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ABSTRACT

The current world changes rapidly. This period of great and rapid transformations is known as the IV Industrial Rev-
olution which is characterized by the fact that industries, processes and stocks are linked in a network globally. It is
demonstrated in this article with historical foundations that societies are not prepared for those rapid changes and
transformations. Sometimes it takes a few generations for society’s changes to be assimilated. However, technology
development boots innovation and society’'s transformation within months. As a result, new mental and physical
illnesses appear related to technology, such as techno-anxiety and technostress that are directly linked to the con-
cept of digital well-being. Now, the only way that society has to fight against these pathologies is learning and training
using new processes and approaches. As the current society cannot stop using technology, the society should take
care of digital well-being. In this study, one of the ways to prevent or minimize pathologies caused by the excessive
use of technological applications in tourism is presented and discussed. Theoretical and practical implications are
presented to decrease health pathologies intensity caused by the used of technological devices.
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1. Introduction

The evolution of humanity as a result of the discovery or implantation of technology has been slow
throughout history. As a result of this slowness, societies have had a long time to take on technological
changes. The fourth industrial revolution is characterized as a period of great social transformations. The
world is changing faster and faster. The evolution that previously came from political changes and trans-
formations is now coming from technology (Alzamora-Ruiz et al., 2021). The changes must be assumed by
society immediately in the face of the risk of generating new social classes based on technological knowl-
edge. But assuming changes quickly creates problems in turn, since people are not used to it and one of
the problems it generates is health (Barroso-Castro et al., 2020). Mobile phone manufacturers have been
aware of the health problems caused by applications installed on devices practically since their inception.
When the first devices allowed to play music, the devices warned of excessive volume or time of use when
the user used headphones. The evolution of mobile phones to smartphones considerably expands the list
of applications and therefore also the problems they generate. Device manufacturers have progressively
included alert services and solutions to try to minimize these risks (Barbosa et al., 2020; Saura et al., 2021).

Other utilities were added to the already mentioned alert of inappropriate use of headphones, such as
the dim color of the screen at night; the discrimination of call numbers based on groups such as family,
work or friends; the disabling of the image on the screen if the device detects that we are driving or in bed-
time mode (Belo et al., 2014; Agapito et al., 2014; Kumar et al., 2020). The definitive step for manufacturers
comes in 2018 when Google presents a panel for the Android system to encompass all these functions
(Martin & Fernandez, 2022). According to Google at that time, 70% of its users were demanding help for
the intelligent use of devices and their applications that would prevent pathologies and addictions due
to use and created a control panel called precisely digital wellbeing, Widdiks (2020). Through this panel,
the user can program system alerts for excessive use and temporary daily blockages of applications. All
actions carried out smoothly, avoiding abruptness, playing with times and attenuations. The pathologies
caused by technology, once they appear, must be treated within the concept that encompasses digital
health but they can also be prevented with responsible usage programs (Tiago et al., 2021).

This study addresses Digital wellbeing tourism in the fourth industrial revolution from a transversal
perspective in which we include a historical, anthropological and medical section. The main objective of
this work is to demonstrate that the problems caused by technological devices and applications can be
prevented with responsible use programs but also with digital wellbeing tourism programs and activities.
It will also be a new economic activity that will generate employment and resources with high added value.

The article is structured in three sections. It begins with a historical analysis of human evolution based
on the implementation of technology in society and how it causes social transformations. In the final part,
it is analyzed how these new changes originate new problems that must be treated with new ideas. Thus,
the so-called digital well-being can be achieved in various ways and one of them will be tourism.

2. Historical Approach

Human progress has been very slow. Five millennia passed between the Neolithic revolution and the ap-
pearance of writing. And for the establishment of the first great trade route, the Silk Road, which linked
the areas of the five great rivers on which civilizations originated, several millennia also passed. Humans
could take generations to implement the great changes and social transformations. As a result of evo-
lution and the great migrations, they appeared as human characteristics, for example, straight blond
hair and blue eyes. With the age of discoveries initiated by the Spanish in the discovery of America, the
Scientific Revolution, the Industrial Revolution and the subsequent French Revolution, the growth of the
world begins to be promoted. What used to change in decades or centuries, could now change in years
and in one or two generations. And the same will happen in China, with the establishment of the People’s
Republic by the Communist Party of China. A great country that has made in forty years, the IV Industrial
Revolutions that the Europeans made in almost three centuries.

Human evolution has been so slow that five millennia have passed since writing was invented on the
planet, until almost all humans knew how to use it. And in the Present World, in which illiteracy is barely
5% on the planet, the shadow of a new illiteracy appears; the digital (Harari, 2016).
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Every time a new technology appears, it is common for society to generate a certain rejection (Ostic et
al., 2021). 5,000 years ago, with the appearance of writing that put an end to prehistory and began history,
Socrates would come to say: “damn writing that makes man lose his memory.” The locomotives invented
at the dawn of the Industrial Revolution allowed man for the first time to reach more speed than that of a
galloping horse. The fear of locomotives was such that there were those who claimed that at such speeds
human bodies could disintegrate. Other legends that appeared around the railway were those of the
“butter-extractors”. A mysterious figure who appears in orally transmitted legends who stole from chil-
dren to extract grease to lubricate iron machines. Such was the generalization of this type of legend, that
when mothers lost one of their children, raids were organized to beat the railway locomotives with sticks.
In the same way, the workers attacked each new invention or progress, because they mistakenly thought
that what it did was end their jobs, O'Rourke, Rahman and Taylor (2013). This form of protest was called
luddism at the time and that is why we now speak of neo-luddism, for those who reject the future. The
protests became such during the industrial revolution that England for some time promoted very severe
penalties against these attacks.

The BBC series Downton Abbey, Byrne (2014) has spawned numerous scientific articles on social and
class analysis and even feminism. It is cited because it shows in a literary way real event of the impact of
technology on social transformation. A fact that is necessary to mention was the installation of electric
light in large houses at the beginning of the 20th century. Many people were afraid to push the switches
as they thought they were summoning the devil, since one of his names, Lucifer, means giver of light. The
most traditional people crossed themselves every time they had to press a switch and even today, we
find memories of this custom in some European rural areas. Another real event that we find in the series
is the fact of the installation of radio sets in houses when they were state-of-the-art and very expensive
technologies (Saura et al., 2021a). When making solemn speeches, the people who were listening to the
receiver stood up as if they were in front of the people in question. In some rural places when televisions
began to be installed in the mid-20th century, some older people thought that the presenters could inter-
act with the viewers, so they came to watch the television, properly dressed. Throughout the 20th century,
technology based on electricity first and electronics later became established in society.

The first alerts that occurred throughout the second half of the 20th century were due to the excessive
use of television, Domingues-Montanari (2017). People spent a lot of time in front of these artifacts, and
they were accused of hypnotizing society. Later the video game consoles would arrive and they would
be accused of the same thing, hypnotizing users spending excessive time at the controls of video games.
The first medical symptoms that would appear due to excessive use would be dehydration, postural or
tension pain due to excessive hours sitting in poor conditions, diseases derived from lack of sleep. In
a more severe degree, there will be nervous tics, anxiety and even epileptic seizures. The first of them
documented to be caused by video games dates back to 1981, Bureau, Hirsch and Vigevano (2004). Then
came the studies that showed additions and more recently cognitive problems or excesses of dopamine
and serotonin. Another example of inappropriate use of technology was the appearance of the popular
Walkman device. The technological revolution of the device was such that the term Electronic narcissism
was even coined, Chen (1998), which is used for people who used technological devices as a symbol of
belonging to a status. The use of headphones in the 1980s and 1990s caused incipient deafness in many
young people due to excessive volume, Bulbul, Muluk, Cakir and Tufan (2009). Today, electronic devices
warn of excessive volume, as well as prolonged use, clearly in line with digital well-being.

This historical introduction explains that technology provides numerous benefits, but also generates
numerous problems, especially due to a lack of knowledge of its use. Society does not assimilate the
rapid implementation of technology and misuse occurs due to ignorance or addiction, generating health
problems that must be treated. Problems can be of two types, physical and mental. Manufacturers and
designers, aware of this problem, are beginning to offer, integrated with their devices, solutions that help
responsible use in accordance with a healthy lifestyle that is usually precisely called digital well-being.

Although the alarms about the misuse of technology are ringing in the Modern World, mainly as a re-
sult of the IV Industrial Revolution, this research confirms that the foundations of the problem appeared
even before the generalization of smartphones (Saura et al., 2021b). All this because the speed with which
society assumes changes is very slow in relation to the appearance of technology. This research proposes



JOURNAL OF TOURISM, SUSTAINABILITY AND WELL-BEING 231

to demonstrate, through an exercise of Big History, Christian (2017), that societies assume changes very
slowly and that the IV Industrial Revolution does not give time to assume these changes. Technology is
generating mental and physical health problems, which must be addressed through the concept of Digital
well-being. Every challenge must be addressed in search of solutions and this research affirms that digital
well-being tourism in the fourth industrial revolution, Debasa (2021), will be one of the different solutions
to address the problems generated by technology and digital ecosystems. This work is novel in terms of
the transversality of the analysis and the fact that it offers unpublished results of investigations that were
unpublished.

3. Technology and Social Changes

Historians tend to establish the changes of cycle or era on the basis of political events. However, it is
affirmed with this work that the changes of the era from now on will not come from political events but
from the technology developed at each moment. This affirmation is also supported by the demand of
political activists, normally from the extreme left, who denounce that the States have less and less control
over multinationals or transnational companies that do not understand borders or political ideologies.
The last great social transformation appeared after the democratization of smartphones, internet access
and the making available to the public, either free or as paid services, of the information of Google users
since 2004, Redding (2018). On this approach we affirm that the Modern World is built, above all, with the
arrival of Google. Technology is transforming the world, and also people. With each new technology, new
challenges and new diseases appear, such as technostress and technoanxiety. Therefore, we can now
start talking about a new type of health, digital health (Saura et al., 2022).

The generalization of mobile devices at the end of the 20th century conditioned people to be perma-
nently aware of calls, at any time and in any place. A new step was reached with the appearance of SMS
instant messaging, in which, to save writing time, users tended to eliminate vowels from words, which
came close to creating new languages, teachers complained. that students frequently used this type of
writing in assignments and exams, Renchese (2010). However, it was not very different from the code
systems used by secretaries in the 20th century to speed up note taking. The subsequent conversion of
mobile telephony into smart phones with Android and I0S systems and the generalization of instant and
mobile messaging programs such as Instagram, Viber and later the world famous Whastapp, which en-
courages us to respond practically immediately to any incoming message, Sutikno, Handayani, Stiawan,
Riyadi and Subroto (2016), including systems for the sender to see if the receiver is currently within the
application, which is called online; if and when he receives the message. This type of service creates new
codes in terms of written communications, generating situations of stress, rejection and even misunder-
standings. People want to be answered instantly and sometimes they don't put themselves in the role of
the receiver without analyzing if at that moment, even if they are online, they can do it or not. The level
of commitment and dependency that forces the recipient to be aware of their mobile device has been
increasing progressively.

In the early days of mobile telephony, devices had to be turned off as a sign of respect on numerous
occasions. Auditoriums, classes, public transport, work environments, etc. However, mobile phone appli-
cations opened the door to not turning off power devices, only putting them on silence, being able to stay
connected through messaging services. The owner of the phone, instead of being aware of the activity
that requires silencing the device, saves part of his attention to answer messages, Vahedi and Saiphoo
(2018).

This is how the new dependencies and addictions appear, Jeong, Kim, Yum and Hwang (2016). In the
world there are numerous places in digital shadow, that is, territories that the mobile Internet signal does
not reach. Professionals are forced to use very expensive satellite devices that are not widespread and
difficult for the general public to access. The most representative place in which this digital shadow is pro-
duced is aviation. It is significant that all smartphones have a clearly and easily accessible airplane mode
in which all functions of the phone that allow communication are automatically disconnected. Although
practically all airlines currently have Wi-Fi in the air, access is expensive and slow and is not usually used
by users.
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Before the generalization of smartphone models, the author carried out the following study, which is
now published for the first time, in order to measure the degree of anxiety among aviation users caused
by having to turn off the mobile phone. Eight intercontinental flights and another eight European do-
mestic flights were selected for it; The study was conducted after landing, during waiting times to collect
checked baggage at the airport. The author identified himself as a university researcher and explained
very briefly that he was measuring the impact of technology on people. It is significant to note that An-
droid and 10S smartphones already existed at that time, but they were not yet widespread. The domes-
tic routes were Brussels - Madrid and the intercontinental ones, Madrid - Beijing. The intention of that
moment was to demonstrate the strong dependence caused by the mobile phone and the great anxiety
generated by not being able to have it for a few hours. The author selected a sample of 30 passengers
on each route, classifying them into two ranges, workers and retirees. He asked a single question, which
was: Has it caused you anxiety to have to disconnect the phone during the journey? The study was carried
out over two years, between 2008 and 2010. Of the group of passengers that we identified as workers, a
percentage higher than 90% in all cases showed an affirmative result on intercontinental flights, while on
domestic flights this figure dropped to 80%. However, in the group of travelers classified as retired, this
figure fell to levels that did not exceed 30%.

Table 1. Has it caused you anxiety to have to disconnect the phone during the plane ride?

Route Workers Retirees
Madrid - Beijing 93 % 27 %
Beijing - Madrid 91 % 25%
Bruxelles - Beijing 95 % 25%
Beijing - Bruxelles 94 % 26 %
Madrid - Bruxelles 89 % 19%
Bruxelles - Madrid 81 % 20 %
Madrid - A Corufia 82 % 25%
A Corufia - Madrid 85 % 23 %

Source: Own Elaboration

With this study we show that anxiety problems related to mobile telephony already existed before the
arrival of smartphones and applications, with 2G mobile phones. Therefore, we join the approach that the
anxiety problems caused by mobile technology originate mainly from the loss of signal rather than from
the application itself.

This shows that the loss of the device itself definitely breaks the link with the signal, so the stress levels
it generates are very high. Companies are acting against this problem with copies of the smartphone on-
line and in the cloud and with applications that allow remote geolocation and erasing of the device. The
key, therefore, is people’s dependence on the Internet signal or the telephone line that comes to condition
emotions, feelings, moods and therefore clearly influence health.

4. From SPA Tourism to Digital Tourism

Defining tourism is not easy, just as it is not easy to find or consider its origins. A definition to which we ad-
here, established by the World Tourism Organization based in Madrid, Spain, is that it is the simple fact of
going from one place to another without a specific purpose or need. Implicit in this definition is the need
that to do tourism you have to move, make a trip, and therefore allocate time and resources for it. Apart
from the adventurers and explorers who have always existed throughout all time, we can consider that
the first tourists were born thanks to the railways that became widespread with the Industrial Revolution,
Walton (2002). People took this transport to feel part of an era, experience new sensations as a result of
technology and therefore move from one place to another without needing to. A train trip in the middle of
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the industrial revolution transferred to users the characteristics of the progress of the moment. The aes-
thetics of the industrial revolution of iron, noise, force, smoke and grease emanating from machinery, will
be part of the perception of the feeling of modernity for at least two centuries. Marinetti's futurist move-
ment, Debasa (2021), will gloss in its manifesto this perception inherited from the previous century, which
can be concentrated in its first point: “We want to sing the love of danger, force and recklessness”. As a
result of this way of thinking, the implementation of the electric vehicle and its perception as something
modern, ecological and sustainable will be delayed by more than a century. Since the industrial revolution
and until the arrival of the IV Industrial Revolution, the man who wanted to show his masculine, futuristic
and modern condition in public would need vehicles that caused a great noise, emanating smells of burnt
fuel and grease. In the automobile sector, this statement is broken by the change in technological percep-
tion that Elon Musk and his tesla vehicle brand have undergone.

The Industrial Revolution caused the problems typical of the appearance of a new era and contem-
poraneous with them, spa tourism began to boom, what we now call SPA or gym, which more than two
thousand years ago were called, respectively, thermae by the Romans and gymnasion by the Greeks. Spa
tourism in the 19th century was born out of the need to cure or minimize the problems caused by the First
Industrial Revolution in the new social class of wealthy bourgeois that we now call industrialists. Here we
find the direct antecedent of the current digital well-being tourism, all of them focused on the best quality
of life, Uysal, Sirgy, Woo and Kim (2016).

The appearance of the global pandemic of Covid19, Lim (2021) forced practically the entire world to
lock themselves in their homes for long periods of time for health reasons. The world society did not col-
lapse thanks to the fact that essential services continued to function and most processes and jobs were
able to digitize. A new social scenario was being created in the world that forced people to digitize from
one day to the next with no possibility of escape, Debasa (2022).

This new situation of total digitization caused new health problems to appear, both physical and men-
tal. Thus, during the Covid19 pandemic, the definitions of the new concept of digital well-being appear,
ranging from statements that affirm that it is a state that is achieved through the responsible use of tech-
nology to those that state that it is protection of the health of people who work with technology, especially
vulnerable groups such as young people or the elderly. But Google's definition in 2021 says that they are
“actions that enhance life, instead of distract from it.”

The author agrees with the last statement, since the addictive effect generated by applications is al-
ready known and scientifically proven because their use causes the brain to generate dopamine. An ef-
fect similar to that of gambling addictions or drug use such as cocaine. Any type of addiction generates
a similar behavior in the user, causing them to experience parallel or alternative realities that lead to
self-destruction. At the moment it cannot be affirmed that the addiction of technology causes destructive
effects, but since these are new concepts and recent definitions, we can affirm that it is early to see effects
in the medium and long term. However, we think that the misuse of technological applications could be
assimilated to the consumption of socially accepted and legal soft drugs, according to age, such as alcohol
and tobacco.

The economy of surveillance capitalism, Zuboff (2019), is based on obtaining safeguards and custody
of the data that users do in the digital economy. Since the applications know exactly the practices and
times of use of their platforms by users, specific patterns or indicators could be established to measure
the digital well-being of their users.

Making this data public, or treating it in a way that generates an economic benefit, is something that
has not yet been considered and whose responsibility, due to data protection systems and the right to be
forgotten falls into the hands of the States. This type of issue is dealt with in futuristic films and series, the
best known being Black Mirror, although we find others such as Don't look up. These types of films should
be called Digital Humanism Films, since they try to analyze the challenges of the person in the digital
world of the IV Industrial Revolution. Digital well-being therefore has an emotional and psychological com-
ponent because it deals with the state of technology users’ feelings. That is why, in addition to the legal
debate on digital well-being, a philosophical debate is needed to study the concept of Digital Humanism
and to rethink how the concept of the human being will be constructed after the generalization of digital
environments.
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Covid19 forced numerous sectors to reinvent themselves. Due to mobility restrictions, co-living has
strongly emerged as a kind of mid-stay digital tourism. Some hotel establishments with an optimal dig-
ital connection offered their places to people who could carry out their work completely virtually. It was
the seed of a digital tourism of people, normally solitary, who wanted to share their work and residence
time with other people with similar characteristics, but reserving some spaces individually. Co-living, von
Zumbusch and Llicic (2020) is prevailing in hosted hotels, hotels with shared rooms and bathrooms, in
such a way that these establishments reserve spaces to share both leisure time and work time. The age
of the users of this type of establishment grows and so does their purchasing power, so, without losing
the essence of beds in shared rooms, more and more of these types of places reserve rooms with private
bathrooms as hotels for this type of public. It is strongly affirmed that the co-living that emerged with
force during Covid19, opens the door to digital tourism typical of teleworkers, digital nomads and ways of
life that do not want to anchor the fixed residence to any specific place, in search of knowing new places,
make new friends and live new experiences.

This is the essence of the road movies, Eyerman and Lofgren (1995), which marked an era by synthe-
sizing the spirit of rebellion in American youth culture. The young people of the sixties of the last century
wanted to travel the country with temporary jobs for a few months, with the idea of living many experienc-
es or several lives in one. That ideal is today fully possible and feasible thanks to teleworking and digital
jobs. The debate that opens will be about its name: digital tourism or virtual citizenship.

5. Digital Well-Being Tourism

Previously we affirmed that tourism originated in the 19th century as the trip that does not have a specific
objective, but the pleasure of knowing transport, a landscape, moving to another culture; or enjoy a new
way to spend time. On this last approach, proposals are being developed that fill this way of spending
time. Thus, to historical, cultural, botanical, zoological tourism, especially for ornithology, which was the
way in which the majority of Anglo-Saxon Hispanists arrived at Spanish culture; rest tourism known as
thermal or spas is added. Free or leisure time spent exploring new places could also be used to strength-
en health. This type of tourism was originally associated with hot springs that turned those places into
spas. It is common to still find in Europe towns whose thermal tradition begins in the 19% century.

In the 1980s, video game consoles and arcade or digital video game machines installed in public places
radically changed children’s and young people’s entertainment. Progressively, the traditional games that
were held on public roads were replaced by the recently appeared digital video games. The origin of this
market was in Asia, specifically in Japan, and from there it gradually moved to the rest of the world. The
alarms about the problems caused by misuse or abusive use of technology began in the 90s of the last
century, from which the first steps were taken for its scientific and medical study, as well as for the crea-
tion of specific medical units. The political institutions of the Madrid region were pioneers in creating the
technological additions unit to start treating this type of pathology with a multidisciplinary medical team.

The pandemic marks a turning point in digital well-being. After an abusive use of leisure, entertain-
ment, telecommuting and other utilities platforms, society began to show symptoms of digital exhaustion
and all the problems caused by it. Muscle pain, contractures, tired, irritated and dry eyes, headaches,
hearing problems, sleep disorders and in the most serious cases, epilepsy. In addition to the physical
symptoms, there are the psychological ones that are even deeper, since they have not yet been studied
and are a field of action for modern neurology and psychology.

Enjoying good digital health, Mathews, McShea, Hanley, Ravitz, Labrique and Cohen (2019), in the Cur-
rent World and the IV Industrial Revolution, is not something that concerns only users, due to ignorance
due to the speed in transformations, just as technology manufacturers are putting an interest in favoring
it, work should be done jointly with the States. Just as children from an early age are taught disciplines re-
lated to sports, nutrition, human values and more recently with inclusion and sustainability; establishing
training programs in mental health is absolutely necessary to prevent a possible pandemic of devastating
and unpredictable effects caused by the abuse of technology.

Technology appears in society, and applications will stop being used because society demands it, not
because States can prohibit them. In addition to violating censorship with VPN applications, we must bear
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in mind that each culture or country, understood as a market, shows its own preferences. Some messag-
ing platforms have become popular in the United States, while others have spread in Russia and China.
The same happens with the entertainment platforms of series and movies, B2B commercial applications,
etc... For many problems caused by technological applications, the human being will not be able to stop
using them for now, until the appearance of new services. Based on the messages from the leaders of the
technological platforms, it seems that the new scenario for these services will be the metaverse. Regard-
ing the problems caused by technology, which directly affect digital health, there are clearly two scenarios
in which to work: (i) Prevention scenarios and (ii) Impact reduction scenarios.

We affirm that in both approaches coordinated actions should be carried out in which political institu-
tions, manufacturers, and committees of independent transversal experts work. Following the example
of how the ratios of conventional health parameters such as cholesterol, blood sugar or vitamin levels are
set, the parameters that set the levels of digital health must be established. This responsibility should not
fall only on the manufacturers, so perhaps agencies such as the US FDA should acquire new powers in this
regard. The proposed approach to diagnosis would be as follows:

Table 2. Prevention Scenarios

Assume that there are problems and not deny it

Identify these possible problems and vulnerable subjects

Promote interdisciplinary communication, with experts and institutions
Assess the scope of the situation

Identify possible physical and psychological damage

Analyze emotional states

Analyze the social environment

Propose prevention measures

W O NSO W;m A WDN =

Carry out a pedagogical program

-
e

Establish a communication program

Source: Own Elaboration

Table 3. Impact Scenarios

Identify the impact

Elaborate interdisciplinary communication, with experts and institutions
Assess the scope of the problem

Study the physical and psychological damage

Analyze emotional states

Analyze the social environment

Establish action measures

Establish monitoring and quality control plan

W ©® N U A WM

Carry out a pedagogical program

-
e

Establish a communication program

Source: Own Elaboration

The diagnosis made in this research generates by itself a new sector. The need to address the medical
and health implications caused by technology within Digital Health. It has been explained how spa tour-
ism, which includes the current wellness tourism, was born from the health problems that appeared in
the bourgeois class after the Industrial Revolution.
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Digital well-being is based on the problems caused by technology and is structured around two scenar-
ios. Services and activities provided preventively and those configured to reduce the impact of damage.
Two concepts that go hand in hand with digital well-being, Stankov and Gretzel (2021), are deinfoxication
and resilience or social resilience, Keck and Sakdapolrak (2013). Technological users must learn to handle
concepts such as contamination due to excess information and its effects. Similarly, the proliferation of
applications, digital files and even hardware, causes what has been called, Digital Diogenes Syndrome or
Modern Diogenes Syndrome, Banarepa (2019). All this generates what we call mental noise. An uncom-
fortable situation that is generated every time a computer is opened or an operating system is started,
similar to that caused when working in dirty environments, full of things and with great disorder. The
digital environment of our systems must be harmonious, function correctly, have harmonious and friend-
ly keyboards and mice, clean and flawless screens (Saura et al., 2022a). Once we access the operating
system, it must be equally organized and in optimal conditions. Work harmoniously, not hang up, have
enough memory, etc... All in order to avoid the mental noise generated by the techno-stress of devices in
poor condition.

6. Conclusion

The topics addressed in this study are completely new, so it can serve as a basis for new research. It
is the same reason why it cannot be broader, the fundamental limitation is the youth of the discipline.
This study shows that technological changes are causing social revolutions. The revolutions before were
political and with globalization, they will become technological. The political revolutions of the past were
accompanied by propaganda and dissemination actions so that they were understood by the population
and silence contrary opinions. Technological revolutions must be accompanied by educational and in-
formative actions if they want to avoid social rejection.

Technology itself forms a new economic sector, and as such, creates problems of its own. Among
these problems are those related to health. This has become clear during the lockdowns caused by the
global Covid19 pandemic, when many people had to spend a lot of time locked up in their homes. Thus,
health and medical problems typical of digital workers emerged that encompass digital health. Just as
digital health already exists, we can speak of digital well-being to refer to the problems generated and
caused by technology. In any case, it is a very recent sector for which there are several definitions, some
of them different from each other. In this article, it is proposed that it be defined as the sector that deals
with physical and mental health problems caused by the use of technology and its applications. Especially
technostress and technoanxiety. To address these challenges, it is essential to promote responsible and
sustainable use of technology.

Due to the complexity of today's world, especially the precision of the legal system, actions must nec-
essarily be established in collaboration with national political authorities and raise a cross-cutting and
interdisciplinary debate. This debate must include technologists, lawyers, engineers, political scientists,
and also people from the medical and health disciplines, especially mental health. The user must be at
the center of all actions and must be treated individually and not as part of a group. For them, big data
and machine learning plans can be implemented, which learn by themselves with the particular use of the
user. On the other hand, the user must be aware that by involving artificial intelligence in digital well-being
processes, they are giving up data and even faculties of their individual freedom.

There are many types of tourism, and some of them are reflections of economic sectors of society.
These are cases, for example, of gastronomic, hunting, mycological, historical or health tourism. As a
result of digital health, a new type of tourism is already taking shape, digital well-being. All sectors must
overcome many challenges and many of them have to do with the problems of the Fourth Industrial Rev-
olution, such as post-truth or fake news. In this sense, when talking about science, it should be very clear
what is science and what is not, since misinformation in science generates pseudoscience and everything
that is not validated by a scientific method is not. Digital well-being will be a new sector of the economy
that will generate jobs and added value. It is still incipient and has a long way to go.
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