


MMM PLAYABLE

AR APP EXAMPLE: 404 – NOT FOUND

IMAGES PRINTING INTERVENTION

ARTISTS’ PLATFORM

THE LOGO

EVENTS PROGRAMME

BUDGET BREAKDOWN

ABOUT US

01.

02.

03.

04.

05.

06.

07.

08. 



The project presents an augmented reality 
(AR) covered behind the tangible ele-
ments of the museum; permitting the au-
dience to active this digital dimension, to 
play and interact with it, through an app 
that can be downloaded into an electro-
nic device such as a mobile phone or 
iPad. A selection of artists, who often 
work with technology and post-internet 
aesthetics, will create this ‘second digital 
world’ responding not only to the archi-
tecture of the building, but also to the 
Marino Marini’s pieces.
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To make the au-
dience’s experien-
ce more perso-
nal, and to promo-
te the project 
through social 
media, the app 
allows the audien-
ce to take photos 
and videos of 
themselves inside 
the AR fantasy, 
which acts like a 
green screen. 

The app o�ers di-
�erent routes to 
the visitors that 
they would need 
to follow and ex-
plore in order to 
discover the spe-
ci�c augmented 
realities hidden in 
each route.



Every picture taken using the app and 
uploaded to a social media platform, will 
be automatically printed on a continuous 

feed paper creating a mountain of images. 
The amount of photos in the gallery space 
aims to challenge the boundaries between 

the physical and the intangible, and to re-
�ect on the lack of privacy that human 

being face in the post-internet era.



MMM is also programmed to incor-
porate novel features of the 
environment into its augmen-
ted reality. Visitors passing by, 
as well as other things that 
aren’t originally part of the 
space, also appear on your 
screen. To help ensure the app 
functions properly, we could 
place some recognisable icons 
or color points in well-lit areas. 

The AR app that we would like to de-
velop for this project recogni-
ses an image through the 
mobile device’s camera, activa-
ting a digital reality that dialo-
gues with the space. Features 
of the environment activate the 
augmented reality displayed on 
your device’s screen. 




In terms of accessibility, we are aware of the 
challenges that high technology mean for 
some audiences who are not familiar with 
these resources. In order to avoid any ex-
clusion, and aiming to o�er a great and 
joyful experience to every visitor, we aim to 
facilitate the appropriate means and gui-
dance to the public. For example, for people 
who do not have a mobile device, or are not 
able to download the AR app, we would have 
a number of ipads at the museum’s entran-
ce which had the app downloaded and 
ready for the visitor to use. We also would 
produce a �oor plan that indicates the exact 
points at the museum where the artworks 
and the digital reality can be found. These 
are just few examples of how we are plan-
ning to make this experience accessible to 
all, being willing to re�ect on and to o�er so-
lutions to these challenges.



An example of an exhibition where AR was 
used before successfully and engaged 
with the audience, co-curated by Rober-
to Majano, is 404 Not Found. For this 
project, they used similar AR technology 
but in smaller scale due to the limited 
budget and resources. What we present 
in this proposal is more ambitious, but 
still achievable with the appropriate 
sources and professionals. Here you 
can see the video of 404 Not Found, and 
get a �avour of the project that we pro-
pose for the Marino Marini Museum.

VIDEO https://vimeo.com/219094516
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The last step of this game is to materialise the digital 
reality. To make the exhibition more joyful and 
physical, every image taken through the AR 
app by the visitors, and uploaded on social 
media (Facebook, Instagram and Twitter) throu-
gh the app, will be printed automatically by a 
continuous feed printer inside the gallery 
space. 

The increasing mountain of images created during the 
period of the exhibition challenges the bounda-
ries between the digital and the physical. This 
intervention also re�ects on the amount of time 
that current generations spend on social 
media platforms, and the lack of privacy that 
the human being face in the post-internet era.

NOTE: The possibility of including an speci�c design, 
colour or texture on the back of the paper, 
would allow us to create an striking visual e�ect 
that catches the audience’s attention.
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Teaser by Bex Isley




This project o�ers a platform for artists 
working with new media to present their 
practice at such an established art institu-
tion like the Marino Marini Museum. Explo-
ring the museum’s collection and architec-
ture, this is a great opportunity for the se-
lection of artists to re-think and re-inter-
pret these elements through new ways of 
expression as 3d images or gifs.

The artists not only would respond to the 
museum’s aspects, but also will create a 
playful experience for the audience to 
enjoy their visit and to re�ect on di�erent 
subjects. 



The following list is an open selection of 
creators who would take part in MMM Pla-
yable:

Bex Isley (Coventry, UK)

Tabita Rezaire (Paris, France)

Darío Alva (Valencia, Spain)

Flavio Scutti (Atessa, Italy)

Alba G. Corral (Barcelona, Spain)

www.bexilsley.com
www.tabitarezaire.com
www.instagram.com/cavecanems
www.chincaglie.altervista.org
Blog.albagcorral.com


Bex Isley 
(Coventry, UK)

www.bexilsley.com

Tabita Rezaire
(Paris, France)

www.tabitarezaire.com



Darío Alva 
(Valencia, Spain)
IG: cavecanems

Flavio Scutti 
(Atessa, Italy)

www.chincaglie.altervista.org

Alba G. Corral
(Barcelona, Spain)

blog.albagcorral.com
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In order to amplify the scale of this project, the exhibi-
tion will be accompanied by a series of events 
such as panel discussions, workshops, talks 
and Q&A. These activities would be leaded by 
expertise like university lecturers, resear-
chers and art practitioners who work with the 
subjects of this project –technology in art, 
internet sphere, digital art, etc.

An example of that could be a talk or workshop by 
Franz Iandolo, Professor of Techniques of New 
Integrated Media at the Naples Academy of 
Fine Arts; or someone from the Florence Uni-
versity of the Arts if relevant.

Another appropriate event for the public to unders-
tand the project and �nd out more about it, 
could be a guided tour by curators and artists.
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x6 artists 3000

Graphic designer fee 800

2000

1000

1000

Events programme Q&A/ panel discussion 
or/and workshops

1000

Production costs 1200

07.
Artis fee 500

10000 

design & production 
of the appApp engineer

Curator Roberto Majano

Curator Nuria López de la Oliva



Nuria López de la Oliva

Nuria is a Spanish curator based in Manches-
ter (UK). Holding a Masters Degree in Con-
temporary Curating, and having produced 
exhibitions at di�erent institutions, Nuria 
focuses on international projects that su-
pport early and mid-career artists. She is 
a non-limited individual whose work invol-
ves experimental practices and new cura-
torial methodologies.

Find more about Nuria here: www.cargocollective.com/nurialopezdelaoliva

www.cargocollective.com/nurialopezdelaoliva


Roberto Majano

Roberto Majano is a Spanish, Florence-based 
Art Historian, who obtained his degree 
through an international programme that 
included Spain, Brazil, China and Italy. Ro-
berto has worked at various cultural insti-
tutions including the Guggenheim Founda-
tion and the Venice Biennale, as well as 
co-founded Bondiola Nomad Gallery, an 
international collective that developed in-
terdisciplinary exhibitions at di�erent 
spaces.

Find more about Roberto here: www.bondiola.art

www.bondiola.art


THANK YOU FOR WATCHING.




