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   Synonyms

   
    Augmented reality; Cultural heritage; Gamification; Holographic augmented reality; Mixed reality; Presence; Storytelling; Virtual reality

   

  

 
 
  
   Definition

   
    Mixed reality as display technology, gamification as motivational element, and storytelling as interaction metaphor while maintaining the feeling of presence are identified as key elements for defining the next generation of virtual museums.

   

  

 
 
  
   Introduction

   
    Storytelling, presence, and gamification are three basic fields that need to be taken into account when developing novel mixed reality applications for cultural heritage, based on the recent renaissance of commercial VR and AR hardware. This survey aims to cover a gap in the bibliography and the last relevant surveys of Papagiannakis et al. (2008), Jung et al. (2011), Foni et al. (2010), and Anderson et al. (2009) which are more than 7 years old, whereas some of these topics are mentioned in several different chapters within Ioannides et al. (2017) but not in single, comparative...
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