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Making museums a mobile, personalised and
interactive experience

€ mn e e

A survey conducted among 68 museums.
and historical sites aoross Malta and
Gozo revealed that these sites registered
1.9 million admissions in 2011

Visitars can usa mobile devies o
participate in a unique, personalised
museum experience and bring Cutural
hertage o e

CHESS technolagy developed by French,
Greex, Bitish and Geman partners in EU-
turded project 1o be showcased at the
Inrovation Convention in Brussels on 1011
Hach

Vishors fo museums acoss Euope may
scon be atie fo shape their own culun|
experience before even lexving rome of
geeting on  plane franks fo an inrovation
Culural-Horitage Experiences thiough Gocko-  Whikh uses mobile. augmented reasty ard
poreonal interactions and Soryleling (GHESS) ~ geo-ocalisaton teshiooges 1o tum an
odirary museum vist o a persanal,
tercive storytenng expererce

A COnsortium of academs, Industral and Cultural Organvsations across Eumpe have used EU nvestment
10 Greate and doverop mobile technology that will Bnable vistors 1o anhance their culturl expenerce by
participating in i & persoral, talored ilnerary and infeactive expenence crealed by museum sites. The
CHESS App, Which will be avallabie to Gownioad on smariphones and fablets, aims o bing the past
alive, at users’ fngertips, making culture ard history engaging ard avallatie to everyone.

A QUATe 10L7 15 8 (NSBr SXPEAnc e Where The FISHor FEmains /EIer passY e WIth CHESS the museum
VISI IS A8 0.2 gMING EXPSENce, MRKNg ¥ISHOrS ECTY 8 and sNgaged in cufusel hatage. Vistors
are informad bt also chakenped, 16 sed an ersertainad This is 13l 1o ok the inéerest of Fistors, m
PeMcLar the yoLnger penamtion Who 8re Immersed in games on telr consoles, smanphones and
fabiees” saka Dr Olivier Bajet from DIGINEXT, the French Gompany Goowimating ine project.

How it works
The ‘Cutuml Hertage Experiences though Socio-personal inferactions and Storyteling (CHESS) project
s suppotted by more than €2.8 million in funding I1om the European Commission and aims 1o make the
museum expesience an altractive, more engagingone for all

The poject has bull 3 number of inavative tools that achieve ust this by focusing on the visitors and
allowing caltural hertage sites 10 Create and publish experiences taiior-made for them. With the caline.
"CHESS visiior suivey', peope can reglster ther Inferests, Ies ard dislikes. This 100 penmite museums
10 create suveys wih single- or MUtIH@<hoe and 10 Nk answers with 3 persora, |8 a chamater
tepresentative of the visitor's profile. The 'CHESS aulrering toal then enaties non<T professionals such
S Museum Curators and staft 10 easily deveiop Multipath dynamic storylines integratec wih advanced
multimeda content. Finally, the ‘Storytelling engne’ runs the story according to the patns detined but
also personalises and dynamicaly adapts the fory being 1ok accarting %o the visitors' irdividual
choices, updating these pafiie fight IoUgh the Colrse of the story

Unlike trditonal museum gudes, the CHESS App taks @ch vistor a dadicated story, focusad o the
extiits most relevant 1o their interests and mocd, wilh &s few of mary details as prefeTes Stores can
Te ennanced with mallimed, 3D and ‘augmentad realty’ Gimes and in some Cases OBjects talk and
1v2G VISHors 1o nferact wih them

When leaving the museum, vistors will fird Souvenss, L& 4 VKeo of & picture, 11om Thelr own story on
the museum website, thereby having a personal memory to share with family and friends, The project
accontingto Or Mara Roussou of the Unwersty of Athens has the potential 1o revolutionalise the way in
Which we Deriave and engage when visting museums.

"CHESS aims 10 enhanoe and parsoniiiss the exparien: e of each and er ey Fistor by craating a fatored
@penence, aimed at an indh O’ ikes, Aotties and infesests. By arecting the risitor 10 the artefacts
f MOS! Irterest 10 N o he, G OfTENng INFERCIY & COTEMT SLCN 85 LIZZES Or gAMES, We can reatly
PRI the User EXDENENDa AOF DY 15 IS f GRNEAT 10 16 LGEY, bUE 2150 10 the MUSELMS, WhLH Wart
ther visitors fo fare fhe best @peerce possitie and 10 Keep coming tck said Professor Yannis
loanniis of the University of Atnens.

Product Development and commercialisation
‘The CHESS product was tralled at the AGropolls Museum in Athens, Greece and at ine Gté de rEspace.
Park in Toubuse, France, ver six months Ast year to great success

Developed by seven partness ffom four Countries — France, Greece, UK and Gemany — CHESS will be
introduced o the market by project coordinator DIGINEXT, bringng the project from tha research stage
1o commerciaisation. The project oo orinafors are pradicting that CHESS will be laurched on the market
n v years.

Or Balet sakd "Withou £U/ furis #his mtat @ Woud hava ot bean possiia it really requred fhe
combination of workcass expertise in muliple omains, which is genealy nof aaiatie at 8 rations)
fer el in Euope. With 55000 4 forg sona gotel Jer ef

Mchael Jennings, spokesman for Eumpean Research, Inrovation and Scierce Commissioner Miire
Geognegan-Qunn, said "ELIOPE NS & iCh AISIOTY et 1ecANDiogy SLEN @5 CHESS can bang 1o ie fora
ightal generation and make mors acc ssibie f0 & Syons. BUKANg MOre IS &, THEC(Y 8 SOCIENISS 1S
a prionty of the Horzor020 progamme and fhat inciudes iroraton fo communcate and aficate
Etsopesn culfirs! hentage®

To see how the CHESS techrology works, go fo: hitp /youtu SeIZRE V1w

About CHESS
CHESS (Cutunl Haitage Expariences thiough Socio personal interctions and Storyleling) 15 a poject,
co-urded by the Eurpean Commision under the Eurpean Union's Severih Framework Progamme.
(FP7). The principal objective of GHESS Is 10 research, Implement and evakiate both the experience of
persoralised inferactive stories for vis#ors of Cutual sites and thar authoring by the Cultural cantent
expents. CHESS s Ine result of collatoration between DIGINEXT (FR), National Kapoistiian University
of Athens (EL), the University of Nottingham (UK), Fraunhofer institule for Computer Grptics (DE), Real
Fusi (FR), Acopolis Museum (EL) and G P o

About European research and innovation funding
©n Jan. 1 the Eucpean Uion launched 4 new, seven year reseach and innovation lunding pogamme
cavea Harizon 2020, Over the next seven years almost €80 billon will be invested in researcn and
mrovaton projects fo suppot Ew0pe's ECONOMG compettiveness and extend the frontiers af human
krawledge, The EU i focused mainy Wainares ke health, the
enwironment, ranspor, food and energy (see table beakcown below). Research partnerships with the
PrATMACEUIICS), 3EMSPACe, CAr &nd SECITNGS MNGuUStries aise encourage private sector investment in
support of future growth ard high skill b creation Horzon 2020 wil have an even greater focus on
ideas into m poducts, d senvices

For the itest Information on Evsopean research and Inovation, go to.
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