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abstract This dissertation comprehensively examines the integration and impact of
Extended Reality (XR) Technologies in architectural design experience. In the rapidly
evolving landscape of contemporary architecture, architectural design education is
paramount in fostering future architects equipped to meet the dynamic demands of the
profession. XR Technologies have emerged as transformative tools that have the
potential to revolutionize how architects engage with their projects, offering immersive
and interactive environments for design exploration that have different realities. This
research explores integrating XR technologies into architectural education to enhance
students' creative capacities and redefine the design process. By incorporating XR
technologies, architecture students gain the skills and knowledge necessary for
sustainable development, fostering innovation, sustainability, and technological
proficiency. The methodology in this research is varied, combining comprehensive and
systematic literature reviews with empirical case studies. This research contributes to
the ongoing discussion on the role of technology in shaping the future of architectural
design education and practice. It sheds light on the transformative potential of XR
technologies in architectural design education. XR technologies in education provide a
quality learning experience that aligns with global sustainability goals, preparing
students to contribute effectively to the achievement of Quality Education (SDG 4).
Architects, educators, and students stand to gain perspectives on harnessing XR
technologies to enhance creativity and innovation in the architectural field.

keywords XR (Extended Reality), VR, AR, MR, architectural design studio
education, design experience, quality education (SDG-4).

0zet Bu tez, mimari tasarim deneyiminde Genisletilmis Gergeklik (XR)
Teknolojilerinin entegrasyonu ve etkisini kapsamli bir sekilde incelemektedir. Hizla
gelisen cagdas mimari ortaminda, mimari tasarim egitimi, meslegin dinamik taleplerini
karsilayabilecek sekilde donatilmis gelecegin mimarlarini yetistirmede biiyiik bir dneme
sahiptir. XR Teknolojileri, mimarlarin projeleriyle etkilesim bi¢iminde devrim yaratma
potansiyeline sahip olup, farkli gergeklikler sunan siiriikleyici ve etkilesimli tasarim
kesfi ortamlar1 saglamaktadir. Bu arastirma, XR teknolojilerinin mimarlik egitimine
entegrasyonunu inceleyerek ogrencilerin yaratici kapasitelerini artirmayi ve tasarim
stirecini yeniden tanimlamay1 amaglamaktadir. XR teknolojilerini kullanarak, mimarlik
ogrencileri stirdiiriilebilir kalkinma igin gerekli becerileri ve bilgiyi edinerek
yenilik¢ilik, siirdiiriilebilirlik ve teknolojik yeterliliklerini gelistirirler. Bu arastirmada
kullanilan yontem gesitli olup, kapsamli ve sistematik literatiir incelemelerini ampirik
vaka galigsmalarryla birlestirmektedir. Arastirma, teknolojinin mimari tasarim egitimi ve
pratiginin gelecegini sekillendirmedeki rolii {izerine devam eden tartismalara katki
saglamaktadir. XR teknolojilerinin mimari tasarim egitimindeki donistiiriicii
potansiyelini aydinlatmaktadir. Egitimde XR teknolojileri, kiiresel siirdiiriilebilirlik
hedefleriyle uyumlu, kaliteli bir 6grenme deneyimi sunarak, ogrencilerin Nitelikli
Egitim (SDG 4) hedeflerine etkili bir sekilde katkida bulunmalarini saglamaktadir.
Mimarlar, egitimciler ve 6grenciler, XR teknolojilerini kullanarak mimarlik alaninda
yaraticilig1 ve yeniligi artirma konusunda yeni bakis agilar1 kazanacaklardir.
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