


* Yapiimis Benzer Calismalar

 Uygulamanin Tasarimi ve Calisma Prensipleri

 Calismanin Sonucunda Elde Edilen Verilerin incelenmesi
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Figure 2. Composite video — guidebook data merged with participants” video.

Figure 1. Comparison of Prototype 1 (leff) and Prototype 2 (right).
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Figure 2. Partie puzzle de I'énigme commune.

Figure 3. Exemple de Jew.




MuseumScrabble tasariminda ki hipotez iki yonladur :

1. Geleneksel tarihsel muizede ilgi c¢ekici 6grenme aktiviteleri,
sergilenen esyalarin bilinen ve ya soyut konseptler ile iligkili
oldugunda ortaya cikar.

2. Bu birlesmenin etkisi aktif katilim s6z konusu oldugunda artar.



Eglence ve Oynanabilirlik

Ogrenme Yolu
Sosyal Etkilesim
Oyunun Fiziksel Ozellikleri

Fiziksel ve Dijital Alan Arasindaki Akis



Belirli bir mize secilmis (Solomos Muzesi-Yunanistan).

o Sergilenen esyalar ile etkilesim disuk tutulmustur ve  minimum
degisiklik yapilmis (mize yonetiminin istegi Gzerine).

o Katilimcilarin oyunu hemen ogrenmesi ve bu aktivitenin mizenin
normal ziyaret saatleri icerisinde yapiimasi amaclanmis.

o Katilimcilara en fazla 45 dk. siire verilmis.
» Hedef oyuncular 8-15 yas grubu ogrencileri.

* Oyun Ozellikle sosyal agidan gucli olmasi istenmis.



Uygulama windows tabanh Cep bilgisayarlarina (PDA - Personal
Digital Assistant ) yuklenmis.

Sergideki esyalar RFID (Radyo Frekansi ile Tanimlama) devreleri ile
iligskilendirilmis.

Kablosuz network iletisim agi kurularak tim aktiviteler kayit altina
alinmis.



RFID etiketi, radyo frekansi ile vyapilan sorgulari almaya ve
cevaplamaya olanak taniyan bir silikon yonga, anten ve kaplamadan
meydana gelir. Yonga, etiketin Uzerinde bulundugu nesne ile ilgili
bilgileri saklar. Anten, radyo frekansi kullanarak nesne bilgilerini
okuyucuya iletirr Kaplama ise etiketin bir nesne Uzerine
yerlestirilebilmesi icin yonga ve anteni ¢evreler.




Sergilerle alakali 9 ana konu olusturulmus.

Bu konular ile alakal 4 alt baslik olusturulmus (ipucu).

5 ana konu ve ipuclari ile iligkili sergiler yakin ve kiicuk alanlarda
toplanmis.

4 ana konu ve ipuclari ile iligkili sergiler uzak ve buyilk alanlarda
toplanmis.

10-12 yaslari arasinda 10 kiz 7 erkek ogrenci secilmig ( 7 takim ).

1 saat boyunca elektronik cihazlar 6grencilere denettiriimis.



Low distribution topic

High distribution topic
(Religious Art)

(Nature)
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Sonu Analizleri

no question avg value | [reply] stdev |n. of replies
The basic idea of the game was | fully agree/
1 easy to understand 4.1 agree 0.79 17
2 It was easy to leam how to perform 45 | fully agree/ 0.8 17
the basic moves of the game ‘ agree ‘
3 |lliked the topics of the game 45 | f”'%ri%m 0.87 17
It was easy to understand the
4 information on the screen while 4.4 | fuléy raegereef 1.15 16
playing the game g
| found the game visually appealing fully agree/
(colors, images, design) 4.3 agree 0.69 17
| had clear goals during the game 4.1 | agree 1.09 16
Some of the other players took the
game too seriously * 3.9 | agree 1.03 17
It was easy to keep track of my
8 successes or failures in the game 3.8 | agree 1.29 16
| was annoyed by people being in :
9 the same room as me 2.9 Indifferent 1.09 17
The other players didn't take the :
10 game as seriously as | did * 2.8 Indifferent 1.59 13
11 Lgﬁemt have much to do during the 27 Indifferent 1.49 17
12 The pace of the game was too slow 2.6 Indifferent 1.36 16
13 |Ifound the game too difficult forme| 2.5 | Indifferent/ 1) 4 4 16

disagree
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Topic switching actions
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Achieved score
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1. Lack of cooperation in a team:

- (P1) Can you give me the PDA for a bit?
-(P2) No I can't.

- (P1) - addressing the instructor - Miss,
say something to Peter, he doesn't give
us the PDA...

2. Dialog between two competing teams:

- (P1) How many points have you got?
- (P2) As many as we like, do you have a
problem with that?

3. Misinterpreting of interface conventions:

- (P) We have found one, but we got no points.
- (I) Then the link isn't right.

- (P) Why not right? We can see the chain.

- (1) That doesn't mean it's right.

- (P) The chain is green.

- (1) Still, it doesn't mean it's right.

- (P) Why?



Game topics
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Mizelerde kullanilmak Uzere belli bir yas gurubuna yonelik daha
kolay ve 6gretici bir mobil oyun tasarimi yapilabilir mi?

Cocuklarin sosyal hayata adapte olmalari icin ve ¢ekingen cocuklari
on plana c¢ikaracak bir coklu oynanabilir arttirilmis gercekli oyun

tasarlanabilir mi ?

Mobil uygulamalarin miuzelerde 6grenme Uzerine katkisi ne olabilir.

TESEKKURLER.....
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