


ICECUBES is a tech company dedicated to the design and development of
Extended Reality solutions (AR, VR, Metaverse) for entertainment and culture,
Machine Learning and Artificial Intelligence for content automation,

simulators, non-linear storytelling, and gamification-based education.

Artificial Intelligence Non-linear storytelling

EXTENDED REALITY Web 3 _ _ _ _
Machine Learning Gamification



Primary application areas are entertainment and

cultural promotion, alongside tech advertising.

Primary targets, beyond Group companies, are

institutions, both public and private, and brands.



APPROACH

Human Centered Design

MISSION

Creating value by
conceiving and developing
technological solutions
destined for entertainment,

culture, advertising, and

education.
TARGET DIGITAL ECOSYSTEM
Group companies, EXTENDED REALITY (AR, VR, Metaverse),
institutions and brands Machine Learning, Artifical Intelligence,

Web 3, non-linear storytelling, Gamification
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https://my.matterport.com/show/?m=CJcx2oBJEmM
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Componenti della Moka:
caldaia,

filtro imbuto,
guarnizione,
piastrina filtro,
bricco

oggetto: moka express
progettista: Alfonso Bialetti

anno: 1933
materiali:alluminio e bachelite

AUGMENTED REALITY

REALITY-VIRTUALITY CONTINUUM




AR

Augmented Reality 1s the
technology through
which 1t i1s possible to
integrate the physical
reality with the digital
world, enhancing human
sensory perception by
introducing new levels of

content and depth.








https://youtu.be/UAseewdrw9I

A SINGLE INTEGRATION
REQUIRED..







ENHANCEMENT OF INFORMATION

EXTEND A CONTENT AVAILABLE IN PHYSICAL SPACE BY OBTAINING DIGITAL
INFORMATION USEFUL FOR ITS UNDERSTANDING.



INTERACTIVE MAP

3D VISUALIZATIONS OF MONUMENTS AND POINTS OF
INTEREST, ENRICHMENT WITH DYNAMIC CONTENTS,
CUSTOMIZABLE INSIGHTS BASED ON USER NEEDS (AGE,
EDUCATION LEVEL, POSSIBLE DISABILITIES..






AUGMENTED WORK OF ART



CHRONOSCOPE

VIRTUAL RECONSTRUCTION OF
A PLACE OF CULTURAL
INTEREST, THE ORIGINAL STATE
OF AN ARCHAEOLOGICAL SITE,
THE EVOLUTIONARY
DYNAMICS OF ANY SPACE.



AUGMENTED EDUCATION

BOOKS AND PRINTED MATERIALS COME
TO LIFE, OFFERING GAMES, INSIGHTS,
AND INTERACTIVE EDUCATIONAL PATHS.



EXPERIENCES

PAST PLACES COME TO LIFE THROUGH 3D
VIDEO RECONSTRUCTIONS INTEGRATED
WITH THE PHYSICAL ENVIRONMENT






AUGMENTED REALITY
LABEL

SCANNING A QR CODE OPENS A
HUB OF MULTIMEDIA AND
INTERACTIVE CONTENT DEDICATED
TO THE PRODUCT AND THE WORLD
AROUND IT.
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To do so, you need to wear a headset: a high-tech device
capable of replacing our view of the surrounding world with
an artificial environment that adjusts seamlessly to our

movements in space.

IMMERSIVENESS
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https://youtu.be/csJ8KLs0vtI













WEB 3

NFT
Crypto
Spatial Computing









LIBRARY

EDUCATIONAL 3600

CLINIC DIRECTOR’S
OFFICE






TEAM - KEY ROLES

ALESSIO MAZZOLOTTI

/ (CEO - ICE CUBES)
Awarded writer and screenwriter, Alessio has

. been working as a television author and
director for over 15 years and has been the

ROBERTA GAITO creative mind behind significant advertising
(CREATIVE DIRECTOR campaigns for Italian and international
ART&CULTURE - ICE CUBES) brands. Digital content and interactivity, at
An art historian and curator, for years she the core of his academic research path, have
directed Philippe Daverio's exhibition office led him to lead important teams dedicated to
and collaborated with Frassa Associati in the the creation of multi-platform interactive
realization of temporary exhibitions. In 2010, content, Interaction Design projects,
she founded her own company, ‘allestimenti di immersive installations, and advanced
idee,' with which she continues her curatorial digital products. Founder and CEO of
and exhibition path. Since 2012, with Fishbone Fishbonecreek, partner of Bad Idea.
Creek, she has curated interactive content,
educational video games, stage sets, and LIUTONG YE
multimedia exhibitions for important events. , (HEAD OF IMMERSIVE - ICE CUBES)
Since 2018, she has collaborated with Parco She has a background in scenography and theatre,
della Fantasia Gianni Rodari on the creation of with experience in set design and theatrical
installations and educational projects. production. She later specialized in New
Technologies of Art, bringing spatial storytelling
9 into digital and immersive environments. Her work
spans 3D design, VR, AR, and interactive
GIORGIO TUSA experiences, combining artistic practice with
(HEAD OF DESIGN - ICE CUBES) SN~ emerging technologies. She has worked on
/ A graduate of Politecnico di Milano in , AARON BRANCOTTI ' cultural and educational projects for museums,

(CTO - ICE CUBES)
A senior developer since 1990, he first approached
' Virtual Reality as an arcade systems developer and
technical editor for the magazine 'Virtual. For nearly
a decade, he developed gaming systems and
solutions focused on neurophysiological
rehabilitation, in collaboration with the Don Gnocchi
Institute in Milan. In the late 1990s, he co-founded a
company with Nicholas Negroponte from the MIT
Media Lab in Boston to develop non-violent 3D video
games. Subsequently, he delved into other
technologies such as Artificial Intelligence, genetic
algorithms, eyetracking, and multimodal interfaces.
Since 2011, he has been the CTO
of Fishbone Creek.

Industrial Design, he worked for Design Group institutions, and virtual environments.

Italia from 2003 to 2010 as a designer and
visualizer, refining his skills in product design
and storyboarding. Formerly a lecturer in
drawing at the European Institute of Design in
Milan, he works as a freelancer designing and
conceptualizing products for major national
and international brands. Since 2011, he has
collaborated with ‘allestimenti di idee' as an
illustrator. Since 2012, he has worked with
Fishbone Creek as a designer and visualizer,
contributing to the company's most important
projects.

/




SCIENTIFIC PARTNERS

Dipartimento di Psicologia della Comunicazione - PSICOM Facolta di Archeologia
POSITIVE MEDIA HUB OPUS Lab



From September 2023, available in
the Digital Professions series by
FrancoAngeli Publisher, #Metaverse
Architect written by Aaron Brancotti
and Alessio Mazzolotti

Professioni digitali

In questo libro, cosi ricco di sapere tecnologico, & 'umanesimo
del dialogo, della condivisione di conoscenze,
il filo rosso che ci guida alla scoperta della Complessita.
Roberto Bonzio, giornalista e fondatore di Italiani di Frontiera

In definitiva il designer non & un creatore di mondi,
ma un esploratore delle realta.
Alberto Corti, Head of Customer Experience & Digital Channels -

Alessio Mazzolotti : _ _ S

& scrittore e [l dialogo continua su #professionidigitali
sceneggiatore, ha :
lavorato come autore :
e regista televisivo :
edélafirmadi :
importanti campagne :
pubblicitarie. Si :
occupadiUXedi :
contenuti digitali :
evoluti. :

Aaron e Alessio :
collaborano dal :
2007 e sono soci di :
Fishbone Creek e del :
gruppo Bad Idea. :

Generali Italia

: Questo testo vuole offrire una lettura originale
. del fenomeno Metaverso, tratteggiando

. le competenze necessarie per esserne

. protagonisti. L'obiettivo & indurre i futuri

Aaron Brancotti p_rofessionisti del Meta\{e_zrso a fa_rsi le domande
& sviluppatore VR, giuste, offrendo loro utili spunti in una '
coder di giochi p_rpspet_h_va contech, ne_:ll_a quale gli e_Igm_entl
arcade e redattore pll._l squgtamen_te tecnici e tecnologici siano
tecnico per la rivista chiamati a un dialogo aperto e costante Co_n_lc?
Virtua) Ha realizzato . componente soft del contenuto e dell’'usabilita.
sistemi ludici e : Lo skillset del metaverse architect comprendera
<oluzioni orientate : Auindi non solo solide basi tecniche ma anche
alla riabilitazione la capacita di pensare ngll’ottica deI.Io Human
nheurofisiologica e Centered Design. Perché per costruire un
alla creazione di “mor_mdo” accanto a un qltrg_mondo_ occorre ’
videogiochi 3D considerare una plgrahta d| ingegni. E perché,
non-violenti . come affermano gli autori in apertura: “la nostra
: idea di Metaverso tiene sempre I'Utente al

. centro poiché riteniamo che sara sempre 'uomo,
: e 'uomo soltanto, a decretare il successo o |l
. fallimento di qualsiasi innovazione”.

788835 146896

< ISBN 978-88-351-4689-6
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Aaron Brancotti
Alessio Mazzolotti

HMETAVERSE
ARCHITECT

Skillset per costruire altri mondi

O FrancoAngeli



TEAM PORTFOLIO

Immersive video installations for museum exhibition.

A multimedia educational journey through the rooms of the villa where
Giacomo Leopardi spent the last years of his earthly life

MUSEO DEL RISPARMIO

BANCA INTESA SANPAOLO @

TORINO

Platform for corporate training, information, and communication.

It hosts advanced knowledge management tools, quizzes, video lessons,

reports of corporate events, webinars, interviews, user-generated content,
and in-depth videos.

VILLA DELLE GINESTRE

@ FONDAZIONE ENTE VILLE VESUVIANE,

TORRE DEL GRECO

Video installations, light design, graphic design, videogames

Museum of edutainment that brings together audiences of diverse ages
and educational backgrounds to educate about saving through innovative

technological solutions and interactive educational paths.

B -HUB

@ PIATTI FRESCHI ITALIA SPA




TEAM PORTFOLIO

VENTO

@ CONSORZIO SAN DANIELE

Immersive multisensory installation.

A synesthetic journey to discover the origins of the

] 1 h k Dani P ' ' :
microclimate that makes San Daniele Prosciutto unique FUORISALONE AWARD 2022

Interactive clinical cases.

PROGETTI DIDATTICI

SETTORE PHARMA @

Simulation of diagnostic dynamics and therapeutic treatment, Virtual

Reality rooms, interactive cards developed in Augmented Reality.

REXY WORLD

@ FRATELLI BERETTA

Augmented Reality Packaging

Product packaging enriched with multimedia content (video games,

selfie box, YouTube channel, product catalog..) aimed at children.




TEAM PORTFOLIO

Interactive Videogame

The White Rabbit's house hosts a video game based on
the story of ‘Alice in Wonderland.' The installation is part
of the outdoor exhibition RILUCE.

ALICE SOTTOSOPRA

@ THE STYLE OUTLETS

Phygital Event

AB SATURDAY &SUNDAY

AB MEDICA @

AB Medica's open day transforms into a large meta-television
container where live in-person events, live streaming, and video games

blend together in an experience capable of overcoming the constraints
imposed by the pandemic.

User Experience Design

INTERIOR HUB EST

PN AEROPORTO LEONARDO DA VINCI

Designing the User Experience of the video/LED wall system at
Terminal 1 of Rome airport, formats, schedules, identity...

N FIUMICINO - ROMA




RECENT WORKS

Immersive Environments for Metaverse-Based Learning

METALAB

@ UNIVERSITA CATTOLICA
DEL SACRO CUORE

A Theatre, a Knowledge Garden, an Holodeck.
Designed and developed to deliver university-level education across

environments with varying degrees of virtuality.

A Cross-Platform Museum Accessibility Project

Dedicated to improving cultural and sensory accessibility across 28
museums and heritage sites, the project brings together extended
reality (XR), digital twins, digital fabrication and artificial intelligence to

remove cultural and sensory barriers and create more inclusive
museum experiences.

GENIUS LOCI

DIREZIONE REGIONALE @
MUSEI NAZIONALI CAMPANIA

Multi-Scenario VR System with Biofeedback-Driven Adaptive

MENTAL FLEX

/N UNIVERSITA
7/ DEGLI STUDI DI TORINO

Dynamics designed for psychological training and User Experience

monitoring.




Since September 2025, La Mente al
Museo has been available as part of
the Ricerche series published by Vita
e Pensiero. The ICE CUBES team
contributed the section /Il museo che
parla (e che ascolta) (“The Museum
that Speaks — and Listens”),
dedicated to enabling technologies.



GENIUS LOCI - AWARDS

GOLD - Web3&Immersive
VISIONARY

Heritage

Award . (P FINALIST

2025







