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Virtual tours are a great way of implementing destination marketing. Correctly used, they can increase revenue to a wide number of sectors including tourism, hospitality industry, learning, manufacturing, and security, among others. This potential has however remained unexploited. Our country continues to lose revenue due to sticking with old ways of marketing. This study therefore aims to research on the use of virtual tours to influence a tourist’s decision-making on a destination. The researcher had three objectives, which were to develop a virtual tour interface tool, to deploy it and to measure the effect of using virtual tours on a tourist’s decision-making when choosing a destination
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ﻗـﺎل رﺳﻮلﷲﺻﻠﻰ اﷲﻋﻠﻴﻪ و ﺳﻠﻢ:  "ﻣﻦﻟﻢﻳﺸﻜﺮاﻟﻨﺎسﻟﻢﻳﺸﻜﺮاﷲ"  ﺻﺪق رﺳﻮل اﷲﺻﻠﻰ اﷲﻋﻠﻴﻪ وﺳﻠﻢ اﻟﺤﻤﺪﷲﻋﻠﻰ إﺣﺴﺎﻧﻪ واﻟﺸﻜﺮﻟﻪﻋﻠﻰﺗﻮﻓﻴﻘﻪ و إﻣﺘﻨﺎﻧﻪ و ﻧﺸﻬﺪ أن ﻻإﻟﻪإﻻاﷲوﺣﺪﻩﻻﺷﺮﻳﻚﻟﻪﺗﻌﻈﻴﻤﺎﻟﺸﺄﻧﻪ و ﻧﺸﻬﺪ أن ﺳﻴﺪﻧﺎ و ﻧﺒﻴﻨﺎﻣﺤﻤﺪﻋﺒﺪﻩ و رﺳﻮﻟﻪ اﻟﺪاﻋﻲ إﻟﻰ رﺿﻮاﻧﻪﺻﻠﻰ اﷲﻋﻠﻴﻪ و ﻋﻠﻰآﻟﻪ و أﺻﺤﺎﺑﻪ و أﺗﺒﺎﻋﻪ و ﺳﻠﻢﺑﻌﺪﺷﻜﺮ اﷲﺳﺒﺤﺎﻧﻪ و ﺗﻌﺎﻟﻰﻋﻠﻰﺗﻮﻓﻴﻘﻪﻟﻨﺎﻹﺗﻤﺎمﻫﺬا اﻟﺒﺤﺚ اﻟﻤﺘﻮاﺿﻊ أﺗﻘﺪمﺑﺠﺰﻳﻞ اﻟﺸﻜﺮ إﻟﻰ اﻟﻮاﻟﺪﻳﻦ اﻟﻌﺰﻳﺰﻳﻦ اﻟﺬﻳﻦ أﻋﺎﻧﻮﻧﻲ وﺷﺠﻌﻮﻧﻲﻋﻠﻰ اﻹﺳﺘﻤﺮارﻓﻲﻣﺴﻴﺮة اﻟﻌﻠﻢ واﻟﻨﺠﺎح،و إﻛﻤﺎل اﻟﺪراﺳﺔ اﻟﺠﺎﻣﻌﻴﺔ واﻟﺒﺤﺚ ؛ﻛﻤﺎ أﺗﻮﺟﻪﺑﺎﻟﺸﻜﺮ اﻟﺠﺰﻳﻞ إﻟﻰﻣﻦﺷﺮﻓﻨﻲﺑﺈﺷﺮاﻓﻪﻋﻠﻰ اﻟﺬيﻟﻦﺗﻜﻔﻲﺣﺮوفﻫﺬﻩ اﻟﻤﺬﻛﺮةﻹﻳﻔـﺎﺋﻪﺣﻘﻪﺑﺼﺒﺮﻩ اﻟﻜﺒﻴﺮﻋﻠﻲ وﻟﺘﻮﺟﻴﻬﺎﺗﻪ اﻟﻌﻠﻤﻴﺔ اﻟﺘﻲﻻﺗﻘﺪرﺑﺜﻤﻦ؛ واﻟﺘﻲﺳﺎﻫﻤﺖﺑﺸﻜﻞﻛﺒﻴﺮﻓﻲ إﺗﻤﺎم وإﺳﺘﻜﻤﺎلﻫﺬا اﻟﻌﻤﻞ ؛ﻛﻤﺎ أﺗﻮﺟﻪﺑﺨﺎﻟﺺﺷﻜﺮي و ﺗﻘﺪﻳﺮيإﻟﻰﻛﻞﻣﻦﺳﺎﻋﺪﻧﻲﻣﻦﻗﺮﻳﺐ أو ﻣﻦﺑﻌﻴﺪﻋﻠﻰإﻧﺠﺎز و إﺗﻤﺎمﻫﺬااﻟﻌﻤﻞ.  "رب أوزﻋﻨﻲ أن أﺷﻜﺮﻧﻌﻤﺘﻚاﻟﺘﻲأﻧﻌﻤﺖﻋﻠﻲ و ﻋﻠﻰواﻟﺪي و أن أﻋﻤﻞﺻﺎﻟﺤﺎًﺗﺮﺿﺎﻩ و أدﺧﻠﻨﻲﺑﺮﺣﻤﺘﻚﻓﻲﻋﺒﺎدك اﻟﺼﺎﻟﺤﻴﻦ "
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[bookmark: _Toc6752167]CHAPTER ONE: BACKGROUND TO THE STUDY
Introduction
This chapter gives the background to the problem highlighting the opportunities in virtual tours, statement of the problem, and purpose of the study. Research questions, research objectives, research outcomes, significance, assumption, limitations and definition of terms are provided inthis chapter.
[bookmark: _Toc6752168]Background to the Problem
The world is fast becoming a global village. Everything is going digital. People have changed ways in which they make decisions. Technology is being used more and more every day to make informed decisions. The virtual world plays a crucial role in this. Technology has gone a step further to make virtual technology “real” by showcasing places just the way they are. Pine and Gilmore (1998) proposed the concept of an Experience Economy, suggesting that this evolution has influenced how business is conducted by focusing on customer experience. As Pine and Gilmore’s (1998) article in the Harvard Business Review pointed out, “because consumers unquestionably desire experience, more and more businesses are responding by explicitly designing and promoting experience” (p.97). The tourism industry as we all know has been a leading provider of experiences for customers. For example, the Walt Disney Corporation has created and staged epic events successfully at its operations. Similarly, the festival and event industry has staged experiences for their visitors for many years. Restaurants such as The Hard Rock Café and Chucky Cheese provide experiences
for their customer s as well as food and beverages. Responding to the shift toward an experience economy, and integrating technologies and new media, the tourism industry has developed a variety of new business tools and services that have facilitated global interaction between tourists and businesses (Buhalis and Law, 2008).
For example, the launch of the Central Reservation Systems (CRSs) and the Global Distribution Systems (GDSs) have dramatically changed and influenced how industry sectors such as transportation, accommodation, and marketing interact with their customers (Gretzel andFesenmaier, 2009; Law, Qi and Buhalis, 2010). The travel industry has also used creative technological innovations and Internet technology to expand strategic relationships within thetourism value chain (Xiang, Wober and Fesenmaier, 2008; Gretzel and Fesenmaier, 2009).As a result of the two technological changes that have impacted how sectors of the tourism industry operate and are managed and in order to enhance their competitive advantage in the global marketplace, tourism businesses need to develop innovative and effective ways in which tourists can experience the destination. Given the experiential nature of tourism products and services, Gretzel and Fesenmaier (2003) assert that destination marketers should use immersive
virtual reality technology to integrate sensory experience into their communication strategies, utilizing experience-based internet marketing to support the tourist’s information search and decision-making process. As Cho, Wang and Fesenmaier (2003) indicate, “when tourists are seeking information about a travel destination what they want to know is not only about physical characteristics of thedestination but also the experience of the destination” (p.4). Not only has the tourism supplier’s
function been influenced by technology on the demand side but tourists themselves have also been impacted by advances in technology (Mills and Law, 2004). Tourism consumers now search for travel information and book accommodations and transportation online (Morrison, Jing, O’Leary, Lipping, 2001). Gretzel and Fesenmaier (2009) argue “as individuals become more mobile and more reliant on network technology, they will
increasingly demand systems that can support their lifestyle during trips and tourism systems have to become truly portable/wearable, wireless, global, integrated and smart indeed” (p.573). Information technology provides customized information for travelers in various stages in the
trip planning process. In the pre-trip planning stage of decision making, three tourists use the web to search for travel information that will assist them with decisions related to the possible destinations, transportation options and accommodations that they are considering as potential tourism suppliers for their trip. While tourists are on site experiencing the destination, they use
social media and other non-print sources to keep informed. During the last phase of the travel experience, recollection, tourists use the web to post their travel stories and photographs, remember special moments and engage in word-of-mouth communication (Gretzel and Fesenmaier, 2009). The use of internet technology, such as online travel communities, offers an opportunity for tourists to search for travel information, make connections with others, and make travel decisions more conveniently and cost-effectively (Arsal, Woosnam, Baldwin, and Backman, 2010). Arsal et al. (2010) have suggested that online travel communities have influenced tourists’ travel
decision-making processes including such general travel related issues of accommodations and transportation. Although tourism scholars have examined travel decisions in the context of web environments to
determine whether the use of web communities is related to tourist intentions, this question has not yet been fully investigated by researchers who are primarily interested in virtual worlds. Virtual reality technology offers a variety of potential benefits for tourism marketers including
creating informative and entertaining virtual settings, immersive and engaging virtual experiences, multi-media communication, and social interaction with others globally.
[bookmark: _Toc6752169]Problem Statement
Marketing is the heart of business. Many businesses, for example hotels want to showcase their premises and sell experience to their customers. Schools want to showcase their facilities and the
great experience that they would like to share this experience to their potential tourists. Still photographs are a great way to do that, but have many limitations. Limitations that come with still photos include: users are not able to move from one place to another by just looking at the screen without clicking one image after another; all images come in different files that have to be open individually; users are not able to walk and view an entire
place; experience of a place cannot be passed on to users, for example a video showing the experience of a student; images are limited such that you cannot incorporate audio to them; users are unable to view an entire place (floor plan) that can be clicked where users can navigate from one place to another; images have very limited interactivity in that you cannot incorporate interactive features like maps. Tourism has suffered greatly, especially in Kenya due to low tourist turnout, amidst the never ending acts of terrorism. Creative and innovative ways are needed to enhance tourism in Kenya. Tourists need to be enticed using low-cost technology that can reach large numbers of tourists, both locally and internationally.
[bookmark: _Toc6752170]Purpose of the Study
The purpose of this study is to establish if virtual tourism can be used to boost tourism in Our country by developing an interactive software tool that will be used to develop panoramic three sixty virtual tours. The application developed will be tested by subjecting it to several tourists in order to measure its impact.
[bookmark: _Toc6752171]Proposed Solution
This project involves developing a simple but interactive application that allows tourists to interact with the application on an online portal using both desktop and mobile devices. Virtual tourism will be compared with normal videos and photos. Several tourists will have access to the portal and specific tourism/hotel sites will be used for the research. The impact of virtual tourism will be evaluated on the number of tourists that visited the online virtual tour or the tourist destination itself compared to other tourist destinations that just have photos or videos.

[image: ]
Figure 1.1: How tourists make decisions when choosing a destination (Travelsat, 2011)
[bookmark: _Toc6752172]Research Objectives
1. To design interactive software program/application that can be used by tourists to enable them make informed decisions about the places they would like to visit.
2. To deploy the software program that will be inform of an interactive application to several tourists who will interact with the application.
3. To evaluate the effect of virtual tours in decision-making when scouting for a hotel or tourist destination.
[bookmark: _Toc6752173]Assumptions of the study
In order to carry out his study, the following assumptions hold: a good number of both local and international tourists have good Internet access when viewing the virtual tours online; the users that will interact with the online application will use either a desktop that already has Flash enabled or a smartphone that is capable of browsing the Internet; the usage of virtual tours has effect in the choice of a tourist destination.
[bookmark: _Toc6752174]Limitations of the Study
The research student will have to use his financial means to conduct the research. Since financial means is a great inhibitor, the research student will have to do a limited number of tourist destinations. Time is also a great limiting factor, as the research student has to make a delicate balance between office work and the research. Another limiting factor is that good peer-reviewed papers have to be paid for before they can be accessed.
[bookmark: _Toc6752175]Scope of the Study
While virtual tours can be used in several application areas, this study focuses on virtual tourism. The student will conduct a research by developing an interactive virtual tour based on one or more location (s) that will be subjected to a number of tourists and test its impact, compared to other technologies like videos and photos.










[bookmark: _Toc6752176]CHAPTER TWO: LITERATURE REVIEW
Introduction
The world has become a digital village. Decision-making making is getting easier due to availability of electronic information. Economic times are changing and scarcity of business can be felt due to the changing market trends and the introduction of terrorism. Threats in the external environment and changes in the industry’s markets and structures have challenged destination-marketing organizations to change in fundamental ways. The strategic responses to these developments are essentially decisions to proactively shape, adapt to, or passively struggle through a crisis. Envisioning the future of tourism and examining possible
ways of reaching various future scenarios are essential exercises in this process of deciding which strategic approach to adopt. The technology acceptance model guides this research.
[bookmark: _Toc6752177]Technology Acceptance Model Theory
The Technology Acceptance Model (TAM) is an information systems theory that models how users come to accept and use a technology. The model suggests that when users are presented with a new technology, a number of factors influence their decision about how and when they will use it, notably:
Perceived usefulness (PU) - This was defined by Fred Davis as "the degree to which a person believes that using a particular system would enhance his or her job performance"; Perceived ease-of-use (PEOU) - Davis defined this as "the degree to which a person believes that using a particular system would be free from effort" (Davis 1989). User acceptance of technology has been an important field of study for over two decades now. Although many models have been proposed to explain and predict the use of a system, theTechnology Acceptance Model has been the only one, which has captured the most attention of the Information Systems community. Thus, it is essential for anyone willing to study user acceptance of technology to have an understanding of the Technology Acceptance Model. This literature review provides a historical overview of the Technology Acceptance Model (TAM) by summarizing the evolution of TAM, its key applications, extensions, limitations, and criticisms from a selective list of published articles on the model. Current observations indicate that although TAM is a highly cited model, researchers share mixed opinions regarding its theoretical assumptions, and practical effectiveness. It is concluded that research in TAM lacks sufficient rigor and relevance that would make it a well-established theory for the IS community.
[image: ]
Figure 2.1: Conceptual model for technology acceptance (Davis, 1985, p. 10).

By relying on prior work by Fishbein and Ajzen (1975), who formulated the Theory of
Reasoned Action, and other related research studies, Davis further refined his conceptual model
to propose the Technology Acceptance Model as shown in Figure 2. 2 below.
Figure 2.2: Original TAM proposed by Fred Davis (Davis, 1986, p. 24).[image: ]
Several researchers have replicated Davis’s original study (Davis 1989) to provide empirical evidence on the relationships that exist between usefulness, ease of use and system use (Adams, Nelson & Todd 1992; Davis 1989; Hendrickson, Massey &Cronan 1993; Segars& Grover 1993; Subramanian 1994; Szajna 1994). Much attention has focused on testing the robustness and validity of the questionnaire instrument used by Davis. Adams et al. (Adams 1992) replicated the work of Davis (Davis 1989) to demonstrate the validity and reliability of his instrument and his measurement scales. They also extended it to different settings and, using two different samples, they demonstrated the internal consistency and replication reliability of the two scales. Hendrickson et al. (Hendrickson, Massey &Cronan 1993) found high reliability and good test-retest reliability. Szajna (Szajna 1994) found that the instrument had predictive validity for intent to use, self-reported usage and attitude toward use. The sum of this research has confirmed the validity of the Davis instrument, and to support its use with different populations of users and different software choices.
Segars and Grover (Segars& Grover 1993) re-examined Adams et al.’s (Adams, Nelson & Todd 1992) replication of the Davis work. They were critical of the measurement model used, and postulated a different model based on three constructs: usefulness, effectiveness, and ease-of-use. These findings do not yet seem to have been replicated. However, some aspects of these findings were tested and supported by Workman (Workman 2007) by separating the dependent variable into information use versus technology use. Mark Keil and his colleagues have developed (or, perhaps rendered more popularisable) Davis’s model into what they call the Usefulness/EOU Grid, which is a 2×2 grid where each quadrant represents a different combination of the two attributes. In the context of software use, this provides a mechanism for discussing the current mix of usefulness and EOU for particular software packages, and for plotting a different course if a different mix is desired, such as the introduction of even more powerful software (Keil, Beranek&Konsynski 1995). Venkatesh and Davis extended the original TAM model to explain perceived usefulness and usage intentions in terms of social influence (subjective norms, voluntariness, image) and cognitive instrumental processes (job relevance, output quality, result demonstrability, perceived ease of use). The extended model, referred to as TAM2, was tested in both voluntary and mandatory settings. The results strongly supported TAM2 (Venkatesh& Davis 2000). In an attempt to integrate the main competing user acceptance models, Venkatesh et al.formulated the Unified Theory of Acceptance and Use of Technology (UTAUT). This model was found to outperform each of the individual models (Adjusted R square of 69 percent) (Venkatesh et al. 2003). UTAUT has been adopted by some recent studies in health care. Independent of TAM, Scherer (Scherer 1986) developed the Matching Person & TechnologyModel in 1986 as part of her National Science Foundation-funded dissertation research. The MPT Model is fully described in her 1993 text (Scherer 2005, 1st ed. 1993), "Living in the State of Stuck," now in its 4th edition. The MPT Model has accompanying assessment measures usedin technology selection and decision-making, as well as outcomes research on differences among technology users, non-users, avoiders, and reluctant users.
[bookmark: _Toc6752178]Related Work
There have been several interfaces that are being used in the industry. Below are some of the interfaces used.360 Virtual Reality (360VR) The interface developed is good and has a number of navigational icons. However, the user experience has not been captured. Interface The interface here provides the basic navigations. A number of plugins are missing and the userexperience is missing here. 360 Tours The interface provided here is similar to those developed in the first two companies. It is basic and does not give the user experience, though it provides navigation means. My contribution to this research In all the above companies, user experience is conspicuously missing. Some of the features that are needed to enhance the technology include maps to show particular locations of the tourist destination; floor plan to show the particular places of the tourist destination with hotspots; audio and video to enhance user experience and emphasis destination marketing and hotspots that not only show panoramas but also text, video, or pictures. Related Theories of Acceptance While the socio-technical perspective has gained most currency in the literature, there are several related approaches to design that warrant mention. Though many of them share much of the basic socio-technical emphasis on organizational fit and stakeholder influence on acceptance, they are frequently presented as distinct approaches in the literature.
Collective Resources Approach Perceived shortcomings in the treatment of power relationships in socio technical theory have led to the emergence of what has been termed the Scandinavian (BAECKER ET AL) or Collective
Resources Approach (EHN). This theoretical perspective is closely related, and indeed emerged partly from, developments in socio-technical theory when it was applied in Sweden and Norway by practitioners. It is distinguishable in its strong political perspective that seeks to actively engage trade unions as equal partners in the planning of work and the technology that will support it. Soft-Systems Methodology Soft-Systems Methodology (SSM) emerged, like socio-technical systems thinking, as a response to the supposedly "harder" technical perspective that seemed to be driving systems engineering in the 1960s and early 1970s (CHECKLAND). Emphasizing the need for multiple perspectives on the value and utility of any technical system, depending on it being viewed by users, managers of users, or technical developers for example, SSM seeks to encourage the development of a technology that is most suitable for any given context. Activity theory Activity theory is an approach to understanding human work and technology, which emphasizes the long-term well-being of workers or users (HACKER). Eschewing "one best way" task design for user-determined task procedures, action theorists seek to design work practices that are enriching and that lead to development of skills and knowledge (GRIEF). Assuming internal regulatory processes on the part of the user and needs for flexibility, self-control, and self-improvement, activity theorists argue that acceptance of technology is contingent on the extent towhich it meets these goals in the context of the user's own work. Human-centred Design. Human-centred systems design is a more recent approach to design that emerged in the UK in the early 1980s (COOLEY). Sharing many of the basic assumptions of all the above-mentioned approaches, it goes further in explicitly denying the possibility of a scientific approach to systems design and encourages immersion on the part of the design team in the praxis and lives of the organization members any tool is designed to support (PAIN ET AL).
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[bookmark: _Toc6752180]Introduction
The purpose of this chapter is to present the philosophical assumptions underpinning this research, as well as to introduce the research strategy and the empirical techniques applied. The chapter defines the scope and limitations of the research design, and situates the research amongst existing research traditions in information systems. The Software prototyping methodology will be used for the development of the application and guiding in research. The Software Prototyping refers to building software application prototypes, which display the functionality of the product under development but may not actually hold the exact logic of the original software. Software prototyping is becoming very popular as a software development model, as it enables to understand customer requirements at an early stage of development. It helps get valuable feedback from the customer and helps software designers and developers understand about what exactly is expected from the product under development. Incremental prototyping in particular will be used. It refers to building multiple functional prototypes of the various subsystems and then integrating all the available prototypes to form a complete system.
[bookmark: _Toc6752181]Research Design
Research design is a means to achieve research objectives through empirical evidence that is acquired economically. Research design includes an outline of what the researcher did from writing the research objectives and implication to the final analysis of data. There are various types of research design; among them observation, descriptive, exploratory and experimental(Chandran, 2004). A good research is characterized by flexibility, appropriateness, efficiency and being economical (Kothari, 2003).
Exploratory research design is also known as formative research studies. It addresses the need that certain enquiries or research problems focus on questions that need answers in order to understand people, events and situations. The main emphasis of this design is to disclose new ideas and insights to the researcher (Chandran, 2004). It is mainly conducted in order to gain familiarity with the phenomenon or to achieve new insights, often in order to formulate more precise research problems or to develop hypothesis (Bhandarkar& Wilkinson, 2005). Experimental design deals with the cause and effect problems. They are concerned with the testing of the casual hypothesis (Bhandarkar& Wilkinson, 2005). In the design subjects are randomly assigned to an experimental group, which receives the treatment, or to a control group, which does not receive any kind of treatment. If a researcher is using this design, then they have to be certain of the independent and the dependent variables and must guard against the effect of the extraneous variables (Kombo & Tromp, 2006). Survey research design on the other hand provides quantitative descriptions of some part of the population and can be used in the studying a large number of cases including those that are geographically spread out. Surveys are relatively inexpensive to undertake and the researcher can collect large volumes of data within a very short period and the results can be inferred to the larger population from the sample taken (Mugenda, 2008). Case study seeks to describe a unit in detail, in context and holistically by looking at educational data and looking at the object to be studies as a whole (Kombo & Tromp, 2006). Personal interviews, questionnaires, and personal observations can be used to gather information in the case study. In descriptive research design, the researcher reports the findings and describes the state of affairs as it exists (Kombo & Tromp, 2006). Descriptive studies are not only restricted to fact findings but may often result to formulation of important principles of knowledge and solutions to significant problems. The researcher reports events just the way they are and this is done by describing things such as behavior, attitude, characteristics and values. Descriptive research design collects information by interviewing or administering questionnaires to a sample of individuals. It can be used when collecting information about people’s attitudes, opinions, habits or the variety education or social issues (Kombo & Tromp, 2006).Descriptive research design was used for this study. Descriptive research design was used because the findings of the research can be generalized to a larger population. This research design is appropriate because the main aim of this study was to determine the effect of corporate governance on performance of selected state corporations. The descriptive research mapped out the event in order to describe what was happening behaviorally or where the researcher was interested in describing a phenomenon. Moreover, descriptive research design has been used to carry out studies that are closely similar to this one (Mazzarol and Soutar, 2002).
[bookmark: _Toc6752182]Population to be studied
Kombo & Trump (2006) defines population as a group of individuals, objects or items from which samples are taken for measurement; it refers to the entire group of persons or elements that have at least one thing in common. The population for this study a group of one hundred tourists who are to be chosen randomly through Randomized Control Trials (RCTs).
[bookmark: _Toc6752183]Target Population
The target population for this study local and international tourists who would like to visit certain tourist destinations. The tourists will be randomly selected from all parts of the world. An online application (virtual tour of a destination) will be used as the testing tool for the target populationto interract with
[bookmark: _Toc6752184]Sample size
This is a subset of the whole population which is to be studied and whose characteristics can be generalized to the entire population. Generalization of research findings is key to selection of the sample size; the researcher will select a sample that will allow the generalization of the research findings to the entire population (Chandran, 2004). Chandran (2004) further suggests that the sample size of a study should be between 10% and 30% of the population. The sample size of this study will be all the thirty tourists from various parts of the world, at least local and international tourists.
[bookmark: _Toc6752185]Methodology Process
The figure below shows the general steps that a tourist will undertake to test the application.
[image: Capture.PNG]
Figure 3.1: Methodology detailing the process (Author, 2014)
[bookmark: _Toc6752186]Conceptual Framework and System Architecture
Independent variable   Intervening variable     Dependent variable
[image: ]
Figure 3.2: Conceptual Framework (Author, 2014)
[image: Capture.PNG]
[bookmark: _Toc6752187]Tools, procedures and methods for data collection and their justification
We shall use:
a. Macromedia Flash CS5.5
Adobe Flash Professional CS5.5 software is the industry-leading authoring environment for producing expressive interactive content. It creates immersive experiences that present consistently to audiences across desktops, smartphones, tablets, and televisions. The reasons for using Flash include:
i. Flash can be exported to HTML and can be played on any platform.
ii. Flash is very interactive and is an excellent tool for animations, which makes the application very attractive to the young minds as you can incorporate both video and sound.
iii. Flash is light and uses a small bandwidth.
iv. Because of the vector present in the Macromedia Flash, it can adjust the display size. Depending on the browser size Flash can adjust it. All your images and texts will not be affected anyway.
v. Even if the client browser does not have the font you used in designing an
application, Flash can make it displayed in the browser. You do not have to convert fonts to images.
b. Unity 
Unity is a cross-platform real-time engine developed by Unity Technologies, first announced and released in June 2005 at Apple Inc.'s Worldwide Developers Conference as an OS X-exclusive game engine. As of 2018, the engine has been extended to support 27 platforms. application. For make word  vr to photo  became real word like vr ,
C. Online website
i. The software application/virtual tour will be uploaded online for tourists to interact with it.
ii. The online virtual tour will be available online, anytime for the designated tourists to interact with it, after which they will answer questionnaires online.
D. Interviews
The researcher will interview tourists on their experience while interacting with the software. Interviews are a great ways of getting immediate feedback. The research student will be able to get more information, which might include desired system features.
E. Questionnaires
A reflective questionnaire will be used to investigate tourists’ opinions about the tool they used to make decisions. Only the experimental group of tourists will be given the questionnaire.
[bookmark: _Toc6752188]Randomised Control Trials (RCTs)
Introduction
“A controlled trial is a study in which participants are assigned to a study group. Study groups are also called study arms.” (West et al, 2007)
In a randomized controlled trial, participants are assigned to experimental conditions at random (i.e., they have an equal probability of being assigned to any group). Procedures are controlled to ensure that all participants in all study groups are treated the same except for the factor that is unique to their group. The unique factor is the type of intervention they receive.
The primary goal of conducting an RCT is to test whether an intervention works by comparing it to a control condition, usually either no intervention or an alternative intervention. Secondary goals may include:
Identifying factors that influence the effects of the intervention (i.e., moderators); understanding the processes through which an intervention influences change (i.e., mediators or change mechanisms that bring about the intervention effect)





Why Conduct an RCT?
An RCT is conducted to test whether an intervention or treatment works. The key methodological components of an RCT are (1) use of a control condition to which the experimental intervention is compared; and (2) random assignment of participants to conditions.
Advantages of using an RCT design
These include: Random assignment ensures that known and unknown person and environment characteristics that could affect the outcome of interest are evenly distributed across conditions; random assignment equalizes the influence of nonspecific processes not integral to the intervention whose impact is being tested. Nonspecific processes might include effects of participating in a study, being assessed, receiving attention, self-monitoring, positive expectations, etc; random assignment and the use of a control condition ensure that any extraneous variation not due to the intervention is either controlled experimentally or randomized. That allows the study's results to be causally attributed to differences between the intervention and control conditions.
Disadvantages of using an RCT design
There are various disadvantages in the use of the RCT, these includes; the use of RCT are timeand energy- intensive, in addition they are expensive and lastly, the use of RCT may not be feasible for all interventions or settings for example, some institutions have policies that prohibit random assignment.
The most common use for RCTs in the behavioral and social sciences is to examine whether an 31 intervention is effective in producing desired behavior change, symptom reduction, or improvement in quality of life.
Having consistent findings that the intervention surpasses control in a series of RCTs is often considered to establish the intervention as "evidence-based" (i.e., that it has sufficient data to support its use).
[bookmark: _Toc6752189]Features of the Application
The following are the proposed features of the application:
The software application will have interractive virtual tours; a well-designed interface with appropriate graphics, colour and sound that is tourist friendly will take the general design; there will be a help menu that will act as a guide to using the software and explaining how to interact with the virtual tour; there will be navigational icons and hotspots to help tourists navigate; incorporation of video and audio to enhance user experience; incorporation of maps and floor plans to enhance the application’s usability.
[bookmark: _Toc6752190]Evaluating the Impact of the tool
As stated above, the research will involve a group of tourists who will be given an interactive virtual tour of a hotel or tourist destination and a number of photos of the same tourist
destination or hotel. After a session of interracting with the virtual tour and the photos or video, the research student will evaluate the tourist using a questionnaire to answer the questions that will help to measure the impact of the tool qualitatively and quantitatively. At least thirty tourists will be tested.
Qualitative Analysis
The following questionnaire will be used to evaluate the use of the tool qualitatively by the Tourists
[image: Capture.PNG]
Quantitative Analysis
Data gathered using the qualitative questionnaire will be cleaned, coded and entered into Predictive Analytical Software (PASW) formerly Statistical Package for Social Sciences (SPSS). This will enable he researcher to carry out statistical tests such as getting the mean, standard deviation, frequencies and percentage among others. The data will then be presented in figures and tables.
[bookmark: _Toc6752191]Data analysis methods and their justification
A literature review on some of the evaluation methods deployed from the pedagogical, usability and technological perspectives are provided below.
Pedagogical Methods Typical methods used for evaluating outcomes include interviews, questionnaires and diary studies; all of which require learners to give their own retrospective accounts of their learning. Limitations of these methods include (a) there may be inaccuracies in tourists' recall andrationalization of information, and (b) some learners may not possess the meta-cognitive skills necessary to reflect on their own accounts of user experiences and be able to convey this information accurately (Vavoula et al., 2007). Usability Methods A usability inspection may consist of a number of data collection and analysis methods. Its aim is to (a) identify usability problems in order to incorporate suitable usability application functions into the design of the user interface, and (b) to specify and fulfill system requirements of potential users. A user-centred system design usually begins with an extensive analysis of potential users, tasks and environment, where potential users are involved in the process of system design from the beginning of system development and are consulted at each incremental stage of the development and evaluations. It is completed when the system usability criteria are satisfied (Petrelli& Not, 2005). 24
Technological Methods An implementation (or a prototype) of the application is usually required for a technological evaluation. The evaluation process typically involves  (a) an evaluator who plans and conducts the evaluation, and  (b) a volunteer who tests the implemented application on a mobile device. Depending on the nature of the evaluation, the volunteer is asked to provide  information about their usage of the application before, during and/or after the hands-on experience with the device. The technological evaluation of an application can take place in either the authentic context in which it is intended to be used, known as a real evaluation, or in a virtual or replicated context  (a simulated evaluation).
[bookmark: _Toc6752192]Summary of Chapter
This chapter outlines the methodology that was used in the study. The specifics described in the study were the type of research design used, the target population, and how the sample size will be arrived at. It also describes the sampling designs that were used for the study. The chapter
also discusses the pre-testing instruments and the respondents who participate in the pre-testing exercise, research analysis and the presentation of the research findings. In addition it discusses the procedures used for data collection and the data collection instruments used. It also gives an account of how the data collected was be analysed through descriptive statistics and the ethical considerations as the research was carried out. Finally, it outlines the tools that will be used, the budget, and the features of the application 












[bookmark: _Toc6752193]CHAPTER 4: RESULTS AND INTERPRETATION
Introduction
This chapter presents the data analysis, presentation and the interpretation of the research findings. The research aimed at finding out how the use of virtual tours influence a tourist’s decision-making ability. The objectives of the research study includes to design an interactive software program (virtual tour) that tourists will interract with, to deploy the software program that will be inform of an interractive online application and to evaluate the effect of virtual tours on a tourist’s decision-making ability when choosing a hotel or tourist destination. The researcher targeted one hundred tourists. The researcher received back seventy filled questionnaires from the respondents representing a 70% response rate. According to Mugenda and Mugenda (2004), a response rate of more that 50% is ideal to represent the total population of the research study.
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( Unity work )
usingSystem.Collections;
usingSystem.Collections.Generic;
usingUnityEngine;
publicclassSphereChanger :MonoBehaviour {
//This object should be called 'Fader' and placed over the camera
GameObjectm_Fader;
//This ensures that we don't mash to change spheres
bool changing = false;
voidAwake()
    {
//Find the fader object
m_Fader = GameObject.Find("Fader");
//Check if we found something
if (m_Fader == null)
Debug.LogWarning("No Fader object found on camera.");
    }
publicvoidChangeSphere(Transform nextSphere)
    {
//Start the fading process
StartCoroutine(FadeCamera(nextSphere));
    }
IEnumeratorFadeCamera(Transform nextSphere)
    {
//Ensure we have a fader object
if (m_Fader != null)
        {
//Fade the Quad object in and wait 0.75 seconds
StartCoroutine(FadeIn(0.75f, m_Fader.GetComponent<Renderer>().material));
yieldreturnnewWaitForSeconds(0.75f);
//Change the camera position
Camera.main.transform.parent.position = nextSphere.position;
//Fade the Quad object out 
StartCoroutine(FadeOut(0.75f, m_Fader.GetComponent<Renderer>().material));
yieldreturnnewWaitForSeconds(0.75f);
        }
else
        {
//No fader, so just swap the camera position
Camera.main.transform.parent.position = nextSphere.position;
        }
    }
IEnumeratorFadeOut(float time, Material mat)
    {
//While we are still visible, remove some of the alpha colour
while (mat.color.a> 0.0f)
        {
mat.color = new Color(mat.color.r, mat.color.g, mat.color.b, mat.color.a - (Time.deltaTime / time));
yieldreturnnull;
        }
    }


IEnumeratorFadeIn(float time, Material mat)
    {
//While we aren't fully visible, add some of the alpha colour
while (mat.color.a< 1.0f)
        {
mat.color = new Color(mat.color.r, mat.color.g, mat.color.b, mat.color.a + (Time.deltaTime / time));
yieldreturnnull;
        }
    }
}
Start up layer off application 
usingSystem.Collections;
usingSystem.Collections.Generic;
usingUnityEngine;
usingUnityEngine.SceneManagement;
usingUnityEngine.XR;
publicclassmeneminu :MonoBehaviour
{
publicvoidPlayGame()
   {
SceneManager.LoadScene(SceneManager.GetActiveScene().buildIndex + 1);
    }
publicvoidQuitgame()
    {
Debug.Log("Quit The gaem");
Application.Quit();
    }
}
The Insideout effect on unity engine
Upgrade NOTE: replaced 'mul(UNITY_MATRIX_MVP,*)' with 'UnityObjectToClipPos(*)'
Based on Unlit shader, but culls the front faces instead of the back
Shader "Insideout" {
Properties {
	_MainTex ("Base (RGB)", 2D) = "white" {}
}
SubShader {
	Tags { "RenderType"="Opaque" }
	Cull front    // ADDED BY BERNIE, TO FLIP THE SURFACES
	LOD 100
	Pass {  
		CGPROGRAM
			#pragma vertex vert
			#pragma fragment frag
			#include "UnityCG.cginc"
			structappdata_t {
				float4 vertex : POSITION;
				float2 texcoord : TEXCOORD0;
			};
			struct v2f {
				float4 vertex : SV_POSITION;
				half2 texcoord : TEXCOORD0;
			};
			sampler2D _MainTex;
			float4 _MainTex_ST;
			v2f vert (appdata_t v)
			{
				v2f o;
				o.vertex = UnityObjectToClipPos(v.vertex);
				// ADDED BY BERNIE:
				v.texcoord.x = 1 - v.texcoord.x;								o.texcoord = TRANSFORM_TEX(v.texcoord, _MainTex);
				return o;
			}
			fixed4 frag (v2f i) :SV_Target
			{
				fixed4 col = tex2D(_MainTex, i.texcoord);
				return col;
			}
		ENDCG
	}
} }
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