DIGITAL BADGE - REPORT ON THE GAMIFIED EXPERIENCE
The National Gallery of Slovenia prepared a digital badge that focuses on the museum’s permanent collection.
The goals of the project within Smartdema’s IO2 were:
- to present Slovenian and European art from the 13th to the 20th century with focus on six art styles: Middle Ages, Baroque, Neoclassicism, Romanticism, Realism, Impressionism;
- to prepare digital booklets and a quiz for each of the styles;
- to prepare and test online infrastructure and content that will help digital cultural heritage operators to better connect with various audiences; 
- to align the Smartdema project goals with the strategic aims of the Gallery to ensure the sustainability of the Erasmus+ project’s results.
By earning the digital badge Slovenian Visual Arts 1200–1950, the user:
- shows a thorough understanding of the main developments of the Slovenian Visual Arts from the 13th up to the middle of the 20th century;
- is capable of presenting main artistic styles in European art history between 1600 and 1900;
- acquires the knowledge needed to create content as a digital cultural heritage operator.
To earn the badge, the user has to first read and study an e-book (intro and presentation of select works of art) and then earn 85% points on all six quizzes. The high mark allows for c. only one wrong answer per quiz, which makes earning the badge harder and thus more meaningful. S/he is then issued a digital badge, graphically designed especially for this occasion.
The aim of the digital badge is to be available to all who visit the Smartdema website or the website of the National Gallery of Slovenia, with no need for registration - the user merely has to put in her/his e-mail address to receive the certificates and the badge. We systematically automated the entire learning and quiz process; staff is only needed to issue the badge to each individual user. In this way, we made the digital badge sustainable for the future, with no fear that a change in gallery staff or programmes would render the badge obsolete.
The Gallery used its previous experiences with digital games to design the badge: the Gallery operates an interactive app that features several gamified aspects (finding a work of art, answering questions about it, connecting general knowledge with art history through multiple choice answers, left/right swipes, puzzles). The Gallery also saw great feedback for its weekly Instagram quiz that attracts hundreds of responders. The Smartdema project thus allowed the museum’s digital cultural heritage operators to learn about a new way to gamify the museum experience and make the knowledge one gains in it certifiable and available on multiple platforms.
