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Abstract  With the fast increment of fusion ICT(Information and Communication Technology), new creative
tourism model is required for the revival of local economy. We come up with new frame that is able to increase
tourists and revive local economy through ICT fusion such as spatial informaion, contents, game, smart phone,
wearable device and wireless internet. In this paper, we propose 'Gamified Tourtainment Service Platform' that can
be provided tourists with user custom tour guidance and gamified tour services for motivation, fun, contest, reward
in the environment of outdoor. This platform is a kind of framework for creating and providing gamified creative
tour services and a gateway for increasing tourist and reviving commercial local economy. We also propose the
real tourtainment service application that is implemented with this platform and smart phone.
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