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"Literapolisbcn" is a free mobile phone application (available on iOS and Android) 

available in Catalan, Spanish and English, which aims to encourage reading whilst 

inviting youngsters (aged 14-18) to get to know the city of Barcelona a little bit 

more.

Literapolisbcn is a literary treasure hunt where each participant must locate 

different geographical points in the city of Barcelona where the action in a book 

takes place. Once the location is found they are given a test. If the test is passed, 

the player wins information with which they can continue playing. The application 

includes several novels and each novel has its own route: One route is used to 

get to know the book and its author, the other one to answer questions about the 

book once it has been read, and the last route serves to decipher riddles about 

the book and the city. Once the treasure hunt is complete, players win a whole 

range of awards. Each route contains ten tests. There are three types of tests: 

question-answer, take a picture and upload it to Instagram, and write a short piece 

of text. For each contest, the game generates a reward for the player that can be 

an illustration, a photo or a video, which is stored  on the mobile phone and play 

continues. For each completed route, the game generates a prize: 2 for 1 tickets 

or discounts to use cultural facilities or entry into institutions that are related to the 

storyline of the novel. Every now and again the game awards VIP awards to the 

best players in each novel.

Literapolisbcn is a free application for mobile phones (iOS and Android) available 

in Catalan, Spanish and English, which aims to encourage reading while inviting 

young people and teenagers to get to know the city of Barcelona a bit better. It is a 

literary contest where each participant must locate different real-life geographical 

sites where the action of a book unfolds, in the city of Barcelona. The project is 

directed from the office of the UNESCO Barcelona City of Literature, at the City 

Hall’s Culture Institute, and depends on the collaboration of authors, editors, liter-

ary agents, libraries, and the Barcelona Education Consortium. 

The player downloads the mobile app literapolisbcn directly from app stores 
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(available for iOS and Android). It is recommended that the user activate the GPS, 

keep the battery well charged, and use headphones. Once downloaded, the user 

selects one of the various novels that the application shows listed. Each novel has 

at least two itineraries: one to answer questions about the reading once the book 

has been read (pedagogic), and another to decipher puzzles and brain teasers re-

lated to the novel and the city (immersive).  The first route can only be played with 

the book on hand, because the ISBN number will need to be entered. Each route 

consists in completing a list of ten geo-tagged challenges: it is only when the play-

er arrives at the exact point marked on the map that the challenge corresponding 

to that point is activated.

Play mechanism:

1.  Choose the novel

2.  Read the instructions

3.  Choose one of two itineraries

4.  Find the locations on the map one must visit

5.  Read an introduction to the novel before beginning 

6.  Begin to complete the list of challenges 

Prizes and rewards:

-  For each answered challenge, the game generates a reward (illustration, photo, 

or gif) for the player, who stores it in the phone and continues playing.

-  For each completed itinerary (about 10 stops), the game generates a prize: 2 for 

1 tickets or special discounts for cultural institutions. 

-  Every so often, the game generates some VIP awards among the best players 

who have participated during that period: tickets to special events, guided visits or 

night-time entry, comedy classes…

Each route contains about ten challenges. There are four types of challenges:

1.  Respond to a multiple-choice question with three answer options.

 

2.  Take and share a photograph on Instagram with the hashtag #literapolisbcn 

to earn the maximum amount of points. We should keep in mind that the social 

network warns that its recommended user age is from 14 years.  

3. Use your own words to answer a question. This mechanism is principally de-

signed to facilitate teacher evaluation of students. 

4.   Trivia: Answer all of the questions again, as fast as possible. 

Currently the application is capable of operating in three languages (Catalan, 

Spanish, and English). 
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Youngsters become players of the game. They must not only read a book in order 

to play the game, but they also become closer to literature in an interactive way.  

The role of the youth audiences is to approach literature in an interactive way, 

through the technological media that they use. “Literapolisbcn. Juguemos a nove-

lar la ciudad” [Literapolisbcn: Play the city as a novel] is the name of one of the 

programmes offered by the Barcelona Education Consortium, among teaching 

ROLE OF YOUNG AUDIENCES

MAIN GOAL OF THE PROJECT

The main goal of the project is to encourage reading among young people and for 

them to get to know more about the city of Barcelona.

The repertoire of languages could be increased as desired at any time. The 

relation with users is limited to automatic communication via the application, using 

text messages. In the case of the VIP prize winners, they receive a personalized 

email with the instructions to claim their prize. On a few occasions an announce-

ment has been made among users in order to carry out one of the app’s literary 

itineraries. 

Books currently available in the app:

TITLE

ELS DIES QUE ENS SEPAREN

LA MERLA BLAVA

UNA DE ZOMBIS

EL MUSSOL I LA FORCA

MARINA

ÚLTIMAS TARDES CON TERESA

L’ANY DE LA PLAGA

SERENA

WENDY

HOT DOGS

SIN NOTICIAS DE GURB

TATUAJE

MIRALL TRENCAT

AUTHOR

Laia Soler

Maria Carme Roca

Patricia Martín

Pau Joan Hernández   

Carlos Ruiz Zafón

Juan Marsé

Marc Pastor

Dolors Garcia Cornellà

Andreu Martin

Care Santos

Eduardo Mendoza

Manuel Vázquez Montalbán

Mercè Rodoreda

NEIGHBOURHOOD

Dreta de l’Eixample

Born

Raval

Eixample and Sagrada Família

Sarrià

Carmel

Nou Barris / Vall d’Hebron

Gòtic

Putxet

Passeig de Gràcia / Rambla

Raval / Gótico

Gràcia 

Sant Gervasi
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WHY IS IT “A CASE OF GOOD PRACTICE”?

The project is focused on young people, but also on booksellers, librarians, and 

teachers. It is an excellent initiative for promoting reading and even a new way of 

relating to literature, a fun but rigorous tool. It gives an experience of research out-

side of the scholastic realm. The itineraries conclude in a library, encouraging the 

youth to enter and borrow a book. The combination of telephone and books might 

seem risky at first glance, but has been shown in practice to have effective results. 

The objectives achieved while learning skills are:

-  Collaborative work

-  Reading comprehension

-  Connecting literature to daily life

-  Discovering hidden corners of the city

AIMS

This project aims to equip the city of Barcelona with a tool for relating literature 

with the city and, more specifically, to reach out to a young audience from 14-18 

years old who usually do not read very often. It also encourages youngsters to 

enjoy reading through different experiences and participating in an activity that 

allows them to discover the stories that are hidden in the streets of Barcelona.

Goals of the project:

To encourage reading among young people and help them know the city of Bar-

celona better.

To have a positive experience related to reading.

To know at least one novel related to the city of Barcelona.

To discover and identify characteristic elements of the city.

To start managing digital applications.

To work in a cooperative and collaborative way.

To personally know writers and their working styles.

centres, during the 2018-2019 academic year, and responds to the synergetic re-

lationship between the ICUB and CEB institutions. The goal is to involve teaching 

personnel in the project, in some of these areas: Catalan language and literature, 

Spanish language and literature, social sciences, visual and plastic arts, culture 

and values, digital, personal, and social. The experience of this pilot plan involves, 

in turns, 450 students at 12 of the city’s teaching centres, to be carried out during 

school hours.
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EVALUATION

The app is relatively new in terms of evaluating its impact from the numerical point 

of view, using statistical values. However, through pilot experiences carried out 

with students of teaching centres in the city, evidence has been obtained of an 

impact on learning and the development of students’ skills, such as motivation, 

attention and attitude, and such as the development of key skills like sense of 

initiative, capacity for learning to learn, digital competency, and other essential ca-

pacities for students such as teamwork and creativity.CEB institutions. The goal 

is to involve teaching personnel in the project, in some of these areas: Catalan 

language and literature, Spanish language and literature, social sciences, visual 

and plastic arts, culture and values, digital, personal, and social. The experience of 

this pilot plan involves, in turns, 450 students at 12 of the city’s teaching centres, to 

be carried out during school hours.


