
                                    

 

 

Experiential Learning in historical sites and museums 

 

Collection of practices framework: 

 

Title: The Palace Celebration 

 

Overview: 

The Palace Celebration is a drama laboratory which is held in the theatre of Mondavio after visiting the 

fortress. Mondavio has a military fortress of the 1500, planned by Francesco di Giorgio Martini, 

commissioned by the Duke of Mondavio, Giovanni della Rovere. It is composed of five floors where a 

museum of historical reenactment has been set up. It has plaster and wax statues which recall scenes 

of Renaissance life in the banqueting hall, to the kitchen.  

 

Activities: 

Through explanations and open dialogues among guides and visitors about the Renaissance history, 

information regarding the private life of the inhabitants of the castle are given as well as their habits, 

their food, costumes, games and ways of spending free time. 

Participants wear splendid vintage clothing and dramatize stories with a knightly flavor, with the 

possibility of dancing palace music and tasting, according to the habits of time, food realized through 

the discovery of ancient Renaissance recipes. 

Participants are children, teenagers and adults, while the guides are patented historical guides and 

educators. 

The laboratory takes place in a theater with 150 seats, dressing rooms and services.  

 

The drama laboratory is divided into three phases: 

 

• the first phase is an invitation for the participants to take part in the representation, the activity 

is not compulsory. 



 

• the second phase consists of an explanation, once inside the dressing room, of the story to be 

dramatized and the features of the characters. Roles are chosen and distributed by the guide, 

whose main task is to observe, during the visit, the characteristics of the participants through 

their interventions and involvement during the guided tour. Once the roles are assigned paper 

scripts are distributed to each person with the parts to be acted out. All the dramatization is 

completely followed through by the voice of the narrator which is the guide who has carried out 

the guided tour. 

• In the third and last phase historical clothing is worn and finally all participants are 

accompanied on the stage where the last explanations of the acts of the story take place. 

Dramatization starts with the opening of the curtain with Renaissance music on the 

background. 

 

Objectives: 

• Give the visitors a possibility to live the museum in an active way and live a real experience on 

our territory. 

• Enhance knowledge of medieval and Renaissance history, through studies and environmental 

analysis of the fortress. 

• Encourage in the visitor a reflection on his/her own personality, offering an opportunity to 

impersonate roles with different characteristics from personal ones.. 

• Develop imitation and improvisation capacities, becoming aware of your body as an instrument 

of expression and communication. 

• Increase socialization.  

 

 

Expected results: 

Results are different according to the participants: 

 

• The results of the dramatization as far as children are concerned is given by the stimulus to 

develop planning and implementing abilities. They can include both the unitary dimension of 

knowing and the virtue of dramatization as a tool. 

• At the same time the laboratory contributes, with appropriate methodologies and aimed 

interventions, to decrease cultural and social disadvantages of children, even of the most 

difficult, and to the educational and cognitive strengthening of the participants. 



• The best condition for an optimal use of the drama laboratory will not be the success of the 

final product but, the participation of the children to the whole educational path that allows, also 

through socializing occasions and interaction inside a group, to expose own ideas and share 

them with others.  

• For adults the main aim is to succeed in leaving behind their daily role, knock down the fear of 

being judged and free their personality through creativity and a unique experience of living in a 

museum which makes them the main character. 

• Dissemination of knowledge generated by experiences lived by visitors of the museum. 

• Greater interest in the culture and history of the place. 

• Increase tourism. 

 

Skills needed by the staff involved in the practice: 

• Competences deriving from the studies within the history of arts, literature, languages, 

graphics, touristic disciplines, theatre. 

• Communication and educational competences. 

• Organizational, management and decision making abilities. 

• Creativity, being practical and flexible. 

 

Partner who has identified/written the good practice: Vivere il Museo, Mondavio, Italy 
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