AR ODYSSEY:

Northern Metropolis Discovery Tour Planning

Introductory hgg

Team Members: TANG Lijun, WANG Yueru, LUO Mengyi, Y| Chushu, LIANG Weljie, CHIU Tsz Tung

Summary :

AR Odyssey is an AR game that integrates the local culture and ececlogical characteristics of the
Northern Metropolitan area, attracting tourists to there through geospatial positioning and virtual reality
technology. The game aims to enhance the tourists' experience and knowledge, while improving the
tourism attractiveness and economic development of the Nerthern Metropcelitan area.


https://youtu.be/XDIhONcTYp8
https://youtu.be/XDIhONcTYp8
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SPATIAL DATAFROMCSDI - BACKBONE OF THE GAME

« Consume datasets from CSDI for game development - e.g. cultural heritage spots
- Create datasets for reference of the government - e.g. popular tourism spots and trails
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KEY TECHNOLOGIES

The following techneleogies are adopted to drive user engagement by

offering immersive, interactive, and data-driven experiences.

1. Tourism Cluster and Pilot Game Point Selection

Tourism
Value

Ecological
Sensitivity

Pattern

Develc:pmnt

-

AHP Value

Distribution

Gravity Model

Potential Gamifictiun Cluster

‘ Comparison

Cuestionnaire
Analysis

Questionnaire Anlysis

NLP and Word Cloud
Analysis

Interaction Area and Game
Point Selection

2. Gamification Design: 3.Gamification Design:
Game Platform Augmented Reality

SUNSET AR CAMERA

. Location-hased map * AR Scene: supporte
service: Mapbox AP by Vuforia 11.1.3

- Game Platform: *:3D Modelling:
supported by Unity suppertedby Blender

- Scripts: C# language - 3D Assets: GO Map
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https://youtu.be/uFOf6DYdjes

DEMONSTRATION OF THE GAME

Key Features

Real-World Interaction
£ Solve, Explore, Create
22 Promote Local Tourism

Three Iconic Clusters

M Ping Shan Heritage Trail
& Hong Kong Wetland Park
Lau Fau Shan

Join the Adventure!
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How do AR Game help improve NM tourism?
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STAKEHOLDER BENEFITS

Polentia the': gallls ) Stakeholders Who Benefit From Game
in Northern Metroplis
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» Bring new business opportunities
* Increase income

- - Ofter fresh and new travel choice
« Enhance recognition of local culture
« GGain culture and environmental knowledge

0 100
*

" = 4 Visit Mainland&Foreign Tourists

A ~ Frequently
‘ Revisit

- Boost local economy
- Activate idle resources
- Improve the satisfaction of tourists

- Offer more immersive fravel experiences
* Deepen cultural understanding
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FI"ANCIAL UIABII‘ITV Flexible and Scaleable Business Model

Initial Stage »» Growth Stage » > Future Cooperation

NGOs Local Businesses | Business

- Start-up o Spunsgrships on In-game :Partnerships
Schemes Advertisement

AR Landmark * e.g. Launching AR-

|
Government - e.g. A coffee shop sponsoring a | themed products
|

* Innovatiocn or virtual landmark with discounts for with a brand
Technology users or a retail brand using AR

landmarks to advertise sales
Premium Membership

« Subscription for Premium Contents
or Exclusive AR Experience

Coupon System

Grants

A number of
Sources and
Recurring
Streams




MARKET AWARENESS AND POPULARIZATION

Promotion Channels

Player Engagement & Operation Expansion Focus

Social Media
How to attract people to play games on site repeatedly?

Regular and Timely Updating§ Game Contents Contributed § Frequently Organized AR "hﬂ:ﬁ f x
of the Game Content by the Communities Events & Activities

Outdoor Advertisement

Can the game extend to other areas ? - “Yes”

Modular and Scalable
Framework

A4

Facilitate Smooth
Migrating of the Game
to New Areas

¥

Quick Deployment and
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