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Background and Goals

UCIT has a dedicated GPS application, known as ZotFinder, that Quarter 1
works similar to conventional GPS applications, such as Google T —— AL In Fall 2019, our team accomplished creating a user interface
Maps. However, one fundamental problem this application K | and implementing the foundation for outdoor navigation via
contains is the lack of indoor mapping, which could prove Kt Cross CulturlCentr Mapbox, with the application able to navigate to a few locations.
problematic when traversing difficult-to-find indoor locations, such 5 T g The majority of this quarter was spent conducting research in
as classrooms and offices. Our goal with ZotFinder 2.0 1s to solve 2 o p augmented reality and the applicable tools necessary for
this aforementioned problem and create an application that can g B implementing indoor navigation, as well as ensuring that our
navigate not only outdoor locations, but also indoor classrooms - > application works for multiple Android devices.
throughout UCI using modern technological trends, namely o Socal cien / Quarter 2
augmented reality. In Winter 2020, our team accomplished implementing and
e %, ey optimizing additional outdoor locations for navigation and building
] the foundation for indoor navigation, with the application able to
I Im p I emen tat| on Pt navigate most UCI buildings and outdoor classrooms and a few
indoor classrooms of one building. While 10 weeks was not
sufficient towards creating a fully completed application, we have
y . A ) Display Nllggg?r: g N e peneE at the very least the knowledge and tools necessary to accomplish a
| T HAVE ARRIVED 03mi 10:25pm r o x completed application.
b a e Srenne Figure 2 - Outdoor navigation Figure 3 - Outdoor navigation
" menu demonstration I m p rOve m e n tS
Database | In regards to outdoor navigation, we must ensure that every path
Load AR map >{Localize user — o T - is the shortest possible path, whereas in regards to indoor
s i navigation, we have the foundation and methods set up to where we
can implement additional locations. Additionally, this application
e could be improved to be more accessible to different kinds of
‘ | App people. Examples include alternative paths made for the disabled
/’,,,-""/Android Studno >User Intertace—( \ Indocr and additional language options for international students.
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