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Abstract - Ágora do Saber is a hybrid, multimodal, pervasive and ubiquitous game, which occurs in Bento Gonçalves-RS 
city Created for mobile devices, the game makes use of augmented reality, geolocation, characters and 3D scenarios. The 
game’s objective is to enable knowledge experiences in the city from the Cultural Heritage and Cultural Landscape 
representative of the history and culture of Italian immigration, as well as an integrating space of learning, understood as 
elements for the culture and citizenship development. The research and development methodology is inspired by the Living 
Lab’ concept, proposed by William J. Mitchel and in the cartographic method of research-intervention, proposed by [1] [2] 
[5] [6]. Living Labs refer to an open, collaborative, subject-centered innovation ecosystem in the context of public-private 
research, usually linked to a territorial context. The cartographic method of research-intervention is a method that aims to 
follow a process. Because it is intervention research, the analysis occurs in the process, in the movement of cartography, 
which makes it possible to carry out the intervention while it is occurring. In this way, both the project’s proposal and the 
theoretical and methodological framework comprise the subject as the central agent in the construction of innovation.  
 
Keywords - Games, Culture, Education, Learning, Hybridism. 
 
I. INTRODUCTION  
 
The daily living and coexistence occur more and 
more in hybrid, multimodal, pervasive and ubiquitous 
spaces, in which coexist different technologies, 
modalities, spaces and cultures. In this scenario, the 
advances of the digital technologies, associated to 
communication networks have been highlighted 
themselves, playing a role to the rising of concepts 
like Smart Cities, Digital Cities, Internet of Things 
(IoT), as well as cyberspace, digital culture, gamer 
culture, maker culture and others  
 
The daily living and coexistence occur more and 
more in hybrid, multimodal, pervasive and ubiquitous 
spaces, in which coexist different technologies, 
modalities, spaces and cultures. In this scenario, the 
advances of the digital technologies, associated to 
communication networks have been highlighted 
themselves, playing a role to the rising of concepts 
like Smart Cities, Digital Cities, Internet of Things 
(IoT), as well as cyberspace, digital culture, gamer 
culture, maker culture and others.  
In the Smart Cities, Digital Cities and IoT, the focus 
is on the systems and applications development that 
use microcontrollers, smart devices and sensors 
connected to the Internet and, many times, operating 
interconnected with each other in the urban 
environment, aiming to improve the efficiency of that 
location, automating functions which result in 
resources economy, e.g., intelligent public lightning. 
In this way, the “things” (nonhuman actors – NHA, in 
this case, smart things) can have “life” and 
communicate themselves with each other and with 
different human actors - HA. But, what concerns 
these conceptualizations evidence in regarding to the 

human, to the human intelligence, to the development 
of this human that live and coexist in the city, who 
communicate with the city and with the “things” and, 
therefore, learns with the city and in the city, as well 
with the “things” that compose this space?  
 
We understand that Digital and Smart Cities and the 
IoT need be conceived from the local culture as well, 
taking into account the human development and the 
learning. The greatest challenge seems to be in the 
necessary interdisciplinary construction required for 
this movement in order to be possible to understand 
the new socialization and production forms that the 
hybridization, multimodality, pervasive and ubiquity 
makes possible, because it is in these spaces that HA, 
in nomad movements, weave relations in an 
imbrication with others HA and NHA, in different 
times, in the construction of a world of meanings.  
 
When we talk on hybridism, we refer to [3] [4], who 
understand the hybrid as constituted by multiple 
matrices, a mix of nature and culture, therefore, the 
non-separation between culture/nature, 
human/nonhuman, among others. It is about actions 
and interactions between HA and NHA in spaces of 
analogical and digital nature in an intertwining of 
different cultures (analogical, digital, gamer, maker, 
among others), constituting themselves in indivisible 
phenomena, networks that interconnect natures, 
techniques and cultures. The hybrid, in this study’s 
context, is understood in regards to the nature of the 
spaces (physical and digital), to the presence 
(physical and digital), to the technologies (analogical 
and digital) and to the culture (pré-digital and digital).  
Regarding the multimodal, we mean different 
imbricated educational modalities. The physical/in 
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person and online modalities. The online modality 
may combine electronic learning, mobile learning, 
pervasive learning, ubiquitous learning, immersive 
learning, gamification learning and game-based 
learning. But, how does the game fit in this context? 
How does it relate to Culture?  
 
Nowadays, the games are more and more present in 
children and adolescents daily life, what contributes 
so that the Gamer Culture expands in a vertiginous 
way. The gamer culture is a phenomenon that 
develops itself in the contemporary technoculture, in 
the videogames context and that is not more limited 
to specific machines, like an arcade games machine, 
consoles or personal computers.  
 
The games extend themselves in the mobility context, 
in tablets, smartphones and other mobile 
technologies, in such a manner that the games can be 
found in the most varied formats and developed for 
different devices and digital technological platforms. 
The current gamer culture is not only made up of 
teenagers and young men but of children, women and 
the elderly people.  
 
But what we can learn about the gamer culture? The 
games engage the subjects in a world of fiction, 
imagination and fantasy, allowing interactivity, 
immersion, narrative, agency, and fun, among other 
elements that collaborate for this engagement. The 
games become significative for the players, mainly 
because they allow these players to live an experience 
(transform information in experience). When entering 
in a game, the subject is challenged to explore it and 
perform missions in it, which puts him/her under the 
control of the process. Through his/her action and 
interaction in the and with the game environment, 
with the NPC and with the other players, the gamer 
faces problems, takes decisions and lives experiences, 
all this in a funny way, promoting immersion and 
engagement.  
 
II. METHDOLOGY  
 
The methodology used for the research and 
development of the game Ágora do Saber is inspired 
in the Living Lab concept, proposed by William J. 
Mitchel and in the cartographic method of research-
intervention proposed by [1] [2] [5] [6].  Living Labs 
arise in the 1990s in the investigations developed by 
the architect William J. Mitchel, from the MIT 
(Massachusetts Institute of Technology). The 
proposal consisted in including the user in the 
solutions construction for the city designs, justified 
by the evidence that is the people, in the first 
instance, who use the urban structures. Living Labs 
refers, therefore, to an ecosystem of open innovation, 
collaborative, focused in the individual, in the public-
private research scope (organizations, government, 

academy, technological centers), normally linked to a 
territorial context.  
 
In the case of this game, involves the partnership 
between the Digital Education Research Group, 
linked to the program of Post-Graduation in 
Education UNISINOS, Federal Institute of Education, 
Science and Technology of Rio Grande do Sul - 
Campus Bento Gonçalves and the Culture 
Department of Bento Gonçalves City.  
 
The main idea is the co-creation of research and 
innovation processes by the individuals who inhabit 
and co-inhabit a given territorial context. This co-
creation involves an interdisciplinary team and the 
individuals/community as actors in the process of 
knowledge creation and not just as observers or users. 
Thus, a living laboratory constitutes an experiential 
(experimental + experiential) environment in which 
subjects are immersed in a creative social space to 
conceive, design, monitor and evaluate their own 
future, a concept linked to changes and social 
transformation. 
  
The cartographic method of research-intervention is a 
method which aims to follow a process and does not 
represent an object. “Cartography seeks to assure the 
accuracy of the method without giving up the 
knowledge production process, which is a positive 
requirement of the ad hoc investigation”[7]. The 
cartographic attention is defined as open and 
concentrated, characterized by four movements: 
tracking, touch, landing and attentive recognition. 
Because it is a research-intervention, the analysis 
occurs in the process, in the cartographic movement, 
what makes it possible to carry out the intervention 
while the process takes place.  
 
As instruments for the production of the data, it was 
used: interviews, participant observation and records 
in photography, audio, text and video. The data were 
organized and analyzed, considering the game’s goal 
and, from the theoretical framework that supports the 
research, mainly linked to the Actor-Network Theory 
(ANT) [3][4], giving origin to the game, as follows: 
 
- mapping of the historical elements of Bento 

Gonçalves Municipality’s tangible heritage (Pipa 
Pórtico, Achyles Mincarone Square and 
Immigrant House Historical Museum), made 
from visitations and photographic records, videos 
and informal interviews with people who were 
transiting in the place. In addition, a survey of 
information in books and official website of the 
Municipality of Bento Gonçalves was carried 
out.  

- mapping of the Bento Gonçalves Municipality’s 
intangible heritage, represented by people who 
know the significant stories and facts of the 
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Italian immigration for the Bento Gonçalves’ 
Living Library’s creation;  

- creation of the interviews script and materials 
linked to the ethical care in the research;  

- conducting an interview with selected people;  
- analysis of the data previously produced;  
- concept production of the game;  
- creation game script, narrative and missions;  
- creation and modeling of characters and spaces 

in 3D concept;  
- creation of animation and audios with the 

characters’ dialogues;  
- production of the cutscenes that illustrate the 

game’s narrative;  
- creation of Bento Gonçalves’ Living Library;  
- development of the hybrid, multimodal, 

pervasive and ubiquitous game;  
- running the tests and publication of the game, 

free on Apple Store and Google Play.  
 
Another stage after the conclusion of the game was 
the monitoring of a group of players in order to 
understand how the interaction with the game and 
how to happen the knowledge experiences related to 
the Cultural Heritage (tangible and intangible) and 
Cultural Landscape representative of the history and 
culture of the Italian immigration in Bento Gonçalves 
Municipality as a learning integrator space, 
understood as elements for the development of 
culture and citizenship.  
 
It is important to mention that the proposal of the 
development of the game has the origin in the 
research and returns to it. Thus, the whole 
development process of the project was followed by 
academic research, of exploratory nature and 
qualitative approach, inspired by the Living Lab 
concept and in the research-intervention cartographic 
method, through which the game was conceived and 
the process was autographed in this journey of 
knowledge.  
 
Both the project proposal and the theoretical and 
methodological framework put the HA as a central 
agent in the construction of innovation, which leads 
us to understand that the game Ágora do Saber may 
contribute to resignify the learning spaces/educational 
designs in a context of learning process composed by 
hybrid, multimodal, pervasive and ubiquitous 
coexistence spaces. Below, the Saber game is 
presented.  
 
III. ÁGORA DO SABER: THE GAME  
 
The Ágora do Saber is a hybrid, multimodal, 
pervasive and ubiquitous game, whose theme is the 
Artistic, Historical and Artistic Heritage and the 
Cultural Landscape of Bento Gonçalves. The game 
objecvtive is to make possible experiences of 
knowledge (to know)  

about the Cultural Patrimony and Cultural Landscape 
representative of the history and culture of Italian 
immigration in Bento Gonçalves Municipality, in a 
proposal that includes the city and its inhabitants as 
an integrator space of learning, understood as 
elements for the culture development, enabling the 
cultural and citizenship intercrossing.  
From the concepts of Cultural Patrimony and Cultural 
Landscape, three spaces were mapped and defined, 
representing significant elements from the history and 
culture of Italian immigration in Bento Gonçalves: 
Pipa Pórtico, Praça Achyles Mincarone and Casa do 
Imigrante: 
 
- Pipa Pórtico (Figure 1 and 2) - an architectural 

landmark that represents the grape and wine 
culture for the development of the city;  

- Praça Achyles Mincarone - the presence of the 
Igreja de São Bento (Figure 3 and 4) that honors 
the Italian immigrants who colonized the region. 
The church, in the shape of a wine barrel, has 
barrel-shaped doors and on its benches, there are 
engraved symbologies of grapes, representing the 
main activity of the Italian pioneers: the 
production of grapes and wine. In the square it is 
also placed the Monument to the Immigrant 
(Figure 5 and 6) created to honor the 130 years 
of the Italian immigration, celebrated in 2005;  

- - Historical Museum Casa do Imigrante (Figure 7 
and 8) - a place that houses the historical and 
cultural heritage of Bento Gonçalves regarding 
the daily and cultural objects, and the documents 
of the immigrant families that founded the 
municipality.  
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Elements of intangible heritage were also 
contemplated with the testimony of three people who 
are part of the community/city, beginning the creation 
of Bento Gonçalves’ Living Library (Fig. 9, 10, 11). 
In a living library, people become books from their 
desire to socialize their life experiences. These 
“human books”, with different points of view, values 
and life paths, develop new forms and configurations 
of knowledge construction. Bento Gonçalves’ Living 
Library collection has the testimonies of people who 
know the significant histories and facts of the Italian 
immigration and can be configured as an important 
space for the preservation and enhancement of the 
memory of the community of Bento Gonçalves, 

favoring the traditional knowledge circulation 
through multiple spaces. 

 
Regarding digital technological development, it is an 
application for mobile devices, using augmented 
reality, geolocation and projection of images and 3D 
characters. The softwares used were: Blender for the 
3D model’s creation (modeling and animation), Gimp 
and Paint.net for the textures and layouts, Audacity 
for audio and music and LMMS to perform the 
editing. The game was created with Unity 3D engine, 
C# programming language and Visual Studio IDE.  
The M&D of the game begins with a narrative where 
the player has the mission to strengthen the Velha 
Parreira (a fictitious plant that was planted in the 
Praça Achyles Mincarone and brought prosperity to 
the entire city). To complete the mission, the player 
has to travel through the urban physical environment 
looking for the 3 essences (3D characters) 
representing Bento Gonçalves’ cultural heritage: 
Faith (white flame), Labor (an Italian female 
immigrant) and Community (Figure of a family).  
During the game, the essences will share with the 
player information about the cultural heritage of the 
Italian immigration in the city and will grant to the 
player three collectible items: Wine, the fruit of labor; 
Bible, the fruit of faith; Bread, the fruit of the 
community. During the final mission, the player must 
interact with one last character, to whom he will 
deliver all the collectible items found throughout the 
game. To complete this mission he should consult the 
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Living Library for clues. The narrative of the game is 
told both in oral form (dubbing of the characters) as 
in written form, allowing that people with hearing 
impairment can use it. In the initial screen of the 
game, there is a song that is composed of parts of 
several traditional songs of the Italian culture, 
interspersed with sounds originated from elements of 
the Italian colonization, like the sound of a train and 
the sound of a ship. At the conclusion of each 
mission, the player receives an item that is the fruit’s 
representation of the essence to which that mission 
was linked, being that the acquisition of the items 
refer to the player’s progress in the game and his/her 
main goal is to recover the three essences. The 
missions are disposed on the player’s map and the 
game gives to the player the freedom to choose what 
order will execute them. It is necessary to complete 
all three initial missions so that it is possible to access 
the fourth mission, which is the end of the game. 
Exposing a larger goal boosts the player to complete 
all missions.  

 

 

 
 
The game becomes collaborative through a group 
created on Facebook. In this way, players have the 
possibility to socialize the experience lived with the 
game, regarding the learning, as well as to propose 
new missions linked to other geolocated points 
(Tangible Historical Cultural Heritage), as well as to 
expand the Bento Gonçalves Living Library through 
the indication of new people and references in the 
local community (Intangible Historical Cultural 
Heritage). Thus, players have the possibility to 
become authors of new maps for the Game, making it 
“live”. 
 
CONCLUSIONS 
  
To conclude, we highlight the integrative potential of 
culture, tourism, history, education and technology 
areas, highlighted in the construction of narrative and 
missions, in which players perform the course of the 
game, enabling them to develop meaningful and 
valuable experiences, related to the interaction with 
the tangible and intangible cultural heritage of the 
city, as following. 
 
The valorization of the city inhabitants, through the 
socialization of their memories about the city history 
and culture carried out through testimonials, 
constitutes the Bento Gonçalves Living Library.  
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- The free and unrestricted creation and availability of 
a mobile game application that makes it possible to 
playfully engage the subjects in the process of 
learning about the historical and cultural heritage of 
Bento Gonçalves also shows an offer of a qualified 
alternative of leisure.  
- The promotion of the city historical and cultural 
heritage in an unlimited way, considering that it is a 
free application available on the Internet, 
democratizes the access to culture.  
- The link of the historical and cultural heritage 
(tangible and intangible) of the city to a new 
language, the language of games, reaches a new 
culture (gamer culture) highlighting originality and 
aesthetic innovation.  
- A new way of instigating the teaching and learning 
processes in heritage education to involve the 
students of the education network of Bento 
Gonçalves Municipality.  
- The possibility that the game, through hybridism, 
multimodality, ubiquity and pervasiveness 
perspective has to promote a greater immersion in 
knowledge about historical and cultural heritage 
(tangible and intangible), enables new forms of 
interaction in order to know, interpret, understand and 
value the culture and history of Italian immigration in 
Bento Gonçalves City.  
- The intertwining of the cultures regarding the 
subjects, analog and digital technologies in formal 
and non-formal education spaces, provided by the 
application, shows once again the originality, 
aesthetic innovation and importance of the game to 
the society.  
 In addition, Ágora do Saber represents the 
production of a game that intensifies the livingness 
and experiences from the history of the place and its 
inhabitants in order to broaden the knowledge, enable 
the enjoyment and thrill the visitors with the 
testimonials from the Bento Gonçalves’ Living 
Library.  
Therefore, we emphasize the cultural essence of the 
Àgora do Saber game, regarding its purpose and 
content. The concept links excellence and quality 
while searching in the city and its inhabitants 
information on historical and cultural heritage, both 
tangible and intangible, to subsidize the construction 

of missions in the game that imply exploration, 
experimentation and cultural experience in the city, in 
a perspective that involves the cultural intertwining 
represented by the different generations that are 
found in this game, in addition of the understanding 
that game is also culture.  
Thus, the game, by associating Bento Gonçalves’ 
material and immaterial cultural and intangible 
heritage, responds to issues such as memory and 
symbolic heritage and, by being freely and 
unrestricted distributed on Internet, it democratizes 
access to culture and promotes integration with other 
agents and creators, providing the proximity to its 
public through an alternative and qualified leisure 
offer.  
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