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1. EXECUTIVE SUMMARY
In Deliverable 7.4 – TransMedia Show-Case Creation, we introduce the aims of
the  V-MusT.net  consortium  for  exploring  the  potential  for  a  transmedia
approach  in  the  development  of  Virtual  Museum  (VM)  applications.  This
deliverable will be updated at M44, at the beginning of Keys To Rome.

Beginning with a brief introduction to the concept of transmedia, including a
review  of  definitions  created  by  leading  experts  in  the  field  of  transmedia
storytelling  production,  this  deliverable  will  explore  how  existing  VM
applications within the consortium partners have already been developed for a
variety  of  media  platforms,  representing  our  first  attempts  at  creating
transmedia  projects.  Building  from  the  existing  transmedia  applications  and
looking  towards  the  development  of  the  Next  Generation  Virtual  Museum
Event, this deliverable will propose different possibilities for enriching the event
with transmedia content presented across a range of media platforms.

Some case studies will be presented in order to put in light some main features
of transmediality we came across when conducting UX evaluation. We will able
at the end of this document to suggest some main characteristics, which turn to
be fundamental and essential when designing virtual museum applications with
a multi-level content and supposing to run on multi-platforms.
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2. INTRODUCTION

2.1. INTRODUCTION TO V-MUST.NET

Virtual Museums (VM) are a new model of communication that aims at creating
a personalized, immersive, interactive way to enhance our understanding of the
world around us. V-MUST.NET network of excellence, financed by ICT FP7 (G.A.
270404) is exploring this area, facing challenges and issues and, finally, shaping
the domain. The goal is to survey and analysis the actual state of the art and
propose a vision for the future virtual museums. To produce such advancement
various  activities,  included  new  frontiers  in  the  field  of  transmediality  and
crossmedia storytelling, have been pursued. Surely the final aim is reaching  a
definite and stable framework onto which plan, design and assess new virtual
museum  solutions,  always  more  adaptable  as  for  technology  supported  and
content-shaped – this for a possible future re-usage which inevitable brings with
its to a reduced lost of cultural materials and a benefit in terms of time-spent in
collecting such information and application (and functional adaption) to other
media devices.

2.2. V-MUST.NET GOALS IN WORK PACKAGE 7
The aims of work Package 7, and in particular, the 7.4 tasks associated with the
V-MusT.net transmediality assessment discussed in this deliverable, are largely
centred around the necessity of looking for a standard for  generating multi-
platform contents and reusable on large scale and in different museum contexts.
This deliverable represents the early steps towards achieving this goal, and we
intend to further develop the ideas presented here during the remainder of the
project period and in the subsequent iterations of this deliverable, as described
below.  The  core  focus  of  the  work  conducted  in  WP7  is  directed  towards
understanding and influencing the integration of VM applications on various
platforms and device supports, considering the roles played by both content and
design, in conceptual and practical ways.

As above mentioned, the category of virtual museum comprehends very broad
situations and solutions in terms of final delivered product: it can be either a

Grant Agreement 270404 CNR PUBLIC 5 / 26



7 DELIVERABLE REPORT Doc. Identifier:
D. 7.4b

Date: 31-01-2015 

single application or a museum project of staging, a virtual online collection or a
portable installation based on specific devices. For such reasons, also the content
and its communication strategy are deeply affected and need to be addressed
towards requirements of accessibility, learnability and usability. In line with this,
evaluations are valuable tools to be implemented here since can effectively help
developers  and  virtual  museum operators  to  shape  up  ad-hoc  projects  (site-
specific as for museum contexts and device-based as for technology used) much
more tailored on the final user. In this deliverable experiences and case studies
of VMs will be analysed in order to answer at some crucial questions related to
the importance (and relevance) of having adaptable contents and the possibility
to come up with an ergonomic pipeline of work useful to design virtual museum
applications that run on multi-platforms.
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3.  TRANSMEDIA IN V-MUST.NET PROJECTS
According to the Description of  Work for  V-MusT.net,  WP7 is  exploring that
concept of transmedia with relation to VM. In Task 7.3, the TransMedia Project,
participants will design a framework for the evaluation of the effectiveness of
different media in the presentation of VM. 

3.1. INTERMEDIALITY,  TRANSMEDIALITY  AND  CROSSMEDIALITY:
RELATIONS BETWEEN MEDIA

Intermediality, trasmediality and crossmediality are terms that allow us to deal
with  the  great  variety  of  intertwining  processes,  conceptualising  the  various
relations among media and creative processes. Follow a brief description of the
origins of this terms and their theorization and practical applications.

The first steps in this field were taken in the mid-sixties. In 1966, Dick Higgins,
one of the first intermedia artist and theorician, coined the term  Intermedia
writing the namesake article "intermedia"  [1] where he highlighted that this
term implies an opened creative thinking, not limited to a single field of art: 

“I  would  like  to  suggest  that  the  use  of  intermedia  is  more  or  less
universal  throughout  the  fine  arts,  since  continuity  rather  than
categorization is the hallmark of our new mentality".

Higgins suggested "that the crux of intermedia is to reject the separation of arts
into  discrete  categories  according  to  the  media.  By  definition,  intermedia
situated  itself  between  media,  such  as  painting  and  poetry,  music  and
sculpture, photography and printmaking [...]"  [2]

In this period many artist changed the traditional  and rigid division between
media embracing the term "intermedia" in their works and performances done
in museum and art galleries. For example the art works of the artist Hans Breder
are a clear example of intermedia art. The "Mass in A-minor for suitcases" mix
up different media:  the architecture of  S.  Petri  Chatedal,  Tibetan music,  and
images  of  human displacement  and  suffering  alternated  with  text  from the
Declaration of the Right of Man to convey his message to the public (Fig.1).
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Fig. 1: Mass in A-minor for suitcases. Intermedia performances, St. Petri Kirche. Dortmund, Germany, 2000.

The  Photograph  "Body  Sculpture"  is  another  example  of  Intermedia,  where
Breder , using mirrors and human bodies removes the differences between real
and virtual spaces (Fig. 2). 
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Fig.2 Body sculpture. Hans Breder, 1972.

More recently,  thanks  to development  of  new technologies,  such as  screens,
projections, Internet, 3D graphics, motion capture, natural interaction devices,
immersive environments, games etc, new form of performances and art work
became possible widening the concept of intermedia and blurring even more
the  division  between  media.  In  order  to  summarise,  we  could  say  that
Intermediality is a way to understand the relations among media and how one
media is influenced or integrated by the others and to define inter-disciplinary
genres that occurs among media. Further on this, the condition of  blurring is
complementary  with  the  idea  of  overlapping  and  context-situated  where  a
plurality of media are used together to create a new multimedia product, more
compelling and cutting-edge. Here, the focus is on the ability of the content - in
our  case  digital  cultural  heritage  -  to  renovate  itself  in  favour  of  a  new
communication line, more "suitable" to the recent innovations in the field of
ICT.
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Another concept, strictly related to the others described above, in order to think
the relations between media, is "transmedia". With this term we want defining
the relations between media in which specific narratives move from one medium
to  another.  Transmedia  (also  referred  to  transmedia  narrative,  transmedia
storytelling, or multiplatform storytelling) is often defined in association with
crossmedia,  both  of  which  rely  on  multiple  media  formats  for  disseminating
content to users. Although transmedia and crossmedia are not yet defined in
most major dictionaries, both terms presented here are primarily based on the
definitions  developed  by  Henry  Jenkins,  Provost’s  Professor  of
Communications, Journalism, Cinematic Arts and Education at the University of
Southern California  [3],  and Gary  Hayes,  CCO of  MUVEDesign  and founding
head  of  the  Laboratory  for  Advanced  Media  Production  (LAMP)[4].  For  a
complete exploration of the terms surrounding and associated with transmedia,
the  work  entitled  Transmedia  Project  Design:  Theoretical  and  Analytical
Considerations by Renira Gambarato goes into some depth on the subject [5].

In his  blog entry, entitled “Transmedia Storytelling 101,” Jenkins defined the
term “transmedia”  by  offering  a  list  of  ten defining  features  of  transmedia
storytelling,  but  his  first  point  most  clearly  identifies  the  central  concept  of
transmedia storytelling:

“Transmedia storytelling represents a process where integral elements of
a fiction get dispersed systematically across multiple delivery channels for
the  purpose  of  creating  a  unified  and  coordinated  entertainment
experience. Ideally, each medium makes its own unique contribution to
the unfolding of the story.” [6]
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Fig. 3. Transmedia simplified, according to R. Pratten [7]

In  the  introduction  to  Robert  Pratten’s  guide  for  developing  transmedia
storytelling, he provides a simple informative figure, included here, to illustrate
the concept (Fig. 3). These definitions, while concise, represents only the start of
a large and ongoing dialogue between media industry professionals about the
concept of transmedia storytelling and how it can be applied in practice. In the
conclusion of a subsequent blog entry where Jenkins reflects further upon his
definition of transmedia storytelling and the challenges faced in creating that
definition, he says: 

“There is no transmedia formula. Transmedia refers to a set of choices
made about the best approach to tell  a particular story to a particular
audience in a particular  context depending on the particular  resources
available to particular producers. The more we expand the definition, the
richer the range of options available to use can be. It doesn’t mean we
expand transmedia to the point that anything and everything counts, but
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it means we need a definition sophisticated enough to deal with a range
of very different examples.” [8]

To see where the idea for transmedia originates, it is advisable to look into the
concept  of  crossmedia,  which  includes  transmedia  as  one  of  its  four  main
categories. Crossmedia includes four categories, defined by Gary Hayes prior to
2006 [9], which are briefly summarized here:

 Crossmedia 1.0 – Pushed

The same or minor variations of content is placed or pushed into different
platforms in different forms. A user can create their own crossmedia links
by experiencing part of the content on one platform and continuing their
experience of the content on another, separate platform.

 Crossmedia 2.0 – Extras

Extra  content  is  produced  alongside  the  main  content  production  and
delivered on different platforms from the main content. The extra content
delivered  is  different  from  the  main  content  and  is  not  necessarily
dependent on it.

 Crossmedia 3.0 – Bridges

The story content is specifically authored to drive audiences using a “call
to action” that spans across media devices, urging users to continue their
experience across different platforms and using different devices.  Users
need to move between platforms to stay connected with the narrative,
which tease the user to explore the content available on the different
platforms.

 Crossmedia 4.0 – Experiences (Transmedia)

This  level  is  essentially  an aggregation of  the  first  three  levels,  where
content  is  distributed  across  different  platforms  in  a  non-linear  way.
Compared to the earlier levels of crossmedia, this transmedia level may be
viewed as co-creative, collaborative play with the audience spread across
many  devices,  being  triggered  by  the  evolving  narratives  to  move
between devices and complementary narratives. [9]

Grant Agreement 270404 CNR PUBLIC 12 / 26



7 DELIVERABLE REPORT Doc. Identifier:
D. 7.4b

Date: 31-01-2015 

As with the definition for transmedia, crossmedia is similarly a developing and
evolving  term  that  remains  a  hot-topic  for  discussion  for  a  many  for
professionals involved in a wide range of media production positions. 

For media production companies, working to develop transmedia storytelling is
something that has been explored for more than the past decade, but for the
cultural heritage sector, the concept of transmedia is something quite new and
incredibly intriguing.
As the last definition introduces (4.0), transmedia sees a double-agent activities
that involves both audience and developers of such storytelling products. It is
requested a collaboration between the two parts that have to implement their
creativeness, expertise and professional background experiences all together. 
In line with this, for the Cultural Heritage’s point of view, this opens lot of doors
in  terms  of  creating  a  chain  of  work  which  may  take  into  account  also  a
dedicated stage for the creation of multi-level contents based on various media
used. The V-MusT.net is actually addressing its researches in this direction and
the aim of the current deliverable is properly focused on understanding if we
are  taking  the  right  requirements  to  start  thinking  transversally  in  virtual
museums’ content generation.

3.2. V-MUST CASE STUDIES
Within the V-MusT.net consortium, we have already been working with the idea
of  transmediality  to  expand  the  number  and  improve  the  quality  of  VM
applications: the same content was provided in a range of media formats and
devices, however the content presented remained more or less the same in each
version, despite the change in media format and in the way it is delivered. 

What  we propose  further  here  is  a  brief  description  of  our  experiments  on
transmedia, followed by preliminary feedbacks, which surely will help analysing
methodologies  and  strategies  chosen  for  each  of  them  and  proceed  with
enhancements.
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3.2.1. APAAPP:  BACK  TO  THE  FUTURE.  A  TRAVEL  FROM
MEDIEVAL AND ROMAN BOLOGNA TO NOWADAYS.

At the bottom of this project there was the will of reuse both data and scenarios
ad hoc created for the museum of the city of Bologna, Italy,  named “Genus
Bononiae – Museo della Storia di Bologna”  (http://www.genusbononiae.it). As
already presented in Del 7.2, the museum solution consists of an immersive room
ready for 3D stereo movies where the visitors encounter an involving experience
halfway  through  their  visit:  a  journey  through  time,  a  sort  of  Big  Bang  of
Bolognese history, 2700 years in just 15 minutes. A friendly 3D character leads
such a visit: the Etruscan APA. 

Fig. 4. Apa the etruscan. The 3D stereo Movie.

In  the  preliminary  intents,  the  project  foresaw  two  connected  applications
whose goal was to create a continuous and surrounding experience for tourists
and students on the history of the city during Etruscan and Roman times. 
Specifically, what was developed is: 

1. Apa Game on-line: Online game for PC, based on daily life in the city of
Bologna and its main activities and trades;

2. Apa AR App:  Augmented  reality  (AR)  application  for  mobile  devices,
which  permits  to  access  digital  information  near  a  cultural  resource  of
Bologna.
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A  general  narrative  concept  was  designed  for  both  the  applications,  while
developing  it  in  two  different  ways  according  to  the  different  technology
employed.  The  former,  the  game,  was  indeed  based  on  a  strong  narrative
communication  style  where  users  learn  about  archaeological  and  historical
concepts while playing (for more details, see Del.7.2, p.8). 

The latter, the AR app, was accordingly set up on a descriptive communication
style and it turns to be a support, during the visit to the city (outdoor urban
discovery), relating itself to both the game and the museum movie. More on
this, the AR app allowed users to switch to a pure visualisation (without any
tracking  of  the  real  environment)  while  enabling  them  to  access  digital
information of a cultural icon in Bologna. Individuals could then read metadata
depending  on  their  level  of  expertise  by  either  assigning  user  defined
annotations  in  an  expert  mode  or  just  simple  browse  through  metadata
providing background information. 
The  storytelling that  run  along  the  two  applications  used  a  transmedial
approach:  contents  were  tailored  on  the  final  medium  used,  however
maintaining the cultural  message and the educational purposes.  Engagement
and audience’ understanding were delivered thanks to the embodiment of the
story in each media, trying to focus on the final users, mutually tourists (VR app)
and students (game). 
That faithfully brought to the overall enjoyment, which of course derived from
the combination of  all the media involved in the Apa project, intended as the
pleasant experience gained by the sum of the single parts (movie + game + AR
app). This is the main  strength of transmedia. Surely such kind of  approach is
cross-fertilization  for  both  content  and  design;  additionally,  it  advantages  a
blend among the selected targets: tourists walking around the city improved their
understanding  about  the  urban  history  and  its  heritages  through  the
application’s  data  core  while  stimulating  their  interest  towards  any  kind  of
deepening  at  the  local  museum  of  the  city  of  Bologna.  Students,  however,
learned the events of two historical periods of the ancient Bologna directly in
the local museum while being pushed to go out and visit the most relevant sites
of the city just explored indoor. 
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Fig. 5. Apa Game. A screenshot of the GUI

3.2.2. FLAMINIA RELOADED
“Flaminia reloaded” was initially a very huge project that aimed at reusing and
improving  the  data  from  a  previous  project,  “The  Virtual  Museum  of  the
Ancient  Via  Flaminia”, a  VR  environment  in  multiuser  domain
(http://www.vhlab.itabc.cnr.it/flaminia). The application lived for three years, with a
quite  good  success,  since  its  closing  for  technical  issues  and  management
problems. The second new project was conceived in three different installations:

1. Livia natural interaction: Natural Interaction (NI) installation based on
the virtual reconstruction of the Villa located in Rome;

2. Behind Livia’s  Villa:  On-line  application  based on  expert  exploration
and  access  to  metadata,  providing a  reliable  (and  quite  complete)
collection  of  assets  showing  references,  reconstructive  hypotheses  and
tagging.
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3. Livia’s Villa Oculus Rift:  Immersive installation that allow user  a full
embodiment inside the Villa through the stereo headset "Oculus Rift".

The  Livia NI  was focused only on Livia's  Villa  in Prima Porta (IX mile of via
Flaminia). The data were reused to make some graphic improvements and create
a new VR single-user application taking advantage of natural interaction modes.
It was placed at the Vatican Museums, Etruscan Section. 
While  such  application  was  aimed at  involving  visitors  through  direct  (and
natural)  interaction and  a  strong  narrative imprint,  a  second  on-line
application, Behind Livia's Villa, was devoted to access the digital assets and the
connected metadata with a  cascading and “caption” modality. In this way
an over-load  of  information  in  the  main  museum context  would  have  been
avoided, maintaining at the same time a connection with local documentation
and sources (for more details, see Del.7.2, p.5).
The  third  installation,  Livia's  Villa  Oculus  Rift  is  an  augmented  reality
application based on immersive technology for virtual reality, named Oculus
Rift.  It  is  a sort of headset which allow users to be virtually  immersed in 3D
reconstructed  environments.  Users  can  enjoy  walking  immersed  in  the
archaeological site and interactively loading in front of them the reconstruction
of the villa, using head’s movements and a joystick.  The sense of immersion and
the possibility to have the full perception of the scale and proportions of the
Villa’s architectures, makes this system interesting for the general public and for
experts.
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Fig. 7. Livia Natual Interaction. A screenshot of the GUI.

Fig. 8. Behind livia's villa. Example of expert exploration and access to metadata.

Fig. 9. Livia's Villa Oculus Rift. Example of interaction.
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The  conceptual  model  employed  here  foresaw  a  narrative  which  is  mostly
focused  on  delivering  emotional  contents  and  on  engaging  visitors  by
addressing and  accompanying them throughout a discovery journey made of
ancient virtual guides/characters and Baroque atmospheres, at least for the NI
installation.  Regarding  instead  the  online  application,  great  efforts  was  put
towards the scientific definitions of virtual reconstructions’ reliability: from the
maximum  (totally  scientific)  to  the  minimum  (evocative  reconstruction);  also
methodology, sources, interpretative processes following the criteria of London
Charter, Sevilla principles and Ename/ICOMOS Charter, were made available to
the users. This surely embraced the wide public by allowing children, old people,
students and experts to join the same cultural information at different levels,
one not excluding the other.

3.2.3. KEYS TO ROME EXHIBITION

The  exhibition  uses  immersive  technologies  to  present  and  connect  these
regional  cultures  within  the  Roman  Empire,  highlighting  their  diversity  and
commonality over centuries of Roman rule. Combining real artefacts, digitally
restored 3D objects and beautiful virtual environments, visitors can travel back in
time to search for lost objects and discover more about the lives of their owners.

For this exhibition, opened on September 23, 2014, we endeavoured to explore
the  possibilities  for  transmedia  storytelling  in  a  coordinated  international
museum exhibition, whereby a range of content are available across a range of
media  formats  and  devices.  The  exhibition  was  physically  set  up  in  four
international locations, namely Alexandria, Amsterdam, Rome and Sarajevo, but
there  is  also  online  content  (mobile  application,  web  site)  which  include
informational and storytelling content from each of the physical exhibition sites,
as well as links to additional content or information that cannot be accessed on-
site  in  all  of  the  physical  exhibitions.  Visitors  to  the  exhibitions  have  the
opportunity to go online and enrich their experience with additional content
that will expand upon the historical themes and fictional storylines presented in
the exhibition. In this way, the museum visitors experience could be designed to
provide one kind of experience (associated with a specific set of content) in the
physical  exhibition,  another  kind  of  experience  (associate  with  additional
content) online, and, where possible, even further experiences could be achieved
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through the addition of content available for mobile devices. The Keys 2 Rome
event has obviously been the natural field to apply the theoretical framework
achieved by the project's  work.   As  a matter of  fact,  the situation's  features
needed  a  narrative  approach  capable  to  fit  a  wide  range  of  requirements.
Namely, the storytelling structure had to led the visitor to a generic trip in the
past (Roman Age), but being as flexible as:

 to  include  different  museum  objects,  relating  to  different  historical
periods.

 To be suitable as introduction for different digital applications.

 to be modified on-the-fly according to possible changes in the exhibitions
organization.

 To  be  coherent  (in  terms  of  chap.  7.2)  and  emotionally  strong,  as  to
involve visitors in the museum interaction path.

The solution was found shaping a story placed in the very late period of Roman
empire, from which the protagonist (the young trader Marcus) holds the  keys
which make him able to travel back in time (so, being able to use every kind of
objects and scenarios). Such an approach has been very powerful in facing the
changes  and the  re-shaping of  the  narrative  structure  due  to the  exhibition
organization. 

The exhibition hosts several installations connected each other which share the
same contents delivered in different way and with different level of details:

Introductory Video: Visitors to the four exhibitions will watch a video as an
introduction to the adventure game they will experience: they have to locate
some  key  objects  in  order  to  discover  the  story  of  a  merchant  family  and
reconstruct the history of Rome. After the film, they will begin the visit to the
museum and

the exhibition.

Admotum: Admodum is a serious game based on natural interaction. Visitors
use their bodies to explore 3D environments and visualie the objects seen in the
exhibition  in  their  original  context.  A  new  type  of  interaction  that  links
Admotum and Holobox, is available in some of the locations.
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Holobox: Using the Holobox application visitors are able to see high resolution
3D holographic images of the objects in all four museums. The visitors have the
opportunity to manipulate the objects using a natural interaction system 

Revealing flashlight: An application of Natural Interaction (sensor LEAP). By
pointing their fingers at an object, visitors can see more details and a possible
reconstruction of it.

Virtex:  A  multisensory  approach  for  exhibiting  objects.  Through  virtex,  the
replica is turned into a storytelling device. An orientation sensor is integrated
into  the  replica  in  order  to  make  the  digital  printing  of  the  Ara  Pacis  and
Augustus Statue of Prima Porta interactive. In this way, by touching the surface
of the digital printing, the user are able to learn more from an audio or video
description.

Matrix  App:  Visitors  are  able  to  download  an  app  for  their  smartphones
(Matrix) and use one of the characters in the film as a special guide to the visit.
They are helped to find the objects in the Museum and to use them as an access
portal to the other museums 

Augmented reality app:  Using an Ipad in the Museum, visitor  are  able  to
observe  the  reconstruction  of  some  objects  in  their  original  context  just  by
pointing the manufacts with the device camera
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Fig. 10-11. Matrix App and AR App. Two way to explore museum contents a get object information 

Grant Agreement 270404 CNR PUBLIC 22 / 26



7 DELIVERABLE REPORT Doc. Identifier:
D. 7.4b

Date: 31-01-2015 

Fig. 12-13. Revealing Flashlight , Admotum and Holobox. Three different application to explore museum
objects with different approaches: Narrative (Admotum) and descriptive (Revealing flashlight and Holobox).

4. OVERALL ASSESSMENT AND PRELIMINARY CONCLUSION
In  this  deliverable  we  have  explained  the  concept  of  Transmedia
intended as a set of various relations among media and creative processes
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and we have deepened the potential of this approach in the development
of Virtual Museum applications. 

According to what highlighted in the core of this work we could say that
transmediality in Virtual Museum is based on a double agent mechanism:
content based and technology based. 

In  fact  it  express  itself  by  way  of  the integration  and relation among
different technologies (media) and the modulation and adaptation of the
same contents. 

Into  practice  it  is  the  opposite  of  Portability concept  that  deal  with
reusing or re-adapting technology created for a specific VM in any other
exhibitions with different contents (see Del. 5.4). 

This  mechanism  of  adaptability  of  contents  to  different  media  is  also
recursive  since  technologies  influence  contents  and  contents  influence
technologies. Given that transmediality is the outcome of this exchange
processes.

TRANSMEDIALIY

TECHNOLOGY CONTENTS

These  mechanism  of  transmedia  implies  a  large  dialogue  between  media
industry professionals and museum curators in defining a common line of action
to find  content  that  fit  with  technologies  and  viceversa  and  how it  can  be
applied in practice. 

Technology plays a dominant role in this media interaction and must be chosen
and developed very carefully. Indeed transmediality is enhanced by technology
since it 

 conveys the communicative contents:

 supports integrated communicative systems (hipertexs)
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 enhances the communicative level

 allows new cross-media to be created (Augmented-Reality, Spacial 
augmented reality, Natural interaction etc.)

In  order to deepen the impact  of  Transmediality  in  Virtual  Museum, we are
currently carrying on two evaluations programs.

The former is focused on Livia's villa Applications at the Museum of Diocletian
Thermal Bath in Rome (Livia's Villa Natural Interaction, Behind Livia's Villa and
Livia's  Villa  Oculus  Rift).  In  this  evaluation  we  will  pay  attention  to  how
information coming from tree different applications based on the same contents
are conveyed to the general public.  Given that the evaluation won't keep in
consideration the usability of those application but only on the adapting and
refining process of the contents to different media.

The latter is ongoing on Keys to Rome exhibition (Italian chapter). In this case
the  evaluation  is  focused  on  pedagogical  affordance  and  transmediality
effectiveness of the contents of the several installation designed specifically for
this purposes in this exhibition. This evaluation is addressed especially to student
of the High School, 16 years old

These evaluations will provide us a great knowledge to  define guidelines for
museum curator and developers in designing virtual museum applications with a
multi-level content and supposing to run on multi-platforms.

Up  to  know,  basing  on  the  V-Must  experience  we  could  say  that  the  main
features to be taken into account for designing transmedia applications are:

 modularity of storytelling

 adaptability of technology upon content

 suitability of information architecture upon interface

 interoperability between two or more technologies
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