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GAMING AND CULTURAL

HERITAGE

by LUDOVICO SOLIMA* and FABIO VIOLA**

The social context in which we live is affected by a paradox in to the
change process: the unpredictability. In fact, defining today the evolutionary
trajectories that will affect the way in which we live, work and articulate our
social relations is increasingly difficult and is usually resolved in a mere the-
oretical exercise, given the continuous discontinuities that redefine the perime-
ter of our actions. One of the most significant determinants of this condition
of indeterminacy is undoubtedly represented by technology and – in particular
– by the Internet which, born as a computer network for essentially military
purposes, in the space of a few decades has become the platform through which
enormous amounts of data travel, which we constantly draw on and which,
in a more or less conscious way, we contribute to producing.

The new technological paradigms with which we are destined to face
ourselves in the near future – Internet of Things, Artificial Intelligence and
Big Data – are in fact characterized by a pervasive and growing use of ele-
mentary information units, produced and processed instantaneously through
multi-directional flows, where sender and receiver end up being confused, as
in a game of infinite refractions. In this turbulent context, where structures
and balances are constantly challenged, the relational processes are fed by new
tools and new languages, which redefine the traditional metrics of communi-
cation. It is enough to consider how the traditional information sources –
newspapers and television, in primis – are integrated and/or replaced by new
platforms for the exchange of knowledge, fed by new digital media, such as
websites, social profiles, blogs, etc., creating new possibilities for this road that
until a few years ago were completely unthinkable.

One of the most interesting trends is undoubtedly the world of gaming,
which worldwide expresses not only an extraordinary economic dimension (a
global turnover of 100 billion dollars in 2017), but also exponential growth
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rates. This is also happening because of the possibility of playing in any
place and at any time of the day, alone or with other users connected in a
digital way: technological progress has in fact made it possible to break free
from more traditional solutions (PCs, consoles connected to televisions and
«stand alone» devices) making it possible to use objects that have become
part of our daily lives: smartphones. The new generation of mobile phones
have, in fact, a variety of uses and, among these, one of the main is precisely
represented by the possibility of playing, through apps whose download is
very often free. Gaming, in other words, has taken on a centrality that it
had never known before, assuming the role of protagonist in various areas,
including relational ones. In this sense, it should be noted the untapped
potential in the relationship between gaming and cultural heritage, to
which this Economia dell Cultura issue is dedicated.

Antonio Lampis’s contribution deals with the relationships between digital
environments and the educational function of museums and, more generally,
of cultural heritage. In this perspective, gaming is seen as a potential bridge
between the supply of Italian cultural sites and - in particular - the younger
generations, which is why it is necessary to intervene on the training paths of
art historians and archaeologists, who must appropriate these new languages,
useful for the development of specific strategies of involvement in the use of
museums. The following contribution by Ludovico Solima is ideally linked to
this specific theme and focuses on the development of some reflections starting
from the analysis of a successful experience, the videogame Father and Son
produced by MANN. The reconstruction of the genesis of the idea that led to
its realization and the comparison between objectives sought and results achie-
ved, with an in-depth analysis of the reviews left by users, allows the author
to highlight how digital tools are able not only to expand the audience to
which a museum can turn, but also to amplify the ability of the museum to
dialogue and interact with them, both in spatial sense (beyond its physical pe-
rimeter) and temporal (not only during the visit experience, but also in a
moment before or after the same).

The following article by Fabio Viola invites to overcome the identifica-
tion of video games as a pure tool to support cultural policies in terms of
education and audience development and engagement (Firenze Game, The
Playable Museum award). Video games represent one of the best artistic and
cultural expression of the contemporary. After all, the «tenth art form» is a
meta-language in which creativity and technology combine at the highest
level, shaping consolidated art forms such as writing, music, cinema and
drawing. Videogames that, as Maria Stella Bottai then observes, are at the
same time also places of creativity: the examination of the artist’s video-
games carried out by the author offers numerous interesting ideas in this
sense, also considering the specificities of those more specifically aimed at
educational purposes, such as those having as their primary object the history
of art or contemporary art.

As Daniela De Angeli observes, a video game can still go beyond the mere
didactic value, considering that, within a museum, it can potentially help to
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stimulate participation, creativity and curiosity in its visitors. The participa-
tory dimension is the basis of GameTale, an interesting event described by the
author, in which visitors are directly involved in designing the concept of
games related to the works of the museum, respecting elements of specific the-
matic and temporal constraints.

Even experiences like the one mentioned above contribute, according to
Alessandro Bollo, to progressively erode the hegemony of consumption and
passive fruition as dominant practices. In this perspective, the author recalls
the belief, mentioned earlier, that Internet and new digital ecosystems act
(or can act) as catalysts of an active production process of meaning, making
participatory behaviors «increasingly transversal, pervasive and difficult to
reverse». According to the author, this approach can contribute to integrate
the traditional objectives linked to the actions of Audience Development
with those – broader – of Audience Engagement, a process through which
we try to respond not only about «who» to involve but rather to the que-
stion of «how» to do it, that is, how to decline, even through gaming, the
ways of engaging visitors, in order to improve their understanding and sa-
tisfaction in the development of their artistic and cultural experience.

Video games, therefore, can be considered as a new mediation tool, even if
– as Daniel Sánchez Mateos observes – they cannot and should not be seen as
a lifeline for the museum; rather, they should be considered as a new and
different option to communicate in a new and different way what the mu-
seum intends to tell, also thanks to the legitimacy they have achieved, not least
through the recognition of their artistic dimension. Nubla’s experience, in this
perspective, is considered by the author of particular interest, since for the first
time one of the majo Spanish Museum reached new potential audience throu-
ght a video game published on the Sone Playstation 4 console platform.

Ending the issue, the interaction between museum, artwork and user is at
the heart of the reflections developed by Papa, Sasso and Tani. They focus on
the tool of «storytelling», as a revolutionary way to establish a deep bond
between each visitor and the artworks adding an intellectual and, even more,
emotional layer to the cultural experience. Through the analysis of numerous
digital storytelling experiences developed in the cultural field, the authors
observe that adopting initiatives based on storytelling allows the museum to
make useful use of an experiential component; on the other hand, the use of
this approach implies the need for the museum to equip itself with new skills
and abilities. This consideration allows the authors to reconnect with the
consideration expressed by Lampis, on the skills challenge: in other words,
museums need to invest in the training of their human resources, in order to
meet the challenge of digital and to appropriate the potential inherent in the
use of new tools, among which are undoubtedly video games.


