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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 Bolívar, 2015) collaboratively creating economic, social and
environmental prosperity for all (Vargo and Lusch, 2004).”
(Boes, Buhalis & Inversini, 2015)
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A new paradigm

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



Forces driving change



Smart Tourism 

(Gretzel et al, 2015)
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Internet of Things

 Network of physical devices, vehicles, appliances, and 
other physical objects that are embedded with 
sensors, software, and network connectivity, allowing 
them to collect and share data

Applications
 Smart Hotels (hotels are equipped with IoT-powered 

devices that provide a more comfortable and 
customised stay for guests)

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

 Energy Efficiency: IoT sensors can detect when guests 
leave the room and automatically turn off lights or 
adjust the air conditioning to reduce energy 
consumption.

 Luggage Tracking: IoT-enabled luggage tracking 
systems offer a solution to this persistent problem, 
providing travellers with real-time updates on their 
belongings and hassle free travel.

 Smart Kiosks: IoT-powered kiosks equipped with AI 
assistants are placed at airports, hotels, and tourist 
attractions to provide real-time information on local 
events, directions and attractions



Internet of Things



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:



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.
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Reality or dream?...



Inequality…


