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ABSTRACT

This article focuses on important factors in the creation of enhanced personalised experiences in vir-
tual environments for cultural heritage applications, especially those targeting virtual museums and
exhibitions. Some of the most important factors relating to personalised virtual museums that relate to
intelligent content and user modelling in virtual environments are being highlighted and discussed. After
an extensive review of the current trends in the domain, the article presents a generalised framework
for the development of the next generation enhanced VR experiences in personalised virtual museums.
This framework, which naturally surfaces from the domain, was put to the test in the development of
the DynaMus platform and two case studies based on this platform are referenced and commented to
support such an approach. This concept can serve as the general framework for developing enhanced
personalised virtual environments for cultural heritage applications.

INTRODUCTION
The advent of the web, was an initial motivation for museumes, to start creating information-rich web sites
to promote their services. Personalised content was considered a good strategy to support users, with

different capabilities and requirements, in finding information in unfamiliar collections (Ardissono, et
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al., 2015). As soon as mobile technology appeared, it was adopted for delivering context-aware cultural
heritage information both indoors and outdoors. Generally speaking, indoors there is a limited space,
which is extremely rich in content but offers few services over and above information delivery. In contrast,
outdoor mobile apps cover relatively large areas — a city or part of it — offering a wide range of integrated
services, such as those providing location-based, cultural, hotel and travel information. The infusion of
new technologies in cultural institutions, such as mobile technologies (Asif & Krogstie, 2012), Virtual
Reality (VR) (Kiourt, Pavlidis, Koutsoudis, & Kalles, 2017a), Augmented Reality (AR) (White, et al.,
2004; Katifori, et al., 2014; Pujol, et al., 2012) etc. have resulted in new experiences (spatial awareness)
and have helped in reaching a larger audience — not only children but also adult visitors (Kuflik, Kay, &
Kummerfeld, 2010) — focusing on several different goals such as education, lifelong learning etc. (Ardis-
sono, Kuflik, & Petrelli, 2012; Ardissono, et al., 2015; Kiourt, Pavlidis, Koutsoudis, & Kalles, 2017a).

Personalised content in cultural heritage aims at adjusting and transforming the cultural experience
so as to meet the experiences, interests and knowledge at the level of the individual visitor or the group
(Ardissono, Kuflik, & Petrelli, 2012; Yiannoutsou & Avouris, 2014). Personalised content is considered
by many researchers (Ardissono, Kuflik, & Petrelli, 2012; Asif & Krogstie, 2012; Bohnert, 2010; Kuflik,
Kay, & Kummerfeld, 2010; Not & Petrelli, 2014; Vayanou, et al., 2012) as a key factor in the success
of such objectives. Content personalisation techniques can be employed to steer the information selec-
tion based on the user / group profile (interests and context), thus protecting them from data overload
(Ardissono, Kuflik, & Petrelli, 2012). Moreover, personalisation can be used to adapt the presentation
of information to the user’s device, thus facilitating exploration. Personalised content delivery to users is
more acceptable through gamified applications, such as serious games, because they are more realistic,
user-friendly, pleasant and attractive systems (Anderson, et al., 2010).

There is a growing trend for the development of serious games in diverse fields, including entertain-
ment, cultural heritage, education, artificial intelligence, sociology, military and health systems (Abt,
1987; Breuer & Bente, 2010). Serious games are highlighted as innovative and important tools for the
development of applications broadly accepted by all ages, children, adults and seniors (David & Sandra,
2005). Serious games have been widely adopted in cultural heritage, for applications such as virtual ex-
hibitions and museums and have been the subject of applied research and development for several years
(Mortara, et al., 2014; Kiourt, Pavlidis, Koutsoudis, & Kalles, 2017a; Doulamis, Liarokapis, Petridis, &
Miaoulis, 2012; Froschauer, Arends, Goldfarb, & Merkl, 2012). Nevertheless, there are still challenges
for further research, targeting the enhanced interactive realistic simulations of ancient worlds or cultural
sites and exhibitions. In a sense, serious games can be considered an efficient approach for blending
domain specific activities, like those in cultural heritage and education, with gaming.

Gamification (Deterding, Dixon, Khaled, & L., 2011) is the result of applying game mechanics into
diverse domains, in order to engage users and enhance their knowledge and performance. The importance
of playing has been emphasised in many studies from various domains. According to Brown & Vaughan
(Brown & Vaughan, 2010), playing is an archetypical activity that arises from primordial biological
structures existing even before the conscience or the capacity for speech; as Brown & Vaughan emphati-
cally stated, playing is not something a person decides to do. According to Nicholson (Nicholson, 2011),
gamification is nothing more than the use of specific game design approaches and techniques in various
environments, in order to attract people in problem solving and to enhance their contribution.

This paper focuses on serious games-based cultural heritage applications (mainly as virtual museums)
with personalised content for more accurately targeted information and knowledge delivery to users. Of
special interest is to derive a framework of rules, theory and best practices for the development of the

1349



17 more pages are available in the full version of this document, which may
be purchased using the "Add to Cart" button on the publisher's webpage:
www.igi-global.com/chapter/enhanced-virtual-reality-experience-in-

personalised-virtual-museums/239994

Related Content

Cocktail Party Problem: Source Separation Issues and Computational Methods

Tariqullah Janand Wenwu Wang (2011). Machine Audition: Principles, Algorithms and Systems (pp. 61-
79).

www.irma-international.org/chapter/cocktail-party-problem/45481

An Artificial Intelligence-Based Vehicular System Simulator

Marvin T. Chan, Jonathan T. Chan, Christine Chanand Craig Gelowitz (2020). Natural Language
Processing: Concepts, Methodologies, Tools, and Applications (pp. 708-721).
www.irma-international.org/chapter/an-artificial-intelligence-based-vehicular-system-simulator/23996 1

Perception of Vowels and Dental Consonants in Bangla Speech Processing

Syed Akhter Hossain, M. Lutfar Rahman, Faruk Ahmedand M. Abdus Sobhan (2013). Technical
Challenges and Design Issues in Bangla Language Processing (pp. 246-272).
www.irma-international.org/chapter/perception-vowels-dental-consonants-bangla/78478

Use of Chaotic Randomness Numbers: Metaheuristic and Artificial Intelligence Algorithms
Alper Ozpinarand Emel Seyma Kucukasci (2020). Natural Language Processing: Concepts,
Methodologies, Tools, and Applications (pp. 322-342).
www.irma-international.org/chapter/use-of-chaotic-randomness-numbers/239943

Analysis-by-Synthesis Echo Watermarking

Wen-Chih Wuand Oscal Chen (2008). Digital Audio Watermarking Techniques and Technologies:
Applications and Benchmarks (pp. 152-171).
www.irma-international.org/chapter/analysis-synthesis-echo-watermarking/8330



http://www.igi-global.com/chapter/enhanced-virtual-reality-experience-in-personalised-virtual-museums/239994
http://www.igi-global.com/chapter/enhanced-virtual-reality-experience-in-personalised-virtual-museums/239994
http://www.irma-international.org/chapter/cocktail-party-problem/45481
http://www.irma-international.org/chapter/an-artificial-intelligence-based-vehicular-system-simulator/239961
http://www.irma-international.org/chapter/perception-vowels-dental-consonants-bangla/78478
http://www.irma-international.org/chapter/use-of-chaotic-randomness-numbers/239943
http://www.irma-international.org/chapter/analysis-synthesis-echo-watermarking/8330

