Series’ Editors: Eichsteller | Mueller | Rajaram

3
>

Meltem Yurt

Storytelling with
Augmented Reality

A Learning Tool for Children

Edition Reinhard Fischer



Now Media

edited by

Prof. Harald Eichsteller,
HdM Hochschule der Medien Stuttgart

Prof. Dr. Marie Elisabeth Mueller,
HdM Hochschule der Medien Stuttgart

Prof. Devadas Rajaram,
Asian College of Journalism Chennai

Volmue 4



Meltem Yurt

Storytelling with
Augmented Reality

A Learning Tool for Children

Nomos

Edition Reinhard Fischer



© Coverpicture: fotolia.com

The Deutsche Nationalbibliothek lists this publication in the
Deutsche Nationalbibliografie; detailed bibliographic data
are available on the Internet at http://dnb.d-nb.de

ISBN  978-3-8487-5774-9 (Print)
978-3-8452-9948-8 (ePDF)

British Library Cataloguing-in-Publication Data
A catalogue record for this book is available from the British Library.

ISBN  978-3-8487-5774-9 (Print)
978-3-8452-9948-8 (ePDF)

Library of Congress Cataloging-in-Publication Data
Yurt, Meltem

Storytelling with Augmented Reality

A Learning Tool for Children

Meltem Yurt

109 pp.

Includes bibliographic references.

ISBN 978-3-8487-5774-9 (Print)
978-3-8452-9948-8 (ePDF)

1st Edition 2019

© Nomos Verlagsgesellschaft, Baden-Baden, Germany 2019. Printed and bound in Germany.

This work is subject to copyright. All rights reserved. No part of this publication may be
reproduced or transmitted in any form or by any means, electronic or mechanical,
including photocopying, recording, or any information storage or retrieval system,
without prior permission in writing from the publishers. Under § 54 of the German
Copyright Law where copies are made for other than private use a fee is payable to

“Verwertungsgesellschaft Wort”, Munich.

No responsibility for loss caused to any individual or organization acting on or refraining
from action as a result of the material in this publication can be accepted by Nomos or

the author.



Abstract

This Bachelor’s thesis deals with the use of Augmented Reality Storytelling
for educational purposes. It investigates which value the technology com-
bined with Storytelling as a learning tool adds to transferring knowledge
to children aged 6 to 11. The theoretical framework is built upon the topic
storytelling and its necessity for children as a tool for gaining knowledge,
followed by technical basics of the technology Augmented Reality. Theo-
retical learning approaches and practical examples as well as studies about
previous learning effects combine the foundation for the empirical exami-
nation in the paper. In order to answer the research question, a model
built upon categories for AR storytelling developed on the basis of the cur-
rent state of research will be implemented on three case studies of existing
practice and examined afterwards. The results of the examination will be
evaluated and put into practice-related context through guided expert in-
terviews, which provides a summary of the question and a limitation of the
engagement in AR Storytelling as a learning tool for children.

Keywords: Storytelling, Augmented Reality, Virtuality, Education, Added
Value, Gamification, Discovery Learning, Content, Interaction, Immer-
sion, Children, School
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