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[Abstract]

Different industries are increasingly paying more attention to the gamification that also is regarded by tourism as the new trend
of development in the future. However, academic studying on tourism gamification is insufficient. At present, tourism gamification
contents studying must obtain more disposal and study involving travelling publicity, the content of tour service and adding
appropriate factors of the game and so on. The study is aimed at discovering the definite frame fitted in the gamification of
tourism. So, by virtue of generalizing and analysing the past cases in the gamification, analysis of diverse advantages and
weaknesses existed in these cases and classification of different models of the tourism gamification in various stages, which
provides reference data for the following study.
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Table 1. Benefits of tourism gamification[10]

When Benefits

How

eIncrease brand awareness,
inspiration/dream

eGenerate interests
eInformation conversion to
sales/purchase

OQutward Function | Before
of gamification

tourism specific games (online games; mobile
games) feed tourism information to potential
tourists, generate interests, stimulate visiting
inspiration, increase brand awareness; Virtual
Reality/3D technology as a technological tool
supports these functions.

During | *Engagement/interact
sEnhance experiences

eEntertainment tool

location based games encourage on site
engagement with the destination, augmented
reality games interact the player with the real
surrounding tourism attractions; Gaming as an
entertainment tool to kill time.

After s oyalty/repeat visit
eShare experiences
*Recall memories
eAdvocate/ambassador

Online games recall memories, encourage
sharing experiences, inviting friends, advocate
the destination, rewards/coupons in the game
and gamified loyalty programs encourage repeat
visit

Inward Function of *Employee management

Use of games to familiarize the employee, use

gamification *Employee training for staff training
sGenerate fun interests
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