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The Buxton Crescent Experience: A Visit Introduction 
 

Rationale:  
This is a document to be used prior to a family visit to prepare children and young adults with additional needs for a visit to The Buxton 
Crescent Experience – it is a chronological ‘story’ showing the route and experiences encountered throughout the spaces.  
This will be helpful to prepare children and and young adults for the different rooms, environments and sensory experiences that they will 
encounter at the Crescent Experience and to give photo cues so that children know the setting and important points within the museum (e.g. 
access routes, important places like toilets, different sensory inputs at each part of the Crescent Experience). 
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The Buxton Crescent Experience: A Visit Introduction 
 
 

When you arrive at the Buxton Crescent 
Experience, your group might enter the Crescent 
first. 
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Before visiting the rooms in the Crescent, your group might stop and 
look at the St Ann’s Well outside the Pump Room or you might finish 
your visit here. Then it will be time to walk to the Buxton Crescent 
Experience in the Crescent. 
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Your group will probably cross the road next to St Ann’s Well as 
there is a dropped kerb and a crossing place. After you have safely 
crossed, you will turn right up the ramp path. 
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Your group will walk around the 
front of the Crescent until you get 
to the doorway for the Buxton 
Crescent Experience.  
One of the Crescent Experience 
hosts will meet your group here. 
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You will now go 
down the corridor 
and find the door (on 
the right-hand side) 
for Room 1.  
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Room 1 introduces why Buxton Crescent is important and why it was 
built here. You might notice the round seat in the middle of the 
room and the water bottles on display. 
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In Room 2, you will find out some information about Georgian 
buildings and how run down the Crescent had become before 
its recent restoration. You can touch and move the blocks to  
see the different parts of the Georgian building on display.  
You might see an old boot in the floor. 
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 You can walk into Room 3 through the gap on the left-hand side. 
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In Room 3, there is a table 
which has a computer 
game displayed on top of 
it. There is also a screen on 
the wall which has a 
person. There is a button 
underneath which starts 
the video but you might 
notice the image moving a 
bit when you enter the 
room. In the video, an 
actor plays the part of the 
5th Duke of Devonshire 
who had the idea and 
money to build Buxton 
Crescent. 
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To leave Rooms 2 and 3 you will return back to Room 2 
and leave by this door. Your host will show you where 
to go.  
 
The next Rooms are 4 and 5. 
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Room 4 is a Virtual Reality experience. Your group will sit on the middle 
bench and put on the headsets, if you are comfortable to do this. In the 
VR experience you follow a character back in time who tells you about 
Buxton Crescent. There is sound through the headset and you can 
(virtually) look around the Crescent and the places outside and inside 
and imagine what Buxton was like when the Crescent was first built.  
 
If you don’t like the VR experience, you can take the headset off at any 
time. There is a big screen which you can watch too without using the 
headsets. 
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In Room 5 you will find lots of hats to try on and a mirror to have a 
look at yourself in the different hats. Each hat links to something 
about Buxton or Buxton Crescent’s history.  
 
You can also use the listening stations to hear about some people. You 
will see a sound icon next to the names on the wall to tell you that you 
can listen to find out more about them.       
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Here is the large mirror on the wall in Room 5.   
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To get 

to the next rooms you leave 
Room 5 and go through a door 
where you will find a stairway 
up and down. The next room 
(6) is on the lower ground floor 
so you need to go downstairs.  
 
 
 

If you need to use the lift, go straight through the hallway past the staircase and into the hotel space. Here you will find 
the lift and, next to the lift, the toilets. The host will help you to find the toilets. 
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This is the doorway to the toilets from the main hallway. Through this door, you will find 3 more doors for toilets. One of 
these is an accessible toilet. 
 
Go back through the hall to the stairs to the lower ground floor to continue the visit. 
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The ceilings are lower on this staircase and in all of the rooms on 
the lower ground floor. The atmosphere feels a bit cooler and the 
rooms are darker. Lots of the displays are back lit or screens on this 
floor.  
 
It might take you a few moments to get used to the space. 
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In Rooms 6 and 7 you will find out about illnesses in Georgian times and who the Georgians would visit if they needed 
medicine, the apothecary. 
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 At the end of Room 6, you will be able to choose a token with a 
character’s image on it. In the next room you will find out what 
the apothecary would give that person to try and make them 
better. 
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In Room 7, you might place your token into the bowl. When you do 
this, the apothecary animation on the screen starts and you can hear 
the apothecary talking about which medicine they would give the 
character. 
 
The screen moves and the speakers playing the sound of the 
apothecary’s voice are coming out of the speaker at the side of room. 
This is a picture of the speaker. 
 
If you find the voice too loud, you might want to wear some ear 
defenders to make the experience quieter.  
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You will go through into 
Room 8. This has a chair 
that would have been used 
when people visited Buxton 
because they believed the 
mineral water would be 
healing. We can’t sit on this 
chair. The space is dark but 
there is a light switch if your 
group is finding this space 
too dark – just ask the host. 
 

 
 
 
 

There are lots of moving photos on the floor and speakers which play the sound. This is all about how Buxton water was 
seen as having healing properties because of the minerals. 
If you find the sound too loud (there is an electrical sound which is quite loud during the video), you might want to wear 
some ear defenders to make the experience quieter.  
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You will walk out of Room 8, past some stairs and into the last Room, Room 9. The ceiling in Room 9 is low like the other 
lower ground floor rooms. This is another audio-visual programme talking about water and what makes Buxton water so  
special.  
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There is a sound in this room from a ventilation fan at the back of 
the room. 
 
There are speakers at the front and side of the room for the sound. 
Here is a picture.  
 
If you find the sound too loud you might want to sit in the middle of 
the room, further away from the speaker or you might wear some 
ear defenders to make the experience quieter.  

 
 
 
 
 
 
 



pg. 24 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

The moving images are displayed on the wall. Here are two pictures from the programme.  
 
You have now finished the Buxton Crescent Experience and will exit the building by going back up the stairs and returning 
to the first hallway that we entered. Your host will show you the right way to go. 
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The Pump Room is the building opposite the Crescent and has the 
ticket office, shop, a water fountain and a pool inside. There is a sign 
on the street to show where the entrance is. 
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This is the entrance to the Pump Room. 
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Here is the ticket and information desk. There is also a model of 
Buxton Crescent in a glass presentation box to look at. 
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There is also a gift shop in the Pump Room. 
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At the back of the Pump Room, there is a well which you might want to 
look at by looking over the balustrade. Visitors are not allowed to walk 
down the steps to the well. 
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If you didn’t have time earlier to stop and look at St Ann’s 
Well, you might stop here with your group now. You might 
even get a chance to fill up a water bottle with Buxton water.  
 
This will be the end of your visit.  


