


Over 2 billion players around the world

1 ‘ A huge amount of human being exposed to the mechanics, dynamics, interactions, narrative arcs, UX/UI
- experienced in their gaming sessions on PC, console or smartphone. They don’t find the playable approach
in large part of their daily life induding in the cultural and touristic field still dominated by a top down

approach.
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CREATIVE INDUSTRIES INFLUENCE

Ttaly.. o

Gramd_ Tour

1600-1800

I am interested in underlining the extraordinary power that creative industries have in the construction of tourist stratigraphy. Every historical period has its reference media andPright now we are shifting
towards the Interactive image domain where videogames become dominant even more than movies and books. An evolution from the power of the static image (paintings, lithographs ...), to moving

images (film, documentary, tv series) to the interactive image?? (video games, youtube/twitch, interactive art).
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10 years after the release of Assassin’s Creed II,

Monteriggioni still gets 16% of the touristic flows

from the game.




% Overall Score

& Family score

X Internet

& Temperature (now)

=P Air quality (now)

# Education level

‘% English speaking

A Walkability

:| Traffic safety

& Happiness

%l Free WiFi in city

# AJC or heating

#% Freedom of speech

& Female friendly

& Startup Score

4 Quality of life score

fE Cost

& Fun

® Humidity (now)

d Safety

Liked by members

& People density

& Peace

B Hospitals

¥ Nightlife

H Places to work from

@ Friendly to foreigners

¥ Racial tolerance

# LGBTQ+ friendly




40.1% of the UK—mﬂlenmals choice the places® to v1s1t

11y l",'wlp.'\,yi

b

Based on then' «1nstagrammab1hty$>
il

#Schofields lnsurance sfudy 2019
= - =

© Ciro Santopietro




|
]ﬁs??—ltim;h”“” .
as Pelyct,. : . Nt

e Pelzchen Diego Rodrigye, 4, o Gerhard R1

Ol auf L".il:hi.‘.'ll'.-.h. 1599--]_5.[5'{} gt Tquez 1932
L 176 x 83 E&ls Hilanderss Graues Bild
' a. 1656
. i 1
| Ol auf Leinwand --9?5
| 167 x 250
|
|II s Social changes shift the meaning of Culture and resistance
] | generates short circuit

i I

AH Of us 1n thlS room were bOl’H and created cognitive and emotional mapq m a Ple internet era It 18

normal to be afraid of what is not settled in our genetic memory and even more of what 1eplaces ploducts
processes and experiences with which we have grown.
N o .--\.

“""% N



MORE THAN : RRONE AN 120 NEW
243,000 PHOTOS "8 MILLION 25112?%00 ACCOUNTS
UPLOADED SEARCHES ON il CREATED
GOOGLE ON LINKEDIN

A0 / \4
70,00(
"200HOURS Hou|

prabrerirdapemen orvibe None of these experiences existed until 20 years ago, today they MORE THAN

156 MILLION

Y represent moments of our daily life and more generally of our way of WV {IRFII
1]1] Tube js
700, o thinking, acting and interacting with products and people.

MORETHAN

800,000 ‘
FI LES I And Time is the real limited good of modern society and the most important indicator to 87'%23 I[;IE%U RS

UPLOADED hich titution should look at.
aEEOADED which every institution should look a WATCHED

MORETHAN

SECONDS

MORE THAN

25,000 POSTS
ON TUMBLR

7 MORE THAN
1,000,000 1 6'53?E\CLDSE 0

MORETHAN SWIPES ON VIMEO

500,000 18,000 ‘
MATCHES -Globe

DOWNLOADED ONTINDER b dasign wab spplications ldentty ses




PASSAGGIO DA:

UNA SOCIETA’ DEL DOVER FARE AD UNA DEL VOLER FARE




“We could not help fearing that all this may be going too

far and not quite in the right direction”

I wish there were plenty of Sir Henry Lyons (former director) out of there. He opened the Children’s
Gallery at the Science Museum of London in the 1931 and he got two different reactions. Great review
from the new audience (for the first time a worldwide museum opened its space to non specialists and

even worst children) and the generalist press and critics even from the museum official newspaper.







| vide;)giochi, a soli quarant’anni dalla loro nascita

sono diventati non solo la Principale industria

creativa mondiale per fatturato e tempo speso

ma anche una delle piti complesse — e meno comprese
istituzionalmente — espressioni culturali del nostro tempo




Su una nuova tipologia di tela, completamente

digitale, i creatori di videogiochi utilizzano espressioni

artistiche consolidate come la modellazione, il disegno,

la musica, la narrativa.

Esprimono idee, sviluppano modelli creativi e linguistici, raccontano
storie e restituiscono visioni del mondo.
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SANSEPOLCRO (AR) 14/22 LUGLIO 2017

KILOWATEEESTIVAL

LENERGIA DELLA SCENA CONTEMPORANER g’

La scelta dei 9 lavori da ospitare non la fa il direttore artistico, ma un gruppo di persone
che risiedono in Valtiberina Toscana, che hanno la caratteristica di essere semplici
spettatori di teatro e di non essere ad alcun titolo operatori teatrali. Tra loro ci sono
due commesse del supermercato, un professore dell’istituto tecnico, una barista, un
operaio, una studentessa di lingue straniere, due elettricisti, tre pensionati. Il gruppo &
composto da circa 30 persone. Questo gruppo di spettatori-selezionatori si & dato il
nome de “I Visionari”.




{ | ]| When real world places meet new digital stratigraphies

B ' with an active user participation we create playable







The last two generations born during and after

the Post Industrial Revolution (Y and Z)

They present needs, desires and behaviors that are profoundly
different from previous generations.




-

The distance between those who produce and those who

consume culture is shortened.

At the same time we produce videos and consume videos produced by others on
Youtube. We create and watch photos on Instagram, we buy video games in
which we play an active role in shaping stories and altering endings. The same
person writes and reads on Wattpad as well as on Wikipedia.




From places of consumption, our cultural

spaces/territories can also become centres of cultural

production.

Museums have to be the house for those who can imagine, design and
execute the Future. A premier destination for creative and entrepreneurs

from all around the world, a privileged gate between the Past and the
Future.

-




The cultu;'e p;oduced by many for many

I think that this passage from the culture produced by a few for many to one
produced by many for many is the mirror of the passage from storytelling to

storydoing. From a passive way of consuming a message to an active fruition
in which ideas, actions and individual choices influence the message itself.

Storydoing
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STORYDOING

11

Video games are the only medium in which the audience speaks in first person "I saved the princess“ or “I killed the dragon”. This is the power of the StoryDoing where the
audience actively partecipate in modelling the narrative of the experience through their decisions, even altering the ending. Our cultural spaces and cities don’t provide room

for audience protagonism.




ATHER AND SON

Father and Son is the first video game published by a

museum for a wordlwide audience

How many of you know that a video game like Father and Son has been downloaded more than 4 million and the players have spent about 1000 years of life playing? From India to China they
experienced stories and aesthetics of Naples and the museum, crying taking meaningful decisions on the last day Pompeii’s scene and laughing in front of the Hercules Farnese.




#1AWARENESS: The Player must feel master of the choice, being able to weigh elements that push him to choose A rather than B. Randomness doesn’t pay off. A mature choice that activates critical

thinking and leaves no possibﬂity of blaming the system for the consequences. The narrative power, in my opinion, is amplified as the awareness of a choice is clear but leaves a small margin of doubt in

the P]ayer' S head -




The game crossed the 4 million

downloads milestone.

In the same time the museum

has been visited by 1.000.000.

The average age of gamers is 33

y-0. wil

female

= [taly = other

Only 7% of gamers come from
Italy. We have a large user base
in countries like Russia, China,

India, US-

~1000 years
collectively
Consider

education a

The game received over 60.000
reviews with an average rating
of 4.7 out of 5. X4 compared to

the museum’s tripadvisor page




* Leading new visitors to the museum

Fatherand Son attemptsto bridge the gap across digital and physical experience. Here's how:

more character’s
outfits

additional
game areas

in-game bonus

o 4000

The game recognizes user’s geolocalization when players visit the museum and new bonus features become available.
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* Technology should not be a cost

game relateq
Merchandisin

“In our projects we are
constantly exploring new
revenue streams models.”

Product pPlacement
of other

cities/cultural

places
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FIRENZE GAME: FISICO E DIGITALE
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Mappa di Firenze e carte speciali

Grazie alla mappa di Firenze e delle sue attrazioni, il giocatore ha la possibilita da una parte di ottenere informazioni sui luoghi

di interesse presenti, dall’altra di arricchire il proprio set di carte. Recandosi di persona nei pressi dei luoghi di interesse presenti
sulla mappa, I'utente potra attivare geolocalizzazione ed ottenere come ricompensa nuove carte speciali che renderanno pit com-
petitivo il proprio mazzo. Carte piti rare potranno essere ottenute completando invece degli itinerari (es: itinerario Dantesco, op-

pure Residenze Medicee)

Classifica

Vincendo le parrite, geolocalizzandosi nei prezzi dei luoghi di interesse e completando itinerari, 'utente otrerrd dei punti che gli permetteranno di
entrare a far parte di una classifica dei migliori giocatori.

. .
Collezione di carte

Questa sezione conterrd il ser di carte collezionabile dell'urente.

Saranno presenti sia le carte base sia le carre speciali o rare gid orcenute 0 ancora da scovare visitando

i luoghi di interesse.

Palazzo Pitti

DigitalFun &.r.L
www digitalfun it
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diqitalfun




ENGAGEMENT LOOP

' ON PLACE POST

¥ ! !
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The Playable City

A worldwide movement, started in Bristol 8 years ago, Playable City
puts people and play at the heart of future urban experiences. Moving
beyond the idea of smart city dominated by technologies, emotions and
fun become enablers of person to person, person to city connections.
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Tamatama is 2018 finalist project made by

Maji, a japanese group of artists

instant exhibition, a happening, a moving installation.
tamatama creates surprise and provokes conversation.
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MUSEO
MARINO
MARINI

THE 4C Formula: creativity, collective,
contamination and coinvolgimento

(engagement)

In 80 days we collected 240 projects coming from 550

inventors and dreamers. Over 30 countries involved with out
of the box playable ideas.

IN COLLABORATION WITH WITH THE SUPPORT OF

TUOMUSEO ;ﬂ*; FONDAZIONE
N’

CR FIRENZE
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5 9 3 3 '
PHYGITAL IS THE NEW NORMAL

1 nostro nuovo filone di ricerca e sperimentazione riguarda la contaminazione tra fisico e digitale . Esperienze in un|
sito fisico che viene aumentato attraverso la tecnologia stimolando la sensorialita

dei visitatori, la loro co-creazione del tema e il continuo dell'esperienza usciti dal sito.
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PARM / PARMA

IN MUSIC

Available now on { @ fipp Store ) and B Google Play _
WWAWALIFEINMUSICIT
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On a new type of canvas, completely digital, game teams use consolidated artistic expressions such as modeling,
drawing, music, narrative to give life to products in which they express ideas, develop creative and linguistic models,
tell stories and return visions of the world. Videogames are not just a tool, this medium is a contemporary artistic

and cultural expression.
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Gamification doesn’t mean PBLI

it is about understanding human emotions and nurturing the experience throught a wide range of game mechanics and
dynamics. Each motivation driver (self expression, empowerment, social attitudine, exploration..) has a proprer range of

cards.
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game designers + architects work together with 3 primary

schools (Palermo, Rome, Favara) to redesign the cities of

the future.

We choose Minecraft as common tool and created 1:1 scale map of the cities

where children can unleash their vision. Game as urban planning tools, the future o
f our cities in the hands of whom will live in the 2050.




To relocate tourism flows and let under12 target to

a la app gratuita negli store experience new stories and places

DOWNLOAD

[ \% DISPONIBILE SU
4 Google Play

the municipality of Florence has launched Firenze Game, freely
available on App Store and Google Play. Visiting “secondary”
tourist and cultural sites you unlock digital cards (via GPS) to
collect with which to challenge other players around the world and
: T lead the leaderboard. New places and cards can be added in real
D Disponibile su time by the Municipality making the game an urban planning tool.

App Store

COMUNE D1

® FIRENZE



Minecraft diventa strumento di progettazione

Partecipata

ki

Milioni di ragazzi in eta scolare che ci restituiscono visioni ed idee
attraverso nuove mappe fedelmente basate su territori esistenti.




BEST DIGITAL HERITAGE PROJECT 2018 —
ARTRIBUNE AWARD
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Toscana Promozione Turistica ha utilizzato un videogioco per connettere territori

distanti tra loro e trasmettere I’identita etrusca grazie a Beyond Our Lives.




GRAZIE!

From Fabio and all the Tuo Museo team!

Let’s stay in contact!

‘) info@tu it
g info 0museo.i
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