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¶ Artificial Intelligence (AI) 

¶ Augmented Reality (AR) 

¶ Vocational College of Hospitality and Tourism Maribor (VSGT Maribor) 

¶ Destination Management Organisation (DMO)   

¶ European E-Learning Institute (EUEI) 

¶ European Union (EU) 

¶ Extended reality (XR)  

¶ Mixed Reality (MR) 

¶ Small and Medium-sized Enterprises (SMEs) 

¶ Technological University of the Shannon (TUS) 

¶ University of Akureyri (UNAK) 

¶ Upskilling in Immersive Literature and Film Tourism (UPLIFT) 

¶ Vilnius Gediminas Technical University (VILNIUS TECH) 

¶ Virtual Reality (VR) 

¶ Vocational Education Training (VET) 
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¶ Artificial Intelligence (AI) Is technology that enables computers and 
machines to simulate human learning, comprehension, problem solving, 
decision making, creativity and autonomy. 

¶ Augmented reality (AR)) refers to the real-time integration of digital 
ƛƴŦƻǊƳŀǘƛƻƴ ƛƴǘƻ ŀ ǳǎŜǊΩǎ ŜƴǾƛǊƻƴƳŜƴǘ. 

¶ Extended reality (XR) is an umbrella term to refer to AR, MR, and VR. 

¶ Mixed Reality (MR) is a blend of physical and digital worlds, unlocking 
natural and intuitive 3D human, computer, and environmental 
interactions. 

¶ Small and Medium Enterprises (SMEs) are defined as non-subsidiary, 
independent firms which employ less than a given number of employees. 

¶ The Upskilling in Immersive Literature and Film Tourism (UPLIFT) Project 
ƘŜƭǇǎ 9ǳǊƻǇŜΩǎ ǘƻǳǊƛǎƳ ǎŜŎǘƻǊ ŜƳōǊŀŎŜ ǘŜŎƘƴƻƭƻƎƛŜǎ ƭƛƪŜ ±wΣ !wΣ ŀƴŘ !LΦ 

¶ Virtual reality (VR) is a technology that allows users to immerse 
themselves in an artificial, computer-generated environment and interact 
with it in real-time. 

¶ Vocational Education Training (VET) is education and training in specific 
job-related and technical skills. 
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INTRODUCING UPLIFT: IMMERSIVE FILM AND LITERARY TOURISM IN EUROPE 

Immersive technologies like Virtual Reality (VR), Augmented Reality (AR), and Mixed Reality (MR) are opening exciting 

new doors for film and literary tourism. These tools are changing how we tell stories, how visitors engage with 

destinations, and how we blend the magic of fiction with real-ǿƻǊƭŘ ŜȄǇŜǊƛŜƴŎŜǎΦ ¢ƻŘŀȅΩǎ ǘǊŀǾŜƭƭŜǊǎ ǿŀƴǘ ƳƻǊŜ ǘƘŀƴ 

just a photo opportunity ς they want to dive deep into culture, history, and narrative. For businesses, especially in 

tourism, this shift offers incredible potential. 

 

For small and medium-ǎƛȊŜŘ ŜƴǘŜǊǇǊƛǎŜǎ ό{a9ǎύΣ ǘƘŜ ƘŜŀǊǘōŜŀǘ ƻŦ 9ǳǊƻǇŜΩǎ ǘƻǳǊƛǎƳ ǎŎŜƴŜΣ ƛƳƳŜǊǎƛǾŜ ǘŜŎƘ ƛǎƴΩǘ Ƨǳǎǘ ŦƻǊ 

the big players anymore. With VR and AR now more affordable and accessible, SMEs can craft richer, more engaging 

visitor experiences ς the kind that attract new audiences and keep people coming back, even beyond peak seasons. 

¢ƘŜǎŜ ǘƻƻƭǎ ŀƭƭƻǿ ƭƻŎŀƭ ōǳǎƛƴŜǎǎŜǎ ǘƻ ǎƘƻǿŎŀǎŜ 9ǳǊƻǇŜΩǎ ǊƛŎƘ ŎǳƭǘǳǊŀƭ ƘŜǊƛǘŀƎŜ ƛƴ ƴŜǿ ŀƴŘ ŜȄŎƛǘƛƴƎ ǿŀȅǎΣ ōǊƛƴƎƛƴƎ ǎǘƻǊƛŜǎ 

to life and giving visitors something truly memorable. 

 

In this report, we shine a spotlight on four diverse countries ς Iceland, Ireland, Lithuania, and Slovenia ς uncovering 

success stories, fresh opportunities, and key skills SMEs need to thrive in this space. We explore how immersive 

technologies can boost film and literary tourism, looking at the benefits, the hurdles, and how businesses like yours 

can make the most of them. 

 

Our research blends insights from policy documents, academic studies, and direct conversations with experts in the 

ŦƛŜƭŘΦ ²Ƙŀǘ ǿŜ ŦƻǳƴŘ ƛǎ ŎƭŜŀǊΥ ƛƳƳŜǊǎƛǾŜ ǘŜŎƘƴƻƭƻƎƛŜǎ ŀǊŜƴΩǘ Ƨǳǎǘ ŀ ǘǊŜƴŘ ς ǘƘŜȅΩǊŜ ōŜŎƻƳƛƴƎ ŜǎǎŜƴǘƛŀƭ ǘƻƻƭǎ ŦƻǊ 

sustainable tourism growth across Europe. 

 

¢ƘŀǘΩǎ ǿƘŜǊŜ ¦t[LC¢ ǎǘŜǇǎ ƛƴΦ hǳǊ ǇǊƻƧŜŎǘ ƛǎ ŀƭƭ ŀōƻǳǘ ŜƳǇƻǿŜǊƛƴƎ {a9ǎ ŀƴŘ ǘƘŜ ƴŜȄǘ ƎŜƴŜǊŀǘƛƻƴ ƻŦ ǘƻǳǊƛǎƳ 

ǇǊƻŦŜǎǎƛƻƴŀƭǎ ǿƛǘƘ ǇǊŀŎǘƛŎŀƭ ǎƪƛƭƭǎ ƛƴ ±wΣ !wΣ ŀƴŘ !LΦ ²ŜΩǊŜ ǊƻƭƭƛƴƎ ƻǳǘ ƘŀƴŘǎ-on training for 20+ key stakeholders and 

engaging over 100 VET students, educators, and professionals to build a strong foundation in immersive tourism. 

Beyond that, we aim to reach more than 1,000 people online, ensuring at least 150 future tourism leaders are ready to 

innovate. 

 

Through workshops, webinars, and real-world case studies, UPLIFT is here to help SMEs like yours make immersive 

ǘŜŎƘƴƻƭƻƎȅ ǇŀǊǘ ƻŦ ȅƻǳǊ ŜǾŜǊȅŘŀȅ ǘƻƻƭƪƛǘΦ ²ŜΩǊŜ ŀƭǎƻ ŎǊŜŀǘƛƴƎ Ŝŀǎȅ-to-access video lessons and running clinics to answer 

your questions and sharŜ ōŜǎǘ ǇǊŀŎǘƛŎŜǎΦ CƛƴŀƭƭȅΣ ǿŜΩƭƭ ōǊƛƴƎ ƛǘ ŀƭƭ ǘƻƎŜǘƘŜǊ ŀǘ ŀƴ ƛƴǘŜǊƴŀǘƛƻƴŀƭ ŎƻƴŦŜǊŜƴŎŜΣ ǿƘŜǊŜ ƛŘŜŀǎΣ 

strategies, and inspiration will be shared widely. 

 

The future of tourism is immersive ς and SMEs are in the perfect position to lead the way. 



 
 
 

7 

U
p
s
k
ill

in
g

 i
n
 I

m
m

e
rs

iv
e

 L
ite

ra
tu

re
 a

n
d
 F

ilm
 T

o
u

ri
s
m

 

|  OUR PROJECT GOALS 

HOW WE PLAN TO IMPACT ON THE VET SECTOR 

UPLIFT EU will: 

1) Produce a comprehensive immersive skills report which includes 6+ interviews (Result 1); 

2) Produce a best practice showcase and library of immersive experiences (Result 2),  

3) Produce 4 video workshops with lessons for VET integration into Film and [ƛǘŜǊŀǊȅ ǘƻǳǊƛǎƳ {a9Ωǎ όResult 3).  

4) The project will also develop VET trainers' guides (Result 4) and host a final conference to share insights, 

aiming for enhanced vocational skills, digital readiness, and immersive technology adoption in the tourism 

sector. 

 

METHODOLOGY ς A STATE-OF-THE-ART DESK RESEARCH REPORT AND STAKEHOLDER 

INTERVIEWS 

This report explores the potential of immersive technologies in film and literary tourism, with a particular focus on their 

implications for SMEs and the broader tourism industry in the EU. The research is grounded in a qualitative, inductive, and 

exploratory methodology, aiming to provide an in-depth understanding of emerging opportunities in this field. Data was 

collected through ten semi-structured interviews with experts in film and literary tourism across four countriesτSlovenia, 

Iceland, Ireland, and Lithuania. These experts provided valuable insights into how immersive technologies, such as VR and 

AR, can enhance tourism experiences, create new business models, and expand market reach. The study examines the ways 

in which these technologies can drive innovation, improve visitor engagement, and contribute to the sustainability and 

competitiveness of SMEs in the European tourism sector. By analysing expert perspectives, this report identifies key trends, 

challenges, and strategic opportunities, offering a comprehensive overview of the evolving landscape of immersive tourism 

experiences. 

 

Key interview details which informed this report 

Number of interviews 16 semi-structured interviews 

Average length of interview (time) Approx. 40 mins each 

Average wordcount of transcription 3,104 words 

Range of interviews 510 ς 9809 words 

Languages for interviews English, Icelandic, Lithuanian, Slovenian 

Interview dates Conducted December 2024- January 2025 
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| KEY FINDINGS 

A SWOT ANALYSIS OF POSSIBILITIES IN IMMERSIVE FILM AND LITERARY TOURISM 

To maximize the potential of immersive technologies in film and literary tourism, SMEs and Destination Management 

Organisations (DMO) in the EU must prioritise digital upskilling, collaboration with tech partners, and provide access to 

flexible, cost-effective training programmes. Government support, EU funding, and industry-driven skill-building initiatives 

such as our UPLIFT project, will be key to overcoming existing barriers and ensuring SMEs can effectively integrate 

immersive tourism experiences into their offerings. The section below is presented as a SWOT analysis to capture the key 

inputs from the stakeholders analysed in conjunction with the policy and academic literature. 

 

άLƴ ǘŜǊƳǎ ƻŦ ǘŜŎƘƴƛŎŀƭ ƛƳǇƭŜƳŜƴǘŀǘƛƻƴΣ ǿŜ ƴŜŜŘ ǎƻƳŜƻƴŜ ǿƘƻ Ŏŀƴ ŎǊŜŀǘŜ о5 ƳƻŘŜƭǎ ς so, modelers. Then we 

need programmers to code the project and technicians to determine which hardware and software to use and 

whether they are compatible. This is crucial because, for example, I might know how to model but not how to 

transfer that information to VR or LED screens for virtual productionϐέ  

 (Interview with stakeholder) 

 

STRENGTHS 

 Growing Interest in Immersive Tourism ς Our interviews showed that while knowledge levels are low, SMEs 

and DMOs recognised the value of VR, AR, and digital storytelling in enhancing film and literary tourism 

experiences. Many indicated they are willing to upskill to capitalise on these opportunities. 

 Access to EU Funding and Support Programs ς Initiatives such as Horizon Europe, Digital Europe, and Creative 

Europe provide financial support for skills development in digital innovation, helping SMEs and DMOs invest in 

training. 

 Existing Cultural and Creative Industries Expertise ς Many tourism professionals already have experience in 

storytelling, content creation, and destination marketing, which can be adapted to immersive technologies with 

targeted training. 

 Collaboration Opportunities ς Partnerships between DMOs, universities, tech companies, and tourism 

stakeholders facilitate knowledge-sharing and innovation, helping SMEs develop skills in immersive technology 

application. 

 Scalability of Digital Skills ς Once acquired, skills in immersive content creation and digital tourism marketing 

can be used across multiple projects, allowing SMEs to expand their service offerings beyond physical locations. 

 

WEAKNESSES 

 Limited Digital Literacy and Technical Expertise ς Many SMEs and DMOs lack the necessary skills in AR/VR 

development, 3D modelling, and interactive storytelling, making adoption of immersive technologies challenging. 
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 High Learning Curve ς Immersive technologies require a blend of creative and technical skills (e.g., coding, 

UI/UX design, animation), which may be difficult for traditional tourism professionals to acquire without specialized 

training. 

 Limited Access to Training and Resources ς SMEs, especially in rural and less-developed regions, struggle to 

find relevant training programs, industry mentors, and affordable tools for immersive content creation. 

 Budget Constraints for Training and Implementation ς While funding exists, many SMEs lack the financial 

resources to invest in upskilling their staff or hiring digital specialists to integrate immersive experiences into their 

offerings. Additionally, much of the equipment required is expensive to purchase, install and maintain.  This was 

supported by one of the stakeholders, άmobile app design and stuff because that's too complicated for many 

people and too expensiveέ. 

 Slow Adoption Among Traditional DMOs ς Many DMOs rely on conventional marketing strategies and are 

hesitant to embrace digital transformation, delaying skills development in immersive technologies. 

 

ά¢ŜŎƘƴƛŎŀƭ ǎǘǳŦŦ ǘƘŀǘ Ŏŀƴ ōŜ ŘƛŦŦƛŎǳƭǘΣ ȅƻǳ ƴŜŜŘ ǘŜŎƘƴƛŎŀƭ ǎǳǇǇƻǊǘέ (Stakeholder interview) 

 

OPPORTUNITIES 

ῷ  Specialised Training Programmes for SMEs and DMOs ς The development of industry-specific digital training 

initiatives can equip tourism professionals with the necessary skills in AR/VR, AI-driven personalization, and digital 

storytelling. 

ῷ  Collaboration with Tech Startups and Universities ς Partnering with innovation hubs, research institutions, and 

tech companies can provide hands-on training, internship programs, and skill-transfer opportunities in immersive 

tourism. 

ῷ  Expanding Online Learning Platforms ς Digital platforms like Coursera, Udemy, and EU-funded e-learning 

portals can provide flexible, low-cost training in immersive technology, enabling SMEs and DMOs to upskill at their 

own pace. 

ῷ  Government and EU Policy Support for Digital Upskilling ς Strengthening public-private partnerships to offer 

grants, subsidies, and incentives for SMEs that invest in immersive technology training can drive widespread 

adoption.   

ῷ  Showcasing Best Practices and Success Stories ς Case studies of successful immersive tourism initiatives (e.g., 

Game of Thrones tourism in Northern Ireland) can inspire SMEs and DMOs to invest in skills development and 

digital transformation. 
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THREATS 

 Fast-Paced Technological Advancements ς The rapid evolution of immersive technologies means that skills 

must be continuously updated, posing a challenge for SMEs and DMOs with limited capacity for ongoing training. 

 High Costs of AR/VR Technology Implementation ς Even with training, SMEs may struggle to afford the 

necessary hardware, software, and expertise to fully integrate immersive tourism experiences. 

 Resistance to Change ς Traditional tourism operators may resist digital transformation due to uncertainty about 

return on investment, leading to slow adoption of immersive technologies. 

 Fragmented Skill Levels Across the EU ς Some regions may develop digital expertise faster than others, creating 

an uneven playing field where only well-funded SMEs and DMOs can compete in immersive tourism. 

 Cybersecurity and Data Privacy Risks ς As digital tourism experiences collect and process user data, SMEs and 

DMOs must ensure they comply with GDPR and other data protection regulations, which may require additional 

training in cybersecurity. 
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| MEET OUR TEAM 
 
The UPLIFT Project brings together a diverse team of experts from academia, technology, and tourism to drive 

innovation in immersive storytelling for European literary and film tourism. The University of Akureyri (UNAK) in 

Iceland contributes its expertise in sustainable tourism and cultural heritage through the Icelandic Tourism Research 

Centre, leveraging strong industry connections. VSGT Maribor, a Slovenian vocational college, enhances the project 

with its specialization in hospitality, digital marketing, and AR/VR training. The Technological University of the Shannon 

(TUS) in Ireland leads research on tourism innovation, ensuring UPLIFT delivers sustainable and practical solutions. 

Vilnius Gediminas Technical University (VILNIUS TECH) brings cutting-edge knowledge in AR, VR, and virtual 

production, strengthening the project's digital focus. Feltech Software Innovations Ltd, an IT specialist, provides 

advanced VR, AI, and immersive simulation tools to enhance visitor engagement. Lastly, The European E-Learning 

Institute (EUEI) ensures accessible and interactive digital learning resources, empowering educators and businesses 

to adopt immersive technologies. Together, this multidisciplinary team is shaping the future of European tourism by 

bridging technology and cultural storytelling. 

 
 
 
 

 

The University of Akureyri (UNAK) 

UNAK, located in Iceland, brings its expertise in tourism 
research and digital innovation to the UPLIFT project. 
With its Icelandic Tourism Research Centre, UNAK focuses 
on sustainable tourism and cultural heritage. Their strong 
network of tourism businesses and experience in 
international projects makes them an invaluable 
contributor to developing immersive storytelling solutions 
for European literary and film tourism. 

 

 

VSGT Maribor 

VSGT Maribor, a leading vocational college in Slovenia, 
specialises in hospitality and tourism education. Their 
expertise in digital marketing and AR/VR training, 
combined with strong ties to regional tourism businesses, 
positions them perfectly to support ¦t[LC¢Ωǎ ƎƻŀƭǎΦ ±{D¢ 
enhances the project with practical insights and 
education-focused solutions that bridge the gap between 
technology and tourism. 
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The Technological University of the Shannon: 
Midlands Midwest (TUS)  
TUS leverages its Tourism Innovation Research Group to 
drive sustainable development and innovation in the 
tourism sector. With expertise in research, stakeholder 
collaboration, and immersive technologies, TUS plays a 
key role in UPLIFT, ensuring the project delivers practical, 
impactful solutions for the European tourism industry. 

 

 

 

 

Vilnius Gediminas Technical University (VILNIUS TECH) 

VILNIUS TECH, a leader in technology and engineering 
education, contributes cutting-edge expertise in AR, VR, 
and virtual production. Their involvement enriches 
¦t[LC¢Ωǎ ƛƴƴƻǾŀǘƛǾŜ ŀǇǇǊƻŀŎƘΣ ŎƻƳōƛƴƛƴƎ ŀŎŀŘŜƳƛŎ 
excellence with practical applications to support the 
digital transformation of literary and film tourism. 

 

Feltech Software Innovations Ltd 

Feltech brings expertise in IT solutions, VR, and AI to the 
UPLIFT project. Their focus on creating immersive 
simulations and user-friendly digital tools helps tourism 
ōǳǎƛƴŜǎǎŜǎ ŜƴƘŀƴŎŜ ǾƛǎƛǘƻǊ ŜƴƎŀƎŜƳŜƴǘΣ ŜƴǎǳǊƛƴƎ ¦t[LC¢Ωǎ 
deliverables are innovative and future ready. 

 

 

 

European E-Learning Institute (EUEI) 

9¦9L ƭŜŀŘǎ ǘƘŜ ŎǊŜŀǘƛƻƴ ƻŦ ¦t[LC¢Ωǎ ŘƛƎƛǘŀƭ ƭŜŀǊƴƛƴƎ 
platforms and resources. With over 20 years of experience 
in eLearning and tourism innovation, EUEI ensures the 
ǇǊƻƧŜŎǘΩǎ ƻǳǘǇǳǘǎ ŀǊŜ ƛƴǘŜǊŀŎǘƛǾŜΣ ŀŎŎŜǎǎƛōƭŜΣ ŀƴŘ 
impactful, empowering educators and businesses to adopt 
immersive technologies. 
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| FILM AND LITERARY INDUCED IMMERSIVE TOURISM IN THE EU 

OPPORTUNITIES TO STIMULATE NEW IMMERSIVE PRODUCTS AND SERVICES 

The integration of immersive technologies into film and literary tourism presents significant opportunities for 

innovation, audience engagement, and economic growth within Europe. However, there are clearly challenges in the 

sector ς new technologies can be technical and complex, as well as expensive. Skills development for SMEs and DMOs 

will be crucial to capitalise on this opportunity. Technical issues also need to be overcome, such as integration of new 

technologies with existing sites, negotiating potential copyright issues and ensuring infrastructure and investment 

costs are kept low. 

 

AR, VR, and MR offer new ways to engage with cultural heritage, film locations, and literary landmarks. These 

technologies allow destinations to enhance storytelling, create digital extensions of iconic sites, and develop virtual 

experiences that transcend geographical limitations. For SMEs in the tourism sector, immersive technology can 

potentially provide a cost-effective means to diversify offerings, extend visitor engagement beyond traditional peak 

seasons, and attract global audiences. These could be, for example, AR-enhanced city tours, VR reconstructions of 

historical or fictional scenes, or interactive literary trails which transform static locations into dynamic, story-driven 

experiences. By integrating AI-powered personalization, tourists can tailor their journeys based on their favourite 

films, books, or historical narratives, developing deeper emotional connections with destinations. Can you imagine, 

for example, having a conversation with an AI powered Dracula while visiting Transylvania?  

 

Film tourism, driven by popular cinema and television productions, can enhance immersive experiences to bring 

scenes to life beyond the screen. Virtual set recreations, behind-the-scenes AR applications, and gamified location-

based storytelling can extend the impact of cinematic destinations. Similarly, literary tourism can benefit from digital 

storytelling, allowing visitors to explore classic novels through interactive experiences, 3D recreations, and 

holographic narrations by historical authors or fictional characters. TƘŜ 9¦Ωǎ ƛƴǾŜǎǘƳŜƴǘ ƛƴ ŘƛƎƛǘŀƭ ƛƴƴƻǾŀǘƛƻƴ ŀƴŘ 

creative industries creates possibilities for collaboration between tourism boards, tech startups, and cultural 

institutions. Funding programmes such as Horizon Europe and Digital Europe provide resources for SMEs to develop 

and scale immersive tourism solutions. Our project will enhance public-private partnerships in this sector; destinations 

can enhance their global appeal, drive sustainable tourism growth, and position themselves as pioneers in the future 

of immersive cultural tourism.  This was given a real-life ŎƻƴǘŜȄǘ ōȅ ƻƴŜ ƻŦ ƻǳǊ ǎǘŀƪŜƘƻƭŘŜǊǎ άǎƻ ǿƘŀǘ ǿŜ ŘŜŎƛŘŜŘ ǘƻ 

do was, is to do a, it's about storytelling, is to design and develop and deliver an exhibition that told the stories of the 

long room and the journey of the Book of Kells. And we would do that in ŀ ŘƛƎƛǘŀƭ ŀƴŘ ƛƳƳŜǊǎƛǾŜ ǿŀȅέΦ 
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| FILM INDUCED IMMERSIVE TOURISM IN IRELAND 

POLICY, PRACTICE AND CASE STUDIES: A STATE OF THE ART 

¢ƘŜ ŘŜǾŜƭƻǇƳŜƴǘ ƻŦ LǊŜƭŀƴŘΩǎ ŦƛƭƳ ƛƴŘǳŎŜŘ ǘƻǳǊƛǎƳ ǎŜŎǘƻǊ Ƙŀǎ ōŜŎƻƳŜ ŀ ǎǘǊŀǘŜƎƛŎ ǇǊƛƻǊƛǘȅΦ  {ǘǳŘƛŜǎ ƘŀǾŜ ƘƛƎƘƭƛƎƘǘŜŘ 

ǘƘŀǘ ǘƘŜ ǇŜǊŎŜǇǘƛƻƴ ƻŦ ŀ ŘŜǎǘƛƴŀǘƛƻƴΩǎ ƛƳŀƎŜ ǎƛƎƴƛŦƛŎŀƴǘƭȅ ƛƴŦƭǳŜƴŎŜǎ ƛǘǎ ŀǘǘǊŀŎǘƛǾŜƴŜǎǎ ǘƻ ǘƻǳǊƛǎǘǎΦ  CƛƭƳǎ Ŏŀƴ ǎƘŀǇŜ 

travel preferences by showcasing a destination's unique attributes and fostering a favourable image, potentially 

inspiring viewers to visit (Butler, 1990; Iwashita, 2006).  Troy Studios (2021) suggest that Ireland is globally recognised 

for its world-class screen industry, known for consistently delivering high-quality content across film, television drama, 

documentary, animation, visual effects and post-production. The sector's talent and expertise are frequently 

acknowledged on the international stage, attracting numerous high-profile global productions to Ireland for both 

production and post-ǇǊƻŘǳŎǘƛƻƴΦ !ǎ ǘƘŜ ŘŜƳŀƴŘ ŦƻǊ ǉǳŀƭƛǘȅ ŎƻƴǘŜƴǘ ŎƻƴǘƛƴǳŜǎ ǘƻ ǊƛǎŜ ǿƻǊƭŘǿƛŘŜΣ LǊŜƭŀƴŘΩǎ ǎŎǊŜŜƴ 

industry is striving to meet this demand and foster further growth within the sector. The film, television and animation 

ǎŜŎǘƻǊ ƛƴ LǊŜƭŀƴŘ ƛǎ ŜǎǘƛƳŀǘŜŘ ǘƻ ōŜ ǿƻǊǘƘ ƻǾŜǊ ϵсфн ƳƛƭƭƛƻƴΣ ŎƻƳǇǊƛǎƛƴƎ ммΣфсл Ƨƻōǎ ōȅ ǿŀȅ ƻŦ ŘƛǊŜŎǘΣ ƛƴŘƛǊŜŎǘ ŀƴŘ 

induced employment across the economy.  Irish creative filmmaking talent has garnered international acclaim over 

the years, recently highlighted when John Crowley's Brooklyn (2015), Lenny Abrahamson's Room (2015) and Martin 

aŎ5ƻƴŀƎƘΩǎ .ŀƴǎƘŜŜ ƻŦ LƴƛǎƘŜǊƛƴ όнлннύ ŎƻƭƭŜŎǘƛǾŜƭȅ ŜŀǊƴŜŘ мс !ŎŀŘŜƳȅ !ǿŀǊŘ ƴƻƳƛƴŀǘƛƻƴǎ ό{ŎǊŜŜƴ LǊŜƭŀƴŘΣ нлнпύΦ    

 

 

Figure 1: 2024, May The 4th, Sci-Fi Film, Festival, Comic Con, Portmagee, Co Kerry, 
Photographer/Creator: Keith McGlynn 
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 LǊŜƭŀƴŘΩǎ ŦƛƭƳ ǘƻǳǊƛǎƳ Ƙŀǎ ƎǊƻǿƴ ǎǘŜŀŘƛƭȅΣ ŎƻƴǘǊƛōǳǘƛƴƎ ǘƻ ǘƘŜ ǿƛŘŜǊ ǘƻǳǊƛǎƳ ǎŜŎǘƻǊΣ ŜǎǇŜŎƛŀƭƭȅ ǎƛƴŎŜ ǘƘŜ ƻƴǎŜǘ ƻŦ ƛǘǎ 

economic downturn in 2007. The country's connection to film dates to The Lad from Old Ireland (1910), the first film 

set in Ireland. IreƭŀƴŘΩǎ ǎŎŜƴƛŎ ƭŀƴŘǎŎŀǇŜǎ ƘŀǾŜ ǎƛƴŎŜ ǎŜǊǾŜŘ ŀǎ ǘƘŜ ōŀŎƪŘǊƻǇ ŦƻǊ ƴǳƳŜǊƻǳǎ ŀŎŎƭŀƛƳŜŘ ǇǊƻŘǳŎǘƛƻƴǎΣ 

from Moby Dick (1956) in Youghal, County Cork, to The Wind That Shakes the Barley (2006) in Kilmichael, County Cork, 

ŀƴŘ wȅŀƴΩǎ 5ŀǳƎƘǘŜǊ ƻƴ ǘƘŜ 5ƛƴƎƭŜ tŜƴƛƴǎǳƭŀΦ Popular television shows like The Irish R.M. (1983-1985) have also 

ǎƘƻǿŎŀǎŜŘ ǇƛŎǘǳǊŜǎǉǳŜ ƭƻŎŀǘƛƻƴǎ ǎǳŎƘ ŀǎ ²Ŝǎǘ /ƻǊƪΩǎ ŎƻŀǎǘƭƛƴŜΣ ǘƘŜ ǿƻǊƭŘ ŀŎŎƭŀƛƳŜŘ ǘŜƭŜǾƛǎƛƻƴ ǎŜǊƛŜǎ bƻǊƳŀƭ tŜƻǇƭŜ 

(2020) promoted Dublin and Sligo, while Ballykissangel (1996 ς 2001), Vikings (2013 ς нлнлύ ŀƴŘ {ƘŀǊƻƴ IƻǊƎŀƴΩǎ .ŀŘ 

Sisters (2022 ς present) were a fantastic tourism advertisement for the beautiful County Wicklow countryside.  

Northern Ireland served as a primary filming location for the first season of Game of Thrones (2011ς2019), offering 

the landscapes that became the backdrop for some of the series' most unforgettable scenes (Tourism Ireland, 2024).  

 
Figure 2: John Wayne & Maureen O'Hara, Cong, Co Mayo, Copyright: 

ϭCłƛƭǘŜ LǊŜƭŀƴŘΣ Courtesy Michelle Fahy 

 
hΩ/ƻƴƴƻǊ όнлммύ ƴƻǘŜŘ ǘƘŀǘ LǊŜƭŀƴŘΩǎ ŀǇǇŜŀƭ ŀǎ ŀ ŦƛƭƳƛƴƎ ƭƻŎŀǘƛƻƴ ƛǎ ōƻƭǎǘŜǊŜŘ ōȅ ƛǘǎ ŎǳƭǘǳǊŀƭ ǊƛŎƘƴŜǎǎΣ ƘŜǊƛǘŀƎŜΣ ŀƴŘ 

competitive incentives, such as tax breaks. Productions like King Arthur (2004) and P.S. I Love You (2007) have 

capitalised on these advantages. The Irish Film Board (IFB) plays a key role in both fostering the local film industry and 

promoting Ireland to international filmmakers. Their efforts have attracted films that have earned prestigious 

accolades including Once (2006), which won an Academy Award for Best Song, and The Wind That Shakes the Barley 

όнллсύΣ ǿƘƛŎƘ ǊŜŎŜƛǾŜŘ ǘƘŜ tŀƭƳŜ ŘΩhǊ ŀǘ ǘƘŜ /ŀƴƴŜǎ CƛƭƳ CŜǎǘƛǾŀƭΦ ¢ƘŜ LǊƛǎƘ ŦƛƭƳ ƛƴŘǳǎǘǊȅ ōŜƎŀƴ ǘƻ ŜƳŜǊƎŜ ŀǎ ŀ 

significant player in the mid-1980s and 1990s, drawing renowned directors like Mel Gibson (Braveheart, 1995), John 

Ford (The Quiet Man, 1952), and Steven Spielberg (Saving Private Ryan, 1998). Successful productions such as The 

Crying Game (1992), My Left Foot (1989), and beloved television series like Father Ted (1995-1998) and The Tudors 

(2007-2010) highlighted the growing synergy between film and tourism.  

 

An Old-Fashioned Christmas (2010) filmed at Bunratty Castle, continue to reinforce this trend, demonstrating the 

ŜƴŘǳǊƛƴƎ ŀǇǇŜŀƭ ƻŦ LǊŜƭŀƴŘΩǎ ƭŀƴŘǎŎŀǇŜǎ ŀƴŘ ŎǳƭǘǳǊŀƭ ƘŜǊƛǘŀƎŜ ŀǎ ƪŜȅ ŘǊƛǾŜǊǎ ŦƻǊ ōƻǘƘ ŎƛƴŜƳŀǘƛŎ ŀƴŘ ǘƻǳǊƛǎƳ ƛƴŘǳǎǘǊƛŜǎ 

όhΩ/ƻƴƴƻǊΣ нлммύ ŀƴŘ ŀƭƭ of this is underscored by Cork's own Cillian Murphy, who won the Best Actor Award at last 
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ȅŜŀǊΩǎ !ŎŀŘŜƳȅ !ǿŀǊŘǎ ŦƻǊ Ƙƛǎ ǊŜƳŀǊƪŀōƭŜ ǇŜǊŦƻǊƳŀƴŎŜ ƛƴ /ƘǊƛǎǘƻǇƘŜǊ bƻƭŀƴϥǎ ŎǊƛǘƛŎŀƭƭȅ ŀŎŎƭŀƛƳŜŘ ŦƛƭƳ hǇǇŜƴƘŜƛƳŜǊ 

(2023). Our interviews with stakeholders revealed a strong curiosity about the potential for AR/ VR and AI to be used in 

developing immersive experiences for tourists. However, several barriers to entry were highlighted by the two interviewees, 

including cost of equipment set-up and challenges with copyright. One interviewee pointed to the legal complexities of 

using third party images and video in XR materials (e.g. to recreate a film scene), although  

 

he did acknowledge that this is not as problematic with older films from bygone eras. The corollary of this of 

course, is that the older the film the less interest it may have among tourists. While both challenges are 

surmountable with creativity, they do require upskilling, brainstorming and innovation to overcome. Another 

potential issue which was highlighted in Ireland is that many film locations are located on private lands and are 

inaccessible to film tourists. Again, this requires a creative approach to overcome and is more challenging for film 

than for literature.  One of our stakeholders agrees with this ά¦ǎƛƴƎ ·w ǘŜŎƘƴƻƭƻƎȅ Ŏŀƴ ƳŀƪŜ ǘƘŜ ƛƴǘŀƴƎƛōƭŜ ƳƻǊŜ 

ǘŀƴƎƛōƭŜΦ Lƴ ǘƘŜ ŎŀǎŜ ƻŦ ±w ŜȄǇŜǊƛŜƴŎŜǎ ǎǳŎƘ ŀǎ ǘƘŜ ƻƴŜ ǘƘŜȅ ǇǊƻǾƛŘŜ ƛǎ ŀōƻǳǘ άǎǘŀƴŘƛƴƎ ŀƴŘ ōŜƛƴƎ ƛƴ ǘƘŜ ǿƻǊƭŘ ƛǘǎŜƭŦ 

ώΧϐ ȅƻǳǊ ōƻŘȅ ƛǎ ƛƴŎƭǳŘŜŘέΦ  !ƴŘ άL ǘƘƛƴƪ ǿƘŀǘ ƳŀǘǘŜǊǎ ǘƘƛǎ ŜƳƻǘƛƻƴŀƭ ŎƻƴƴŜŎǘƛƻƴ ƛǎΦ ¸ƻǳ know, people feel so 

ǎǘǊƻƴƎƭȅ ǘƘŀǘ ǘƘŜȅ ŀǊŜ ǇŀǊǘƛŎƛǇŀǘƛƴƎ ƛƴ ǎƻƳŜǘƘƛƴƎέΦ   

Figure 3: The Derry Girls Experience, Photographer/Creator: 
Brian Morrison, Copyright: Derry City and  

Strabane District Council 
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| LITERARY INDUCED IMMERSIVE TOURISM IN IRELAND 

POLICY, PRACTICE AND CASE STUDIES: A STATE OF THE ART 

LǊŜƭŀƴŘΩǎ ǊƛŎƘ ƭƛǘŜǊŀǊȅ ƘŜǊƛǘŀƎŜ ŀƴŘ ǾƛōǊŀƴǘ ŎƻƴǘŜƳǇƻǊŀǊȅ ƭƛǘŜǊŀǊȅ ǎŎŜƴŜ ƳŀƪŜ ƛǘ ŀ ƘƻǘǎǇƻǘ ŦƻǊ ƭƛǘŜǊŀǊȅ ǘƻǳǊƛǎƳΦ 

1Literary tourism is most often associated with place ς whether celebrated for literary connections ς sites of 

birthplaces, homes, places of inspiration for specific writers, playwrights, poets, or depictions of evocative 

topographies, landscapes and places references in literary texts, settings for novels etc. In Ireland, the readers 

and followers of literature are enjoying a surge, and this is ŜǾƛŘŜƴǘ ƛƴ ǘƘŜƛǊ ǎƛƎƴƛŦƛŎŀƴǘ ŎƻƴǘǊƛōǳǘƛƻƴǎ ǘƻ LǊŜƭŀƴŘΩǎ 

ƭƛǘŜǊŀǊȅ ǘǊŀŘƛǘƛƻƴǎΦ ²ƛǘƘ WŀƳŜǎ WƻȅŎŜ ŀƴŘ hǎŎŀǊ ²ƛƭŘŜ ōŜƛƴƎ ǎƻƳŜ ƻŦ ǘƘŜ ŎƻǳƴǘǊȅΩǎ ƎǊŜŀǘŜǎǘ ǿǊƛǘŜǊǎΣ LǊŜƭŀƴŘ ǘǊƛŜǎ 

to showcase and pay tribute to its literary figures through various festivals, monuments, and other cultural 

structures.  

 

Figure 4:Trinity College Library Long Room, 
/ƻǇȅǊƛƎƘǘΥ ϭWŀƳŜǎ .ƻǿŘŜƴ ŦƻǊ /ƻƴǘƛƪƛ ŀƴŘ ¢ƻǳǊƛǎƳ LǊŜƭŀƴŘ 

 

 

FACTS AND FIGURES ABOUT FESTIVALS AND EVENTS  

One of the most notable events is Bloomsday which take place on June 16th. This event is celebrating James 

WƻȅŎŜΩǎ ¦ƭȅǎǎŜǎΣ .ƭƻƻƳǎŘŀȅ ŀǘǘǊŀŎǘǎ ǘƘƻǳǎŀƴŘǎ ƻŦ ŜƴǘƘǳǎƛŀǎǘǎ ŀƴƴǳŀƭƭȅΦ 9ǾŜƴǘǎ ƛƴ 5ǳōƭƛƴ ƛƴŎƭǳŘŜ ǊŜŀŘƛƴƎǎΣ re-

enactments, walking tours, and themed meals. In 2023, it was estimated that over 25,000 people participated in 

Bloomsday activities, contributing significantly to the local economy.  

 

¢ƘŜƴ ǿŜ Ŏŀƴ ǘŀƭƪ ŀōƻǳǘ ǘƘŜ .ǊŀƳ {ǘƻƪŜǊ CŜǎǘƛǾŀƭ όhŎǘƻōŜǊύΦ ¢Ƙƛǎ ŦŜǎǘƛǾŀƭ ƘƻƴƻuǊǎ ǘƘŜ ŎǊŜŀǘƻǊ ƻŦ 5ǊŀŎǳƭŀ όƘŜƴŎŜ ǘƘŜ 
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name of the festival), this festival blends Gothic literature with modern art forms. Activities include vampire-themed 

walking tours, theatrical performances, and film screenings. The 2022 edition attracted over 40,000 attendees, with 

many international visitors seeking to explore the Gothic undercurrents of Dublin.  

 

¢ƘŜ LƴǘŜǊƴŀǘƛƻƴŀƭ [ƛǘŜǊŀǘǳǊŜ CŜǎǘƛǾŀƭ 5ǳōƭƛƴΣ ƘŜƭŘ ŀƴƴǳŀƭƭȅ ƛƴ aŀȅΣ ƛǎ ŀ ŎƻǊƴŜǊǎǘƻƴŜ ƻŦ LǊŜƭŀƴŘϥǎ ŎǳƭǘǳǊŀƭ ǎŎŜƴŜΣ 

attracting thousands of literary enthusiasts. The festival offers a vibrant mix of readings, workshops, and discussions 

with acclaimed authors ŦǊƻƳ ŀǊƻǳƴŘ ǘƘŜ ǿƻǊƭŘΦ Lǘ ƎŜƴŜǊŀǘŜǎ ŀǇǇǊƻȄƛƳŀǘŜƭȅ ϵнΦр Ƴƛƭƭƛƻƴ ƛƴ ŜŎƻƴƻƳƛŎ ŀŎǘƛǾƛǘȅ ŜŀŎƘ ȅŜŀǊ 

ŦƻǊ 5ǳōƭƛƴΦ {Ŝǘ ƛƴ aŜǊǊƛƻƴ {ǉǳŀǊŜ tŀǊƪΣ ƛǘ ŀƭǎƻ ŦŜŀǘǳǊŜǎ ǇŜǊŦƻǊƳŀƴŎŜǎΣ ŀǊǘǎΣ ŀƴŘ ŎǊŀŦǘǎΣ ƳŀƪƛƴƎ ƛǘ ŀ Ƙǳō ŦƻǊ ōƻǘƘ 

literature and cultural exchange. Past editions have welcomed high-ǇǊƻŦƛƭŜ ŀǳǘƘƻǊǎ ǎǳŎƘ ŀǎ /ƻƭƳ ¢ƽƛōƝƴΣ aŀǊƛƭȅƴƴŜ 

Robinson, and Richard E. Grant.  

 

¢ƘŜ ¸Ŝŀǘǎ {ǳƳƳŜǊ {ŎƘƻƻƭ ƛƴ {ƭƛƎƻ Ǉƭŀȅǎ ŀ ƪŜȅ ǊƻƭŜ ƛƴ LǊŜƭŀƴŘϥǎ ƭƛǘŜǊŀǊȅ ǘƻǳǊƛǎƳ ōȅ ŀǘǘǊŀŎǘƛƴƎ Ǝƭƻōŀƭ ǾƛǎƛǘƻǊǎ ǘƻ ŜȄǇƭƻǊŜ 

the life and works of W.B. Yeats. Each year, the school offers academic seminars and creative workshops, centered 

ŀǊƻǳƴŘ ¸ŜŀǘǎΩǎ ǇƻŜǘǊȅ ŀƴŘ ǘƘŜ ƭŀƴŘǎŎŀǇŜǎ ǘƘŀǘ ƛƴǎǇƛǊŜŘ ƘƛƳΣ ǎǳŎƘ ŀǎ .ŜƴōǳƭōŜƴ aƻǳƴǘŀƛƴΦ ¢ƘŜ ŜǾŜƴǘ ōƻƻǎǘǎ {ƭƛƎƻϥǎ 

ŎǳƭǘǳǊŀƭ ǘƻǳǊƛǎƳΣ ōǊƛƴƎƛƴƎ ƭƛǘŜǊŀǊȅ ŜƴǘƘǳǎƛŀǎǘǎ ǘƻ ƪŜȅ ¸Ŝŀǘǎ ǎƛǘŜǎ ƭƛƪŜ 5ǊǳƳŎƭƛŦŦŜΦ ²ƘƛƭŜ ŜȄŀŎǘ ŀǘǘŜƴŘŀƴŎŜ ŦƛƎǳǊŜǎ ǾŀǊȅΣ 

the school significantly contributes to local tourism, supporting the economy and highlighting the region's literary 

heritage  

 

LANDMARKS AND ATTRACTIONS  

LǊŜƭŀƴŘϥǎ ƭƛǘŜǊŀǊȅ ǘƻǳǊƛǎƳ ƛǎ ŀƭǎƻ ǎǳǇǇƻǊǘŜŘ ōȅ ƛƴǎǘƛǘǳǘƛƻƴǎ ǎǳŎƘ ŀǎ ǘƘŜ ¢Ǌƛƴƛǘȅ /ƻƭƭŜƎŜ [ƛōǊŀǊȅΣ ƘƻƳŜ ǘƻ ǘƘŜ ŦŀƳƻǳǎ .ƻƻƪ 

ƻŦ YŜƭƭǎ ŀƴŘ ŀ ŎƻƭƭŜŎǘƛƻƴ ƻŦ ƻǾŜǊ нллΣллл ŀƴŎƛŜƴǘ 

books. The stunning Long Room, with its barrel-

vaulted ceilings and busts of famous writers, is 

a highlight for many visitors (over 2 million per 

year). Then we must talk about the James Joyce 

Centre: Located in a restored Georgian 

townhouse in Dublin, the centre offers 

exhibitions, guided tours, and insights into 

WƻȅŎŜΩǎ ƭƛŦŜ ŀƴŘ ǿƻǊƪǎΦ It serves as a focal point 

for Bloomsday celebrations. We will finish by 

talking by the 8Oscar Wilde Statue and 

Memorial, this statue is in Merrion Square Park, 

visitors can admire the colourful statue of 

Oscar Wilde and plaques bearing his famous 

Figure 5: 2022, Bram Stoker Festival, Borealis, Dublin Castle, Dublin City, 
Photographer/Creator: Paola Floris 
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ǉǳƻǘŜǎΦ ¢Ƙƛǎ ǎƛǘŜ ŎŜƭŜōǊŀǘŜǎ ²ƛƭŘŜΩǎ ǿƛǘ ŀƴŘ ŜƴŘǳǊƛƴƎ ƛƴŦƭǳŜƴŎŜΦ  

 

ECONOMIC AND CULTURAL IMPACT  

LǊŜƭŀƴŘΩǎ ƭƛǘŜǊŀǊȅ ǘƻǳǊƛǎƳ ǎŜŎǘƻǊ ŎƻƴǘǊƛōǳǘŜǎ Ƴƛƭƭƛƻƴǎ ŀƴƴǳŀƭƭȅ ǘƻ ǘƘŜ ƴŀǘƛƻƴŀƭ ŜŎƻƴƻƳȅΦ CƻǊ ŜȄŀƳǇƭŜΣ ǘƘŜ ƭƛǘŜǊŀǊȅ 

festivals collectively generate significant revenue through ticket sales, accommodation, and local services. The 

government and private sectoǊ ƘŀǾŜ ƛƴǾŜǎǘŜŘ ƛƴ ǇǊƻƳƻǘƛƴƎ LǊŜƭŀƴŘΩǎ ƭƛǘŜǊŀǊȅ ƘŜǊƛǘŀƎŜΣ ŎŀǇƛǘŀƭƛȊƛƴƎ ƻƴ ƛǘǎ ¦b9{/h 

Cities of Literature designations (Dublin earned this title in 2010).  

 

The ongoing appeal of Ireland as a literary destination lies in its ability to connect its literary past with present-day 

cultural events and experiences. From modern interpretations of Dracula to academic explorations of Yeats, literary 

tourism in Ireland continues to thrive, engaging audiences both old and new.  

 

9·!at[9{ hC Laa9w{Lhb ¢IL{ {9/¢hw ό±wκ!wκ!b¸ Lb¢9w9{¢LbD ¦{9 hC ¢9/Ibh[hDL9{Χύ  

¶ !ǳƎƳŜƴǘŜŘ wŜŀƭƛǘȅ ό!wύ ŦƻǊ DǳƛŘŜŘ ¢ƻǳǊǎ such as doing something with augmented reality, or you could do a 

virtual reality or even just projection of lights (stakeholder) 

¶ Mobile applications overlay historical images and literary information on real-world locations.   

 

ά¢ƘŜ ŦƛǊǎǘ ǎǘŜǇ ǘƻǿŀǊŘǎ ǘŜŎƘƴƻƭƻƎȅΣ ǿŜ ŀƭǊŜŀŘȅ ƘŀǾŜ ŀ ǘƻǳŎƘ ǎŎǊŜŜƴΣ ǿŜ ƘŀǾŜ ƻƴŜ ǾƛŘŜƻΣ L ƘŀǾŜ ǘƘŜ ƛƴǘŜƴǘƛƻƴ ƻŦ 

adding more images and so on. That you can be a person who is there to see something else that you can't 

explain to them, but it doesn't make sense to print and laminate images if you have the option of a screen. I 

ǘƘƛƴƪ ǘƘŀǘ ǿƻǳƭŘ ōŜ ǾŜǊȅ ƘŜƭǇŦǳƭέ  

(Interview with stakeholder) 

 

A new example product could be: Exploring Dublin while visualizing film and literary scenes   

¶ Virtual Reality (VR) for Full Immersion   

¶ Creating VR experiences to visit iconic literary locations  

 

A new example product could be: Reliving scenes from Dracula in a gothic Irish-inspired virtual environment  

 

INTERACTIVE STORYTELLING WITH MIXED REALITY   

¶ Interactive tours when visitors meet literary or historical characters through holograms  - a new example 

product could be ŜƴƎŀƎƛƴƎ ǿƛǘƘ .ǊŀƳ {ǘƻƪŜǊΩǎ ŎƘŀǊŀŎǘŜǊǎ ƛƴ ŘȅƴŀƳƛŎ ŘƛƎƛǘŀƭ ƴŀǊǊŀǘƛǾŜ  

 

3D HISTORICAL RECONSTRUCTIONS   
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¶ Digitally recreating libraries and other historic sites that are no longer accessible - a new example product 

could be: LƳƳŜǊǎƛǾŜ мфнлǎ 5ǳōƭƛƴ ǘƻ ŜȄǇƭƻǊŜ WŀƳŜǎ WƻȅŎŜΩǎ ŜǊŀ . 

 

άΦΦΦΦǘƻ ōŜ ƻǇŜƴ ƳƛƴŘŜŘ ŀōƻǳǘ ƛƴǘǊƻŘǳŎƛƴƎ ƴŜǿ ǘŜŎƘƴƻƭƻƎƛŜǎ ŀƴŘ ƛƴƴƻǾŀǘƛǾŜ ǘƘƛƴƎǎ ƛƴ ƭƛǘŜǊŀǘǳǊŜ ǘƻǳǊƛǎƳέ  

(Interview with Stakeholder) 

 

IMMERSIVE DIGITAL MAPPING   

¶ Interacting maps combining geolocation and literary content  

¶ Multisensory experience in Literary Museum   

¶ Technology integrating sounds, lighting, and VR to stimulate ǿǊƛǘŜǊΩǎ environment  

¶ James Joyce Museum using VR  

¶ A new example product could be: Discovering local stories by following curated literary trails    

¶ Educational video games  

¶ Games based on literary works to promote engaging learning experiences 

¶ A new example product could be: An interactive adventure by W.B Yeats poetry and stories  

¶ Hybrid events with VR/AR streaming   

¶ Literary festivals offering VR lectures or readings for global remote participation  

 

A new example product could be: Celebrating Bloomsday in virtual reality with worldwide audiences.  

 

Figure 6: Streedagh Beach Sligo, Copyright: Sligo Tourism  
as seen in the TV series Normal People, by the author Sally Rooney 
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LŎŜƭŀƴŘ 



 
 
 

25 

U
p
s
k
ill

in
g

 i
n
 I

m
m

e
rs

iv
e

 L
ite

ra
tu

re
 a

n
d
 F

ilm
 T

o
u

ri
s
m

 

| FILM INDUCED IMMERSIVE TOURISM IN ICELAND 

POLICY, PRACTICE AND CASE STUDIES: A STATE OF THE ART 

Icelandic film production has steadily grown since the 1980s, both regarding domestic and international film 

production, and has become a thriving industry in Iceland. To put the development into perspective, around 40 films 

were produced in Iceland between 1906 and 1980, while over 300 films have been produced, in whole or in part, in 

Iceland since 1980 (Kvikmyndavefurinn, n.d.). Iceland has also increasingly become a popular filming location with 

international production companies, especially since the tuǊƴ ƻŦ ǘƘŜ ŎŜƴǘǳǊȅΦ LŎŜƭŀƴŘΩǎ ƴŀǘǳǊŜ ŀƴŘ ƛǘǎ ǾŜǊǎŀǘƛƭƛǘȅ Ƙŀǎ 

captured the imagination of filmmakers and filming locations around the country are now in the dozens, although 

most can be found in South or Southwest of Iceland. 

 

The Icelandic government has supported this development by providing funding for the Icelandic Film Centre and by 

a reimbursement scheme, which was first enacted in 1999, that offers refunds of production costs for films and 

television shows filmed in Iceland. The main objective of the scheme is to promote and develop Icelandic film 

ǇǊƻŘǳŎǘƛƻƴΣ ŀǎ ǿŜƭƭ ŀǎ άŎƻƴǘǊƛōǳǘŜ ǘƻ ǘƘŜ ǎǘǊŜƴƎǘƘŜƴƛƴƎ ƻŦ ƴŀǘƛƻƴŀƭ ŎǳƭǘǳǊŜ ŀƴŘ ǘƘŜ ǇǊƻƳƻǘƛƻƴ ƻŦ ǘƘŜ ŎƻǳƴǘǊȅΩǎ ƘƛǎǘƻǊȅ 

ŀƴŘ ƴŀǘǳǊŜέ ό!ƭǈƛƴƎƛΣ нлннύΦ CǳǊǘƘŜǊƳƻǊŜΣ ǘƘŜ ǊŜƛƳōǳǊǎŜƳŜƴt scheme is intended to attract international film 

productions to Iceland. With this goal in mind, the Film in Iceland project was launched shortly after to market Iceland 

as a filming location and promote the 35% reimbursement of production costs incurred in Iceland (Film in Iceland). 

 

ICELAND FEATURED IN DOMESTIC AND INTERNATIONAL FILMS AND TV SHOWS 

The promotional efforts that have been enacted in the past couple of decades has given great results. The annual 

turnover of the film industry in 2023 according to VAT-reports by Statistics Iceland was 27.7 billion ISK, which is an 

85% increase in the past five years, and it is estimated that the industry creates around 4000 jobs ό{ǘƧƽǊƴŀǊłś NǎƭŀƴŘǎΣ 

2022; Hagstofan, n.d.). Iceland and Icelandic landscapes have featured in a variety of international films such as Star 

²ŀǊΩǎ ¢ƘŜ CƻǊŎŜ !ǿŀƪŜƴǎ όнлмрύ ŀƴŘ wƻƎǳŜ hƴŜ όнлмсύΣ .ŀǘƳŀƴ .ŜƎƛƴǎ όнллрύΣ ¢ƘŜ {ŜŎǊŜǘ [ƛŦŜ ƻŦ ²ŀƭǘŜǊ aƛǘǘȅ όнлмоύΣ 

LƴǘŜǊǎǘŜƭƭŀǊ όнлмпύΣ ŀƴŘ aŀǊǾŜƭΩǎ ¢ƘƻǊΥ ¢ƘŜ 5ark World (2013) and Captain America: Civil War (2016). Two popular 

HBO series have been filmed in Iceland. Game of Thrones (2011-2019) was filmed in a few locations around South and 

North Iceland from the 4th series onwards, and the 4th series of True Detective: Night Country (2024) was entirely 

filmed in Iceland. Icelandic TV series filmed in Iceland have also gained international attention, such as Trapped (2015-

ύ ŀƴŘ bŜǘŦƭƛȄΩǎ Yŀǘƭŀ όнлнмύΦ ¢ƘŜ ŜȄǇƻǎǳǊŜ LŎŜƭand gains through these filming locations seems to have an impact, as 

around 30% of inbound tourists to Iceland in 2023 stated that Icelandic nature featured in international movies and 

ǘǾ ǎƘƻǿǎ ƛƴŦƭǳŜƴŎŜŘ ǘƘŜƛǊ ŘŜŎƛǎƛƻƴ ǘƻ Ǿƛǎƛǘ ǘƘŜ ŎƻǳƴǘǊȅ όCŜǊśŀƳłƭŀǎǘƻŦa, 2024). 
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FILM TOURISM IN ICELAND  

The exposure Iceland experiences due to the filming locations of international films can, and have, translate into 

increased interest from tourists to visit the filming locations themselves. Icelandic travel agencies have offered both 

guided and self-drive tours themed around Game of Thrones, and other notable filming locations for years. One of 

the first Game of Thrones tours offered came about through increased requests from interested tourists and travel 

ŀƎŜƴŎƛŜǎ ŀōǊƻŀŘ ǿƘƻ ǿŀƴǘŜŘ ŀ ǿŀȅ ǘƻ Ǿƛǎƛǘ ǘƘŜǎŜ ǎƛǘŜǎ ό±ƛƭƘƧłƭƳǎŘƽǘǘƛǊ and WƽƘŀƴƴǎŘƽǘǘƛǊΣ нлннύΦ [ƛƪŜǿƛǎŜΣ ŀŦǘŜǊ ǘƘŜ 

ǎǳŎŎŜǎǎ ƻŦ bŜǘŦƭƛȄΩǎ 9ǳǊƻǾƛǎƛƻƴ {ƻƴƎ /ƻƴǘŜǎǘΥ ¢ƘŜ {ǘƻǊȅ ƻŦ CƛǊŜ {ŀƎŀ όнлнлύ ŜƴǘǊŜǇǊŜƴŜǳǊǎ ƛƴ IǵǎŀǾƝƪΣ ŀ ǘƻǿƴ ƛƴ ƛƴ bƻǊǘƘ 

Iceland where parts of the movie were filmed and one of the songs were named after, offered walking tours of film 

locations and opened a themed pop-ǳǇ ōŀǊΦ ¢ƻŘŀȅΣ IǵǎŀǾƝƪ Ƙŀǎ ŀ ǇŜǊƳŀƴŜƴǘ Eurovision exhibition with costumes 

from both the movie and from previous Icelandic Eurovision contestants (ibid).   These examples show that tourists 

are interested in visiting filming locations in Iceland and the possibilities for using that interest to attract guests to 

your destination or tourism business are many and varied. 

  

| LITERARY INDUCED IMMERSIVE TOURISM IN ICELAND 

¢I9 {!D!{Υ L/9[!b5Ω{ /¦[¢¦w![ I9wL¢!D9 

Iceland has a long literary history, starting with the old Icelandic Sagas detailing the lives of the early settlers in Iceland 

from around the 9th to mid-11th centuries. There are forty Sagas in all, with the oldest preserved manuscript being 

from the 13tƘ ŎŜƴǘǳǊȅΣ ŀƴŘ ŀǊŜ ŎƻƴǎƛŘŜǊŜŘ ƻƴŜ ƻŦ LŎŜƭŀƴŘΩǎ ƎǊŜŀǘŜǎǘ ŎǳƭǘǳǊŀƭ ƘŜǊƛǘŀƎŜǎΦ ¢ƘŜ ǎǘƻǊƛŜǎ Řƻ ƴƻǘ ƘŀǾŜ ƴŀƳŜŘ 

authors but are based on a long tradition of oral storytelling and are to an extent a retelling of stories about real 

people and events that took place during the first centuries of Nordic settlement in Iceland.   Therefore, many 

destinations in Iceland are linked to the old Sagas and inspire tourists to visit the setting of their favourite Sagas. This 

includes, among others: 

¶ ! ǊŜŎƻƴǎǘǊǳŎǘƛƻƴ ƻŦ 9ƛǊƝƪǎǎǘŀśƛǊ ƛƴ ²Ŝǎǘ LŎŜƭŀƴŘ ƻŦ ǘƘŜ ƘƻƳŜ ƻŦ 9ƛǊƛƪ ǘƘŜ wŜŘ ŀƴŘ [ŜƛŦ ǘƘŜ [ǳŎƪȅΣ ŀƴŘ ǘƘŜ ƘƻǳǎŜ 

is used as a venue for reenactments and storytelling in order to bring the old story to life.  

¶ Grettislaug and Jarlslaug are two natural geothermal pools in North Iceland that where visitors can still bathe 

ŘǳǊƛƴƎ ǘƘŜ ǎǳƳƳŜǊΦ DǊŜǘǘƛǊ ǘƘŜ ǎǘǊƻƴƎ ƛǎ ǎŀƛŘ ǘƻ ƘŀǾŜ ǳǎŜŘ ǘƘŜ ǇƻƻƭΣ ŀŎŎƻǊŘƛƴƎ ǘƻ DǊŜǘǘƛΩǎ {ŀƎŀΣ ǘƻ ǿŀǊƳ ǳǇ 

after swimming to shore from the island Drangey.  

¶ bƻǘ ŦŀǊ ŦǊƻƳ DǊŜǘǘƛǎƭŀǳƎΣ ƛǎ ǘƘŜ мноуΥ .ŀǘǘƭŜ ƻŦ LŎŜƭŀƴŘ ŜȄƘƛōƛǘƛƻƴ ƛƴ {ŀǳśłǊƪǊƽƪǳǊΦ ¢ƘŜ ŜȄƘƛōƛǘƛƻƴ ƻŦŦŜǊǎ ŀƴ 

immersive experience, where visitors can take part events and battles depicted in Sturlunga Saga through VR 

headsets.  

¶ A ƴŜǿƭȅ ƻǇŜƴŜŘ ƳŀƴǳǎŎǊƛǇǘ ŜȄƘƛōƛǘƛƻƴ ƛƴ wŜȅƪƧŀǾƝƪΣ ²ƻǊƭŘ ƛƴ ²ƻǊŘǎΣ ǿƘŜǊŜ ǾƛǎƛǘƻǊǎ Ŏŀƴ ǾƛŜǿ ǘƘŜ ƻƭŘ 

manuscripts and learn more about the Icelandic Sagas, poems, and how Icelanders used to live. 

https://eurovisionhusavik.com/
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The Sagas take place all over Iceland, and there are many opportunities unexplored to bring the stories to life for 

visitors. As there are not many remaining structures visible from this time, immersive technology could be an 

innovative way to showcase certain events from the old Sagas. The director of the DMO for South Iceland named, as 

an example, the QR codes that Ŏŀƴ ōŜ ŦƻǳƴŘ ŀƭƻƴƎ ǘƘŜ .ǵśŀǎƭƽś-ǇŀǘƘ ƛƴ uƛƴƎǾŜƭƭƛǊ bŀǘƛƻƴŀƭ tŀǊƪ ŦƻǊ ǾƛǎƛǘƻǊǎ ǘƻ 

experience how certain locations along the path might have looked like 1000 years ago through AR.  

 
άWe as Icelanders have maybe a vague picture in our head from textbooks and such, so we have an understanding of 

the history, but it was perhaps difficult for foreign guests to imagine. So, I think this has lifted the place a little bit, 

ŀƴŘ ƛǘΩǎ ŀ ǿŀȅ ǘƻ ǘŜƭƭ ŀ ǎǘƻǊȅ ŀōƻǳǘ ƻǳǊ ƘƛǎǘƻǊȅ ŀƴŘ ŎǳƭǘǳǊŜέ (Interview with stakeholder). 

 
uƛƴƎǾŜƭƭƛǊ ǿŜǊŜ ǘƘŜ ƭƻŎŀǘƛƻƴ ƻŦ LŎŜƭŀƴŘΩǎ ŀƴƴǳŀƭ ǎǳƳƳŜǊ ǇŀǊƭƛŀƳŜƴǘ ŦǊƻƳ фол ǘƻ ǘƘŜ ƳƛŘ-1200s, and the parliament 

gatherings are featured in many of the Icelandic Sagas.  

 

MODERN ICELANDIC LITERATURE, FESTIVALS, AND OPPORTUNITIES 

aƻŘŜǊƴ Řŀȅ LŎŜƭŀƴŘƛŎ ƭƛǘŜǊŀǘǳǊŜ ŀƭǎƻ Ǉƭŀȅǎ ŀ ōƛƎ ǇŀǊǘ ƛƴ LŎŜƭŀƴŘƛŎ ǎƻŎƛŜǘȅΦ wŜȅƪƧŀǾƝƪ Ƙŀǎ ōŜŜƴ ŀƴ ¦b9{/h /ƛǘȅ ƻŦ 

Literature since 2011. As the capital of Iceland, it has a very active literary scene with events, festivals, and bookfairs. 

The oldest and larƎŜǎǘ ŦŜǎǘƛǾŀƭ ƛǎ ǘƘŜ wŜȅƪƧŀǾƝƪ LƴǘŜǊƴŀǘƛƻƴŀƭ [ƛǘŜǊŀǊȅ CŜǎǘƛǾŀƭ ǘƘŀǘ Ƙŀǎ ōŜŜƴ ƘŜƭŘ ǎƛƴŎŜ м9урΦ wŜȅƪƧŀǾƝƪ 

ƛǎ ŀƭǎƻ ǘƘŜ ǎŜǘǘƛƴƎ ŦƻǊ Ƴŀƴȅ ƳƻŘŜǊƴ LŎŜƭŀƴŘƛŎ ŦƛŎǘƛƻƴΦ ¢ƘŜ wŜȅƪƧŀǾƝƪ /ƛǘȅ [ƛōǊŀǊȅ ƻǊƎŀƴƛǎŜǎ [ƛǘŜǊŀǊȅ ²ŀƭƪǎ ƛƴ wŜȅƪƧŀǾƝƪΣ 

both guided group tours and audio-guided tours that people can access through their smart devices. And around the 

city QR codes can be found on benches for those who want to listen to stories or poems that are connected to the 

location. It is also a significant business in Iceland, with the annual operational income relating to literature in 2021 

being уΦп ōƛƭƭƛƻƴ L{Y όIŀƎǎǘƻŦŀ NǎƭŀƴŘǎΣ нлноύΦ 

In recent years, many Icelandic authors have gained popularity abroad, perhaps especially crime writers such as 

!ǊƴŀƭŘǳǊ LƴŘǊƛśŀǎƻƴΣ ¸Ǌǎŀ {ƛƎǳǊśŀǊŘƽǘǘƛǊ ŀƴŘ wŀƎƴŀǊ WƽƴŀǎǎƻƴΣ ǿƘƻǎŜ ōƻƻƪǎ ƘŀǾŜ ōŜŜƴ ǘǊŀƴǎƭŀǘŜŘ ƛƴǘƻ Ƴŀƴȅ 

languages. To celebrate this genre and άŘŀǊƪƴŜǎǎ ƛƴ ŀƭƭ ƛǘǎ ŦƻǊƳǎέΣ ǘƘŜ LŎŜƭŀƴŘ bƻƛǊ ƭƛǘŜǊŀǊȅ ŦŜǎǘƛǾŀƭ ƛǎ ƘŜƭŘ ŀƴƴǳŀƭƭȅ ƛƴ 

wŜȅƪƧŀǾƝƪ ŘǳǊƛƴƎ ǿƛƴǘŜǊΦ  

However, iǘ ƛǎ ƴƻǘ Ƨǳǎǘ ƛƴ wŜȅƪƧŀǾƝƪ ǘƘŀǘ ƳƻŘŜǊƴ ƭƛǘŜǊŀǘǳǊŜ ƛǎ ŎŜƭŜōǊŀǘŜŘΥ 

¶ !ǘ DƭƧǵŦǊŀǎǘŜƛƴƴ ƛƴ aƻǎŦŜƭƭǎōŋǊΣ ǘƘŜ ƭƛŦŜ ŀƴŘ ƭƛǘŜǊŀǘǳǊŜ ƻŦ LŎŜƭŀƴŘΩǎ bƻōŜƭ tǊƛȊŜ ŀǳǘƘƻǊ IŀƭƭŘƽǊ [ŀȄƴŜǎǎ όмфлн-

1998) is celebrated in his old home. There visitors can see his house and visit an exhibition that uses digital 

solutions to educate visitors aboǳǘ ǘƘŜ ŀǳǘƘƻǊΩǎ ƭƛŦŜ ŀƴŘ ǿƻǊƪǎΦ 

¶ uƽǊōŜǊƎǎǎŜǘǳǊ ƛǎ ŀ ŎǳƭǘǳǊŀƭ ŎŜƴtre in Southeast Iceland that has an exhibition centred around the famous 

LŎŜƭŀƴŘƛŎ ŀǳǘƘƻǊ uƽǊōŜǊƎǳǊ uƽǊśŀǊǎƻƴ όмууу-1974), his life and his works. The centre is located at his 

ōƛǊǘƘǇƭŀŎŜ ƻŦ Iŀƭƛ ƛƴ {ǳśǳǊǎǾŜƛǘΦ 
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¶ Lƴ !ƪǳǊŜȅǊƛ ƛƴ bƻǊǘƘ LŎŜƭŀƴŘΣ ŀƴ ŜȄƘƛōƛǘƛƻƴ ƛƴ ƘƻƴƻǳǊ ƻŦ ǘƘŜ LŎŜƭŀƴŘƛŎ ŀǳǘƘƻǊ Wƽƴ {ǾŜƛƴǎǎƻƴ can be found in 

bƻƴƴƛΩǎ IƻǳǎŜ ǿƘƻ ǿǊƻǘŜ ǘƘŜ ǇƻǇǳƭŀǊ bƻƴƴƛ ōƻƻƪǎΣ ǘƘŀǘ ƘŀǾŜ ōŜŜƴ ǘǊŀƴǎƭŀǘŜŘ ƛƴǘƻ Ƴŀƴȅ ƭŀƴƎǳŀƎŜǎ ŀǎ ǿŜƭƭ 

as being filmed. 

¶ .ƽƪŀōŋƛǊ ŀǳǎǘŀƴŦƧŀƭƭǎ ƛǎ ŀ ǇǊƻƧŜŎǘ ōŜǘǿŜŜƴ ŦƛǾŜ ǘƻǿƴǎ ƛƴ {ƻǳǘƘ LŎŜƭŀƴŘ ǿƛǘƘ ǘƘŜ ŀƛƳ ƻŦ ǎǘǊŜƴƎǘƘŜƴƛƴƎ ƭƛǘŜǊŀǘǳǊŜ 

and culture in the area. They organise events, workshops, book fairs, and poetry nights where poets from 

different backgrounds come and read their poems in their native languages. 

 

!ǎ ǘƘƛǎ ǎƘƻǊǘ ƻǾŜǊǾƛŜǿ ǎƘƻǿǎΣ LŎŜƭŀƴŘΩǎ ƭƻƴƎ ŀƴŘ ǊƛŎƘ ƭƛǘŜǊŀǊȅ ƘƛǎǘƻǊȅΣ ōƻǘƘ ƻƭŘ ŀƴŘ ƴŜǿΣ ǇǊƻǾƛŘŜǎ ŀƳǇƭŜ ƻǇǇƻǊǘǳƴƛǘƛŜǎ 

for tourism SMEs to create innovative destinations or recreation for their guests. In collaboration with the authors, 

scenes or characters from books can be brought to life in imaginative ways all around Iceland. In general, ƛǘΩǎ ŀōƻǳǘ 

developing an idea and creating a story to tell your guests ς then think about how best to realise your ideas. 

 
ά²Ŝ ǿŀƴǘ ŀƭƭ ƛŘŜŀǎΣ ǿŜ Řƻƴϥǘ ŎŀǊŜΣ ƎƻƻŘ ƻǊ ōŀŘΦ .ŀŘ ƛŘŜŀǎ ŀǊŜ ŀƭǎƻ ƎƻƻŘ ǘƻ ǿƻǊƪ ǿƛǘƘΦ ¢ƘŜƴ ȅƻǳ ƴŀǊǊƻǿ ƛǘ Řƻǿƴ ǘƻ 

something that might work. We then need to think about whether it's complicated or expensive or has been done 

before. We try to do something that's original too. Up til this point, we are not thinking about the technology. 

Once the ideas are there, we look at what technologies could be suitable. We always try to find the simplest way 

to solve it, because it's the most economical. And the simplest to maintainέ.  

(Interview with stakeholder, an immersive technology business in Iceland) 
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| FILM INDUCED IMMERSIVE TOURISM IN LITHUANIA 

¢I9 Dwh²¢I hC [L¢I¦!bL!Ω{ CL[a Lb5¦{¢w¸ !b5 L¢{ Lat!/¢ hb ¢h¦wL{a 59±9[hta9b¢  

[ƛǘƘǳŀƴƛŀΩǎ ŦƛƭƳ ƛƴŘǳǎǘǊȅ Ƙŀǎ ŜȄǇŜǊƛŜƴŎŜŘ ǊŜƳŀǊƪŀōƭŜ ƎǊƻǿǘƘΣ ǇƻǎƛǘƛƻƴƛƴƎ ƛǘǎŜƭŦ ŀǎ ŀ ŎƻƳǇŜǘƛǘƛǾŜ Ǝƭƻōŀƭ ǇƭŀȅŜǊ 

ƛƴ ŦƛƭƳ ǇǊƻŘǳŎǘƛƻƴΦ ¢Ƙƛǎ ǎǳŎŎŜǎǎ ƛǎ ŘǊƛǾŜƴ ōȅ ƎƻǾŜǊƴƳŜƴǘ ƛƴƛǘƛŀǘƛǾŜǎΣ ǇǊƻŦŜǎǎƛƻƴŀƭ ŜȄǇŜǊǘƛǎŜΣ ŀƴŘ ǘƘŜ ŎƻǳƴǘǊȅΩǎ 

unique ability to serve as a versatile filming destination. Alongside economic contributions, the film industry 

Ƙŀǎ ǇƭŀȅŜŘ ŀ ǎƛƎƴƛŦƛŎŀƴǘ ǊƻƭŜ ƛƴ ŜƴƘŀƴŎƛƴƎ [ƛǘƘǳŀƴƛŀΩǎ ŎǳƭǘǳǊŀƭ ǇǊƻŦƛƭŜ ŀƴŘ ŘǊƛǾƛƴƎ ǘƻǳǊƛǎƳΦ  

 

Lb5¦{¢w¸ Dwh²¢I !b5 ±L[bL¦{ CL[a hCCL/9Ω{ wh[9  

±ƛƭƴƛǳǎΣ [ƛǘƘǳŀƴƛŀΩǎ ŎŀǇƛǘŀƭΣ Ƙŀǎ ōŜŜƴ ŀǘ ǘƘŜ ƘŜŀǊǘ ƻŦ ǘƘŜ ŎƻǳƴǘǊȅΩǎ ŦƛƭƳ ƛƴŘǳǎǘǊȅ ŘŜǾŜƭƻǇƳŜƴǘΣ ǘƘŀƴƪǎ ǘƻ ǘƘŜ 

establishment of the Vilnius Film Office on November 23, 2011. This office provides comprehensive support 

to filmmakers, including free location permits, access to public spaces for filming, location scouting, and 

connecting filmmakers with local film professionals, service companies, and production facilities. These 

efforts aim to position Vilnius as one of the most filmmaker-friendly cities globally.  

 

The Vilnius Film Office promotes the city as an ideal filming destination due to its accessibility, diverse 

architecture, and cost-effective services. Filmmakers have praised the quality of its infrastructure and 

services, with notable figures like Jeremy Irons, Woody Harrelson, John Malkovich, and Helen Mirren 

ƘƛƎƘƭƛƎƘǘƛƴƎ ǘƘŜ ƘƛƎƘ ƭŜǾŜƭ ƻŦ ǇǊƻŦŜǎǎƛƻƴŀƭƛǎƳ ŀƴŘ ŜȄŎŜƭƭŜƴǘ ǿƻǊƪƛƴƎ ŎƻƴŘƛǘƛƻƴǎ ƛƴ ±ƛƭƴƛǳǎΦ ¢ƘŜ ŎƛǘȅΩǎ ŎƻƳǇŀŎǘ 

size allows for efficient logistics, with most filming locations reachable within 30 minutes.  

 

VILNIUS AS A FILMMAKING DESTINATION  

Vilnius has carved a niche among filmmakers by offering a multifaceted historical backdrop that spans 

various periods, from the medieval and Renaissance eras to the Soviet period. This versatility has attracted 

ƳŀƧƻǊ ǇǊƻŘǳŎǘƛƻƴǎΣ ƛƴŎƭǳŘƛƴƎ I.hΩǎ /ƘŜǊƴƻōȅƭΣ bŜǘŦƭƛȄΩǎ {ǘǊŀƴƎŜǊ ¢ƘƛƴƎǎ ŀƴŘ ¸ƻǳƴƎ ²ŀƭƭŀƴŘŜǊΣ ŀƴŘ {ƪȅΩǎ 

/ŀǘƘŜǊƛƴŜ ǘƘŜ DǊŜŀǘΦ ¢ƘŜ ŎƛǘȅΩǎ ŀōƛƭƛǘȅ ǘƻ ǇƻǊǘǊŀȅ ŘƛǾŜǊǎŜ ǎŜǘǘƛƴƎǎ Ƙŀǎ ōŜŜƴ ǇŀǊǘƛŎǳƭŀǊƭȅ ōŜƴŜŦƛŎƛŀƭ ŦƻǊ 

productions requiring historical accuracy. For instance, Catherine the Great, featuring Helen Mirren, used 

Vilnius to recreate 18th-ŎŜƴǘǳǊȅ {ǘΦ tŜǘŜǊǎōǳǊƎΦ ¢ƘŜ ¢Ǌŀƪǽ ±ƻƪŤ ƳŀƴƻǊ ŘƻǳōƭŜŘ ŀǎ /ŀǘƘŜǊƛƴŜΩǎ ǉǳŀǊǘŜǊǎΣ 

±ƛƭƴƛǳǎ ¦ƴƛǾŜǊǎƛǘȅ ǇƻǊǘǊŀȅŜŘ ǘƘŜ /ƻǳƴŎƛƭ /ƘŀƳōŜǊ ƻŦ ǘƘŜ wǳǎǎƛŀƴ 9ƳǇƛǊŜΣ ŀƴŘ ǘƘŜ ²ǊƛǘŜǊǎΩ ¦ƴƛƻƴ ōŜŎŀƳŜ ǘƘŜ 

9ƳǇǊŜǎǎΩǎ ǇǊƛǾŀǘŜ ǎǘŀƛǊŎŀǎŜΦ ¢ƘŜǎŜ ŜȄŀƳǇƭŜǎ ǎƘƻǿŎŀǎŜ ±ƛƭƴƛǳǎΩǎ ŎŀǇŀŎƛǘȅ ǘƻ ǘǊŀƴǎǇƻǊǘ ǾƛŜǿŜǊǎ ŀŎǊƻǎǎ 

different eras and regions, enhancing its appeal as a filming destination.  
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ECONOMIC CONTRIBUTIONS AND TOURISM IMPACT  

The introduction of the Film Tax Incentive in 2014, offering rebates of up to 30%, has significantly bolstered 

ǘƘŜ [ƛǘƘǳŀƴƛŀƴ ŦƛƭƳ ƛƴŘǳǎǘǊȅΦ .ȅ нлноΣ ǘƘƛǎ ƛƴƛǘƛŀǘƛǾŜ ƘŀŘ ƎŜƴŜǊŀǘŜŘ ϵнмΦлу Ƴƛƭƭƛƻƴ ƛƴ ƴƻƴ-reimbursable funds, 

supporting 101 productions, including major international projects. The film industry in Vilnius contributed 

ϵнлнΦн Ƴƛƭƭƛƻƴ ǘƻ ǇǊƻŘǳŎǘƛƻƴ Ŏƻǎǘǎ ōŜǘǿŜŜƴ нлмт ŀƴŘ нлнмΣ ŎǊŜŀǘƛƴƎ мфΣллл Ƨƻōǎ ŀƴŘ ǇŀȅƛƴƎ ϵрмΦт Ƴƛƭƭƛƻƴ ƛƴ 

salaries (Lithuania.lt, 2024). The growth of the film industry has also fuelled film-induced tourism. 

Productions like Stranger Things filmed at locations such as the century-old Lukiskes Prison, and Chernobyl 

shot in Vilnius, have attracted global audiences. This phenomenon has bolstered tourism by drawing visitors 

to these iconic fƛƭƳƛƴƎ ƭƻŎŀǘƛƻƴǎΣ ŎǊŜŀǘƛƴƎ ƻǇǇƻǊǘǳƴƛǘƛŜǎ ŦƻǊ ƭƻŎŀƭ ōǳǎƛƴŜǎǎŜǎ ŀƴŘ ŦǳǊǘƘŜǊ ŜƴƘŀƴŎƛƴƎ ±ƛƭƴƛǳǎΩǎ 

reputation.  

 

PROSPECTS  

[ƛǘƘǳŀƴƛŀΩǎ ŎƛƴŜƳŀ ƳŀǊƪŜǘ ƛǎ ǇǊƻƧŜŎǘŜŘ ǘƻ ǊŜŀŎƘ ϷпсΦтс Ƴƛƭƭƛƻƴ ōȅ нлнпΣ ƎǊƻǿƛƴƎ ŀǘ ŀƴ ŀƴƴǳŀƭ ǊŀǘŜ ƻŦ оΦфн҈ 

through 2029 (Statista, 2024). Continued investments in film infrastructure and tax incentives will solidify 

ǘƘŜ ŎƻǳƴǘǊȅΩǎ Ǉƻǎƛǘƛƻƴ ŀǎ ŀ Ǝƭƻōŀƭ ŦƛƭƳƛng hub. Additionally, strategic marketing of film locations and 

collaboration with the tourism sector will maximize the economic and cultural benefits of the industry.   

 

The Lithuanian film industry exemplifies how strategic policies, and local expertise can transform a sector 

into a driver of economic growth and cultural enrichment. Vilnius has emerged as a premier filming 

destination, offering a combination of historical versatility, cost-effective production, and professional 

infrastructure. By leveraging its growing reputation and strengthening ties between film production and 

tourism, Lithuania is poised to become an even more prominent player on the global stage.  

 

Recently, Vilnius Gediminas Technical University has opened the country's first virtual production studio of 

its kind ς VILNIUS TECH "Faux Real Studio." The studio aims to become a virtual production hub for education 

and filmmakers in Europe and seeks to help minimize the existing skills gap in virtual production and related 

technologies.  !ŎŎƻǊŘƛƴƎ ǘƻ wǹǘŀ wŀőŀƛǘŤΣ tǊƻŘǳŎŜǊ ŀǘ ±L[bL¦{ ¢9/Iϥǎ ǾƛǊǘǳŀƭ ǇǊƻŘǳŎǘƛƻƴ ǎǘǳŘƛƻ ϦCŀǳȄ wŜŀƭ 

Studio," professionals should have a broad range of technical and soft skills. As she states, "First and 

ŦƻǊŜƳƻǎǘΣ ƛǘΩǎ ƛƳǇƻǊǘŀƴǘ ǘƻ ǳƴŘŜǊǎǘŀƴŘ ǘƘŀǘ ǘƘŜ ǇǊƻŎŜǎǎ ƭŜŀŘƛƴƎ ǘƻ ǘƘŜ Ŧƛƴŀƭ ǊŜǎǳƭǘ ƛƴǾƻƭǾŜǎ ǎŜǾŜǊŀƭ 

departments and specific people." This includes everyone from storytellers and visionaries to programmers 

and 3D modelers.  Likewise, a wide range of soft skills is required: "Soft skills include communication, which 
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is crucial ς not only to clearly express how you feel during the process but also to communicate needs, 

deadlines, and expectations. Communication is one of the main skills. A strong sense of responsibility is also 

essential. While money or grades may serve as motivators, a strong internal sense of responsibility ensures 

high-quality results. Self-criticism is another vital skill, as is the ability to accept constructive criticism."   

wŀőŀƛǘŤ ōŜƭƛŜǾŜǎ ǘƘŀǘ ƴŜǿ ŦƛƭƳƳŀƪƛƴƎ ǘŜŎƘƴƻƭƻƎƛŜǎΣ ǎǳŎƘ ŀǎ ǾƛǊǘǳŀƭ ǇǊƻŘǳŎǘƛƻƴΣ Ŏŀƴ ǎƛƎƴƛŦƛŎŀƴǘƭȅ ŎƻƴǘǊƛōǳǘŜ 

to improving tourism "In tourism, it can be incredibly beneficial, especially when films involve time travelτ

a common theme among modern filmmakers. For instance, recreating a 20th-century Vilnius Old Town 

would not only be valuable for filmmakers but also for tourists. With VR, visitors could explore historically 

accurate environments, offering an immersive experience of walking through locations theȅΩǾŜ ǎŜŜƴ ƛƴ ŀ 

ŦƛƭƳΦ LΩƳ ƴƻǘ ǎǳǊŜ Ƙƻǿ ƳǳŎƘ ŦǳǊǘƘŜǊ ƛǘ Ŏŀƴ ōŜ ƛƳǇǊƻǾŜŘΣ ōǳǘ ǘƘŜ ǘŜŎƘƴƻƭƻƎȅ ƛǎ ŀƭǊŜŀŘȅ ŜǾƻƭǾƛƴƎ ŀƴŘ ŜȄǇŀƴŘƛƴƎ 

ƛǘǎ ǇƻǎǎƛōƛƭƛǘƛŜǎΦ LǘΩǎ ŀōƻǳǘ ƪƴƻǿƛƴƎ Ƙƻǿ ǘƻ ǳǎŜ ƛǘ ŜŦŦŜŎǘƛǾŜƭȅΦ !w ŀƴŘ ±w Ŏŀƴ ǎƛƎƴƛŦƛŎŀƴǘƭȅ ŜƴƘŀƴŎŜ ǘƘŜ 

experience by making it interactive and immersive, allowing users to look around and engage with the 

environment in a way static images cannot." 

 

ά¢ŜŎƘƴƻƭƻƎȅ ƛǎ ŀƭǊŜŀŘȅ ŜǾƻƭǾƛƴƎ ŀƴŘ ŜȄǇŀƴŘƛƴƎ ƛǘǎ ǇƻǎǎƛōƛƭƛǘƛŜǎΦ LǘΩǎ ŀōƻǳǘ ƪƴƻǿƛƴƎ Ƙƻǿ ǘƻ ǳǎŜ ƛǘ 

effectively. AR and VR can significantly enhance the experience by making it interactive and 

immersive, allowing users to look around and engage with the environment in a way static images 

Ŏŀƴƴƻǘέ 

(Interview with Stakeholder) 

 

Literary-Induced Immersive Tourism in Lithuania  

Literary-induced immersive tourism, which invites visitors to engage with locations associated with 

literature and authors, is a growing niche in Lithuania's cultural tourism sector. This form of tourism offers 

a unique opportunity to explore the country's rich literary heritage through curated experiences, historical 

sites, and modern literary festivals.  

 

ά²ƛǘƘ ǘƘŜ ǊŜƴƻǾŀǘƛƻƴ ƻŦ ǘƘŜ ƘƻǳǎŜ ǘƘƛǎ ȅŜŀǊΣ ǿŜ ƘŀǾŜ ŀƭǎƻ ǳǇƎǊŀŘŜŘ ǘƘŜ ŘƛƎƛǘŀƭ ŎƻƴǘŜƴǘΣ ǿƛǘƘ ƻƴŜ 

projection and 2 screens, on which it will be possible to scroll through the content .... At the same 

time, we have also supplemented our offer with tablets, on which guests will be able to read more 

about the wines that we also sell in the wine shop. They can put these wines, I don't know, on a list 

and then we will prepare a package for them, they can save it so that they can come and get the 
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wine later. They will also be able to scan the labels in the wine shop and then learn more about the 

production of wine and the winemaker who produced this wine. We are also preparing a kind of 

digital sommelier, who will also help guests in choosing the right wine, if, for example, they want to 

prepare something relevant for eating and then choose a wine or ask them according to their 

ǿƛǎƘŜǎ ŀƴŘ ōŀǎŜŘ ƻƴ ǘƘŀǘ ǿŜ ǿƛƭƭ ōŜ ŀōƭŜ ǘƻ ŎƘƻƻǎŜ ǘƘŜ ŀǇǇǊƻǇǊƛŀǘŜ ǿƛƴŜǎ ƛƴ ǘƘƛǎ ǿŀȅέ  

(Interview with Stakeholder) 

 

CURRENT LANDSCAPE OF LITERARY TOURISM IN LITHUANIA  

Despite its global popularity, literary tourism in Lithuania is relatively underdeveloped. The phenomenon 

bridges past and contemporary cultures, offering diverse experiences for audiences. However, there 

remains a lack of infrastructure and awareness to support structured literary tourism in the country 

όLƭƎŀǊǹōȅǘŤΣ нлнлύΦ   hƴŜ ƪŜȅ ǇƭŀȅŜǊ ƛƴ ǇǊƻƳƻǘƛƴƎ ƭƛǘŜǊŀǊȅ ǘƻǳǊƛǎƳ ƛǎ ±ƛƭƴƛǳǎΣ ǘƘŜ ƴŀǘƛƻƴΩǎ ŎŀǇƛǘŀƭ ŀƴŘ ŎǳƭǘǳǊŀƭ 

hub. It hosts numerous independent bookstores, international literary festivals, and events like book 

ƭŀǳƴŎƘŜǎ ŀƴŘ ǊŜŀŘƛƴƎǎΦ ¢ƘŜ aŀǊǘȅƴŀǎ aŀȌǾȅŘŀǎ bŀǘƛƻƴŀƭ [ƛōǊŀǊȅ ƻf Lithuania, operational for over a century, 

is another notable institution. The city also organizes the International Vilnius Book Fair, the largest in the 

Baltic States, which will celebrate its 25th anniversary in 2025 (Vilnius Literature, 2021).  

 

VILNIUS: A UNESCO CITY OF LITERATURE  

In 2021, Vilnius was designated as a UNESCO City of Literature, a prestigious recognition of its vibrant literary 

ǎŎŜƴŜ ŀƴŘ ŎƻƳƳƛǘƳŜƴǘ ǘƻ ƭƛǘŜǊŀǘǳǊŜ ŀǎ ŀ ŎŜƴǘǊŀƭ ŀǎǇŜŎǘ ƻŦ ŎǳƭǘǳǊŀƭ ƭƛŦŜΦ ¢Ƙƛǎ ŘŜǎƛƎƴŀǘƛƻƴ ǊŜŦƭŜŎǘǎ ±ƛƭƴƛǳǎΩǎ 

dedication to fostering literary creativity, hosting literary events, and supporting the publishing industry 

(Cities of Literature, 2021).  

¢ƘŜ ŘŜǎƛƎƴŀǘƛƻƴ Ƙŀǎ ŦǳǊǘƘŜǊ ŜƭŜǾŀǘŜŘ ±ƛƭƴƛǳǎΩǎ Ǝƭƻōŀƭ ǇǊƻŦƛƭŜΣ ǎƘƻǿŎŀǎƛƴƎ ƛǘ ŀǎ ŀ ŘŜǎǘƛƴŀǘƛƻƴ ŦƻǊ ƭƛǘŜǊŀǊȅ 

ŜƴǘƘǳǎƛŀǎǘǎΦ Lǘ ŜƳǇƘŀǎƛȊŜǎ ǘƘŜ ŎƛǘȅΩǎ ŦƻŎǳǎ ƻƴ ƛƴǘŜƎǊŀǘƛƴƎ ƭƛǘŜǊŀǘǳǊŜ ƛƴǘƻ ǇǳōƭƛŎ ǎǇŀŎŜǎΣ ǎǳŎƘ ŀǎ [ƛǘŜǊŀǘǽ {ǘǊŜŜǘΣ 

where plaques and artwork honour writers with connections to the city. The vibrant literary scene is 

complemented by modern infrastructure, making Vilnius a literary destination that blends heritage with 

innovation.   

 

KEY LITERARY SITES AND EXPERIENCES  

¶ [ƛǘŜǊŀǘǽ {ǘǊŜŜǘΥ ¢Ƙƛǎ ƛŎƻƴƛŎ ǎǘǊŜŜǘ ƛƴ ±ƛƭƴƛǳǎ ǎŜǊǾŜǎ ŀǎ ŀƴ ƻǇŜƴ-air gallery dedicated to authors with 

ties to the city. Adorned with over 200 decorative plaques, it is a must-visit for literary enthusiasts.   
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¶ Maironis Lithuanian Literature Museum: Located in Kaunas, this museum celebrates the works of 

ǇǊƻƳƛƴŜƴǘ [ƛǘƘǳŀƴƛŀƴ ǿǊƛǘŜǊǎΦ 9ǎǘŀōƭƛǎƘŜŘ ƛƴ мфос ƛƴ ǘƘŜ ƘƻƳŜ ƻŦ ǇƻŜǘ Wƻƴŀǎ aŀőƛǳƭƛǎ-Maironis, it 

ƻŦŦŜǊǎ ŀƴ ƛƴǘƛƳŀǘŜ ƭƻƻƪ ŀǘ [ƛǘƘǳŀƴƛŀΩǎ ƭƛǘŜǊŀǊȅ ƘƛǎǘƻǊȅΦ  

¶ International Literary Festivals: Events such as the Vilnius Book Fair and the Poetic Druskininkai Fall 

ŜȄǇŀƴŘ [ƛǘƘǳŀƴƛŀΩǎ ǊŜŀŎƘ ǘƻ ƛƴǘŜǊƴŀǘƛƻƴŀƭ ŀǳŘƛŜƴŎŜǎΣ ōǊƛƴƎƛƴƎ ǘƻƎŜǘƘŜǊ ŀǳǘƘƻǊǎΣ ǇǳōƭƛǎƘŜǊǎΣ ŀƴŘ 

readers.  

 

CHALLENGES AND OPPORTUNITIES  

²ƘƛƭŜ [ƛǘƘǳŀƴƛŀΩǎ ƭƛǘŜǊŀǊȅ ǘƻǳǊƛǎƳ ƛǎ ƎǊƻǿƛƴƎΣ ƛǘ ŦŀŎŜǎ ŎƘŀƭƭŜƴƎŜǎ ǎǳŎƘ ŀǎ ƭƛƳƛǘŜŘ Ǝƭƻōŀƭ ǊŜŎƻƎƴƛǘƛƻƴ ŀƴŘ ŀ ƭŀŎƪ 

of structured offerings. Addressing these requires creating thematic literary trails, interactive guided tours, 

and programs connecting visitors to the country's literary legacy. Collaborative efforts between cultural 

institutions and tourism boards are essential to establish Lithuania as a literary tourism destination 

όLƭƎŀǊǹōȅǘŤΣ нлнлύΦ    The designation of Vilnius as a UNESCO City of Literature and the presence of significant 

literary landmarks demonstrates Lithuania's potential to become a key destination for literary-induced 

immersive tourism. By leveraging its literary heritage, fostering public-private partnerships, and promoting 

innovative tourist experiences, Lithuania can position itself as a vibrant hub for literary enthusiasts 

worldwide.  

 

άL ǘƘƛƴƪ ŜƳǇŀǘƘȅ ƛǎ ƛƳǇƻǊǘŀƴǘ ōŜŎŀǳǎŜ ȅƻǳ ǿƛƭƭ ƘŀǾŜ ƎǳŜǎǘǎ ǿƘƻ ƳŀȅōŜ ƳŜŜǘ ǘƘŜ ŦƛǊǎǘ ǘƛƳŜ ǿƛǘƘ ǎƻƳŜǘƘƛƴƎ 

ǘŜŎƘƴƻƭƻƎƛŎŀƭέ  

(Interview with stakeholder) 
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| POLICY, PRACTICE AND CASE STUDIES: A STATE OF THE ART 

Denmark has a rich cultural heritage that spans film, literature, and digital innovation. The country has long been a 

key player in the European creative industries, with world-renowned filmmakers such as Lars von Trier, Susanne Bier, 

and Nicolas Winding Refn, as well as a strong tradition of literature that includes Hans Christian Andersen and 

contemporary crime fiction authors like Jussi Adler-hƭǎŜƴ ŀƴŘ {ŀǊŀ .ƭŋŘŜƭΦ  The Danish tourism industry has 

increasingly recognised the value of leveraging these creative assets to attract visitors. In recent years, film and literary 

tourism have gained traction, with immersive technologies such as Virtual Reality (VR) and Augmented Reality (AR) 

beginning to play a larger role in enhancing visitor experiences.  According to VisitDenmark, the national tourism 

organisation, the integration of immersive technologies in cultural tourism is still emerging but holds significant 

potential: 

 

ά±ƛǎƛǘƻǊǎ ŀǊŜ ƭƻƻƪƛƴƎ ŦƻǊ ŜȄǇŜǊƛŜƴŎŜǎ ǘƘŀǘ ŀǊŜ ōƻǘƘ ŜƴƎŀƎƛƴƎ ŀƴŘ ŜŘǳŎŀǘƛƻƴŀƭΦ !w ŀƴŘ ±w Ŏŀƴ ōǊƛƴƎ ƘƛǎǘƻǊȅΣ 

ƭƛǘŜǊŀǘǳǊŜΣ ŀƴŘ ŦƛƭƳ ƭƻŎŀǘƛƻƴǎ ǘƻ ƭƛŦŜ ƛƴ ǿŀȅǎ ǘƘŀǘ ǘǊŀŘƛǘƛƻƴŀƭ ǘƻǳǊǎ Ŏŀƴƴƻǘέ (Interview with stakeholder) 

 

Government initiatives have supported digital transformation in the tourism sector, including funding for projects that 

explore interactive and digital storytelling. Denmark has also been an early adopter of sustainable tourism, ensuring 

that immersive experiences align with environmental and cultural preservation goals. 

 

 

Figure 7: 2024, Statue and Castle of Hans Christian Andersen, Copenhagen, Denmark 
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| DANISH FILM AS A DRIVER OF TOURISM 

THE SITUATION IN DANISH LITERARY TOURISM  

Denmark has been home to internationally acclaimed films and TV series that have contributed to its status as a 

desirable filming and tourism location. The Nordic Noir genre, which includes series such as The Killing 

(Forbrydelsen), Borgen, and The Bridge (Broen/Bron), has captivated audiences worldwide. 

 

The success of these productions has led to growing interest in visiting filming locations. Copenhagen, Aarhus, and 

aŀƭƳǀ ό{ǿŜŘŜƴύ ƘŀǾŜ ǎŜŜƴ ŀƴ ƛƴŎǊŜŀǎŜ ƛƴ ƎǳƛŘŜŘ ǘƻǳǊǎ ǘŀƛƭƻǊŜŘ ǘƻ Ŧŀƴǎ ƻŦ bƻǊŘƛŎ ŎǊƛƳŜ ŘǊŀƳŀǎΦ 

A stakeholder from a tour company offering film-based experiences noted: 

 

άbƻǊŘƛŎ bƻƛǊ Ƙŀǎ ŎǊŜŀǘŜŘ ŀƴ ŜƴǘƛǊŜ ǎǳōƎŜƴǊŜ ƻŦ ǘƻǳǊƛǎƳ ƛƴ 5ŜƴƳŀǊƪΦ Cŀƴǎ ǿŀƴǘ ǘƻ ǎŜŜ ǿƘŜǊŜ ǘƘŜƛǊ ŦŀǾƻǳǊƛǘŜ 

scenes were filmed, and immersive technologies can help us reimagine these locations as they appeared in 

the ǎƘƻǿǎέ  

(Interview with stakeholder) 

 

Additionally, internationally acclaimed films such as Another Round (Druk), winner of the Academy Award for Best 

LƴǘŜǊƴŀǘƛƻƴŀƭ CŜŀǘǳǊŜ CƛƭƳ ƛƴ нлнмΣ ƘŀǾŜ ŦǳǊǘƘŜǊ ǎƻƭƛŘƛŦƛŜŘ 5ŜƴƳŀǊƪΩǎ ǇƭŀŎŜ ƻƴ ǘƘŜ Ǝƭƻōŀƭ ŎƛƴŜƳŀǘƛŎ ƳŀǇΦ 

 

 

 
Figure 2: Colorful Nyhavn Waterfront in Copenhagen, Denmark 
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GOVERNMENT AND INDUSTRY SUPPORT FOR FILM TOURISM 

Denmark has been home to internationally acclaimed films and television series that have contributed to its status 

as a desirable filming and tourism location. The Danish Film Institute (DFI) plays a crucial role in promoting Denmark 

as a filming destination. It provides funding and incentives for filmmakers, which indirectly supports film tourism by 

attracting international productions to shoot in Denmark.  One of the key financial incentives is the Danish Film 

Production and Distribution Support Scheme, which helps fund both domestic and international projects filmed in 

5ŜƴƳŀǊƪΦ ¢Ƙƛǎ ŀƭƛƎƴǎ ǿƛǘƘ ǘƘŜ ŎƻǳƴǘǊȅΩǎ ǘƻǳǊƛǎƳ ǎǘǊŀǘŜƎȅΣ ŀǎ ƛƴŎǊŜŀǎŜŘ Ǝƭƻōŀƭ Ǿƛǎƛōƛƭƛǘȅ ƭŜŀŘǎ ǘƻ ƘŜƛƎƘǘŜƴŜŘ ƛƴǘŜǊŜǎǘ ƛƴ 

visiting film locations. 

 

 

 

| IMMERSIVE TECHNOLOGIES IN FILM TOURISM 

 Danish tourism stakeholders have begun integrating immersive experiences into film tourism. Some notable 

developments include: 

¶ AR-based film location tours: Visitors can use their smartphones or tablets to view scenes from famous movies 

or TV shows as they explore real-world locations. 

¶ VR experiences in museums and cultural sites: Digital reconstructions of historical film settings enable visitors 

to step into key moments from cinematic history. 

¶ Interactive storytelling apps: Apps allow users to follow a self-guided tour while receiving narrated insights 

and digital content related to films shot in Denmark. 

 

An expert from a Danish tourism technology company highlighted: 

 

ά5ŜƴƳŀǊƪ ƛǎ ŀǘ ǘƘŜ ŦƻǊŜŦǊƻƴǘ ƻŦ ŘƛƎƛǘŀƭ ƛƴƴƻǾŀǘƛƻƴΣ ŀƴŘ ǿŜ ŀǊŜ ǎŜŜƛƴƎ ƛƴŎǊŜŀǎƛƴƎ 

interest in AR and VR as tools for storytelling. This is especially important in 

ǘƻǳǊƛǎƳΣ ǿƘŜǊŜ ƛƳƳŜǊǎƛǾŜ ŜȄǇŜǊƛŜƴŎŜǎ Ŏŀƴ ŜƴƎŀƎŜ ǾƛǎƛǘƻǊǎ ƛƴ ǳƴƛǉǳŜ ǿŀȅǎΦέ 

(Interview with stakeholder) 

 

 

 

 

 

 

Figure 3: Facade of Axel Towers in Copenhagen, Denmark 
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| LITERARY TOURISM IN DENMARK 

I!b{ /IwL{¢L!b !b59w{9bΥ 59ba!wYΩ{ [L¢9w!w¸ L/hb 

No discussion of literary tourism in Denmark would be complete without mentioning Hans Christian Andersen. The 

world-ŦŀƳƻǳǎ ŦŀƛǊȅ ǘŀƭŜ ŀǳǘƘƻǊΩǎ ƭŜƎŀŎȅ ǊŜƳŀƛƴǎ ŀ ŎƻǊƴŜǊǎǘƻƴŜ ƻŦ 5ŀƴƛǎƘ ŎǳƭǘǳǊŀƭ ǘƻǳǊƛǎƳΦ ±ƛǎƛǘƻǊǎ ǘƻ 5ŜƴƳŀǊƪ 

frequently seek out locations associated with Andersen, including: 

¶ Odense, his birthplace, which features the Hans Christian Andersen Museum and various statues and 

landmarks inspired by his stories. 

¶ /ƻǇŜƴƘŀƎŜƴΩǎ bȅƘŀǾƴΣ ǿƘŜǊŜ ƘŜ ƭƛǾŜŘ ŦƻǊ Ƴŀƴȅ ȅŜŀǊǎΣ ŀƴŘ ǿƘŜǊŜ ƎǳƛŘŜŘ ƭƛǘŜǊŀǊȅ ǿŀƭƪǎ ƛƴǘǊƻŘǳŎŜ ǾƛǎƛǘƻǊǎ ǘƻ 

his life and works. 

¶ ¢ƘŜ [ƛǘǘƭŜ aŜǊƳŀƛŘ ǎǘŀǘǳŜΣ ƛƴǎǇƛǊŜŘ ōȅ !ƴŘŜǊǎŜƴΩǎ ŦŀƛǊȅ ǘŀƭŜΣ ǊŜƳŀƛƴǎ ƻƴŜ ƻŦ /ƻǇŜƴƘŀƎŜƴΩǎ Ƴƻǎǘ ƛŎƻƴƛŎ ǘƻǳǊƛǎǘ 

attractions. 

 

A representative from the Hans Christian Andersen Museum noted: 

 

άhǳǊ ǾƛǎƛǘƻǊǎ ŀǊŜ ƴƻǘ Ƨǳǎǘ ƭƻƻƪƛƴƎ ŦƻǊ ƘƛǎǘƻǊȅτǘƘŜȅ ǿŀƴǘ ǘƻ ŜȄǇŜǊƛŜƴŎŜ !ƴŘŜǊǎŜƴΩǎ ǎǘƻǊƛŜǎ ŦƛǊǎǘƘŀƴŘΦ ²Ŝ ŀǊŜ 

ƛƴǘŜƎǊŀǘƛƴƎ ƳƻǊŜ ƛƴǘŜǊŀŎǘƛǾŜ ŜȄƘƛōƛǘǎ ŀƴŘ ŜȄǇƭƻǊƛƴƎ ǘƘŜ ǳǎŜ ƻŦ !w ǘƻ ōǊƛƴƎ ŎƘŀǊŀŎǘŜǊǎ ǘƻ ƭƛŦŜΦέ (Interview with 

stakeholder) 

 

CRIME FICTION AND MODERN LITERARY TOURISM 

Beyond Hans Christian Andersen, Denmark has also gained international recognition in crime fiction tourism. Cities 

like Copenhagen, Aarhus, and Roskilde have been featured prominently in best-selling Danish crime novels, 

particularly those of Jussi Adler-Olsen (The Department Q ǎŜǊƛŜǎύ ŀƴŘ {ŀǊŀ .ƭŋŘŜƭ όThe Louise Rick series). 

Guided tours focused on crime fiction tourism have become popular among literary enthusiasts, with interactive 

elements such as: 

¶ Augmented reality crime scenes where visitors can scan locations with their phones to reveal information 

about key events in books. 

¶ Escape room-style experiences based on famous Danish crime novels. 

 

ά/ǊƛƳŜ ŦƛŎǘƛƻƴ ǘƻǳǊƛǎƳ ƛǎ ƎǊƻǿƛƴƎ ƛƴ 5ŜƴƳŀǊƪΣ ŀƴŘ ǿŜ ǎŜŜ ƎǊŜŀǘ ǇƻǘŜƴǘƛŀƭ ƛƴ ǳǎƛƴƎ !w ŀƴŘ ±w ǘƻ ŎǊŜŀǘŜ ƳƻǊŜ 

ƛƳƳŜǊǎƛǾŜ ŜȄǇŜǊƛŜƴŎŜǎΦ ¢ƻǳǊƛǎǘǎ ƭƻǾŜ ǘƘŜ ƛŘŜŀ ƻŦ ǎǘŜǇǇƛƴƎ ƛƴǘƻ ǘƘŜ ǿƻǊƭŘ ƻŦ ǘƘŜƛǊ ŦŀǾƻǳǊƛǘŜ ōƻƻƪǎΦέ  (Interview 

with stakeholder) 

 



 
 
 

40 

U
p
s
k
ill

in
g

 i
n
 I

m
m

e
rs

iv
e

 L
ite

ra
tu

re
 a

n
d
 F

ilm
 T

o
u

ri
s
m

 

 

 

 

 

 

 

 

 

 

 

 

| OPPORTUNITIES FOR IMMERSIVE LITERARY AND FILM TOURISM IN 

DENMARK 

GROWING DEMAND FOR INTERACTIVE EXPERIENCES 

Danish stakeholders agree that tourists are increasingly seeking experiences that go beyond traditional sightseeing. 

The integration of immersive technologies offers a way to engage visitors in a deeper, more interactive way. 

¶ AR-enhanced book trails could allow readers to explore locations while accessing extra content, character 

insights, and exclusive author interviews. 

¶ VR recreations of historical events could transport visitors to key moments in Danish literary and film history. 

 

A stakeholder from the Danish Agency for Culture and Palaces commented: 

 

ά²Ŝ ŀǊŜ ŜȄǇƭƻǊƛƴƎ ƴŜǿ ǿŀȅǎ ǘƻ ŜƴƎŀƎŜ ǾƛǎƛǘƻǊǎ ǳǎƛƴƎ ŘƛƎƛǘŀƭ ǘŜŎƘƴƻƭƻƎȅΦ ¢ƘŜ ǇƻǘŜƴǘƛŀƭ ŦƻǊ ƛƴǘŜƎǊŀǘƛƴƎ !w ŀƴŘ 

±w ƛƴǘƻ ŎǳƭǘǳǊŀƭ ǘƻǳǊƛǎƳ ƛǎ ŜƴƻǊƳƻǳǎΦέ (Interview with stakeholder) 

 

CHALLENGES TO IMPLEMENTATION 

Figure 4: The Little Mermaid Bronze Statue at the Langelinie Promenade in 
Copenhagen, Denmark 
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Despite the enthusiasm, some challenges remain in implementing immersive tourism experiences: 

¶ High development costs for AR/VR applications. 

¶ The need for technical expertise among tourism operators. 

¶ Balancing digital enhancements with authenticity. 

 

However, tourism professionals remain optimistic about overcoming these barriers through collaboration and 

investment. 

 

ά²Ŝ ƴŜŜŘ ǘƻ ŜƴǎǳǊŜ ǘƘŀǘ ǘŜŎƘƴƻƭƻƎȅ ŜƴƘŀƴŎŜǎ ǊŀǘƘŜǊ ǘƘŀƴ ǊŜǇƭŀŎŜǎ ǘƘŜ ŜȄǇŜǊƛŜƴŎŜ ƻŦ ǾƛǎƛǘƛƴƎ ǘƘŜǎŜ ƭƻŎŀǘƛƻƴǎΦ 

¢ƘŜ ƪŜȅ ƛǎ ǳǎƛƴƎ ŘƛƎƛǘŀƭ ǘƻƻƭǎ ǘƻ ŘŜŜǇŜƴ ŜƴƎŀƎŜƳŜƴǘ ǊŀǘƘŜǊ ǘƘŀƴ ŘƛǎǘǊŀŎǘ ŦǊƻƳ ǘƘŜ ŎǳƭǘǳǊŀƭ ǎƛƎƴƛŦƛŎŀƴŎŜΦέ   

(Interview with stakeholder) 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

| CONCLUSION 

Denmark is well-positioned to leverage immersive technologies in film and literary tourism. With its strong creative 

industries, commitment to digital innovation, and rich cultural heritage, the country offers numerous opportunities 

for enhancing visitor experiences through AR, VR, and AI.   Stakeholders recognise the potential for growth in 

immersive tourism and are working towards integrating digital storytelling into tourism strategies. While challenges 

remain, the Danish tourism sector is embracing innovation to create interactive, engaging, and sustainable tourism 

experiences for future generations. 

Figure 5: Baroque altarpiece with sculptures of angels in catholic cathedral, Copenhagen, Denmark 


