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GENERAL 
OVERVIEW
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Today, videogames are a new social and cultural practice. They have become 

this new space of socialization where people meet and evolve together. As 

diverse and varied as one can imagine, videogames deal with all the major topics 

of relevance in today’s society. They also touch the majority of the population. 

The potential of videogames for museums is limitless. However, the relationship 

between the creative and the cultural sectors is still full of pitfalls. Museums 

often digitize their collections without considering how they appear in digital-

native environments, while production studios do not pay enough attention to the 

historical and scientific context that museums provide. Museums also struggle to 

pass on a sense of ownership and leadership to their audiences. Thus, it is clear 

that the relationship between museums and videogame studios remains complex 

and requires further examination. 

Our goal for “Museum Lab: When Museums 

Meet Videogames”, from which this 

handbook was produced, was to raise 

awareness about this complex issue and to 

provide a safe environment conducive to 

honest and impactful discussion. Utilizing 

the collective intelligence of a well-curated 

group of professionals, we accelerated 

innovation at the intersection of museums 

and videogames and this handbook will 

continue to do so.

“Museum Lab: When Museums Meet 

Videogames” comprised three events, 

each including a public event with lectures 

by key thinkers from the industry and a 

collaborative workshop with professionals 

from different backgrounds to brainstorm 

collectively. The YouTube videos of the 

program were viewed more than 600 

times and the program grouped more 

than 20 professionals at each collaborative 

workshop. This handbook groups the 

reports from these events. They are 

inspirations and instructions that show 

the range of possibilities one can look 

at when wanting to dive into a potential 

collaboration with a videogame studio and/

or a museum. They make this handbook 

a useful resource for anyone interested in 

these topics.  
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The program was presented by Villa 

Albertine - a new French institution for 

arts and ideas in the United States which 

builds on the bold and innovative programs 

that have been the hallmark of the French 

cultural network abroad for more than 

a century -  and the French Embassy of 

the United States. It was organized by We 

Are Museums - a community of museum 

professionals working collectively to create 

positive change - in cooperation with the 

Smithsonian. 

The first event, Exploring New Horizons: 

Videogames and Museums, served as the 

basis for future developments. Hosted 

by Maria Lujan Oulton, director of the 

artgames exhibition ‘Game on! El arte 

en juego’, the public session was the 

moment to define the terms and give 

some context to the reflection. Brad 

MacDonald, Director of Creative Media at 

Smithsonian, explains that a videogame 

is simply an electronic game played on 

a video screen. He presents the MDA 

Framework, which tells us how games 

operate, and he goes through the technical 

and museum considerations to think about 

before starting a collaboration. Olivier 

Mauco, director at Game in Society, the 

studio that created Prisme 7, and Augustin 

Pagenot, Deputy Head of Cultural Outreach 

at Centre Pompidou, then present the 

videogame Prisme 7 as an example of a 

successful collaboration. The workshop 

went deeper into the different possible 

collaborations between a museum and a 

videogame studio and gave pointers on 

what success looks like. The presentation 

showed that there are several benefits of 

such a collaboration: it creates different 

experiences for the visitor, it boosts 

teamwork, it expands the museum’s 

audience. But there are also challenges 

such as the videogame’s branding or its 

sustainability. The bottom line is that there 

is still some potential to explore! 

During the second event, When Cultural 

Institutions Become Videogame Producers, 

we discussed how museums, themselves 

or with the help of professionals from 

the sector, can produce videogames. 

Kristian Volsing, project curator at the 

Victoria & Albert Museum in London 

who curated the exhibition Videogames: 

Design/Play/Disrupt, hosted the session. 

Nick Fortugno, Chief Creative Officer of 

Playmatics, explained his vision of a fruitful 

collaboration and listed what needs to 

be remembered when working with a 

museum. According to him, whatever the 

relationship for both parties is based on, 

there are some mutual benefits for both 

parties to enjoy! Kate Meyers Emery, 

manager of Digital Engagement at the 

George Eastman Museum, then explained 

how she managed to create and produce 

a videogame studio supporting a coming 

exhibition. She did it on her own, without 

contacting an external team and in only 

a few days! But the processes are often 

similar: the game development starts as 

a gradual process - first as an idea that is 

then materialized into something worth 

presenting and distributing. During the 
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workshop, the participants discussed the 

different phases of such a project, from 

planning (what type of videogame are 

we producing?) to pre-production (let’s 

brainstorm!), to production (design and 

development: the game begins to fit) to 

post-production (launching the game and 

engaging audiences). Understanding the 

game development process is a critical 

step for museums to undergo when they 

wish to create videogames for the museum.

The third event, Videogames - A Door 

to New and Diverse Audiences, was the 

opportunity to show that videogames 

can be a tool for museums to reach new 

audiences and that discussions around 

key topics for museums such as social 

impact, diversity, equal opportunity, etc. are 

already happening in the videogame world. 

As a fervent advocate for more diversity 

in videogames, Tanya DePass, founder of 

I Need Diverse Game, was the perfect host 

for this session. She introduced Skawennati, 

who works at Aboriginal Territories in 

Cyberspace (AbTec), a research-creation 

network based at Concordia University. 

She mostly presented her work on Second 

Life, where she created a virtual gallery 

as an open space for discussion around 

representation. Deborah Papiernik, Senior 

Vice President New Business & Strategic 

Alliances at Ubisoft, then presented the 

game Lady Sapiens, which shows how 

videogames can help the film industry 

contribute to entertainment, knowledge, 

and preservation of historical events. 

Videogames have become an integral part 

of our daily lives. That is why they can be 

tools for social impact. The participants 

of the workshop worked on diverse 

scenarios and brainstormed ideas to reach 

audiences that museums often have 

difficulty reaching. There are different kinds 

of people that struggle to access museums 

for various reasons and a few tips can help 

when seeking to engage with them: an 

easy-to-use language, an easy-to-access 

hardware or device, among others. A new 

and diverse audience awaits museums 

through the implementation of videogame 

features. Hence, the need to utilize 

videogames to educate and encourage 

new users to participate more in exhibitions 

and museum activities, meet and relate 

with one another.
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EXPLORING 
NEW HORIZONS: 
VIDEOGAMES 
AND MUSEUMS
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Report from the online lectures and collaborative workshop organized on October 28th 2021. 

The recording of the session can be found here.  

When MOMA’s curator, Paola Antonelli, 

augmented the appeal of MOMA’s art 

exhibition with 14 videogames, it wasn’t 

only to improve audience interaction with 

arts, or appeal to a broader audience 

beyond the art community. Videogames 

help museums tell a better story behind 

every exhibit in a way that is relatable to 

people within and especially outside the 

art community.
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FIRST, WHAT IS GAMING ALL ABOUT?

The first online session was hosted 

by Maria Lujan Oulton, director of the 

artgames exhibition ‘Game on! El arte en 

juego’ which has been running for over a 

decade now in South America, and co-

founder of GAIA, an event for the game 

art community. The event began with a 

dive into what gaming is all about. 

“Games are (essentially) complicated.” 

This is how Brad MacDonald, Director 

of Creative Media at Smithsonian, put 

it. Brad MacDonald is an interaction 

designer, artist, musician and storyteller- 

Brad is the Director of Creative Media at 

the Smithsonian Arts + Industries Building, 

and consults with the Smithsonian 

National Museum of Natural History on 

the use of media and technology. 
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Games being complicated doesn’t refer 

to just the technicalities involved, but how 

they constantly evolve. This makes it a bit 

difficult to define what a game is.

However, Jane McGonigal gave a brief 

working definition:

“When you strip away the genre 

differences and the technological 

complexities, all games share four 

defining traits: a goal, rules, a feedback 

system, and voluntary participation.”

WHEN YOU STRIP 
AWAY THE GENRE 
DIFFERENCES 
AND THE 
TECHNOLOGICAL 
COMPLEXITIES, ALL 
GAMES SHARE FOUR 
DEFINING TRAITS: 
A GOAL, RULES, A 
FEEDBACK SYSTEM, 
AND VOLUNTARY 
PARTICIPATION.
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So, we can see here now that a game is 

literally anything that combines:

•   A goal 

•   Rules 

•   Feedback system 

•   Voluntary participation 

Therefore, a videogame is an electronic 

game played on a video scream.

Brad MacDonald also gave an overview 

of how games operate based on their 

components using the MDA Framework.

MDA FRAMEWORK

•   M - Mechanics - these are basically 

the game rules that a player will 

interact with.

•   D - Dynamics - this explores the 

relationship between the game 

goals and mechanics and a player’s 

decisions in the game.

•   A - Aesthetics - these are the visuals 

designed to trigger emotional 

responses from the video games 

players.

Besides these components, another thing 

to look at in gaming is the technological 

considerations. These include:
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TECHNOLOGICAL 
CONSIDERATIONS

MUSEUM 
CONSIDERATIONS

•   Platform - Where will the game be 

hosted? There are many options: 

mobile, PC, virtual goggles.

•   Portability - How portable will the 

game be? This will have to suit the 

audience it was built for.

•   Accessibility - This focuses 

on features that will enhance 

accessibility, like screen caption.

•   Process - Building a game involves a 

lot of iterative development.

•   Managing Scope and Expectations 

- Games must be compact and 

focused.

•   Paper Prototyping - Brad MacDonald 

recommends using analogue 

prototypes to focus on mechanics, 

narratives, and learning outcomes.

•   Research - If museums are going to 

develop games themselves, one way 

to create an expected outcome is to 

play games similar to what is being 

built.

Just as we have technological 

considerations in gaming, museums have 

other factors to consider as well.

These are your:

•   Learning outcomes

•   What exactly is a museum 

developing? Yes, it’s a video game, 

but what else is there to it?

•   Then the game’s replayability. 

•   Timing - How long or short will the 

game session be?

•   Learning - You know games are not 

platforms to give moral or societal 

lessons. These are fun adventures 

that provide the freedom for players 

to fail and succeed as they want.

•   Accessibility - You also have to 

consider how a game setup fits 

with a museum’s directives on such 

collaboration.

With these, we will dive into the 

opportunities of exploring new horizons 

where museums develop their games.

But first, let’s take a look at the game 

that brought about this discussion of 

possibilities between videogames and 

museums.
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EXAMPLE OF A VIDEOGAME BUILT  
BY A MUSEUM - PRISME 7

The Centre Pompidou launched its first 

videogame, Prisme 7, in April 2020. To 

better understand the production process 

of this game, we invited Olivier Mauco, 

director at Game in Society, the studio 

that created Prisme 7, and Augustin 

Pagenot, Deputy Head of Cultural 

Outreach at Centre Pompidou.

Prisme 7 offers a layout to discover levels 

of play (seven to be exact) and interact 

with one of the largest  art collections in 

Europe.

The game idea was co-conceived with 

the Game in Society and Bright partnering 

with IRCAM Amplify. It was also co-

financed with the French Ministry of 

National Education, Youth and Sports. 

Prisme 7 was literally a French first when 

it comes to museums developing their 

video games. 

Augustin Pagenot from the Centre 

Pompidou clarified that one of the goals 

behind Prisme 7 development was to 

“open new conversations about art, the 

museums and specifically about the 

Centre Pompidou”.
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The plan was to reach new and young 

audiences - to make the museum appeal 

to them in more ways than one with a true 

game rather than a purely educationally-

centric experience. With Prisme 7, the 

Centre Pompidou was able to bring 

gaming closer to museum exploration.

The excitement of Prisme 7 leaves us 

to ask a crucial question: could there 

be more to this? That is, is there really a 

significant opportunity where museums 

meet video games? Let’s see.
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MUSEUMS 
SPEARHEADING  
VIDEOGAME 
COLLABORATION

18HandbookMuseum Lab: When Museums Meet Videogames



Unlike regular videogames, combining the art experience and gaming is quite 

unique. To better understand how museums can collaborate with studios, we 

invited René G. Cepeda to facilitate collaborative workshops with a group of 

professionals from museums and videogame studios. Dr. Rene G. Cepeda is a 

Mexican lecturer, independent researcher and curator specializing in New Media 

Art. He is also the author of the Manual for the Curation and Display of Interactive 

New Media Art.

THE DIFFERENT POSSIBLE 
COLLABORATIONS

•  Escape games. These are common, 

but museums could take these 

types of games to another level by 

developing them themselves.

•  A symbolic game using or exploring 

cultural objects like MOMA. So, while 

the audience is having fun they get to 

have a museum-like experience.

•  There could also be computer and 

video game exhibitions. Exhibition 

videogames are an excellent platform 

to attract museum audiences to a 

particular stand. What’s more, when 

the games are in perfect sync with 

what the museum is offering, the 

videogame exhibition doesn’t only 

attract attention but allows people 

to interact better with the brand. This 

boosts engagement levels.

Here’s one more: this engagement 

can help gather data to improve the 

museum’s services. 

•  Museums can also collaborate 

with the educational sector, 

using videogames to sustain 

the partnership. That is building 

educational art-based videogames.

•  This could also extend to social 

activities. For instance, a workshop 

for designing and drawing for kids. 

To make it even enjoyable, teachers 

could add these workshops to 

their curriculum. This integration 

is a great way to sustain museums 

and educational departments’ 

partnerships. 
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•  Museums could even host 

conferences about games - art, 

design, and interaction - thus creating 

awareness.

•  Museums can provide a place for 

videogame experimentation.

•  Or even physically merging both by 

gamifying the museum experience 

through augmented reality.

There is so much more, and this 

really opens the window to a feasible 

collaboration. When all of these happen, 

they bring a myriad of merits that benefit 

both parties. Check out a couple of them:

THE BENEFITS – “OPENING NEW 
CONVERSATIONS ABOUT ART”

•   A different experience  

For most people, gaming is a bit 

more fun than touring a museum, 

especially for young adults who 

may have little understanding of the 

meticulous detail that goes into a 

piece of art. Therefore combining 

both experiences will produce a 

somewhat different experience or 

feeling resulting from gamifying 

exhibitions.

•      Boost teamwork  

Since museums will spearhead the 

development of games, it helps boost 

the teamwork of curators and every 

other art fanatic - creating a project-

based game. This makes people in a 

museum work together.

THERE IS SO MUCH 
MORE, AND THIS 
REALLY OPENS 
THE WINDOW 
TO A FEASIBLE 
COLLABORATION. 
WHEN ALL OF 
THESE HAPPEN, 
THEY BRING A 
MYRIAD OF MERITS 
THAT BENEFIT  
BOTH PARTIES.
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PROBLEMS, PITCHFORKS, AND  
MORE PROBLEMS

•  A fun way to educate people  

about art  

OK, anything educational-related 

could be boring. But when you 

introduce educational games, as 

María Luján Oulton, Director of 

Game on! El Arte en Juego put it; 

the collaboration provides a tool to 

“interact and think of new ways to 

educate (people about art).” 

•  Expand museums’ audiences  

Videogames in or associated with 

museums will bring a different type 

of audience. This will expand the art 

appeal to young adults and even 

younger generations.

•  Funding  

Technology integration does eat 

deep into one’s pocket. Yes, it will 

be a great addition, but there is 

a likelihood that small museums 

may not be able to develop games 

independently. We have to consider 

sponsorships, which come with their 

complications.

•  Let’s not forget monetization. 

Increased interaction means more 

people either in the museum or 

associating with it. Yes, museums 

will spend money to build these 

games, but with the multitude of 

opportunities we’ve explored, there 

will be a huge return on investment if 

everything goes smoothly.

However, we shouldn’t quickly forget 

that it is easier said than done. A pile of 

issues must first be addressed before 

museums can fully take advantage of 

these benefits. 

•  Handling the technical aspects  

of games 

The expertise needed to manage the 

technicalities involved may be out 

of the hands of museum curators. 

Now, this is something to think 

about. The game will still need to be 

monitored and certain glitches fixed 

immediately. But, who on a museum 

payroll can guarantee that? 
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•   What about branding?  

Yes, videogames use art, but does 

it sell together with the image 

a particular museum may be 

portraying? Integrating videogames 

into museums goes beyond the fun 

and expansion of the art community. 

Games that suit a museum’s brand 

come first. How do we define this?

•   Videogame suitability 

Finally, identify the videogames 

that best suit the audience. What 

is the most suitable and effective 

videogame integration? Again, this 

is something that museums need to 

really think about.

GOOD, BAD 
COLLABORATIONS 
BETWEEN 
VIDEOGAMES AND 
MUSEUMS

For one, Brad McDonald’s encourages 

museum personnel to play games 

in order to know what works, and 

communicate their findings to the 

developers. This is an example of a good 

collaborative effort. Also, when exhibitions 

focus on the purpose of the videogames 

they want to create, including clearly 

defining these goals, that’s a plus. 

But these goals could be appropriately 

stated, and there may still be poor 

communication between the museum 

and game developer. In this case, little or 

nothing will come out of the partnership. 

This situation leads to a fruitless attempt 

at integrating videogames with the 

museum experience.

Notwithstanding, trends are popping up 

in the videogame sector that museums 

can’t fail to miss despite the loopholes of 

exploring this new horizon
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•   Cloud gaming  

This trend helps satiate the need for 

connections between users, objects, 

works, and artists. Do you see the 

opportunity for museums? Cloud 

gaming allows museums to take 

advantage of the snowball effect. 

One user becomes ten or more users 

at a go.

•   Virtual Reality 

The use of VR goggles from home, 

thus creating virtual galleries. So 

you see, people don’t have to visit a 

physical museum to get that feeling. 

VR goggles help with that.

LET’S TALK 
VIDEOGAMES 
TRENDS & THE ICING 
ON THE CAKE FOR 
MUSEUMS

NOTWITHSTANDING, 
TRENDS ARE 
POPPING UP IN  
THE VIDEOGAME 
SECTOR THAT 
MUSEUMS CAN’T 
FAIL TO MISS 
DESPITE THE 
LOOPHOLES OF 
EXPLORING THIS 
NEW HORIZON
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WHEN  
CULTURAL 
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BECOME 
VIDEOGAMES 
PRODUCERS
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Report from the online lectures and collaborative workshop organized on November 

18th 2021. The recording of the session can be found here.

From the last chapter, we have seen 

that museums can be a helpful 

medium for producing and distributing 

videogames. We’ve established the 

relationship between the museum and the 

videogames.

But how can these games be created? 

Also, what are the collaborations that exist 

between the museum and innovative 

cultural avenues where videogames can 

be produced effectively? 

In this chapter, we will develop how 

museums can thrive in videogame 

production, but also how they can interact 

with audiences and collaborate effectively 

with stakeholders to produce games. 

FIRST, LET’S EXPLORE THE FOUNDATION 
- WHY A COLLABORATION BETWEEN 
VIDEOGAMES & MUSEUMS?

There are many benefits that games can 

bring to museums. Videogames have 

been transforming how museums are 

seen and interacted with by audiences 

far and wide. So how do games benefit 

museums?

•  Adding an interactive game-based 

element to an exhibition at the 

museum helps to generate revenue 

and helps visitors experience cultural 

artifacts and pieces in a new and 

creative way. 

•  Games help attract a young audience.

•  Games help create interaction 

between audiences which helps 

to improve the audience’s learning 

process.
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•  Games also create new possibilities 

for museums. They give a better 

directional outline on what the roles 

of museums should be in the future, 

moving from what it is conventionally 

known for – the collection of objects 

to creating an exciting experience for 

their guests. 

•  Gaming in museums should always 

be used to provide visitors with a 

sense of agency, to avoid the feeling 

of passivity that comes from merely 

being presented with an exhibit.  

FOSTERING  
MUTUAL BENEFIT 
BETWEEN MUSEUMS  
AND VIDEOGAME 
STUDIOS

To host our second session, we invited 

Kristian Volsing, project curator at the 

Victoria & Albert Museum in London, to 

share his experiences from the exhibition 

“Videogames: Design/Play/Disrupt”. 

Exhibited between late 2018’s and early 

2019’s, it was a wholesome experience 

and the first time a major museum 

delved into the production process of 

videogames by both blockbuster studios 

and independent designers.
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First, we need to understand the goals 

of the museum to produce a videogame, 

and how can studios be of benefit to 

them?

•   Museums can host gaming events 

The museums can benefit from the 

gaming studios as they can host 

gaming events such as game jams, 

which helps create publicity for the 

museum, thereby giving them greater 

reach with more audiences. 

•   Create new experiences toward 

improved storytelling - Nick Fortugno 

Also, museums can grow to create 

new experiences for their audiences. 

This gives them access to new kinds 

of tools for storytelling and more.  

 

This was pointed out by Nick 

Fortugno. Guest expert of this second 

session, Nick is a game designer, 

gamification expert and entrepreneur 

of digital and real-world games. He is 

Chief Creative Officer of Playmatics, a 

leading U.S. based gaming studio.  

 

Playmatics worked on a game called 

Microrangers in 2015 for museums 

built on AR experience for museum 

guests. It gave them a new adventure 

in which some series of coins can be 

scanned in the museum and used 

for a series of games played in the 

museum.
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•   Videogames’ stories verified 

Videogame studios can also benefit 

from museum collaborations by 

adding verified facts to their virtual 

worlds, characters and stories. By 

being not only about playing and 

having fun, but also about learning 

and expanding knowledge and 

(virtual) life experiences, videogames 

can have a new social role.

WHICH KIND  
OF RELATIONSHIP 
FOR GOOD 
COLLABORATION?

Defining clear terms of the relationship 

between the museum and videogame 

studios is essential to fostering mutual 

benefits for both parties. 

The agreement between the museum 

and the studios might be one-off or 

even longer, and this should be clearly 

understood. 
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Whatever the relationship is based on, 

there are some mutual benefits for both 

parties to enjoy. These include:

•  Creation of a new experience for both 

parties. The museum gets to have 

something different from the primary 

aim of artifact exhibition, which gives 

them a more comprehensive reach 

with expanded audiences. Also, 

videogame studios tend to work on 

new exciting projects for museums 

which improves their learning 

experience and also increases their 

creativity;

•  Fostering open-mindedness, as the 

games can be a vehicle for education 

in the museum, giving a wide range of 

possibilities;

•  Creating a game in a different context 

to the primary aim of game creation 

geared towards having fun. Games 

are developed educationally, which 

helps get new targets and increase 

the museums’ reach. 

HOW TO PRODUCE A MUSEUM  
VIDEOGAME IN 3 DAYS

Our second guest speaker, Kate Meyers 

Emery, manager of Digital Engagement 

at the George Eastman Museum, gave 

a brief description of the steps involved 

in the production of a video game. 

This creation of “Film Quest,” a game 

developed for the Eastman Museum 

in 2017, went through certain stages of 

development. The game development 

starts as a gradual process, first as an idea 

that is then materialized into something 

worth presenting and distributing. 

Therefore, a game pipeline is needed 

to help track the progress made on a 

game project. This also helps manage 

the development timeline and reduce 

inefficiencies that might surface. Some 

stages in the production pipeline can be 

traced from the idea conceptualization 

down to the aftermath of production.

From the wish to collaborate to the 

release of the videogame, what are the 

different production phases?
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To dive into the practical side of the 

production process, we invited René 

G. Cepeda to facilitate collaborative 

workshops with a group of professionals 

from museums and videogames studios. 
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UNPACKING THE PRODUCTION  
OF A ROADMAP

PLANNING  
This is the planning stage that highlights 

how an idea is discovered. Before 

embarking on game development, there 

is the need for an idea to surface. 

Here, some questions surface and need 

to be answered to proceed to the proper 

game development phase. 

Such questions constitute a brief that 

needs to be made before getting in 

contact with a game developer. This 

is what is considered as drawing an 

objective of the project. Questions like:

•  What type of videogame are we 

producing?

•  Why is this videogame being created?

•  What key features should the game 

have?

•  Who is the target audience of this 

project?

•  What characters are we planning on 

portraying in this videogame?

•  When and where is the game taking 

place?

•  What is the expected timeframe to 

develop this game?

•  What is the estimated cost to fully 

develop this game?

•  Who needs to be hired?

•  What impact is this project having on 

the audience?

•  What are the criteria necessary to 

choose the game developer?

•  What is the connection between the 

game and the museum’s content?

The planning stage requires 

benchmarking. This is concerned with 

researching different companies that will 

help in game development. 

After a company meets the selection 

criteria, you then need to go ahead to 

contact the company. With that, start 

what is known as “ideation.” During 

ideation, you pitch your ideas to the 

videogame studio so that work can 

commence on development. 
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PRE-PRODUCTION PHASE
This stage follows from the planning 

stage. 

It consists of the conception phase of 

development, where the sharing of ideas 

is carried out between the museum and 

the studios of the videogames. 

This marks the start of collaborations 

between the museum and the studios. 

Here writers, artists, designers, 

developers, project leads, and other 

important sections collaborate on the 

videogame’s scope. They come together 

to fine tune what was pitched originally. 

Examples of what takes place in this 

stage include:

•  Building a team with the 

representative of the museum 

involved in the entire process of the 

game development

•  Defining if the team can make use  

of the existing solution or create a 

new one

•  Figuring out the fun factor of the 

game and a way of integrating the 

core objective of the game so that 

audience is not distracted

•  Putting in place in-game mechanics 

and dynamics

The pre-production phase of the game 

development process also entails 

the development of a game design 

document (GDD). The GDD is a document 

that helps all team members get on 

board with the project’s visions for proper 

actualization.

The document contains:

•   The idea and concept of the project

•   The specific type of game

•   Story and characters

•   The in-game mechanics and play

•   Gameplay

•    The arts and sketches

•   and monetization strategies

The GDD helps to identify risks and 

benefits to plan against timeline and 

budget. It also helps to give your project 

a mature look as potential investors will 

want to see that you have a solid plan.

Pre-production is also the stage 

where the prototype is developed. The 

prototype is a raw test that helps check 

out the game’s functionality, gameplay, 

mechanics, and art direction. The 

prototype is what determines if a project 

idea is worth pursuing or not. 

If the prototype isn’t cost-effective and 

has too many inconsistencies, the project 

won’t pass to the production stage. 
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The primary aim at pre-production is 

to get the prototype to run fast, so that 

ideas and objectives can be efficiently 

tested. The prototype also helps to 

reveal challenges that might be faced in 

the development of the project. At the 

prototyping stage, other people must be 

involved to test the project.

PRODUCTION PHASE
This is the longest stage of game 

development, and requires that everyone 

is on board. It is at the production stage 

that the game begins to fit. 

A great deal of the time, effort, 

and resources put into videogame 

development are expended at the 

production stage. 

At this stage, characters, creatures, audio 

props, and environments are developed. 

This stage also involves iterative 

development of the project and beta-

testing for game optimization.

Preparation for distribution is also 

undertaken at the production stage of 

development, whereby the museum 

starts to prepare what is known as the 

“diffusion phase.” 

The museum at this stage also prepares 

the “before” and “after” of the audience’s 

experience,  for effective distribution of 

the videogame material.

POST-PRODUCTION PHASE
Engaging in planning, prototyping, alpha, 

and beta-testing isn’t the end of the game 

development process. 

Some actions are needed after the final 

production of the game. This is what is 

known as the “aftermath of production” or 

simply post-production. 

Post-production entails the launching 

procedure whereby the museum makes 

the game public and accessible to the 

audience for engagement. 

Launching comes with responsibilities, 

as there still must be an effective 

communication medium between the 

museum representatives and the game 

developers. 

There should be effective follow-up 

established between the museum and 

the audience that helps collect feedback 

on the gaming experience. 

It is not unusual to launch with minor 

bugs to be identified and thoroughly 

taken care of. Museums should create a 

bridge in communication that will help to 

get bug reports, thereby improving the 

updates of the game software.
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4

VIDEOGAMES - 
A DOOR  
TO NEW AND 
DIVERSE 
AUDIENCE

34Museum Lab: When Museums Meet Videogames Handbook



Report from the online lectures and 

collaborative workshop organized on 

December 9th 2021. The recording of the 

session can be found here. 

A new world of tools, technologies, and 

social habits is being created daily in 

videogames, which are being redefined 

as the new social space for cultural 

practice. However, how this new space 

is shaped and behaves depends on the 

people living in it. 

1. LEADING THE WAY TOWARDS MORE 
DIVERSITY IN VIDEOGAMES

After using the hashtag 

#INeedDiverseGames to create 

awareness about inclusivity in games 

back in 2014, Tanya DePass founded 

“I Need Diverse Games”, a non-profit 

organization based in Chicago. 

Videogames have become an integral 

part of our daily lives. The artistic 

creations are accessible to various 

demographics, including different races, 

religions, age groups, ideologies, etc. 

However, despite the large audience 

videogames have, there is no limit to how 

many new demographics videogames 

can reach. This was illustrated through 

two case studies.

HOWEVER, 
DESPITE THE 
LARGE AUDIENCE 
VIDEOGAMES  
HAVE, THERE 
IS NO LIMIT TO 
HOW MANY NEW 
DEMOGRAPHICS 
VIDEOGAMES CAN 
REACH.
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CASE STUDY 1: FOSTERING 
COLLABORATIONS BETWEEN 
MUSEUMS AND VIDEOGAMES

Boost interest in museums 

A collaboration between museums 

and videogames can boost interest 

in museums. Now, this is why using 

videogames to reach a broad audience 

should be encouraged.  

 

Originally from Kahnawake Mohawk 

Territory, Skawennati resides in Montreal, 

Canada. She is the co-Director of 

Aboriginal Territories in Cyberspace, 

a research/creation network based at 

Concordia University, where she received 

her BFA; She is a co-Founder of Daphne, 

Montreal’s first Indigenous artist-run 

centre; and she she holds an Honorary 

Doctorate from Minneapolis College of 

Art and Design.  

 

Skawennati disclosed that Initiative for 

Indigenous Future (IIF) offered seven 

years of funding to her Cyberspace. This 

grant encouraged indigenous artists 

and thinkers to think about the future - 

videogames and museums are part of 

this future.
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Provide an entry point for 

underrepresented and inaccessible 

audiences 

Museums may use videogames to 

encourage and provide access to 

underrepresented and unreachable 

audiences. This way, they become not 

just consumers but also producers of 

videogames. It is more like bringing 

a museum into your living room with 

videogames.  

 

For example, Skawennati and her team 

created games and machinima such as 

OTSis, IENIENTE, and the Peacemakers, 

The Madam, and Time Travellers. They 

did this to tell stories and predict the 

future for indigenous people. 

An environment to share experiences 

The videogame industry offers a safe, 

enjoyable environment for people to 

meet, socialize, and share experiences 

despite being separated by vast terrains.  

 

Cyberspace’s Second Life, a real-time 

3D online virtual world where users 

can customize avatars and create 

environments, illustrates this. It’s available 

24/7 for people to visit, tour, and interact.

  Reach a very diverse audience 

With the power of videogames, diverse 

audiences can be reached. They can 

also be encouraged to participate 

in videogames, meet and socialize 

with others, especially new and less 

represented audiences. 
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CASE STUDY 2: VIDEOGAMES  
- A LEARNING TOOL 

Videogames promote effective and 

engaging learning experiences 

Recent advancements in in-game 

technology enable game-based learning 

environments to be used in more 

educational contexts. This includes 

informal environments like museums and 

science centers.  

 

We can use videogames to broadcast 

movies and reach a larger audience, 

without spending time and money 

sourcing images, re-enacting, and 

animating for movies and documentaries.  

 

Filmmaking with videogames is evident 

in the machinimas produced by 

Skawennati’s Cyberspace. 

 

Through the inclusion of videogames 

in documentaries and filmmaking like 

Skawennati’s Cyberspace, various 

audiences of different ages and 

languages were reached. 

Aligned educational goals 

A videogame’s functions align naturally 

with museum education goals. This 

includes:

•  Fostering engagement in science

•  Enabling learners to discover 

•  Manipulating and testing hypotheses 

about the natural world 

Deborah Papiernik, senior vice president 

of New Business & Strategic Alliances 

at Ubisoft presented the game Lady 

Sapiens, developed in collaboration with 

the Musée de l’Homme, in Paris. She 

described how Lady Sapiens, a game-

based science documentary about a 

prehistoric woman in the paleolithic era, 

was designed, developed, and evaluated. 

To Deborah, “In the end, a videogame was 

used to illustrate a scientific documentary 

for the first time.”
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  Positive learning outcomes

The use of videogames can result in 

positive learning outcomes across a wide 

range of educational subjects. 

Videogame technologies impact learning 

and retention better than traditional 

instructional methods. 

Virtual reality (VR) in museums can 

create interactive exhibits, facilitate tours, 

and bring scenes to life. This enhances 

the experience and increases visitors’ 

retention, making tours and learning 

enjoyable.

CASE STUDY 3: THE NEVER  
ALONE PROJECT & SOCIAL IMPACT 
THROUGH VIDEOGAMES 

A collaboration with Iñupiat, an Alaska 

Native group, has led to the development 

of Never Alone (Kisima Ingitchuna). 

The game was developed with input 

from almost forty Alaska Native elders, 

storytellers, and community members. 

Here’s how it works: 

The player takes on the role of an Inuit 

girl and an arctic fox. These two set 

out to locate the source of the eternal 

blizzard that threatens the survival of 

everything they have ever known. That 

sounds like fun!
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You can play solo or with a friend while 

you walk through frozen tundra, jump 

across treacherous ice floes, and swim 

through underwater ice caves. You do all 

of these to save the girl’s village.

This puzzle will take you through awe-

inspiring settings, heroic deeds, and 

encounters with characters from Inupiaq 

legend. And all narrated by a master 

storyteller in the spoken language of 

Iñupiat.

CASE STUDY 4: THE OTSÌ:!  
(RISE OF THE KANIEN’KEHÁ:KA 
LEGENDS) PROJECT & SOCIAL 
IMPACT THROUGH VIDEOGAMES

A videogame was designed during the 

Skins 1.0 Workshop to help Aboriginal 

youth build a variety of skills in 

videogame development. They were 

encouraged to develop game themes, 

characters, and gameplay based on their 

own cultural experiences.

An original narrative was created using 

several Kahnawake stories for Otsì:!. An 

Iroquois hunter goes on a mission to 

stop a monster, the Flying Head, from 

destroying his village. It was designed as 

a multi-level game that took players from 

the Flying Head’s origin story through to 

his confrontation with the hunter. 

As a hunter, the player explores the world 

from his perspective. During the game, 

you start outside of a village that has 

been razed to the ground. You are told 

about the Flying Head and its attack on 

the village, and that it is now headed for 

the Hunter’s village. You are then required 

to fight your way through a landscape 

that mimics the countryside around 

Kahnawake. 

A number of other Mohawk myths 

interrupt the journey, including the Hoof 

Lady, the Monkey Dog, and the Tree 

People. They all have their own unique 

roles to play; some help you, others 

hinder you. Upon reaching the village, 

the Flying Head has begun the attack. In 

order to defeat him, you must rely on the 

information you collected from characters 

along the way.

Videogames are a powerful tool to share, 

celebrate and extend culture, and Never 

Alone and Otsì:! embrace that. With these 

World Games, indigenous communities 

worldwide will have an opportunity 

to share their stories authentically, 

engagingly, and entertainingly.
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2. ACHIEVING 
POSITIVE 
SOCIAL IMPACT 
IN MUSEUMS 
THROUGH 
VIDEOGAMES 
AND DIVERSIFIED 
AUDIENCES 

We can achieve positive social impact 

through videogames by extending 

cultural and social-cultural values to a 

large audience. 

To do this, we must:

•  Identify the hard-to-access audiences 

of museums, and

•  Reach these audiences through 

videogames
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HOW TO IDENTIFY THE HARD-TO-ACCESS 
AUDIENCES OF MUSEUMS

There are different kinds of people that 

are not accessible by museums for 

various reasons. These audiences include:

•   Minorities: These groups  include 

communities of color and the LGBT 

community.

•   People living in rural areas: Museums 

are rarely located in rural areas, 

making it difficult for people living in 

such areas to access museums.

•   Older adults/elderly: Although 

museums are beneficial to older 

adults, they are less accessible.

•   Youth from underprivileged 

backgrounds: These include 

teenagers, which museum 

professionals find difficult to engage.

•   People with disabilities: This group 

can find it very difficult to access 

museums for a variety of reasons 

related to their disability.

The hard-to-access audiences also 

include:

•   People who view museums as elitist 

or see no connection or use in their 

everyday life

•   Impoverished communities 

•   People who don’t see themselves 

represented in the elite structure

•   Individuals who don’t ascribe to 

museum culture
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HOW TO REACH DIFFICULT-TO-ACCESS 
AUDIENCES THROUGH VIDEOGAMES

These tips can be taken into 

consideration:

•   To reach the targeted audience, 

videogames must be presented as 

fun and accessible. Allow players to 

discover the topic as they play, rather 

than viewing it as a museum game. 

Game experiences should be shared 

on social networks to attract more 

audiences.

•  For rural residents, videogames can 

be played at home and should be 

accessible through mobile devices 

and web browsers. 

•   As museums are not open all the 

time, videogames can serve as a 

hybrid space to engage with the 

community throughout the year. In 

rural museums, the games should be 

designed to be easily maintained and 

accessible for a long time.

•   For people with less technology 

experience: The games should 

be developed with easy-to-use 

language, be it arcade or vintage 

games. 

•   For mobile device users, digital 

inclusion is vital through smartphones, 

computers, VR headsets, Web 3.0, 

and the Metaverse. The pandemic 

proves the need for these.
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FINAL NOTE
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This program proved to us that great collaborations can happen and are always 

the result of a good understanding of one another. This starts with understanding 

what a (video)game is (Brad McDonald) and having in mind a successful project 

that shows what can be achieved (Augustin Pagenot, Olivier Mauco). It is also 

about knowing that a museum can be a videogame producer itself, whether it 

is by collaborating with a studio (Nick Fortugno) or working independently (Kate 

Meyers Emery). And of course, it is about being aware that the videogame space 

is already welcoming energic discussions about topics such as inclusivity and 

the representation of minorities (Skawennati), and diving deep into innovative 

topics with well-rounded experiences (Deborah Papiernik). 

Museums and videogame studios do not collaborate often, and when they do, 

the exchange can be a challenge because both belong to very different worlds. 

With this handbook, we hope to provide the necessary guidelines and insights 

so collaboration can be built on healthy foundations. Videogame producers and 

museums are just starting to collaborate, but have already proved the value 

of this collaboration. Together, studios and museums can place creativity and 

purpose at the same level, by celebrating perspectives and modeling diversity. 

We hope that this handbook will foster collaborations in the future! 
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READINGS  
AND 
RESOURCES

46HandbookMuseum Lab: When Museums Meet Videogames



1. RESOURCES FROM OUR 
COLLABORATIVE WORKSHOPS 

1. WORKSHOP 1 MUTUAL LEARNING BETWEEN VIDEOGAMES 
PRODUCERS AND MUSEUMS

MIDE

A museum that uses games to communicate and educate on the 

complexities of the Mexican economy and tools for financial literacy.

https://www.mide.org.mx

The Digital Marina Abramovic Institute (2014)

Produced in collaboration with the Marina Abramović Institute

https://www.pippinbarr.com/2013/10/23/the-digital-marina-abramovic-

institute/

Abramovic Method Games (2014)

Produced in collaboration with the Marina Abramović Institute

https://www.pippinbarr.com/2014/09/29/abramovic-method-games/

To Build a Better Mousetrap

Premiered at FACT Liverpool as Part of The Exhibition Time & Motion: 

Redefining Working Life

http://www.molleindustria.org/to-build-a-better-mousetrap/

Prisme 7

Premiered during the pandemic of 2020. A video game on modern and 

contemporary art produced by Centre Pompidou and Game in Society and 

Bright.

https://prisme7.io/ (Does not work in Safari - you can download the game 

on iOS, Android, Steam, MacOs) 
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2. WORKSHOP 2 IMPLEMENTING AN INNOVATIVE PROJECT IN A 
MUSEUM & PRODUCING A VIDEOGAME: CHALLENGES & SOLUTIONS

Like Like

LIKELIKE is a neo-arcade / playful arts gallery promoting an experimental 

and independent game culture.

http://likelike.org/about/

VGA

Founded in 2013 by Jonathan Kinkley and Chaz Evans in the lively game 

community of Chicago, Video Game Art (VGA) Gallery seeks to increase 

cultural appreciation, education of video games and new media through 

exhibition, study, critique, and sale.

https://vgagallery.org

Museum Online GameJam - Leibniz Museum

https://www.leibniz-forschungsmuseen.de/aktivitaeten/uebersicht-

aktivitaeten/a-world-in-motion-museum-games

A MAZE HyperHybrid Virtual Space

The A MAZE. / SPACE is a 3D multiplayer space, a so-called immersive 

culture experience, where the visitors can interact with games, digital art 

and other media. 

https://a-maze.itch.io/amazespace

Play Uk Hubs  

https://www.britishcouncil.rs/en/programmes/arts/film/playuk20-21/

playuk-hubs

Spoke

Mozilla’s new virtual space creator, lets you generate custom virtual 

meeting spaces that work on both VR and a browser and can include 

gamification.

https://hubs.mozilla.com

Game on! El arte en juego  

https://hubs.mozilla.com/ezthKc2/game-on-at-amaze-digital 
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3. WORKSHOP 3:  ACHIEVING POSITIVE SOCIAL IMPACT  
THROUGH VIDEOGAMES

Never Alone

Never Alone (Kisima Ingitchuna) is the first game developed in collaboration 

with the Iñupiat, an Alaska Native people. Nearly 40 Alaska Native elders, 

storytellers and community members contributed to the development of 

the game.

http://neveralonegame.com/game/

Juegos Rancheros

As of July of 2019, Fantastic Arcade and Juegos Rancheros joined forces 

with the Museum of Human Achievement and at the same time took a 

pause from monthly Juegos Rancheros events in order to gather input from 

the community toward building an inclusive and supportive indie game 

community in Austin. 

http://juegosrancheros.com

 

The Uncensored Library

Providing access to independent information to young people around the 

world through a medium they can playfully interact with. Journalists from 

five different countries now have a place to make their voices heard again, 

despite having been banned, jailed, exiled and even killed.

https://www.uncensoredlibrary.com/en

The Dedal Games

https://www.educathyssen.org/programas-publicos/educacion-accion-

social/dedal-games-videojuego-inclusivo
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2. 2021 ESSENTIAL FACTS ABOUT  
THE VIDEO GAME INDUSTRY

In the last year during the global pandemic, people from all walks of life 

reached for video games to find joy, connection and a sense of belonging. 

Games are a source of entertainment and comfort for millions of people 

across the country. This year’s report shows video games transcend age, 

race, gender, platform and political party. Read on to learn more about the 

United States of Play.

Get it here.

Video Games and the Spirit of Capitalism

https://www.molleindustria.org/blog/videogames-and-the-spirit-of-

capitalism/

 

Manual for the Curation and Display of Interactive New Media Art

A manual and living document created for non-specialized  curators and 

exhibition designers looking to engage with interactive new media art.

Get it here.

Game Arts Curators Kit

During GAIA 2021 with the collaboration of various experts in the field, we 

created a resource for game exhibition and presentation. Get it here.

Cultural Heritage Game Jam

Help protect and preserve our past - and potentially attend GDC 2022!

https://itch.io/jam/cultural-heritage-game-jam

Towards the Metamuseum

This dissertation discusses the need for a Meta-Museum that incorporates 

virtual exhibitions, its implementation and the possible advantages and 

disadvantages in undertaking such a project.

https://www.academia.edu/5639477/Metamuseums_designed
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Museum of Portables Sound

The Museum of Portable Sound is dedicated to collecting, exhibiting, 

preserving, and researching (primarily) non-musical sounds as museum 

objects. 

https://museumofportablesound.com

 

Game Maker Studio 2

GameMaker Studio 2 is a complete development environment for making 

games. It comes with a comprehensive set of tools and lets you create 

games for Windows, Mac, Linux, Android, iOS, HTML5, Xbox, PlayStation, 

and Nintendo Switch. 

https://www.yoyogames.com/en/gamemaker 

Construct

Construct is an HTML5-based 2D video game engine developed by Scirra 

Ltd. It is aimed primarily at non-programmers, allowing quick creation of 

games through visual programming.

https://www.construct.net/en 

 

Phaser

Phaser is a 2D game framework used for making HTML5 games for desktop 

and mobile. It is free software developed by Photon Storm. 

https://phaser.io/ 

 

Unreal Engine

Unreal Engine is a complete suite of development tools for anyone 

working with real-time technology. It gives creators across industries the 

freedom and control to deliver cutting-edge entertainment, compelling 

visualizations, and immersive virtual worlds.

https://www.unrealengine.com/en-US/ 

 

Unity

Unity is a cross-platform game engine with a built-in IDE developed by 

Unity Technologies. It is used to develop video games for web plugins, 

desktop platforms, consoles and mobile devices.

https://unity.com/ 
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3. LUDOGRAPHY

This War of Mine

This War of Mine is a war survival video game developed and published by 

the Polish game development company 11 Bit Studios. The game differs 

from most war-themed video games by focusing on the civilian experience 

of war rather than front line combat.

That Dragon, Cancer

An immersive, narrative videogame that retells Joel Green’s 4-year fight 

against cancer through about two hours of poetic, imaginative gameplay 

that explores themes of faith, hope and love.

Gone Home

Set in the year 1995, Gone Home puts the player in the role of a young 

woman returning from overseas to her rural Oregon family home to find her 

family currently absent and the house empty, leaving her to piece together 

recent events. 

 

What’s Left of Edith Finch

The game centers on the character of Edith, a member of the Finch family, 

afflicted by a perceived curse that causes all but one member of each 

generation to die in unusual ways.

Spec Ops: The Line

It’s been 6 months since Dubai was wiped off the map by a cataclysmic 

sandstorm. Now, a mysterious radio signal is picked up from Dubai, and a 

Delta Recon Team is sent to infiltrate the city. Their mission is simple: Locate 

survivors and radio for Evac. 

 

Notes on Blindness

In 1983, after decades of steady deterioration, John Hull became totally 

blind. To help him make sense of the upheaval in his life, he began 

documenting his experiences on audio cassettes. 
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The Key

“THE KEY” is a 15-minute room-scale (6DOF) virtual reality experience with a 

strong narrative structure punctuated by moments of interactivity.

Flower

The game exploits the tension between urban bustle and natural serenity. 

Players accumulate flower petals as the onscreen world swings between 

the pastoral and the chaotic. Like in the real world, everything you pick up 

causes the environment to change.

Journey

Experience the wonder in this anonymous adventure where you travel on a 

life’s passage, with the chance to connect with companions along the way.

Home After War

What if your home becomes the place you fear? 

An Iraqi father returns to Fallujah to face the threat of improvised explosive 

devices (IEDs). Through this virtual reality experience, join him in his home 

and discover the unfolding of a tragic event.

Ink, Mountains, and Mystery

The game exquisitely restores the aura of the Blue-Green Landscape—a 

treasure of traditional Chinese painting and combines side-scrolling and 3D 

viewing angle to create a dreamlike experience of entering a picture. Made 

in collaboration with the Palace Museum in Beijing. 

Kid A Mnesia

An upside-down digital/analogue universe created from original artwork 

and recordings to commemorate 21 years of Kid A and Amnesiac.

Download it free for PC, Mac or PS5:

EDITORS:
Rene G. Cepeda renegcepeda@me.com 
Maxime Laprade contact@maximelaprade.com
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