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Regional Revitalization and Tourism through Gamification: Understanding and
Transformation of Map Representations via the Application of Navigation Sports
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Abstract This research investigates the role of gamification in regional revitalization and tourism and
examines the impact of map representation on the understanding of navigation sports within these
contexts. Specifically, it analyzes the effects of holding a rogaining event on participants, organizers,
and the host region, exploring the potential for a gamified regional tourism model to attract tourists and
contribute to local economic revitalization. Additionally, the study examines the characteristics of map
usage in events involving navigation sports and its contribution to enhancing map comprehension.
Through this analysis, the research seeks to provide new insights into how contemporary map
representations evolve and support users' spatial awareness. The study proposes improved methods of
map representation and innovative approaches to regional revitalization, with potential for practical

application
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