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0. Abstract 
Starting with Lucio Fontana, this paper explores his Italicity by analyzing his works and his 
life which is Looking to another dimension, and analyzes Fontana’s work from a virtual 
and realistic perspective, and to contact it with the original concept of design. 
At the same time, at the beginning of the article, another parallel starting point is 
proposed. It is an established Italicity, which is to talk at the same time as eating, and 
emphasizes the particularity of this culture in Italy. 
Then, by combining the above two Italicities, communicating while eating through 
virtualization becomes a starting point under the big structure of the whole paper, and 
then discusses and proves this viewpoint “In the future, we need to talk while eating” 
through a series of documents and materials.  But at the same time, another problem 
that comes with it is that the tasting experience will be greatly reduced. The follow-up 
part of the article is to explain the way stimulating users to experience and feel the process 
better while eating. In this section, I cite a large body of literature and experiments to 
demonstrate the effects of each aspect on the dietary experience and to select the 
appropriate technology to apply to the final design concept.  And the whole system can 
be used to promote italicity and to enhance italian values. 

1. Introduction 

Italics and MI.TO 

Italici are Italian citizens in Italy and outside Italy, descendants of Italians, a global 
community estimated around 250 million people in the world, to whom globalization 
gives new meanings and potential. They are distributed on five continents who are not 
necessarily Italian-speakers, not necessarily Italian citizens. However, they are able to 
establish links with Italian culture, traditions and “identities”, and even indirectly, from 
political and social perspectives. 
A group of people to some extent post-national, marked by identity, memberships and 
citizenship declined in the plural, characterized by hybridization of cultures, products, 
ways and means of production that we call "italics" who assert themselves and seduce by 
the imaginary they convey: becoming aware of the existence of the "common system of 
values" in Italy, it means, in fact, starting to use it as a factor of promotion and business. 
“Italics” is not a purely type of race and language, but a basic cultural identity, which has 
identified in the category of "Italics" a true antonomasia of the world in which we live, 
which has a plurality of identities, and where each of us belongs to more than one 
community dimension, not only under the ethnic, national point of view or religious, but 
also in terms of culture, taste, passions, interests. 
In particular, the experience of tourism and the relationship between Italici and Italy will 
be the track (focusing on the MI.TO area between Milan and Turin, between Lombardia 
and Piedmont) in which to imagine possible routes and narrations, where objects and 
their packaging through IoT technology will become storytelling carriers, turn into tools 
to create new stories and generate unexpected relationships. Here, because Lucio 
Fontana based in Milan, so it belongs to this sector.  

Brief of Lucio Fontana 
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Lucio Fontana (February 19, 1899 - September 7, 1968) 
Argentine/Italian artist. Born in Rosario, Santa Fe Province, Argentina. 
Living in Italy in his early years, during his life he commuted between Italy and Argentina. 
He participated in the first world war in the early years, then entered the Brera Academy 
of Fine Arts to study sculpture. In 1946, he and his students published Manifiesto Blanco 
and began to develop his own space theory. His most famous works were a series of "cut" 
on canvases, thus became the ancestor of minimalism. From 1949 to 1950, he began to 
poke holes on the canvas. Fontana actually broke the image occupied by the viewer's line 
of sight. By cutting the canvas itself, he explored the dimension behind the canvas - space, 
infinity. During his life, he used a variety of media to create, space installations, sculptures, 
neon lights, television, pottery, metal sheets, and more. 

2. Lucio Fontana’s italicity: looking to another dimension. 

Lucio Fontana is born in Rosario in Santa Fe in Argentina in 1899, from father, 
sculptor, and mother, actress, with Italian origins. He came to Italy to receive Italian 
education from the age of education. It is the cemetery sculpture that his family business 
was working on, which is also a kind of traditional Italian family business. Influenced by 
the family background, from the early education stage he started to practice sculpture in 
his father's studio. 

In 1916, Lucio Fontana participated in the First World War as a volunteer and 
returned to Milan two years later. After seeing the cruelty of the war, his thoughts were 
strongly impacted and changed... He wanted to subvert the existing art form, looking for 
a new form of expression. 

From 1918 to 1926, it was his first period to concentrate on sculpture. He first worked 
in his father's studio developing his family business, and then he established his own 
studio. From then on, he began to explore new artistic expressions' Journey. 

In order to better understand the essence of Italian art, he began to study in 
Accademia di Brera in 1927. But his purpose in learning Italian traditional art was not to 
continue this paradigm, but to subvert it. So shortly after graduating in 1930, he held his 
first one-man exhibition at the Milione gallery, prompted and organized by Edoardo 
Persico, in the exhibition, he exhibited the important work of this period, "Black man", 
with black tar, unformed quality. He abandoned the exquisite expression technique 
studied in the academy, but chose to deprive the plasticity and shape of the work. , 
simplified to geometric shapes. 

«Io volevo sì superare la figura, superare il disegno. Ma per superarli 
credevo mi fosse necessario prima di tutto conoscere a fondo queste 
forme tradizionali. Quando sono entrato all’accademia […] volevo dare 

alle mie ricerche una base classica»  

B. Rossi, Dialogo con Lucio Fontana, settimo giorno, 22 gennaio 1963, in P. Campiglio, 
Fontana, Giunti, Firenze – Milano, 2008, p. 9. 

In 1946, it was arguably the beginning of Fontana's bold start. From that year on, 
Fontana created many landmark works. In 1946, he and his students founded the Altamira 
academy in Buenos Aires, and published the Manifiesto Blanco to spread his theory of 
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spatialism. The declaration stated: "Materials, colors, sounds, various phenomena in 
movement and their simultaneous development make up the new art”, aiming to break 
the existing art form, break through the shackles, and give full play to people's 
imagination and their own values. In the next few years, Fontana continued to expand its 
theory and develop a number of relevant declarations on space.  

“Il materialismo stabilito in tutte le coscienze esige un'arte in possesso di 
valori propri, lontana dalle rappresentazioni che oggi costituiscono una 

farsa. Noi, uomini di questo secolo, forgiati da questo materialismo 
siamo divenuti insensibili dinanzi alla rappresentazione delle forme 
conosciute e all'esposizione di esperienze costantemente ripetute.” 

“Si richiede un cambiamento nell'essenza e nella forma. Si richiede il 
superamento della pittura, della scultura, della poesia e della musica. È 
necessaria un'arte maggiore in accordo con le esigenze dello spirito 

nuovo.” 

For example, in his first manifiesto on space, he advocated the art forms ’ 
transformation from two-dimensional to three-dimensional, trying to add another 
dimension to the traditional two-dimensional painting. In 1948, he exhibited his first 
space environment work in Milan's Galleria del Naviglio: Ambiente spaziale a luce nera, a 
temporary installation consisting of a huge irregular shape suspended in the air, attached 
to the body Fluorescent paints make it a magical expression in a dark environment, like 
expressionist paintings, but they stand within three dimensions. 

Fontana starts the cycle of “Buchi” in 1949. He pierces the canvases - called Concetti 
Spaziali - in a vortex of holes to find the 4th dimension beyond the frame: the space-time. 
He questions the traditional way of painting, mixing painting with sculpting in the same 
canvas. 

“I hole, it passes the inanity of there, the light passes, there is no need to 
paint. Everyone believed that I wanted to destroy: but it is not true, I 

built, not destroyed” 

Like the concept of la luce nera, in 1951 he presented the “space concept of neon 
lights” for the architect Luciano Baldessari in the honor staircase of IX Triennale di Milano, 
in which Fontana used neon lights as a design material for space installation, trying to 
make us change the way we feel. 

What he wanted to express with his environments and pierced canvases was also the 
Italian desire of exploring the space and flying. The end of the 50s marks the beginning 
of the “Space race”. The dream of flying is one of the oldest fantasies in the history of 
mankind. In these years the Italian singer Domenico Modugno sings “Volare, nel blu, 
dipinto di blu” (Flying, in the blue, painted blue) expressing the will of finally flying free 
in the blue sky and enjoying the view of the shrunken world. 

In this pursuit of the Infinite space, he finds correspondence in the works of his dear 
friends: Yves Klein, the artist that looked for the Infinite painting blue monochromes and 
jumping into the void, Fontana meets Yves Klein in Milan when the French artist is 
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exposing his blue monochromes. Fontana becomes one of his first collector and dear 
friend. 

Their artworks (paintings, sculptures, performances) find correspondence in 
representing both an immaterial space, cosmic and spiritual and in following the pursuit 
of the Infinite, the Absolute, the feeling of the void. The same void in which Klein jumps 
many times to find a state of nirvana, without material influences, and see reality beyond 
representation. 

The “space race” begins with the launch into orbit of the Sputnik I in 1957, the first 
satellite to circumnavigate the earth. It represents for many a liberation from the 
inexorable human fate of man and starts to influence the art field, from cinema to music. 

From 19 July to 11 November 2019, Palazzo Madama of Turin presented a new 
exhibition entitled "From the Earth to the Moon. The art traveling to the silver star "set up 
in the Medieval Court. The exhibition of about sixty works that tell the influence of the 
silver star on art and artists from the nineteenth century until 1969. Exposed paintings, 
sculptures, photographs, drawings and design objects inspired by the Moon. Among 
them, there is the work of Marc Chagall who was a French-Russian artist whose work 
anticipated the dream-like imagery of Surrealism. 

In 1958, Fontana meets Piero Manzoni during his summer holidays in Albisola. He 
approaches the pursuit of the Infinite like Fontana and Klein with his cycle of “Lines”, long 
lines drawn down in long paper pipes. 

Lucio Fontana has experienced two world wars in Italian history which are extremely 
important and left a profound impact on his thoughts and actions. He has broken the 
traditional artistic expression, looks to another dimension under the influence of many art 
movements and artistic trends that occurred during his life.  

 
3. The potentiality of existing italicities in eating field 

3.1 looking to another dimension on the function of food 
Friendly green package 
Tomorrow machine is a Swedish design studio that specializes in product packaging 

and food concepts. This package is specially designed for oil-based foods, such as olive 
oil or sauce, made of caramel and wax. To open it, just knock it like an eggshell and 
dissolve it directly in water. No environmental pollutants will be produced. The project 
uses food materials for packaging purposes 

Food can also become a product 
Food is not only to eat but also can be used to design products because of its color, 

plasticity, nutrition, texture. Venezuelan designer Luis Enrique Sard and Italian Coffee 
Products Company Lavazza have collaborated to design an edible coffee cup, zero Waste 
and no need to wash are the two biggest highlights. The edible cup also has a similar 
taste of ice cream or biscuits and is lined with a special type of sugar powder to isolate 
the inside of the cup, making it waterproof as well as a sweet drink.  

3.2 looking to another dimension on the eating experience 

Immersive eating experience 
"MoonFlower Sagaya Ginza, Art by teamLab" is a dining venue created by the 
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collaboration of sagaya Ginza which specializes in seasonal dishes, and the art team 
teamLab. The interior of the restaurant blends food and art, allowing customers to enjoy 
delicious dishes while enjoying an interactive digital art installation, including trees, 
flowers, water. What’s more, the installations with four seasons, spring, summer, autumn 
and winter provide different visual atmosphere.  

 
Eat the art! 
The New Church Contemporary Art Museum in Cape Town collaborated with Eat 

Design for their 2nd birthday party in February 2015. Eat designer Caro de Waal creates 
a matching food design based on different works of art, allowing visitors to not only enjoy 
the artwork but also can taste the delicious art.  

 
Make waiting time interesting 
Petit Chef uses video mapping technology to project images onto the desktop, 

mixing 3D animations and motion capture. You can see that the little chefs are eager to 
cook huge ingredients, making the guests entertained while waiting for the dishes.  

4.  The importance of chatting on the table 

4.1 Chatting is an important ingredient of the Italian diet 

Italy's food culture has a long history. Almost every country's food culture has been 
borrowed from Italy. After the precipitation of history, a set of distinctive food culture and 
eating habits have been formed. For example, breakfast is never too irritating, just a cup 
of cappuccino and a small croissant are enough. A formal meal will be made up of 
antipasto, primo, secondo, contorno, dolce, and so on. 

Someone once commented on the Italian food culture: there is no French red tape, 
unlike the American fast food culture, it takes 3 to 4 hours for Italians to eat from primo 
to the last desserts. How long is the interval between each dish is an art, the interval time 
allows you to have enough time to digest, to talk about work, to fall in love, to talk about 
life... 

Italians regard eating as a style of life. They like to have several people gather 
together to eat, chat, and enjoy the time with each other. From this perspective, Italians 
actually use the time of coffee and the time of eating for the same purpose. Even with 
only one cup of coffee, two people can sit at the table and talk for hours. 

Italians value lunch and dinner and treat them as a way to communicate and connect 
with each other. When they dine, they often drink while chatting, and the restaurant will 
deliberately delay the serving time, so it takes more than two hours for a meal. It’s not 
like the Orientals who just take eating as a kind of rest and energy intake. When people 
eat together, it is very common to see that they are staring at their mobile phones and 
not talking. Everyone is thinking that hurry to finish the meal and work on their own 
business, another point is that Confucius (Kongzi) in China has an old saying that for our 
health, we should "eat without words, sleep without words". 

“Cos’e la Convivialità? 
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È il piacere che deriva dallo stare con gli altri a tavola. 

Il pasto conviviale è quello in cui ci si confronta assaporando gusti e 
alimenti che hanno una storia e un significato simbolico legato alle 

tradizioni etniche e riti di ogni società che le tramanda al suo interno. 

Un famoso proverbio dice:”Dimmi cosa mangi e ti dirò chi sei” e noi 
aggiungiamo: “dimmi come e con chi mangi e ti dirò se sei felice”. 

Eh si, oggi il cibo non è solo più un semplice atto di nutrimento, ma un 
importante momento di aggregazione, di condivisione, uno scambio di 

emozioni. 

Il pranzo e la cena diventano, quindi, occasione di socializzazione, 
momenti per conoscersi meglio e creare un legame più profondo...” 

 
4.2 Chatting on table is becoming an unchangeable tendency 

From a health point of view, every country knows very well that it is best not to chat 
while eating. When we eat, the epiglottis cartilage in the pharynx is closed, food enters 
our esophagus, but if we eat while talking. The epiglottis cartilage is open and it is easy 
to cause food to enter the trachea. The food residue, which enters the lungs, can cause 
aspiration pneumonia, which can cause symptoms such as fever, cough, and wheezing. 
And when you eat, the digestive system does not work effectively, and the release of the 
digestive juice is not active, resulting in the food not being fully digested and absorbed. 
So, for health, chatting while eating is not a healthy act. 

And from the perspective of behavioral ethics, many countries' moral systems also 
mention the issue of not talking while eating. Especially in East Asian countries, such as in 
China, in the "The Analects /Township" of Confucius ,mentioned that "齐必变食，居必迁
坐。食不厌精，脍不厌细。……食不语，寝不言。虽蔬食菜羹瓜，祭，必齐如也", meaning 
that the food used in the fasting festival can not be as ordinary food, the materials and 
processing must be particularly clean and elegant. Don't talk when you eat, don't talk 
when you sleep. This passage is mainly about the rules of the sacrificial activities, but in 
the mouths of future generations, it has become the norm of daily behavior and 
hospitality. 

But with the development of the times, the importance of information and 
interpersonality is growing, and nowadays the fast pace of life, the dinner table has 
become a good place to talk for deeper affection. For example, a blind date likes to be 
carried out at a meal, and a business is also like to be carried out at a meal. When friends 
and family gather together to eat, it is bound to talk. It seems that things that can't be 
discussed under the table between people, if you move to the table, the chances of 
closing a business will be greatly improved. Moreover, the more "enjoyable" the meal is, 
the more successful this meal is. As a less formal occasion, the dinner table gives everyone 
an important opportunity to ask for a higher level. It also gives everyone a real chance to 
know each other's real face under the masks, and also gives everyone a relaxing time in 
their busy daily work life. Enjoy understanding and being understood between people. 
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Kaitlin Woolley & Ayelet Fishbach, professors at the Chicago Business School, 
experimented to find out if people dining together would affect the outcome of the 
collaboration. They looked for 1476 people to conduct group experiments and selected 
different collaborative themes, such as business collaboration, Iterated Prisoner's 
Dilemma Game and the cooperation between friends and strangers, the experimental 
results show that eating together does promote the formation of cooperative relations. It 
is because of the social significance of eating together. The main author of the study, 
Fishbach, advocates eating more with others. “Every meal you eat alone misses the 
opportunity to contact someone, because every meal is a link that can be used to create 
connections." 

However, in Italy, the above-mentioned social development factors certainly have a 
certain degree of influence. However, Italians regard the exchange during the meal as a 
custom, enjoying food during the meal, enjoying the time with friends, family and lover, 
therefore, the steps of the meal also consolidate the practice of this custom, there is a 
long time to communicate between each dish, the main purpose of eating is not to eat, 
but to taste the food at the same time enjoy time with others. 

Therefore, it can be seen that our current table is not only a place to eat, to replenish 
energy, but more to achieve interpersonal communication. it plays an important role in 
the present society in which we live. 

5 Foodie is a potential group of italicity 
For a foodie, eating is more than an act…it’s an experience. Foodies don’t just eat a meal, 
they revel in it and regard all facets of the dish in the process: the ingredients used as 
well as how and where they were sourced, the preparation (and skills related to it), taste, 
texture, smell and presentation. A foodie might develop a particular interest in a specific 
aspect, such as the taste of food, the story hidden behind the food, the producing 
technology, or the experience during eating process, etc. The kitchen is their habitat: they 
enjoy cooking by themselves learning from cooking classes, reading recipe books or 
blogs and watching TV top chef programs. They care a lot about the quality of the food 
they eat, providing it from organic food shops or weekly farmers market. They are 
interested in the culinary tourism: they follow restaurants openings and closings, wine 
tastings in old wineries, street food events, they make out-of-town trip to find old tavern; 
traveling, for them, is mainly a reason to the discover new food cultures. They are also 
really present in the social network world making food telling, from writing restaurants 
reviews to posting pictures of their dishes. 
They can be taste hunters, bloggers, journalists, chefs... They always have a relatively high 
level of income, have the economic ability to travel around the world and enter the 
restaurants of various top chefs. They care about their quality of life and have long since 
departed from the life of eating and drinking. They care about the experience while they 
using things, product design, healthy diet, new experience, they like to see design 
exhibitions, study photography, experience new science and technology, in addition, they 
like to socialize, like the feelings hanging around with friends, chatting, eating, sharing 
the little things happen during their life, they like to post their moments on social platform, 
so that online friends can see what they see. 

6 Concept Intro: Looking to another dimension 
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6.1   The impact on the dualism of virtuality/reality 
Let us first define the word virtual here, "fake, but have real effects", and reality 

is what actually exists, can be felt with our senses. At the beginning of human history, 
we can clearly distinguish the virtual and real of that period, the products of nature-
trees, flowers, sunlight, insects, all that our senses can capture are real, and the virtual 
is in ours. In the brain, "I remember the picture of the hare that I killed today, the 
blood splashed out of its body, and I can imagine that smell...". 

With the rapid advancement of human technology, technology is increasingly 
capable of virtualize reality. Through various novel devices, we can look at disasters 
on the other side of the world (TV news), we can experience another world, the 
grotesque (game), we can talk to friends and relatives even if we are located in other 
country (telephone) and so on. Under the intervention of such technical factors, we 
can no longer clearly point out which parts belong to the virtual, which parts belong 
to the real, and the two are always combined, from the virtual feedback reality, and 
from the reality back to the virtual. 
We rely on human senses to distinguish between reality and virtuality (ie, taste, touch, 
smell, sight and hearing), and even the feelings that the senses give us, let us believe 
in the realism of being. At the same time, technology also simulates our true feelings 
from these aspects, trying to give us false truths. Just like when we are watching 
movies, we receive stimuli and receive signals, telling us that this is true. But of course, 
just that the image can't completely simulate the real immersive experience, we can 
still tell that this is fake, but at the same time, the image information we get is really 
real. At this time, it is difficult for us to define from the above. Whether it is virtual or 
real. The continuous advancement of science and technology has produced a 
number of more sophisticated equipment, such as holographic projection, immersive 
systems, head-mounted display, etc., and further developed a number of new 
concepts, such as virtual reality, mixed reality, augmented reality, etc. These 
technologies have greatly impacted the virtual and real dualism, making the two 
terms more difficult to use. Under this circumstance, Chinese scholar Feng Wuzhong 
put forward the "network virtual reality duality theory", which believes that virtual is 
not only a form of existence of things, but also an important aspect of human nature. 
As a complex contradiction, the online world not only has the virtual nature that 
people generally think, but also has the deep reality hidden behind the virtual nature. 

6.2   Virtuality leads you to Reality 
Virtual can bring us more information, more real. 
For example, NONNY DE LAPEÑA, as the CEO of Emblematic Group, Nonny de la 
Peña uses cutting-edge technologies to tell stories — both fictional and news-based 
— that create intense, empathic engagement on the part of viewers. She has been 
called “The Godmother of Virtual Reality" by Engadget, while Fast Company named 
her "One of the People Who Made the World More Creative" for her pioneering work 
in immersive journalism. She uses immersive equipment and uses VR technology to 
deliver what she wants people to see. The truth that lies in the corners of society, 
those truths are often not known by social or political reasons. In this way, the 
audience can truly experience the experiences and feelings of the parties, such as 
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“Out of Exile”. It reflects the situation of LGBT people coming out to their family. The 
VR film simulates Daniel's appearance after coming out to the family, he is driven out 
of the house by the family. Through the immersive visual and auditory experience, 
the viewer realizes the truth of the homelessness of many LGBT people. 

6.3   The sparkle between Fontana and eating 
Let's start from “tagli”, one series of Fontana's most famous works that were born in 
1958. There are a lot of people who have criticized and satirized this group of works. 
They think that anyone can create them without any effort, and we can exactly see 
the trace of “tagli” in many of the descendant artists more or less in their works. 
However, art is not considered from the difficulty of production, but the meaning 
and inspiration behind it. Of course, we have had numerous accidents since ancient 
times. "We accidentally cut the canvas, broke the paper and broke the glass." But no 
one has ever suggested that they are connecting the space on both sides of the 
material and creating freedom. So what Fontana created is different from what other 
people did is his consciousness, deliberately breaking rather than unintentionally 
destroying. 
Let us take this group of works as an example. Before this, in fact, the concept that 
he always wanted to express has already appeared in Fontana's works, but this group 
of works is too controversial to become a classic. A canvas, a knife, and a decisive 
action that cut the canvas, the work is completed. In a simple set of actions, what we 
should see is: when he uses a knife to open the canvas, he does not intend to destroy 
the canvas, but to break the boundaries, discover the world behind the canvas, and 
discover new dimensions, to create an infinite dimension. I call here that Fontana 
looks from the cut to the reality, looking to the reality behind the canvas. 
In this project, I want to create a channel for people to gather through a virtual 
window pass. We have found from the previous research that people are not satisfied 
with the existing contact methods. People are most concerned about the contact 
experience is that they can feel both sides are in the same space being together, but 
when it comes to the most comprehensive way (video chat), the biggest drawback is 
that both parties can only see the images captured by the other camera. Therefore, 
people I can't feel the feeling of being in the same space with each other. From the 
point of view of this issue, I managed to find better technology to achieve my goal, 
so that couples, friends and relatives who separated in two places can truly "reunite" 
to eat and chat. In this sense, I intend to create a virtual channel, let users look to the 
dimension behind the device, a real dimension, a reality. 

“Scoprire il Cosmo è scoprire una nuova dimensione. È scoprire l’Infinito. 
Così, bucando questa tela – che è la base di tutta la pittura – ho creato 
una dimensione infinita. Qualcosa che per me è la base di tutta l’arte 

contemporanea.” 

 “[…] io buco; passa l’infinito di lì, passa la luce, non c’è bisogno di 
dipingere […] invece tutti hanno pensato che io volessi distruggere: ma 

non è vero io ho costruito, non distrutto.” 
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7 Concept development 
7.1 Enhance tasting experience 

When we realize that chatting while eating is a trend in the future, we have to talk 
about the problem of eating and drinking. When people are eating, they pay 
attention to speaking, thinking, and everything that is not related to eating. In fact, 
we often do not notice what we chew in our mouth, thus losing the pleasure that 
most of the diet itself brings us. 
In this fast-running social system, we have to deal with various problems in the brain 
at the same time. Most people are used to this way of life, and gradually lose the fun 
that many things can bring us, so-called "Mindfulness meditation" is to improve the 
existence of this state. Although we have to follow the trend, "mindfulness" can also 
be used as a tool to pull us back to the present, not to consider those trivial thoughts, 
but to really Feel the things we are going through now, use your eyes to see the 
color and luster of the food, use your nose to smell the different tastes of each food, 
then use the cutlery or directly to use your hands to touch and feel them, and the 
process you send the food into your mouth, to feel the texture, taste, the sense of 
chewing of the food in the mouth until it is sent to the stomach... 
The so-called "mindfulness" is to use the five senses to deeply understand the 
present, but we can not do it by everyone, so I try to enhance the sensory stimulation 
through technology, so as to achieve the purpose of enjoying the diet. 

7.2 Multisensory taste 
More and more research shows that there are interplays between senses, many 
psychologists and experimental scientists begin to study on the sensory experience, 
and multi-sensory experiences can be more deeply experienced from multiple 
dimensions (visual, smell, Hearing, touch, and ability to maintain a longer memory 
and experience after the experience, thus creating more business value and artistic 
value. With food as the main object, it is mainly assisted by sounds, pictures and 
stories to achieve a deeper experience. 
7.2.1 Sound affects the taste of food 

Background sound 
Many times we want to fully invest in the taste of food, but often because 
of the noise of the environment and the various situations that are 
happening around us, we can't achieve the goal. Therefore, creating a 
suitable environment for the diet is in the design field is very necessary. A 
growing body of research has shown that background sounds at mealtimes 
can effectively affect the taste experience of food, Charles Spense, one of 
the leading researchers in the field, also an experimental psychologist at 
Oxford University. He is the head of the Cross-Mode Research Group, which 
specializes in information integration across different sensory modalities. In 
one experiment, 34 people were used as samples to experiment with the 
interaction of tones, instruments and tastes (sweet, bitter and salty…). 
Experiments have shown that high-pitched instruments match the sweet, 
sour taste, while bass instruments are more closely matched to bitter, salty, 
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such as bitterness matches much well to brass. When people drink coffee, 
the high-pitched concert makes the taste sweeter, and the low-pitched 
concert makes the taste more bitter. 
Jo Burzynska is a sound artist and wine artist from New Zealand who has 
established the world's first “wine and sound” bar at The Auricle in 
Christchurch. She hosts wine and music mix lecture classes and creates a lot 
of art of sensuality. Following Charles Spense's research, she executed 
experiments with wine and sound, experiments have shown that lower tones 
increase bitterness, higher tones increase sweetness, and others increase 
sourness and spicyness. It is thus proved that the tone affects the taste of 
the wine, such as making the already dry taste much drier or 
correspondingly reducing the degree of dryness. The results revealed that 
the Pinot Noir wine was rated as significant fuller-bodied when tasted with 
a bass frequency than in silence or with a higher frequency sound. The low 
frequency stimulus also resulted in the Garnacha wine being rated as 
obviously more aromatically intense than when Tasted in the presence of 
the higher frequency auditory stimulus. 
Ultra Nordic Ltd and Mirum won the award for the international sound 
awards in 2018 with the project “Hear the taste”. Finnair has been trying to 
make the aircraft catering service even better, inviting Chinese chef Steve 
Liu to design the dishes, and Anu Hopia, a leading researcher in molecular 
gastronomy, directs the corresponding knowledge of the cross pattern 
between sound and taste to produce matching audio. Passengers can scan 
food through the WeChat applet, and AI program will analyze the food 
image in detail to get the corresponding soundtrack. Used to improve the 
flavor and eating experience of food. 
Sound is also often a carrier of culture, and we can use music to record 
culture. The spread of music has also created the spread of culture. 
Food sound 
Another key factor in our meal is the sound of the food during chewing. In 
the paper "Eating with our ears: assessing the importance of the sounds of 
consumption on our perception and enjoyment of multisensory flavour 
experiences", Charles Spense demonstrated the importance of sound to the 
overall multi-sensory experience. In the experiment, potato chips were used 
as food. The closed earplugs are used to obtain the sound feedback of the 
bite food. By adjusting the amount of feedback sound, it is detected whether 
the sound affects the human feeling of the crispness of the potato chips, 
and the experimental result is positive. It is also found that when tasting 
coffee with cream, the mouth is covered with cream, causing changes in the 
friction and giving a subtle sound. The human body also helps us feel the 
cream through the subtle sounds in the mouth. In modern commercials, we 
can often see this source of information, using the sound of biting and 
chewing to attract consumers. 

7.2.2 Environmental vision 
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The immersive experience has been used in the market for many years. This 
kind of experience can give us a stronger sensory experience, which makes 
us believe that we are in such an environment, let technology enter the 
realm of art, Let us experience a short liberation in the noisy city life, go to 
the jungle, go to the garden, and go where we like to go. 
Japan's new media art group Team lab held the China's first exhibition 
"Flower Dance Forest and Future Amusement Park" at the Pace Beijing 
Gallery in 2017. The technology of real-time computing allows the flowers 
of the year to be presented, and the virtual flower sea will continue to bloom 
or fade according to the interactive behavior of the viewer. Every flower that 
the audience sees on the screen is unique, and once they fade, they will not 
be born again. Behind their dazzling technological landscape, there are 
always questions about human existence, and their works of art are trying 
to make people in the city feel the vitality of life in nature and inspire people 
to understand their relationship with the world. 

7.2.3 Story 
Felipe Reinoso Carvalho, Raymond Van Ee, Monika Rychtarikova, Abdellah 
Touhafi, Kris Steenhaut, Dominique Persoone, and Charles Spence They did 
an experiment "Using sound-taste correspondences to enhance the 
subjective value of tasting experiences". In 2015 at The Chocolate Line Shop 
in Belgium, 80.4% of the 219 participants did not know that the owner of the 
store was the award-winning chocolate master Dominique Personne. The 
subjects were divided into 4 groups and administered differently. The 
experimental conditions, the participants in Group A tasted the chocolate 
while listening to the song, did not provide other extra stimulation, the 
participants in Group B listened to the chocolate while listening to the 
environmental sound of the production kitchen, and the participants in 
Group C tasted the chocolate while listening to the song. and was told that 
the song was the source of inspiration for the chocolate maker, the D group 
of participants tasted the chocolate while listening to the song, and was told 
that the song was chosen by a group of scientists because it has an 
enhanced effect on the taste of chocolate. The experimental results show 
that music and environmental sounds have a stimulating effect on the eating 
experience. Participants are willing to pay extra money to consume this extra 
service; The experimenters under condition c had the greatest difference in 
scores before and after tasting, which showed that they not only felt music 
as one of the seasonings during the eating process, but also somehow 
associated with the food design process they consumed. The creative 
process, from which it can be concluded that the story of sharing food can 
also assist the eating experience. 
We can use this feature to tell the story of the food to the diners, in this way 
to give the diners a new dimension of experience and thinking, for example, 
we can take advantage of the special foods of Lombardia and Piemonte. A 
great feature of Italian dishes is that they are regional symbols. From the 
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short history of the dishes, the diners can quickly learn the origin of the dish. 
And mark the source of the different ingredients of the meal, let the diners 
know that some of the characteristics of the ingredients can only come from 
a specific place. Fully discover the cultural background of the dishes, and 
thus let the diners become the affected people of the culture, and use it as 
a medium to discover new affected people and realize the influence and 
spread of culture.. 

7.2.4 Perfume 
Smell is also the most commonly used sense of evoking memory and 
carrying memory. When we perceive a smell, it may be the smell that is often 
perceived when at the young age, or the smell that is perceived during a 
significant event. Awaken our memory, this is the role of the smell. Through 
this function, we can deliberately create an odor to spread the 
corresponding information and attach it to the memory of the target. 
For example, Oikos Fragrances is an indoor perfume studio of Milan that 
has been in business for 25 years. They are engaged in olfactory marketing 
and, through the release of patented solid fragrances, they can help 
companies develop scent that suits the company's image. And advice on 
olfactory services for hotels, brands, restaurants, homes and other places. 

7.3 Advanced technologies enable possibilities 
Light field capture camera 
In a traditional video conference, the viewer can only see a fixed perspective 
of his chatter and the scene. In particular, when a viewer moves from one 
location to another during a meeting, his point of view (POV) may change. 
However, due to the limitations of image capture at the other site, the viewer 
can only see the image from the same perspective. 
Light field capture cameras can solve this problem by a combination of 
camera arrays, some of which track 2D images of different angles of the 
speaker, and some to track the POV of the viewer. In one case, each side can 
be considered a speaker as well as a viewer. 
According to this technology, we can achieve a fully immersive video 
conversation experience. When the viewpoint moves from one location to 
another, the screen will also change accordingly, just like the face-to-face 
chat in the real world, breaking the sense of traditional video call. The 
realization of multi-view images also blurs the concepts of 2D and 3D.  
Intel RealSense 3D 
The RealSense camera has three lenses, a standard 2D camera for regular 
photos and video, an infrared camera and an infrared laser projector. The 
infrared component allows RealSense to measure the distance between 
objects and separate the object from the background layer behind it. 
Therefore, it is possible to blur the background behind and even completely 
remove it. 
Immersive projection 
Immersive projection usually refers to projecting a projected image onto a 
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large or multi-sided projection screen through multi-channel projection 
fusion technology, giving viewers a feeling of being in the film. The immersive 
projection surrounds the audience from all levels, and can fully cover the 
audience's perspective. The immersive immersion is not realized by ordinary 
projection, and has been used in more and more fields. 
Bone conduction 
Bone conduction is a way of sound transmission, which converts sound into 
mechanical vibration of different frequencies, and transmits sound waves 
through human skull, bone labyrinth, inner ear lymphatic transmission, auger, 
auditory nerve, and auditory center. 
Compared to the classical sound transmission method that produces sound 
waves through the diaphragm, bone conduction eliminates many steps of 
sound wave transmission, enabling clear sound reproduction in noisy 
environments, and sound waves are not affected by others in the air. . Using 
bone conduction technology to accept words, close to the bones, sound 
waves directly through the bones to the auditory nerve. Therefore, both ears 
can be opened without damaging the tympanic membrane. In the military 
and civilian fields, it is common to use the cheekbones of the face to directly 
transmit sound. Using bone conduction techniques to collect sound, sound 
waves are transmitted through the bones to the microphone. 

 
7.4 Concept conclusion 

This concept can be used in a chain restaurant, with several rooms arranged as 
special services in each restaurant, and the rest of the tables are set up as an ordinary 
restaurant. 

The room has several projection devices that relies on immersive projection 
technology to project the image onto the four walls to create a new environment. At 
the same time, the system has several sets of basic settings, each set contains the 
corresponding image, sound and smell in order to create an immersive experience, 
of course, each setting can be set by oneself.  

In the context of Italicity, we can stimulate the user experience through the five 
senses. For example, in terms of visual environment, ambient sound, and scent, we 
can design special themes with Italian characteristics, using Italian-specific natural 
scenery and architectural atmosphere, the music created by the traditional Italian 
scales, and the spices unique to Italian food culture or Italian life to create a vivid 
Italian atmosphere. And we can use it tactilely. For the consumption of dishes, we 
need to use the matching tableware and experience the true local diet and habits. 
For example, we can’t take chopsticks to eat steak. Using all these feelings to match 
your tongue to taste local Italian dishes, you can discover the deepest experience of 
the food. 
The main body of the device consists of a display screen, a desktop screen, and a 
bone conduction earphone. Several sets of light field cameras are installed around 
the display screen to capture the picture, so that one side can see the other relative 
view from different viewpoints, making people feel that they are really together. The 
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earphone adopts bone conduction technology, on the one hand, it can achieve the 
function of receiving and transmitting sound information of the general earphone, 
on the other hand, it allows user to hear the sound of the environment, and can 
collect and amplify the sound of chewing and biting food happen in the mouth and 
send it to the earphone speaker, so it can ensure the function of the normal earphone 
while deepening our experience of eating. The touch screen on the desktop allows 
us to perform a series of actions and settings, including ordering, viewing the 
introduction of the dishes, raw materials and the stories behind, sounds, environment, 
smell settings, and meal reports which include the set of settings used in the 
experience, the introduction of the dishes ate, etc., and also can be shared on the 
social platform or kept as a commemoration. 

7.5 Ideation＆scenario 

  Our character profile 

Our foodie is Sofia, a 32-year-old woman coming from Portugal, she just got married 
for couple of months. She is a gastronomic journalist and for this reason, she often travels 
to discover new eating trends and taste new top restaurant. She has a specific preference 
on the eating experience, she likes to try different concept restaurants and experiences 
different leading-edge technologies, she always trying to explore innovative ways to 
interpret eating. She has a high-level education and a middle-high income. She mainly 
searches for eating information in Europe, especially in Italy, because she loves Italian 
cuisine. She loves to socialize, likes to go out and chat with friends, likes to share her new 
things all the time. However, she is always alone when she is on a business trip. She hopes 
that when she is working as well as tasting good foods, she could also have friends or 
loved ones to share. 

 

Time to awake their italics! 

Sofia has worked in Italy for many days, running between cities. Although she has 
some Italian friends hanging around together, she still misses her husband Mario very 
much at some time and wants to enjoy dinner with him. After all, they just got married 
for a couple of months. On this day in Valtellina, she saw a restaurant nearby on a 
restaurant recommendation app that could connect you with your lover or friends in 
different locations, but the other person also has to dine at this restaurant chain. She 
asked Mario if there is a restaurant chain in the city where he is now, Mario found that 
there was also one opened recently, and they agreed to dinner at those restaurants. 

She came to the restaurant named Buona Connessione near a church. The waiter 
introduced her the concept and the service of the restaurant. The waiter leads her to a 
special room with a computer-look-like table. She goes near to this table which is unlike 
the ordinary table, the structure of this table is similar to the dressing table. When she sits 
down, she faces a screen, but the shape of which does vary depending on the function. 
On the desktop, she can see a touchscreen operation area, which can be used to perform 
some operations, such as ordering, environment control, sound control, etc. Under the 
help of the waiter, she logged into the system with her Facebook account and then sent 
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Mario a video call invitation. They connected the video chat and they found that it was 
like the real feeling of eating at a table. There was no fixed camera point of view. They 
could move slightly and see different images from different perspectives. The sound was 
also transmitted clearly and synchronously through the earphone provided by the 
restaurant. They can adjust the background of the room thanks to the projectors fixed in 
the wall, and they can choose whether the background is blurred or not. After they 
decided the environment, they found there are also a music and a kind of perfume 
corresponding to the environment they chose. It all thing make them feel they are located 
in another space, make them feel more relax and comfortable. They looked at the menu 
appear on the table and exchange the opinion about the dishes, just as they used to do 
on a table as usual. After that, they enjoy the dishes, through the earphone, they could 
more immersed in the experience of tasting food while they talking about the taste of the 
dishes, the recent life. Sofia ordered many Italian traditional dishes, like polenta taragna 
and pizzoccheri, which is typical dishes in Valtellina, she shares her feeling with Mario, 
and explains the ingredients to Mario. Mario becomes very curious about this food, and 
he decides to come to Valtellina to give a try one day. Finally, they finished the dinner  
and the meal report came out which included every experience they had during this time, 
and they can share this report to their friends or post it on the social media. They were 
very satisfied with the experience of that meal. They understand that this theme restaurant 
does not only put the concept on the native food, on the promotion of native food, but 
also on another aspect of the eating experience - chatting, enjoying the time spent with 
friends and lover while eating, bring people from different zone together. 

8. Social responsibility 
8.1 Expo Milano 2015 

Expo 2015's theme was "Feeding the Planet, Energy for Life", held in Milan, Italy, 
this includes technology, innovation, culture, tradition and creativity, and how they 
harmonize with food and diet, with the main focus on the health, safety and 
adequate food of residents worldwide Right above. During the Milan Expo, the Milan 
Charter was launched as a future guidance document on the topics of nutrition, 
environmental sustainability and human rights, where the importance of current food 
issues and sustainability can be seen in the document. And the local cultural 
differences have also received attention. "Food plays an important role in defining 
each person's identity and is a cultural component that describes and gives value to 
a territory and its inhabitants;" The document states that as citizens we have a 
responsibility to leave a better world for future generations, of which , We need 
"taking care with and being aware of the kind of food we eat, informing ourselves 
about its ingredients, their origin and about how and where it is produced, so that 
we can make responsible choices;" as a business, we need " contributing to the 
sustainable development goals, by using innovative processes, products and services, 
and by adopting and practising codes of social responsibility. "and as governances, 
institutions and international organizations, we should" considering food as a cultural 
patrimony, and as such, defending it from counterfeiting and fraud, protecting it 
from deceptive and improper business practices, highlighting the value of its origin 
and originality with transparent regulatory processes; “ "introducing or strengthening 
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in schools and in school meal services, dietary, physical, and environmental 
education programmes as instruments of health and prevention and highlighting the 
value of knowledge and the exchange of different food cultures, starting with typical, 
local and organic products; " 

8.2 Laudato SI 
Laudato SI is the second encyclical of Pope Francis. In the book, Pope Francis states 
that in advocating economic fanaticism and sacrificing the wealth of future 
generations to create our own contemporary economy, we should guard our 
common property, the planet, food, and the environment. It mainly includes issues 
on climate change, poverty, and technology issues. Food should be cherished by us, 
not only as a source of energy, but also to make full use of all the pleasure and 
knowledge that food can bring us, and to respect the source of food. 

8.3 Agenda 2030 
The 2030 Agenda for Sustainable Development is an action program for people, 

the planet and prosperity signed in September 2015 by the governments of the 193 
UN member countries. It encompasses 17 Sustainable Development Goals, SDGs - 
in a major program of action for a total of 169 targets.  

In the second target "No hunger", it emphasizes the importance of the 
development of agriculture and the protection of farmers. 

In the 12th target “responsible consumption”, it emphasizes the sustainable 
development of food, and raises the problems of hunger and excessive consumption, 
as well as the destructive effects on the environment during food manufacturing. 
Sustainable consumption and production means promoting the efficient use of 
resources and energy, and ensuring access to basic services, respect for the 
environment and improving people's quality of life. 

 
 


