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Part 2:
Engaging
participants

In tours

Tools to make an engaging experience
(Treasure hunts, clues, and surveys)

www.diothercity.eu | #DiOtherCity

The #DiotherCity project is co-financed by the ERASMUS+ programme of the EU (June 2021 to May 2023).

Its content reflects the views of the authors, and the European Commission cannot be held responsible for any use which may be
made of the information therein. (Project code: 2020-1-ES01-KA227-ADU-095512)
Co-funded by the
Erasmus+ Programme
of the European Union m



Ot.hev
C1TY

1. Tours without engagement

For many years, tours did not contain any way of engaging their participants. In fact,
you can still often see such cases. The tour host led the group of tourists, and they
followed them, listening only to their voice. The only interactions with participants (if
any) were questions asked by the leader. Sometimes people had a chance to touch
something. Such a way of giving tours, without any major engagement, quickly became

boring for both the participants and the hosts.

In order to avoid such boredom, tours should include engaging elements that draw

participants’ attention.
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2. The “old-fashioned” way of engaging participants

For many years, tour leaders tried multiple approaches for engaging participants on
their tours without the use of digital tools. These included finding many creative ways

to organize events that would pique tourists' interest.

ENGAGING PARTICIPANTS
- HOW TO DO IT WITHOUT
DIGITAL TOURS?

The hosts were creating events where they were playing the roles of people
from specific time periods in the places where the tours occurred.

® The leaders made tours more personal. They told stories from their personal
lives (connected to the topics of the tour). This made participants feel more
comfortable and made them more open to participation.

® The organizers were often people who could put on a good show. For example,
being dramatic, being a comedian, thinking of the best time to show the specific
location in order to make sure the participants experienced the full glory
of a scenic view... The guides found many creative ways to put on a good show!

These techniques eventually gave hosts the inspiration to incorporate many digital
tools in creating their tours. Tourists today are often immersed in the digital world in
their everyday lives, so many are ready and willing to participate in more engaging

and interactive tours and to welcome new digital tools!
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3. Treasure hunting, missions and clues - let the
participants follow the tour themselves!

Nowadays there are plenty of digital tools that are waiting for you to use them in a
tour. All the necessary tools for creating QR codes, Augmented Reality, creating and
sharing podcasts, as well as 360° photos can be found in the toolbox of this module.
There are some popular new interactive ways of engaging the participants that use

these tools.

The first option that is gaining popularity amongst tour organisers and participants
alike is treasure hunting. Treasure hunting is a search for a treasure that is “hidden”

in the places your tour explores.

O STEPS OF CREATING
A TREASURE HUNT

® Make a list of interesting spots/ places you would like to include
in the treasure hunt. Then, think about the order in which the participants
will search (for example, you can draw a map with the route).

Think about what an interesting “treasure” could be, especially one that can
be used virtually. Examples: Photos, collecting tokens that can later be used

as discounts in the souvenir shop (you can make this the last stop on the route), etc.

® put everything together and upload it to your tool or platform.

www.diothercity.eu | #DiOtherCity

The #DiotherCity project is co-financed by the ERASMUS+ programme of the EU (June 2021 to May 2023).

Its content reflects the views of the authors, and the European Commission cannot be held responsible for any use which may be

made of the information therein. (Project code: 2020-1-ES01-KA227-ADU-095512)
Co-funded by the
Erasmus+ Programme
of the European Union m



Ot.her
C1TY

Treasure hunting is only one part of your tour. You can always add some
missions/quests to the tour, and that way you might create an adventure for all your
participants. The more interactive parts of the tour there are, the more engaged and

interested the participants will become.

STEPS FOR ADDING
MISSIONS AND CLUES

. @® Based on the list you created before, add some missions to the route.
For example, this could be a mission to take a photo of a famous place or statue,
or some unknown place (to make the tour more exciting!).

Remember to leave some clues for the participants so that they can find
the end point of the mission.

N

Treasure hunting is strongly connected to Module 3 of this course, specifically the

section on gamification, so we highly recommend you take a look at that material, too!

\I/

/ N\

www.diothercity.eu | #DiOtherCity

The #DiotherCity project is co-financed by the ERASMUS+ programme of the EU (June 2021 to May 2023).

Its content reflects the views of the authors, and the European Commission cannot be held responsible for any use which may be

made of the information therein. (Project code: 2020-1-ES01-KA227-ADU-095512)
Co-funded by the
Erasmus+ Programme
of the European Union u



Other
¢ CiTY

4. Tools useful for treasure hunting and missions

There are multiple websites, platforms and services that offer us the possibility of

creating a treasure hunt. Here are some examples:

@ ActionBound (available in three versions: free, educational, and professional).
ActionBound is a platform that allows people to create mobile adventures and
interactives guides for both smartphones and tablets (on both iOS and Android
operating systems).

Information and introductory video: actionbound.com

® CityQuester (free for use).
CityQuester is a platform that contains interactive ways to explore the city.
Though it does not allow you to create your own tour, this platform may provide
you with some inspiration for creating your own modern tours.

More information: cityquester.com

If you would like to find out more about ActionBound in particular, the toolbox in

Module 3 has a lot of useful information about the platform.

In addition, QR codes and elements of Augmented Reality (AR) are also a very

interactive way of making engaging tours.
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4.1. QR codes

QR codes are codes you may scan and review on your digital devices that contain

useful links to videos, pictures, crucial information, etc.

Here are some examples on how QR codes work in the tourism industry:

https://scanova.io/blog/gr-codes-in-tourism/

You can also find examples of websites you can use for creating QR codes in the

Toolbox connected to this module.

"
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4.2. Augmented Reality

“Augmented reality (AR) is an interactive experience of a real-world environment
where the objects that reside in the real world are enhanced by computer-
generated perceptual information, sometimes across multiple sensory
modalities, including visual, auditory, haptic, somatosensory and olfactory. AR
can be defined as a system that incorporates three basic features: a combination of
real and virtual worlds, real-time interaction, and accurate 3D registration of virtual
and real objects. The overlaid sensory information can be constructive (i.e., additive to
the natural environment), or destructive (i.e., masking of the natural environment).
This experience is seamlessly interwoven with the physical world such that it is
perceived as an immersive aspect of the real environment. In this way, augmented
reality alters one's ongoing perception of a real-world environment, whereas virtual

reality completely replaces the user's real-world environment with a simulated one”.’

Augmented Reality can enhance the experience of a tour and may contain some
minigames that would draw the attention of the tour’s participants. It makes the tour
a much more engaging experience. You can find a platform for creating AR

materials in the toolbox connected to this module.

1 https://en.wikipedia.org/wiki/Augmented reality
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5. Surveys - a good way of engaging participants after
the tour

Making a survey after a tour is a good practice to make future tours even better. Ask
the participants to evaluate the tour: what went well, what went wrong, what they
would like to see in future tours, etc. Such surveys can be created easily in Google
Forms, Microsoft Forms, SurveyMonkey and other similar tools. The toolkit in Module 2

has additional information on Surveys that may be helpful for creating your own.
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6. The role of the tour leader during treasure hunts
and missions

Interacting and letting the participants do many things themselves may raise the
question: is the tour leader needed on such a tour? The answer is: of course they are!
There is always a need for a person who will host everything and keep an eye on the

participants.

= THE RESPONSIBILITIES

| OF ATOUR LEADER

At the beginning of the tour, the leader has to clearly explain everything

to the tourists so that they understand the purpose and background context
of their tour. Not everything can be written in the instructions, there is always
a human needed to introduce participants to the tour

® During the tour, the leader has to pay attention to everything that is happening.
The participants might get lost during the tour, so the guide could give them
a way of contacting them

-
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7. Conclusions

To sum up, digital tools are a great way to enrich local tours. They can give you an
opportunity to make participants more engaged, increase their interest towards the
places they visit and draw the attention of more ‘outsiders’. Also, tour leaders do not
need to worry about losing their jobs - implementing digital elements will not replace
the living human. What's more, their jobs will become far more interesting and
satisfying with digital elements incorporated. If you want to find out more about the

tools that are useful for creating local tours, see the toolbox connected to this module.
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