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EXECUTIVE SUMMARY

This deliverable outlines the technology transfer activities carried out under Spoke 2 of the e.INS
project, Ecosystem of Innovation for Next Generation Sardinia. These efforts focus on fostering
innovation and enhancing the competitiveness of Sardinia’s tourism and cultural heritage sectors. By
promoting the adoption of advanced technologies, digital tools, and collaborative frameworks, Spoke
2 supports SMEs, local communities, and other stakeholders in achieving sustainable growth and
innovation.

Building on the Technology Transfer Plan outlined in Deliverable 8, this document provides a
comprehensive account of the processes and outcomes related to the transfer and implementation of
innovative tools and methodologies. A central focus of these efforts is the Tourism Module, a core
element of the centralized data platform developed under Spoke 2. The transfer of this module has
been designed to equip SMEs and policymakers with advanced analytics and visualization tools,
enabling them to adopt data-driven approaches to decision-making, customer engagement, and
resource management.

Equally important are the collaborative mechanisms established to connect academic research with
practical applications. This includes the transfer of research themes related to innovation,
digitalization, and cultural heritage, facilitating partnerships between research institutions and
industry stakeholders. Programs aimed at fostering collaboration and the development of use cases
tailored to local needs have enabled SMEs to address challenges and leverage new opportunities.
These initiatives underscore the strategic role of research in driving innovation and supporting
sustainable development in the region.

The document also examines funding mechanisms implemented to support SMEs and startups, such
as cascade calls that provide financial resources to encourage the adoption of transformative
technologies. These funding initiatives have played a critical role in enabling local businesses to
integrate advanced solutions and enhance their competitiveness.

Finally, the report highlights additional actions within the Technology Transfer Plan, including the
establishment of SME networks to promote knowledge sharing, the implementation of training
programs to build capacity, and community engagement initiatives aimed at ensuring broad access to
the benefits of innovation. While these actions are introduced briefly, they are further elaborated in
dedicated deliverables.

Related Documents
e Project proposal

e D2 - Project Plan of the Multidimensional Platform




MISSIONE 4
ISTRUZIONE
RICERCA

e D5 - Technological architecture and requirements of the digital platform; Dashboard for
action monitoring

e D8 - Technology transfer plan

e D9 - Cascade calls

e D12 - Training and knowledge transfer activities
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1. INTRODUCTION

This deliverable reports on the technology transfer activities carried out as part of Spoke 2 within the
e.INS project, titled Ecosystem of Innovation for Next Generation Sardinia. The primary focus of
these activities is to foster innovation and enhance competitiveness in Sardinia's tourism and cultural
heritage sectors. By promoting the adoption of advanced technologies, digital tools, and collaborative
frameworks, Spoke 2 aims to support Small and Medium Enterprises (SMEs), local communities,
and other stakeholders in their efforts toward sustainable growth and innovation.

The document builds on the Technology Transfer Plan outlined in Deliverable 8, providing a detailed
account of the methodologies, initiatives, and outputs achieved during the implementation phase. The
deliverable is structured to provide a comprehensive overview of the activities carried out under
Spoke 2.

Chapter 2 focuses on the transfer and implementation of the Tourism Module, a core component of
the centralized data platform developed under Spoke 2. This activity is aimed at equipping SMEs and
policymakers in Sardinia's tourism and cultural heritage sectors with advanced tools to adopt data-
driven approaches for decision-making and operational efficiency. The transfer process centers on
enabling stakeholders to utilize the Tourism Module effectively. SMEs are supported in leveraging
its analytics and visualization tools to gain insights into visitor preferences, refine their offerings, and
align strategies with sustainable tourism growth. For public authorities, the module facilitates
evidence-based decisions through interactive dashboards and map-based visualizations, enhancing
resource allocation and territorial management. Aligned with the objectives outlined in Deliverable
D8, this transfer emphasizes not only the deployment of the module but also capacity building among
stakeholders to ensure its adoption. The module’s specifications and functionalities, detailed in
Deliverables D2 and DS, form the foundation for its integration.

Chapter 3 focuses on the collaborative mechanisms established to transfer research themes related to
innovation, digitalization, and cultural heritage to local businesses and communities. This initiative
represents a key element of the technology transfer strategy, connecting academic research with
practical applications to address specific challenges and opportunities in Sardinia's tourism and
cultural heritage sectors. The transfer of research outputs is anchored in two main actions: the
"Research-Industry Collaboration Program" and "Collaborative Use Case Development with Local
Stakeholders," both outlined in Deliverable D8. These actions aim to translate academic knowledge
into tangible benefits for local enterprises, enhancing their operational capabilities while supporting
sustainable development and cultural preservation. By aligning research findings with the needs of
SMEs and public authorities, these initiatives contribute to improving visitor experiences, optimizing
resource management, and promoting Sardinia’s rich cultural heritage. The "Research-Industry
Collaboration Program" has been particularly instrumental in strengthening the connection between

9
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academic institutions and SMEs. It facilitates the practical application of research through structured
activities, including the development of applied use cases and the provision of tools tailored to the
specific needs of local businesses. Each initiative within the program follows a standardized
framework that ensures clarity and coherence, covering the scope of the transfer, applied use cases,
expected outputs, implementation steps, completed activities, and next steps. The collaborative use
case development further enhances the transfer process by engaging local stakeholders in the co-
creation of solutions. This participatory approach ensures that the outputs are not only relevant but
also directly address the unique challenges faced by SMEs and communities in the region. By
fostering these connections and creating opportunities for shared learning, the efforts reported in this
chapter highlight the progress made in aligning academic research with local needs.

Chapter 4 highlights the funding mechanisms established within Spoke 2 of the e.INS project to foster
innovation and support the digital transformation of Sardinia’s tourism and cultural heritage sectors.
Through cascade calls, financial resources have been allocated to empower SMEs and startups,
promoting the adoption of advanced technologies and enhancing their competitiveness and
sustainability. The first call, "Aiuti all’Innovazione," distributed €874,671.89 to 14 projects across
diverse sectors, including museum management, travel services, and cultural innovation. This
initiative enabled local businesses to integrate technological solutions into their operations while
addressing sector-specific challenges. To support beneficiaries, the University of Sassari organized a
workshop where funded businesses presented their projects and received guidance on
implementation. Building on this success, two additional calls were launched in December 2024,
focusing on SMEs and startups. The PMI Innovation Call supports SMEs in adopting technologies
such as augmented reality, IoT, and cloud solutions, while the Start-up Innovation Call targets
ventures aiming to innovate through scalable solutions like Al and blockchain.

Chapter 5 addresses additional actions within the Technology Transfer Plan, such as the establishment
of SME networks, the implementation of training programs, and initiatives to engage actively with
local communities. While these actions are briefly introduced, they will be elaborated in dedicated
deliverables: D12 for training programs, D13 for networking, and D18 for community engagement.

Finally, Chapter 6 concludes the deliverable by synthesizing the outcomes achieved and providing
recommendations for future activities

10
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2. Digital Platforms for Data Analysis and Policy Formulation

The activity reported here focuses on transferring and implementing a data-driven platform designed
to provide actionable insights for SMEs and policymakers, empowering stakeholders in the tourism
and cultural heritage sectors to utilize advanced analytics for improved decision-making and
operational efficiency. As a core element of the centralized data platform developed within Spoke 2,
this initiative focuses on the transfer of the Tourism Module, which serves as the central component
of the platform. This effort aligns with the objectives outlined in the "Development of Digital
Platforms for Data Analysis and Policy Formulation" action, as specified in the technology transfer
plan detailed in Deliverable DS.

The Tourism Module is specifically designed to empower Small and Medium Enterprises (SMEs)
and public decision-makers in Sardinia’s tourism and cultural heritage sectors. By leveraging
advanced data analytics and visualization tools, the module provides stakeholders with the ability to
collect, analyze, and utilize data effectively, thereby enhancing customer engagement, improving
decision-making processes, and optimizing operational efficiency. This initiative not only facilitates
the adoption of evidence-based strategies but also contributes to the sustainable development of the
region’s tourism ecosystem. Moreover, the module aligns with the national Tourism Digital Hub
(TDH), an initiative led by the Italian Ministry of Tourism under the PNRR Mission M1C3,
Investment 4.1. The TDH seeks to overcome fragmentation and inconsistencies in the tourism sector
by fostering digitalization and integration among operators and services. In Sardinia, the Tourism
Module aims to embody these objectives. As the Tourism Module evolves, its functionalities and
insights will be integrated with the TDH, creating a synergistic relationship that strengthens the digital
tourism infrastructure at both regional and national levels. This integration will enable a seamless
exchange of data and strategies, further amplifying the goals of inclusivity, sustainability, and
economic growth across the broader tourism ecosystem. Comprehensive design specifications and
functionalities of the Tourism Module are detailed in Deliverables D2 and D5, which provide the
foundation for its application and integration.

The primary objective of this transfer is to equip SMEs and public authorities with the tools and
knowledge necessary to effectively utilize the Tourism Module. For SMEs, the module offers
advanced functionalities that provide insights into visitor preferences, enabling them to refine their
offerings, enhance customer satisfaction, and align their strategies with sustainable tourism growth.
For public authorities, the module serves as a comprehensive instrument for data-driven policy-
making. By integrating tools such as the EU Tourism Dashboard, it offers access to a wide range of
tourism-related indicators, including economic performance, social and employment aspects, and
environmental impacts. This integrated tool facilitates informed decision-making, allowing
policymakers to develop and implement strategies that promote sustainable and inclusive tourism
development.

These functionalities will be integrated with the outcomes of two other projects in which the authors
of this activity are actively involved, namely SKET-Monitor and C-WISE, which are funded under

11
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other ecosystems of the call "PNRR Mission 4, “Education and Research” — Component 2, “From
Research to Business” — Line of Investment 1.5 (NextGenerationEU)."

The SKET-Monitor project, funded under the FAIR (Future Artificial Intelligence Research)
innovation ecosystem, focuses on developing intelligent systems for environmental monitoring by
combining advanced Knowledge Representation and Reasoning (KR&R) techniques with ICT tools.
The project aims to protect high-risk territories, preserve cultural and natural heritage, and enhance
emergency management capabilities. A key emphasis is placed on promoting sustainable tourism by
linking environmental preservation with cultural heritage strategies. The expected outputs include a
comprehensive data monitoring system that supports evidence-based policy-making, improves
emergency response mechanisms, and fosters sustainable development in areas of cultural and
environmental significance.

The C-WISE project, part of the RAISE (Robotics and Al for Socio-Economic Empowerment)
innovation ecosystem, is dedicated to enhancing citizen well-being and delivering personalized urban
services. By leveraging an Urban Data Platform and a Citizen Digital Twin, the project uses real and
synthetic data to support predictive and adaptive policy-making. It focuses on improving
accessibility, optimizing urban infrastructure, and tailoring services to diverse citizen needs. The
initiative aims to develop a prototype decision support system for piloting in Alghero, Sardinia, with
the goal of fostering evidence-based governance and regional adoption of these advanced
technologies.

By integrating the insights and tools developed in SKET-Monitor and C-WISE, the Tourism Module
will provide a robust platform for local SMEs and policymakers, enabling them to align
environmental monitoring, citizen well-being, and tourism strategies for holistic territorial
management.

The transfer process will include training sessions, hands-on workshops, and collaborative
engagements to ensure that SMEs and policymakers can effectively use the Tourism Module to
achieve their goals. These actions will be thoroughly described in the respective deliverables, namely
D13 and D18.

The upcoming sections aim to provide an overview of the initiative’s scope and implementation. They
begin by describing the applied use cases, which illustrate practical scenarios where the Tourism
Module has been utilized to generate actionable insights for tourism and territorial development. This
is followed by a discussion of the expected outputs, outlining tangible outcomes such as enhanced
service offerings, improved customer engagement, and data-driven policy formulation.

The steps taken so far are then detailed, covering the technical and procedural milestones achieved,
including platform design, data integration, user onboarding, and advanced analysis. A summary of
completed activities highlights the progress made to date, such as the development of prototypes, data
collection efforts, and initial user engagements. Finally, the next steps are identified, focusing on

12
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refining functionalities, expanding user engagement, and integrating insights into practical
applications.

2.1. Applied Use Cases: Leveraging Data Analytics for Tourism and Territorial
Development

2.1.1. Use Case 1: Comprehensive Market Insights for SMEs

Objective: Empower SMEs with advanced analytics to improve their marketing strategies, optimize
customer experiences, and identify emerging trends.

Scenario: A hotel in Sardinia utilizes the platform to analyze customer feedback from reviews and
social media. By leveraging topic modeling, sentiment correlation, and keyword extraction, the hotel
identifies a recurring demand for personalized concierge services and 24/7 room service. In response,
the hotel enhances its concierge offerings, introducing tailored local activity recommendations and
expanding its room service menu to include late-night dining options.

2.1.2. Use Case 2: Enhanced Feedback Management for SMEs

Objective: Enable SMEs to create and manage online profiles that centralize customer feedback
collection and analysis, empowering them to refine strategies and improve market positioning.

Scenario: An agriturismo in a rural Sardinian village establishes an online profile through the
platform to aggregate customer reviews. Using sentiment analysis tools, the business discovers key
themes of praise (e.g., scenic surroundings and warmth of service) and areas for potential
improvement (e.g., variety in local food offerings).

2.1.3. Use Case 3: Data-Driven Territorial Governance by Evidence-Based for Tourism
Policies

Objective: Equip local authorities with a comprehensive dashboard to monitor and analyze tourism
ecosystem dynamics, such as visitor flows and area vulnerability, enabling data-driven decision-
making for sustainable territorial governance.

Scenario: A municipality tourism board in Sardinia utilizes the Tourism Module to evaluate visitor
flows. By integrating data from geospatial analytics, the module generates a dashboard highlighting
patterns such as peak visitation times and potential stress points in particular city areas. Vulnerability
assessments reveal areas at risk of overcrowding or environmental degradation. These insights enable
authorities to allocate resources strategically, plan interventions to mitigate impact, and make
informed decisions regarding the provision of services.

13
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2.2. Expected Outputs

Improved Service Offerings: SMEs can develop and implement refined service strategies
based on customer feedback.

Enhanced Customer Engagement: Insights from sentiment analysis and keyword extraction
enable SMEs to tailor experiences to customer preferences, boosting satisfaction and loyalty.

Optimized Marketing Strategies: SMEs utilize thematic insights to create targeted
marketing campaigns, highlighting their strengths and addressing customer priorities, such as
personalized services.

Centralized Feedback Systems: SMEs establish and maintain online profiles that aggregate
customer reviews across platforms, enabling streamlined feedback management.

Actionable Insights for Growth: Businesses identify and act on key areas of improvement
(e.g., diversifying local food offerings) while reinforcing praised elements, such as hospitality
and scenic value.

Strengthened Competitive Positioning: By leveraging detailed feedback analysis, SMEs
enhance their market presence and customer satisfaction, securing a competitive edge in the
tourism industry.

Evidence-Based Policy Development: Local authorities use aggregated data and geographic
visualizations to craft policies that address visitor needs and promote sustainable tourism
practices.

Stakeholder Collaboration: Authorities engage with community stakeholders to co-create
initiatives, fostering alignment between local development goals and visitor expectations.

Improved Visitor Experiences: Data-driven insights lead to better-managed tourist hotspots,
addressing logistical concerns and ensuring a more satisfying experience for visitors.

2.3. Steps

1.

Platform Design and Development:

a. Define the technical and functional requirements to support data aggregation,
sentiment analysis and keyword extraction for SMEs and local authorities.

b. Develop modules tailored for specific functionalities, such as customer feedback
management for SMEs and territorial data analysis for public authorities.

2. Data Gathering and Integration:

a. Collect data from diverse sources, including online reviews, social media, and direct
user feedback.

14
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b. Ensure robust data preprocessing, such as cleaning, standardization, and
categorization, to facilitate accurate analysis.

3. Prototype Development and Initial Testing:

a. Build a prototype that integrates user-friendly interfaces for both SMEs and local
authorities, ensuring easy access to data insights and reporting tools.

b. Engage a representative sample of users to test the prototype, focusing on usability and
relevance.

4. User Onboarding and Training:

a. Conduct workshops for SMEs to create and manage their profiles, emphasizing how
to leverage sentiment analysis and keyword extraction tools.

b. Provide training sessions for local authorities on using heatmaps and territorial
management dashboards.

5. Advanced Data Analysis and Insights Generation:
a. For SMEs:

1.Use clustering techniques to group customer feedback into actionable themes, such as
service quality and amentities.

ii.Apply sentiment analysis and keyword correlation to identify strengths and
improvement areas.

b. For Local Authorities:

1.Analyze aggregated visitor data to highlight trends, such as popular tourist spots or
recurring concerns (e.g., transportation and waste management).

i1.Utilize heatmaps and geographic clustering to visualize areas requiring attention or
investment.

6. User-Centric Adaptation and Policy Formulation:

a. SMEs:

1.Refine service offerings based on insights, such as introducing tailored concierge
services or expanding dining options.

ii.Use trends to design targeted marketing campaigns and improve customer satisfaction.
b. Local Authorities:

1.Formulate data-driven policies that address identified concerns (e.g., improving public
transport or implementing waste management programs).
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ii.Collaborate with local businesses to align development efforts with community and
visitor needs.

2.4. Summary of Completed Activities

1.

Platform Design and Development

Step 1a: The technical and functional requirements for the platform have been
comprehensively defined, focusing on enabling data aggregation, sentiment analysis, and
keyword extraction for SMEs and local authorities. This activity was carried out as part of
WPI and is documented in Deliverable D5.

Step 1b: Prototypes for critical functionalities, such as sentiment analysis, and keyword
extraction, have been developed. Research outputs include:

o "Discovering Sentiment Insights: Streamlining Tourism Review Analysis with Large
Language Models," by Dario Guidotti, Laura Pandolfo, and Luca Pulina (accepted for
publication in Information Technology & Tourism, Springer).

e "LLMs for Sentiment Analysis in Tourism Reviews: A Resource-Efficient Approach,"
by Dario Guidotti, Laura Pandolfo, and Luca Pulina (presented at The 36th IEEE
International Conference on Tools with Artificial Intelligence).

This activity was carried out as part of WP1.
Data Gathering and Integration

Step 2a: The base data gathering process has been completed. Data from online reviews,
social media, and user feedback has been aggregated.

Step 2b: Algorithms for data cleaning, standardization, and categorization are currently being
developed to enable the integration of raw data into the platform.

These activities have been carried out in close correlation with the broader efforts conducted under
WP1 to ensure consistency and alignment across related objectives.

3.

Prototype Development and Initial Testing

Step 3a: Prototypes for user interfaces are under development. User models, stereotypes, and tasks
have been designed. Tools like Apache Superset and Grafana are being tested for dashboard
integration with the platform database. Also this activity was carried out in conjunction with WP1.

4.

User Onboarding and Training

Step 4a: A training framework has been outlined for SMEs to create and manage profiles,
with an emphasis on leveraging sentiment analysis and keyword extraction tools. This training

is part of the upcoming activities documented in D12 as part of WP3.
16




MISSIONE 4
ISTRUZIONE
RICERCA

2.5. Next Steps
Platform Design and Development, Step 1b

Further refinements to prototype functionalities, including tourism index calculation and
advanced keyword extraction, will be completed. Updates will be documented in D6 as part of
WPI.

Data Gathering and Integration, Step 2b

The data cleaning process will be finalized to ensure raw data can be seamlessly integrated into
the platform. This involves standardization and categorization for accuracy in analysis. Also this
activity will be documented in D6 as part of WPI.

Prototype Development and Initial Testing, Step 3b

To cover this point, we organize a Stakeholder Engagement and Feedback Initiative, fostering
active collaboration with SMEs, local authorities, and other key actors in Sardinia's tourism and
cultural sectors. This initiative ensures that the platform's functionalities are directly informed by
the practical needs and insights of its intended users, creating a user-centric tool designed to
enhance operations and policy-making.

As part of this initiative, stakeholders are invited to participate in the platform’s experimental
phase through an open call for expressions of interest (EOI). This mechanism allows interested
participants to gain early access to the platform’s features, such as sentiment analysis and keyword
extraction. The initiative emphasizes collaboration, actively seeking feedback on usability,
functionality, and areas for improvement. Participants’ contributions are central to shaping the
platform’s development, ensuring it remains user-friendly and tailored to its audience's needs.

The engagement effort has been widely promoted through events, digital outreach, and
partnerships with business associations, ensuring accessibility across Sardinia. These will be part
of the regional outreach program scheduled for January 2025, involving workshops in Sassari,
Olbia, Nuoro, and Oristano.

Applications are open until March 2025, after which selected participants will receive tailored
training and support. SMEs will be guided in setting up profiles and using analytical tools, while
local authorities will be trained to apply advanced features like heatmaps and trend monitoring to
their strategic planning. By integrating user input and providing robust training, this initiative
ensures that the platform bridges technological innovation with operational needs.

This activity is closely coordinated with those in WP4.

User Onboarding and Training, Step 4b
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For local authorities, specific emphasis will be placed on interpreting heatmaps to visualize
visitor activities and geographic clustering data that highlights popular locations and areas
requiring intervention. These training sessions will include practical demonstrations, guided
exercises, and case studies to familiarize participants with the platform’s tools and how to
integrate these insights into their daily operations. This activity will be part of WP3.

Advanced Data Analysis and Insights Generation, steps Sa and 5b

Analytical tools within the platform will be refined to meet the diverse needs of SMEs and local
authorities. For SMEs, clustering techniques will be enhanced to group customer feedback into
actionable themes, such as service quality, amenities, and unique customer preferences. These
tools will allow businesses to identify trends and sentiments within the data, enabling them to
focus on specific areas for improvement.

For local authorities, the development of heatmaps and geographic clustering functionalities will
allow for sophisticated data visualization, enabling a better understanding of visitor trends and
their impact on infrastructure and services. By identifying patterns in visitor interactions,
authorities can make informed decisions about where to focus resources and prioritize
interventions.

User-Centric Adaptation and Policy Formulation, steps 6a and 6b

Insights from the platform will guide SMEs in refining services, such as expanding concierge
options or enhancing dining offerings. Data-driven policy development will be prioritized for
local authorities, focusing on public transportation and waste management improvements.
Collaboration with local businesses will align efforts with community and visitor needs. This
activity will be carried out in collaboration with WP4.

2.6. Final Considerations

This initiative illustrates how data-driven technologies can support both SMEs and public decision-
makers in Sardinia's tourism and cultural heritage sectors. By introducing practical tools such as
sentiment analysis, keyword extraction, and geospatial visualization, the project aims to provide
stakeholders with actionable insights to refine their operations, improve decision-making, and foster
more sustainable tourism practices.

For SMEs, the platform offers opportunities to better understand their customers and adapt to
emerging trends. Whether it is a hotel tailoring its concierge services based on feedback or an
agritourism business enhancing its offerings to align with visitor expectations, the platform's tools
help businesses remain competitive in an evolving market. By centralizing and analyzing customer
feedback, businesses can make informed decisions that directly enhance customer satisfaction and
operational efficiency.

Public decision-makers, too, stand to benefit significantly from this initiative. Tools like heatmaps

and interactive dashboards allow local authorities to better understand visitor patterns and resource
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needs, enabling them to address issues such as transportation, waste management, or overcrowding
at popular sites. These capabilities facilitate evidence-based policy-making that aligns with
sustainable development goals while addressing the practical needs of both residents and visitors.

A key strength of this initiative lies in its adaptability across different types of tourism. From rural
and gastronomic tourism to experiential and cultural tourism, the platform supports a wide range of
stakeholders, demonstrating its versatility in addressing the diverse needs of the sector. This
flexibility helps bridge the gap between private enterprises and public policies, fostering collaboration
and coherence across the tourism ecosystem.

By incorporating insights from related projects, the initiative also aligns tourism strategies with
broader regional priorities. This integration allows for a more holistic approach to territorial
management, where tourism development contributes to environmental preservation and citizen well-
being. While the tools themselves are advanced, the success of the initiative ultimately depends on
how effectively they are used. To this end, the planned training sessions and workshops are crucial.
By equipping SMEs and public authorities with the knowledge and skills to use the platform
effectively, the project ensures that its tools are practical and accessible.

In summary, while this initiative does not claim to revolutionize the tourism sector, it offers a
meaningful step toward a more data-informed and adaptive tourism ecosystem.
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3. Transfer of Research Themes Focused on Innovation, Digitalization, and

Cultural Heritage

The transfer of research themes related to innovation, digitalization, and cultural heritage plays an
important role in our technology transfer strategy. This initiative seeks to connect academic research
with practical applications, fostering collaboration between university scholars and local stakeholders
in Sardinia’s tourism and cultural heritage sectors.

In particular, the actions "Create a Research-Industry Collaboration Program" and "Collaborative Use
Case Development with Local Stakeholders", as reported in Deliverable 8, have focused on
translating research into practical benefits for local enterprises. These activities aim to provide local
businesses with tools and approaches to address specific challenges and explore new opportunities.

The progress made so far would like to contribute to improve the operational capabilities of SMEs
while supporting sustainable development and cultural preservation in the region. By aligning
research outputs with local needs, these efforts are helping to develop solutions that enhance visitor
experiences, improve resource management, and highlight Sardinia’s cultural heritage.

The following subsections outline the work carried out under these actions, providing an overview of
the activities and collaborations undertaken to date.

3.1. Creation of a Research-Industry Collaboration Program

This section reports the activities carried out as part of the "Research-Industry Collaboration
Program", an initiative designed to strengthen the connection between academic research and local
SMEs in the tourism and cultural heritage sectors, as reported in D8. The program aims to support
the practical application of research findings to address specific industry challenges.
Each initiative within this program is described in the following subsections and follows a structured
format to provide clarity and coherence:

e Scope of the Knowledge/Technology Transfer

e Applied Use Cases

e Expected Outputs

e Steps

e Summary of Completed Activities

e Next Steps
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3.1.1. Initiatives by the University of Sassari (Spoke Leader)

3.1.1.1. Enhancing museum projecting with digital content developed through Al
(Nicolo Atzori)

Scope of the Knowledge/Technology Transfer

This knowledge transfer initiative focuses on utilizing artificial intelligence to create engaging digital
products for enhancing the accessibility and appeal of cultural heritage. The centerpiece of this effort
is the development of Archie, a digital character inspired by a bronze statuette of a Nuragic archer, a
significant artifact displayed at the Villa Abbas Archaeological Museum in Sardara. The character
represents a novel communication tool designed to connect with younger audiences, including
children and school-aged visitors, by making museum content more interactive and relatable and
visually characterizing the site itself.

Through graphical and digital storytelling elements, Archie serves as a bridge between historical
artifacts and modern educational methods, enriching the visitor experience and promoting the
museum’s collection and activities. The initiative aligns with broader objectives of cultural heritage
valorisation by using Al and digital technologies to foster engagement and inclusivity in museum
contexts.

This approach is envisioned as a replicable model for small and local museums across Sardinia. By
adapting the Archie initiative, these institutions can enhance the accessibility and attractiveness of
their collections, fostering engagement with diverse audiences while promoting regional cultural
heritage.

Applied Use Case: Al-Driven Character Archie for Museum Projection

Objective: Leverage Al to create a digital character that enhances the accessibility and educational
value of cultural heritage, targeting younger audiences and promoting museum activities.

Scenario: The Villa Abbas Archaeological Museum in Sardara sought to develop innovative ways to
engage children and school-aged visitors with its collection, particularly its iconic Nuragic bronze
statuettes. The solution involved creating Archie, an Al-based digital character inspired by the
museum’s archer artifact. Archie became a versatile educational and communication tool, integrated
into workshops, exhibitions, and the museum’s broader museographic design.

Expected Outputs

e Increased engagement with cultural heritage through Al-driven digital tools, particularly
among younger audiences.

e Creation of engaging educational experiences that connect visitors with Sardinian cultural
heritage in meaningful ways.

o Strengthened ties with local communities and cultural organizations through the adoption of
tools like Archie.
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e A validated model for knowledge transfer that can be adapted and replicated in small and local
museums across Sardinia, enhancing their cultural offerings and outreach strategies.

Steps

1. Development of the digital character:

o Using Al and graphic design tools, Archie was created to replicate the appearance and
attributes of the Nuragic archer bronze statuette.

e The character was imbued with interactive storytelling capabilities to make historical
narratives more engaging for young audiences.

2. Integration into museum activities:

e Museographic design: Archie will also be incorporated into the museum’s exhibits,
serving as a guide to help explain complex historical and archaeological content in a
child-friendly manner.

e Educational workshops: Archie was featured in hands-on activities where children
could interact with the character through digital and printed media, learning about the
Nuragic civilization in an accessible and enjoyable way.

3. Community and stakeholder engagement:

e Local associations and cultural groups embraced Archie’s model utilizing and
developing its cultural objects; in facts, they now regard it as symbol of Sardara’s
heritage, using the character in community events and promotional activities.

e The cooperative managing the museum acted to integrate Archie into their broader
outreach and educational programs.

Summary of Completed Activities

The development of Archie, a digital character inspired by the Nuragic archer bronze statuette, has
made steady progress, achieving several important milestones. Using Al and graphic design tools, the
character was carefully designed to replicate the appearance of the original artifact while
incorporating interactive storytelling features to engage younger audiences. Archie has been
introduced into museum activities, where it plays a role in helping children understand archaeological
content through exhibits and workshops. These workshops allowed children to interact with Archie
in both digital and printed formats, making the learning process about the Nuragic civilization more
approachable and enjoyable. The character has also gained support from local associations and
cultural groups, who have embraced Archie as a representation of Sardara’s heritage and integrated
it into community events and promotional efforts. Additionally, the cooperative managing the
museum has included Archie in its educational and outreach programs, further extending its use in
fostering cultural learning and engagement.

Next Steps
Archie represents an example of how Al-driven digital characters can be used to engage audiences

and facilitate knowledge transfer in cultural heritage contexts. This model holds significant potential
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for replication in smaller local museums across Sardinia, where similar tools could help enhance the
accessibility and appeal of their collections.

In an initial dissemination phase, Archie was disseminated through the museum's social media and in
graphics inherent in public-facing activities such as workshops and generic initiatives; for example,
it became the “brand” of a certificate given to young participants in a workshop for boys and girls
who thus became tangibly familiar with this figure.

Regarding the next steps for this initiative, they can be outlined as follows:

4. Enhancing and Implementing the Character-Tool:
The initial step would involve fully activating Archie within the museum, making it a versatile
virtual character. This would include features such as augmented reality, gamification
elements, and graphical or textual supports to enrich the visitor experience. The focus would
be on creating an engaging and accessible tool for museum visitors, particularly younger
audiences.

5. Expanding the Model to Other Museums:
This stage would explore the potential to adapt Archie’s model to other museums with
compatible collections. The aim is to develop similar digital tools that enhance the appeal and
accessibility of exhibits, especially for children. By leveraging the technological resources
and expertise provided through the Spoke project, the initiative would advocate for the
adoption of this model by small cultural enterprises and, where appropriate, schools. The
university would play a supportive role, providing guidance and coordination to ensure
effective implementation.

6. Archie as a Cultural Educator for Sardinian Prehistory in Schools:
A future phase could involve utilizing Archie, or similar characters, as an educational resource
tailored to local cultural contexts. Through co-created storytelling and interactive content,
developed in collaboration with stakeholders during WP4, Archie could serve as a guide for
introducing students to Sardinian prehistory. These educational activities, targeting
elementary schools, would offer engaging multimedia experiences to help students explore
the island’s history and heritage in an accessible and enjoyable way.
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3.1.1.2. Tourism Promotion through Gamification and Playful Design (Nada Beretic)
Scope of the Knowledge/Technology Transfer

The integration of gamification and interactive design into cultural tourism is an ongoing effort aimed
at making heritage sites more engaging and accessible. One key concept under development is the
use of interactive “gadget-like” tools, such as postcards with stickers that integrate digital content
accessible via smartphones or tablets. These tools combine physical and digital experiences, allowing
visitors to engage with site information, invented stories, and other interactive elements both during
their visit and afterward.

This approach focuses on diversifying traditional methods of promoting cultural heritage, creating
memorable experiences that make cultural tourism more appealing to a broader audience.

Applied Use Case: Gamification for Cultural Heritage Promotion

Objective: Explore how gamification and interactive design can make cultural heritage sites more
dynamic and attractive, offering engaging and personalized experiences to visitors.

Scenario: At the Nuraghe Palmavera site, interactive tools are being developed to provide an
alternative way to engage visitors, including individual tourists and groups. These tools are designed
to create playful yet educational experiences, fostering deeper connections with the site’s history and
culture.

Expected Outputs

o Development of playful tools that make cultural heritage sites more dynamic and appealing,
fostering deeper visitor connections with history and culture.

e Introduction of gamified elements, such as postcards with digital markers or QR codes,
providing accessible and engaging formats for exploring historical content.

o Enhanced storytelling techniques that merge physical and digital formats to enrich the visitor
experience.

e Seamless incorporation of interactive tools into guided tours, workshops, and other visitor
activities, enhancing the educational and entertainment value of the site.

e A replicable model for integrating gamification and interactive design into other cultural
heritage contexts.

Steps

1. Developing Interactive Tools:
e Creating physical items such as postcards with stickers that include digital markers or
QR codes.
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o Linking these markers to digital content like stories, historical details, or virtual
representations, making the site’s heritage accessible in a playful format.

2. Testing with Stakeholders:

o Collaborating with local heritage site managers to prototype these tools.
e Organizing focus groups with visitors and local tourism operators to evaluate the
effectiveness of the interactive materials.

3. Integration into Visitor Experiences:

e Incorporating the interactive tools into guided tours and workshops.
e Offering the tools as souvenirs that extend the experience beyond the visit.

Summary of Completed Activities

Activities implemented until now include preparatory steps for the design of a physical prototype.

These include:

The organisation of an event aimed at sharing experiences by bringing together experts in
various fields around gamification and playful design (Game Studies, gamification in museum
contexts, psychology of the game experts, gamification design professionalists from the
private sector, and etc.) and local stakeholders, particularly the demonstrator subject for the
later prototyping. This activity is organised within Task 3.3.

The event marked the first activity in the “trust-building” process, which was followed by
four field research visits distributed over the course of a year.

Those “in situ” research also served other two main purposes. First, they strengthened bonds
with the site's managing cooperative, paving the way for co-design through informal
conversations. During these interactions, information was gathered about the general
dynamics and functioning of the site, the duration of visits, and more detailed insights into the
typology of visitors. This data serves as an input for identifying visitor types as potential users
of the "gadget" to be designed. Second, the research aimed to gather visual materials of the
site, which will be useful for the subsequent production of digital content. This activity
directly aligns with the objectives of WP4, focusing on digital storytelling.

In parallel, desk research on playful design and heritage sites was conducted. This material
will contribute to scientific dissemination efforts.

Next Steps

The upcoming months will focus on organising the collected materials into publications and
preparing educational materials.

A workshop is planned for the march.

From april onward, the next steps will include the realisation of the physical prototypes and
virtual contents, which will be tested during the summer, coinciding with the peak tourist
season.
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3.1.1.3. Knowledge Transfer for Enhancing Tourism Promotion through Digital
Storytelling (Lucia Cardone and Giulia Simi)

Scope of the Knowledge/Technology Transfer

The ongoing initiative focuses on transferring best practices in digital storytelling to enhance the
promotion of cultural heritage and tourism experiences. Through techniques such as video
documentaries, audio and video podcasts, and reels, this approach aims to create emotionally
engaging narratives that highlight historical, cultural, and local traditions. By combining traditional
storytelling with modern multimedia tools, the initiative seeks to enrich the visitor experience and
foster deeper connections with the territory.

The knowledge transfer activities are designed to provide tools and techniques for crafting compelling
stories that can be disseminated online and offline, ensuring accessibility and widespread
engagement. These narratives can draw from oral histories, local traditions, and personal memories,
making them particularly effective for experiential, cultural, and educational tourism.

Applied Use Case: Digital Storytelling for Enhancing Cultural Tourism Experiences

Objective: Develop and implement digital storytelling techniques to create and distribute multimedia
content that promotes cultural heritage sites and traditions in Sardinia. This content will serve as a
tool to engage diverse audiences, including tourists and local communities, through emotionally
resonant and visually impactful narratives.
Scenario: The towns of Galtelli, Sassari, Alghero, Santu Lussurgiu, and Seui have been identified as
focal points for creating multimedia content. Each location will feature stories tailored to its unique
cultural heritage:
1. Galtelli: Videos and podcasts inspired by Grazia Deledda’s literary works to attract literary
tourism.
2. Sassari and Alghero: Videodocumentaries highlighting material and immaterial cultural
heritage, focusing on the history of women in the region and key historical sites.
3. Santu Lussurgiu: Narratives centered on Easter Week traditions, from musical practices to
gastronomic rituals.
4. Seui: Stories exploring "Su prugadoriu,” a local tradition linked to All Souls’ Day,
highlighting its cultural significance and continuity with modern festivities like Halloween.

Expected Outputs

e Tourism-Focused Digital Storytelling Guidelines: Development of comprehensive guidelines
for creating multimedia content tailored to promoting cultural heritage and tourism
experiences. These guidelines will include best practices for producing video documentaries,
audio podcasts, and reels that effectively highlight local traditions, historical narratives, and
unique cultural elements.
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Steps

Centralized Resource for Stakeholders: Establishment of a centralized digital repository
through the Spoke’s platform, enabling stakeholders to access and utilize the produced
guidelines and example multimedia content. The repository will serve as a reference for local
businesses, cultural operators, and tourism agencies to craft their own digital storytelling
initiatives. This output will use content created also as part of the WP4 activities (particularly
T4.1)

Prototypes for Practical Application: Creation and testing of multimedia guides and
interactive materials at selected cultural sites to demonstrate the application of the guidelines.
This output, as the latter, is also part of WP4 (T4.1) activity.

Enhanced Dissemination Strategies: Recommendations for integrating multimedia
storytelling into broader tourism promotion efforts, including social media campaigns, local
events, and partnerships with tourism agencies.

Guideline Development and Best Practices Definition: Identify and document best practices
in digital storytelling, focusing on tourism promotion.
o Develop step-by-step instructions for producing video documentaries, audio podcasts,
and reels, emphasizing their applicability to diverse cultural contexts.
e Collaborate with cultural and tourism stakeholders to ensure the guidelines align with
local needs and practices.
Content Creation and Prototyping: Design and produce multimedia narratives for each
selected location.
e QGaltelli: Create videos and podcasts inspired by Grazia Deledda’s literary works to
attract literary tourism.
e Sassari and Alghero: Develop videodocumentaries focusing on material and
immaterial cultural heritage, highlighting women’s history and key historical sites.
e Santu Lussurgiu: Craft narratives centered on Easter Week traditions, from musical
practices to gastronomic rituals.
e Seui: Produce stories exploring "Su prugadoriu," emphasizing its cultural significance
and connection to modern festivities like Halloween.
o Integrate the created content into multimedia guides to prototype the practical
application of storytelling in tourism contexts.
Centralized Resource and Platform Integration: The developed guidelines, example
multimedia content, and supporting tools will be made available through the Spoke’s
platform, as part of the WP1 activity related to private audiovisual memories, ensuring
stakeholders have easy access to these resources for adopting and implementing digital
storytelling techniques.
Stakeholder Engagement and Capacity Building: Empower stakeholders to utilize digital
storytelling techniques effectively.
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e Organize workshops and training sessions for local tourism businesses, cultural
institutions, and other stakeholders to familiarize them with the guidelines and
available resources.

e Provide practical, hands-on training in multimedia production and integration into
tourism promotion strategies.

5. Generalization and Broader Dissemination: Scale the project’s insights and outcomes for
broader use in tourism and cultural heritage contexts.

e Refine guidelines to ensure they are generalizable and applicable across various
cultural and geographical settings.

e Recommendations for integrating multimedia storytelling into broader tourism
promotion campaigns.

Summary of Completed Activities

o Exploratory study to identify the best use cases in terms of experiential narratives, also related
to the possibility of collecting personal memories

o First stage of selecting private archival resources for producing place-based documentaries
(as part of WP 1 activity, T 1.1.2, D4 deliverable)

o First stage of selecting residents to be interviewed to gather local and personal stories to be
used in in videodocumentaries and multimedia guides (as part of WP 4 activity, T.4.1 and

T4.3)
e Programming a workshop cycle on experiential and personal memory narratives to engage
tourists
Next Steps

1) The multimedia content created as part of this initiative will be integrated into the thematic
platform developed in WP1. In parallel, the storytelling elements will be further enhanced in
WP4.

2) Develop Guidelines and Best Practices
a) Draft concise, step-by-step guides for creating video documentaries, audio podcasts, and reels

tailored to tourism promotion.
b) Engage local tourism and cultural stakeholders to ensure guidelines address specific regional
needs.

3) Create and Prototype Content
a) Produce multimedia narratives for selected locations:
1) Galtelli: Videos/podcasts inspired by Grazia Deledda.
i1) Sassari/Alghero: Documentaries on heritage and women's history.
iii)) Santu Lussurgiu: Narratives on Easter Week traditions.
iv) Seui: Stories on "Su prugadoriu."”
b) Integrate this content into digital tourism guides to test storytelling applications.
4) Workshops cycle on community-based narratives
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a) Define community-based narratives and their importance in preserving cultural heritage.

b) Explore examples of successful community-driven storytelling projects.

c) Explore methods related to private and community memories to design and build stories as
part of promoting tourism.
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3.1.1.4.  Knowledge Transfer for the Valorization of Alta Gallura through Digital
Storytelling and Phygital Tourism (Federico Cuomo, Sonia Malvica)

Scope of the Knowledge/Technology Transfer

This initiative focuses on the promotion and valorization of Alta Gallura by developing a phygital,
innovative tourist scenario. It aims to create a sustainable ecosystem by combining cultural, natural,
and enogastronomic assets with digital tools. The project leverages participatory workshops, events,
and co-creation processes to produce narratives that reflect the region's unique identity while
enhancing its competitiveness as a tourist destination.

The initiative also seeks to strengthen community involvement and establish synergies among local
stakeholders, including SMEs, institutions, and cultural operators.

Applied Use Cases: Integrating Digital Storytelling into Phygital Tourism
Use Case 1: Digital Storytelling for Co-Created Narratives

Objective: Provide the Spoke platform with multimedia content on traditions, culture, and food-
and-wine excellence of Alta Gallura.The output will be the result of a co-participatory planning
process involving local stakeholder (e.g., residents), who will share personal storytelling about their
territory on specific themes: (e.g., “Racconti dall’Alta Gallura” section). An instance of smart good
practice for multisensorial-digital storytelling has been provided by the city of Ravenna (i.e.,
“Listening to the sounds of Ravenna”).

Scenario: Tourists visiting Alta Gallura can explore the region through digital storytelling available
on the Spoke platform. Such a narrative framework should offer an integrated experience of the
region’s cultural, gastronomic, and natural heritage, enriched by the direct testimonies and stories
shared by the local community. Additionally, visitors will have access to a network of geolocated QR
codes, enabling a phygital tourism experience through mapping. This approach could provide access
to multisensory content (e.g., territorial insights, stories directly narrated by residents), strategically
positioned to enhance the connection between the digital and physical dimensions of the region.

Use Case 2: Gamification / Serious Games for Visitor Engagement

Objective: Use gamification and/or serious games to create interactive tools that enhance the appeal
of cultural, natural, and gastronomic tourism in Alta Gallura. More precisely, the aim is to involve
the local community in identifying key locations and themes to shape the narrative and design of a
future “phygital” prototype.

Scenario: Tourists will gain access to an innovative tourism experience through the use of
gamification/serious games. To achieve this, the local community will play an active role,
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contributing to the identification of key-locations (SMEs inclusion is here recommended) and the
definition of central themes for shaping the narratives. The prototype will integrate digital and
interactive content with physical experiences on the territory, enhancing the authenticity and unique
characteristics of the region. This approach will foster a sustainable and engaging model applicable
to various forms of tourism in Alta Gallura (e.g., cultural, naturalistic, food-and-wine tourism).

Expected Outputs

e Phygital maptelling development: Maptelling refers to a precise cognitive approach that
leverages the neuroscientific foundations of embodied cognition as well as the human
predisposition to understand and explore the world through maps. This is combined with the
concept of storytelling, which also underpins the individual-environment relationship.
Applied to phygital tourism, maptelling becomes smart in the construction of itineraries,
designed at every step through a participatory approach. The use case of Alta Gallura is thus
envisioned as a replicable participatory model.

e Bottom-up content creation: In line with the above point, the content must be generated
from the ground up through the direct involvement of the local community, which holds the
tacit knowledge of the territory. Specifically, the engagement will focus on local residents,
schools, and SMEs operating in the tourism and cultural heritage sectors.

e Prototyping: The intervention will primarily aim to identify the 5Ws (who, what, where,
when, why), which will support both data collection and the scenarios outlined above. This
will involve an initial UCD-based prototyping phase, with usability testing tied to feedback
from the local community, thereby anticipating opportunities for an additional iterative-design
cycle.

Steps

1. Data Gathering: Exploratory walks with the community to photograph and collect stories
about the territory (using photovoice and maptelling); analysis of local traditions
(material/non material heritage)

2. Stakeholder Engagement: Participatory events and thematic workshops to facilitate bottom-
up configuration of territorial/tourism promotion objectives.

3. Platform Content Development: Creation of digital narrative maps (geolocation of
landmarks); production of multimedia content (e.g., storytelling, images, tourism itineraries).

4. Development of a Stakeholder Vademecum: Publication of a guideline document for the
co-creation of local storytelling integrated into tourist pathways.

Summary of Completed Activities

A preliminary contextual analysis was carried out in a portion of the internal Gallura. Field research
involved two categories of stakeholders (i.e., residents and tourism-oriented SMEs) to confirm: the
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commitment to a shared and synergistic promotion of the Alta Gallura destination; the entrepreneurial
sector’s will to adopt new technologies and establish business networks.

Next Steps

1. Content development (WP1): The creation of digital storytelling based on the direct
experiences of the community as content for the Spoke platform is considered pivotal.

2. Participatory prototyping: initiation of the first cycle of gamification / serious games design
following the UCD approach. Data collection with the direct involvement of the local
community will be aimed at delivering a narrative-driven user experience tailored to the Alta
Gallura region, without involving complex engineering solutions.

3. Workshops and events for dissemination (WP4): The planned organization of workshops
and dissemination is going to support and present the results of field research; also, it will be
aligned with the training modules designed as part of the technology transfer activities.

4. Building digital business networks (WP3): the previous step will be aimed at encouraging
participating SMEs to share ideas and outcomes, laying the groundwork for a collaborative
digital-business network.
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3.1.1.5. Promoting archaeological heritage through digital technologies (Anna

Depalmas and Veronica Ortu)

Scope of the Knowledge/Technology Transfer

This ongoing initiative leverages advanced digital technologies, such as augmented reality (AR),
virtual reality (VR), and digital storytelling, to enhance the promotion and accessibility of Sardinia’s
archaeological heritage. By creating immersive and interactive visitor experiences, the initiative aims
to connect audiences with the region’s cultural history. The project focuses on empowering local
SMESs and communities by equipping them with the knowledge needed to integrate these technologies
into their archaeological promotion strategies. This work emphasizes the importance of aligning
digital innovation with the authenticity and preservation of archaeological sites.

Building on the broader initiative to enhance the promotion of Sardinia’s archaeological heritage
through digital technologies, this activity focuses on the development of a WEBGIS platform to make
archaeological data more accessible and interactive. The results of field research conducted in the
Abbasanta Plateau and the middle Tirso Valley will be compiled into a Geographic Information
System (GIS) database. This database integrates topographical data, descriptions, and photographs to
study settlement dynamics during the prehistoric period, providing valuable resources for further
analysis and public dissemination.

The goal of this initiative is to transfer knowledge and tools derived from archaeological research to
SMEs and local communities. By integrating archaeological data into a user-friendly WEBGIS
platform, the initiative empowers stakeholders in the tourism and cultural sectors to leverage digital
mapping technologies for heritage promotion. This approach not only supports the preservation and
study of archaeological sites but also enhances their visibility and accessibility to diverse audiences,
fostering sustainable tourism development.

Applied Use Cases: Enhancing Engagement with Archaeological Sites

Use Case 1: Echoes from the past: Virtual time travel at (Losa) archeological site

Objective: Create a VR experience that enables visitors to journey through time, observing the
transformation of the site from its prehistoric origins to the present day. Develop and implement AR
experiences at the site to allow visitors to explore historical reconstructions and interact with
narratives connecting the past to present-day local traditions.

Scenario: Visitors with VR headsets or access mobile-friendly VR content to explore the
Archaeological Complex as it evolved over centuries. The experience includes key moments in the
site’s history.

These overlays include scenes of prehistoric daily life, such as food preparation and artisanal
activities, accompanied by narration that links these practices to contemporary local traditions.

33




MISSIONE 4

ISTRUZIONE
RICERCA

Steps:

1. Content Creation:

o Generate high-resolution 3D models of the structure of the site using photogrammetry and
laser scanning.
o Develop 3D models and historical reconstructions based on archaeological research.
o Produce interactive digital elements, such as animations of daily life and narrated guides.
2. Technology Deployment:
o Develop immersive narratives based on archaeological and historical research.
o Implement AR tools on-site, including QR codes, AR markers, and AR-capable devices for
visitors.
o Integration with the Spoke platform to update and manage AR experiences.
3. Community and stakeholder involvement and integration of cultural narratives:
o Conduct meetings with local SME:s to create a digital storytelling useful for both academical
and entrepreneurial needs.
o Collaborate with other researchers to enrich the VR content.
o Include elements such as connections to present-day traditions.

Use Case 2: Exploring prehistory: GIS application for archaeological sites in the Abbasanta Plateau
and Middle Tirso Valley

Objective: Enable local SMEs, such as tour operators and cultural associations, to utilize the
WEBGIS platform for creating tailored visitor experiences that integrate archaeological insights with
storytelling and guided tours.

Scenario: A local tour operator in Sardinia uses the WEBGIS platform to design interactive
itineraries that showcase settlement patterns in the Abbasanta Plateau and the middle Tirso Valley.
Visitors can explore archaeological sites through an online map enriched with photographs,
descriptions, and historical narratives. On-site, QR codes linked to the WEBGIS allow tourists to
access detailed information about each location in real time.

Steps:

1. Data collection and integration: gather topographical data, descriptions, and photographs,
integrating them into a GIS database.

2. WEBGIS platform development: develop an interactive, browser-based platform that allows
users to view and query the database (e.g., chronology, location, description) without
requiring the installation of specific GIS software.

Expected Outputs

1. Digital Heritage Promotion: Development of a toolkit comprising guidelines and best
practices for integrating AR, VR, and digital storytelling into cultural heritage promotion.
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These resources will provide replicable methodologies that can be adapted and applied to
other archaeological sites and heritage settings beyond Sardinia.

2. AR and VR Content Prototypes for Archaeological Sites: Creation of immersive AR
experiences and VR applications for Archaeological sites. These prototypes will showcase the
potential of digital technologies in engaging visitors and can serve as models for
implementation at other sites.

3. Repository for Digital Heritage Resources: Integration of all developed AR and VR content,
along with supporting resources such as 3D models and narrative scripts, into the Spoke’s
platform. This repository will ensure accessibility for stakeholders, providing examples and
inspiration for similar initiatives across diverse heritage contexts.

4. Our team, composed of archaeologists, can provide training focused on specific aspects of the
transfer of digital technologies for heritage promotion. In particular, we can focus on:

a. Use of digital technologies: How to utilise digital tools for the documentation,
promotion, and enhancement of archaeological heritage.

b. Creation of digital content: How to develop digital content (videos, photos, 3D models,
etc.) for the enhancement and promotion of archaeological heritage.

c. Raising awareness of the value of cultural heritage: How the use of technology can
increase the visibility and interest in cultural heritage.

We believe these topics would be particularly beneficial for SMEs, local authorities, cultural
operators, and local communities, supporting the adoption of digital technologies and their
conscious and effective use.

5. A comprehensive, interactive WEBGIS inside the general platform that provides easy access
to research data for both specialists and non-specialists.

6. Increased public engagement with prehistoric archaeology through an accessible digital
platform.

Summary of Completed Activities

The insertion of known data from the bibliographic review and from field collection into the GIS
database is actively underway. This phase started with the municipalities around Lake Omodeo,
where topographical data and descriptions are being integrated. The acquisition and incorporation of
data from the remaining municipalities in the Abbasanta Plateau and Middle Tirso Valley are also in
progress, with the goal of completing the database integration across the entire research area. This
foundational work will enable the development of the WEBGIS platform for further public and
academic use.
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Next Steps

Finalization of GIS Data Integration: Continue the integration of topographical data,
descriptions, and photographs into the GIS database, ensuring comprehensive coverage of the
Abbasanta Plateau and Middle Tirso Valley. This step is aligned closely with the ongoing
platform development activities in WP1.

Development of the WEBGIS Platform: Implement the interactive browser-based WEBGIS
platform, allowing users to view and query the GIS database without requiring specialized
software. This platform will be integrated into the centralized Spoke platform.

Content Creation for AR and VR Applications: Develop immersive AR and VR content
for archaeological sites, focusing on creating high-resolution 3D models, animations, and
interactive narratives. These prototypes will demonstrate the potential of digital technologies
in engaging visitors and be integrated into the Spoke platform for wider dissemination.
Development of a Digital Heritage Promotion Toolkit: Create guidelines and best practices
for integrating AR, VR, and digital storytelling into heritage promotion. This toolkit will
provide replicable methodologies applicable to other archaeological sites and cultural
contexts, supporting the adoption of digital technologies in broader settings.

Training Workshops for Local Stakeholders: Organize workshops for SMEs, cultural
operators, and local communities to equip them with the skills to utilize digital technologies
effectively. Training topics will include using digital tools for documentation and promotion,
developing digital content, and raising awareness of cultural heritage's value. These sessions
will be conducted in close collaboration with WP3.

Engagement with Local Communities and SMEs: Work with local stakeholders to co-
design visitor experiences and interpretative materials that integrate WEBGIS and AR/VR
content. This participatory approach will ensure that the outputs resonate with the cultural
identity of the regions and align with community needs. These activities will be closely
coordinated with WP4.
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3.1.1.6. Enhancing Wellness Tourism through Epigenetic Insights (Benedetta Pische)

Scope of the Knowledge/Technology Transfer

This initiative integrates scientific research on Sardinian longevity and epigenetics with tourism
strategies to offer new opportunities for wellness-oriented travelers in Ogliastra. By combining local
biodiversity, cultural traditions, and scientific findings, the program aims to create sustainable and
personalized tourism experiences centered on health and well-being.

The project focuses on studying the longevity of Ogliastra’s population from an epigenetic
perspective, examining how environmental and lifestyle factors contribute to the long, healthy lives
of Sardinian centenarians. These factors include not only genetics but also culture, traditions, and the
deep connection between the inhabitants and their land. Artificial intelligence has been used to map
key epigenetic markers, providing valuable insights into the relationship between these factors and
longevity.

Building on these findings, the initiative seeks to support local accommodation providers and SMEs
in designing wellness experiences tailored to visitors’ interests. This includes the development of
wellness paths inspired by scientific knowledge and local traditions, offering visitors opportunities to
explore Ogliastra’s unique culture and environment while focusing on their health and well-being.
Through this approach, the initiative encourages a thoughtful and respectful integration of science,
nature, and tradition. The emphasis is on creating meaningful experiences for visitors while
supporting local businesses and promoting a sustainable connection between communities and their
heritage.

Applied Use Cases

Use Case 1: Health, longevity and wellness packages developed through epigenetics

Objective: Create customised health, longevity and wellness packages, developed through epigenetic
analysis, to offer visitors unique itineraries that highlight local traditions, the lifestyle based on the
epigenetic knowledge of Ogliastra long-lived and the scientific evidence on the link between
environment and wellbeing perception

Scenario: Tourists can access customised health and wellness packages, developed on the basis of
epigenetic analysis using artificial intelligence such as artificial intelligence. These packages include
experiences ranging from the use of natural cosmetics from the Mediterranean maquis, formulated on
the basis of epigenetic results, to diet and activity programmes inspired by the lifestyle models of
Sardinian centenarians. The activities take place in accommodation facilities involved in the project,
enriched by cultural and traditional narratives that emphasise the strong link between science,
territory and the perception of well-being
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Steps:

1. Program Development:

e Analysis of key epigenetic factors linked to the longevity and well-being of Sardinian
centenarians, using advanced technologies such as artificial intelligence: identification of a
reference Epigenetic Isolate

e Creation of customised protocols/pathways for health and wellness programmes based on the
Epigenetic Isolate data

e Development of narrative and dissemination materials in both print and digital form with
dedicated links explaining the link between epigenetics, territory and well-being

e Developing phytotherapeutic products based on epigenetic knowledge using Sardinian flora
with dedicated cosmetic laboratories operated within the Science and Health Research Centre
located on the Perdasdefogu military air force base

2. Infrastructure Integration:

e Collaboration with accommodation facilities (B&B, wellness centres, SPAs) to integrate
customised health, longevity and wellness packages into their offer.

e Creation of multi-sensory experiences including customised natural cosmetics derived from
the phytoceutical properties of local plants, traditional Ogliastra cooking workshops with a
focus on longevity-related ingredients, and implementation of experiential paths combining
scientific knowledge and local traditions

3. Marketing and Outreach:
e Create digital campaigns targeting wellness travelers through narratives linking
Ogliastra’s natural beauty, biodiversity, and health benefits.

Use Case 2: Sustainable wellness activities

Objective: Develop sustainable wellness itineraries that promote Ogliastra as a ‘therapeutic land,’
exploiting epigenetic knowledge linked to longevity. The aim is to improve the perception of health
and well-being through the integration of unspoilt nature, cultural traditions and advanced
technologies, such as AR/VR, to create accessible and innovative experiences.

Scenario: Visitors can experience Ogliastra both physically and through virtual paths that allow them
to immerse themselves in the daily life and stories of the centenarians. Virtual reality allows visitors
to explore paths, traditions and moments of past life, showing the epigenetic evolution and the link
between environment, culture and health. Customised tour packages, developed in collaboration with
tour operators and travel agencies, offer authentic experiences enhanced by digital souvenirs (USB
sticks with narrative videos). The activities involve local facilities, such as B&Bs and agritourisme,
to let visitors experience the true essence of Ogliastra life, making the ‘land of the long-lived’
accessible to people seeking sustainable and innovative tourism.

Steps:
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1) Mapping and design of physical and digital routes:

a)

b)

Identification of paths and key areas of the Ogliastra territory (e.g. forests, authentic villages)
to create itineraries combining nature, culture and longevityDevelopment of AR/VR
experiences to simulate the paths and to narrate the lives of centenarians through avatars and
interactive stories.

Creation of digital content, such as virtual tours with realistic scenery, to explore Ogliastra
anywhere in the world.

2) Promotion and dissemination:

a)

b)
c)

Marketing campaigns emphasising Ogliastra as a ‘therapeutic land’ and a model of
sustainability and well-being.

Use of digital platforms to distribute the virtual routes and tell the story of the centenarians.
Organisation of promotional events to present the physical and digital wellness packages.

Expected Outputs

1.

Positioning Ogliastra as a Therapeutic Land: Ogliastra will be recognised as an innovative
model of a ‘therapeutic land,” where epigenetic science is integrated with traditions, culture
and unspoilt nature to promote wellbeing and longevity. This will strengthen the territory's
identity as a unique place for authentic health-related experiences.

Creating Personalised and Sustainable Tourism Experiences: Epigenetic analysis will
make it possible to develop customised packages that combine health and wellness itineraries.
Such offers will meet the needs of tourists looking for authentic and sustainable experiences.
Enhancing the Territory through AR/VR: The introduction of immersive technologies,
such as virtual and augmented reality, will allow visitors to virtually explore the land of the
centenarians, experience guided tours with avatars along characteristic paths, and immerse
themselves in the daily life and stories of the long-lived generations. This will also make the
land accessible to people who cannot physically visit it (in conjunction with WP4).
Promoting Aware and Innovative Tourism: The project will encourage responsible and
aware tourism, based on the connection between the visitor and the authenticity of the
Ogliastra territory. The integration of science, culture and traditions will offer unique
experiences, attractive to tourists and residents alike.

Improving Perception of Health and Well-being: Through an epigenetic approach that
emphasises the link between environment, lifestyle and longevity, tourists will be able to
understand and apply good lifestyle practices, thus improving their perception of health and
wellbeing beyond the journey.

Summary of Completed Activities
1) Integration of Wellness Tourism at the Margaida Boutique Hotel & SPA, Cala Gonone

a)

Development of personalised health and wellness paths thanks to S-Drive epigenetic
technology.
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b) Personalised treatments with natural products of Sardinian origin, specific menus and indoor
and outdoor activities based on epigenetic results.
c) SPA staff training in the application of innovative methodologies.
2) Innovative Paths at the Shardana Wellness Centre, Samugheo
a) Creation of experiences combining wellness, local traditions and local culture.
b) Collaboration with Fitomediterranea for the integration of eco-friendly phytoceutical
cosmetics based on epigenetic analysis.
c) Promotion of the use of advanced technology to customise routes and enhance the local
natural and cultural heritage.
3) Adaptation of the Model to the Ancora piu Bella Wellness Centre, Porto Torres
a) Introduction of customised health paths to satisfy both local customers and tourists.
b) Enhancement of the tourist offer of Porto Torres, creating added value for the growing
maritime city.
4) Innovation in Cosmetics with Phytomediterranea
a) Development of natural cosmetics based on local plants from the Mediterranean maquis, in
line with epigenetic findings.
b) Diffusion of a complete experiential approach reflecting the essence of the territory.

Next Steps

The next steps of the project will focus on extending the partnerships and further consolidating the
network of facilities involved. It is planned to integrate new accommodation facilities, wellness
centres and travel agencies, in order to broaden the impact of the project.

A crucial element will be the development of advanced digital technologies to enrich the visitor
experience. Virtual and augmented reality tools will be designed to create immersive narratives about
the ‘land of centenarians’ through virtual tours and immersive stories that tell the daily life, traditions
and epigenetic evolution of the long-lived inhabitants of Ogliastra. At the same time, the tourism offer
will be further expanded with the creation of customised packages, in collaboration with tour
operators and travel agencies, focused on health, wellness and sustainability. These packages will
include local products and innovative souvenirs, such as USB sticks with illustrative videos on the
proposed routes in Ogliastra, to take the experience of the area beyond the visit. (in conjunction with
WP4)

Another highlight will be continuous training. Spa and accommodation operators will be constantly
updated on epigenetic methodologies and advanced technologies, ensuring that the application of new
approaches is always optimal. Training will be enriched by courses that will deepen the use of
technological tools and innovations in wellness tourism. (in conjunction with WP3)

To ensure the effectiveness of the activities, monitoring and data collection tools will be implemented,
with which the impact of the proposed routes and the level of tourist satisfaction can be assessed. The
feedback collected will make it possible to further optimize the services and constantly improve the
experience offered.
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3.1.1.7. Empowering Cultural Tourism Through Anthropological Perspectives (Franco
Lai, Nicolo Atzori)

Scope of the Knowledge/Technology Transfer

The current activities focus on consolidating and disseminating knowledge to enhance cultural
tourism by highlighting the unique features of local territories. Significant progress has been made in
data collection and analysis, which have provided a comprehensive understanding of museum and
environmental sites, artisanal micro-chains (e.g., handicrafts and gastronomy), and intangible
heritage such as popular traditions and rituals. These efforts aim to develop cultural tourism
experiences that align with approaches like slow tourism, fostering immersive and reflective
interactions with local culture.

A central achievement has been the creation of a visual anthropology database, which catalogs and
organizes audiovisual materials, including photographs, videos, and journalistic accounts collected
through ethnographic and netnographic fieldwork. This digital archive serves as a valuable tool for
reconstructing processes of patrimonialization and offers a structured repository of cultural heritage
data.

The database currently acts as an extension of a broader thematic web platform, designed to centralize
scattered sources of cultural data at municipal and micro-regional levels. By providing an accessible
and unified resource for researchers, policymakers, and tourists, these ongoing efforts are
empowering stakeholders to engage with and promote cultural heritage more effectively. The
initiative supports sustainable tourism development rooted in local identity and traditions, with future
activities focusing on expanding the database’s content and enhancing its accessibility.

Applied Use Case: Leveraging the Anthropology Database for Cultural Tourism Enhancement
(j.w.w. Maria Veronica Camerada and Luca Pulina)

This use case exemplifies how the multidimensional platform and its anthropology database can be
leveraged to enhance cultural tourism by consolidating knowledge and providing innovative tools for
storytelling and heritage promotion. It demonstrates the practical application of research outputs and
technological solutions to create immersive and tailored tourism experiences while preserving and
valorizing local cultural assets.

Objective: Utilize the existing knowledge and data within the anthropology database of the
multidimensional platform to support cultural tourism development in Sardinia, focusing on slow
tourism and the promotion of both tangible and intangible cultural heritage.

Scenario: A local municipality in Sardinia seeks to promote its unique cultural heritage, such as
traditional festivals, artisanal craftsmanship, and historical sites, to tourists interested in immersive
and authentic experiences. The municipality relies on the rich repository of audiovisual and
ethnographic data already stored in the anthropology database to design and implement targeted
tourism initiatives.
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Steps

1. Accessing the Anthropology Database:

e Researchers, tourism operators, and municipal authorities access the database, which
contains:

e High-quality audiovisual records (photos, videos) documenting local
traditions, festivals, and artisanal processes.

o Ethnographic and netnographic insights on patrimonialization processes,
offering a deep understanding of cultural evolution.

o Contextualized historical narratives and oral histories relevant to local
heritage.

o The database acts as a centralized knowledge hub, significantly reducing the need for
further data collection.

2. Curating Content for Tourism Experiences:
o Using the database, stakeholders identify key cultural assets to highlight, such as:
o Rituals and intangible heritage tied to local festivals or folklore.
e Artisanal micro-chains, including gastronomy and handicrafts, with
multimedia materials showcasing their processes and significance.
o Sites of historical and cultural importance documented in the database,
enriched with narratives about their evolution.

o Content from the database is curated into thematic packages tailored for slow tourism,

including visual storytelling and virtual exploration tools.
3. Designing and Marketing Tourism Products:

e Tourism operators use the curated content to create engaging tourism products, such
as:

e Guided tours that incorporate videos and audio guides directly sourced from
the database.

o Interactive workshops or demonstrations based on traditional practices
captured in the multimedia repository.

o Digital campaigns highlighting the authenticity and depth of local cultural
experiences, powered by the rich visual material from the database.

e The platform’s analytics tools help refine these offerings by identifying the most
engaging themes and content types.

4. Policy and Community Integration:

e Policymakers use insights from the anthropology database to prioritize cultural
heritage elements for preservation and promotion, aligning strategies with community
values.

e Community members are invited to review and contribute additional data, such as
personal anecdotes or artifacts, enriching the database and ensuring authenticity.
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Expected Outputs

1. Enhanced Visual Anthropology Database: Expansion and refinement of the visual
anthropology database to include a broader range of audiovisual materials and ethnographic
data. The enriched repository will encompass detailed documentation of cultural assets, such
as traditional festivals, artisanal practices, and local rituals, serving as a comprehensive
resource for stakeholders. (in conjunction with WP4, T4.1)

2. Guidelines for Cultural Tourism Development: Development of actionable guidelines and
best practices for utilizing the anthropology database to design and implement cultural tourism
initiatives.

3. Integration on the Platform: Integration of the visual anthropology database with the Spoke 2
platform to centralize cultural data at municipal and micro-regional levels. This platform will
serve as an accessible resource for researchers, policymakers, and cultural operators.

4. Community and Stakeholder Empowerment: Active engagement and training of local
municipalities, artisans, and cultural operators in using the anthropology database and
platform. (in conjunction with WP3 and WP4)

Summary of Completed Activities

Significant progress has been made in the collection of anthropological data. The collected materials
include a diverse range of contents, all gathered through rigorous ethnographic and netnographic
fieldwork. These data are particularly valuable for reconstructing patrimonialization processes and
capturing the cultural richness of local traditions, festivals, and artisanal practices.

The raw data, which have been meticulously curated, reflect an extensive exploration of cultural and
intangible heritage across Sardinia. By leveraging this comprehensive repository, the initiative seeks
to provide a robust resource for cultural heritage preservation and its subsequent valorization in the
tourism sector.

Currently, the raw data are undergoing a detailed systematization process. This involves cataloging
and organizing the materials in a structured manner that ensures their compatibility with the Spoke’s
platform architecture. The platform will act as an extension of the collected anthropological data,
enabling it to be accessed and utilized effectively for designing cultural tourism initiatives and
fostering local engagement.

Next Steps

The technological activities related to the implementation of the use case are currently a work in
progress within the scope of WP1. These activities focus on finalizing the foundational infrastructure
required for the integration and operationalization of the proposed solutions. Concurrently, the precise
identification of the territory for application, along with the development of storytelling elements tied
to the content and product design, will be advanced during WP4. This phase will emphasize aligning
the narrative and design with the specific cultural and regional context, ensuring a tailored and
impactful implementation.
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3.1.1.8.  Literary Tourism: Exploring Sardinia Through British Travelers' Writings
(Thomas Leonard-Roy)

Scope of the Knowledge/Technology Transfer

"Literary Sardinia" is an ongoing project that leverages literary and historical writings by British
travelers on Sardinia in order to promote educational, cultural, and experiential tourism. Through
textual analysis, the project identifies key sites visited and their most evocative descriptions. The sites
and descriptions are being integrated into a digital, interactive map and an accompanying website to
make them accessible to the public and usable by cultural and tourism operators.

The aim is to provide a unique lens through which visitors can explore Sardinia’s rich history, culture,
and natural wonders, transforming literary texts into an engaging resource for the tourism industry.

Applied Use Cases: Literary Tourism Through Digital Innovation
Use Case 1: Interactive Map of British Travelers' Writings

Objective: Create a digital map that links Sardinian locations to descriptions found in historical texts,
offering an interactive way to explore the island through the eyes of British travelers.

Scenario: Visitors access the interactive map, developed with tools like Google My Maps, via a
dedicated website. Each mapped location is enriched with quotations from British travel writers,
allowing users to virtually navigate the region’s cultural and natural heritage.

Steps:

1. Text Analysis and Mapping:

e Analyze historical texts to extract descriptions of Sardinian sites.

e Geolocate these descriptions and assign them to specific points on the map.
2. Development and Integration:

e Develop an intuitive website to host the map and additional resources.

o Ensure compatibility with mobile devices to enhance accessibility.

o Integration into the Spoke platform.
3. Public Engagement:

e Promote the map through social media campaigns and workshops for cultural

operators.
o Encourage use by guides and operators to enrich in-person tours.

Use Case 2: Thematic Itineraries Inspired by Literary Descriptions

Objective: Develop tourist itineraries that allow visitors to experience Sardinia as described in
historical travel writings, combining literary exploration with cultural immersion.
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Scenario: Collaborations with tour operators and cultural organizations result in thematic itineraries
based on literary texts. These itineraries guide visitors through sites like Cagliari, Nuoro, and the Sinis
Peninsula, combining historical narratives with local traditions and landscapes.
Steps:
1. Design of Thematic Routes:
o Select key sites described in the texts to form cohesive itineraries.
e Include a mix of urban, rural, and coastal locations to highlight the island’s diversity.
2. Integration with Local Expertise:
e Partner with local guides, museums, and hospitality providers to offer tailored
experiences.
e Include storytelling elements to enhance the connection between visitors and the
locations.
3. Marketing and Promotion:
o Develop promotional materials, including videos and blogs, to attract interest.
e Use social media and digital platforms to reach a global audience.

Expected Outputs

1. Interactive Digital Map and Website:

e Development of a comprehensive digital map that links Sardinian locations to
descriptions from historical British travel writings. Each mapped point will include
curated excerpts and narratives, offering a virtual exploration of the island's cultural
and natural heritage.

o Integration of the map and website into the Spoke platform, enabling stakeholders to
access and utilize these resources as part of broader tourism promotion initiatives.

2. Thematic Literary Tourism Itineraries:

e Design and implementation of thematic itineraries inspired by the writings of British
travelers, highlighting key Sardinian sites such as Sassari, Cagliari, Nuoro, and the
Sinis Peninsula. These itineraries will provide a blend of literary exploration and
cultural immersion, tailored for diverse audiences.

e Collaboration with local stakeholders, including guides, museums, and hospitality
providers, to ensure authentic and enriching experiences for visitors. Storytelling
elements will be incorporated to deepen connections between tourists and the
destinations.

3. Engagement and Outreach Resources: Organization of workshops for cultural and tourism
operators to familiarize them with the interactive map and itineraries, ensuring these tools are
effectively used to enhance in-person tours and experiences.
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Summary of Completed Activities

The literary and historical texts that form the archive for the project have been catalogued, collected,
and described. Research output includes an article that describes this archive in detail:

e Leonard Roy, T., & Salis, L. (in press). “Inventing Tourism: Mary Davey, Charles Edwardes,
and British Travel Literature on Sardinia.” In F. Rotondo, L. Devilla, & C. Bassu (Eds.), 1/
governo del patrimonio linguistico e culturale per lo sviluppo sostenibile delle destinazioni.
Giappichelli.

Analysis of the texts for the project’s digital dimension (the map and website) is complete, the result
being a comprehensive list of all sites (urban, rural, and natural) visited by British travellers in
Sardinia across history, together with representative descriptions. The mapping of these locations and
descriptions is in its final stage. The accompanying website, meanwhile, is operational, with the
comprehensive map embedded on its home page.

Next Steps

Completion of the comprehensive digital map and subsequent creation of thematic itineraries for
specific urban areas and regions, making use of digital storytelling (in conjunction with WP1 and
WP4). The completed maps will then be integrated into the Spoke’s platform and published. Once
the tool is available, it will be promoted through social media and demonstrations for the public and
tourism operators at outreach events (in conjunction with WP4). The map will also serve as a practical
example in courses dedicated to cultural tourism for industry professionals (in conjunction with
WP3).
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3.1.1.9. Enhancing the Sustainability and Multifunctionality of Rural Enterprises

through Territorial Regeneration (Andrea Pintus, Silvia Serreli)

Scope of the Knowledge/Technology Transfer

This project aims to drive sustainable innovation and diversification in the agricultural and tourism
sectors of Sardinia, focusing on rural enterprises within the TerraMare District. By leveraging the
historical and environmental richness of the region, the initiative supports the transformation of
traditional agricultural enterprises into multifunctional hubs offering tourism, hospitality, and
educational services. The approach integrates rural development strategies with modern technological
and architectural solutions to ensure both economic and cultural sustainability.

The primary objectives of the programme are as follows:

o The creation of an easily identifiable and authentic corporate image, closely connected to the
places in which it operates and the people who manage it, is essential. This can be achieved
through individual brand identity strategies, landscape storytelling and collective and District
brands.

e Guidelines for the restoration and re-functioning of pre-existing and old farm buildings and/or
buildings in disuse for the promotion, tasting and sale of farm products and the processing of
small niche products such as organic raw milk cheeses made from 100% pasture-fed
Sardinian-Modican cows.

e The farm's production capacity is to be diversified according to a development strategy that
associates the primary sector with the hospitality and personal services sector. The farm's
infrastructure is to be utilised as a centralised hub for the creation and organisation of cultural
and social events, including gatherings of groups, social lunches, conferences, debates,
courses for specific categories of stakeholders, training courses, cultural events and the
dissemination of artistic, agricultural and craft practices, exhibitions and fairs.

o The dissemination of knowledge and expertise concerning traditional farming practices of the
Sardinian-Modican breed is to be facilitated through the farm's opening to the public, guided
tours, and experiential visits accompanied by the tasting of farm and District products.

Applied Use Cases

Territorial Regeneration of Montiferru traditional agricultural enterprises and technology transfer
guideline of design criteria. A territorial narrative has been developed following an environmental
study of the territorial city of Rio Mannu in Montiferru. This narrative has been produced using
graphic representations and cartography, and its purpose is to describe the territory, its environmental
and landscape peculiarities. The result is a design that provides unprecedented keys to rural
enterprises, encouraging the creation of innovative tourism products that can be sold on the market.
These products are consistent with the cities, landscapes and territories where these enterprises
operate.
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The farm should be improved in terms of its visual appeal and accessibility to develop rural,
experiential, gastronomic and cultural tourism that enhances the farm and district products. Visitor
spaces should be implemented, and the architectural aspect should be taken care of to promote a clear,
distinctive farm image that is deeply rooted in the territory in which it is established. The farm should
be a producer that is part of a network of producers with whom it shares objectives and strategies, but
that is also aesthetically pleasing, open to receiving guests and able to provide services. This new
concept of hospitality regards the company and territorial base as a fulcrum and a centripetal force,
capable of attracting new types of users and stakeholders and opening up new market prospects, such
as organized events that also involve large numbers of people.

Through the organization of a knowledge transfer event, a new descriptive language will be
communicated to the enterprises so that they can frame their activities in the territory and be able to
use them to narrate the territory to future visitors in a consistent way with its context and history.

Expected Outputs

e The graphic and cartographic material (maps and designs) that will be produced will be
illustrated and disseminated to rural enterprises relating to the territorial region.

e The organisation of a knowledge transfer event will facilitate the dissemination of a new
descriptive language to enterprises, enabling them to contextualize their activities within the
territory and employ this knowledge to provide a coherent narrative to future visitors, aligning
with the territory's context and history.

o The guideline of design criteria to improve the visual appeal and accessibility of the farms.

e Increase in the number of multifunctional businesses within the Rio Mannu territorial city;
the establishment of partnership agreements and subsequent collaboration.

Steps

1) Cartographic design:
a) A study of the territory through the investigation of cartography.
b) The identification of the reference environmental area, water corridors and the definition of
the territorial city of Rio Mannu.

2) The subsequent stage involves the creation of a territory drawing and landscape design.This will
involve the identification of the productive territories and enterprise locations of the southern
Montiferru. The creation of a territorial landscape map will then follow on from the identification
stage.

3) Dissemination of results: Dissemination of research outcomes and produced graphic design maps.
This dissemination will be carried out in the brokerage event "Sustainability and
Multifunctionality of Rural Enterprises through Territorial Regeneration" (in conjunction with
Task 3.3).
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Summary of Completed Activities

A territorial study has been achieved through the investigation of cartography, with the aim of
investigating the environmental structure and water corridors. This study will provide further
information on the strategic elements that define the territorial city of the Rio Mannu, and will inform
future steps.

Next Steps

The following objectives are to be pursued in relation to the organisation of the brokerage event in
April-May 2025:
e An increase in the number of multifunctional businesses within the territorial city of Rio
Mannu;
e The emergence of new tourist products and personal services that can be sold on the market;
e The creation of partnership agreements between subjects; and
o The creation of networks of enterprises operating in the territorial sector under study, which
also envisages the involvement of at least one operator from outside the same sector.
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3.1.1.10.  Structural Preservation and Enhancement of Archaeological Sites in Sardinia

Through Scientific Computing (Emilio Turco, Mustafa Erden Yildizdag)

Scope of the Knowledge/Technology Transfer

This initiative applies advanced scientific computing techniques to the conservation and structural
enhancement of archaeological sites in Sardinia, with a particular focus on nuraghes. By utilizing
numerical modeling and structural simulations, the project aims to ensure the structural integrity of
these historical sites, promote sustainable tourism, and enhance their accessibility. The goal is to
empower local stakeholders, including cultural heritage organizations and tourism operators, with
innovative tools and methodologies for the sustainable management of cultural assets.

Use Case: Structural Assessment and Preservation of Nuraghes Using Scientific Computing

Objective: Apply numerical modeling to explore potential methods for assessing and preserving the
structural assessment of nuraghes, aiming to contribute to their long-term conservation.

Scenario: A case study to perform structural assessment of Nuraghe Ponte (Dualchi), a single-tower
simple nuraghe, aiming to show how the developed model can be utilized to determine potential risks
for touristic visits.

Expected Outputs

e Structural integrity report showing versatility of the developed numerical framework.
Analysis of the structural stability, focusing on vulnerabilities such as block dislocation or
wall deformation.

e Stakeholder engagement with heritage authorities through workshops and dissemination
through publications.

Steps

l. Geometry idealization and creation: To integrate with the numerical framework, the
geometry of the nuraghe needs to be extracted accordingly considering the complex topologies
of the stone units.

2. Determination of potential environmental conditions to investigate: The
conditions that the nuraghe are subjected to are determined considering potential loading
scenarios.

3. Performing numerical simulations: The nuraghe is analyzed through numerical
simulations.

4. Evaluation: The predicted results are evaluated in detail to determine potential risks
and precautionary measures.
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5. Outreach and dissemination: Activities through workshops, social media
campaigns, and publications for reporting and knowledge sharing.

Summary of Completed Activities

1) Development of the 2-D version of the numerical framework has been completed and preliminary
findings have been reported and shared.

2) Presentations summarizing the capabilities of the developed numerical framework at international
conferences:

a) M. E. Yildizdag (2023, 25-29 September). A discrete element method framework to
investigate mechanical behavior of masonry structures [Presentation]. International
Conference on Modelling Complexity in Mechanics, Alghero, Italy.

b) M. E. Yildizdag (2024, 11-14 June). A4 discrete element method framework for structural
assessment of architectural heritage [Presentation]. 3™ International Conference on Nonlinear
Solid Mechanics (ICONSOM 2024), Cagliari, Italy.

Next Steps

The development of the 3-D version of the numerical framework will be first completed to be able to
perform simulations considering the exact geometry of the structure (in conjunction with WP1). The
developed framework will be then applied to perform structural assessment of the target nuraghe (in
conjunction with WP4). Following the completion of the analyses, the outreach activities
(workshop/seminar/webinar and publications) will be initiated to share the findings and raise
awareness of the conducted scientific research.
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3.1.2. Initiatives by the Accademia delle Belle Arti “Mario Sironi” (Spoke Affiliate)

3.1.2.1. Knowledge Transfer for Promoting Contemporary Artistic Heritage through
Digital Media (Davide Mariani, Sonia Borsato, Roberto Satta)

Scope of the Knowledge/Technology Transfer

This initiative focuses on the transfer of knowledge and skills related to the promotion of Sardinia’s
contemporary artistic heritage using advanced digital media and storytelling techniques. The project
aims to enhance the visibility of local artistic expressions at the national level, while fostering a deeper
connection between the cultural heritage, local communities, and visitors.

By leveraging video editing, digital storytelling, and the narratives of contemporary artists, the
initiative creates innovative formats that integrate art with natural and cultural landscapes. These tools
contribute to the development of tourism segments such as art tourism, ecotourism, and educational
tourism, enriching the cultural and tourism offerings of Sardinia.

Applied Use Cases: Promoting Contemporary Art through Digital Innovation
Use Case 1: Digital Storytelling for Artistic Heritage

Objective: Use digital storytelling to narrate the stories of Sardinia’s contemporary art, focusing on
murals and urban interventions, to create engaging and accessible content for diverse audiences.

Use Case 2: Walk and Talk — Murals and Women’s Voices

Objective: Develop a video series titled "Walk and Talk. Donne al muro", focusing on women artists
and their contributions to Sardinia’s contemporary art scene.

Expected Outputs

1. Enhancing the Accessibility of Contemporary Artistic Heritage
e Production of Narrative Content: Creation of four videos exploring the artistic journey and
social impact of four Sardinian female artists active in urban and contemporary art. These
videos, freely available on YouTube, will serve as an innovative and inclusive tool to engage
the general public with regional artistic heritage.
o Cultural Awareness: Digital dissemination of content to raise awareness about the value of
contemporary works, fostering a connection between local communities and artistic heritage.
2. Integration of Art and Tourism
e Thematic Tourist Routes: Inclusion of the artists' works in itineraries that combine art and
territory, enhancing the cultural and natural heritage of Sardinia.
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o Strategic Collaborations: Promotion of synergies between cultural institutions, tourism

operators, and local associations to expand the cultural and tourist offerings.
3. Artist Recognition

e Acknowledgment of Female Contributions: Highlighting the role of women in Sardinian
contemporary art, showcasing their ability to transform and requalify urban spaces.

e Documentation and Dissemination: Creation of an open-access publication analyzing the
artists' works, ensuring historical memory and providing a reference for scholars and cultural
operators.

4. Innovation and Sustainability

e Creation of a Replicable Format: Development of a model adaptable to other cultural and
territorial contexts, demonstrating how contemporary art can drive cultural and tourism
development.

e Long-term Sustainability: Training for tourism and cultural operators and the use of digital
tools to ensure the project's continuity.

Steps

Phase 1: Planning and Design
e Survey of Artistic Heritage in Urban Interventions: Mapping murals and urban artistic
works created by Sardinian female artists, focusing on their location and conservation status.
o Identification of Artists and Selection of Works: Recognizing prominent artists and
selecting representative works based on artistic relevance, territorial impact, and narrative
value.
e Preliminary Analysis of the Territorial and Social Context: Studying the communities and
urban contexts involved to understand the connection between works and territory.
e Definition of the Work Plan: Creating a timeline that includes production, communication,
and collaboration activities with institutional and private partners.
Phase 2: Production and Content Creation
e Location Definition and Institutional Collaborations: Partnering with institutions and
tourism operators to ensure logistical support and access to areas of interest.
e Narrative Format Development: Designing the narrative structure of the videos, defining
central themes, visual style, and presentation methods.
e Creation of Multimedia Content: Conducting video and photographic shoots in specific
locations.
e Development of Communication and Promotion Strategies: Creating promotional content
for social media and campaigns to highlight the project and the artists involved.
Phase 3: Testing and Distribution
e Production of Four Videos with Specific Location Shoots: Completing video post-
production with a focus on storytelling and aesthetic quality.
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o Editing and Narrative Development: Refining video content through a narrative approach
that emphasizes the connection between works, artists, and territories.

e Development of a Multimedia Strategy for Digital Channels: Planning a launch campaign
that includes distributing content on digital platforms (YouTube and social media).

Phase 4: Public Event and Publication

o Official Launch: Presentation of the videos at the Ex-Ma.Ter Auditorium.

e Promotion of the First Season: Introduction of the project "Walk and Talk. Women on the
Wall."

e Open Access Publication: Creation of a volume documenting the project and its results.

Summary of Completed Activities

1. Research and Design:

o Identification of Participating Artists: Preliminary research to select Sardinian female

artists active in urban art, focusing on their role in transforming and requalifying territories.
o Data and bibliographic references were collected on leading artists active from the
1970s to today, aiming to select the most representative figures.

e Definition of Main Themes: Central narrative themes were identified: the relationship
between art and territory, the symbolic value of the works, and the role of female creativity in
urban regeneration.

e Content Planning: A general narrative framework for the videos was outlined, defining
thematic areas to explore (work history, artistic techniques, connection with the territory).

o Identification of Collaborative Partners: Contacts were initiated with cultural institutions,
local associations, and tourism operators to build a support and promotion network.

2. Development of the Multimedia Format:

e Video Narrative Prototyping: A narrative concept was developed combining footage of the
works in urban contexts with historical and cultural insights.

o Hypotheses for video sequences relating art, territory, and social impact were outlined.

o Development of a Narrative Structure for Videos: Episodes were designed thematically,
each focusing on a single artist and her work, with a coherent and accessible visual style.

o Identification of Digital Platforms: YouTube was chosen as the primary channel for video
distribution, supported by a multimedia strategy on social media (Instagram, Facebook) to
expand visibility and engagement.

3. Institutional Collaborations:

e Involvement of Cultural Institutions and Tourism Operators: Initial contacts were
established with local entities, cultural associations, and tourism operators to ensure logistical
support and project promotion.

o Some institutions expressed interest in facilitating access to works and supporting the
dissemination of the project through their communication channels.
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Next Steps

A) Production and Content Creation:
e Location Selection and Collaborations: Identifying shooting areas and establishing
partnerships with local institutions and tourism operators for logistical support.
e Multimedia Production: Filming and photographing in selected locations, collecting visual
and narrative materials.
B) Testing and Distribution:
o Completing post-production, ensuring effective storytelling and high aesthetic quality.
o Digital Launch Strategy: Preparing a video distribution campaign on digital platforms and
social media, accompanied by promotional content.
C) Public Event and Publication:
o Official Presentation: Organizing a public event at the Ex-Ma.Ter Auditorium with
projections, artist contributions, and discussions on future project perspectives.
e Promotion of the First Season: Introducing the videos and project themes to the public,
emphasizing the role of contemporary art in enhancing the territory.
e Open Access Publication: Producing a volume documenting the project, methodologies, and
outcomes, making it freely available."
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3.1.2.2.  Artful Copies from Antiquity to Today: the Gipsoteca of the Accademia Sironi
between Tradition and New Technologies (Giuseppina Manca di Mores, Milco
Carboni, Diego Ganga, Pier Paolo Luvoni, Pietro Pirino, Antonio Salamone,

Roberto Satta)

Scope of the Knowledge/Technology Transfer

The project explores the theme of art copies from antiquity to the present day, following its evolution
from the most ancient systems of casts using different techniques through the changes in the relevant
legislation to the most advanced technologies for making copies for the purposes of study, research,
education and valorisation. Central among objectives is the transfer of historical, legislative and
technological knowledge to companies in the sector in order to realise these routes, offer best practice
examples and build up training in the use of advanced technologies for the realisation of works (3D
laser scanner, full body scanner, 3D printing, etc.). Both civic and national museums are also targeted,
for the development of mindsets and methods related to new technologies in cultural venues,
facilitating the communication of the significance of cultural heritage in society.

Applied Use Cases: The Gipsoteca of Academy of Fine Arts “Mario Sironi”

The project achieves these objectives with an exhibition organised in the premises of the Sironi
Academy Restoration School at the Ex-Ma, which starts with the setting up of the plaster cast
collection the Sironi Academy (48 pieces) illustrating its history, contents and method of execution
with a path that arrives, also through changes in the law, at the current realisation of copies by means
of new technologies, present in the exhibition premises, with a demonstration of the methods, up to
the fruition of the same with virtual and augmented reality tools.

The exhibition project, in the executive phase, includes a minimum of 48 copies inside the glass
rooms, a multimedia set-up, panelling, and an area/workshop with new technologies for the
production of copies and fruition. The layout envisages the use of multimedia tools, also in virtual
and augmented reality, to narrate the history of the collection, the change in the regulations, the
technical, methodological and practical methods of producing copies of originals with the new
technologies with an in situ demonstration; design and realisation of a storytelling with transmedia
mode to narrate the contents of the exhibition.

Expected Outputs

With these actions, the project aims to promote the enhancement of cultural heritage in the field of
antiquities, with the application of new technologies for the realisation of interventions, transfer of
skills to companies in the sector, examples of best practice, and better enjoyment of cultural heritage
by a broad public.
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Steps

November 2023 — March 2024: cataloguing and reconnaissance of all plaster copies on the premises
of the Sironi Academy, their identification and location; archival research on the history of the
collection, the different moments its formation and the rationale behind the choice of subjects;
identification and historical/archaeological fact sheets for each work with an indication of restoration
issues.

April 2024 — in progress: gradual transfer of the copies from rooms of the Academy's main building
to the restoration laboratories of the former Ex-Ma, with the start of diagnostic activities aimed at
clarifying the problems of each work and the actions to be carried out, ranging from light to more in-
depth cleaning, repair of small lesions to broader problems such as the recovery of some copies used
for different purposes over time; Start of restoration work using different techniques.

Summary of Completed Activities

Actually all the materials have been identified and catalogued on standard ICCD (Central
Institute for Cataloguing and Documentation — MiC; the cards are ready to be installed on the
platform. Cleaning and restoration of copies are underway. The installation of the exhibition has been
planned; building procedures are underway with multimedia activities to show how to produce new
copies through new technologies (3D laser scanner, 3D printing, etc.) and enjoyment with VR and
AR. Contributions to the catalogue are underway.

Next Steps

November 2024 — June 2025: design and installation of the exhibition and workshop for visitors
laboratory with reproduction of copies using advanced technology (laser scanner, 3D printers, etc.);
virtual and augmented reality exhibition

June 2025: opening of the exhibition open to the public until October 2025.
June 2025: scientific conference on the themes dealt with in the exhibition.
June 2025-October 2025: organization of workshops for companies on the topics covered.

October 2025: publication of the project catalogue and results.

58




MISSIONE 4
ISTRUZIONE
RICERCA

3.1.2.3. The reproducibility of works art and archaeology in the digital age. Tactile and
sensory paths for museum (Pierpaolo Luvoni, Diego Ganga, Pietro Pirino, Milco

Carboni, Giuseppina Manca di Mores, Roberto Satta)
Scope of the Knowledge/Technology Transfer

In recent years, the reproduction of copies of archaeological artefacts and works of art has undergone
a profound evolution thanks to the use of 3D scanning and 3D printing. These technologies make it
possible to create faithful copies of the originals, which are useful both for the preservation and
protection of cultural heritage and public dissemination and accessibility, with an increasing focus on
the inclusion of people with visual impairments.

A key role in this process is played by automatic digital photogrammetry, an advanced technique
based on Computer Vision algorithms. This approach allows the three dimensional reconstruction of
an object or scene using only digital photographs or videos. Unlike other more expensive and complex
technologies, photogrammetry makes use of commonly used tools, such as a digital camera and a
computer equipped with specialised software. The main advantages of this methodology lie in lower
costs and greater accessibility. Expensive and bulky 3D scanners are no longer necessary,as the digital
camera, together with the software, is sufficient to obtain high-quality 3D models. Furthermore, this
technique allows surveys to be carried out even in confined or difficult-to-access spaces, where the
use of larger and heavier instruments would be complicated or even impossible.

1. Accessibility and inclusion: tactile routes for visually impaired and blind people

An important application of 3D printing in the cultural sector concerns the tactile enjoyment of
archaeological finds and works of art. Creating physical reproductions of works of art makes it
possible to create tactile pathways accessible to visually impaired and blind people, offering them the
opportunity to see with their hands what they could not appreciate visually. Through tactile
exploration, users can perceive the form, texture and details of sculptures, bas-reliefs and other
historical objects. This approach represents an important step towards inclusivity in museums and art
exhibitions. 3D copies can be accompanied by Braille descriptions and audio guides, making the
experience complete and immersive. In addition, tactile paths and reproductions of works of art can
also be used in educational contexts and teaching activities for schools and institutions, raising
awareness of the importance of accessibility.

2. Project target group

The combination of 3D scanning, photogrammetry and 3D printing is transforming the way museums,
universities and research centres preserve and enhance cultural heritage. The ability to create exact
copies of works of art or ancient artefacts not only facilitates conservation, but also offers new
opportunities for accessible and inclusive enjoyment.
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3. Points of connection of the activities with the NRP 2021-2027 - area: '"Humanistic culture,
creativity, social transformation, inclusive society''.

Tactile routes are a concrete example of how technology can break down sensory barriers, ensuring
that everyone, including visually impaired people, can access cultural heritage. These initiatives not
only promote greater awareness of the need for accessible art, but also contribute to making museums

and exhibitions truly open and inclusive places, where cultural heritage becomes a common good
shared by all.

Applied Use Cases: Museo del Mare in Porto Torres (SS), Museo delle Tonnare - Stintino (SS); the
Archaeological Museum of the Municipality of Tergu (SS).

The project activity was accompanied by a collaboration with the Regional Museums Directorate (Dr.
Luana Toniolo) with the 3D scanning of some of the museum's objects for the realisation of the tactile
section of the exhibition 'The Forms of Gold' opened at the G.A. National Archaeological Museum
G. A. Sanna on 20 June 2024.

The project realized copies of archeological and historical object for tactile and sensory pathways in
collaboration of the Museo del Mare in Porto Torres (SS), the Museo delle Tonnare - Stintino (SS);
the Archaeological Museum of the Municipality of Tergu (SS), with the collaboration of the Sardinia
Foundation, the Clic Association and various other civil society actors (Assovela, National
Association of Parents with Autism, the New Age social cooperative). Copies are now on display in
the museum collections and available to the public.

Expected Outputs

Tactile routes are a concrete example of how technology can break down sensory barriers, ensuring
that everyone, including visually impaired people, can access cultural heritage. These initiatives not
only promote greater awareness of the need for accessible art, but also contribute to making museums

and exhibitions truly open and inclusive places, where cultural heritage becomes a common good
shared by all.

The combination of 3D scanning, photogrammetry and 3D printing is transforming the way museums,
universities and research centres preserve and enhance cultural heritage. The ability to create exact
copies of works of art or ancient artefacts not only facilitates conservation, but also offers new
opportunities for accessible and inclusive enjoyment.

The aim is:

- to transfer to companies working in the sector the skills for making copies of art with advanced
technologies and according to legal standards;
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- to spread among the professionals working in museums the competence for the realization of
inclusive tactile paths;

- improve the use of museum collections for large audiences and with different abilities.

Steps

April 2024 Meetings at the ArtLab — Realisation of scans and 3D prints of the original works provided
by the museums and institutions involved in the project: Sea Museum of Porto Torres, Museum of
the Tonnara of Stintino, Archaeological Archive of the municipality of Tergu.

10 May 2024 - "Accessibility and Use of Cultural Heritage: Building a Tactile/ Sensorial Route /
Conference held at the ArtLab of the Sironi Academy with various cultural and administrative
institutions.

June 2024 - Public presentation of realised project designs to relevant institutions in the area

July 2024 - 3D scans and 3D prints of contemporary visual arts works related to the project
Summary of Completed Activities

During April 2024 were made 3d scans and 3D prints of the original works provided by the museums
and institutions involved in the project: Sea Museum of Porto Torres, Museum of the Tonnara of
Stintino, Archaeological Archive of the municipality of Tergu. The results were presented at a
conference on 10 May held at the ArtLab of the Sironi Academy with various cultural and
administrative institutions. Title of the conference:"Accessibility and Use of Cultural Heritage:
Building a Tactile/ Sensorial Route. On 22, 26 and 27 June 2024: official public delivery of copies of
the finds.

Next steps

February 2025 - Seminar: "Survey, modelling and 3D printing technologies applied to BBCC:
archaeology, restoration, accessibility, architecture", at the ArtLab of the Mario Sironi Academy

Target group: sector companies, museums, professionals, associations

Seminar programme:

* Introduction to 3D surveying technologies: 3D scanners and digital photogrammetry
* Introduction to 3D modelling software: geometric modelling and digital sculpture

* On-line 3D museums: digitisation software and case studies

61




MISSIONE 4
ISTRUZIONE
RICERCA

* Introduction to 3D printing technologies: what they are, how they work, main differences and
samples to show participants

» Case studies of 3D printing applied to the BBCC: archaeology, restoration, accessibility,
architecture
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3.1.2.4.  Digitisation of cultural heritage images and free commercial re-use as a
constitutive mission of diffuse and extended cultural institutes and venues (Antonio

Salamone, Giuseppina Manca di Mores, Gian Luca Beccari)

Scope of the Knowledge/Technology Transfer

The process of liberalisation of the use of images of cultural heritage, at the heart of European Union
legislation, is still, at least from a legislative and regulatory point of view, suspended in the middle
of a ford; traversed, as it is, by contradictory drives, at the same identity-based and mercantilist, in a
horizon rippled by the uncertain and changing concept of cultural heritage that is increasingly less
temporal and more metaphysical (cf. Cons. Stato Ad. Plen. no. 5/2023).

The objective pursued in this perspective, tested on the basis of the peculiar experience of
ecomuseums, was to suggest, through the targeted training activity already carried out and further
meetings in public or in situ being planned compatibly with the enterprises of the sector involved, the
adoption by the actors of the system of policies susceptible of generalisation, aimed at increasing the
value of both the cultural asset and the cultural product deriving from the exercise of the hybrid
activity of cultural dissemination and tourism promotion.

Applied Use Case: webinar held in cooperation with the Ecomuseum Porte Conte Park

Objective: The purpose of the webinar held in cooperation with the Porte Conte Park (on 21 October
with participation of companies in the certified supply chain), the first a research and in-depth study
in the field of the protection of cultural heritage and the promotion of tourism starting from a
reflection of the interaction between territory and tradition, was to introduce and explain, with a view
to the acquisition of new skills, the trend lines of an increasingly pan-public system with the declared
aim of suggesting a useful meeting point for cultural operators and cultural institutes. The
Ecomuseum, both in its public structure and in the context of initiatives private entities, is proved,
when tested, to be a flexible and adaptable model with respect to the purposes pursued by the PNRR
and allowed, the case study of the Porto Conte Park, to amplify the return of the research activity to
the territory.

Target: companies identified on the basis of the territorial network operating within the Park of Porto
Conte

Expected Outputs

It was precisely the illustration of this regulatory and jurisprudential path, in the meeting with
companies, that constituted the subject of knowledge transfer to companies. Similarly, it was
illustrated how to propose a transmedia communication strategy that now also relies on the use of Al
systems' own technologies. Precisely in view of the uncertainties of the system and a general
administrative practice that is increasingly focused on monetizing the image of cultural heritage, the
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adoption of practices favourable to the commercial re-use of works and their digitisation appears
useful for the identification of a place of culture as such.

Steps

1.  preparatory point of view: in particular, the necessary bibliographic research at the
National Library was carried out starting in July, followed, through an operational and
not purely theoretical research approach, by the meeting with some ecomuseum realities
in Lazio (ecomuseum Lazio).

1) 21 October 2024: Webinar the digitisation of cultural goods and free commercial reuse -
museum communication .and transmedia storytelling

Summary of Completed Activities

First, we worked on the concept dedicated to businesses within the project. Prof. Salamone spent
several weeks of research at the National Central Library in Rome studying the phenomenon of the
ecomuseum, from a legal perspective, and the use and exploitation of cultural heritage images. An
activity conducted until July 2024.

At the end of July, Professors Salamone and Beccari met with the administration of the Porto Conte
Park to study a way of transmitting acquired knowledge to businesses using the ecomuseum itself as
a vehicle. In August, the research continued and Prof. Salamone visited and met with the managers
of the Virgiliano ecomuseum in Lazio to acquire new skills.

In October, following further work and research with also Prof. Manca from Mores, the webinar
dedicated to the transmission of the research and study results to the companies of the Porto Conte
Park district was held and in particular, after a framing of the archaeological asset by Prof. Manca
from Mores, Prof. Salamone focused on the treatment, production, use and reuse of the image of the
cultural asset while Prof. Beccari instructed the participants in order to create a transmedia
information campaign.

Having concluded this part of the research activity and collected the solicitations gained, we aim to
continue the work in 2025 with a new opportunity for meeting and transmitting knowledge to
businesses with special reference to the use of the ecomuseum tool as a ductile mode of tourism-
environmental offerings; of the protection and registration of cultural place brands; and attention to
cultural tourism itineraries as a framework for public-private action in the dynamic protection and
reuse of cultural and environmental values.

Next Steps

1. February 2025 Webinar re-proposal (request of companies)
2. April 2025: workshop “Considerations about the Italian Law no. 206 of 2023 and
specifically about the registration by cultural sites and institutes”.
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3.1.2.5.  Mines of landscape, memory and community (Giuseppina Manca di Mores,
Davide Bini, Milco Carboni, Daniele Dore, Pierpaolo Luvoni, Antonio Salamone,

Roberto Satta)

Scope of the Knowledge/Technology Transfer

“Mines of landscape, memory and community”, is a title and at the same time a metaphor: it implies
research within the land, extracts its richness, reads and identifies identities that it reproposes between
communities and attentive visitors (who establish relations with these communities), for enjoyment
and extended fruition.

The project on mining landscapes and the area's civic museums linked to it builds a path that, starting
from the reading of a mining site, its formative epochs and a scientific analysis of the contexts, carries
out a valorisation intervention in the area, capturing the nature and the historical and aesthetic richness
of these landscapes: the role of the actors active in the places, the reference civic museums and the
resident populations is central.

Applied Use Cases: Argentiera mining landscape

The choice of the Argentiera mining landscape -comes to define itself as a 'case study', with its laveria,
the community 70 residents, the tensions contemporary society and its constructions, the millenary
tale of events that start from the Neolithic age, passing through the Nuragic age - even if in the margins
- the Phoenician-Punic, Roman and medieval world, to reach the business and community stories of
the 19th and 20th century.

Expected Outputs

Objective of the project is the creation of a visual model of valorisation and consciousness of places
that can be transmitted to companies engaged in the sector of the valorisation of cultural heritage.
Method, contents, advanced technologies and involvement of resident communities, exported and
itinerant on the territory as a resilient sign object of memory and identity, are intended to be a
contribution to the realisation in the territory of Sardinia of a cultural heritage and landscape economy
that is perfectly compatible with sustainable development.

The research is carried out using visual productions such as georeferenced databases, performances
in artistic syncretism between theatre and cinema designed for the narration of places, identification
and production in advanced technology (acquisition in Laser Scanner, 3D printing) of four sign
objects of the mining landscape.

Steps

February- May 2024: Study and framing of cultural landscapes and the museum

25 -31 August 2024 Summer School within the spaces of the Argentiera Open-Air Museum, managed

by Landworks, with the presence of expert lecturers and professionals from the disciplines together

with a group of students from the Academy. In the spaces of Landworks, a 'driving force' for the

regeneration and valorisation of the mining settlement, there were presentations by Prof. Marcello

Madau on the historical and archaeological data and forms of the Argentiera cultural landscape, by
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Prof. Antonio Salamone on the morphologies and reality of Ecomuseums, with the case of the Porto
Conte Regional Park, with the coordination of the working group with the students of the Sironi
Academy by Prof. Dario Gessati and Prof. Sergio Scavio. The transfer of basic knowledge of the
places and their cultural landscapes, codifying and socialising the languages of the different
competences led, through a tight laboratory phase, to the writing of a subject that allowed the planning
of a site-specific scenic installation and a film production linked to the memory and sense of the
places.

Summary of Completed Activities

February- May 2024:

- research and documentation of the mining areas of Sardinia and reference civic museums
(ecomusei);

- study and framing of the cultural landscape with identification of specific case studies;

- identification of databases, repositories, different data sources and how to link information on
mining context museums to the E.Ins platform under construction and support for identifying data
entry modes according to the standards in use

June-July 2024: organization Summer School

25 -31 August 2024 Summer School within the spaces of the Argentiera Open-Air Museum with
students and professors. Writing a subject for a site-specific scenic installation.

Next Steps

e August 2024 - August 2025: design and production of an event in artistic syncretism between
theater, cinema and the narration of places, realized and presented to the public in the spaces
of the mining village

e March 2025 - production in advanced technology (acquisition in Laser Scanner, 3D printing)
of four sign objects of the mining landscape

e May 2025- Webinar on the project and the exploitation model developed involving the
museums of the geo-mining park and other stakeholders

e August 2025: public presentation of the event.
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3.1.2.6. S.F.ER.A.: Scanning for Fine Exploration and Representation of Arts —
Volumetric Full Body Scanner 3D (Diego Ganga, Pietro Pirino, Pier Paolo Luvoni,

Milco Carboni, Daniele Dore, Roberto Satta)

Scope of the Knowledge/Technology Transfer

The project aims to create a platform for advanced 3D scanning through the development of a
volumetric full-body scanner, named “SFERA.” This platform leverages photogrammetry to capture
three-dimensional data of objects and subjects, enabling the digitization of Sardinia’s cultural heritage
for both in-person and online accessibility. Utilizing VR, AR, XR, and 3D printing technologies, the
project will facilitate the creation of virtual or physical replicas.

The SFERA scanner infrastructure will be installed in a dedicated space and equipped with a multi-
camera system for simultaneous high-resolution image capture in real-time, ensuring superior quality
and precision compared to other technologies. This setup also allows for the "freezing" of dynamic
moments with highly detailed results, unattainable with other scanning methods.

Use Case

A pilot project will focus on digitizing traditional Sardinian clothing. The resulting data will be
integrated and made available on a dedicated VR/AR/XR platform. The outcomes of the pilot project
will be disseminated through dedicated events, including private sessions for local businesses and
public awareness initiatives. Access to this innovative technology represents a significant opportunity
for SMEs and local entities, enhancing the region’s technological and cultural offerings while
fostering new collaborations.

Expected Outputs

The project aims to develop and implement a platform for 3D scanning, creating a “full-body scanner”
or “volumetric body scanner.” Using photogrammetry, it will capture three-dimensional data of
scanned objects and subjects. The primary goal is the preservation and enhancement of Sardinian
cultural and traditional heritage through digitization, making it accessible to a wider audience both
in-person and online.

The digitization of culturally significant works or artifacts allows for the creation of virtual replicas
viewable via VR, AR, and XR technologies, or physical replicas through 3D printing. This opens new
opportunities for study, dissemination, and education.

Steps

e Market Analysis: Identification of companies offering comparable services and operating in
the fields of cultural heritage, audiovisual production, and art. Analyze the technologies they
adopt, as well as the quality and the precision of the services provided.
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Research and Design: Research the best available technologies and their interoperability to
achieve the project's objectives.

Summary of Completed Activities

Identification of the best technology: A thorough analysis of the technologies available on the
market was conducted to identify the solutions best suited to the project objectives. Other
methods, such as laser scanning and LIDAR technologies, were also evaluated, but
photogrammetry was preferred because of its ability to capture dynamic details in real time
and its ability to handle complex objects, as it offers an excellent compromise between
accuracy and speed. As in the case study of traditional dress, with high accuracy.
Study on advantages and benefits of technology on the ground: The impact that the
introduction of this technology will have on the cultural, artistic and economic context of
Sardinia was analyzed. The benefits identified include:

o Cultural heritage preservation: Digitization enables the creation of permanent and

easily accessible archives, avoiding the deterioration of original objects.

o Economic enhancement: Local SMEs can access innovative technology to expand
their service offerings, fostering competitiveness.
o Social and cultural inclusion: The platform will make cultural heritage accessible to
those who cannot physically visit it, via VR/AR/XR.
o Tourism promotion: Digitization can be leveraged to enrich the tourism experience
by creating interactive and virtual tours
Design of the scanning system. The design included:
e The selection of high-resolution cameras, synchronized to capture images simultaneously.
e The definition of an integrated workflow between hardware and software, to process the
captured data.
o The interoperability with virtual and augmented reality platforms, for the visualization of
3D models.
Researching a list of interested entities and companies: A study was conducted to identify
potential stakeholders interested in the use of the technology or the results of the project.
These included:
e Cultural institutions: Museums, superintendencies and foundations interested in
digitizing heritage.
e Audiovisual companies: For applications in multimedia production, such as interactive
videos or immersive experiences.
e Craft and manufacturing companies: For reproduction of cultural objects through 3D
printing or for promotion of traditional products.
o Tourism sector: Agencies that could leverage VR/AR content to promote Sardinia.
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Identification of a case study: An emblematic case study was chosen to test the potential of

the platform: the digitization of traditional Sardinian clothes. This topic was chosen for the

following reasons:

o Traditional clothes are an essential component of Sardinian cultural heritage, rich in
unique details that deserve to be preserved and enhanced.

e Scanning allows the capture of both physical details and dynamic poses, which are ideal
for representing Sardinian culture in artistic and performance contexts.

e The case study serves as a model for setting future guidelines, both in terms of
technologies used and working methodologies.

Next Steps

Development: both hardware and software designs for the implementation and functionality
of the platform.

Implementation: Acquisition of equipment and all necessary components. Assembly of the
platform, including its structures, parts, equipment, and connections.

Initial System Setup: Develop a workflow for the proper use of the system and optimize work
processes.

Training: Training sessions dedicated to the correct use of the equipment and associated
software to ensure that the designated staff fully master the tools and technology.

Pilot Project Implementation: The pilot project will serve both to train the selected personnel
in a real-world scenario and to define guidelines for the scanner's usage.
The final project test case will include the use of VR/AR/XR technologies to enable access to
the final results, which will be presented to companies and other stakeholders during a
dedicated event.

Publication of Results: In addition to hosting a dedicated event, the final results will be made
available online for public access. Videos will be created to document and explain the project's
development and the platform's functionalities.
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3.1.3. Initiatives by the University of Cagliari (Spoke Affiliate)

3.1.3.1. Knowledge Transfer for Geotourism Development through the PiForte App
(Nicola Careddu, Ivan Etzo, Giusy Cardia)

Scope of the Knowledge/Technology Transfer

This project focuses on the creation of geotourism itineraries based on Sardinia's heritage of pietra
forte (a type of durable stone) used in monuments and geological sites. The initiative leverages digital
innovation, specifically through the development and dissemination of the PiForte app, to connect
visitors with this unique cultural and geological heritage. The project aims to enhance the visibility
of Cagliari's stone heritage while creating a replicable model for other Sardinian regions, such as the
Sinis area and Sassari, and for sites using trachite from Fordongianus. These itineraries foster
sustainable tourism by promoting alternative cultural routes and encouraging integrated site
management among SMEs and cultural institutions.

Applied Use Cases: Geotourism Itineraries in Cagliari Using the PiForte App

Objective: Develop digital itineraries in Cagliari that highlight historical and cultural sites
constructed with pietra forte, by preserving the city’s architectural heritage from an innovative
perspective since it promotes an understanding of the urban environment, nature, and culture, and it
enhances appreciation and the need for the conservation and preservation of local natural and cultural
resources. The digital itineraries imply visits, learning, appreciating, and engaging in geosites.

Expected Outputs

e Development of an app that makes geosites in Pietraforte more appealing.

o Enhanced storytelling techniques that merge physical and digital formats to enrich the visitor
experience.

o Innovative use of tools into guided tours and other visitor activities, enhancing the educational
and entertainment value of the geosites involved

e A replicable model for other pietra forte geosites and geosites built in trachite located around
Sardinia

Steps

Phase 1: Planning and Design: Mapping and selection of geosites in pietra forte
Phase 2: Production and Content Creation
o Collaborations: Partnering with institutions, relevant actors and tourism operators
e Development of Communication and Promotion Strategies: Creating promotional content
for social media and campaigns to highlight the project.
Phase 3: Testing and Distribution
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e Narrative Development: Building and populating the APP PiForte.
Phase 4: Dissemination in public Event and Fairs
o Official Launch: Presentation of the app PiForte in a geosite
o Dissemination of the project in relevant events and fairs: Dissemination of the app and
geotourism project at BTO and other relevant events and fairs

Summary of Completed Activities

o Presentation of geotourism benefits in an international conference by Prof Careddu
e Selection of an expert to prepare a list of Pietraforte geosites in Cagliari
o Selection of the app Piforte provider

Next Steps

e Preparation of an inventory of pietra forte geosites

e Definition of geotourism itineraries among pietra forte geosites

e Inclusion of contents an storytelling in the app PiForte

o Dissemination of the App PiForte among relevant local stakeholders

o Establishment of partnerships with local institutions and tourism operators for logistical
support.

e Promotion of the App PiForte in relevant events and fairs at local, National and European
level

3.1.3.2. Knowledge Transfer for Agro-Biodiversity and Rural Tourism Innovation
(Ivan Etzo, Aide Esu, Giusy Cardia)

Scope of the Knowledge/Technology Transfer

This initiative aims to leverage Sardinia's rich agro-biodiversity to create innovative tourism products
and services along the Cammino di Santu Jacu. The project focuses on transferring rural know-how
to local businesses, enabling them to diversify their offerings and promote sustainable tourism models
such as enogastronomic tourism.

By creating a digital platform and an app, the project integrates agro-biodiversity, local food
communities, and pilgrimage routes, providing an innovative tool for enhancing the visibility of
Sardinian territories. The approach fosters connections between agriculture, gastronomy, and tourism,
emphasizing cultural identity, community engagement, and environmental sustainability.
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Applied Use Cases: Promoting Agro-Biodiversity Through Tourism
Use Case 1: Integrated Platform for Agro-Biodiversity Promotion

Objective: Develop a digital platform connecting agro-biodiversity producers, local food
communities, and tourism operators to promote Sardinia’s unique agricultural heritage.

Use Case 2: Agro-Biodiversity App for Tourism Promotion

Objective: Create a mobile app to promote Sardinian agro-biodiversity, providing visitors with
access to local products and immersive experiences.

Expected Outputs

e Creation of an integrated platform between paths, agro-biodiversity excellences and food
communities located on the Santu Jacu Way

e Creation of an app for the promotion of Agro-biodiversity products in the territories of the
Santu Jacu Walk

Steps

January 2025: Meeting with representatives of Agris and Laore to plan round tables with relevant
actors from agro-biodiversity production and distribution and the world of tourism

February-June 2025: round tables will be held involving also local communities

January-December 2025: Building synergies with existing projects and good practices such as
Mannos (in Sardinia), the Bisaccia del Viandante (in Emilia Romagna) and other national and
European realities also through networking facilitated by participation in BTO 2025

By September 2025: Production of digital and printed material to be used in relevant selected events

Summary of Completed Activities

In the last months we have been involved in the construction of a food community in another part of
Sardinia. The model has been replicated and adapted to the Santu Jacu Way territories. We have built
several synergies with relevant actors located in these territories.

Next Steps
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We are planning to organize the following events to carry the project on

T3.3 (brokerage events)

February-June 2025

Online and in-presence meetings with relevant actors for the production and distribution of
biodiversity identified on the Cammino di Santu Jacu territories. Involvement of the Food Community
led by the Municipality of Carloforte as good practice, and of other good practices identified at
national level.

Involvement of representatives of AGRIS and LAORE to facilitate dialogue with agro-biodiversity
operators

T3.6 (farm networks)

February-June 2025

Organisation of networking meetings between producers of biodiversity on the Cammino di Santu
Jacu territories and tourism companies where such biodiversity can be used and promoted.

T4.2 (dissemination events)

4-6 April 2025 Agri & Slow travel Expo

Participation in Agri & Slow travel Expo which is a fair celebrating slow and discovery tourism. This
event is both b2b and b2c, offering participants the opportunity to discover the beauty of the territories
and travel opportunities related to rural tourism.

November 2025
Presentation of a speech on the agrobiodiversity itinerary during BTO 2025.

November 2025
Food and wine event to publicise Sardinia's agro-biodiversity during BTO 2025

T4.3 (involvement of local communities)

March-June 2025

September-December 2025

Organisation of days in interested municipalities along the Santu Jacu Trail to promote agro-
biodiversity, also involving schools as users and suppliers of such products
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3.1.3.3. Knowledge Transfer for Sardinian Roots Tourism Development (Ivan Etzo,
Giusy Cardia)
Scope of the Knowledge/Technology Transfer

This initiative aims to innovate and diversify Sardinia’s tourism offerings by focusing on the Turismo
delle Radici (Roots Tourism), targeting individuals of Sardinian descent worldwide. The project
emphasizes the creation of a digital platform that connects genealogists, specialized tour guides,
destination managers, and other operators in the tourism sector to address the needs of roots tourists.
The overarching goal is to transform roots tourists into ambassadors for Sardinia in their countries of
residence, fostering new visitor flows and attracting potential investors. The project envisions
utilizing Sardinia’s cultural heritage, genealogical resources, and historical connections to strengthen
its appeal as a roots tourism destination.

Applied Use Cases: Promoting Roots Tourism in Sardinia
Use Case 1: Digital Platform for Roots Tourism

Objective: Develop a centralized digital platform to facilitate connections between roots tourists and
relevant service providers, including genealogists, guides, and cultural organizations.

Use Case 2: Building Sardinian Roots Tourism Itineraries

Objective: Create thematic itineraries for roots tourists, connecting them with their ancestral villages,
local traditions, and cultural landmarks.

Expected Outputs

Creation of a digital platform of root tourism in Sardinia where genealogists, specialised tourist
guides, destination managers and general tour operators come together to identify and meet the needs
of the various target groups of root tourists, and where end users can build their thematic itineraries

Steps

January 2025
Mapping relevant actors for the construction of the roots tourism product in Sardinia in synergy with
the Cumbidu project

January-February 2025
Meeting with regional tourism councillor
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February-June 2025
Training of relevant actors in the roots tourism supply chain and facilitation of networking meetings

By September 2025 Production of digital and printed material to be used in relevant selected events

Summary of Completed Activities

In the last months we have built several synergies with relevant actors within roots tourism niche such
as: Travel Agencies with Incoming Programming, Incoming Tour Operators, Consortia and Business
Networks, 5, 4, 3-star accommodation facilities, resorts, cave hotels, relais, historical residences,
Hotel or non-hotel accommodation facilities with specific product for Origin Tourism, Tourist
villages / RTAs, Tourist and hospitality service operators, Mobility and transport services (car rentals,
scooters, electric bikes) and agencies specialising in experiential tourism (outdoor activities, cookery
courses, workshops), Companies or agencies providing ancillary services to Tourism of Origins, such
as genealogical research services

Next Steps

We are planning to organize the following events to carry the project on

T3.3 (brokerage events)
February-June 2025
Online and in-presence meetings to train relevant players in the root tourism supply chain

T3.6 (company networks)
February-June 2025
Organisation of meetings with relevant actors identified also in synergy with the Cumbidu project

T4.2 (dissemination events)
1. November 2025 Presentation of a speech on innovation in root tourism during the BTO 2025
2. November 2025 Facilitation of B2B meetings at the 2025 Roots Tourism Exchange in Matera

T4.3 (involvement of local communities)
June-September 2025 Organisation of emigrant festivals to collect data on emigration from those
countries and identify potential visitor flows, new targets and markets

T4.5 (transfer to public decision-makers)

February- June 2025

Meeting with the Regional Tourism Department to create an integrated offer of root tourism in
Sardinia following the Scottish and Irish model
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3.2. Summary of Knowledge and Technology Transfer Initiatives

Table 1 - Summary of knowledge transfer initiatives and tourism targets.

Title Authors

Technologies/Knowledge

Tourism Main Target

Enhancing Museum Projection with

Digital Content Developed Through Al Nicolo Atzori

Artificial intelligence, graphic
design, digital storytelling,
augmented reality

Cultural Tourism,
Educational Museum
Experiences

Tourism Promotion through

Gamification and Playful Design Nada Beretic

Gamification, interactive design,
digital storytelling, QR codes

Experiential Tourism,
Gamified Visitor
Journeys

Knowledge Transfer for Enhancing
Tourism Promotion through Digital
Storytelling

Lucia Cardone, Giulia Simi

Digital storytelling, multimedia
content creation (videos,
podcasts, reels)

Experiential Tourism,
Cultural Narrative
Tourism

Knowledge Transfer for the Valorization
of Alta Gallura through Digital
Storytelling and Phygital Tourism

Federico Cuomo, Sonia Malvica

Digital storytelling, phygital
tourism, gamification, maptelling

Gastronomic
Tourism, Rural
Tourism

Promoting Archaeological Heritage

through Digital Technologies Anna Depalmas, Veronica Ortu

Augmented Reality (AR), Virtual
Reality (VR), WEBGIS, Digital
Storytelling

Archaeological
Tourism, Immersive
Historical Tourism

Enhancing Wellness Tourism through

Epigenetic Insights Benedetta Pische

Epigenetic analysis, Artificial
Intelligence, AR/VR,
Phytotherapeutic product
development, Digital storytelling

Wellhess Tourism,
Personalized Health
Tourism
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Title

Authors

Technologies/Knowledge

Tourism Main Target

Empowering Cultural Tourism Through
Anthropological Perspectives

Franco Lai, Nicolo Atzori

Visual anthropology, audiovisual
material curation, ethnographic
research, digital storytelling

Slow Tourism,
Cultural Immersion
Tourism

Literary Tourism: Exploring Sardinia
Through British Travelers' Writings

Thomas Leonard-Roy

Digital mapping, text analysis,
digital storytelling

Literary Tourism,
Cultural History

Tourism
. - Cartography, territorial Rural Tourism
Enhancing the Sustainability and g Py, i ’
. g . i . . . regeneration, sustainable rural Landscape
Multifunctionality of Rural Enterprises Andrea Pintus, Silvia Serreli . - .
o . development, design criteria for Regeneration
through Territorial Regeneration . . ) .
multifunctional businesses Tourism

Structural Preservation and
Enhancement of Archaeological Sites in
Sardinia Through Scientific Computing

Emilio Turco, Mustafa Erden
Yildizdag

Scientific computing, numerical
modeling, structural simulations,
conservation techniques for
archaeological heritage sites

Archaeological
Tourism, Sustainable
Tourism

Knowledge Transfer for Promoting
Contemporary Artistic Heritage through
Digital Media

Davide Mariani, Sonia Borsato,
Roberto Satta

Digital storytelling, video
production, multimedia content
creation

Art Tourism, Eco-Art
Tourism

Artful Copies from Antiquity to Today:
the Gipsoteca of the Accademia Sironi
between Tradition and New
Technologies

Giuseppina Manca di Mores,
Milco Carboni, Diego Ganga,
Pier Paolo Luvoni, Pietro Pirino,
Antonio Salamone, Roberto
Satta

3D laser scanning, 3D printing,
VR/AR technologies, transmedia
storytelling

Educational Tourism,
Heritage Tourism

The Reproducibility of Works of Art and
Archaeology in the Digital Age: Tactile
and Sensory Paths for Museums

Pierpaolo Luvoni, Diego Ganga,
Pietro Pirino, Milco Carboni,
Giuseppina Manca di Mores,
Roberto Satta

3D scanning, photogrammetry,
3D printing, tactile pathways,
accessibility tools

Inclusive Tourism,
Accessible Museum
Tourism
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Title

Authors

Technologies/Knowledge

Tourism Main Target

Digitisation of Cultural Heritage Images
and Free Commercial Re-Use as a
Constitutive Mission of Diffuse and
Extended Cultural Institutes and Venues

Antonio Salamone, Giuseppina
Manca di Mores, Gian Luca
Beccari

Digitisation, Al technologies for
transmedia communication,
legal frameworks for cultural
heritage reuse

Cultural Tourism,
Digital Heritage
Promotion

Mines of Landscape, Memory, and
Community

Giuseppina Manca di Mores,
Davide Bini, Milco Carboni,
Daniele Dore, Pierpaolo Luvoni,
Antonio Salamone, Roberto
Satta

Georeferenced databases,
artistic syncretism (theater &
cinema), Laser Scanning, 3D
printing

Cultural Tourism,
Mining Heritage
Tourism

S.F.E.R.A.: Scanning for Fine Exploration
and Representation of Arts - Volumetric
Full Body Scanner 3D

Diego Ganga, Pietro Pirino, Pier
Paolo Luvoni, Milco Carboni,
Daniele Dore, Roberto Satta

Photogrammetry, 3D scanning,
VR/AR/XR, 3D printing

Experiential Tourism,
Digital Replication
Tourism

Knowledge Transfer for Geotourism
Development through the PiForte App

Nicola Careddu, Ivan Etzo, Giusy
Cardia

Mobile app development, digital
geotourism itineraries, geosite
storytelling

Geotourism, Cultural
Sustainable Tourism

Knowledge Transfer for Agro-
Biodiversity and Rural Tourism
Innovation

Ivan Etzo, Aide Esu, Giusy Cardia

Digital platform and mobile app
development, agro-biodiversity
integration, food community
networks

Enogastronomic
Tourism, Sustainable
Rural Tourism

Knowledge Transfer for Sardinian Roots
Tourism Development

Ivan Etzo, Giusy Cardia

Digital platform for roots tourism,
genealogy services, thematic
itineraries, stakeholder
networking

Roots Tourism,
Heritage Ancestral
Tourism
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Table 1 presents a comprehensive and diversified overview of the initiatives that encompass various
forms of tourism and innovative technologies or knowledge transfer.

The tourism sectors addressed cover a broad spectrum, with cultural tourism being a dominant theme,
often interwoven with other dimensions such as experiential, educational, and heritage tourism.
Experiential and slow tourism emerges as a significant focus, emphasizing deeper connections with
local territories, as seen in projects related to roots tourism and anthropological tourism. Rural and
gastronomic tourism are also well-represented, leveraging agro-biodiversity and local culinary
traditions to create unique tourism products and itineraries. Archaeological and museum-related
tourism stands out with initiatives aimed at enhancing accessibility and preservation through
advanced technologies. Wellness and sustainable tourism are addressed through innovative
approaches such as epigenetic insights, combining scientific research with a sustainable exploration
of local environments. Geotourism also finds a prominent role, exemplified by the PiForte app, which
integrates natural heritage into tourism itineraries. Furthermore, accessible tourism is given special
attention, with tactile museum paths and technologies ensuring inclusivity for individuals with
disabilities.

The technologies and knowledge underpinning these projects demonstrate a strong reliance on
advanced digital tools and interdisciplinary approaches. Digital storytelling appears as a recurring
element, offering a versatile medium for narrating cultural, artistic, and gastronomic heritage.
Augmented and virtual reality technologies are prominently featured, providing immersive
experiences for archaeological sites and museums. Similarly, 3D scanning and photogrammetry
technologies facilitate the digitization and reproduction of cultural heritage, enabling physical and
digital accessibility. Gamification adds an interactive and engaging dimension to tourism promotion,
while digital platforms and apps are central to connecting users with local operators, as seen in roots
tourism and agro-biodiversity initiatives. Other innovative methodologies, such as maptelling and
georeferencing, are applied to integrate digital narratives with geographical tools, creating thematic
itineraries that enrich the visitor experience.

Overall, these initiatives showcase an advanced integration of digital technologies and traditional
knowledge, emphasizing technology transfer as a key driver for developing new tourism models that
are sustainable, inclusive, and highly personalized. The diversity of tourism targets and applied
technologies reflects a strategic and innovative approach to leveraging Sardinia's unique heritage for
a modern and engaging tourism experience.
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3.3. Collaborative Use Case Development with Local Stakeholders

The "Collaborative Use Case Development with Local Stakeholders" action is a cornerstone of the
broader strategy for technology transfer and sustainable tourism development under Spoke 2. This
initiative, tightly connected to the activities in WP4, seeks to integrate innovative technologies into
tourism and cultural heritage promotion while actively engaging local stakeholders and the wider
community. A key aspect of this action is the involvement of citizens and local entities, ensuring that
the solutions developed resonate with the community's needs and identity.

Through structured partnerships with Local Action Groups (GALs), Fisheries Local Action Groups
(FLAGS), park authorities, and municipalities, this initiative aligns digital innovation with the
preservation of cultural heritage and the promotion of tourism. The collaborative process is being
driven by a series of carefully structured steps, including a public call for expressions of interest
(EOIs, available at https://eins-spoke2.uniss.it/manifestazione-di-interesse-finalizzata-alla-stipula-
di-accordi-operativi-ex-art-15-della-legge-241-90/), stakeholder engagement activities, and the

launch of the Innovation Tour in Sardinia (https://eins-spoke2.uniss.it/percorsi-innovazione-
gennaio/).

Summary of Completed Activities

e Call for Expressions of Interest: In mid-December 2024, a formal Manifestazione di
Interesse (Expression of Interest) was issued, inviting local entities to collaborate on
innovative use cases for integrating digital technologies into tourism and cultural heritage.
The call aimed to identify stakeholders interested in co-designing solutions to enhance the
visibility and accessibility of local assets.

The document outlined:

The goals of the initiative and its relevance to Sardinia's tourism sector.
2. The process for participation, including a detailed form for stakeholders to
describe their interests, current challenges, and aspirations for collaboration.
3. Specific areas of focus.

As of now, EOIs have been submitted by:

- GAL Anglona Coros, focusing on promoting local traditions and landscapes through
immersive technologies.

-  GAL Logudoro Goceano, emphasizing the integration of agro-tourism and cultural
heritage with digital platforms.

- Asinara National Park, prioritizing the development of tools to showcase its unique

natural and cultural heritage.
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Additional dialogues are in progress with the FLAG Nord Sardegna and the Municipality
of Alghero, indicating expanding interest and potential future collaborations.

e Stakeholder Engagement: Innovation Tour.To foster collaboration and raise awareness
about the initiative, the Innovation Tour was launched in January 2025. This series of
regional workshops aims to connect researchers, local authorities, SMEs, and cultural
operators across Sardinia. Events are scheduled in Sassari, Olbia, Nuoro, and Oristano,
creating opportunities for dialogue, idea-sharing, and participation.

The Innovation Tour includes:

1. Interactive sessions where stakeholders can learn about Spoke 2's initiatives
and explore how digital technologies can enhance their work.

2. Workshops focusing on co-designing solutions for tourism and cultural
heritage promotion.

3. Networking opportunities to establish partnerships and gather valuable
feedback.

This outreach effort reflects the commitment to involving a broad spectrum of stakeholders,
including citizens, to ensure that the proposed solutions are inclusive and sustainable.

Next Steps

1. Formalizing Collaborations
o Establish detailed agreements with the participating stakeholders to define roles,
responsibilities, and expected outcomes.
o Expand outreach to engage additional entities to further diversify the initiative's
impact.
2. Enhanced Co-Design Workshops: Conduct intensive workshops with each stakeholder
group to finalize the use cases and begin prototype development.
3. Integration with Spoke 2 Platform: Begin technical integration of the outputs (e.g., AR/VR
applications, interactive maps) into the Spoke 2 digital platform.
4. Community Engagement and Training
o Design and deliver training sessions tailored to local SMEs, cultural operators, and
public authorities to maximize the usability of the developed tools.
o Include interactive demonstrations during community events to gather feedback and
refine the solutions.
5. Pilot Testing and Iteration
o Roll out pilot versions of the solutions developed in collaboration with the
stakeholders.
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o Collect user feedback during the pilot phase to refine the functionalities and ensure
their alignment with real-world needs.
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4. Establishment of Funding Mechanisms to Support Innovation and Digital
Transition

The establishment of funding mechanisms within Spoke 2 of the e.INS project serves as a foundation
for fostering innovation and the digital transition in Sardinia’s tourism and cultural heritage sectors.
These mechanisms aim to empower small and medium-sized enterprises (SMEs) and start-ups by
providing financial resources and fostering technological adoption, enhancing their competitiveness
and sustainability.

4.1. Summary of Completed Activities

As part of Deliverable 9, the cascade funding scheme was launched to provide targeted financial
support. The scheme focused on aiding SMEs and other eligible entities in adopting advanced
technological solutions. The first call, "Aiuti all’Innovazione," allocated €874,671.89 to fund 14 (out
of 19 submissions) innovative projects. These projects span a diverse range of sectors, reflecting the
multifaceted approach to innovation and development. Specifically:

e 3 companies specializing in museum management

o 2 travel agencies

e 1 company providing tourist services, such as luggage storage

e 1 company focused on event organization

e 1 cooperative managing accommodations

e 1 company managing hotels

e 1 company offering maritime transportation services

e 1 company developing platforms for cultural and tourism advancement

e 1 company dedicated to artistic and literary creations

o 1 restaurant

e 1 winery
On November 14, 2024, the University of Sassari organized a workshop with local businesses that
had been awarded funding under the PNRR cascade calls. The meeting took place at Toso Hall in the
Department of Humanities and Social Sciences in Sassari and served as an opportunity to engage with
the beneficiaries.
During the workshop, participating businesses presented their funded projects. The event allowed for
the exchange of ideas and provided a space to address key aspects related to project implementation.
Representatives from the University provided practical guidance and clarified operational
requirements to facilitate the realization of the proposed initiatives.
The workshop offered a constructive setting to strengthen collaboration with local businesses and to
ensure alignment between the program's goals and the funded projects. This interaction represents an
important step in supporting the successful execution of the initiatives, contributing to the broader
objective of fostering innovation and development in the region.
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A brief description of the 14 funded projects and their respective beneficiaries is provided in the
following subsections.

4.1.1. Project Title: The Digital Twin for Tourism and Culture

Project Description: The project aims to use an innovative technological platform to create a model
for the replication and enjoyment of spaces dedicated to exhibitions, cultural events, and tourism-
related showcases. The goal is to preserve their historical memory in digital format, making them
permanently accessible and available. This involves creating a "Digital Twin" through high-
resolution 3D scanning of the spaces and locations of the cultural and tourism resources to be digitally
acquired.

Budget: €44,000 (co-financing €22,000)

Company: Soc. Galaveras di Congiu Giovanna Maria Francesca & C. Snc (ATECO Code: 91.03-
82.30, Management of historical sites and monuments)

Company Overview: Soc. Galaveras is a female-led enterprise founded in 1999. The company
specializes in promoting cultural and tourism assets, with a particular focus on the attractions in the
Municipality of Oliena and throughout Sardinia. In recent years, their efforts have been concentrated
on applying innovation and digitalization to their core areas of expertise, ensuring the effective
valorization of local heritage.

4.1.2. Project Title: Oltre il Reale: Esperienze Museali in VR

Project Description: The project aims to transform the museum and tourism experience of Sardinia's
cultural heritage through the use of virtual reality (VR). The objective is to create an ecosystem of
immersive experiences that allow visitors to explore the local archaeological, geological, and
anthropological heritage in innovative ways, strengthening the bond between culture and technology.
Additionally, the project includes staff training in virtual reality tools and 3D content management.

Budget: €43,489 (co-financing: €21,744.50)

Company: Giunone Soc Coop (ATECO Code: 91.02, Management of museums, historical sites, and
monuments)

Company Overview: Giunone Soc Coop is an organization dedicated to the management and
promotion of various cultural and natural assets. The company places particular emphasis on
museums, education, and sustainable tourism, actively working to enhance the value of local heritage.

4.1.3. Project Title: Internet of Thing — IOT-TOI — Tradition over Innovation

Project Description: The project involves the implementation of an audiovisual guidance system
integrated with IoT technology within the Museo delle Maschere Mediterranee. The objective is to
provide an immersive, personalized, and enriched visitor experience, combining the history and
culture of ancient Mediterranean masks with advanced technological tools.
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Budget: €77,750 (co-financing: €38,875)

Company: Promakos (ATECO Code: 91.02, Activities of Museums)

Company Overview: Promakos specializes in museum-related activities, with a focus on enhancing
visitor experiences through innovative technologies and cultural integration.

4.1.4. Project Title: Digitalization and Implementation of STS Ogliastra Services

Project Description: The project aims to create a dedicated website to enhance the company’s online
visibility and competitiveness. The development of a unique booking platform, independent of
external sites, will provide operators with a network of contacts and a promotional space tailored
specifically to the local reality of Ogliastra. This initiative emphasizes identity and collaboration as
key elements in fostering more sustainable tourism that is not limited to the summer season.
Budget: €33,119 (co-financing: €16,559)

Company: STS Sardinian Tourist Services Di Loi Fiorenza (ATECO Code: 79.90.19, Other
reservation services and other tourist assistance activities not carried out by travel agencies NCA)
Company Overview: STS Sardinian Tourist Services is a tourism service agency serving as a unique
information and booking hub for excursions in Ogliastra. The company is actively engaged in
promoting and providing information about the Ogliastra territory, aiming to enhance the region’s
tourism potential.

4.1.5. Project Title: Competitiveness and Sustainable Innovation in Organized Tourism

Project Description: The project aims to digitize and optimize data by developing a back-end
software capable of consolidating all company information on a single platform. It also involves
integrating a CRM software to enhance lead management and customer profiling, as well as creating
an innovative travel app.

Budget: €200,000 (co-financing: €100,000)

Company: Ennequadro Srl (ATECO Code: 79.12, Activities of travel agencies and tour operators)
Company Overview: Ennequadro Srl operates as a tour operator under two brands: Blueberry Travel
Company (outgoing) and Gaveena (incoming). Its primary market for outgoing tourism is Italy, with
additional clients from Italian-speaking Switzerland, Germany, France, and the UK. For incoming
tourism, the company focuses on the Scandinavian and Japanese markets.

4.1.6. Project Title: Baggy Lockers Alghero

Project Description: The project involves opening a new location in Alghero, including the
acquisition of new equipment, the development of a new online portal with management software,
and the creation of a digital marketing plan to promote both the local business and the franchise on a
national scale.

Budget: €50,233 (co-financing: €25,166)
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Company: Baggy Lockers S.r.l. (ATECO Code: 79.90.19, Other reservation services and tourist
assistance activities not carried out by travel agencies NCA)

Company Overview: Baggy Lockers S.1.1. operates in the tourism sector, primarily offering luggage
storage services through automated lockers. The company also provides booking services for other
tourist activities, including excursions, guided tours, NCC transfers, boat and dinghy trips, and
vehicle rentals such as cars, scooters, and bicycles.

4.1.7. Project Title: BLOOP Festival — Urban Renewal and Innovation

Project Description: The BLOOP Festival is an international artistic event that integrates technology
and art to transform urban spaces and enhance local cultural heritage. The project includes the
installation of urban art pieces, the use of virtual and augmented reality through a dedicated app, and
the promotion of innovative tourist routes connected to the history and culture of Alghero and
Sardinia.

Budget: €120,000 (co-financing: €60,000)

Company: Biokip Labs Srl (ATECO Code: 82.30.00, Organization of conferences and fairs)
Company Overview: Biokip Labs Srl specializes in event organization, advertising campaigns, and
the development of applications for tablets and smartphones. The company has been organizing and
managing the BLOOP Festival in Ibiza for over 10 years, showcasing a strong blend of art and
technology in its projects.

4.1.8. Project Title: Sardegna 365 — Neverending Destination

Project Description: The project aims to address seasonality in tourism by distributing tourist flows,
currently concentrated in the summer months, across the entire year. To achieve this, the initiative
leverages technology (interactive maps, gamification, and augmented reality) to develop new tourism
products focused on environmental education, historical exploration, and respectful interaction with
local communities. The project highlights Sardinia’s natural resources as a valuable asset to be
protected and promoted, alongside lesser-known cultural and historical heritage.

Budget: €155,500 (co-financing: €77,750)

Company: Il Quinto Elemento Soc Coop (ATECO Code: 55.20.4, Provision of short-term
accommodations that may include complementary services)

Company Overview: Il Quinto Elemento is a cooperative that, since 2018, has managed the former
SR 413 battery at Punta Giglio (Alghero). Following a conservation restoration, the site now includes
a museum area (MAPS) and a guesthouse with a dining facility (Rifugio di Mare), promoting cultural
and environmental engagement.

4.1.9. Project Title: Development of Digitalization Procedures for Management

Project Description: The project aims to automate and digitalize data management and flow
forecasting activities under the administrative direction and document flow management of the
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Human Resources department. This initiative seeks to optimize personnel selection processes and the
management of individual employee dossiers. Additionally, it will expand the company's Decision
Support System.

Budget: €56,898 (co-financing: €28,449)

Company: Felix Hotel S.r.l. (ATECO Code: 55.10.00, Hotel)

Company Overview: Felix Hotels S.r.1. operates in the hotel management sector, offering related
tourism and catering services. The company currently manages 8 hotels, 4 under direct management
and 4 through corporate services provided to hotels owned by parent companies.

4.1.10. Project Title: Intelligence, Mooring: Buoys, Marinas, and Support for Mariners

Project Description: The project aims to create a platform that provides comprehensive support for
mariners through an innovative app integrating buoys, marine instruments, and essential navigation
data, with a strong focus on environmental sustainability. The initiative builds on the development
and production of an innovative application, starting from the current MVP (Minimum Viable
Product). The app will incorporate advanced artificial intelligence (AI) functionalities and ensure
international scalability, transforming it into an essential tool for mariners while enriching the
technological offering and fostering sustainable growth in global markets.

Budget: €451,155 (co-financing: €200,000)

Company: Betty Buoys Srl (ATECO Code: 52.22.09, Other maritime transport services)

Company Overview: Betty Buoys Srl is dedicated to promoting, improving, and protecting natural
resources through organized coastal access management. The Betty Buoys system enables effective
monitoring and represents a model for promoting environmental sustainability.

4.1.11. Project Title: SA GUIDA — Lawrence2025

Project Description: The “SA Guida” project aims to offer a freemium guide through an innovative
digital system based on the unique W3W technology. This tool is designed to simplify the experience
of tourists and travelers in Sardinia.

Budget: €92,520 (co-financing: €46,260)

Company: Sulcis Drone (ATECO Code: 77.21.09, Creation of platforms for tourism and cultural
development)

Company Overview: Sulcis Drone was established as an innovative startup focused on the use and
development of drone-based software, extending its applications to civil, tourism, and export sectors.
Today, the company specializes in temporary management and innovation management across
various themes, including international business, export, tourism, and cultural marketing,
contributing to territorial development.
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4.1.12. Project Title: SA PRATAFORMA NFT

Project Description: The project aims to develop a digital platform where Sardinian businesses and
cultural operators can collaborate to promote themselves and generate commercial and social value.
This is achieved by combining digital cultural works in NFT format with business activities and
territorial and cultural marketing. SA PRATAFORMA seeks to demonstrate the effectiveness of a
collaborative model in which cultural attributes integrated with NFT innovation, blockchain, and
Generative Al open new commercial channels for international business development and reinvent
the marketing of museums and archaeological parks.

Budget: €92,520 (co-financing: €46,260)

Company: Andsart S.R.L. - Societa Benefit Srl (ATECO Code: 90.03.09, Other artistic and literary
creations)

Company Overview: Andsart was founded in July 2024 as an innovative startup and benefit
corporation. Its mission is to leverage the cross-fertilization between cultural and museum entities
and sustainable businesses to enhance value, starting from Sardinia. The company focuses on business
models empowered by digital innovation.

4.1.13. Project Title: Expansion and Innovation: The New Project of Restaurant Piperita P.
Combining Elegance, Digitalization, and Sustainability

Project Description: The project includes automating the warehouse with an interconnected system
and expanding the cash management package with automatic cash registers and handheld devices,
improving efficiency and the integrated management of activities. A software for food cost analysis
will be introduced, and menus and reservations will be digitized through an integrated website.
Additionally, an e-commerce platform for selling local products will be created, further promoting
the local economy.

Budget: €52,276 (co-financing: €26,138)

Company: Triblas Srl (ATECO Code: 56.10.11, Catering with food service)

Company Overview: Triblas Srl is a restaurant business committed to offering high-quality dining
experiences while integrating modern management and technological solutions to enhance its
operations.

4.1.14.Project Title: TRACCE - TRaceability for Control and Communication in
Winemaking

Project Description: The project aims to develop an innovative platform that combines wine
traceability with the enhancement of the tourism offering. Using QR codes applied to each bottle, the
platform ensures transparency across the entire production chain. By scanning the codes, consumers
can access detailed information about the product, including grape provenance, cultivated varieties,
and other relevant details about processing and agricultural operations carried out by the company.
Budget: €149,812 (co-financing: €74,906)
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Company: Su Entu Agricola Srl (ATECO Code: 01.21, Cultivation of grapes)

Company Overview: Su Entu Agricola Srl specializes in winemaking, bottling, and wine trade. The
company also engages in tourism, agritourism, and food and beverage services, offering unique
dining experiences in restaurants and refreshment points.

4.2. New Calls for Proposals

Building on the success of the first call, two new calls for proposals were launched in mid-December
2024, with a deadline set for February 28, 2025, to further this mission
1. PNNR Spoke 02 — PMI Innovation Call:
o Objective: Encourage SMEs to adopt innovative technologies like AR, VR, IoT, and
cloud solutions to strengthen their digital capabilities.
o Details: The call emphasizes projects that enhance the digital presence, optimize
management, and promote sustainable tourism practices.
o Link: PNNR Spoke 02 — PMI Innovation Call
2. PNNR Spoke 02 — Start-up Innovation Call:
o Objective: Support new ventures in integrating advanced technologies to foster
innovation and economic growth.
o Details: The call seeks proposals from start-ups aiming to disrupt traditional models
through cutting-edge solutions, emphasizing scalability and sustainability.
o Link: PNNR Spoke 02 — Start-up Innovation Call

Concerning the first call, it is aligned with and similar to the previous one reported in Deliverable 9.
The main differences lie in the maximum duration of the projects (six months instead of twelve), the
budget cap per project (€200,000 in this case), and a greater specialization in the specific goals, which
have been detailed in the call.

Regarding the second call, it aims to support innovative startups proposing projects in the Tourism
and Cultural Heritage sectors in Sardinia. The proposals are expected to incorporate advanced
technological solutions such as Artificial Intelligence, the Internet of Things, blockchain, and
virtual/augmented reality, aligning with the thematic priorities of Spoke 2 and contributing to the
program's broader objectives.

The total financial allocation for this call is €447,000. These resources are dedicated to supporting
innovation clusters and facilitating digital transformation, with at least 40% allocated to promoting
the digital transition. Beneficiaries are eligible for grants covering 50% of their project costs, with
funding amounts ranging from €20,000 to €200,000 per project.

Eligible applicants are innovative startups registered in the relevant registry, established within the
past 60 months, and operating independently of the e.INS partnership.
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4.3. Organizing a Support Desk for Cascade Call Applicants

To assist businesses in applying for the cascade calls, a support desk is being set up to provide
practical guidance and help clarify any doubts regarding the application process. This initiative aims
to make the calls more accessible and ensure applicants can submit their proposals with confidence.

The support desk is currently being designed to operate primarily online, with plans to include an
email contact for inquiries and virtual consultations through platforms such as Zoom or Teams. These
services will allow applicants to ask specific questions, better understand the documentation required,
and receive guidance on preparing their project proposals. A webpage is also being developed to host
essential resources, including downloadable templates, FAQs, and recorded webinars explaining the
key aspects of the calls.

In addition to these online tools, support activities are being integrated into Spoke 2’s Innovation
Pathways initiative. This program facilitates in-person meetings with businesses across Sardinia,
providing opportunities to engage directly with the support team. These events will focus on helping
applicants prepare their submissions and exploring potential collaborative projects. The Innovation
Pathways meetings are also expected to create opportunities for businesses to connect and consider
joint proposals that align with the cascade call objectives.

By combining the development of accessible online resources with in-person interactions, the support
desk will ensure that all potential applicants—regardless of their location or experience—can
effectively navigate the cascade call process.

5. Other action in the Technology Transfer Plan

The actions presented in this section were originally outlined in the Technology Transfer Plan
submitted in Deliverable D8. While the focus of this deliverable is on the specific technologies and
knowledge transferred by Spoke 2, particularly to small and medium-sized enterprises (SMEs), the
additional actions outlined below address broader objectives within the plan. These actions aim to
foster collaboration, build capacity, and ensure community involvement.

Each action will be further detailed in its respective deliverable, as indicated below:

1. Creation of Networks Among SMEs to Foster Collaboration and Knowledge Sharing:
This action involves organizing networking events and developing online collaboration
platforms to strengthen cooperation and knowledge exchange among SMEs. It will be
comprehensively addressed in Deliverable D13.

2. Implementation of Training Programs: This action focuses on developing comprehensive
training modules, implementing train-the-trainer initiatives, and establishing mentorship
programs to enhance skills and capacity across sectors. Further details are provided in
Deliverable D12.

3. Active Engagement with Local Communities to Ensure Widespread Benefits: This action
encompasses the establishment of community advisory boards, outreach programs, and
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feedback mechanisms to ensure inclusive participation and widespread benefits. It will be
fully described in Deliverable D18.

6. Conclusion and Next Steps

The activities carried out within the framework of Spoke 2 of the e.INS project have established a
strong foundation for fostering innovation and digital transformation in Sardinia's tourism and
cultural heritage sectors. Significant achievements include the development of the Tourism Module,
enabling data-driven decision-making and evidence-based policy support, and the successful transfer
of advanced technologies to local SMEs and stakeholders.

A key outcome of the project has been the production of detailed research theme sheets, which
encapsulate critical insights and practical applications of the technologies explored. To further
support dissemination and technology transfer, these research themes will be organized into a
centralized catalog accessible through the project website. This digital repository will serve as a
valuable resource for stakeholders, facilitating the sharing of knowledge and promoting widespread
adoption of innovative practices.

Additionally, dissemination events and thematic workshops will be organized to engage stakeholders,
local businesses, and citizens. These events will create opportunities for meaningful dialogue,
fostering collaboration and ensuring that the outcomes of Spoke 2 activities are well integrated into
the regional ecosystem. By engaging diverse audiences, the project aims to amplify its impact and
drive further innovation across the territory.

While these initiatives have achieved significant milestones, they also highlight the importance of
continued efforts to strengthen coordination among stakeholders.

Building on the progress documented in this deliverable, Spoke 2 will focus on the following actions
to sustain and expand the impact of its activities:

e Cataloging Research Themes: The research theme sheets developed during the project will
be curated into an online catalog hosted on the project website. This catalog will be designed
to facilitate easy access and navigation, enabling SMEs, policymakers, and researchers to
identify relevant technologies and methodologies applicable to their needs.

e Facilitating Knowledge Transfer Through Dissemination Events: A series of knowledge
transfer events and thematic workshops will be organized, targeting local businesses, public
administrators, and community stakeholders. These events will act as dynamic platforms for
sharing project outcomes, demonstrating practical applications of transferred technologies,
and fostering interactive discussions. The goal is to enhance the adoption of project insights,
gather valuable feedback, and identify potential areas for collaborative innovation in tourism
and cultural heritage management.

e Enhancing and Tailoring the Tourism Module: The Tourism Module will undergo
refinements to include additional datasets and improved functionalities, ensuring its relevance
and adaptability to the specific needs of local stakeholders. Efforts will focus on optimizing
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the module for effective knowledge transfer to SMEs and public administrators, enabling them
to harness its analytical tools for better decision-making, resource allocation, and service
enhancement in the tourism and cultural heritage sectors.

e Strengthening Stakeholder Collaboration: Efforts to enhance SME networks and
collaborative platforms will continue, with a focus on facilitating partnerships and joint
initiatives. By building on the foundations laid during the project, these networks will serve
as ongoing hubs for innovation and knowledge exchange.

e Strengthening Knowledge Transfer Through Community Engagement: Targeted
outreach programs will remain a key element in ensuring effective knowledge transfer,
fostering inclusivity, and addressing local needs. By prioritizing open feedback mechanisms,
the project will adapt its tools and methodologies to better align with community expectations,
ensuring that the benefits of innovation are both accessible and relevant to local stakeholders.

e Monitoring and Evaluation: A comprehensive framework will be implemented to monitor
and evaluate the outcomes of these initiatives, ensuring their alignment with the project’s
objectives and identifying areas for improvement.
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