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▪ Tension Graphics / PlaygroundSquad

▪ Novia UAS – R&D
▪ Allegro Living Lab

▪ Minnovation Lab

▪ Qvarken Game Industry

▪ Moderna Sagor

▪ Qvarken Game Lab

▪ KorsholmAR

Background



▪ Unity Pro 2020 LTS
▪ Unity AR + GPS Location

▪ AR Foundation

▪ ARCore XR Plugin

▪ ARKit XR Plugin

▪ Extenject

▪ Localization

▪ Addressables

▪ Development on PC + Mac 

▪ Published on Android + iOS by Novia UAS



Team
▪ KulturÖsterbotten

▪ Heidi & Heidi

▪ Novia dev team
▪ Tobias Programming

▪ Joakim Video / Particles

▪ Conny 3D graphics

▪ Frans 3D graphics internship

▪ Mia UI / UX internship

▪ Actors (for video)

▪ YA!
▪ 6 YA! students doing audio + fx + music internship





Features

▪ Point of Interest (POI)
▪ GPS triggers
▪ Graphical objects in 3D
▪ Collectable items
▪ Story mode –> guide voice
▪ Music + sound effects
▪ Ghost videos representing the past





Ghost effect





▪ Testing
▪ On-site

▪ Winter (snow + sunshine)

▪ No-GPS version

▪ Application size limit
▪ Audio, videos, textures

▪ Addressables

▪ Performance on older devices
▪ POI:s with less content

▪ Texture sizes

▪ Battery drain
▪ Outside temperature

▪ Disable camera between POI:s

▪ Inaccurate compass

Challenges



▪ Inaccurate compass on some devices

▪ iOS in general better

▪ AR works fine if you have a QR code to scan as 
reference point

Compass issues





Last slide, it contains Novias logo

Thank you!

tobias.bjorkskog@novia.fi


