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> With the advances in current technology, an augmented

reality technology continues making way for the new, and
life can be seen in a variety of applications. In order to
enhance user performance, the objective of this study is to
develop strategic elements for mobile gamification design
in providing innovative services. We used the Gamification
concept to design a mobile app (application) for contextual
marketing, and integrated digital game-based design
technologies, such as mobile augmented reality (MAR) and
global positioning system (GPS). We built “Chengchi
Adventure” to National Chengchi University and used the
campus as the context of our app. Through click-and-mortar
game screen with a rich and interactive way can increase
user participation and improve their positive experience.
Finally, we modularized the interactive features of the
app, and other business can easily use our modules to
design their platform for attracting more users and
customers.

: Social Commerce and Service Innovation, Augmented Reality

Technology, Location Based Service, Digital Humanities,
Mobile Application Platform
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Abstract
With the advances in current technology, an augmented reality technology continues making way for the new,
and life can be seen in a variety of applications. In order to enhance user performance, the objective of this
study is to develop strategic elements for mobile gamification design in providing innovative services. We
used the Gamification concept to design a mobile app (application) for contextual marketing, and integrated
digital game-based design technologies, such as mobile augmented reality (MAR) and global positioning
system (GPS). We built “Chengchi Adventure” to National Chengchi University and used the campus as the
context of our app. Through click-and-mortar game screen with a rich and interactive way can increase user
participation and improve their positive experience. Finally, we modularized the interactive features of the app,
and other business can easily use our modules to design their platform for attracting more users and

customers.

Keywords: Social Commerce and Service Innovation, Augmented Reality Technology, Location Based

Service, Digital Humanities, Mobile Application Platform
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