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Development of augmented reality scenario
Shoe museum of Vigevano

















Developed by Alchemilla and Hands On

	PART 1:  General information 

	Title of the scenario:
	Il Museo Internazionale della Calzatura Pietro Bertolini - Vigevano

	Keywords:
	Scarpe; Calzature; Pierto Bartolini; Pianella; La Poule; Shoes; Fashion 

	Name(s) of the scenario’s creator(s):
	Alchemilla, HO, International Shoe Museum 

	Creative Commons License of the scenario:
	Attribution

	Attribution-NoDerivs

	
	Attiribution-ShareAlike
	Attribution-NonCommercial


	
	Attribution-NonCommercial-ShareAlike


	Attribution-NonCommercial-


NoDerivs

	Estimated duration of the scenario’s activities:
	12 mins

	Age range of users:
	16-99

	Learners’ special characteristics: 
(check as many applicable)

	Cultural differences ✓

	Educational difficulties ✓


	
	Disability ✓

	Geographical obstacles ✓


	
	Economic obstacles ✓

	Health problems ✓


	
	Social obstacles ✓
	Refugees ✓


	Developer’s special characteristics:
(check as many applicable)
	Museum Professional ✓
	Educator


	
	Artist

	Adult Educator


	
	Youth Worker


	Other


	Learning subject based on your curriculum to which the scenario relates:
	Shoe fashion in history

	To which platforms will it be accessible:
	Google Android   ✓
	Apple iOS ✓

	
	Microsoft Windows

	Linux Operating System


	
	Apple macOS

	Other (please specify) 


	Which devices will it be compatible:
	Personal Computer (PC) 

	Smartphone  ✓


	
	Laptop

	Smartwatch


	
	Tablet

	Other (please specify) 




	PART 2:  Learning outcomes of the scenario 

	In terms of knowledge 
	The learner knows and understands:
· 

	In terms of skills
	The learner is able to:
· 

	In terms of competences
	The learner:
· 



	PARTE 3:    Description of the scenario/story

	Narrative description of the scenario/story plot:
	the main character will guide the vistior along the history of shoe fashion and the role of women in society in a chronological path from the 16th century to the present day

	Scenario/story objectives:
	Illustrate  shoe fashion and the role of women in society in a chronological path from the 16th century to the present day

	Does the scenario refer to a specific location? If yes, specify. If no, write everywhere.
	Yes – inside the Museo Internazionale della Calzatura Pietro Bertolini di Vigevano (MIC)

	Character:
	Beatrice D’Este

	Type of work: Individual/ collaboration
	individual

	Does the scenario/story involve different player roles? If yes, specify.
	no

	Visualization
	Beatrice D’Este as per painting 229_0.jpg (528×570) (duomo24.it)

	Interaction 
	The audio and scene starts and stops by scanning the QR code in front of the museum windonw



	PARTE 4: description of the learning scenario

	
	Content 
	Location/Museum window
	Estimated time

	Scene/Audio 1
	Introduction
	Corridor entrance
	 1 min ½ 

	During the scenario

	Scena/Audio 2
	Beatrice D’Este 
	01
 
	1 min ½

	Scene/Audio 3 
	End of 700’s
	03

	1 min ½

	Scene/Audio 4
	Bell’epoque
	05 

	1 min ½

	Scene/Audio 5
	years 50

	08  

	1 min ½

	Scene/Audio 6
	years 70/80

	09 

	1 min ½

	Scene/Audio 7
	years 2000
Speech:
	13/14 

	1 min ½

	Scene/Audio 8
	Wunderkammer 
	19 
	1 min ½

	Scene/Audio 9
	Anthropology of shoes – world’s shoes 
	20/21 
	1 min ½

	Scene/Audio 10
	celebrities
	25
	1 min ½

	Scene/Audio 11
	Farewell 
	End of corridor 
	1 min ½

	Total:
	11/16min




	PART 5:  Prerequisite knowledge and supportive material

	Learners’ prerequisite knowledge:
	Not applicable

	Infrastructure/ equipment needed for implementing the scenario:
	Smartphone; qr codes

	Other learning resources needed:
	Not applicable 



	PART 6:   Approach towards the assessment of the learning outcomes

	Learners’ assessment approach:
	Not applicable. Only interested in a final rating to evaluate the overall experience 
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