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Artificial Intelligence (Alls technology that enables computers and
machines to simulate human learning, comprehension, problem solving,
decision making, creativity and autonomy.

Augmented reality (AR)) refers to the raahe integration of digital
AYF2NXYEOGA2Y AyO2 | dzZaSNRa SYOJANRY
Extended reality (XR) is an umbrella term to refer to AR, MR, and VR.
Mixed Reality (MR) is a blend of physical and digital worlds, unlocking
natural and intuitive 3D human, computer, and environmental
interactions.

Small and Medium Enterprises (SMESs) are defined asubsidiary,
independent firms which employ less than a given number of employees.
The Upskilling in Immersive Literature and Film Tourism (UPLIFT) Project
KSfLJA 9dz2NPLISQa G(G2dzNAaYyY aSO02NJ SYo
Virtual reality (VR) is a technology that allows users to immerse
themselves in an artificial, computgenerated environment and interact
with it in realtime.

Vocational Education Training (VESTg@ducation and training in specific
job-related and technical skills.
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INTRODUCING UPLIFT: IMMERSIVE FILM AND LITERARY TOURISM IN EUROPE

Immersive technologies like Virtual Reality (VR), Augmented Reality (AR), and Mixed Reality (MR) are opening exciting
new doors for film and literary tourism. These tools are changing how we tell stories, how visitors engage with
destinations, and how welénd the magic of fiction withre@d 2 NI R SELISNA Sy O0Sad ¢2RI @8Q&a |
just a photo opportunityg they want to dive deep into culture, history, and narrative. For businesses, especially in

tourism, this shift offers incredible potential.

Forsmalland mediua AT SR SY (G SNILINAR&Sa 6{ag9d0v G(KS KSINIoSIHG 2F 9
the big players anymore. With VR and AR now more affordable and accessible, SMEs can craft richer, more engaging
visitor experienceg, the kind that attract new audiences and keep people coming back, even beyond peak seasons.

¢tKSasS Gz22ta Frtt2g t20Ff o0dzaiySaasSa (2 akK2gO0FaS 9 dzNR LIS

to life and giving visitors something truly merable.

In this report, we shine a spotlight on four diverse countgdseland, Ireland, Lithuania, and Slovegiancovering
success stories, fresh opportunities, and key skills SMEs need to thrive in this space. We explore how immersive
technologies can boodilm and literary tourism, looking at the benefits, the hurdles, and how businesses like yours

can make the most of them.

Our research blends insights from policy documents, academic studies, and direct conversations with experts in the
FASEtR® 2KIG ¢S F2dzyR A& Of SI N¥ cCAIKSSENENSG So SICROK W2 255038S

sustainable tourism growthaoss Europe.

CKFiQa 6KSNB !t[LC¢ adsSLia Ayd hdz2NJ LIN22SOG Aa +FfEft o
LINEFSaarzylta 6AGK LINI OGAOFf &f{-anftrhiding fory20+key StakeholderslandR ! L
engaging over 100 VET studenéslucators, and professionals to build a strong foundation in immersive tourism.
Beyond that, we aim to reach more than 1,000 people online, ensuring at least 150 future tourism leaders are ready to

innovate.

Through workshops, webinars, and rearld case studies, UPLIFT is here to help SMEs like yours make immersive
G§SOKy2t23& LI NI 2F @&2dzNJ S SthBebebs¥ided RBdng ahdirubnirig SiQidd®® arlswed 2 (
your questionsandsh&r 06 S& 0 LINI OGAOSad CAylftes gSQft ONARy3d Al

——

strategies, and inspiration will be shared widely.

The future of tourism is immersiveand SMEs are in the perfect position to lead the way.

Upskilling in Immersive Literature and Film Tourisr



| OUR PROJECT GOALS

HOW WE PLAN TO IMPACT ON THE VET SECTOR
UPLIFT EU will:

1) Produce a comprehensive immersive skills report which includes 6+ intervieadt(B;

2) Produce a best practice showcase and library of immersive experigRessl),

3) Produce 4 video workshops with lessons for VET integration intceRiih A G S NI NB  (iResakBh a Y {

4) The project will also develop VET trainers' guideass(ilt4) and host a final conference to share insights,
aiming for enhanced vocational skills, digital readiness, and immersive technology adoption in the tourism

sector.

METHODOLOGY A STATIOFTHEART DESK RESEARCH REPORT AND STAKEHOL
INTERVIEWS

This report explores the potential of immersive technologies in film and literary tourism, with a particular focus on their
implications for SMEs and the broader tourism industry inEkkThe research is grounded in a qualitative, inductive, and
exploratory methodology, aiming to provide andepth understanding of emerging opportunities in this field. Data was
collected through ten serstructured interviews with experts in film anddiary tourism across four countriesSlovenia,
Iceland, Ireland, antithuania. These experts provided valuable insights into how immersive technologies, such as VR ar
AR, can enhance tourism experiences, create new business models, and expand market reach. The study examines the v
in which these technologies can driimovation, improve visitor engagement, and contribute to the sustainability and
competitiveness of SMEs in the European tourism sector. By analysing expert perspectives, this report identifies key trenc
challenges, and strategic opportunities, offeremgomprehensive overview of the evolving landscape of immersive tourism

experiences.

Key interview detailsvhich informed this report

Number of interviews 16 semistructured interviews

Average length of interview (time) Approx. 40 mins each

Average wordcount of transcription 3,104 words

Range of interviews 510¢ 9809 words

Languages for interviews English, Icelandic, Lithuanian, Slovenian
Interview dates Conducted December 202danuary 2025

~ | Upskilling in Immersive Literature and Film Tourisr



| KEY FINDINGS

A SWOT ANALYSIS OF POSSIBILITIES IN IMMERSIVE FILM AND LITERARY TOURISM

To maximize the potential of immersive technologies in film and literary tourism, SMEBestohation Management
Organisations (DMQh the EU must prioritise digital upskilling, collaboration with tech partners, and provide access to
flexible, costeffective training programmes. Government support, EU funding, and inddstrgn skilibuilding initiatives

such as our UPLIFT projeutill be key to overcoming existing barriers and ensuring SMEs can effectively integrate
immersive tourism experiences intheir offerings. The section below is presented as a SWOT analysis to capture the key

inputs from the stakeholders analysed in conjunction with the policy and academic literature.

Ly GSN¥a 2F GSOKYyAOFf AYLX SYSy il (i8oymaodees. TheS BeR
need programmers to code the project and technicians to determine which hardware and software to use an
whether they are compatible. This is cruciatdngse, for example, | might know how to model but not how to
transfer that information to VR or LED screens for vipuadluctior8 ¢

(Interview with stakeholdér

STRENGTHS

Growing Interest in Immersive TourisgrOur interviews showed that while knowledge levels are low, SMEs
and DMOs recognised the value of VR, AR, and digital storytelling in enhancing film and literary tourisn
experiences. Many indicated they are willirgupskill to capitalise on these opportunities.

Access to EU Funding and Support Prograingiatives such as Horizon Europe, Digital Europe, and Creative
Europe provide financial support for skills development in digital innovation, helping SMEs and DMOs invest i
training.

Existing Cultural and Creative Industries Expeiséany tourism professionals already have experience in
storytelling, content creation, and destination marketing, which can be adapted to immersive technologies with
targeted training.

Collaboration Opportunities; Partnerships between DMOSs, universities, tech companies, and tourism
stakeholders facilitate knowledggharing and innovation, helping SMEs develop skills in immersive technology
application.

Scalability of Digital SkiksOnce acquired, skills in immersive content creation and digital tourism marketing

can be used across multiple projects, allowing SMEs to expand their service offerings beyond physical locations.

WEAKNESSES

d Film Tourisr

Limited Digital Literacy and Technical Expergiddany SMEs and DMOs lack the necessary skills in AR/§/R

development, 30modelling and interactive storytelling, making adoption of immersive technologies challenging.

[e0) | Upskilling in Immersivi



High Learning Curve Immersive technologies require a blend of creative and technical skills (e.g., coding,
UI/UX design, animation), which may be difficult for traditional tourism professionals to acquire without specialized
training.

Limited Access to Training and Resourc&MES, especially in rural and leleveloped regions, struggle to
find relevant training programs, industry mentors, and affordable tools for immersive content creation.

Budget Constraints for Training and ImplementatipiVhile funding exists, many SMEs lack the financial
resources to invest in upskilling their staff or hiring digital specialists to integrate immersive experiences into their
offerings.Additionally,much of the equipment required is expensive to purchase, install and maintdiis. was
supported by one of the stakeholdgrdmobile app design and stuff because that's too complicated for many
people and too expensige

Slow Adoption Among Traditional DM@dMany DMOs rely on conventional marketing strategies and are

hesitant to embrace digital transformation, delaying skills development in immersive technologies.

G¢SOKYAOIt addzFF GKIFG O& deLiaShideblidemterdett (§ X & 2dz yS¢

OPPORTUNITIES
@ Specialised Training Programasfor SMEs and DMQsThe development of industrgpecific digital training
initiatives can equip tourism professionals with the necessary skills in ARAdReN personalization, and digital
storytelling.
@ Collaboration with Tech Startups and Universitjézartnering with innovation hubs, research institutions, and
tech companies can provide hands training, internship programs, and skitinsfer opportunities in immersive
tourism.
® Expanding Online Learning Platform®igital platforms like Coursera, Udemy, and-filbded elearning
portals can provide flexible, lowost training in immersive technology, enabling SMEs and DMOs to upskill at their
own pace.
@ Government and EU Policy Support for Digital UpskidiBtrengthening publiprivate partnerships to offer
grants, subsidies, and incentives for SMEs that invest in immersive technology training can drive widesprea
adoption.
& Showcasing Best Practices and Success Stp@lase studies of successful immersive tourism initiatives (e.g.,
Game of Thrones tourism in Northern Ireland) can inspire SMEs and DMOs to invest in skills development ar

digital transformation.

© | Upskilling in Immersive Literature and Film Tourisr



THREATS

FastPaced Technological Advancemeqgt$he rapid evolution of immersive technologies means that skills
must be continuously updated, posing a challenge for SMEs and DMOs with limited capacity for ongoing training

High Costs of AR/VR Technology Implementatjdgven with training, SMEs may struggle to afford the
necessary hardware, software, and expertise to fully integrate immersive tourism experiences.

Resistance to Changdraditional tourism operators may resist digital transformation due to uncertainty about
return on investment, leading to slow adoption of immersive technologies.

Fragmented Skill Levels Across thegEBdme regions may develop digital expertise faster than others, creating
an uneven playing field where only wélhded SMEs and DMOs can compete in immersive tourism.

Cybersecurity and Data Privacy Risks digital tourism experiences collect and process user data, SMEs and
DMOs must ensure they comply with GDPR and other data protection regulations, which may require additiona

training in cybersecurity.

'5 | Upskilling in Immersive Literature and Film Tourisr
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| MEET OUR TEAM

The UPLIFT Project brings together a diverse team of experts from academia, technology, and tourism to dri

innovation in immersive storytelling for European literary and film tourism. The University of Akureyri (UNAK) ir

Iceland contributes its expertiga sustainable tourism and cultural heritage through the Icelandic Tourism Research

Centre, leveraging strong industry connections. VSGT Maribor, a Slovenian vocational college, enhances the proj

with its specialization in hospitality, digital markegirand AR/VR training. The Technological University of the Shannon

(TUS) in Ireland leads research on tourism innovation, ensuring UPLIFT delivers sustainable and practical solutic
Vilnius Gediminas Technical University (VILNIUS TECH) brings-edggngnowledge in AR, VR, and virtual

production, strengthening the project's digital focus. Feltech Software Innovations Ltd, an IT specialist, provide

advanced VR, Al, and immersive simulation tools to enhance visitor engagement. Lastly, The Eut@@ange

Institute (EUEI) ensures accessible and interactive digital learning resources, empowering educators and busines

to adopt immersive technologies. Together, this multidisciplinary team is shaping the future of European tourism b

bridging technolog and cultural storytelling.

Haskdlinn
a Akureyri
University
of Akureyr

The University of Akureyri (UNAK)

UNAK, located in Iceland, brings its expertise in tourisn
research and digital innovation to the UPLIFT project.
With its Icelandic Tourism Research Centre, UNAK focl
on sustainable tourism and cultural heritage. Their stroi
network of tourism business and experience in
international projects makes them an invaluable
contributor to developing immersive storytelling solutior
for European literary and film tourism.

VSGT Maribor

VSGT Maribor, a leading vocational college in Slovenia
specialises in hospitality and tourism education. Their
expertise in digital marketing and AR/VR training,
combined with strong ties to regional tourism businesse
positions them perfectly to suppoftt [ LC¢ Qa 3
enhances the project with practical insights and
educationfocused solutions that bridge the gap betweel
technology and tourism.

',G | Upskilling in Immersive Literature and Film Tourisr
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Midlands Midwest

The Technological University of the Shannon:
Midlands Midwest (TUS)

TUS leverages its Tourism Innovation Research Group
drive sustainable development and innovation in the
tourism sector. With expertise in research, stakeholder
collaboration, and immersive technologies, TUS plays ¢
key role in UPLIFT, ensuring the pobjdelivers practical,
impactful solutions for the European tourism industry.

:—: Ollsc9il Teicneolaipchta na Sionainne:
- ™ Lar Tire larthar Lair

Vilnius GBediminas
A 4 Technical University

Vilnius Gediminas Technical University (VILNIUS TE

VILNIUS TECH, a leader in technology and engineering
education, contributes cuttingdge expertise in AR, VR,
and virtual production. Their involvement enriches
't[LCeQa AYyYy20FGABS | LILINI
excellence with practical applications to sappthe

digital transformation of literary and film tourism.

—elt=ch

software innovations Itd

Feltech Software Innovations Ltd

Feltech brings expertise in IT solutions, VR, and Al to tl
UPLIFT project. Their focus on creating immersive
simulations and useifriendly digital tools helps tourism
odzarySaasSa SyKIyOS @Aanis:
deliverables are innovative arfdture ready

European
E-Learning
Institute

European H.earning Institute (EUEI)

9!'9L fSIFRa GKS ONBIFGAZ2Y i
platforms and resources. With over 20 years of experie
in eLearning and tourism innovation, EUEI ensures the
LINEP2SO00GQa 2dziLdzia FNB Ay
impactful, empowering educators and bnssses to adop!
immersive technologies.

S | Upskilling in Immersive Literature and Film Tourisr
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| FILM AND LITERARY INDUCED IMMERSIVE TOURISM IN THE EL
OPPORTUNITIES TO STIMULATE NEW IMMERSIVE PRODUCTS AND SERVICES

The integration of immersive technologies into film and literary tourism presents significant opportunities for
innovation, audience engagement, and economic growth wiEunope However, there are clearly challenges in the
sector¢ new technologies can be technical and complex, as well as expensive. Skills development for SMEs and DM
will be crucial to capitalise on this opportunity. Technical issues also need to be overcome, such as integration of ne
technologies with existing teis, negotiating potetial copyright issues and ensuring infrastructure and investment

costs are kept low.

AR, VR, andMR offer new ways to engage with cultural heritage, film locations, and literary landmarks. These
technologies allow destinations to enhance storytelling, create digital extensions of iconic sites, and develop virtue
experiences that transcend geographicahitations. For SMEs in the tourism sector, immersive technologg
potentially providea costeffective means to diversify offerings, extend visitor engagement beyond traditional peak
seasons, and attract global audienc&btese could befor example, ARenhanced city tours, VR reconstructions of
historical or fictional scene®y interactive literary trailsvhichtransform static locations into dynamic, stedyiven
experiences. By integrating -pbwered personalization, tourists can tailor their journeys based on theiruféeo

films, books, or historical narrativedevelopingdeeper emotional connections with destinatior@an you imagine,

for example, having a conversation with an Al powered Dracula while visiting Transylvania?

Film tourism, driven by popular cinema and television productions,etdranceimmersive experiences to bring
scenes to life beyond the screen. Virtual set recreations, betiaescenes AR applications, and gamified location
based storytelling can extend the impact of cinematic destinations. Similarly, literary tourism can frenefiligital
storytelling, allowing visitors to explore classic novels through interactive experiences, 3D recreations, an
holographic narrations by historical authors or ficiz charactersTK S 9! Qa Ay @SadyYSyid Ay
creative industries createpossibilitiesfor collaboration between tourism boards, tech startups, and cultural
institutions. Funding programessuch as Horizon Europe and Digital Europe provide resources for SMEs to develoj
and scale immersive tourism solutio®@ur project will enhancpublic-private partnershipn this sectorgestinations

can enhance their global appeal, drive sustainable tourism growth, and position themselves as piotieefature

of immersive cultural tourismThis was given eeatlife O2 y G SEG 06& 2y S 2F 2dzNJ adl 1 S+

do was, is to do a, it's about storytelling, is to design and develop and deliver an exhibition that told the stories Qf tht

>x
<

long room and the journey of the Book of Kells. And we would do that in RAIAGEE | YR
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FILM INDUCED IMMERSIVE TOURISM IN IRELAND

POLICY, PRACTICE AND CASE STUDIES: A STATE OF THE ART

¢tKS RSOSE2LIVYSyld 2F LNBflIyRQa FTALY AYRdzOSR (2dzZNR&EAY &
GKIFIG GKS LISNOSLIGA2Y 2F | RSadAyFdA2yQa AYF3AS airdya
travel preferences byhowcasing a destination's unique attributes and fostering a favourable image, potentially
inspiring viewers to visit (Butler, 1990; Iwashita, 2006). Troy Studios (2021) suggest that Ireland is globally recognis
for its world-class screen industry, kmm for consistently delivering higiuality content across film, television drama,
documentary, animation, visual effects and pgsbduction. The sector's talent and expertise are frequently
acknowledged on the international stage, attracting numerouspigpfile global productions to Ireland for both
production and postJNBE RdzOG A2y ® ''a GKS RSYFYR F2NJ ljdzr ft AGe O2vyi
industry is striving to meet this demand and foster further growth within the sector. Theéillavijsion and animation
aSOU2NI Ay LNBtlFyR Aa SadAYIGSR (2 0SS @2NIK 20SNI ec
induced employment across the economy. Irish creative flmmaking talent has garnered international acclaim ove
the years, recently highlighted when John Crowley's Brooklyn (2015), Lenny Abrahamson's Room (2015) and Mat
aO52y Il 3IKQa .FyaKSS 2F LYyAaKSNRY oOoHnuHHUO O2ffSOGAQSTt e

Figurel: 2024, May The 4th, SEi Film, Festival, Comic Con, Portmagee, Co,Kerry
Photographer/Creator: Keith McGlynn

E | Upskilling in Immersive Literature and Film Tourisr



LNBflyRQa FAfY {(G2dzNRAayYy KFa 3INRgsy aiSIHRAf&x O2yGNRO
economic downturn in 2007. The country's connection to film dates to The Lad from Old Ireland (1910), the first filn
setinlreland. 't I Y RQ& &0SyAO0 flIyRaoOlLISa KIF@S aiyO0S aSNBSR
from Moby Dick (1956) in Youghal, County Cork, to The Wind That Shakes the Barley (2006) in Kilmichael, County C
YR weélyQa 51 dz3K{ S NIP@wlar tielevBionshoysdikeSThet IrSty R.V. {1@885) Have also
aK26O0l aSR LIAOGdNBaldzS 20 iA2ya adzOK Fa 2S8aid /2N)] Qa
(2020) promoted Dublin and Sligo, while Ballykissangel (§2901), Vilngs (201 H nH N0 F YR { Kl NRY
Sisters (202%; present) were a fantastic tourism advertisement for the beautiful County Wicklow countryside.
Northern Ireland served as a primary filming location for the first season of Game of Thrones2(®)] offering

the landscapes that became the backdrop for some of the series' most unforgettable scenes (Tourism Ireland, 202+

Figure2: John Wayne & Maureen O'Hara, Cong, Co M&gapyright:
6 Ct A f (i SColrtesy MithgllR Fahy

hQ/ 2yy2NJ ovnmm0O Yy2G8SR GKIG LNBflFyRQa FLWISIKHE +Fa | F,
competitive incentives, such as tax breaks. Productions like King Arthur (2004) and P.S. | Love You (2007) h
capitalised on these adm#ages. The Irish Film Board (IFB) plays a key role in both fostering the local film industry an
promoting Ireland to international flmmakers. Their efforts have attracted films that have earned prestigious
accolades including Once (2006), which won eademy Award for Best Song, and The Wind That Shakes the Barley
OHnNnncoOX HKAOK NBOSAGSR GKS tFftYS RQhNI G GKS /1 yyS
significant player in the mid980s and 1990s, drawing renowned directors likel Kibson (Braveheart, 1995), John
Ford (The Quiet Man, 1952), and Steven Spielberg (Saving Private Ryan, 1998). Successful productions such a:
Crying Game (1992), My Left Foot (1989), and beloved television series like Father TetR@®%nd The udors
(2007%2010) highlighted the growing synergy between film and tourism.

ourisr

An OldFashioned Christmas (2010) filmed at Bunratty Castle, continue to reinforce this trend, demonstratiné_ the
SYRdzNAYy 3 | LIISFE 2F LNBflFIyRQa fyRaoOlILSa FyR OdzZ i dzzNJ-
6hQ/ 2yy2NE ofthisnsmriderscofe byl Cork's own Cillian Murphy, who won the Best Actor Award atdast
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@8SEFNRa ! OFRSY® ! g NRa FT2NJKAa NBYFNJIFIo6fS LISNF2NXI yO
(2023).0ur interviews with stakeholders revealed a strong curiosity about the potential for AR/ VR and Al to be used i
developing immersive experiences for tourists. Howeseverabarriers to entry were highlighted by the two interviewees,
including cost of equipment setp and challenges with copyright. One interviewee pointed to the legal complexities of

using third party images and video in XR materials (e.g. to recreate a film scene), although

=, KEEP
ouT Y

T

Figure3: The Derry Girls Experiencé, Photographer/Crea
Brian Morrison, CopyrighBerry Gty and
StrabaneDistrictCouncil

he did acknowledge that this is not as problematic with older films from bygone eras. The corollary of this of
course, is that the older the film the less interest it may have among tourists. While challenges are
surmountable withcreativity, they do require upskilling, brainstorming and innovation to overcome. Another
potential issue which was highlighted in Ireland is that many film locations are located on private lands and are
inaccessible to film tourists. Again, this requires a creatpgroachto overcome and is more challenging for film
than for literature. One of our stakeholders agrees withti§ & Ay 3 - w (GSOKy 2t 23& Oy
GFy3airotSe Ly GKS OFrasS 2F +w SELISNASYyOSa &dzOK +a i,
WXB8 @2dz2NJ 602Re@ Aa AyOf dzRSR¢ ' YR alL krfow, yidoplegféel sd
adNRy3fe GKIFIG GKS& IINB LINILGAOALI GAYy3I Ay a
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LITERARY INDUCED IMMERSIVE TOURISM IN IRELAND

POLICY, PRACTICE AND CASE STUDIES: A STATE OF THE ART

LNBfFIYyRQa NRAOK fAGSNINE KSNARGIAS YR @GAONI Yyl O2ydSs
1Literary tourism is most often associated with placehether celebrated for literary connectiorssites of
birthplaces, homes, places ofspiration for specific writers, playwrights, poets, or depictions of evocative
topographies, landscapes and places references in literary texts, settings for novels etc. In Ireland, the readers
and followers of literature are enjoying a surge, and thiS 8A RSy & Ay GKSANI aA3IYyATFAOl
f AGSNINE GNIRAGAZ2YAD 2AGK WHYSa W280S IyR haOl NJ 2Af
to showcase and pay tribute to its literary figures through various festivals, monismand other cultural

structures.

Figure4:Trinity College Library Long Rogom
/ 2LRBNRIKIGY eWHYSa . 2¢6RSYy FT2NI/2y0dA{1A YR ¢2dzN

FACTS AND FIGURES ABOUT FESTIVALS AND EVENTS
One of the most notable events is Bloomsday which take place on June 16th. This event is celebrating Jan
w2e0SQa !'teaasSazr .f22YaRlFe [TGGONYOla GK2dzal yRa re2 ¥ !
enactments walking tours, and themed meals. In 2023, it was estimated that over 25,000 people participatetgll in
Bloomsday activities, contributing significantly to the local economy.

¢KSYy 6S Oly GFfl Fo2dzi GKS . NIY uNaA2 &SI O8BHNAINI 2
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name of the festival), this festival blends Gothic literature with modern art forms. Activities include veimined
walking tours, theatrical performances, and film screenings. The 2022 edition attracted over 40,000 attendees, wit

many international \gitors seeking to explore the Gothic undercurrents of Dublin.

¢CKS LYGSNYyFrdAz2zylFf [AGSNY GAZNBE CcSadaAgrt 5dofAyr KSER
attracting thousands of literary enthusiasts. The festival offers a vibrant mix of readings, workshops, and discussio
with acclaimed author§ N2 Y | NRdzy R (GKS 62NIXR® LG ISYSNIGS& | LILINEI
FT2N) 5dzot Ayd {SG Ay aSNNA2Yy {ljdZ NS tFN]=X AdG Ffaz 7F¢
literature and cultural exchange. Past editidmsve welcomed highJN2 FA £ S | dzi K2 NA & dzOK | 2
Robinson, and Richard E. Grant.

¢KS ,SIGa {dzyYSNI {OK22f Ay {ftA32 LXlea I 1S& NRftS i
the life and works of W.B. Yeats. Each year, the school offers academic seminars and creative workshops, cente
I NRdzy R |, SHYRQAIKIFG2 S NRaAOKLISE (GKFd AYyaLANBR KAYX adz0
Odzf GdzNI f G2dzNAAYZ ONAYIAYI fAGSNINE SyiluKdzaAl ada G2
the school significantly contributes to kalctourism, supporting the economy and highlighting the region's literary

heritage

LANDMARKS AND ATTRACTIONS
LNBfFYyRUAE fAGSNINE (G2dz2NRAAY Aa |faz2 &adzZJR2NISR o
2F YStta FyR I O2ttSOGA2y 2F 20SNIunnInnn FyOASyl

books. The stunning Long Room, with its barrel

vaulted ceilings and busts of famous writers, is
a highlight for many visitor®ver 2 million per
year). Then we must talk about the James Joyce
Centre: Loceed in a restored Georgian
townhouse in Dublin, the centre offers
exhibitions, guided tours, and insights into
w2e 0SQa f AtseBreslayaRocat god
for Bloomsday celebrations. We will finish b
talking by the 8Oscar Wilde Statue and
Memorial, this statues inMerrion Square Park,
visitors can admire the coloful statue of

Figure5: 2022, Bram Stoker Festival, Borealis, Dublin Castle, Dublin City
Oscar Wilde and plaques bearing his famo Photographer/Creator: Paola Floris
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jd2iSad ¢KAa aAlS OStSoNIGSa 2AftRSQa gAlG FyR SyRdzNR

ECONOMIC AND CULTURAL IMPACT

LNBflYyRQa fAGSNINER (2dNRAayY aSOG2N) O2y(iNARodziSa YAf A
festivals collectively generate significant revenue through ticket sales, accommodation, and local services. The
government and private secé) K+ @S Ay @SaiSR Ay LINRY2(GAy3a LNBflyRQa

Cities of Literature designations (Dublin earned this title in 2010).

The ongoing appeal of Ireland as a literary destination lies in its ability to connect its literary past with joi@sent
cultural events and experiences. From modern interpretations of Dracula to academic explorations of Yeats, literary

tourism in Irelanccontinues to thrive, engaging audiences both old and new.

9-lat[9{ hC Laa9w{Lhb ¢IL{ {9/ ¢hw o6+xtwk! wk!b, Lb¢9w9
f 1'dAYSYGSR wSI f A { & suéhlasiaing Fometdin®with &uGnientet 2ediityEor you could do a
virtual reality or even just projection of lights (stakeholder)

1 Mobile applications overlay historical images and literary information onweald locations.

G¢KS FANRG adGSL) G261 NRa (SOKyz2ft23e8x ¢S It NBIRe& K
adding more images and so on. That you can be a person who is there to see something else that you ca
explain to them, but it doesn't make ssnto print and laminate images if you have the option of a screen. |
GKAY]l GKIFIG ¢2dd R 6S @SNEB KSf LJFdzZ ¢

(Interview with stakeholder)

A new example product could bExploring Dublimvhile visualizingilm and literaryscenes
1 Virtual Reality (VR) for Full Immersion

1 Creating VR experiences to visit iconic literary locations
A new xampleproduct could be Reliving scenes from Dracula in a gothic dmsipired virtual environment
INTERACTIVE STORYTELLING WITH MIXED REALITY
1 Interactive tours when visitors meet literary or historical characters through holograansew example

productcoulcbeSy 3+ 3Ay 3 GgAGK . NI'Y {Gd21SNR& OKI N} OGSN

3D HISTORICAL RECONSTRUCTIONS

B | Upskilling in Immersive Literature and Elim Tourisr



1 Digitally recreating libraries and other historic sites that are no longer accessiblew example product
coudbeL YYSNBEA DS mMdpHnad 5dofAy. G2 SELX 2NB W YSa wze

Godddi2 0SS 2LISY YAYRSR [02dzi AYGNRRdAzOAY3a ySg (SO

(Interview with Stakeholder)

IMMERSIVE DIGITAL MAPPING

=

Interacting maps combining geolocation and literary content

Multisensory experience in Literary Museum

Technology integrating sounds, lighting, and VR to stimdateh (eS/idbrdent

James Joyce Museum using VR

A new example product could bBiscovering local stories by following curated literary trails
Educational video games

Games based on literary works to promote engaging learning experiences

A new example product could bAn interactive adventure by W.B Yeats poetry and stories

Hybrid events with VR/AR streaming

=A =/ =2 =4 4 4 4 -4 I

Literary festivals offering VR lectures or readings for global remote participation

A new example product could b€elebrating Bloomsday in virtual reality with worldwide audiences.

Figure6: Streedagh Beac8ligq Copyright: Sligo Tourism
as seen in the TV series Normal People, by the author Sally Rooney
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| FILM INDUCED IMMERSIVE TOURISM IN ICELAND
POLICY, PRACTICE AND CASE STUDIES: A STATE OF THE ART

Icelandic film production has steadily grown since the 1980s, both regarding domestic and international filrr
production, and has become a thriving industry in Iceland. To put the development into perspective, around 40 film.
were produced in Iceland betweael906 and 1980, while over 300 films have been produced, in whole or in part, in

Iceland since 1980 (Kvikmyndavefurinn, n.d.). Iceland has also increasingly become a popular filming location w
international production companies, especially sincethdd 2 F G KS OSylGdz2NE® LOSt I yR:
captured the imagination of flmmakers and filming locations around the country are now in the dozens, although

most can be found in South or Southwest of Iceland.

The Icelandic government haspportedthis development by providing funding for the Icelandic Film Centre and by
a reimbursement scheme, which was first enacted in 1999, that offers refunds of production costs for films anc
television shows filmed in Iceland. The main objective of the schismie promote and develop Icelandic film
LINPRAzOGA2Y S a ¢Stf Fa aO2y iNAROdziS (2 (KS adNBy3IdKS
FYR yIFGdzZNBE 6! f LLAYIAZ HAHH GaemE dzhieid&ING &thad Mterdafosal fikds A
productions to Iceland. With this goal in mind, the Film in Iceland project was launched shortly after to market Icelan

as a filming location and promote the 35% reimbursement of production costs incartedland (Film in Iceland).

ICELAND FEATURED IN DOMESTIC AND INTERNATIONAL FILMS AND TV SHOWS

The promotional efforts that have been enacted in the past couple of dechdeggiven great result§he annual
turnover of the film industry in 2023 according to \W&ports byStatistics Iceland was Z7billion ISK which is an
85% increase in the past five years, érid estmatedthat the industrycreatesaround 4000 job® { G 235 NI/ I NI $
2022; Hagstofan, n.d.)celand and Icelandic landscapes have featured in a variety of international films such as Sta
2 NR&A ¢KS C2NDS !'411Sya ounmpu FyYyR w23dz2S hyS oO6HAamMcOU
LYGSNREGSEt NI 0H A Mn tak Wbrd R013) ladIZ &ptaid Amerdick: TNiWart (R0$6). Fwo popular
HBO series have been filmed in Iceland. Game of Thrones-280B) was filmed in a few locations around South and
North Iceland from the 4tlseries onwards, and the 4th series of True Detective: Night Country (2024) was entirely
filmed in Iceland. Icelandic TV series filmed in Iceland have also gained international attention, such as Trapped (20:
0 YR bSGFTtAEQA Yl (ahdgairs througivthede fitnialoc&tibnisigednizitthave ah $ripact, as
around 30% of inbound tourists to Iceland in 2023 stated that Icelandic nature featured in international movieszanc
10 aK264 AyTFldSyOSR GKSANI RSGRE®AZY (2 GAaAG GKS Ozd
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FILM TOURISM IN ICELAND

The exposurdceland experiences due to the filmihgcationsof international flmscan and hae, translate into

increased interest from tourists to visit the filming locations themselves. Icelandic travel agencies have offered botl
guided and seltirive tours themed around Game of Thrones, and other notable filming locations for years. One of
the first Game of Thrones tours offered came about through increased requests from interested tourists and trave
I 3SyOASa oNRBIR ¢K2 gl yiSR I antdWs K2y yWBARsAGG AGNGS aHSn HaHA U
4dz00S4a4 2F bSRYEAANEQY (i PENHIXLXKS2Y (12NE 2F CANB {3l oOH
Iceland where parts of the movie were filmed and one of the songs were named after, offered walking tours of filrr
locations and opened a themed pajzL) o6 | NI @NRI I al ¢ BuroISindvexhibflofith costumes

from both the movie and from previous Icelandic Eurovision contestants (ibithese examples show that tourists

are interested in visiting filming locations in Iceland and the possibilities for using that interest to attract guests to

your destination or tourism business are many and varied.

| LITERARY INDUCED IMMERSIVE TOURISM IN ICELAND
¢19 {!D'{Y L/O9[!'Db5Q{ /![¢!w![ 19wL¢! DO

Iceland has a long literary history, starting with the old Icelandic Sagas detailing the lives of the early settlerslin Icela
from around the 9th to miel1th centuries. There are forty Sagas in all, with the oldest preserved manuscript being
fromthe 13K OSy (G dz2NBX YR NS O2y&aARSNBR 2yS 2F LOStlyYyRQa
authors but are based on a long tradition of oral storytelling and are to an extent a retelling of stories about real
people and events that took placduring the first centuries of Nordic settlement in Icelandlherefore, many
destinations in Iceland are linked to the old Sagas and inspire tourists to visit the setting of their favourite Sagas. Tt
includes, among others:
! NBO2yaildNWzOGA2Yy 2F 9ANN{aadlrsANI Ay 2SaG LOSt I yF
is used as a venue for reenactments and storytelling in order to bring the old stlig. to
9 Grettislaug and Jarlslaug are two natural geothermal pools in North Iceland that where visitors can still bathe
RdzZNAYy 3 (GKS adzyYSNX¥» DNBGGANI GKS adNRy3a Aa alkiARrR i
after swimming to shore from the &hd Drangey.
¢ b2G FINJ FNRY DNBOGGAAaAfl dAS Aa GKS mMHoyY .FGGftS 2

immersive experience, where visitors can take part events and battles depicted in Sturlunga Saga through \

headsets.
1 AySgte 2LISYSR YIydzZONRLII SEKAOAGAZ2Y AY wéélaﬁéfzj

manuscripts and learn more about the Icelandic Sagas, poems, and how Icelanders used to live.

m Touri
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The Sagas take place all over Iceland, and there are many opportunities unexplored to bring the stories to life f
visitors. As there are not many remaining structures visible from this time, immersive technology could be ar
innovative way to showcase ¢ain events from the old Sagabhe director of the DMO for South Iceland namasd

an examplethe QR codeshat Oy 6S F2dzyR |-ER{§R KEKSuAiAgIPEE6ENI bl O
experience how certain locations along the path might hae&éda like 1000 years ago through AR.

AdWe as Icelanders have maybe a vague picture in our head from texthodkseh, so we have an understanding of
the history, but it was perhaps difficult for foreign guests to imaddwgl think this hadifted the place a little bit,
FYyR AdQa | ¢gle& G2 GStft E(nedi@vih stakelbldgir 2 dzNJ KA a i

UAYIZSEEANI 6SNE GKS t20FGA2y 2F L OSt K306sQand theypaflidzneht &

gatherings are featured in many of the Icelandic Sagas.

MODERN ICELANDIC LITERATURE, FESTIVALS, AND OPPORTUNITIES
a2RSNY RIFIed LOStIYRAO fAGSNY GdzNB | faz2 LIXleéea | o6A3 L
Literature since 2011. As the capital of Iceland, it has a very active literary scene with events, festivals, and bookfai
Theoldestandl@Said FSauAgrft Aa GKS wSelalgN|l LyiSNye® wRe T &
Aa Fftaz2 GKS aSdiddaAy3a F2NI YIye Y2RSNY LOStFYyRAO FAOGA
both guided group tourandaudo-guided tours that people can access through their smart devices. And around the
city QR codes can be found on benches for those who want to listen to stories or poems that are connected to th
location. It is also a significant business in Iceland, with the anopetational income relating to literature in 2021
beingy ®n 0Afft A2y L{Y ol F3aiG2FF NaAfIFIYRAXZ HANHOULD
In recent years, many Icelandic authors have gained popularity abroad, perhaps especially crime writers such
I Ny I £ RdzZNJ LYRNAR S az2ys | NEF {ATdNEFNRsGGAN YR wl 3yl
languages. To celebrate thisgenre @n® I NJ ySaa Ay ff Ada F2N¥asédsz (GKS LC
wSelal N1 RdzZNAYy3I GAYylHSND
However, i Aa y20 2dzad Ay wSeé{ael@N] GKIFIG Y2RSNY f AGSNI Gc
f 14 DE2gFNIaldSAYyY Ay az2afStfaonNE GKS fAFS | y-R f7
1998) is celebrated in his old home. There visitors can see his house and visit an exhibition that uses digi
solutions to educate visitors abdai G KS | dziK2NR&a fAFTS yR 62Nl ao
1 us NDSNEBAA&S U dzNfre indSouthead dtztlaindizhit Has & xfiibition centred around the famops
LOSt I YRAO I dzii K2 NJ u s19&)S NElifleNanduhis M@rks NTe ¢éntre i Yogated at r%s
OANILKLI FOS 2F I FEtA Ay {dz$dzZNEOSAGD

ourisr
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T Ly ! 1 dzZNBENR Ay b2NIK LOStFYREZ Fy SEKAcanbéfudgin Ay f
b2yyAQ&a | 2dzaS 6K2 6NRGS (KS LR2LIzZ NI b2yyA 06227143
as being filmed.

f .51F0onAN Fdzadly¥Ffalftta Aa | LINB2SOl o0SisSSy FADS
and culture in the area. They organise events, workshops, book fairs, and poetry nights where poets fron

different backgrounds come and read thpoems in their native languages.

la 0KAAa aK2NI 20SNUASG aKz2gasz LOStEIFYyRQa t2y3 |yR NA
for tourism SMESs to create innovative destinations or recreation for their guests. In collaboration with the authors,
scenes or characterfrom books can be brought to life in imaginative ways all around IcelargkneralA G Qa | o

developing an ideandcreating a story to tell your gueststhen think about how best to realise your ideas.

2SS ¢yl Ittt ARSIFIAX ¢S R2ydd OFINBX 3I22R 2NJ6FRP .|
something that might work. We then need to think about whether it's complicated or expensive or has been done
before. We try to do somethingdhs original too.Up til this point weare notthinking about the technology.

Oncethe ideas arehere,we look at what technoldgscould be suitablé/NVe always try to find the simplest way

to solveit, because it's the most economical. And the simptestaintaing.

(Interview with stakeholderan immersive technology business in Iceland)
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| FILM INDUCED IMMERSIVE TOURISM IN LITHUANIA

¢19 Dwh2¢l hC [L¢lI!tbLI Q{ CL[a Lb5!{¢w, ! b5 L¢{
[ AGKdzr YAl Q&8 FTAEY AYyRdzAGNE KFa SELISNASYOSR NBYIN
Ay FTAEY LINRPRdAOGAZ2Y P ¢KAAa &4dz00Saa Aa RNAGSY oeée 3
unique ability to serve as a vatile filming destination. Alongside economic contributions, the film industry

KFra LXIF@8SR I AA3IYATFTAOLIYG NRES Ay SyKFEyOAy3d [ AlK

Lb5} {¢w, Dwh2¢l ' b5 xL[bL}]{ CL[a hCCL/9Q{ wh[ 9
+AfYAdzZAZ [AGKdzZ YA Qa OFLAGEFESE KIFIra oSSy Fid GKS ¢
establishment of the Vilnius Film Office on November 23, 2011. This office provides comprehensive suppc
to filmmakers, including free locationepmits, access to public spaces for filming, location scouting, and
connecting filmmakers with local film professionals, service companies, and production facilities. Thes

efforts aim to position Vilnius as one of the most filmmak@ndly cities globdy.

The Vilnius Film Office promotes the city as an ideal filming destination due to its accessibility, divers
architecture, and coseffective services. Filmmakers have praised the quality of its infrastructure and
services, with notable figures like Jererrgns, Woody Harrelson, John Malkovich, and Helen Mirren
KAIKE AIKGAY3T GKS KAIK fS@OSE 2F LINBPFSaarzylrftAay

size allows for efficient logistics, with most filming locations reachable within 30tesn

VILNIUS AS A FILMMAKING DESTINATION
Vilnius has carved a niche among filmmakers by offering a multifaceted historical backdrop that span
various periods, from the medieval and Renaissance eras to the Soviet period. This versatility has attract
Y 22N LINERdAzOG A 2y asx AbySOif TdERMB/CEE | {. (hNT-ay I/ SKNS NgyKAGyeT a2 |
/[ T OKSNAYS GKS DNBlIG® ¢KS OAaGeQa FoAfAdGe G2 Lk
productions requiring historical accuradyor instance, Catherine the Great, featuring Heléirren, used

Vilnius to recreate 18#OSy G dzNBE { G t SGISNAROIZNH® ¢KS ¢ NI | &

+AfyAdzA ' YAOGSNEAGE LRNINIX@SR (GKS /2dzyOAf [ KIY
OYLINBa&dQa LINAOSGSERBRVLIA 8D 5826 0KEE =+ At yAdzaQa '

I
No

ISTOl
(0p))
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different eras and regions, enhancing its appeal as a filming destination.
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ECONOMIC CONTRIBUTIONS AND TOURISM IMPACT

The introduction of the Film Tax Incentive in 2014, offering rebates of up to 30%, has significantly bolstere
0KS [AdKdzZ yAlLYy FAEY AYRdzZAGNE ® . & Hn wreirBburdalléféndsh y A
supporting 101 productions, inclity major international projects. The film industry in Vilnius contributed
EHNH®H YAffA2Y (2 LINRPRdAZOGAZ2Y O2aida 0S06SSYy wnwmr
salaries (Lithuania.lt, 2024)he growth of the film industry has alswelled film-induced tourism.
Productions like Stranger Things filmed at locations such as the cevitutyukiskes Prison, and Chernobyl
shot in Vilnius, have attracted global audiences. This phenomenon has bolstered tourism by drawing visito
totheseiconicX f YAy 3 f 20F GA2yas ONBFriIAy3 2LIRNIdzyAiASa

reputation.

PROSPECTS

[ AGKdzZE yAF Qa OAYSYF YIFEN]JSG A& LINP2SOGSR (G2 NBI OK
through 2029 (Statista, 2024). Continued investments in film infrastructure and tax incentives will solidify
0KS O2dzy i NB Q& LJ2 &ad lub. Ayditidnally, dtrategi¢ @avketing of finf Ngdations and

collaboration with the tourism sector will maximize the economic and cultural benefits of the industry.

The Lithuanian film industry exemplifies how strategidicies,and local expertise can transform a sector
into a driver of economic growth and cultural enrichment. Vilnhes emerged as a premier filming
destination, offering a combination of historical versatility, eeffective production, and professional
infrastructure. By leveraging its growing reputation and strengthening ties between film production and

tourism, Lithuaia is poised to become an even more prominent player on the global stage.

Recently, Vilnius Gediminas Technical University has opened the country’s first virtual production studio ¢
its kind¢ VILNIUS TECH "Faux Real Studio.” The studio aims to become a virtual production hub for educat
and filmmakers in Europe and seeksp minimize the existing skills gap in virtual production and related
technologies.! OO2NRAYy 3 (2 wnil wlké6FAGTE t NPRdAzZOSNJ 4 +1
Studio," professionals should have a broad range of technical and soft Akillshe states, "First and

F2NBY2a0G3x Ad0Qa AYLERNIFYyd G2 dzyRSNEROFYR GKIFG £

Tourisr

departments and specific people.” This includes everyone from storytellers and visionaries to progranimer

an

and 3D modelersLikewise, a wide range of soft skills is required: "Soft skills include communication, whick

8 | Upskilling in Immersive Liter:



is crucialg not only to clearly express how you feel during the process but also to communicate needs
deadlines, and expectations. Communication is one of the main skills. A strong sense of responsibility is a
essential. While money or grades may seas motivators, a strong internal sense of responsibility ensures
high-quality results. Sel€riticism is another vital skill, as is the ability to accept constructive criticism."
wkEéFAGT 0StASPSa GKIFIG ySg FAECYYF1Ay3d (GSOKyz2f 237
to improving tourisni'In tourism, it can be incredibly beneficial, especially when films involve time travel

a common theme among modern filmmakers. For instance, recreating ac2ditury Vilnius Old Town
would not only be valuable for filmmakers but also for tourists. Wi Visitors could explore historically
accurate environments, offering an immersive experience of walking through locatioBsQigS & S Sy
FAE YD LQY y20 &adzNB K2g YdzOK FdzZNIKSNJ AG OFy 6S A
AGAa LIRAaAOATAGASAD LOUQA o2dzi (1y26Ay3 K2g (2
experience by making it iatactive and immersive, allowing users to look around and engage with the

environment in a way static images cannot."”

¢ SOKy2t238 Aa It NBFRe S@2t@dAy3a yR SELI yRAY
effectively. AR and VR can significantly enhance the experience by making it interactive and
immersive, allowing users to look around and engage with therenrient in a way static images
OFyyz2ité

(Interview with Stakeholder)

Literary-Induced Immersive Tourism in Lithuania

Literaryinduced immersive tourism, which invites visitors to engage with locations associated with
literature and authors, is a growing niche in Lithuania's cultural tourism sector. This form of tourism offers
a unique opportunity to explore the country’gh literary heritage through curated experiences, historical

sites, and modern literary festivals.

G2 A0K GKS NByYy20F0A2y 2F (KS K2dzaS GKAAa &SI N
projection and 2 screens, on which it will be possible to scroll through the content .... At the same

time, we have also supplemented our offer with tablets,which guests will be able to read more

m Tourisr

about the wines that we also sell in the wine shop. They can put these wines, | don't know, on 5 list

and then we will prepare a package for them, they can save it so that they can come and get the

| Upskilling in Immersive Li
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wine later. They will also be able to scan the labels in the wine shop and then learn more about the
production of wine and the winemaker who produced this wine. We are also preparing a kind of
digital sommelier, who will also help guests in choosing et wine, if, for example, they want to
prepare something relevant for eating and then choose a wine or ask them according to their
gAaKSa yR olFlaSR 2y GKIG ¢S oAttt oS FoftS (2

(Interview with Stakeholder)

CURRENT LANDSCAPE OF LITERARY TOURISM IN LITHUANIA

Despite its global popularity, literary tourism in Lithuania is relatively underdeveloped. The phenomenor
bridges past and contemporary cultures, offering diverse experiences for audiences. However, ther
remains a lack of infrastructure and awareness tpmort structured literary tourism in the country
GLEIAFNhOOYBZ {SRH AT PESNI AY LINRPY2GAY3I fAGSNF NBE (7
hub. It hosts numerous independent bookstores, international literary festivals, and events like book
fIdyOKS&a | yR NBIFIRAYyI&AP ¢KS fadithiabiad opeérational fodZeealeentury,b |
is another notable institution. The city also organizes the International Vilnius Book Fair, the largest in th

Baltic States, which will celebrate its 25th anniversary in 2025 (Vilnius Literature, 2021).

VILNIUS: A UNESCO CITY OF LITERATURE

In 2021, Vilnius was designated as a UNESCO City of Literature, a prestigious recognition of its vibrant liter
a0SyS yR O2YYAGYSyld G2 €AGSNY GdzZNB |a | OSy NI
dedication to fostering literargreativity, hosting literary events, and supporting the publishing industry
(Cities of Literature, 2021).

¢KS RSaA3IAylLrGA2Yy KIFA& FdzZNIKSNI St SOIFGSR zAfyAdzaQa
SyliKdzaAl atad LG SYLKIaAT Sa GKS OAdeqQa F¥20dza 2y
where plaques and artworkonour writers with connections to the city. The vibrant literary scene is
complemented by modern infrastructure, making Vilnius a literary destination that blends heritage with

innovation.

KEY LITERARY SITES AND EXPERIENCES
T [AGSNY G {NBSGY ¢KAA& A O2-srgdenadédicRes ip authyrs with f

ties to the city. Adorned with over 200 decorative plaques, it is a misstfor literary enthusiasts.
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{1 Maironis Lithuanian Literature Museum: Located in Kaunas, this museum celebrates the works of
LINEYAYSY O [AGKdZ yAlY SNARGSNARAD® 9adl o-Mdrgnk,%R Ay
2FTFSNR |y AYUGAYFGS €221 FG [AGKdzZ yAlF Q& € AGSN

1 International Literary Festivals: Events such as the Vilnius Book Fair and the Poetic Druskininkai F
SELI YR [AlKdzr YAl Q&8 NBIOK (G2 AYyGSNylLraGAzylt | d

readers.

CHALLENGES AND OPPORTUNITIES

2 KAES [AUGKdzZEyAlI Qa fAGSNINE (2dzZNRAY A& INRBGgAYy3IX
of structured offerings. Addressing these requires creating thematic literary trails, interactive guided tours.
and programs connecting visi®to the country's literary legacy. Collaborative efforts between cultural
institutions and tourism boards are essential to establish Lithuania as a literary tourism destination
6L 3 Nh o &Theld&sigmation of Vildius as a UNESCO City of Literature and the presence of significa
literary landmarksdemonstratesLithuania's potential to become a key destination for literargtuced
iImmersive tourism. By leveraging its literary heritage, fostering pydoiiate partnerships, and promoting
innovative tourist experiences, Lithuania can position itself as a vibinabt for literary enthusiasts

worldwide.

GL GKAY]l SYLI GK& A& AYLERNIFyG 0350FdasS &2dz At
(§SOKy2t23A0F¢€¢

(Interview with $akeholder)
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POLICY, PRACTICE AND CASE STUDIES: A STATE OF THE ART

Denmark has a rich cultural heritage that spans film, literature, and digital innovation. The country has long been
key player in the European creative industries, with weddowned filmmakers such as Lars von Trier, Susanne Bier,
and Nicolas Windingd®, as well as a strong tradition of literature that includes Hans Christian Andersen and
contemporary crime fiction authors like Jussi Adief 4 Sy | Y R {The\Danish togriens indbstry has
increasingly recognised the value of leveraging thesatiue assets to attract visitors. In recent years, film and literary
tourism have gained traction, with immersive technologies such as Virtual Reality (VR) and Augmented Reality (A
beginning to play a larger role in enhancing visitor experiendescording to VisitDenmark, the national tourism

organisation, the integration of immersive technologies in cultural tourism is still emerging but holds significant

potential:

G+xAaAG2NE INB f221Ay3 FT2NJ SELISNASYOSa GKIG FNB
fAGSNI GdzNBE FyYyR FAELY €20 (A 2y a(néréiewiwihEidkeHolger) 6 | & & (

Government initiatives have supported digital transformation in the tourism sector, including funding for projects that
explore interactive and digital storytelling. Denmark has also been an early adopter of sustainable tourism, ensurir

that immersive expriences align with environmental and cultural preservation goals.

Figure7: 2024,Statue and Castle of Hans Christian Ander€apenhagenDenmark
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DANISH FILM AS A DRIVER OF TOURISM
THE SITUATION IN DANISH LITERARY TOURISM

Denmark has been home to internationally acclaimed films and TV series that have contributed to its status as a
desirable filming and tourism location. The Nordic Noir genre, which includes series Sieh kailing

(Forbrydelsej Borgen andThe BridggBroen/Bron, has captivated audiences worldwide.

The success of these productions has led to growing interest in visiting filming locations. Copenhagen, Aarhus, anc
altyYl 6{6SRSy0 KI@S aSSy +ty AyONBIFIaS Ay 3FdzA RSR 2 dzN

A stakeholder from a tour company offering filmased experiences noted:

Gb2NRAO b2ANJ KIa ONBIFIGSR Iy SYGANB adzo3ISyNB 2F
scenes were filmed, and immersive technologies can help us reimagine these locations as they appeared in
thea K2 ga¢

(Interview with stakeholder)

Additionally, internationally acclaimed films suchfasther Roun@Druk), winner of the Academy Award for Best
LYGSNYlFGA2Yy It CSF{GdzNE CAtY AY HAaumMIE KIF@S FdzNIKSNI a2

Figure 2Colorful Nyhavn Waterfront in Copenhag®&enmark
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GOVERNMENT AND INDUSTRY SUPPORT FOR FILM TOURISM

Denmark has been home to internationally acclaimed films and television series that have contributed to its status
as a desirable filming and tourism locatidine Danish Film Institute (DFI) plays a crucial role in promoting Denmark
as a filming destination. It provides funding and incentives for filmmakers, which indirectly supports film tourism by
attracting international productions to shoot in Denmark. @fi¢he key financial incentives is the Danish Film
Production and Distribution Support Scheméieh helps fund both domestic and international projects filmed in
5SYYFN] ® ¢KA& ftATyad gAGK GKS O2dzy iNBEQa (2dzNRAY &N

visiting film locations.

IMMERSIVE TECHNOLOGIES IN FILM TOURISM

Danish tourism stakeholders have begun integrating immersive experiences into film tourism. Some notable
developments include:
1 ARbased film location tours: Visitors can use their smartphones or tablets to view scenes from famous movie
or TV shows as they explore reabrld locations.
1 VR experiences in museums and cultural sites: Digital reconstructions of historical film settings enable visito
to step into key moments from cinematic history.
1 Interactive storytelling apps: Apps allow users to follow a-geifled tour while receiving narrated insights

and digital content related to films shot in Denmark.

An expert from a Danish tourism technology company highlighted:

G5SYYIN] Aa Fd GKS F2NBFNRyYyG 2F RAIA
interest in AR and VR as tools for storytelling. This is especially important in
G2dINAAYZ 6KSNB AYYSNEAGS SELSNASYyOS

(Interview with stakeholder)

Figure 3Facade of Axel Towers in Copenhade@enmark
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| LITERARY TOURISM IN DENMARK
|1 b{ /1wL{¢L!b !b59w{9bY 59ba!wYQ{ [L¢Ow

No discussion of literary tourism in Denmark would be complete without mentioning Hans Christian Andersen. Th
worldF I Y2dza FIANE GFfS Fdzik2NRa fS3rFroOe NBYFAya | O2N
frequently seek out locations assated with Andersen, including:
7 Odense, his birthplace, which features the Hans Christian Andersen Museum and various statues ar
landmarks inspired by his stories.
1 / 2LSYKIF3ISYyQa beKlFI@ys 6KSNBE KS tAGSR F2N YIye &S|
his life and works.
T ¢KS [AGGEtS aSNXYIFAR &aidl 0dz2ST AYyaLIANBR o6& ! yRSNERSYCC

attractions.
A representative from the Hans Christian Andersen Museum noted:

GhdzNJ GA&AG2NE | NB 1yiXB 2 dad iy (f 2| SEAISNANIyIOSA (1 3/NES N
AYGSaNIGAYy3a Y2NB AyGSNI OGABS SEKAOAIGA (Ihtgfiew Bith LI 2 NA

stakeholder)

CRIME FICTION AND MODERN LITERARY TOURISM

Beyond Hans Christian Andersen, Denmark has also gained international recognition in crime fiction tourism. Citi
like Copenhagen, Aarhus, and Roskilde have been featured prominently irsdb@sy Danish crime novels,
particularly those of Jussi Adi@isen The Department @ SNRA Sa 0 I y Rhe [obisélRicleriés)y RSt 0
Guided tours focused on crime fiction tourism have become popular among literary enthusiasts, with interactive
elements such as:
1 Augmented reality crime scenes where visitors can scan locations with their phones to reveal informatior
about key events in books.

1 Escape roonstyle experiences based on famous Danish crime novels.

G/ NAYS FAOGARZ2Y G2dz2NAAY A& INRBGgAYI AYy 5SYYIN]Z
AYYSNBRAGS SELISNASYyOSaod ¢2dNRada t20S (K S(InteriRedl
with stakeholder)
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Figure4: The Little Mermaid Bronze Statue at the Langelinie Promenade in
Copenhagen, Denmark

| OPPORTUNITIES FOR IMMERSIVE LITERARY AND FILM TOURI

DENMARK
GROWING DEMAND FOR INTERACTIVE EXPERIENCES

Danish stakeholders agree that tourists are increasingly seeking experiences that go beyond traditional sightseeir
The integration of immersive technologies offers a way to engage visitors in a deeper, more interactive way.
1 ARenhanced book trails could allow readers to explore locations while accessing extra content, characte
insights, and exclusive author interviews.

1 VR recreations of historical events could transport visitors to key moments in Danish literary and film history
A stakeholder from the Danish Agency for Culture and Palaces commented:

G428 FNB SELX 2NRy3 ySg stea G2 Sy3ar3sS @raiiz2NBE  dz
+w Ayid2 Odz G dzNI f(IntérdedeMdthStikehblder) Sy 2 NI 2 dza ®

s

CHALLENGES TO IMPLEMENTATION
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Despite the enthusiasm, some challenges remain in implementing immersive tourism experiences:
91 High development costs for AR/VR applications.
1 The need for technical expertise among tourism operators.

71 Balancing digital enhancements with authenticity.

However, tourism professionals remain optimistic about overcoming these barriers through collaboration and

investment.

32S ySSR (G2 SyadNB (GKFIG G0SOKy2ft238 SyKFyOSa NI Gr
1Se Aa dzaAy3da RAIAGEHE G22fa (2 RSSLISy Sy3al 3S)

(Interview with stakeholder)
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Figure5: Baroque altarpiece with sculptures of angels in catholic cathe@@penhagen, Denmark

CONCLUSION

Denmark is welpositioned to leverage immersive technologies in film and literary tourism. With its strong creative
industries, commitment to digital innovation, and rich cultural heritage, the country offers numerous opportunities
for enhancing visitorperiences through AR, VR, and Altakeholders recognise the potential for growth in

immersive tourism and are working towards integrating digital storytelling into tourism strategies. While challenges
remain, the Danish tourism sector is embracing watmn to create interactive, engaging, and sustainable tourism

experiences for future generations.
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