5. Technology and Innovation in
Hospitality
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o The accelerating pace of change...

Agricultural
Revolution

Industrial -
Revolution it il |

e ... and exponential growth
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Computer technology, shown
here climbing dramatically
by powers of 10, is now
progressing more each

hour than It did in its

entire first 90 vears

Colossus

10 VEAMS et

UNIVAC |

The first commer-
cially marketed
computer, used to

; World Human
e FD A e Wl e DS — Eonome
S Web T sequenced

€) ... vill lead

tsn thel
= ingularity
-

——— Apple Il
At a price of $1,298, Erji'ﬁ:”
the compact

maching was one of
the first massheehy
popular pers.onal

COMmputers
Dimension

2045

{4 +— Surpasses

brainpower
aquivalent
o that of
all haman
brains
combined

10 Surpasses
brainpower

of human

n 2023

Surpasseas
Wainpower of
mouse i 2015

(abulate ! 400
COMPUTER RANKINGS ety labulate the U.3.
it i scond o glectronic Census, occupled
i computer, with 243 cu, L e pC
1,500 vacuum .
tubes, helped the Ota i T, 00
: i . Ganeral ® Compag
Analytical engine British crack German i - Nra Deskpr 365
Mever Tully built, codes during WW I Popy 1130 L
Chartes Babbage's ® e ; .H_ .
invention was Whrtired v e
designed Lo solve cliss [ POP-10 Power Mac G4
computational and ] —® e @M 1620 s The first personal :
logical problems ENAC M . @ i compater to deliver
% B EOVAC [.'t‘:j:’l“""’c mare than 1 billisn
o3 55EC = floating-point
- 1BM Tabuslatoe L operations per
Hallérith Tuse 7
Labulatir ® W Matonal second
Ells 3500
. TS A [ i 1
# WE i = = RE e WAL 1 - AAME]E y — b
T T T T T T T T T
19600 1920 1040 1060 1980 2000 2011 1020 1045

N o vA NOVA SCHOOL OF
— BUSINESS & ECONOMICS




Path to 100 Million Users ..
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A new paradigm

“A common aspect in smart places is the reintroduction of the socio-technical
paradigm, emphasising the connection between society and technology (Orlikowski,
1992). People and technology are connected and perceived as equal actors (Latour,
2005; Meijer and Bolivar, 2015) collaboratively creating economic, social and
environmental prosperity for all (Vargo and Lusch, 2004).”

(Boes, Buhalis & Inversini, 2015)

A socio-technical
synergy aiming
towards co-creating
value for all

Interconnectivity of

Humans with the
ecosystem

Service-Dominant logic (S-D)
principles




A new paradigm

Shift from e-tourism to Smart Tourism (Gretzel et al, 2015)

_ e-Tourism Smart Tourism

Sphere Digital Bridging digital & physical

Core technology Websites Sensors & smartphones

Travel phase Pre- & post-travel During trip

Lifeblood Information Big data

Paradigm Interactivity Co-creation

Structure Value chain/intermediaries Ecosystem

Exchange B2B, B2C, C2C Public-private-consumer collaboration




Forces driving change

Propensity 1o remain connected Digital natives 10 become the main An ageing population and
of smart tourism progresswvely higher rates of digital
e A : literacy represent two defining
Changes in the purchasing process Increased propensity for health demographic trends with direct
Ageing populaton ok implications for the tourism sector
Enhancement of mobile networks Combination of Al and AR
: . The growth of connectivity and
Wig dte tachaciogles DN IRy M . distributed infrastructures are making
Cloud computing Increasing swareness of data oanershp digital transformation increasingly
Increased data connectivity Robotxs for toursm accessible and capillary. Data
- represent the key fuel for most of
Voluntary data capture and profiing Biometric for personal identification these forces.
Evolution in loT Cyber security and blockchain

Already occurring before the COVID-
19 crisis, these forces are expected 10
drive change towards a more
_ —_ inclusive, economically and
. Growhofgrentowism  Newbusinessmodel environmentally sustainable
sharing economy.




Smart Tourism

Smart Experience

Smart Business Ecosystem

Smart Destination

(Gretzel et al, 2015)
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Internet of Things

= Network of physical devices, vehicles, appliances, and Applications
other physical objects that are embedded with = Smart Hotels (hotels are equipped with loT-powered
sensors, software, and network connectivity, allowing devices that provide a more comfortable and
them to collect and share data customised stay for guests)

= Smart Locks and Check-In: loT-enabled smart locks
allow for seamless check-in and entry

= Energy Efficiency: loT sensors can detect when guests
leave the room and automatically turn off lights or

Temperature sensor Water quality sensor . . oy .
@"* S # adjust the air conditioning to reduce energy

(o]

PIR motion sensor

Hum@ilysensnr (o] Q Air quality sensur@ Consumption.
o o = Luggage Tracking: loT-enabled luggage tracking
ToF range sensor Sound level sensor . . .
@ ' - systems offer a solution to this persistent problem,
2 | “ & 2 providing travellers with real-time updates on their
Door sensor Ol sensors Smoke sensor .
belongings and hassle free travel.
(o] o] . . . .
Smart parking sensor i Prectitire nene = Smart Kiosks: loT-powered kiosks equipped with Al
o o assistants are placed at airports, hotels, and tourist
Water leakage sensor Gas detection sensor . . . N .
attractions to provide real-time information on local

events, directions and attractions
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Internet of Things
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AR/VR

Augmented reality (AR)

Augmented reality (AR) is an enhanced version of the
real world, achieved through the use of computer-
generated digital information. These include visual,
sound, and other sensory elements. AR uses
computer hardware and software, such as apps,
consoles, screens, or projections, to combine digital
information with the real-world environment.

SINGAPORE CASE:
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AR/VR

VIRTUAL REALITY

Virtual Reality (VR) is a computer-
generated environment with scenes and
objects that appear to be real, making the
user feel they are immersed in their
surroundings. This environment is
perceived through a device known as a
Virtual Reality headset or helmet.




Metaverse & Digital Twins
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BIG DATA
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Reality or dream?...



Our World

Share of the population using the Internet, 2023 inData

Share of the population who used the Internet in the last three months.
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