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Development of augmented reality scenario
Museo del Tesoro del Duomo di Vigevano


















Augmented reality Template
	PARTE 1: General information

	Title of the scenario:
	I nostri arazzi raccontati di Caramuel / Un viaggio negli arazzi con Caramuel (non definitivo) 

	Keywords
	Caramuel, Vigevano, Arazzi, Parabola del Figliol Prodigo, Museo del Tesoro del Duomo

	Name(s) of the scenario’s creator(s):
	Laura Shtjefni, Beatrice Accardo, Nicoletta Sanna

	Licenza Creative Commons dello scenario:
	Attribuzione

	Attribuzione-NoDerivs

	
	Attiribuzione-ShareAlike
	Attribuzione-Non commerciale


	
	Attribuzione-Non commerciale-Condividi allo stesso modo


	Attribuzione-Non commerciale-


NoDerivs

	Estimated duration of the scenario’s activities:
	15 min

	Age range of users:
	Students - age 11-14

	Learners’ special characteristics: 
(check as many applicable)

	Differenze culturali ✓

	Difficoltà educative ✓


	
	Disabilità ✓

	Ostacoli geografici ✓


	
	Ostacoli economici ✓

	Problemi di salute ✓


	
	Ostacoli sociali – Rifugiati ✓
	Nessuno ✓

	Developer’s special characteristics:
(check as many applicable)
	Professionista del museo ✓
	Educatore


	
	Artista

	Educatore per adulti


	
	Lavoratore giovanile


	Altro


	Learning subject based on your curriculum to which the scenario relates:
	

	A quali piattaforme sarà accessibile:
	Google Android ✓
	Apple iOS ✓

	
	Microsoft Windows

	Sistema operativo Linux


	
	Apple macOS

	Altro (specificare) 


	Quali dispositivi saranno compatibili:
	Personal Computer (PC) 

	Smartphone ✓

	
	Laptop

	Smartwatch


	
	Tablet

	Altro (specificare) 




	PARTE 2: Learning outcomes of the scenario

	In terms of knowledge
	The learner knows and understands:  the value of the tapestries and about Caramuel 


	In terms of skills
	The learner can: tell about the tapestries


	In terms of competences
	The learner will be able to share the experience, understand the value of the tapestries and the role of Caramuel as an important local character



	PARTE 3:  Description of the scenario/story

	Narrative description of the scenario/story plot:
	Caramuel, an important figure in our city, will introduce himself to the visitor, combining the history of the city of Vigevano with the history of Caramuel himself and of the Museo del Tesoro del Duomo. Continuing on to the tapestries room, which the visitor will reach under Caramuel's guidance, visitors will be able to observe the tapestries, the story of which (the parable of the Prodigal Son) will be narrated, as well as their creation. The various characters in the parable will be presented and the story as depicted on the work will be illustrated.

	Scenario/story objectives:
	To raise awareness of the world of tapestries: what they are, how they were made, what they were used for. Enhance the value of a historical and artistic asset, also through the explanation of the story told in the cycle of tapestries (the parable of the Prodigal Son).

	Does the scenario refer to a specific location? If yes, specify. If no, write everywhere.
	everywhere. within the museum room. 

	Characters:
	Caramuel (please see here: Story 2 - Museo del Tesoro del Duomo - Vigevano - Google Drive) 

	Scenes
	1. Mural by Ale Puro (represents Caramuel) on the ground floor - introduction to Caramuel and the museum. Starting from the stylized mural, Caramuel's 'stand-in' comes to life, 'personifying' himself according to the configuration of augmented reality.
2. Near the stairs to the first floor, in front of Caramuel's painting, Caramuel explains to visitors how to get around the museum (so that it is not too dispersed) and says that he will wait for the visitor in the last room, the tapestries room.
3. Tapestry entrance room - Caramuel continues to explain: introduction to the tapestry room.
4. Betrayal of the prodigal son (tapestry intro + 5 scene focuses) - positioning in front of tapestry.
5. Repentance of the prodigal son (description of the tapestry even though it is not there) - positioning in front of the Betrayal. 
6. Return of the prodigal son (tapestry intro + 3 scene focuses) - positioned in front of the Return.

	interaction
	Video format: within the app, there are several numbered videos. 
Next to the mural, we place a label saying "Video 1" and the viewer selects video 1 within the app. At the end of video 1, Caramuel invites the viewer to go to Room 2, and to watch the video on the screen and linger over the works there. 
Before the stairs leading to the first floor, we place a new sign saying "Video 2", a very short video where Caramuel explains what route to take and says that the spectator will meet him again in the Tapestry Room. 
We continue to the end with a similar format.
Augmented reality format: Caramuel is "projected" onto the real space of the museum and carries out more or less the same activities as listed above, with the appropriate modifications that this type of format requires. 
In both cases insert an audio sound that can be suggestive. For example, in point 2 (when he indicates the route to take, before going up the stairs to the first floor) when he reappears to the visitor, he eats chocolate (Caramuel has written a recipe for making chocolate, it is displayed in the museum right next to point 2). Insert noise of him eating. Noise of steps as he moves away



	PARTE 4: Descrizione delle attività dello scenario di apprendimento

	
	Content
	Point of view
	Estimated duration

	Scena 1
	
1. Introduction to Caramuel and the museum. 
2. Caramuel tells the spectator to go to Room 2, where a video about the square in Vigevano will be waiting for him.
	Video 1 - next to Caramuel's mural on the ground floor.
	 1’ 30’’ - 2’

	Scena 2
	
1. Caramuel reappears eating chocolate, and mentions his recipe next door; 
2. Explanation of museum route; 
3. Caramuel explains that he and the viewer will meet again in the tapestry room.
	Video 2 - before the stairs leading from the ground floor to the first floor, in front of Caramuel's painting.
	30'’-1’

	Scena 3 
	How to make a tapestry
	Video 3 - Tapestry room entrance
	1’ 30’’

	Scena 4
	Introduction to The Betrayal of the Prodigal Son; notes and photographs relating to the restoration.
	Video 4 - in front of the Tapestry of Betrayal
	1’

	
	Detail 1 

	The Prodigal receives inheritance from his father (top left)
	30’’

	
	Detail 2

	The Prodigal is approached by lust (bottom left)
	30’’

	
	Detail 3

	The Prodigal is embraced by Lust and tempted by Gluttony. Above are ladies with musical instruments: music accompanied by vices becomes a symbol of the vanity of earthly goods. (the whole centre of the work, from bottom to top)
	1’

	
	Detail 4

	The Prodigal is cold and stripped of all his possessions: he clasps his hands to his chest. Ladies and knights look at him with contempt. (bottom right)
	30’’

	
	Detail 5
	The Prodigal has his hands clasped together begging a peasant to take him into his service. (top right)
	30’’

	Scena 5
	Introduction to the Repentance of the Prodigal Son. Explain: history of repentance;
- if possible, retrieve and show photographs of the tapestry: explain that it is not on display.
	Video 5 - in front of the tapestry of the Betrayal. The Repentance of the Prodigal Son is not exposed.
	1’ 30’’-2’

	Scena 6
	Introduction to the Return of the Prodigal Son
	Video 6 – in front of the Tapestry of Return

	1’

	
	Dettaglio 1
	The father welcomes the Prodigal (bottom left)
	30’’

	
	Dettaglio 2
	The father explains to the other son that he must rejoice at the return of his brother (bottom right)
	30’’

	
	Dettaglio 3
	Feast for the return of the prodigal and ring scene (top)
	30’’-1’

	Scena 7
	Thanks and farewell 
	Video 7 - always in front of the Return of the Prodigal Son
	30’’

	Totale:
	Circa 15’



	PARTE 5: Prerequisite knowledge and supportive material

	Learners’ prerequisite knowledge:
	Not applicable 

	Infrastructure/ equipment needed for implementing the scenario:
	
Nameplates saying for example "video 1" etc. 
signs with QR codes to download apps. 
Possibly disposable headphones to listen to the videos without interfering with other existing screens.

	Other learning resources needed:
	Photo/video tapestries. Photo/video Caramuel.



	PARTE 6: Approach towards the assessment of the learning outcomes

	Learners’ assessment approach:
	
Not applicable. only interested in a tool to evaluate the overall experience that can be accessed by using a scrolling pointer on a scale of numbers or something quick like stars in reviews.
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