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Executive Summary 
The aim of this deliverable is to report the findings of the co-creation workshops (T2.1) organised in 
Austria, Italy, Slovenia, Switzerland and Portugal, in order to involve the end-users and the application 
partners in the design of the Service Delivery Models (SDMs). 

BeauCoup requires the continuous involvement of the target stakeholders by employing co-design 
methods, as a pillar of the user-centred design approach. This participatory approach allows us to 
design the SDMs (including the technologies and the cultural contents) based on the needs and 
preferences of the intended users. 

This deliverable represents a basis for the iterative development of the BeauCoup solutions. It will be 
used to inform the Task 2.2 for the design of the Service Delivery Models in User Ecosystems, and the 
Task 2.3 for the System Architecture Specification. It will provide the insights to design the cultural 
contents in WP3.  
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Relation to other deliverables and tasks in BeauCoup 
Table 1: The work and the document build on results from the following deliverable 

No. Title Information on which to build 

T2.4 Ethics Management 

The informed consent form 
used for the co-creation 
workshops, and the guidelines 
to manage privacy and security 
issues are based on T2.4. 

 

Table 2: The results of this work will be incorporated into the following work and deliverables 

No. Title Basis for 

D2.2 Service Design Specification 

The user requirements and 
envisioning scenarios will 
inform the design of the SDMs 
in D2.2 

D2.3 System Architecture and 
Technical Requirements 

The user requirements and 
envisioning scenarios will 
inform the definition of the 
technical requirements and the 
design of the system 
architecture. 

T5.2 Dissemination 

The outputs of the workshops 
will be used for the scientific 
dissemination (e.g., scientific 
journal paper, presentations at 
scientific conferences). 
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1. About this document  
This deliverable is a public report that lays the groundwork for the design of the BeauCoup solutions, 
based on the collaboration with the target stakeholders (e.g., museum staff, educators, seniors, 
caregivers). The engagement of the stakeholders in co-design is pivotal to develop successful solutions 
in service design projects (Steen et al., 2011). Moving from user-centred design to co-design, the target 
users are no longer passive objects of study but valuable source of information. They are involved as 
design partners, “experts of their experience”, who play an active role in knowledge development, 
idea generation and in the decision making about the project solutions (Sanders & Stappers, 2008).  

In such a co-design approach, the methodological framework of BeauCoup relies on the methodology 
of Design Thinking to alternate divergent thinking and convergent thinking (Brown & Katz, 2011), 
within an iterative design process. The co-creation workshops organised in BeauCoup adopted a 
divergent thinking to engage the participants in the generation of creative ideas to develop innovative 
solutions. The focus is intentionally wide, in order to collect multiple inputs, explore diverse 
alternatives and points of view. In the following project phase (T2.2, T2.3), the attitude will shift from 
divergent thinking to convergent thinking, to select the most relevant alternatives and deepen the 
design of the project solutions. 

This deliverable describes the overall co-design framework of BeauCoup (see section 2), and it reports 
results of the co-creation workshops organised by the project partners in four countries: Austria, Italy, 
Slovenia, Switzerland and Portugal. A total of ten workshops were carried out: four workshops involved 
the application partners (museum staff and key-informants as experts of cultural heritage and 
accessibility) (see section 3); six workshops involved older people, some of them with onset or age-
related disabilities, and their caregivers (see section 4). Starting from a common co-creation plan and 
toolkit (see next section), each workshop has been adjusted according to the characteristics of the 
participants.  

This document is structured to provide an overview on the co-creation process, to present the activities 
and outputs of the different workshops, and then to discuss the results as insights to guide the design 
of the Service Delivery Models (see section 5). 

2. Co-creation plan and toolkit 
The co-creation plan and toolkit were designed according to desk research that investigated some best 
practices of co-design involving people with disabilities. 

The scientific literature includes diverse studies, each of them with specific methodological framework 
and tools tailored to the project’s objectives and the characteristics of the co-design participants. To 
enable the participants to play an active role (Damoradan, 1996), the co-design practice usually 
combines reflective and hands-on activities: e.g., group discussions and focus groups are intended to 
engage the participants in knowledge sharing, collective reflections and mutual learning; card sorting, 
the creation of visual maps, the demonstration of prototypes are experiential activities that enable the 
participants to combine, manipulate and create objects and ideas. 
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Especially when the co-design is performed with people with disability, the activities and tools should 
be tailored to the needs and preferences of the participants, to enable them to contribute to the design 
process.  

Moreover, there is the need to avoid stereotypes and ageism during the co-design activities (Comincioli 
et al., 2022). Indeed, ageism and stereotypes can influence the design process (e.g., the 
conceptualisation of the design solution) and the way the designers interact with the co-design 
participants (e.g., possible use of discriminatory language, biases in the interpretation of the 
participants’ ideas). To prevent this, the guidelines developed by the ARCHES1 project are the main 
reference to consider (Garcia Carrizosa & Rix, 2016). 

The BeauCoup consortium defined a common methodological framework for the co-creation process. 
The common framework includes the plan and toolkit for the workshop with the application partners 
(see section 2.1), as well as the plan and toolkit for the workshop with the older people and their 
caregivers (see section 2.2). The framework is intended to be flexible in order to accommodate diverse 
participants’ needs, the time available and possible practical issues. 

The co-creation framework requires to involve the application partners first, and then the older 
people. The initial design proposal of BeauCoup is further elaborated in collaboration with the 
application partners, who will provide the contents and integrate the technologies of BeauCoup in 
their businesses. Then, the proposed solutions are questioned and improved in collaboration with the 
older people, who will be the end-users of the new SDMs. In this way, the project solutions are 
incrementally designed and challenged with the target stakeholders, to finally reach a balance 
between the goals of the application partners, and the needs, preferences and wishes of the older 
people. 

2.1 Plan and toolkit for the application partners 
The objectives of the workshops with the application partners are: (1) to select examples of cultural 
contents and artefacts to promote beyond museums’ walls, and (2) to collect ideas to design the SDMs 
based on the technologies provided by the project partners. 
The co-creation plan and toolkit included the following sequence of activities and materials. 
 

1) Photo safari 
This is a preliminary activity that the participants perform by themselves in the museum before the 
actual workshop starts. The participants are invited to visit the museum and select a maximum of 5 
cultural contents and/or artefacts that they would like to promote outside the museum, e.g., to share 
with people who cannot visit the museum. The participants take photos of the selected 
contents/artefacts, and the photos are sent to the partner’s team via WhatsApp or other means. The 
output of this activity is a collection of contents/artefacts to work on during the workshop. 
 

2) Presentation of the project 

 
1 The guidelines developed by the ARCHES project are included in an open access document that can be used for 
similar participatory research projects in the cultural field. The document is available at: https://www.arches-
project.eu/wp-content/uploads/2019/09/WaysOfWorking.pdf [Accessed on the 25th of August 2022] 

https://www.arches-project.eu/wp-content/uploads/2019/09/WaysOfWorking.pdf
https://www.arches-project.eu/wp-content/uploads/2019/09/WaysOfWorking.pdf
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At the beginning of the workshop, the partner’s team presents the project objectives, briefly describes 
the three Service Delivery Models and introduces the objectives and activities of the workshop. The 
SDMs are presented as abstract metaphors in order to allow the participants to define how the SDMs 
will work and the tools they can include. The output of this activity is the collection of possible 
comments by the participants about the project vision and goals. 
 

3) Discussion about the Photo safari 
The items selected by the participants during the Photo safari are presented and discussed to 
understand the criteria used by the participants to select specific contents/artefacts, and to identify 
what to bring beyond museum’s walls. When presenting the selected contents/artefacts, the 
participants are invited to define what can be delivered to the users: e.g., the original artefact, a 
representation of the artefact as a replica, photograph or 3D model, the description and history of the 
artefact, the imaginary related to the artefact, the stories narrated by persons in the community, 
traditions and know-how, new pieces of art or performances by artists inspired by the artwork. The 
outputs of this activity include examples of museum collections, and ideas to exploit them. 
 

4) Demonstration and evaluation of the technologies 
Once we have defined what to bring outside the museum through the discussion of the Photo safari, 
the participants are engaged in the exploration of ways to do it using the technologies provide by the 
BeauCoup partners. The technologies are experimented by the participants with some demos (Figure 
1), to understand how the technologies work and the kinds of content they can deliver. The 
participants try out the technologies, individually or in small groups. To collect the opinions of the 
participants about the proposed technologies, we use sticky notes and posters to understand what the 
participants like, dislike and wish (Figure 2).   
These two sessions (the demonstration and the evaluation of the technologies) can be combined or 
can be performed in two moments: in this latter case, the demonstration of the technologies can be 
performed after the discussion of the Photo safari, to provide the participants with some inspirations 
for the idea generation; while the evaluation of the technologies can be postponed to the end of the 
workshop, in order to relate the assessment with the ideas generated in the previous activities. 
Regarding the technologies, for the workshops organised in Italy and Slovenia, the Tactile Multimedia 
Guide was not available, and it was replaced with a relief and a video to show how the system works. 
The output of this activity is a collection of ideas and suggestions to improve the technologies for a 
better user experience. 
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Figure 1: list of technologies to demonstrate during the workshops 

 

 
Figure 2: Posters “I like”, “I dislike”, “I wish” for a specific technology (e.g., 3D printed replicas) 

5) Collage 
Starting from the photos of contents/artefacts, this activity is a mix of card sorting and brainstorming 
to generate creative ideas, using some cards as inspiration. The goal is to identify the SDMs, the modes 
of interaction and the technologies which are more suitable to deliver specific kinds of 
content/artefact. To this end, the participants are invited to combine the photos of contents/artefacts 
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with one or more cards representing the five senses and the technologies (Figure 3), in order to 
imagine a way to experience the contents/artefacts, considering different needs and abilities of the 
end-users. Each collage is then placed in one of the SDMs (Figure 4). 

The output of this activity is a set of ideas to identify the proper ways to promote the cultural heritage 
through multisensory, inclusive and engaging experiences.  

 

 

 
Figure 3: Examples of cards of the five senses (upper) and cards of the technologies (bottom) 

 

  
Figure 4: Labels representing the SDMs, with the Italian translation 

 
6) Envisioning scenarios 

During this activity, the participants are invited to select and detail the ideas generated during the 
activity “Collage” in order to create some envisioning scenarios. The scenario-based design is a widely 
used technique to create a narrative description of the envisioned use of the future solutions (Rosson 
& Carroll, 2009). By creating the envisioning scenario, the participants specify their ideas by imagining 
the future experience of use. To this end, the participants all together, or in small groups, are invited 
to define the following elements of the scenario (Figure 5): WHO are the actors involved in the 
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experience, their roles and characteristics? WHERE does the experience take place? WHICH CONTENTS 
can be delivered? WHICH TECHNOLOGIES can be used? What happens during the experience?  
The output of this activity is a set of envisioning scenarios for the three SDMs, including ideas about 
the contexts in which the experience can take place, the actors to involve, the most suitable tools to 
enable the experience. 

 
Figure 5: scenario cards 

7) Closing and questionnaire 
To conclude the workshop, the team briefly summarise the outputs and the participants are free to 
share their reflections.  

Finally, the participants are invited to complete a brief questionnaire to evaluate the workshop 
activities (see Annex 1). 

 

2.2 Plan and toolkit for the older people  
The objectives of the workshop with the older people are to discuss the ideas developed in 
collaboration with the application partners, and to generate new ideas for the design the multisensory 
cultural experience.  
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The workshop with the older people builds on the outputs produced during the workshop with the 
application partners, in order to collect feedback and new insights.   
The results of the two kinds of workshop are then integrated to guide the design of the project 
solutions (see section 5). 
The co-creation plan and toolkit included the following sequence of activities and materials. 
 

1) Presentation of the project 
At the beginning of the workshop, the partner’s team presents the project objectives, briefly describes 
the three Service Delivery Models and introduces the objectives and activities of the workshop.  The 
output of this activity is the collection of possible comments by the participants about the project 
vision and goals, based on the benefit that the project can offer to them. 
 

2) Exploration of the technologies 
As for the workshop with the application partners, the technologies provided by BeauCoup partners 
(Figure 1) are explored by the participants to understand how the technologies work and the kinds of 
content they can deliver. Based on the characteristics of the participants, the team may need to select 
only some technologies to demonstrate. To collect the opinions of the participants, we use sticky notes 
and posters to understand what the participants like, dislike and wish (Figure 2). 
The output of this activity is a collection of ideas and suggestions to improve the technologies for a 
better user experience, to be combined with the comments provided by the application partners. 
 

3) Discussion of the scenarios 
This activity aims to present and discuss the scenarios created by the application partners during the 
previous workshop. The guiding questions for this activity are the following. 

- Are the scenarios appropriate to the needs and preferences of the participants? 
- Would the participants like to experience the scenarios in real life? 
- Are the scenarios useful to break the barriers and make the cultural heritage more accessible 

and inclusive? 
The output of this activity includes participants’ feedback and new ideas to improve the scenarios. 
Indeed, the project solutions should be a “meeting point” between the goals of the application 
partners, and the needs, preferences and wants of the older people. Thus, the older participants are 
involved to debate and possibly improve the ideas proposed in collaboration with the application 
partners. 
 

4) Design of the multisensory experience  
The starting point is the scenarios created by the application partners in the previous workshop. The 
reason for adopting this approach is to avoid exposing older people to abstract thinking which is usually 
frustrating and difficult to carry out for them. Scenarios allow to set the scene where participants can 
more easily engage and contribute to the proposed activities. 
The main goal of this activity is to design the multisensory experience related to the cultural heritage, 
enabled by The Bag and The Box. To this end, each participant individually, or in small groups, select 
one scenario to work on and use the sensory cards to envisage an engaging and accessible way to 
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deliver the contents/artefacts. The sensory cards (Figure 6) are intended as prompt and inspirations to 
envisage diverse sensory stimulations. The cards provide some examples of material with various 
sensory properties (e.g., texture, smell, colours) acting as tangible stimuli to foster idea generation and 
free association (Smith 1998). The output of this activity is a set of ideas to design a multisensory, 
engaging and inclusive experience of the cultural heritage, as well as ideas on how The Bag and The 
Box can look like. 
 

 
Figure 6: examples of sensory card, with the Italian label 

8) Closing and questionnaire 
To conclude the workshop, the team briefly summarise the outputs and the participants are free to 
share their reflections about the outputs.  

Finally, the participants are invited to complete a brief questionnaire to evaluate the workshop 
activities (see Annex 2). 

3. Workshops with application partners 
The following sections report the activities and outputs of the workshops organised in Austria, Italy, 
Slovenia and Portugal, involving the application partners. 
 

3.1 Workshop with application partners in Austria 
The workshop took place on the 27th of June 2022 at the Kunsthistorisches Museum in Vienna, 
Austria. The workshop lasted for 3 hours. The workshop involved 7 participants with diverse roles as 
museum staff (Table 3), and 4 team members from project partners AIT Austrian Institute of 
Technology and Hilfsgemeinschaft. 
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The Kunsthistorisches Museum is the largest art museum in Austria and one of the most important 
museums worldwide. Its collection includes notable paintings, Greek and Roman antiquities, an 
important collection of coins and medallion. 
 

 
Table 3: List of participants (application partners) involved in the workshop in Austria 

No. Sex Role Museum 

01 Female Communication / PR / social media 
team member 

Kunsthistorisches Museum, Vienna, 
Austria 

02 Male Communication / PR / social media 
team member 

Kunsthistorisches Museum, Vienna, 
Austria 

03 Female Team leader – Guests & Services Kunsthistorisches Museum, Vienna, 
Austria 

04 Female Art historian, art mediator Kunsthistorisches Museum, Vienna, 
Austria 

05 Female Art historian Kunsthistorisches Museum, Vienna, 
Austria 

06 Male Member of the Guests & Services 
team 

Kunsthistorisches Museum, Vienna, 
Austria 

07 Male Art historian, database administrator Kunsthistorisches Museum, Vienna, 
Austria 

 

The activities were performed according to the co-creation framework described in section 2, but with 
the following adaptations. 

- For the Photo safari, the participants selected the cultural contents/artefacts also from the 
online Archive, as they wanted to showcase artworks which are not displayed often or 
currently in the museum. 

- Regarding the discussion of the Photo safari, some participants selected more than 5 items, 
and thus only a selection of items was presented and discussed. 

- The creation of the envisioning scenarios was not performed due to time constraints. 

 

3.1.2 Examples of contents/artefacts to promote 
The participants selected 22 cultural contents/artefacts from the collection of the Kunsthistorisches 
Museum in Vienna (Figures 7 – 28). The selection includes paintings and sculpture, as well as some 
bizarre and unconventional artifacts. It covers both well-known masterpieces and peculiar artefacts 
which are not exhibited in the museum. Thus, the goal in this case is to make the “invisible” collection 
accessible by the visitors. 
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  Figure 7: artefact n.1 selected by the participant in Austria 

 
Figure 8: artefact n.2 selected by the participant in Austria 
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Figure 9: artefact n.3 selected by the participant in Austria 

 
Figure 10: artefact n.4 selected by the participant in Austria 
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Figure 11: artefact n.5 selected by the participant in Austria 

 
Figure 12: artefact n.6 selected by the participant in Austria 
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Figure 13: artefact n.7 selected by the participant in Austria 

 
Figure 14: artefact n.8 selected by the participant in Austria 
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Figure 15: artefact n.9 selected by the participant in Austria 

 
Figure 16: artefact n.10 selected by the participant in Austria 

 
Figure 17: artefact n.11 selected by the participant in Austria 
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Figure 18: artefact n.12 selected by the participant in Austria 

 
Figure 19: artefact n.13 selected by the participant in Austria 
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Figure 20: artefact n.14 selected by the participant in Austria 

 
Figure 21: artefact n.15 selected by the participant in Austria 
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Figure 22: artefact n.16 selected by the participant in Austria 

 
Figure 23: artefact n.17 selected by the participant in Austria 
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Figure 24: artefact n.18 selected by the participant in Austria 

 
Figure 25: artefact n.19 selected by the participant in Austria 

 
Figure 26: artefact n.20 selected by the participant in Austria 



 
 
    
 
 

The BeauCoup project has received funding from AAL Joint Programme under grant agreement 
No AAL-2021-8-156-CP 

31 
 

 
Figure 27: artefact n.21 selected by the participant in Austria 

 
Figure 28: artefact n.22 selected by the participant in Austria 

 

3.1.3 Examples of collage 
The participants created 16 collages (Figures 29 – 44). They work only on a selection of the most 
relevant cultural contents/artefacts, compared to the corpus of items selected during the Photo safari. 
Moreover, in one case the participants decided to use the same artefact to create more than one 
collage, in order to explore different possibilities and SDMs (see Collage n.1, n.6, n.12). 
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The Saliera could be a tangible relief or a 
content to explore using the tablet of Feelif. 
The participants questioned if the tactile 
element of Feelif would be necessary for this 
and mentioned that maybe a simple audio 
description would be enough. Having both 
audio descriptions and a description in sign 
language would be nice, but for sign 
language they would prefer real people 
rather than an avatar if it is possible, since a 
lot of information is conveyed through facial 
expressions. 

 

Message behind this artwork (“Orpheus 
unter Tieren”) was to make nature 
experienceable, thus there is a strong focus 
on providing different sensations – hearing, 
smelling etc. The idea is to include a 360° 
video where you can turn around and feel 
like you’re in the middle of the painting. 
Adding audio as well as smells via fragrance 
diffuser could help conveying the feeling of 
nature.  
The smartphone could use augmented 
reality to show enhanced information. 

 

Challenge: the painting “Alte Frau” has a bit 
less “going on” than some of the other things 
that were discussed, thus mostly focused on 
seeing and hearing. It is difficult to see how 
this can be properly expressed, possibly by 
building a narration about the facial features 
(wrinkles based on age or worries?), having 
the woman narrate events of her life or 
similar. This requires to use: a) video and 
possibly projector so multiple people can 
share the experience; b) mobile phone and 
computer to show it on a display; c) audio, 
possibly enhanced with sign language. The 
narration should explain small details that 
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are difficult to see, and things like why she 
might be wearing a headscarf/fur. 

 

 

As mentioned before, the painting by 
Bruegel depicts some people playing games. 
The idea is to invite the elders to recognize 
games that they played in their youth, and 
use this to start sharing stories about it. 
During discussion, the participants thought 
about the possibility of recording the audio 
narrations of the seniors, so as to create a 
collection of stories that you can listen to. 

 

The painting by Rubens has a lot of details 
and layers, thus in a digital version it would 
be possible to zoom into details. Adding 
sound effects (e.g., water, birds) would also 
further enhance the experience, by utilizing 
sounds and music to convey contents. 
Making sure that the other layers aren’t lost, 
additional written text, audio-descriptions 
and sign language can be used to make it 
more accessible, e.g., by using a tablet 
similar to the Tactile Multimedia Guide. 
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Figure 34: Collage n.6 made by the participants in Austria 

In this case, the Saliera can be a tactile relief 
or a 3D-printed edible object as a small 
goodie you can pocket. Written text in a 
large font that elders can take with them 
into their room to read it there (since older 
people were assumed to prefer written text 
compared to digital content). 

 
Figure 35: Collage n.7 made by the participants in Austria 

The “bear as a hunter” can be a 3D printed 
replica that is coated with ambra-paste like 
the original object, to enable the original 
olfactory experience of the real art piece.  
Some participants expressed worries about 
a lack of control over the smell: their 
suggestion is to use a scratch card that 
releases smell once it was scratched open 
instead, to place control if/when they want 
to experience the smell back in the hands of 
the users. 
Furthermore, there were worries if small 
details may be too difficult to 3D-print 
without it becoming too delicate to handle. 

 

Regarding the Gemma Augustea, the idea is 
to use a tactile relief based on Tactile 
Multimedia Guide project, to combine both 
tactile and visual stimuli.  
The goal is making small details more easily 
visible, e.g., by using Optivid technology, 
could also be beneficial. 
Furthermore, in a video it could be 
attempted to restore the original colours, 
make small parts move (e.g., showing the 
flag being hoisted) to add a bit of emotion to 
it. 
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Figure 37: Collage n.9 made by the participants in Austria 

Idea to make this painting by the female 
master experienceable with smell, sound 
and taste, by adding grapes as a 
representation for wine tasting, goat cheese 
etc.; regarding smells they would add male 
sweat to make the painting experienceable 
as a whole. 
The narration would be pure audio without 
a screen, and would also discuss why there 
were so few female masters in this 
timeframe. 

 

To promote the painting of “Don Franciscus 
Gonzaga als Wickelkind”, audio-description 
and scratch card that releases a smell can be 
used, maybe even integrated in the picture: 
for example, different areas of the image 
with different smells. 

         
 



 
 
    
 
 

The BeauCoup project has received funding from AAL Joint Programme under grant agreement 
No AAL-2021-8-156-CP 

36 
 

 

The idea to promote the Miszellan – pars pro 
toto is to add multiple tokens and make 
them experienceable via touch.  
Additionally, we can experiment with 
auditory impressions of the scenes depicted 
on the tokens. 
We can also invent games where these 
tokens can be used (as a more experimental 
use case). 

 

Another idea related to the Saliera is to add 
a 3D-printed food item as a give-away. 
Something salty would be appropriate, or 
adding something like a bag of salt as a 
goodie. 
With projector, it was meant that there 
could be a T-Shirt that has a motive of the 
Saliera printed on it or something similar.  
The smartphone app could provide 
additional information in various languages, 
speech types and qualities (e.g., also in 
simple text), and potentially also show a film 
in sign language about it. 
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Figure 41: Collage n.13 made by the participants in Austria 

The “Devil in glass” could be represented in 
the shape of a sweet with a differently 
tasting core, or an (anti-alcoholic) cocktail.  
In this way, it would allow touching and 
tasting. 

 

The idea is to create 3D-replica of this 
“Stolpernder Putto”, or a 3D model to let the 
grandchildren print it. 

The goal is to provide the person with a 
tangible reminder that it is okay to trip and 
fail from time to time. It could then be placed 
on one’s desk, as one participant has done. 
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As in the case of the “Stolpernder Putto”, the 
Wicker jar can be a 3D printed replica or a 3D 
model to print. 
We can also experiment something to make 
it more interactive: e.g., design your own 
monster pearl and create a story. 

  

The selected object is just an example, the 
idea is to showcase multiple objects from 
multiple collections, with audio recordings 
(especially when many things are going on); 
would also add information about the 
circumstances behind the original, and 
maybe make the motive purchasable as a 
print if people like it. 

3.1.4 Examples of envisioning scenario 
Based on the ideas discussed with the participants, the team elaborated two main scenarios. 
 
Scenario 1 – The Bag 
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The target users are: a) elderly people who are able to visit nearby places to pick items up themselves; 
b) carers who can pick things up for other elders – bringing the bag into the elders’ homes; c) visitors 
of the museum who would be interested in bringing home a keepsake from their trip - customers.  
The contents to provide include small sculptures, coins or similar artefacts that could be represented 
as a 3D-printed (and possibly edible) artifact, like the “Devil in Glass”, “Saliera”, “Stumbling Putto” or 
the coin-like pars pro toto. In addition to these artefacts, the audio-recordings serve to provide context 
information and explanations about the artefacts. Providing an easy way to access additional 
information via smartphone app could further improve the experience. 
At the museum shop or partner locations, customers can buy bags of goodies that they can bring back 
home, filled with goodies like food items, 3D-printed objects, T-shirts or similar related to art objects. 
Additional information about these artifacts is provided in a multimodal way (using text and audio files, 
for example) to provide required context information and raise interest in the artifacts, possibly 
augmented further using a smartphone app. The bag’s contents would change regularly.  
If items that are only meant to be rented out are also included in the bag, customers could exchange 
their old bag (excluding any items meant to be consumed / kept) for a new one with new contents (at 
a lower rate). The bag could also be promoted as a perk for getting an annual ticket to the museum. 
 
Scenario 2 – The Box 
The target users are elderly people living in nursing homes, and the staff of the nursing home setup 
and mediate the experience.  
The cultural artefacts include representations of paintings (e.g., Bacchanal), low-relief engraved gems 
(e.g., Gemma Augustea), and coins/tokens (e.g., pars pro toto). These artefacts are explored through 
the use of tactile reliefs, Optivid and audio descriptions. 
The experience takes place at the nursing home. A box would be delivered which includes a tactile 
relief, to combine both tactile and visual stimuli.  An additional audio narration (also shown in video or 
text form on screen) would allow users to explore the artifact and get more detailed information. 
Visually, the image could also allow for options to e.g., restore the original colours of the artifact, or 
make certain parts move (e.g. showing a flag being hoisted) to add more emotion to it. Optivid 
technology could be combined with the visual representation of the artifact in order to make small 
details more easily visible and to allow for personalising the visualisation to optimally support the 
users’ eyesight.  
 

3.2 Workshop with application partners in Italy 
The workshop was organised on the 9th of June 2022 at the Museo della Mezzadria (Sharecropping 
Museum) in Buonconvento, Italy. The workshop lasted for 3 hours. 
The workshop involved 7 people working at Museo della Mezzadria (Sharecropping Museum) and at 
Museo d’Arte Sacra (Museum of Sacred Art) (Table 4), and 5 team members from the project partners 
University of Siena and Fondazione Musei Senesi. 
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The Museo della Mezzadria Senese (Sharecropping Museum) of Buonconvento is located in the 
evocative setting of a 17th-century granary.  It pulls the visitors inside the rural world of agriculture 
that characterized the society and countryside of Tuscan until as recently as the 1970s. The museum 
recreates slices of the life and work of the peasant farmers through period photographs, original 
objects, literary quotations, music, films, and archival documents. 
 
The Museo d’Arte Sacra (Museum of Sacred Art) of Buonconvento, located in Palazzo Ricci Socini, 
houses a collection of precious sacred works of art (paintings, sculptures, goldwork and fabrics) 
coming from the territory of the Val d’Arbia, an outstanding testament to the culture of fine 
figurative work created by leading Sienese masters from the 13th to the 19th century. 

 

Table 4: List of participants (application partners) involved in the workshop in Italy 

No. Sex Role Museum 

01 Female Art historian Fondazione Musei Senesi, Siena, Italy 

02 Female Team leader Museo di Arte Sacra, Buonconvento, Italy 

03 Female Communication / Public 
Relations / Events Museo di Arte Sacra, Buonconvento, Italy 

04 Female Public Relations / Events Museo di Arte Sacra, Buonconvento, Italy 

05 Female Team Leader Museo della Mezzadria, Buonconvento, 
Italy 

06 Female Public Relations / Events Museo della Mezzadria, Buonconvento, 
Italy 

07 Female Art historian  Museo della Mezzadria, Buonconvento, 
Italy 

 
The activities were performed according to the co-creation framework described in the section 2, but 
some adjustments were made. 

- The discussion of the Photo safari was shortened: each participant took a few minutes to select 
only one picture from the contents/artefacts selected during the Photo safari and explained 
the reasons for the choice. Then, all participants together selected three additional 
contents/artefacts, in order to have a total of 10 selected items. 

- The creation of the envisioning scenarios was adjusted because the participants found 
difficulties in defining the complete scenarios based on their ideas. Thus, the activity includes 
a discussion with all the participants to imagine stories focused only on three scenarios. During 
the discussion, a member of the team took notes to complete the scenario cards. The other 
scenarios were defined by the team and discussed with Fondazione Musei Senesi. 

- Compared to the expected plan, the evaluation of the technologies was not performed 
because there was no time left and the participants were tired. The technologies were 
demonstrated and the team collected participants’ comments during the demonstration. 
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Figure 45: the participants write notes to discuss the Photo safari during the workshop in Italy 
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Figure 46: a participant touches the relief during the workshop in Italy 

 
Figure 47: the participants explore the demo of “The Hunter’s funeral” using Feelif tactile tablet during the workshop in 

Italy 

 

3.2.2 Examples of contents/artefacts to promote 
The cultural artefacts/ contents selected by the participants range from objects related to the ancient 
practices and traditions of the agrarian countryside (e.g., the cart, the bed warmer), to pieces of art in 
the form of paintings of Sacred Art (Figures 48 – 57). They were selected among the museum 
collections because of their intrinsic artistic value (e.g., the painting by Duccio di Buoninsegna), or 
because they have the potential to evoke an imaginary, to preserve and transmit the intangible 
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heritage related to cultural traditions, to stimulate the reflection by the visitors on cultural and socio-
economic aspects of the society. 

During the discussion of the Photo safari, the participants pointed out the  possibility to exploit: a) the 
original artefacts or their representations in different forms such as photographs and tangible replicas; 
b) the interpretations, traditions and stories related to the artefacts to communicate the (artistic, 
cultural, social) value of the heritage; c) connections among different artefacts both within the 
museum collection and within a network of different museums. 

 
Figure 48: artefact n.1 selected by the participant in Italy 

 
Figure 49: artefact n.2 selected by the participant in Italy 
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Figure 50: artefact n.3 selected by the participant in Italy 

 
Figure 51: artefact n.4 selected by the participant in Italy 

 
Figure 52: artefact n.5 selected by the participant in Italy 
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Figure 53: artefact n.6 selected by the participant in Italy 

 
Figure 54: artefact n.7 selected by the participant in Italy 

 
Figure 55: artefact n.8 selected by the participants in Italy 
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Figure 56: artefact n.9 selected by the participants in Italy 

 
Figure 57: artefact n.10 selected by the participants in Italy 

 

3.2.3 Examples of collage 
The combinations of artefacts and cards are shown below (Figures 58 – 69). In some cases, the 
participants envisaged different modes of interaction to experience the same cultural 
content/artefact (see Figures 58 and 69, Figures 59 and 68). 
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Figure 58: Collage n.1 made by the participants in Italy 

 
Figure 59: Collage n.2 made by the participants in Italy 
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Figure 60: Collage n.3 made by the participants in Italy 

 
Figure 61: Collage n.4 made by the participants in Italy 
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Figure 62: Collage n.5 made by the participants in Italy 

 
Figure 63: Collage n.6 made by the participants in Italy 
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Figure 64: Collage n.7 made by the participants in Italy 

 
Figure 65: Collage n.8 made by the participants in Italy 
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Figure 66: Collage n.9 made by the participants in Italy 

 
Figure 67: Collage n.10 made by the participants in Italy 
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Figure 68: Collage n.11 made by the participants in Italy 

 
Figure 69: Collage n.12 made by the participants in Italy 

 

3.2.4 Examples of envisioning scenarios 
 
Scenario n.1 The Screen – Virtual exhibition 
The Screen is a virtual exhibition that connects some artworks from different museums’ collections, 
around a common theme. The virtual exhibition can be experienced remotely, and the user can 
select the tools based on their needs: indeed, the exhibition provides specific tools to address the 
needs of deaf people and blind people. 
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For deaf people 
The visitor is at home. Using the tablet or the notebook, the visitor discovers the virtual exhibition 
dedicated to the paintings of the Renaissance.  The gallery of the exhibition shows a series of paintings 
to explore, and the first painting to explore is the “Madonna col Bambino” (Madonna with Child) by 
Matteo di Giovanni. The visitor contemplates the high-quality image of the painting, noticing all its 
details. The exhibition invites the visitor to explore the other paintings and reflect about possible 
similarities and differences.  
To better understand the value of the artworks, s/he can choose among two tools: a video with an 
avatar explaining the artworks in sign language; the LookApp system that supports him/her in reading 
the textual description of the artworks thanks to the use of pop-up videos to explain some technical 
words and concepts in sign language. 
In this way, the visitor can appreciate the value of the different artworks, and s/he is stimulated to visit 
some collections included in the virtual exhibition, to discover the other artworks of the collections. 
For blind people 
The visitor is at home and using the Feelif tablet s/he can discover the virtual exhibition. S/he navigates 
the virtual map of the exhibition, where the different paintings are located. By clicking on an area of 
the map (as a point of interest), the visitor discovers the paining “Madonna col Bambino” (Madonna 
with Child) by Matteo di Giovanni: while touching the image, s/he listens at the audio narration that 
serves as a guide for the exploration and reflection. 
By exploring the other areas of the map, and so the other paintings included in the virtual exhibition, 
the visitor can understand the different styles of the Renaissance paintings. 
  
 Scenario n.2 The Screen – Remote guided tour 
The visitors are older people who are temporary hospitalised. They often experience loneliness and 
sadness, and they are worried about their health. One day, the hospital staff invites the patients to 
join a recreational activity organised in collaboration with the Museum of Sacred Art in Buonconvento 
(Italy). 
Using the tablet in bed, the patient connects to the remote tour of the museum, meeting the museum 
educator and the other remote visitors. The visit starts from the internal staircase of the museum, 
where the visitors can admire the frescos decorating the walls and the ceiling. The museum educator 
attracts their attention on some details: for example, the garlands with the elements of the four 
seasons. The participants start a discussion to share their memories and reflections about the 
ceremonies, rituals and local traditions related to the seasons. 
At the end of the tour, the visitor feels a little better: s/he spent a couple of hours learning new things, 
admiring the beauty of the artworks, and meeting people from all over the Country. 
  
Scenario n.3 The Bag – Tactile postcards 
This scenario is tailored on the needs of blind and visually impaired people for having accessible 
souvenirs of the museums. 
At the end of the museum visit, the visitor decides to buy a souvenir to bring home as a memento of 
the experience, together with something to share with his/her relatives. The museum offers two 
solutions: the tactile postcards, made of resin or wood, representing some artefacts of the museum 
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collection; the Feelif tablet to create a personalised tactile interactive postcard to share with others. 
In the latter case, the visitor uses the Feelif tablet to select a picture (representing one artefact of the 
museum collection) or to draw a picture, to record a voice message attached to the picture, and to 
send the postcard via email to the recipient.  
If the recipient is blind or visually impaired, s/he can discover the postcard using the Feelif tablet. 
Otherwise, the postcard appears as an image with a voice message. 
  
Scenario n.4 The Bag – Travelling backpack 
The museum educator brings a transparent backpack containing a relief of the paining “Ecce Homo” 
by Rutilio Manetti. The educator walks in the suburbs, in the small villages and stops in the squares 
where the people usually meet, or the people approach the educator because they are curious to see 
what the backpack exhibits. 
The educator shows the relief and explains that it is a reproduction of a painting exhibited at the 
Museum of Sacred Art in Buonconvento (Italy). The people touch the relief while the educator guides 
them in the exploration. The people take time to talk and share the imaginaries and reflections inspired 
by the painting. They are curious to visit the museum and see the other pieces of the collection. 
  
Scenario n.5 The Bag – Creative toolkit for new pieces of art 
The Bag is a set of “ingredients” to inspire the creation of new pieces of art and performances.  
The “ingredients” are selected and collected by the seniors in nursing homes: they select some 
artefacts from the museum collection, some personal objects (e.g., photographs, traditional clothes, 
food, fragrances, everyday objects), audio/video recorded stories of cultural traditions and personal 
memories. Such materials are used by young artists who creates new pieces of art or performances 
inspired by the ingredients provided. Once created, the artworks are included in temporary exhibition 
in museums, schools, nursing homes, cultural events, and meeting place of the local communities. 
 
Scenario n.6 The Box – Laboratory of storytelling 
The seniors of the day-care centre are invited to join a creative activity to explore the heritage based 
on personal memories, multisensory stimulations and storytelling. The museum educator provides the 
participants with some materials to use as inspirations: for example, pictures and replicas of some 
artefacts of the collection of the museums, the Tactile Multimedia Guide, recording of sounds and 
traditional chants, documentaries to show with the OptiVid system, textile fabrics and fragrances. 
Inspired by these materials, the participants rediscover cultural traditions, chants, historical events, 
and personal memories. The stories are video/audio recorded by the museum educator, to be included 
in the collection of the museum. 
  

3.3 Workshop with application partners in Slovenia 
The workshop took plane on the 6th of June 2022 in Gorenjska Museum (Gorenjski Muzej), in Kranj, 
Slovenia. The workshop lasted for 8 hours. 
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This was the first workshop and it represented a pilot to test the plan and the toolkit, in order to better 
organise the workshops in the other Countries. Indeed, the consortium discussed this workshop based 
on the feedback by Feelif, to identify possible ways to adjust the co-creation plan and toolkit.  
The workshop involved 5 participants from the Gorenjska Museum (Table 5), and 3 team members 
from Feelif. 

  
The Gorenjska Museum (Gorenjski Muzej) is the central regional institution for the protection of 
movable heritage in the Gorenjska region. We build our mission based of key collections: 
Archeology, Ethnology, Folk art department, The ancient history, The Art history, Cultural History, 
Recent history, Photography department, department of artistic creativity of Gorenjska and the 
Prešereniana. The mission of the museum is to contribute to the culture, science, education, 
tourism, and leisure activities, by partnering with different stakeholders throughout the region to 
co-create sustainable development in the region.  
 

 
Table 5: List of participants (application partners) involved in the workshop in Slovenia 

No. Sex Role Museum 

01 
Female 

Master of History, Head of the Special 
Library 

  

Gorenjska Museum, Kranj, 
Slovenia 

02 
Female 

University graduate historian and journalist, 
curator 

  

Gorenjska Museum, Kranj, 
Slovenia 

03 
Female 

Andragogue - pedagogue, professional 
associate - curator 

  

Gorenjska Museum, Kranj, 
Slovenia 

04 Female Highly qualified historian, documentalist 
  

Gorenjska Museum, Kranj, 
Slovenia 

05 Female Doctor of science, ethnologist, curator Gorenjska Museum, Kranj, 
Slovenia 

 
The workshop was performed according to the co-creation framwork described in the section 2. 
Serving as pilot test to evaluate the co-creation plan and toolkit, this workshop pointed out the 
following issues and adjustments. 

- With the Photo safari, the team collected 25 items that turned out to be too many: indeed, 
the presentation and discussion of each item took too long. Thus, the team suggested limiting 
the number of contents/artefacts to work on up to 10.  

- The creation of the envisioning scenarios was challenging and the participants preferred to 
take time to elaborate the scenarios and send them back to the team in the following days.  

 

3.3.2 Examples of contents/artefacts to promote 
The cultural contents/artefacts selected by the participants during the Photo safari are listed below 
(Figures 70 – 80). Some contents/artefacts were selected by more than one participant. 
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The general criteria for choosing the items were that they had a significant historical or cultural 
meaning for the local community. Sometimes the object itself is something special and it deviates from 
the usual, like a disappearing craft or tradition.  
The participants also wanted to introduce the elderly to the lives of people in the past and their 
professionalism. Some objects were chosen to evoke emotions and memories in the elders and 
encourage them to start talking about their youth. 
 
 

 
Figure 70: artefact n.1 selected by the participants in Slovenia 

 

 
Figure 71: artefact n.2 selected by the participants in Slovenia 
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Figure 72: artefact n.3 selected by the participants in Slovenia 

 
Figure 73: artefact n.4 selected by the participants in Slovenia 
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Figure 74: artefact n.5 selected by the participants in Slovenia 

 
Figure 75: artefact n.6 selected by the participants in Slovenia 

 
Figure 76: artefact n.7 selected by the participants in Slovenia 
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Figure 77: artefact n.8 selected by the participants in Slovenia 

 
Figure 78: artefact n.9 selected by the participants in Slovenia 

 
Figure 79: artefact n.10 selected by the participants in Slovenia 
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3.3.3 Examples of collage 
The following figures show the 10 combinations of contents/artefacts and cards made by the 
participants (Figures 81 – 90). They are focused on the most relevant cultural contents/artefacts 
presented in the previous paragraph. 
 

 
Figure 80: Collage n.1 made by the participants in Slovenia 

 

 
Figure 81: Collage n.2 made by the participants in Slovenia 
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Figure 82: Collage n.3 made by the participants in Slovenia 

 
Figure 83: Collage n.4 made by the participants in Slovenia 
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Figure 84: Collage n.5 made by the participants in Slovenia 

 

 
Figure 85: Collage n.6 made by the participants in Slovenia 
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Figure 86: Collage n.7 made by the participants in Slovenia 

 

 
Figure 87: Collage n.8 made by the participants in Slovenia 
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Figure 88: Collage n.9 made by the participants in Slovenia 

 
Figure 89: Collage n.10 made by the participants in Slovenia 

 

The participants produced other combinations of cultural items and cards, but they were considered 
as less relevant and they were excluded from the elaboration of the envisioning scenarios. 
 

3.3.4. Examples of envisioning scenario 
Scenario n. 1 – The Bag - Catalog of the exhibition Mandolina, zvezde in Bled “Mandolin, stars and 
Bled” 
Husband and wife loved to go to museums, but now that they no longer have a car, find it difficult to 
get there due to the remoteness. The solution is for the family to bring them a bag that includes, among 
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other things, the Catalog of the exhibition Mandolina zvezda in Bled, which is accompanied by Feelif 
with music by Slovenska popevka and a list of songs. They can listen to music while browsing the 
original catalog. A wider variety of songs can be found on YouTube with the help of a list.  
Because they can't see well, they use the OptiVid system. Simple diagram of dance, which is also 
included, helps them dance to the music.  
Feelif also has a Feelif Piano app to learn a simple and well-known melody. They are helped by a 
recording of the song, with notes spoken out loud and visible on the keys of Feelif Piano app. 
 
Scenario n. 2 – The Bag - Landscape photography of Carinthia region 
A volunteer brings the bag home to the elderly. Together they inspect all the items and find an artistic 
photograph of the landscape. The volunteer that knows how to use Feelif device, helps the elder feel 
the photography. The app reveals additional information about the author and the photography.  
A disposable camera with instructions to take 5 photos in the next seven days is also included in the 
bag. The content of the photographs can be arbitrary, but it must be important for the author. The 
emphasis is on making photography as artistic as possible. The volunteer helps with understanding 
how the camera works and together they take some test pictures.  
If the elderly person is blind, they can use the Feelif Camera application, which allows blind people to 
take photos and then feel the photos they have taken.  
The elder returns the disposable camera to the museum, where the images are printed. The museum 
can also organize a competition for the best photograph, an exhibition, or organize a debate club about 
why this photograph was taken and what different things mean to us. The blind user, with the help of 
a volunteer that collects the bags, sends digital photos to the museum via Feelif tablet. 
 
Scenario n. 3 – The Bag - Bronze hand pendant 
A volunteer and the elderly receive the bag to their home. Together they inspect all the items and find 
a bronze hand pendant replica. The bag contains a written text to learn more about old beliefs and 
grave offerings.  
Blind users that have Feelif at their disposal, can touch the picture of the hand, and hear the audio 
narration.  
In addition to the hand pendant replica, the bag also comes with accessories to assemble a personal 
amulet and keep it. These include wires, beads, design tools, and manufacturing instructions. The 
instructions are presented as an audio recording that you can play repeatedly.  
Feelif also has an inclusive memory game, on the theme of old beliefs and amulets. 
  
Scenario n. 4 – The Bag - Melted bullets 
The museum educators bring a box of objects from the museum to the nursing home. Residents of the 
nursing home are invited to the event, which is also attended by a museum pedagogue and 2 
volunteers. Among the objects, there are also melted and the whole bullets. Residents can feel the 
difference between them. They can read about the course of the Isonzo Front in the vicinity of Bohinj 
and the life of a soldier and his ingenuity when he tried to survive - e.g., he recycled a can and made a 
tea strainer. They can hear sounds from the war, the audio description and they can also smell the 
gunpowder.  
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Through the pictures, we draw their attention to the consequences of the war on the natural 
environment, seeing the pollution of the soil, the transformed nature due to the shelling and the 
digging of ditches and caverns. 
 
Scenario n. 5 - The Box - Postcard 
A box of objects is brought from the museum to the nursing home. Residents of the nursing home are 
invited to the event, which is also attended by a museum pedagogue and 2 volunteers. 
The box contains old postcards from various places. Blind and visually impaired people can touch the 
postcards and explore the contents on the Feelif device. The educator encourages the residents to 
share their travel memories and what impressed them the most. The dialogue emphasizes the purpose 
of communication and how communication has changed over time, as postcards have almost become 
extinct. The importance of the mail today in relation to the past can also be highlighted.  
In the end, the residents are given blank postcards on which they can draw or write their most beautiful 
memory and share it with others. Blind visitors can draw the image using the Feelif Draw application 
and send it through e-mail in .png format.  
Created postcards are then sent to the museum or to their loved ones. The museum can place the 
received postcards on display. 
  
Scenario n. 6 - The Box - Small bread 
A box of objects is brought from the museum to the nursing home. Residents of the nursing home are 
invited to the event, which is also attended by a museum pedagogue and 2 volunteers.   
In the box, there is a replica of a wooden model used to bake honey bread for various occasions, and 
some honey breads. Residents can look at or touch the model as well as smell and taste the bread, 
while the educator plays a video about the origin of the small bread. The video is also accompanied by 
an avatar for the deaf people.  
On the Feelif tablet, all residents can see different pictures of the models. 
  
Scenario n. 7 - The Box - Bobbin tape lace 
A box of objects is brought from the museum to the nursing home. Residents of the nursing home are 
invited to the event, which is also attended by a museum pedagogue and 2 volunteers. 
The box contains various original lace napkins and a bobbin-making accessory with a partially made 
lace napkin on a paper base (pillow with basket, bobbin lace, pins). Residents can try and do a few lines 
with the help of a person who knows how to knit. Meanwhile, the educator tells them about the lace 
tradition, the importance of different schools, and the importance of manual skills, which are slowly 
becoming extinct.  
Those residents who can't or don't want to bobbin can get distracted by assembling puzzles with a lace 
motif during this time, or play a multi-sensory memory game on Feelif, which is also accessible to the 
blind and visually impaired, on the topic of bobbin lace.  
It is important to encourage cooperation between those present and for residents to start talking 
about their memories. 
 
Scenario n. 8 - The Box - Sheaves of dyed horse tail hair for weaving sieves, Stražišče near Kranj 
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A box of objects is brought from the museum to the nursing home. Residents of the nursing home are 
invited to the event, which is also attended by a museum pedagogue and 2 volunteers. 
The box contains a sieve and horsehair. While the residents feel the grain and the sieve, the educator 
explains how they made the sieves. The educator explains to them how two different crafts and two 
different regions came together. With the help of the map of the two regions, uploaded on Feelif, 
residents can check how far the regions are from each other and how significant the integration has 
been.  
There is also a manual where the user can learn more about the production of sieves, the 
manufacturing process, and the craftsmen who made the sieves. In the video, they can also see the 
testimonies of people who still know how to weave sieves. The video can be inspected with OptiVid 
app. 
 
Scenario n. 9 - The Box - Transport box 
They bring a box of objects from the museum to the nursing home. Residents of the nursing home are 
invited to the event, which is also attended by a museum pedagogue and 2 volunteers.  
Among the items, there is also a replica of a transport box for bees. While watching the box, they are 
listening to a recording of the description. When the box is opened, the sound player connected to the 
sensor starts to play the buzzing of bees.  
On Feelif tablet, they can see a map of locations where bees were sent by Mr Jan Strgar. By pressing a 
certain key on Feelif they can hear anecdotes related to Mr Jan Strgar and can feel components of the 
transport box. 
 
Scenario n. 10 - The Screen - Exhibition of documents and objects on percussion work in Slovenia in 
the first decade after the Second World War. Slovenci, slovenke, takoj na delo za obnovo domovine! » 
Slovenians, immediately go to work to restore the homeland! « 
An elderly person who can no longer cope with the effort of walking around the exhibition decides to 
attend a guided tour of the exhibition at distance. When he registers for the event, he receives e-mails 
with music from this period, the contents of the letters in an audio file, and an interactive multi-sensory 
floor plan of the exhibition route, which he accesses via the application. The app tells him some 
important information, so he knows what to expect from the event. Before the event, he can get 
acquainted with certain stations and see pictures of awards, percussion badges, and works of art. He 
can also listen to letters read in the first person singular to make everything more personalized. The 
attachment also includes a video document, which he can view using the OptiVid application. You can 
also view a list of publications and locations where you can borrow them. 
The event itself is actively monitored and cooperates with questions that arose during the visit or even 
before he became aware of the event. The guide himself, who leads a small group around the 
exhibition, explains the socio-political situation at the time, the striking work and lesser-known events. 
It encourages thinking about values and human rights. 
In memory, after the event, he receives a badge in the mail. 
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3.4 Workshop with application partners in Portugal 
The workshop took place on the 21st of June 2022 at the Museu de São Roque, in Lisbon, Portugal. 
The workshop lasted for 3 hours. 
The workshop involved 5 participants, 4 of them SCM workers, two from the Museum of São Roque 
and the other 2 from day centres of the institution, and an external specialist in cultural heritage, 
curatoy and mediation  (Table 6). 
 

 
The Museu de São Roque is open to the public since 1905, it is located in an ancient Jesuit professed 
house adjoining the Church of São Roque, an important monument in Lisbon from the 16th century. 
Its interior shows a great and rich variety of artworks, namely azulejos, (coloured tiles), paintings, 
sculptures, inlaid marbles, gilt woodworks, reliquaries.  
 

 

Table 6: List of participants (application partners) involved in the workshop in Portugal 

No. Sex Role Museum 

01 Male Graduated in Tourism, post graduated in 
Tour guiding, Museum mediator. 

Museu de São Roque, Lisbon, 
Portugal 

02 Male Phd in History and Geography,  
post-doctoral studies in heritage and 
material culture, works in a museum. 

Museu de São Roque, Lisbon, 
Portugal 

03 Male PHd in History, Professor at the university, 
curator, specialist in history of mentalities, 
ideas and modern social practices. 

Museu de São Roque, Lisbon, 
Portugal 

04 Male Sociocultural animator, works at a Day-Care 
Center for Elderly People 

Museu de São Roque, Lisbon, 
Portugal 

05 Female Sociocultural animator, works with eldery 
people from day care centers. 

Museu de São Roque, Lisbon, 
Portugal 

 

The plan of the workshop was adjusted considering the context and the time available for the 
workshop. The activities were performed in the following sequence. 

1) Presentation of the project 
2) Presentation of the participants 
3) Informed consent 
4) Exploration of the technologies 
5) Photo safari 
6) Collage 
7) Discussion and closing 

The workshop began with the demonstration of technologies to the participants, during which the 
participants explored the technologies and discuss about its potential. After, the participants were 
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invited to join the Photo safari in the museum, where each one took photographs of two artefacts that 
they considered most interesting and appropriate for working with older people.  
Then, the collage of cultural content/artefacts with the various technologies and meanings began, as 
well as the creation of future scenarios, adapted to the context of day centers and residential 
structures for the elderly.  
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Figure 90: introducing the technologies to the participants during the workshop in Portugal 

 
Figure 91: participants during the Photo-safari in the museum during the workshop in Portugal 
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Figure 92: collage of the artefacts, senses, and technologies during the workshop in Portugal 

 

3.4.2 Examples of contents/artefacts to promote 
The participants collected a total of 8 artefacts from the museum (Figures 94 – 101). They were chosen 
for their historical significance, the multiplicity of interpretations they allow and the potential they 
hold to evoke memories and feelings to older people, thus providing a good museum experience.  

In the selection of the pieces was taken in account their inner potential to present European cultural 
heritage in an easily comprehensible and attractive way and a vastly integrated approach on European 
Medieval and Modern culture. Technology will enable to bring artistic production located hundreds of 
kilometres away close to the user, and reveal how much, for instance, Portuguese, Austrian or Italian 
artistic production – and culture – have in common.  
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Figure 93: artefact n.1 selected by the participants in Portugal 
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Figure 94: artefact n.2 selected by the participants in Portugal 

 
Figure 95: artefact n.3 selected by the participants in Portugal 

 
Figure 96: artefact n.4 selected by the participants in Portugal 
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Figure 97: artefact n.5 selected by the participants in Portugal 

 
Figure 98: artefact n.6 selected by the participants in Portugal 
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Figure 100: artefact n.7 selected by the participants in Portugal 
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Figure 101: artefact n.8 selected by the participants in Portugal 

3.4.3 Examples of collage 
For each selected cultural contents/artefacts, the participants made a collage with the five senses and 
some technologies available (Figures 102 – 109).  
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Figure 99: Collage n.1 made by the participants in Portugal 
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Figure 100: Collage n.2 made by the participants in Portugal 

 

Figure 101: Collage n.3 made by the participants in Portugal 
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Figure 102: Collage n.4 made by the participants in Portugal 

 
Figure 103: Collage n.5 made by the participants in Portugal 
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Figure 104: Collage n.6 made by the participants in Portugal 

 
Figure 105: Collage n.7 made by the participants in Portugal 
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Figure 106: Collage n.8 made by the participants in Portugal 

 

3.4.4 Examples of envisioning scenario 
 
Scenario n.1 The Bag – Sculpture of Saint Anthony 
The professionals of day-care centre organize an activity, after the older people arrive to the centre in 
the morning. The elders will get to know the history of Saint Anthony, it´s cult and iconography, 
through a 3D replica of the saint. During this activity, older people will feel the texture of wood, the 
sound of the steps and the smell of basil that recall Santo Antonio's festivities. The participants will 
also share stories of their personal lives regarding the Lisbon festivities in honour of this saint or other 
traditional festivities, religious or not, they experienced. 
 
Scenario n. 2 The Screen – Sculptures of Saint Ignatius of Loyola and Saint Francis Xavier 
The professionals in the retirement homes will act as facilitators for older people who suffer from 
disability and no longer have the possibility to visit museums. That way, using technologies such as the 
Feelif tablet, recurring to explanatory videos and their pairing with sounds and smells, such as sea salt, 
older people gain knowledge about these figures, their voyages and contacts with other cultures, 
American and oriental cultures by that time, naval technology in the modern age. It's a way of travelling 
without leaving the place where people are.    
 
Scenario n.3 The Bag- Painting of Our Lady of Mercy 
The sociocultural animator brings to the day-care centre a bag with the tactile relief of the painting of 
Our Lady of Mercy. The older people, in small groups, can touch the relief and interact with the painting 
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while they hear evocative sounds. Together, they explore the details in the painting and discuss the 
possible hidden meanings of it. This way, older people get familiar with an art piece in a very close way. 
 
Scenario n.4 The Bag - Cross with relics of Saints 
The older people visit the museum and decide to take a bag with a 3D replica of the cross with relics 
of Saints. They can also pair the experience with explanatory videos of the figures, stories and places 
that the cross evokes.  
 
Scenario n.5 The Screen - Lava-pés (foot wash basin) 
Sociocultural animators that work in day-care centres make available technological solutions to show 
older people the piece, its characteristics, history and stories around it. Since the Lava-pés is an artefact 
with multiple uses and meanings besides its original religious function of washing the feet, the group 
discusses about the various purposes of the item and reflects on their life memories.  
 
Scenario n.6 The Bag - Roca figures 
The older people visit the museum and decide to better explore the story of the artefacts and for that 
they take a bag to the day-care centre. The bag has the 3D replica of a roca figure as well as the Feelif 
tablet with pictures and the story behind these artefacts. Fabrics, garments, wigs and other artefacts 
can be used to help visualize the use of these images. Also smells like incense and the sound of chants 
and bells referring to traditional processions can be used. 
 
Scenario n.7 The Bag – Model of the Chapel of São João Baptista 
A 3D replica of this model, combined with samples of materials such as pieces of rocks, metals, and 
tesseras, evokes the Chapel of Saint John the Baptist represented on this model.  
 
Scenario n.8 The Bag - Painting of the Virgin and the Holy Martyrs 
Older people from day-care centre ask their sociocultural animator to bring a bag related to the 
painting of The Virgin and the Holy Martyrs. The bag contains 3D replicas of personal accessories of 
the saints. These objects can promote the creation of stories about them. When paired with elements 
of texture and sound, older people connect to the stories of the represented saints. 
 

4. Workshop with older people 
After the workshops with application partners were done, the outcomes were elaborated more with 
the older adults. 
The following sections report the findings from the workshops with older people performed in Austria, 
Italy, Slovenia, Portugal and Switzerland. As mentioned before, the older participants worked on the 
ideas and scenarios proposed by the application partners, to provide their opinions about the design 
alternatives as well as to provide new insights to better meet their needs and preferences. 
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4.1 Workshop with older people organised in Austria 
The Austrian Institute of Technology in collaboration with Hilfsgemeinschaft organised the co-creation 
workshop on the 4th of July 2022 at Hilfsgemeinschaft in Vienna, Austria. 
The workshop lasted for 3 hours, and it involved 7 senior participants (Table 7) and 4 team members. 
The participants have different background and professions. They use smartphones every day, while 
the computer is used less frequently. They are frequent visitors of museums, galleries and other 
cultural sites, even if some of them consider the ticket price too expensive. The main need expressed 
by the participants to better access the cultural heritage is related to the use audio description and 
narrations, large easily readable texts, support to reach the museum location and navigate indoor and 
outdoor spaces. 

 

Table 7: List of senior participants involved in the workshop in Austria 

No. Sex Age 

01 Female 67 

02 Male 72 

03 Female 62 

04 Female 65 

05 Male 69 

06 Female 70 

07 Female 65 

 
The workshop was performed according to the common framework described in the section 2, but the 
design of the multisensory experience was based on the collage instead of the scenarios. 
 

4.1.1 Ideas for the design of the multisensory experience 
The discussion with the participants pointed out relevant issues and interesting suggestions to guide 
the design of the SDMs and the cultural experience.  
When presenting the technologies of BeauCoup, the participants discussed multiple challenges that 
are specific to people with disabilities (e.g., a person with a very strong visual impairment moving so 
close to an artwork that the alarm goes off), and how some of these technologies could avoid such 
problems.  
Some participants described that the social aspect of museum visits was very important for them. Visits 
to museums were mentioned being done with friends, family members or groups, and one participant 
in particular said that “it’s important who you’re going with”. Thus, they pointed out the need for 
designing multisensory experiences that enable the interaction with relatives and friends. 
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In this context, they also put a strong focus on the importance of a good guide for museum visits. One 
participant mentioned that the way they dress may influence their perception (e.g., having a well-
dressed guide makes things seem more important). 
Regarding the cultural contents to convey, a participant with a serious visual impairment emphasized 
the importance of a knowledgeable guide for gaining background information about the art pieces 
(e.g., why it was created, in which period, what the artist’s goal with the piece was etc.), which were 
deemed crucial to understanding and appreciating it. Thus, the experience of the cultural heritage 
should include the provisioning of specific contents about the pieces of art, to support the needs for 
education and knowledge development.  
Moreover, the participants placed a very strong focus on storylines and narrations, emphasizing that 
a good narration and explanation of the image is the most critical aspect and what allows them to “see 
a lot more of the art than my eyes can perceive”. They mentioned that these explanations should 
ideally be simple and humorous, and that the chosen voice for narration is also critical (“With some 
voices, you just think ‘I’m out of here’ after 10 minutes” or “Having it be like an audio book, with a 
really great voice would be amazing!”). Reading long texts at a computer was mentioned as being 
challenging by participants with visual impairments, who greatly preferred having the texts read out 
to them.  
To improve the accessibility of the heritage, the participants suggested a moving “museum of copies” 
as a main metaphor of the SDMs, where it would be possible to touch the artwork, using the replicas 
and the Feelif tablet to provide tangible representations of the artworks.   
Even the participants with very serious visual impairments said that a tangible representation of a 
painting without narration included would not be very interesting for them, and cause them to miss a 
lot of important details like the expression, feeling of colours (for people who are not fully blind) etc. 
As an example, they mentioned that purely by touch, they would not have known that the 3D-printed 
female head was wearing a headscarf, having interpreted it as hair.  
Hygiene was also an important aspect for some, with one participant in particular mentioning that she 
would never touch a public screen or tangible object since “so many other people already touched it”.  
When it comes to tangibles, the choice of a fitting material per art piece would be preferred to simply 
having all printed out with the same material. As an example, they said that the painting of a rabbit by 
Dürer should for example be experienced by touching fur rather than some cold material. Having the 
material be close to the original or the topic of the art piece would be preferred.  
Another relevant insight provided by the participants is related to the so-called “pre-visit agenda” (Falk 
& Dierking, 2016). The participants expressed their need for having material to learn about the 
museum and its collection in advance, and to organise the visit based on what kind of seeing aid would 
be useful in advance before visiting the museum. 
Finally, participants mentioned that the cost of the services will be the most critical factor that will 
decide over the acceptance of the technologies (and their likelihood to be implemented by museums).  
 

4.2 Workshop with older people organised in Italy 
The University of Siena and the Fondazione Musei Senesi organised two workshops to involve the older 
people in the design of the project solutions. The workshop n.1 took place on the 22nd of June 2022 at 
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the day-care centre in Buonconvento, Italy. The workshop n.2 took place on the 30th of June 2022 at 
the nursing home in Monteroni d’Arbia, Italy. 
Both the workshops lasted for about 1 hour and a half, and a total of 8 senior participants (Table 8) 
and two caregivers were involved. During the two workshops, the caregivers (the professionals of the 
day-care centre and of the nursing home) served as mediators to support both the team and the older 
persons during the activities. 
During workshop 1, five people were present at the day-care centre, but only three people participated 
in the workshop. The other two persons were not able to actively take part in the activities: one person 
suffers from dementia, the other person is profoundly deaf and does not use hearing aids and sign 
language. So, besides our effort to engage them, they just attend without really getting hands on. 
During workshop 2, five people were present and took part in the workshop activities. 
Most of the participants have mobility impairments and mild hearing loss. They are not familiar with 
technologies, most of them use the smartphones only because it is a way to stay connected with 
relatives. All together they form a heterogeneous group with different backgrounds and habits: there 
are those who lived in the countryside, those who lived in urban contexts, those who travelled a lot 
for work or touristic purposes; there are those who live independently at home, and those who live in 
the nursing home. Also, the cultural interest and previous cultural experiences vary a lot among the 
participants. 

 

Table 8: List of senior participants involved in the two workshops in Italy 

No. Sex Age 

01 Male 90 

02 Female 91 

03 Female 91 

04 Female 78 

05 Female 83 

06 Female 85 

07 Male 83 

08 Female 82 

 
The plan of the workshop was adjusted based on the characteristics of the participants and the time 
available. Specifically, the design of the multisensory experience was based on the selection of cultural 
contents/artefacts from the Photo safari, not on the envisioning scenarios. Thus, each participant was 
invited to select one photo, explain the reason for the choice and imagine a way to experience that 
content/artefact with a multisensory stimulation. 
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Moreover, the discussion of the scenarios and the exploration of the technologies were merged and 
performed at the end of the workshops: the team presented two technologies included in BeauCoup 
to introduce some envisioning scenarios to bring the culture to the people: the 3D printed replicas and 
the tactile relief. 
The envisioning scenarios were presented not as structured complete stories but as general ideas to 
work on:  for example, the idea to create 3D printed replicas of sculptures and tactile reliefs to exhibit 
in the day-care centred and nursing homes; the idea to organise a laboratory of storytelling inspired 
by the museum collection, recording the stories to preserve the cultural traditions; the idea to organise 
multisensory laboratory with hands-on creative activities focused on local traditions (e.g., making the 
bread, discovering and singing folk songs). 
 

 
Figure 107: participants selecting the photos to work on during the workshop n.2 in Italy 

4.2.1 Discussion of the scenarios 
The participants in workshop 1 found difficulties in understanding the benefits that the project offers 
to them through the proposed scenarios. Indeed, the contents/artefacts to bring to them are very 
familiar because some participants actually own some artefacts (e.g., the kneading trough, the bed 
warmer), and the cultural contents/artefacts are exhibited in the museum in the village where they 
live. So, they do not experience any barriers to see them and understand their value. In this case, the 
contents of BeauCoup seem to be more suitable for the new generation, to preserve and transmit the 
cultural traditions and stories. 
While in workshop 2, the participants appreciated the goal of the project to bring the cultural contents 
and artefacts in the nursing home where they live permanently.  
The two workshops represent an envisioning scenario in itself: indeed, it involved the participants in 
the exploration of the cultural heritage and in the dialogue about the cultural traditions, in recalling 
personal memories and sharing stories. This mode of interaction with the cultural heritage based on 



 
 
    
 
 

The BeauCoup project has received funding from AAL Joint Programme under grant agreement 
No AAL-2021-8-156-CP 

87 
 

dialogue and personal memories, has been envisaged by the museum staff in the previous co-creation 
workshop. Moreover, they appreciated the possibility to record their stories, serving two purposes: 
first of all, to practise their reminiscence, and also to preserve the traditions and transmit them to the 
future generation. 
One participant during workshop 2 mentioned that, besides the limitations due to mobility issues and 
the recovery in the nursing home, her cognitive functioning is still high, she needs to be active and 
maintain her memories. Thus, she interprets the scenario as a way to support this need. 
The participants appreciated the possibility to experience the artworks with diverse senses: while in 
the museums you can only see the artworks and hear the description provided by the museum guide, 
the scenarios of BeauCoup allow the people to experience the art through touch, smell and taste. 
 

4.2.2 Ideas for the multisensory experience 
The participants were invited to select the cultural contents/artefacts to work on. Most of the selected 
artefacts are from the collection of the Museo della Mezzadria (Sharecropping Museum) because they 
represent familiar objects that immediately recall personal memories. 
During this activity, the participants spent a lot of time telling stories and explaining cultural traditions 
which are lost over time. They spontaneously started the dialogue among them and with the team to 
share memories and points of view. 

• Imaginary of the handweaving loom 
The participant selected the photo of the hand-weaving loom exhibited in the Museo della Mezzadria 
(Sharecropping Museum). The photo was combined with the sensory card of the jute, as an example 
of material similar to the hemp. 
The participant shared her childhood memories: she learnt how to use the loom to create the textile 
with the hemp by observing her mother and aunt. Her family took care of the entire process, from the 
planting of the hemp, to the yarn making, to the weaving of the textile. 
In this case, the multisensory experience can be a tactile exploration of different fabrics, ranging from 
the rough hemp to the soft cotton. 

• Imaginary of the farm workers 
Two participants selected two photos that are related to their life: the cart with the everyday objects 
of the farm workers, and the picture of the farm workers. Indeed, the two participants were farm 
workers, and they used a similar cart to carry the hay, the animal feed, and demijohns with water and 
wine.  
The participant in workshop 2 engaged in a discussion with the other participants about the diverse 
life and habits between the older generations and the new generations.  
The multisensory stimulation can provide different fragrances related to the things which were carried 
in the cart or related to the work in the fields (e.g., the fragrance of the wine, the wet hearth, the 
flowering wheat). 
In addition, the participant in workshop 1 pointed out that it is important to understand the conditions 
of the farm workers at the beginning of the 19th century: the participant started a discussion about 
the critical situation characterised by poverty, hard work under unsafe working conditions and 
injustice. 
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• Imaginary of the bread making 
One participant in workshop 1 and one participant in workshop 2 selected the photo of the kneading 
trough, combined with the sensory card of the wood. The participants shared their memories about 
the local traditions of bread making: the bread was kneaded at home using the kneading trough, and 
then all the village citizens used the same oven to cook the bread. The participants remembered the 
fragrance of the freshly cooked bread. At that time, the kneading trough was one of the essential 
objects to have at home. 
Thus, the multisensory experience in this case is intended to stimulate the imaginary about old 
traditions, using the taste and the smell of bread. 

• Imaginary of the housework 
The participant selected the photo of the couch for the laundry because it reminds her of her 
childhood: coming back home from school, she helped the family with the housework: cleaning the 
laundry, weaving the fabric and so on. 

• Imaginary of religious ceremonies 
The participant selected the photo of “Ecce Homo” by Rutilio Manetti because it represents the 
religious ceremony the participants attended several times when she was young. The other 
participants commented that in Italy there are various local traditions of religious ceremonies, such as 
the religious processions. They are very peculiar cultural events that involve the entire city or village, 
and they attract the tourists. 
The experience of attending such ceremonies is already multisensorial: you can perceive the smell of 
candles and flowers; you see the coloured decorations of the churches and sacred images, made of 
flowers and textiles; you see the people wearing traditional clothes during the procession; you hear 
the sacred chants. They are emotionally engaging events. 
 

4.3 Workshop with older people organised in Slovenia 
Feelif organised a co-creation workshop that took place on the 21st of June 2022 at the Dom Danice 
Vogrinec Maribor (retirement home) in Maribor, Slovenia. 
The workshop lasted for 3 hours, and it involved 4 older persons (Table 9) and 3 team members. 
The older participants have different background and previous professions. Two of them use 
computers and smartphones every day, while the other two participants never or rarely use computers 
or smartphones.  
In the past they were used to visit museums, galleries and other cultural sites. They expressed the need 
for some tools to support the museum visit: audio narrations and descriptions, tactile exploration of 
artworks, tactile map to navigate the museum space as well as support to reach the museum location. 
The main concerns are related to the lack of information about what museums and cultural events can 
offer, and the cost of the ticket to visit the museum that represents a barrier. In particular, one 
participant stated that “if you live in the country side, there was no time and money for this”. 
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Table 9: List of senior participants involved in the workshop in Slovenia 

No. Sex Age 

01 Male 84 

02 Female 73 

03 Female 84 

04 Female 78 

 
The workshop was performed based on the co-creation framework described in the section 2. To 
shorten the discussion of the scenarios, the participants worked only on a selection of five scenarios 
to focus on. The remaining five artifacts/contents, for which less interest was shown, were only briefly 
presented. 

 

4.3.1 Discussion of the scenarios 
Out of the 10 scenarios planned for the workshop with the elderly, we chose 5 of the most engaging 
artefacts/contents, based on the interests of participants.  
When asked directly if they liked the scenario, the participants had difficulty expressing a more 
complex opinion than simply saying that they liked it. That's why we helped them with sub-questions 
and ascertained their opinions. When asked if they would change any of the scenarios, they answered 
that it is difficult to give an opinion on this right away, since the topics and technologies presented are 
all new to them.  
In any case, it is important for them to be able to feel the objects presented, especially the horsehair. 
As for smells, they didn't think it was very important to include that sense as well. 
 

4.3.2 Ideas for the multisensory experience 
We discussed with the elderly about what The Bag and The Box would look like, using samples of 
different materials. It turned out that one of the elderly people used to work with materials as a 
profession, so he had expert insight into the quality and use of materials. They liked wood, felt and 
jute among the materials. The sponge would have been fine, but this one, it is not rough enough. Some 
of the materials seemed too thin. Cloth is too thin and not durable, neither is felt. Leather was the 
most liked by all the elderly people, so they suggest it for the bag.  

• The Bag 
We told them which items were intended to be put in The Bag, and they agreed.  
We asked them to think about the shape, weight, and material of the bag. In their opinion, the bag 
should be made of light but durable material. It should be resistant to rain and impact. It should be 
easy to clean. It should be easy to open, using a zip or a Velcro strap. After a short deliberation, they 
decided to go for a zipper because it is more durable. The bag should have at least two compartments, 
ideally with a central zipped pocket and two compartments, each on one side. The bag should have 
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one shoulder strap, which should be made of soft material that does not dig into the shoulder. It should 
be large enough to hold at least an A4 sheet. In terms of shape, they envisage it to be wide rather than 
narrow. 

• The Box 
Again, we told them what the box would hold and helped them to think with sub-questions, especially 
how they imagined the space where the box would sit. We also talked about possible obstacles and 
limitations of space, aisles, door openings and lifts. 
In their opinion, the space would need tables as well as chairs. Nursing homes also need to have lifts, 
so they suggest limiting the weight of the box to the capacity of the lift. It must also be narrower than 
the door. The box should be made of durable material, and it would be good if it were on castors. 
Inside, it should have flexible compartments to adapt to needs. As far as their nursing home is 
concerned, they think the most suitable place would be where they have occupational therapy, and 
the library is always open. They have a television on each floor so they could also play video content 
on it. 
But the recreational activities should be planned in advance in order to prepare all the resources 
needed and ask for technical support if needed. 
 

4.4 Workshop with older people organised in Portugal 
Santa Casa de Misericordia de Lisboa organised a co-creation workshop that took place on the 29th of 
June 2022 at the Museu de São Roque in Lisbon, Portugal. 
The workshop lasted for 2,5 hours and involved 7 participants (Table 10), with ages between 77 and 
88. Four of them often vist museums and frequent cultural spaces such as libraries, concert halls, etc. 
The other three have a different background, a lower level of education and different cultural habits. 
They visit sometimes museums with the daycare center. All the participants use basic technologies, in 
particular smartphones.  Despite the average age of 82,4 years, although they have some difficulties 
with locomotion, vision and hearing, they do not have specific deep needs. 

 
Table 10: List of senior participants involved in the workshop in Portugal 

No. Sex Age 

01 Female 86 

02 Female 88 

03 Female 77 

04 Female 80 

05 Female 79 

06 Female 84 
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07 Male 83 

 
Compared to the common co-creation framework, this workshop introduced a new activity to present 
the cultural contents/artefacts selected by the museum staff in the previous workshop: they were 
presented to the participants directly in the museum during a brief visit. This visit served to stimulate 
the interest of the older people participating in the workshop.  
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4.4.1 Ideas to design the multisensory experience 
For each presented artefact of the museum collection, the participants imagined stimuli for the 
different senses, along with possible technologies to support the cultural experience (Table 11). 
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It is important to note that the workshop was held during the month of popular festivals in honour of 
Santo António in Lisbon, which stimulated the interest of the participants in the artefacts related to 
this theme. The choice of elements associated with artefacts and technologies represents this positive 
view of the festivities and the pleasure of contributing to bring culture to older people who have 
limited mobility.  
 

Table 11: List of multisensory stimulations envisaged by the participants in Portugal 

Artefact Taste Sound Smell Texture Technology 

Our Lady of 
Mercy 
painting 

Sardines 

Marchas 
Populares ( 
Santo 
Antonio's 
festival 
popular 
parade) 

Carnations  fabric Feelif 

Cross with 
relics of the 
Saints 

Bread; water; 
orange; Serra 
da Estrela 
cheese 

Running 
water; Bach; 
sacred music; 
romantic 
music  

Wood; 
rosemary and 
dried herbs; 
incense; 
rosemary 

Wood; 
softwood; 
wood; plastic 

Feelif; tactile; 
3D models; 

Tactile 
Multimedia 
Guide 

Lava-pés Rosemary;  
Vibrating 
sound and 
Vangelis;  

Metal 
Silver or 
precious 
metal;  

Tactile 
Multimedia 
Guide 

Model of the 
chapel of Sao 
João Baptista 

Very sweet; Melody from 
Beethoven; Rosemary; Crystal; Tactile  

application; 

The figure of 
Santo António 

Sardines and 
green wine; a 
slice of bread; 
basil; 
chocolate 

Sea waves 
hitting the 
sand; bells 
ringing; Sea; 
sacred music 

Rosemary; 
basil; plaster; 
wood 

Ivory; noble 
wood;  

Tactile; 
application;  

Painting of 
the Virgin 
with the holy 
martyrs 

 Traditional 
foods related 
to religious 
feasts. 

Traditional 
carols and 
other songs 
related to 
religious 
feasts.  

Giestas 
(flowers) Linen Tactile relief 

 
 

4.5 Workshop with older people organised in Switzerland 
terzStiftung organised a co-creation workshop that took place on the 28th of July 2022 in Berlingen, 
Switzerland. 
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The workshop lasted for about 2 hours and a half, and it involved 3 participants (Table 12) and 2 team 
members. 
Two participants use hearing aids. The participants are used to visit museums, galleries and other 
cultural sites, but they seldom use tools like mobile apps for guided tours or digital touchscreens in the 
museums. They expressed the need to have descriptions and narrations set to sound, visual 
enhancement of photos and videos, tactile tools to navigate the spaces and explore the artworks. 
 
Table 12: List of senior participants involved in the workshop in Switzerland 

No. Sex Age 

01 Female 75 

02 Female 82 

03 Male 77 

 
The materials used during the workshop (Figure 114) were created by terzStiftung, because the 
workshop with application partners was not organised in Switzerland. 
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Figure 111: Materials used during the workshop with older people organized in Switzerland 

 
Figure 112: participants working with the sensory cards during the workshop in Switzerland 
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4.5.1 Ideas to design the multisensory experience 
The participants discussed the contents/artefacts by sharing their thoughts about the value of such 
items, by imagining connections with their personal experience and other elements of the cultural 
heritage, and by envisaging ways for experiencing the heritage. 

• Pile dwellings 
All participants can immediately make a reference to pile-dwelling settlements from their 
neighborhood. Someone also remembers a TV series on Swiss TV in which a family lived like pile 
dwellers for a summer. The series could serve as a hook for the museum visit. Opinions differ about 
the original pile ("very valuable, 3000 years old" to "worthless, it's just a chunk of wood").  
Experiences in connection with life above and with water are discussed and evaluated as a very 
valuable extension also for people without sensory impairments. 

• Celts 
Two participants express the wish to be able to explore the artifact by touch. For this purpose, a 3D 
model could enlarge the fine goldsmith's work and thus make it easier for everyone to experience.  

• Senntum painting 
The postcard awakens many associations in all participants and leads to animated conversations about 
life on the alp. A piece of Appenzeller cheese triggers further discussions about the incomparable taste 
of this cheese, but also about the hard conditions under which the cheese is produced. The video about 
the Alpabzug is very much appreciated: "That's exactly how it is!". Someone suggests accompanying it 
with the typical music (original Appenzell string music with dulcimer, two violins, cello and double 
bass). 
 
To promote these cultural contents/artefacts, the participants suggested using the Feelif tablet for 
blind people, video with OptiVid system for people with visually impairment, and the tactile relief for 
the “Pile dwellings” and the “Treasure of gold”, in this latter case to especially experience the details. 
 

5. Results and discussion 
In this section, we reflect on the insights gained during the workshops to guide the design of the SDMs. 
From the heterogenous corpus of data, we can identify common and similar ideas, as well as some 
“out-of-the-box” proposals on the cultural contents to bring outside the museum (see section 5.1), on 
the SDMs (see section 5.2) and on the technologies to enable the cultural experience (see section 5.3). 

5.1 What to bring outside the museums 
Considering the selected cultural contents/artefacts and the discussion about their value, we can 
identify the following elements to promote through the project: 

- the well-known masterpieces of the museum collection, as well as curious artifacts which seem 
unusual and wired, to stimulate the curiosity and interests of the people; 

- the “invisible collections” conserved in the museums’ warehouses that cannot be exhibited to 
the public (e.g., due to maintenance, lack of exhibition spaces, strict requirements for their 
preservation); 
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- the artefacts that have the potential to stimulate emotions, such as curiosity, fun, nostalgia, 
serenity, surprise. 

- the artefacts that have the potential to stimulate the reflection and dialogue about relevant 
themes (e.g., gender balance in art), acting as means for the intercultural and 
intergenerational dialogue; 

- artefacts related to old traditions, habits, events and know-how which are at risk of being lost 
over time, by combining tangible and intangible heritage; 

- the value of the artworks that relies on the complexity of their representation and production, 
covering different techniques and skills of the artists or the artisans. 

 

5.2 How to enable the engaging and accessible cultural experience 
During the workshops, the participants provided different conceptualisations of the Service Delivery 
Models as means to enable an engaging and accessible experience of the cultural heritage. 

The Bag can be: 

- a set of tools addressed to tourists, to support the planning and the visit on-site; 
- a set of gadget and souvenir to remember the museum visit and share the memory with other 

people; 
- a set of tools to bring to the users at home, for enabling do-it-yourself creative activities; 
- a set of stimuli to inspire the person to contribute to the “participatory museum”, for example 

by recording stories or taking photographs which will be exhibited in the museums and in other 
cultural contexts 

- a collection of “ingredients” selected by older people to inspire the creation of new pieces of 
art and performances. 

The Box can be: 

- a transparent backpack acting as a museum display, that is carried around in the city and 
suburbs by a museum educator; 

- a set of tools implemented in the museum, to make the museum on-site visit accessible and 
inclusive for diverse audiences; 

The Screen can be: 

- a virtual exhibition that connects different pieces of art from diverse museum collections, 
connected around a common theme; 

- a virtual guided tour during which the remote visitors explore the museums with the guidance 
of the museum educator, with the possibility of interacting with the other visitors in real time; 

- a multimedia catalogue of a temporary exhibition. 

 

In addition to the above-mentioned metaphors, the participants helped us in the identification of some 
common themes and requirements which are transversal to all the three SDMs. 



 
 
    
 
 

The BeauCoup project has received funding from AAL Joint Programme under grant agreement 
No AAL-2021-8-156-CP 

98 
 

• Personalisation of the tools to experience the heritage 
In most cases, instead of a unique solution for a specific target group, the participants expressed the 
interest towards multiple channels and tools that can be selected by the user based on their needs and 
preferences. Indeed, in a life-long perspective, personalisation is a key feature to address the changing 
needs and abilities of people in the different life stages and contingent situations (e.g., temporary 
impairment, period of hospitalisation) (Giraldo et al., 2022). 

• The importance of the storytelling 
Narration was expressed as very important for several reasons. First of all, it is a way to stimulate the 
interest in the visitors towards the heritage, and to convey the meaning and value of the heritage, as 
every piece of the museum collection has an unending amount of history and context behind it; missing 
it would feel like missing half the picture.  
Having a good story makes the art work more memorable, but a proper balance is needed to avoid 
providing too much information which are difficult to follow and understand.  
Moreover, the storytelling is relevant as a way to preserve, and practice, the reminiscence of the 
visitors. Indeed, some design ideas are based on the collection of stories of past events, memories of 
personal experiences, local traditions and know-how which are at risk of being lost. In addition, some 
participants conceived the collection of the stories, as a sort of oral history and tradition, as a means 
to activate intergenerational dialogues among older people and the youth.  
Last but not least, the narration is of paramount importance to support the experience of an artefact 
through other senses, especially in the case of tangible replicas of art works. 

• Augmenting the artwork 
The participants envisaged different creative ways to “augment” the heritage, considering both 
paintings and other artefacts: for example, we can experiment with sounds, fragrances and graphic 
visualisation of moving figures to make the painting “alive”. 
It is acknowledged that the project does not want to replace the visit in the museum and the 
contemplation of the original artworks which are very peculiar experiences. Rather the project aims to 
provide a different cultural experience that can take place in other contexts (e.g., homes, nursing 
homes, day-care centres, hospital etc.), and using tools to enable a multisensory inclusive experience. 
 

5.3 How to improve the technologies for a better user experience 
The comments by the participants provide several insights to understand the possible benefits of the 
technologies (both from the museum’s point of view, and from the seniors’ point of view), as well as 
opportunities for their improvement.  
The opinions of the participants are included in Table 13, categorised in terms of strengths (what the 
participants LIKE), weaknesses (what the participants DISLIKE), and ideas to better meet participants’ 
needs and desires (what participants WISH). 
Notably, from the integration of the results some contrasting opinions and divergent perspectives 
emerge. These issues point out the need for a further investigation of the factors affecting the 
acceptance and adoption of the technologies. Tailored functionalities and personalisation will be 
explored during the project as strategies to meet diverse users preferences. 
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In addition to the comments included in Table 13, we can identify some general recommendations and 
suggestions to consider during the design of the SDMs: 

- having a way to easily take information and bring it home to one’s own PC (e.g., by having a 
USB stick) was seen as promising; 

- smartphone screens are too small to properly allow people to appreciate the artworks with 
their details and compositions, during a virtual remote exploration of the museum collection; 

- in some cases, the participants prefer to rend a tool instead of buy it (e.g., the objects included 
in the bag for tourists), and the cost of the technology is a critical factor affecting the user 
acceptance; 

- the materials to produce the objects (e.g., 3D printed replicas, the bag to collect the tools) 
should be carefully selected considering their mechanical properties and life span, in addition 
to the hygiene issue. 

Moreover, some participants expressed concerns about their ability to use unfamiliar technologies. 
Thus, the improvement of technologies should make them easy to learn, set up and use by the user, 
without the need for support by other people. 
 
Table 13: Comments about the technologies, collected during the different workshops 

Feelif tablet 

What the participants 
LIKE 

- It is an easy way to interactively and independently discover a 
picture, accessible also to the blind and visually impaired people. 

- It provides the exact descriptions of the images. 
- It is useful for different audiences, not only for blind people. 
- It is entertaining and activating. 
- The possibility to zoom in the pictures to explore the details. 
- The possibility to associate sounds and audio narrations of short 

stories about the artefact. 
- Very good descriptions, it allows you to lean back and enjoy. 
- Tangible surface structure helps with orientation. 
- The benefit of this technology is easily understandable. 

What the participants 
DISLIKE 

- Concerns regarding its convenience for older people, unless someone 
is there for supporting the user: “too complicated procedures with 
clicks… one click, two clicks… they don't remember, they don't press 
precisely anymore, so we would mix everything up”. 

- It is developed only for a specific target group, while a more inclusive 
solution could be preferred. 

- Participants seemed to dislike certain parts of the presentation. 
- Questions about the difference between the Feelif solution and the 

technology already covered via voice-over. 
- The “artificial” voice; the synthesized voice is unpleasant – would need 

better intonations. 
- The buttons at the bottom were difficult to find, the participants 

suggested making them more tangible. 
- It was very unclear how a general explanation of the painting could 

be played, before exploring the details of the image. 
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- People without visual impairments found the tangible surface 
distracting. 

- Some people with visual impairment said it doesn’t help since 
everything feels the same. 

- Even the best explanations cannot make irony or humor visible at a 
glance. 

- The participants did not understand how the voice could be turned 
off again: when the tablet started reading something, participants 
struggled to find out how they could interrupt the process besides 
starting a different playback. 

- It is a solution to implement in the museum, instead of using it at 
home: a participant expressed worries that she doesn’t expect to be 
very motivated to interact with art while at home since there are so 
many distractions there, which is why she prefers to physically go to a 
museum as this ‘forces’ her to interact with the art pieces and removes 
these distractions. 

What the participants 
WISH 

- Embossed buttons on the grid could be used as information buttons 
about the picture. 

- Different vibrations to convey different contents and information, 
through a qualitative differentiation of the tactile stimuli. 

- The possibility to replace the speaker with a recorded voice. 
- With a double-click campaign, we can also display video content. 
- Individual foils/grid for each displayed image; foil/grid should be 

variable or adjustable individually. 
- The possibility to use the Feelif app also on a smartphone. 
- Support for more paintings: support for many different artworks and 

easy way to replace one artwork with another. The museums could 
sell specific foils/grids for the most important art pieces that can be 
placed on top of the tablet and then removed again. 

- Idea: the content is delivered when you purchase a yearly 
subscription to museum. 

- Making paintings downloadable – but would it be for free? And this 
would require having a tablet. 

- Combining it with OptiVid could be useful – but then it would no longer 
be the original technology. 

- How is it to be listened to when many different paintings have to be 
looked at? Isn't that tiring, because it takes so long with each picture 
until you know what it is about. 

OptiVid  

What the participants 
LIKE 

- It can be adapted for different needs by setting the different options. 
- It is easy to use. 
- The possibility to save the individual settings. 
- Easily integrated into everyday life, usable in multiple situations. 
- Easy to use via URL/in the browser. 
- Easy to integrate into the digital screens in the museum. 
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What the participants 
DISLIKE 

- The need for support by someone who can set up the system and 
help you. 

- Concerns about the level of difficulty in defining the appropriate 
settings. 

- Maybe it could be complicated for users that have low familiarity 
with technology. 

- Too many options can make operation difficult or impossible. 
- Avoid the risk of having to change processes and controls for 

updates. 
What the participants 
WISH 

- To be able to correct the images, not only the videos. 
- Better image quality: some participants felt like basic changes 

seemed to reduce the resolution or introduce artifacts into the 
image.  

- Audio-input/assistant: a way to interact with the tool via voice 
commands rather than a visual interface. 

- That all end user devices support these functions. 
- Understandable and perceivable information about the different 

options. 
- Resize just a part of the image, like a screen magnifier in Windows. 
- Setup focused on just one art piece – little distractions in the image: 

working with static images, the tool could be more finely tuned to fit 
the specific image with no moving/changing parts to worry about. 

- Should be variable, allowing for different pre-sets and quick changes.  
- Contrast is important. 
- Predefined filters for colourblind people. 
- Be able to use own settings on different devices. It looks as if the QR 

code shows that the wish is already fulfilled and it is easy to use the 
personal settings on different devices. 

Tactile multimedia guide  

What the participants 
LIKE 

- Participants enjoyed touching the relief and seeing what can be done 
in terms of the projection. 

- It's very interesting, but it seems similar to the content on the Feelif 
tablet. 

- It enables different individual experiences of the object, based on 
different senses. 

- The combination of features it offers, and the possibility to enlarge 
the contents. 

- It is absolutely inclusive, designed for all, suitable for young and older 
people. 

- The detailed explanation of the artwork. 
- The combination of seeing and hearing to explore the artwork. 
- The relief invites spontaneous touch; touch is something immediate 
- For children! The participants saw potential in using the tactile 

multimedia guide to make art more accessible and interesting for 
children by enhancing it with haptic and sound information. 
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What the participants 
DISLIKE 

- Useful in the way shown in the presented video clip, but for other 
types of items may not be the best. 

- Animations aren’t needed. 
- It needs to be simple, otherwise people will lose interest. 
- The sense of touch also decreases with age. 
- Concern: is it usable in old age despite the more demanding fine 

motor skills? 
- Technically “susceptible” (issues), complicated: participants were 

worried that the complexity of the tool might lead to problems 
regarding its maintenance and ease of use. 

- Regarding speech: unstable  
- Usability: Settings for individual visitors 

What the participants 
WISH 

- To be able to detect details on the relief. 
- Sustainability and reliability with regards to the technical equipment 

(possibility for system upgrades). 
- Connecting the tactile relief to one’s own PC. 
- Access to objects that are not connected via tactile relief. 
- Transfer of the contents/functions to functioning hardware: due to 

the worries regarding maintenance, it would be important that 
content can be transferred to another system, and that elements of 
the system could be swapped out independently without having to 
buy an entirely new system. 

- Technical update: there should be long-term support for such an 
investment including updates, this may also be a potential revenue 
stream to include in the business model. 

- Association with a story related to the artefact that brings memories 
to older people. 

- Considering The Box, it can be placed in nursing homes. 
- Challenge for nursing homes – maybe better for assisted living: 

participants worried about the complexity of the tool and thought it 
might be more fitting for AAL settings where users can get support 
from staff. 

- Short training should be provided to learn how to use the system. 
- Support to manage the settings. 

Signing avatar  

What the participants 
LIKE 

- It is a very simple way to make contents accessible for the deaf 
people. 

- It is also useful for people with hearing impairments. 
- The possibility to create a “dictionary” of complex, technical words 

and concepts (related to the museums and the heritage) in sign 
language. 

- It is suitable for art promotion. 
What the participants 
DISLIKE 

- Why do we make avatars if someone can show it? The avatar does 
not properly replace people.  

- The signing avatars are controversial in the deaf community, and 
many people would prefer a human sign language interpreter 

- Speech output makes it seem impersonal. 
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- It is too unlively, native signer would be better. 
- Low contrast between the avatar and background. 
- Questionable cost-benefit ratio for a very small target group. 
- It is only usable for people who know sign language. There are 

subtitles for the rest. 
What the participants 
WISH 

- To have subtitles and all explanations in Slovene, and other 
languages. 

- Videos with real people. 
- Use for “short-term” translations (e.g., quick messages, important 

notices) rather than medium-/long term messages. 
- A different kind of avatar, perhaps something with more colour or 

even associated with the artefacts. 
- The possibility to personalise the appearance of the avatar, based on 

the identity and themes of the museum 
- Support for dialects. 
- Being able to connect your hearing aid to a system where they can 

then hear information about the image. 
- Black gloves: participants mentioned that due to the low contrast to 

the background and the white lab coat, it was sometimes difficult to 
see what the avatar was signing, so having the avatar wear gloves 
with enough contrast could help with identifying the hand gestures). 

3D printed replicas 

What the participants 
LIKE 

- Useful for certain artefacts, when you want to highlight one property 
(e.g., outline, profile). 

- It is useful for the completely blind people who sometimes grab 
objects hard. Because it's solid, they can't break it. 

- The possibility to replicate some artefacts at low cost. 
- Touching things helps experiencing something as it is. 

What the participants 
DISLIKE 

- The 3D printed object looks "artificial" like a toy. 
- Plastic is unpleasant. Is not like stone or wood. 
- The size of the replica affects the quality and perception of the 

details. 
- If you are already making a 3D replica, why not make it more real, 

like original, in true colours. 
- Hygiene – “I won’t touch it, and always bring my own disinfection 

spray”. 
- Tactile exploration requires a lot of time. 

What the participants 
WISH 

- Combine the tangible object with an audio narration to better 
understand it. 

- Using different colours and textures. 
- Colour of the replicas should be selectable. Black doesn't seem to go 

well with the mood. 
- The copy should be as similar as possible to the original artefact and 

give the same feeling as if you are touching the original one. 
- To explore the replica and talk about it with another person, to 

activate an interaction among relatives and friends.  
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6. Evaluation of the co-creation workshops by the participants 
Considering the questionnaire responses, all the participants enjoyed the workshop activities and 
considered them as engaging, easy and useful. Some concerns were pointed out regarding the duration 
of the workshops: according to some participants, the workshop can be shortened. Indeed, some 
participants (application partners) in Slovenia, Italy and Portugal considered the workshop considered 
the workshop quite exhausting and too extended, considering the different activities included in the 
plan. 

When performing co-design with people who are not familiar with the design mindset and tools, the 
challenge is to enable them to generate ideas and envision abstract concepts. For example, the 
creation of the envisioning scenarios was challenging because it requires to imagine a story with all its 
elements: the characters with specific needs and preferences, the context of use, the flow of 
interaction with the technologies, and the final outcomes. 

Moreover, the discussion of the envisioning scenarios should be facilitated: indeed, the discussion of 
concepts and abstract stories with people who are not familiar with technologies, is challenging. Thus, 
the future project activities should include practical examples to better communicate the scenarios 
(e.g., video scenarios, role playing). 

Regarding the other creative activities, the participants easily performed the collage and the 
exploration of the technologies. Beside the exploration of the technologies was enabled by the 
prototypes and demos, some participants found difficulties in imagining possible ways in which the 
technologies can be used.  

In the future project activities, we will devote effort to provide the participants with high-fidelity 
prototypes and new demos to better convey the value of the proposed solutions. 

7. Conclusions 
This document reports the co-creation workshops led by the University of Siena and co-organised in 
collaboration with the project partners to guide the user-centred design the BeauCoup Service Delivery 
Models and technologies.   
The activity carried out during the workshops allowed the creation of a rich and multicultural portfolio 
of 26 envisioning scenarios of future museum services enabled by the digital technologies available in 
the consortium. This is a remarkable result of the project which bring new ideas of services while 
preserving the richness of the local culture. 
The ideas generated by the participants have some similarities and common features: some scenarios 
integrate different technologies to tailor the experience to the specific needs of each person, 
considering a heterogeneous audience of potential users; most of the scenarios and ideas rely on the 
combination of diverse stimuli, ranging from audio narrations to tactile objects, fragrances and tastes. 
The participants provided interesting and creative ideas on how to engage the older people in the 
reflection and dialogue about the cultural heritage, with the possibility of contributing to the 
preservation and valorisation of the local cultures.  
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The commitment of people involved in the activities of the workshops carried out in four European 
countries demonstrated a strong belief in a gradual restart of the cultural system after the pandemic, 
with new ideas to stimulate and support the planning and implementation of cultural initiatives 
favouring the enhancement and development of the territories through the active involvement of 
(older) citizens. 
The workshop highlighted the importance of promoting a “Culture of proximity” as an investment in 
people's quality of life and as support for the local areas through the exploitation of the cultural 
heritage. A “Culture of proximity” values identity, memory, sociality, education, and entertainment, 
all features which are clearly elaborated in our portfolio of scenarios. 
The scenarios will be systematised and translated in forms of delivery models of the cultural heritage 
in the upcoming Task T2.2 “Design of Service Operations & Delivery Models in User Ecosystems”. 
Starting from the identified user needs and service expectations, an analysis of core and 
supplementary services, service operations and service delivery systems will be accomplished using 
user journey and business blueprinting mapping techniques, so to be implemented in WP3 and 
evaluated in WP4. 
Considering what has been defined in the Description of Work, the achievements go beyond the 
expected KPI: indeed, the workshops were organised in four countries (Austria, Italy, Slovenia, 
Portugal, Switzerland), and they involved a total of 53 participants (24 representatives of the 
application partners, 29 representatives of the older people   target group). 
In addition to the design concepts ideated with the participants, the co-creation workshops allowed 
us to discuss the vision and goals of BeauCoup with the target stakeholders. 
The participants valued the attempt of project to make the cultural heritage accessible and engaging 
for older people with disability. Indeed, this target group is at high risk of marginalisation, loneliness 
and poor quality of life.  
Moreover, despite undoubtable improvements, there are still several barriers that prevent them for 
accessing environments, contents and services, based on their needs. Some participants highlighted 
the need for disseminating a culture of inclusion among the cultural professionals: for example, the 
participants had some concerns regarding museum directors not understanding that some people 
cannot come to the museum and, instead of finding better solutions and keep working on adapting 
the museum to make it accessible. 
In light of a holistic vision of the wellbeing, the participants pointed out the need of the elderly to feel 
part of our society, to contribute to the preservation and transmission of the cultural heritage to the 
future generations, the need to promote the inclusion, the need to provide opportunities for the life-
long learning. Therefore, our project is relevant for day-care centres, collective residences, nursing 
homes, hospitals but also universities for the third age. 
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