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�is paper studies the technology and cloud platform of “cloud computing” in detail. Technically, this paper studies Map-Reduce,
HDFS, and BigTable in cloud platform technology. Using the theoretical thinking of comprehensive advantages, the design ideas
and principles of the smart tourism service model based on the network platform are proposed, and the overall architecture of the
smart tourism service model based on the network platform is constructed according to the three dimensions of the tourist
demand level, network platform development stage, and service resource aggregation and integration. �e virtual network
interaction platform is realized through Unity3D combined with Web3D technology, and the system interaction function is
realized according to the communication principle of the front and back of the web page, including the fast switching of scenic
spots, the selection of roaming methods, and the realization of navigation maps. In the user evaluation stage, usability and user
satisfaction of the system were e�ectively measured by the SUS system usability scale and the heuristic experiment combined with
Likert scale. �e virtual reality system of smart tourist attractions based on somatosensory interaction integrates immersion,
interactivity, gameplay, education, and dissemination. It can break the time and space barriers for the creation and experience of
smart tourist attractions, improve the extremely cold experience environment of smart tourist attractions, increase the display and
publicity dimensions of smart tourist attractions, change the situation of one-way passive reception of traditional smart tourist
attractions, and improve the interaction and interaction of tourists. It also provides new teaching and design methods for creators
of smart tourism scenic spots, which is conducive to the promotion of teaching in smart tourism scenic spots. It enhances the
importance of ice and snow culture in the ice and snow industry, changes the traditional business model of ice and snow scenic
spots, and uses modern technology to make up for the cultural development defects of smart tourism scenic spots. �e digital
sustainable development construction of smart tourism scenic spots provides new ideas.

1. Introduction

�e construction of “smart tourism” is still in its infancy, and
the construction of data centers, servers, and users is being
carried out one after another [1, 2]. �e core of information
system construction is data, and smart tourism construction
is based on “smart data,” using various modern information
technologies to realize modern smart tourism services for
tourists, managers, and enterprises [3]. According to the
system and requirements of smart tourism, the intelligent
integration of tourism data conforms to the overall con-
struction ideas and speci�cations of smart tourism. At
present, tourism data integration mainly focuses on the
construction of information system, and there is no

complete tourism data integration model and process [4].
�is research aims to construct an intelligent tourism in-
formation system and form a complete tourism integration
process. In the construction of tourism information system,
from theory to practice, it provides thinking for the con-
struction of smart tourism.

�e rise of smart tourism and the introduction of virtual
reality technology into the eyes of the general public also
make tourism practitioners think about the prospects and
possibilities of the combination of physical tourist attrac-
tions and virtual reality world [5, 6]. Taking theme parks as
an example, virtual reality technology can e�ectively reduce
the activity space of tourists without reducing the enter-
tainment e�ect, build a virtual entertainment platform,
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reduce safety accidents caused by equipment problems from
the source, open up new consumption hotspots, and transfer
or eliminate the current situation. (ere are many problems
in the tourism industry, such as overmarketing, black tour
guides, traffic jams, and uneven crowd control [7]. On the
other hand, the unique imaginative features of virtual reality
technology can enrich the content of entertainment facilities
to the greatest extent, and those pictures that exist in classic
movies and games can be completely presented in the world
constructed by virtual reality technology. Problems such as
the monotony and empty content of Chinese entertainment
projects can also be effectively solved.

(is paper constructs the architecture, content, and
applicable conditions of the intelligent tourism information
interaction service mode. (e hierarchical structure of the
network platform for the interactive service of smart tourism
information is designed, and the transfer algorithm in
machine learning is introduced to design the technical
scheme of personalized information push in the interactive
service of smart tourism information. (e operation
mechanism of the intelligent tourism information interac-
tive service mode is proposed around the integration of
demand information, the collection of supply information,
and the information docking service. (is paper describes
the creation method of the virtual scenic environment,
including the creation of the scenic model, the construction
of the internal scene of Unity3D, and the realization of the
special effect of the scene. (is paper uses the SUS system
usability scale to evaluate the usability of the virtual reality
system for smart tourism scenic spots based on somato-
sensory interaction, and it uses the heuristic experiment
combined with the Likert scale to evaluate the usability.
Interviews were conducted for the items with low scores in
the usability and usability evaluations. (e current problems
of the system were deeply understood, and specific solutions
and future optimization directions were proposed. (rough
data analysis and evaluation, it can be concluded that the
system, as a whole, has good usability, ease of use, good
audio-visual effects, reasonable environment, and interface
design, and it can give people a novel experience. (e rate is
low, the fault tolerance is good, and the user satisfaction is
high, however, there is still room for improvement in the
interaction mechanism and hardware equipment of the
system, which is generally in line with the system goal
setting.

2. Related Work

(rough the search of well-known websites, such as
Dangdang.com and Joyo.com, it was found that domestic
scholars have published a series of books related to smart
tourism and smart city research, which enriched the theo-
retical research on smart tourism [8]. By studying the role of
digital information technology in the distribution of urban
tourism industry, researchers create an urban information
system supported by digital technology to support urban
development, and they also create a systematic, scientific,
and comprehensive decision-making basis for government
tourism decision-making departments [9].

From the perspective of travel booking, relevant scholars
point out the role of network information technology in
online travel booking, and through the study of the devel-
opment trend of online travel booking, it is concluded that
there will be a series of changes in online travel booking,
which is the basis for the further exploration of travel
e-commerce [10]. (e development space provides devel-
opment ideas and promotes new breakthroughs and prog-
ress in the tourism industry. Relevant scholars point out that
information technology is the driving force for the trans-
formation of tourism enterprises [11]. By analyzing the
driving factors, it summarizes the cost of management
contribution, analyzes customers, rethinks the industrial
model, controls the cost of technology, evaluates the op-
portunities brought by technology, and tracks the tech-
nology that may appear in the future.

On the basis of WebGIS and VR technology, the digital
tourism system is studied, and relevant scholars discuss how
to combine the two technologies to assist tourists in for-
mulating personalized tourism routes, providing compre-
hensive tourism services, and constructing models and
theories of digital tourism systems [12].(e research believes
that virtual reality technology can provide a brand-new
theory and research method for tourism planning and de-
sign, and it has a certain degree of practical potential [13].

Relevant scholars have proposed a virtual simulation
platform based onWebGIS and virtual reality technology for
different objects and three-dimensional scenes with inter-
active control methods [14]. (rough this platform, it is
expected of the tourism industry to better publicize tourist
areas and better plan and manage tourism. Scenic spots
provide decision support for tourism developers.(ey better
promote the development of tourism industry to achieve
good social effects and economic benefits. (e research of
virtual tourist attractions mainly includes the cultural de-
velopment of scenic spots, scenic spots marketing, heritage
protection, and so on [15]. From the perspective of process,
relevant scholars have brought the impact of virtual tour-
ism’s influence variables on tourism enterprises and tourists
into the research field, and finally, they formed a favorable
and complete analysis framework based on the process of
online virtual tourism [16]. (e virtual reality framework
VRF was defined by Gonzalo Mariscal et al. as an interactive
system for the creation of personalized and combined guides
in the virtual world. Also, it has the ability to combine
various information functions to inform the user or group of
users in a personalized way in the form of a virtual guide
[17].

A study conducted by relevant scholars on 202 trainees
in Hong Kong showed that the distribution of users’ at-
tention to the VR environment made a significant contri-
bution to the existence of space [18, 19]. It shows that VR
tourism has a positive impact on people’s attitudes and
behaviors, and they are very interested in traveling to cities
they have never been to, which can improve the travel
experience. (e construction of tourism intelligence system
by western scholars, firstly, started from the technical level
[20]. (ey believe that the purpose of modern tourism in-
telligence system is to provide a fully automated travel
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consultant and housekeeper services that can determine user
preferences, predict user needs, and intelligently recom-
mend destination recommendations, services, and context-
aware mobile travel services [21, 22].

3. Methods

3.1. Cloud Computing Technology. (e scale of resources
provided by “cloud computing” service providers is very large.
Many server nodes are distributed in different locations, and
hundreds of applications are running at the same time. How to
manage these servers effectively and make the whole system
provide services uninterrupted is a difficult problem.

Cloud computing platform management technology can
make a large number of servers work together, provide
convenient business deployment and opening, and quickly
discover and restore system failures. To achieve reliable
operation of large-scale systems, cloud computing platform
management technology uses intelligent and automated
means.

Map-Reduce is a programming model and an efficient
task scheduling model. Cloud computing, multicore, mul-
tiprocessor, and heterogeneous clusters adopt the Map-
Reduce programming model, showing its excellent perfor-
mance [8, 23, 24]. (is programming model is only suitable
for writing programs that are loosely coupled and highly
parallelized within tasks. A bottleneck of this programming
model is to facilitate programmers to write tightly coupled
programs and to schedule and execute tasks efficiently,
which is an urgent problem to be solved by the Map-Reduce
programming model in the future [25–27]. When pro-
gramming with Map-Reduce, the user, firstly, specifies the
processing of each data block, which is done in the Map
function, and then the Reduce function reduces the result of
the block data processing. When a Map-Reduce program
runs on a cluster, the programmer does not need to care
about how the input data is divided, distributed, and
scheduled, however, the programmer only needs to write
distributed and parallel Map and Reduce functions. (e
specific execution process of the Map-Reduce program is
shown in Figure 1.

Bigtable is similar to a database in that it uses many
database implementation strategies. Parallel databases and
in-memory databases are already scalable and are of high
performance. However, Bigtable provides a completely
different interface to these systems. Bigtable does not sup-
port the full relational data model.

Bigtable provides customers with a simple data model.
Using this model, customers can dynamically control the
distribution of data. (e subscript of the format data is the
name of the row and column, and the name can be any
string. Bigtable treats stored data as strings, however,
Bigtable itself does not parse these strings. Client programs
usually serialize various structured or semistructured data
into these strings.

By carefully choosing the schema of the data, customers
can control the locational relevance of the data. One can
control whether the data is stored in the memory or on the
hard disk through the mode parameter of the Big Table.

3.2. Design of Smart Tourism Information Interaction Service
Mode. From the perspective of tourism suppliers, it im-
proves tourism products or services for enterprises based on
various feedback information provided by the network
platform and operational functions, such as e-commerce,
and it provides decision support for low-cost operations.

From the perspective of tourism consumers, the infor-
mation integration function based on the network platform
has improved the level of tourists’ tourism information
needs. (e individual or common needs of consumers are
integrated through the network information platform, and
tourism information services are obtained through the
network platform.

From the perspective of tourism supervision depart-
ments, the supervision rules are issued through the network
platform, and the whole process supervision of information
and intelligent interactive services is carried out. (rough
the network platform, the multistakeholder information
exchange service is realized. (e intelligent tourism infor-
mation interaction service functions based on the network
platform mainly include functions, such as intelligent tour
guide, intelligent navigation, intelligent shopping guide, and
evaluation feedback.

(e enterprise customization capability based on the
information closed-loop is not only for the enterprise
customization capability to try to develop to the best state
but also to achieve sustainable development with the help of
information [28, 29]. Customized service is a special service
provisionmode that meets the individual needs of customers
in the context of customer participation and interaction. It
can create personalized experiences for customers, bring
unforgettable experiences, and stimulate their potential
travel needs. With the gradual improvement of the enter-
prise customization capability of the information closed
loop, the degree of synergy between information and en-
terprise capabilities will also change significantly, and at the
same time, the enterprise customization capabilities will
undergo dynamic changes under different information
sharing, as shown in Figure 2.

Any tourism product has a life cycle. (e life cycle of
each tourism product will vary from one tourism product to
another. Tourism products will create different profits in
different life cycles. Tourism products in different life cycles
should adopt different marketingmix strategies, and tourism
products must be adjusted and updated in a timely manner
according to changes in market demand. Sellers must re-
spond to market demands and develop new tourism
products in a timely manner to maintain the sustainable
development of tourism. (erefore, emerging tourism
companies should constantly sort out their tourism chains
and products and eliminate and update tourism products in
a timely manner. In the context of the development of in-
formation technology and internet technology, it responds
quickly to the market by sorting out processes and product
innovation.

Informatization promotes smart tourism and improves
the level of tourists’ consumption. (e prominent function
of the network platform is to gather information resources
from all parties involved in tourism. Information interaction
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services have become the first service business of smart
tourism services. (e first thing that smart tourism needs to
solve is the information asymmetry between the tourism
supply and demand side. (rough the information inter-
mediary role of the network platform, the cost of infor-
mation search and the risk of tourism service transactions
are reduced for all parties. (e platform transforms the flow
of people, logistics, and capital in tourism into an infor-
mation flow, and the information flow organizes and allo-
cates various resources around the needs of tourists to meet
the needs of consumers. (erefore, in the process of
transforming from traditional tourism to smart tourism, the
information interaction service model based on the network
platform is more feasible and applicable.

Although the information interaction service model is
suitable for the primary stage of smart tourism services, it
can highlight the information service connection between
tourism suppliers and travelers, and it is also the most basic
mode for the sustainable development of smart tourism
services. (e upgrade stages, such as collaboration and value
cocreation, still play the role of information resource ra-
diation and information ecological environment creation.
(erefore, the information interaction service mode is one of
the basic modes of smart tourism services.

Moreover, it is the foundation of other smart tourism
services and runs through the entire process of sustainable
development of smart tourism services. It not only serves as
the dominant model in the early stage of development but
also can be nested as a submodel in high-level smart tourism
service models, such as element synergy and value cocrea-
tion, when transforming to a higher-level service model.

3.3. Smart Tourism Information Technology Support Scheme.
Tourism activities involve a wide range of fields, and the
scenes are frequently switched. Other machine learning
methods cannot guarantee that the knowledge learned from
one scene can be immediately applied in another completely
heterogeneous scene. In this paper, through the aggregation
of massive heterogeneous information on the network
platform, with the help of information technology means,
such as big data and cloud computing, the migration al-
gorithm is applied to build a solution for smart tourism
information push. (is paper adopts the migration algo-
rithm according to the characteristics of tourism data.

3.3.1. Transfer Representation and Classification Model.
(e source domain training set is given as a set of n−1
labeled data points.

S � x0,s, y0,s  x1,s, y1,s  x2,s, y2,s  · · · xn−1,s, yn−1,s  .

(1)

(e training set for the target domain is given as a set of
n−2 partially labeled data points.

T � x0,t, y0,t  xn−3,t xn−2,t · · · xn−1,t, yn−1,t  . (2)

(e partial shared classifier scheme adds a linear
function to the original feature vector using the shared

classifier, and then, it designs the classifiers for the source
and target domains. For a source domain data point xs, the
classifier can be expressed as follows:

f xs(  � g −xs(  − Δ(s − 1) xs(  � u
T

· xsw
Tθ. (3)

For a target domain data point xt, the classifier is ob-
tained by combining g with the target domain function.

h xt(  � g −xt(  − Δ(t − 1) xt(  � v
T

· xtw
Tθ. (4)

(is paper also respects the differences between these
two different domains by adapting the shared classifiers
separately.

3.3.2. Parameter Estimation Method. If the neighborhood of
the source domain data point receives large weights, it
should itself receive large weights. (is paper denotes the
adjacent set of source data points xi,s as Nis. To implement
the argument of this paper, each data point xis neighbors are
reconstructed in Ni,s, and the learning of π is further reg-
ularized using the reconstruction coefficient, i.e., the re-
construction coefficient is solved as the following
minimization problem:

Minwik
 wik,sXk,s − xi,s 

s.t. wik,s � −1, xi,s > 0.
 (5)

(is paper propagates label information through
neighborhood reconstruction regularization.

To make the problem easier to solve, this paper rewrites
the source and target domain classifiers as the linear
functions of the input feature vectors, namely,

f xs(  � u
T

xsx
T

− φw
T

xs


,

h xt(  � v
T
xt − w

TΦ xt − 1( ,
(6)

φ � wu
Tθ − u,

Φ � (1 − w)u
T
xt − v.

⎧⎨

⎩ (7)

3.4. Unity3D Internal Scene Construction. (ere are two
ways to edit terrain in Unity3D: one can import a pre-
rendered grayscale image (height map) or use the brush tool
to dynamically paint peaks, ditches, etc., on the terrain
surface. (ese two methods have their own advantages and
corresponding problems, and they can be switched between
the two methods according to the needs of the environment
during use.

When starting to use textures to draw terrain, firstly, one
uses lower transparency and smaller target strength so that
the color can be slowly drawn onto the terrain. Usually, a
good terrain is composed of a mixture of multiple textures,
and the textures are fused. Naturally, this requires slow
drawing. It is easier to draw different shapes.

In fact, what is drawn onto the terrain is not the texture
but the alpha channel used when mapping to the terrain
surface. When a new texture is imported into the terrain,
Unity3D will create a grayscale texture in the background,
and the shades of the grayscale indicate where the colors are
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stored. In Unity3D, the default value of alpha for storing the
first texture is white. Hence, when importing the first tex-
ture, the texture will cover the terrain.

After the terrain is drawn, one needs to add trees to it.
Unity3D’s terrain engine uses a special way to place trees. It
renders all trees close to the camera in 3D, however, when
the camera and the trees reach a certain distance, it auto-
matically converts these trees to 2D rendering, which saves a
lot of memory space for the system without drawing a
complete 3D tree.

(e built-in wind mechanism in Unity3D can be used to
achieve tree swaying and bending in the wind. (is effect
depends on the antitwist factor of the object. Adding wind
effects to trees must ensure that the material type of the plant
model is the category, and when adding tree materials in
terrain editing, one needs to open the Bend Factor value.
Larger numbers can affect the performance of the game as
the engine needs to calculate its warp factor.

Creating realistic water surface effects in the scene can
improve the visual realism of the virtual environment.
Unity3D provides two water resources, including Daylight
Water and NighttimeWater, which are used for daytime and
nighttime water surface performance, respectively. To create
a water body for the scene, one needs to drag the Day-
LightWater prefab object from the Standard Assets resource
package into the scene, use the Transform tool or adjust the
height of the water body grid in the Inspector view, and scale
it so that it covers the entire ground.(e prefabricated object
uses an elliptical mesh model, and different water models
can be designed by modifying the mesh. (e model does not
require UV, and its material uses FX/Water shaders. (e
water effect preset can perform reflection and refraction
operations on the skybox and objects in the scene through
program control and adjust the parameters to design the
water ripple effect. Realistic water bodies can be designed by
setting material properties.

4. Results and Analysis

4.1. Information Push Simulation of Smart Tourism
Information Interaction Service

4.1.1. Experimental Setup. In this experiment, the target
domain set is divided into ten layers. Each layer is used as a
test set, and other layers are combined and used as a training
set. For the training set, this experiment randomly selects
half of the data points, sets them as labeled data points, and
leaves the remaining half as unlabeled.

(is experiment uses the source domain training set and
the target domain training set to train the parameters of our
model, and it applies the trained model to the test set and
evaluates the classification performance. For multiclass
classification problems, this experiment extends the pro-
posed binary classification model to multiclass classification
through a one-to-one strategy.

For datasets with more than two domains, this experi-
ment uses each domain as the target domain in turn and
randomly selects another domain as the source domain. (e
accuracies across all target domains are averaged and

reported as the final result. (is experiment studies the
sensitivity of the objective function term weights. For ex-
ample, this experiment uses a dataset of travel destination
reviews. For different weight values, the variation trend of
algorithm accuracy is different, as shown in Figure 3.

4.1.2. Comparison with Other Transfer Learning Methods.
(e classification accuracy of each algorithm on different
data volumes is shown in Figure 4.

As can be seen from Figure 4, the proposed method
outperforms other comparative methods. (e running time
of each algorithm on different amounts of data is shown in
Figure 5. It can be seen from Figure 5 that the method
proposed in this paper has the least running time. Also, one
can see that the running time is also related to the size of the
dataset.

4.1.3. Comparison of Different Loss Functions. Figure 6
shows the classification accuracy of the proposed method
under different loss functions. It can be seen from Figure 6
that the difference between different loss functions is not
significant, which indicates that the method proposed in this
paper is robust to the selection of loss functions.

4.2. Usability Measurement of Somatosensory Interaction
System in VR Smart Tourist Attractions. User-based exper-
imental methods can be divided into two categories: qual-
itative analysis and quantitative analysis. Among them,
thinking aloud and retrospective methods are formative
evaluations, whose purpose is to grasp the specific problem,
figure out the cause of the problem, and ultimately improve
the user interface. However, this type of analysis is not an
evaluation based on specific data, and when there is dis-
agreement, it cannot provide strong evidence to support its
own opinion. Hence, for some items, it must be digitized.
(ere are many methods for collecting quantitative data,
such as A/B tests, eye-tracking tests, and standardized
questionnaires. In view of the specific requirements of
equipment and systems, this experiment selects the most
suitable standardized questionnaire for usability
measurement.

(is paper selects the SUS System Usability Scale as the
test basis. Compared with other scales, SUS is the fastest
scale to reach the desired conclusion. Generally speaking, the
results measured by a scale have a certain deviation from the
real intention of users, and the SUS scale can obtain a
systematic and real evaluation in no more than 15 samples,
and it is the most used overall feasibility evaluation measure
in the world.

Since this evaluation requires the use of professional VR
equipment for physical operations, it can only use offline
research. (e subjects of the experiment are volunteers
recruited from universities and citizens. (ere are 15 people
in total and 3 residents of the city, with a sex ratio of close to
1 :1. All the subjects have some knowledge of ice and snow
culture and have been to the scene of tourist attractions at
least once.
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All testers use the same Android mobile phone and a
uni�ed set of Pico u VR equipment. Nonspeci�c experi-
menters completed the experimental content independently
in a relatively quiet environment.

Firstly, the experimenter debugs the mobile phone with
the system adapter and puts it into the Pico u VR headset.
�e subjects wear the Pico u VR headset and hold the Pico u
matching handle to complete the experiment. All subjects
need to test the overall usability of the system, �rstly, and
then, they experience the roaming and building functions in
turn. �e experiment requires the subjects to walk through
the entire virtual environment during the roaming process
and traverse all UIs during the experience process to ensure
that all functions are fully used.

�is experiment is a quantitative experiment. �e ex-
perimental conditions are reasonable, the selection of ex-
perimental objects is nonspeci�c, the experimental method
is scienti�c and feasible, and irrelevant variables have been
eliminated to the maximum extent so that the experimental
results can achieve the experimental purpose more scien-
ti�cally and objectively.

�e SUS scale is calculated for usability testing by
taking a score of X-1 for positive questions (odd-num-
bered) and 5-X for negative questions (even-numbered),
and the total of all question scores multiplied with 2.5 is
the �nal SUS score. �e corresponding relationship be-
tween the availability degree and the SUS score is shown in
Figure 7. It is considered that if the score is greater than
50, the system availability meets the quali�ed standard,
and if the score is greater than 70, the system availability is
good.

According to the established calculation rules, the in-
dividual scores and �nal scores of each item are calculated by
sorting, transforming, and calculating the original data table.
�e results are shown in Table 1. According to the expla-
nation of the corresponding relationship between the score

and the usability, the total SUS score above 70 means the
usability is “good.” From Table 1, we can see that the us-
ability has reached the “good” level. Among the 10 questions,
“I found that the di�erent modules of this system are well-
integrated” and “I think this system is too inconsistent”
scored the highest, indicating that the overall structural
design and function implementation of the system are ef-
fective and the modules are consistently higher.

�e ease of use test of the somatosensory interaction
system in VR smart tourist attractions.

Ease of use can be boiled down to the user’s overall
satisfaction with use. Usability is an important factor in
usability. In addition to ensuring usability, any product must
also have a friendly interaction design and su¥cient product
usability. �erefore, on the basis of completing the product
usability test, the original subjects were required to evaluate
the experience of using the VR smart tourist attraction
somatosensory interaction system and then draw the eval-
uation conclusion of the design in terms of the user’s ease of
use.

�e virtual reality system of smart tourism scenic spots
based on somatosensory interaction has better ease of use.
Compared with the single real scene display of traditional
smart tourism scenic spots, it has a good perceptual expe-
rience. It has good immersion and interactivity. It helps to
improve users’ cognitive e�ect and communication e¥-
ciency of smart tourism scenic spots.

User experience has “5Es,” namely e�ectiveness, e¥-
ciency, fault tolerance, ease to learning, and attractiveness.
A good user experience needs to meet at least these �ve
aspects. �is experiment is based on the “5E” principle of
user experience and is combined with the characteristics of
the system itself to improve and formulate experimental
methods and assessment content that are more in line with
the needs of this system. E�ectiveness has been measured in
usability testing, and for virtual reality systems, smoothness
and sensory experience are critical aspects that directly
determine the quality of the product. �e usability ex-
periment of this system mainly sets up 7 evaluation in-
dicators, which are as follows: ¦uency, sensory experience,
ease of learning, e¥ciency, less error rate, error tolerance,
and subjective satisfaction. Each indicator is designed with
1–3 questions. �is experimental questionnaire is set based
on the evaluation method of heuristic evaluation. �e
subjects have already experienced all the functions of the
system in the process of completing the previous experi-
ment. Before �lling out this evaluation questionnaire, they
need to complete the whole scene roaming, mode
switching, environment switching, azimuth jumping, and
self-construction.

�e usability questionnaire is set based on seven eval-
uation indicators of ¦uency, sensory experience, ease of
learning, e¥ciency, less error rate, fault tolerance, and
subjective satisfaction. Each indicator is set up with 1–3
questions according to the speci�c needs of the system. A
total of 15 questions are shown in Table 2.
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Table 1: Statistics of SUS-based system availability testing.

Serial number Topic Score
1 I think I will need technical support to use this system 4.3
2 I think the system is too inconsistent 3.1
3 I �nd this system very clumsy to use 2.4
4 I �nd that the system does not need to be so complicated 3.7
5 I need to learn a lot before I can use this system 4.2
6 I think I would like to use this system regularly 2.9
7 I think most people will quickly learn to use this system 3.6
8 I feel con�dent about using this system 4.5
9 I think this system is easy to use 4.8
10 I found that the di�erent modules of the system are well-integrated 3.3

Table 2: Usability evaluation scale based on heuristic evaluation.

Serial number Assessment questions
1 How e¥cient is the system interface interaction?
2 How e¥cient is the system to build functions?
3 Is the system easily recoverable from misuse or error?
4 Is the system roaming process smooth?
5 Is the system construction function smooth?
6 Are you satis�ed with the system scene layout and environment design?
7 Are you satis�ed with the system interface design and interaction design?
8 How does the system look visually?
9 How does the system sound?
10 What is the somatosensory interaction e�ect of the system?
11 Does the system experience vertigo?
12 Is the system prone to misuse?
13 Is there a bug in this system interaction function?
14 Is the system easy to get started with?
15 Can the system learn to use it faster?
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Scoring is done on a �ve-point scale, with a quantitative
scale of 1 to 5. �e raw data scores are shown in Figure 8.

5. Conclusion

�is paper reveals the evolution mechanism of the smart
tourism service based on a network platform. �e partici-
pants, service elements, and environment of smart tourism
service are clari�ed, and the process model and interaction
model of smart tourism service are constructed. Based on the
analysis of the evolution dynamics and evolution process of
smart tourism service, an evolutionary game model of smart
tourism service based on a network platform is constructed.
�rough the simulation, the cooperation strategy of smart
tourism service between tourism element providers and
tourism intermediaries under the in¦uence of the network
platform is obtained, and then the evolution law of the smart
tourism service based on the network platform is revealed.
Combined with Web3D technology to realize the multi-
functional interaction of the system, it provides users with a
convenient appreciation interface. �e system usability and
ease of use were evaluated through the SUS system usability
scale and the heuristic experiment combined with the Likert
scale, and interviews were conducted with professionals in
related �elds. �e expected optimization direction was
proposed. �e experimental data shows that the system has
high usability and ease of use. Compared with the traditional
way of visiting ice and snow scenic spots, the virtual reality
system of smart tourist scenic spots based on somatosensory
interaction can give people an unprecedented novel expe-
rience in terms of visual and auditory senses and signi�-
cantly improve their performance. �e user’s interactive
participation greatly increases the user’s interest in smart
tourism scenic spots. �e design ideas and design concepts
proposed in this article have been recognized by users in the
evaluation. �e somatosensory interaction system of smart
tourist attractions based on somatosensory interaction
provides a new media form for the artistic design, e�ect
display, and online publicity of smart tourist attractions.
Changing the traditional business model of ice and snow
scenic spots can well-solve the shortcomings of smart

tourism scenic spots under the traditional model. However,
there is still room for improvement in the interaction
mechanism and hardware devices of the system.
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