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BACKGROUND

GUNKANJII\/IA

A UNESCO WORLD HERITAGE SITE I\ JAPAN

site in 2015 as part of the "xJaan sI\/IVeg_ an«@tﬂal Revoluuon" forﬂs S

historical significance as a co mmg\tslamd Shrrqundéd by \he sea, the\
island has been rapidly deteriorating, with studles predlctlng its coIIapse
within a few years. However, preservation remains a major challenge,
primarily due to severe funding constraints.
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WE FOCUSED ON
“DIGITAL ARCHIVING”

Digital archiving preserves heritage sites by capturing high-
resolution 3D data, creating a digital twin before deterioration
progresses.

While this technology enables precise documentation for
future conservation, its high costs make it inaccessible for
many-sites.

Most archived data remains unused, stored passively rather
than actively contributing to preservation.

We conducted the data archiving of Gunkanjima.
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Business

We transformed archive data into content data, turning
preservation into a data-driven entertainment business.

Profit

A new preservation monetization model.
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WE UNLOCKED FORTNITE'S
“CREATOR ECONOMY 2.0"




CREATOR ECONOMY 2.0 £

Creator Economy 2.0 is Fortnite’s new system that rewards island creators based
on player engagement. Epic allocates 40% of its in-game revenue and pays
creators monthly. Payments depend on the number of new and returning players
visiting an island and how frequently they come back. We have unlocked this
system for heritage preservation.
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We used 3D archive data of Gunkanjima, a UNESCO World  *
Heritage site in Japan, to recreate the island within Fm :
Additionally, by registering a World Heritage organlzatlon(%\' o
a recognized creator we established a system where

funds.

This groundbreaking model allows users to actlvely contrlbute
to heritage preservation simply by playing—a revolufuonary
approach that makes conservation both engaging and self-,
sustaining.
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WE TURNED HERITAGE PRESERVATION
INTO AN ENTERTAINMENT BUSINESS

This initiative gained massive media attention, turning 0
Fortnite players into supporters of Gunkanjima, contributing + 0
directly to its preservation funding. S

TOTAL MEDIA REACH INCREASE IN DONATION
Furthermore, the use of archive data extended beyond

gaming into film, museums, and.other entertainment
industries. , + +

TEEWith-abudget-of just 5 million yen ($85,000 USD), we PLAYTIME DALY NEW SUPPORTES DAILY
successfully combined digital archiving with revenue
generation40 sustain heritage preservation. 1 0 5
And now, this model has begun expanding to other World I I
Heritage sites. COMPANIES ADOPTING WORLD HERITAGE SITES

ARCHIVE DATA ADOPTING THE MODEL
RESULT
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