and examine objects that inte-
rest them. Or they can have a personal virtual curator 
guide them around. Interactive exhibits, text pop-ups, 
sound-clips and explanatory videos can be added to 
enrich the visitor’s experience. 

All of this is done without breaching social distancing 
or travel rules and can be accessed outside museum 
opening hours from anywhere in the world. 

Consequently, effort invested in keeping a museum 
going through the pandemic will still be valuable  
assets when the crisis is over.

VR is powerful media for museums to use in order to 
fulfill their brief of educating and informing at a time 
of lockdown and beyond. Just consider the benefits:

    It’s easy to produce  
The whole idea of having to produce VR-ready 
content, develop a Virtual Reality app and rolling 
it out to different devices can be a bit intimidating. 
But it’s not as complicated as you might think.  
 
With the right software, creating captivating VR 
experiences can be done with no Software  

Development skills at all. All you need is to produce 
high-quality 360° images or videos and you’ll be 
good to go in no time.  
 
You might suspect that the whole process requires 
a lot of preliminary work, but it is actually possi-
ble to create great VR experiences within a short 
period of time.  
 
As mentioned above, the RBB project took less 
than two days to complete, including launch.
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    Flexible and global distribution  
Using a platform like VRdirect gives you all pos-
sibilities to share and distribute your VR project: 
From embedding the project in any give website to 
using the VRdirect app, which is available for iOS, 
Android and Oculus, as well as having your own 
VR app is everything possible. All managed and 
controlled by you.

    Cost efficient  
With VR, you are able to digitally reproduce your 
showrooms and exhibition halls as they currently 
are. You don’t need sophisticated preparations, 
costly equipment or extensive know-how to get 
started right away.  
 
Based on a flexible licenses model, setting up VR 
projects does not require large budgets anymore.

Further reading: https://www.vrdirect.com/blog/use-
case/virtual-reality-the-perfect-alternative-for-muse-
ums-during-lockdowns/

LICHTER Film Festival Frankfurt International3
The current situation poses enormous challenges for 
trade fairs, conferences and cultural events. Events 
that should have taken place in Spring 2020 have 
been cancelled after months of often cost-intensive 
preparation time, with ticket sales reimbursed, stage 
builders and caterers left without work, and amazing 
artistic creations abandoned unseen. 

But despite the enormous challenges that organizers 
have to face today, we keep seeing great examples 
of where alternatives are being put in place in the 
shortest possible time. 

For example, the LICHTER Filmfest Frankfurt Inter-
national7 which this year takes place between 21 and 
26 April in Frankfurt and the Rhine-Main region. 

This year, after a team-up with VRdirect, the finalists 
can be viewed online on multiple devices whether on 
the PC, via mobile phone or on VR glasses.  

Best Case: LICHTER Film Festival Frankfurt International

For 2020, the 13th LICHTER Filmfest Frankfurt International will take place as a totally online festival, 
with its program of German and international films streamed online during the festival dates.  

Also as part of the festival are the five finalist films of their Virtual Reality Storytelling Award compe-
tition, chosen from over 70 submissions. LICHTER has been presenting a worldwide competition for 
360° VR films every year since 2017. 

Its focus lies on innovative 360° VR films that explore the possibilities of the medium and test new  
narrative concepts. 
 

For a limited period they can also be downloaded and 
viewed in the VRdirect app. 

For some years now, renowned film festivals have 
been expanding their programmes and competitions 
to include a VR section of their own, offering viewers 
the opportunity to immerse themselves in virtual 
worlds. 

VR is a film medium that transcends the social  
distancing and closed cinemas of the coronavirus 
restrictions, and will surely become more and more 
popular in the future as film makers explore its  
possibilities.

https://www.vrdirect.com/blog/use-case/virtual-reality-the-perfect-alternative-for-museums-during-lockdowns/
https://www.vrdirect.com/blog/use-case/virtual-reality-the-perfect-alternative-for-museums-during-lockdowns/
https://www.vrdirect.com/blog/use-case/virtual-reality-the-perfect-alternative-for-museums-during-lockdowns/
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Outlook – What Else Is Possible?4
This white paper has given examples of three areas 
that VR can help the arts and cultural organizations 
to keep them going through the coronavirus crisis and 
beyond: art galleries, museums and film festivals.  

There are plenty of other areas in which VR can be  
of great help. For example, invite visitors to a virtual 
concert or opera, or to be a member of the audience 
at a play production, or to take a walk through an 
outdoors sculpture park, or to take a guided walk 
around a historical Schloss. 

The enriching experience of cultural tourism can  
also be offered using VR. For example VRdirect have  
worked with Germany’s public international broad-
caster Deutsche Welle on an exciting project that 
allows users to discover several German UNESCO 
World Heritage Sites.
  
Further reading: https://www.vrdirect.com/blog/use-
case/discover-german-unesco-world-heritage-sites-
as-an-immersive-experience/ 

The only barrier to what you can do with VR to  
continue promoting the arts and culture is the limits  
of your imagination.

https://www.vrdirect.com/blog/use-case/discover-german-unesco-world-heritage-sites-as-an-immersive-experience/
https://www.vrdirect.com/blog/use-case/discover-german-unesco-world-heritage-sites-as-an-immersive-experience/
https://www.vrdirect.com/blog/use-case/discover-german-unesco-world-heritage-sites-as-an-immersive-experience/
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Use any 360° camera to shoot and film new 360° 
content or use existing 360° material.

Sign up for free on www.vrdirect.com and 
download the VRdirect Studio.

Create and preview the Virtual Reality projects  
using the VRdirect Studio. Easily add interaction,  
text, sound, images and videos.

Once the Virtual Reality project is ready, choose  
a license in the VRdirect User Portal to distribute  
it to the world.

Publish the Virtual Reality project and share it  
with all audiences via the VRdirect App and/or  
directly to any website.

Step

01
Step

02
Step

03
Step

04
Step

05

Interactive 360°/VR projects made 
simple: The VRdirect Platform 
 
The key question for people in the arts and culture 
sector now is how do you go about introducing VR  
to keep your institution going within the coronavirus 
restrictions? The first step is always the hardest, but 
the good news is that an easy-to-use solution is  
available to help you get started.

 
The VRdirect platform allows anyone to create and 
publish Virtual Reality projects without any expert 
skills. Whether you want to create a VR 360° tour of 
a museum, or create an art exhibition in immersive 
3D, just follow the following 5 steps to develop and 
publish your very own Virtual Reality experience:
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Ready to take your exhibition to  
the next level with immersive 
VR applications? You can find more  
information at www.vrdirect.com 
or contact us at 

+49 89 244 16 464
contact@vrdirect.com 

Companies should pay attention to 
this when starting VR:

    A clear focus on concrete use cases prevents  
companies from wanting too much at once  
and stops projects from becoming unnecessarily 
complicated.

    For the technology to become established,  
the departments must be able to create VR  
applications autonomously. This requires  
user-friendly and easy-to-use solutions.

    The VR applications should be compatible  
with a wide range of devices and be available  
at all times.

Conclusion
 
These are tough times for all of us, particularly if you 
rely on revenue by the number of visitors through your 
doors or event ticket sales. 

The hard fact is, there aren’t going to be any physical 
visitors for a while, and even when lockdowns are  
lifted, people are still going to be socially distancing 
and not be as enthusiastic for going where there 
might be a crowd. 

The good news is that you can still attract virtual  
visitors though, and by using the VRdirect platform 
you can very quickly create VR projects that will get 
you noticed and be valuable assets for years to come. 

Creating a virtual experience using the VR Studio 
is simple enough that it can be done whilst home-
working, and will give your employees a stimulating 
project.  
 
The time to get into VR is definitely now.  
 
Don’t waste the time you have whilst the world  
rapidly changes around you.

http://www.vrdirect.com
mailto:contact%40vrdirect.com?subject=White%20Paper%20-%20VR%20for%20Arts%20%26%20Culture
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WHAT’S NEXT?
Visit us at vrdirect.com and get creative today!

Download the VRdirect App for a selection of  
already published experiences.

Contact us
+49 89 244 16 464
contact@vrdirect.com
www.vrdirect.com

Follow us
facebook.com/VRdrct
linkedin.com/company/vrdirect
twitter.com/VRdrct
bitly.ws/9qR5
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