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Abstract  :  Smart  technologies  are  being actively  used to  improve the  experience of  travel  and promote  or  demote  a
destination’s reputation via a wide variety of social media applications and platforms. This paper conceptualises the design and
deployment of smart management apps to promote culture, sustainability and accessibility within two destinations in Greece
that represent the extremes of visiting scale. One is the densely visited Corfu, which is a UNESCO’s heritage site. The
problems caused by the lack of organisation of the visiting experience and infrastructures affect all parties interacting within
the site: visitors, citizens, public and private sector. Second is Kilkis, a low tourism destination with high seasonality and mostly
inbound tourism. Here the issue faced is that traditional approaches to inform and motivate locals and visitors to explore and
taste of the culture have not flourished. The problem is apprehended via the design and development of two systems named
“Hologrammatic  Corfu”  for  Corfu  old  town  and  “BRENDA”  for  the  area  of  Kilkis.  Although  each  system is  designed
independently, featuring different solutions to the problems, both approaches have been designed by the same team and a
novel gaming and gamification methodology. The “Hologramatic Corfu” application has been designed, for the exploration of
the site covering user requirments before, during and after the trip, with the use of transmedia content such as photos, 360-
degree videos, augmented reality and hologrammatic videos. Also, a statistical analysis of travellers’ visits to specific points of
interest  is  actively  utilized  enabling  visitors  to  dynamically  re-rooted during their  visit,  safeguarding sustainability  and
accessibility and inclusivity along the entire tourism cycle. “BRENDA” is designed specifically to promote gastronomic and
historical tourism. This serious game implements and combines gaming and gamification elements in order to connect local
businesses with cultural points of interest. As the environment of the project has a strong touristic orientation, “BRENDA”
supports food-related gamified processes and historical games involving active participation of both local communities (content
providers) and visitors (players) which are more likely to be successfully performed in the informal environment of travelling
and promote sustainable tourism experiences. Finally, the paper presents the ability to re-use existing gaming components
within new areas of  interest  via minimal adaptation and the use of  transmedia aspects that enables destinations to be
rebranded into smart destinations.
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