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Abstract:
PANTAFGA is an educational and narrative game for discovering the Intangible Heritage of Le Marche region (Italy) and having fun. The game is based on a methodology
developed by i-strategies and based on four pillars: a) Site-specific. The game is site specific. Dedicated research activity was conducted on the ground to discover the
five stories to tell; b) Intangible Heritage safeguarding. The content of the game is based on the oral memories of the former sharecroppers who lived in the area, collected and saved using narrative interviews methodology; c) Narrative approach. Excerpts from the oral memories collected have been written and illustrated storytelling
techniques having, as a result, five authentic, non-fictional, site-specific and people-centred stories; d) Gamification. The five stories so obtained have been distributed
along a narrative pathway to play as a quiz-based competition among international student teams; e) Green education. The game is played open-air, giving to students
the possibility to enjoy nature and learn sustainability values in an iconic rural area representative of the Le Marche typical landscape. The Pantafga game was piloted
twice in the spring of 2022 through MARHER project partners and international university students from University of Macerata, Heilbronn University and University of
Sothern Denmark.
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Introduction
Welcome to the PANTAFGA, a educational and narrative game for discovering the Intangible Heritage of Marche region.
The game’s name is inspired by a folk belief, an imaginary beast creature named Pantafca, from
Sothern Marche and Abruzzo regions.
The aim of the game is to experience the Intangible Heritage of Marche region through local
authentic stories and having fun.
The game is structured like a competition in which different teams have to answer five questions. Behind each question, there is a non-fiction illustrated story collected on the ground and
pointed out using physical markers ( ).
The team that correctly answers the greatest number of questions win the game.
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Rules of the game:
1.

The participants are divided into five teams, and each team has a number from 1 to 5 assigned. To incentivize intercultural exchange, we suggest creating multinational teams.

2. The teams have to follow a narrative path composed of five stories.
3. Five physical red markers ( ) and illustrations on the ground will indicate the localization
of the five stories.
4. At the beginning of the game, each team will get the correspondent story number (e.g.,
team 1 gets story 1, team 2 gets story 2, team 3 gets story 3 and so on).
5. Then, the referee will kick off the game using a whistle.
6. An illustration and a short text – read in turn by team members – introduce each story. Each
team has 7 minutes to discuss and select the correct answer taking notes about the selected answers.
7. At the end of the 7 minutes, a whistle announces that each team has to move to the next
story (e.g., team 1 gets story 2, team 2 gets story 3, team 3 gets story 4, team 4 gets story
5, team 5 gets story 1).
8. When all the teams have completed the narrative path, they will converge at the final meeting point.
9. The referee will show the correct answers asking participants to read the end of the five
stories.
10. Each team gets one point for each correct answer, and the team that gets the most points
win the game.
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Venue of the game:
Contrada Forola, Acquaviva Picena, Marche region, Italy
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Practical information:

MEETING
POINT

•

as final destination, you can put on google map “”La Forola Country House, Contrada Forola,
via Monte Sibilla 1, 63075, Acquaviva Picena”. The meeting point to get the game’s place is
the intersection between via Monte Sibilla and Contrada Forola (see up the red arrow). The
organizers will wait for you there. The venue of the game is nearby;

•

the venue of the game is in a beautiful countryside area in which to admire the typical landscape of the Marche region (dolci colline/rolling hills), the traditional sharecroppers’ houses
(case coloniche) and the vineyards where pecorino is cultivated;

•

because narrows roads, it is not possible to get to the place of the game by bus, a short
walk (around 900m) is needed to reach the spot. No drinking water or toilets in the area;

• people with disabilities will be picked up by car;
•

the context is rural with gravelled roads, consequently sneakers/walking shoes and sports
clothing are suggested;

•

playing the game it will take approximately 1h15m;

•

especially during the summer period, when temperatures rise, the area is warm and sunny,
so it is suggested to wear a cap and bring water.
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Story Map
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Introduction
The five stories we are going to tell you are authentic stories collected on the ground by interviewing the Bartolomei family who lived in the area. They arrived in the Contrada Forola in November 1955. They moved from Ripatransone to Acquaviva Picena because new children were born,
and the land they cultivated there was not sufficient to feed all the family members. Bartolomei
remained in the area for more than twenty years, leaving in 1976 to move near the coast. The five
stories told during the game are real stories that happened to Bartolomei’s family and their
neighbours. Just their names have been changed to guarantee their privacy. Now we can introduce the nine characters of our five stories:

Sor Giuseppe: the Landowner
Natalino: the head of the family
Loreta: Natalino’s wife
Gabriele: the oldest son of Natalino and Loreta
Maria: the Gabriele’s sister
Adamo: the Maria’s boyfriend
Settimio: neighbours of the Bartolomei’s family (the groom)
Silvana: neighbours of the Bartolomei’s family
Stella: the donkey

Now we know our characters. Let’s start with the first story.
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Story one: The cheese division
Today is the first day of June, and at Gabriele’s home, Sor Giuseppe, the landowner, just came.
On every first day of the month, Sor Giuseppe came to divide the sheep’s cheese monthly produced by Gabriele’s sharecropping family. It is Loreta, Gabriele’s mother, who wakes up early for
milking and making cheese every day (especially during the winter period).
Loreta has to periodically clean, salt and turn the cheese. Much work to do for her! Loreta usually produces one cheese per day, so thirty cheese per month. Then the landowner divided the
cheese in half, one half for Loreta’s family and the other half for him. Nevertheless, this time something went wrong because, while Sor Giuseppe is sitting and counting the cheeses on the table,
Gabriele starts arguing with him.
What happened?

Question 1: Why Gabriele and Sor Giuseppe are arguing?
a. They are arguing because Gabriele’s family produced too little cheese this month.
b. They are arguing because Gabriele’s family produced not good cheese this month.
c. They are arguing about how to divide the thirty-first-day cheese.
d. They are arguing because Gabriele’s family do not want to produce cheese anymore.
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Story Two: Pecorino
It is September, Natalino and his friend Stella are harvesting.
Natalino is a farmer who, despite the technological innovations, loves harvesting traditionally,
taking his time to enjoy nature and chatting with Stella. Stella is a donkey who, like Natalino, lives
in Offida, close to Natalino’s house, and loves eating yellow apples. To harvest the white grapes
of Pecorino, they started working early. Thanks to the Natalino experience, next year the white
grapes will become an excellent white wine: Pecorino.
It is helpful to remember that, in Italian, the word “pecorino” – which derives from “pecora” (sheep) – has three meanings: a grape, a wine and a sheep’s cheese.

Question 2: Why the name of the grape, and the wine made through it, is “Pecorino”?
a. Because in the Marche region, the sheep loved eating the Pecorino’s grapes
b. Because pecorino cheese is used in the wine production process.
c. Because in the Marche region, the sheep love drinking wine
d. Because it was a shepherd who, first made pecorino wine
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Story three: The sad bride
It is January 23th 1960, a Saturday. A significant day for Settimio and Silvana: their wedding.
Settimio and Silvana are neighbours of Natalino’s family. They started meeting at the crossroads near their houses. After a period of “engagement at home”, they will get married in the San
Giorgio’s rural church. Two kilometres away from their homes. Settimio is already there, waiting
for Silvana. Silvana had just left her home and she was joining Settimio in walking. As usual on that
occasion, there are a lot of friends and relatives who are celebrating Silvana along the way.
Nevertheless, Silvana seems to be unhappy. She is walking and looking down. She appears to
be sad. Sometimes she stops looking behind.
What’s wrong with Silvana? Why on the day that should be the happiest for her, Silvana is so
sad?

Question 3: Why Silvana is sad?
a. Silvana is sad because her father recently passed away.
b. Silvana is sad because she is forced to marry Settimio.
c. Silvana is sad because she recently realized she loves another man.
d. Silvana is sad because her mother is at home and she cannot be part of the wedding.

An Intangible Heritage Narrative GAme

PANTAFGA

Story four: A sandbag and a broom
It is the sunset of the day of November 1956. It is cold.
Loreta just ended up preparing the lunch for her fourteen family members, and, as every day,
she prepared tagliolini pasta. His son Gabriele cannot stand tagliolini, so once again, he refuses to
eat it. He will eat it for breakfast: food cannot be wasted! Because there is still no electricity in the
house, Loreta put tagliolini on the windowsill to conserve pasta.
Let us have a closer look at the window, there is something else on it.
What is it? It is a sandbag.
Under the window, there is another object on the stable door: a broom leaning on the other way
round.
What are these objects doing there?

Question 4: What this the meaning of these two objects?
a. The broom and the sandbag served to keep the evil eye at bay.
b. The broom indicates cleanliness, and the sandbag indicates the dust collected.
c. The broom and the sandbag served to keep witches away.
d. The broom and the sandbag served as the lucky charm of the house.
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Story five: The loan
It is June 1958. It is the wheat threshing time and, after a long day of work, Natalino, Maria’s father,
just came home.
Nevertheless, the work is not ended. It is necessary to feed cows, clean the stable, make baskets, and more. While Natalino is working in the stable on the ground floor, Maria is on the top of the
external stairs. She is waiting for someone, feeling a little bit anxious due to his delay. She is waiting
for her boyfriend: Adamo. When Adamo finally arrives, he stops in front of the stable door and, before entering, he looks up, crossing the Maria’s blue eyes. Then he sighs a little and opens the door.

Question 5: What is Adamo going to do?
a. Adamo will ask Natalino, Maria’s father, for a flour loan.
b. Adamo will ask Natalino, Maria’s father, for a bread loan.
c. Adamo will talk with Natalino, Maria’s father, asking permission to engage with Maria.
d. Adamo will ask Natalino, Maria’s father, for a grain loan.
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«That’s what games are, in the end. Teachers. Fun is
just another word for learning».
Raph Koster

