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Summary 

The aim of this study is to seek an understanding of how Twitter users perceive history 

after it has been altered by video games. Specifically, by analyzing their discussions 

surrounding the topics of video games and archaeology on Twitter. Particularly their 

discussions and perception of the past as seen in their comments and related posts that 

deal with history through an influenced lens. The aim is to understand how and if pop-

culture affects the perception of history amongst a certain group as well as how they 

engage with video games.  

The discussion on Twitter will be viewed through the literary theory of Roland Barthes, 

death of the author. The theory will act as a method to understand the loss of authority 

in an author figure such as the archaeologist, as well as the discussions and their nature 

in relation to creating a different view on the past. By applying the different roles in 

the theory to the archaeological profession and its audience it is possible to construct 

a clearer view on how archaeological information can be perceived. To include a 

broader picture of a public, a heterogeneous group was chosen on Twitter though its 

search function. Meaning that the only shared characteristics amongst them is that they 

share the same digital space and have played video games.  

The analysis showed a clear divide on how the important aspect of accuracy is used 

amongst the Twitter users. To some it is a hallmark for a game’s authenticity, 

presenting a truthful past that can be used as educational material or for their own 

understanding. While to others it is more of a tool to be used to point out inaccuracies 

in games, and for some must therefore be changed to appease a sense of authenticity. 

The aspect of accuracy is tightly woven into archaeology for these Twitter users and 

thus becomes a point of reference for them. Both in terms of authenticity and the 

potential that video games can hold. 



 

Abstract 

Archaeological communication often seeks avenues to take, in order to convey information to 

a public. One of these is video games, yet many articles do not delve into the effect that games 

have on people, taking for granted that people will learn something. This text aims to 

understand a group’s view on the past after it has gone through a transformative state such as 

a video game adaptation. With the web page Twitter offering a digital place of discussion, 

posts and comments will be analyzed in relation to the aim. The literary theory death of the 

author, interpretation and authority will help understand how the important aspect of accuracy 

is utilized amongst Twitter users. The findings conclude that accuracy is an important aspect 

of recreation amongst twitter users. It is to be employed in authentic portrayal of the past, 

meaning that the users seek to see a true representation, in contrast to a story taking liberties. 

Twitter users seek a definitive past, or a correct past, that should seek to emulate archaeological 

information in detail.   

 

Keywords: archaeology, pop-culture, death of the author, accuracy, authenticity, video games, 

Twitter, public perception.  
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1. Introduction 

1.1 Background 

This essay will be written in relation to contemporary archaeology, more 

specifically how archaeology is being used and to what end. Archaeological 

information as well as history in general often lies as a foundation for books, 

movies, video games and other forms of media to adapt and mold the past into 

a vision they wish to present. This eventually influences the wider public, for 

example, Vikings having horns on their helmets. However, with the age of 

information, discussions related to the past and popular culture are far more 

frequent, where a diverse group of people can interact and discuss with each 

other. Discussions regarding history are therefore no exceptions.  

However, looking solely at the internet for information on public perceptions 

is not necessarily the best way to go about it, if the goal is to understand a 

wider public. It is nonetheless a place where people across the globe can 

interact with each other. This means that information can and will be altered 

by different people, sometimes to the detriment of understanding and 

knowledge. Such is the case as to what inspired this text. Many people hold 

an opinion to a topic, this opinion might get challenged or validated through 

various means. One such way is the depiction of history through a pop-culture 

context. Many studies on history and its implementation in various media 

have been performed, for example video games that use history as a setting. 

The research often focuses on how and if history in these video games can be 

used for educational content, even outside of a learning institution such as a 

school. Teaching the past through video games is thus a widely accepted and 

researched topic, what is however not as researched is effect that such vide 

games have on understanding. What often lacks is specifically to understand 

or see how these video game players understand history, especially after it has 

been altered through a medium. 

From personal experience, Twitter often exists as a melting pot of discussions, 

often related to pop-culture, due to both people and brands occupying this 

digital space. It is therefore inevitable that when something related to both 

history and a pop-culture medium such as a game is presented, opinions will 

arise. Games specifically related to history, where discussions regarding its 

authenticity, relevancy or its representation of the past are held. The range of 

topics related to video games that use history as a base is varied and diverse. 

What is interesting however, is how these Twitter users interact with each 

other in relation to video games that use history as a source. Such phenomenon 

will be this text’s study area.  
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1.2 Purpose 

The purpose of this text is to analyze the discussion around video games that 

have in some degree utilized archaeological involvement and how this affects 

Twitter users’ perception of history. Particularly their discussions and 

perception of the past as seen in their comments and related posts that deal 

with history through an influenced lens. In relation the aim is to understand if 

and how pop-culture affects the perception of history amongst a certain group 

as well as how they engage with such video games.  

1.3 Research questions 

• How is archaeological involvement in the recreation of the past 

discussed on Twitter? 

• What view on history do Twitter users create through discussions 

surrounding archaeological information in video games? 

1.4 Demarcation  

In order to perform this study, a necessary demarcation needs to be 

implemented. For the purpose of this text and its research questions, the focus 

of study will remain within the digital space of the website Twitter. 

Specifically, its users and their reactions to something, i.e., comments, and 

posts. It should be noted that the common word for posts on Twitter, tweets, 

encompasses both users’ comments to something and individual posts. The 

difference being that, posts are a type of content which can stand on its own, 

while comments are as the name implies, responses to something. The reason 

for choosing Twitter specifically is out of two reasons. The one being the 

twitter audience represent a heterogenous group like the general public who 

were first considered to be the target group. However, the aim of this study 

quickly came to be that of social media, where Twitter offered a diverse group 

of people, with different interests as opposed to more niche or specific 

websites. There are, however, factors that eliminate such similarities such all 

sharing the same virtual space, familiarity with Twitter and, presumably all 

interested in video games. This may prove to tilt the study as bias is easier to 

occur. The factors uniting these people are arguably not enough to 

homogenize them as these individuals are still only united by the knowledge 

of a website and an interest in a form of historical recreation in video games. 

Their age, education or experience with this medium are but some 

contributing factors in the group still displaying a diverse nature. 

 The other reason for specifically Twitter being chosen is that discussions 

around pop-culture often occur on this platform. Naturally other topics 

demand either a larger or lesser presence, however, brands and their 

associated products being direct communicators offers up a greater chance of 
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interaction. Since both brands and their PR division as well as consumers 

occupy this space, it is easier to find comments directly targeted at the brands. 

One might argue that a page dedicated to a specific form of pop-culture might 

have been chosen, this however, runs the risk of creating one sided data as the 

users of said page possess the aforementioned risk of a homogenous nature to 

a larger degree. 

The original concept of this text was to write about pop-culture; however, this 

encompasses  too large of a subject, including the people responding. Thus, 

video games, arguably a prevalent form of pop-culture was chosen. The 

concept of video games, like movie and books covers a wide category of 

genres. Therefore, alleviating the act of restricting the topic. What also argues 

for the sake of only using video games is the capacity of the medium and how 

people can engage with it. Video games are not simply a passive form of 

entertainment, but actively engage the player to participate in the world 

created. The potential this creates allows players to view the game, literally, 

from different angles and form own opinions on how and why the world was 

recreated the way it was. Naturally it is only an assumption that everyone 

looks at a game in such a way. However, the fact that some people will, and 

others won’t, will be merely a benefit to the data collection process. In order 

to find a relevant number of games discussed on Twitter, some filters will be 

applied to the games used. Video games of any platform availability, i.e., 

regardless of if it’s for consoles, PC or any other medium, will be involved. 

However, they must deal with history in an archaeological context meaning 

that war games emulating the world wars for instance will not be included. 

The games should therefore try and emulate a distant past as to use 

archaeological information for the construction of the past, as opposed to 

strictly historical sources. This difference has to be addressed in order to 

differentiate between the two. Games using archaeological information will 

be considered those that either have used actual such information or are 

constructing a world with elements of archaeological nature. Historically 

based games could be based upon textual sources and would therefore not 

serve the aim of this text.  



 4 

 

2. Earlier research  

The concept of video games influencing people’s perception upon the past is not 

a new phenomenon, likewise the study of it. The topic often lands in the territory 

of mending misconceptions and using video games as a learning tool, however. 

Seeing video games as a possibility or with potential to be used as a medium for 

communication and outreach of information. The study of its effect on people’s 

perception on the past, while present are not prevalent, most often mentioned as a 

byproduct of video games that can be exploited for the previous reasons. Such 

texts include Kathrin Meyers Emery & Andrew Reinhard article Trading shovels 

for controllers: A brief exploration of the portrayal of archaeology in video games 

(2016). The discussion in this text relates to how archaeology, and its practitioners 

are portrayed by video games, and which impact this has on the view on 

archaeologists. The focus lies partly in how games represent archaeologists and 

how this can be used in a way to convey the profession correctly. Similar to this 

text, the interest of a groups relationship to their opinion and understanding of 

archaeology is a focal point. While not necessarily similar in aims to this text, it 

still displays similarities. The most significant would be the roles video games 

have in creation of an understanding and more specifically how a past is created 

and understood through a virtual world (Meyers Emery & Reinhard, 2015). The 

authors are quite positive toward archaeology in video games, as they see a 

potential using video games as another form of communication between 

archaeologists and the public (Meyers Emery & Reinhard, 2015). Contrary to this 

article however, the subject of study for Meyers Emery & Reinhard are the video 

games and the representation of the archaeologist, rather than history or the 

individual people. Consequentially however, the point of influence is in direct line 

with the aim of this article, as the perception of both the past and archaeologists is 

a result of pop-culture influence (Meyers Emery & Reinhard, 2015). In summary, 

the text finds that games portray archaeologists as either adventurous looters or 

through bland educational content. Meyers Emery and Reinhard suggest that 

archaeology in video games should be used not as detriment to the profession but 

as a leverage for public engagement (Meyers Emery & Reinhard, 2015). The 

concluding remark towards their article is that the influence of video games on the 

creation and upholding of an image should not be underestimated.  

The point of video games having a role as tool for education can be seen in other 

books or articles, examples such as Consuming History Historians and Heritage 

in Contemporary Popular Culture by Jerome de Groot where he points out that 

gamers attain “some kind of – albeit skewed – historical awareness through an 

active engagement with a representation of the past” (2016: 152). Similar to 

Gaming the Past using video games to teach secondary history by Jeremiah 

McCall (2011) which focuses entirely on the use of simulation games as a teaching 

method. Including an anthology, The interactive past; Archaeology, heritage & 

video games by Angus Mol et.al (2017) that presents several aspects of how video 

games can be used as a medium for conveying certain kinds of emotion, 

information or values. These book deal partially or wholly with the subject of 

archaeology as a method for teaching and communicating history. Even articles 
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specifically looking at the internet such as Isto Huvila’s Engagement has its 

consequences: the emergence of the representations of archaeology in social 

media (2013) mention how media and other forms of public engagement have been 

used for spreading knowledge. Further illustrating the awareness of the influence 

pop-culture or social media holds. The focus of Huvila’s text continues to be the 

representation of archaeologists through different mediums. While not specifically 

what this text aims to understand, it still presents a clear picture the influence social 

media holds in acting as a catalyst for the perception of archaeology and 

simultaneously the past.  

While the potential of video games and social media in generating public 

perception is discussed, and acknowledged, there is a lack of research specifically 

into this effect. This is not to say it is non-existent but simply not a prevalent study 

topic in public archaeology. The aftermath of learning through video games seems 

to hold an almost conspicuous nature, simply being an effect of the consumption 

of a product. Especially under what we can call unsupervised experiences, that is 

to say without a teacher or archaeologist/historian present i.e., the most common 

way to consume video games. The texts But that’s not accurate: the differing 

perceptions of accuracy in cultural-heritage videogames between creators, 

consumer and critics by Tara Jane Copplestone (2016) and Toward a virtual 

reenactment of history: Video games and the recreation of the past by Brian 

Rejack (2007) however, do exemplify a view into this concept.  

Copplestone conducted a survey with three different groups all involved within 

video games that deal with history and particularly for this text, accuracy. In her 

discussion she mentions how both developers and gamers have similar 

understanding of accuracy. The game developers and gamers see the 

reconstruction as something emulating what they have been taught, whether 

though books, teachers or encyclopedias. Signifying a surface level understanding 

of history or simply holding a non-critical approach. This is in contrast to cultural 

heritage workers who take a critical stance towards an accurate representation, 

meaning that even their own work is speculative. Yet contradict themselves at 

times, stating that they should depict what studies and publications show. 

Consequently, Copplestone states how both developers and gamers refer to books 

as a form of authority, referring to how older and more established forms of 

information, especially books, hold a certain control over the legitimacy of 

transmitting the past.  

The point of her mentioning this is how people view accuracy, that books are a 

more legitimate form of portraying the past contrary to video games. Stating that, 

“accuracy in cultural-heritage videogames will continue to reflect what has been 

established in other media forms” (Copplestone, 2016). Her article reflects the 

nature of this text, focusing on the effect of what video games have for effect on 

the perception of the past. The importance of accuracy indicating a need for 

understanding as to how and why a certain group holds a particular view to the 

past. Copplestone states that this is in relation to previous knowledge and access 

to information prior the experience (Copplestone, 2016). Rejack’s article deals 

with the aftermath of what games could accomplish, specifically through the 
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means of experience and authenticity. Which appear to be at odds at times, given 

how the people behind the game present their roles in its creation (Rejack, 2007). 

He argues for how the aftermath of a game’s creation in the perception of the past 

in gamers is an important aspect of historic video games. Similarly, this text also 

aims to explore the aftermath of such video games on people. He, however, simply 

gives two examples of how sympathy can be used as a teaching method. One for 

a historical game and the other of a simple modern narrative focused game. His 

focus lies thereafter in the use of sympathy as a tool for learning history, 

specifically tied to the game he presents. While the focus of this text is not quite 

what this text entails, it shows more attention toward the necessity to understand 

what people feel and think after being part of a historical experience through a 

game. Simply than just finding different ways to convey historical information.  

As discussed previously, there is a clear effort in the way of finding different 

methods or catalysts for conveying history or archaeological information. Even 

still, articles and books discussing the need and necessity of providing 

information. Such efforts can be seen in the work of public archaeology. Meaning 

in this case, the intermediation of archaeological knowledge to a non-professional 

public. Several authors have produced works relating to this subject, seeing the 

problem of what the definition of archaeology is amongst a given audience. 

Authors such as Cornelius Holtorf with his books Archaeology is a brand: The 

meaning of archaeology in contemporary popular culture (2016) and from 

Stonehenge to Las Vegas: Archaeology as popular culture (2005) showcase the 

understanding that pop-culture plays a role in the understanding of archaeology 

dealing however more with the profession itself, rather what it produces. From 

Stonehenge to Las Vegas however, demonstrating the value that the past holds, 

while providing some insight into the aspect of the past itself (Holtorf, 2005:78-

91, 130-149). The issue of archaeology and its relation to the information they 

create and consequently distribute is a well-established aspect of archaeology. The 

public archaeology sector of the profession deals specifically with such issues and 

has presented many solutions, as well as raised many problems within. Therefore, 

the area of research is quite large and covers a lot of potential ground in terms of 

what is exploitable and what should be better understood (Grima 2016, Richardson 

2018, Merriman & Shadla-Hall 2004). 

As illustrated, the focus appears to be on what archaeologists can do to further 

their efforts in explaining themselves, whether it’s for their research or their 

profession (Meyers Emery & Reinhard, 2015; Huvila, 2013). Thus, articles 

explaining how to effectively use a certain tool such as video games are the 

dominant marker for video games and their relation to archaeological research. 

Rather than complementing this by trying to understand the effect such a tool has 

on players. One author that problematizes this however is Chiara Zuanni with her 

article Unintended collaborations: interpreting archaeology on social media 

(2017) where she mentions how there is indeed a lack of research regarding the 

impact of digital media in regard to archaeology. She also mentions the reach 

online discussions can have, signifying the impact that social media has on peoples 

understanding of a given concept, such as archaeology or even the past. Zuanni 

proposes that different strategies need to be developed for engaging with online 
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users in order to better understand how “expertise is performed and interpreted on 

social media” (2017). Yet the remaining factor is that there is a lack of 

understanding for how people understand and discuss archaeological information 

through mediums. As presented, there is a great demand for the implementation 

of games, and various reasons as to how and why. What is, however, a necessary 

part of using this medium is to understand what effect such a tool has on public 

perception. Both in terms of the archaeological profession and the past as viewed 

through archaeological information. However, there is an apparent lack of research 

in this area. Public perception of the past is a hard aspect to measure, yet there 

needs to be a sense of understanding if mediums such as video games are to be 

used correctly. While there may not be as much focus on that part, this paper 

instead aims to provide an insight into this specific topic.  
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3. Theory 

For this chapter both the applied theory and some key concepts will be 

explored and explained. The concept Death of the author from literary studies 

will act as the theoretical viewpoint for this essay.  

3.1 Central concepts 

In order to clarify some terminology regarding perhaps niche interest, this 

section is dedicated to explaining some key concepts. Along with that, some 

words will also be presented that might be obvious but are still crucial for the 

understanding of this text. 

*Twitter users will not concern the usual users of Twitter but specifically 

those interested in video games and history to a greater or lesser degree.  

*A similar filter shall be applied to video games; the term shall here designate 

that they in some way deal with archaeology unless stated otherwise. The term 

video game may be interchanged with historical games, such a name will 

designate a similar description. 

  

*Lastly archaeological information means knowledge obtained through 

archaeological means. That means that, physical representation in video 

games will be a dominant topic as opposed to historical such as behavior, 

people or language. 

3.2 Theoretical discussion 

In the literature studies there is a concept known as death of the author, first 

discussed by Roland Barthes in his article of the same name (Barthes, 1977)., 

which implies that the author is no longer the sole interpreter and proprietor 

of their own work upon release, or even when the word is written. Neither 

should the authors own beliefs and affiliations affect their work in the eyes of 

the public, meaning that readers should be able to read without any bias 

clouding their judgement. On top of that is the proclamation by Barthes that a 

text should not have an author, nor a single interpreter as this would be 

limiting to the text itself (Barthes, 1977). Through an example and a 

proclamation Barthes encapsulates his attitude towards what a text should be. 

Writing that a text should be without a point of origin, where all identity is 

lost, consisting of many indistinguishable voices (Barthes, 1977:1). Barthes 

means that the author lives in a centralized world, meaning that the focus on 

the author acts as an anchor. Everything surrounding them is in regard to the 

author. His frustration at the fascination of the focus on the author in 

combination with their work is quite apparent, even to other mediums, such 
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as Van Gogh and Tchaikovsky. Describing the attention and focal point of 

being an almost “tyrannically centered” level (Barthes, 1977:1-2). He 

continues by stating that he is not the first to point out how that authorship is 

a problematic role in terms of interpretation. By referring to Stéphane 

Mallarme he describes how language should be the sole proprietor of 

speaking, not the author. With language being individual it shares the same 

nature with the concept of Barthes, that interpretation should be performed by 

anyone. Barthes talks about how a text does not only consist of a line of words 

representing a single meaning, but it is also an amalgamation of different 

sources. Almost a citation of different and previous works (Barthes, 1977: 4). 

Borrowing the concept of interpretation however, parts of that statement can 

also be applied to the topic of this text, specifically “a text does not consist of 

a line of words, releasing a single ‘theological’ meaning (the ‘message’ of the 

Author-God)” (Barthes, 1977: 4). While the archaeologist holds a different 

position of an author, as in the authors work being at times pure fiction, 

archaeological work still consists of speculative and interpretive work. Thus, 

people may interpret conveyed information freely and to a differing degree 

than the archaeologist may understand them. Finally culminating in his short 

text, Barthes solidifies his point by depicting a written text, as a mere 

multiplicity of other writings. A collection of words that have been written 

and rewritten and influenced by other texts. Yet, as Barthes concludes it is in 

one place where this multiplicity accumulates, and that is within the reader. 

The reader being someone that combines the different natures of a text, a 

destination for a text, being the focal point rather its origin from the author. 

The birth of the reader is dependent of the death for the author (Barthes, 

1977:5-6). 

Michel Foucault discusses in his lecture at the Société Française de 

Philosophie on 22 February 1969, which has been transcribed in a text and 

shall henceforth be referenced to, what the definition of an author is. While 

not wholly relevant to this text, it does shine further light on understanding 

how such literary criticism can be applied to archaeology. By asking the 

question as to what we regard an author, and simultaneously ask what role 

they play, it will be easier to understand how this scenario fits unto the 

archaeologist. Foucault mentions the transition of authorship through several 

forms of texts, meaning that similar texts such as stories or folk tales needed 

not an author as their age was enough to legitimize their authenticity. The 

transition to what he classifies as scientific texts during the middle ages 

needed an author as a need to show their truthfulness e.g., “[s]tatements on 

the order of ‘Hippocrates said…’ or ‘Pliny tells us that…’ were not merely 

formulas for an argument based on authority; they marked a proven 

discourse” (Bouchard & Simon, 1977:126). Further on however, in the 

modern era (1800-1900) these texts now derived their credibility from the 

merits of their content rather from the author. The author is removed due to 

being superfluous for the importance and understanding of the written text. 

The same is applied to archaeologists in the concept of New Archaeology as 

described by Colin Renfrew & Paul Bahn in Archaeology: theories, methods 

and practice (2020: 37). As well as within Matthew Johnson’s book 
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Archaeological theory an introduction where he mentions that the new 

archaeologists among many things wanted to move away from the exclusive 

digs of elite sites and study fewer imposing places to get a better 

understanding of variability of a culture (2020:29). We can assume then that 

these previous archaeologists sought these elite sites not only for the amount 

of potential artefacts but to claim importance with such findings. Generating 

a parallel between an archaeologist and a certain find. Following Foucault’s 

thought process, as well as a small part of New Archaeology, there should no 

longer be a need for an author, or archaeologist, to be the forefront of their 

work. Rather their findings and interpretations should be of importance and 

hold merit in partnership with the credibility of their work, as Renfrew & 

Bahn wrote “if they are to be considered valid, must be open to testing” 

(2020:37).   

 In contrast to this however, people still seek comfort from authors or sources, 

something prevalent in both academic and non-academic life. In the interest 

of history, people often seek out books or archaeologists to consult in order to 

get an accurate depiction of the past, if possible (see Holtorf & Schadla-Hall, 

1999). Jeremy Hawthorn for example discusses the role of authorship in 

Authority matters where he mentions several aspects of the term author and 

its relation to a text. By problematizing the concept of the author, Hawthorn 

creates a discussion surrounding the importance or lack thereof an author has 

on his or her work. He mentions how the authority an author has is still to 

some degree an integral part of reading and interpreting a text. He exemplifies 

this by describing a scene of a movie where an author can explain their work 

to someone who misunderstood it. Barthes, as Hawthorn imagines, might 

critique this as interpretive cowardice. Creating a lack of interpretive freedom 

and shackling one to the concept of an authority figure in the form of an 

author. Stating that despite attempts from different sources, even back in 

antiquity, the author still holds some authority in popular view (Hawthorn, 

2008: 65-67). Therefore, there is a distinction between how this concept could 

be applied, and how it relates to in practice. Later on, he continues this 

problem by stating how we are aware that someone orchestrated a text, even 

if we seek to eliminate the author it is an undeniable fact that they physically 

wrote it. Thus, Hawthorn argues that this in part explains our remaining 

attachment to an authority figure, that even after the text has been published, 

still can explain and elaborate on their work (Hawthorn, 2008:77). 

This entire concept is a form of literary criticism, usually not a concept applied 

to archaeology. However, the concept can still, be liberally applied to 

interpretations of the past and the archaeologist. By applying the different 

roles of the concept to the archaeological profession it is possible to see a 

connection. The archaeologist becomes the author, first to make an 

interpretation of a find, a certain authority over that interpretation and 

consequently over the information concerning the find. Further being a 

deciding factor in how this information is valued and eventually transmitted. 

While often retaining certain parts of authority, such as people referring back 

to archaeologists for clarification. The public or more specifically the 



 11 

 

recipients of that information act as the readers, forming their own thoughts 

in context to their understanding of the past. Through the guidance of the 

archaeologist a picture can be created, yet as with a book, interpretation is 

individual. Similar to a book, the meaning, the world, the appearance of 

characters is decided, partly by authors, but ultimately by the individual 

reader. The same can be applied to an archaeologist describing for example 

how a house was constructed or how people might have lived based of certain 

kinds of finds. Thereby constructing a framework, established by the 

archaeologist, for the listener that then build upon that with their own 

imagination. The theory of the death of the author will not be used in its 

entirety for this text, as certain parts are simply unfitting, such as language 

and the written words effects on the author. Instead, it shall act as a form of 

guidance for understanding how information that has originated from 

someone can be used and interpreted differently. As well as demonstrating the 

various effects this can have on the role of understanding public perception. 

Once the public is free to decide over a product, regardless of which 

magnitude, it is their version which they are entitled to. The theory shall not 

be used to try and authorize such actions but rather to see a connection 

between different interpretations and their relation to an authority figure. 

Possibly even to a degree that Hawthorn mentioned where the author still 

remains in power from certain viewpoints, reassigning the archaeologist as an 

authority figure. Death of the author is therefore a viewpoint that aims to help 

and explain secondary interpretation of a public and how this relates back to 

the archeologist as a stand in for the author. 

Therefore, the approach to this essay will be conducted with this perspective 

of loss of authority and authorship. By using the past, some of which was 

taken from archaeological information, corporations such as video game 

developers can create a version unique to them. This should not describe them 

as another author, merely an interpreter with a wider audience, yet it is 

undeniable that overlapping may occur. The main concepts of death of the 

author for this text are the freedom of interpretation by the audience or general 

public and the simultaneous loss of authorship. These will be the tools to 

understand the reaction of people on Twitter from video games that use 

archaeological information. The reason for why this shall be applied is to give 

a possible explanation to how people form their thoughts on the past, 

regardless of the input from the archeologist or the video game. Or how they 

go about in discussing archaeological information, with the archeologist still 

as an authority figure or with the freedom of interpretation. Thus, the key 

concepts remain the role of authorship and interpretation. Notably, these two 

subjects need not exclude the other, and should be viewed more as a fluid shift 

in discussions regarding archaeological information. In conclusion, the 

overarching viewpoint of this text will be that the interpretation of others, 

regardless of the level of their understanding of history is an uncontrollable 

consequence. Something that is created as soon as the archaeologist has 

transferred their information, once a video game retells that information and 

what role the archaeologist holds in this regard. Will they be cast aside to 

make room for interpretations or remain the authority figure? A significant 
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part of Barthes theory is to spread creative interpretation. Removing the 

author from his previous role of authority and final say. Yet this concept 

cannot be used exactly in the same manner to this essay as it would turn it into 

an argumentative text. Instead, it should act as a tool to understand the social 

relation created by discussions on Twitter. Thus, it can be argued that a similar 

role can be applied to this phenomenon as with the death of the author.  
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4. Method 

4.1 Qualitative analysis of Twitter discussions 

The method for acquiring material to analyze will be through Twitters own 

search and advanced search function. Within that section are five main fields 

designated to help find tweets. Their categorizations are words, accounts, 

filters, engagement and dates, with each containing sub-sections relevant to 

each main grouping. The application of such a filter system requires the use 

of key words. Such words will in part be taken from this text, as phrases or 

singular words which have already been mentioned but also independent 

phrases or words that could potentially increase the range of the search. Here 

a list of keywords shall be presented to illustrate the range within the analysis 

shall take place: 

  

*archaeology 

*archaeologist 

*archaeological information 

* archaeological representation 

* past 

* the past 

* reconstruction 

* historical reconstruction 

* archaeological reconstruction 

* video games 

* games 

* Ubisoft 

* Sid Meier’s Civilization 

* Assassin’s Creed 

* God of War 

* Hellblade: Senua’s Sacrifice 

*Valheim 

* open world 

* interpretation 

* Viking 

* Norse 

* Greek 

* Egyptian 

 These keywords will be applied in different combinations to increase search 

effectiveness.   

The second method is quite similar but eliminates the advanced search 

function and instead focuses on looking directly for video games or 

developers and study the comment section of relevant posts. The selection of 

such video games will be based on the keywords, in that they will relate to the 

same nature as them. They must deal with history or archaeological 
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involvement to varying degrees of capacity. Simply dealing with the past is 

not enough as this could include World War games, which are not of interest 

for this text. Rather games that in some way deal with archaeological 

involvement to some degree, intentional or unintentional. The intent being to 

supplement posts that the advanced filter system might have missed. By 

looking at an entire comment section rather than singular posts or comments 

that match the filters it is the assumption that a better picture will be provided 

of discussions and opinions. Thus, acting as a secondary and complementary 

way of finding research material. The research questions will then be applied 

to each post and its subsequent comments. They will thereafter be interpreted 

in relation to these questions and categorized to get an overview of their 

content.   

In order to get an understanding of the aforementioned research material i.e., 

comments and posts, a qualitative study will be performed on the gathered 

material. The aim is to get an understanding of the discussion these 

individuals have had in relation to the research questions. Thus, a qualitative 

method is the best approach for analyzing the material. As people’s opinions 

are best measured in a qualitative sense, so too shall this text. The aim is to 

approach people’s perception and a sense of quantity would not suffice to 

provide such information. However, in regard to understanding a wider 

public’s understanding it would be necessary to look at them in a sense of 

quantity, meaning the group as a whole. Generalizing and encompassing what 

the analysis shows is what will provide a picture of this public. Therefore, the 

analysis will create an understanding based upon the major defining factors. 

Meaning the overarching characteristics will become deciding factors in how 

a group is or will be perceived. Which means the majority of a certain group’s 

characteristic is decided by similar or overlapping factors that will represent 

them.  

 

4.2 Selection 

The source material i.e., the discussions on Twitter will be chosen upon the 

criteria that they fit within the research questions and the aim of this text. 

Thus, the main tweets will be selected by reading the content and relating it 

back to the research questions. Should they be of relevance, they will be 

included within the analysis for further study. Therefore, the prerequisite for 

their inclusion is that they relate to the discussion of the past and archeological 

involvement in video games. Tweets will be selected based upon if they 

discuss or in some way talk about video games and archaeological 

involvement. To clarify, a comment itself must not mention either such things 

but still discuss the topic based upon the main tweet, which is supposed to fall 

under the aforementioned requirement.  
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4.3 Source criticism 

Undoubtedly the biggest flaw of this particular text is that it is not as 

representative of a group as one might wish. Due to the scope of this essay 

certain limitations needed to be implemented such as restriction of research 

material. Granted however, it still provides useful data which can be further 

elaborated upon. Yet it remains a small research area that hopefully will be 

further elaborated upon. The restriction of this analysis risks creating a 

different or rather narrow picture of a larger part. It is therefore necessary to 

select a representative amount, by this it is not meant the best as this could in 

turn cause bias to cloud the vision of the research, but a fair selection of the 

overarching available material.  

The second problem one might encounter is that there is not necessarily 

enough material to create a supposed general picture. That the research 

material specifically from Twitter might be too shallow or simply 

nonsufficient thus does not generate the answers this text seeks to gain. A 

second part of this issue is the truthfulness of the posts and comments. Twitter 

is a social media not a place for serious discussions around a topic, although 

that naturally does occur. The issue with truthfulness here does not denote 

concealing the truth, but rather not fully explaining yourself. As such 

information might be purposefully or unintentionally withheld in opposition 

to what a person indicates in their post. Providing us with only a small part of 

the individuals thought process. That is something that has to be considered 

both during the analysis and the aftermath. 

Another potential of risk for such a digital medium, is that Tweets may be 

deleted. Thus, endangering the research, such things could naturally be solved 

by screenshots, or various webpages that can restore tweets. Yet it is 

noteworthy that for texts, such as this one, that do not utilize screenshots, the 

chance of research material disappearing is still prevalent, even after 

publication. 

Another important factor which has been partly discussed is the amount of 

pre-existing research, of which there is little. This increases the difficulty to 

draw parallels between other social outlets or forms of pop-culture. Even 

though this paper aims to understand the interpretation of a general public, it 

is limited to a smaller restriction. However, the overarching aim is to 

understand the influence of pop-culture and its various effect on public 

understanding of archaeological information. Therefore, other forms of 

research within this field would contribute heavily to the overall 

understanding. 
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5. Analysis and presentation 

The analysis was conducted on a total of 18 main posts, along with follow up 

posts by either the respective author or a varying number of comments related 

to these posts. The following are the posts included within the study and a 

summary with the main themes that these tweets fall under. 

1. 

For this tweet there is no apparent archaeological involvement being 

conveyed in the game; however, the author finds a fault in the game based 

upon the swords being used. By the showing of their replica of a Viking era 

sword the user demonstrates their point that the hilts are too long in the game. 

Stating that it is “based on an archaeological find” (@HrafnCorvale, 2019). 

This demonstrates a clearer or perhaps more niche understanding of history 

along with archaeological information being the base for the persons 

understanding of the past. While the game did not shape this person’s 

perception of history it instead allows a moment where a person can show 

their understanding of history that is contrary to a depiction of a video game. 

Cementing the view on history as a need for accuracy, or as they put it, “being 

the massive nerd that I am, there is one small detail I need to nitpick about” 

(@HrafnCorvale, 2019). 

2. 

This post presents a more accurate version of an Anglo-Saxon by the Twitter 

user presenting an artist’s drawing, comparing the games version and their 

own. Illustrating how a more accurate version compared to the games might 

have looked like. Stating that the artist “took an Anglo-Saxon warrior […] 

and made him a little more historically accurate” (@NorthAges, 2021). The 

main point being about inaccuracy, to which the comments follow suit. One 

stating “Goodness, is that really how they were depicting them” 

(@oldpigsqueal, 2021).  A yearning for a true and more accurate depiction 

of the Anglo-Saxons, contrary to the game’s version is clearly the dominant 

aspect that these individuals encapsulate. Thus, wanting a depiction that is 

accurate and subsequently demonstrating a better understanding of history.  

3. 

Another post where the main tweet is not the focal point but presents a 

statement that leads others to reply. Assassin’s Creed Valhalla is not 

historically accurate claims the post, as to which commenters mention how 

this is pointing out the obvious, showing an understanding for how video 

games are not an unquestioned source of information. Two comments, 

however, are of particular interest as they demonstrate a particular 

understanding of history. One speaks of the infrequency of evidence for 

female Vikings, with evidence most likely referring to archaeological 

evidence. Stating that “the evidence for the existence of female viking 

warriors is…scanty. And that’s being generous” (@JRK72119199, 2020). 

This was most likely triggered in response to the ability of choosing the 
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protagonist to be a woman or a man depending on the players choice. The 

other comment speaks of Vikings in a more modern sense, as ”great 

merchant, washed themselves, wore clean clothes and jewelry and no beast 

skins” (@El_Dovah, 2020). The two comments represent a single, or rather 

general understanding of history, compared to an understanding of history 

which can be multifaceted. Meaning that one version of the past is the version 

for these users, rather than there being a multitude of defining traits for 

individuals of the past in contrast to just one. One professes with absolute 

certainty that there is too little evidence of female Vikings while the other 

present a simple and generalized picture of Vikings. Granted, both of them 

are correct in certain regards, yet it remains a demonstration of a narrow view 

of history.  

4. 

Following this is a tweet from the developers of the game Assassin’s Creed 

Origins announcing their addition of a discovery tour to their game. A guided 

tour where a player can take their avatar through a world adjusted to a 

learning experience. The comments of this post are of particular importance 

since the main tweet in itself is not relevant to the research questions. The 

tweets consist of various phrases summarized as a game almost replacing 

history lessons and substitutes it with a world to explore and learn from. For 

example, “Should have ALWAYS HAD EDUCATIONAL” 

(@jamesesolomon, 2018), “I will probably learn more about Egypt than I 

have ever in school” (@ShinReview, 2018), “And then you realize you 

learned more from Ubisoft on History class, then you did on school” 

(@JerryKins, 2018) and “I’m very happy to know that now games are 

becoming educational” (@MuzzummiiAmjad, 2018).  There is evidently a 

common consensus that the discovery tour will be a learning experience. 

Viewing the recreated past as something truthful. There is some criticism in 

regard to censorship of the past and art due to politically correct reasons, but 

no example is given. This individual also mentions how the game developers 

are selling half-truths due to them providing inaccurate history because of the 

aforementioned issue (@1GrumpyOldGamer, 2018). Beyond that however, 

the perception of the past appears to be in line with what the game presents. 

Several individuals are reiterating the aforementioned phrase that the game 

Assassin’s Creed has taught them more than history class. They mention in 

varied forms the role the game has had in their understanding of history, all 

relating in some manner to this statement.  

5. 

Interestingly, there is a tweet which talks about the aspect of incorrect 

depiction of history in video games. His first tweet references a thread of 

tweets discussing the issues with historical city-builder games. Returning to 

the tweet in question however, the following comments made by the same 

author also explore this issue in a manner more fitting with this text. They 

explain that  
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“[t]he more photorealistic and natural a game world is depicted, the higher 

the probability of being overwhelmed by ‘historical’ atmosphere[…]Who 

dares question historical research when experiencing ‘authentic’ game 

worlds” (@tasten_hauer, 2020). 

His solution is to increase the number of times that historians work together 

with game developers, apparently to act as guides for the developer. 

Combined with an understanding of the agenda behind the development of 

the game. While he does understand that “conceptions of history are a 

perfectly normal thing in pop culture and they often rely on myth and our 

modern wishful projections into the past ”he still holds the viewpoint that it 

should be addressed (@tasten_hauer, 2020). He concludes by remarking that 

there is little interaction between historians and developers which is 

something that has to be changed. In a sense this is a meta understanding that 

exemplifies some aspects of this text. While there is research for the inclusion 

of video games in public archaeology, the problem lies within the aspect of 

both interpretation and authorship, which will be explored later. This tweet 

appeals to the aim of this text in a meta sense as its view on history, as well 

as the perception of it through video games is questioned and problematized. 

The discussion he leads is similar to the nature of this text as it too questions 

the role of video games, albeit in a more biased tone. The user aims to create 

worlds as realistic as possible by wanting historians or archaeologists to work 

more with game developers. Thereby, holding a view on history that follows 

the accurate model, needing the past to be represented accurately in video 

games. Most obviously for a greater understanding for other people who are 

not as engaged within history but still take part in video games.  

6. 

This post refers to the possibility to raid a Neolithic passage grave as a 

Viking. The author claims that they “[l]ove the attention to detail and 

historical accuracy” (@Kissatuuletin, 2019) it is unclear as to what they mean 

by this, but an assumption would be the act of plundering. In terms of 

archaeological information, the post mentions the passage graves as well as 

dating them to the Neolithic period. This is in combination with apparent 

excitement that such a feature is included. The reaction most likely, comes 

from a sense of reference, prior knowledge colliding with reaffirmations from 

a game. Either that or potentially a representation of something not often 

explored in video games. Either way the perception of history here is that the 

video game reinforces this person’s view of history.  

7. 

The author of this post mentions the possibility of experimental archaeology 

in the game Valheim which allows for construction of buildings. They 

mention how it is possible to construct old styles of buildings and castles, 

with the tools provided by the game. While no specific archaeological 

information is present in the game, the material is however archaeologically 

accurate, with wood being the main use for construction. Not a specifically 

uncommon knowledge but the user understands the materials historical 
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usage. The comments also attribute the base building to an enjoyable 

experience, though no mention to historical or archaeological reason. The 

important part here is the mention of liking experimental archaeology, which 

acknowledges that what they are aware of creating something that is not 

necessarily an accurate depiction of history. Simply a way to construct 

something in a presumed, similar fashion. Thereby, their view on history 

takes form in a desire to recreate their knowledge in a medium such as video 

games. Declaring this by writing “I really like experimental archaeology, old 

styles of building, and castles, so valheim is a lot of fun so far” 

(@MSwampcroft, 2021). Determining the users view on history from this 

post is difficult due to its vague nature. However, the inclusion of 

experimental archaeology shows that the individual has a broader 

understanding of source material and how to apply their knowledge of 

history. 

8. 

This user highlights some key issues with representation of the past and 

archaeology in video games. Through several posts, all within the same 

thread, the user partially responds to another post which references a game 

by critiquing the use of Celtic Ireland. The author of the tweet in question 

references a reconstructed totem pole from the game and compares it to 

today’s remaining standing stone. Noting the stark difference between the 

two. The poster then goes on to note how archaeological data could be used 

to further implement more accurate scenes. All while questioning that “is the 

real past so boring it needs to be jazzed up” (@ThePixelPast, 2021). By 

referencing topographical research of 3D documented archaeology, the 

author implies that such data could be used to construct replicas in video 

games. The view on history is therefore one that is reinforced by an accurate 

and historically correct point of view. The author therefore tries to reinforce 

an accurate view on the past by involving both real archaeological work and 

proper use of public information. He also references a quote from a lecturer 

he once heard stating “If your trying to claim any level of authenticity in any 

media, when is it ok to lie” (@ThePixelPast, 2021). The main tone of the post 

after all is in correlation to the depiction of Ireland through an incorrect lens. 

This is illustrated by the author when he mentions in the comments how “I 

think some care is needed when portraying the games content as 

representative of the reality” (@ThePixelPast, 2021). Comments on the posts 

add on to this by questioning how the game needs to take liberties in order to 

prioritize gameplay, as well as elevating the issue of improper representation. 

This further demonstrates the perception of history of the commenters to be 

similar to that of the authors.  

9. 

This particular user exclaims criticism toward Assassin’s Creed’s addition of 

a “discovery tour” where players may take their avatar and explore the world 

in a similar fashion to a museum, complete with audio guides. He questions 

whether this belongs to #archaeogaming, and by responding to himself, 

concludes that this is not the case. Exclaiming that it is a marketing attempt, 
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and that no archaeology or past was built into this part of the game. While he 

does acknowledge games as a tool for learning he means that having 

something similar to a museum is “silly”. He goes on to state that people’s 

assumption of the game being totally historically accurate is a tactic devised 

to support its legitimacy. This is in further due to the “failing of 

archaeologists to inform the public about past reprensentation [sic]” 

(@Anarchaeologist, 2017) as he describes it yet does not elaborate on. 

Interestingly he describes the function of public archaeology by first 

demonstrating how the earlier entries of the game series distanced the players 

from the past. Thereby allowing room for interpretation from both the 

developers and players. He claims that this was an unintentional way to 

demonstrate archaeological theory. By exemplifying several factors of 

archaeological work such as the profession is not only about finding the one 

truth but creating a view of the past “to the best of our ability” 

(@Anarchaeologist, 2017). His frustration thus culminates ion that such a 

discovery tour ruins that sense of interpretation, he finishes by sarcastically 

questioning who was involved within the addition of this discovery tour. This 

series of tweets can be linked to the research questions in a meta sense, 

questioning topics relevant to this text. Thus, directly questioning and 

problematizing the view on history through video games as well as discussing 

the role of archaeology in video games.  

10. 

However, this post exclaims excitement at such a discovery tour, granted in 

regard to a more modern entry into the game series. Nonetheless, it is 

mentioned how it is possible to explore ancient Greek sites that have been 

reconstructed in “true glory” and allows “historically accurate casual 

exploring” (@UlvicG, 2019) by the archaeological and historical department 

of the game developers.  The point of view is obviously a positive one, seeing 

the archaeological involvement as a form of legitimization of the 

representation. The view on history by this user therefore seems to coincide 

with what the game presents, due to its connection to archaeology. 

11. 

This tweet is another example that demonstrates the awareness of video 

games being a medium for historical retelling while also understanding it 

does not have to be accurate. While it does not provide a lot of information 

the statement by this user is of importance to the text and its theory. By 

implying that, “remember we’re dealing with a video game here not an 

academic retelling of History” (@EishivarOkh, 2018). They mean that even 

if a game is based upon archaeology but lacks complete accuracy, it can still 

be an enjoyable experience. This author thus provides a different view to the 

representation of the past. The representation should be explored, stating 

“none the less wherever it may lack an accuracy it’s a spectacular game” 

(@EishivarOkh, 2018). It is not clear if their opinion is that those two factors 

should be exclusive to each other, but they seem to hold the opinion that video 

games need not be historically accurate, even if based on archaeology.  
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12. 

This tweet by an archaeologist details a broad picture of people’s opinions by 

the aforementioned tweets. It details how while the recreation might not be 

wholly accurate it is still an intriguing recreation to explore, as well as 

mentioning how both potential and challenges arise from including heritage 

sites in video games. Included in this is also the aspect of the educational role 

which plays an important role for those advocating for accurate 

representation. The purpose of this tweet for this text is that it creates a decent 

picture of how representation in video games is discussed and to what end. It 

lacks however, the aim of this text but does still present an insight into the 

way video games can be and are discussed in regard to archaeology. That 

being that they are seen as a potential for further education, while also 

understanding that it is not entirely accurate. He writes that “I am really 

intrigued by the recreation […] Fascinating potentials and challenges for 

future heritage applications and education (@martinporr, 2021). Problems 

arise however when such a critical insight is not applied. The user being an 

archaeologist is of merit in this regard but not everyone has the prior 

knowledge to critically view the media they consume, especially that which 

sells itself as a recreation of the past.  

13. 

This tweet praises yet another entry into the video game series Assassin’s 

Creed, mentioning how “[s]omehow it manages to be the best of A, Tomb 

Raider and Uncharted all at once” (@CoreyOnline, 2018). The important 

aspect however is that they mention how the game is “the best archaeology 

lesson I’ve ever taken - and I have my degree in archaeology” 

(@CoreyOnline, 2018). Praising the game for contributing a presumably 

accurate version in their eyes. Yet such a claim could be problematic as it 

assumes the user is talking about accuracy when it could relate to something 

else. The positive connotations could also derive from simply getting to 

experience something and suspending their disbelief. Their view on history 

is not directly apparent but it remains important in the context of how users 

relate to archaeological information in video games. Seeing the game as 

something equal to an academic lecture. 

14. 

Another example of how archaeology is involved in games is illustrated by 

this user who highlights finding hexfoils in a temple from a game. By 

exploring temples and burial sites, in yet again Assassin’s Creed, they studied 

the décor of such buildings, which indubitably was taken from archaeological 

information. The recreation is therefore seen as an accurate depiction of the 

past and shows how this user explores their interest in a video game linked 

to archeology. The discussion surrounding this then results in a video game 

being used as a form to explore ancient (or in the game, contemporary) sites. 

The user expresses no disapproval with the game’s representation of the 

material. Thus, it is hard to understand if they are critical to the representation 

or if they are unaware of changes, if there are any. The tweets’ main theme 

is the excitement upon finding these decors within the temple, which could 
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be interpreted as understanding transfer of real-world information to a video 

game that should represent a certain past. Arguably an example of how the 

involvement of archaeology in video game is discussed. 

15. 

The author of this tweet praises the archaeology of the game Assassin’s 

Creed: Odyssey but expresses discontent with the depiction of ostraca. 

Interestingly he points out how the depiction is inaccurate, and that this is a 

continuous failure in the game. The picture attached shows pottery in a corner 

of a room. Meaning that most likely that these Amphora are merely there to 

sell the scene instead of a major part of the game. The fact that the user points 

this out is a noteworthy example of the discussion surrounding archaeological 

information. Writing that they are “actually just fragments of pottery with 

writing scribbled on them” (@JustinAndyReeve, 2018). Niche interests like 

this provide insight into someone’s thought process beyond the surface level 

understanding of history. Which insinuates that the perspective on history is 

a demand for accuracy but from a perspective on something not every player 

would pay attention too. In the comments another user remarks upon that it 

is better than the Tomb Raider games in which it is possible to smash such 

pottery, remarking upon that this is not archaeology (@willjennings80, 

2018).  

16. 

This tweet is a short caption to a picture, detailing how the protagonist of 

Assassin’s Creed: Valhalla is inaccurately depicted. Showing a comparison 

photo of the game’s version and an arguably more historically correct 

version. The view on history falls once more toward accurate depictions of 

the past. In the comments the author points out how games in the past, which 

are not historical, have shaped an incorrect understanding of the iron age 

Scandinavians. “Skyrim ruined a generation of people who think 

Scandinavians were barbarians” (@Bolverk15, 2020), “One of the worst 

things I’ve seen is […] game theory episode where he said that Vikings in 

For Honor were realistic” (@Satly_Stein, 2020) and following that “WAIT, 

people actually think For Honor is even a little bit close to being historically 

accurate” (@MajinKek, 2020). The need for accuracy in things such as 

weapons and armor show an understanding of archaeological information and 

its relation to a time period. The frustration from these users relates therefore 

to an inaccurate depiction and a need for a historically correct version. At 

least as far as it is possible to reconstruct it from historical and archaeological 

sources.  Their view on history reflects an understanding of the past that is 

not present in video games, but according to these users, should. How such 

an understanding is formed is difficult to say as there are a multitude of 

factors that determine previous experience. It is apparent however, that there 

is a need for such representation in video games.   

17. 

The archaeological information being presented here takes form in the post 

roman Colchester area recreated in Assassin’s Creed Valhalla. The original 
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tweet provides little information other than as mentioned, presents some 

pictures from ingame and mentions how this is a recreation. The comment 

section consists of two, one of whom is important for this text. The user writes 

“SO good…but is it accurate” (@jrpg48, 2021). He noticed that there was an 

aqueduct placed in Londonium which according to him there never existed 

one there. A simple illustration of how archaeological data has been used and 

how it is treated by twitter users. Accuracy tends to become a common trend 

that these twitter users seek to place upon video games. The question whether 

it is accurate also stems from a point of reference toward the aqueduct. The 

user discusses potential inaccuracies that stem from previous experience with 

something out of place. Displaying a critical standpoint toward the game. As 

mentioned, the value placed upon accuracy is further strengthened by tweets 

that call for accuracy when archaeology is involved.  

18. 

This tweet was made by Ubisoft where they promote their game Assassin’s 

Creed Valhalla through a link with a Q&A session. Thus, the comments are 

the interesting aspect rather than the post itself. Among the first discussions 

is the worry of not being able to visit places that people currently live close 

to such as Roskilde. Their argument is that “Sweden has a ton of Viking 

related sites and artifacts” (@MVinghed, 2020), and should thus be 

represented in the game. Another commenter points out “Is a Discovery Tour 

planned for this? I really enjoyed the ones for Origins and Odyssey, and I was 

already interested in learning more about the Vikings in a Discovery Tour 

mode” (@Orthver, 2020). Interestingly, they see this game therefore as a way 

to learn from. Surprisingly, to a tweet related to Viking history, there is a lack 

of related tweets to that. The main focus point seems to be exploration of 

familiar territory and learning. The aspect of traveling to an area in the past 

and compare it to contemporary times signifies a need to explore the 

difference between such time periods. In combination with the request for a 

discovery tour, the perception of history amongst the users is to see an 

accurate representation. Such a conclusion is reached by assuming that what 

these individuals seek is a recreation that sells them on a past, yet too such a 

degree that they can learn history from it. 

Included in this is also archaeology due to the recreation aspect deriving from 

certain archaeological information. It can therefore be assumed that what 

these twitter users seek, like many others is an accurate representation of the 

past. To such a degree that it appears historically accurate, in order to learn 

and to compare it to today’s remaining places and sites.  
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7.Results 

By analyzing the posts through the lens of the research questions it was 

possible to discern several patterns among the users. Most obvious is the 

inherent need for accuracy amongst posts related to archaeology. At the same 

time, accuracy is also accompanied by an appreciation of a learning 

experience, as many express their broader understanding of history through 

certain games.  

The overarching characteristic of the discussions surrounding video games in 

regard to archaeology is marked by an appreciation of accuracy. 

Archaeological information or involvement is seen as a hallmark for both 

authentic reconstruction and pointing out inaccuracies. These people use 

archaeology as an anchor point for legitimizing their opinion on whether a 

game is authentic or not, with accuracy being the main focus on both parts. 

The use of archaeology as a center point for authenticity can be attributed to 

the professions contact with a lot of firsthand sources. Even though, 

archaeology to a larger extent consists of interpretation. Insinuating that 

archaeological information, or rather during the process of interpretation 

,errors and changes can occur. Which is an interesting addition, as many users 

point out how the game is accurate or simply good but misses a detail which 

the user finds noteworthy. Indicating that a games representation is not 

completely accurate due to smaller, or larger differences to the real past. 

Thus, no room for interpretation or error on the game developer’s part. 

Nonetheless, archaeology is synonymous with accuracy to these users, or 

rather that through archaeology things become accurate. This refers to both 

applications of accuracy, archaeological information in a game as a positive 

reinforcement or an inadequate representation. The usage of archaeological 

information in regard to inaccuracy mostly derives from it being used to 

undermine video games incorrectly presenting history. Using archaeology to  

indicate incorrect representation. Archaeology therefore becomes a filter 

through which the truth exists. The overarching use of archaeological 

involvement is therefore in an attempt  to understand video games and the 

past they seek to represent, with archaeology taking a center role of an 

authority in what is accurate portrayal. It is noteworthy to mention that 

archaeology is not being an authority figure, rather this role is thrust upon 

archaeology by the twitter users.  

In conjunction with accuracy, is the learning aspect that many users mention 

in various manners. Almost dependent on accuracy, the learning aspect 

relates to understanding history through the presented material, with accurate 

portrayal of the past being a given for some individuals. Learning about the 

past through video games becomes an endearing aspect of the game. While 

they mention specifically history, archaeology is indubitably  involved 

therein, as material culture is present in the games they speak of. Some 

individuals even attribute the games to substitutes for history lessons. Perhaps  

it is so that motivation for playing a game is the determining factor for people 

seeing these video games as learning material. These people create thereby a 
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perception of history that has been altered by the video game. The material 

in video games is trusted, to varying degrees, showcasing that the perception 

of history is very much so affected by the influence of video games. 

Nonetheless, it is not a universal adoration, for such a method of learning as 

some users point out has flaws within the material. Thus, the application of 

video games as a medium for learning, or even a substitute to some, becomes 

an issue. Those that see video games as a problematic addition to learning 

about the past, usually offer insight into pre-existing knowledge of 

archaeological information that the game incorrectly portrays. Signifying a 

perhaps deeper understanding of the source material. While the learning 

experience from these games is controversial, there is clearly a debate, or at 

the very least mention amongst the receivers of the games and information. 

The discussions on the potential for learning amongst the twitter users 

therefore signifies an understanding and embrace toward video games as a 

teaching method, as long as it relates accurate information. 

7.1 Archaeological involvement 

The relation between the research questions and the results is demonstrated 

by how the Twitter users’ approach to the material in conjunction with the 

creation of a view on history. The discussion surrounding archaeological 

involvement is often acquainted to accuracy and correct depiction of the past. 

However, a broader image would be to state that archaeological involvement 

relates to using archaeology for a sake of authenticity. Functioning similar to 

a source material for their arguments to increase the legitimacy of their 

statement. Thus, video games implementing archaeological information 

become questioned or praised depending on the twitter user. The unifying 

factor being the aspect of accuracy, becoming the central point of how 

archaeological involvement is discussed on Twitter.  

7.2 View on history 

The second research question relates to how people form their understanding 

of history through both video games and the discussions. Among the Twitter 

users the view on history is a difficult one to encapsulate. Many strive for an 

accurate depiction of the past, once more emphasizing the importance of 

accuracy. This view on history in combination with accuracy has shown to 

take two forms, one using accuracy to advocate for better representation in 

the games. Meaning that they are unsatisfied with what they are experiencing. 

While others claim that the game is accurate, either without elaborating or by 

mentioning that a singular aspect is accurate. Accuracy then takes center 

stage and can thus be attributed to being an indicator for their view on history.  
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8. Discussion and interpretation 

The aim of this text was to see how twitter users relate to the past through 

video games that have employed archaeological involvement in some 

manner. With the analysis complete it is now possible to interpret this 

material in accordance with the overlying theory and previous research.  

8.1 The accuracy aspect 

The result of the analysis shows a form of dependency on archeology from 

these twitter users. The role imposed upon archaeology is that of a credible 

support to legitimize arguments and opinions. The role of authority over the 

past belongs therefore to archaeology. An important aspect to mention is that 

this role is not inherent but is being thrust upon archaeology. Relating this to 

the theory of this text, death of the author, presents an interesting  dynamic, 

as opposed to Roland Barthes theory. These people rather embrace the 

authority that archaeology seems to hold over the past. Interestingly the 

results lie in an odd contrast to the theories first assumed approach. The aim 

was to employ death of the author as a signifier for interpretation and freedom 

of discussion, removed from archaeology. That the twitter users might 

criticize the products was a presumption, however, that was out of the 

assumption that it would reflect back on the archaeologist. Which could mean 

that the archaeologist’s authority on the past would be ignored, and that 

people would form own speculations from previous knowledge, whatever 

that may have been. Instead, they show dedication to the past constructed 

partially by the archaeologist and their profession. The reason for why this is 

described as odd reflects back upon how the twitter users discuss recreation 

of the past. There is naturally a form of reflection, and problematization of 

the material in video games. However, not in relation to own reflection or 

interpretation but in accordance with how archaeology dictates it is. Which 

flows in tandem with the authority role of the author still being prevalent. As 

Hawthorn mentioned in his text  (Hawthorn, 2008:65 - 88), the role of 

authority an author supposedly holds is still clearly evident here. Despite a 

clear lack of an archaeologist to act as an authority figure, the position is 

instead placed upon the profession itself and their subsequent work as seen 

in some tweets (e.g., 3, 8, 9, 10, 13). The removal of authorship is therefore 

impossible amongst these twitter posts. In stark contrast to Barthes theoretical 

viewpoint of how authorship should be disregarded. The reason being that 

among the twitter users, interpretation is lost along the way of conveying a 

past in these video games.  

In relation to the research questions, archaeological involvement is thus 

discussed in terms of how it should be used as a frame of reference. The 

Twitter users do not embrace the aspect of interpretation. Either people 

criticize the game for its lack of accuracy or simply accept what the game 

presents as history and subsequentially, archaeology. Discussions therefore 
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take the form of shallow references to archaeology in an attempt to validate 

their opinion. One could argue that there would be no need for this, due to it 

being a social media site, in contrast to an academic debate. Yet simply 

relying on archaeology as a truthful depiction of the past could be 

problematic. However, such discussions also need to be viewed from a 

different perspective, and that is from outside of the archaeological 

profession. The Twitter users rely on archaeological information to be 

accurate which in turn creates a further picture of the second research 

question, their view on history. The users rely on archaeology as a scientific 

field to portray the past in the most truthful or authentic way possible, 

probably without being privy to the knowledge of the arguments and 

discussions held within the profession. Therefore, it should be added that 

their view on history is shaped not only through archaeological information 

in video games but also through an awareness of inaccuracies therein. 

Signifying an understanding, if not a simple one of archaeological knowledge 

and the past. Thus, in conjunction with the aim and research question it can 

be constituted that the discussions center around needing to see a correct 

history, constructed with the help of archaeological information. 

Archaeological involvement is discussed in matters of accuracy and 

representation, to create a past which has been produced by the scientific 

field.  

Archaeology becomes a synonym for material culture amongst the Twitter 

users. Reconstructions are based of archaeological material to some, while 

others employ archaeological information as a tool of reference, oddly 

enough, at times, without presenting any material for their case (see tweet 4, 

6, 13, 16, ).  It can be argued that those simply accepting the game for what 

it is can be considered the ones propagating for interpretation. However, 

when such praise is given to the game in regard to accuracy, it is usually in 

terms of relating to history and archaeology. Thereby viewing the games 

representation as truthful, rather than an interpretation from the game 

developers. Indeed, it is so that authorship in terms of archaeology, is 

reapplied to a game by the twitter users. The game, without a doubt is an 

interpretation, that is not a difficult thing to prove. The reconstruction is not 

purely out of a historical mindset, but also to fill a game world with 

engagement for the player. The inclusion of archaeological involvement is to 

add a sense of realism to a presumed past. The role of accuracy is applied to 

various parts of the game, with however, an element of freedom and 

interpretation. However, these twitter users seek to establish a truth in 

connection to the past and the videogame. Seeing it as a necessity for the 

game to be accurate. Arguably this could be an effect of an individual games 

marketing if they sell themselves on historical correctness. Such as Assassin’s 

Creed and its discovery tours promoting learning an understanding, which 

seems to be agreed upon by the Twitter users, with a few of the research 

group criticizing it.  

As Copplestone mentioned gamers seem to emulate and respond to the 

material in reflection to what they have been taught previously (2016). This 
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could also include research conducted by these individuals themselves, for 

example, niche topics or academic level. Their understanding of a video 

games representation, and their possible critique or acceptance of that can 

therefore be attributed to previous knowledge and experience. The role of 

archaeology is thus merely a catalyst for the Twitter users to express 

(dis)content with a game. Archaeology becomes a tool to be used in 

accordance with the twitter user’s knowledge of the subject and the games 

representation of the past. Therefore, many tweets describe seek to strive for 

a correct past, meaning one devoid of inaccuracies and true too scientific 

material (for e.g., see tweet 5, 8, 15 and 16).  

Interestingly there is a dichotomy between the use of archaeology and 

history, as illustrated in the tweets made by @Fox_Fusion (2018), 

@asifhahmed4 (2021), @michaeljande19 (2019) and @SpazmaticBanana 

(2019). All of them mention how games need not be historically accurate 

specifically with the term history in mind. They are of the shared opinion that 

historically correct representation is not a necessary component for video 

games. That not everything “needs to be unvarnished truth at all times” 

@Fox_Fusion (2018). This fits in line with what Jes Wienberg writes in 

Arkeologi och samhälle that “popular culture  does not require truths. No 

distinction between fact and fiction, between history and myth. For the sake 

of entertainment, it does not matter […] Here the lines are blurred between 

science and the alternative” (2009: 59, my translation). Further on, Wienberg  

describes the difference between opposing perspectives in the usage of 

history and subsequently archaeological information. The aspect of science 

that strives for the truth, the entertainment aspect with exciting recreations 

and political reasons. The cacophony of these groups trying to apply the past 

to their own agenda is as Wienberg puts it something “that can not 

immediately be harmonized or  ranked” (Wienberg, 2009: 61, my 

translation).  

Applied together with what de Groot wrote that a view on the past is created 

by people through different mediums if a bit of a skewed one. Including his 

concluding remarks that different versions of games that deal with history 

“demonstrate a complexity of modern understanding of the past and an 

imaginative intervention on the part of the player” (de Groot, 2016:152, 162). 

He continues by mentioning how thus in this case, video game players present 

a deeper grasp on how the past can be applied in imaginary settings; how they 

are more sophisticated in their interaction with historical product and how 

historical knowledge may lead to further and independent comprehension of 

the past. He continues to write that historical knowledge exists in both a fluid 

state and a solid form. This then means that there is a correct form of history, 

but also a truth to be molded into a desired shape (de Groot, 2009:162). 

Connecting this all back too authorship and loss of such a role, the result from 

the analysis shows that the same fluidity is not allowed in terms of 

archaeology. At least among the research group which is an incredibly small 

collection of Twitter users compared to what could be included. Indeed, 

authorship prevails amongst archaeology, despite a clear lack of an author 
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figure such as an archaeologist. It is the constructed view of the 

archaeological profession that stands as a true and unquestioned 

representation of the past. For as the author dictates their literary world, so 

too does archaeology hold a form of authority over the past. Unlike history, 

which as de Groot mentioned can be both true and altered (2016: 162). In 

terms of questions that should be answered subjectively, it could be wondered 

why archaeology must be accurate but not history? Are people and events 

more interchangeable than material culture? The loss of authorship is 

therefore still not applicable to archaeology, if one presumes the opinions of 

these individuals to be an overarching theme among a wider research group. 

In connection to the aim of this text, accuracy acts as an outlier,  not fully an 

effect of video games, but rather a causality of representation. Therefore, it 

could be argued that it is in connection with the perception of history. Video 

games enable these twitter users to critically engage with the material, 

relating it to an understanding of the past constructed through archaeological 

information, rather than video games. Others, however, turn this around, 

receiving their view on history and forming their perception from video 

games on archaeological information (see tweets 6, 7, 13).  

8.2 The educational aspect 

Thus, reaching the second theme of the analysis result, the use of 

archaeological information in video games as a learning tool. Directly linked 

to the perception of history, video games according to some offer an insight 

into the past in a way that traditional learning cannot. In relation to the 

research questions and aim of this text the educational aspect grants further 

insight into the twitter users understanding of the past. It is inherently linked 

to the issue of accuracy, with people perceiving the games to be tutors of a 

past while other disagree and see issues with games presenting an incorrect 

past. In combination with the research questions, the educational potential 

discussed on twitter broadens the picture of this text’s aim. The general 

approach fits tightly with texts that discuss video games as potential learning 

material, such as Mol et.al (2017) and McCall (2011). They see the potential 

of a video game delivering the past in an easily approachable manner, but as 

mentioned before, don’t question the perception of history after the media 

consumption. The people engaging with such material should therefor learn 

the flexibility of the past, rather than it being conveyed by a professional 

according to an absolute truth about the past according to McCall (2011: 9). 

While a necessity, it does not approach the subject from the perspective of the 

recipients. It is always about them being taught rather than understanding 

what they actually perceive. The Twitter users in this analysis demonstrate a 

desire to learn from the material, mentioning how historical and by proxy 

archaeological material in video games has the potential to teach them. 

Specifically, the discovery tour present in some Assassin’s Creed titles. 
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The view on history is therefore directly linked to what video games portray 

for their audience. While the material is not blindly accepted by all, a majority 

still hold video games to a higher standard in regard to learning. This should 

not be misinterpreted as people accepting alternatives to history, and 

therefore once more in accordance with death of the author. The Twitter users 

simply trust the video games to deliver a truthful experience, at least 

according to the contents of their tweets (see tweets 10, 13, 14). The learning 

aspect therefore becomes a much more problematic aspect in relation to the 

research questions. The discussions surrounding it revolve around praise for 

a game’s representation, with a few tweets criticizing it for its recreation. This 

dichotomy is similar in the authentic and inaccurate representation aspect 

mentioned earlier. This division still holds true to the cores however, 

accuracy is the main focus regardless of argument, and the same applies to 

learning. The educational model, even if criticized is still a medium that 

should be explored, as illustrated by Tweet No. 5 and 8. Thus the discussion 

surrounding this topic reflects back on the users. Their discussions consisting 

of acknowledging video games as a medium for learning. Specifically in 

relation to archaeological reconstructions and how this can be a tool for 

understanding or grasping the past. 

 Discussions, or rather statements therefore consist of either praise of material 

or dismissal and at times combined with furthering the educational role. With 

some creating a view for themselves by trusting the game and its depiction 

and others refusing that version and replacing it with a version in accordance 

with archaeology. Often a version created by prior knowledge or teaching 

(Meyers Emery & Reinhard, 2015). In her article Caroline Arbuckle 

MacLeod (2021) mentions several interesting aspects in relations to learning 

through video games. MacLeod means that video games are often the source 

for people seeking an education in a related field, history and archaeology in 

this case. However, they find themselves disappointed with the difference 

between reality and fiction (MacLeod, 2021). Nonetheless, she later remarks 

upon such things by saying that there are benefits to employing games in the 

classroom, as it according to students themselves, is more engaging 

(MacLeod, 2021). Relating this back to the research question, this could be 

an underlying factor for those propagating games with inaccuracies, that 

people simply are not aware of the imperfections. Simply engaging and 

consuming it without the proper prior knowledge. Those then criticizing it 

then are a step further, or simply more involved with the process. 

Understanding a games potential in creating a view on history but knowing 

that such a view is not a correct one. In relation to the research question of 

perspective on history therefore consists of a combination between viewing 

video games as candid sources of information, and a desire to see more proper 

representation. Thus, an understanding of history  is created and accepted, 

but also questioned and wished to be further expanded upon. Here the two 

research questions complement each other to further the understanding of the 

aim. With both the accuracy aspect, as well as the view on history a distinct 

picture of the discussions is created. Showcasing that the discussions 

surrounding video games demonstrate a dichotomy in the trust in video 
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games. However, with all seeming to strive for authentic and accurate 

representation, a correct history. Thus, in direct connection to the aim, it is 

clear how the discussions held on Twitter reflect a genuine appreciation of 

accuracy. Making that aspect a focal point for the results by relentlessly 

relying on archaeology as true authenticity to promote their own viewpoint.   

8.3 Reflection on research 

One of the many issues with this specific research is the limited amount of 

previous research debating the effect on people. Numerous studies exist 

proclaiming video games as a good source of education, if only there are 

augmentations placed upon it with the influence of professionals. It still, 

simply lacks more relatable studies that could offer other insights. Which 

makes it hard to create a picture of a different or wider audience, compared 

to this text. Which also contributes to a fair number of issues. Both the size 

and the demographic could and should be expanded upon. While social media 

is often a congregation of people that discuss various topics, more websites 

could be included to further enhance the picture of pop-culture influence. The 

study group while fitting for the scope of this text, is still a small 

representation of both video game players and twitter users. 

It is evident that the research questions have provided results in aim with the 

purpose of this text. Video games present a version of the past, that then gets 

consumed by a public. The perception of history remains a conflicted one 

with authentic and authoritative groundwork being the foundation for proper 

understanding. Discussions surrounding the representation of the past focus 

on believing in an accurate past, regardless of opinion toward educational 

possibility or truthfulness of the game. What these twitter users have 

demonstrated in regard to the aim of this text is that they seek to understand 

and see our past recreated. Even if it is a warped understanding of the past, 

to many this is unbeknownst and therefore becomes a representation of our 

past. People seek a correct truth, rather than a fluid one. Even if according to 

some a game is totally accurate or if the same game lacks something. It 

represents or defaces the past for them. The manic strive for a correct past is 

also a problematic endeavor due to the conflicting nature of such a statement. 

What is a correct past? Should there be a correct past? Is there such a thing 

as a correct past, and if so, who should hold the authority over such a 

decision? It is hard to describe a correct past, or a definitive past for that 

matter, specifically due to the problematic nature of such a definition. Such 

a thing would amongst many things, disable the interpretation process of the 

past. Viewing the past as false or correct is limiting the possibilities of 

exploring. A correct past is hard if not impossible to achieve and that is 

probably for the better. In order to allow the interpretation process for both a 

perceived authority figure and the uninitiated to occur it is a necessity to 

allow the past to be interpreted in individual means, rather than declare the 

past as definitive. A correct past could therefore be viewed as an ideal to 
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strive toward instead of something to achieve. In relation to the authority 

figure that Barthes describes, the archaeological profession seems to continue 

to control the past and how we understand it. The Twitter users seek the past, 

even if that past is incorrect, instead of exploring the multitudes that a game 

could provide.   
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9. Conclusion 

The aim of this text was to see how video games affect the perception of 

history amongst Twitter users. By analyzing their tweets, it was possible to 

see a connection between accuracy, learning and depictions of the past.  

The research questions enabled an analysis of the tweets in accordance with 

the purpose. The general picture being that the perception of history is not a 

misinformed one, but an attempt at a truthful perspective. Alluding to the fact 

that Twitter users see the representation of the past in a video game as an 

accurate depiction, or a flawed one. Which further correlates to viewing such 

games as potential learning material, or by the critics, a possible method of 

teaching which has yet to be perfected. Therefore, the view on history and 

archaeology is not necessarily a changed one due to video games, but rather 

an attempt at a truthful one. In relation to the research questions the results 

can be summarized as follows: 

*How is archaeological involvement in the recreation of the past discussed on 

Twitter? 

The discussions are centered around accuracy, both in terms of accepting the 

game for what it represents and pointing out inaccuracies. Accuracy could be 

seen as the main focus of these discussions. The representation in the games 

always relates back to authentic representation and accuracy. Regardless of if 

it is to praise a game or to denounce a feature. Archaeology means authenticity 

to the Twitter users, and thus representation is often correlated to archaeology 

and archaeological information. With the theme of accuracy, many approach 

the possibility of learning through video games. Viewing games as a 

possibility to learn from. Even those that hold criticism towards accuracy in 

video games acknowledge the potential of games as learning material.  

*What view on history do Twitter users create through discussions 

surrounding archaeological information in video games? 

The view on history could be described as a pursuit of a correct history, 

meaning that video games do not necessarily shape a perception of history. 

Rather the construction is done prior to video games and the interaction with 

the game and the subsequent discussions portray a different understanding. 

The dichotomy is a prevalent theme of the analysis and shows itself once 

again. For some people, video games create or reinforce a certain view on 

history. While for others, the recreations are inadequate or problematic. The 

unifying factor is that despite their perception of the video games and its 

recreation, there is a yearning for a true past. Thus, the view on history is in 

accordance with the pursuit of an authentic and accurate past. Depending on 

the Twitter user’s prior knowledge to history and archaeology.  
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