THE MU.S.EU.M. PROJECT

Abstract  from the “Best Practices” catalogue published within the National Seminar “Good practices for the dissemination and transfer of products and results of the Leonardo da Vinci Projects, phases II and LLP- Leonardo da Vinci Sectorial Program”.

	Title of the Project
	M.U.S.E.U.M. – Lifelong learning Model for new management skills of European Museums
	Identity code
	I/03/B/F/PP-154061

	Promoter
	EURO INNOVANET (RM)

	Project Partners 
	Naturhistorisches Museum- Prähistorische Abteilung (A) - National Museum of History (BG) - Museum für Vor- und Frühgeschichte (DE) - National Archaelogical Museum (EL) - Budapest History Museum (HU) - Muzeul National de istorie a Romanici (RO) - University of Alba Julia “1 Decembrie 1918” University -– Pre- and Protohistorical Research Centre (RO) - Eddleston Innovation Ltd (UK) - Comital Srl (IT) - Museo Nazionale Preistorico ed Etnografico L.Pigorini (IT) - UIL - Unione Italiana del Lavoro (IT)


Framework

The main problem to which THE MU.S.EU.M. project intended to answer is constituted by the delay and by the ineffectiveness, experimented by the museums, in contributing to the development of the information and the Net-economy Society. Such inadequacy is both in terms of specialist competences and techniques of the sector, and of professional figures capable to dialogue and to address the computer and telematic skills, with particular regard to the managers, able to increase the competitiveness of their organization,  and  to those professional roles  operating  behind the contents.
Objectives 

The principal objective of the project was to delineate a training model in order to support the increasing need of new professional competences in the Museums sector. The managers of the most important historical and archaeological museums of the European capitals need to acquire diversified skills related to the art, to the culture, to the technology and the economy.

More in general, the project was meant to provide a great informative picture related to the perspectives and to the occupational and professional requirements of the different professional figures of a key sector as the sector of the cultural goods and of the Museums offer is.

Outcomes and results

Among the most important results achieved by the project, there are the elaboration of a transferable training model, the creation of an International Network of European, public and private Institutions, as well as the creation of the Virtual Museum of the European Roots. It is a prototype of interactive museum that allow "virtual visits", shared and available online, which is integral part of the training model proposed by the project.

Other products realized are: packages and learning tools, both on-line and in situation; the definition of the most relevant characteristics of the curricula of professionals involved in the learning Laboratories, starting just from the managerial (organizational and managerial) figures.

Significant has also been the research activity, which represented the theoretical frame within which the products of MU.S.EU.M.,  have been elaborated, and consisting in: a research report on characteristics, extent and profile of the European Museum telematic offer; a research report on the new and specific professional roles (starting with the Managers) related to the European Museum telematic offer; a research report on the perspectives and the provisions of the sector, and its training requirements. All the research reports have been placed on the MU.S.EU.M. portal as well on the Partners’ web sites.
Finally, among the products realized mention must be done to the creation of a mailing list with numerous contacts of Media and international Institutions, and to the realization of informative materials, both  on-paper (brochures) and on CD-ROM. 
Target groups
The MU.S.EU.M. target groups are the professional figures working on the development of the Virtual Museum telematic offer. The survey, realized within the partnership, pointed out a primary target, one secondary and one “of importation”.  The primary target includes all the professional figures of the management area (responsible of provision, planning, realization and management of investments in technologies and human resources) .

The secondary target includes the other professional figures working behind the managerial roles, in creating "Virtual museum scenographic installations." Such professional figures refers to two fields: the informatics area and the contents creation area. On one hand, we have the figures of the computer science and telecommunications implicated in the construction of an online virtual museum.  On the other hand, there are the figures working on the definition of the contents, in the planning, in the realization and sale of a cultural offer, communicated by telematics.

The project pointed out, besides, as importation target group, the young people entering in the job market and the operators of the professional orientation sector. The development of knowledge about new professionals related to the use of the new technologies in Museums (functions, roles, competences and occupational provisions) provided  the orientation Institutions with a useful tool for the training and consultation activities. 

Potential users were, finally, the new local (both private and public) actors, often of little dimension, in the sector of the management and the exploitation of cultural goods, that must not be excluded by the processes of re-training-adaptation to the new technologies and organizational strategies, as well as the policies makers devoted to the politics of museums and cultural goods, cultural organisms, managers of museums, university.

Innovative and success factors

The innovative function of MU.S.EU.M. worked on different levels, starting from the project in its complexity and articulation, and following with the outcomes of the project in the professional, cultural and political field.

One of the main innovative element is constituted by the creation of a museal learning community that looks at the cultural identity of tomorrow's Europe.

This is due to the joint participation of institutions from the member countries as well as from countries of recent adhesion, to a formative initiative of frontier, valorizing the tools of the Information Society and the sharing of ancient, common roots.  Nevertheless, the most innovative perspectives lies in the formulation of the MU.S.EU.M. learning model, related to a sector, like the cultural goods telematic offer, which is strategic for the economy of numerous countries, but being traditionally conservator for what concerns the learning solutions. In comparison to the impact on the productive contexts of reference and on those of "importation", its adaptation to the peculiarities of the beneficiary human resources are, in fact, destined to produce a substantial change in the organization strategies, determining a more suitable correspondence to the demands of the consumer and a real acceleration of the modernization process for museum administrations.

The innovations introduced by the e-Learning model for the cultural goods is connected to the real changing capabilities of the professional behaviors and of the organizational and productive strategies. For flexibility and adaptability, the model can also to be employed in different contexts, being in such way an additional resource to the process of growth of the European and national training system.
