
Applications 
 

QR exploration applications. 
The biggest part of the wall area of the two centers will be coverd in printed illustrations of 

the natural environment that the two species live. At this illustrations there will also be a 

number of QR Tags, providing multimedia information material, in the form of photos, 

videos, narration or mini games. 

 

 



 

 

 

 



The users, using smartphones provided by the centers (or even their own mobile phones) 

and the application developed, will be able to access this information, transforming all the 

wall area to an interactive activity system. 

The usage can be :  

 Informative, where the users will have access to multimedia information about the 

animals, their behavior, their anatomy, etc 

 Entertaining, with mini games, quizzes etc. 

thus providing a special edutainment tool! 

         

The qr-tags also are activating a number of simple games, aiming at making the educational 

activity more appealing to the visitors. Those games are: 

A classical memory game: 

 



A puzzle 

 

A coloring application 

 

And a find the differences application 



 

All the games include horses or deer, as we are focusing to those two species. 

 

  



Augmented reality card application 
This application is designed to illustrate the interactions between our animals, the red deer 

and the wild horse, with humans and with their predators. 

The application runs on tablets that are pointing to a flat surface. The application consists 

also of 8 printed cards depicting: 

 a wild horse 

 a red deer 

 a tourist 

 a farmer 

 a scientist 

 a wolf 

 a bear 

 a lynx 

The cards measure 12 X 12 centimeters and are printed on durable pvc. They can be printed 

in plain paper, but PVC provides a better environment, as it is not folding – thus allows the 

algorithm to recognize each cart more accurately. 

 

 

The application is working by positioning one or two cards in the field of view of the tablet’s 

rear camera. When a single card is positioned, the 3d model of the “being” that is printed on 

the card, appears as an animated 3d model in the tablet’s screen 



 

If two cards are positioned, and one of the cards depicts a red deer or wild horse, then the 

application explains the interaction between those “beings”. In the following photo a card 

with a deer and a card with a tourist has been used. In the screen both 3d models appear. 

The deer is annoyed by the tourist that is photo-shooting it and walks away. A text appears 

that explains that the red deer are wild animals and are not familiar to human presence in 

their natural habitat and although it is not running way, it is walking away. This explanation 

can also be heard by a voice narration. 

 

In order to maximize the viewing area, the user can close the text area of the screen. 

The cards are made from PVC in order to be  durable, however it can be used by using 

printed paper or leaflets. 



 The visitors can take with them a leaflet with all the cards printed, so that can use the 

application in their home, with their smartphones. In this way the application will also act as 

an advertisement of the centres’ activities. 

 

 

  



Treasure hunting application 
By utilizing the QR Tags and the smartphones, the users (mostly small teams of young 

children) can be involved in a treasure hunting game, as a fun way to learn more or to test 

their knowledge about the 2 species. 

The users will have to follow a scenario, where each step involves in solving a puzzle. The 

answer of the puzzle will be a specific QR Tag code, a multiple choice question (closed type) 

or an open type question in which the users will have to type the answer. 

 Each scenario is in the form of a mission. In the example illustrated, the user is a 

photographer of National Geographic, that has to provide photos of wild deer for a cover 

article. 

 

In order to be able to succeed in his/her mission, the user will have to find information on 

the center’s material and provide his answer in any stage of the treasure hunt. In the 

pictured example the user must answer what kind of deer can be found in the rhodope 

mountains.  



The application has an educational 

character. So when the user provides an 

answer, the application will give him 

more information in order to understand 

his mistake or to learn more about that 

specific subject.  

By providing small pieces of knowledge, 

we believe that we are creating a more 

appealing and more useful educational 

activity. 

Each treasure hunt must end with a goal, 

with a small reward for the user that was 

able to pass correctly every stage. 

In the example we are showcasing, that 

reward is that the “photographer” has 

his/her photo published in the cover of 

the famous National Geographic 

magazine. 

 

 



Interactive windows 
In an ideal world the two centers will have been located at the natural environment of our 

species, and every time someone was looking outside the window, he/she would be able to 

watch them in their everyday activities, 24 hours a day.  Of course something like this is not 

possible, but even if it was, the appearance of horses and / or deer outside our window is 

not guaranteed. 

In the proposed application, two 65’’ screens will act as our windows. They will display an 

outside view, just if they were real windows, having a view to the nature – to places where 

our two species leave.  

The first screen will show a window facing the Menikio mountain area. Outside of this 

window the user will be able to see wild horses. The second screen will be a window facing 

to a forest area near Gotche Delchev. Outside of this “virtual window” the user will be able 

to see red deer. 

To make the application more interesting to young visitors and having a more educational 

value, in each widow the user will be able to see also a 3d model of a small kid. Outside of 

the “Menikio window” will be able to see Stefanos, and outside of the “Gotche Delchev 

window” he/she will be able to see Latinka. 

       

Stefanos and Latinka will play and look after the animals. All of the models, will be able to 

come very close to the screens, and interact with the visitors, or even surprise them! 

 



The user interface of the application will display in the lower part of the screen some 

buttons, numbered from 1 to 10. Each button will invoke a different scenario – the Stefanos 

in the first window or Latinka on the second will talk to the user and interact with the wild 

horses or with the red deer, creating an interactive learning experience. 

 

Some scenarios will affect the view that the user can see outside of the window. Some 

scenarios involve changing the season to wintertime, or changing the time from day to night, 

in order to provide more specific information about the behavior of our species in different 

hours of day or different seasons around the year. 

 

As this application is designed for the younger visitors of the centers, the user interface 

elements are all positioned in the lower part of the screens, in order to be easily approached 

by kindergartener children. 

The application will provide a realistic, easy to use and funny experience that all the visitors 

can enjoy. 

  

  



Interactive storyteller 
In this application a cartoon-like character of a horse has been created. The horse is named 

Menios, based on the name of mountain Menikio, where the wild horses live. 

Menios is projected to a plexyglass cut-out covered by holographic film, giving the 

impression that it stands out from the background. The actual form of Menios has been 

created by using Artificial Intelligent algorithms to create a cartoon-like character, based on 

the characteristics of a real horse. 

 

Face morfing and leap syncing techniques have been used to animate the horse figure. 

The cartoon-like horse talks to the visitors, asking if the want to ask it a question or if they 

want to hear it narrating a fairytale story, that has to do with horses or deer – the animals 

that BioInnovate program focuses. The users can interact with Menios, through a menu 

system projected on its body. 

        



For the voice of Menios, the  voice of Anthy Thanou was used. Mrs Thanou is considered the 

most famous storyteller in Northern Greece, with a very big experience on narrating stories 

for children. She has selected and adapted the fairytales, to match the purpose of the 

application. 

The whole material, in every language, has 22 minutes duration. Using the menu system, the 

user can choose to access only a part of this material. 

The application has been developed using HTML5 and it can be used in a classroom, with a 

normal PC and a projector. 

 

To make the answers and the stories of Menios more visual appealing to children, during the 

usage of the application a number of illustrations, photos or videos are also displayed as if 

they are projected on its chest. 

 



Virtual reality 360o presentation 
This application gives visitors the ability to coexist with our species in their natural 

environment. By using a virtual reality mask the users can watch a 360 degree presentation, 

with photos and clips from where our species actually live. The most realistic experience, 

after being there. 

 

The user is using hardware provided – Pico VR 4K. The application is specific developed for 

this hardware, to take full advantage of the possibilities it gives to create a realistic 

immerging environment. 

The application is used like a 21st century viemaster. 

 

The user is seeing 360o panoramic images from various places in the forests near Gotche 

Delchev and in the Menikio mountain.  

Those scenes are augmented with 3d models of various animals, related to the BioInnovate 

program. Not only red deer and wild horses but also wolfs, bears and lynxes appear in front 



of the eyes of the user. The 3d models are animated, thus the user can see the deer grazing, 

or the wolves howling.  

 

360o panoramic scene with a 3d model of a red deer 

In the case of Menikio mountain the application displays 360 degrees videos from the actual 

area that wild horses live. The user’s viewpoint is above a white wild horse, so he/she has 

the viewpoint of a person that in on the back of a horse.  

Each scene has also realistic sound. If the scene is by a river, the user can hear the water 

flow. If it is an a place in Menicio that our horse will come across cattle,  the user will be able 

to hear their bells, or the barking of the guardian dog. 

Thirty three different scenes have been created. The user can switch scenes by using a single 

button at the side of the VR device, making the application very user friendly even for 

kindergarden children, and also mimicking the user interface of an actual viewmaster. 

 



As the target audience of the application is children, we are trying to make the scenes 

realistic but not very scarring. For example, in a scene that a bear appears, the bears make 3 

steps toward the viewer, but stops there, not to frighten small children. 

The application has been tested in a 80 children of 8-9 years of age. The children loved the 

application, saying it was very impressive. No complains about dizziness or motion sickness, 

were reported by the children. 

The application is designed to work on Pico G2 4k headsets. You can see a demo of the 

application in a computer screen, by  following this link:  

www.digital-in.info/bio-innovate/6-VR/pico-with-audio.mp4 

 

  

http://www.digital-in.info/bio-innovate/6-VR/pico-with-audio.mp4


Mobile application 
This application is an emulation / role playing game that gives to the users the role of a wild 

horse, a red deer, or a predator. Because the application is mainly targeting to children of 

school age, the predator is a wolf cab. 

The user selects the animal he will play with. The application displays a natural environment 

that looks like a forest, or a plateau of the Menikio mountain.  

 

As all the animals of the game are animals that live in herds or packs, the scenario begins 

with our animal having been separated by the other members of its community. Each animal 

has two goals: to survive and to reunite with the other members of its community.  

 



The game mechanics of the application acts as the instinct of the animal, guiding it to find 

some water to drink and have something to eat in order not to starve. In the case of the 

wolf, we have omitted the food part of the scenario, for obvious reasons. 

Our animal has to navigate to the game’s environment in order to find water, food and it’s 

companions, but it also has to run away from any danger it encounters. For example a deer 

that is in a place of the forest that hears a wolf howling, must leave this part of the forest as 

soon as possible. 

 

The application displays the environment in the from of a third person , where the user sees 

the animal he/she controls, or from a first person view, where he only sees what his/her 

animal would be seeing.  

 



In the first person view mode we are trying to simulate the vision of the animal. So for the 

horse and the deer, the first person view has a field of view greater than the field of view of 

humans, trying to emulate the positioning of the eyes in the head of these animals. And in 

the case of the wolf, the environment in the first person view has very low color saturation, 

with exception of the red, blue and yellow colors, trying to emulate the near black and white 

vision of canis lupus. 

 

 

 

 

 

  

 


