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EXECUTIVE SUMMARY

This document outlines the comprehensive training strategy for the Spoke 2, aimed at enhancing
digital competencies and technological transfer within the tourism and cultural heritage sectors. It
details a series of training modules covering a broad range of topics from digital skills and website
management to advanced technologies like augmented reality and IoT. The document also introduces
plans for train-the-trainer initiatives and mentorship programs to ensure the sustainability and

practical application of the training.

Related Documents
e Project proposal
e D8 — Technology Transfer Plan
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1 INTRODUCTION

Effective training is a cornerstone of Spoke 2’s strategy for achieving its objectives. As a crucial
component of the broader initiative, Spoke 2 is dedicated to enhancing the capabilities of local
businesses, particularly within the tourism and cultural heritage sectors. The training programs are
designed to address key needs, equipping businesses with essential skills and knowledge to navigate
the challenges of a rapidly evolving market.
The alignment of training with technology transfer is particularly important for Spoke 2. By
integrating training with the transfer of innovative technologies, we ensure that local enterprises are
not only introduced to new tools but are also empowered to utilize them effectively. This synergy
facilitates a smoother adoption of advanced technologies, thereby enhancing operational efficiency
and fostering innovation.
Training supports Spoke 2’s objectives by:
e Building Skills and Competence: Offering practical and theoretical knowledge to strengthen
the digital and managerial skills of local businesses.
e Supporting Technology Adoption: Providing hands-on experience with new technologies
and demonstrating their real-world applications through practical use cases.
o Encouraging Sustainable Practices: Incorporating sustainable strategies into training to
promote long-term growth and environmental responsibility.
o Fostering Collaboration: Creating opportunities for businesses to engage with experts,
peers, and mentors, thereby building a supportive network.
Our training plan is designed to offer practical support for businesses in the tourism and cultural
heritage sectors as they navigate their digital transformation. The goal is to enhance their skills and
capabilities through a mix of practical and theoretical approaches, helping them adapt to the evolving
industry landscape.
The program includes a range of modules crafted to address specific needs and challenges. These
modules cover various topics with a focus on enabling technologies, aiming to provide participants
with useful tools and knowledge. Each module is intended to be directly applicable to daily
operations, ensuring that the skills and insights gained can be immediately implemented.
To make the training more relevant, we have integrated practical technology transfer use cases into
some of the modules. These real-world examples will help illustrate how new technologies can be
applied in practice, offering a clearer understanding of their potential benefits.

Our approach is based on three main pillars:




MISSIONE 4
ISTRUZIONE
RICERCA

1. Training Modules: We have developed detailed training modules informed by assessments
of local enterprises' needs. These modules cover key areas such as digital skills, management
practices, and sustainable business strategies. The aim is to provide participants with practical
knowledge that they can use to improve their operations.

2. Train-the-Trainer Initiatives: To support long-term sustainability, we will implement train-
the-trainer initiatives. This involves training local professionals who can then deliver the
programs within their communities. By doing so, we hope to build local capacity and create
a network of trainers who can continue to provide support and development opportunities for
tourism and cultural heritage enterprises.

3. Mentorship Programs: We will also establish mentorship programs that connect emerging
entrepreneurs and business owners with experienced professionals. These mentorships will
offer personalized guidance and industry insights. Importantly, these programs will use
practical examples from our technology transfer actions to enrich the learning experience and
support knowledge transfer.

This training plan aligns with the principles outlined in the "DS8 - Technological Transfer Plan," which

emphasizes the importance of creating a robust support system for local enterprises.

1.1 Structure of the document

The document is structured as follows. In Section 2 we delve into the specifics of each training
module. This section is divided into several topics, ranging from digital skills and website
management to social media and advanced technologies. Each module addresses a particular area of
expertise, such as content management in mobile applications or strategies for cultural tourism,
offering participants practical and theoretical knowledge tailored to their needs. Section 3 outlines
our approach to building local capacity by training local professionals who will, in turn, deliver these
programs within their communities. The goal is to ensure that the training efforts have a lasting impact
and foster a culture of continuous learning and development. In Section 4 we explain our plans to
establish mentorship opportunities for emerging entrepreneurs and business owners.

These programs will connect them with experienced professionals who can offer personalized
guidance and industry insights. Importantly, these mentorships will incorporate real-world use cases
from our technological transfer actions, enhancing the learning experience and supporting practical

knowledge transfer.
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2 Planned training modules

This comprehensive training program is designed to enhance skills across a range of topics related to
digital competence, territorial development, and destination management. The modules cover
foundational and advanced topics, integrating both theoretical knowledge and practical skills to

address the evolving needs in tourism and digital environments.

Each module is structured to include lectures and hands-on workshops, providing participants with a
thorough understanding and practical experience. The program is organized into specific categories

to facilitate focused learning and application of skills.

Table 1s ummarizes the complete list of training modules, organized by their respective categories

and mapped with the related Spoke target code, reported in detail in Table 2,

Table 1 - Training Modules and related targets.

Category Module Target Codes

Digital Competence Website Creation and Management (Responsive) L002,L007,L019
/ Content Management
Social Medla for Promotion and Customer L002,L019
Interaction
Review Analysis for Improving Social Reputation L001,L002,L009
Content Management in Mobile Applications L002,L019
Advanced Mobile Application Features L002,L019
NFC and QR Code Technology Potential L004,L007
Augmented Reality and Virtual Reality L006,L007,L019
Digitization of Collections and Integration into

. L002

Tourist Routes
Digital I?romotlon through Online Marketing L002,L019
Strategies
Immersive Multimedia Experiences L006,L007
Educational Gaming LO07,L019
Methods for Personalizing Visitor Experiences L002,L019
Real-Time Communication Tools L002,L019
loT Tec.hnologle‘s.for Monitoring and Improving L004,L007
Operational Efficiency
Creating Online Stores for Product Sales L002,L019
Basic Concepts of Cybersecurity LO05
Gamlflcat.lc.)n for Engaging Tourists and Local L002,L019
Communities
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Digital Competence in General Skills L002,L003
Territorial Development Territorial Development Basics L026
Enhgncmg Terrlt.orlal Capital for Integrated L020,L026
Tourism Promotion
Mapping Territorial Resources and Creating Digital L026
[tineraries
Destination Management Introduction to Destination Management L026
Stakeholder Management L026
Sustainable Tourism Destination L026
Management and Governance of Tourist
o L026
Destinations
Destination Marketing L019,L026
Specialized Tourism Cultural Tourism L019,L020
Food and Wine Tourism L019,L020
Legal and Professional Experience Tourism Operator: Legal and
. L024
Aspects Professional Aspects
Project Design and Funding for Digitalization L002,L020
Museums and Heritage Museums and Cultural Herltgge: Local L018,L020
Development and Sustainability
Archaeology and Development of Inner Areas L018,L020
Sustainable Events at Archaeological Sites L018,L020
Communicating Archaeological Heritage L018,L020

Museography and Digital Experiences

L006,L007,L019

Table 2 - Spoke 2 project targets.

Target Name Target Code
Development of a multidimensional platform and inclusion of 50 SMEs within it L001
Increase of the digital presence of the companies recruited in the spoke (creation of Lo02
company website, social network, etc.)
Increase of cloud computing services (ERP software, CRM software, antivirus, network 1 003
access control, file storage)
Adoption of interconnected devices or systems that can be remotely monitored over the L004
internet
Control action on the degree of security of the web server L005
Transfer of services/tools/skills in virtual or augmented reality L006
Transfer of innovative IT systems to optimize internal management (e.g., Decision L007
Support System (DSS))
Companies included in the transfer (50) L008
Transfer of techniques for the management of Big Data (e.g., Recommender Systems) L009
Transfer of scientific results and technological innovations LO10
Creation start-ups (6) and support for innovative spin-offs LO11




MISSIONE 4

ISTRUZIONE
RICERCA

Start-ups/spin-offs (6) benefiting from at least one training course provided by the spoke Lol2
in the current year
Start-ups/spin offs (6) participating in the workshop for innovation and competitive Lo13
expertise through virtual ateliers
SMEs (50) that benefit from training provided by the spoke LO14
SMEs (40%) participating in the workshop for innovation and competitive expertise Lo15
through virtual ateliers
Publication in the press of articles (18) disseminating the results of the project. LO16
Publication of newsletters (18) LO017
Organization of events (6) involving the involvement of local actors LO18
Creation of promotional digital storytelling (6) for the general public LO019
Support for the creation of (2) networks between SMEs L020
Organization of (2) brokerage events with the aim of sharing benchmarks / best practices Lol
between SMEs and scouting for new innovative projects
Elaboration of (6) reports, recommendations e studies intended for policy makers L022
Organization of (6) round tables with policy makers and decision makers L023
Recruitment of fixed-term researchers (12), PhDs (6) and technologists (5) L024
Creation of the Spoke technological laboratory L025
Analysis of the entrepreneurial landscape & clustering of SMEs included in the platform
in terms of type and size (% of accommodation facilities, % of para-receptive, % of L026
complementariness, etc.)

In the following subsections, we provide a detailed description of each planned training module.

2.1 Digital Competence in General Skills

Duration: 12 hours

This module is designed to build foundational digital skills essential for modern business
environments. It provides a comprehensive introduction to office automation tools, focusing on a
generic office suite, including word processing, spreadsheet management, and presentation software.
Participants will gain essential skills in using these tools to enhance productivity and streamline daily

tasks.

The training begins with an overview of office automation and its benefits, highlighting how tools
such as word processors, spreadsheets, and presentation software can improve work efficiency.
Participants will explore the core functionalities of these applications, starting with an introduction

to the office suite. This section covers basic operations and the roles these tools play in productivity.

10
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A significant portion of the module is dedicated to spreadsheet software, where participants will dive
deeper into its features. They will learn how to use formulas, create charts, and manage data
effectively. This section emphasizes practical applications of spreadsheets for data analysis and

presentation.

Next, the focus shifts to creating impactful presentations using presentation software. Participants
will learn techniques for designing presentations with advanced layouts and animations, aimed at
making their communication more engaging and effective. Basic principles of cybersecurity will also

be covered to ensure that presentation content is secure and data integrity is maintained.

The module includes hands-on workshops where participants will engage in practical exercises with
word processing, spreadsheet, and presentation software. These exercises will cover document
formatting, spreadsheet management, and presentation creation. Through these activities, participants
will apply what they’ve learned to real-world scenarios, improving their ability to use digital tools

effectively in their daily work.

Overall, this training module provides a well-rounded approach to digital competence, equipping

participants with the skills needed to enhance productivity and manage digital tasks efficiently.

2.2 Website Creation and Management (Responsive) / Content Management
Duration: 16 hours

This training module is designed to equip participants with essential skills for creating and managing
responsive websites. The course offers a mix of theoretical knowledge and practical application,
covering the core aspects of web design, content management, and search engine optimization.
Participants will begin by exploring the fundamentals of responsive web design. They will learn how
to design websites that adjust seamlessly to various devices and screen sizes, using a variety of tools
and platforms such as content management systems and website builders.

The training will then delve into the principles of effective web design and user experience (UX).
Participants will understand the key elements that contribute to a user-friendly website, including
layout, navigation, and visual aesthetics. They will also learn how to manage web content, including
texts, images, and videos, to ensure that it is engaging and accessible.

The module will also cover essential SEO practices to enhance a website's visibility in search engine
results. Participants will learn techniques to optimize their web content for better search engine

performance, ultimately driving more traffic to their sites.
11
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In the practical lab sessions, participants will have the opportunity to apply their knowledge by
creating a basic website using a chosen platform. They will then customize the website's design and
layout, and manage multimedia content effectively. Finally, they will implement SEO strategies to
optimize their site’s visibility.

This comprehensive approach aims to provide participants with both the theoretical understanding

and practical skills needed to create, manage, and optimize responsive websites effectively.

2.3 Social Media for Promotion and Customer Interaction
Duration: 12 hours

This module focuses on the strategic use of social media to enhance marketing efforts and engage
with customers effectively. Participants will gain insights into the role of social media in a marketing
strategy and develop practical skills for creating and managing social media content.

The course begins with an overview of the major social media platforms, including Facebook,
Instagram, Twitter, and LinkedIn. Participants will learn how to craft a social media marketing
strategy that aligns with their business goals.

Next, the training will cover techniques for engaging with customers on social media. Participants
will explore methods for increasing interaction and building a loyal online community.

The module will also include a segment on analyzing social media metrics to evaluate the success of
marketing campaigns. Participants will learn to use various tools to measure performance and
engagement, and adjust their strategies accordingly.

In the lab sessions, participants will create and optimize business profiles on social media platforms,
develop a content calendar, and utilize analytical tools to monitor and improve their social media
presence.

By the end of this module, participants will be equipped with the skills to effectively use social media

for marketing and customer engagement, enhancing their online presence and reputation.

2.4 Review Analysis for Improving Social Reputation
Duration: 10 hours

This training module is aimed at helping participants understand and manage online reviews to
improve their business reputation. The course provides insights into the importance of reviews and

practical techniques for analyzing and responding to them.

12
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Participants will start by exploring the significance of online reviews and how they impact a business's
reputation. They will become familiar with major review platforms like TripAdvisor, Google
Reviews, and Yelp.

The course will then cover techniques for analyzing reviews, including sentiment analysis and text
mining. Participants will learn to use various tools and software to interpret review data and identify
areas for improvement.

In the practical lab sessions, participants will engage in exercises to analyze a set of reviews and
develop a plan to address feedback. They will also practice crafting responses to both positive and
negative reviews.

The aim of this module is to provide participants with the skills to leverage review data to enhance

their business’s reputation and respond effectively to customer feedback.

2.5 Content Management in Mobile Applications
Duration: 10 hours

This module focuses on managing and updating content in mobile applications. Participants will learn
the foundational principles of mobile content management and develop skills to enhance user
experience through effective content strategies.

The training begins with an introduction to the basics of content management for mobile apps.
Participants will explore various platforms for mobile app development and content management.
The module will cover techniques for creating and updating mobile content, as well as best practices
for real-time content management. Participants will learn how to tailor content to improve user
engagement and interaction.

In the lab sessions, participants will design content for a mobile app, use content management tools,
and implement and test content updates. They will also focus on maintaining and optimizing content
in real time.

This module aims to equip participants with practical skills to manage mobile app content effectively,
ensuring a dynamic and engaging user experience.

2.6 Advanced Mobile Application Features

Duration: 12 hours

This module explores the advanced functionalities of mobile applications, focusing on interactive
features that enhance user experience. The course covers key aspects of integrating and utilizing

advanced features such as interactive maps, digital guides, and real-time notifications.

13
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Participants will begin with an overview of advanced mobile application functionalities, learning
about interactive elements that can significantly enrich user engagement. They will explore tools and
methods for incorporating features like interactive maps and digital guides, which can greatly benefit
tourism and cultural activities.

The training will then cover best practices for implementing these advanced features, emphasizing
how to effectively integrate them into mobile apps to maximize user satisfaction. Participants will
learn how to use real-time notifications to keep users informed and engaged.

In the practical lab sessions, participants will design an interactive map for a mobile app and develop
customized digital guides. They will also implement and test real-time notifications, integrating these
features into their applications to enhance the overall user experience.

By the end of this module, participants will be proficient in creating and managing advanced mobile

app features that boost user interaction and satisfaction.

2.7 NFC and QR Code Technology Potential
Duration: 10 hours

This module provides an in-depth understanding of NFC (Near Field Communication) and QR Code
technologies, focusing on their practical applications in tourism and cultural heritage. Participants
will learn how to effectively use these technologies to enhance user experiences and operational
efficiency.

The course starts with an introduction to NFC and QR Code technologies, covering their basic
principles and applications. Participants will explore how these technologies can be applied to provide
easy access to tourist information and personalize visitor experiences.

Next, the training will delve into practical integration of NFC and QR Codes in tourism services, such
as incorporating them into tour packages, itineraries, and restaurant services. Participants will learn
best practices for deploying these technologies to improve operational efficiency and customer
satisfaction.

In the lab sessions, participants will create and implement QR Codes for accessing tourist information
and use NFC for personalizing tourist paths. They will also design and test NFC systems for check-
in/check-out processes in accommodation settings, optimizing their functionality.

By the end of this module, participants will be adept at leveraging NFC and QR Code technologies

to enhance visitor engagement and streamline operational processes.

14
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2.8 Augmented Reality and Virtual Reality
Duration: 12 hours

This module delves into the fundamentals of Augmented Reality (AR) and Virtual Reality (VR),
exploring their applications in tourism and cultural heritage. Participants will gain insights into how
these immersive technologies can transform visitor experiences.

The training begins with an introduction to AR and VR technologies, including an overview of the
platforms and tools available for developing AR and VR experiences. Participants will learn about
the core concepts and technologies behind AR and VR.

The course will then focus on applying AR and VR in tourism and cultural contexts, showcasing
successful examples and best practices. Participants will explore how AR and VR can be used to
create immersive tours and enhance cultural exhibits.

In the lab sessions, participants will design AR experiences for tourist guides and develop virtual
tours of cultural sites or accommodation facilities. They will also test and refine AR and VR
experiences, integrating them into existing applications to enhance their effectiveness.

By the end of this module, participants will be skilled in designing and implementing AR and VR

content to create engaging and immersive experiences for visitors.

2.9 Project Design and Funding for Digitalization
Duration: 8 hours

This module provides a comprehensive overview of designing and securing funding for digitalization
projects. Participants will learn how to develop effective project proposals and navigate funding
opportunities.

The course begins with an introduction to various funding opportunities for digitalization, including
national and European sources. Participants will gain insights into the types of funding available and
how to access them.

Next, the training will cover the process of preparing project proposals, including requirements,
evaluation criteria, and necessary documentation. Participants will learn how to draft compelling
proposals and present them to funding bodies.

In the lab sessions, participants will engage in practical exercises for writing funding proposals and
simulate presenting their projects to funding organizations. This hands-on approach will help them
develop the skills needed to secure financing for digitalization initiatives.

By the end of this module, participants will be proficient in designing digitalization projects and
accessing funding, enabling them to successfully advance their digital transformation efforts.

15
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2.10 Digitization of Collections and Integration into Tourist Routes
Duration: 12 hours

This module focuses on the significance of digitizing cultural collections and integrating them into
tourist routes. Participants will learn about the various techniques and tools for digitizing artisanal
works and artifacts, as well as the best practices for incorporating these digital collections into tourist
experiences.

The course begins with an introduction to the importance of digitizing cultural collections,
highlighting the technologies and tools available for this process. Participants will understand how
digitization can enhance the accessibility and visibility of cultural assets.

The training will then cover how to integrate digitized collections into tourist routes, providing
practical strategies for enhancing the tourism experience through digital content.

In the lab sessions, participants will practice digitizing physical artifacts and creating digital
representations. They will also design a digital tourist route that incorporates these digitized
collections, learning how to enhance tourist engagement through digital tools.

By the end of this module, participants will be skilled in managing digital collections and integrating

them effectively into tourism strategies.

2.11 Digital Promotion through Online Marketing Strategies
Duration: 12 hours

This module provides a comprehensive overview of online marketing strategies tailored for the
tourism and cultural sectors. Participants will learn to develop effective digital marketing strategies,
using various platforms and tools to enhance online visibility and engagement.

The course starts with a broad overview of online marketing strategies, including the use of email
marketing, SEO, SEM, and social media channels. Participants will gain insights into how these tools
can be leveraged to improve their digital presence.

The training will then delve into content marketing techniques, exploring how to create engaging and
effective content. Participants will also learn about e-commerce platforms and how to integrate them
into their marketing strategies.

In the lab sessions, participants will develop an email marketing campaign, optimize a website for
search engines, and manage a social media advertising campaign. These practical exercises will help

them apply the strategies learned and improve their digital marketing efforts.

16
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By the end of this module, participants will be equipped to design and implement successful online

marketing campaigns that drive visibility and engagement.

2.12 Immersive Multimedia Experiences
Duration: 10 hours

This module explores the creation of immersive multimedia experiences, such as 360-degree
projections and audiovisual installations, within the tourism and cultural sectors. Participants will
learn to use these technologies to enhance visitor experiences.

The course begins with an introduction to immersive multimedia technologies, including the
principles behind 360-degree projections and audiovisual installations. Participants will explore the
technologies used to create these engaging experiences.

The training will then focus on the design of immersive experiences, teaching participants how to
develop and implement these technologies effectively within museums and historical sites.

In the lab sessions, participants will create a 360-degree projection and develop an audiovisual
installation tailored for a cultural site. They will learn to integrate these immersive elements to
enhance visitor engagement and satisfaction.

By the end of this module, participants will be proficient in designing and implementing immersive

multimedia experiences that captivate and engage visitors.

2.13 Educational Gaming
Duration: 10 hours

This module examines the role of educational games in the tourism and cultural sectors. Participants
will learn to design and implement interactive educational games that enrich the visitor experience
through historical and cultural themes.

The course starts with an overview of educational games, including examples of how these games
can be used in cultural contexts to enhance learning and engagement. Participants will understand the
value of educational gaming in tourism.

The training will then cover the stages and tools required to design educational games, from concept
development to execution.

In the lab sessions, participants will develop a concept for an educational game based on local history
and culture and create a prototype for testing. They will explore ways to make learning interactive

and engaging through game design.

17
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By the end of this module, participants will be capable of creating and implementing educational

games that enhance cultural understanding and visitor interaction.

2.14 Methods for Personalizing Visitor Experiences
Duration: 10 hours

This module focuses on personalizing visitor experiences in the tourism sector. Participants will learn
techniques to tailor audioguides and thematic tours based on individual visitor interests, improving
satisfaction and engagement.

The course begins with an exploration of the importance of personalization in visitor experiences,
including techniques and tools for customization. Participants will understand how personalization
can enhance the overall visitor experience.

The training will then cover the creation of personalized audioguides and pre-configured thematic
tours, providing practical strategies for integrating these personalized elements into tourism services.
In the lab sessions, participants will create a personalized audioguide and develop a pre-configured
thematic tour. They will apply these techniques to improve visitor engagement and satisfaction
through tailored experiences.

By the end of this module, participants will be adept at designing and managing personalized visitor

experiences that foster greater engagement and loyalty.

2.15 Real-Time Communication Tools
Duration: 8 hours

This module covers the use of real-time communication tools, such as chatbots and virtual assistants,
in the tourism sector. Participants will learn how to implement and optimize these tools to enhance
customer support and operational efficiency.

The course starts with an introduction to chatbots and virtual assistants, including platforms and tools
for creating them. Participants will understand the role these tools play in improving customer service
and streamlining communication.

The training will then focus on best practices for using real-time communication tools, covering
strategies to integrate them effectively into existing systems.

In the lab sessions, participants will create a chatbot to handle customer inquiries and then test and
optimize it to ensure it meets support needs efficiently.

By the end of this module, participants will be capable of implementing and managing chatbots and

virtual assistants to enhance customer interactions and operational efficiency.
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2.16 IoT Technologies for Monitoring and Improving Operational Efficiency
Duration: 12 hours

This module explores Internet of Things (IoT) technologies and their applications in the tourism
sector. Participants will learn how to use [oT solutions to monitor operations and enhance efficiency.
The course begins with an overview of IoT technologies and their applications in tourism, including
monitoring environmental conditions and managing queues. Participants will understand how IoT
can be applied to improve operational efficiency and visitor experiences.

The training will then cover the implementation of IoT solutions, focusing on best practices and
strategies for integrating these technologies into tourism operations.

In the lab sessions, participants will work on implementing an IoT system for environmental
monitoring, designing a solution for queue management, and configuring loT devices for site security.
By the end of this module, participants will be skilled in using IoT technologies to optimize operations

and improve visitor experiences.

2.17 Creating Online Stores for Product Sales
Duration: 12 hours

This module provides a comprehensive guide to creating and managing online stores for selling
tourism-related products. Participants will learn the principles of e-commerce and how to set up and
promote online stores.

The course starts with an introduction to e-commerce platforms such as Shopify and WooCommerce.
Participants will learn how to create and manage an online store, from setting up the platform to
managing products and sales.

The training will also cover marketing strategies for online stores, teaching participants how to
promote their stores effectively.

In the lab sessions, participants will set up an online store on a chosen platform, add products, and
implement marketing strategies to boost sales.

By the end of this module, participants will be proficient in designing, managing, and promoting

online stores for tourism products.

2.18 Basic Concepts of Cybersecurity
Duration: 8 hours
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This module introduces the fundamental concepts of cybersecurity and how they apply to businesses
in the tourism and cultural sectors. Participants will learn techniques to protect information and
systems from cyber threats.

The course begins with an overview of cybersecurity principles, including common threats and
prevention methods. Participants will understand how to safeguard sensitive information and systems.
The training will then focus on best practices for data protection and incident management, equipping
participants to handle and respond to cybersecurity incidents.

In the lab sessions, participants will engage in exercises to identify and prevent cyber threats and
simulate incident management scenarios.

By the end of this module, participants will be equipped to implement and manage cybersecurity

measures to protect their organizations from cyber threats.

2.19 Gamification for Engaging Tourists and Local Communities
Duration: 10 hours

This module explores gamification techniques to engage tourists and local communities. Participants
will learn how to design and implement gamified activities that highlight local identities and values.
The course begins with an introduction to gamification and its applications in tourism and cultural
contexts. Participants will understand how gamification can enhance engagement and promote local
identities.

The training will then cover the design of gamified activities, focusing on creating experiences that
resonate with both tourists and local residents.

In the lab sessions, participants will create a gamification plan for a tourism or cultural activity and
implement and test gamified elements.

By the end of this module, participants will be able to design and manage gamified initiatives that

effectively engage tourists and local communities.

2.20 Territorial Development Basics
Duration: 8 hours

This module introduces the opportunities offered by European programming for territorial
development. Participants will learn how to access funding, utilize resources, and design effective

territorial development projects.
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The course begins with an overview of European programming opportunities, including structural
and investment funds available for territorial projects. Participants will understand how to leverage
these resources for development purposes.

The training will then focus on designing territorial development interventions, covering best
practices and strategies for project formulation.

In the lab sessions, participants will develop a project focused on territorial enhancement using
available European opportunities.

By the end of this module, participants will be capable of identifying and using European resources

to create and manage effective territorial development projects.

2.21 Enhancing Territorial Capital for Integrated Tourism Promotion
Duration: 10 hours

This module focuses on leveraging territorial capital to enhance tourism promotion. Participants will
learn how to integrate cultural, environmental, and social resources into effective tourism strategies.
The course starts with an introduction to the importance of territorial capital in tourism promotion
and strategies for integrated tourism marketing. Participants will explore how to use local resources
to boost tourism.

The training will also cover successful case studies of territorial enhancement and storytelling
techniques for promoting local heritage.

In the lab sessions, participants will create an integrated tourism promotion campaign and implement
storytelling techniques to enhance territorial appeal.

By the end of this module, participants will be skilled in promoting territorial capital and developing

effective tourism strategies that integrate local resources.

2.22 Mapping Territorial Resources and Creating Digital Itineraries
Duration: 12 hours

This module covers the mapping of territorial resources and the creation of digital tourist itineraries.
Participants will learn how to catalog resources and design engaging digital experiences.

The course begins with methodologies for mapping territorial resources and using digital tools for
this purpose. Participants will understand how to gather and manage information about local
resources.

The training will then focus on creating and promoting digital tourist itineraries, including best

practices for designing and managing these itineraries.
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In the lab sessions, participants will practice mapping territorial resources and develop a digital
itinerary for tourism promotion.
By the end of this module, participants will be proficient in mapping resources and creating digital

itineraries that enhance tourism and showcase local attractions.

2.23 Introduction to Destination Management
Duration: 12 hours

This module provides a comprehensive understanding of managing a destination as a competitive and
integrated system. Participants will explore various destination management approaches, such as the
UNWTO.QUEST Certification Programme and the 10-A-Model. The focus will also be on current
and future trends, opportunities, and challenges in the tourism sector.

The learning objectives include gaining insight into managing destinations as interconnected systems
and understanding different management models and their practical applications. Participants will
also delve into emerging trends to enhance strategic planning in tourism development.

The program will start with an introduction to how destinations function as competitive systems and
an overview of various management approaches. Following this, the discussion will shift to current
and future tourism trends, as well as opportunities and challenges facing the industry.

In the workshop, participants will engage in practical exercises to analyze destination systems and
review case studies on successful destination management models. This hands-on approach will help

solidify their understanding and application of the concepts discussed.

2.24 Stakeholder Management
Duration: 10 hours

This module focuses on the roles and expectations of stakeholders involved in destination
management. Participants will learn about the importance of networking and participatory processes,
and will develop strategies for engaging local communities and collaborating with various economic,
social, and cultural entities.

The learning objectives are to identify and manage stakeholder relationships effectively, understand
the role of networking, and create strategies to involve local communities in destination management.
The module will also cover the application of territorial and tourism intelligence in managing

stakeholder interactions.
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The program will cover stakeholder roles and expectations, emphasizing the importance of building
networks. Participants will then explore strategies for community involvement and the use of
territorial and tourism intelligence.

In the workshop, participants will practice stakeholder mapping and develop community engagement
strategies. These activities will provide practical experience in managing stakeholder relationships

and fostering collaboration.

2.25 Sustainable Tourism Destination
Duration: 12 hours

This module addresses the principles of sustainable and inclusive tourism development. Participants
will learn about the 17 Sustainable Development Goals (SDGs) and GSTC certification, and will
develop skills in sustainable resource management and heritage preservation.

The learning objectives are to understand different types of sustainable tourism practices, apply SDGs
and GSTC standards, and gain skills in managing resources and conserving heritage.

The program will introduce sustainable tourism development practices and the SDGs and GSTC
certification. It will also cover resource management and heritage preservation, focusing on how to
map and manage local resources effectively.

Workshop activities will include practical exercises on implementing sustainable tourism practices
and planning heritage conservation projects. These activities will help participants apply their

knowledge in real-world scenarios.

2.26 Management and Governance of Tourist Destinations
Duration: 12 hours

This module explores business planning and economic sustainability in tourism. Participants will
learn about corporate social responsibility (CSR) and human resource management in the context of
destination management. They will also develop skills in designing engaging tourist experiences.
The learning objectives include acquiring competence in business planning for tourism products,
understanding CSR and its application, and designing tourist experiences that enhance visitor
engagement.

The program will begin with a focus on business planning and economic sustainability, followed by
a discussion on CSR and human resources. Participants will then learn about designing engaging

tourist experiences.
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In the workshop, participants will develop business plans for tourism products and engage in exercises
to design and implement tourist experiences. These activities will provide practical skills applicable

to real-world tourism management.

2.27 Destination Marketing
Duration: 12 hours

This module covers the essentials of market positioning and strategy development for destinations.
Participants will learn how to build a destination's identity and branding, as well as understand
customer relationship management (CRM) practices and reputation management.

The learning objectives include creating effective marketing strategies for destinations, developing a
strong destination brand and identity, and managing customer relationships and brand reputation.
The program will include sessions on market positioning and strategy, building destination identity,
and exploring branding and CRM practices.

In the workshop, participants will develop marketing strategies and engage in exercises focused on
branding and CRM. These hands-on activities will help participants apply marketing concepts to

enhance destination visibility and appeal.

2.28 Cultural Tourism

Duration: 8 hours

This module focuses on the principles and practices of cultural tourism, emphasizing how to develop
and promote cultural tourism experiences. Participants will learn strategies to integrate cultural

heritage into tourism offerings effectively.

The learning objectives are to design and implement engaging cultural tourism experiences, develop

effective marketing and promotion strategies, and create authentic cultural tourism products.

The program starts with an exploration of the principles and practices of cultural tourism, including
how to integrate cultural heritage into tourism. Participants will then delve into developing cultural

tourism experiences and marketing strategies.

Workshop activities include analyzing case studies of successful cultural tourism initiatives and
designing a cultural tourism product. These practical exercises aim to enhance participants' skills in

creating compelling cultural tourism experiences.
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2.29 Food and Wine Tourism

Duration: 8 hours

This module covers the concept and benefits of food and wine tourism, teaching participants how to
create and promote experiences in this niche area. The module also explores partnerships with local

food and wine producers.

The learning objectives include developing food and wine tourism experiences, understanding

marketing strategies for these experiences, and building effective partnerships with local producers.

The program will cover the concepts and benefits of food and wine tourism, including how to create
and promote food and wine experiences. Participants will also learn about marketing strategies and

how to establish partnerships with local producers.

In the workshop, participants will develop a food and wine tourism itinerary and create a marketing
plan for a food and wine tourism product. These exercises will provide hands-on experience in

crafting and promoting food and wine tourism offerings.

2.30 Experience Tourism Operator: Legal and Professional Aspects

Duration: 8 hours

This module addresses the legal and professional aspects of operating in experience tourism.
Participants will gain an understanding of regulations, certifications, and standards, and explore best

practices for legal compliance and professional conduct.

The learning objectives include understanding legal and professional requirements, navigating
regulations and standards, and maintaining compliance and professional standards in experience

tourism.

The program will cover legal and regulatory requirements, certifications, and standards relevant to
experience tourism. Participants will also learn about best practices for legal compliance and

professional conduct.
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In the workshop, participants will analyze case studies on legal issues and develop a compliance plan
for tourism operations. These activities aim to enhance participants' ability to manage legal and

professional aspects effectively.

2.31 Museums and Cultural Heritage: Local Development and Sustainability

Duration: 8 hours

This module explores the role of museums and cultural heritage in local development and
sustainability. Participants will learn about sustainability practices in museum management and

strategies for integrating cultural heritage into local development.

The learning objectives include understanding how museums and cultural heritage contribute to local
development, implementing sustainability practices in museum operations, and integrating cultural

heritage into development strategies.

The program will cover the role of museums and cultural heritage in local development, sustainability

practices, and integration strategies. Participants will also review case studies of successful projects.

Workshop activities will involve developing a sustainability plan for a museum and creating a local
development strategy that incorporates cultural heritage. These practical exercises will help

participants apply their knowledge to real-world situations.

2.32 Archaeology and Development of Inner Areas
Duration: 8 hours
This module focuses on the role of archaeology in the development of inner areas, including

leveraging archaeological sites for regional development and exploring sustainable development

strategies.

The learning objectives are to integrate archaeology with regional development, leverage
archaeological resources for sustainable development, and create strategies for developing areas with

archaeological significance.
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The program will start with an exploration of archaeology's role in regional development and how to
leverage archaeological sites for development. Participants will also learn about sustainable

development strategies, supported by case studies of successful projects.

Workshop activities will include developing a plan for integrating archaeology into regional
development and creating strategies for the sustainable development of archaeological sites. These

exercises aim to provide practical experience in applying the concepts learned.

2.33 Sustainable Events at Archaeological Sites
Duration: 8 hours
This module covers the principles of organizing sustainable events at archaeological sites, focusing

on planning and executing events that respect and enhance archaeological heritage while minimizing

environmental impact.

The learning objectives are to plan sustainable events for archaeological sites, execute events that
respect heritage and environmental concerns, and create strategies to reduce the impact of events on

heritage sites.

The program will cover sustainable event planning principles, event planning at archaeological sites,
and strategies for minimizing environmental impact. Participants will review case studies of

successful sustainable events.

Workshop activities will involve designing a sustainable event plan for an archaeological site and
implementing strategies to reduce environmental impact. These practical exercises will help

participants apply sustainable practices to event planning.

2.34 Communicating Archaeological Heritage

Duration: 8 hours
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This module explores effective communication strategies for archaeological heritage, including
engaging different audiences and stakeholders in heritage preservation and promoting heritage

through various channels.

The learning objectives include developing communication strategies for archaeological heritage,
engaging stakeholders and audiences in preservation efforts, and promoting heritage through effective

channels.

The program will cover effective communication strategies, audience engagement, and promoting
archaeological heritage. Participants will also review case studies of successful communication

efforts.

Workshop activities will include developing a communication plan for an archaeological site and
creating promotional materials for archaeological heritage. These activities aim to enhance

participants' skills in communicating and promoting archaeological sites.

2.35 Museography and Digital Experiences

Duration: 8 hours

This module focuses on the role of museography in creating digital experiences, teaching participants
how to integrate digital technologies into museum exhibits and develop innovative approaches to

enhance visitor engagement.

The learning objectives include understanding museography principles and digital integration,
developing digital exhibits and interactive experiences, and enhancing visitor engagement through

digital tools.

The program will cover museography principles, integrating digital technologies into museum
exhibits, and innovative approaches for visitor engagement. Participants will review case studies of

successful digital exhibits.

Workshop activities will involve designing a digital exhibit for a museum and implementing
interactive digital experiences. These practical exercises will help participants create engaging digital

experiences for museum visitors.
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3 Train-the-Trainer Initiatives
In our quest to build enduring local capacity and ensure the long-term success of our training

programs, we are implementing a robust train-the-trainer initiative. This strategic approach is
designed to cultivate a cadre of local professionals who will be empowered to deliver our training
programs within their communities. By focusing on training these local trainers, we aim to foster a
culture of continuous learning and development, thereby amplifying the reach and impact of our

initiatives while ensuring their sustainability.

Our train-the-trainer initiative is not just about transferring knowledge; it's about creating a ripple
effect that extends throughout the community. The core of this approach involves identifying and
training local professionals who have the potential to become community educators and change-
makers. These individuals will come from various backgrounds, including educators, industry
experts, community leaders, and business professionals. By selecting candidates who are already
active in their fields and demonstrating a passion for their work, we ensure that the training programs

are grounded in local expertise and relevance.

We will design and deliver training programs that are highly customized to meet the specific needs
of each local context. These programs will cover a broad range of topics relevant to tourism and
cultural heritage, including:

o Digital Competence and Tools: Trainers will be equipped with advanced skills in digital
technologies, such as website creation, social media management, and mobile application
features. This knowledge will enable them to guide local enterprises in enhancing their digital
presence and operational efficiency.

e Tourism Management: Training will cover comprehensive aspects of destination
management, stakeholder engagement, sustainable tourism practices, and effective
destination marketing. This will help local businesses better manage their tourism offerings
and contribute to sustainable development.

e Cultural and Specialized Tourism: We will provide insights into cultural tourism, food and
wine tourism, and specialized sectors such as conference tourism. This will help local
communities develop unique tourism experiences that highlight their cultural heritage and

attract visitors.
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o Heritage and Archaeology: Trainers will learn best practices in managing museums, cultural
heritage sites, and archaeological areas, with a focus on sustainability and effective

communication strategies.

One of the key impacts of the train-the-trainer initiative is its role in enhancing community
engagement and social inclusion. By involving local professionals in the training process, we are
fostering a sense of ownership and commitment to the development of their communities. This
approach also helps bridge gaps between different segments of the population, ensuring that diverse
voices and perspectives are included in the training programs.

Additionally, by focusing on local trainers, we are promoting the inclusion of underrepresented
groups and marginalized communities. Trainers from these groups will be given opportunities to
develop their skills and contribute to the growth of their communities, thereby enhancing social

cohesion and economic empowerment.

To ensure the sustainability of our initiatives, we propose a comprehensive long-term strategy to the
local governing bodies and industry associations involved in tourism and cultural heritage. We will
organize local authorities and industry associations for collaboration in order to build a robust
network of trainers who can continue to deliver and adapt the training programs as needed. This
network would act as a cornerstone for ongoing professional development and foster collaboration
among various stakeholders. By involving local trainers, this network will ensure that training
programs remain relevant and responsive to evolving needs. It will also provide a platform for sharing
best practices, resources, and support, enhancing the overall capacity of the region to manage and

promote its tourism and cultural heritage effectively.
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4 Mentorship Programs

Our plan extends beyond traditional training by incorporating a robust mentorship program designed
to foster the growth of emerging entrepreneurs and business owners. This initiative will pair these
individuals with seasoned professionals who have extensive experience in the field. The mentorships
will offer personalized guidance, deep industry insights, and valuable networking opportunities,
which are critical for navigating the complexities of the tourism and cultural heritage sectors.

In addition to providing direct support, the mentorship program will leverage use cases developed
through our technological transfer actions. These use cases will serve as practical examples that
illustrate how advanced technologies and innovative practices can be applied in real-world settings.
By integrating these examples into the mentorship process, we ensure that participants are not only
receiving theoretical knowledge but also engaging with concrete applications of the training modules.
This approach allows mentees to see firsthand how the concepts they are learning are implemented
in practice, thereby enhancing their understanding and skills.

To enrich the mentorship experience further, we will involve university researchers in the
development of these use cases. Researchers will collaborate closely with businesses to identify and
address specific challenges and opportunities within the industry. This collaboration will provide a
bridge between academic research and practical application, ensuring that the use cases are relevant
and impactful. As a result, the mentorship program will benefit from cutting-edge research and
innovative solutions that are tailored to the needs of the participants.

The inclusion of researchers will also facilitate a more dynamic and interactive learning environment.
Mentees will have the opportunity to engage with experts who can provide insights into the latest
developments and trends in the field. This engagement will help bridge the gap between academic
theory and practical application, enriching the overall learning experience.

By integrating these elements into our mentorship program, we create a holistic approach that
supports knowledge transfer and professional development. Participants will gain valuable skills and
insights that are directly applicable to their businesses, while also benefiting from the ongoing support

and guidance of experienced mentors.
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5 Conclusions

This document presents a structured approach to enhancing digital and technological capabilities
within the tourism and cultural heritage sectors through Spoke 2. By implementing a series of targeted
training modules and support initiatives, we aim to address the evolving needs of local enterprises
and foster sustainable growth. The proposed train-the-trainer programs and mentorship initiatives are
designed to build local expertise and ensure that the benefits of the training extend beyond the initial
implementation.

While our approach is comprehensive, we recognize that the success of these efforts relies on active
collaboration with local stakeholders and ongoing adaptation to emerging challenges. We hope that
these strategies will contribute positively to the sector, providing practical tools and knowledge that
support both immediate needs and long-term objectives. Our goal is to support local businesses in
navigating their digital transformation journey, and we remain committed to refining our approach

based on feedback and evolving needs.
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