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EGITIM ORTAMLARINDA KULLANILAN ARTIRILMIS GERCEKLIiK
YAZILIMLARI: KARSILASTIRMALI BiR CALISMA

AUGMENTED REALITY SOFTWARE USED IN EDUCATIONAL
ENVIRONMENTS: A COMPARATIVE STUDY

Senol SAYGINER!
Siileyman Sadi SEFEROGLU?

Ozet

Artirilmis gerceklik (AG), gercek diinya goriintiisu tizerine, bilgisayar tarafindan
tiretilen metin, resim, ses, video, grafik, animasyon, benzetim gibi sanal nesnelerin es
zamanli eklenerek birlestirilmesi ve boylece icerigin zenginlestirilerek sunulmasidir.
Bu teknoloji gtintimiizde egitim de dahil olmak {izere spordan sanata, mimariden
sagliga bircok alanda kullanmilmaktadir. Uygulama alanindaki gesitlilige bagh olarak
glntimiizde ¢ok sayida ve farkli 6zelliklerde AG yazilimi gelistirilmis bulunmaktadir.
Bu yazilimlarin kullanilma durumlar: ve cesitli nitelikleriyle ilgili olarak yapilan bir
calismaya rastlanmamustir. Yine bu nedenle egitim amacl kullanmak tizere uygun bir
AG yaziliminin seciminin de kolay olmadigr diistintilmektedir. Bu baglamda bu
calismanin amaci, yaygm kullanim alami bulan 17 AG yazilimmin (Aurasma,
Construct 3D, BuidAR, Alive, Augment, Blippar, Junaio, Layar, Wikitude, SweepAR,
Color Mix, AR ToolKit, Vuforia, Metaio, BazAR, D'Fusion, Quiver) ozelliklerini
karsilastirmal1 sekilde incelemek ve bu yazilimlarin egitsel amacla kullanilabilirlik
durumlarini  degerlendirmektir. Degerlendirme stirecinde, alanyazindan da
yararlanilarak AG yazilimlarmin “kullanici sayilari, dil destegi, destekledigi isletim
sistemleri (Windows, Android, IOS vd.), lisans durumu (iicretli, ticretsiz, agik kaynak
vd.), sagladig1 olanaklar (resim, 2D, 3D, video, grafik, dis web sayfas1 baglantis1 vd.),
AG tirt (konum tabanli, gortintii tabanh vd.), kullanim talimatlarinin olup olmadig:
ve sosyal medya desteginin olup olmadig1” gibi olctitlere basvurulmustur. Yapilan
degerlendirmelere gore en fazla kullamiciya sahip yazilimin Aurasma oldugu
anlasilmistir. Bulgulara gore ayrica AG yazilimlarinin genellikle mobil cihazlarda
kullanildi1g1 ve bu yazilimlarin ¢cogunlukla iki ve {i¢ boyutlu ortamlar1 destekledigi
gortilmiustiir. Bu bulgular 1s1ginda artirilmis gerceklik yazilimlarinin 6gretme-
ogrenme siireclerinde kavramlar1 somutlastirmak amaciyla kullanilmasi 6nerilebilir.

Anahtar Kelimeler: artirilmis gerceklik, egitimde artirilmis gergeklik, artirilmis
gerceklik yazilimlari
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Abstract

Augmented reality is the simultaneous addition of virtual objects such as text, picture,
sound, video, graphic, animation and simulation generated by computers onto the real
world image. Today, this technology is used in many fields from sports to art, from
architecture to health, including education. Depending on the range of application
areas, AG software has been developed in numerous and different features today.
There have been no studies on the use of these software and their various qualities.
For this reason, it seems that the selection of suitable AG software for educational use
is also not easy. In this context, the aim of this study is to examine comparatively the
properties of 17 AG software (Aurasma, Construct 3D, BuidAR, Alive, Augment,
Blippar, Junaio, Layar, Wikitude, SweepAR, Color Mix, AR Toolkit, Vuforia, Metaio,
BazAR, D'Fusion, Quiver) with widespread use and to evaluate the usability of these
software for educational purpose. In the evaluation process, by using the literature
also, criteria such as "the number of users, language support, supported operating
systems (Windows, Android, IOS, etc.), license (paid, free, open source, etc.), facilities
provided (picture, 2D, 3D, video, graphic, external web page link, etc.), AG type
(position-based, image-based, etc.), whether it has usage instructions and social media
support" have been applied. According to the evaluations, it is understood that the
software with the most users is Aurasma. According to the findings, it is also seen that
AG software is often used on mobile devices and such software mostly support two
and three dimensional environments. In the light of these findings, it can be suggested
that AG software be used to concrete concepts in the teaching-learning process.

Keywords: augmented reality, augmented reality in education, augmented reality
software
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