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An Application and Evaluation
of 3D Virtual City Service for Mobile Phones

HIiROYUKI TARUMI, 12 KASUMI NISHIHARA, . HIROTOSHI HORI,1.00
KAZUYA MATSUBARA,* YUUKI MIZUKUBO,* SHOUJI NISHIMOTO"3
and Fusako KUSUNOKI

Our research is on an information service for current GPS-phones, providing 3D virtual
spaces overlaid on the real world. With this service, users can visit a virtual space cor-
responding to the real location. A virtual world is a set of virtual buildings and virtual
creatures. A virtual creature can interact with users. In this paper, we show result of eval-
uation sessions recruiting 20 subjects, where we offered a sightseeing-support service with
story-based RPG-like contents utilizing the interactive feature of virtual creature. Subjects
were highly interested in the contents so that we can say this service well entertains users.
Also we can anticipate its usefulness as a sightseeing-support service. However, problematic
GPS errors still remain. We have designed some compensation methods and evaluated them.
As a result, only a path-matching method was shown to be effective, which is the strongest
compensation. Considering this fact and safety for pedestrians, this service is appropriate
to such places as parks where the movement of visitors is restricted to some paths and their
safety is kept.
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Fig.1 System configuration (browser version).
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Fig.2 Characters appearing in the tale of Momotaro,
designed with LightWave 3D.
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Fig.3 Arrangement of objects in preparatory sessions.
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Fig.4 User interface used in preparatory sessions.
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Fig.5 3rd-person view.
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Fig.6 Arrangement of objects at Sunport Takamatsu for
evaluation sessions.
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Fig.7 The Island of Ogre, viewing from the goal of the

game.
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Fig.8 Evaluation sessions.
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Fig.9 Map of virtual world used in the simulation.
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