Augmented Asbury Park: Disrupting the Present with Remnants of
History in Augmented Reality
Edward S. Johnston, Michael Richison, Marina Vujnovic
Edward S. Johnston, Robert Busch School of Design, Kean University, Union, NJ, USA, 07083, jedward@kean.edu
Michael Richison, Department of Art and Design, Monmouth University, West Long Branch, NJ, USA, 07764, mrichiso@monmouth.edu
Marina Vujnovic, Department of Communication, Monmouth University, West Long Branch, NJ, USA, 07764, mvujnovi@monmouth.edu

Abstract
Augmented Asbury Park is a free mobile experience created by
the authors and their collaborative team, which involves the reconstructions of key historic landmarks in augmented reality on
the Asbury Park boardwalk in Asbury Park, New Jersey, USA
and off-site. The project invites people to disrupt their present
experience by using their own mobile devices and locations to
interact with digital representations of historic structures. Augmented Asbury Park superimposes interactive 3-D history on the
present using augmented reality (AR) technologies, including
both geolocation-based and vision-based technologies.

mous carousels. Guided by the community’s sense of cultural loss and because we believed that, “AR can serve as a
historic documentation…a reminder of people and culture
of the past,” we developed this collaborative project in
2013 with the intent of showing people what the Asbury
Park boardwalk used to look like. [1]
We began by doing research on the history of the most
famous locations by making connections with local historians and the Asbury Park public library.
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Project Summary
How many times have you seen someone gesture at an
empty space like a parking lot as a means to describe what
was once there? Augmented Asbury Park is a free mobile
experience involving the reconstructions of key historic
landmarks in augmented reality (AR) on the Asbury Park
boardwalk in New Jersey and off-site. The project empowers people to disrupt their present experience and connect it
with the past by seeing digital 3-D models of past structures and buildings overlaid on top of their mobile device’s
camera screen. Frequent visitors to the boardwalk remember the old sites and have the opportunity to share their
memories with new visitors. And new visitors have an innovative way of interacting with the history of the site.
One example of this is the digital 3-D model of the
wreckage of S.S. Morro Castle from 1934 seen in Figure 1,
which we reconstructed in a 3-D modeling environment
using photographs provided to us from the archives of the
Asbury Park Public Library. We used geolocation-based
augmented reality to place the model where the wreckage
was roughly located.
Asbury Park was one of the most prominent Jersey shore
resorts from the late 1800s to the 1960s. It was a hub for
Boardwalk entertainment and hundreds of hotels were frequently filled to capacity. All of this started to fade through
1970s leading to closure and dismantling of the majority of
sites in the late 1990s and early 2000s, including two fa-

Figure 1. Still image from camera of mobile device showing digital 3-D model of wreckage of S.S. Morro Castle from 1934
placed near Asbury Park beach in geolocation-based augmented
reality.

After showcasing our initial explorations at World Maker
Faire New York 2013, we ran a successful Kickstarter
campaign. [2] Subsequently, we did more research, constructed and textured digital 3-D models with collected
photographs, and using AR, we put a digital reconstruction
of the boardwalk carousel back in the carousel house.
From the initial project success, we were invited to give
a talk about the project at TEDxNavesink 2014. [3] Following the talk, we finished placing our digital 3-D assets
on the Asbury Park boardwalk using geolocation-based
AR. In addition, we provided on-site free tours over the
summer of 2014 where people were able to experience
these models through their mobile devices. The project is
now available for free on-site and on the project website at
www.augmentedasburypark.com. [4]

Figure 2. Photograph of Augmented Asbury Park tour during July
2014.

Inspiration
In today’s society, there is a pervasive sense of cultural and
historical loss. Our cities are sites of constant change. In
the world where bottom-line seems to dictate what history
and culture remains preserved, people often experience a
sense of longing for what once was. In our interaction with
Asbury Park residents and visitors, we listened to how important these places were to their collective memories.
We began by asking ourselves, "How can we help preserve these memories? And how can we use AR as a form
of historic documentation that is directly related to the
physical sites in which those memories were created?" As
Dan Collins points out in his ISEA 2013 paper, “[Locative
media] technology enables experiential mapping and geospatial annotation to produce online applications that support geographically ‘located’ communities.” [5] Later in
his paper, Collins states, “The strategy [of community
mapping] can reveal the stories of a place that remain invisible to the casual observer.” [6] We decided to explore
using AR technologies and locative media, because of their
abilities to disrupt the present by connecting people with
meaningful information both spatially and geographically
on a personal level.

Figure 3. Photograph of Carousel No. 87 at Family Kingdom in
Myrtle Beach, South Carolina.

Subsequently, our collaborative team constructed digital
3-D models of the carousel in a 3-D modeling environment
and textured the models with the photographs collected
from that trip as seen below. Each digital 3-D asset was

Research Process
To begin our research, we drove to Hatfield, Pennsylvania
to visit the Philadelphia Toboggan Company (PTC), the
original manufacturer of Carousel No. 87, which has become known as the Asbury Park Casino Carousel. In 1932,
PTC produced and delivered the carousel to the new Asbury Park Carousel House. The Carousel House was built
between 1929 and 1930 as a part of a larger boardwalk
redevelopment after the two devastating fires of 1927 and
1928. Warren and Wetmore, the two New York architects
known for designing Grand Central Station, designed the
Carousel House. [7] Built to fit exactly within Warren and
Wetmore’s new building, the PTC carousel was graced
with masterfully carved wooden horses. In further research, we discovered that the Asbury Park Casino Carousel was moved from Asbury Park to Myrtle Beach, South
Carolina in 1992. It is now in a small amusement park
called “Family Kingdom.” We drove to Myrtle Beach to
shoot many photographs of the carousel, seen in Figure 3.

Figure 4. Image of digital 3-D model development of the Asbury
Park Casino Carousel.

created in a very similar manner to a 3-D game design asset; each model consists of a series of triangulated polygons. We focused on reducing polygon count in order to
decrease the load time of the experience on mobile devices.
Also, we optimized the images that were applied to the 3-D
models to decrease load time as well.
As seen in Figure 5, we placed a digital reconstruction
of the Asbury Park Casino Carousel back inside the Carousel House using geolocation-based AR. Anyone with a
smartphone and the free mobile app Junaio, created by
software developer Metaio, can walk up to the Carousel
House and see the model of the carousel in the space.

Figure 7. Map of AR assets on the Asbury Park boardwalk.
Figure 5. Images of digital 3-D model of Asbury Park Casino
Carousel placed inside the Carousel House using AR.

With the help of the Asbury Park Public Library, we
learned more about several other historic buildings and
structures and were able to collect a large amount of visual
references from the library’s postcard collections. We created several other digital 3-D models of other buildings
and structures on the Asbury Park boardwalk, and we
placed those back on the boardwalk using AR as well.

Here is a list of the completed assets from top to bottom:
− Monterey Hotel, built in 1912, demolished 1963
− Wreckage of S.S. Morro Castle, beached in 1934
− 7th Avenue Pavilion, built in 1905
− Original Boardwalk Casino, built 1903, destroyed
by fire in 1928
− Natatorium, first built in 1912
− Skyride and Boardwalk Amusements
− New Boardwalk Casino, built in early 1930’s and
partially demolished in 2006
− Boardwalk Carousel, built in 1932 and dismantled
and sold in 1992
− Palace Amusements, originally built in 1888, demolished in 2004
In addition to geolocation-based AR, we also used vision-based AR. This technology enabled our team to tag
each model to a corresponding AR-enabled poster. We
designed posters with illustrations and historical information about each building or structure. Now, when people
scan one of the posters with their mobile devices, the digital 3-D content appears in front of the poster.

Project Impact

Figure 6. Photograph of camera phone interacting with the digital
3-D model of Asbury Park Casino Carousel placed inside the
Carousel House using geolocation-based AR.

As we led our tours each Sunday in July, the significance
of our project became clear. These tours coupled with the
on-site AR content engaged the local community and provided opportunities for people to share their experiences
and memories. On a perceptual level, it disrupted expected
reality and activated it with superimposed, meaningful content. On a social level, the tours disrupted the expected

experience of casual beachgoers who decided to join in on
the tour. People stopped and became engaged.
There are now permanent AR markers for visitors to
experience on the Asbury Park boardwalk. Also, our project website provides free off-site methods for sharing and
experiencing the project content. We are excited to continue offering these experiences and to find ways of growing
these kinds of meaningful disruptions.
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