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In an environment where attention is increasingly scarce and competition for
people's time is more intense than ever, physical spaces face acommon challenge:
stop being transitional places and become memorable destinations.

Shopping malls, Family Entertainment Centers (FECs), restaurants, hotels, and
museums now share the same need: attract people, engage them, and make them
want to stay—and come back.

Experiential entertainment has emerged as one of the most effective strategies
to achieve this. We are not talking about adding games or technology because it's
trendy, but about designing interactive experiences with a clear objective:
generating real value for both the visitor and the business.

In this document you will find:
What experiential entertainment is(and what it is not)
Which metrics it impacts: dwell time, engagement, repeat visits, and direct/
indirect consumption
How to applyitin FECs, shopping malls, restaurants, hotels, and museums
Common mistakes that reduce return on investment
A design checklist to evaluate projects before investing

This white paper explores how well-designed experiences impact dwell time,
engagement, and value across different types of spaces, with practical
examples applicable to multiple industries.
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The Paradigm Shift: From Functional
Spaces to Memorable Experiences

For years, many physical spaces were designed under a functional logic:

@Shop @ Eat @ Visit Leave

Today, that logic is no longer enough.

People are looking for experiences, not just services. They seek spaces that spark
emation, encourage interaction, and create lasting memories. This shift has transfor-
med how projects are conceived across industries.

The same space can generate two very different outcomes:
A place that fulfills its function
Aplace that is remembered, shared, and recommended

The difference lies in the experience design.

What Is Experiential Entertainment,
Really?

Experiential entertainment is not limited to theme parks or children’s areas. It in-
volves integrating design, narrative, interaction, and (when it adds value)
technology to create ajourney that invites active participation.

Traditional Entertainment Experiential Entertainment
The visitor observes The visitor interacts
The experience is passive The experience is participatory
The memory is limited The memory is deeper and longer-lasting

Interactivity does not always require digital technology. It can be physical, sensory,
narrative-driven, or hybrid. The key is that the visitor stops being a spectator and
becomes an active part of the experience.

INTERACTION EMOTION NARRATIVE DWELL TIME

When these elements are properly integrated, a space shifts from passive to dy-
namic.
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Direct Impact on Key Metrics

Well-designed interactive experiences generate measurable results in:
@ Dwell time: How long a person remains in the space.

@ Engagement: Level of participation and interaction (not just “seeing,” but
"doing’).
Business value (direct and indirect consumption, repeat visits): direct
consumption (within the space itself) and indirect consumption (in surrounding
stores and services), as well as repeat visits.

These effects are not exclusive to a single sector. Below, we explore how they
translate across different contexts—and which design decisions make them possible.

Applications by Sector

14l Family Entertainment Centers (FECs)
Inan FEC, entertainment is the core of the business. However, many centers
make the mistake of focusing solely on the number of attractions.

A well-designed FEC considers:

- Clear and fluid circulation paths

- Interaction zones that extend play time
- Capacity per square foot

- Scalability and phased updates

The result is a space that not only attracts visitors, but also
optimizes length of stay and average ticket size.




4.2 Shopping Malls
In shopping malls, experiential entertainment functions as an anchor for attraction
and differentiation.

Common applications include:
Family Entertainment Centers integrated into the commercial mix
Temporary or permanent interactive zones
Instagrammable spaces with narrative and play

When these experiences are properly designed:

They increase family dwell time

They generate cross-traffic to stores and restaurants

They enhance the perception of the mall as a destination, not just a shopping
location

Entertainment shifts from being an operating expense to becoming a strategic
investment within the shopping mall ecosystem.

4.3 Restaurants and Hotels

In hospitality, experience is just as important as service. Here, experiential
entertainment acts as an accelerator of dwell time and satisfaction, especially
among family audiences.

Typical applications include:
Restaurants: micro-interaction zones (interactive projection, Instagrammable
walls, short turn-based games) that extend stay and increase per-table spending.

Hotels/Resorts: themed experiences (narrative + design + technology) that
differentiate the property, generate organic content, and encourage repeat bookings.

In-house events: immersive seasonal activations (summer, Halloween, Christmas)
that maintain interest without redesigning the entire space.

The goal is not to “entertain for the sake of entertaining,” but to design moments
that turn a visit into a memory people want to repeat.




| 4.4 Museums and Cultural Spaces
In museums and cultural centers, the challenge is not only attracting visitors, but maintaining their attention
without sacrificing educational rigor. This is where the concept of edutainment plays a key role.

Edutainment strategically combines education and entertainment. It does not oversimplify content; instead,
it makes it accessible, participatory, and memorable. Learning shifts from being passive to becoming
an active experience.

l How Is Edutainment Integrated into Museums?
- Educational narrative: each module responds to a clear pedagogical objective (science, history, cultu-
re, environment).
» Purpose-driven interaction: games, challenges, projections, or interfaces that reinforce learning ra-
ther than distract from it.
» Multisensory design: visual, physical, and sound stimuli that facilitate understanding across different
age groups.
- Editable and scalable content: exhibitions that can be updated without redesigning the entire space.

Common edutainment applications include:

« Interactive learning stations

< Immersive projections with educational content

» Multisensory experiences adapted for children, youth, and adults

This approach allows institutions to:

» Encourage learning through play without losing depth
« Increase participation from families and schools

« Transform passive exhibitions into dynamic journeys

When properly designed, edutainment enables museums not only to inform, but to connect, educate,
and be remembered.
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Some of the most frequent mistakes include:
Integrating technology without a clear objective
Purchasing isolated elements without an overarching concept
Failing to consider operations, maintenance, and visitor flow
Designing only for the short term

Keys to Designing Experiences That
Generate Value

A successful experiential entertainment project is built on:

. A clear concept aligned with the space’s objective (attrac-
tion, dwell time, education, branding).

. Thoughtful circulation and flow design (how people move,
where they stop, where they gather).

. Purpose-driveninteractivity (every interaction should ser-
ve areason: surprise, educate, retain, convert).

. Scalability and updatability (the space can evolve
without requiring a complete redesign).

. Integration of design, technology, and operations (the
“wow” factor must be operable and maintainable).
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What metric will define the objective of the space: increasing dwell time,
maintaining constant flow, driving consumption, or enhancing learning?
Does the experience have a clear concept/narrative, or is it a collection of
disconnected elements?
Is the circulation design intended to maintain continuous activity?
Does it include interactions that help distribute visitors throughout the space?
Does the layout naturally help manage peak hours?
Does each interactive element have a clear objective (retain, educate, guide the
journey, or generate engagement)?
Does the technology have a clear purpose and an update plan?
Are daily operations (staffing, cleaning, maintenance) considered from the
design stage?
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"= CONCLUSION -

Experiential entertainment is not a passing trend. It is a direct response to how
people experience, consume, and remember spaces today.

Whether in a shopping mall, an FEC, a restaurant, a hotel, ora museum, well-designed
interactive experiences transform spaces into destinations.

Beyond attracting visitors, these experiences help build lasting relationships,
improve key metrics, and generate sustainable value.

The challenge is no longer whether to integrate entertainment, but how to design
it correctly from the start so it functions as a true investment.
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ABOUT "#® inwow

inwow is a strategic partner specializing in the design and development of
interactive and experiential entertainment for physical spaces seeking
differentiation and measurable impact.

We guide projects from concept and experience design through engineering,
manufacturing, and installation—integrating design, narrative, and technology
into a unified process.

If you are evaluating how to transform your project into an experience that attracts,
engages, and drives repeat visits, inwow can help you design it from the start. '

WE DESIGN INTERACTIVE EXPERIENCES AND
ENTERTAINMENT PROJECTS THAT THRILL AND INSPIRE.

« Indoor & Outdoor Playgrounds - Interactive Lighting « Playful Sensory Experiences « Interactive Projection and Technology
« Themed and Immersive Experiences « Museology and Museography « Light Experiences

Inwow?® |t's about interacting, intervening, internalizing. It's about taking minds and hearts to flight.
It's about using any space, material, element, or technology to achieve it. Inwow is spectacular.

> Brand values

Iconic & /(ﬁ ?r
Viral Moments —=a_ [nteraction Personalization

Design of strategies and production of Design of activities Content design with customized
experiences, with a strong focus on digital dissemination through the narrative of living experiences and themes based on global trends.
that helps position the place. promoting interaction in each element.

] We guide and advise you using a methodology at every stage, from
_\ /_ we help you make concep‘tuallzatlon to flnalprOJec‘tmstaIIatl?n‘ e )
.d I.t Our design studio creates entertainment projects that inspire emotions.
& \ yOUf ldeas a reall Y--- We strive to go further by combining creativity, design, innovation, and technology with
the sole objective of creating amazing spaces.
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