
What makes the right fit?

Learn1

Learn how AR can be effectively incorporated into your 
business. You will be introduced to AR fundamentals to 
uncover its potential. This course is specially designed 
and delivered by STB Tech College and Institutes of 
Higher Learning (IHLs) for the Travel and Tourism sector.

Tech College

Technology can create new business possibilities and
memorable experiences visitors will return for. 

How might we engage and excite visitors
to reimagine tourism in Singapore?

go.gov.sg/tcube go.gov.sg/tcubecommunity

For more digital initiatives and resources, 
join the Tcube community now

Test2

Start conceptualising with user-focused solutions.
Collaborate with the Tcube design thinking team to

find a lens driven by user needs, and a low-fidelity
prototype-based approach.

Design Thinking Workshop

Engage with the team of AR domain experts 
at STB for guidance to improve and refine 
your AR ideas.

PICK UP ADDITIONAL RESOURCES, 
AND FAST-TRACK THE POSSIBILITIES

AR Consultation

In the days ahead, tourism in Singapore will see immersive AR 
experiences that visitors can opt into, at any point along their 

journey. When done well, these moments will facilitate engagement 
in a deeper and more meaningful way. 

STB seeks to empower ideas that bridge the tourism sector 
with the strengths of AR. By fostering closer alignment of 

business needs and new technologies, let's shape the future 
of Singapore tourism together.

When you are ready to take the next step and engage a tech 
solution provider, it is important to make your selection based 

on your actual business needs.
Approach solution providers with the aim to develop a strong 
relationship, with potential for collaboration beyond the initial 

pilot project. Here are some broad areas that you can start 
with to prompt conversations.

Bringing AR worlds to life,
and our support for your vision

3D Assets STB Grants

Standards Creation
With the increase of AR products and services, STB is working to establish 

a set of industry standards. This seeks to ensure the following:

Our growing content library
features free Singapore-themed 

3D assets for your use.

Grants may be made available to 
kickstart business implementations of 
immersive and engaging AR projects.

Build3

Quality Credentials

Have their works been 
visually impactful?

Can they provide solutions 
that are future-proof or 
bring value-add?

Are they able to demonstrate 
why AR is a relevant and 
cost-efficient solution to 
the given business problem? 
How does this compare to 
other possible approaches?

Do they have the ability 
to provide input and 
suggestions that help to 
improve overall AR 
experiences?

Technical
Capabilities
Do they produce works 
that have a gamification 
element or replay 
mechanism? Is their 
solution interactive?

Are they able to provide 
custom elements 
or programs?

Can they produce 
content that meets 
industry standards?

– Files in FBX format
– 3D models with a polygon 
count not exceeding 100k
– Utilise professional tools 
such as Adobe Substance 
Painter

Do they have a proven 
track record? Where else 
has their solution been 
implemented?

Do they have a unique 
selling point?

Do they take the initiative to 
understand your business 
nature, operation, problem, 
target audience, and intent?

Are they transparent in their 
workflow and interactions 
with clients?

Streamline
capabilities-building

Consistent content 
contribution

Provide quality 
assurance

Promote
easy adoption
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Virtual Reality is an experience of 
an artificial environment. Using CGI 
sights and sounds, it fully shuts out 
the physical world and is interacted 

through special equipment.

Mixed Reality uses a real-time
view, to merge the effects of 

AR and VR, creating an interactive 
environment. This allows worlds 
where both physical and digital 
objects co-exist and interact. 

Augmented Reality adds digital 
elements on top of what a smartphone 

or tablet camera sees in real-time. 
The digital elements can be avatars, 

arrows, or filters that morph the 
image itself. 

VR MR

Understanding the world of AR

Extended Reality (XR)

THESE ARE NOT XR
• Projection Mapping

• 360º Video,
• Google Street View

Building immersive 
worlds with AR

Future Present

(Augmented Reality)

Augment: 
To make something greater, stronger, more effective, 
and impactful by adding on to it.

Strengths of AR

Staying ahead
of the curve

Create delight

Enrich understanding
Assist decisions

AR is set to become mainstream 
in the next 5 - 10 years. Apple and 
Android already include built-in AR 
support in their phone OS. Current 
types of AR development include:

iOS vs Android 
users in Singapore

Active AR users, 
global

Does not require users to 
download app as it runs 
on the device’s Internet 
browser. Best when limited to 
simple graphics and simple 
interactions.

Facebook has been 
ramping up their XR team 
to meet business potential.

Look into AR 
if your business 
may benefit from: How ready is 

the ecosystem?

SparkAR

ARKit

Requires users to download app

Users with existing app

Cross-platform

WebAR

Customer-facing operations can adapt digital 
interactivity to facilitate reduction of physical 
touch points. When engaging with customers, 
a seamless brand experience is supported, 
while prioritising convenience and safety. 
Engagement with the brand experience is 
amplified.  

Contactless Engagement

Navigation through AR creates an intuitive 
guide that brings users around a tangible 
place, whether outdoors or indoors, without 
need for extensive change to the physical 
space. Ease in navigating locations and 
products in real-time exponentially drives 
decision-making.

Enhanced Navigation

ARCore

Launched
in 2017

Launched
in 2018

FB Reality Labs Division, global headcount

2017

iOS Android

2021

5%

17%

This can provide creative opportunities to 
deliver information in ways that are more 
memorable and helpful. Bringing fun into 
physical environments also enhances 
customer engagement.

Gamification

Promote products Drive conversion

Generate upsell Increase revisits

Notes from the real world, 
Singapore and beyond

Pokémon GO x SingapoRediscovers campaignA

To support local businesses, 300 Pokéstops and Gyms are 
introduced at tourism establishments across Singapore as part
of the SingapoRediscovers campaign. The addition of these 
virtual pitstops are the result of a partnership between STB 
and  American AR technology company, Niantic. By leveraging 
the smartphone game Pokemon GO's popularity to increase 
footfall and discovery of locations to audiences, new life is 
breathed into these establishments.

Through the use of AR and geotagged locations, campaign 
in-app banners are broadcast to players. This provides a link to 
a microsite showcasing on-going promotions from businesses 
both close to them and beyond. The use of location-sensitive 
triggers adds a persuasive and strategic nudge.

Partnership
STB x Niantic

Aim
Boost discovery
Drive footfall
Support local business

Touchpoints
Addition of 300 Pokéstops 
and Gyms on Pokémon GO
In-game banner ad and
microsite to drive conversions

Core technologies
Mapping / Geolocation / 
Social Mechanics

Partnership
Marina Bay Sands x 
Buzz AR (AR Wayfinder)

Aim
Boost customer engagement
Drive footfall

Touchpoints
AR gamification and AR billboard 
(on web)

Core technologies
AR Wayfinder
BuzzCam!

Key features: Social AR experience, deep engagement

BuzzAR bringing the spark to retailB

Working with industry partners to pilot its products, Buzz AR, 
an AR and Big Data solutions provider, seeks to elevate visitor 
experience while navigating, shopping, or playing games. The 
enhanced wayfinding function of the AR Wayfinder launches a 
personal guide to bring visitors to locations that they are looking 
for, while delivering useful information and personalised virtual 
ad billboards to their mobile devices directly. By addressing an 
immediate need of users in a novel manner, the enhancement 
creates a mode of customer engagement that is both positive 
and effective. 

Adding on to its suite of personalised engagement products,
Buzz!Cam allows users to digitally transform their own faces,
in real-time, into a 3D avatar — one that moves, smiles and
winks, as you do.

Key features: Personalise retail experience, enhance navigation

Advances in AR and social engagement

Pokémon GO Safari Zone Sentosa, 2019.
Courtesy of Niantic, Inc.

Real World Multiplayer AR Demo, 2018.
Courtesy of Niantic, Inc.

FlickPlay on Apple App Store, 2020.
Courtesy of Flickplay.

A landmark event for Pokémon GO 
players across the island and the 
region. Heightened interest has 
positive spillover impact for the 
businesses found in Sentosa, 
Singapore.

Building on tech developed for 
Pokémon GO, this opens a world 
of opportunity for other app 
developers across the world to 
further accelerate their AR vision.

Geotagged locations on the app are 
in the works. Users will be notified 
when nearby an immersive AR 
experience, driving increased footfall 
to discover retail and cultural spaces 
in a new light. 

Safari Zone Sentosa draws 
more than 95,000 players 
over 5-day event

Niantic invites third-party 
devs to create apps with its
AR engine, Real World Platform

US-based social app FlickPlay 
brings daily spaces into 
surreal life

Advances in AR in retail and navigation

KAWS, COMPANION (EXPANDED), 2020.
Courtesy of KAWS and Acute Art.

IKEA Place, 2017.
Courtesy of IKEA.

Apple Park Visitor Center in Silicon Valley, 2018.
Courtesy of Sundry Photography.

Collaboration with digital art 
platform Acute Art, its app 
allows fans to view miniature 
AR sculptures for free, or rent 
more monumental AR sculptures. 
The exhibition prompted over 
100,000 app downloads.

With realistic, scaled renderings 
of products within IKEA's vast 
catalog, users are able to visualise 
furnishing ideas, and ease their 
decision-making.

In California, audiences are given 
a peek of the future Apple 
campus. With iPads in hand, 
visitors bring an aluminium scale 
model to life with realistic and 
detailed renderings.

AR art exhibition by KAWS,
and an app with sculptures
you can rent

Sizing up furniture in in your 
own space with IKEA Place, 
no heavy lifting required

Apple Park amplifies their 
Visitor Centre with a custom
AR Experience

37.6%

62.4%

950m

122m
iOS Android

While AR is no longer unknown territory, there may still be challenges to 
resolve in the journey to create an impactful AR solution.

Resolving friction points

Limited case studies
for review and reference

First mover advantage, 
while challenging, is a 

valuable quality that creates 
a strong brand impression. 
Innovative experiences can 

become a hallmark.

Requires stable environment 
and instructions

Public understanding of AR limits 
and functions have improved. Even so, 

a stable and guided environment is 
necessary to create a functional and safe 

experience. Companies will need to 
integrate this into their solution. 

Take-up friction from
disinterested users

While individuals may still 
be cautious with new tech,  
AR-integrated ease of use 

in recent smartphones 
create more accessible 

points of entry.

Photo, STB, 2020.

Solution
Provider STB

STB
Solution
Provider

AR

Augmented Reality (AR) 
Use of tech to overlay digital 
information to enhance the 
real world. This is viewed 
through a device such as 
a smartphone.


