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Abstract

Modern applications have changed the way spectators interact with digital works of
art. Although there is research on digital culture, the applications and platforms used
to create content, continue to evolve and diversify. The use of augmented reality is of
real interest to digital art because it combines digital elements with the real
environment. In this paper, a number of augmented reality application and platforms
is presented, which have been used for the creation of works, ranging from subversive
social commentary to works of high commercial value. In the present study, a
literature review was conducted for the field of technologies used to create spatially
located augmented artistic content in a worldwide context. A comparative study of the
applications was performed depending on the platform and the tools used by the
artists to create and display artistic content as well as their availability over time.
Finally, there is a discussion about the artistic challenges and possibilities provided by

new technologies, while areas for future research are proposed.

Key-words: augmented reality, three-dimensional, digital culture, art, virtual reality,

digital media, content creation

Iepiinyn

Ot ohyypoveg epapuoyés Exovv aAAGEeL TOV TPOTO HE TOV OTOI0 OAANAETIOPOVV Ot
Oeatéc pe ta ynowka Epya €xvng. [aporo mov VAGPYOLV GYETIKEG EPEVVEG GYETIKES
LE TOV YNOKO TOMTICUO, Ol EPOPLOYEG KOl Ol TAATPOPLES OV YPTCLLOTOOVVTOL

vy 1t Onuovpyio  mepeyopévov  ocvveyilovv  va  efeMocovior kol - vo



dwpopomoovvtal. H yprion g emavénuévng mpoyHotikOTNTog £XEL TPAYLOTIKO
EVOLIPEPOV YIOL TNV YNOLOKN TEXVN, EMEWN GLVOLALEL YNOLOKA OTOrXElo HE TO
TPOyUATIKO TEPPAALOV. XNV gpyacio Tapovctdloviol EPAPUOYES KOl TAUTPOPES
EMOVENUEVIG TTPOYLOTIKOTNTOG, Ol OToieg €xovv ypnolpomomBel yio ) dnpovpyia
EPY®V TEXVNG TOL KVPAIVOVTOL aTd €PY0l OVOTPETTIKOD KOVOVIKOD GYOAMACUOD HEYPL
€pyo HE ONUOVTIKY gumopikn o&io. Xtnv mopovco £pegvvo Tpoypotomol|inke
BPAOYPOQIKT 0VOCKOTNGT GTO TEDI0 TV TEYVOAOYIMV TOL YPTCLLOTOOVVTOL Y10l TN
dnuovpyio. YOPIKE TPOGIOPIGUEVOD KOAAMTEXVIKOD TEPLEXOUEVOL GE TOYKOGLLO
eminedo. IlpaypatomomOnke cvykpitiky UEAETN TOV €QOPUOYDOV avAAOyo LE TNV
TAQTQOPLLO KOl TO EPYOAEID TTOL YPNOYLOTOOVY Ol KAAMTEYVEG Yo TN dnpovpyio Kot
™V TPOoPOoAN] KOAMTEXVIKOV Ttepleyopévon kabmg kot T ddecdTTd TOVG GTNV
mopela. Tov ypdvov. Téhog, mpaypotomoteitar ovinon Yy TG KOAMTEYVIKEG
TPOKANGELS Kol TIG SVVOTOTNTES TOV TOPEXOVV Ol VEEG TEXVOAOYIES, EVD TPOTEIVOVTAL

medial Yo LEALOVTIKY €pEvval.

Key-words: emavénuévn mTpayUoTikOTNTo, TPIOOAoTOTO  YPOPIKE,  YneloKog
TOMTIGUOG,  TEYVN, EIKOVIKN  TPOYUOTIKOTNTO, WYnoukd upéoa, onuovpyio

TEPLEYOUEVOD

1. Evoayoyn

2T1G oVYYPOVEG KOWV®OVIEG 01 AVOP®TOL YPNCIUOTO0VV TO KIVIITA TOVS TNAEPM®VO, TO
omoia. dtbETovy GVUVOESN OTO OdIKTVO TOAAEG POPEG LE TN SLVATOTNTA YOPIKOV
EVIOTICUOD TOVG OO TIS OLPOPES EPUPUOYES, MoTe Vo e&umnpenboldv dueco Kot
YPNYOPO Ot avaykeg Tovg. H ypnom 1ov S1a01ktuov 6€ GUVOLAGUO LE EPOPULOYESG
KIVITOV  TNAEQOVOV  TPOCEPEPAY  VEEG OUVATOTNTEG OTOVG  KOAMTEYVEG Vv
ONUIOVPYNGOLV KO VO ETEKTEIVOLV TaL £pyal TOVG pe emavénuévo mepexopevo (Garbe,
2018) avamidBovtog véeg ynolakés eumelpieg eite oe dvo eite oe TPELg SLOGTAGEL.
"Evog moMTioTikOg popéag 1) o1 KOAMTEYVEG LTOPOVV Vi AElOTOWCOVY TV TEXVOAOYi
emovénuévng mpaypaTikdTTag, Yoo vo. avadeifouv emruy®g To ekBépata Toug,
npoPaiiovtag pe TPOTOTLIO TPOTO TO WOIOUTEPA YOPOUKTNPIOTIKA TOV EPY®V
(Avayvootonoviov, 2020). [TapdAinia, ot KOWoVIKEG TAPEUPACELS TOV KOAMTEXVOV
o€ OMUOGIOVG YDPOLG KATAPEPAY Vo Tp®TaywvicTioovv (Peacock, 2018) kot moAAég
QOpEC Vo amoteAécovy maykOopo afloBéato mov TPOKAAESAV OKOWUY KOl TOVG

ToVPIoTEG VO TAEWEWYOVY 5T PLGIKT TOTOOEGTN Kot VoL AAANAETOPACOLV LLE T EPYOL.



And v mAevpd Tovg Ot Beatég popdlovior HEC® TOV KOWOVIKOV OIKTH®V
OTIYHOTLTTO OO TIG EMOVENUEVEG EUTEPIES TOVGS, ENEKTEIVOVTAG TN Gv{NTNoN O€ £va
€VPVTEPO KOWO.

O 06pog emavénuévn mpaypoatikotnto (augmented reality, AR) (Caudel & Mizell,
1992), apywd xpnoomomOnKe yio EpUPUOYES TOL NTOV GYETIKES LLE TNV KOTOGKELY|
aepookapmv. H emavinuévn mpaypatikdtnta PpiokeTor oVAUESO GTO EKOVIKO
nepPdArov Kot 10 puokd kdopo (Milgram & Kishino, 1994). Kowéd yopaktnpiotikd
popaletor m t€xvn AR pe 10 xoAAteyvikd kivnuo net.art, to omoio €lonyaye
OLOIKTLOKTY AVAPTNOT TNG TEXVNG ®G OMUovpyior TEPEXOUEVOL Kot OAAOEE T
dedopéva Kabdg Yoo TpdTN eOPE 1 TAYKOCUIOTOINGN NG TEXVNS NTOV YEYOVOS OALA
KOl 1) TOADUESIKOTNTO KOt 1] aAAnAenidpaon pe avty (Campos, Gaspar, & Mateus,
2015). H téyvn AR «at doitepa to €pya mov eivar cvuvoedepéva e totobesia Exovv
v amapyn tovg otn Land Art Tov téhovg g dekaetiag Tov *60, n omoia amoteAovos
SlopoptTupion AmEVOVTL GTOV EAEYXO TOL QLGIKOD YMOPOL OO TO HOLCEIN KOl TIG
ykarepi (Margolis, 2014). Ta véa teyvoroyikd péoa £xovv avomtuybel o mpoidovio
EMKOVOVING Kol ¥pNoTIKOTNTOG Yoo TNV KAAvyTM Kowovikdv avaykov (Pearson,
1988) ko1 ot CLVEYELD 01 KOAAMTEYVES KOl O YNOLOKOS TOMTICHOG TO XPNCYLOTOINGE
YL GAAOVG OKOTTOVE OTWG TNV OAANAETIOPACT) TV XPNOTOV LE TO. 1010, TOL £PYOL.

2116 HEPEG Hag Ol AvOp®TOL OV LLE TN (PNOT TOV KIVNTOD TOVG THAEPDOVOL UTOPOVV
va. (Moovv o eumepion emavénuévng mpaypatikoémtas. To 2016 10 moryviol
Pokemon Go (McGarrigle, 2018) mpokdiece TaykOGHIO EVOLOQEPOV Kal AVOPp®TOL GE
OM0 TOV KOoUO MpBov oe emapn HE TNV EXALENUEVI] TPOAYUATIKOTITO KOVIYOVTOG
pokemon pe Baon 1o ywpikd tpocdopoud (Della-Bosca, 2018). Méypt tpécata 1
mlatei Tov YopwL N 1o KEVIpo WOANG MTav TO onueio Omov ot AvOpwmor
OAANAETIOPOVCAV KOl KOWV@OVOVGOY ONUOCLL TIG avnovyieg Kot To topdmova tovg. H
onuocte cvlnmon €xer petagepbel S1OIKTLOKAE KOt YNEOKE o €vav EKOVIKO
koopo. ITAéov, o dnuociog ydpog sivar eledBepog kKot €pya téxvng AR pmopovv va
tonofetnBovv omovdnmote otov koo (Ulmer & Freeman, 2018). Asttovpydvtog
¢€m and T ovpPacelg tov ykakepi, N €xvn AR pmopel va eKppacel oyedov OAa To
YOPOKTNPOTIKA 7ov  Jwbétel pi  oOyypovn Kowmvio (TOAVTOMTICUIKOTNTO,
neppdrrov, maykoosponoinon kti.) (Wright R., 2018).

H mopovca épevva amotedel éva ypriolo epyaieio yio 1o dnpovpyd €pymv TEXVNg

AR kaBdg emiong amotvmdvel TV €EEMEN TOV TEYVIKOV KOL HOPPAV YNOLOKNG



TéEYVNG TS omoieg peretd. Téhog, yivetar avtiinmtd 0Tt 0 YyMELoKkOg TOMTICUOG €)EL

TOYKOGLLO EVOLAPEPOV OALY TOVTOYPOVA TEPLOPIGLOVS KOl TPOKANGELS.

2. MeOodolroyia

H téyvm emavénuévng mpaypoatikdmtoag, 1 omoio vreptifeton TPLodidoTato GTovV
TPOYUATIKO KOoUO0, TPpocpépel epPfvbion kot amoteAel éva véo p€co EkQpoong Kot
onuoctlag aAlnienidpaons. Onwg 6tav dnuovpysiton €vag mivakog CoYpaQIKng
amoutovvTol yYpoOpaTe, KApPAg kot mvEAd €161 Kol 6€ €vo KOAMTEXVIKO €pyo
EMOVENUEVIG TPAYLLATIKOTNTOG OtonTovVTOL TEXVOAOYIKE epyaieia ko TAatpopues. H
avATTUEN EQUPUOYADV EYEL WO10UTEPOTNTEG KO OLVATOTNTES, Ol OTOIEG £YOVV AVTIKTLTO
670 1010 10 £pyo Ko To enNpedlovy 1060 AoONTIKA OGO KOl GTOV TPOTO LE TOV OTo{0
ot Beatéc aAinAemdpovv W’ avtd. Avaroyo pe TN mAaTeOpupo kdmowo €pya AR
YPNOOTOOVV TNV EMAVENUEVT TPayHaTIKOTNTO P Pdomn tn onpovon (markers) evod
Ao épya Bacilovtal 010 YE@YPOPIKO TPOGOIOPIGUO. XTNV TOPOVCH UEAETN YLl VO
OtepevvnBovv to dwbéoiuo  epyoreio kKol Ol TAATQOPUES TPOyHOTOTOMONKE
BAoypapikny épevva oe perétec mov avagépoviar oe Epyo AR. Ewdwotepa,
avalnminkav epyacieg pe AEEEIG KAWL péco amd peydlo aplBud oelypatog o€
debveig emomuovikég ymoelokéc PPpaodnkes. O telkdg aplOuog oyxetikdv dpBpwv
OV EVTOMIGTNKE, OMOTEAEITOL OO deKAEVVIA LEAETEC TTOV dNUOCIELONKAY HETAED TV
etov tov 2004 péypt ko to 2020. H mpwtotumio g mapovoag Epevvag eival Ot
puExpt onuepa 0ev elyav kortnyopromombel o ypnoyomoovueve epyareio. Kot ot

TAUTQOPLLES.

2.1. Epgovnrikd gpomipoto
[Towo etvar Ta gpyodeio 1 01 TAATPOPUES OV XPNGLULOTOOVVTAL OO KOAMTEXVES N
EPELVNTEG KOl APOPOLV TN dMUOLPYIR YEWYPOPIKA TPOGOOPICUEVAOV EPOPLOYDV

EMOVENUEVING TPAYLLATIKOTNTAG GTO XDPO TNG TEXVNG KOL TOV YNOLKOL TOALTIGHLOV;

3. AToteELéopOTO KOl XOUTEPAGNOTA

Mo mpdt eopd ov Ewdva 1 vdpyel n katnyopromoinon kot n mapovciocn OAwv
exelvov tov gpyolelov/mAateopudv mov ypnoomombnkay 1 avaeépdnkav ond
KOAMTEYVES KOl EPEVVNTEG KoL OEV OMOLTOVV 1O0UTEPEG YVDGELS TPOYPUUUATIGHLOD.
EmmAéov, oa@opodv yopwkd TPOCGOOPIGUEVEG  EYKATOCTACELS — EMOLENUEVNG

TPOYLATIKOTNTOG GYETIKEG LLE TNV TEXVT.
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Ewova 1: Epyoieio yio avdmroln ywpikd mpoooiopiouévng exavinuévns mpayuatikotnras (AR)
EPOPUOYIHS

Xopupova pe v Ewéva 1, moAAég epapuoyég emavEnUEVNG TPAYUATIKOTNTOS LE
YOPIKO TPOGOHIOPIGUO TOV QPOPOLY TNV TEYVY, Onpovpyndnkav pe t Ponbewn
browser emavénuévng mpaypotikotnTog o6nmg to Layar (Layar, 2020), to Junaio
(Shafer, 2018), to Aurasma (HP Reveal, 2020) ka1 to Wikitude (Wikitude, 2010).
Ouwmg otig pépeg pag ot mepmyntéc (browsers) emovénuévne npoypoatikdtrag site
&yovv otaponosl vo, Aettovpyodv kat vo. datifevior and ta Google Play kow App
Store, gite £xovv aALAEeL emtyelpnUaTIKO HOVTELOD, EVAD KATOLOL QUALOUETPNTEG £XOVV
egayopaotel and dAleg etopeiec. Eav dev ypnowomombei mepmyntrg (browser)
emovénuévng mpaypatikdtTog TOTE 1 gQapUoyn mpémel va avoamtuyfel kot va
dwtebel pécw TV NAeKTpoviKdV Kotaotnudtov e Apple kot g Google. Xe avtn
™V TEPITTOGN LVILAPYOVY dVO SPOPETIKEG TPOGEYYIGES: M Mt glval Pe avamTuEn
kodko XCode kot Android Studio xot m dAAN eivan pe ) ypnom pog eEmtepikng
mhatdpuag (cross platform), dOmwg pmopel va eivar to Vuforia kot to Unity.

Ta televtaio ypodvia ot etapeieg Ko ot texvoAoyieg Exovv dtapopomombel kot ta
epyodrelo Kot ot TAATQOPUES E€POPUOYDOV EMOVENUEVIG TPOYLOTIKOTNTOG OvVTi Vo

minBaivovv tetvouv va cuppikvevoviotl. Kdamoteg mhatpoppes e&apaviotnkay evo



dAdec ovyyovedtnkav (Gheorghiu & Stefan, 2018). 'Epya ta omoia dnpovpyndnikoy
K0l KOWVOTOMONKaY o€ eKATOUUOPLO YPNOTEG ETAYAV VO VITAPYOVY KaODS otapdtnos
N Aewtovpyio TtV epyoAeiov 1N petafAnOnke m eumopikny Tovg moltiky. Ot
KOAMTEYVES KOl Ol OMUIOLPYOL YNOLKOL TOMTICUOD YEVIKOTEPO QOIVETOL OTL
eCaptavtol omd TO OCLYKEKPUEVA epyoieion evd TOAEG QOpPEC TPEmEL Vv
CULVEPYOGTOVV LE TPOYPOUUUATIOTES Yo T ONUIoVpYio TOV £pymv Toug. Evilapépov
ToPoLCIdlel TO YEYOVOS OTL KATO TN OWIPKEWL TNG £PELVOG EVIOMIGTNKOV KoL
TAUTQOPUES OVOIKTOD KMIOKa Omwg M ARpoise, n omoia dnpovpyndnke amd Evav
KOAMTEYV] KOU TTPOGPEPEL TN OLVATOTNTA  OMUOLPYINS  YEOTPOGOIOPICUEVOL
mePLEYOUEVOD emaENUEVNG Tpaypotikotntag pe Pdon to GPS kot sivon TposPhoipo
pHéow G opmdvopne eeoppoyne vy kwvnta (Thiel & Graf, 2019). Kot 161, ot
KaAMTEYVEC dev @ofovvian Yy TV €EAPTNON TOLG OO U0 EUTOPIKY] TAUTPOPLLQL
OAAG KO Y1oL piot EVOEYOUEV OTAAELN TOV £PYOV TOVG,.

H mepetaipo perétn omotelel medio ywoo peAlovtikny €pgvva otnv €EEMEN Yo Ta
epyaireia, Tig mhateopues AR kabdg kot v emidpacmn tovg ota id1a ta Epya. TEAoC,
B0 UToPOVCE VO AACYOANCEL TOVG EPEVVNTEC €0V TO €pYo €ivol dMUOVPYNLO TOV
KOAMTEYVN 1 TOL TPOYPOUUOTIOT TNG EPapLOYNS. EmumAéov, Ta ocuykekpipéva Epya
Quofevouviol o€ €Toupeieg ol omoie avd WACO YPOVIKY OTLYUn UTOPovV Vv
avVOoTEIAOVY TNV AELTOVPYIC TOVG, OTNV TEPITTMOON VTN, TIBETAL TO EPMOTNUA YL TO

moteg Bl lval 01 GUVETELEC GTNV YNQPLOKT TOMTIGTIKY| LG KANPOVOULAL.

Avaopég

Avoyveotonodlov, A. (2020). H yprion ™g Emavénpévng Ipoaypatikotnrog (AR) o epoppoyég
eLearning, Melétn mepinmtoong: 1dpvpa «Kovotavtivog T. Kapopoviniey (1L.LK.K.). Tuqua
Ipogiotikfg kot Ontikng Encowvmviag 3D Animation, Iavemotuo Avtikig Attikng, 1(1).

Campos, P., Gaspar, M., & Mateus, A. (2015). Augmented Reality Sculpture Bases for Public Space.
7th International Conference on Digital Arts — ARTECH 2015, 39-44.

Caudel, T. P.,, & Mizell, D. W. (1992). Augmented reality: An application of heads-up display
technology to manual manufacturing processes. Hawaii International Conference on System
Sciences, 659-6609.

Della-Bosca, D. (2018). Recursion and the augmented experience of public art. Proceedings of the
Australasian Computer Science Week Multiconference, 1-6.

Garbe J. (2018) Digital Borders and the Virtual Gallery. In: Geroimenko V. (eds) Augmented Reality
Art (173-181). Springer, Cham.



Gheorghiu, D., & Stefan, L. (2018) A Fractal Augmentation of the Archaeological Record: The Time
Maps Project. In: Geroimenko V. (eds) Augmented Reality Art (297-316). Springer, Cham.

HP Reveal. (2020). HP Reveal Studio. Avaktnon oz https://studio.hpreveal.com/
Kreyenhagen, J. (2018). Why Catering To Mobile Users Is Vital For Today's Services. Avdxtnon omd

https://www.forbes.com/sites/forbescommunicationscouncil/2018/08/30/why- catering-to-
mobile-users-is-vital-for-todays-services/#29c04d2c736a

Margolis, T. (2014). Immersive art in augmented reality. In: Geroimenko V. (eds) Augmented Reality
Art (149-159). Springer, Cham.

McGarrigle, C. (2018). Augmented Interventions: Re-defining Urban Interventions with AR and Open
Data. In: Geroimenko V. (eds) Augmented Reality Art (115-130). Springer, Cham.

Milgram, P., & Kishino, F. (1994a). A taxonomy of mixed reality visual displays. IEICE
TRANSACTIONS on Information and Systems, 77(12), 1321-1329.

Peacock, S. (2018). Street ARt: Using Augmented Reality to Create Digital Street Art. (Master's thesis).
Victoria University of Wellington.

Pearson, J. (1988). The Computer: Liberator or Jailer of The Creative. Leonardo. Supplemental Issue,
73-80.

Shafer, N. (2018). Augmenting Wilderness: Points of Interest in Pre-connected Worlds. In:
Geroimenko V. (eds) Augmented Reality Art (255-275). Springer, Cham.

Thiel, T., & Graf, P. (2019). ARpoise: Augmented Reality point of interest service environment.

Avaxton and https://www.arpoise.com/index.html

Ulmer, G. L., & Freeman, J. C. (2018). Beyond the virtual public square: ubiquitous computing and the
new politics of well-being. In: Geroimenko V. (eds) Augmented Reality Art (95- 113). Springer,
Cham.

Wikitude. (2010). Wikitude World Browser. Avéxmon and https://www.wikitude.com/wikitude-

world-browser-augmented-reality/

Wright, R. (2018). Post-human Narrativity and Expressive Sites: Mobile ARt as Software Assemblage.
In: Geroimenko V. (eds) Augmented Reality Art (357-369). Springer, Cham.


http://www.tcpdf.org

