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A Study on the Necessity of Establishing a Game Museum
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Abstract

This paper is a study on the necessity of establishing a domestic game museum. Today, games are used
in various fields such as education, sports, and leisure life. Furthermore, the game industry is recognized as
the industry with the highest economic value among the cultural industries. However, there is still a strong
negative perception that games are addictive substances, so the creation of a new type of game culture is
required. Therefore, this paper aims to suggest the necessity of a game museum that can collect and
preserve, educate, and display various games to form a game culture through various examples of game
museums at home and abroad. It is thought to be a space where economic value can be evoked, negative
perceptions about the game can be resolved, and the history and information of the game can be delivered
to users. In addition, it is expected that the game museum will play an important role in maximizing the
role of the museum in the future society by arousing the interest and participation of visitors through
effective space management planning and systematic construction of game digital archives.
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[Fig 1] Photo of eGameRevolution, a permanent exhibition at the Game Museum located in The Strong [13]
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