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Abstract. The Internet of Things (IoT) is part of a new paradigm where it is 

possible to integrate every sensor to the Internet, allowing it to be even more 

immersive and pervasive. Mastering these technologies, such as pervasive and 

smart places, is a challenge, especially when the goal is to achieve a closer inter-

action between citizens and applications. The rapid development and exciting 

innovation create an opportunity to stimulate a variety of new tools for tourists. 

Taking into account the versatility of IoT sensors for different applications, in 

this position paper we outline our perspective of ambient intelligence in smart 

tourism. 

Keywords: BLE, Beacon, Mobile Device, Personalization, Ambient Intelli-

gence, Internet of Things, Big Data, Tourism, Text Retrieval, Social Network. 

1 Introduction  

Today, people are surrounded by intelligent and intuitive interfaces embedded in all 

kinds of objects. It is a true challenge to design applications that support users of tech-

nology in complex and emergent organisational and work contexts [1]. Information and 

communication technologies (ICT) and all artefacts would fade into the background 

while people are immersed in a digital environment [2].  

As stated by Cook et al. [2], Ambient Intelligence (AmI) is an emerging discipline 

that brings intelligence to our everyday environments and makes those environments 

sensitive to us. It is a multidisciplinary paradigm that draws a new kind of relationship 

between humans, their environment and the technology [3]. Friedewald et al. [4] state 

that it is a vision of the future information society stemming from the convergence of 

ubiquitous computing, ubiquitous communication and intelligent, user-friendly inter-

faces. Also, Aarts et al. [5] state that their ubiquity, transparency and intelligence will 

characterize ambient intelligence environments. In another way, Weiser [6] states that 

the computer of the 21st century should be invisible to its users. Also, it would be 

embedded in the environment. Such invisibility is related to the capacity of the tech-

nology to help users to reach their goals in a less obtrusive way. Others, such as Hopper 
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[7], stated that applications could be made more responsive and useful by observing 

and reacting to the physical world and this is particularly attractive in a world of mobile 

devices and ubiquitous computers. The development of technologies including facial 

expression [8], emotion [9], speech [10], or gesture recognition, motion tracking [11], 

facilitate normal interactions with intelligent environments. Essentially, AmI systems 

should know when it is convenient to interrupt a user when to make a suggestion but 

also when it is more convenient to refrain from making a suggestion [2].   

Smart destinations enable a city to achieve a unique selling proposition and to make 

the overall experience of tourists visiting the destination more fun-filled and convenient 

[12].  

As stated by Gubbi et al. [13], the evolution and convergence of several technolo-

gies, such as wireless communications, machine learning, real-time computer deci-

sion-making, sensors, cameras, and embedded computing are promoting the fast growth 

of the Internet of Things (IoT). Talari et al. [14] considered that these technologies, 

supported by a network of embedded sensors and applications, contribute to enhance 

the citizen's comfort and to simplify the work-life. In this context, concerning a close 

interaction between citizens and applications, explosive growth is expected in the num-

ber of the embedded sensor devices connected to the Internet in the next years. Around 

the world, the potential market of the IoT is expected to reach $724.2 billion by 2023 

[15].  

The IoT is part of a new paradigm where it is possible to integrate every sensor to 

the Internet, allowing it to be even more immersive and pervasive. Most of the IoT 

sensors devices require significantly low-power consumption, given that these devices 

are expected to operate using a battery for months or years without resorting to external 

power sources. 

In this position paper, we outline the emerging opportunity to use pervasive technol-

ogy among other technologies to improve the tourist experience. Using BLE (Bluetooth 

Low Energy) as a new approach, we outline our approach for providing useful 

contextual services to the tourist in our scenario “Old part of the Town in Madeira 

Island”.  

2 Background 

2.1 Merging the ubiquity 

The Internet of Things is part of a new paradigm where it is possible to integrate every 

sensor to the Internet, allowing it to be even more immersive and pervasive. Most of 

the IoT sensors are expected to operate using a battery for months or years without 

resorting to external power sources. To satisfy this expectation, suitable wireless sensor 

network technologies are required [16] including low power WPAN (Wireless Personal 

Area Network) standards such as Bluetooth Low Energy (BLE) [17].  

BLE is a new approach to wireless communication with a large potential mainly due 

to its low power requirement and inexpensive characteristics compared with classic 
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Bluetooth [18].  These BLE small transmitters can act as beacons and are used to inter-

act with mobile devices once they enter into their transmission range. 

Using beacons, retailers can send customers notifications about product specifica-

tions, videos of how to use products, coupons, and deals. Retailers can also use the 

technology to monitor movements and patterns of costumes within the store to improve 

product placements and personalise notifications based on past purchases [19]. Star-

wood Hotels & Resorts is running beacons in 30 of its hotels and resorts. The beacons 

are helping the concierges in greeting guests by name and accelerating the check-in 

process for frequent guests. It has also implemented a pilot program that will allow 

Starwood guests at two of their U.S. hotels to skip the check-in process and along with 

a partner application unlock their room door using their smartphones [19]. After being 

popularised by Apple and big brands, local businesses and institutions have also started 

using iBeacon technology to aid in their services. 

In the famous Antwerp museum in Belgium, visitors are directed towards exhibits 

and notified about stories behind the exhibits. The beacons also stimulate interaction 

with visitors through interactive trivia questions [17]. 

2.2 Smart Tourism and Big Data     

Smart tourism is a new buzzword applied to describe the increasing reliance of tourism 

destinations, their industries and their tourists on emerging forms of ICT that allow for 

massive amounts of data to be transformed into value propositions [20].  

Smart tourism initiatives around the world are seeking to build viable smart tourism 

ecosystems [21] but the complexity of the sector makes it extremely difficult to go 

beyond the very specific platform, technology or service specific innovations. 

Improving touristic experiences was in the scope of Human-Computer Interactions 

researchers in the past [22]. Poon [23] refers in his study the importance of technology 

as a strategic tool to tourism. Research on information technology and tourism has re-

flected the general understanding of how technology changes our society and economy 

[24]. There are now possibilities to access a variety of data, in massive quantities, in 

different formats and potentially real-time [24]. Fuchs et al. [25], presents a knowledge 

infrastructure which has recently been implemented as a genuine novelty at the leading 

Swedish mountain tourism destination by applying a business intelligence. Their study 

highlights how this type of approach can be used by tourism management to gain new 

knowledge about customer-based destination processes focused on pre - and post-travel 

phases. It is clear that big data can provide better, targeted, and profitable services and 

products to consumers [26]. For instance, big data analytics can capture information of 

consumer interest from social networks [27].  

Ballagas et al. [28] designed a mobile game - REXplorer for tourists in Germany. 

The game uses locations sensing to create player encounters with historical figures that 

are associated with historical buildings in an urban setting. The game is designed to 

make learning history fun for young tourists and influence their path through the city. 

Others such as Schöning et al. [29] evaluated how information generated on-the-fly 

about a point of interest (POI) can be presented interactively using an augmented reality 
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approach. In another way, Marshall et al. [30] analyses how tangible multi-touch sur-

faces could be adapted to multi-user interactions between users in a touristic centre in 

the planning phase of a trip. More recent Zhang et al. [31] investigate how generating 

touristic trips differs when performed by a group of people, including inter-group com-

munication, labour & information search division, and cultural difference between the 

tourists. 

Potter et al.  [32] explored the application of the virtual reality in tourism and found 

the great potential for the use of this technology in nature-based tourism for the provi-

sion of both information and education.  Khan et al. [33] refer in their work that smart 

tourism has emerged over the past few years as a subset of the smart city concept, aim-

ing to provide tourists with solutions that address specific travel related needs.  

3 Proposed System for Passive Tracking 

Main components are: beacons, offline tracking, Mobile App, Mobile tourist survey, 

count tourist, tourism big data, data analytics and a dashboard to show information. 

Beacon locater and context information – Using new technology based on Bluetooth 

Low Energy (BLE) the beacons can be configurated and implemented near each POI 

(Point of Interest). 

Given the hyper-local and contextual capabilities of beacons, they are of immense 

value to both travellers as well as players in the tourism industry  

Mobile device App captures the beacon signal, and context information can be sent 

to the mobile APP, and we take mobile device Bluetooth address and date/time (way of 

checking tourist present in that place). We implement a new approach to context infor-

mation used in the commercial area applied to tourism business. 

For example, tourists can be alerted about information on the PoI, transportation 

schedules, weather updates and public services in multiple languages, and at relevant 

times during the day. 

Offline Tracking - tracking the actual behaviour of tourists in cities so that a set of 

possible routes that enlarge tourist options is taking into considerations for the identifi-

cation of routes. This process runs in the developed APP, and it will record the location 

of the tourists periodically by GPS and store the information which can be synchronised 

when tourists reach a Wi-Fi point. A gamification approach could be added to increase 

tourist’s attachment to their destination choice 

Mobile Tourist survey – small survey to get tourist data, to collect demographic 

variables and other important data on their perceived visit to a place 

Also in an installation phase, we will get personal information like age, gender, and 

numbers of days in the local. 

Count tourist is a certain place. Can be performed by beacon interaction or by Wifi 

interaction of mobile device with Access Point, see work of Baeta et al. [34], where this 

strategy is applied to check the number of persons in public transportation. These mo-

bility patterns can be collected passively without user intervention based on the probe 

request of mobile devices. These probes requests are sent periodically broadcasting 
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packets, which contain the unique MAC address of the client and (sometimes) the name 

of a network to which it had previously connected.  

Tourism Big Data, a scalable Big Data management and analysis infrastructure 

were defined, implemented and set-up, according to the overall architectural design and 

the operational and functional requirements defined in the previous tasks. The resulting 

Big Data infrastructure provides a framework for dealing (processing and storing) data, 

with several characteristics as variety, volume, velocity and complexity, ingested in the 

system and provide the other toolkit components (data fusion and analytical modules) 

with the right capabilities to quickly and concurrently access and process 

Data Analytics - Clustering algorithms like k-means, dbscan or heat maps identify 

patterns on users' movements. Data and time will be clusters and correlated with 

external events (holidays, festivals and weather information). 

Dashboards present potentially disparate and complex pieces of information in a 

unified presentation view and are becoming commonplace. It is important for all 

stakeholders to understand the interrelated tourism dimensions and activities within a 

destination.  We incorporate the most advanced techniques of data visualisation, 

especially for what concerns the ease of discrimination of the target of interest vs the 

rest of the picture.  

4 Extracting Sentiments and Information from Social Networks 

Social networks provide useful information about tourism because tourists express 

their opinions on it.  For this reason, there is a real and concrete need to have an auto-

matic and intelligent system to help to filter, prioritize and efficiently find the most 

relevant and meaningful type of situations that may inflict some type of relevant impact 

later on. The technological platform must also be built according to certain criteria, 

including ethical as well as technological and legal. The following approach of this tool 

was defined bearing all the above elements in mind to help experts in their tasks, as 

shown in Figure 1:  

Mobile App - A set of tools based on crowdsourcing mechanisms where a gamifi-

cation platform is used to investigate user participation, provide relevant information, 

comments and interact with experts by answering pre-defined surveys. This method 

will improve the understanding of a particular situation/topic by listening specifically 

and directly the opinion of a group of people. Furthermore, in order to also expand the 

use of this application to as many people as possible (to create a significant statistical 

universe), these tools will also be using several gamification techniques, like rewards 

based on referrals to other users and complete answered surveys prizes.  

Information Collection & Visualization: As such, we expect this interactive map of 

perceptions will be a measure to understand the role of perceptions and, together, a 

countermeasure to stop negative perceptions. It will be an instrument of cultural edu-

cation, a media of creating new conscience inputs: users will be able to take a direct 

view of how social processes can be influenced by the formations of bad perceptions 

and, therefore, they can understand how important it is to have a sceptical and critical 
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position on the veracity of some shared opinions. It will also be a methodological sup-

port.. 

 

Fig. 1. Proposed Architecture to collect relevant information about tourism 

Information Analytics –As such, and in particular for the case of online and web 

media like newspapers and magazines, it is necessary to process the documents to ex-

tract the relevant topics.Furthermore, a necessary step with document processing is the 

recognition of entities that can be useful when assessing risk situations and, in certain 

situations, the summarization of the all document (useful when processing a large news 

article for instance). As such, the following techniques will be applied as part of the 

data analytics set: 

● Named entity recognition - An important aspect of text characterization, be-

yond the topics, are the entities that are referred in documents. In general, en-

tity recognition consists in identifying entities and classifying them into one 

of the following classes: location, organization, person, date, time, money, 

product, etc. Common approaches to the problem make use of machine learn-

ing methods like Conditional Random Fields, Support Vector Machines and 

Neural Networks [35]†.  

● Summarization - Summarization can be helpful by identifying the most im-

portant content of a larger information source. This can have a greater im-

portance since documents (specifically larger documents) tend to address dif-

ferent topics. Also, it can be more difficult for a sentiment analysis tool to 

correctly assign a polarity to the whole document instead of a brief summary 

                                                           
† Jason P.C. Chiu and Eric Nichols, Named Entity Recognition with Bidirectional 

LSTM-CNNs, Transactions of the Association for Computational Linguistics, vol. 4, 

pp. 357–370, 2016 
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description, especially if different parts of the document exhibit different sen-

timent polarities. Therefore centrality-based summarization approaches [37]‡ 

will be used to focus in identifying the main and most important topic of a 

document. 

Additionally, with data coming from other sources, like social networks and surveys, 

the system will apply a set of specific analysis in order to first identify the sentiment 

level (positive or negative) and second, to extract the emotions that may be associated 

with the given opinions (like enjoy, frustration, , etc.):  

● Sentiment Analysis - The amount of information available in digital format, 

in the form of reviews, recommendations, ratings, or any other form of opin-

ion, has been giving a prominent place to knowledge extraction tasks from of 

unstructured data, among which sentiment analysis stands out. When applied 

to data sources like tweets this task becomes a fundamental tool in several 

areas, allowing to perceive trends and opinions regarding a topic or an event.  

Sentiment Analysis can be done at different levels of complexity, where in 

its most basic form consists in assessing if a given document (or part of it) is 

positive or negative. However, the task may involve higher levels of complex-

ity, such as identifying more than two types of sentiment or identifying the 

intensity associated with the sentiment. 

The most common approaches to sentiment analysis tasks include, on the 

one hand, the use of sentiment or polarity lexicons and, on the other hand, the 

use of machine learning methods. Semantically distributed representations of 

words can be used instead of the words themselves and, in general, lead to 

better results§. Recent approaches based on deep neural networks have been 

able to achieve performances never before achieved in many sentiment analy-

sis tasks, especially those involving huge amounts of data. 

● Emotion Analysis - An interesting type of information to extract from text in 

this context is emotion. Emotion extraction goes further than detecting senti-

ment polarity — positive or negative — and relies on a model of emotions like 

the one from Ekman and Friesen (P. Ekman, W.V. Friesen, Constants across 

cultures in the face and emotion, Journal of Personality and Social Psychol-

ogy, 17 (1971)), which lists six different emotions: happiness, anger, disgust, 

fear, sadness, surprise. Approaches, in general, explore, on the one hand, dif-

                                                           
‡ R. Ribeiro and D. M. de Matos, "Revisiting Centrality-as-Relevance: Support Sets 

and Similarity as Geometric Proximity", in Journal of Artificial Intelligence Research, 

vol. 42, pp. 275-308, 2011 
§ Li, Q., Shah, S., Fang, R., Nourbakhsh, A., & Liu, X. (2016, October). Tweet Sen-

timent Analysis by Incorporating Sentiment-Specific Word Embedding and Weighted 

Text Features. In Web Intelligence (WI), 2016 IEEE/WIC/ACM International Confer-

ence on (pp. 568-571). IEEE 
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ferent features, and, on the other hand, different classification methods (super-

vised, like Support Vector Machines, or unsupervised, like clustering or topic 

modelling approaches)**. This type of information can help to improve the 

characterization of the general opinion of the public. A common studied infor-

mation source is microblogging, one of the defined information sources. 

Finally, based on the information extracted from the all the mentioned components, 

the situations for each monitored topic are identified, scored and then ranked. As such, 

each situation or topic, depending on the data source, will have a risk impact probabil-

ity and in the case of online news, a brief summary. This information will be shared 

with the experts to be used to better assess the overall risk probability of each topic. 

5 Validation 

We apply a small scale test in "Old part of the Town" in Madeira Island, (see Figure 

1), using a passive Wi-Fi tracking system based on AP in each point (A, B, C in the 

figure) and a central tracking cloud server we can obtain the information of how many 

tourists we have in this location. We track user path and beacons on position A, B and 

C gives context information and identify tourism running the APP. 

 

 

Fig. 2. Possible Path in the "Old part of the Town" in Madeira Island.  

  Using the Beacon technology is a solution that has aimed to provide location as con-

text. With the power of beacons, tourists can also discover a host of experiences in the 

city - from easier city navigation to personalized city experiences that provide access 

to rich digital content on their mobile devices. Beacons with their ability to source cus-

tomer data around physical locations, activities, time and personal interests, provide a 

huge window of opportunity to target the end users with personalized and contextual 

                                                           
** Vinay Kumar Jain, Shishir Kumar, Steven Lawrence Fernandes, Extraction of 

emotions from multilingual text using intelligent text processing and computational lin-

guistics, Journal of Computational Science, Volume 21, 2017, Pages 316-326 

A 

B 

C 
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experiences to ensure efficiency in the use of the city services. Given the proliferation 

of mobile phones and other wearable gadgets and merging the ubiquity of these devices 

with beacon technology allows us to explore new opportunities in providing contextual 

services [35]. Providing contextual services for tourists using beacons and other infor-

mation sources can be an alternative to improve the tourists' experience. These context-

aware experiences through wireless interfaces using remote devices have become more 

common in our daily activities and are triggering technology and business shifts. 

We also check behaviour in public transportation (buses) with tests performed dur-

ing a week period in a series of buses. We chose buses with few passengers to facilitate 

the manual counting and the manual identification of each route path performed by each 

passenger. These requirements were made because we wanted to evaluate our current 

proposal with real metrics. It was possible to identify a number of tourists (persons with 

App on and signal caught by bus Wi-Fi) and check their path (stop in and stop out). 

Figure 2, shows the approach performed, where we show a small extract of data col-

lected regarding GPS data and door sensor. The process started with data collection, 

cleaning and store in a SQL database. Data is available from the probe requests in AP, 

sensors door (open/close), timestamps and GPS, bus route schedule and route infor-

mation. The second process step is the temporal and spatial correlation, where the out-

put is hashed mobile device MAC address with information about the stop he gets in 

and out. The last process is the manipulation of this data towards the information (num-

ber of passengers and route path of passengers). 

 

  

Fig. 3. – System developed to track tourists at buses. 
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6 Discussion and Conclusions 

  Interaction with technology gives fresh possibilities to use it creatively while also 

leading to the evolution and sometimes to a transformation of that specific technology. 

Emerging technologies can develop better and more creative solutions to the problems 

that we face in our day to day [36]. As Gross et al.  [37] states, making computationally 

embedded things demands cross-disciplinary creativity. Ambient Intelligence is 

designed for real-world, physical environments, effective use of sensors is vital [2]. 

As stated previously, one possible scenario of usage could be described as, e.g., 

based on a mobile device with sensor information (accelerometer) it is possible to check 

people’s attention in a specific location or point with mobile device key pressing detec-

tion. Also, as stated before, Wi-Fi probe requests or Bluetooth can be used to identify 

people present at a specific point.  

 This position paper was written with the intention to spark an initial discussion 

around ambient intelligence and tourism with the simple focus of how to design new 

solutions that involve user interactions.  

New research could be conducted, especially providing ubiquitous solutions 

whereby these new technologies can enhance the tourist experience. For future work 

we can raise an interesting question facing the high-speed evolution of technologies 

that is: how can we develop solutions that can be part of future environments in smart 

tourism?  

Also we give steps towards the creation of big data for tourism and the potential of 

data analytics to improve tourist offers and policy. 

 

Acknowledgements 

 

References 

 

[1]  J. E. Bardram and A. Doryab, "Activity analysis: Applying activity theory 

to analyze complex work in hospitals," in CSCW, Hangzhou, China, 2011.  

[2]  D. Cook, J. Augusto and V. Jakkula, "Ambient Intelligence: Technologies, 

applications, and opportunities," Elsevier: Pervasive and Mobile Computing, 

pp. 277-298, 2009.  

[3]  M. Dibitonto, "New Challenges in HCI: Ambient Intelligence for Human 

Performance Improvement," 2011. 

[4]  M. Friedewald, O. Costa, Y. Punie, P. Alahuhta and S. Hienonen, 

"Perpectives of ambient intelligence in the home environment," Elsevier: 

Telematics and Informatics, pp. 221-238, 2005.  

[5]  E. Aarts and S. Marzano, The new Everyday: Views on Ambient 

Intelligence, Rotterdam: 010 Publishers, 2003.  



11 

[6]  M. Weiser, " The computer for the twenty-century," Scentific American, pp. 

94-104, 1991.  

[7]  A. Hopper, "Satient Computing," University of Cambridge, 1999. 

[8]  M. Pantic, "Face for ambient Intelligence," in Ambient Intelligence in 

Everyday Life, springer, 2006, pp. 32-66. 

[9]  R. Nakatsu, "Integration of multimedia and art for new human-interaction 

communications," in Proceedings of the Pacific Rim International Conference 

of Artificial Intelligence, 2002.  

[10]  R. Xu, G. Mei, Z. Ren, C. Kwan, J. Aube, C. Rochet and V. Stanford, 

"Speaker identification and speech recognition using phased arrays," in 

Ambient Intelligence in Everyday Life, Springer, 2006, pp. 227-238. 

[11]  S. Ge, Y. Yang and T. Lee, "Hand gesture recognition and tracking based 

on distributed locally linear embedding," Image and Vision Computing, pp. 

1607-1620, 2008.  

[12]  K. Boes, D. Buhalis and A. Inversini, "Conceptualising smart tourism 

destination dimensions," in Information and Communication Technologies in 

Tourism, Cham, Switzerland, Springer. , 2015, pp. 391-403. 

[13]  J. Gubbi, R. Buyya, S. Marusic and M. Palaniswami, "Internet of Things 

(IoT): A vision, architectural elements, and future directions," in Future Gen. 

Computer Systems, 2013, pp. 1645-1660. 

[14]  S. Talari, P. Shafie-khah, P. Siano, V. Loia, A. Tommasetti and P. Catalão, 

"A Review of Smart Cities Based on the Internet of Things Concept,," in 

Energies, 2017.  

[15]  L. Columbus, "Internet Of Things Market To Reach $267B By 2020," 2017. 

[Online]. Available: 

https://www.forbes.com/sites/louiscolumbus/2017/01/29/internet-of-things-

market-to-reach-267b-by-2020/#674325d5609b. 

[16]  G. Gruman, "Beacons are harder to deploy than you think," [Online]. 

Available: http://www.infoworld.com/article/2983166/bluetooth/ beacons-

are-harder-to-deploy-than-you-think.html.. 

[17]  D. Nield, "IBeacon technology powers a new Smart Public Transport 

project in Bucharest," [Online]. Available: http://www.gizmag.com/ ibeacon-

smart-public-transport-bucharest/37901/. . 

[18]  C. Gomez, J. Oller and J. Paradells, "Overview and Evaluation of Bluetooth 

Low Energy: An Emerging Low-Power Wireless Technology," in Sensors, 

2012, pp. 11734-11753. 

[19]  A. Inc, "Getting Started with IBeacons," [Online]. Available: 

https://developer.apple.com/ibeacon/ Getting-Started-with-iBeacon.pdf.. 

[20]  U. Gretzel, M. Sigala and Z. Xiang, "Smart tourism: foundations and 

developments," in Electronic Markets, 2015, p. 179–188. 



12 

[21]  U. Gretzel, H. Werthner, C. Koo and C. Lamsfus, "Conceptual Foundations 

for Understanding Smart Tourism Ecosystems," in Computers in Human-

Behavior, 2015.  

[22]  P. Samsonov, F. Heller and J. Schöning, "Autobus: Selection of Passenger 

Seats Based on Viewing Experience for Touristic Tours," in MUM , Stuttgart, 

Germany, 2017.  

[23]  A. Poon, Tourism, technology and competitive strategies., CAB, 1993.  

[24]  Z. Xiang, "From digitization to the age of acceleration: On information 

technology and tourism," Tourism Management Perspectives, pp. 147-150, 

2018.  

[25]  M. Fuchs, W. Höpken and M. Lexhagen, "Big data analytics for knowledge 

generation in tourism destinations – A case from Sweden," Journal of 

Destination Marketing & Management, pp. 198-209, 2014.  

[26]  K. Pries and R. Dunnigan, Big data analytics: A practical guide for 

managers, Boca Raton, FL: CRC Press, 2015.  

[27]  H. Song and H. Liu, "Predicting Tourist Demand Using Big Data," in 

Analytics in Smart Tourism Design, Concepts and Methods, Switzerland, 

Springer International Publishing, 2017.  

[28]  R. Ballagas, S. Kratz, J. Borches, E. Yu, S. Walz, C. Fuhr and L. Hovestadt, 

"REXplorer: a mobile, pervasive spell-casting game for tourists," in CHI' 07 

Extended Abstracts on Human Factors in Computing Systems, 2007.  

[29]  J. Schöning, B. Hecht and N. Starosielski, "Evaluating automatically 

generated location-based stories for tourists.," in CHI'08 Extended Abstracts 

on Human Factors in Computing Systems , 2008.  

[30]  P. Marshall, R. Morris, Y. Rogers and S. Kreitmayer, "Rethinking ’multi-

user’: an in-the-wild study of how groups approach a walk-up-and-use tabletop 

interface.," in In CHI'11 Proceedings of the 29th Annual ACM Conference on 

Human Factors in Computing Systems, 2011.  

[31]  L. Zhang and X. Sun, "Designing a trip planner application for groups: 

exploring group tourists? Trip plan-ning requirements.Designing a trip planner 

application for groups: exploring group tourists? Trip plan-ning 

requirements.," in In CHI'16 Extended Abstracts on Human Factors in 

Computing Systems, 2016.  

[32]  L. Potter, L. Carter and A. Coghlan, "Virtual Reality and nature based 

tourism: an opportunity for operators and visitors," in OzCHI '16 Proceedings 

of the 28th Australian Conference on Computer-Human Interaction, 

Launceston, Tasmania, Australia, 2016.  

[33]  M. Khan, M. Woo, K. Nam and Chathoth, "Smart City and Smart Tourism: 

A Case of Dubai," in Sustainability, 2017.  

[34]  N. Baeta, A. Fernandes and J. F. Ferreira, "Tracking Users Mobility at 

Public Transportation," in PAAMS proceedings – Volume 2 published by 

Springer CCIS, 2016.  



13 

[35]  G. IT, "Context-Aware Computing," [Online]. Available: 

http://www.gartner.com/it-glossary/ context-aware-computing-2/. 

[36]  J. J. Elam and M. Mead, "Can Software Influence Creativity?," Information 

Systems Research, 1990.  

[37]  M. Gross and E. Yi-Luen Do, "Educating the New Makers: Cross-

Disciplinary Creativity," Leonardo - Journal of the International Society for 

the Arts, Sciences and Technology, pp. 210-215, 2009.  

[38]  R. Hegde and G. Walia, "How to Enhance the Creativity of Software," in 

Proceedings of the 26th IEEE International Conference on Software 

Engineering and Knowledge Engineering, Vancouver, Canada, 2014.  

[39]  B. Shneiderman, "Leonardo's laptop: Human Needs and the New 

Computing Technologies," MIT Press, Cambridge, 2002.  

[40]  Y. Engeström, Learning by expanding: an activity theoretical approach to 

development research, Helsinki: Orienta-Konsultit, 1987.  

[41]  J. Jeong, M. Kim and K. Yoo, "A Content Oriented Smart Education 

System based on Cloud Computing.," International Journal of Multimedia 

and Ubiquitous Engineering, pp. 313-328, 2013.  

[42]  J. C. Ferreira and F. Porfírio, "Towards an Academic Social Network for 

Bologna Process," in in proceedings of the International Joint Conferences on 

Computer, Information, and Systems Sciences, and Engineering (CISSE 09), 

December 2009., 2009.  

[43]  S. Kinshunk, E. Sutinen and T. Goh, "Mobile technologies in suport og 

distance learning," Asian Journal of Distace Education, pp. 60-68, 2003.  

 

 

 


