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ABSTRACT

Current perception of games is divided. On the one hand, they are criticized as
harmful entertainment due to their violent content and addictive nature, and on the other
hand, they are evaluated positively as products of a creative industry that offers
alternative, interactive entertainment. Based on the latter, this paper will reevaluate the
positive element of such games in relation to the museum, the canon of historical and
cultural evaluation. The analysis on game culture introduction to the museums consists
of three categories: the practical application that includes educational, communicational,
and promotional purposes; the approval of games as industrial assets and their extensive
cultural influence; and the indirect acceptance of art works using games. A panoramic
view of game culture development would promote research on the link between game
culture and museums; furthermore, it would establish a basis for an introduction of game
culture in academia and predict the future of the industry.
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