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Real World Gamification Environment for Resolving Disaster Planning Issues
Collectively
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i i This_research aims_at development of real world gamification environment for
resolving disaster planning issues collectively through the internet. This resarch involves
virtualization of indoor situations of real buildings. We already developed an automatic indoor 3D map

generation system.

We developed an online discussion environment for discussing results of simulation at the first year of
the period. Then, we develoed a method for virtualizing human figures and artifacts such as furnitures in
the building and added their 3D data into the indoor 3D map.

We almost finished to construct a virtualization and simulation environment and started to deploy it

online for gamification of disaster planning.
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