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‭Objectives‬

‭▪‬ ‭Virtual and augmented reality (VR/AR) have significantly impacted the tourism industry, enhancing the overall‬
‭travel experience for both tourists and businesses. The integration of VR/AR technologies in the tourism industry‬
‭has transformed the way people plan, experience, and remember their travels. These technologies offer innovative‬
‭solutions for marketing, training, cultural preservation, and personalized experiences, ultimately contributing to a‬
‭more engaging and enjoyable tourism experience for travellers. Integration of VR/AR technologies in tourism‬
‭studies aligns with this actuality, offering students a more dynamic and practical educational experience that‬
‭prepares them for the evolving landscape of the tourism industry.‬

‭▪‬ ‭Improve the overall learning experience in tourism studies by providing immersive and interactive virtual‬
‭environments.‬

‭▪‬ ‭Enable to explore destinations virtually, gaining insights into geography, culture and attractions.‬
‭▪‬ ‭Provide simulated scenarios related to tourism operations, management, and customer service. Familiarize students‬

‭with hotel and resort management processes through‬
‭virtual simulations.‬

‭▪‬ ‭Ensure that tourism education is accessible to a diverse range of students, including those with physical limitations.‬
‭▪‬ ‭Facilitate industry collaboration and networking opportunities through virtual platforms.‬
‭▪‬ ‭Encourage students to explore innovative applications of VR in the tourism industry through research projects.‬

‭Description‬

‭There‬ ‭will‬ ‭be‬ ‭four‬ ‭tasks‬ ‭implemented‬ ‭during‬ ‭the‬ ‭project‬ ‭implementation‬ ‭period‬ ‭within‬ ‭Work‬ ‭package‬ ‭4‬
‭"Implementation of virtual and augmented reality (VR/AR) technologies for tourism and service sector":‬
‭T4.1‬ ‭Development‬ ‭of‬ ‭study‬ ‭module‬ ‭“Implementation‬ ‭of‬ ‭virtual‬ ‭and‬ ‭augmented‬‭reality‬‭applications‬‭for‬‭tourism‬‭and‬
‭services‬ ‭sector”‬ ‭(10‬ ‭ECTS)‬ ‭-‬ ‭Collaboration‬ ‭with‬ ‭educators‬ ‭and‬ ‭development‬ ‭of‬ ‭study‬ ‭course‬ ‭“Implementation‬ ‭of‬
‭virtual‬ ‭and‬ ‭augmented‬ ‭reality‬ ‭applications‬ ‭for‬ ‭tourism‬ ‭and‬ ‭services‬ ‭sector”‬ ‭which‬ ‭provides‬ ‭high‬ ‭quality‬ ‭VR/AR‬
‭content‬‭relevant‬‭to‬‭tourism‬‭studies.‬‭The‬‭course‬‭aims‬‭to‬‭equip‬‭students‬‭and‬‭teachers‬‭with‬‭the‬‭knowledge‬‭and‬‭skills‬‭to‬
‭harness‬‭the‬‭potential‬‭of‬‭interactive‬‭virtual‬‭and‬‭augmented‬‭reality‬‭technologies‬‭in‬‭the‬‭tourism‬‭sector.‬‭It‬‭will‬‭cover‬‭both‬
‭theoretical foundations and practical applications to enhance the overall tourist experience.‬
‭T4.2‬ ‭Workshop‬ ‭implementation‬ ‭for‬ ‭practical‬ ‭skill‬ ‭improvement‬ ‭-‬ ‭Summarize,‬ ‭test‬ ‭and‬ ‭provide‬ ‭virtual‬ ‭tours,‬
‭simulations‬ ‭and‬ ‭interactive‬ ‭scenarios‬ ‭that‬ ‭align‬ ‭with‬ ‭the‬ ‭course‬ ‭objectives.‬ ‭Specification‬ ‭of‬ ‭necessary‬ ‭technical‬
‭infrastructure‬‭options‬‭to‬‭support‬‭VR/AR‬‭integration‬‭and‬‭workshop‬‭provision.‬‭Workshop‬‭tasks’‬‭descriptions‬‭and‬‭guides‬
‭will‬‭provide‬‭information‬‭on‬‭creation‬‭of‬‭audio‬‭guides,‬‭360‬‭photo/video‬‭editing‬‭and‬‭tours,‬‭GIS‬‭tour‬‭planning,‬‭augmented‬
‭reality‬ ‭visualisations‬‭and‬‭3D‬‭virtual‬‭reality‬‭scenario‬‭integration.‬‭Hands-on‬‭experience‬‭with‬‭VR‬‭and‬‭AR‬‭devices,‬‭like‬
‭Meta Quest 2, Insta360 and others.‬
‭T4.3‬‭Course‬‭approbation‬‭-‬‭Lecture‬‭sessions‬‭and‬‭hands-on‬‭workshops.‬‭Course‬‭evaluation,‬‭feedback‬‭and‬‭enhancements.‬
‭Assess‬ ‭the‬ ‭long-term‬ ‭impact‬ ‭of‬ ‭the‬ ‭course‬ ‭by‬ ‭tracking‬ ‭participants'‬ ‭career‬ ‭advancements,‬ ‭projects‬ ‭initiated,‬ ‭or‬
‭contributions to the field.‬
‭T4.4‬ ‭Establish‬ ‭partnerships‬ ‭with‬ ‭the‬ ‭tourism‬ ‭industry‬ ‭to‬‭enhance‬‭VR/AR‬‭content‬‭and‬‭provide‬‭real-‬‭world‬‭insights‬‭-‬
‭Organization‬‭of‬‭on-site‬‭VR/AR‬‭hackathon,‬‭project‬‭development‬‭and‬‭showcase.‬‭Aim‬‭is‬‭to‬‭bring‬‭together‬‭stakeholders‬
‭to‬ ‭foster‬ ‭innovation‬ ‭and‬ ‭encourage‬ ‭participants‬ ‭to‬ ‭develop‬ ‭innovative‬ ‭VR/AR‬ ‭solutions‬ ‭that‬ ‭enhance‬ ‭the‬ ‭tourism‬
‭experience.‬ ‭Hackathon‬ ‭will‬ ‭facilitate‬ ‭collaboration‬ ‭between‬ ‭developers,‬ ‭designers,‬ ‭and‬ ‭tourism‬ ‭industry‬ ‭experts;‬
‭provide‬ ‭an‬ ‭opportunity‬ ‭for‬ ‭participants‬ ‭to‬ ‭network‬ ‭with‬ ‭professionals‬ ‭in‬ ‭the‬ ‭VR/AR‬ ‭and‬ ‭tourism‬ ‭sectors;‬ ‭address‬
‭real-world challenges in the tourism industry using VR/AR and other interactive technologies.‬


