
GAMIFYING THE PAST TO UNDERSTAND THE PRESENT.

The MEMENTOES 
project has five 
main objectives: 

Combine the storytelling 
techniques used in museums 
and video games to deliver 
educational, entertaining 
games 

Produce three games 
exploring historical 
events and their 
connections to today 

Create an accessibility 
toolkit to ensure games 
consider the needs of 
people with disabilities 

Develop guidelines for 
collaborations between 
museums and game 
developers 

Provide evidence that 
games are an effective 
tool to increase the 
reach of museums 
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MEMENTOES Project

PARTNERSHIPS:

OBJECTIVES:

Le Bois Du Cazier and 
Causa Creations will use 
virtual reality and archival 
research to bring players 
into the world of Le Bois Du 
Cazier around the time of 
the 1956 mining 
disaster.   

War Childhood Museum and 
Charles Games will use 
historical storytelling and the 
testimonials in the 
Museum’s archives to depict 
the experiences of children 
growing up in wartime. 

Gulag.cz and FORTH will use 
historical documents and tech 
expertise to immerse users in 
the lived experiences of 
individuals imprisoned in the 
USSR’s gulag system in a 
first-person narrative video 
game.  

MEMENTOES brings together museum experts and 
game developers to create gaming experiences that 
immerse players in the past. The project seeks to help 
users learn about historical injustice, develop empathy 
with marginalised groups, and draw conclusions about 
the issues of today.   
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