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Abstract 

The experience we present is related to public participation processes in tourism, specifically the use of 

serious games (or applied games) to simulate planning initiatives and interventions that promote more 

informed decisions needed to favor a more sustainable development of a tourist destination. Applied 

games are by now part of the scientific debate and are also being used practically as a tool to enhance 

the tourist experience and visitor enjoyment. However, currently, in Europe, there are few such 

experiences related to tourism planning. 

Our project idea, financed by the COSME Programme through SocialTech4EU and currently 

recognizing ACTA among the best top 10 social enterprises in Europe for social innovation, involves 

the creation of an initial game prototype, a “Tourism Planning Sim”, also nurtured and leveraged by a 

parallel local project based on the UNESCO site of Sabbioneta (Italy, Lombardy), where a public 

participation process is defining and developing new services in the hospitality sector. This application 

models the characteristics of the location (so place-based) and aims to reduce the negative externalities 

of tourist flows. Stakeholders are part of the testing and monitoring phase. 

As in our project, the game demo - developed together with the Italian game studio Open Lab - simulates 

public initiatives and instances to be developed in a destination and models the criteria for their 

implementation, taking into account the tourism supply chain and international public policy agendas - 

related to ecological transition, digital transformation, new generations inclusion -, which are 

sometimes ignored in these processes. We believe that applied games can play an essential role in 

conveying complex information and knowledge related to tourism impacts in a more accessible way. 

To support the co-creation of services with stakeholders, informed decisions are needed that show the 

impact of every public and private intervention on collective assets and goods. This knowledge is 

particularly crucial for tourism, a modern phenomenon that interconnects with other economic sectors, 

imposing significant costs and burdens on local communities.  

The purpose of our presentation is to discuss with academic and research centers the possibility of 

fostering mutual collaboration in organizing appropriate dataset and KPIs. This will help align the 

simulation with real impacts to be applied in game mechanics, coherent with planning in tourism. 
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