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Abstract : The management guideline of zoo keeping has been transformed from offering entertain-

ing to animal conservation and education oriented experience, how to raise the visitor’s attention about
animal conservation becomes main focus. As technology progressed, visiting combining with 3C tech-
nology can offer different experience comparing to traditional zoo visiting, and education of animal
conservation can be enhanced by additional content through internet and mobile devices. This research
will design a AR web game which focuses on “animal conservation”, it can help visitors to focus on
animal conservation issue by its immersive gaming experience, and can offer a brand new visiting way
to revitalize zoo assets, to achieve the goal of educational entertainment.
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