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摘要 

本研究欲立基於後現代體驗經濟、休閒市場與體驗文化觀光之脈絡下，探索

不同類型博物館所塑造之體驗本質及其作為一休閒選擇之競爭力，並由此宏觀審

視該類型博物館體驗與當代文化、社會和觀光重要議題之有機聯繫與相關意涵，

以作為相關從業人員與政府單位之借鏡和後續類似研究之參考。有鑑於此研究目

標，本研究以素為博物館政策與實務先驅之英國為標的，挑選近期成功以文化導

向都市再生的典型後工業城利物浦為多重個案研究背景，運用直接觀察、館方與

遊客訪談、文獻分析，來研究三間位置鄰近、皆聚焦於城市文化遺產、但經營使

命、展覽主題與詮釋手法各異的博物館－默西賽德海事博物館(Merseyside Maritime 

Museum)、利物浦博物館(Museum of Liverpool)與披頭四故事館（Beatles Story），

希冀以其相關實務現況回答如下三項研究議題： 

 博物館形塑之體驗為何？又博物館作為休閒選擇之遊客認知為何？ 

 博物館體驗如何體現寓教於樂的概念？ 

 博物館體驗如何影響文化認同和目的地意象？ 

本研究發現，博物館體驗之調性、價值與意涵乃共同取決於博物館之本質、

定位、使命與遊客之背景、興趣、動機。由休閒角度來看，遊客對博物館之心態

乃奠定於博物館需兼具休憩與教育意義之隱含期望下，而個人認知之成本與效益

將影響博物館參訪之成行和滿意與否，並與個人因素、休閒行程規劃及博物館聲

譽相關；廣義而言，博物館現仍非首要休閒偏好。從供需立場出發，博物館體驗

則可歸類為人性化、傳統性、感官性供給，及情感性、中間性、休閒性需求；其

中以人性化供給最能因應不同類型體驗需求、達致寓教於樂之平衡、並最具文化

認同與目的地意象之影響力，從而最積極發揮文化、社會與觀光之正面外溢效應。 

關鍵字：博物館、體驗、休閒、寓教於樂、文化認同、目的地意象 
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Abstract 

Founded on the contexts of the postmodern experience economy, leisure market 

and experiential cultural tourism, this research firstly probes into the essence of 

experiences shaped in different types of museums and their competitiveness as a leisure 

option, thereby holistically clarifying the organic connections between them and 

contemporary issues in the fields of culture, society and tourism.  It targets at the 

post-industrial city Liverpool in light of its unique urban evolution and rapid tourism 

growth, picking out three critical cases—the Merseyside Maritime Museum, the 

Museum of Liverpool and the Beatles Story which all center on urban heritage, yet offer 

distinct experiences in close proximity, hence allowing an empirical insight into the 

research questions below: 

What kinds of museum experiences are shaped, and how are they perceived as a 

leisure option? How does the concept of “edutainment” manifest in such experiences?  

How do such experiences affect cultural identity and destination image? 

The findings suggest that a museum experience hinges on the essence of both an 

experience delivery and its receipt, and museums are still not perceived as top leisure 

priorities.  Museum visitors implicitly hold an expectation of “educative leisure”, and 

their perceived cost and benefits affect the decision and satisfaction of a museum visit.  

Moreover, three types of museum experience supply and demand are recognized in the 

case study: Traditional, Sensational and Humanist Supply as well as Emotional, 

In-between and Recreational Demand.  The Humanist Supply appears to best satisfy 

various demands and create the optimal cultural, social and tourism impacts.   

Keywords: Museum; Experience; Leisure; Edutainment; Cultural Identity; 

Destination Image   
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1 Introduction 

1.1 Research Motivation and Aim 

Due to the historical development and traditional responsibilities, museums have 

been implicitly preconceived as elitist and exclusive institutions that academically 

preserve and statically display artistic, scientific, cultural or historic objects, and 

therefore are more physically and intellectually accessible to the middle and upper 

classes.  Such preconception still generally exist, even though museums have 

attempted to open their doors to the public by means of a series of revolutions, such as 

the symbolic democratization through the establishment of the Louvre Museum in the 

late 18
th

 -century France (Henning 2006) as well as the proliferation of public museums 

for social management in the late 19
th

 and early 20
th

 centuries (Hill 2005).  Up to date, 

according to the International Council of Museums (2007), museums have come to be 

expected as “a non-profit, permanent institution in the service of society and its 

development, open to the public, which acquires, conserves, researches, communicates 

and exhibits the tangible and intangible heritage of humanity and its environment for the 

purposes of education, study and enjoyment”.  Such statement connotes a much greater 

potential that museums may realize beyond their conventional roles, for example, a 

unique cultural mentor who passes down the significance of heritage for generations or 

an open community center which facilitates social interaction and cohesion. 

From the angle of tourism, owing to the inclination of the postmodern experience 

economy, museums’ innate position of creating a spiritual experience readily enjoys a 

distinctive position in the current tourism market, particularly in consideration of the 
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emerging experiential cultural tourism which embraces objected-centered appreciation 

as consumption and insight-gaining (Prentice 2001).  In addition, the growing 

recreational tendency in contemporary society has started gearing many museums from 

traditional cabinets of curiosities toward attractive open space blended with interactivity, 

high technology, and eye-catching aesthetics in the hope of more national and 

international audience.  This transformation is critically substantial in terms of 

museums’ competitiveness in the fierce competition for tourists between various leisure 

options, especially in a time that tourism has become a major source of economic 

income for cities.  The existence of impressive museums can not only enhance the 

cultural aura of a city as a tourism destination but also diversify the traditional tourist 

product offer, thereby providing a golden opportunity for increased tourist influx.   

In short, under the current circumstances, museums may greatly benefit the 

tourism sector and thus the economy of a place, besides accomplishing their cultural 

and social missions; however, whether they could achieve these results relies first and 

foremost on their capability of offering an engaging experience through their contents.  

In view of such, this research decides to focus on museum experiences, starting from an 

in-depth clarification on how they are shaped through cognitive dialogues between 

different types of museums and their visitors, then proceeding to a further evaluation of 

relevant implications for the important issues in the realms of culture, society and 

tourism.  The exploration basically divides into three major research questions as 

below for the sake of an empirical insight into the related effects of a museum 

experience (for the research conceptual map, see Fig. 1.1): 

 What kinds of museum experiences are shaped, and how are they perceived as 

a leisure option? 

 How does the concept of ‘edutainment’ manifest in such experiences? 
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 How do such experiences affect cultural identity and destination image? 

 

 

Fig. 1.1 The research conceptual map 
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1.2 Research Cases 

In order to probe into the dynamics of museum experiences in real-life settings 

through closely describing and interpreting the related events (Simons 2009), this 

research targets at the United Kingdom since it has been internationally recognized as 

one of the pioneering countries in the museum practice, establishing many innovative 

measures, such as the free entry of public museums and galleries since 2001 for social 

inclusion as well as the arm’s-length management of public cultural institutions.  To 

look further, Liverpool is particularly worth attention by virtue of the fact that it is a 

typical post-industrial city suffering long from serious social and economic decline and 

now has gradually transformed into one of the chief tourism destinations in the UK 

because of its culture-led urban regeneration schemes (see Appendix I).  It has been 

inscribed on the World Heritage List by the UNESCO since 2004 due to its unique 

position and unparalleled achievements in the British maritime history, and the museum 

complex (see Appendix II), located on its revitalized Albert Dock, has become one of 

the principal tourism attractions, drawing a large number of local, national and 

international visitors which can serve as a useful resource for museum audience studies.   

Given that the purpose of this study is to acquire an essential understanding into the 

formation of museum experiences, their status in the leisure market and influences on 

edutainment, cultural identity and destination image, the Merseyside Maritime Museum, 

the Museum of Liverpool and the Beatles Story are selected to satisfy such research 

need, because they are all situated in the historic dockland and distinctively represent 

Liverpool’s cultural heritage with their permanent exhibitions —the first illustrates 

Liverpool’s peculiar maritime history from the 19
th

 century (see Fig. 1.2); the second 

reflects the city’s global significance through its geography, history, culture and people 
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(see Fig. 1.3); and the last chronologically tells the story of the renowned native rock 

legend and operates at two sites of the Liverpool waterfront (see Fig. 1.4).  Though all 

founded upon the significant cultural assets of the city, these three museums 

respectively signify three types of museum operation attributed to their exhibitory 

themes, ownership, missions, and approaches of presentation and interpretation which 

altogether result in a provision of three kinds of museum experiences.  

 

 

 

 

 

Fig. 1.2 The Merseyside Maritime Museum 
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Fig. 1.3 The Museum of Liverpool 

 

Fig. 1.4 The Beatles Story Albert Dock (left) and Pier Head (right) 
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As for the rest of the museums in the cluster, they are by contrast less place-specific 

and thus less eligible for the research objective: the Tate Liverpool focuses on the 

contemporary artworks across the globe; though both nested in the building of the 

maritime museum, the International Slavery Museum holistically explores the evolution 

of transatlantic slavery, its profound impacts to relevant people and regions, and current 

issues of human rights while the UK Border Agency National Museum centers on the 

role of the British customs and tax department.   

In sum, the characteristics of the chosen cases allow an in-depth investigation into 

various layers of correspondences between museums and their visitors in generating 

museum experience and therefore are able to bring out key findings for the research 

aim.  
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1.3 Expected Research Contributions 

  Generally speaking, museum-based research tends to highlight the centrality of 

learning to the motivations behind a museum visit while tourism-related one emphasizes 

more on the social and recreational dimensions of the “day out”.  This study, different 

from most academic investigations going deep into a single realm, attempts to put an 

interdisciplinary effort into both contemporary museum practices and cultural tourism 

concepts in the hope of a more contextual panorama of a museum experience.  It 

conducts unusual parallel explorations into museums and their audiences mainly based on 

interviews and direct observation, rather than utilizing a single perspective or 

second-handed data common in existing studies which in turn generate relatively limited 

or non-immediate results (e.g. Chang 2007, Chhabra 2008, Tsai 2008, McIntyre 2009, 

Morgan et al. 2009, Wang 2009, Liu 2010). 

As such, it would comprehensively distinguish a typology of museum experiences 

from the three critical cases in order to build a reasonable understanding of the flows in 

the interactive mechanism of experience creation.  Based on this typology, it would 

holistically assess the competitiveness of museums in the leisure market and the 

connections between museum experiences and edutainment, cultural identity and 

destination image so as to identify relevant causality.  The results may work as inspiring 

references for the public authorities and museum practitioners to know better how to 

effectively deliver a museum experience to the target audience as well as how to 

broaden and diversify museum value in order to positively make more profound impacts 

on society, culture and tourism of a city. 

  To speak of the selected cases, the historical and cultural richness of Liverpool 

allows this research to empirically address the proposed issues by investigating three 
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distinct types of museums which all center on important urban heritage yet offer 

divergent experiences in close proximity.  Moreover, such proximity extends the 

possibility to find interviewees who have visited at least two of the three cases, and 

Liverpool’s position as a major international tourist city in the UK also facilitates the 

search for visitors of diverse backgrounds.  These features together decrease the 

external variables and conceptually help this study to make necessary comparisons on a 

common ground, which may result in a more reliable contribution to relevant 

knowledge and theory enrichment for the birth of meaningful museum experiences. 
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2 Literature Review 

2.1 Research Context 

2.1.1 Experience Economy, Experiential Cultural Tourism and Museums 

Since the early 20
th

 century, the evolution of the social, cultural, political and 

economic climates have gradually transformed the nature of the economy from a base of 

industrialized mass production, to a focus on service and information, and currently to an 

emphasis of staging intangible experience as the main ground of value creation (Pine & 

Gilmore 1999, Timothy 2011).  This so-called experience economy aims to engage 

consumers to establish a personal memorable event in order to satisfy the “experience 

hunger” which marks the postmodern mentality eager for “expanding its repertoire of 

experiences” (MacCannell 1976).  In virtue of its potential in adding diversity and 

uniqueness, culture has been recognized as the most essential raw material for experience 

generation while entertainment and tourism have stood at the forefront of the 

development of the experience economy.  As such, the motivation of experiencing 

novelty and difference has driven the increased growth in cultural tourism as an option of 

leisure activities.  To service providers and site managers, the key lies in the creation of 

an absorbing “story” attached to an attraction for the sake of “enchantment of the 

consumer”, a diversion from reality, and thereby a satisfactory experience which could 

capture the spending power of the mobile consumer (Richards 2001a).  From the stance 

of public governance, the provision of cultural experience has become one of the critical 

regional development strategies, especially in reduced circumstances of declining 
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traditional income sources (Richards & Wilson 2006).   

That being said, experiential cultural tourism has emerged accordingly and become 

increasingly popular among tourists and tourism operators.  It centers on providing 

authentic, emotional and spiritual experiences, which allows a cultural understanding as 

an insight rather than a fragmentary accumulation of cultural objects in traditional mass 

tourism (Hinch et al. 1999, Chhabra 2008).  On the other side, this tourism form also 

corresponds to the postmodern desire which wishes to inform meaning as well as 

illustrate social tastes and lifestyle choices by means of the collection of experiences as an 

expression of personal identities (Hughes 1998, Prentice 2001).  

If one looks at museums from the tourism perspective, there emerges interesting 

correlations between these two distinct practices: museums have long served as 

surrogates for inaccessible places because of their function as a sort of time-space travel 

through the past, present and future by exhibiting original and authentic collections, 

which to some extent echoes to the concept of tourism as another sort of time-space travel 

occurring in a specific venue at a specific moment for experiencing something original 

and authentic.  From the museological point of view, tourism today actually attempts to 

create a new cultural geography based on what one wishes to see and to make a place into 

a bounded one with a vast typology of things to appreciate.  Experience, in the 

aforementioned context of the experience economy, has become a ubiquitous term in both 

tourism and museum marketing, which connotes an engagement of the senses, emotion 

and imagination.  In reality, museums need visitors, and the tourism industry, better than 

any other sector of the economy, can spontaneously deliver a multitude to their doors.  

Moreover, the number of visitors determines the total disposable income of a museum, 

and tourists generally bring much more revenues than a relatively small proportion of 

repeat or local visitors (Kirchenblatt-Gimblett 1998).  
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Considering these circumstances, this research, different from conventional 

museum studies, would like to examine museum experiences on the premise of 

experiential cultural tourism in the experience economy in order to establish an 

interdisciplinary theoretical contribution in the fields of both tourism and museology.  

 

2.1.2 Museums in the Postmodern Leisure Market  

Globalization has resulted in a de-differentiation of culture, tourism and leisure.   

Tourists are turned into eclectic consumers who can accommodate a wide variety of 

holiday patterns, and cultural attractions now have to compete with theme parks, cinemas, 

and shopping centers (Richards 2001a).  On the other hand, as Timothy (2011) argues, 

the characteristic “time squeeze” of postmodern societies has made people dedicate most 

of their time to work, study and other life responsibilities, leaving little space for leisure 

pursuits.  Consequently, nowadays people favor face-paced recreational activities rather 

than slow ones.  The investment of time and money as well as the importance attached to 

the activity has become two important considerations in leisure-time decision-making 

(Falk & Dierking 1992).  In other words, tourist experiences are increasingly transient 

owing to the impulse to see “everything” in limited time (Prentice 2001), particularly 

with an implicit calculation of the costs and benefits from any given leisure choice.  

Museums, stereotyped as cathedrals of culture that require time and effort into the 

contemplation of their collections, have therefore fallen back in people’s leisure priorities 

in many cases.  In fact, a survey conducted by Boomerang! (1998 cited in Black 2005, p. 

80) indicates the top three external activities participated most frequently are going to 

restaurants and cafes (66%); exercising and playing sport (64%); shopping for pleasure 

(59%) whereas visiting museums only makes up 5%.  To look into the behaviors of the 
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museum audience today, except serious cultural enthusiasts, many visitors only rush 

around the exhibitions or simply look at the displays which interest them most.  In some 

destinations, a museum visit even works only as a symbolic act for tourists to demonstrate 

their “conquest” of a must-visit venue or their implicit cultural capital (Timothy 2011).     

According to PLB Consulting (2001), the key barriers to museum visiting are among 

a perception of irrelevance; a lack of time, awareness or specific facilities; poor physical 

access to and/or at the site; a lack of intellectual, social and/or cultural access; a sense of 

cultural exclusion; feeling unwelcome; and costs of entry.  However, in comparison to 

the general “depthless” leisure experiences which are short of an intellectual commitment 

due to their adaptable responses to the rapid change and rejection in contemporary society 

(Rojek 1995), museums distinctly offer the public rich, multidimensional, sensory 

experiences with rare, authentic objects, along with their professional research, 

knowledge, and interpretation behind (Kotler et al. 2008).  They possess innate 

educational, social and cultural value in enhancing people’s lives as well as in an 

understanding of unfamiliar cultures and viewpoints (Resource 2001).  Museums 

therefore could present themselves as quality leisure destinations by emphasizing that 

they “add value” to an outing through these positive attributes which differentiate 

museums from other forms of leisure outing (Black 2005).  

As a matter of fact, in response to the increased leisured lifestyle, many museums 

have shifted their positioning from authoritarian “factories of meaning” (Rooijakkers 

1999) which only produce one-dimensional, uncontested and grand narratives, toward 

empathetic workshops which assist the keen audience to enjoy museum experiences by 

attempting to cater for their pursuit of variety during a leisure outing (Richards 2001b, 

Black 2005).  The hope is to meet the postmodern longing for an escape from the ennui 

and stress of everyday routines, de-authentication of lifestyles and loss of a meaningful 
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self-existence (Brown 1995, McIntyre 2007).   

Given that museums must compete for their audience and resources against other 

leisure activities, particularly in a time when there are also too many museums and 

heritage attractions with new ones still opening (Black 2005), not to mention that the 

majority of museum visitors come during weekends and vacations (Falk & Dierking 

1992), this research cannot evaluate museum experiences without a necessary touch to 

the context of the leisure market; therefore, it also examines museums’ perceived status as 

a leisure option in its field investigation.  

 

2.1.3 Museum Interpretation and Presentation 

As museum interpretation and presentation are highly associated with museum 

missions and objectives as well as influential to visitors’ perceptions of experiences, a 

substantial awareness of these two aspects could enable this study to concretely infer the 

characters of the cases and provide more in-depth feedback to the research aim.  To start 

with the former, according to the International Council on Monuments and Sites (2007), 

interpretation denotes “the full range of potential activities intended to heighten public 

awareness and enhance understanding of cultural heritage site”.  It is an educational 

practice which aims to reveal and communicate the meanings of cultural heritage in their 

broader historical, political and socio-economic context (Tilden 1977, Ivanovic 2008).  

To put it otherwise, it organizes a particular set of relations between visitors and the 

exhibited in such a way that the latter serves as a route for the former to reach the invisible 

significance worth passing onto generations yet to come (Bennett 1995, ICOMOS 2007).  

Moreover, in consideration of the increasing visitor orientation among museums today, 

Black (2005) proposes an alternative approach to defining interpretation based on an 
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equal partnership between a museum and its visitors, and here a museum visit is regarded 

as a journey where three-way conversations between the museum, audience and 

collections occur.  Interpretation in this sense seeks to elicit a response through the 

following methods: direct visitor contact and involvement; a mix of the senses and 

emotions; building on previous experience, skills and knowledge; encouraging questions 

and extrapolations of meanings from fragments; and visitors’ construction of personal 

meanings.  This sort of interpretation offers visitors opportunities to explore exhibits for 

themselves and reach their own decisions, which is in turn more likely to present various 

points of view, rather than single arguments and simplified facts which do not allow an 

individual perspective.   To speak of the development process of interpretation, every 

stage is contributory to the overall effect that an exhibition can reach as shown in Fig.2.1  

 

On the other hand, presentation signifies “the carefully planned communication of 

interpretation content through the arrangement of interpretive information, physical 

access, and interpretive infrastructure at a cultural heritage” (ICOMOS 2007).  It 

includes the frontline staff, accessibility, external and interior design of a site, how the 

exhibited objects are themed, selected and categorized as a representation of cultural 

heritage, relevant interpretive media, and so on (Timothy 2011).  Traditionally speaking, 

Fig. 2.1 The development process of interpretation (Black 2005) 
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many long-established museums adopt a didactic presentation (see Table 2.1) where 

curators break the conveyed information into digestible fragments arranged in a logical 

order, and visitors unquestioningly absorb them in the intended manner (Black 2005).  

Even integrating modern display media, this sort of design is often mono-experiential and 

unable to meet the diverse learning styles of visitors.  The information it contains is 

normally closed and hard to encourage deeper reflections.  In view of such shortcoming, 

Hein (1995) suggests a constructivist approach by which visitors are provided a palette of 

interpretive methods reflecting various learning preferences and opportunities to 

construct knowledge and their own meanings, regardless of whether they match the 

intended results promoted by the curator staff (see Table 2.1).  The subject matter 

presented in this design is about concepts instead of facts.  The reason behind is to help 

visitors build new meanings based on existing experiences; they will be required an 

understanding of the whole as well as of parts, and parts must be understood in the 

context of the whole (Black 2005). 

  

Table 2.1 Didactic and Constructivist Presentation (Black 2005) 

Presentation Features 

Didactic 

 A direct visitor route, with a clear beginning, defined sequence and specific end 

 A breaking down of content into a logical order, delivered in “bite-sized” pieces 

 A hierarchy of content 

 A didactic provision of information 

 Structured educational use based around an on-site “classroom” and worksheets 

seeking written answers to specific questions 

Constructivist 

 Many entry points, no specific path, and no beginning and end 

 A wide range of active learning modes 

 A juxtaposition of multiple viewpoints  

 Visitors can connect with objects (and ideas) through a range of activities and 

experiences that utilize their life experiences 
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From the visitor’s perspective, it has been observed that the majority of visitors 

actually do not follow the exhibition content step-by-step, detail-by-detail, in the 

systematic manner encouraged by the layout.  They prefer to create their own personal, 

exploratory routes, stopping at what interests them and continuing when they feel ready 

(Black 2005).  Under such circumstances, a constructivist presentation seems to work 

much better than a didactic one.  However, this approach sometimes turns out to require 

visitors’ hard work as it may fail to make clear how to proceed and use it, which is not 

something necessarily expected by those who are on a leisurely social outing.  The 

didactic design, on the contrary, provides a fixed and hierarchical layout which at least 

allows visitors to have a physical and conceptual orientation in mind and from which they 

can select at will.  Besides, another phenomenon in need of attention is that most visitors 

to museums come in social groups (Falk & Dierking 1992).  Their responses to exhibits 

and experiences are frequently reflected in their interaction with each other, such as 

sharing, discussing, and showing.  Therefore, museum presentation also has to recognize 

such need, rather than presuming the contents would be utilized on an individual basis.    

 To conclude, interpretation and presentation are crucial in attracting and retaining 

non-captive audiences who freely decide which exhibits to look and how much time, 

attention and involvement to put into them (Ham & Krumpe 1996).  For museums, the 

key of success lies on the displaying of cultural heritage in such a manner that optimizes 

visitors’ thinking, learning and emotional connection so as to create a meaningful and 

satisfactory experience (Tilden 1977).  Meanwhile, since different visitors bring 

different levels of interest, motivation, prior skills and knowledge with them (Falk & 

Dierking 1992, Doering 1999, Black 2005), it is also important that the contents of 

museum exhibitions are layered to reflect such, present different entry levels that visitors 

can select from, and provide depth for them to follow up at will.    
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2.2 Museum Experiences 

Pine and Gilmore (1999, p. 11-12) in their classic work of The Experience Economy 

contend that “while commodities are fungible, goods tangible, and services intangible, 

experiences are memorable…all prior economic offerings remain at arms-length, outside 

the buyer, while experiences are inherently personal.  They actually occur within any 

individual who has been engaged on an emotional, physical, intellectual, or even spiritual 

level.  Each experience derives from the interaction between the staged event and the 

individual’s prior state of mind and being.”  From the museum stance, it may refer to the 

performance of personal reflection and imagination evoked by the exhibited objects and 

spaces which conceptually go across the past, present and future.  To certain extent, a 

visitor is becoming a “time and space-dreamer” during the visiting process and in need of 

an immersive, enabling and supporting environment which is capable of building such 

experience (McIntyre 2009).     

To put the concept of experience in the leisure context, it is not only a subjective, 

emotional status laden with symbolic meanings (Hirschman & Holbrook 1982), but also a 

kind of consumption with hedonic, functional and utilitarian motives (Morgan et al. 

2009).  According to Boomerang! (1998 cited in Black 2005, p. 80), an ideal leisure 

experience is “fun, entertaining, exciting, relaxing, a place where one could take friends; 

a place where one could get lost in another world and which was value for money.”  For 

museums, the display of collections is no longer the primary feature and means to engage 

their audience.  To reflect the postmodern mentality which seeks to fill the free time with 

a variety of activities and experiences, museums now need to be multi-tasking, providing 

a palette of choices—i.e. an integrated leisure experience that can provide all 

requirements in one stop, such as exhibitions, shopping, eating and an animated social 
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space (Black 2005, Kotler et al. 2008).   

From the visitor’s perspective, Falk and Dierking (1992) identify three major 

categories of motivations for a museum experience: social recreation reasons (being with 

people, feeling comfortable and ease), educational reasons (learning as the result of 

curiosity and the urge to explore), and reverential reasons (a place of “peace and fantasy” 

where visitors can escape the mundane world).  This suggests that most of the museum 

audience is in a recreational frame of mind, seeking positive activities to fill their leisure 

time.  They wish to discover new things but not have to work too hard at it.  Kotler et al. 

(2008) even indicates that museum visitors typically spend significant time browsing in 

museum shops, dining in the restaurants and making use of restroom facilities, compared 

to the relatively less time at an exhibition.   

On the other side, in terms of the orchestration of an experience, Pine and Gilmore 

(1999) recommend four realms of experiential values to be added to a practice in the 

experience economy.  The scale of these realms varies based on customers’ active or 

passive participation and on their absorption or immersion in the experience.  

Active-passive participation refers to the level of customer involvement in creation of the 

experience.  Absorption is “occupying customers’ attention by bringing the experience 

into the mind” while immersion is “becoming physically or virtually a part of the 

experience itself” (p. 31).   As to these four realms, they are basically defined as below 

(see Fig. 2.2):  

 Education which enhances a customer’s skills and knowledge through active 

participation in an experience.  

 Esthetics which provides an enriched, unique physical design where a customer 

enjoys passively appreciating or “just being in a setting”.   

 Escapism which requires a customer to actively participate in the events of a real or 
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virtual environment; the customer shapes or contributes to the experience and in turn 

develops a new persona.  

 Entertainment which entails watching the activities or performances of others; a 

customer is not actively involved in the creation of the entertainment but the mind is 

actively engaged during appreciation of the event.  

 

 

 

 

 

 

 

 

 

 

 

The authors believe these attributes are mutually compatible and can be fused to 

create a unique customer experience.  Therefore, such experiential framework may 

function as a guideline for service providers and site mangers to optimize a staged 

experience.  However, Kotler et al. (2008) bring up another configuration adapted from 

this theory (see Fig. 2.3), which wishes to truly reflect the museum practice and believes 

museums provide at least six experiences as below, regardless of their types (p. 303): 

Fig.2.2 The experiential realms (Pine & Gilmore 1999) 
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 Recreation which includes enjoyment of free, relaxed, unstructured time and 

activity; playful and diversionary activity; activity that can refresh body and spirit. 

 Sociability which includes meeting with or participating with others; looking at and 

being together with others; taking part in shared, public activity. 

 Learning experience which includes gathering and acquiring new information; 

perceiving patterns; exercising curiosity and a sense of discovery; understanding 

concepts and ideas; contemplating and reflecting; practicing cognitive skills. 

 Aesthetic experience which includes engaging in the qualities of experience that are 

inherent within the experience itself and to which one responds through the senses; 

engaging in an intensive focused activity responding to sensory qualities such as 

color, pattern, texture; the sense of delight, euphoria and in some conditions a sense 

of disquiet evoked by qualities inherent in natural or created objects or events; 

Fig. 2.3 The museum experience domains as a continuum (Kotler et al. 2008) 
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focusing on objects for their beauty, rather than their utility.  

 Celebrative experience which includes observing and honoring a leader, event, 

group, or organization; sharing in and extolling achievements; connecting with the 

past, the historic record, and continuity through history and time; encountering 

standards that refine sensibility, enlarge thought, and shape aspiration.  

 Issue-oriented experience which includes encountering and engaging in 

contemporary public issues and concerns that can affect a local community.  

This model considers that museums may engage visitors on a number of experiential 

domains, which varies along a continuum from immersive to integrative experience and 

active to passive participation.  The immersive and integrative dimensions are cognitive 

and aesthetic whereas the participatory ones are kinesthetic, involving physical actions.  

Different from Pine and Gilmore’s (1999) ridged grid, Kotler et al.’s (2008) argument, as 

illustrated in Fig 2.3, shows the outer domains of visitor involvement function like 

satellites revolving around the inner circle of various experiential types, which implies 

more flexibility and possibilities in a museum experience, and such experience is not 

immutable and frozen.  From the angle of the degree of design and formation of a 

museum experience, Kotler et al. (2008) also advises a conceptual map where the 

horizontal axis presents the potential types of museum experiences and the vertical one 

highlights the ways that visitors engage with museum offerings (see Fig. 2.4).  As seen 

from this figure, a series of elements, rather than a single exhibition or service, together 

constitute a museum experience.    

As to the quality of an overall museum experience which arises from a combination 

of individual reactions to each element of it, Doering (1999) argues the key determinant 

would be the “entrance narrative” which entails a basic framework that individuals 

fundamentally construe and contemplate the world; the information about a subject 
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matter according to such framework; and personal experiences, emotions and memories 

that verify and support the related understanding.  Based on 12 years of visitor research 

at the Smithsonian Institutions in the US, Doering (1999) concludes that “the museums or 

exhibitions visitors find most satisfying are those resonate with their entrance narrative 

and confirm and enrich their existing view of the world” (p. 81).   

 

 

  

In short, the meanings of an experience in the leisure market and the experience 

economy, the features of the museum audience, and the theories in creating museum 

experiences would altogether serve as a solid theoretic foundation for this research to 

illuminate the types of experiences embodied in the cases through relevant inferences.

   

Fig. 2.4 The Degree of design of a museum experience (Kotler et al. 2008) 
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2.3 Education and Entertainment in Museums 

The learning process at cultural heritage sites can occur as informal or formal 

education (Light 1991, Prentice et al. 1998).  The former is undertaken outside the 

formalized educational curriculum; visitors gain new knowledge and understanding 

through participating in an interpretive program or viewing interpretive media.  It is a 

sort of self-motivated, voluntary, exploratory learning during a cultural visit, and the main 

objective is to establish the personal capacity to understand and appreciate culture and 

heritage in an experience (Ivanovic 2008, Timothy 2011).  Tourists’ cultural capital, visit 

motivations, personal interests and uses of interpretive media may affect their level of 

learning, yet at the very least, some learning will still take place (Light 1991).  As for 

formal education, it is part of a formal school curriculum where the learning is required 

for a passing grade, and the place being visited becomes an important teaching instrument.  

This sort of experiential learning is effective in helping upcoming generations make 

connections and retain what have learned through hands-on field interpretation which 

goes beyond static knowledge from textbooks and classrooms (Ivanovic 2008, Timothy 

2011).   

To discuss museums’ role in this realm, Martin (2002 cited in Black 2005, p. 123) 

considers museums as “educational powerhouses” based on the fact that museums have 

been deemed as the most trustworthy sources of information in the US, attributed to their 

all-time professional image in education, research and collections.  In contrast to the 

disciplinary, academic and competitive ambience in schools, there is no sense of 

competition in a museum exhibition or activity, as it is all relaxed and unstructured and 

visitors can freely arrange their visits (Black 2005).  To speak of the nature of 

information assimilated in the learning process, according to Falk and Dierking (1992), 
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there are three types of learning information as follows (p. 98-100): 

 Learning cognitive information which entails facts and concept and relates to 

remembering, combing as well as synthesizing information. 

 Learning affective information which involves attitudes, beliefs, feelings and 

emotions and can be distinguished from how the learning cognitive information is 

interpreted and described.  

 Learning psychomotor information which is functional and concerned with 

muscular skills, manipulation and coordination 

On the other hand, in the aspect of the nature of museum learners, Serrell (1996) 

classifies the following four types according to related works in past 30 years (see Table 

2.2):      

 

Table 2.2 The types of museum learners (Serrell 1996) 

Types Learning Style Preferred Interpretation 

Analytical 

learners  

(Traditional) 

Thinking and watching Providing facts and sequential ideas, sound logical theories 

to consider for intellectual comprehension. 

Imaginative 

learners 

Feeling and watching,  

listening and sharing 

ideas 

Encouraging social interaction, giving chances to observe, 

gather a wide range of information, and look for personal 

meaning. 

Common-sense 

learners 

Thinking and doing Offering opportunities to try out theories and look for 

solutions to problems. 

Experiential 

learners 

Feeling and doing Allowing the enjoyment of imaginative trial and error, 

hands-on experiences and a search for hidden meaning. 

 

From the above table, it is obvious that the traditional museums that interpret their 

exhibitions along the highly passive didactic lines as “illustrated lectures” (Black 2005) 

only caters to the learning needs of analytical learners who are normally the 
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well-educated middle classes self-motivated to learn and seek learning outcomes for their 

leisure activities (Hanquinet & Savage 2012).  As such, though the museum approach as 

a sort of informal education supports the basic human inclination toward curiosity, it is 

problematic for those dry and pompous museums to effectively respond to various 

learning styles, not to mention that humans’ attention is usually selective and dissipates 

with time and effort.   

In light of the above issue and post-tourists’ growing needs for leisure and 

entertainment in this pleasure-oriented, media-saturated society (Venkatesh 1992, 

McIntyre 2009), many museums have started adopting the concept of “edutainment”, 

combining education with a necessary entertaining framework inspired by the popular 

appeal of amusement parks (Van Aalst & Boogaarts 2002, Addis 2005).  The purpose is 

to detach from their stereotyped image by presenting themselves as a desirable leisure 

choice so as to draw in visitors from a wider social milieu, evoke and retain their appetite 

for knowledge and enhance museums’ competitiveness in the intensified leisure market, 

particularly at a time of economic recession with scarce public and private funds.  After 

all, museums need audiences to get financial support as well as public legitimacy.  

Museum curators and mangers today are also beginning to acknowledge that “even the 

most entertaining interpretive approaches have an educational value, and learning can be 

indeed fun” (Timothy 2011, p. 234).  They believe that the audience want to have fun 

and will learn more if enjoying themselves.  Museums in this line of thought have 

confidence in their capability of being educative and pleasurable places where visitors 

feel at ease.   

Therefore, in this increasing orientation toward entertainment, the extent of 

interactivity which involves the five senses and the use of innovative exhibitory 

techniques, such as light shows, animation and virtual reality, are central to the 
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entertaining experience within a museum environment and can lead to the perceptions 

of fun, liveliness or fantasies (Wight & Lennon 2007).  From the stance of learning 

facilitation, they could play a significant role in allowing education to be dialogical.  

Just as the Department for Education and Skills of the UK (2005) indicates, the blend of 

Information and Communication Technology (ICT) and education enables a 

transformation of teaching and learning, a provision of more motivating ways of learning 

and an improvement in personalized support and choice.  Furthermore, given that digital 

media have become part of everyday life, more and more museum visitors have 

subconsciously expected these media inside museums (Kotler et al. 2008), and the above 

two approaches may offer them a unique opportunity to combine the authentic learning 

from objects with the rich accessibility of e-information (Munley et al. 2007).  

However, the extended popularity of “edutainment” has also posted a major 

challenge to museums, requiring a cautious balance between education and entertainment,  

so not to lose sight of their sacrosanct missions and values by an overwhelming emphasis 

on “the spectacular, the popular, the pleasurable and the immediately accessible” 

(Featherstone 1991, p. 96).  A pure entertaining design may reduce museums’ civic role 

to a shallow pleaser catering to hedonic consumerism, which creates only short-term 

surface value and leads to a relatively superficial learning process (Richards 2001a, 

McIntyre 2009).  In fact, some research has shown that museums are still mainly 

educative in the mind of visitors (e.g. Bourdieu & Darbel 1969, Prince 1985, Vaughan 

2001), and the enjoyment associated with museums seems to first and foremost originate 

from self-development and self-fulfillment.  In this sense, entertainment shall be a 

medium for learning rather an end in itself, and the real ambition is to engage the 

visitor’s mind, to encourage a sense of discovery—which is now referred to as “mind-on” 

learning—rather than blindly pushing buttons but no substantial learning results (Black 
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2005, Kotler et al. 2008).  

To summarize, the emergence of “edutainment” is conceptually an evolutionary 

compromise between museums’ educational responsibilities, postmodern recreational 

trends, and related social perceptions.  It is one of the critical turning points for museums’ 

innate competitiveness in the leisure market, as visitors from various socio-demographic 

backgrounds generally consider their appreciation of museums as a kind of “educative 

leisure”, different from other commercial forms of leisure (Hanquinet & Savage 2012).  

That is to say, the educative aspect is essential to museums if they wish to compete with 

other leisure activities.  If such aspect is submerged by the new commercial and 

entertaining orientations, museums will lose their distinct identity and thereby their usual 

and potential audiences.  Therefore, it is worth an exploration into the ratios of education 

and entertainment in the cases and their audiences’ feedback so as to get pragmatic 

reflections on this issue.  
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2.4 Museums’ Formation of Cultural Identity and Destination Image 

Cultural identity is a sort of shared culture, a collective sense of true self.  It is 

socially situated with respect to people’s ongoing membership in specific communities of 

practice, and continuously takes shape over time by means of a variety of cultural 

building materials, such as history, geography and religion (Hall 1996, Castells 1997, 

Wenger 1998).  Although people construct and contest identities through what they do 

and say, such development and negotiation may be influenced by power relationships 

among related communities and institutions (Ellenbogen et al. 2007).  As it entails 

endowing places with meanings, cultural identity is also a socio-spatial phenomenon 

where the representational space is heavily loaded with symbols (Liggett 1995).   

Museums in this line act as a bridge connecting the past, present and future.  They 

are capable of manipulating material things, establish relationships and associations to 

build or affirm identities, according to the surrounding social, economic and political 

contexts (Barthes 1977, Hooper-Greenhill 1992, Ellenbogen et al. 2007).  In another 

word, this process of interpretation involves what to preserve, how to preserve it, and 

how to present it to the public (ICOMOS 2007), and power relationships have tended to 

decide the objects to go or stay, since museums can function as a place of enculturation 

conveying charged symbolic significance (Pearce 1994, Hanquinet & Savage 2012).  In 

consequence, museums have been utilized as an effective intermediary by many city 

leaders to build civic pride and consensus, a shared sense of identity, and support for local 

heritage properties, particularly when there are problems of socio-cultural inclusion and 

cohesion (Miles 2005).  Politics from this perspective can exert a considerable influence 

in museums’ attitudes, standards and levels of services, which may pose a challenge to 

historical objectivity and deviate from the personal or collective memory (Lang et al. 
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2006, Chhabra 2008, Ivanovic 2008).  In some cases, this has turned museums into a 

battleground of disputation involving various agendas, state ideologies, and globally 

significant issues (Message 2006).   

From the audience stance, due to the uncertainty and fragmentation of postmodern 

life, museum narratives actually provide the means for individuals “to piece these discrete 

fragments of experience together into a coherent story that says something about who 

they are”, underpinning individual as well as collective identities (Richards & Wilson 

2006, p. 1214).  In addition, because the nation-state has been gradually displaced by the 

urban region which has become an increasingly fundamental political, social and 

economic unit, museums on cities may provide rootedness, a sense of community through 

a diverse range of experiences which juxtapose various aspects of the exhibited themes 

and therefore allow self-authentication or communal celebration of unique traditions and 

figures endemic to the area (Miles 2005,Orloff 2008, Morgan et al. 2009, Timothy 2011).  

Therefore, it is important that museums are emotionally accessible in addition to their 

offer of sensory involvement and intellectual understanding.  Meanwhile, to look the 

other way around, the sociocultural identity of a visitor also seems to largely determine 

what one perceives during an experience and what will be ultimately recalled afterwards 

(Anderson 2003).  Audiences may even contribute to the production and stabilization of 

shared meanings by active engagement such as repeated performances and enactments 

(Hanquinet & Savage 2012).   

In brief, museums may implicitly yet significantly affect cultural identity at both 

individual and collective levels, and in turn be influenced by community engagement and 

institutional forces.  This research considers museums’ efforts in this realm are highly 

relevant to their extent of connections to the local society, manifestation of cultural 

democracy and future sustainability backed up by communal support.  Therefore, its 
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investigation into the cases includes this important dimension.  

On the other hand, to look into the aspect of destination image, Shaprio and Varian 

(1999) notice a responding emergence of “economics of attention” where institutions 

make every conceivable attempt to attract the attention of customers.  As the number of 

alternative attractions and leisure facilities is increasing sharply today, there are growing 

competitions for media coverage and tourists who have only a limited amount of time and 

are easily distracted.  In order to compete for tourists, a location must become a 

destination, and to compete with one another, destinations must be distinguishable, which 

can be termed as “distinctive placeness”, a major factor of catching public’s eye 

(Kirchenblatt-Gimblett 1998, Van Aalst & Boogaarts 2002, Cohen 2008).   

To put it otherwise, tourism needs destinations, and museums are one of the ways 

through which locations become destinations, a way of producing “hereness”.  As 

museums possess a significant symbolic power to make a powerful statement about a 

place, they could function as a visible identifier to the public by representing the aesthetic 

and cultural amenities of that place and transforming the inherited cultural elements into 

assets with a higher sign value (Organization for Economic Co-operation and 

Development 2009).  Therefore, in addition to their role as unique nodes in forming the 

tourism geography of a region, they may also help such region reinforce positive images 

or correct negative ones, which can be arguably regarded as a part of the destination 

branding strategy aiming at drawing in tourists, investors, potential residents and 

international attention, since nowadays the global city competition rely largely on their 

images (Kirchenblatt-Gimblett 1998, Prévélakis 2008, Timothy 2011).   

Moreover, a museum with the magnitude and reputation can exert significant 

appeal on its own accord and even function as a representative image of tourism 

destination product, since tourists have a tendency to associate certain destinations with 
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local iconic landmarks and make their travel decisions accordingly (Timothy 2011).  

This can be proved by the case of the Guggenheim Bilbao which has brought a huge 

influx of tourist to the originally unknown Basque city since its establishment.  However, 

such case also reveals a potential issue: though it has successfully drawn in many visitors, 

that success is only on a temporary basis.  In the course of time, its appeal, mainly 

originating from its avant-garde architecture, has seemed largely dissolved (Van Aalst & 

Boogaarts 2002, Granville 2012).  This suggests that museum experiences do not 

constantly add value to tourists’ stay and increase the probability of a return visit to both a 

museum itself and the place it is situated.  The depth and breadth of the software it can 

present to the public as well as the nature of its relationship with the place matter a lot to 

the quality and continuality of the destination image.  Besides the individual charm a 

museum has, when clustered with similar attractions, it may form an engaging setting 

from the perspective of a leisure outing and esthetic environment and therefore have the 

potential to attract more visitors and higher level of expenditures (Timothy 2011).  In this 

regard, this research would then like to unearth the effect each case casts on the city’s 

image and whether these effects complement or collide with each other. 
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2.5 Research Rationale 

This research aims to explore how museum experiences take shapes between 

different types of museums and their audiences and therefrom evaluate their effects on 

leisure-decision making, edutainment, cultural identity and destination image in the 

hope of establishing referential paradigms of the museum experience design.  In order 

to keep the subsequent investigation in focus, it devises the following three research 

questions based on the suitable theories extracted from the above literature review: 

 

 What kinds of museum experiences are shaped, and how are they perceived as 

a leisure option? 

Basically, the relevant exploration proceeds in such a way below (see Table 2.3):  

 

Table 2.3 The exploration of the first research issue 

Research Findings on Checkpoints Theoretical References 

The museums’ characters 

 Their evolution, exhibitory focus, 

collection features and approaches 

of interpretation and presentation. 

 

 The most obvious types of 

experiences in the museums. 

 The constructivist and 

didactic styles proposed 

by Hein (1995) and 

Black (2005) 

 The experiential model 

proposed by Kolter et al. 

(2008) 

Visitors’ perceptions of the 

museum experiences 
Their related feedback 

The “entrance narrative” 

proposed by Doering (1999) 

The museums as a leisure 

option 

 Their perceived costs and benefits 

 Their spatial design and ancillary 

facilities 

 Visitors’ motives and comparisons 

with other leisure options 

The leisure-time decision 

making proposed by Falk and 

Dierking (1992) 
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In order to have a clear picture of how the three cases differentiate from each 

other in nature, this study firstly examines their evolution, exhibitory focus, collection 

features and approaches of interpretation and presentation with reference to the 

constructivist and didactic styles proposed respectively by Hein (1995) and Black 

(2005).  Then it uses Kolter et al.’s (2008) experiential configuration to grasp the most 

outstanding types of experiences in each museum.  As such, the characters of the cases 

are delineated, which can serve as a fundamental basis for following inquiries into the 

implications of their experiential offers.  On the other side, this research also probes 

into visitors’ comments on their museum experiences so as to determine how these 

experiences are negotiated, if a causal relationship exists between both sides and if the 

perceived quality of experience conforms to the concept of “entrance narrative” argued 

by Doering (1999). 

At this point, it further investigates museums’ status in the leisure market from the 

angle of leisure-time decision-making discussed by Falk and Dierking (1992), 

comparing the perceived costs and benefits, spatial design and ancillary facilities 

between the cases in order to understand how these museums function as a general 

leisure experience.  Meanwhile, the look into the visitors’ motives and perceptions of 

the museum visits in comparison to other leisure options allows this study to recognize 

their underlying definitions and expectations for such experiences and how these 

experiences are positioned in their mind as a leisure outing.  

  



35 

 

 How does the concept of ‘edutainment’ manifest in such experiences? 

Given that the vast majority of museum visitors are in fact engaging in a leisure 

activity, the study here concentrates on museums’ informal education rather than formal 

one.  As indicated in Table 2.4 below, the related inquiry starts with an examination of 

the types of learning information and the corresponding types of learners based on the 

theories of Falk and Dierking (1992) and Serrell (1996).  Then with this understanding 

of the educational nature of the museums, the research continues to evaluate their 

entertaining aspect by checking their extent of interactivity and uses of innovative 

exhibitory techniques, as mentioned by Wright and Lennon (2007), in order to know 

how they practice the concept of “learning through enjoyment”.  Finally, visitors’ 

feedback on their learning process and perceived personal growth would shed light on 

the effects of these different combinations of education and entertainment, which are 

further analyzed through various arguments made by Black (2005) , Kotler et al. (2008), 

Richards (2001a) , McIntyre (2009), and Hanquinet and Savage (2012). 

 

Table 2.4 The exploration of the second research issue 

Research Findings on Checkpoints Theoretical References 

Informal education 

in museums 

 Their offers of learning 

information 

 

 The corresponding learning 

styles 

 The types of learning 

information of Falk and 

Dierking (1992) 

 The types of museum learners 

of Serrell (1996) 

Entertainment in 

the museums  

 Their extent of interactivity 

 Their adoption of innovative 

exhibitory techniques 

The determinants of an entertaining 

experience proposed by Wright and 

Lennon (2007) 

The perceived value 

of related combinations 

Visitors’ comments on their 

learning process and perceived 

personal growth  

 Entertainment’s role as a 

learning tool proposed by 

Black (2005) and Kotler et al. 

(2008) 
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 The risks of a pure entertaining 

design mentioned by Richards 

(2001a) and McIntyre (2009) 

 Museums as a kind of 

“educative leisure” proposed by 

Hanquinet and Savage (2012) 

 

 How do museum experiences affect cultural identity and destination image? 

As shown in Table 2.5 below, in the aspect of cultural identity, since the cases all 

base on important heritage of Liverpool, this research would like to clarify the 

connections between residents and the museums by looking into the local dimension of 

their exhibitory contents and their extent of community engagement, referring to the 

process of interpretation discussed by Black (2005) and ICOMOS (2007).  The 

purpose here is to know who holds the right to speak for these cultural assets of 

significance and whether local society has the chance to define their own heritage and 

thereby retain their cultural identity.  In the meantime, this study also distinguishes the 

degree of local identification with the museums, through the exploration into the nature 

of local identity and local attitudes toward the museums’ effects on their affections for 

Liverpool, in order to know if the museum interpretation can reinforce local identity and 

thus obtain the local support.  It would evaluate the social function of museums in 

terms of underpinning cultural identity, as discussed by Miles (2005), Orloff (2008), 

Morgan et al. (2009) and Timothy (2011). 

In the realm of destination image (also see Table 2.5), this research examines the 

correspondences between Liverpool and the museums by identifying the image 

attributes of Liverpool presented in the museum contents as well as their functional and 

physical integrity with the surroundings.  Meanwhile, it investigates visitors’ 

impressions of Liverpool before and after the museum visits in order to know if there is 
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any change in the perception of Liverpool, thereby verifying the capability of the 

museums to rebrand the city’s destination image.  The views of OECD (2009), 

Kirchenblatt-Gimblett (1998), Prévélakis (2008) and Timothy (2011) on cultural 

attractions’ function in shaping destination image would be referred during the related 

assessment.   

 

Table 2.5 The exploration of the third research issue 

Research Findings on Checkpoints Theoretical References 

< Local Cultural Identity> 

The connections 

between locals and 

the museums  

 The local dimension of the 

museum contents  

 The extent of community 

engagement of each museum 

The process of interpretation 

proposed by Black (2005) and 

discussed by ICOMOS (2007) 

The degree of local 

identification with the 

museums 

 The nature of local cultural 

identity 

 Local attitudes toward the 

museums’ effects on their 

affections for Liverpool   

The social function of museums in 

terms of underpinning cultural 

identity discussed by Miles (2005), 

Orloff (2008), Morgan et al. (2009) 

and Timothy (2011) 

< External Destination Image> 

The correspondences 

between Liverpool 

and the museums  

 The image attributes of 

Liverpool in the museum 

contents 

 The functional and physical  

integrity of the museums with 

the surroundings 

Cultural attractions’ function as a 

visible identifier of a place discussed 

by OECD (2009) 

The change in 

Liverpool’s overall  

image 

Visitors’ impressions of Liverpool 

before and after the museum visits  

Cultural attractions’ function in 

shaping destination image discussed 

by Kirchenblatt-Gimblett (1998), 

Prévélakis (2008) and Timothy 

(2011) 
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3 Methodology 

3.1 Research Approach 

The aim of this research is to substantially explore the shaping of museum 

experiences as well as related cultural, social and tourism implications contributed by 

different types of museum-visitor relationships.  Hence, it adopts the multiple case 

study method to explain the contemporary phenomenon rooted in a real context and 

thereby obtain an in-depth awareness of relevant social constructions (Yin 2003).  To 

speak of the selection of the cases, as discussed in the section 1.2, it targets at the 

post-industrial British city Liverpool in light of its uniqueness in the historical evolution, 

long-term urban regeneration and recent rapid tourism development.  It then further 

picks out three distinct museums—the Merseyside Maritime Museum, the Museum of 

Liverpool and the Beatles Story, given that they can offer a scarce comparative ground, 

in terms of their different natures yet similar focuses on urban heritage, for this research 

to conform, interrogate or extend to the theoretical propositions mentioned in Chapter 2.  

Through the theoretical replication procedures and rival interpretations of the three 

critical cases (Yin 2003), the resulted research discovery may provide an essential 

insight into the dynamics of museum experience creation.  
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3.2 Data Collection and Analysis 

This research choses methodological triangulation for the sake of data richness as 

well as its creditability and validity from cross verification of the three sources of 

evidence—semi-structured interviews, direct observation and documents (Flick 

2007).  Here the interview data is used as the primary source for subsequent 

evaluations while the other two serve as different vantage points for a supplement, 

validation or interrogation of the main evidence.  The details of relevant data collection 

are explained as below: 

 

 Semi-structured interviews were conducted with the visitors and managers of the 

three cases in order to acquire in-depth personal and institutional narratives for a 

later analysis of their underlying motives, beliefs, attitudes and preferences within 

the necessary framework (Kvale 2007).  Two interview guides worked as the 

fundamental layout for both stages of interviews (see Table 3.1 and 3.2).  The 

listed themes and related basic questions were only referred at every topical 

transition during an interview, which in turn allowed considerable flexibility and 

openness for more specific lines of inquiry emerging during the process of the 

conversations.   
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Table 3.1 The interview guide for visitors 

General info Which museums have you visited here?   

What brought you there?   

Where are you from? 

Experience 

 

How was your visiting experience there?   

What impressed you most?  How and why? 

Which museums do you like most?  Why? 

Which one would you visit again or recommend to others?  Why? 

Compared to other leisure options, what do you think of it? 

Learning 

 

Do you think the museums enhance your related understanding better?   

Did their exhibitions raise your learning interest?  How and why? 

Perceptions 

 

What do you think of the integrity of the museums with the surroundings?  Why? 

Any differences in your perception of Liverpool before and after the museum visits?  

What are they and why? 

 

Table 3.2 The interview guide for managers 

Exhibition What are your principles of exhibition development?  Why? 

How do you decide what to be interpreted and how it is presented? 

How often do you review and renew your exhibitions? 

How do you balance different expectations between local and nonlocal visitors? 

Learning How do you live up to your educational role? 

Perceptions How do you think of your role in shaping cultural identity and image of Liverpool? 

Comparison What is your relationship with the other museums here? 

How do you think the museum experiences they offer? 

 

As for the choice of the interviewees, this study used purposive sampling, and 27 

visitors were interviewed based on a geographical convenience of the clustered 

museums and the adjoining waterfront.  The first criterion of a proper visitor 

interviewee was that he or she must have visited at least two of the cases for an 

immediate cross-comparison.  Secondly, given that the collections of the cases all 

center on urban heritage closely related to a specific locality and people, the places 
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of origin and age groups were the other two criteria for an insight into visitors’ 

perceptional discrepancy of the museum experiences resulted from their different 

levels of connections to Liverpool and their age-related memories.  As such, the 

interviewees were roughly divided into three categories with similar proportions as 

much as possible: local residents, nonlocal British and foreigners as well as the 

young, middle-aged and elders.  Children and organized school trips were not 

considered here in view of their general inclination and less relevance to the 

research issues.  At the end of the investigation, the background distributions of 

the interviewees in terms of places of origin and age groups were 13 local residents, 

5 nonlocal British and 9 foreigners as well as 13 youngsters, 6 middle-aged and 8 

elders (see Table 3.3).  The length of a visitor interview was expected around 15 

minutes, considering such length shall be sufficient for inducing rich descriptions 

with appropriate interviewing techniques and may not over interfere with an 

interviewee’s schedule.  Yet it turned out to vary between 2 to 40 minutes 

according to the interviewees’ will.  As for the managerial interviews, 6 key 

interviewees were selected on account of their representativeness and functions in 

museum operations which can be categorized into top management, education and 

curatorship (see Table 3. 4)  The objective is to find out the ideologies and goals 

behind the operational concepts for the research issues.  The actual length of 

interview ranged from 30 to 45 minutes according to the interviewees’ availability.  

 

 

 

 

http://www.nciku.cn/search/en/representativeness
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Table 3.3 The visitor interviewee table based on the interview order 

Visited Museums Place of Origin Age Group Code 

MM, ML, BS 
1
 Foreigner Young V1 

MM, ML, BS Foreigner Young V2 

MM, ML, BS Local resident Young V3 

MM, ML, BS Local resident Young V4 

MM, ML Local resident Elder V5 

MM, ML, BS Nonlocal British Elder V6 

MM, ML, BS Foreigner Young V7 

MM, ML Local resident Middle-aged V8 

MM, BS Foreigner Young V9 

MM, ML, BS Local resident Young V10 

MM, ML Local resident Elder V11 

MM, ML Local resident Middle-aged V12 

MM, ML Local resident Middle-aged V13 

MM, ML, BS Local resident Middle-aged V14 

MM, ML Local resident Elder V15 

ML, BS Nonlocal British Middle-aged V16 

MM, ML, BS Local resident Young V17 

MM, ML, BS Local resident Young V18 

MM, ML Foreigner Elder V19 

MM, ML Foreigner Elder V20 

MM, ML Foreigner Young V21 

ML, BS Nonlocal British Young V22 

ML, BS Foreigner Young V23 

ML, BS Foreigner Young V24 

MM, ML Local resident Elder V25 

MM, ML Nonlocal British Elder V26 

MM, ML, BS Nonlocal British Middle-aged V27 

1
The above abbreviations “MM”, “ML” and “BS” respectively stand for the Merseyside Maritime 

Museum, the Museum of Liverpool, and the Beatles Story. 
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Table 3.4 The managerial interviewee table 

Institution Title Code 

National Museums Liverpool Director of Marketing & Communications M1 

National Museums Liverpool Curator of Contemporary Collecting M2 

National Museums Liverpool Senior Education Manager M3 

Museum of Liverpool Executive Director M4 

Beatles Story Managing Director M5 

Liverpool City Council World Heritage Officer M6 

 

 Direct observation was conducted before the interviews to establish an 

on-the-spot awareness of the museum current exhibitions, operations and visitor 

reactions.  The researcher spent 4 days to monitor all aspects of the three cases 

that seemed relevant to the research issues, and the observed museums were 

unaware that they were being examined.   The resulted data recorded by the field 

notes and pictures could not only provides real-time information and alternative 

perspectives but also facilitated the researcher’s sensitivity and judgement for 

subsequent interviews and data analysis (Angrosino 2007).   

 

 Documents were also used for building a contextual knowledge of the three cases 

and answering the research questions.  The data from the official museum 

websites, museum publications, local newspapers as well as academic and 

governmental reports offers the research the institutional and public textual 

narratives.   Meanwhile, the museum guest books also allow for supplementary 

information to the visitor’s point of view.  
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With regard to the data analysis, the raw data of the above methodological 

triangulation was all organized into conceptual categories by simple coding in order to 

effectively distinguish the evidence that could provide clues to the research questions.  

As to the specific methods for each source of evidence, the conversations in the 

interviews were firstly transcribed into texts and coded according to the research 

rationale mentioned in Chapter 2.5.  The coded data was then studied through 

narrative analysis which analyzed the use of language and the meaning embedded in 

the verbal texts so as to draw out the implied phenomenon and possible reasons.  On 

the other hand, the data from direct observation and documents was examined through 

content analysis where the researcher systematically identified and analyzed the 

characteristics of the contents, including the words, meanings, pictures, symbols, 

themes or any other messages that seemed to communicate, and thereby made necessary 

inferences for the research questions.  
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3.3 Research Limitations 

This research’s motive of adopting the multiple-case study design is 

particularization, to present a rich portrayal of three distinct settings to inform the 

museum practice, establish the pragmatic value of the cases and add to the knowledge 

of the museum experience design (Simons 2009).  Therefore, it displays a lack of 

statistical generalizability since the findings are acquired through a qualitative approach.  

In addition, its subjectivity is also an inevitable part of the frame.  This actually 

requires a skilled monitoring and appropriate discipline in understanding and 

interpreting the cases, which is not easy for an inexperienced researcher.  Meanwhile, 

the field investigation conducted in a specific period (two weeks’ time during June and 

July of 2012) suggests an issue of the time constraint.  The written analysis here 

cannot hold the reality as lived and in this sense are always historical since the results 

are locked in time and the related actors have moved on.  Moreover, there is good 

evidence indicating museums attract different types of visitors at different times of year 

(Falk & Dierking 1992), which is also another dimension this crosswise research could 

not fully reflect.  Therefore, readers may need to may make their own judgment about 

the relevance and significance of the findings in consideration of the time frame of this 

study and the fragmentary nature of its interpretations under certain conditions.   

 On the other hand, to speak of the restraints in the field investigation, they are 

mainly resulted from the conduction of the visitor interviews: families with little 

children were rather reluctant to accept an interview; even they did, the length of the 

interview was relatively short due to their concerns about their children’s reactions.  

The tight timetables of some tourists also forced the researcher to end the interview 

much sooner as they needed to rush to other scheduled activities or didn’t have much 
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flexibility for an unexpected event due to the restrictions of a group tour.  Furthermore, 

the so-called “Scouse” accent of Liverpudians, heavily influenced by the immigrants 

from Ireland, Wales and Scotland (Fleming 2012), sometimes hindered the researcher’s 

immediate understanding of the answers on the spot and thus the opportunity of a 

further inquiry into any new lines of information.  The environmental factor was 

another problem as the typical strong wind in the dock area and the unstable British 

weather sometimes interrupted the outdoor interviews and affected the quality of   

related recordings.  However, the researcher had strived to mitigate these limitations 

by extending the days of conducting the interviews, increasing the number of 

interviewees and flexibly adjusting the interview questions, which finally resulted in 

reaching enough key informants for in-depth, first-hand information.  With the 

additional help of the other evidence from direct observation and public documents, the 

research data is sufficient for addressing the proposed research questions. 
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4 Research Findings and Discussions  

4.1 The Shaping of the Museum Experiences 

To start with the Merseyside Maritime Museum (henceforth, MM), established in 

1986 and as part of the National Museums Liverpool group (henceforth, NML, see 

Appendix III), it tells the stories of Liverpool’s distinguished maritime history and its 

critical role as the heart of the global trading network of the former British Empire during 

the 18
th

 and 19
th

 centuries.  Its collections include a variety of objects associated with 

nautical archaeology as well as the social and commercial life of the port (see Fig. 4.1).   

 

 

 

Fig. 4.1 The exhibitions of MM 
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Due to its long period of development with the support of local authorities and prestigious 

citizens since 1862 (Merseyside Maritime Museum 2012), it is endowed with a serious, 

traditional and scientific inclination in comparison to the other cases.  Therefore, its 

main exhibitions tend to be collection-oriented with an evidentiary presentation which 

tallies more with the didactic approach mentioned by Black (2005).  To probe into its 

experiential types based on Kotler et al. (2008) by observation, the celebrative and 

learning aspects along with rather passive visitor participation seem to stand out most, 

which may be attributed to the nature of its exhibitory focus (see Appendix IV) and 

inherent way of interpretation. 

As for the Beatles Story (henceforth, BS), founded in 1990, it chronologically 

explores the story of the Liverpool-born Beatles, from the childhood of each member, the 

establishment of the rock band, to the eventual break-up and their subsequent solo careers 

by means of its memorabilia collections and simulacra of the hits and critical scenes 

during their music career (Beatles Story 2012, see Fig. 4.2).   

 Fig. 4.2 The exhibitions of BS 
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With a new site opened in 2009, BS is now split into two on the Liverpool waterfront: the 

Albert Dock one gives the context and whole scene of the rise and fall of the band, 

whereas the Pier Head one offers an interactive watching experience and special 

exhibitions.  Unlike the other two cases, BS is privately-owned, profit-oriented and 

therefore charges for the admission (see Appendix V).  Its Managing Director 

(henceforth, M5) indicates that BS, as an international visitor attraction, aims to present a 

living and entertaining drama with an in-house designed stage production comprised of 

the set designs and the recreations of representative scenes.  In other words, BS tends to 

orchestrate its experience from a business perspective which attempts to intensify its 

pulling force to tourists through an emphasis on its recreational attractiveness and 

differentiation from traditional straightforward museums as well as other Beatles-themed 

spots.  This explains why its main exhibitions are visitor-focused with a theatrical 

approach to display since its ultimate goal is to create an enchanting experience which 

could encourage consumption (Richards 2001a).  However, different from MM’s 

multiple linear visitor routes, BS provides visitors relatively limited flexibility from its 

single story line which is designed to be unfolded in a linear route and didactic 

presentation.  To further examine its most outstanding types of experiences, this research 

finds that the esthetic one pervades the museum where most of the audience behaves as 

spectators, passively watching the sensory exhibitions built by special visual and sound 

effects (see Fig. 4.3 and Appendix IV).  
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Fig. 4.3 The audience as spectators gazing at the exhibits in BS 

 

With regard to the Museum of Liverpool (henceforth, ML), it illustrates the 

panorama of the city’s past, present and future by elaborating on its distinctive geography, 

history, culture and people through relevant collections, innovative presentations and 

various community projects (see Fig. 4.4).  It mainly builds upon the foundation of the 

former Museum of Liverpool Life (1993-2006) which looked at the life, work and leisure 

activities of Liverpool people in the past two centuries (Museum of Liverpool 2012).  As 

the newest museum of NML opened in 2011, it seems to be an expected paradigm of a 

social and educational responsible charity with an easygoing atmosphere for visitors.  

Such unique status can be illustrated by its position in the organization chart—an 

exclusive division for the ML Project (see Appendix III)—as well as the prevalent 

elements of recreation, sociability and learning in its overall experience (see Appendix 

IV).  As it is purpose-built with the backup of an enormous funding of £73 million, ML’s 

galleries are specifically planned by the Los Angeles-based exhibition and theme park 
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designers BRC Imagination Arts who adopt videos, exhibits, texts, sounds, images and 

3-D mise en scène to make sense of the exhibitions (Moore 2011).  According to the 

Curator of Contemporary Collecting (henceforth, M2), ML is based on a thematic 

presentation where various stories lead the objects, and is expected to be 

humanistic-oriented through its theatrical and interactive approach to display.  Despite 

of a similar operating concept as an unconventional story teller as BS, ML’s exhibitions 

closely correspond to the constructivist design proposed by Hein (1995), which allows an 

offer of alternative, less authoritative and open-ended modes of interpretation and 

therefore a differentiation from BS.   

 

 

 

 

 

Fig. 4.4 The exhibitions of ML 
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 On the other hand, to discuss from the visitor’s perspective, the results of the 

interviews respond to Doering’s (1999) argument of “entrance narrative”—i.e. personal 

interests and backgrounds do greatly affect visitor’s preference of the museum 

experiences: “the maritime thing is more interesting to me as I’m a ship builder; I feel 

connections with it” (V20); “I prefer MM to ML probably because my parents used to 

work on the river” (V8).  To step further from this point, the places of origin also 

suggest three distinct types of visitor expectations: as the cases root in their valued 

cultural heritage, Liverpudians tend to sensitively estimate related experiences based on 

their internal social prospects and strong identifications with the city.  Foreign visitors, 

by contrast, are mainly inclined for external stimuli in such experiences since they don’t 

have much emotional connections or background knowledge of the exhibited themes.  

As for nonlocal British visitors, their perceptions seem to vary in-between locals’ and 

foreigners’—as the UK nationals, they have developed a fair understanding of 

Liverpool, the second city of their former Empire with its significant creative figures, 

through the media and the compulsory education.  Therefore, they are endowed with a 

basic sensitivity to the museum contents yet not as critical as locals with close 

attachment to the city.    

Under such mindsets, MM’s educational value seems to impress the local and 

nonlocal British interviewees most.  Acquainted with the patrimonial British maritime 

history, they enjoy the cognitive growth from MM’s informative contents supported by 

clear illustrations and historical relevance to Liverpool.  However, some locals who 

regularly visit MM also express dissatisfaction with its stagnation even though they 

overall have good experiences: “It needs to freshen up again, to be more brought up to 

today…It is as the same as years ago, very static’ (V8) whereas a few feel it keeps pace 

with times by constantly offering something new.  From the researcher’s observation, 
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this perceptional discrepancy may be ascribed to the restriction from its inherent 

characteristics of collection and the different curatorial visions which are readily 

discernible from one room to another.  For the foreign interviewees, MM’s newer 

exhibitions on the well-known Titanic tragedy are the most memorable which allow 

them to relate their mindscape grown up from the media to the institutional narrative 

and evidence: “It is really interesting.  The stories, photos, and original objects of 

related people really bring it alive.  You can compare it with the film!” (V2).   

As for BS, most locals and some non-local British interviewees seem to disapprove 

its staleness, superficiality, and commercial orientation due to their familiarity with the 

Beatles: “There wasn’t one aspect really standing out to me.  It doesn’t present 

anything new.  It’s like a quick collage…no careful thoughts into it” (V3); “It’s more of 

a shop rather than a museum…the only impressive thing maybe is the fact that they 

have a museum on the Beatles, and they make a big deal of it” (V22.)   Yet many 

foreigners, particularly those who know little about the band, think BS serves as a good 

spot to feel the imaginative atmosphere, take photos and purchase souvenirs since it is 

“the only Beatles museum in the band’s birthplace”.   

As for ML, exercising an innate privilege to utilize the up-to-date museology and the 

innovative interpretive infrastructure, it is positively recognized by the vast majority of 

the interviewees regardless of their places of origin.  The most noticed attributes are its 

illustrative totality and diversity on Liverpool as well as an eclectic mix of learning and 

enjoyment either on one’s own or with companions.  Nevertheless, several locals also 

criticize its routes with multiple entry points: “It doesn’t seem to be laid out 

properly…we’ve always got the feeling of ‘Oh, we miss something else!’”(V13).  One 

nonlocal British interviewee even indicates the issues of incompleteness and 

psychological fatigue: “It has a bit about everything.  It is representative but 
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incomplete, and it’s too much of everything in one place; you may soon get tired of it” 

(V22).  From the researcher’s point of view, it is reasonable for visitors, especially for 

first-timers, to have such feelings of a scattered layout and satiation, since the museum 

adopts a constructivist presentation and attempts to keep a balance between depth and 

breadth for its social mission to create a better life for the diverse local audience.  In fact, 

the museum itself has sought to mitigate such problems by installing lots of resting 

facilities and a “family friendly” volunteer program which helps families to identify and 

engage with age-appropriate contents (National Museums Liverpool 2012b).   

When being asked about the museum worth a revisit or recommendation among the 

three, most interviewees opt for ML with a few for MM and very few for BS.   To 

integrate the above discovery based on both museum’s and visitor’s perspectives, it can 

be said that, a museum experience is negotiated within a personal framework held 

differently by each individual visitor.  In terms of the perceptional interaction between 

the museums and their audience, except for BS whose staged experience does not 

completely respond to the visitor perceptions of different backgrounds, the featured 

experiential dimensions of the other cases do correspond to the most impressive value 

perceived by the interviewees (see Table 4.1).  In addition, ML, which offers the most 

diversified experiences and is thus closest to the integrated leisure experience favored by 

the postmodern mentality (Black 2005, Kotler et al. 2008), does cause the widest visitor 

resonance; BS, which best manifests itself in the aesthetic aspect only, comparatively 

appears as a least favorable choice for visitors to return or introduce to others.  In fact, 

the visitor numbers also partially reflect such result: in 2012 more than 1.5 million visits 

to ML, around 1 million to MM and 300,000 to BS (England’s Northwest Research 

Service 2012, Fleming 2012, J Goldman 2012, pers. comm., 17 Jul.).  
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Table 4.1 The shaping of experiences in the cases 

 MM BS ML 

Presentation 

Collection-oriented, 

didactic with 

multiple linear routes 

Visitor-focused, 

theatrical, didactic 

with single linear 

route 

humanistic-oriented, 

theatrical, thematic, 

constructivist with 

multiple entry points 

Most outstanding experiential 

types by observation 
Learning, celebrative Aesthetic 

Recreation, sociability, 

learning 

    

Perceived value of locals Educational None Enjoyment on one’s 

own or with 

companions; learning 

Perceived value of nonlocal British Educational None/ Atmosphere 

Perceived value of foreigners Celebrative Atmosphere 

Worth a revisit/recommendation Some cited Least cited Most cited 
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4.2 The Museums as A Leisure Option  

To compare the cases in terms of their competitiveness as a leisure option, from a 

budget perspective, the free entry of MM and ML apparently outweighs the paid 

admission of BS.  Yet from the angle of understandability, the atmospheric exhibitions 

of BS, which are relatively digestible, seems to surpass the others.  Nevertheless, in 

contrast to BS who hardly organizes public activities, MM and ML hold a variety of free 

weekend events related to their exhibited themes, such as curator talks, storytelling, 

hands-on workshops, and outdoor performances which welcome anyone to join at will.  

To probe further into their sense of space and ancillary facilities, which is not only part 

and parcel of a museum experience but also serves as a buffer zone for respite (McIntyre 

2008, Timothy 2011), ML apparently eases up the visitor’s pace best and pays fullest 

attention to any possible non-exhibitory needs from its visitors, with MM comes as a 

runner-up and BS far behind (see Table 4.2).   

 

Table 4.2 The pacing and ancillary services of the cases 

Museum Sense of Space Ancillary Facilities 

MM 
Moderate exhibition galleries 

with a few resting areas  

An educational center and two learning bases, Maritime 

Archives & Library, a lecture theater and conference space, 

Quayside Café with free Wi-Fi, Maritime Dining Rooms, a 

museum shop, baby-change space, free lockers of one size 

BS 

Small exhibition rooms with 

nearly no resting area at both 

sites 

at the Albert Dock: an educational room, a Fab4 Store, a 

Starbucks Coffeehouse with free Wi-Fi 

at the Pier Head: a Fab4 Store 

ML 
Spacious exhibition halls with 

plenty of resting areas  

Three education areas, a theater expected to open in 2013, 

Waterfront Café, a picnic area, a museum shop, a prayer 

room, baby-change space, free medium and large lockers, 

free Wi-Fi throughout the building 
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From the visitor’s point of view, the interviews conform to Falk and Dierking’s 

argument (1992) that the museum visits are indeed in a recreational frame of mind and 

broadly regarded as a sort of leisure activity (see Table 4.3).  Yet besides social 

recreation and educational reasons, the nature of the cases brings additional incentives: 

for the elder locals, it means a nostalgia visit to their past, and for local families and 

youngsters, it is a discovery of their cultural roots.  Such phenomenon also embodies in 

some nonlocal British and foreign visitors who have profound personal connections with 

Liverpool through generations due to the city’s historical status (see Appendix I).  The 

visits of the foreign tourists, on the contrary, are out of curiosity about either their tourism 

destination or the museums as popular local attractions.  At this point, ML again prevails 

over the other two as its experience can echo to various visiting motives most with the 

joint value in its recreational, social and learning dimensions.  

 

Table 4.3 The interviewees’ motives to visit the cases  

 Locals Nonlocal British Foreigners 

Motives for a 

visit to the cases 

Leisure; 

Socialization; 

Nostalgia/curiosity of past; 

Learning; 

Personal Interest 

In-between 

Leisure ; 

Socialization; 

Curiosity of 

Liverpool/museums; 

Learning; 

Personal Interest 

 

To sum up the aforementioned findings, the ranking of the cases in terms of a quality 

leisure choice can be arguably as ML in the lead, MM in the second place and BS at the 

bottom, which can be also supported by the result of the interview question about the 

most preferred museum.  However, when the researcher asks about the top leisure 

priorities in general, the nature still outshines most in the interviewees’ minds, which may 
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result from the rapid pace of modernization and urbanization as well as a postmodern 

longing for a much simpler and less complex life (Timothy 2011).  On the other hand, 

museums still seem to be considered as something heavier for leisure in view of their 

traditional image.  To examine visitors’ specific perceptions of the cases by the place of 

origin, for local residents who live nearby, the museums (except for charging BS) serve 

more like an open public space situated in a broader palette of recreational sites and can 

be visited at leisure.  Even though they do feel MM and ML serve as good venues for 

families, they are only taken into account when being part of a stroll, the weather is bad, 

or something else more interesting has been done.  Besides, the quality of the museum F 

& B services, as part of a leisure outing, also seem to be an important factor in their 

decision of a museum visit.  Yet for both nonlocal British and foreigner visitors who 

have traveled certain distance to Liverpool, the cases are actually viewed as a sort of 

“must-visit” attractions due to their popularity and location on the “must-visit” world 

heritage site at the “must-visit” waterfront.   

To elaborate on the factors mentioned by Falk and Dierking (1992) in leisure 

decision making, this research considers that a visitor’s perceived cost from the 

investment of time and money is actually subject to the perceived benefits from a leisure 

activity, and as the findings suggest, besides the recreational, social and educational 

considerations, a museum’s reputation as well as one’s personal background and leisure 

itinerary all affect the perceived museum value as a leisure option.  Furthermore, 

museums now seem to be ambiguously positioned in the leisure market during their 

current transformational response to the increased leisure lifestyle at different individual 

levels; therefore, except for cultural enthusiasts, they are neither something to be utterly 

rejected nor something to be wholeheartedly embraced.  Such phenomenon actually 

implies a lot of possibilities for museums to act upon, and ML may indicate a feasible 
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solution by presenting itself as a versatile leisure choice encompassing recreational, 

social and educational value (Black 2005). 
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4.3 The Manifestation of “Edutainment” in the Museums  

To examine the educational experience of MM, its type of learning information is 

mainly cognitive (Falk & Dierking 1992), suitable for analytical learners (Serrell 1996) to 

synthesize the facts of Liverpool’s maritime past due to its inborn character from a 

historical background as a “cabinet of curiosities”.  It basically exhibits its collections 

along the passive didactic lines with some interactivity from a few hands-on facilities 

interspersed in the galleries (see Fig. 4.5).   

 

 

Fig. 4.5 The hands-on facilities in MM 

 

Therefore, its educational element is obviously stronger than the entertaining one.  

Recognizing such relatively serious tone, MM appears to have gradually started 

transforming itself by beginning with its special exhibitions.  It brings about more 
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up-to-date, mysterious or well-known themes to intrigue the audience; for example, the 

“Hello Sailor! Gay life on the Ocean Wave” in the “Life at Sea” gallery introduces a much 

less known aspect of then-illegal homosexual relations in the maritime history.  

Meanwhile, it not only adopts more advanced exhibitory techniques, such as the 

installation of a mini theater playing a customized film in the “Titanic & Liverpool” 

section, but also offers more interactivity through various games; for instance, it invites 

visitors to discover certain passengers’ fates at the end of exhibition by providing cards 

containing the personal information of real figures in the Titanic accident at the entrance 

(see Fig. 4.6).  According to observation, these measures do shorten the psychological 

distance between the exhibits and the audience; however, they also lead to the issue of 

inconsistent curator visions, which seems to be a necessary evil during its transformation 

process.   

 

 

Fig. 4.6 The interactive game in MM 
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As for BS, its learning information is also fundamentally cognitive and suitable for 

analytical learners, but by contrast to MM, its didactic illustrations are much more 

digestible, supplemented with lots of information from its audio guide.  On the other 

hand, because BS aims to create a fantastic atmosphere through a colorful visual design, 

non-stop background music and various staged representations, it may additionally cater 

to the style of imaginative learners (Serrell 1996).  Apart from such visual and audio 

stimulation, there is barely any interactivity in its main exhibitions, except for the 

interactive Discovery Zone added in 2008 and the multisensory Fab4D Experience added 

in 2009
1
.  The former is mainly designed for children to create their own Beatles-related 

artworks (see Fig. 4.7) while the latter is a passive watching experience created by 3D 

computer-generated animation and 4D effects (e.g. the shaking seats, the strawberry 

smell and the water splashes).  In short, instead of focusing on the contents and depth of 

its exhibitions, BS endeavors to offer an easy, bright and carefree experience which helps 

visitors to leap over the temporal and spatial constraints and to access the band in a 

relaxing fashion.  However, such attempt in essence is more of ostentatious display 

where the Beatles is exploited as a consumer product, and its meaning and value is 

therefore partially annihilated (Bennett 1995).  The band’s adversities, internal conflicts 

and social significance conveyed in their behaviors and songs (such as their influence on 

the hippie subculture and the peace movement) are minimized, which in turn presents the 

                                                      

1
 In 2008 Merseytravel purchased BS for the sake of its tourism strategy and thereby refurbished the Albert 

dock site which tripled the size to include the Discovery Zone, Going Solo areas, an expanded Fab4 Store 

and Starbucks Coffeehouse.  In 2009, in order to attract revisits, it further opened the Pier Head site housed 

at the new Mersey Ferries terminal along the River Mersey in order to have extra space for the Fab4D 

Theater and special exhibitions (Liverpool Post 2008, Beatles Story 2012). 
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band only in a spectacular and entertaining form.  Therefore, BS’ educational value is 

relatively little, and its entertaining value mainly originates from its atmosphere, even 

though its website claims “an unforgettable interactive experience” and a goal to “create a 

fun and educational experience for all”, backed up by the promoted facts the Beatles are 

featured in the UK National Curriculum and its receipt of a Quality Badge by the 

domestic Learning Outside the Classroom initiative (Beatles Story 2012).   

 

 

 

In the case of ML, according to its Senior Education Manager, it strives to be “a museum 

for learning with a wide variety across” (M3) and to look into its exhibitions, it 

comparatively embodies the concept of edutainment by striking a balance between 

education and entertainment through an engaging combination of the three types of 

learning information (Falk & Dierking 1992): in addition to the cognitive information, 

Fig. 4.7 The Discovery Zone of BS 
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ML also provides affective one by working with the local communities and psychomotor 

one by its personalization of technologies.  As the city museum for Liverpudians, it 

wishes to present “an authentic Liverpool voice” (Fleming 2012, p. 254); therefore, it 

welcomes locals to share their own versions of interpretation (Museum of Liverpool 2012) 

and regularly hold consultations with local stakeholder groups (J Bryan 2012, pers. 

comm., 19 Jul.), by which it weaves Liverpudians’ attitudes, beliefs and emotions into the 

exhibited contents.  On the other hand, it is equipped with the widest sophisticated 

interactive facilities, such as various sorts of handsets, touch screens, video games and 

hands-on replicas, which invite visitors to integrate the freshly-learned facts and concepts 

through different senses and muscular skills and therefrom to acquire a sense of 

achievement (see Fig. 4.8).   

 

 

Fig. 4.8 The interactive facilities in ML 

 



65 

 

In addition, it not only offers the Little Liverpool gallery exclusively for early age visitors 

(see Appendix IV) but also installs similar interpretive facilities in other areas (see Fig. 

4.9), which had been consulted with children groups before putting into public use.  

From observation, such interactivity perfectly fits family accessibility, collaboration and 

conversation, especially for those with young children who tend to lose patience easily if 

an exhibition is static and serious.   

 

 

Fig. 4.9 The interpretive facilities for children in ML 

 

As to its exhibitory techniques, it installs simulacra of different scales, comics, miniatures, 

and “living memory display” where the contemporary scenes, thoughts and feelings are 

enacted through customized films (see Fig. 4.10), which altogether allow the exhibitions 

to be more efficiently and intellectually accessible.  To sum up, ML’s learning 

experience seems to be capable of satisfying all types of museum learners (Serrell 1996) 
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and compared to MM, it matches much more to NML’s educational ideals—an utilization 

of diversified media to facilitate an effective learning for an audience with different 

learning dispositions as well as a key focus on local families, because such segment 

comprises a third of the local audience who take up a half of the total visits (National 

Museums Liverpool 2012a).   

 

 

Fig. 4.10 The exhibitory techniques of ML 

 

To further explore how the above types of “edutainment” affect visitors’ harvest of 

knowledge, it is necessary to begin with their related learning attitudes.  The interviews 

suggest that for locals, due to a relatively deep understanding of their own cultural 

heritage, their visits tend to be a consolidation and slow, incremental growth of existing 

ideas and information.  As for nonlocal-British and foreign visitors, who don’t know that 

much about Liverpool and its people, their visits are an acquisition of new ideas, facts or 
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information with only differences in the degree of learning and enjoyment.  Compared to 

locals who have a sensitive evaluation of the educational value of the cases, they rather 

care about the recreational one and would like to engage with something light, 

atmospheric, or well-known.  Starting from these mindsets, there is no doubt that the 

local interviewees and a few nonlocal British appreciate MM’s educational meaning most 

as it helps them to refine their acquaintance with the maritime patrimony, while some still 

hold a higher expectation of it, for example, “it's a disgrace—it’s a wonderful place, but 

for a major shipping port in the UK, it's got very few model ships because the last 

curator wasn't interested in shipping.  About 400 model ships are just lying in the 

warehouses and boxes in Liverpool; they should have been in the museum!” (V15).  

On the other hand, for most of foreign interviewees, the educational fruit still falls on 

their most familiar theme—the Titanic-related exhibitions where its full story and 

profound connection to Liverpool are impressively learned. 

With regard to BS, it is a different story.  Most locals have never been to BS, as they 

feel they already possess a solid awareness of their native band.  For those who have, the 

only experience was made long time ago and out of curiosity or coincidence, such as an 

unexpected acquisition of free entry to BS.  Generally speaking, locals consider BS, who 

positions itself as a tourist attraction, is of very little educational and entertaining value.  

As for those nonlocals who also know the band well, such as the nonlocal British from the 

Beatles generation and the international aficionados, BS’ pressure-free atmosphere 

significantly surpassed its contents: “It's more of that kind of music thing, so if you like 

them, you feel awfully good being there… not the educational stuff.” (V22)  On the 

contrary, for those who pay their first visit and have little understanding of the Beatles, 

mainly foreigners, what matters most is the imaginary atmosphere and symbolic meaning 

of visiting this “authentic” museum rather than a substantial learning of the band.  In fact, 
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the global charm of the Beatles and the locational authenticity of Liverpool as their 

birthplace even lead to an interesting phenomenon: quite a few foreign tourists only visit 

the Fab4 Store and purchase the merchandise as souvenirs; for them, to pay for such 

touristic symbol as a sort of statement of their “real encounter” or music taste seems to 

outrank visiting the exhibitions (Prentice 2001).  

Overall speaking, the learning gains in BS are least recognized by the interviewees 

regardless of their backgrounds.  The gratification from its colorful ambience is actually 

offset by its narrow exhibition space, essentially monotone presentation, disturbance 

from non-stop background music and the informative overload of the audio guide 

(narrated by John Lennon’s sister and interweaved with interviews of Beatles-related 

personages): “you get bored as the ways of presentation do not change a lot…The 

audio guide is too long; in a room, you have quite a few tracks to listen to in twenty 

square meters, and with the music in the background, it’s impossible to understand” 

(V7).  The field observation also confirms the aesthetic pleasure BS offers is not 

intellectually engaging; most visitors behave like spectators gazing at the 

statically-staged shows (see Fig. 4.3).  In brief, BS is much of an attraction for 

consumption rather than a cultural institution for education.  From this perspective, the 

value of education seems to be a marketing approach to embellish the museum’s image 

and draw in school groups for larger profits.   The expressive promotion of its stores 

even reinforces such commercial impression: BS is the only museum that highlights its 

stores in the leaflet; the only museum that gives a discount coupon for its stores upon the 

purchase of entry; the only museum that visitors have to pass its stores and coffeehouse to 

exit.  Even though it offers the Discovery Zone, a purpose-built educational space 

required by school groups (J Goldman 2012, pers. comm., 17 Jul.), its linear route design 

reveals a negative influence for family enjoyment and therefore depreciates its entire 
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visiting experience:  “we went with three young kids…They were a little bored to walk 

around quite slowly.  Until the end, when they got to play in the Discovery zone, which 

was a slightly interactive, they already got quite bored” (V27).  In this research’s 

opinion, despite BS could achieve its profit objective as soon as it succeeds in pulling 

visitors to pay for the admission and merchandise, the serious imbalance between 

education and entertainment may lead to a potential issue of sustainability—BS is 

effortless to attract first –time visitors by virtue of its fame and novelty but much harder to 

bring back returned ones since it fails to realize its educational claim (Richards 2001a, 

McIntyre 2009).    

  Where ML is concerned, the locals, especially those beyond the late middle age, are 

particularly fascinated with the unknown extra facts and details of the history as well as 

the iconic representations of the earlier times, such as the Liverpool Overhead Railway 

(see Fig. 4.11 and Appendix IV), which effectively respond to their nostalgia and 

affections toward their beloved city: “There’s always something I don’t know, which I 

like it very much.  It keeps surprising me!” (V5); “The re-existence of the Overhead 

Railway works like a confirmation for my childhood memory.  It was knocked down 

when I was five...” (V11).  Meanwhile, the nonlocal British and foreign visitors are 

impressed with its all-inclusive knowledge, interactivity, atmospheric adaptability and 

entertaining value: ‘There are lots of sophisticated interactive games for every age…the 

atmosphere is adaptive to different subjects…a wide variety in different areas, in 

various ways of presentation…you discover something interesting every time’(V7).  

However, some also indicate such features are too much to take at once yet also imply the 

possibility to return: “It runs so much at you; it shows you everything it can do.  Maybe 

a couple of trips to have little bits together; it will be more appreciated” (V8). 
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Fig. 4.11 The simulated Liverpool Overhead Railway 

  

To encapsulate, in spite of a recreational frame of mind, museum visitors still expect 

that museums could provide opportunities for self-growth and self-fulfillment which in 

fact will ultimately decide the value of their visiting experiences.  To cater to such 

expectation of ‘educative leisure’ (Hanquinet & Savage 2012), ML apparently manifests 

best the concept of “edutainment” (see Table 4.4): it not only stands firm to its 

educational goal but also cleverly adopts a good variety of interpretive measures to 

encourage an enjoyable “mind-on” learning (Black 2005, Kotler et al. 2008).  In so 

doing, it earns the eminence in visitors’ mind.  
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Table 4.4 The manifestation of “edutainment” in the cases 

 MM BS ML 

Type of 

learning 

information 

Cognitive Cognitive 

Cognitive; 

Affective; 

Psychomotor 

Attribute Depth, static Atmosphere Depth, breadth, fun 

Type of 

learners 
Analytical 

Analytical; 

Imaginative 

Analytical; 

Imaginative; 

Common-sense; 

Experiential 

Type of 

edutainment 

Education (Goal) 

surpasses 

Entertainment 

(Instrument) 

Entertainment (Goal) 

surpasses 

Education 

(Marketing Effect) 

Education (Goal) 

equals 

Entertainment 

(Instrument) 

Effect on 

visitors 

Moderate Growth 

 

Moderate Gratification 

 

A revisit/recommendation 

(less interested) 

Surface Pleasure 

 

Immediate Gratification 

 

A one-off visit 

(least interested) 

Substantial Growth 

 

Profound Gratification 

 

A revisit/recommendation 

(most interested) 
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4.4 The Museums’ Effects on Cultural Identity  

Before a close look into how the cases affect local identity, it is necessary to 

understand their operational guidelines first as they underpin the museums’ attitudes and 

interpretation of their collections.   In the cases of MM and ML, their supervisor NML, 

as the pubic subsidized cultural institutions, is endowed with the public responsibilities 

entrusted by the city, the region and the country.  In consideration of Liverpool’s 

situation (see Appendix I), NML aims to be as an agent for social changes not only to 

mitigate the negative effects of its lingering social problems but also to serve as a new 

focus of civic pride, local identity and community cohesion.  To achieve such end, it 

wishes to engage with the widest possible audience by working with and drawing in 

people from local communities (National Museums Liverpool 2012a).  Yet MM in this 

aspect seems to be restrained by the physical limitations from its long-established 

collections, curatorship and the tones of its exhibitions.  Thus it is fundamentally 

difficult for MM to engage local communities in its exhibition development; it still tends 

to illustrate the local maritime history with its professional research, knowledge and 

interpretation.  However, it has attempted to draw the inhabitants together through a 

series of exhibition-related activities and to invite them share their memories if the new 

exhibitions allow (see Fig. 4.12).  To further examine its symbolic relations to Liverpool 

and Liverpudians, MM appears to be a guardian of city treasure.  Rested in a typical 

redbrick dock house of the 19
th

 century, its collections reveal the ethos of the time in 

which they were acquired—Liverpool’s pride from the finest hours of its maritime 

history and associated stories in different aspects.  
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On the other hand, ML, as the paradigm museum of NML, it comparatively 

embodies the group’s social objectives by its vivid exhibitions of the living experiences in 

Liverpool and personalization of interpretation.  To speak of the former, it can be 

categorized into three types: exhibits relating to political campaigns side by side with the 

development of different forms of domestic space; the everyday (the People's Republic 

gallery) and extraordinary (the Wondrous Place gallery) contributions that locals have 

made; the impacts and issues caused by the dramatic social change over the last two 

centuries and still affecting the city today (see Appendix IV).  According to its Executive 

Director, ML is positioned as the story of Liverpool and expected to “bring social history 

from every aspect which allows one can identify with” (M4).  She believes that ML 

cannot completely tell such story as it is changing every day and actually subject to each 

person’s identity; therefore, it creates a core story illustrated in its four permanent 

Fig. 4.12 MM’s attempts to engage visitors 
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exhibition galleries, which can make senses at any time for anyone in addition to the 

changing exhibitions as supplements (see Appendix IV).   

As for ML’s personalization of interpretation, it is attributed to a deep belief in 

“People’s Voices” (M4)—people’s points of views are as strong as the curators to tell their 

own stories—and can be sorted into three layers as below: 

 

 People’s ideas: in order to truthfully represent the story of Liverpool, according to 

its Senior Education Manager (M3), from the very beginning of its “big picture” 

development (Black, 2005), ML called for local volunteers to join a series of 

brainstorming workshops for exhibitions which created nearly 1,000 stories.  

Besides, it has continuously held regular consultations with local stakeholder groups 

on its exhibitions and infrastructure, and embraces any new ideas at any time 

through email, social media or the front desk.  The Director of Marketing & 

Communications (M1) also indicates its weekly review of the guestbook, a 

bi-monthly programming meeting and half-an-year changing exhibitions for 

constant improvement.   

 

 People’s executions: ML encourages locals to work with the museum team for the 

creation of new displays, such as giving or lending objects and recording oral 

histories.  The Liverpool Tapestry (see Fig. 4.13 and Appendix IV) , originated 

from its ongoing Our City, Our Stories project, just exemplifies its wish to present 

peoples’ interpretation of the museum's themes and objects.  
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Fig. 4.13 The Liverpool Tapestry in ML 

 

 People’s comments:  in addition to the above community involvement during the 

development process of interpretation, ML also openly welcomes its visitors to 

express their point of views during their visits through the guest book and various 

platforms in the exhibitions (see Fig. 4.14).   

 

 

Fig. 4.14 The invitation of comments in ML 
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The interviewed curator believes that together with its curatorship aiming to be close to 

the local character, such as the distinct sense of humor, the above numerous interactions 

with local people give the exhibitions an emotional feel and thereby increase their 

creditability, authenticity, and uniqueness, which could evoke a wide resonance from 

both locals and tourists (Gonçalves 2007, Jones 2008, Timothy 2011): “The power of the 

story is greater if it’s told by the people who generate them.  There is ‘a good 

prevalence’ behind” (M2).  In other words, ML realizes its belief in the power of 

museums to help promote active citizenship.  It allows the communities to depict the 

collective identity by means of helping the museum to define their cultural heritage, 

which not only develops their sense of ownership—“the quality of exhibitions is our 

responsibilities”—but also elicits their sense of pride and self-value, especially when they 

see the official acknowledgments and gratitude for their involvement in the museum 

hallways and website (see Fig. 4.15).    

 

 

Fig. 4.15 The official acknowledgement and gratitude in ML 
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As far as BS is concerned, its operation guidelines seem to be based on its ultimate 

goal of profit gains.  Upon the purchase of BS in 2008, its latest owner Merseytravel, the 

Passenger Transport Executive for the public transport in metropolitan Merseyside, 

clearly stated its expectation to link its assets, particularly the Mersey Ferries, to BS as 

major tourist attractions (Liverpool Daily Post 2008).  As it mainly targets at overseas 

tourists, as its visitor composition also strongly suggests (95% are tourists and 70% of 

them are from overseas, according to its managing director), no doubt it chooses to center 

on its target customer’s preference to maximize its profits.  Since most tourists are 

attracted by the Beatles’ all-time reputation, BS would rather focus on the stories of each 

band member, and Liverpool is simply functioned as an early setting of their music 

development.  As such, BS’ exhibitions lack any essential connection to the city and its 

people; for example, the Beatles as Liverpool’s pride and powerful symbol of its 

creativity, and how Liverpool influenced the band
2
 or vice versa are seldom mentioned.  

Besides, there is virtually no trace of democratization in the museum: one hardly finds 

any local interpretation about the band or any call for community ideas or donations, not 

to mention that the channels of visitor feedback are in the forms of a private customer 

survey card for its marketing investigation as well as an appeal to visitors’ rating on the 

popular travel website TripAdviser for a bigger public exposure (see Fig. 4.16).  In short, 

the whole thing apparently barely has any effect in local identity.  

 

                                                      
2
 The members of the Beatles were all from musical families and deeply influenced by the latest 

American music, to which they had easy access as sailors brought the newest released records to 

Liverpool before anywhere else in the UK (Fleming 2012).  
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Fig. 4.16 BS’ customer survey and appeal for rating on TripAdviser 

  

To probe into the cases from the visitor’s perspective, Liverpudians, particularly the 

late middle age and elders, generally possess an unwavering affection and identification 

toward their hometown.  The characteristics forged by the cosmopolitan fusion during 

the golden age of Liverpool maritime trade (see Appendix I) has underlined the strong 

local pride and sense of community despite of the city’s long-standing notoriety.  That 

may explain why all the local interviewees are proud of Liverpool’s ceaseless efforts to 

survive and look forward to a promising future.  Under such circumstances, MM and ML, 

in terms of being a community space, have seemed to effectively respond to their implicit 

emotional and intellectual thirst for Liverpool through various measures mentioned 

previously.  The dramatic increase in public donations and museum memberships of 

NML (compared to 2010, the former increased by 180% and the latter by 225% in 2011) 
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also suggests a positive local recognition toward the museums (National Museums 

Liverpool 2012b).  From the field observation and the extent of passionate approvals in 

the guest books, ML is apparently more popular than MM because it is much closer to life 

by illustrating how people have left their marks on Liverpool and organically connects the 

past, the present and the future of the city.  To examine further, the local cultural identity 

is delicately reinforced by means of every detail it emotionally presents, visitors’ derived 

nostalgia, and their intimate generational exchanges about the family roots, for instance, 

“I’m obsessed with my family history… I often bring my mom here as you’ve got all 

these little things to say” (V11).  Along this line, ML seems to efficiently consolidate the 

collective memory with its focus on local families since they signify all age segments of 

the population at a time.  However, as a story museum on Liverpool, ML also bears an 

inborn burden of a coherent representation of this diversified city and its people.  This is 

why there is always certain local dissatisfaction with its depth of coverage and the degree 

of social inclusion because of a relatively small exhibition on one’s own community: “I’m 

surprised that there’s no sufficient information about the Irish immigrants who had a 

huge influence in the past 100 years.  Here are so many people from an Irish 

background3!” (V11).  On this point, the Director of Marketing and Communication 

(M1) indicates a solution of “changing exhibitions”: ML always offers special exhibitions 

in focus every 6 months, whose theme is based on the constantly raised issues in the guest 

comments, so as to supplement its inadequacy of depth and coverage and bring people 

back.  

                                                      

3
 The Great Famine in Ireland in 1845-1852, which is also called the Irish Potato Famine, had forced  

approximately a million more people emigrated from Ireland to England, Scotland, the U.S., Canada and 

Australia.  In 1851 alone, about a quarter of Liverpool's population was Irish-born (Foster 1988). 
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 As for BS, unlike MM and ML who operate in the public interest, it has paid little 

attention to locals, which is resulted from a cost-effective point of view: as locals, 

especially the Beatles generation, already know well about the band, they are relatively 

difficult to be satisfied than first-time tourists.  Since it is too strenuous to convince these 

people to pay for its entry and merchandise, and they only take up less than 5% of the 

visitor composition, BS would rather put much more efforts in pulling foreign tourists 

who generally bring much more income (Kirchenblatt-Gimblett 1998).  This is why 

nearly every local interviewee feel distanced from BS’ business nature and relatively 

weak linkage to the city and its citizens.  Therefore, they have little recognition of it 

except for its positive impact on tourism. 

 Another interesting phenomenon worth discussing is that in virtue of Liverpool’s 

unique history and the Beatles’ remarkable musical achievement, these three museums to 

some degree provide the means to solidify and complete some nonlocal visitors’ 

identities (Richards & Wilson 2006).   Due to Liverpool’s critical position in the global 

trade network and the emigration waves from Europe to the “New World” during the late 

19th and early 20th centuries
4
, there has been a strong affinity from those who have 

personal connections with the city through generations.  Quite a few interviewees who 

come from the U.S. or Australia mention that their ancestors were from Liverpool and 

                                                      

4
 In the heydays of the former British Empire, Liverpool was the hub of its commercial network that spread 

across the Atlantic to the Americas, the Far East and Australia, which turned the city into a melting pot of 

cultures (Granville 2012).  Besides, it used to be the largest emigration port in the world through which 

nine million people had left from Europe in search of a new and better life between 1830 and 1930.  Most 

of them migrated to North America, Australia and New Zealand—the then-called “New World” 

(Merseyside Maritime Museum 2012).  
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they still have relatives here.  For them, MM or ML is a trustworthy witness for their 

forebears’ historical experiences, and to visit MM or ML functions as a sort of roots travel 

taking them back to their origins (Timothy 2011).  In the case of the Beatles, to British 

people, they are part of invisible national heritage passed down through the school 

curriculum and family education; to the rest of the world, their music has gone beyond the 

materiality and transformed into a global musical asset.  Their international legacy still 

prospers through tributes paid by later musicians and music pieces inspired by their songs.  

In other words, the music of the Beatles occupies an irrevocable place in certain people’s 

mind, especially for the British, the Beatles generation, and the aficionados, which 

thereby draws these people (except Liverpudians) into BS.  For example, a young 

nonlocal British interviewee mentions the reason she visits BS is because of her 

childhood memory:  “I like it coz I was born in 1990s and brought up with that kind of 

music” (V22).  

 To summarize, in the aspect of cultural identify of locals, MM and ML do bring local 

communities together through their exhibition-related events or the interpretation process.  

Meanwhile, they also consolidate local collective memories by virtue of their distinct 

collections and exhibitory themes.  Owing to a profit-orientation and tourism strategy, 

BS by contract does not contribute that much.  However, in terms of nonlocal individual 

identity, all these cases do help some visitors either trace back to their roots or awake their 

music memory (see Table 4.5).  
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Table 4.5 The cases’ effect on cultural identity 

 MM BS ML 

Nature 
A socially responsible 

public service 

A profit-making private 

tourist attraction 

A socially responsible 

public service 

Theme 
Maritime history of 

Liverpool 

The Beatles born in 

Liverpool 

Changes of Liverpool 

and lives of its people 

Main community 

engagement 

In exhibition-related 

activities 
N/A 

In personalization of 

interpretation 

Identity 

implication and 

effect 

The maritime glories and 

shadows 

 

Reinforces local 

collective memories and 

recalls emigrant roots 

Liverpool as an early 

backdrop for the band 

 

Hardly affects local 

collective memories yet 

recalls nonlocal nostalgia 

What means to be a 

Liverpudian 

 

Reinforces local 

collective memories and 

recalls emigrant roots 
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4.5 The Museum’s Effects on Destination Image 

To start with the correspondence between the museum exhibitions and Liverpool, as 

discussed earlier, what MM presents to the external world is the city’s maritime past 

interlaced with various stories associated with its role as an important harbor.  This 

maritime attribute of Liverpool is further strengthened through its location in the 

dockland, its two historic vessels kept in the opposite dry dock, and the nautical objects 

displayed on the dockside, such as the salvaged propeller from a liner’s tragic wreck in 

1915.  From the visitor’s perspective, some locals feel that it diversifies the city’s image 

by informing tourists of something else original and fascinating in addition to the Beatles 

and their famous football teams
5
.  This is confirmed by the nonlocal British and foreign 

visitors who think MM does allow a new recognition of a much less known dimension of 

Liverpool, particularly of its profound relationship with the Titanic.   

With regard to ML, its exhibitions are concerned with city changes and everyday 

lives of ordinary people who, in being identified as Liverpudians, are hence distinguished 

from and opposed to the stereotyped impressions of Liverpool as a socially and 

economically deteriorated post-industrial city.  Through ongoing dialogs with citizens, it 

keeps pace with the shifts and turns of Liverpool and therefrom presents a realistic 

panorama of the city.  On the other hand, its strapline of “Made in Liverpool”, which can 

be seen in the museum’s galleries, publications and events, not only internally 

communicates a sense of place but also externally emphasizes the unique city identity.  

In so doing, ML wishes to state itself as a real place reflective of Liverpool’s culture and 

                                                      
5
 There two English Premier League football clubs founded in Liverpool which have enjoyed both regional 

and global followings because of their brilliant performances—Everton Football Club founded in 1878 and 

Liverpool Football Club founded in 1892 (Museum of Liverpool 2012).  
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people (Granville 2012), and it seems to have taken effect in tourists: both nonlocal and 

foreign interviewees consider that ML serves as a three-dimensional guide book beyond 

the temporal and spatial limitations and therefore allows them to have a more substantial 

traveling experience in Liverpool.  It not only helps them, especially for those with tight 

schedules, to save time and energy by knowing where to go but also makes Liverpool 

more understandable and meaningful by leading them to look with more informed eyes at 

the richness of the present urban environment and to imagine its bygone days and 

possible future.   

To locals, they think ML’s existence helps to revitalize the derelict area by bringing it 

more interactions and a futuristic look, and also functions as a representation of the city 

with various strands to follow.  However, due to the affection for their hometown and 

associated anxiety for its perfection, there are also some that disapprove ML’s large-scale 

presentation on the Beatles and the football teams.  For them, it looks as if the museum 

still keeps holding this reviving city to such old-fashioned all-star image; yet they also 

reluctantly acknowledge this image’s distinction and visibility for tourism development: 

“You’ve got a huge part on these two themes which are more representative for thirty 

years ago than what it is now.  They should have been of last prominence; yet you 

could not do without them…” (V11).  To such criticism, the Executive Director (M2) 

thinks that Liverpool is fortunate to have these two unique selling points which have both 

global recognition and local identification.  They are not simply regarded as popular 

appeal to locals and tourists alike; they also perfectly exemplify the significance of 

“Made in Liverpool”.  Therefore, it is necessary to have related layers in the museum 

contents.  In this research’s eyes, there is indeed no need to weaken such elements and 

replace with other new looks of the city.  Rather, it is a question of how to well blend the 

old and the new since both of them are intertwined in the city’s genes.  For example, 
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many Beatles-related images still exist in the corners of Liverpool, such as 

Beatles-themed F & B services, hotels, and street arts, not to mention that John Lennon’s 

name and face appear right at the door of the city (the John Lennon Airport and its 

corporate logo).  As a matter of fact, the band and the football teams continue to function 

as valuable pulling factors for Liverpool as a tourism destination; therefore, the related 

presentation still interests tourists; not least they have contributed to what Liverpool is, 

which shall be seen in this museum of city. 

As far as BS is concerned, unlike ML where the Beatles serves as a powerful proof of 

the extraordinary creativity of Liverpool, its exhibitory focus falls on the story of the band 

where Liverpool is depicted as the setting of their early days and the inspiration for their 

early hits.  To look further into its exhibitions, it introduces three types of Beatles-related 

spots: sites connected with the lives of band members (such as Mendips, home of John 

Lennon), sites appeared in their songs (such as Penny Lane, the playground of John 

Lennon and Paul McCartney in their childhood), sites of their music production or 

performances (such as the Cavern Club where the band had their first gig).  As BS and 

the tourism board actively network these Beatles-related attractions for the sake of 

motivating real visits to Liverpool with a longer stay (J Goldman 2012, pers. comm., 17 

Jul.), it creates more image resonance to the Beatles traces in the region whereas ML is 

more capable of consolidation and diversification of the destination image.  To put it 

otherwise, BS reinforces the Beatles attribute in Liverpool’s image and encourages 

tourists to visit related venues by preparing their imaginations during the museum visit.  

In this sense, ML and BS do not conflict with each other in the same exhibited theme; 

rather, they work together to enhance the overall image of Liverpool. 

From the stance of tourists, most of them consider BS as a must-see so as to know 

what the band and the museum are like: “It's something you're supposed to do before 
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leaving Liverpool.  You don't want to regret for not having gone here” (V24).  Such 

thought conceptually responds to Timothy’s (2011) argument that for some, to visit BS 

located at “the birthplace of the greatest band who still interest the rest of the world” 

(M5), is essentially a symbolic act to demonstrate their music taste or strengthen their 

sense of distinction from those who haven’t been there.  The frequent long queue at its 

entrance, resulted from the limitation of its narrow space, even increases one’s curiosity 

to see what is inside.  That is why the managing director (M5) proudly indicates that the 

Beatles, as a precious cultural asset of Liverpool, successfully draws a good deal of 

attention and differentiates Liverpool as a top destination.  However, from the previous 

research findings, its lack of depth and consequently low educational value still imply a 

risk that the fame and the novelty of the Beatles image, which contributes to its 

impressive visitor numbers, may be exhausted someday.  Such issue can be evidenced by 

the fact that it is the least cited museum when it comes to a revisit or recommendation in 

the interviews.  In fact, its owner Merseytravel just carried out a review on BS to see if it 

deserves the investment as the company’s tourism strategy hasn’t been up to the 

expectation (Liverpool Daily Post 2012).   

When being asked about the opinions toward each other, the management of the 

museums all thinks there are neither conflicts nor competitions between themselves since 

they are different in terms of the nature, appeals, approaches and market segments.  They 

believe their relationship is complementary to some degree and allows visitors to make 

choices according to their preferences (J Goldman 2012, pers. comm., 17 Jul., P 

Gallagher 2012, pers. comm., 19 Jul., S Granville 2012, pers. comm.).  On the other side, 

in the aspect of the museums’ integrity with other venues in the neighborhood, their 

existence seems to be a plus for the leisurability of downtown Liverpool, especially in 

view of the postmodern de-differentiation of culture, tourism and leisure as well as the 
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eclecticism of postmodern tourists who can flexibly switch between different holiday 

patterns (Richards 2001a).  As shown in Fig 4.17, the following elements in close 

proximity together create a synergy turning the city center and the riverside a foremost 

leisure choice for both residents and visitors alike: the museum cluster as a cultural and 

social offer; the newly-added Arena and Convention Centre Liverpool (2008), Echo 

Wheel of Liverpool (2010), offices, flats, shops, hotels and F & B services for different 

purposes; the charm of the existing three classic Edwardian landmarks
6
; the atmospheric 

waterscape along the River Mersey; the neighboring Liverpool One (2008), the largest 

open-air shopping center in the UK, along with a convenient transportation network (by 

air, bus, train, metro, car and foot).   

 

 

                                                      
6
 The three important commercial buildings that define Liverpool's waterfront and are referred as the 

“Three Graces” by locals: the Royal Liver Building, Cunard Building and Port of Liverpool Buildings; they 

were all established in the early 20
th

 century and inscribed as part of the UNESCO World Heritage in 2004 

(Museum of Liverpool 2012).   
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 As to the question about the cases’ physical fitness for the surroundings, the 

buildings of MM and BS at the Albert Dock are a valorization of existing redbrick dock 

houses constructed in the middle of the 19
th

 century (Merseyside Maritime Museum 

2012); it is thus highly contextual relevant and well-blended into the historical 

atmosphere there while BS’ Pier Head site and ML’s building is another scene—both are 

postmodern architecture situated at the riverside less than five years (see Fig. 4.18).  The 

former is actually part of Merseytravel’s new ferry terminal designed by Hamilton 

Architects of Belfast (Moore 2011).  It seems to be obviously outgrown by ML as it is 

much smaller and nearly no interviewees comment of its look.  Yet this may be partially 

resulted from their lack of a physical visit for it needs to pay extra for entry.  To speak of 

Fig. 4.17 The map of Liverpool center and the riverside (Liverpool City Region Local 

Enterprise Partnership 2013) 
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ML, as the largest newly built museum for more than a century in the UK—an 8,000 m
2
 

building opened at the Pier Head in 2011 (National Museums Liverpool 2012b), it aims to 

“signify a positive expectation to the future while the contents inside represents the 

celebration of local traditions” (M4).  Such perspective is also echoed by the World 

Heritage Officer of the city council upon the balance between heritage conservation and 

urban regeneration: “it is a co-existence of ‘the old order’ and ‘the new order’—we align 

to the future while respecting the historical context” (M6).  

 In order to give full views of the Three Graces in one direction and the River Mersey 

in the other, the commissioned Danish architect 3XN, inspired by the shapes of ships and 

land art, creates an exterior dynamic twist which rises at its extremes and uses pale white 

Jura stone as the covering material for a simple and low-profile look (Moore 2011).  It 

seems to effectively enhance the visual aesthetics of the area and arouse a curiosity as 

tourists generally feel it is eye-catching with the waterscape in the background and would 

like to know what it is about.  Yet some locals consider this museum actually does not 

integrate into the original fabrics of the city except the regenerated waterfront:  “it looks 

good because it's on the waterfront, especially when you're on a boat coming from the 

other side.  But everybody still loves the Cunard, the Liver Birds7…’ (V25); “the bizarre 

of this—it fits; it goes with it.  But if you put it anywhere else: no.  It's absolutely 

designed to fit into this environment” (V26).  Basically they don’t oppose its futuristic 

appearance; they rather feel it harmonizes with the adjoining riverfront and can be added 

to Liverpool’s destination image (Timothy 2011).  However, they still prefer the classical 

Three Graces as they have stood at the Pier Head for nearly a century.  From the 

professional’s point of view, Rowan Moore, the ex-director of the Architecture 

                                                      

7
 The Liver Bird is the symbol of Liverpool, and what the interviewee refers here are the two metal 

sculptures of the Liver Bird topped on the clock towers of the Royal Liver Building in 1911.  
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Foundation and now an architecture critic for the Guardian, criticizes that ML’s 

individualistic dazzle conflicts with the neighboring block of flats in the form of giant 

black crystals (see Fig. 4.18): “there is no coherence, rapport, sense of wholeness or 

purpose to the ensemble. The older buildings manage to be expressive, varied, bold, 

dignified and unified all at once; the new do not” (Moore 2011).   

 

 

Fig. 4.18 ML (top) and BS Pier Head (bottom) 

 

According to observation, whether it fits in the environment or not actually depends on 

where one stands and personal subjectivity; there seems to be no conspicuous visual 

incongruity since ML is in a minimalist design and expected to serve as a good framing of 

the widely respected Three Graces (J Hinchcliffe 2012, pers. comm., 16 Jul., see Fig. 

4.19) .   
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Fig. 4.19 Different viewing angles of ML and the Three Graces 

 

Compared to the rootlessness issue of both BS and the Guggenheim Bilbao, ML’s 

Executive Director (M4) clearly states that the museum doesn’t want to be only an iconic 

landmark designed by a superstar architect and built mainly for tourists, as such would 

dilute a place’s identity.  It keeps in mind the importance of constant improvement in the 

contents and the maintenance of an organic local connection; in this way, it has seemed to 

not only avoid the negative association with the prolific serial reproduction nowadays 

(Richards & Wilson 2006) but also sustain the positive quality it dedicates to the image of 

Liverpool.  

 Overall speaking, owing to its long-standing serious economic and social decline as 

well as related problems (see Appendix I), Liverpool has constructed a national image 

comprised of industrial decline, unemployment, crime and violence, health and education 

issues, despite of the established good representations from the Beatles, the football clubs 
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and the waterscape (B Garcia 2012, pers. comm., 16 Jul.; K Rodenhurst 2012, pers. 

comm., 18 Jul.).  As to its international image, the foreign tourists’ preconceptions 

generally stay among its typical British weather, the third largest city in England, the 

Beatles and the football clubs.  However, there are also a few have heard before the visit 

that it is an impressive city because of its people, atmosphere and architectures, which 

suggests its various regeneration schemes have started taking effect in terms of an image 

transformation.  After seeing the city and the museums, both nonlocal and foreign 

tourists build a new awareness of Liverpool’s unknown aspects and agree that Liverpool 

is an attractive young city with an eclectic vitality in arts and sports; its friendly, smiley 

people creates a happy atmosphere; and the cultural heritage site is well blended with the 

neighboring leisure venues.  The guest books of MM and ML also suggest that Liverpool 

is a charming destination in tourists’ eyes: there are widespread expressions of great 

enjoyment in the museums and the city, along with a pleasure to return or introduce to 

others (see Fig. 4.20).   
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Fig. 4.20 The expressions of enjoyment in MM (top) and ML (bottom) 
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In other words, Liverpool is beginning to reclaim itself not only an ideal place for leisure 

but also an energetic, diversified and promising city worth exploration.  To conclude, the 

above research findings can be summarized as below (see Table 4.6): 

 

Table 4.6 The cases’ effect on the destination image 

 MM BS ML 

Theme 
Maritime history of 

Liverpool 
The Beatles born in Liverpool 

Changes of Liverpool and 

lives of its people 

Image 

attribute of 

Liverpool 

Newly established: 

a maritime mercantile city in 

the 18
th
 and 19

th
 centuries; 

the linkage with the Titanic 

Reinforced: 

the Beatles; 

Liverpool as their birthplace;  

Beatles-related spots 

Newly established: 

a realistic panorama of 

Liverpool; an iconic 

landmark at the waterfront 

Integrity 

with the 

surroundings 

Functional: the three cases diversify the leisurability of downtown Liverpool and the 

waterfront as part of a broader cultural and social offer 

Physical: 

in a 19
th
 century dock house 

fit in the dockland 

Physical: 

at the Albert Dock 

in a 19
th
 -century dock house 

fit in the dockland 

at the Pier Head 

in a 21
st
-century postmodern 

building with less attention 

Physical: 

in a 21
st
-century postmodern 

building fit in the riverside 

 

 <Destination Image of Liverpool> 

Before 

National: a socially and economically deteriorated post-industrial city with associated 

problems, the Beatles, the two football clubs and the waterfront. 

International: the third largest city of England with a typical British weather, the Beatles and 

the two football clubs. 

After a visit 

to the cases & 

Liverpool 

Overall: an attractive, energetic city with amiable citizens, a glorious maritime past and 

impressive creativity in arts and sports; an ideal place for leisure. 
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5 Research Conclusions    

5.1 The Research Highlights  

5.1.1 The Shaping of Museum Experiences 

According to the research findings, this study distinguishes three types of museum 

experience supply and demand for cultural heritage which include the characteristics 

indicated in Table 5.1 and Table 5.2 below:  

 

Table 5.1 The recognized types of museum experience supply 

 Traidtional Supply Sensational Supply Humanist Supply 

Museum MM BS ML 

Established year 1986 1990 2011 

Nature 
A socially responsible 

public service 

A profit-making private 

tourist attraction 

A socially responsible 

public service 

Inclination 
Scientific, serious, 

static, in-depth 

Atmospheric, sensory 

pleasurable 

Democratic, interactive, 

innovative, eclectic, in-depth 

Presentation 

Collection-oriented, 

didactic with multiple 

linear routes 

Visitor-focused, 

theatrical, didactic with 

single linear route 

humanistic-oriented, 

theatrical, thematic, 

constructivist with multiple 

entry points 

Experiential types Learning, celebrative Aesthetic 
Recreation, sociability, 

learning 
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Table 5.2 The recognized types of museum experience demand 

 Emotional Demand In-between Demand Recreational Demand 

Place of Origin Locals Nonlocal British Foreigners 

Motives 

Leisure, socialization, 

Nostalgia/curiosity of past, 

learning, personal interest 

In-between 

Leisure, socialization, 

curiosity of the 

city/museums, learning, 

personal interest 

Contextual 

understanding 
High Fair Little 

Inclined for Internal stimuli In-between External stimuli 

Expected museum 

attributes 

Comprehensive, in-depth, 

relevant, representative 
In-between 

Famous, atmospheric, 

aesthetic, eclectic, 

enjoyable, relaxing 

 

Basically, public, social-oriented museums tend to be in-depth with substantial 

educational value while private, profit-oriented ones incline to be more on the surface 

with immediate sensory pleasure.  On the other side, local residents tend to look forward 

to an emotional and intellectual museum encounter about their beloved city whereas 

nonlocal tourists incline to expect a relaxing and recreational one with the unfamiliar 

world ahead.  To integrate the stances of both sides, this research suggests that the 

stronger the positive correlation between museum supply and museum demand; the 

greater the perceived personal meaning and satisfaction is.  As seen in Fig. 5.1, the 

Humanist Supply appears to be the optimum to satisfy all types of experience demand 

while the Sensational Supply may only cater to the Recreational Demand best. 
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Fig. 5.1 The correlation between museum supply and demand 

 

5.1.2 Museums as a Leisure Option 

The research discovery shows that the motives for a museum visit range 

fundamentally between leisure, socialization, learning, curiosity and personal interest; 

yet, the key which ultimately determines museums’ position in a leisure-decision 

making process still falls on the prerequisite that the perceived benefits shall exceed the 

related investment of time and money.  Such cost-benefit calculation involves not only 

a museum’s contents and services, its reputation but also a visitor’s personal background 

and leisure itinerary.  In terms of urban heritage museums, due to their collection and 

exhibitory characteristics, for locals they are both part of cultural heritage to pass on for 

generations and a handy leisure option which can be visited at will.  For tourists who 

spend a relatively high cost to the city, they are among the must-see attractions to expand 
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their horizons or satisfy their inquisitiveness therefore in need to be covered in their tight 

schedule.  However, in comparison with other types of leisure activities, museums still 

fall behind the nature because of their conventional image and the postmodern longing for 

a return to simplicity.   

 

5.1.3 The Manifestation of “Edutainment” in Museums 

Through the field investigation, this study recognizes that a traditional museum is 

less likely to fully engage the audience through its relatively serious and academic 

interpretation whereas a sensational one risks a trivialization of education whose learning 

effect is rather shallow and transitory.  Only an appropriate balance between education 

and entertainment, underpinned by a clear understanding that the latter works as an 

engaging instrument to maximize the former as the goal, may best encourage a 

captivating mind-on learning which greatly facilitates self-enrichment and consequently 

a willingness of a revisit or recommendation to others.   

Furthermore, the findings also indicate a necessity that the museum audience shall 

be provided with a palette of learning opportunities for their various learning needs and 

styles derived from personal frameworks.  For example, the places of origin may affect 

a museum visitor’s learning goal and method.  The cases illustrate that locals who 

possess a wider picture of the exhibit themes and live much closer to the museums tend to 

be more slow-paced and pay more attention to little unknown facts for the refinement of 

their current knowledge or family education.  However, for nonlocals, due to their 

relatively little understanding and restraints from their travel itineraries, they prefer to 

acquire fresh, new ideas in a more timely and spectacular fashion.   
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5.1.4 Museums’ Effects on Cultural Identity 

The nature, mission and target market of a museum play critical roles in its influence 

on community involvement and related cultural identity.  The paradigm built by ML 

signifies a positive, organic interaction between an urban heritage museum and its located 

communities.  The museum considers the spirit of cultural heritage essentially originates 

from related people’s stories which can bring forth an emotional and authentic dimension 

for a wide resonance.  Therefore, it invites local stakeholders to participate in its 

interpretation process and encourage the audience to feedback in its exhibitions along 

with an open acknowledgement for their contributions.  These attentive measures not 

simply add an intimate and personalized feel to the museum experience; they also 

promote a deeper awareness of heritage preservation and strengthen the connection 

between local visitors, thereby consolidating the collective cultural identity and 

elaborating the essence of passing on heritage.   

By contrast, BS, proud of the Beatles’ musical achievement and all-time global fame, 

believes the uniqueness of Liverpool is mainly attributed to the impeccable charm of the 

band.  Its self-orientation along with a profit concern has made itself only focus on 

tourists, thereby failing to recognize the value potential of the city and to take a positive 

effect on local identity accordingly.  The interviews with locals reveal this rootless 

operation has deformed the museum into a sort of enclave barely with any local linkage, 

which not only loses its essential meaning to be located in the birthplace of the Beatles but 

also pushes away substantial local support that may be helpful during a challenging crisis.  

In fact, in this research’s eyes, it is Liverpool who elevates BS to an unparalleled position 

that other Beatles-themed museums cannot catch up by virtue of its locational 

authenticity; it is Liverpool who makes tourists believe what BS presents is relatively true 
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and trustworthy.  As such, Liverpool shall be appreciated and reciprocated as a valuable 

resource rich in its profound relationship with the band rather than being exploited as a 

marketing buzzword.   

 

5.1.5 Museums’ Effects on Destination Image 

As seen in the section 4.5, the three cases respectively present a particular aspect 

relevant to Liverpool that tourists may never fully see or understand on their own and 

therefrom have positively affected the external impressions of the city through their 

contents.  That is to say, the distinctive character of each museum advances the depth 

and breadth of both tourists’ exploration of Liverpool and the overall destination image.  

In addition, their complementary nature also produces more variety in Liverpool’s 

cultural and social offer and therefore allows more flexibility in tourists’ leisure planning 

for the downtown based on personal preference.   

However, the case of BS also implies a potential issue of image sustainability.  As it 

has been rooted in the pursuit of profits, the Beatles’ reputation and tourists’ curiosity, its 

experience is actually surface, commercialized and unable to provide a substantial 

educational meaning.  In consequence, the visitors may not get their money’s worth and 

feel reluctant to revisit or recommend it, which would ultimately turn the related image 

attribute relatively short-term, not to mention that the strength of such attribute and tourist 

interest may gradually decline once the novelty of the Beatles or the museum starts to 

fade away.  At this point, the aforementioned local disconnection of BS will seem to be 

such a pity since the museum gives up the opportunity to utilize the local resources for 

continuous reinforcement on itself and the Beatles’ appeal.  The example of ML just 

provides a glaring contrast demonstrating the tremendous impact of community 
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engagement which can not only constantly injects new vitality into the exhibitions but 

also helps to deepen and sustain the positive image attributes presented by the museum.   
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5.2 The Theoretical Implications 

This research finds that the shaping and nature of a museum experience is mainly 

subject to the following two determinants (also see Fig. 5.2):  

 

 The essence of an experience delivery: it entails the nature, positioning and 

mission of a museum, which underpins its development of interpretation, layout of 

presentation and which experiential dimensions would be emphasized in the 

exhibitions.  Basically, the later and more purpose-driven a museum is founded, 

the greater a potential it can infuse important contemporary values and 

technologies into its experience delivery.  

 

 The essence of an experience receipt: it involves the motive, background and 

interest of a museum visitor, which altogether contributes an implicit expectation 

and a set of criteria for the quality of the perceived museum experience.  In other 

words, a museum experience is a subjective, individualized construction within each 

visitor’s mind, and its meaning is attributed to a negotiation between the personal 

framework and the peculiar museum contents.  This exactly corresponds to 

Doering’s (1999) “entrance narrative” which is argued as the ultimate gauge of the 

value of an experience.   
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Fig. 5.2 The shaping of a museum experience  

 

On the other hand, in the aspect of the presentation approaches, the reactions of 

interviewees prove that the openness of the constructivist style works far better than the 

monologue of the didactic in terms of motivating cognitive interactions between 

museum exhibitions and their visitors (Hein 1995, Black 2005).  In fact, the depth of 

such communication matters the degree of visitors’ understanding of museum contents 

and perception of related worth.  The case of ML further advises that this depth can be 

more enhanced if a museum could design its exhibitory setting in a humanistic manner.  

To speak of the experience supply, as Kotler et al. (2008) argue, a museum does contain 

various types of experiences based on its character; however, the cases reveal that only 

recreational, social and educational dimensions are all well looked after that a museum 

could cater to the postmodern audience’s preconception and fundamental needs for a 

museum visit.  After all, as Black (2005), Kotler et al. (2008), Falk and Dierking (1992) 
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indicate, the perspective of a museum visitor is indeed that of a consumer in 

leisure-time activities whose mental map includes not simply the exhibitions but also 

the gift shop, F & B service, and ancillary facilities.   

To look into the broader context of the urban leisure market, commercial venues, 

especially shopping centers, have increasingly wooed consumers with their associated 

lifestyles and thereby bid for the ownership of public life by an endeavor to create a 

symbolic atmosphere of “we are everything you wish for” (Lohman 2008).  For 

museums to survive in such competitive environment, they would need to live beyond 

the traditional stereotype as a showcase for precious antiques.  Through a careful 

combination of their expertise, inborn objective authenticity and attention to various 

leisure needs, they are actually capable of an in-depth spiritual experience with an 

eclectic mix of recreational, social and educational value.  In so doing, museums build 

up a signature image of a quality leisure choice as suggested by Black (2005) and may 

therefore stand out in the process of leisure-decision making. 

The research discovery of “edutainment” also echoes to the above concepts.  Even 

though a museum visit is implicitly regarded as a sort of leisure activity, it still needs to 

possess substantial educational merits in the audience’s eyes.  To put it differently, the 

conventional belief in museums’ educational and social roles seems to still prevent them 

from being favored as amusement parks, yet the postmodern mentality which wishes to 

discover something meaningful in an effortless and interesting way confirms the 

necessity for an appropriate practice of edutainment to realize the concept of educative 

leisure argued by Hanquinet and Savage (2012).  From this stance, it seems reasonable 

that the visitors in the cases are barely impressed with the fun-oriented museum since it 

only initiates a superficial learning process with limited educational worth (Richards 

2001a, McIntyre 2009).  By contrast, the museum that clearly positions education as 
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the end and entertainment as the means with a proper balance in-between can achieve 

the best learning effect (Black 2005, Kotler et al. 2008).  Moreover, the findings 

suggest a museum which accommodates Falk and Dierking’s (1992) three types of 

learning information through diverse interactivity and innovative exhibitory skills could 

extensively respond to Serrell’s (1996) types of learners and provide the greatest 

educational rewards.  

In the field of society, the cases prove that museums are indeed competent to 

positively delineate individual and collective identities in this age of postmodern 

globalization, thereby facilitating social cohesion and a sense of belongingness toward a 

place (Miles 2005, Orloff 2008, Morgan et al. 2009, Timothy 2011).  From the angle of 

power relationships, external economic, social and political environments do affect the 

mission and positioning of a museum and consequently determine the nature and depth 

of its association of the exhibits and hidden meanings (Barthes 1977, Hooper-Greenhill 

1992, Ellenbogen et al. 2007).  What this study further discloses is an operational 

discrepancy between socially responsible and profit-oriented museums.  The former 

exemplifies that by means of a substantial local connection via museum contents and 

community engagement in the interpretation process, a museum could stabilize, 

consolidate and justify its established symbolic relationships for cultural identity.  

 As to destination image, the cases verify that museums are able to construct 

distinct image attributes founded on their exhibitory focus as a sort of identifier for their 

located place (OECD 2009); this identifier includes cognitive components, such as the 

new recognition of less known dimensions of a city or a deeper comprehension of what 

is already known, as well as relevant affective components, such as surprise, admiration 

or dislike, which altogether reinforces or reshapes an existing destination image 

(Kirchenblatt-Gimblett 1998, Prévélakis 2008, Timothy 2011).  Moreover, the research 
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findings also advise that if a museum can supplement well the neighboring leisure 

venues and physical environment, its image-shaping force will get stronger, thereby 

promoting and diversifying the appeal of the destination image.  As a result, the 

likelihood which tourists choose the location in their travel planning increases.  

Meanwhile, a solid local relationship, as shown by the case of ML, points out a practical 

solution to prevent the short-term shallow image effect prevailed in the serial production 

of cultural attractions nowadays (Richards & Wilson 2006).  

 Finally, the characteristics of the cases additionally unveil an important fact.  That 

is, Doering’s (1999) “entrance narrative” not only signifies the perceived quality of a 

museum experience; it actually penetrates various layers of the visitor’s perspective in a 

museum visit.  Where urban heritage museums are concerned, visitors’ places of origin, 

their geographical relations with the place and leisure itineraries all influence museums’ 

status in their minds and define their learning styles and goals.  The sociocultural 

identity of each visitor also enables different types of heritage museums to meet up 

various visiting needs for finding roots or good old days. 
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5.3 The Empirical Implications 

Due to the individual concern in goal-setting, positioning and operation, each 

museum has its peculiar strength and weakness, which is scarcely possible to fully satisfy 

each visitor’s need.  Yet the paradigm established by ML sheds significant light on how 

far a museum may possibly reach in actual practice.  Benefited from its central theme on 

entire Liverpool and the privilege as the newest purposely-built museum, ML not merely 

attempts to maximize its educational, social and recreational value through innovative 

interpretative infrastructure and attentive considerations for potential needs in a leisure 

experience, but also endeavors to realize its social responsibilities through museum 

democratization, particularly in the dimension of community empowerment.  Because of 

such hard efforts, it evokes the largest visitor resonance and identification, creates the 

most satisfactory experience, and therefrom generates the best spill-over effect on the 

realms of culture, society and tourism among the cases as discussed below: 

 

 The Cultural Impact 

Attributed to the key mission of social inclusion, ML aims to eradicate the traditional 

stereotype of elitist and exclusive museums by pulling down the related economic, social 

and cultural barriers, for example, the free entry of all programs, the open–minded 

invitations for any community engagement, the target family audience as well as the 

proper utilization of edutainment and advanced exhibitory techniques.  These measures 

not only greatly enhance the cultural capital of the visitors but also expand local cultural 

participation and attract those who hardly set foot in a museum—in fact the statistics 

have shown that in recent few years, there has been an impressive visitor growth in 

families with young children, elders, lower-socio-economic groups and minority groups 
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(National Museums Liverpool 2012a).  The quality experience obtained in ML may then 

further contribute to reduce these marginal groups’ intuitional rejection and psychological 

obstacles to other cultural activities, thereby gradually bringing out healthy cultural 

citizenship for cultural space in the city.   

 

 The Social Impact 

Grounded on the belief that community renewal is the soul of the city (Fleming 2012), 

ML devotes to be a real civic museum worth of the name through social involvement and 

commitment in its development and contents for the sake of meaningful dialogs and 

creative partnerships with local communities.  From the museum’s stance, to be such an 

open-ended, democratic convener for these distributed civic conversations ensures a 

uniquely flexible interpretive mechanism which allows itself to adapt efficiently as a 

living part of the local society.  For local people, the museum serves not just a decent 

neighbor close to their daily lives but also an open platform for them to debate, discuss 

and experiment on urban issues within the context of the city’s past, present and future.  

In so doing, the museum encourages a responsive community contribution to itself and in 

the meantime develops the involved citizens a positive awareness that the public space is 

in their communal ownership and responsibilities, which altogether creates a favorable 

cycle to continuously revitalize the local pride, cultural identity and social cohesion.  

 

 The Tourism Impact 

In the hard reality of the cultural economy in cities, urban heritage museums need to 

closely link with the civic authorities’ wider intentions rather than break off them.  To put 

it otherwise, museums strive for more visitors to their doors to achieve their social and 

cultural goals while the located cities in turn are benefited from the related halo effect in 
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tourism.  The case of ML suggests that a heritage museum endowed with profound 

knowledge and emotions can create a unique and authentic image which is unmistakably 

of the place and appeal to both foreign tourists and local visitors alike.  Not only does it 

function as a cultural attraction, it imperceptibly facilitates tourists’ broader explorations 

by the natural correspondence between its contents and related physical traces in the city.  

For instance, the museum experience can prepare visitors a cognitive panorama of the 

city before their verification of the information in later “field trips”, or vice versa—the 

preliminary understanding that tourists build upon the journeys in the city can be further 

deepen through the systematic learning in their subsequent museum visits.  

On the other hand, the delicious blend of various leisure options in downtown 

Liverpool indicates the importance of such complementation for a tourism destination: 

the close proximity and distinguishable nature either between the museums or other 

leisure venues all enrich the leisurability of the city, thereby providing tourists an 

impressive experience portfolio to choose from.  The free entry of the public museums 

and the adjoining waterscape also increase the pull force of the place, especially in the 

economic hard times.  At this point, the destination seems to be “one stop for 

everything”—an ideal leisure outing for enjoyment of culture, scenery, shopping, food, 

and so on.   

 With all the afore-mentioned, tourists may develop a good impression of a 

worthwhile trip and consequently a willingness of return or recommendation to others, 

which will then encourage more visits to the destination and bring it more tourism 

income.  
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Besides these impacts, this study discovers a worth-noticing mentality prevalent 

among the local government and public museums in Liverpool toward their own heritage.  

As the World Heritage Officer of the city council puts it: “cultural heritage is an 

instrument which enables us to plan confidently and optimistically for the future and be 

proud of our past” (M7).  The public servants here provide an alternative definition of 

culture heritage in urban planning: it is not exploited for building eye-catching 

spectacles for the sake of tourists’ attention and following consumption.  Rather, it 

shall be understood as a prideful discovery of roots and the first step to change the present 

for a better future—and to help the public to take such move of self-awareness in a broad 

sense is exactly what museums are capable of.  Along this line, a museum about a city 

can be a precious repository of knowledge about the past, a vital resource to comprehend 

better the present, and a well-informed forum to enable citizens to participate for days to 

come, hence exerting a significant influence on city development beyond its traditionally 

expected roles.  

In addition, Liverpool’s transformation process has shown that sustainable 

regeneration, particularly with a social dimension, is a long-term challenge which cannot 

be overcome by “quick fixes” often expected by governors or investors.  In fact, a 

coherent and thorough makeover of a city may take an entire generation to realize; 

therefore, it requires a lengthy planning with a critical foresight and strong determined 

leadership at the outset of a change process before it becomes consensual (Fleming 2012).  

This can explain why NML sets the basic tone for their practices by a solemn Statement 

of Aims and Beliefs in the hope of a continuation of its positive legacy.  This is also why 

NML we see today is visionary, creative, risk-taking, and uncompromising since it is 

guided by an enlightened and resolute leader who has patience and tolerance in the face 

of various obstacles and imperfections during the transformation.   
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5.4 Research Suggestions 

Founded on the contexts of the postmodern experience economy, leisure market and 

experiential cultural tourism, the focus of this research falls on a holistic examination into 

not only the shaping and nature of the experiences co-built by different types of museums 

and their visitors, but also the organic correspondences between such experiences and the 

contemporary issues in culture, society and tourism.  The purpose is to provide an 

inspiring panorama for the related public authorities and museum practitioners with such 

interdisciplinary efforts; therefore, it in turn does not offer more specialized discussions 

into each individual research theme.  However, the researching findings here may work 

as useful references and thresholds for any further studies in the future, such as a 

sociological inquiry into the museum politics or various layers of meaning-making in 

different types of museums.  From the methodological point of view, owing to the nature 

of the multiple-case study design and the qualitative approach, this research does not hold 

statistical generalizability; hence, future studies may also consider a quantitative method 

based on a more representative sample size to know if there exists a general tendency 

corresponding to the discovery here and develop more sophisticated principles for the 

creation of valuable museum experiences.  Meanwhile, a longitudinal research may also 

alleviate the time-restraint issue resulted from the short-term investigation and 

consequent fragmentary nature of the related interpretations.  
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Appendix 

I. Liverpool and its People 

Liverpool as a rural fishing village for 500 years had experienced a substantial 

urbanization and expansion during the 18
th

 and 19
th

 centuries due to its critical position as 

the heart of the global trading network of the former Great British Empire.  It dominated 

the import of raw materials to Britain’s factories, the export of British-made goods to the 

emerging American and Asian markets, as well as the mass movement of people for the 

sake of the transatlantic slave trade and emigration.  By the end of the 19
th

 century, it was 

one of the wealthiest cosmopolitan cities of the industrial age.  

However, owing to the facts of the global economic restructuring, the subsequent 

de-industrialization and decay of the Empire’s economic supremacy in the post-war era, 

Liverpool had fallen into 50 years of desperate economic and social decline, resulting in 

prevalent poverty, ill health, the highest levels of unemployment and crime rate, as well as 

the lowest educational attainment in the UK.  For the worse, the absence of natural 

resources and a relatively low skill base had long stood in the way of revival through any 

inward funding.  By the end of the 20
th

 century, the city lost nearly half of its population 

and became one of the poorest cities in Europe (Impact 08 2010, Granville 2012).   

In spite of such ups and downs, Liverpool’s people still remain a number of 

remarkable qualities resulted from the city’ distinctive history.  The maritime 

significance of Liverpool, the influences of its overseas contacts, as well as the diversified 

backgrounds from trading, seafaring, immigration from China, African and other parts of 

Europe, have together contributed to Liverpudians’ unique sense of humor, suspicion of 

authority, nature of independence, and spirit of perseverance.  In virtue of these 
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characteristics and a relatively easy/early receipt of external stimulation, Liverpudians 

have also been well-known for their extraordinary creativity in the fields of music, 

writing and entertainment (Fleming 2012, P Gallagher 2012, pers. comm., 19 Jul.).  

To look at the city in recent 30 years, it has apparently kept faith to a rebirth in its 

economy and society.  An urban revitalization process has steadily developed since the 

National Garden Festivals in 1984, following a myriad of projects focusing on 

reinventing Liverpool’s derelict waterfront, city center and auxiliary infrastructures.  

Since the turn of the millennium, the culture-led regeneration, the richness of its cultural 

assets inscribed as the UNESCO World Heritage in 2004, and the re-branding of 

Liverpool as a cultural capital for leisure and tourism, particularly during the phases of 

the European Capital of Culture 2008 event, have all seemed to come into effect.  In 

addition to a greatly enhanced civic pride, there has been an increased influx of visitors to 

Liverpool (Impact 08 2010).  The 2011 International Passenger Survey therefore put the 

city in the top five UK destinations for overseas tourists and the seventh most visited city 

in the UK for international business visitors; the 2011 Great Britain Tourism Survey also 

ranked it as the eighth most visited city by domestic business visitors (England’s 

Northwest Research Service 2012).   

 Nevertheless, the global financial crisis in 2007 and 2008 has hit the still fragile 

economy of Liverpool which has been heavily supported by the public sector and 

government funding (Granville 2012, T McGeagh 2012, pers. comm., 16 Jul.).  The 

unemployment rate deteriorates again due to related austerity policies despite of the 

unprecedented tourism growth and the proliferation of associated business.  Up to date, 

the positive impacts of the regeneration haven’t extended to the communities outside the 

city center—Liverpool remains the most deprived city in the UK and continues to face the 

challenges left from the last century.    
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II. The Museums on the Waterfront  

The fate of Liverpool has been closely bounded up with the ebb and flow of the 

docks along the River Mersey.  These docks had not only proudly witnessed the unique 

achievement of Liverpool in the past but also sadly suffered from its long-term 

economic decline since WWI.  Therefore, it came as no surprise when the Merseyside 

Development Corporation, established by the central government in 1981 in view of the 

serious local riots back then, chose the Albert Dock complex as the first mega project of 

Liverpool’s culture-led urban regeneration (BBC News 30 Dec. 2011, National Archives 

2013).  Being offered the space of few historical dock buildings, the first group of 

Liverpool museums was born: the Merseyside Maritime Museum (1986), the Tate 

Liverpool (1988), and the Beatles Story (1990).  In the following 20 years, the 

International Slavery Museum (2007), the UK Border Agency National Museum (2008) 

and the Museum of Liverpool (2011) also augmented this museum cluster on the 

waterfront.   
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III. National Museums Liverpool  

Since the first (the World Museum) of its seven museums and galleries found in 

1851, NML has played a critical role in the cultural, educational, social and economic 

life of Liverpool and the North West for more than 150 years.  In view of its most 

diverse collections among the English national museums, contributed by the pervious 

wealth of Liverpool, NML was nationalized in 1986 as the only national museum group 

outside London (National Museums Liverpool 2012a).  Except for the attention to the 

regeneration of the derelict city center in 1980s to 1990s, its preoccupation had been the 

assertion of its academic credentials in order to prove its parallel worth with the London 

national museums.  However, after the new director assumed office in 2001, he 

recognized that maintaining academic excellence, the foundation of the museum 

practice, did not collide with serving local communities who had been long neglected.  

Therefore, the group moved away from an elitist attitude as the preserve for cultural 

elite toward an egalitarian stance for social inclusion and justice (Fleming 2012, 

Granville 2012).  Together with such social awareness was the rise of the sense of 

“place”: it also changed its name from National Museums and Galleries upon 

Merseyside, a brand had little historical or regional resonance locally, nationally and 

internationally, to National Museums Liverpool so as to lift up its visibility and 

recognition (Granville 2012).  With these changes, NML’s overarching premise now is 

to be a socially and educationally responsible charity who works as a social engineer to 

deliver the first-rate museums for free in the hope of a positive change in people’s life 

and mitigation in the social consequences of unfavorable economic conditions.   
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NML’s organization chart (National Museums Liverpool 2012) 
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IV. The Exhibitions of the Cases during the Study 

Merseyside Maritime Museum 

Types Floor  Theme Content 

<Permanent Exhibitions> 

Learning 

Celebrative 
B1 

Emigrants to a New 

World 

The stories of the 9 million people who sailed from 

Liverpool between 1830 and 1930 in search of a 

better life in the New World. 

Learning 

Celebrative 
2F 

Titanic, Lusitania and 

the Forgotten Empress 

The facts and legends behind three major maritime 

tragedies in the Edwardian era (1901-1919) which 

had strong links with Liverpool. 

Learning 

Celebrative 
2F Battle of the Atlantic 

The roles of the Merchant Navy and Liverpool as 

Britain's most important port during WWII. 

Learning 

Celebrative 
2F Life at Sea 

The role of merchant ships and seafarers in 

providing a vital lifeline for the UK by carrying 

goods and passengers over the last three centuries. 

Recreation 

Sociability 
3F Sea Urchins 

A maritime-themed play area for children visitors 

under the age of five. 

Aesthetic 3F 
Art and the Sea 

Builders of Great Ships 

A changing selection of paintings and ship models 

capturing Liverpool's maritime past. 

<Special Exhibitions> 

Learning 

Sociability 

Celebrative 

3F 

Titanic & Liverpool:  

The Untold Story 

(30 Mar 2012 to 21 Apr 

2013) 

Liverpool’s profound connection with Titanic from 

its launch to its sinking and aftermath, 

complemented with related real-life stories. 
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Beatles Story 

Types Floor Theme Content 

<Permanent Exhibitions at the Albert Dock> 

Aesthetic 

Celebrative 
B1 Beatles Story 

The life, times, culture and music of the Beatles 

from their early days to their solo careers.  

Recreation 

Sociability 
B1 Discovery Zone An interactive area for families and children.  

<Permanent Exhibitions at the Pier Head> 

Recreation 

Sociability 

Aesthetic 

2F Fab4D Experience 
A multi-sensory animated film inspired by the music 

of the Beatles.  

<Special Exhibitions at the Pier Head> 

Aesthetic 

Celebrative 
2F 

Elvis and Us  

(5 Oct 2011 to 4 Oct 

2013) 

The links and parallels between the American King 

of Rock ‘n’ Roll, Elvis Presley, and the Beatles.  

Aesthetic 2F 
Hidden Gallery  

(25 Aug 2010 to TBA) 

The unseen Beatles photos unearthed by a 

photographer after being forgotten in his attic for 

nearly 50 years.  

 

Museum of Liverpool  

Types Floor Theme Content 

<Permanent Exhibitions> 

Recreation 

Sociability 

Learning 

Celebrative 

1F The Great Port 

How Liverpool transformed from a small tidal 

inlet into one of the world's greatest ports through 

its technological developments in the 18
th

 and 19
th

 

centuries. 

Sociability 

Learning 
1F Global City Gallery 

How Liverpool became the second city of the 

former British Empire and the cultural influences 

that came into the city from every continent. 

Recreation 

Sociability 
1F Little Liverpool 

A hands-on area for children visitors under the 

age of five to create their own Liverpool in mind. 

Recreation 

Sociability 

Learning 

2F History Detectives  
The history and archaeology of Liverpool from 

the Ice Age to the present.  

Recreation 2F City Soldiers The history and story of the King's 
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Sociability 

Learning 

Celebrative 

Regiment—one of Britain's oldest regiments, 

created in 1685, and the Liverpool one since 

1881. 

Recreation 

Sociability 

Learning 

Celebrative 

2F 
Liverpool Overhead 

Railway 

The story of the first electric elevated railway in 

the world, which was built along 7 miles of 

Liverpool docks in 1893 and pulled down in 

1957. 

Recreation 

Sociability 

Learning 

Celebrative 

3F Wondrous Place  

Liverpool as a hotbed of talented writers, 

performers, musicians, artists, comedians and 

sports people.  

Sociability 

Learning 

Celebrative 

Issue-oriented 

3F The People’s Republic 

The diverse stories and unique identity of 

Liverpool and its people as well as and the issues 

caused by the dramatic social change over the last 

200 years. 

Learning 

Aesthetic 
3F The Skylight  

The specially commissioned painting “The 

Liverpool Cityscape” for the Capital of Culture 

year in 2008. 

<Special Exhibitions> 

Recreation 

Sociability 

Learning 

1F 

East Meets West: The 

Story of Shanghai and 

Liverpool  

(19 Jul 2011 to 2013) 

The connections and parallels between the two 

cities from the 19
th

 century to the present. 

Aesthetic 2F 
Liverpool Doors  

(24 Feb 2012 to TBA) 

An art installation by a poet and local university 

students on the history and character of Liverpool 

symbolized by doors donated by the citizens.  

Aesthetic 

Issue-oriented 
2F 

Postcode  

(16 Mar to 16 Sep 2012) 

Artwork by 15-24 year olds youngsters from 

Merseyside exploring the effect of antisocial 

behavior legislation on their lives and 

communities. 

Aesthetic 

Celebrative 
3F 

The Liverpool 

Tapestry: Peoples, 

Places and Passions  

(27 Apr to 16 Sep 2012) 

A triptych made of 338 individual hand-stitched 

tapestry panels for the Capital of Culture year in 

2008, mainly contributed by the Merseyside 

Embroiderers’ Guild workshops for Liverpudians. 
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V. The Ticket Options of BS during the Study 

Beatles Story 

Adults Concession Children (aged 5-16 years) 

Ultimate Experience 

 (Beatles Story Exhibition, Elvis and Us Exhibition, Discovery Zone and Fab 4D) 

£15.95 £12 £7 

Fab4 Experience 

(Beatles Story Exhibition, Discovery Zone and Fab 4D) 

£12.95 £9 £7 

Elvis and Us Experience 

(Elvis and Us Exhibition and Fab 4D) 

£6 

 


