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Introduction 
	Travel industries are one of those industries that have existed for a long time. They operate based on providing the solution to travelers going to different places whether for work or vacations (Gee & Makens, 2017). The industry has had to change experiences and trends. Tracing back into 17s where there were digital innovations in apple and Microsoft to 2019 which had the Covid 19 pandemic. All these occurrences have affected the industry.
The team innovation took interest in travel services. The diverse services provided to travelers and people going for vacations compressed in one app. several industries were available for use with the innovation. The name according to the app is one travel app or R-way travel services. In there a map is generated that ensures realization of the vision by pointing out areas with problems and what the potential clients mostly do (Waters, 2016). Finding solutions in areas with problems and to clients is the mission. The problems addressed range from finding areas of eating by the travelers, their safety, and encounter best travel experience. Another solution provided is in directing the clients in their exploration journey and not just leaving them on their way and lastly ensuring safety by cooperating with national security arms by reporting crimes.
Some of the industries are virtual prototypes that determine the worthiness of pursuing a proposed idea, the minimum awesome prototype is unique in its ability to influence customers who cannot afford to resist it and a theoretical prototype would involve explaining the desired results. In addition to that, the minimum viable prototype had importance in assessing the exact needs of the customers thereby eliminating assumptions from service providers (Rusu, 2016). The name according to the app is one travel app or R-way travel services. In there a map is generated that ensures realization of the vision by pointing out areas with problems and what the potential clients mostly do. Finding solutions in areas with problems and to clients is the mission.
Ongoing digital renovation since the 1979s had an impact on some of the industries. The impact became tangible with the emergence of Microsoft and apple. From that innovation, virtual prototype and minimum awesome prototype were affected. Virtual prototype entailed the critical examination of ideas that add value to the travel app by determining its worth in advance (Wang & Chatterjee, 2019). Minimum awesome prototype concerned with a product likable by customers and that they would not refuse it’ll this had digital innovation affect them through changing directions and trends within the software that calls for other approaches. The how is in terms of the change in customer needs thereby necessity for the provision of different products that would be liked.
Covid 19 came with great impacts on the travel industry and its innovations. Those that experienced adverse effects are the theoretical and minimum viable prototypes (Wang & Chatterjee, 2019). Minimum viability would involve examining customer needs and the user experience. In the process of engaging customers, enough feedback would be obtained which on compression would be put into biometrics necessary for industry development and improvement. Covid 1p affected these innovations through the banning of travel in some countries by the COVID task forces. Social distancing which was highly championed for ensured great reductions in interactions. The point and issues of isolation did not allow free interaction with anyone newly traveled to a place thereby missing on giving solution in terms of moving around customers for adventure and exploration. Lastly, many recreational places were forced to closure due to Covid 1p proving difficulties in terms of finding the place of stay and eating for visitors.
Conclusion.
The travel industry has a variety of innovations. The innovations majorly experienced are in theoretical prototype, minimum awesome, virtual, and minimum viable prototypes. The challenges faced with these innovations include changing trends, competitions, and diverse sing user needs. Other impacts to the innovations relate to digital innovations and occurrences like Covid 19.
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