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Exercise 3	Locate the crowd
To identify oneself with cultural traits such as a story, character, actor, place or fantasy adds strong incentives for pop culture tourists. Here you will work to find new target groups based on stories, passions, locations and communities in a borderless and global backdrop.
Based on the previous exercise about local stories and opportunities, we will ask ourselves what motives potential pop culture tourists in your region would have and which ones of these you can connect with actively. Remember that your possible uptake arena is the whole world.
Below is a matrix with different categories relevant to the imagined targets groups, in two groups:
· Motivational aspects and expectations (on the left side) – what the pop culture tourists are looking for.
· Background, needs and preferences (on the top) – what defines the target groups, including demography and attitudes.
Use the matrix to explore who the persons behind pop culture tourism actually are and can be at your destination:
· Associate freely on your destination’s possibilities and overlapping similarities with motives among the pop culture crowd.
· The matrix should be filled out with definitions of who the pop culture tourists coming to you could or should be.
· Try to answer to the categories on the top (background & needs) for each relevant category on the left (motives & expectations)
· Compare the background of targets groups with different motives with each other – are there many differences and what are they?
· Highlight up to 4 motives most relevant to you and elaborate further on how to cater to the targets groups’ needs and desires.

Add lines in the table or make copies as needed. It could be useful to print page 2 and 3 in A3-format to make appropriate space.



	Background
& needs
Motives
& Expectations

	Age, gender, family situation, income
	Countries of origin, culture, climate, etc.
	Ways of travelling,  living and eating
	Attitudes, lifestyle, knowledge level, etc.
	Digital access, social media, online activity

	Location tourism
	
	
	
	
	

	Fandom and passion
	
	
	
	
	

	Emotional escapes
	
	
	
	
	

	Active experiences
	
	
	
	
	

	Story and drama
	
	
	
	
	

	Identity and loyalty
	
	
	
	
	

	Social community
	
	
	
	
	

	Immersive experiences
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