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A Study on the Applications of the Cultural History Promotion via Gamification Based
Digital Curation: Taking "History Hero" as An Example

Abst ract

The popularity of digital curation has led to rapid development in many domains, facilitating innovations that have broadened the application of the cultural history promotion. Digital curation not only experiments on all kinds
of digital technology as the medium for their new display to promote the cultural history but also designs of gamification to enhance the fun which use of game mechanics and concepts in non-gaming applications. Gamifica-
tion proposes as a solution for engaging people in individually and socially sustainable behaviors which has been applied to various domains to increase user engagement and interaction. This study takes History Hero as a
case which is a famous mobile guide be applied on promote cultural history. In this case, History Hero opens a new trend to promote cultural history which combines with technology .It has been cooperating with almost 40
well-know institutions. Such as many famous museums, history sites and academic institutions in U.S. and Europe. History Hero uses an interactive way to introduce history which increases participation and interaction of
users. The findings show that both gamification and digital curation are new trend to promote cultural history and many foreign cases has been used in many applications recently. Besides History Hero, this study also ana-
lyzes several cases of gamification combines with digital curation. This study generalizes the core concept and important value through the applications of the cultural history promotion via gamification based digital curation.
By exploring case studies can be summarized how gamification combines with digital curation. It is expected that this study could provide some advice to promote cultural history in the future.
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1. Intr oduction

Digital curation has been applied to various domains which emerges recently as an important concept in the theory and management of cultural heritage information(Constantopoulos & Dallas, 2010) It not only experiments
on all kinds of digital technology as the medium for their new display to promote the cultural history but also designs of gamification to enhance the fun which use of game mechanics and concepts in non-gaming applica-
tions. This study intends to analysis the process and key point from the view of gamification and digital curation. Through the analysis of several case studies about the applications of gamification and digital curation. This
study generalizes the core concept and important value through the applications of the cultural history promotion via gamification based digital curation.

2. Digital cu  ration

Curation originates in cultural heritage institutions which preserves cultural heritage, such as museums, art galleries.With the spring up of internet and social connetion of information-exploding age, curation has different
definition and explanation. Nowadays, curation suggests the importance of newer concepts such as editing, framing, promoting, translating, narrative construction, and resampling (Graham & Cook, 2010).

Giaretta (2005) defined digital curation as broadly interpreted, is about maintaining and adding value to, a trusted body of digital information for current and future use.Based on Wang, Kwan and Huang(2014) defined digital
curation, This studty defines digital curation in the following way:Digital curation is in digital environment. Users address the growing critical need to more effectively create, manage, use, and add value to digital informa-
tion.Digital curation has following characteristics:

1. From the perspective of objective: Information providers based on a certain objective who recombine knowledge and information then give them a new interpretation, in order to achieve the goal of information providers
expect. For instance, education, marketing, promotion , etc.

2. From the perspective of implement environment: Digital curation implements in digital, the cloud environment. For instance, in web2.0, Social Networking Service environment.

3. Information providers, curators or audiences can interact and exchange immediately, audiences post information in the way of Co-Creation and Collective Intelligence to communicate.

4. Information providers(or curators) concentrate information from different sources which present by remix,mashup or syndieation way.

5. Information providers(or curators) can provide information what audiences like and need, it also provides audiences participate or create.

6. Audiences can promptly explore and browse in curation environment.

Digital curation aggregates information and gives it a new concept. The core concept of digital ciuation is not only the preservation and maintenance of a collection or database but some degree of added value and knowl-
edge (Schmidt, Ghering, & Nicholson, 2011).The term digital curation is increasingly being used for the actions needed to add value to and maintain these digital assets over time for current and future generations of users.
Gadot & Levin(2012) presented that digital curation had the characteristic of selection, preservation, maintenance, collection and archiving of digital assets. Digital curation is an innovative phenomenon from the field of
social computing which includes widespread kinds of network behavior.

3. Gamific ation

Play has always been important to humankind(Terlutter & Capella, 2013). Games are particularly used to escape from everyday life which are probably the oldest human cultural and developmental technique.Gamification Is
using people's innate enjoyment of play(Lowgren, 2013). Gamification is the craft of deriving all the fun and addicting elements found in games and applying them to real-world or productive activities which is used widely In
various domains, with some of the main purposes being to engage, teach, entertain, measure, and to improve the perceived ease of use of information systems. Deterding, Dixon, Khaled, & Nacke (2011) defined gamifica-
tion as the use of game design elements in nongame contexts. Gamification is the use of game elements and game-design techniques in non-game contexts to engage people and solve problems (Zichermann & Cunning-
ham, 2011). According to the definition, Gamification is the concept of applying game mechanics and game elements to engage and motivate people to achieve their goals

Game elements

McGonigal(2011) redefined there is consensus that four elements must be present in all games; these four include a goal, rules, feedback system and voluntary participation.If you take out one of these elements, the motiva-
tional capacity severely drops. Everything else is an effort to reinforce and enhance these four core elements.

Game mechanics
The five most commonly used mechanics in gamification are: Points, Badges, Levels, Leaderboards, and Challenges(Zichermann & Cunningham, 2011). Game mechanics help motivate and incentivize behavior.

Today, gamification is being applied in several areas (Hamari, Kolvisto, & Sarsa, 2014), for example education, marketing, work and so on.
Gamification is applied in number of domains and the study on this technique is going on. Learning, timeliness, data quality and user engagement are some of the domains where gamification is used.Gamification has raised
a lot of interest both in industry and also increasingly in academia(McGonigal, 2011).
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History Hero Is the first interactive mobile guide to guide users through the world's most important museums,
churches, and historical sites. It has been cooperating with almost 40 well-know Institutions in U.S. and Europe.
Such as Metropolitan Museum of Art, St. Peter’s Basilica, chateau de Versallles, National Mall and so on.

Mission

Defeat Erasers

Anal ysis of Gamific ation

Goal: Defeat Erasers who are trying to erase our history. Points: When the task is completed, points are awarded
Rules: Have to“oath” (clever code for no running, no touching any Levels: There are three different-level missions depending on the age of your group.

object). Badges: For saving historic treasures from being erased forever, will earn badges.
Feedback system: Asks questions ensuring that users are truly en-
gaged and understand .

Voluntary participation: New experience to visits the world's greatest Simulation games: It provides 9 roles for user to choose.
historical destinations. Drill & practice game: Answer multiple choice questions about those artifacts, and take a photo to preserve the artifact for history.

Anal ysis of digital cu ration

Use multiple Social Network Services(SNS) for promoting curation
1. Learn cultural history by using mobile guide.
2. Interactive mobile guide to visit cultural institutions.

By using mobile guide creates a new way to learn which enhances user attention

5. Conc lusion
The findings show that both gamification and digital curation are new trend to promote cultural history and many foreign cases has been used in many applications recently. Digital curation is growing rapidly, by digital

technology and information which enables the effortless sharing of such media content that people find easy, relevant or interesting enough to be worth for others also to experience. Successfully addressing the challenges
In digital curation development could not only promote its growth in this high-tech era but also boost the societal value of cultural history promotion. Gamification reflects the perspective that while games are effective tools
for scaffolding concepts and simulating real world experiences which plays the key role to enhance the fun in our daily life. Although gamification could have some novelty value causing perceptions of usefulness and enjoy-
ment to be higher in the beginning and to fade the longer the user continues using the service(Koivisto & Hamari, 2014)

Gamification and digital curation has been a trending topic and a subject in academic development. This study generalizes the core concept and important value through the applications of the cultural history promotion via
gamification based digital curation. Digital curation combines gamification which enable user to learn cultural history in an amusing way. It is expected that this study could provide some advice to promote cultural history in
the future.



