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1.  INTRODUCTION

The tourist sector has experienced substantial changes due to the emergence of digital
technologies. Virtual Reality (VR) has become a potent tool for enhancing travel experiences
and drawing people to a destination(Calvagna et al., 2021; Hassan & Saleh, 2023; Jaziri et al.,
2023a). Virtual reality (VR) technology generates computer-generated landscapes that
accurately replicate real-world surroundings, providing users with an immersive
experience(Ke, 2023; Kuching, 2023; Willems et al., 2019). Virtual Reality (VR) technology
has the capability to recreate tourist attractions, landscapes, and cultural sites in the field of
tourism. This allows potential visitors to have a virtual experience of a place prior to their actual
visit(Calvagna et al., 2021; Yip et al., 2023). This technology has demonstrated its ability to
impact travelers' intentions to visit.

Indonesia possesses immense potential for tourism due to its abundant natural beauty and
rich cultural variety. Nevertheless, the tourism sector in Indonesia encounters some obstacles,

such as insufficient infrastructure, limited promotional efforts, and rivalry from neighboring
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nations. Applying virtual reality (VR) technology in this context can serve as a cutting-edge
solution to tackle these difficulties and improve the appeal of Indonesian tourism.

The user's text is empty, virtual reality (VR) can serve as a powerful marketing tool for
promoting Indonesian tourism areas to prospective visitors. Indonesia can enhance its appeal
to tourists and boost tourism to different locations throughout the archipelago by developing
immersive virtual experiences. Indonesia boasts numerous tourism spots situated in distant and
inaccessible regions. Geropanta et al., (2018), Jaziri et al., (2023), Ramnarayan et al., (2023)
through the utilization of virtual reality (VR), potential tourists can immerse themselves in the
splendor of these sites without encountering any logistical or infrastructure obstacles. This can
enhance the appeal of these sites to tourists, hence increasing their inclination to visit them in
person.

De Canio et al., (2022), Srinivasan et al., (2024), Vichitvejpaisal et al., (2019), VR can
assist travelers in developing accurate expectations and being ready for their trip experience by
offering captivating virtual encounters prior to their visits. This can augment tourist
contentment and motivate them to disseminate favorable experiences with others(Baik, 2021,
Bhatt et al., 2020; Mandros et al., 2021).

For the successful execution of Indonesia's tourist sector, it is crucial to establish
partnerships with VR technology developers and other relevant parties in order to produce top-
notch and genuine virtual experiences. The design of these experiences should be meticulously
crafted to showcase Indonesia's exquisite natural beauty, rich culture, and historical
significance, all while preserving the integrity and authenticity of the tourism locations.

Through the strategic utilization of virtual reality (VR) technology, Indonesia has the
potential to overcome many obstacles encountered by the tourism industry and improve its
standing in the global market. Virtual reality (VR) has the capacity to draw in a larger number
of tourists, enhance visitor contentment, and foster sustainable tourism, ultimately stimulating
economic growth and development throughout the country.

Tussyadiah et al., (2018) discovered that virtual reality (VR) experiences have the
potential to enhance individuals' inclination to visit tourism places. The findings of this study
indicate that individuals who underwent a virtual tour of a tourist destination exhibited a greater
inclination to physically visit the location, as opposed to those who solely saw conventional
photographs or films.

Du et al., (2021), Zimeng et al., (2023) investigated the influence of virtual reality (VR)
experiences on the construction of destination image and inclinations to visit. The results

suggest that virtual reality (VR) experiences have a good impact on both the cognitive and
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emotional perception of tourism locations. This, in turn, leads to an increase in tourists'
inclinations to visit those destinations.

Bogicevic et al., (2019) examined the impact of virtual reality (VR) on the pre-purchase
experiences within the hospitality sector. The results indicate that virtual hotel tours can
improve perceptions of quality, perceived value, and booking intentions, in comparison to
conventional static hotel photographs.

In their study, Deng et al., (2021) investigated the influence of the sense of presence in
virtual reality (VR) experiences on individuals' inclinations to visit tourist places. The results
suggest that a greater feeling of immersion in virtual reality (VR) encounters is associated with
more favorable opinions towards the location and a greater likelihood of visiting there.

In their study, Yung et al., (2021) examined how several aspects of virtual reality, such
as the quality of images and the level of interactivity, influence the development of virtual
travel experiences and the likelihood of visiting such destinations in real life. The results
indicate that improved image quality and interactivity in virtual reality (VR) experiences result
in increased levels of engagement, which subsequently enhances the desire to physically visit
the area.

These findings indicate that incorporating virtual reality (VR) technology in the tourism
industry can be an influential strategy for increasing travelers' desire to come and creating
favorable experiences prior to their actual trips. Virtual reality (VR) can shape travelers' views,
attitudes, and intentions towards tourism destinations by offering captivating and interactive
digital representations of these places.

The research aims to investigate the impact of VR technology on the appeal of tourist
locations and its influence on tourists' inclination to visit. Additionally, it seeks to identify the
problems encountered in integrating VR technology in the tourism industry and propose

strategies to overcome them.

2. RESEARCH METHOD

This study utilizes a qualitative methodology to comprehend the influence of virtual
reality (VR) on the tourism industry. The data were gathered via interviews, focus groups, and
content analysis of online reviews and blogs. The data was analyzed using thematic analysis to
discover significant themes and get valuable insights.

The study use qualitative methodologies to examine the impact of Virtual Reality (VR)
technology on the tourism sector. The decision to employ a qualitative method was based on

the desire to thoroughly investigate person experiences, perceptions, and opinions related to
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the utilization of virtual reality in the tourism industry. This approach allows researchers to
acquire a comprehensive and detailed comprehension of the influence of virtual reality (VR)
on visitor behavior and preferences.

Methods for Gathering Data:

1. Interviews: Researchers conducted comprehensive interviews with travelers, tourism
professionals, and VR experts to obtain valuable insights into their experiences and
perspectives regarding the utilization of VR in the tourism industry. The interviews
offered occasions to pose intricate follow-up inquiries, enabling a more profound
comprehension of the subject matter.

2. Focus Groups: Tourists participated in focus group talks to investigate their shared
perspectives, attitudes, and preferences about the utilization of virtual reality (VR) in the
tourism industry. The group interactions facilitated the emergence of novel ideas and
viewpoints through dynamic exchanges among members.

3. Content Analysis: Scholars gathered and examined internet evaluations and blog posts
pertaining to virtual reality (VR) encounters in the tourism industry. The secondary data
sources offered significant perspectives on tourists' viewpoints and encounters on a wider
scope, enhancing the data collected from interviews and focus groups.

Data analysis:

The researchers conducted a systematic analysis of interview transcripts, focus group
notes, and web content in order to identify reoccurring major themes and sub-themes.
Subsequently, these themes were scrutinized and elucidated to reveal significant insights on
the effect of virtual reality (VR) on tourism. This includes its impact on tourists' experiences,
decision-making process, and overall level of contentment. This investigation seeks to address
inquiries pertaining to the utilization of virtual reality technology to augment the appeal of
tourist places and impact tourists' inclination to visit, the obstacles encountered in adopting VR

technology in the tourism industry, and strategies to surmount them.

3. RESULTS AND DISCUSSIONS

The integration of virtual reality (VR) technology in the tourism sector has significant
potential to augment the allure of tourist locations and shape travelers' inclination to visit.
Virtual reality enables tourists to have an immersive and interactive experience of places prior
to their physical visit. By immersing themselves in captivating virtual reality (VR) encounters,
tourists have the opportunity to investigate tourist attractions, behold breathtaking scenery, and

experience the ambiance of the location without leaving the comfort of their own residences.
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This can enhance travelers' curiosity and propensity to personally visit the sites. VR technology
enriches the trip experience by offering a multi-faceted and engrossing world. Tourists have
the ability to experience destinations virtually, which can help them develop accurate
expectations and increase their enthusiasm in actually visiting the location. Studies have
demonstrated that virtual reality (VR) can greatly improve the pre-visit experience, increasing
the likelihood of tourists selecting areas they have virtually explored.

Virtual reality can be employed to market obscure or under-visited areas. By producing
captivating virtual reality (VR) material, these venues can captivate tourists' interest and
motivate them to venture into unfamiliar locations. Moreover, virtual reality can offer a more
extensive pre-visit encounter, assisting travelers in better planning their journeys and
heightening their expectations of the areas they will explore. Virtual reality (VR) is an
influential marketing tool for promoting tourism destinations. It enables venues to present their
attractions in a captivating and interactive way. Virtual reality (VR) marketing efforts have the
ability to establish powerful emotional bonds with prospective tourists, so impacting their
travel choices(Clark & Nyaupane, 2023; Maftuna, 2023). VR tours of cultural places, natural
landscapes, and urban attractions can be employed to allure tourists by providing them with a
preview of what they can anticipate.

Nevertheless, the integration of virtual reality technology in the tourism industry has
several obstacles. Initially, the creation of top-notch VR content necessitates substantial
investment in equipment, personnel, and technological proficiency. Tourist sites should
establish partnerships with seasoned virtual reality developers to produce captivating and
authentic virtual experiences.

Furthermore, certain tourist spots may lack the necessary technology infrastructure to
effectively deploy virtual reality. To ensure a seamless virtual reality (VR) experience for
tourists, it is necessary to improve internet connectivity, increase the availability of VR devices,
and enhance other supporting amenities.

Furthermore, an additional obstacle lies in the integration of virtual reality with tangible
tourism encounters. Tourist locations must develop effective methods to integrate virtual
reality (VR) experiences with actual attractions and activities at the destination, in order to
provide tourists with a comprehensive and unforgettable experience.

In order to surmount these obstacles, it is imperative that there is a strong and cooperative
partnership among various entities involved in tourism, such as the government, the tourism
sector, technology innovators, and local communities. The government can offer assistance

through the implementation of favorable regulations, incentives, and investment in technology
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infrastructure. The tourism business must enhance its proficiency in exploiting virtual reality
(VR) technology and create captivating and pertinent content that aligns with travelers'
interests. Engaging in collaboration with technology developers can facilitate the development
of cutting-edge and efficient virtual reality solutions. Engaging local communities is crucial to
guarantee that the integration of virtual reality is in harmony with local cultural and
environmental principles. By employing a methodical and cooperative strategy, the obstacles
associated with the integration of virtual reality technology in the tourism industry can be
successfully resolved. This will generate novel prospects for enhancing the allure of tourist
sites, attracting a larger number of travelers, and generating more inventive and unforgettable
travel experiences in this era of digitalization(Park & Santos, 2017; Robinson & Schanzel,
2019).

Integrating virtual reality (VR) into the marketing plans of tourist marketers and
destination managers can offer them a competitive edge. Virtual reality (VR) technology can
be utilized to develop virtual tours, interactive maps, and immersive promotional videos that
effectively captivate and entice guests. Moreover, virtual reality (VR) can be utilized in
educational contexts to simulate real-life scenarios for the purpose of training tourism and
hospitality students, offering them a secure and regulated environment to gain hands-on
experience. The practical ramifications of this discovery are substantial. Tourism stakeholders
may utilize virtual reality (VR) technology to develop captivating and immersive experiences
that entice travelers and enhance their desire to visit areas(Calvagna et al., 2021; Li et al., 2024).
This can be accomplished by creating virtual reality (VR) material that highlights the
distinctive features and experiences of a region, as well as by using VR into tourism marketing
campaigns.

The research also has significant social ramifications. Utilizing virtual reality (VR)
technology in the tourist industry has the potential to democratize travel experiences, hence
increasing accessibility for persons who may have had economic or physical limitations in the
past. Furthermore, virtual reality (VR) can contribute to the conservation of cultural heritage
by offering a medium for digitally safeguarding cultural assets and historical landmarks.

4, CONCLUSION

The integration of virtual reality (VR) technology in the tourism sector has substantial
promise for augmenting the allure of tourist locations and shaping travelers' inclination to visit.
Virtual reality (VR) offers tourists the opportunity to engage in immersive and interactive

experiences, enabling them to virtually explore destinations prior to their physical visit.
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Additionally, VR serves as a potent marketing tool to effectively promote tourist destinations.
Nevertheless, the use of VR technology encounters certain obstacles, including the requirement
for substantial financial resources, sufficient technological infrastructure, and seamless
integration with real-world tourism encounters. In order to address these obstacles and fully
exploit the capabilities of virtual reality (VR) in boosting the appeal of tourist locations, a
strategic and cooperative approach is necessary among many players in the tourism sector, such

as the government, the tourism industry, technology innovators, and local communities.
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