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Case Studies from 
Iceland, Ireland, 
Lithuania, Denmark 
and Slovenia

1. The Bram Stoker Festival (Ireland)

2. The Book of KellsVisitor Experience 
(Ireland)

3. The Bloomsday Festival (Ireland 

4. The Museum of Irish Literature (Ireland)

5. The VR Escape Room of the Philosopher 
LƳƳŀƴǳŜƭ YŀƴǘΩǎ [ƛōǊŀǊȅ(Lithuania)

6. Grossmann fantastic film and wine 
festival (Lithuania)

7. Museum of Slovenian Film Actors 
(Slovenia) 

8. M. K. 2ƛǳǊƭƛƻƴƛǎ(Lithuania)

9. 1238: The Battle of Iceland (Iceland)

10. Búðaslóð(Booth trail) (Iceland)

11. H.C. Andersen Festivals (Denmark)

12. Aarhus Festuge(Denmark)

13. World Tour Showcase
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Introduction: 
Our Mission 
and Aim with 
Uplift

The UPLIFT EU project is here to 
support small tourism businessesτ
especially those in film and book 
tourismτby offering practical tools 
and training in exciting new 
technologies like augmented reality 
(AR), virtual reality (VR), and artificial 
intelligence (AI).

Our aim is simple: to help you grow 
your business in a smart and 
sustainable way. These technologies 
can help you offer visitors more 
interactive, memorable experiences 
that build a stronger connection to 
your local culture. 

The result? Happier tourists, more 
repeat visits, and stable jobs in your 
community.

¢ƻ ǎǳǇǇƻǊǘ ȅƻǳΣ ǿŜΩƭƭ ǇǊƻǾƛŘŜ Ŝŀǎȅ-
to-use training resources, real-life 
examples of what works, a dedicated 
website, hands-on workshops, 
helpful videos, and more.

Photo Credit: Image title
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About the Project: 

Immersive 
Technologies in 
Film and 
Literature 
Tourism

Imagine standing where a famous 
film scene was shotτor walking 
through the hometown of a beloved 
authorτand not just seeing it, but 
experiencingƛǘΦ ¢ƘŀǘΩǎ ǘƘŜ ǇƻǿŜǊ ƻŦ 
immersive technology.

For film and literature tourism sites, 
tools like Augmented Reality (AR), 
Virtual Reality (VR), and Artificial 
LƴǘŜƭƭƛƎŜƴŎŜ ό!Lύ ŀǊŜƴΩǘ Ƨǳǎǘ ŦŀƴŎȅ 
add-ƻƴǎΦ ¢ƘŜȅΩǊŜ ǇƻǿŜǊŦǳƭ ǿŀȅǎ ǘƻ 
turn a good visitor experience into 
an unforgettable one.

Throughout this case study brochure 
we have example good practice case 
studies from Iceland, Ireland, 
Lithuania, Denmark and Slovenia for 
you to browse and learn from. You 
might find ideas which you can 
replicate at your destination.

Photo Credit: Image title
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Fusing Gothic Heritage with Immersive Tech 
for a New Era of Cultural Tourism

The Bram Stoker Festival is an annual 
celebration in Dublin honouring the legacy of 
the famed Dubliner, Bram Stoker, best known 
for his gothic vampire novel "Dracula." Held 
over four days and nights during the October 
bank holiday weekend, the festival includes 
many events, literary discussions, theatrical 
performances, film screenings, and family-
friendly activities, all inspired by Stoker's life 
and works. In 2025, the festival is scheduled 
from over the Halloween bank holiday 
weekend, promising an immersive experience 
into the gothic and supernatural themes that 
ǇŜǊƳŜŀǘŜ {ǘƻƪŜǊϥǎ ǿǊƛǘƛƴƎΦ 

Bram Stoker was born in Clontarf, Dublin, in 
1847 and spent much of his early life 
bedridden due to illness, an experience that 
likely influenced his fascination with dark 
themes. 

He later attended Trinity College Dublin, 
excelling in academics and athletics while 
developing a passion for literature and theatre. 
After graduating, he worked as a civil servant 
at Dublin Castle and became a theatre critic, 
eventually leading to his move to London to 
manage actor Henry Irving's Lyceum Theatre.

Stoker wrote Draculain 1897, drawing on 
European folklore, Irish legends, and his 
extensive research into vampire myths and 
Gothic horror. The novel, structured through 
diary entries and letters, introduced Count 
Dracula to the world and became a defining 
work of Gothic literature and vampire fiction. 
In 2012 a festival documenting his life and 
works was launched in Dublin, and despite a 
brief hiatus during Covid19 has become a 
popular and successful event in the capital.

7

Dublin

Category

Website

Literary festival

https://bramstokerfestival.com

Social Media

The Bram Stoker Festival

The Bram Stoker Festival

Location

Case 
Study 1

https://www.instagram.com/bramstokerfestival/?hl=en
https://www.youtube.com/channel/UCRxElBq-IJkJeSpHbDncBVw
https://www.facebook.com/BramStokerDublin/
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Unlocking the Dark Imagination: 
The Immersive Power of Gothic 
Festivals

Gothic festivals celebrate the 
dark, mysterious, and 
macabre aspects of art, 
literature, and culture, often 
drawing inspiration from 
Gothic fiction, architecture, 
and subcultures. These 
events typically feature 
immersive experiences such 
as theatrical performances, 
costume events, music, and 
visual arts that explore 
themes of horror, the 
supernatural, and romantic 
decay. Gothic festivals serve 
as a space for creative 
expression and community 
gathering around all things 
eerie and fantastical.

Ireland, known as the 
birthplace of Halloween 
offers many ghost, spiritual 
and Gothic festivals, where 

ancient Celtic traditions, 
haunted folklore, and literary 
legaciesτƭƛƪŜ .ǊŀƳ {ǘƻƪŜǊΩǎ 
Draculaτcome alive through 
eerie celebrations and 
immersive storytelling.

Other notable international 
Gothic festivals include 
Wave-Gotik-Treffenin 
Leipzig, Germany, one of the 
ǿƻǊƭŘΩǎ ƭŀǊƎŜǎǘ ŜǾŜƴǘǎ 
celebrating Gothic music, 
fashion, and culture, drawing 
thousands of international 
visitors each year. The 
Whitby Goth Weekendin the 
UK is another iconic event, 
held in the town where Bram 
Stoker found inspiration for 
Dracula, combining live 
music, Victorian markets, and 
elaborate Gothic costumes. 

Immersive Art and Gothic 
Experiences in Dublin

The Bram Stoker festival 
has a good history of 
integrating immersive 
technologies into its 
literary celebrations, 
enhancing the audience's 
engagement with Gothic 
themes and Stoker's 
legacy. 

For instance, since 2022, 
the festival has featured 
"BOREALIS," an 
installation by Swiss artist 
Dan Acher(pictured 
above courtesy of Paola 
Floris) that recreates the 
aurora borealis using light 
and sound in Dublin 
Castle's Upper Courtyard, 
where Stoker once 
worked. This blend of 
technology and art 
transforms the night sky, 
offering attendees a 
ƳŜǎƳŜǊƛǎƛƴƎ ŜȄǇŜǊƛŜƴŎŜΦ 

Additionally, the festival 
has hosted events like 
"SLICE: The Gothic 
Graphic Novel Live," 
which combined readings 
of Gothic horror comics 
with music, sound design, 
projected illustrations, 
and live performance, 
creating an immersive 
storytelling environment.

The 2018 presentation of 
"NYsferatu: Symphony of 
a Century" showcased a 
rotoscope recreation of 
the classic horror film 
"Nosferatu," 
accompanied by a newly 
commissioned live score, 
providing a modern, 
immersive interpretation 
ƻŦ ǘƘŜ ǾŀƳǇƛǊŜ ƳȅǘƘƻǎΦ 

Listen to themτthe 
children of the night. 

What music they make!

-Bram Stoker, Dracula
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άL ǿŀƴǘ ȅƻǳ ǘƻ ōŜƭƛŜǾŜΦΦΦǘƻ ōŜƭƛŜǾŜ ƛƴ ǘƘƛƴƎǎ ǘƘŀǘ 
ȅƻǳ ŎŀƴƴƻǘΦέ 

Professor Abraham Van Helsingin Dracula

The above quote speaks directly to the heart 
of immersive Gothic technology. Just as Bram 
{ǘƻƪŜǊΩǎ ǿƻǊŘǎ ŜƴŎƻǳǊŀƎŜ ǊŜŀŘŜǊǎ ǘƻ ƻǇŜƴ 
their minds to the impossible, immersive 
tools like VR, AR, and AI invite festivalgoers to 
step beyond reality and into the uncanny. 

These technologies blur the line between 
fiction and experienceτallowing audiences 
not just to read or watch Gothic tales, but to 
live them. Whether wandering through a 
shadowy digital castle, conversing with an AI 
vampire, or unveiling ghostly apparitions 

through AR, this quote captures the essence 
of immersive Gothic storytelling: 
surrendering logic to embrace wonder, 
mystery, and fear.

The Bram Stoker Festival in Dublin offers 
immense potential for integration of 
technology into storytelling, through light 
displays, VR and AR and audio immersion. 
Further opportunities could emerge with new 
technologies.

ά¢ƘŜ ǿƻǊƭŘ ǎŜŜƳǎ Ŧǳƭƭ ƻŦ ƎƻƻŘ ƳŜƴτeven if there 
ŀǊŜ ƳƻƴǎǘŜǊǎ ƛƴ ƛǘΦέ

Jonathan Harker in Dracula.

This quote beautifully captures the moral 
tension at the heart of Gothic fictionτthe 
coexistence of light and darkness, virtue and 
evil. 

It's a reminder that even in a world 
shadowed by supernatural horror, humanity 
and hope persist. 

In an immersive festival setting, this duality 
could be explored through contrasting 
experiences: serene, candlelit VR chapels 
alongside dark, AI-driven vampire 
encounters, offering spooky journey through 

the Gothic landscape.

Gothic festivals around the world are 
embracing immersive technologies to elevate 
storytelling and engage audiences more 
deeply. At Cloak & Dagger: Dusk Till Dawnin 
Los Angeles, for example, live music 
combined with interactive theater led guests 
through personalized, mysterious narratives. 
Likewise, !w9!мрΩǎ Massivesin Las Vegas 
merges concerts with interactive art and 
themed spaces, immersing visitors in surreal, 
Gothic-inspired worlds.

¢ƘŜ ΨStokerlandΩ ŜǾŜƴǘ 
at the Bram Stoker 

Festival
Photograph courtesy Luisa Golz
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Immersive Literary and Film Experiences:
The Curious Case of the Vanishing Fourth Wall

While Dracula is a book of course, it has 
inspire multiple films, animations and 
theatrical performances over the past 100+ 
years. In the realm of film, major festivals are 
dedicating sections to immersive media. 

The Festival de Cannesintroduced an 
Immersive Competition, showcasing works 
that utilize virtual reality (VR), mixed reality, 
projection mapping, and holography to 
challenge conventional storytelling and 
transport audiences to different realms and 
times. Similarly, the Venice International 
Film Festivalfeatures the Venice Immersive
section, devoted to XR (extended reality) 

works, including 360° videos and interactive 
installations.

These initiatives reflect a broader trend of 
festivals embracing immersive technologies 
to create innovative, multisensory 
experiences that redefine audience 
ƛƴǘŜǊŀŎǘƛƻƴ ǿƛǘƘ ƴŀǊǊŀǘƛǾŜ ŎƻƴǘŜƴǘΦ  

Such innovations not only expand the 
boundaries of traditional storytelling but also 
invite audiences to become active 
participants in the narrative, blurring the 
lines between viewer and the world of the 
story itself.

Ghoulish Gizmos: 
A Frightfully Fun Future for Gothic Festivals

Gothic festivals have rich potential for 
integrating VR, AR, and AItechnologies to 
deepen audience engagement and 
storytelling. Opportunities could include:

ÅVR (Virtual Reality)could transport 
festivalgoers into eerie, atmospheric worlds 
inspired by Gothic novels or haunted 
historical settings, allowing full immersion in 
a storyτƭƛƪŜ ŜȄǇƭƻǊƛƴƎ 5ǊŀŎǳƭŀΩǎ ŎŀǎǘƭŜ ƻǊ 
±ƛŎǘƻǊƛŀƴ 5ǳōƭƛƴ ǘƘǊƻǳƎƘ {ǘƻƪŜǊΩǎ ŜȅŜǎΦ
ÅAR (Augmented Reality)could enhance live 
events or heritage sites with supernatural 

overlays, interactive ghosts, or hidden clues, 
turning a city walk into a living Gothic 
mystery.
ÅAI could personalise experiences through 
intelligent storytellingτchatbots as ghostly 
guides, generative poetry from Gothic 
themes, or even AI-generated horror tales 
adapting to user emotion or choices.

These technologies can extend the festival 
beyond physical space and time, making 
Gothic heritage a continuously evolving, 
participatory experience.

ά¢ƘŜǊŜ ŀǊŜ ƳȅǎǘŜǊƛŜǎ ǿƘƛŎƘ ƳŜƴ 
can only guess at, which age by 
ŀƎŜ ǘƘŜȅ Ƴŀȅ ǎƻƭǾŜ ƻƴƭȅ ƛƴ ǇŀǊǘΦέ

Professor Abraham Van Helsing
in Dracula

https://bramstokerfestival.com

https://www.instagram.com/bramstokerfestival/
https://www.youtube.com/channel/UCRxElBq-IJkJeSpHbDncBVw
https://www.facebook.com/BramStokerDublin
https://www.linkedin.com/search/results/all/?keywords=%23bramstokerfestival&origin=HASH_TAG_FROM_FEED&sid=HGH
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Fusing Gothic Heritage with Immersive Tech 
for a New Era of Cultural Tourism

The Book of Kellsis a stunningly 
beautiful and historically 
significant illuminated manuscript, 
widely considered one of the 
greatest masterpieces of medieval 
art. The book is a lavishly 
decorated manuscriptof the four 
Gospelsof the New Testamen, 
written by Celtic monks around 
800AD.  

The Book of KellsVisitor 
Experience at Trinity College 
Dublin is an excellent best-practice 
case study for a technological 
tourism attraction in Ireland 
because it successfully blends 
cutting-edge digital innovation 
with rich cultural heritage, making 
it a benchmark for sustainable and 

immersive tourism. 

11

Dublin

Category

Website

Literary attraction

https://www.visittrinity.ie

Social Media

Book of KellsVisitor Experience

Book of KellsVisitor 
Experience

Location

Case 
Study 2

Image courtesy Trinity College Dublin, 2025

https://www.instagram.com/bookofkellsexperience/
https://www.youtube.com/@bookofkellsexperience
https://www.facebook.com/bookofkellsexperience
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Describe Your Journey to 
Digital Immersive Tourism.

The experience utilises
state-of-the-art digital 
projections, interactive 
screens, and Augmented 
Reality (AR) to bring the 9th-
century manuscript to life. 
The experience is 
multisensory, appealing to a 
diverse audience, from 
history enthusiasts to tech-
savvy tourists. Some of the 
techniques used at the 
experience include:

1. Digital innovation and 
immersive storytelling
ÅHigh-resolution digitised

images of the Book of 
Kells allow visitors to 
explore intricate details 
that would otherwise be 
inaccessible.

Å Interactive elements 
engage visitors by 
providing dynamic 
interpretations of the 
artwork and historical 
significance.

2. Enhanced visitor 
engagement and 
accessibility
Å Incorporates Universal 

Design principles, 
ensuring accessibility for 
visitors with varying 
needs.

ÅOffers multilingual digital 
guides to cater to 
international tourists.

3. Integration of AI and VR in 
tourism
ÅThe use of Augmented 

Reality (AR) and Artificial 
Intelligence (AI) enhances 
engagement, making the 
experience more 
interactive and 
educational.

ÅVR elements allow 
visitors to "step into" the 
historical world of the 
monks who created the 

manuscript.

4. Sustainability and 
cultural preservation
ÅBy digitisingthe Book of 

Kells, the attraction 
minimisesphysical 
handling of the fragile 
manuscript, ensuring 
long-term conservation.

ÅThe exhibition supports 
sustainable tourism by 
reducing the 
environmental footprint 
while increasing 
accessibility through 
virtual experiences.

5. Economic and tourism 
impact
ÅhƴŜ ƻŦ LǊŜƭŀƴŘΩǎ Ƴƻǎǘ 

visited attractions, 
drawing over a million 
visitors annually, 
showcasing the power of 
digital transformation in 
tourism.

ÅSets a standard for how 
other cultural institutions 
can leverage technology 
to enhance engagement 
and revenue streams.

ά¢ƘŜ .ƻƻƪ ƻŦ YŜƭƭǎ ƛǎ ƻƴŜ 
of the most famous 

medieval manuscripts in 
ǘƘŜ ǿƻǊƭŘέ

(Anne-Marie Diffley, 

Visitor Services Manager,

Trinity College Dublin)

Image courtesy Trinity College Dublin



U
p
s
k
ill

in
g

 i
n
 I

m
m

e
rs

iv
e

 L
ite

ra
tu

re
 a

n
d
 F

ilm
 T

o
u
ri
s
m

13

How the Book of KellsExperience Brings 1,200 
Years of History to Life

"The self-guide audio 
tour was very 
informative"  

(Anonymous)

Developing the Book of Kells Visitor 
Experience came with several key challenges, 
which were addressed by Trinity College 
Dublin through innovative solutions.

1. Balancing heritage preservation with 
modern technology 

Å Challenge: The Book of Kells is an 
extremely fragile manuscript, requiring 
strict conservation measures to prevent 
damage from light, temperature, and 
handling.

ÅSolution: Instead of exposing the 
manuscript to risk, high-resolution digital 
scans and interactive displays were 
created to allow visitors to explore its 
details up close. Augmented reality (AR) 
and 3D imaging provided an immersive 
experience without harming the artifact.

2. Enhancing visitor engagement in a static 
exhibition
ÅChallenge: Traditional exhibitions often 

struggle to keep visitors engaged, 
especially younger audiences or those 
unfamiliar with the historical context.

ÅSolution: The use of immersive 
storytelling, projection mapping, and 
digital touchscreens transformed the 
visitor experience into an interactive 
journey. The exhibit allows users to "turn 
the pages" digitally and understand the 

artistic techniques behind the manuscript.

3. Accessibility and inclusivity
ÅChallenge: Making a 9th-century 

manuscript engaging and accessible for a 
global audience with different learning 
styles, languages, and abilities.

ÅSolution: Implemented Universal Design 
principles, offering multilingual digital 
guides, audio descriptions for visually 
impaired visitors, and interactive elements 
suitable for all ages and abilities. The 
exhibition also features tactile displays to 
enhance engagement for those with 
sensory impairments.

4. Integrating digital technology without 
overpowering the historical significance
ÅChallenge: Striking a balance between 

technology and historical authenticity, 
ensuring the attraction remained 
educational rather than feeling like a 
theme park.

ÅSolution: The exhibition design kept 
technology subtle yet effective, using 
digital enhancements to support 
storytelling rather than dominate the 
experience. The goal was to complement 
ǘƘŜ ƳŀƴǳǎŎǊƛǇǘΩǎ ƘƛǎǘƻǊƛŎŀƭ ǾŀƭǳŜ ǊŀǘƘŜǊ 
than overshadow it.
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How the Book of KellsExperience Brings 
1,200 Years of History to Life

5. Managing High Visitor Numbers and flow
Å/ƘŀƭƭŜƴƎŜΥ !ǎ ƻƴŜ ƻŦ LǊŜƭŀƴŘΩǎ Ƴƻǎǘ ǾƛǎƛǘŜŘ 

attractions, overcrowding could diminish 
the visitor experience and put strain on 
the facilities.

ÅSolution: Introduced timed ticketing, 
digital pre-booking systems, and guided 
visitor flow management to reduce 
congestion and provide a more immersive 
experience. Virtual experiences also 
allowed people to engage with the Book of 
Kells remotely.

6. Sustainability and Long-Term Viability
ÅChallenge: Ensuring the attraction is 

sustainable in terms of environmental 
impact and financial viability.

ÅSolution: Digitalisationreduced the need 
for physical handling, while energy-
efficient lighting and materials minimised
the environmental footprint. Revenue 
from ticket sales and digital experiences 
ensures ongoing funding for conservation 
and educational programmes. 

How Visitors Are Stepping Inside the 
World of the Book of Kells

The Book of Kells Visitor Experience 
successfully bridges history and technology, 
creating a world-class example of how digital 
innovation can preserve and promote cultural 
heritage.

The fusion of tradition and technology makes 
the Book of Kells Visitor Experience a prime 
example of how digital tools can 
revolutioniseheritage tourism, ensuring 
cultural preservation while enhancing visitor 
engagement.

ά¢ƘǊƻǳƎƘ ŀƴ ƛƳƳŜǊǎƛǾŜ о5 
experience, visitors explore the 
ƳŀƴǳǎŎǊƛǇǘΩǎ ƘƛǎǘƻǊȅ ŀƴŘ ŀǊǘƛǎǘǊȅ ƛƴ 

ǳƴǇŀǊŀƭƭŜƭŜŘ ŘŜǘŀƛƭέ
(Trinity College Dublin, 2025)

https://www.visittrinity.ie/boo

k-of-kells-experience/

Trinity College 
Dublin, 2025

https://www.instagram.com/bookofkellsexperience/
https://www.youtube.com/@bookofkellsexperience
https://www.facebook.com/bookofkellsexperience
https://www.linkedin.com/search/results/all/?keywords=%23bookofkells&origin=HASH_TAG_FROM_FEED&sid=22m
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From Page to Pavement: Immersing in the 
Myth of Modern Dublin

Bloomsdayis an annualcelebrationin Dublin
commemoratingJamesJoyceandhis landmark
novel Ulysses, considered one of the most
influential works of modernist literature. Held
eachyearon June16, the festivalbringsto life
the eventsof the novel,which takesplaceover
the courseof a singleday in 1904, following
the journey of protagonist Leopold Bloom
through the streets of Dublin. Bloomsday
features a vibrant mix of literary readings,
walking tours, theatrical performances,music,
lectures, and costumed re-enactments that
immerseparticipantsin WƻȅŎŜΩǎrichly detailed
world.

JamesJoycewas born in Rathgar,Dublin, in
1882, andhis formativeexperiencesin the city
deeply influenced his writing. He attended
University CollegeDublin, where he studied
modern languagesand developeda reputation

for his sharp intellect and literary ambition.
Joycelater left Ireland but continued to write
obsessively about Dublin, capturing its
atmosphere,characters,and politics in minute
detail. Ulysses, published in 1922, cemented
his status as a literary innovator, and
Bloomsday has since evolved into a global
celebrationof his legacy,with eventsnot only
in Dublin but also in cities like Zürich, Trieste,
andNewYork.

Bloomsday now showcases an immersive
journey into WƻȅŎŜΩǎDublin, inviting fans and
newcomersalike to step into a story where
every street corner holds a line of literature,
and everyparticipant becomespart of a living
novel.

15

Dublin

Category

Website

Literary festival

https://www.bloomsdayfestival.ie/

Social Media

The BloomsdayFestival

The Bloomsday Festival

Location

Case 
Study 3

https://www.bloomsdayfestival.ie/
https://www.instagram.com/bloomsdayfest
https://www.youtube.com/@BloomsdayFilmFestival1904/videos
https://www.facebook.com/bloomsdayfestival
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Where Words Gather: The 
Cultural Power of Literary 
Festivals

Literary festivals have
become vibrant cultural
phenomena that bring
together readers, writers,
thinkers, and creators to
celebratethe written word in
all its forms. Far beyond
traditional book readings,
these festivalsoffer dynamic
spaces where literature
intersects with politics,
identity, history, and
imagination. From intimate
author talks to sprawling
international gatherings,
literary festivals provide
opportunities for meaningful
dialogue, creative
inspiration, and shared
reflection.
Theirenduringpopularity lies
in the unique energy they
generateτwhere audiences
can engage directly with
authors,discovernew voices,
and feel part of a global
community united by
storytelling. These events
often blend literature with
music, performance, and
visual arts, makingthem not
only intellectually stimulating
but also deeply immersive

and emotionally resonant.
Whether in historic cities,
small towns, or even online,
literary festivals offer a rare
chance to slow down, think
deeply,andconnectτboth to
the stories we love and to
eachother.

Literary festivals worldwide
thrive, offering unique
insights into regional culture
and literature. The Hay
Festival in Wales blends
literature with globalpolitical
dialogue, while Edinburgh's
Book Festival attracts
thousands each August.
India's Jaipur Literature
Festivalis one of the largest
free literary events, uniting
voices from around the
world. Festivalslike Toronto's
International Festival of
Authors, Melbourne Writers
Festival, and Brooklyn Book
Festival foster dynamic
discussionson books, ideas,
and contemporary issues.
These festivals promote
literary excellenceand spark
globalcultural dialogue.

Immersive Art and 
LiteraryExperiences in Dublin

Dublin, a UNESCOCity of
Literature, is a place where
stories seep from the
cobblestonesand art pulses
through everycorner. Thecity
offers a wealth of immersive
literary and artistic
experiences that connect
visitors to its rich cultural
legacyin dynamicways. From
walking tours that trace the
footstepsof literary giantslike
JamesJoyce,SamuelBeckett,
and W.B. Yeats, to cutting-
edge exhibitions at
institutions like the Museum
of Literature Ireland (MoLI),
Dublin invites exploration

through story. Events like
Bloomsdayturn the city into a
living novel, while
installations, performances,
and site-specific art projects
across the city blend
contemporary creativity with
historical context. Whether
stepping into a spoken word
performancein a tucked-away
theatre or navigating the
digital archives of LǊŜƭŀƴŘΩǎ
great writers, Dublin offers a
deeply immersive encounter
with the literary and artistic
spirit that has shaped its
identity for generations.

"A day in the life of the 
city, a day in the life of a 

man."

- James Joyce - Ulysses
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"I will not have my mind reeling in the dark."

James Joyce, Ulysses, Chapter 4

The above quote speaks directly to the heart 
of immersive experiences, much like the 
journey of Leopold Bloom through Dublin in 
Ulysses. Just as Joyce invites readers to 
explore the boundaries of perception and 
reality, immersive tools like VR, AR, and AI 
urge festivalgoers to step beyond the tangible 
world and into the extraordinary.

These technologies blur the line between the 
known and the unknownτallowing 
audiences not only to read or watch but to 
live the experience. Whether navigating 
through a virtual Dublin, interacting with an 
!L ŦƛƎǳǊŜ ŦǊƻƳ ǘƘŜ ǇŀƎŜǎ ƻŦ WƻȅŎŜΩǎ ǘŜȄǘΣ ƻǊ 

ǳƴŎƻǾŜǊƛƴƎ ƘƛŘŘŜƴ ƭŀȅŜǊǎ ƻŦ ǘƘŜ ŎƛǘȅΩǎ ƭƛǘŜǊŀǊȅ 
history through AR, this quote embodies the 
essence of immersive storytelling: letting go 
of the ordinary to embrace wonder, mystery, 
and the uncanny.

The Ulysses-themed experiences in Dublin 
offer vast potential for the integration of 
cutting-edge technology into storytelling, 
through virtual tours, AR features, and audio 
immersion. With the continued evolution of 
these tools, further opportunities for 
innovation could emerge, enhancing the 
festivalgoer's connection to Joyce's world.

ά¢Ƙƛƴƪ ȅƻǳϥǊŜ ŜǎŎŀǇƛƴƎ ŀƴŘ Ǌǳƴ ƛƴǘƻ ȅƻǳǊǎŜƭŦΦ [ƻƴƎŜǎǘ ǿŀȅ ǊƻǳƴŘ ƛǎ 
the shortest way ƘƻƳŜΦέJamesJoyce, Ulysses.

This quote beautifully captures the existential 
heart of Ulyssesτthe idea that every journey 
outward is also a journey within.

LǘΩǎ ŀ ǊŜƳƛƴŘŜǊ ǘƘŀǘ ƴƻ ƳŀǘǘŜǊ Ƙƻǿ ŦŀǊ ǿŜ 
wander, we always circle back to ourselves, 
shaped by the very detours we thought 
would lead us away.

In a Bloomsday context, this theme could 
come alive through immersive walking tours 
ƻŦ 5ǳōƭƛƴΣ ǿƘŜǊŜ ǇŀǊǘƛŎƛǇŀƴǘǎ ǊŜǘǊŀŎŜ .ƭƻƻƳΩǎ 
steps not just geographically, but 
emotionallyτeach pub, street corner, and 

park bench a portal into memory, identity, 
and self-discovery.

Bloomsday celebrations around the world are 
embracing this reflective spirit. In Dublin, 
readings, performances, and costumed 
reenactments blend literature with lived 
experience, turning the city into a stage. 
Meanwhile, virtual reality adaptations of 
Ulyssesallow modern readers to inhabit the 
narrative in new waysτproving that the 
longest way round, even through evolving 
mediums, can still be the shortest way home.

Photograph Marcelline Roulleau

Bloomsday dinner
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Immersive Literaryand City Experiences:
The Curious Case of the Wandering Self

While Ulyssesis a novel, it has long 
transcended the page. For over a century, 
WƻȅŎŜΩǎ ƳŀǎǘŜǊǇƛŜŎŜ Ƙŀǎ ƛƴǎǇƛǊŜŘ ǇƭŀȅǎΣ 
walking tours, digital adaptations, and public 
readingsτespecially on Bloomsday, where 
literature comes alive in the streets of Dublin 
and beyond.

In recent years, Bloomsday has embraced 
new forms of storytelling. Interactive walking 
apps, audio tours narrated by actors, and 
even VR reconstructions of 1904 Dublin are 
transforming the way audiences experience 
.ƭƻƻƳΩǎ Řŀȅ-long journey.

These immersive experiences mirror the 
ƴƻǾŜƭΩǎ ƻǿƴ ǎǘȅƭŜτstream of consciousness, 
internal monologues, and shifting 
perspectives. The boundary between reader 
ŀƴŘ ŎƘŀǊŀŎǘŜǊ ōƭǳǊǎΣ ŜŎƘƻƛƴƎ WƻȅŎŜΩǎ ƻǿƴ 
challenge to linear storytelling.

Such innovations allow Bloomsday 
participants to becomeLeopold Bloom or 
Stephen Dedalusτinhabiting the city through 
the rhythms of thought, memory, and place. 
The streets become text, and the text 
becomes lived experience.

Techno-Tours & Thought Streams:
A Joycean Future for Literary Festivals

Bloomsday is rich with potential to weave in 
AR, VR, and AItechnologies that deepen 
literary exploration. Possible future 
experiences include:

ω VR (Virtual Reality): Step into a 
reimagined 1904 Dublinτwander from 
5ŀǾȅ .ȅǊƴŜΩǎ Ǉǳō ǘƻ {ŀƴŘȅƳƻǳƴǘ {ǘǊŀƴŘΣ 
with period-accurate details and ambient 
inner monologues guiding your way.
ω AR (Augmented Reality): Mobile apps 

could overlay quotes, thoughts, and 
ghostly Joyce characters onto real 
locationsτoffering an inner narrative to 

complement your city stroll.
ω AI-Powered Dialogue: Imagine chatting 

with a Bloom bot about his lunch, or 
engaging in philosophical banter with 
Stephen Dedalus, shaped by real 
dialogue from the novel.

¢ƘŜǎŜ ǘŜŎƘƴƻƭƻƎƛŜǎ ŘƻƴΩǘ ǊŜǇƭŀŎŜ ǘƘŜ 
festivalτthey amplify itΣ ŀƭƛƎƴƛƴƎ ǿƛǘƘ WƻȅŎŜΩǎ 
ƻǿƴ ǎǇƛǊƛǘ ƻŦ ƛƴƴƻǾŀǘƛƻƴΦ ¢ƘŜ Ǝƻŀƭ ƛǎƴΩǘ ǘƻ 
modernize Ulysses, but to let new 
generations experience its richness in 
layered, participatory ways.

άIƛǎǘƻǊȅ ƛǎ ŀ ƴƛƎƘǘƳŀǊŜ ŦǊƻƳ ǿƘƛŎƘ L 
ŀƳ ǘǊȅƛƴƎ ǘƻ ŀǿŀƪŜΦέ

τStephen Dedalus, Ulysses

Home - Bloomsday Festival

https://www.bloomsdayfestival.ie/
https://www.instagram.com/bloomsdayfest
https://www.youtube.com/@BloomsdayFilmFestival1904/videos
https://www.facebook.com/bloomsdayfestival
https://www.linkedin.com/company/bloomsday-festival/about/
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The Museum of Literature, Ireland

Introduction to MoLI and its Experience

MoLI ςŀ ƳǳǎŜǳƳ ƻŦ ƭƛǘŜǊŀǘǳǊŜ ŦƻǊ ǘƘŜ ǿƻǊƭŘΩǎ 
greatest storytellers, immersive exhibitions, 
and treasured collections, that explore the 
ǎǘƻǊȅ ƻŦ LǊŜƭŀƴŘΩǎ Ƴƻǎǘ ŎŜƭŜōǊŀǘŜŘ ǿǊƛǘŜǊǎΣ Ǉŀǎǘ 
and present.

Literature: In a literary sense, it celebrates 
LǊŜƭŀƴŘΩǎ ǊƛŎƘ ƭƛǘŜǊŀǊȅ ƘŜǊƛǘŀƎŜΦ bŀƳŜŘ ŀŦǘŜǊ 
WŀƳŜǎ WƻȅŎŜΩǎ ƘŜǊƻƛƴŜ aƻƭƭȅ .ƭƻƻƳΣ aƻ[L ƻŦŦŜǊǎ 
interactive exhibitions, literary performances, 
and archives that honorLǊŜƭŀƴŘΩǎ ƎǊŜŀǘŜǎǘ ǿǊƛǘŜǊǎ 
and contemporary voices.

Tourism: aƻ[L ƛǎ ŀ ƪŜȅ ǇƭŀȅŜǊ ƛƴ LǊŜƭŀƴŘΩǎ ŎǳƭǘǳǊŀƭ 
tourism, attracting visitors interested in literary 
history, from James Joyce and W.B. Yeats to 
modern Irish authors.

Overall Experience: Visitors can go on a journey 
through our famous literary history, wander in 
beautiful historic architecture, and relax amid 
the birdsong in our tranquil gardens and café.

3 Floors of Immersive Displays: MoLI is laid out 
over three floors, each with a theme. The 
ground floor is themed place and contains 

immersive displays, the first voice and the 
second inspiration, which includes an area for 
visitors to produce their own work.

How it Works: Book one of their guided tours 
and let their expert guides bring you around 
their exhibitions and stunning buildings to life. 
¢ƘŜǊŜΩǎ ǎƻƳŜǘƘƛƴƎ ŦƻǊ ŜǾŜǊȅƻƴŜ ŀǘ aƻƭƛΣ 
including family-friendly experiences and a book 
ƭƻǾŜǊΩǎ favouritegift shop.

Awards: The museum has received accolades for 
design and architecture, including a MUSE 
Design Award and a Good Design Award from 
The European Centre for Architecture, Art, 
Design and Urban Studies.

Visitor Engagement: In its first six months, the 
museum attracted nearly 40,000 visitors, 
indicating strong public interest. 

Media Coverage: MoLI has been featured in 
prominent publications such as Condé Nast 
Traveler and The Irish Times, highlighting its role 
in redefining literary museums.

19

Location
Dublin, Ireland

Category

Website

Museum of Literature

https://moli.ie/

Social Media

Museum of 
Literature 

Ireland

This resource is licensed 
under CC BY 4.0

Fundedby the EuropeanUnion. Viewsand opinionsexpressedare howeverthoseof the author(s)only
and do not necessarilyreflect those of the EuropeanUnion or the EuropeanEducationand Culture
ExecutiveAgency(EACEA). Neitherthe EuropeanUnionnor EACEAcanbeheldresponsiblefor them.

Case 
Study 4

https://en.wikipedia.org/wiki/Museum_of_Literature_Ireland
https://en.wikipedia.org/wiki/Museum_of_Literature_Ireland
https://en.wikipedia.org/wiki/Museum_of_Literature_Ireland
https://www.cntraveler.com/story/the-new-museum-of-literature-ireland-dublin
https://moli.ie/
https://www.instagram.com/moli_museum
https://www.youtube.com/@molimuseum
https://www.facebook.com/molimuseum
https://www.linkedin.com/company/molimuseum/
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Dublin's New Literary 
Museum Reframes the Power 
of Irish Literature

MoLi, the Museum of 
Literature Ireland, is 
5ǳōƭƛƴΩǎ ƴŜǿŜǎǘ ŎǳƭǘǳǊŀƭ 
institution. 

Ψ²Ŝ conceptualisedand 
created several 
interactive tablets, 
multiple audio 
installations and a large-
scale generative media 
exhibition, a Riverrun of 
Language for the 
ƳǳǎŜǳƳΩΦ 

Ψ9ȄǇƭƻǊŜ ǘƘŜ ōǊŜŀŘǘƘ ŀƴŘ 
depth of Irish writing 
using digital media and 
ƛƳƳŜǊǎƛǾŜ ŀǳŘƛƻΦΩ

Ψ²Ŝ ŎǊŜŀǘŜŘ ǎŜǾŜǊŀƭ 
interactive tablets and 
audio installations for the 
museum. However, A 
Riverrun of Language is 
by far the most enriching 
and engulfing. Irish 
writing is explored 
through recorded 
readings, projections and 
directional sound 
showers, the result is an 
interactive design that 
resembles a flowing river 
of language. 
Both the soundscapes and 
the flowing text 
projections respond to 
ǾƛǎƛǘƻǊǎΩ ŀŎǘƛƻƴǎΣ 
beginning when one of 
the five plinths is 
approached. Each plinth 
explores a different 
theme and shapes the 
way in which the river of 
text responds. We created 
the typographic 
landscape with bespoke 
software capable of 
generating procedural 

animation which meant 
everything was 
customisedand adjusted 
ƻƴ ǎƛǘŜΩΦ

Ψ²Ŝ ǎƻǳǊŎŜŘ ǘƘŜ ǳƴŦƻƭŘƛƴƎ 
text coloursand the 
sounds for the 
accompanying sound 
showers directly from 
Ireland to generate a 
holistic and cohesive 
design. The collection of 
quotations in the graphic 
river also simulates the 
seasons outside, both 
ǘƘǊƻǳƎƘ ǘƘŜ ǘŜȄǘǎΩ 
movement and colour. 
The result is an ever-
evolving piece of media 
that offers fluidity and 
contrast to the rest of the 
ƳǳǎŜǳƳΩΦ

A special place for 
everyone to come to after 
all these inspiring 
immersive experiences is 
the Readers Garden, 
which includes an 
expansive Killarney 
strawberry tree, along 
with the ash tree where 
Joyce took his graduation 
photograph. This green 
space opens up to the 
άǎŜŎǊŜǘέ LǾŜŀƎƘ DŀǊŘŜƴǎ 
through a back gate. After 
your visit, exit into the 
hidden Victorian park 
while listening to stories 
or interviews on the 
ƳǳǎŜǳƳΩǎ ŘƛƎƛǘŀƭ ǊŀŘƛƻ 
station.

https://www.squintopera.
com/projects/museum-
of-literature-ireland

Ψ²Ŝ ŎǊŜŀǘŜŘ ǎŜǾŜǊŀƭ 
interactive tablets and 
audio installations for 

the museum. However, 
A Riverrun of Language 

is by far the most 
ŜƴǊƛŎƘƛƴƎ ŀƴŘ ŜƴƎǳƭŦƛƴƎΩΦ 

https://www.squintopera.com/projects/museum-of-literature-ireland/?utm_source=chatgpt.com
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Describe Your Journey to Digital 
Immersive Tourism. 
Experience: A Riverrun of Language 

Dublin, a UNESCO City of 
Literature, already has 
the Dublin Writers 
Museum, The Old Library 
of Trinity College Dublin, 
and The James Joyce 
Centre. 

aƻ[LΩǎ ŎǳǊŀǘƻǊǎ Ŏŀƴ 
leverage 10 million 
artifacts from the 
National Library's 
collection. Instead of 
tackling the sweeping 
history in a dry, 
chronological way, MoLI 
pulls them together 
thematically, primarily 
through immersive, 
rotating exhibits.

While winding through 
three buildings that 
alternate between 
ǘǊŀŘƛǘƛƻƴŀƭ ŘƛǎǇƭŀȅǎΣ ȅƻǳΩƭƭ 
see artifacts alongside 
author-focused 
installations, and 
immersive audio-visual 
ŘƛǎǇƭŀȅǎ όά5ŜŀǊ 5ƛǊǘȅ 
5ǳōƭƛƴΣέ ŦƻǊ ƛƴǎǘŀƴŎŜΣ 
takes viewers around the 
city through sculpture, 
film, and a model of 
Dublin in Joyce's time). 

¢ƘŜ ƳǳǎŜǳƳ ŘƻŜǎƴΩǘ ŦŜŜƭ 
like an archive, but like 
an evolving gallery space 
that reflects the human 
experience of literature 
on and off the page.

If you come specifically 
for the small permanent 
collection of artifacts, you 
ǿƻƴΩǘ ōŜ ŘƛǎŀǇǇƻƛƴǘŜŘΦ  
Museum director Simon 
hΩ/ƻƴƴƻǊ ǊŜŦŜǊǎ ǘƻ aƻ[LΩǎ 
greatest treasure, ά/ƻǇȅ 
мέ ƻŦ ¦ƭȅǎǎŜǎΣ ŀǎ ŀ 
άƳƻŘŜǊƴ .ƻƻƪ ƻŦ YŜƭƭǎέ 
(the ninth century Irish 
illuminated manuscript). 

MoLI shines brightest, 
though, in its dazzling 
efforts to share diverse 
voices in the past and 
present beyond Joyce. 

Its highlight experience 
ά! Riverrrunof 
[ŀƴƎǳŀƎŜΣέ ƛǎ ŀƴ 
audiovisual presentation 
with snippets of Old Irish 
literature, which 
otherwise would be out 
of earshot for tourists. 
Exhibits on women like 
ŀǳǘƘƻǊ YŀǘŜ hΩ.ǊƛŜƴΣ ŀǎ 
well as a poet or 
playwright Eva Gore-
Booth, illuminate lesser-
known literary minds.

MoLI also stretches to 
highlight contemporary 
successes, including an 
exhibition on Irish young 
adult fiction. The same 
ethos underpins the 
event schedule, which 
includes a lecture series, 
family workshops, 
musical performances, 
and even a live BBC 
broadcast (the museum 
has its own broadcasting 
studio on site).

The people behind 
Museum of Literature 
Ireland know that in the 
heart of Dublin the next 
great storytellers could be 
walking by. Blowing the 
Řǳǎǘ ƻŦŦ ƻŦ WƻȅŎŜΩǎ 
artifacts is just the 
beginning of a wider 
mission, with an ever-
expanding number of 
components, to welcome 
them in one by one.

https://www.cntraveler.c
om/story/the-new-
museum-of-literature-
ireland-dublin

¢ƘŜ ƳǳǎŜǳƳ ŘƻŜǎƴΩǘ 
feel like an archive, but 
like an evolving gallery 
space that reflects the 
human experience of 

literature on and off the 
page.

https://www.cntraveler.com/story/the-new-museum-of-literature-ireland-dublin?utm_source=chatgpt.com
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What Were Your Key Challenges 
and Solutions?

Possible Challenge: Enhancing Visitor 
Engagement through Immersive 
Technology.

To deepen visitor engagement by moving 
beyond traditional museum experiences. 
With global trends shifting towards 
interactive, tech-driven tourism, MoLI 
identified the potential of VR (Virtual 
Reality), AR (Augmented Reality), and AIto 
bring Irish literary stories to life in new ways.

Limited in-house expertise in immersive tech.
There is a need for scalable solutions suitable 
for diverse audiences.

Balancing technological innovation with 
preserving cultural authenticity.

Potential Solutions: 
Workshops & Training:Focused on applying 
VR/AR in cultural settings.

AI Tools:For personalized visitor experiences 
(e.g., AI-powered literary guides).

Best Practices:On sustainable and creative 
use of immersive tech in literature tourism.

What are your Immersive Exhibitions Experiences?

Witness priceless artefacts like Copy No. 1 of 
WŀƳŜǎ WƻȅŎŜΩǎUlyssesup close, step into the 
ŜƴŎƘŀƴǘƛƴƎ ǿƻǊƭŘ ƻŦ aŀǊȅ aǳǊǇƘȅΩǎ ōŜƭƻǾŜŘ 
ŎƘƛƭŘǊŜƴΩǎ ǎǘƻǊȅΣWhat I Like Most, or immerse 
yourself in a kaleidoscopic retrospective of 
Irish arts journal Holy Show.
Oscar Wilde's De Profundis
One of the greatest love letters ever written, 
hǎŎŀǊ ²ƛƭŘŜΩǎ 5Ŝ tǊƻŦǳƴŘƛǎ ǿŀǎ ǘƘŜ ƻƴƭȅ ǿƻǊƪ 
that the Irish writer completed during his 
two-year imprisonment. Now, 125 years after 
²ƛƭŘŜΩǎ ŘŜŀǘƘΣ aƻ[L ƛǎ ǇǊƻǳŘ ǘƻ ǇǊŜǎŜƴǘ ŀ 

new film installation rediscovering this 
moving and richly layered text. 
https://moli.ie/exhibitions/oscar-wilde-de-
profundis

Holy Show 
Scattered across four floors, HOLY SHOW 
features work from almost two dozen artists 
working in sculpture, photography, 
illustration, film, video games, and, of course, 
text. https://moli.ie/exhibitions/holy-show

Ψ²Ŝ ǎƻǳǊŎŜŘ ǘƘŜ ǳƴŦƻƭŘƛƴƎ ǘŜȄǘ coloursand 
the sounds for the accompanying sound 

showers directly from Ireland to generate a 
holistic and cohesive design. The collection of 
quotations in the graphic river also simulates 
ǘƘŜ ǎŜŀǎƻƴǎ ƻǳǘǎƛŘŜΣ ōƻǘƘ ǘƘǊƻǳƎƘ ǘƘŜ ǘŜȄǘǎΩ 
movement and colour. The result is an ever-
evolving piece of media that offers fluidity 
ŀƴŘ ŎƻƴǘǊŀǎǘ ǘƻ ǘƘŜ ǊŜǎǘ ƻŦ ǘƘŜ ƳǳǎŜǳƳΩΦ

https://moli.ie/exhibitions/oscar-wilde-de-profundis
https://moli.ie/exhibitions/holy-show
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Immersive Experiences & Exhibitions

Your quote here

Witness priceless artefacts like Copy No. 1 of 
WŀƳŜǎ WƻȅŎŜΩǎUlyssesup close, step into the 
ŜƴŎƘŀƴǘƛƴƎ ǿƻǊƭŘ ƻŦ aŀǊȅ aǳǊǇƘȅΩǎ ōŜƭƻǾŜŘ 
ŎƘƛƭŘǊŜƴΩǎ ǎǘƻǊȅΣWhat I Like Most, or immerse 
yourself in a kaleidoscopic retrospective of Irish 
arts journal Holy Show.

Oscar Wilde's De Profundis
One of the greatest love letters ever written, 
hǎŎŀǊ ²ƛƭŘŜΩǎ 5Ŝ tǊƻŦǳƴŘƛǎ ǿŀǎ ǘƘŜ ƻƴƭȅ ǿƻǊƪ 
that the Irish writer completed during his two-
ȅŜŀǊ ƛƳǇǊƛǎƻƴƳŜƴǘΦ bƻǿΣ мнр ȅŜŀǊǎ ŀŦǘŜǊ ²ƛƭŘŜΩǎ 
death, MoLI is proud to present a new film 
installation rediscovering this moving and richly 
layered text. https://moli.ie/exhibitions/oscar-
wilde-de-profundis

Holy Show 
Scattered across four floors, HOLY SHOW 
features work from almost two dozen artists 
working in sculpture, photography, illustration, 
film, video games, and, of course, text. 
https://moli.ie/exhibitions/holy-show

What I Like Most
{ǘŜǇ ƛƴǘƻ ǘƘŜ ŜƴŎƘŀƴǘƛƴƎ ǿƻǊƭŘ ƻŦ aŀǊȅ aǳǊǇƘȅΩǎ 
ōŜƭƻǾŜŘ ŎƘƛƭŘǊŜƴΩǎ ǎǘƻǊȅΣ ²Ƙŀǘ L [ƛƪŜ aƻǎǘΣ ǿƛǘƘ 
an interactive exhibition that takes children and 
adults on an immersive journey through Zhu 
Cheng-[ƛŀƴƎΩǎ ōŜŀǳǘƛŦǳƭ ƛƭƭǳǎǘǊŀǘƛƻƴǎΦ 
https://moli.ie/exhibitions/what-i-like-most

A City of Words
From 1991 to 2020, the Dublin Writers Museum 
amassed a collection of rare items connected to 
ǘƘŜ ŎƛǘȅΩǎ ǿǊƛǘŜǊǎ ǿƘƛŎƘ ŀǊŜ ƴƻǿ ǇŜǊƳŀƴŜƴǘƭȅ ƻƴ 
display at MoLI. https://moli.ie/exhibitions/a-city-
of-words

Riverrun of Language
Experience the sound of Irish literature up close 
in this immersive installation. An interactive 
audiovisual installation that responds to visitor 
movements with flowing text projections and 
directional sound, exploring Irish writing 
through recorded readings and projections.  
https://moli.ie/exhibitions/riverrun-of-language
https://www.squintopera.com/projects/museum
-of-literature-ireland

Copy No. 1
Witness the very first copy of James Joyce's 
Ulysses up close. 
https://moli.ie/exhibitions/copy-no-1

Dear, Dirty Dublin
For centuries writers have been inspired by the 
sights, sounds and smells of Dublin, and none 
more so than James Joyce. Explore Joyce's Dublin 
with their exhibition 'Dear, Dirty DublinΩΦ !ƴ 
exhibition that maps James Joyce's Dublin 
through sculpture, film, and a model of the city, 
providing a multisensory experience of the 
literary landscape. https://moli.ie/visit
https://www.cntraveler.com/story/the-new-
museum-of-literature-ireland-dublin

The State and Irish Writing
In 1922, 26 of Ireland's 32 counties became the 
ƛƴŘŜǇŜƴŘŜƴǘ ΨLǊƛǎƘ CǊŜŜ {ǘŀǘŜΩΣ ŦƻƭƭƻǿƛƴƎ ŎŜƴǘǳǊƛŜǎ 
of struggle against British rule. As the new nation 
struggled into existence, what role did literature 
play in creating and resisting national identity? 
Interactive Tablets and Audio Installations: 
Visitors can engage with various themes and 
authors through digital media, enhancing the 
storytelling experience.  https://moli.ie/visit

https://moli.ie/exhibitions/oscar-wilde-de-profundis
https://moli.ie/exhibitions/holy-show
https://moli.ie/exhibitions/what-i-like-most
https://moli.ie/exhibitions/a-city-of-words
https://moli.ie/exhibitions/riverrun-of-language
https://www.squintopera.com/projects/museum-of-literature-ireland/?utm_source=chatgpt.com
https://moli.ie/exhibitions/copy-no-1
https://moli.ie/visit
https://www.cntraveler.com/story/the-new-museum-of-literature-ireland-dublin
https://moli.ie/visit
https://vimeo.com/1063350084/2b63f46fd8
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How do you Effectively Promote and Communicate 
Your Experience?

MoLI is renowned for integrating 
multimedia, interactive installations, and 
ŘƛƎƛǘŀƭ ǎǘƻǊȅǘŜƭƭƛƴƎ ǘƻ ōǊƛƴƎ LǊŜƭŀƴŘΩǎ ƭƛǘŜǊŀǊȅ 
history to life. Visitors can experience 
LǊŜƭŀƴŘΩǎ ƭƛǘŜǊŀǊȅ Ǝƛŀƴǘǎτlike James Joyce, 
W.B. Yeats, and contemporary writersτ
through soundscapes, projections, 
touchscreens, and VR-like environments.

Tell the Story Behind the Experience
Highlight how immersive tech (VR/AR/AI) 
transforms traditional visits into interactive 
literary adventures. MoLI emphasises
storytelling through augmented reality (AR), 
interactive screens, and audio experiences, 
offering visitors a personalisedjourney 
ǘƘǊƻǳƎƘ LǊŜƭŀƴŘΩǎ ƭƛǘŜǊŀǊȅ ƭŀƴŘǎŎŀǇŜΦ

For MoLI: ά²ŀƭƪ ǘƘǊƻǳƎƘ ǘƘŜ ǎǘǊŜŜǘǎ ƻŦ 
WƻȅŎŜΩǎ 5ǳōƭƛƴτwithout leaving the 
ƳǳǎŜǳƳΗέ

EmphasiseWhat Makes It Unique 
Implements and uses carefully a blend of 

culture + technology, + sustainability. It is one 
ƻŦ LǊŜƭŀƴŘΩǎ Ƴƻǎǘ ǳƴƛǉǳŜ ±wκ!w ƭƛǘŜǊŀǊȅ 
journeys. It is important that is accessible to 
all both onsite and virtually.

Virtual Access MoLI extends its immersive 
experience online, offering virtual tours, 
digital exhibitions, and collaborations that 
highlight its commitment to blending culture 
with technology.

Visual Storytelling Use short videos, reels, 
and teasers showcasing visitors using VR 
headsets or interacting with AR displays. 

Use Digital Audio "A Riverrun of 
Language"Υ hƴŜ ƻŦ aƻ[LΩǎ ǎƛƎƴŀǘǳǊŜ 
immersive experiences is A Riverrun of 
Language, a digital, audiovisual installation
that celebrates the Irish language and 
literature through flowing, dynamic visuals 
and sound.

MoLI emphasises
storytelling through 

augmented reality (AR), 
interactive screens, and 

audio experiences, 
offering visitors a 

personalisedjourney 
ǘƘǊƻǳƎƘ LǊŜƭŀƴŘΩǎ ƭƛǘŜǊŀǊȅ 

landscape.
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What Other Main Successes and Highlights Have You 
Implemented Since You Started?

Learning at MoLI
Ψ²Ŝ ǇǊƻǾƛŘŜ ŀ ǎŀŦŜΣ ǎǳǇǇƻǊǘƛǾŜ ŀƴŘ ŜƴƧƻȅŀōƭŜ 
environment where anyone can discover a 
world of literature and imagination, both in 
person and online. At the core of the 
ƳǳǎŜǳƳΩǎ Ǿƛǎƛƻƴ ƛǎ ǘƘŜ ŘŜǎƛǊŜ ǘƻ ōǊƛƴƎ ǾƛǎƛǘƻǊǎ 
on an inspiring journey through Irish writing 
and encourage them to explore their own 
ŎǊŜŀǘƛǾŜ ǇƻǘŜƴǘƛŀƭΩΦ

Ψ²Ŝ ƻŦŦŜǊ Ƴŀƴȅ ŜȄǘǊŀ ǊŜǎƻǳǊŎŜǎ ŦƻǊ ŀǳŘƛŜƴŎŜǎ 
of all ages. From scavenger hunt resource 
sheets and guided self-tours to YouTube videos 
and podcasts, there is much to see and do 
ōƻǘƘ ƛƴ ŀƴŘ ƻǳǘ ƻŦ ǘƘŜ ƳǳǎŜǳƳΦΩ

Engage with Families
Ψ!ǘ aƻ[L ǿŜ ƭƻǾŜ ǿƻǊƪƛƴƎ ǿƛǘƘ ǇŜƻǇƭŜΦ ²Ŝ 
welcome families every day to take part in 
creative activities inspired by our love for 
language ςfrom children's exhibitions, to 
creative workshops to our beautiful LitLabΩΦ

Engage with Schools
ΨhǳǊ {Ƙǳǘ ¸ƻǳǊ 9ȅŜǎ ŀƴŘ {ŜŜ ǎŎƘƻƻƭǎ 
workshops, delivered in partnership with 
Maples Group, explore Irish literature, past 
and present, hoping to inspire the next 
generation to unlock their creative potential in 
whatever form it takes.

Can't make it to the museum? Our MoLI in the 
Classroom workshops are delivered to schools 
online in partnership with AerCap, and reach 

thousands of schoolchildren across the island 
ŜŀŎƘ ȅŜŀǊΩΦ

Make Sure to Provide a Souvenir Shop
The Moli shop is a haven for book lovers, 
stocking beautiful Irish-made crafts, exclusive 
gifts from the museum,and, of course, books.

People can shop online or buy membership.  

Membership: 
Every membership directly supports 
workshops for schoolchildren, free museum 
access, exciting programs and exhibitions, 
community initiatives like our Ukrainian 
Writers Hub, our free digital archive, and the 
upkeep of our cherished buildings and 
gardens.

VUnlimited free entry all year round
V10% discount at the Commons Café and 

MoLI shop
V5ƛǊŜŎǘƻǊΩǎ .ƻƻƪ /ƭǳō ςfree member access
V9ȄŎƭǳǎƛǾŜ ƳŜƳōŜǊǎΩ ƳǳǎŜǳƳ ǘƻǳǊǎ ŀƴŘ 

events
V Invitations to exhibition openings and 

special events
VAccess to the private Dedalus Library
V50% off guided tours
VA beautiful membership pack, membership 

card and welcome letter.

ά²ŀƭƪ ǘƘǊƻǳƎƘ ǘƘŜ ǎǘǊŜŜǘǎ ƻŦ 
WƻȅŎŜΩǎ 5ǳōƭƛƴτwithout leaving 

ǘƘŜ ƳǳǎŜǳƳΗέ

www.moli.ie

https://www.facebook.com/molimuseum
https://www.linkedin.com/company/molimuseum/
https://www.instagram.com/moli_museum/
https://www.youtube.com/@molimuseum
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±w 9ǎŎŀǇŜ wƻƻƳ ƛƴ LƳƳŀƴǳŜƭ YŀƴǘΩǎ [ƛōǊŀǊȅ

¢ƘŜ ±w 9ǎŎŀǇŜ wƻƻƳ ƻŦ ǘƘŜ tƘƛƭƻǎƻǇƘŜǊ LƳƳŀƴǳŜƭ YŀƴǘΩǎ 
Library

Immanuel Kant, a central figure of the
Enlightenment,was born in Königsberg,
East Prussia. While he spent his life in
Königsberg,Kant had ancestral ties to
Lithuania. Hisfather, JohannGeorgKant,
hailed from Memel (present-day
YƭŀƛǇŤŘŀ), and the Kant family name is
believed to originate from the village of
Kantvainiai(German: Kantwaggen) in the
YƭŀƛǇŤŘŀdistrict.

In YƭŀƛǇŤŘŀΣthe YƭŀƛǇŤŘŀCity Municipality
Immanuel Kant Public Library honors the
philosopher's legacy. Establishedin 1920, the
library has evolved into a modern cultural and
educationalcenter, comprising16 departments
and serving as a hub for community
engagement.

To commemorateKant's300th birth anniversary
in 2024, the library launchedthe projectάVirtual

YƭŀƛǇŤŘŀ: history does not scare, but
createsΗέThisinitiative includesa virtual reality
escape room titled άIn the Footsteps of the
History of Kant's AncestorsΣέallowing
participants to explore the philosopher's
heritage interactively. The project also features
guided tours, cultural heritage routes, and
educational materials, aiming to make Kant's
legacy accessible and engaging for diverse
audiences.

26

Location
YƭŀƛǇŤŘŀ, Lithuania

Category

Website

Virtual Reality Escape Room

https://biblioteka.lt/en

Museum of 
Literature 

Ireland

This resource is licensed 
under CC BY 4.0

Fundedby the EuropeanUnion. Viewsand opinionsexpressedare howeverthoseof the author(s)only
and do not necessarilyreflect those of the EuropeanUnion or the EuropeanEducationand Culture
ExecutiveAgency(EACEA). Neitherthe EuropeanUnionnor EACEAcanbeheldresponsiblefor them.
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Immanuel Kant 
(1724-1804)

Case 
Study 5

https://www.facebook.com/kmsvb
https://www.instagram.com/klaipeda.biblioteka/
https://www.youtube.com/kmsvbiblioteka
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In the Footstepsof the Historyof Kant'sAncestors

A VR interactive escaperoom was created
for the YƭŀƛǇŤŘŀCity Municipality I. Kant
PublicLibrary, designedto introduce visitors
to the story of philosopher Immanuel Kant
and the mysteriousdetailsof his life.

αThe current project of moving I. YŀƴǘΩǎ
YƭŀƛǇŤŘŀand heritage to the virtual reality
wasdesignedto attract youth to the fieldsof
curiosityin historyά.

Thevirtual escaperoom developedaspart of
theάVirtualYƭŀƛǇŤŘŀ: HistoryDoesNot Scare,
but CreatesΗέproject was designed by
participants of the project's "VR Creative
Workshop" themselvesand implementedby
VR/ARcontent developementcompanyάLǊƻƴ
/ŀǘέ. It offersan innovativeandengagingway
to explore history and solve challenges
througha virtualgameformat.

άThefundamentalreasonof choosingexactly
this solution was an aim to find a bridge
betweenyoungpeopleandculture. InǘƻŘŀȅΩǎ
world so often the technologiesbecomesthe
best solution on how to engage the young

and always rushing generation into the
everlastingvaluesof philosophy.άςYƭŀƛǇŤŘŀ
city municipality Immanuel Kant Public
Library.

VR Escape Room ςάIn the Footstepsof the
Historyof Kant'sAncestorsάΦ

© YƭŀƛǇŤŘŀ city municipalityImmanuelKantPublicLibrary.
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Where to experience?

Hosted at the Youth Department of the
YƭŀƛǇŤŘŀCity Municipality Immanuel Kant
Public Library ό¢ƛƭȌŤǎSt. 9, YƭŀƛǇŤŘŀύΣthis
virtual reality escaperoom offers a unique
opportunity to challenge problem-solving
skills.

Participants are invited to immerse
themselvesin an unexplored world, where
they will encounter thought-provoking
puzzlesinspiredby the philosophyand life of
ImmanuelKant, enrichedwith historicalfacts.
Theexperiencelastsapproximately15 to 30
minutes.

This is a tribute to the precursor of multimedia artists and 
one of the pioneers of abstract art in Europe - the most 

famous Lithuanian creator, Mikalojus Konstantinas 
2ƛǳǊƭƛƻƴƛǎ. He was breaking the boundaries of disciplines to 

make a total creation with his own cosmogony. 

-Kristina .ǳƻȌȅǘŤ, Director 

https://biblioteka.lt/en
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https://www.facebook.com/kmsvb
https://www.instagram.com/klaipeda.biblioteka/
https://www.youtube.com/kmsvbiblioteka
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Describe Why You Are an 
UPLIFT Case Study?

GrossmannFestivalperfectly embodies the
fusion of culture, technology, and unique
tourismexperiences!

Preserving Film Heritage in a New,
InteractiveWay
Foryears,the festivalhascelebratedfantastic
and genre cinema while using immersive
technologies to let visitors not just watch,
but truly experiencefilm art in an entirely
newdimension.

InnovativeApproachesto Tourism
Through UPLIFT, Grossmann Festival is

becominga laboratory for testing the latest
tourism models, exploring how immersive
technologies impact visitor engagement.
Virtual guides,ARexhibitions,and interactive
film workshopselevatethe festival to a new
digitaldimension.

As a case study in the UPLIFTproject,
GrossmannFestival proves that technology
can enhance cultural heritage, making it
more accessibleand interactivefor audiences
worldwide!

29

Ljutomer, Slovenia

Category

Website

FantasticFilm festival

https://www.grossmann.si/en/

Social Media

This resource is licensed 
under CC BY 4.0

Fundedby the EuropeanUnion. Viewsand opinionsexpressedare howeverthoseof the author(s)only
and do not necessarilyreflect those of the EuropeanUnion or the EuropeanEducationand Culture
ExecutiveAgency(EACEA). Neitherthe EuropeanUnionnor EACEAcanbeheldresponsiblefor them.

Grossmann fantastic film and wine festival

Grossmann fantastic film and 
wine festival

Case 
Study 6

https://www.instagram.com/grossmannfest/
https://www.facebook.com/grossmann.festival/
https://twitter.com/grossmannfest
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The"GrossmannFestival"
was created as a tribute
to the pioneer of
Slovenian film, dr. Karol
Grossmann, who made
the first Slovenian film,
Departure from Mass, in
1905 in Ljutomer. The
festival was conceived
with the desire to
preservefilm culture in a
smaller local
environment, especially
genrefilm, which is often
considered an inferior
category in the eyes of
decision-makers, and to
promote Ljutomer as a
place of rich cultural
heritage. With the
content of genre films,
the festival has set itself
apart from other festivals
in the region, the closest
festival of this kind is in
Trieste,Italy.

The love of the genre,
the hometown and the
enthusiasm of the team
are the key reasonswhy

the festival has persisted
for 20 years despite
manychallenges.

The festival takes place
exclusively in Ljutomer,
which in the last twenty
years has established
itself as a kind of capital
of genre film in Slovenia.
In the past, some
activities were also tried
to be expanded to
hǊƳƻȌ, a town south of
Ljutomer, but it turned
out that the expansion
did not make sensedue
to the additional costs
and fragmentationof the
program. The festival
takesplaceat 4 venuesin
Ljutomer: the Main
Square,where one of the
first films was filmed, is
the mainvenue,the city's
Cinema Hall screens
contemporary genre
films, and two smaller
venuesscreenshort films
and music
documentaries.The main source of

funding is the public
tendersof the Ministry of
Cultureand the Slovenian
FilmCentre,but the funds
are limited eachyear and
usually lower than those
received by larger
festivals in larger cities
such as Ljubljana. The
demarcation between
calls for "large" and
"small" festivals is also
unclear.

Theorganizersemphasize
that a large part of the
budget is already spent
on basic technical
conditionsand the layout
of the venues. They also
get part of the funds
throughtickets. In 2025, a
single ticket will be
introduced for all festival

venues.

The deader they are, the 

better. Basically, they give me 

different inspiration when 

they come up with certain 

ideas, but still the theme is the 

Joker. I try to avoid that and 

improvise.

Where Did the Idea Come From 
and What Support Did You Get?
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What Were Your Key Challenges 
and Solutions?

In the past,someactivitieswere alsotried to
be expanded to hǊƳƻȌ, a town south of
Ljutomer, but it turned out that the
expansiondid not make sensedue to the
additional costs and fragmentation of the
program. ¢ƘŀǘΨǎwhy the festival stayed in
Ljutomer.

BalancingTraditionwith Innovation
As a festival with strong roots in cinematic
heritage, integrating immersivetechnologies
without compromisingits core identity was
crucial. Some traditional attendees were
hesitant about the shift toward digital and
interactiveexperiences.

Solution: The festival adopted a hybrid
approach,preservingclassicfilm screenings
anddiscussionswhile introducingaugmented

reality (AR) exhibits, virtual film
retrospectives, and interactive storytelling
formatsthat complementedits legacy.

CostandResourceLimitations
Advancedimmersive technologies,such as
VR setups and AI-driven content, required
significant funding, posinga challengefor a
culturallyfocusedfestival.

Solution: Through the UPLIFT project,
Grossmann Festival secured strategic
partnerships with tech companies and
cultural organizations, enabling shared
resources, sponsorships, and funding
opportunities for integrating immersive
experiences.

How do you Effectively Promote 
and Communicate Your Experience?
Promoting and communicating the unique
experience of the Fantastic Film & Wine
Festival requires a strategic blend of
storytelling, engagement, and targeted
outreach.

Captivating Content & Visuals  
High-quality photos, videos,and behind-the-
scenes clips bring the festival to life,
showcasingthe atmosphere,film screenings,
wine tastings,andspecialguests.

SocialMedia & Digital Marketing
Platforms like Instagram, Facebook, and
Twitter allow real-time engagement,user-

generated content sharing, and direct
interaction with attendees and film
enthusiasts.

ImmersiveExperiences& Events
Uniquepairingsof film and wine, interactive
discussions,and thematic showcasesmake
the festival a must-attend event, inspiring
word-of-mouthpromotion.

CommunityEngagement& Partnerships
Workingwith local wineries,businesses,and
cultural institutions strengthensties with the
communityandattractsa diverseaudience.

With exhibitions, concerts, art 

workshops, workshops on 

Prlejecuisine, a magic 

procession and zombie 

parade, performances, a film 

quiz, a subculture market and 

other events, no other film 

festival in Slovenia can 

compare.
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What are Your Main Successes and 
Highlights Since You Started?

The Grossmann Fantastic Film & Wine
Festivalin Ljutomerhasachievedremarkable
successover the years,establishingitself asa
unique event that merges genre cinema,
culture,andexquisitewine traditions.

International Recognition 
The festival has become one of 9ǳǊƻǇŜΩǎ
premier events for genre film enthusiasts,
hosting renowned directors, actors, and
industry experts while forging strong
connectionswith globalfilm festivals.

Fusionof FilmandWine

By curating a special wine selection and
collaborating with local winemakers, the
festival createsa distinctive experiencethat
celebrates both cinematic artistry and the
richwinemakingheritageof the region.

ExclusiveScreeningsand SpecialGuests
The festival has welcomed legendary
filmmakersand provided audienceswith in-
depth insights into the world of cinema,
includingmasterclassesand retrospectivesof
cult classics.

bƻǘƘƛƴƎ ƛǎ ΨŎƻƻƭŜǊΩ ǘƘŀƴ ƳŜŜǘƛƴƎ ƴŜǿ 

people who become friends, allies 

and co-conspirators in the years and 

decades to come.

https://www.grossmann.si/en/

https://www.instagram.com/grossmannfest/
https://www.facebook.com/grossmann.festival/
https://twitter.com/grossmannfest
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Museum of Slovenian Film Actors

A Cinematic Journey Through Time: The
Museumof SlovenianFilmActorsin5ƛǾŀőŀ
Nestled within the charming ~ƪǊŀǘŜƭƧΩǎ
homestead, a remarkable Karst architectural
gem and ethnological monument, lies a true
treasureof Slovenianfilm historyτthe Museum
of SlovenianFilm Actors in 5ƛǾŀőŀ. As the first
and only film museum in Sloveniawith digital
content, it standsasa testamentto theŎƻǳƴǘǊȅΩǎ
richcinematiclegacy.

After Slovenia'sindependencefilm enthusiasts
established the Slovenian Cinematheque in
1996. Asthey weredoingresearchon the history
of Slovenianfilm making, they came acrossIta
Rina,born Ida Kravanjain the villageof 5ƛǾŀőŀ.
She was a movie star in the beginningof the
20th century in the silent movie's times, when
Europewas just as important in film makingas
Hollywood. Shestared in movies like Erotikon,
BecauseI love you, Tonka of the Gallowsand
manyothers. In 1931shegot married and gave

up her acting career. Later she acceptedonly a
handfulof actingroles.

TheEvolutionof the Museum
In 1997, the Municipality of 5ƛǾŀőŀ, in
collaboration with the Institute for the
Protection of Cultural Heritage, undertook the
restoration of ~ƪǊŀǘŜƭƧΩǎhomestead. That same
year, Silvan Furlan, the first director of the
SlovenianCinematheque,envisioneda memorial
room dedicatedto Ita Rinaon the upperfloor.

Fast-forward to 2002, when Vojteh Ravnikar,a
professorof architecture,invited his studentsto
create a renovation plan for the remaining
homestead buildings. With funding from the
Ministry of Culture and the Norway Grant,
constructionof new buildingswascompletedin
2010, culminating in the grand opening of the
Museumof SlovenianFilmActorsin July2011.
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Location
DƛǾŀőŀ, Slovenia

Category

Website

Film Museum

https://kinoteka.si/msfi/
https://www.muzejdivaca.si/

Social Media

Museum of 
Literature 

Ireland

This resource is licensed 
under CC BY 4.0

Fundedby the EuropeanUnion. Viewsand opinionsexpressedare howeverthoseof the author(s)only
and do not necessarilyreflect those of the EuropeanUnion or the EuropeanEducationand Culture
ExecutiveAgency(EACEA). Neitherthe EuropeanUnionnor EACEAcanbeheldresponsiblefor them.

Museum of Slovenian Film Actors

Case 
Study 7

https://kinoteka.si/msfi/
https://www.muzejdivaca.si/
https://www.instagram.com/slovenska_kinoteka/
https://www.facebook.com/slovenska.kinoteka/
https://twitter.com/Slo_KINOTEKA
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Describe Your Journey to Digital 
Immersive Tourism. 

Visiting the museum

The museum gives the
visitor a deep insight into
the film-making. In the
first building, where the
reception is, there are
three rooms in the upper
storededicatedto the life
of Ita Rina. Visitors can
view objects and photos
from the actresseś life.

The yard is meant for
open air film nights and
other big events. The old
barn became a modern
buildingwith a big screen
with projections of
Slovenianfilms. On two
large walls there are
pictures of prominent
Slovenian film actors.
Therearealsoobjectsbut
the process of film
makingis explainedon an
interactivescreen.

Further there is an
interactive table that
allows the visitor to dive
into the detailsof movies
of Slovenianfilms.

On the upper floor there
are touchscreens with
headphones where
visitors can listen to
interviews with different
film workers explaining
their tasks and actorś
point of view on different
film makingstages.

In the last part of the
museum there are
objectsfrom famousfilms
put to display.

Visitorscandiversifytheir
visit to the museumwith
a crossword puzzle
challenge: they have to
find answersto questions
and put them into a
crossword puzzle. In the
end, if they solved the
crossword puzzle, they
receivethe title of Movie
Detective. The game is
designedfor familieswith
children who already
knowhow to read.

Ψ

Embracing Digital 
Innovation

Film is a technological art
form, and with the rise of
digital technology, it was
only natural for the
SlovenianCinemathequeto
embrace digital
advancements, ensuring
that the ƳǳǎŜǳƳΩǎcontent
remained modern,
immersive, and accessible
for future generations.
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What Were Your Key Challenges 
and Solutions?

Challenges in the introduction and use 
of digital content in the Museum

At the Museumof SlovenianFilmActors,the
biggestchallengesrelated to the digitization
of the programwere at the beginning,asthe
technologywasnot asdevelopedthen asit is
today. The interactive table did not work
smoothly, nor was it possible to add new
content.

There were problems with the projector as
well. The table was updated two years ago
and now they can add new content to
Ljubljana. They are downloaded to the
museum and actualizedat the touch of a
button in the museum's office. Since they
have not been able to actualizethe content
for many years, a lot of material has
accumulatedso far that needsto be entered,
which is a largetime investmentandwill take
sometime for the situationon the interactive
table to beconsistentwith the present.

Theproblem is also the obsolescenceof the
hardware,e.g. the bulb in the projector no
longer works over time, but buying a new
bulb is comparable to buying a newer
projector. It is necessary to update the
equipment, buy a new one, which is
associatedwith costs.

Potential Solutions: 
Workshops & Training:Focused on applying 

VR/AR.

AI Tools:For personalized visitor experiences
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How do you Effectively Promote and Communicate 
Your Experience?

At the Museum of SlovenianFilm Actors in
5ƛǾŀőŀ, effective promotion and
communicationare key to ensuringthat our
rich cinematic history reaches an engaged
audience. Theyprimarily focus on Slovenian
tourists, who are familiar with the movies
and actors, which are presented in the
museum.

The Museum is mainly targeting Slovenian
tourists, who are familiar with the movies
and actors, which are presented in the
museum.

A PlaceWhereFilmComesAlive
Each year, the Museum welcomes around
2,500 visitors, including school groups,
organized tours, and individual enthusiasts
eagerto experience{ƭƻǾŜƴƛŀΩǎfilm legacyup
close.

Openair movienights
On specialoccasionsand events,delegations
from abroadvisit the museum. Everysummer
the museumorganizesopenair movienights.

The museum is being advertisedmainly on
social media. The Sloveniancinematheque
has limited means for advertising this
museumasit comprisesmanyother fields in
researchandeducation.

SmartPromotion in a Digital Age
aǳǎŜǳƳΨǎmain promotional tool is social
media, where they engageaudienceswith
behind-the-scenescontent, film trivia, and
event highlights. While the Slovenian
Cinematheque plays a crucial role in
preserving and promoting Slovenian film
culture, its resources for advertising the
museum remain limited due to its diverse
responsibilitiesin film restoration, archiving,
festivals, exhibitions, and publishingτ
includingthe iconic Ekran(Screen)magazine
for film lovers.

SelectiveUseof ImmersiveExperiences
While at the Museum they occasionally
introduce immersive content in temporary
exhibitions,they carefullybalanceinvestment
vs. exhibition duration to ensure
sustainabilityandmeaningfulengagement.

EngagingStorytelling
We employ compelling storytelling
techniques to showcasethe impact of our
work. Through video content, podcasts,
exhibitions, and articles, we highlight our
journey, successes,and contributions to the
film heritagelandscape.

Peter OstermayerFilm 
from Berlin offered Ita

Rinatest shooting.
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What Other Main Successes and Highlights Have You 
Implemented Since You Started?

Enhancingits role asa keycultural institution
The Museum of Slovenian Film Actors in
5ƛǾŀőŀhassuccessfullyenhancedits role asa
key cultural institution that preserves and
celebrates{ƭƻǾŜƴƛŀΩǎcinematicheritage.

Innovative Exhibitions and Interactive
Content
We have introduced new, dynamicexhibition
formats that integrate modern technology,
makingthe visitor experiencemore immersive
and engaging. Digital storytelling and
interactive elementshave allowed audiences
to explore the legacyof Slovenianfilm actors
in novelandexcitingways.

Expanded Educational and Community
Programs
We have developed workshops and
educational programs tailored for various
audiences,from studentsand youngcreatives
to researchersand cinemaenthusiasts. These
programshave strengthenedour connection
with the localandinternationalcommunity.

Sustainableand InclusiveDevelopment
We have adopted sustainableapproachesin
museum management, ensuring that our
activities align with environmentaland social
responsibilitystandards. Additionally,we have
focusedon makingour spacesand resources
moreaccessibleto diversevisitorgroups.

Theseachievementsreflect our commitment
to enriching the cultural landscape and
securing a lasting legacy for Slovenianfilm
historywithin an internationalcontext.

Plansfor the future

Themuseumhassubmitteda new application
for the project of the LAG(LocalActionGroup)
in the municipality for the renovation of the
part of the museum dedicated to Ita Rina,
which is part of the originalmuseumand has
not been renovatedsince1997. If the project
is approved, they are also planning digital
content where people will be able to watch
sectionsof filmsstarringIta Rina.

https://kinoteka.si/msfi/

A Cinematic Journey Through 
Time: The Museum of 

Slovenian Film Actors in 5ƛǾŀőŀ

https://www.instagram.com/slovenska_kinoteka/
https://www.facebook.com/slovenska.kinoteka/
https://twitter.com/Slo_KINOTEKA
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M. K. 2ƛǳǊƭƛƻƴƛǎ

M. K. 2ƛǳǊƭƛƻƴƛǎςmost renowned artist and composer in Lithuania

Mikalojus Konstantinas2ƛǳǊƭƛƻƴƛǎstands as a
key figure in the formation of Lithuanian
national culture. His work captured the hopes
and ideals of a nation in revival, while also
reflecting the major artistic movementsshaping
Europeat the turn of the 20th century.

Hiscreativelegacyencompassesmore than 200
musical pieces and approximately 300

paintings.

Beyondhiscontributionsto musicandvisualart,
2ƛǳǊƭƛƻƴƛǎwasalsoa writer. Throughoutnearlya
decade of artistic activity, he continuously
engagedin writing, althoughhe wrote in Polish
andneverpublishedhis texts duringhis lifetime.
Today, his literary works have been carefully
reconstructed,translated, and brought to light
by one of the foremost2ƛǳǊƭƛƻƴƛǎresearchersς
musicologistandart historianProfessorVytautas
Landsbergis.

"Until recently,2ƛǳǊƭƛƻƴƛǎas a writer remained
largelyunknownto the publicandunderexplored
in the context of Lithuanian literature. In his
writing, 2ƛǳǊƭƛƻƴƛǎthinks visually and structures
his work like music. The literary pages he left
behindboth commenton andsignificantlyenrich
the portrait of the painter-composer. Had
2ƛǳǊƭƛƻƴƛǎwritten in Lithuanianςor even
published translations of his worksςhis name
would have long beenestablishedin the history
of Lithuanianliterature, occupyinga distinct and
unique place. The third 2ƛǳǊƭƛƻƴƛǎlivesςand
deservesto live," saysVytautasLandsbergis.
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Location
Lithuania

Category

Website

Virtual reality experience

www.angelutakais.lt

Social Media

Museum of 
Literature 

Ireland

This resource is licensed 
under CC BY 4.0

Fundedby the EuropeanUnion. Viewsand opinionsexpressedare howeverthoseof the author(s)only
and do not necessarilyreflect those of the EuropeanUnion or the EuropeanEducationand Culture
ExecutiveAgency(EACEA). Neitherthe EuropeanUnionnor EACEAcanbeheldresponsiblefor them.
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Mikalojus Konstantinas 
2ƛǳǊƭƛƻƴƛǎ(1875-1911)

Case 
Study 8

https://www.youtube.com/@angelutakais
https://www.facebook.com/angelutakais.lt/
https://www.instagram.com/angelutakais.lt?igsh=MWUwdndma2ZzdzQwcw==
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A virtual journey through the works of M. K. 2ƛǳǊƭƛƻƴƛǎ:
ά¢Ǌŀƛƭ ƻŦ !ƴƎŜƭǎέ όнлмуύ

"Trail of Angels" is a 25-minute
immersiveVRfilm directedby Kristina
.ǳƻȌȅǘŤand produced by Vitalijus
¿ǳƪŀǎ. Theexperienceinvites viewers
to explorea mysteriousafterlife world
inspired by 2ƛǳǊƭƛƻƴƛǎϥǎpaintings and
music.

Artistic Approach

The VR film incorporates 60 of 2ƛǳǊƭƛƻƴƛǎϥǎ
paintings,including"Serenity,""Angels,""The
Altar," "The Angel," "News," and "The
Sun." Theenvironmentreactsto the viewer's
gaze,bringing elements of the paintings to
life and allowing for an interactive

experience.

Recognition

"Trail of Angels" premiered at the Venice
BiennaleCinemaVR in 2018 and won the
prestigious Lumen Prize for Art and
Technologyin the UKin 2019. It alsoreceived
the Silver Crane award for Professional
Masteryin Lithuaniain 2020. Theexperience
was also nominated in "Raindance"ςthe
largest independent film festival in the UK
(2018).

SYNOPSIS

!ƴƎŜƭǽTakais is a meditative virtual reality animation that immerses the viewer in a
mysteriousafterlife world inspired by the paintings and music of Mikalojus Konstantinas
2ƛǳǊƭƛƻƴƛǎ. Throughvisuallycaptivatingday-to-night transitions, viewersare invited to observe
and interact with their surroundings. Beginningthe journeyas a human, the viewergradually
discoversthey are an angelreflectingon the statesof life, death, and unity with the universe.
Theenvironmentrespondsto theǾƛŜǿŜǊΩǎgaze, drawingthemdeeperinto the visualessenceof
2ƛǳǊƭƛƻƴƛǎΩǎoriginalartworks.
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Ϧ/ǊŜŀǘƛƻƴ ƻŦ ǘƘŜ ²ƻǊƭŘǎέ όнлнрύ ςnew immersive story 
made for 2ƛǳǊƭƛƻƴƛǎΩ мрлǘƘ ŀƴƴƛǾŜǊǎŀǊȅ

Your quote here

"Creation of the Worlds", created by
Kristina .ǳƻȌȅǘŤand Vitalijus ¿ǳƪŀǎΣ
made for 2ƛǳǊƭƛƻƴƛǎΩ 150th
anniversary, offers a new immersive
story about the birth of the universe,
the rise and fall of life, and its rebirth
ς culminating in 2ƛǳǊƭƛƻƴƛǎΩiconic
painting "The Tale of the Kings". It
symbolically reminds us that we are
the creators and caretakers of our
own worlds.

Using advanced VR headsets, audiences are
transported into the ŀǊǘƛǎǘΩǎimagined universe,
unfolding like a dreamlikefairytale. Cutting-edge
technology provides a fresh way to experience
and interpret art, bridging generationsthrough
shareddiscoveryandinspiration.

The interactive VRexperienceis basedon more

than 60 of M. K. 2ƛǳǊƭƛƻƴƛǎΩǎpaintingsτranging
from widely recognizedworkssuchasTheTaleof
Kings to lesser-known pieces that are
symbolicallyand emotionally rich. Viewers can
explore2ƛǳǊƭƛƻƴƛǎΩǎpainting cyclesincludingThe
Creation of the World, The City, The
Flood, Fantasies, The{ŜǊǇŜƴǘΩǎSonata, and the
triptych FairyTale.

2ƛǳǊƭƛƻƴƛǎalwaysspokeabout what lies beneath
the surfaceof appearances. With Creationof the
Worlds, we wanted to help people feel that
beauty. Evenfor those who ŘƻƴΩǘknow how to
meditate or have little experiencewith art, this
work of ours can help them pause,listen deeply,
andrememberthat life isa miracle.

ςV.¿ǳƪŀǎΣdirector.
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Where to experience?

ά¢Ǌŀƛƭof !ƴƎŜƭǎέandά/ǊŜŀǘƛƻƴof the
²ƻǊƭŘǎέcan be experienced at the
Immersive Art Center in Vilnius.
Locatedin the heart of the city, at A.
Vienuolio Street 4, the center is a
modern venue dedicated to
immersivevirtual reality experiences.

WhyVisit?

ÅA uniquemulti-sensoryenvironment
ÅExceptionalvirtual realityexperiences
ÅA modern way to explore art and get to

know[ƛǘƘǳŀƴƛŀΩǎmost renownedartist
Å Immersive300-degreeprojections
ÅAn outstandingeducationalexperiencefor

all ages,regardlessof language

Howdoesit work?

Visitors receive special VR headsets that
transport them into a 3D environment filled
with music, sound, and animated imagery
inspired by 2ƛǳǊƭƛƻƴƛǎ' art. Before the
screening,our team introducesthe artist and
the experience (in Lithuanian or English,
depending on the audience). A 300°
projection immerses visitors in a magical
visual prelude. After the show, guests can
create a 2ƛǳǊƭƛƻƴƛǎ-style AI portrait and
exploreour gift shopfor artisticsouvenirs.

This is a tribute to the precursor of multimedia artists and 
one of the pioneers of abstract art in Europe - the most 

famous Lithuanian creator, Mikalojus Konstantinas 
2ƛǳǊƭƛƻƴƛǎ. He was breaking the boundaries of disciplines to 

make a total creation with his own cosmogony. 

-Kristina .ǳƻȌȅǘŤ, Director 

www.angelutakais.lt
Thefirst collaborativeworkbyK. .ǳƻȌȅǘŤ

and±Φ ¿ǳƪŀǎΣάTrailof AngelsάΣ invites

viewersinto a calm, metaphysical

immersioninto the worldsof2ƛǳǊƭƛƻƴƛǎΩǎart. 

Theirnewexperience,άCreationof the

WorldsάΣ leadsthe viewerona journey

wherediscoveryandinnergrowth become

central. 

https://www.instagram.com/angelutakais.lt?igsh=MWUwdndma2ZzdzQwcw==
https://www.youtube.com/@angelutakais
https://www.facebook.com/angelutakais.lt/
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What are the Icelandic 
Sagas about?

TheIcelandicsagas,were written in medieval
Iceland,for the most part in the 13th and14th

centuries, and in the Icelandic language.
Mainly by unknownwriters, althoughcertain
sagas are attributed to known historic
scholars such as Snorri Sturluson (1179-
1241). However, despite the era they were
written in, the setting for most of them
covers the settlement period of Iceland
which lasted from around the year 900 up
until the 11th century. Therefore, the sagas
are a retelling of historic events that
happenedcenturiesbefore.

About 40 family sagashave survived. These
sagasare a recountof how andby whom the
island was settled. They offer stories about
family history, genealogy, alliances and
conflicts between clansand individuals. The
Icelandicsagasare a unique insight into how
life wasin pre-ChristianScandinavia.

What makes them so compelling and the
reasonthey are still beingread today is their
often dramatic and compelling storytelling
about blood feuds, love triangles,
foreshadowing,andancientrites.

In the 1238: The Battle of Iceland exhibition, 
events in one of the sagas, Sturlunga, is 
retold in an innovative and immersive way, in 
order to bring guests closer to the historical 
events.  

Sturlunga was written in the 13th century, as 
most of the other sagas. It is a contemporary 
recount of events in the 12th and 13th

centuries in Iceland, which differentiates it 
from many other sagas. However, as with 
other sagas, the authors are many but the 
most well know is Sturla Þórðarson(1214-
1284) - who is also one of the main 
protagonists.
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Sauðárkrókur, Iceland

Category

Website

Literary & Historic Exhibition

https://1238.is/

Social Media

This resource is licensed 
under CC BY 4.0

Fundedby the EuropeanUnion. Viewsand opinionsexpressedare howeverthoseof the author(s)only
and do not necessarilyreflect those of the EuropeanUnion or the EuropeanEducationand Culture
ExecutiveAgency(EACEA). Neitherthe EuropeanUnionnor EACEAcanbeheldresponsiblefor them.

1238: The Battle of Iceland

1238: The Battle of Iceland

Case 
Study 9

https://www.instagram.com/thebattleoficeland
https://www.instagram.com/thebattleoficeland
https://www.facebook.com/1238.is/
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An immersive retelling of 
events in Sturlunga

Guests that come to the 1238: Battle of Iceland
exhibition get the opportunity to experience and
participatein the Battleof Örlygsstaðir. Thebattle is one
of the most significantevent in the medievalcivil war
that raged in Iceland in the late 12th and early 13th

century. The battle is chronicledin Sturlungasagaand
the recounting comes from the chapters written by
SturlaÞórðarson, who wasat the battle, fighting for the
Sturlunga-family.

Theexhibition in locatedin the town on Sauðárkrókurin
Northern Iceland,in a fjord calledSkagafjörðurbut the
battle took place35km awayby the farm Örlygsstaðirin
the year 1238. The exhibition employsboth traditional
and non-traditional ways of disseminatinginformation
about the historical events of Sturlunga. With the VR
experienceat the exhibitionallowinggueststo take part
in the battle itself:

ά²ƘŀǘΩǎimportant is that there is an activity. We are
making people throw spears and rocks, so people
experience doing something. ¢ƘŀǘΩǎwhat important,
that peoplefeel like they are taking part.έ

Why create a VR experience of a 
historic battle?

Touristsoften havechecklistof placesthey want to visit
and to be able to saythey havebeenthere. Theytravel
to sites where important historical events have taken
place. People walk through a spaceand imagine the
past, what it might have looked like and how events
mighthaveunfolded.

ά²Ŝimagine they camefrom here, and then this one
arrived,and this burnedŘƻǿƴέ.

VR can bring people even closer to past events by
offering a glimpse into how they unfolded and allows
visitors to take part and to place themselvesin the
narrative. Tofeel the historyin their own bodies.

VR experiencescan also act as an invite for further
discussionabout the history and what the visitors just
experienced.

ά¢ƘŜVRexperienceevokesa lot of emotions. We can
see the emotional connection people sometimesget.
Our guestsoften need to processafterwards and want
to discusswith uswhat they experiencedandŘƛŘέ.

How would you feel if 
you had to do this [in a 

battle]?
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What Were Your Key Challenges 
and Solutions?

Thereare a lot of decisionsthat need to be
made when creating a VR experience. Not
just what story shouldbe told but how to tell
it, asit will impactǾƛǎƛǘƻǊǎΩexperiences.

For 1238, it was important that peoplewere
able to be mobile while using the VR
headsets and therefore able to use their
bodies to move through the story. Another
important part is that the technologyΨǊŜŀŘǎΩ
at what height the player is playing so that
the horizon moveswith the player, whether
theyarestanding,crouchingor sitting.

What wasalsoimportant to 1238wasto get
the environment within the VR experience
correct.

The Örlygsstaða Battle took place in
Skagafjörður, so the developerswanted the
view towards the fjord, the mountains and
surroundingsto be accurate. Also,that things
like the grassand trees were authentic to
Iceland in the 13th century ςnot just use
standard digital environments from a
database.

ά²Ŝmadeit all becauseit was important to
us. That it was Icelandic and authentic to
the 13th century. That it ǿŀǎƴΩǘsome
imported house,or pine trees that we knew
were brought to Icelandin later centuries. It
was important to us that it wasasauthentic
asa computergamecanbe.έ

It is alsoimportant that the VRexperienceis
not too long. At 1238: TheBattle of Iceland,
the VR experience they offer takes 12
minutesthat includesa tutorial.

άbƻǘmanypeoplewould want or havetime
to stay in a VRheadsetfor 20 or 40 minutes.
It would also mean that we ǿƻǳƭŘƴΩǘbe
able to welcome large groupsand the flow
of people through the whole exhibition
would be thrown off.έ

We approach VR creations 

holistically and emphasize 

being true to the story and not 

losing sight of the story in the 

technology. VR needs to be 

authentic, immersive, 

interactive, accessible, and, 

last but not least, fun.

- Freyja Rut Emilsdóttir, general 

manager of 1238: Battle of Iceland (x)

https://www.stuckiniceland.com/vr-icelandic-history/
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Immersive technologies offer museums and 
exhibitions new ways to engage their visitors

Immersive technologies can be a great
addition for museums. It ŘƻŜǎƴΩǘreplace
traditional exhibitions that have texts or
artifactson display.

However,usingVR,ARor MR realities offer
museumsa new way to engagetheir visitors
and tell the story they want through a new
mediumthat invitesplayandcuriosity.

Becausethe storytelling is still the most
important aspectof anymuseumexperience,
whatevermediumis beingused. Theessence

of what you are trying to communicateto
your visitorsŎŀƴΩǘget lost in the technologies
or mediumsyouareusing.

Immersive technologiesoffer a way to be
educational,interactive,andplayful,all at the
same time. Especiallywhen telling stories
that are set in the past and in settingsthat
peoplemight havedifficultiesimagining.

What Are Your Top Tips and Advice to 
Someone Embarking on the Same?

Creating an experience with immersive
technologiesdoesnot haveto be difficult nor
too expensive. It is better to start small and
then scaleup.

Creatingan immersiveexperiencecan start
as an added value to an already existing
exhibitionor activity. In somecases,it canbe
better to start with one or two VRheadsets
or smarttabletsfor ARrealityasa trial run.

Peopleare also increasinglygetting used to
usingthese technologies,so the threshold is

gettinglower for potential users. It isnot only
young people who can use and enjoy
immersivetechnologies,but a wider rangeof
ages.

Immersive technologies are increasingly
getting more commonand the opportunities
they offer are near endless. However, it is
important to havea clear vision of the story
you want to tell and what experiencesyou
want yourvisitorsto walkawaywith.

LǘΩǎ ŀōƻǳǘ ŘŀǊƛƴƎ ǘƻ ǘǊȅ ŀƴŘ ǘǊǳǎǘ 
yourself to figure it out

https://1238.is/

https://www.instagram.com/thebattleoficeland
https://www.facebook.com/1238.is/



