A picture will be worth a thousand words




for mobiles with camera and Bluetooth

A WA T
that transforms a boring, never-ending
visit to a museum Into a great adventure




who?

children 8-10 | /8 o

they like:
-adventurous stories / not scary mystery ones
-feeling like adults

-usmg technological thlngs

\ they have a great memoryI
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stakeholders
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parents / families

want:

-children to be happy

-to enjoy visiting the museum
-not to worry about anything




stakeholders
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[ _MUSEUM ]
museums
want:
I Y -people to enjoy their visit

-to Involve children in order to

Involve families
-to spend as little as they can!



why?

to stimulate children to visit museums

to make children appreciate something
iImposed by their parents
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narrative

existing Venetian ghost stories
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our ghosts are not terrifying
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children become detec;t‘miﬂves: they must
solve a mystery presented by Spook
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they keep track of the experience
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more pictures = more points . 7
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final puzzle
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children will solve the mystery presented at
the beglnnlng by completlng a sentence
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Take a look around: Take a picture of the

you can find...
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Galleria of the Accademia
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It .shws the current museum
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RFID reader in every room_
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It detects the RFID

Inside the Spook-gadgets
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It shows the current room
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Take a look around:
you can find...
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Gran Canal, 1889
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ASG [accumulated signed

gradient ] technology (e.qg.
Snap Tell)
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It needs a database of all
the museum’s paintings
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ﬁ the cartoon style plays down the ghostly
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storyboard



downloading
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start playing
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thank you

Laura Bordin
lvan Provenzale

Valentina Venza



