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The SMART ERA toolkit /i3

@
INTELLIGENT INTERFACES «
AND INTERACTION

Co-funded by
the European Union

o{ SMART ERA

« Develop smart, co-designed solutions to face socio-economic
challenges in rural Europe, and empower rural communities.

« A phygital co-design toolkit developed to face socio-economic
challenges in rural Europe.

 Projects as collections of ingredients.
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The analog toolkit - ingredient cards

Who are the
people worth
including in People are the core of innovation in ri ‘\5.‘

our rural because they bring local knowledge, { 5 . . .
i)r/movation and a deep understanding of their co Innovation brokers gl How mlght this solution
and facilitators benefit rural innovation?

action? needs, challenges, and opportun

Build networks

They help build networks, develop shared language, and articulate
innovation needs. Brokers are crucial in managing relationships and
ensuring effective communication among actors, essential for
successful innovation processes.

By engaging different actors - from pt »
representatives to residents - we enst 1 ‘

perspectives are considered and cor | A
P E P E are better equipped to drive meanin  d¢ % | . N
L lasting change in rural communi = >

Mobilise community members

They engage and mobilise community members to participate in
development initiatives.

Provide insights

They possess deep insights into the challenges and opportunities
within their communities, They can help identify local needs,

In a rural innovation initiative, peop \ challenges, and potential solutions grounded in rural life’s realities.
change iteratively according to the .
phase. Ensure that the right expert | ' Dvae Ve
\ (\4\

Champion innovative ideas

Supporting and prometing new practices, technologies, or business
models, they help create an enabling environment for rural

perspectives are brought in at eacl

{ ' NN innovation,
9 /A
= ( B They are local heroes
i’,‘ SMART ERA S ‘ Local heroes in rural areas act as bridges between local communities

and external stakeholders such as government agencies, NGOs, and
private sector actors. A local hero inspires and brings ideas to the
community and serves as a catalyst for change. With charisma and
influence, they bring visibility to important issues and have the power
to engage and motivate others,

\ RXE o .
’ Innovation brokers are individuals or organisations that facilitate
connections and collaborations among various stakeholders.
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The digital tool - board and ingredients
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Session 1 Session 2 Session 3 Session 4

Surveillance
camera Local hero
operator

Municipal
advisor

PEOPLE
Carpenter




The digital tool - board and ingredients
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“4 SMARTERA S|Ps > Forestry Management Ingredients Sessions Template Missions ©

Session 1 Session 2 Session 3 Session 4

Surveillance
camera Local hero
operator

Forestry
expert

Municipal
advisor

Surveillance
@3 cameras

Carpenter

Weather afs m;.:l?:?ng
stations platform







\\\Un’ciﬂed Bee 9ame“

EXPLORE AND PUNISH HUMANS e LEARN FACTS FROM FLOWERS
WHO EXHIBIT BAD BEHAVIORS
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Bees, whether wild or domesticated, are krue
workhorses of the ecosvystem. Their primary J
pollination, which means they help plankts

reproduce b Fes s A5

Bonetti, F., Bassanelli, S., Bucchiarone, A., Gini, F., Marconi, A. (2024). Untitled Bee Game:

Be(e)ing Mean to Learn More About Eco-sustainability. In Proceedings of the 8th Annual
International GamiFIN Conference 2024, Ruka, Finland.
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8% ECO-INTENTION  33% - 5%
17% ECO-INTEREST I 25% - 58%
MEEGA360 4% PERCVD. LEARNING 8% - 88%
IMI 4% VALUE 2% - 83%
IMI 4% IMPORTANCE 0% - 06%
GAMEFULQUEST 12% PLAYFUL EXP. I 25% - 63%
100 50 6 50 100
Percentage

Response ' Strongly disagree  Disagree Neither agree nor disagree Agree [l Strongly agree




Other projects

Bark Beetle Game

(In development) A video game about
managing forest, biodiversity, and
balancing different natural agents




Other projects

Bark Beetle Game

Could be adapted to:
 Plan forests in a virtual environment

collaboratively

« Crowdsource data and preferences
explicitly and implicitly

 View statistics/predictions in real
time




Other projects

I , - 3OOV "4 11755 EPLIEBSAE - 300
I a &G O 3 ¢  Dettagli viaggio
4, settimanale X '
4,99 Kg complessive . |
: Record: 4,54 Kg

Almost 250k sustainable Km and 57t of
CO2 saved in 2022 in Ferrara (6 months).
And other cities

www.playngo.it




More-than-human research in games

Purpose:

« Understanding more-than-human experiences in games
« Exploring design patterns to build awareness and explore new
perspectives

 Bringing fun to transformational and educational nature-centered

experiences

- Bonetti, F., Gabrielaitis, L., Bassanelli, F., Gini, F., Bassanelli, S., Chambers, P., Belliato, R., Gallegos
Carvajal, I. M., Buruk, O. O., & Romanzi, V. (2025). Beyond human-centric play: A review of
commercial video games to inform more-than-human serious game design. In Engineering
educational games for a sustainable society: Play, learn, and transform. Springer. [IN PRESS]
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Federico Bonetti
fbonetti@fbk.eu

Simone Bassanelli Annapaola Marconi
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