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Online

The 21C museum



Visitors are ‘Generation C’

• Control

• Choice

• Challenge

• Collaboration

• Connected

• Community

• I share therefore I am (Neilsen, 2010)



Digital natives

• “... born during or after the general introduction 

of digital technologies and through interacting 

with digital technology from an early age, has 

a greater understanding of its concepts”

• “Our students have changed radically. Today’s 

students are no longer the people our 

educational system was designed to teach” 

(Prensky, 2001)



Trends for museum learning

• Gamification:

– Hanging out

– Messing around

– Geeking out

• Multiscreening:

– Smartphone

– Television

– PC

– Tablets

• MOOCs:
– Democratisation of education

• New forms of learning:
– Swiping and scrolling



Gaming

• “Studies indicate that games, when designed 
properly, motivate learners, improve learner 
retention and encourage students who aren’t 
typically ‘academic’ to partake in the learning 
process”. Lauby (2012)

• Green and Hannon (2006) identified learning 
through gaming, specifically online multiplayer 
games, referred to as “… accidental learning 
or learning through doing” (p.23).



Museum educators

• Gaming not new but different – what is The Voyage?

• Gamifying the museum – what does it mean  for 

museums and our school visitors?

• Integrated learning strategies aligned with 

exploratory and serendipitous learning

• Applying curriculum



What can K-12 school leaders learn from video 

games and gaming?  - Dr Richard Halverson

“Gee (2003) argues that the compelling nature of video game 

participation is in part due to the underlying social, cognitive, and 

developmental learning principles around which game designers 

build successful games. Games succeed because they encapsulate 

powerful design principles for learning environments. When school 

leaders and teachers begin to appreciate the compelling nature of 

gameplay and the powerful learning principles embedded in 

games as positives, they then can consider how games might inspire 

alternative approaches to learning, both within the existing 

contexts of schooling and in the development of new learning 

environments. “
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Pedagogies for museum 

connections 

• Museums augment and broaden what happens in the classroom -

opportunities for choice, pathway creation and collaboration

• curriculum-focussed museum programs that synthesise game-

playing with on-site experiences. Incorporating museum artefacts

• Embedded concepts – learning by consequence eg rat game

• Downloadable pre- & post-visit resources, virtual excursions, skills-

based competencies

• Possible inter-school connections: local, national and international



CONTENT OUTCOMES SKILLS

Applying curriculum

Stage 5 History - The making of the 

Modern World:

• the nature and significance of the 

Industrial revolution…

• the nature and extent of the 

movement of peoples … 

Depth Study 1-A

• Growth & extent of the British 

Empire…  (ACDSEH017)

• The population movements and 

changing settlement patterns… 

(ACDSEH080)

Depth Study 1-B

• The influence of the Industrial 

Revolution on the movement of 

peoples throughout the world, 

including …convict transportation 

(ACDSEH018)

• The experiences of slaves, 

convicts and free settlers upon 

departure, their journey abroad, 

and their reactions on arrival … 

(ACDSEH083) 

Stage 5 History - The making of the 

Modern World:

Explains and assesses the historical 

forces and factors … HT 5-1

Sequences and explains the significant 

patterns of continuity and change … 

HT 5-2

Explains and analyses the causes and 

effects of events and developments … 

HT5-4

Uses relevant evidence from sources to 

support historical narratives, 

explanations and analyses …  HT5-6

Applies a range of relevant historical 

terms and concepts … communicating 

an understanding of the past HT5-9

Selects and uses appropriate oral, 

written, visual and digital forms to 

communicate effectively about the past 

for different audiences HT 5-10

Stage 5 History - The making of the 

Modern World:

Historical Concepts

Continuity and change

Cause and effect 

Perspectives 

Empathetic understanding. 

Significance

Contestability 

Historical Skills

Comprehension: chronology, terms 

and concepts

Analysis and use of sources

Perspectives and interpretations

Empathetic understanding

Research

Explanation and communication

Suggested Site Studies include:

a museum visit 

an historical reconstruction site

a virtual historical site



Cross curriculum connections with:

Technology – game design & development, programming

English - creating & interpreting texts, language, text & graphics

Maths – measurement, navigation, arithmetic, computers

Science – medicine, navigation, forces & motion

Geography – mapping, global issues

Visual Arts – graphic & visual design

Applying curriculum



Applying curriculum
Year 9 English:
Understand that authors innovate with text structures and language for specific purposes and effects (ACELA1553)

Analyse and explain the use of symbols, icons and myth in still and moving images and how these augment meaning 

(ACELA1560)

Identify how vocabulary choices contribute to specificity, abstraction and stylistic effectiveness (ACELA1561)

Understand how spelling is used creatively in texts for particular effects, for example characterisation and humour and 

to represent accents and styles of speech (ACELA1562)

Interpret and compare how representations of people and culture in literary texts are drawn from different historical, 

social and cultural contexts (ACELT1633)

Explore and reflect on personal understanding of the world and significant human experience gained from interpreting 

various representations of life matters in texts (ACELT1635)

Experiment with the ways that language features, image and sound can be adapted in literary texts, for example the 

effects of stereotypical characters and settings, the playfulness of humour and pun and the use of hyperlink 

(ACELT1638)

Listen to spoken texts constructed for different purposes, … and analyse how language of these texts position listeners 

to respond in particular ways (ACELY1740): exploring and identifying moral and ethical dimensions of an issue 

represented in different texts, and how these align or contradict with personal and others’ perspectives

Interpret, analyse and evaluate how different perspectives of issue, event, situation, individuals or groups are 

constructed to serve specific purposes in texts (ACELY1742): analysing and interpreting assumptions about groups that 

have shaped or influenced representations of people, places, events and things

http://www.australiancurriculum.edu.au/Curriculum/ContentDescription/ACELA1553
http://www.australiancurriculum.edu.au/Curriculum/ContentDescription/ACELA1560
http://www.australiancurriculum.edu.au/Curriculum/ContentDescription/ACELA1561
http://www.australiancurriculum.edu.au/Curriculum/ContentDescription/ACELA1562
http://www.australiancurriculum.edu.au/Curriculum/ContentDescription/ACELT1633
http://www.australiancurriculum.edu.au/Curriculum/ContentDescription/ACELT1635
http://www.australiancurriculum.edu.au/Curriculum/ContentDescription/ACELT1638
http://www.australiancurriculum.edu.au/Curriculum/ContentDescription/ACELY1740
http://www.australiancurriculum.edu.au/Curriculum/ContentDescription/ACELY1742


“Serendipity is not randomness.      

It is unexpected relevance…” 

(Jarvis 2010)





• I’m not one to like games but chess is very edgy.

• I play Subway Surfers and Candy Crush because they are 

entertaining and challenging.

• Action games because they offer a fun sense of adventure 

mostly Minecraft.

• I like to play Scrabble, Candy Crush, checkers because it is 

fun and I can also learn new skills.

• I like to play action video games because the missions are 

full of action and multiplayer. I also like adventure games.

• I like a game on my phone called Paradise Cove. I like this 

game because its about building your own town and it is 

really adventurous.

Young people and games
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WHERE DO YOU LIKE TO PLAY GAMES?



Where from here?

• GUICs grant with Griffith University to undertake further pilot 

testing and research questions

• Looking for a class to be involved in pilot (early November): Year 

9 preferred

• Further development of game based on ARC grant awarded to 

University of Tasmania and roar films

• ARC grant November 2014 Gamifying the Museum: History, 

Museums and Computer Games:

• What is the potential of digital games to support learning?

• Can digital games be used to enliven and energise visitors’ 

experience of a museum?

• What is the best way to work with digital games to support 

engagement, historical imagination and connection with museum 

collections, and with school curriculum?


