
***Please note that this grant was completed for the ENGL 606 course at WVU. It is not real. 

 

1. Table of Contents 

Contents 
1. Table of Contents ............................................................................................................................................................. 1 

2. List of participants .......................................................................................................................................................... 2 

Project Team ......................................................................................................................................................................... 2 

3. Abstract ................................................................................................................................................................................. 3 

Statement of Innovation .................................................................................................................................................. 3 

Statement of Humanities Significance ....................................................................................................................... 3 

4. Narrative ............................................................................................................................................................................... 4 

Enhancing the Humanities .............................................................................................................................................. 4 

Environmental scan ........................................................................................................................................................... 6 

History and duration of the project ............................................................................................................................ 7 

Work plan .............................................................................................................................................................................. 7 

Staff ........................................................................................................................................................................................... 9 

Final product and dissemination ................................................................................................................................. 9 

5. Biographies ....................................................................................................................................................................... 10 

Alex Ries (Project Director) .......................................................................................................................................... 10 

First Last (Advisor) .......................................................................................................................................................... 10 

First Last (Advisor) .......................................................................................................................................................... 10 

6. Data management plan ............................................................................................................................................... 10 

7. Appendices ........................................................................................................................................................................ 11 

Appendix A: Timeline ...................................................................................................................................................... 12 

Appendix B: Locations .................................................................................................................................................... 13 

Appendix C: Landing Page Prototype ....................................................................................................................... 14 

Appendix D: AR Prototype ............................................................................................................................................ 15 

Appendix E: Works Cited ............................................................................................................................................... 16 

 

 
 



2 
 

2. List of participants  

Project Team 

Ries, Alex                     Gettysburg Foundation 
Last, First    Gettysburg National Military Park and Eisenhower National  

Historic Site 
Last, First    Gettysburg College 
Graduate Student, TBD   Gettysburg College 
3D Modeling and Augmented Virtual Reality Consultant, TBD 

 

   

 

  



3 
 

3. Abstract 
 

As mobile technology changes how visitors connect to each other and their world, it is 

advantageous for national parks to consider the affordances that this new technology can provide. 

The Gettysburg Foundation proposes an augmented reality app that lays 3D animated 

reenactments of the Battle of Gettysburg over the natural landscape at popular locations 

throughout the Gettysburg National Military Park. The app will also provide the park’s existing 

driving tour as a mobile navigation tool and include audio recordings to provide additional 

information about the sites on the driving tour. This app will provide a multimedia approach to 

education that extends beyond the visitor center and fosters a greater emotional connection to the 

Gettysburg Battlefield.  

 

Statement of Innovation 
The potential of augmented reality (AR) in the humanities is just beginning to be explored. 

Although many national and state parks have created apps, not many parks have experimented 

with augmented reality (AR). The parks that are using AR technology are using it to locate or 

identify surrounding tourism sites. To our knowledge, this will be the first attempt by a national 

park to use AR technology to elicit an emotional response. 

 

Statement of Humanities Significance 
The Battle of Gettysburg is considered a turning point in the Civil War, because the Union victory 

ended General Robert E. Lee’s Northern invasion. The Battle, fought for three days in July 1863, was 

the bloodiest battle of the Civil War; over those three days, over 51,000 soldiers died, were 

wounded, or went missing. Civilians also suffered great losses, as their land was destroyed and left 

behind were unburied soldiers and other remnants of the war. The Gettysburg Battlefield, the grave 

site to so many soldiers, receives over a million visitors a year and has become a symbol of 

nationalism. 
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4. Narrative 

Enhancing the Humanities 
153 years after the bloodiest battle of the American Civil War, much of the Gettysburg 

Battlefield remains protected by the Gettysburg National Military Park. On this land, soldiers fought 

and died; this Union victory, commonly referred to as the “high water mark of the rebellion,” 

changed the course of the war, which was instrumental in the abolishment of slavery and the 

reconstruction of state and society. Over a million visitors a year come to Gettysburg to gaze upon 

the solemn battlefield. To enhance the experience of the visitors, the Gettysburg National Military 

Park and the Gettysburg Foundation provide historical interpretation programs, such as ranger-led 

talks, films and exhibits in the Visitor Center and Museum, and signs and monuments throughout 

the park. These programs have contributed to the strong connection that many visitors have to the 

battlefield, leading to return visits, volunteerism, media attention, and donations. However, despite 

an increase in visits to national parks nationwide since 2000, the number of visitors to the 

Gettysburg National Military Park has decreased during this time. This has forced the Gettysburg 

Foundation to consider new ways to reach potential visitors.  
In 2011, the National Park Service (NPS) made a call for parks to “Go Digital” as part of the 

NPS Director’s “Call to Action” initiative. By going digital, the NPS hopes to “reach new audiences 

and maintain a conversation with all Americans by transforming the NPS digital experiences to 

offer rich, interactive, up-to-date content from every park and program” (National Park Service, 

2011, 13). The Gettysburg Foundation has witnessed the affordances that technology can offer to 

visitors; the digitally interactive exhibits in our visitor center are effective educational tools. We 

further acknowledge that the NPS visitor is becoming more accustomed to accessing information 

online, especially through mobile devices. In the spirit of “Going Digital,” we are interested in 

creating a mobile application (app) that will provide a new way for visitors to experience the 

Gettysburg Battlefield. We are inspired, in particular, by an emerging and exciting digital trend: 

augmented reality (AR). Although AR technology is still new, it has a lot of potential to be a 

powerful tool for presenting information in a new, unique way.  
Our primary research question is how can we use mobile AR technology to elicit a greater 

emotional response from visitors during and after their trip to the Gettysburg National Military 

Park, specifically the Gettysburg Battlefield? Can AR cause visitors to care more about the 

Gettysburg Battlefield? If it can, will this increased caring lead to behaviors that protect and 

promote the park? To begin to answer these questions, we propose The Gettysburg Experience, a 

beta navigation and augmented reality app for mobile devices to improve visitor experience at the 

park. Initially, the app will provide three services: 1) an AR experience at three locations across the 

park, 2) a driving tour of the park, and 3) an audio recording describing each location on the driving 

tour.  

 

Why augmented reality? 
Augmented reality is “a medium in which digital information is overlaid on the physical 

world that is in both spatial and temporal registration with the physical world and that is 

interactive in real time” (Craig, The Information Displayed section, para. 1). This unique experience 

will place 1863 over 2017, or whatever modern year it is, temporarily closing this gap of time. No 
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other medium can achieve this experience of time shifting as adequately as AR. Additionally, AR 

“fosters the mobility of users, increases the physical places where learning can occur, serves as [a] 

bridge between these places, and enables connections between formal and information learning” 

(Fitzgerald et al., 45). With this mobile app, visitors will have a unique and personal learning 

experience outside of the visitor center. To this list of advantages, we wish to add greater 

accessibility for those with limited English skills and the attention that AR technology draws, 

especially from younger populations and school groups. Furthermore, it is the only way for visitors 

to experience both the Battle of Gettysburg and the actual Battlefield simultaneously, as it would be 

too costly and intrusive to set up TV screens throughout the park.  

Currently, most AR apps designed for tourism are identification tools. For example, when a 

phone’s camera is oriented towards the landscape, text will appear on the screen to identify the 

surrounding sites. Although this is an excellent use of AR technology and is a beneficial tool for 

navigation, our app wishes to push this technology further by focusing on the emotional response 

from the visitor. To initiate an emotional response, at each of the three designated locations, we will 

invite visitors to gain a General’s eye view of the battle that took place in 1863. Through their 

mobile devices, visitors will witness the intensity of the battle by viewing a 2 minute 3D animated 

re-creation of the battle laid over the actual landscape. 
The AR experience will showcase the power of visual storytelling for increased engagement 

and understanding. In just 2 minutes, the AR experience will tell a story of pride, nationalism, 

despair, gratitude, and hope. Furthermore, the juxtaposition between the ensuing battle and the 

now-still battlefield will situate many visitors as inheritors of the nation, benefiting from the 

sacrifice of those affected by the war. Combined with the audio files integrated with the driving tour 

to describe the historical significance of each site, visitors will forge connections between the aural 

information they receive and the visual experience they encounter, which will increase the 

likelihood that visitors will grasp the themes of the interpretative program (nationalism, hope). 

Although we can predict the likely emotions visitors will experience based on the emotional 

responses to our existing interpretive programs (for example, pride, gratitude), we realize that the 

exact response will vary between visitors. Evaluations from surveys and focus groups will help us 

better understand the range of the responses and which emotions lead to increased behavior that 

benefits the park.  

 

Expected outcomes: 
The expected outcome of the app is a change in behavior. We have consulted the 

Elaboration Likelihood Model to increase the odds that the app will achieve this outcome. By 

providing clear and simple themes through an interesting medium, the augmented reality 

experience will be designed to follow a central route for information processing. This route fosters 

a shift in attitude, or reinforcement of an existing positive attitude. With this app, we hope to 

change negative or neutral attitudes and reinforce positive ones towards the Gettysburg Battlefield. 

And by positive attitude, we mean a caring attitude that makes visitors want to promote and 

protect the battlefield. By fostering this attitude, we hope to increase the number of park visitors 

through return visits and word of mouth between friends. We also hope for more visitors to 

promote the park online through Facebook posts and page likes, blogs, Tweets, and Instagram 
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photos. We also hope that by experimenting with AR technology, we will encourage others to do the 

same.  

 

Environmental scan 
Although this is the first experiment, to our knowledge, of mobile AR technology being 

developed specifically to elicit emotion at a national park, other institutions have experimented 

with this technology. In 2010, the City of Philadelphia Department of Records, working with Azavea, 

created a mobile AR app using Layar that “enable[s] users to view historic photographs of 

Philadelphia, via their smartphones, as overlays on a camera view of the current urban landscape” 

(Azavea, & City of Philadelphia Department of Records, 4). The AR project, funded by the Digital 

Humanities Start-Up Grant, was born from the Department of Records and Azavea questioning 

“how else mobile technology could be used to interact with students, historians, and the general 

public and assist them in experiencing and investigating the history of Philadelphia” (6). The 

PhillyHistory app is a great inspiration for our project, as its overlaid photographs tell a story with 

the emotional appeal of nostalgia, progress, and city pride.  
Arnhem and Spiller created an AR app for the College of Charleston Libraries with 3 main 

goals: to “revisit AR technology, assess its enhanced capabilities, and produce a working AR 

prototype that could be used to showcase AR to library administration and educators to 

demonstrate its potential uses in a library setting and as an instructional tool” (220). They used 

image scanning AR technology to link paintings that are displayed at the library to both library and 

vetted resources and then created their app using Layar. Similar to the library, the Gettysburg 

Foundation, especially the visitor center, is interested in promoting education. Arnhem and Spiller 

acknowledge that several scholars are calling for the definition of information literacy to be 

expanded to better include the affordances that mobile devices provide. There is great learning 

potential in AR technology: “The technology is not just different in its mobility, but in the very 

personal and social aspects that the continuing uses of mobile devices entail” (218). Mobile 

technology is already a means of connection between one person and another, as well as between 

one person and society. We are curious to see how AR technology amplifies these connections.  
As mentioned earlier, several parks are using AR apps as identification tools. The National 

Mall and Memorial Park app includes a screen called “Park Lens.” By “hold[ing] up your device and 

look[ing] through the activated camera view,” visitors can see which sites surround them (National 

Park Service, 2015). Geolocation apps are used for tours and sightseeing by the National Mall and 

Memorial Parks and Fort Vancouver. Both of these apps connect to Google Maps. Furthermore, the 

National Mall and Memorial Parks app has a “Locate Me” button that allows visitors to see where 

they are located in relation to the park’s resources. This app also uses Google Directions to help 

visitors follow self-guided walking tours more easily. Although these apps are likely to enhance the 

visitor’s experience, they are not designed to cause a strong emotional response. 
Additional AR apps from cultural institutions include the Berliner Mauer AR layer, the 

Museum of London: Streetmuseum app, the Andy Warhol Museum app, and the Urban Augmented 

Reality app by the Netherlands Architecture Institute. 
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History and duration of the project 
The Gettysburg Foundation has identified the three locations for the initial AR experiences 

based on their potential for an effective AR experience: All three locations overlook a large portion 

of a field with limited landscape features, such as trees and rocks. We have also identified a specific 

standing area for each location to ensure the video is positioned correctly over the landscape, as 

well as reference points in the landscape to assist visitors with positioning the camera on their 

mobile devices. The standing areas will be marked for visitors. We also have the GPS coordinates 

for each of the 16 stops on the driving tour. 
Additionally, we have conducted preliminary research of software for developing the 

driving tour and the AR experience. In 2014, the Gettysburg Foundation developed Lincoln 1863, an 

educational app that provides a GPS-guided walking tour that highlights President Lincoln’s 

journey to Gettysburg. The app also provides background information on Lincoln, the Gettysburg 

address, and facts and trivia. The Lincoln 1863 was developed by 7/Apps. We decided to hire a 

contractor and use open source software for The Gettysburg Experience app to give us more control 

over the product and to encourage other parks, as well as museums and cities, to build similar apps. 
After the project period, we hope to acquire additional funding to add more AR locations, as 

well as more images, videos, and text. In the future, we would also like to integrate the app with 

popular social media sites like Facebook, Twitter, and Instagram. 

 

Work plan 
During the grant period, we will create a beta app called The Gettysburg Experience for 

Android and iOS mobile devices. When the visitor opens the app, it will display a landing page with 

links to the driving tour, the AR “General’s Eye” feature, a help page, and a link to the Gettysburg 

Foundation’s website (see Appendix C). The beta app will be designed for the most recent versions 

of iOS and Android at the time of development. We will contract a 3D modeling and AR specialist to 

create the app and require that the source code for the app be hosted on GitHub.  
The GPS driving tour will follow the same route as the existing self-guiding auto tour, which 

at this time is only available as a paper map. The driving tour is 24 miles and includes 16 stops, 

beginning with McPherson Ridge and ending with the National Cemetery. The benefit of 

incorporating the auto tour in the app is that it will allow visitors to focus more on the sites of 

Gettysburg and less on the map, and it mimics a digital practice that many visitors are accustomed 

to. Similar to Google Maps, visitors will be aurally directed from one location to the next, and they 

may begin the tour from any of the 16 locations. When they reach each point on the tour, a marker 

will appear on the map with links to an audio file and a transcription. The audio file will provide 

information about the historical significance of the location. The script for the audio file will be 

written by a graduate student from Gettysburg College and recorded by park rangers. 
To create the driving tour, we will use Leaflet, an open-source JavaScript library for 

interactive maps. Leaflet creates beautiful maps and produces a small JavaScript file, which was an 

important factor in determining the software that will be used to create the app. The Lincoln 1863 

app that we created in 2013 has received a lot of positive feedback, but one complaint has been the 

size of the app. Therefore, our goal is for The Gettysburg Experience app to occupy a small amount of 

space on the visitor’s mobile device.  
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To create the “General’s Eye” feature, we will use Unity to create the animations and 

ARToolKit for Unity to create the AR experience. Both of these are open source, which make them 

very attractive options. Unity is a popular platform for game development. Because the gaming 

industry has developed AR technology further than most fields, we feel a gaming platform will be 

appropriate for the creation of the animations, which require fluid movements to be effective. The 

“General’s Eye” feature will overlay a 2 minute 3D animation of the battle over the existing 

landscape. During the project period, we will make this AR experience available at three popular 

stops on the driving tour: the North Western view from Little Round Top, the South Western view 

from the Eternal Light Peace Memorial, and the Eastern view from the observation tower between 

Pitzer Woods and Warfield Ridge. Dr. First Last of Gettysburg College will assist the 3D modeling 

and AR consultant with battlefield positions and movement for the animations to ensure that the 

visitor sees a more historically accurate portrayal of the battle in 1863. The style of the animations 

will match the panorama in the visitor center, which has an appropriate level of realism while 

omitting images of blood. It is not our intention to produce a disturbing and gory reenactment of 

the battle, but we do find it necessary to show fallen soldiers and body language that suggests pain 

and fear to achieve the emotional reaction we seek from the visitors. Even though the perspective 

will make it challenging to see details, to protect our visitors, we will provide a brief trigger 

warning about the content before the visitor views the animations.     
During the project period, we will also conduct initial evaluations of the app. A frequency 

count of app downloads, as well as page counts and length of stay information provided by Google 

Analytics for Mobile Apps, will provide insight to the amount of interest in the app and the specific 

features within. Combined with the surveys and focus groups described below, this information 

may also provide valuable feedback concerning usability. We will also ask park rangers to observe 

visitors using the AR feature of the app and take notes, and then we will analyze their field notes 

using a value coding schema. 
In the beta version, upon exiting the app, the visitor will be asked to rate their experience. If 

the visitor accepts the invitation, they will be taken to a brief survey that asks what features of the 

app they used, their reaction to the AR feature, the ease of use of the app, and if they encountered 

errors. We will also ask the visitor to provide demographic information, specifically age, gender, 

race, frequency of visitation, and the number of people visiting with them that day. We will compare 

this information to the demographics collected from the park’s standard visitor use surveys to see if 

there are populations that are attending the park but not using the app. In the future, we plan to 

move this survey to an option on the landing page, as opposed to an exit pop-up. 
At the visitor center, we will invite visitors to participate in a focus group to help us improve 

the app. We will conduct three sessions of two focus groups, for a total of six focus groups. The first 

focus group will gauge the visitor’s education of the Gettysburg Battlefield. Before the visitor 

downloads the app, they will be given a written pre-test to gauge their current level of knowledge 

of the sites on the driving tour. Then we will ask each participant to download the app, conduct the 

driving tour using the app, listen to the pre-recordings (or read the text), and use the AR feature at 

all three locations. The visitor will then be expected to return to the visitor center to answer the 

same set of questions. Then we will measure the results through an index of improve and thematic 

content analysis. For the second focus group, we will gauge the visitor’s affect. We will follow a 

similar process, except instead of a written test, we will hold a verbal discussion with the visitor 
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before and after they use the app. We will then measure the results through a value coding schema 

and thematic content analysis. To gauge a change in behavior, we will pay close attention to the use 

of phrases such as “I will” and “when I come back.” We will also ask visitors to provide contact 

information for us to conduct a follow up survey one month and then again one year after their 

visit. 

 

Staff 
Alex Ries (Project Director) is a program coordinator for The Gettysburg Foundation. 

Throughout their history, the foundation acquired historic land; funded the preservation of 

monuments, canons, and artifacts; provided historical interpretation displays and programs; and 

more recently designed and constructed the 139,000 state-of-the-art square foot National Military 

Park Museum and Visitor Center. Mrs. Ries will oversee the progress of the project and ensure that 

all grant requirements are met. 
First Last (Advisor) is the Fluhrer Professor of Civil War Studies and the Director of the 

Civil War Institute at Gettysburg College. Dr. Last will advise the team on historical information 

about the battle of Gettysburg. He will work closely with the 3D Modeling and AR consultant to 

ensure that the positions and movements are accurate for the animations. He will also assist a 

graduate student with writing scripts for the audio recordings. 
First Last (Advisor) is the superintendent for the Gettysburg National Military Park and 

Eisenhower National Historic Site. He also serves on the Gettysburg Foundation Board as the liaison 

between the Foundation and the Park. First will coordinate with park rangers to record the audio 

for the driving tour and conduct observations at the three AR locations.  
We will hire a full time 3D Modeling and AR consultant to build the app. The consultant 

will be required to have advanced HTML, CSS3, and JavaScript skills and demonstrated experience 

with creating apps and mobile AR experiences. The hired consultant must also be familiar, but not 

necessary an expert, with Leaflet, Unity, and ARToolKit for Unity.  
Additionally, we will hire one graduate student from Gettysburg College to write scripts 

for the audio recordings and assist the consultant with testing the app on site. 
The Gettysburg Foundation Board of Directors will be regularly updated on the progress 

of the project and may advise the project team as needed. 

 

Final product and dissemination 
The Gettysburg Experience app will be available for download from the Apple Store and 

Google Play. The app will be free to download and will be advertised as a beta version so that 

visitors are aware of the potential for technical errors. Our primary methods of advertising for the 

app will be on the Gettysburg Foundation website and through poster displays at the visitor center. 

We will also advertise for the app on Facebook and Twitter.  
After the project period, we will submit an article outlining our process and lessons learned 

to the Journal of Interpretation Research, an academic journal published by the National 

Association of Interpretation. We will also ensure that the white paper is available through the 

Gettysburg Foundation website and GitHub. With additional funding, we hope to present our 

results and its significance to the humanities at the 2018 Alliance of Digital Humanities 

Organizations conference. 
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5. Biographies 
 

Alex Ries (Project Director)  
Alex is a program coordinator for The Gettysburg Foundation. Throughout their history, the 

foundation acquired historic land; funded the preservation of monuments, canons, and artifacts; 

provided historical interpretation displays and programs; and more recently designed and 

constructed the 139,000 state-of-the-art square foot National Military Park Museum and Visitor 

Center. Mrs. Ries will oversee the progress of the project and ensure that all grant requirements are 

met. 

 

First Last (Advisor)  
Dr. Last is the Fluhrer Professor of Civil War Studies and the Director of the Civil War Institute at 

Gettysburg College. Dr. Last will advise the team on historical information about the battle. He will 

work closely with the 3D Modeling and AR consultant to ensure that the positions and movements 

are accurate for the animations. He will also assist a graduate student with writing scripts for the 

audio recordings. 

 

First Last (Advisor) 
First is the superintendent for the Gettysburg National Military Park and Eisenhower National 

Historic Site. He also serves on the Gettysburg Foundation Board as the liaison between the 

Foundation and the Park. First will coordinate with park rangers to record the audio for the driving 

tour and conduct observations at the three AR locations.  

 

6. Data management plan 
 

Data to be generated 
 App landing page - .html; .css; .js; .png 

 Driving tour - .html; .css; .js; .png 

 Audio recordings - .mp3 

 Text transcriptions of audio files - .html; .css 

 AR experience - .obj; .dat; .bytes 

 White paper - .pdf 

 

Data Management and Distribution 

We will host the source code for the app on GitHub and invite others to access the code. We will also 

add the white paper to GitHub so that others can more easily follow our process. The white paper 

will explain how we use the selected software to create the app and will include any barriers we 

face and key questions we have to answer while developing the app. We will continue to maintain 

and update the source code for at least the life of the app, and there are no plans to remove the 

code. 
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A. Timeline 
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C. Landing Page Prototype 
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Appendix A: Timeline 
 

Sept. 2016 Consultant will begin designing app 

Oct. Continue designing app 

Nov. Scripts for audio files will be completed 

Dec. Initial working prototype of AR experience will be completed; Begin testing AR 

experience 

Jan. 2017 Park rangers will record audio files 

Feb. Initial working prototype of driving tour, including audio files, will be completed; 

Begin testing driving tour 

March Continue testing app 

April Final testing of app; Mark standing area at three AR locations 

May Final testing of app; App will go live; Advertise for app; Files will be posted to 

GitHub 

June First round of focus groups 

July Second round of focus groups 

Aug. Third round of focus groups; White paper will be completed and posted to GitHub 

Post grant 

period 

Write and submit paper to the Journal of Interpretation Research; Conduct monthly 

evaluations of the app; Apply for additional funding to expand app and attend 

Alliance of Digital Humanities Organizations conference 
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Appendix B: Locations 
 

The GPS coordinates of the 16 locations on the driving tour will be listed here. For the purposes of 

the English 606 assignment, I was unable to acquire these coordinates. 
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Appendix C: Landing Page Prototype 
 

 
 

 

  



15 
 

Appendix D: AR Prototype 
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