DIGITAL TRANSFORMATION MANAGER

[DELIVERABLE TITLE]:

SUMMARY REPORT

D.3.1. - The new Joint Curriculum of the Digital Transformation Manager
D3.2 - Report on effective training methodology
D3.3 - New curriculum and training methodology validation
Version 6 - FINAL VERSION

[PROJECT WORK PACKAGE]:

WP3 - Digital Transformation Manager New Joint Curriculum

Co-funded by the
Erasmus+ Programme
of the European Union

The European Commission's support for the production of this publication does not
constitute an endorsement of the contents, which reflect the views only of the
authors, and the Commission cannot be held responsible for any use which may be
made of the information contained therein.



Summary report of DTM new Joint Curriculum (V6 — FINAL VERSION)

/JJ

Grant
agreement

Programme
Key action

Action

Project
acronym

Project title

Project starting
date
Project end
date
Project
duration
Project work
package

Deliverable title

Nature of
deliverable
Dissemination
level
Due date of
deliverable
Actual date of
deliverable

Produced
Reviewed

Validated

CONTEXT

601011-EPP-1-2018-1-ES-EPPKA2-SSA

Erasmus+

Cooperation for innovation and the
exchange of good practices
Sector Skills Alliances / KA2
Lot 2: SSA for Design and Delivery of VET

DITRAMA

Digital Transformation Manager: leading companies in
furniture value chain to implement their digital
transformation strategy

01/01/2019
31/12/2021

36 months

WP3- Digital Transformation Manager New Joint
Curriculum

SUMMARY REPORT
D3.1. The new Joint Curriculum of the Digital
Transformation Manager
D3.2 Report on effective training methodology

D3.3 - New curriculum and training methodology

validation

REPORT
Public
Month 9 — Month 28

24/11/2021

WOODWIZE - Jeroen DOOM

CENFIM - J. Rodrigo and AMIC - M. Rumignani
(Date: 03/12/2021)

Through online survey by 91 Experts

Co-funded by the
Erasmus+ Programme
of the European Union




Summary report of DTM new Joint Curriculum (V6 — FINAL VERSION) Z_L

Issue date

02/10/2019
29/10/2019
02/06/2020

29/06/2020

24/07/2020

08/02/2021

24/11/2021

DOCUMENT CHANGE RECORD

Version

VO

V1

V2

V3

V4

V6

Author

Jeroen DOOM

Jeroen DOOM

Jeroen DOOM

Jeroen DOOM

Jeroen DOOM

Jeroen DOOM

Jeroen DOOM

Sections affected / Change

draft version vO

1%t draft version, distributed to
all partners of WP3
2" version, after discussion
with partners WP5

Validated version with small
changes

Validation results

Adaptation of number of
training pills per Learning Unit,
after the validation of all
developed training pills (p.11,
chapter 3.2, 3.3, 3.4 and 3.5)

Updates in chapter 2.2 and 4

Co-funded by the
Erasmus+ Programme
of the European Union



Summary report of DTM new Joint Curriculum (V6 — FINAL VERSION)

TABLE OF CONTENTS

1 Introduction

2 New Joint Curriculum for the Digital Transformation Manager (DTM)

2.1  Description
3 Definition of the Learning Units and their contents = What?

3.1 Learning Unit 1: Digital technology - exploration of contemporary emerging an

potential disruptive technologies

3.2 Learning Unit 2: Digital technology - engineering and manufacturing

3.3 Learning Unit 3: Digital technology - simulation and AR/VR

3.4 Learning Unit 4: Digital technology - data & security

3.5 Learning Unit 5: Innovation and digital transformation

3.6 Learning Unit 6: Leadership in digital transformation

3.7 Learning Unit 7: Communication in digital transformation

3.8 Learning Unit 8: The people within the digital transformation

3.9 Learning Unit 9: Quality, risk and safety in digital transformation
3.10 Learning Unit 10: Social and environmental impact of digitization

4 Effective Teaching methodology and instruments = How?
5 Participants = Who?

Definition of the target audience
5.1 Professional workers
5.2  Future workers

6 Course declaration and Badges
7 ANNEX 1 / List of Learning Units and Pills

VVOVwLOVwwvwowa 0 N N U

Co-funded by the
Erasmus+ Programme
of the European Union



Summary report of DTM new Joint Curriculum (V6 — FINAL VERSION) Z_L

1 Introduction

The activities and deliveries of this WP3 are based on the outcomes and outputs
of the WP2, which will deliver a report on tasks and subtasks, knowledge, skills,
and competencies needs for the new occupational profile of the Digital
Transformation Manager (D2.4).

IN WP2 we defined that the Digital Transformation Manager (DTM) is the
professional, able to properly guide companies within the furniture sector
towards their digital transformation. The DTM is the professional, that will plan,
design, guide and check the implementation of the changes, needed by furniture
companies, to transform themselves and adapt to the digital transformation.

Digital transformation is the profound and accelerating transformation of
business activities, processes, competencies and models to fully leverage on the
changes and opportunities of digital technologies and their impact across society
in a strategic and prioritized way, with present and future shifts in mind. Digital
transformation in the integrated and connected sense requires, among others,
the transformation of:

= Business activities/functions;

= Business processes;

= Business models;

= Business ecosystems;

= Business asset management;

= Organizational culture;

= Ecosystem and partnership models;

= Customer, worker and partner approaches.

By 2025, with a massively connected and globalized economy, the wood
furniture manufacturing industry will offer personalized smart products and
services based on digital manufacturing, logistics and sales systems
supplied by resource-efficient and sustainable industries with an immense
need for sufficient digitization talents and skills securing a competitive
transformation of the industry.

Based upon these outcomes of WP2, in WP3 we have defined the new joint
curriculum related to the new occupational profile of the Digital Transformation
Manager.

This joint curriculum must be consistent with the EU instruments for mobility and
transparency ECVET, EQF and EQAVET and will include information and
descriptions related to learning objectives and learning outcomes (LO’s), a list of
the learning units (training path) and the description of their content in relation
to knowledge, skills and competencies (KSC's).
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To have a real impact on the sector, the curriculum must be attractive for young
people, in terms of content and career perspective.

ECVET points will be assigned for each unit (with the support of the ECVET
toolkit).

In a next chapter, we make some recommendations about the most appropriate
training and teaching methodology and instruments for each unit. We will also
define the preferred requisites for the course participants to allow them to
benefit the best from the course.

We defined the EQF level Qualification of the course, that is validated to be of
level 5. This was be decided when the curriculum was finalized (M.28) and is
based upon the developed learning pills (WP5).

We make recommendations for the certification, delivered to the students that
successfully finalized the course.

Finally, several ESCO Furniture sector occupations will be affected in terms of
knowledge and skills requirements by the digital transformation processes. The
new joint curriculum for the Digital Transformation Manager will cover parts of
these new skills needs. A report, analyzing the links among these occupations
and the new tasks required, will support professionals with those ESCO
occupations to increase their skills and knowledge and better face the challenges
represented by the Industry 4.0 transformation.

This part will be described in D3.4 ‘Report for supporting furniture sector
professionals with ESCO occupations affected by the digital transformation of the
sector”.
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2 New Joint Curriculum for the Digital Transformation
Manager (DTM)

2.1 Description

In WP2, we have defined 7 categories of skill sets, relevant to digital
transformation.

1. Technical skills (digitalization);

2. Innovation skills;

3. Communication skills;

4. Management, leadership and entrepreneurial skills;
5. Emotional intelligence skills;

6. Skills related to quality, risk and safety;

7. Ethics

The proposed curriculum is designed and set up considering that VET providers,
as one of the two main target groups of this delivery, can use it as a (solid) basis
for building up the desired new qualification.

Furthermore, the proposed curriculum is useful for employers, employees and all
people willing to enter the labour market with the new qualification of DTM. The
curriculum describes the role of a DTM with relevant information and gives a
better view and understanding of the knowledge, skills and competences a DTM
should gain to respond accurately to the labour market needs.

A revision of the new joint curriculum will take place after the implementation of
the pilot course, taking into consideration the participants’ feedbacks and
comments, where the partners consider that the suggested changes improve the
quality of this delivery.

Update: there were no comments nor new recommendations for adaptation of
the proposed curriculum. Therefore, we can consider this curriculum as final.
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3 Definition of the Learning Units and their contents =
What?

Learning Units are the ‘What?’

Learning outcomes are described in relation to the specific knowledge, skills and
competencies, in order to secure that the new joint curriculum properly matches
the market and companies’ needs. The training pills that will be developed within
WP5 will further specify these specific learning outcomes.

Learning units and their contents.

Each Learning Unit of the curriculum is delivered in a comprehensive manner and
in relation to other parts. This makes that the curriculum represents a coherent
and appropriate Learning Path, which represents the ideal sequence of learning
activities, that allows participants becoming proficient in the shortest possible
time in the topic and properly complete the foreseen tasks by the related
occupation.

But this proposed order and sequence is not compulsory. Each participants will be
able to make in a flexible way his/her own learning path, based upon his/her own
experience and interest area.

To make it a more comprehensive tool, the 11 defined technical skills are divided
into four learning units, a first one on emerging technologies, a second one on
engineering and digital manufacturing, a third one on digital technologies as
virtualization and simulation and a last technical learning unit on data and
cybersecurity.

The non-technical skills are organized in 6 le arning units, one for each defined
non-technical skills” set: innovation, leadership, communication, people, quality,
risk and safety issues in a digital environment and a final unit on the social and
environmental impact of digitization.

The following table shows the Learning Units (LU) of the course and its
duration:

EQF 4
workers of furniture
companies / VET
students in
woodworking and

EQF 5
managers of furniture
companies / HE in
woodworking and

furniture furniture

LEARNING UNITS Duration ECVET Duration ECVET
(The duration of the Pills is approx. 45 min) (h) credits (h) credits
Dlgltal_technology - E_xplo_ratlon of contempqrary 5,00 0,2 4,00 0,16
emerging and potential disruptive technologies

Digital technology - engineering and manufacturing 12,6 0,5 7,7 0,31
Digital technology - simulation and AR/VR 6,3 0,25 4,2 0,17
Digital technology - data & security 8,4 0,34 2,8 0,12
Innovation and digital transformation 7,7 0,31 4,2 0,17
Leadership in digital transformation 9 0,36 4,9 0,19
Communication in digital transformation 7 0,28 2,1 0,08
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The people within the digital transformation 4,2 0,17 0,7 0,03
Quality, risk and safety in digital transformation 5,6 0,22 2,1 0,08
Social and environmental impact of digitization 4,2 0,17 2,8 0,11
DIGITAL TRANSFORMATION MANAGER 70,00 2,80 35,50 1,42
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3.1 Learning Unit 1: Digital technology - exploration of contemporary
emerging and potential disruptive technologies

= Internet of Things (IoT)
= Industrial Internet of Things (IIoT), framework for product development
= Cloud computing, enabler of Industry 4.0

(7)

3.2 Learning Unit 2: Digital technology - engineering and
manufacturing

= Horizontal and vertical system integration
o Industry 4.0, concept and terminology (ERP, ORP...)
o Parametric design softwares for furniture industry 4.0
o From product design to production

= Additive manufacturing

= Autonomous robots

(18)

3.3 Learning Unit 3: Digital technology - simulation and AR/VR

= Simulation, digital twins, machining and virtual prototyping
= Virtual/Augmented reality: in design and in relation to Al

(9)

3.4 Learning Unit 4: Digital technology — data & security

= Data management and data-driven analytics
= Information Security Management & Cybersecurity (including blockchain)

(12)

3.5 Learning Unit 5: Innovation and digital transformation

= Disruption and (digital business) models and frameworks
= Innovation, creativity and ideas generation
= Business and IT strategy & alignment

(11)
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3.6 Learning Unit 6: Leadership in digital transformation*

= Organizational structures and leadership
o Digital maturity models in the furniture industry

= Change management - strategy and culture
o Digital accelerators for digital adoption

=  Process management, governance and management of digital assets
0 Self-assessment, evaluation maturity tools and case studies

(13)

3.7 Learning Unit 7: Communication in digital transformation

= Engagement, transparency and accelerators adoption
= Partnerships
= Digital marketing

(10)

3.8 Learning Unit 8: The people within the digital transformation?

=  Working in team: HR-practices in a digital environment
= Culture and mindset in a digital company

(6)

3.9 Learning Unit 9: Quality, risk and safety in digital transformation

= Quality: automation and standardization

= Implementing a digital strategy with regards to Risk and Safety
o From an analog safety management system to a digital system
o Risk management in the digital area

(8)

3.10 Learning Unit 10: Social and environmental impact of digitization3

= The Good, the Bad and the Ugly in a digital transformation process
= Digital tools in times of emergency
= Connecting sustainability with digitalization

(6)

! Skilss set related to Leadership, but also to Entrepreneurial skills and management
2 Skills set related to Emotional intelligence
3 Skills set related to Ethics
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4 Effective Teaching methodology and instruments =
How?

The training methodology has been designed to be very intuitive and user
friendly. The basic idea is that innovative and effective training methods must be
used, such as online video materials, webinars, serious games, on-line
educational games, etc...

Each learning pill has been developed using the most suited training method for
that specific item and the learning outcomes that are aimed at in that specific
learning pill. The preferential methodology and materials to be used (in function
of the specific content/theme and aims of the training pill):

= Video material with interviews, statements, explanations from experts...
= Animated video or animated graphics, infographics

= Slides and learning objects

= Case studies

= Text, written explanation

= Recommended reading of articles, books, blogs...

= Exercises and/or self-evaluation

The methodology follows the principles and recommendations of andragogic
methodologies, which are the methodologies recommended for adult education.
These principles seek to increase the motivation of adult students and promote
the transmission of knowledge.

1. Principle of priority. First impressions cut through more deeply than
later ones. Therefore, you have to take care of the beginnings, causing a
pleasant feeling that lasts.

2. Principle of transfer. Knowledge is extrapolated to new situations, if it is
well established and well explained.

3. Principle of novelty. Novel facts, curiosities, and eye-catching insights
are illustrative and entertaining.

4. Principle of plurality. In the learning process, different resources must
be involved that impact the subject through different means, for the
consolidation of an idea. For this reason, we have to address different
senses, since, if something is perceived by the ear and by the sight, it will
be better fixed.

5. Principle of activity. For there to be learning, the student has to carry
out activities, starting from her own interests. It is essential to introduce
the practice at the beginning, during and at the end of the explanation.
The exercises are a way to liven up the class, to consolidate what has been
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explained, and to give meaning in practice to what has been seen in
theory. Teaching must be active, since the processes themselves have
more interest than the result itself.

6. Principle of participation. Involving the student in decisions regarding
the methods and dynamics of the course, maintaining the role of the
trainer as a guide, allows people to feel protagonists from the beginning
and assume their responsibility in training.

7. Principle of self-esteem. The person must consider himself capable of
learning, the higher esteem he has of her abilities, the better he will learn
and the more he will assimilate. Therefore, the trainer should encourage
and praise the students.

8. Principle of structuring. The teaching-learning process must be
structured. This order is established prior to delivery, and must be viewed
as a whole, where the elements are related.

All these principles have bene considered and applied in the creation of the
learning materials and the online course to maximize the participation of
students and that many of them succesfully finalice it and will find practical
examples to apply on their deyliy work to become the Digital Transformation
managers inside their respective organizations.

The Pilot training course will include a final work, to be delivered by the
participants, which should cover a wide range of the units’ content (choice out of
10) and to be linked to the practical work the participants are required to do
within their company or other organization. Partners will provide students with
clear information and guidelines about the format, content, aims and length of
the practical work delivery. The final work will be produced in English by learners
that will be supported during the process by a Technical Team, composed by
different staff members among partners, based on their specific and
complementary expertise. This same team will evaluate the works produced.

These recommendations has been implemented in the MOOC, which is
constructed of 100 micro learning pills, mostly with video materials and slides
and with recommended extra reading material.
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5 Participants = Who?

Definition of the target audience

The target audience is defined in two categories, with each two “levels”. For each
of these, we have defined a specific training path.

The training course is intended to be exploited by current and future employees
within the furniture sector (managers and workers) and by current and future
students, both VET- and higher education (HE) students in the domains of
woodworking and furniture, ICT/digitization and/or innovation/product
development.

These different groups might have a different level of interest for the different
parts of the course, depending on their specific needs (for example as
employees) and on their specific approach (for example as students).

The differentiation is relevant for our target groups, as it will support them to
focus their attention and efforts on those parts of the course, that are the most
relevant for their specific starting situation and their future work.

5.1 Professional workers

The complete program is designed for professionals from furniture companies,
involved in business and IT-strategy setting, with the objective to create value
out of a digital transformation of their businesses.

We think of CEOQO’s, CIO’s, IT-managers & directors, production managers,
innovation managers, portfolio-, program- and project-managers, digital
marketeers...

For this category, we've defined a complete training path, that includes all of the
course pills. Here we are targeting companies’ managers. Successful completion
leads to a full DITRAMA DTM certification (situated at EQF level 5).

Within the category of working professionals, we also aim to the professionals on
the work floor, who can benefit from the training courses.

For these professionals (on the work floor), we’'ve defined a reduced training
path, which consists of a specific selection of pills. Completion of this (reduced)
training path leads to a partial DITRAMA DTM certification (situated at EQF level
4).
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5.2 Future workers

In the case of students, we made a differentiation between HE- and
VET-students.

For HE-learners, we recommend the complete course training path, that leads to
the full DITRAMA DTM certification (EQF 5).

For VET-learners, we defined a reduced training path, leading to a partial
DITRAMA DTM certification (EQF 4).

In the Annexed table with the complete list of pills, we have identified which pills
are relevant for each of the different target groups (differentiated training
paths):

1) managers of furniture companies,

2) workers of furniture companies,

3) HE-students in woodworking and furniture and/or digitization or
innovation,

4) VET-students in woodworking and furniture and/or digitization.

Practically, two training paths are defined:
one for the target groups 1 and 3 (EQF level 5),
and one for target groups 2 and 4 (EQF level 4).
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6 Course declaration and Badges

Based on active participation in the course and after successful completion of the
module assignments, each participant will receive an official declaration of
‘Digital Transformation Manager: Digital technology - Engineering and
Manufacturing™ of Erasmus+ DTM consortium’. It will be mutually recognized by
the partners signatories of the DITRAMA Memorandum of Understanding, in spite
of not being a certification officially recognized at national level.

For students that will successfully pass all the assessments for all the pills and
modules (the path foreseen for HE learners and companies’ managers in Annex
1) will get a title corresponding to EQF 5. While those students that will
successfully pass all the assessments foreseen by the path for VET students and
companies’ workers (as specified in Annex 1) will get a title corresponding to EQF
4,

This declaration will be automatically provided by the DITRAMA learning platform
to those learners that successfully passed all the integrated tests of the course
learning pills.

The same learning platform will provide specific badges to those learners that
successfully passed the tests of specific modules. These badges will also be
mutually recognized by the partners signatories of the DITRAMA Memorandum of
Understanding.

4 Or any other title of Learning Unit
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7 ANNEX 1 / List of Learning Units and Pills

Title Learning Unit Title Chapte r within LEARNING UNIT Mame of Pills

1 Digital technology - Exploration of contemporary emerging and potential disruptive technologies
Intemet of Things {loT) Internet of Things - Emergence of Connected Economics
Industrial Internet of Things {lloT), frameworkfor product devel opment What isloT/1loT? General approach and platform s
10T fram ework - Case study Tapio [(HOMAG)
Digital product configuration, selling buyingfrom asinge platform (pCon)
Case study of One Two Time and Joh registration by barcode scanning
Cloud computing, enabler of Industry 4.0 doud Computing—Enabling Industries of the Future
doud computingexplained inthe context of Industry 4.0

2 Digital technology - engineering and manufacturing

Horiz ontal and vertical system integration Technical General Competences
Horizontal and Wertical System Integration

Industry 4.0: concept and terminol ogy (ERFP, CRP..) A brief histary on the first, second and third industrial revolution
Industry 4.0

ERF Introduction

Case study of Proteus® ERP

Operational Resource Planning Case study - ARDIS®
Param etricdesign softwares for furniture industry 4.0 Review of parametric design software for Industry 4.0

Case study: Imosascustomized design software

Case study: Inventaor software (appliedin Mord Arin 5.4 Co.)
From product designto production CADCAM Case study -TopSolid

CAD-CAM system Industry 4.0 Case study - Cabinet Yision

CAD-CAM Case study - hCahinet (Biesse)
Arlditive manufacturing Additive Manufacturing Introduction

Additive Manufacturing Overview

Additive Manufacturing Examples fram the furniture sector
Autonomous robots Autonomous Rohots - An Introduction

Autonomaous robots - Case study: Lestarobotsforfurniture finishing
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3 Digital technology - simulation and AR/VR
Simulation, digital twrins, nrachining and virtual prototyping

Virtual /Augmented reality: in design and in relation to Al

4 Digital technology — data & security
Data management and data driven analytics

Infermation Security Mahagement 8 Cybersecurity (including Blockehain)

5 Innovation and digital transformation
Disruption and [digital] business modelsand fmmevrorks

Innovation, creativity and ideas generation

Businessand IT strategy & alignment

Establishing Digital Twins for Cyber Physical Systems
Case study- bSolid [Biesse)

CAD-CAMN-CAE - Sophia platform

Yisualization of the desien

Augmented Reality B Artificial Intellisence
Augmented Reality - General concepts and applications
Case study - design pCon digital platform

Using AR/VR in sales

Rermotetechnidan and operatartraining by AR/VR

New ways of collecting and moving data- digital platforms

Toolsfor Understanding and Monetizing Data

Big Data analytics B advan ced analvtics

LEAN and Digital Manufacturing “Total Production Maintenan e TPM
LEAN and Digital Wanufacturing 5 MED

Biz data analytics and evaluation of customer experience
Cybersecurity Introduction —backing up vourdata might not be enough
A strategy for eybersecurity: how to proted your digital assets
Cybersecurity (internally inthefirm)

GOPR and$ afety - General Data Protection Regulation

Blockchain - achanging trendfor industries and what does it mean foryour business
IMachine Leaming in the furniture indu stry

Understanding the Digital Ecosystem

IManaging innovation processes and tools to drive digitalization
Ahility to sense the opportunities within digitalization

MNew (Digital) Business Models

Value generation

Introduction to Digital Transformation

What is Digital Maturity ?

Designing the Digital Strategy

IWMoving from Supply Chainto Ecosystems

IMoving from Produds toServices: New Value Propositions
Understanding the Market / Technical Trend andthe Competition to Fit in the Digital Ecosystem
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& Leadership in digital transform ation

Organizational structures and leadership Investing for Digital Transformation: The Business Case
Digital maturity models inthe furniture industry Relatedto business concepts (i.e. investments)
Leveraging Maturity WModels to promote Digital Transformationin the Furniture Industry
Change management - strategy and culture Digital Adoption: What, why and how
Digital accelerators for digtal adoption Strategy, Organizational Culture and People

Underpinning execution: 1CT, standards and processes
Reorierting the company around the Customer Experience to generate business value
Embradng constant change and rapid adaptation to generate business value
Exarmples of Digital Transformation Enablers and Tools
Process management, governance and management of digital assets Self-assessment explorstory questions
Self-assessment, evaluation maturity tools and case studies Evaluation Tools - How digitally matureis your comparny?
Furniture Manufacturing |ndustry: Current Status
Advancement of the Digital Maturity of Furniture Manufacturing Companies

7 Communication in digital transformation

Engagement, transparency and accelerators adoption Digitalization: Opportunity aor Threat
Communicating the Digtal Change inthe Company

Partnerships How tocreate partnerships inadigital ecosystem
LEAM and Digital enakled Supply Chaindlogistic

Digital marketing The Financial Perspective for Digital Commerce

Delivering Digital versions of the furniture/products (e-commerce) - Intro
Mew custorertouch points

E-rmarketing and (rmokile) branding

How tounderstand "your” market

Brands & Paterts - Intellectual Property Rights

g The people within the digital transformation

Working in team: HR-practices in a digital environment Digital HR Practices
Gettingthe right Employees: Hiring & training
Culture and mindset in a digital company Assessingthe need fororganizational change

hanaging the organizational change
Change of Culture and Mindsetinthe Company
Change of culture and mindset inthe company, Case study - “an Hoecke
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9 Quality, risk and safety in digital transformation

Quality: automation and standardization Automating tasks performed by human vision - Case study: TrackTech

Implementing a digital strategy with regards to Risk and Safety Digitalization of Organizational Processes

From an analog safety manage ment system to a digital system From an Analog Safety Management System to a Digital System?
Ecosystems and transactions: security implications

Risk manage ment in the digital area Intro to Risk management in the Digital area

A vision for the Digital risk: the seven building blocks
Implementing a Digital Strate gy with Respect to Safety
Prevention Policy, Risk Assessment

10 Social and environmental impact of digitization
The Good, the Bad and the Ugly in a digital transformation process Digital Transformation - The Good, Bad & Ugly
Digital tools in times of emergency (i_e. healthcare, COVID-19) Digital tools in times of emergency - Covid 19
Digital tools in times of emergency - Covid 19(part 2)
Connecting sustainability with digitalization Connecting Sustainability with Digitalization
How “servitization’ facilitates for longer lifetime of products
Full cycle reusability of the Products

Co-funded by the 2 0
Erasmus+ Programme
of the European Union



Summary report of DTM new Joint Curriculum (V6 — FINAL VERSION)

Grant
agreement

Programme

Action

Project title

Project starting
date
Project end
date
Project
duration

c‘
-
man
Cluster and

ENFIM Ay

e & Contract furnishings
rndYyaltson Rk

DITRAMA PROJECT INFO

601011-EPP-1-2018-1-ES-EPPKA2-SSA

Erasmus+

Sector Skills Alliances / KA2
Lot 2: SSA for Design and Delivery of VET

Digital Transformation Manager: leading companies in
Furniture value chain to implement their digital
transformation strategy

01/01/2019
31/12/2021

36 months

PROJECT CONSORTIUM

Wil O @iy leatpe

CETEM

AARHUS UNIVERSITY

U=A amic .Q

DGO NOPOLSHEA

"l & PO

VS POV DA R H Y

PROCYCLCE R L
' WNIEEEL )

IMM

<\ HO —
método GENT Il

Universitatea
Transilvania
din Brasov

This publication reflects the views only of the author, and the Commission
cannot be held responsible for any use which may be made of the information

Co-funded by the
Erasmus+ Programme
of the European Union

contained herein.

Co-funded by the
Erasmus+ Programme
of the European Union

21



