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CURRENT SITUATIONS
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Tourist numbers —
have more than l.[u 20 U
doubled in years.
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of tourists are older adults
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and domestic tourism is rising.
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of people use
smartphones
to play games.
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The gaming industry has grown

% siov
annually
to 22
billion
baht in
revenue.

% S
yovAu Gen Z UMs
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of Gen Z watch online
and streaming programs.

Leisure activities entertain and relax people and promote
interaction. Leisure is vital for well-being as it relieves fatigue
and enhances life quality in terms of body, mind, thinking,
and socializing.

Recreation is a form of leisure that generally involves people
gathering to play or to entertain each other. Recreation has
greatly changed from the past. It is no longer restricted to
groups but can be individuals listening to music, watching
movies, traveling, game playing. Technology also has a greater
role in daily life and enhances leisure activities. Playing adds
to life through relaxation, happiness, and fun.

Tourism is a popular form of leisure and a leading industry for
many countries. In 2020, there were 1.4 billion tourists around
the world, double the 670 million in 2000, according to World
Tourism Organization statistics. Enormous growth in travel is
supported by factors such as globalization that connect people
all over the world to increase international activities and
transactions. Growth and spread of transport infrastructure
and new means of transport such as low-cost airlines have
made travel affordable. Advanced technology can also make
travel more efficient and comfortable.

As many countries are entering the aging society, the number
of older tourists has dramatically grown, accounting for 24%
of all tourists. These tourists spend the most and 44% of them
engage in domestic tourism. Tourism is traditionally popular
among older adults while working people, children, and
teenagers give it less attention. Technology has provided

a turning point by playing a greater role in living and recreation.
The internet and smartphones put recreation a click away.




Internet access has become easier and the cost of smartphones
has almost halved in 10 years. Among all game formats, 67% of
people play games on smartphones, driving 13% growth in the
game industry in Thailand to over 22 billion baht. Globally and in
Thailand, the value of online platforms for leisure is soaring. The
value of Tencent, a giant Chinese player and owner of well-known
platforms such as WeChat and games, has risen 43% to overtake
Facebook. Alongside new online games, traditional recreation
such as movies and television has moved online too. The new
generation likes to watch this kind of entertainment online more.
Surveys have found that 59% of people watch TV online or listen
to music via smartphones.

Technology has transformed how people play, especially virtual
reality (VR) and augmented reality (AR). The AR and VR market
has an estimated sales revenue of over USD100 billion with
1,000% growth since 2016. AR technology for smartphones
dominates with a share of 80%. AR and VR technologies are set
to blend with all kinds of playing activities for new thrilling or
relaxing experiences, providing an exponential driving force in
the future of play.

Although technology supports people’s leisure and drives growth
in relevant industries, urban growth threatens spaces for recreation.
Urban and natural spaces have been turned into business and
commercial areas. Common and public land has shrunk so people
have less space for activities like walking, exercising, or socializing,
which weakens well-being. There are fewer public playgrounds
and fewer children play in them. Kids now mostly play in play
areas in department stores or restaurants. Campaigns have
promoted the creation of public parks but only for city centers,
limiting access. These public parks also lack proper playgrounds
with safe equipment.

AR, VR Ifulnio

AR and VR have grown

1,000% .2
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of large corporation have
invested in AR smartphone
technology.



SIGNALS
OF CHANGE
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Signals of Change are events or incoming
and established trends that bring
significant changes.

Museum at Home
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Al Games
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Escape from Reality
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The COVID-19 pandemic has caused museums to
move their services from on-site to online with
VR technology. This shift enables new services
and accessibility for all groups of people.

Al has been in games for a while, generally for
developing automated bots. But Al is now used
to research behavior and create new kinds of
entertainment and challenges with interactive
technology.

Easy online access to games and recreation lets
people connect and enjoy themselves anywhere and
anytime. This great convenience may cause people
to prefer online interaction and escape from reality,
at the cost of emotional security and confidence.



Virtual Workout
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Extended Reality VR/ AR
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Artificial Creativity
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Rising health awareness is driven by concern over
future health issues. Going to the gym is the first
choice for many people. COVID-19, however, has spread
the view that exercise can be done anywhere. Virtual
technology can make exercising at home more fun.

This technology has been developed for a while but
has recently become popular. This virtual technology
enhances games. Signals of change suggest this
technology may be used to add to other activities
such as tourism and exercise.

Robots and Al have impacted professional skills.
Some jobs have been replaced by robots and Al.
Works of art are created by Al, including songs by
robot composers or paintings by robots. Popular art
may all be created by Al.

Experience through Gamification
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People’s routines start and end the same every day,
making people bored with work, travel, and living.
Groups have started to look for new things to spice up
their daily lives. Gamification has been incorporated
into daily routines so people can do the same activities
in new ways. They will be entertained and not feel
bored with their routines.




Ready Player One
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E-sport
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Immersive Theme Parks
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Gamification of Health
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This movie is about a virtual world controlled by
games. People are caught up in this simulation with
their own identities, society, currency, and lifestyles.
Virtual currency can be used in the real world. People
are trapped in this virtual reality, where they seek
success and happiness, and shun the real world.

The gaming industry is surging and generating as
much economic value as traditional production
industry. Technology that allows easy access and
entertains people of all ages wins wide acceptance
for games. E-sport competitions offer greater prizes
than traditional sporting contests.

Applying new technologies to traditional recreational
facilities such as amusement parks creates new kinds of
experience in which service users enjoy their visits more.
The technologies will also create such experiences
with public parks and other recreation spaces.

Gamification is used in activities relating to health
such as fitness equipment to make exercise more
enjoyable. Gamification can motivate people who
dislike exercise to take better care of their health.




Domestic Tourism
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Hotel Software Assistants and
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Pensioner Tourism
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Value of Time

AOWISVSUIIA:ADIUISVAOUUOVADNSSUNIASUYTIDIAa:EvAUTU
Joouurii “10en” nanaldudoveiehAtugovmsidtivia:msidon
sUlluuzovMsSWNwoung ouloIa:aSIvNILANIWEU nainnalel
fionssuyovMsnWoungoulITATRUSMShEDIANVIUNSOB0VIU
nemeno MIRINANDIUNUIILULOYWTBUSMSIAMSNS:NADIA UL
Bovioal wndgodnmuoarulumnvidondus Inadinalulag
Adnasoaatuayulumsinty midlomana:suivumsiaunsoms
InwoungouAdnruMUONTINAMIUSIAUUANA ASOUASD llasdvAl

After COVID-19, every country has had to review its
tourism policy. Countries that depend on tourism like
Thailand have lost a lot of income. Measures to reduce
impacts include promoting domestic tourism, changing
how service is given and tourism in the future.

Travel Revolution

Hotels have been seriously impacted by the
COVID-19 outbreak. Many have closed down. Hotels
will use new service technology to make guests
comfortable, more confident about service, and
excited about VR technology in their room.

Thailand and many countries all over the world are
aging, which alters the profile of tourists. Pensioners
enjoy travel. With the help of aiding technology and
convenient transport, they can reach tourist destinations
more easily than in the past. Tourists may alter from
young and working age to older adults. Tourist sites
and services will better meet the needs of older adults.

Urgency and the fast pace of economic and social
activities have made “time” important for accessing and
choosing leisure and play. Many activities are available
after work or on long weekends, so demand intensifies
in some periods. People with time constraints will choose
other options with the help of digital technology.
Opportunities for high-quality play or leisure will be
limited to some individuals, families, and social classes.




DRIVERS
OF CHANGE
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Drivers of Change are factors or groups of
major signals significantly shaping change and
the direction of future developments.
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New Era of Playing as Revolutionized by Technology
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Technology used to be mainly used to help us
in areas such as reducing working processes,
facilitating daily routines, or boosting efficiency
in living. Technology now has a different role, no
longer just filling gaps but creating new or different
experiences. Rather than facilitating traditional
recreation activities, technology for playing will
create a world of playing in another virtual world.
Technologies such as VR or AR, voice and gesture
control, and hologram technology, when embedded
in mobile gadgets such as AR glasses will let us enter
the virtual world with a click. These technologies are
invented to meet a pressing need to connect in the
modern world, giving users complete experiences.
Such technologies will transform how people view
leisure and recreation activities, switching from
traditional formats to new ones in the new virtual
world. These technologies can be seen as game
changers that will transform recreation or relaxation,
bringing a new era of playing revolutionized by
technology.



Virtual Addict
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Intensify Ordinary Experiences
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UIBVADIAUUUD:ENNTU Uovaiinanouiiuiduisvduindounaifity
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gunumsuauiRtnowauIloandtumasmwon 1a:00N1IuuMs
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MIUNSOONSSUSU (Experiences through Gamification) TAuAU
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INUINITURBoEITDITUADIAUNALIU (Gamification of Health)

Growth of recreation in the future will be driven by
the need for happiness and play. In a fast-moving,
more interconnected world, high pressure and
expectations will bring stress. People will need their
own way of releasing stress. Leisure activities will
become more customized. New technology enabling
better connections will transform recreational
activities to be seamlessly integrated into our lives.
People today stare at their mobiles, for example, to
play games, check out social media, listen to music,
or watch movies, clearly different from the past

5 years. Leisure activities accessible anytime, anywhere
and via personal gadgets are a key driving force to
support personalized recreation. People may become
enchanted by the virtual world to escape reality.
The world could resemble the setting of Ready
Player One, a movie in which everyone is happy in
the virtual world and ignores their surroundings,
leading to social problems.

Advanced technology does not mean people
will have happier and more relaxing lives. On
the contrary, it will make them hurry more to get
ahead of time, other people, and themselves.
When everything moves too fast, people in the
future may suffer depression more and struggle
to find happiness. These are important driving
factors or challenges for both government and
the private sector to create recreation activities
that provide happiness and prevent psychological
problems and are more extraordinary, letting
people enjoy special experiences in daily life.
For example, experiences through gamification
will enhance enjoyment of ordinary activities.
Gamification of health, fully immersive theme parks,
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(Fully Immersive Theme Park) soufiomswiuoouladflBinalulag
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Al-Based Creators

inAlulagJrynus:AsgMaviAuinoevuMoNs:InmA MINMSWFLLINMD
muinAlulagiwuoniumsISauSuovINSOVINS (Machine Learning)
JurilAdnunnUs:AugiUSaIUIatouauovuovuuuE Iaigiinanowidu
UUBEINIUNNA oeivAdnynUs:ABgannsnio:dIns Hdoyansusou
la:inTonelUrumoenusoniSola Buludoouumsidrunus BT IIBOEl
1EsuluMmsalnskrgoya NSOMITUNPNSSUUMOEINUUUGEITUlAINA
Juoghonwsnanenao ogwlsimudounnusaugiiovepuinlugoun
ISENOY AOWANASIVESSH (Creativity) AlUINDOULUUEBYTAUOVEN
uoMnUIAT suldevmnmansmomufal: AUAS NSONONSSU
AlBnowAnaswassAILUSulUSITUROVIBOISUNIZDUNLINSED
Jaunnus:augudoouunwruniidonouloneinenonssn:
msAUONU ANDIASEA h3oIUSaulAnuauovBnaduenlannsn
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Jrynyids:augieiomuiuuou infuounnduomwodlijiuuouiauolu
IJo1809 dliUmsuruundnunus:AugnaIsn onmwoonule
IuUItEU aoamuInNdouINsNsS uonoiNtenIRUNUS:ABEISEUS
Iwavlrhingl 20,000 1Waw hdvmnMsISausUnunUSABTaISH
ImviwavoonlAauystuiuy lauuitausuuyuelyannsndoinmlq
onduwaviugondrynus:Aug (Al & Robot Music) UoNoINUERIMS
TAUIUSIAUEISEUSIAE0NUME Ia:msooniZanniinnmoiumg
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aswassAUsAYGINATNEaFULINUUYUE Ia:8aMEUdnnSsy
Inaduio:iws neneogTuBanuovwAUTuoLINNOEVILUOU

and blockchain casino technology will make normal
activities more entertaining and meaningful in each
stage of life.

Al-based technology has advanced enormously
with technological development and machine
learning. It is now reaching human capability, able
to analyze complex data and solve problems quickly.
It is currently widely used for data analyzing and
some activities replacing humans. But Al still lacks
the creativity of the human right brain. Arts, music,
and other kinds of creativity need intense emotion
and imagination. Al has been developed for logic,
calculation, analysis, or comparison like the human
left brain, but it cannot produce works of art. It has
been assumed that only humans can operate in this
field and creative jobs definitely won’t be taken by
robots or Al. But this assumption won’t always be
accurate. Al has recently been developed to make
beautiful paintings. Al was also programmed to study
20,000 songs and compose songs that nobody
can recognize as not written by a human. Al is also
being taught appropriate language tones for different
situations so it will soon be able to communicate
and interpret languages. This technology has been
used for Al movie screenwriting. Artificial Creativity
is now receiving as much attention as Artificial
Intelligence. This trend will drive industry to pay
more attention to innovations relating to science and
art and to adopt them more to create art replacing
human artists. These creations will definitely be
widely used in people’s lives.



Shift of Tourist Style
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(Hyperloop) 1a:0¢10B08lRWavoleiwaniwaunuamunnonineo
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suMmuiBulsvduindounmirinnMmsoonIuuusMs hSosulluuuow
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Traveling to see the world is many people’s dream,
since it allows them to experience different viewpoints,
people, and cultures, relaxing and inspiring them.
However, globalization and technology in the 20th
century have enabled us to visit tourist destinations
more easily. The internet already lets us search for
information and pictures. In the future, AR and VR
may even create replicas of tourist sites at home,
totally transforming how we travel. People in the new
era will adjust to these new technologies to travel
without really leaving their homes. Traditional tourism
won’t totally fade away, but become more popular
because virtual tourism lacks the charming elements
that attract people to really visit places. Older adults
with high purchasing power in aging societies will be
key economic drivers. These older tourists will boost
domestic tourism with the help of hyperloop technology.
Hotel software assistants will help them enjoy tourist
sites and accommodation. These trends will drive
service design and tourism styles to suit people of
all generations.










LOST IN
VIRTUAL SPACE
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The world is dominated by Al, which can learn to memorize people’s behaviors
and analyze them and design games or recreation activities that understand
and meet their needs. Humans may be trapped in the virtual world created by
Al to escape reality and be obsessed with what Al ceaselessly provides. Al

will be able to create a virtual world for individuals to see their surroundings
differently, enhancing their living experience in recreation mode.
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People are obsessed with the virtual world
created by Al, so their interaction with
family and society will decline. People
won’t understand each other and conflicts
won’t be solved, prompting people to enjoy
the virtual world given by Al more and more.

TECHNOLOGY
inAlulaéd
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Technology has been developed to meet
human needs, especially through Al
blended with machine learning, more
precisely focusing on each individual and
smoothly incorporating other technologies
to create diverse recreation activities.

ECONOMY
IASUPND
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The economy has been driven by human
needs. The need to relax in many forms
will drive the economy to offer diverse
entertainment tools, forms or facilities,
creating competition and low prices from
which consumers benefit.

VALUES
ACUA
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People are influenced by Al and addicted
to the way of life it creates. They will see
the virtual world or leisure offered by Al

as the real world. Joy in the virtual world
has more value than joy in the real world.




BACK TO
THE OLD NORM
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A world full of advanced technology is coming, but some groups remain happy
with the old style of living, since it offers real and tangible experiences. Older
people, in particular, may be less familiar with modern technology and may find it
too exciting. They therefore seek traditional travel or leisure. Business that
fulfills this kind of need will grow without following technology trends. Some
younger people will also want to avoid technology and return to a traditional
lifestyle, allowing the traditional leisure and tourism business to keep growing.

\
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The aging society will increase the numbers
of older adults with high purchasing power
who seek traditional forms of travel. Some
younger people will want to turn back to
the old norm.

TECHNOLOGY
inAlulaéd

msiwovinalulagidunvownuooniJu 2 nau
Ao nauRsoulawna:lsinalulad na:nguivn
inalulagldldAuuiBovimdu dowalRinalulag
Aowiadounoulonefonssuuods:inn 15 TUTS
AUMSNovIREORSOMSASIVADIIWAAIWEU

Adoption of technology will divide people
into 2 groups: addicts to technology and

those who limit their use of technology to
some activities. Virtual technology will aid
some activities but not tourism or leisure.

ECONOMY
IASUPND
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Entertainment industries like traditional
tourism, hospitality, and theme parks will
expand alongside the growth of new
technology. Countries depending on
entertainment and tourism for revenue
will remain popular.

VALUES
ACUA
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Too much dependency on technology will
make people yearn for traditional lifestyles.
Traditional recreation and tourism will
become valuable and difficult to find. Values
will return to old norms, which will attract
more interest and gain more acceptance.




FULFILL YOUR
OWN PASSION
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When the world is changing, people can live the way they design, which
might no longer follow the steps or stay in the frame expected by society.
Digitalization is blended with daily life including playing. Leisure will be more
accessible through technology while each activity will retain its appeal by
blending traditional and modern aspects of entertainment, making people
feel good rather than ecstatic. All kinds and groups of people will be able
to adapt their lifestyle and access the leisure they seek due to good
infrastructure and tangible technology.
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All people can access entertainment
equally, so they all have good mental
health and can choose activities on their
own, serving all groups, genders, and ages
to make them physically and mentally well.

TECHNOLOGY
inAlulaéd

inAlulagignuirmudui oonus:aoATumsasiv
Usraumsndiiuuwalwaiu ieans:Aumsuunuims
nuunvlAuIRds1ea:1danIa:ddunndu LINNSIMS
IAVIEOdURLIMSAUONIKtoAWO3Y MIKINAlulag
Jmsooniuufitusiea:idean A2aLSOITunan

Technology has been developed for blended
experience that enhance traditional recreation
to be more detailed and colorful, rather

than being tinted by a surrealist imagination.
Technology focuses on details and realism.

ECONOMY
IASUPND
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Recreation is affordable because the
government subsidizes infrastructure for
people to get entertainment in daily life.
Entertainment businesses will be supported
by the government, which sets standard
prices.

VALUES
ACUA
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Since the government supports entertainment
infrastructure, people view equal access as
a basic right and will tend to reject costly
activities.




HIDDEN
PLAYING GROUND
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This scenario will totally transform the perception of recreation, whether traditional
games, relaxation, travel, watching movies, listening to music, or exercising. All will
be totally changed to become more blended with daily life and other activities.
People won’t realize they are doing such activities. It will be as if they are in a daily life Q
playground. Change in recreation design will also alter the value of recreation. People % L:
4
-~

will feel happier and activities will be less stressful because recreation is embedded K
in daily life. People are in a world of games without realizing they are players in it. p
v
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People are happy in daily life without
depending on recreation activities, leisure,
or games. They are less stressed, happier,
and have better mental health. They will
have more time for living since recreation
has been blended with other activities.

TECHNOLOGY
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Technology for playing or relaxing has
developed enormously. Game technology
will also be blended with equipment,
events or activities in life without people
realizing it.

ECONOMY
IASUPND
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Development of leisure formats has been
supported by the government, which
ensures these activities can be accessed
by all groups and ages. Participants don’t
have to pay to join activities, so they can
save money to develop other aspects in
life to reduce social inequality.

VALUES
ACUA
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People view games differently. Games and
leisure aren’t seen as important or as activities
that must be done every day because people
are relaxed through activities hidden in their
daily life. People turn to value normal activities
since they can enjoy them in a new way.
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