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One of the main outcomes of the DIVETOUR project has been the 
Game Based Web-App on accessible tourism, hosted by the project 
online platform “Open Learning Community” (OLC) together with 
the other two project outcomes - connectivist MOOC (cMOOC) and 
Accessible Tourism Chatbot - and targeted to tourism VET beneficiaries, 
both students and operators in the tourism sector.

The Game-based Web App serves a dual function with a specific focus 
on two distinct user groups:

1.	 Target 1 - Tourism VET Students: Enhancing the training 
experience on Accessible Tourism for both novice and advanced 
students enrolled in tourism VET programs. This is achieved through 
an interactive and enjoyable approach that encourages active 
participation and amplifies the overall effectiveness of the training 
process.

2.	 Target 2 - Tourism VET Instructors: Empowering tourism VET 
instructors to proficiently utilize cutting-edge and high-quality 
digital tools, while also fostering an understanding of the benefits 
associated with their integration.

These Guidelines describe how the Game Based Web-App may be 
replicated, the discipline to which the interested stakeholders have to 
refer, the conditions set by the partnership to protect Intellectual Property 
Rights and the visibility of the EU Commission funding.

Sections of the Guidelines will refer to the possibility of:
•	 adaptions to the local national situation and/ or to specific end users;
•	 translations of the Web-App training material and inclusion of national 

documentation.

These Guidelines will also provide suggestions and conditions for 
possible technical implementation in the replication process.
Finally, the evaluation of costs involved in any possible activity of re-
use of the Web-App, either with the support of the actual partnership or 
autonomously, under specific licenses is considered.

DIVETOUR project team places a lot of importance on the possibility 
of transferability of its training products as this will make the solution 
available to many actors, with a wide variety of tourism products thus 
becoming more inclusive. This would be a valuable contribution towards 
the strategic goal of making Europe Accessible for All.
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Overview of the DIVETOUR Web-App

The Game-based Web App represents a digital innovative and engaging 
tool designed to make education more exciting and effective. Its primary 
goal is to aid in the training of both newcomers and experienced 
professionals in the field of Accessible Tourism. This tool addresses 
the growing demand for modernization and digitalization of educational 
systems brought about by the COVID-19 crisis. It offers training content 
specifically tailored to minimize the crisis's impact on the tourism 
industry, while also helping professionals navigate the challenges and 
take advantage of the opportunities presented by accessible tourism.

The DIVETOUR Web-App is a Progressive Web-App, which means that 
it can be accessed through various platforms and resembles a native 
application. It is available on both PCs and mobile devices, responding 
to the needs of learners who prefer to study in short intervals, at any 
location. 

The app is integrated with a Learning Management System, enabling 
the management of training materials, practical assessments, and the 
monitoring of progresses. 

Designed as an interactive story-driven game, it will guide users through 
challenges aimed at enhancing their knowledge and skills. To progress, 
users must complete four Missions, which correspond to different 
learning modules and are further divided into multiple quiz, stories and 
scenarios for incremental achievements. What sets our solution apart is 
its interactive e-learning format, incorporating familiar media, technology, 
and gaming elements, thus distinguishing it from traditional methods that 
may risk being passive and unengaging for our target audience.

The original language of the Web-App is English, but it has also been 
translated into the partnership languages, namely Italian, Lithuanian, 
Slovenian and Spanish.
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Benefits for future users and takeaways for other 
stakeholders 

Benefits for future users
The Web-App offers numerous advantages to users. It provides 
flexibility, with the primary requirement for participation being access 
to the internet. Users can make progress in self-learning at their 
convenience, which ultimately saves time and reduces the expenses 
associated with commuting to training centers. Additionally, it enables 
learners to remain in the comfort of their homes or businesses as 
necessary.
Referencing and using realistic situations in exercises called “Stories” 
and “Scenarios” allows users to put themselves in the shoes of different 
actors (tour operators and people with disabilities) and understand 
what the correct ways are to meet customers with specific access 
requirements.
The fact that the Web App is translated into multiple languages makes 
it an effective tool in educational paths that include CLIL (Content and 
Language Integrated Learning) methodology.

Takeaways for other stakeholders
Understanding the accessibility attributes of public spaces holds 
significance beyond just the tourism sector, extending to various aspects 
of daily life. Consequently, the fundamental principles taught in the 
training can be applied more extensively across society, not limited to 
the realm of tourism alone.
Furthermore, the concepts of gamification and storytelling used in the 
Web-App could provide ideas and incentives for other entities within and 
outside of tourism-related activities to develop similar training tools for 
their professionals to increase their knowledge requiring little resources.  

03
Benefits 

5 Return to the index



Who could make further use of the Web-App? 

The Web-App created through the collaboration of the DIVETOUR 
partnership aims to serve a diverse group of VET providers and tourism 
experts, both during and beyond the project’s conclusion. 
The partnership recognizes the potential value of the self-learning tool 
for various entities engaging with tourism professionals, such as:

•	 National/local tourism related professional associations in any field of 
tourism activity.

•	 Educational centers or institutions offering schooling in relation to 
tourism and hospitality management. 

•	 European Networks in contact with tourism professionals.
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What are the ways to make further use of the training 
tools implemented within the Web-App 

General overview
The Web-App can be further used and eventually developed in several 
ways (see also the related conditions described further below): 
•	 The Web App remains available from the OLC section https://

divetour.eu/game-based-app/ well beyond the official end of the 
project, thus it is there for further consultation.

•	 All exercises within the Web-App – quizzes, stories, scenarios, reality 
tasks - can be translated / replicated as they are and be integrated in 
various training programmes at national / local level.

•	 The exercise of the Web-App can be translated / replicated and 
further enriched by references to national / local requirements and / 
or best practice examples of tourism establishments.

•	 References to the additions shall be made clear indicating the 
sources that are different from the DIVETOUR’s own, original 
content.

•	 Scenario exercises are created with Genially (https://genial.ly), 
and can be re-shared using links found at the bottom right of each 
exercise layout.

•	 A shortened set of information (quoting parts of the contents) is also 
possible, to integrate parts in other existing training programs.

•	 Benefiting from the DIVETOUR Web-App platform.
Below (in point b) and chapter 7) there is a detailed description on the 
different training materials developed and the conditions that apply to 
their further user.
 
Detailed description
The training material developed for the Web-App
From the technical point of view, DIVETOUR partnership used 
LearnDash (https://www.learndash.com/), and the project IT team 
uploaded the platform on https://app.divetour.eu/. The platform can be 
used on its current position with the consent of the partnership. 
The Web-App platform includes several sections and tools for training:
•	 Missions
•	 Lessons
•	 Exercises (quizzes, stories, scenarios, reality tasks)
•	 Gamification (points and leaderboards)
•	 Tutorial
The web platform containing the Web-App is open and free and all 
users can sign-in and surf throughout the materials produced by the 
partnership or collected for the users.
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Conditions of replication and use of the Web-App 

In the following tables we recap, according to possible replications of the 
Web-App, whether they might be carried out from a legal point of view, 
their opportunity to be developed, how to proceed for the replications 
and who should be contacted to do so.
As presented in the previous paragraphs, the main possibilities to 
replicate the DIVETOUR Web-App have been identified as:
•	 Use of the training exercises developed for the Web-App
•	 Use of the Web-App platform and its contents.
Different possible actions have been foreseen, to prepare possible 
stakeholders who might want to use, modify, or otherwise exploit the 
training tools developed by the project. A general description for these 
possible actions is to be found in the tables below. Furthermore, the 
partnership is making the training content developed in the framework of 
the project available under the general conditions described in the tables 
below.
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Action Possible 
YES/NO

How do i proceed? Who do I contact?

Use and or 
translate the 
exercises as 
they are

Yes As the exercises are made within 
the European project and are 
already available through the project 
Web-App, it is possible to use them 
without modifying them for other 
purposes quoting the owners (the 
European Commission and the 
partnership of DIVETOUR).
In case of translation, please 
mention “translated from the English 
original”.

There is no need to contact 
the partnership.

The partnership would be 
pleased to be informed of any 
use of the produced material. 

Please contact DIVETOUR 
partnership through https://
divetour.eu/contacts/

Possible 
additions

Yes When using the exercises as 
they are, it is possible to make 
some additions (e.g. references to 
national regulations, best practice 
examples) to the content (e.g. in 
Annexes), without modifying the 
original content. It should be clearly 
indicated what the additions are.

There is no need to contact 
the partnership.

The partnership would be 
pleased to be informed of any 
use of the produced material. 

Please contact DIVETOUR 
partnership through https://
divetour.eu/contacts/

Modify the 
exercises

No It is not possible to modify or edit 
the exercises, unless part of the text 
is used quoting the source and the 
authors.

-

Quote and 
or translate 
parts of the 
contents.

Yes The contents can be quoted if the 
source and the authors are reported.
In case of translation, please 
mention “translated from the English 
original”.

There is no legal need to 
contact the authors, but 
DIVETOUR partnership would 
be pleased to track any use 
of its material.

Please contact DIVETOUR 
partnership through https://
divetour.eu/contacts/ 

Sharing 
scenarios 
exercises.

Yes Scenarios exercises can be shared 
on webpages without modifying 
them.

There is no legal need to 
contact the authors, but 
DIVETOUR partnership would 
be pleased to track any use 
of its material.

Please contact DIVETOUR 
partnership through https://
divetour.eu/contacts/
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As already mentioned, all products and services developed within the 
DIVETOUR project have to be open and available for users without 
any fee. It is a consequence of the fact that DIVETOUR is a European 
project funded by the Erasmus plus program. Hence, everybody 
interested in gaining knowledge and improving skills in accessible 
tourism, and preparing an adequate tourist offer, has the freedom to use 
the Web-App, provided that he or she meets some basic requirements 
specified in the previous parts of the document (e.g. registering, 
respecting Intellectual Property Rights etc.).
It needs to be emphasised that the project partnership is obliged to 
assure open access to the outcomes of the project, namely, educational 
materials. However, it does not include the Web-App, which is not an 
outcome.
A Web-App is just a form and not a content. Thus, there should be no 
procedural barriers for the partnership to make profits by running further 
Web-Apps using DIVETOUR materials. Importantly, the content of the 
Web-App would be still available for free.
Using a Web-App enriches a training value proposition to a significant 
extent. Benefits for potential customers wishing to create a Game Based 
Web-App are:
•	 Provide an engaging and modern experience for users.
•	 Enable fast and accessible training anywhere.
•	 Fostering healthy competition.
•	 Monitor user engagement and progress.
Currently, it is possible to outline basic personal and non-personal costs 
related to particular services that might be offered within the Game 
Based Web-App. 
A table below presents a few examples.
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Service Cost

Tutoring Tutoring, up-to-date materials and 
information, self-preparation, gaining 
experience in the field.

Help Desk of Web-App 
administrators and experts

Monitoring and providing help and 
information

Kick-off Webinar Vary according to the webinar length, but 
mostly very low.

Testing Up-to-date knowledge, developing 
evaluation skills, preparing tests, 
distributing tests, managing a process, 
developing IT skills, checking tests.

Certification Preparing and distributing certificates by 
experts and administrators

For a personalized offer for the organisation of a new Game Based 
Web-App, please contact DIVETOUR partnership through https://
divetour.eu/contacts/.
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