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TPAYUATLKOTNTAC 0TO HABnua tnS Evne YAwooog
NikoAaoc ArtootoAou, nikosapo@aegean.gr



H ouvexw¢ auvéavopevn aflomoinon twv moyvidwv Tou Bacilovtal otnv TtexvoAoyia NG
ETOVENUEVNC TIPAYUATIKOTNTOC EXEL ONULOUPYNOEL VEEC LOONOLOKEG EUTTELPLEC KOl YL TOUC XPROTEG,
oL omoiot paBaivouv pia N meplocotePeC EEveC YAWOOEC. 2TNV apoloa €€ ATTOOTACEWC AVOLKOLVWON
napouvotalovtal ta Baowkotepa modaywylkd odEAn omod TN XPAon ToXVWOLWV EMAUENUEVNC
TMPOYUOTIKOTNTAC Katd tn OtdaokaAia kal tnv ekpadnon plag €€vne yAwooag, OmMwe outd
TMPOKUTITOUV QTtO TNV EMLOKOTINON TNG OXETWKNG OleBvouc BiBAoypadiac. H emokomnon twv
ETILOTNUOVLKWY €PEUVWV Oeixvel OTL Ta TIAEOVEKTAMATO TIOU Tapouctdalel pia teEtolo OLOAKTIKA
MPOKTLIKA €lval dlaitepa onpavikd. Metafl oUTWV OUYKOTAAEYOvVIOL N EVEpPyomolnon Tou
evOlapEPOVTOC, N TAPOXN KWATPWV OTOUC XPNOTEC, N EUMAOKN O QUBOEVTIKEG ETILKOWVWVLOKEC
SpaotTnPLOTNTEG Kal N SuvatotnTa £€AL0KNCNC TOCO TOU YPATToU 000 Kal Tou TtpodopLlkol Adyou.

NEEELC-KAELOLA: emMaUENUEVN TipayaTIKOTNTA, augmented reality, moyvidla, maldaywylkd odEAn,
¢€vn yA\wooa.



OL texvoloyiec emauvéNUEVNC TTPAYHLOTLKOTNTOG:
e £Youv Tn SuvATOTNTA VAL ETTOLUEAVOUV TO TIPAYUATLKO TIEPLRAAAOV TWV XPNOTWV

e kaBlotouv duvat) TN ouvumapén kol tov cuvbuoouo Ynolakwyv, aAAQ Kol TIPOAYUOTIKWY
OVTLKELUEVWY, OE AVTIOEOoN HE TNV ELKOVLKH TIPAYHATIKOTNTA, OTIOU 0 XPNotng Bpioketal mARPwC
O€ €VOV VEO ELKOVLKO KOO0

* OUVIOTOUV MLt TtapaAAayn TNG €LKOVLKAC TIPAYUOATIKOTNTOC, HME TNV €vvolol OTL O TIPAYHOTLKOG
KOOMOG epumAoutiletal pe PpnoLakec mAnpodoplieg (elkoveg, Bivieo, nxNTkA Keipeva, tplodlaotata
QVTLKE(pEVA K.AL.)

e yopoktnpilovtol amod Tpla KUpLWE yvwplopata: To TPayHaTiko ocuvOUAleTaL LE TO ELKOVLKO, N
eMAUENUEVN TpayHoTkOTNTA €ival SladpaoTIK O TPAYMATIKO XPOVo Kol n mAnpodopia
TAPOUOLALETOL KOLL OTLC TPELC SLOOTAOELC

(Azuma, 1997)



e Aev meplopiletal povo otnv aicbnon tng opaong, aAAd MpokaAel Tnv evaltoBntonoinon Kot Twv
AAAwWV aloBnogwv, TNS akong, TNS adnc, AKOUN KoL TS 6odpnong

* O xpnotnc¢ aAAnAerdpa e Tov GUCLKO KOOHO, LOVO TIOU OTN CUYKEKPLUEVN TIEPLITTWON 0 GUGCLKOC
KOOMOC £XeL epmAouTiotel pe Pndlakec mpooBnKeg, e Tpaypata ou ducloloyika dev Ba
HUtopovUoape va SOUUE, vaL AKOUGOUE ) VO VIWOOUUE

(Azuma et al., 2001)



* H alomoinon twv edoppoywv emauvénUeEvVNG TPOYUOTIKOTNTAC Yo EKTIOLOEUTIKOUC OKOTIOUG
amoteAEl €vav &€vePyO €PEUVNTLKO TOHEA HE TIOAAA UTIOOXOMEVEC TIPOOTITIKEG, KaBwg ol
OUYKEKPLUEVEG TeEXVOAOYleC €xouv va TipoodEpouv TOLKIAEG Oduvatotnte pabnong oe
Stadopetika yvwoTtika tedia (Mikropoulos & Natsis, 2011).

* Eva amo ta yvwotika medla, ywa ta omoia oxedlaloviol OAO KOl TIEPLOCOTEPEC €PAPUOYEC
EMAVENUEVNC TTpAyHATIKOTNTAG, cuvioTd o kKAadog tng Duokng. Ao avadopag, ocov adopd To
nadnua tng Ouotkng, eivatl n epappoyn EMAVENUEVNC TIPAYULATIKOTNTOC TwV Ibanez et al. (2014),
e tn PonbOela TNC omolag oL EPEVVNTEC ETIXELPNOOV VAL KAVOUV KOTOVONTEC OTOUG MAONTEC TLC
Baolkec €vvolec Tou nAektpopayvniopol. Kata tn StdaokaAla tou pabnuatoc ot pobnteg
KAvovTtag xpnon tnc eboappoync OlepelVNOOV HECOW TOU EMAUENUEVOU UALKOU €val  HOYVNTLKO
neblo, TIC payvnTKEC Ouvapel Tou epdavilovial O aAUTO, €vw TaApATAPNOAV KOl T
oUUTEPLPOPA TOU KUKAWMOTOC. ZUUPWVA LE TOUC EPEUVNTEC, N aflomoinon NG emMaUéNUEVNC
TPAYHATIKOTNTOC €ixe OETIKO AVTiKTUTIO OTNV €Midoon Twv pHadntwy, KBwCe Kol 0TV Katavonon
NG €vvolac Kal Tou patvopevou tou nAektpopayvntiopou (lbanez et al., 2014).



e Mia akoun €psuva mou adopovce tn OStdaockaAia tng DuolkNg Kal TNG XnUelag pe tnv
aélomoinon otolxelwv enavénuévne npaypoatikotntac degnyav ot Cai et al. (2013), 6€Aovtac va
S16afouv BaOLKEC EVVOLEG TOU ULKPOKOOUOU o€ poBnteg deutepoBabulacg ekmaidbevong. Kata tnv
ekmaldevtikn Owadikaoia ol padntég eiyav tn Suvatotnta va Ole€dyouv pla OEPA OTto
nepapata aAAnAemidpwvtog e TPlodldotata HOVTEAA HKpoowuatidiwv. Ol €peuvnTEC
KaTEANEQV OTO CUMTEPACHA OTL N emavénon Borlbnoe onNUAVILKA OTNV KATOVONON TWV OTOLXELWV
TOU ULKPOKOOUOU KoL HAALOTO EOWOE TNV gukalpla o€ paBnTeC e XapunAEg emOO0ELC 0TO Hadnua
va 6eiéouv otL pmopouv va ta katadEpouyv (Cai et al., 2013).

e 2tn OLWKN TOU ETILOKOTINGN EPEUVWV OXETLKA HE T OPEAN TOU ATOKOULWlEL O pHadONTNG amo TNV
XPNon €bopUOYWV EMAUVENUEVNC TIPOAYHATIKOTNTAC 0TN oXOALlKA taén o Radu (2014) esmonuaivel
TNV avénueEvn Katavonon opwv o padnpata onwc N Xnueia, n Aoctpovouia, ta Mabnuatikd Kot
n BloAoyia kat mapaAAnAa Tovilel TNV MO LOKPOXPOVLA SLOTAPNON EVVOLWVY KOl TIEPLEXOUEVWYV OTN
UVALLN TWV poOntwv. EKTOC armo ta mopandvw BETIKA amoTeAECUOTA, TIOLPATNPELTAL UL UENUEVN
d1aBeon ouvepyaoiog kot aAAnAoBonBelac petaél TwV EUMAEKOUEVWV HoBNTWV.



* Mua evbladEpouoa poTaon yLa TNV aélomoinon tTng EMAVENUEVNC TIPAYHATIKOTNTOC OTO HAdnua
™S NMwoooag kal ewdwkotepa otn dibaokaAia tng Aoyotexviag eival avti twv MNatolouv et al.
(2018), oL omolol otNV €peuvaA TOUG EUMAOUTIONV HE EMAUVENUEVO UALKO Tpla molpota oo to
«AvBoAOylo Noyotexvikwv Kelpévwv» tng I kat A" AnpoTikoU Kol KOTOTmv e€€tacav Tnv
guxpnotia tou mopaxBEvtoc UAKOU, KoBwC Kol TOUC TOPAYOVIEG TOU €ETNPEAlOUV TOUG
eKTALOEVUTIKOUC OTNV XPNOLUOTIoinon Tou emMauénpeEVou UALKOU otn OXOoAlKn taén. Metall twv
QTOTEAECUATWY TNC EPEuvaC ouykataAeyovtoal o uPnAog BabBuog suxpnotiag kat n €UKOAN
EKMAONON TwV EPappoywv Tou oxedLaotnkav, aAAAd Kal N €viovn IPOoBeon TwV EKMALOEVTLKWY Vol
ToL aélomoloouv otnv ekmodeutikn dtadkaoia.



Tov TOpEQ TNG OdaockaAlag kal NG ekpaBnong Evwv yYAwoowv Eexwpl{oupe TIC OKOAOUBEC
nPoonabelec Snuiovupyiag kot uAomoinong ratxvidiwyv AR:

MowyvidL Explorez (Perry, 2015)

 Eva ewovikd adnynuatikd KuvAylt Bnooaupoul, oto omoio o maiking PonBa pwa didonun
TIPOOWTILKOTNTA LECO OTIO LAl OELPA ATTOOTOAWY ETILKOWVWVWVTOC LE ELKOVIKOUC XOPAKTAPEC TTOU
TOoU MpoodEpPouV 0dnylec KoL oToLxEla

e Xpnotwpomowwvto¢ to GPS n mavemotnUouToAn tTnG BLKTOPpLO METOTPETETAL OE £VAV ELKOVLKO
YOAAODWVO KOOMO. 2Z€ AUTOV Ol Ttakte aAANAeTIOpOUV LIE XAPAKTAPECG, AVILKELMEVA KOl HEOQ,
avaKkaAUTtouv Tal{ovtag TIC EYKATAOTACELS Tou [Mavernotnuiov kat rtapadAAnAa BeAtiwvouyv TiIg
YAWOOLKEC TouC e€LOTNTEC OTN YAWOOA-0TOXO



Mission not really Impossible (Richardson, 2016)
* Eva location-based moawxvidt emavénUEVNC TPOYUOTIKOTNTAC, KOTA TN SLAPKELDL TOU Omolou ol
XPNOTEC TtEPLNYOUVTOL OTN YEPUAVLKH TIOAN TNS KapAopounc

* Eva ouyxpovo moawxvidbL Bncavpol, oto omolo ol MALKTEC ETXELPOUV VA CWOOUV TNV TIOAN TOUC
arno tn Bubwon pe to va oAokAnpwoouv 20 YAWOOLKEC ammooToAEC. Ol aMOOTOAEC QUTEC €lval
KPUUMEVEC TILOW aTtO €LKOVEC, adloeg Ko Tvakidec peoa otnVv TOAN

* O Richardson otoxeveL oto va evBappuvel TNV auBOpUNTN KoL QTTPOYPOUUATIOTN XPrRon tNng
ayyALKNC YAwooag, evw rtapaAAnAa o xpnotng Pploketatl umo mieon xpovou



AR edpappuoyn twv Lee & Park (2019)

* H edappoyn twv epeuvnTwv TMAPEXEL OoTov Xpnotn tn Sduvatotnta va Pael, va maifel, va
amoBnkevoel kol va afloAoynoelL OKNVEC emavENUEVNC Tpaypatikotntac. H Sdpaotnplotnta
OXeOLAOTNKE HE KUPLO OTOXO VO TIPOOPEPEL OTOUC TAKTEC Ml AuBevTIK eukalpla va
XPNOLLLOTIOLNCOUV T YAWOOO-0TOX0 O€ €va YAWOOLKO MAaiolo otnv mpaypatikn {wn

Game-based npoogyyion (Taskiran, 2019)

* 4 OSlodopetika malxvidlta moOUu  vAomolouvTal  HE TNV TEXVOAoyla TNC EmauvénuUEVNC
TPOYLATIKOTNTOG, £XOVTAC TO KaBeva OLadpOopeTIKA pHoBnoLoka amoteAEoHATO Yot SLOPOPETIKEC

VAWOOLKEC SeELOTNTEC



Guardians of Moo (Liu, Holden & Cheng, 2016)

* AR mawvidt ya maiktec mov paBaivouv AyyAlka we deltepn YAwooa. YioBetwvtag LOEec amod TN
HuBoloyia tng Xaang, oL epeuvnNTEC aAVAOETOUV OTOUC TTAKTEC TOV pOAO Tou BonBou 1 puAaka
n¢ BeotnTac Mo’o, n omotia eivatl appwotn Kat xpetaletol BonBela

e JTOXOC: VO BEATLWOOUV OL XPNOTEC TNV TIOALTLOTLKN) TOUC KOTOVONON, TLC ETILKOWWVLAKEC TOUC
de€LoTNTEC KOl TNV MPO0dO TOUC OTNV AYYALKN YAwooa

The Secret Investigation (Lee, 2020)

* Location-based AR mawvid,, 1o omolo ot xpnotec mailouv kKaBw¢ KwvouvialL HECA OTNV
TOVETILOTNLOUTIOAN ouvepyalopevol He AAa pEAN tng opddac touc. Mo 1o matyvidl
SnuLoupynBnKav ELKOVIKOL XOPAKTAPEC LE TNV KATAAANAN TtpocOnKn nxou Kal Bivteo

* JTOXOG: va oULYKPLOel n emibpacn evog AR popntou matxvidlol Kal VOG TUTTWHEVOU Ttatxvidlou
OTNV EUMAOKN TWV HaONTwV otnv ekmatdeutikn Stadlkaoia Kol TIC OTACELG TOUG QITEVAVTL OTNV
eKpAONnon TN EEvneg yAwooag



Nodaywyka opEAN mou poekuPav yla Toug XprioTtes, cUUPWVA LLE TOUC EPEVVNTEC:

e TNV £€peuva tou o Richardson (2016) tovilel OTL oL xpriotec Pprikav tnv edbopuoyn SLaokeSACTIKN.
Entiong, BewpnOnke moAU onpavtikn n mPOokAnon va UANCEL 0 TOKTNG Katd Tn SldpKeLa TOU
riaxvioLov eAevBepa kal xwpic dLaitepo xpovo yla va mpostolpaotel. To mayvidl katadepe va
EUTTAEEEL TOUC MAONTEC KAl VOL TOUC MPOODEPEL ATMALTNTLKEC HPACTNPLOTNTEC TTOU QUEAVOUV T
KLvnNTpA TOUC.

* H Perry (2015) umtootnpilet OtL ol paBdntec eiyav tn duvatotnta va BEATIWOOUV TIC YAWOOLKEC
TouC OefloTNTEC TOOO YyparmTd 000 Kol Mpodoplkd. Ta amoteAcopota ano thv edappoyn Tou
Explorez eivat evBappuvtikad Kot deiyvouv tn SUVOLKN TIOU EXEL N EMOUENUEVN TIPAYHATIKOTNTA

KoL N eKkpadnon peow tng avaAnPng YAWoOoLKWY amocTOAWY 0TV matyviornoinon tTwv MaAALKwvV
w¢ 6evTtEPNC YAWOOoOC.



* JTn MHeAETN Ttwv Lee & Park (2019) avadepetatr OtL oL edopUOyEC TOU Snuoupyndnkav
SleuKOAUVOV TNV OTMOTEAECUATLK) KoL ONULOUPYLK XPAON TOU OUYKELMEVOU, KOBWC Kol TN
dnuioupyla SLadpAcewv Kol CUVEPYATIKWY OpaotnPLOTATWY, OL OTOLEC EvOowMATWONKAV OTN
noBnotokn dtadikaoia. H texvoloyia tng emavénuévng mpaypatikotntag Borbnoe toug poltnteg
va cuvdeBoUV PE TOV TIPAYUATIKO KOOUO KOl VOU EUTTAOKOUV O€ ETILKOWVWVLIOKEC SpaoTNPLOTNTEC
gvioxvovtag TIc Se€lOTNTEC TouC otnv €€vn YAwooa. EmumAéov, n padnolokn dtadikaocia €ywve Lo
SLaoKESAOTLKN KOl OIEKTNOE VONUO TIAPEXOVTOC OTOUC XPNOTEC TWV £POPUOYWV TA KATAAANAQ
nolnolakad kivntpa.

* H peyaAn mAsoyndia twv CUMUETEXOVTIWVY O0TnV game-based mpoogyylon tng Taskiran (2019)
Bpnke tic AR dpaotnplotnteC SLOKEOAOTIKEC KOl LKAVEC Vo TIAPEXOUV Kivntpa. Ol TayviwdeLg
SpaoTNPLOTNTEC TTPOCEAKUOAV TO eVOLAPEPOV KAl TNV TIPOCOXN TWV OUHUETEXOVTIWY, EVW OL oLol
dnAwvouv oTL BeAtiwoav TIC YAWOOLKES TOUC Se€LOTNTEC.



e Jtnv €peuva twv Liu, Holden & Cheng (2016) ot ¢oltnNTtéC pmopeocav HEOW TOu Tayvidlol va
OUVEPYOOTOUV KOl VO GUVTOVIOOUV TLG EVEPYELEC TOUC UE OTOXO TNV €miAucn Twv MPoBAnUATWY
MOV €iYov va avtleTwriioouv. EvemAdknoav emtuXnUéEVA TOOO OTOV ELKOVIKO OCO KOl OTOV
dUOLKO KOOUO Kol avtamokpiBnkav oAl BeTikd katd tn SladpkeLla Tou Tayvidlov, kKabwc ixav TN
duvatotnta va emlokedpBOoUV VEEC TIEPLOXEC TNC TIOVETILOTNMLOUTIOANC TOUC KAl VO CUVOULLAOOUV
LLE AYVWOTOUC OTOV TIPAYHOATIKO KOOUO.

* H Lee (2020), n omola ouvekplve tnv enidpaon voc AR matyvidlol kat evoc EVTumou matxvidlou
otov BaBuo eumAoknc tTwv padntwv otn padnoloakn dtadikacia kol otn Sltapopdwon BeTIKAC
OTAONC QTEVOVTL OTNV €KMAONnon tng €€vng yAwooag, emonuoivel otL kot ot SUo mpoomabeLeg
glyav BeTikd amoteAcopata. QoTO0O0, av Kol N TEXVoAoyla TN EMAVENUEVNC TTPOYLLOTLKOTNTOC ELXE
TO TAEOVEKTNMA OTL dnuiovpynoe aUBeVTIKEC Kol €UPUOLOTIKEG €UTIELPLEC, Ol CUUUETEXOVTIEC
Bewpnoayv Lo XPNOLUO TO EVIUTIO EKTTALOEUTIKO UALKO TtoU Sokipoaoav.



e ATO TNV EMIOKOTINON TWV OXETLKWV EPEUVWV UITOPOUUE VO CUUTTEPAVOUME OTL N XPnon
TALYVIWO WV dpaoTNPLOTNTWVY EMAUENUEVNC TIPAYHOATLKOTNTOC 0TNV EKLAONON TwV EEVwv YAwoowv
BplokeL OAo kal Teploocotepeg edapuoyes. Ta AR maxvidbla €xouv tn OSuvapkn va
KLVNTOTIOLAOOUV TOUC MaBnTEC Kat va mpoodEpouv evdladEpovta Kal evxaplota mepLariovta
nadnong (Taskiran, 2019; Lee & Park, 2019; Richardson, 2016). MmopoUv va gpmAgéouv Toug
XPNOTEC O OQUOEVTIKEC KATAOTAOELS eTiKOwwviag (Lee & Park, 2019, Lee, 2020) kat toug
TIAPEXOUV TNV EVKaALpla VoL XpNOLOTIOLQCOUV aUBOpNTA KAl ATIPOYPAUUATIOTO TH YAWOOA-0TOXO
(Richardson, 2016). MapdAAnAa, Onuwoupyolv KATAAANAEC TieploTAoel Oladpaonc Kol
ouvepyaoiog peTaél Twv ouppetexoviwv (Liu, Holden & Cheng, 2016), ouvieAwvtac otn
BeAtiwon Twv YAwoolkwy toug de€lotntwv (Perry, 2015; Taskiran, 2019; Lee & Park, 2019).



* MeAovtikad, Ba purmopouoe va oxedlaotel eva avaloyo malxvidl BaclopEvo otnv texvoloyia tng
ETOVENUEVNC TIPOYUOTIKOTNTOC, TO Omoilo Ba £xel wWC YAwWooA-0TtoOX0 Ta MEPUAVLKA, TIPOKELUEVOU
va ebOPUOOTEL 0€ THAMATA HabnTtwy mou pabaivouv tTn yeppavikn yAwooa otnv EAAada. Ao tnv
npoonadbsla auty Ba pmopovoav va TPOKUPOUV XPACLUO CUUTIEPACUOTO OXETIKA HE TNV
aélomoinon epyoAeiwv emavénuévng mpaypatikotntac otn dStdaokaAia TNG YEPHUOAVIKAC YAWCOOC
o€ EAANVEC HaBnTEC Kal paOnTpLEG.
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