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Immersive	Audio	and	Augmented	Reality	exploring	the	80	year	history	of	the	right	to	shelter	in	American	cities.		



EXECUTIVE 
SUMMARY

Walking Cinema: Museum of the Hidden City is amulti-platform documentary that explores the history and future of America’s

quest to house all its citizens. The anchor experience is set in San Francisco, where a series of smartphone audio and

Augmented Reality walks that immerse audiences in the city’s grand visions, courageous protests, controversial figures,

humble successes, and new experiments in housing.

In a time when many American cities are facing grim statistics on homelessness and rising housing costs, San Francisco serves

as a living laboratory to show groundbreaking projects from the past--it’s where the first public housing was built west of the

Mississippi--and looking towards the future--modular, micro-units, and co-housing experiments galore--to fulfill this promise.

The Walking Cinema production team has received a $100,000 grant from the National Endowment for the Humanities to

create a prototype that is launching in the summer 2019. The team has three more episodes of the Museum planned, along

with interest from Audible in a podcast version of the story and several film festivals, including Sundance, have shown interest

in a live documentary version of the story.



THE PROTOTYPE
Episodic Documentary Experienced in the Streets of San Francisco

The free prototype app is available for download in the App store (and in Google

Play in July, 2019). Search for “Walking Cinema.” It’s an hour-long, 1-mile walk

through the story of The Fillmore neighborhood in the 1960’s where the largest

urban renewal project of its time was carried out. The prototype will help us

identify audiences, distribution strategies, and how site-based augmented reality

can fit into a documentary format.



THE STORY
The	Museum	of	the	Hidden	City is	a	character-driven	story	of	our	nation’s	quest	to	provide	
decent	shelter	for	all	our	citizens.		

The	story	goes	back	to	the	New	Deal	and	FDR’s	1937	Housing	Act	which	attempted	to	
extend	federal	housing	programs	to	the	nation’s	poorest.		This	program	became	an	80-
year	quest	to	refine	architecture,	to	rebuild	communities,	to	tear	down	projects,	to	
integrate,	to	elevate,	to	secure	our	most	vulnerable.		Nowhere	has	this	saga	played	out	
with	more	success,	more	upheaval,	and	more	intensity	than	in	San	Francisco.		The	
Museum	of	the	Hidden	City	follows	5	different	characters	from	different	eras	and	
different	neighborhoods	as	they	work	to	create	landmark	housing	policy	and	projects.		

Their	stories	are	told	in	concert	with	the	 visual	and	sensory	environment	surrounding	
audiences.		As	audiences	move	through	the	streets	of	San	Francisco,	hidden	elements	in	
facades,	underground,	behind	doors,	and	in	shops	conspire	to	reveal	character	and	
housing	history.		Augmented	reality	adds	to	the	experience,	revealing	historic	vistas,	
unbuilt	plans,	and	data	trends	literally	written	on	the	walls.



The Architect
and the
Preacher’s
Daughter
Our initial episode, “The Fillmore: Total Planning,” is told from the

perspective of an architect and a preacher’s daughter. These

characters witnessed “a clean sweep” of the neighborhood which

involved the demolition of 80 blocks, 2800 victorian homes, and the

displacement of 30,000 people. It was the largest redevelopment

project of its time. Both characters went through a deep maturation

process, struggling with the promise of economic viability and the

cultural preservation of “The Harlem of the West.” Augmented reality,

modern architecture, and personal mementos from the time combine

to put audiences in the shoes of these characters, struggling to figure

out whether the plan for the neighborhood is its salvation or undoing.

The episode comes to define the central tension in many American

cities: who stays and who has to leave.



For	the	“lo-cast”	version	of	the	The	Museum	of	the	
Hidden	City,	we	are	targeting	four	main	audience	
groups:		San	Francisco	visitors	or	recent	transplants,	
students	interested	in	history	or	public	policy,	relevant	
professionals,	and	immersive	enthusiasts.		In	
partnership	with	Adobe’s	research	team,	we	have	
tested	the	Fillmore	episode	on	audiences	from	all	of	
these	segments	and	gotten	exceptional	results.	100%	
of	participants	would	recommend	the	experience	to	
friends.		“The	Story”	was	rated	as	the	best	part	of	the	
experience,	receiving	an	average	score	of	6.57	out	of	
7.		

USER RESEARCH

AUDIENCE
“My	parents	immigrated	to	San	Francisco	from	the	Philippines	in	the	early	80s	and	
like	many	of	my	friends'	families	were	pushed	out	of	the	city	due	to	gentrification.			
Museum	of	the	Hidden	City	was	by	far	one	of	the	most	fun,	informative,	engaging,	
and	unique	experiences	I	have	ever	had	in	this	city.		I	CAN	NOT	WAIT	to	participate	in	
the	next	one!”		- Kat,	36.		

“[It]	allows	me	to	discover	secret	
parts	of	San	Francisco	that	aren't	
super	touristy.”		-Divine,	22

“It	was	an	engaging	new	interactive	
experience	that	puts	me	out	into	the	
world	rather	than	behind	walls”	-
Jennifer,	44.		



Voicing

Our	storytelling	voice	and	tone	is	set	by	our	partnership	with	

Youth	Speaks,	a	San	Francisco-based	organization	that	pioneered	

an	approach	to	developing	literacy	through	spoken	word	poetry.		

For	the	Fillmore	episode	we	worked	with	two	nationally-

recognized	young	poets,	Tianna	Bratcher	and	Samuel	Getachew,	

to	develop	a	script	that	combines	investigative	journalism,	

creative	nonfiction,	and	spoken	word	poetry.		The	result	is	a	

highly	rhythmic,	meticulously	researched	style	of	storytelling	that	

is	regularly	punctuated	with	poems	that	highlight	the	emotional	

landscape	of	the	story.



Other Characters

We	plan	to	produce	three	more	chapters	in	the	The	Museum	of	the	
Hidden	City,	each	from	a	different	perspective,	neighborhood,	and	
time	period.		Renown	journalist	and	author	of	Cool,	Gray	City	of	Love,	
Gary	Kamiya	(left,)	will	walk	us	through	the	1980’s	Tenderloin	
neighborhood	where	activists	successfully	fought	developers	to	
preserve	America’s	largest	stock	of	Single	Room	Occupancy	
affordable	hotels.		Then	we’ll	go	to	the	tech-takeover	of	the	Mid-
Market	neighborhood	and	hear	the	story	of	Yesenia	Ramirez	(middle)	
who	won	the	housing	lottery	and	got	a	studio	apartment	for	her	
family	in	a	luxury	highrise	next	to	Twitter’s	headquarters.		And	we’ll	
look	at	the	future	of	affordable	housing	in	the	Bayview	where	
developers	such	as	Yusef	Freemen	(right)	are	trying	to	build	housing	
that	radically	mixes	different	income	levels.		

4 Eras.  4 Neighborhoods.  4 Diverse Characters



Live Documentary

Live	documentaries	are	in	theater	presentations	of	documentary	
films	in	combination	with	live	music,	performance,	and	interactive	

technologies	(Sam	Green	is	one	of	the	originators	of	the	form.)		
Walking	Cinema	has	experience	in	this	format,	having	developed	a	
film/live	actor	experience	about	the	housing	lottery	for	the	Green	

Film	Festival	in	2015.		The	live	documentary	version	of	the	
Museum	of	the	Hidden	City would	feature	a	film	version	of	the	

walk	through	the	Fillmore	mixed	with	live	spoken	word,	DJ	
soundtrack,	and	AR	experiences	that	would	play	out	on	audience	
phones.		This	version	is	being	proposed	for	the	2019	Green	Film	

Festival	and	the	2020	Sundance	Film	Festival.		



Distribution
The	Museum	of	the	Hidden	City will	be	distributed	on	both	broadcast	and	“lo-cast”	channels.		The	“lo-cast”	or	site-based	experience	of	the	
stories	will	be	distributed	in	partnership	with	education,	museum,	and	tourism	partners.		The	Walking	Cinema	production	team	has
partnerships	with	prominent	local	museums	including	the	Exploratorium	to	make	visitors	aware	of	the	Museum	through	newsletters,	rack	
cards,	and	social	media.		We	are	also	working	on	partnerships	with	secondary	and	college	history	and	urban	studies	programs,	including	the	
Stanford	Spatial	History	project,	to	integrate	the	experience	into	their	curricula.		On	the	tourism	front,	we	will	have	rack	cards	and	
promotional	materials	in	area	hotels.		We	will	also	work	with	travel	sites	such	as	Atlas	Obscura	and	Trip	Advisor	to	put	up	prominent	postings	
for	the	experience.		

On	the	broadcast	front,	the	Walking	Cinema	production	team	has	already	produces	several	podcast	and	interactive	audio	projects	for	
Audible/Amazon.		They	have	expressed	interest	in	producing	and	distributing	a	podcast	version	of	the	Museum	(possibly	with	in-home	AR	
companion)	on	their	Audible	App	and	Amazon	Prime	channels.		We	are	also	in	discussions	with	prominent	film	festivals,	including	Sundance	
New	Frontiers,	to	create	a	live	documentary	version	of	the	Fillmore	episode	for	the	2020	festival.		

Broadcast
Podcast promoted by large distributor 

like Audible/Amazon

Live Doc
Film Festivals

Site-Based Experience
Partner digital and print awareness.  

Museums, schools, tourism

destinations



Note of Intention
S o l u t i o n s v s .  S y s t e m i c S t o r y t e l l i n g

Museum	of	the	Hidden city	takes	a	new	approach	to	issues-based	
storytelling	by	taking	audiences	to	the	sites	of	issues	and	giving	them	a	
first-hand	experience	of	history,	culture,	and	conflict.		We	believe	that	
issues,	like	the	right	to	shelter,	can	be	difficult	to	visualize.		Being	in	
locations	where	the	core	issues	and	proposed	solutions	can	be	
visualized	makes	the	subject	matter	more	relatable	and	actionable.		
The	housing	crisis	in	San	Francisco	is	an	ideal	issue	to	explore	via	this	
method	because	of	the	city’s	preservation	of	so	many	phases	of	
housing	and	the	walkability	of	its	streets.		

In	an	atmosphere	of	increasing	inequality,	rising	homelessness,	and	
rampant	gentrification,	it’s	tempting	to	tell	housing	stories	that	blame	
particular	groups	or	laws	or	offer	sweeping	solutions.		Like	the	series	
The	Wire,	this	site-based	series	takes	audiences	into	different	realms	in	
the	housing	story--the	architects,	the	bureaucrats,	the	activists,	the	
journalists,	the	church	groups--sussing out	surprising	parallels	and	
cautiously	presenting	fallible	characters	capable	of	meaningful	acts.			
The	Museum	of	the	Hidden	City won’t	convince	audiences	of	one	point-
of-view,	but	rather	to	explore	the	interaction	of	different	points	of	view	
and	explore	the	system	behind	the	crisis.



WALKING CINEMA
Walking Cinema is a San Francisco-based interactive production company

specializing in analog/digital productions that give audiences a first-hand

experience of current issues, history, and global culture. The production team

combines skills in writing, interaction design, software development, augmented

reality, and immersive audio.

Walking Cinema was the first app producer to win an award in a major film

festival for its 2010 mobile media experience Walking Cinema: Murder on

Beacon Hill. The group has since garnered many awards for its production

including the Gold Muse Award and a the Boston Globe’s “Best of Boston.”

Walking Cinema has presented its work at the Venice Biennale, Adobe Max,

and in museums sites around the world.

The company has received numerous grants from the National Endowment

for the Humanities and worked closely with Audible/Amazon on podcast

and interactive audio projects.
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