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Abstract : This study argues about the potential representation and interpretation of Basilica of Smyrna through gamification.
Representation can be defined as a key which plays a role as a converter in order to provide interpretation of something
according to the person who perceives. Representation of cultural heritage is a hypothetical and factual approach in terms of
its sustainable conservation. Today, both site interpreters and public of cultural heritage have varying perspectives due to their
different demographic, social, and even cultural backgrounds. Additionally, gamification application offers diversion of methods
suchlike video games to improve user perspective of non-game platforms, contexts, and issues. Hence, cultural heritage and
video game decided to be analyzed. Moreover, there are basically different ways of representation of cultural heritage such as
digital, physical, and virtual methods in terms of conservation. Virtual reality (VR) and augmented reality (AR) technologies are
two of the contemporary digital methods of heritage conservation. In this study, 3D documented ruins of the Basilica will be
presented in the virtual and augmented reality based technology as a theoretical gamification sample. Also, this paper will
focus on two sub-topics: First, evaluation of the video-game platforms applied to cultural heritage sites, and second, potentials
of cultural heritage to be represented in video game platforms. The former will cover the analysis of some case(s) with regard
to the concepts and representational aspects of cultural heritage. The latter will include the investigation of cultural heritage
sites which carry such a potential and their sustainable conversation. Consequently, after mutual collection of information from
cultural heritage and video game platforms, a perspective will be provided in terms of interpretation of representation of
cultural heritage by sampling that on Basilica of Smyrna by using VR and AR based technologies.
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