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Abstract

Reality technologies can be used in many areas and can create significant effects. Reality
technologies can be helpful in carrying out gastronomy education more efficiently and effectively.
Therefore, this study focuses on understanding the role of reality technologies in gastronomy
education in line with the answers obtained by asking semi-structured questions to ChatGPT,
where the participant role is given. Qualitative data is used in the study. This data is analyzed with
content analysis and in-depth information is obtained. As a result of the analysis, it has been
determined that reality technologies can be used in gastronomy education, play a supportive and
empowering role, make positive contributions to the education and training process, make the
learning process more effective by visualizing theoretical lessons and provide a preliminary
experience by creating practical lessons in a virtual environment. In addition, it is seen that reality
technologies make gastronomy education more fun, attractive and innovative. While the
significant advantages of reality technologies include reducing costs and waste, providing a safe
learning environment, and increasing student motivation and creativity, high technical
requirements and lack of physical kitchen experience are among their significant disadvantages.
Additionally, the impact of reality technologies on gastronomy education can be examined
through quantitative data or the responses of artificial intelligence chatbots can be compared.
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INTRODUCTION

The rapid advancement of technology has led to radical changes in every aspect of our lives and has led to the
emergence of new generation innovations. One of the most striking of these innovations is reality technologies.
Reality technologies are technologies that combine the physical world with the virtual world or create a completely
virtual environment. These technologies offer new interaction and experience opportunities in a real or virtual world.
Reality technologies include Augmented Reality (AR), Virtual Reality (VR), Mixed Reality (MR) and Extended
Reality (XR). While AR enriches the experience by adding virtual images, information or objects to the real world,
VR can offer realistic experiences in a completely virtual world where unlimited content can be created and can also
make it possible to realize experiences that cannot be done in real life or are risky. MR, which is the combination of
AR and VR, creates an environment where the virtual and real worlds are integrated, allowing physical and digital
objects to interact in real time. XR is an umbrella term (AR, VR, MR) that covers reality technologies that integrate
the real and virtual worlds. XR enables the user to seamlessly transition and interact between the real and virtual
worlds. These technologies, which can provide interactive and immersive experiences that combine the virtual and
real worlds, are used in many areas, especially education. These technologies not only create entertaining
experiences, but also offer students unique educational and teaching opportunities in the field of education. Reality
technologies (VR, AR, MR, XR) show their impact in gastronomy education as well as in all areas thanks to their
capabilities. These technologies offer an innovative learning approach that allows gastronomy students to have
experiences that they cannot have in traditional classroom environments. Reality technologies can support
educational processes and make learning experiences more efficient, fun, personalized and interesting. With
simulated kitchen environments and virtual kitchen tools, practical skills can be acquired safely and without the worry
of making mistakes, new techniques can be learned and students can improve themselves. Students can try out recipes
without using physical materials and learn how kitchen equipment works. This both reduces educational costs and
offers students a wider range of experiences. In addition, with the independence it provides in time and space, it
creates the opportunity for students to repeat recipes and develop their culinary skills. These technologies offer
students the opportunity to learn kitchen tools, cooking techniques and food preparation processes, while also
allowing them to gain experience without facing the challenges of real-world environments. In addition, it increases
students' motivation and provides a more effective learning experience. These developments enable gastronomy
education to become more interactive and student-centered. It can also contribute to the creation of a more sustainable
educational environment by preventing food waste. At the same time, it can make gastronomy education more
efficient, safe and accessible, and increase the effectiveness of gastronomy education. Therefore, it is understood that
reality technologies make significant contributions to gastronomy education. Another important innovation at this

point is artificial intelligence.

Artificial intelligence can be defined as a set of technologies that can imitate human intelligence in solving
complex problems. Artificial intelligence can personalize learning processes, help solve complex problems, and
enable education and training to be more efficient, effective, and faster. Therefore, it is possible to say that artificial
intelligence has opened a new door in gastronomy education. In addition, constantly improving and developing
artificial intelligence technologies bring with them many different applications. ChatGPT, which has become a
phenomenon today and is the most used in the field of education, is at the forefront of these advances. ChatGPT can

establish human-like communication and interaction with its natural language processing and deep learning
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capabilities. It can also give human-like answers to questions, solve complex problems, and have realistic natural
dialogues (Ali & OpenAl, 2023; Tlili et al., 2023). ChatGPT can help in many ways, from lesson planning to
curriculum design, from content creation to multi-faceted learning, from designing classroom activities to making
lessons fun and interesting, from creating and evaluating theoretical and practical applications to reducing educators'
workload (Ray, 2024). In addition, it adds significant value to gastronomy education in many areas, from creating
recipes to creating virtual cooking assistants, from food and flavor analysis to learning cultural and historical
information, from menu planning to presenting creative ideas, from providing flavor pairing and experiences in
presentation techniques (Yigit, 2023). At the same time, ChatGPT can also provide support in scientific studies and
academic writing, and ChatGPT can also take on the role of a researcher or a participant (Ali & OpenAl, 2023;
Barakazi, 2023; Fusté-Forné & Orea-Giner, 2023; Yigit, 2023; Aktas, 2024; Ozdemir, 2024). Therefore, it is
understood that ChatGPT plays an active role in the field of education and will bring new understandings. Thus, it is
predicted that it will create radical changes in gastronomy education. As a result, it is understood that reality
technologies have an important place in gastronomy education, will create changes in educational processes and these
technologies will create a more comprehensive, effective and efficient educational environment. It is thought that
artificial intelligence, which is thought to make different contributions in many subjects in the creation of these
changes, will play an important role especially in terms of providing information. Therefore, in this study, it is aimed
to understand the role of reality technologies in gastronomy education by directing research questions to ChatGPT,
which assumes a participant role. It is thought that this study is important because it contributes to the use of reality
technologies in gastronomy education, includes application examples in a practical and theoretical framework, and

has a supporting quality in carrying out gastronomy education in a more efficient, effective and active way.
Conceptual Framework

Many innovations have emerged with the advancement of technology. At the forefront of these innovations are
reality technologies. Reality technologies are technologies that combine the physical world with the virtual world.
These technologies can offer realistic experiences as well as virtual experiences. This is related to the transition
between a completely real environment and a completely virtual environment (Milgram & Kishino, 1994). Reality
technologies are effective and versatile technologies that can be used in a wide variety of areas. These technologies
can increase efficiency, enable the enrichment of experience and create innovative opportunities (Gilingor, 2023).
Reality technologies are listed as augmented reality (AR), virtual reality (VR), mixed reality (MR) and extended
reality (XR). AR is defined as a direct or indirect real-time view of a physical real-world environment that is
augmented by the addition of information generated by a virtual computer. AR is positioned in the real world both
interactively and three-dimensionally and combines real and virtual objects (Carmigniani & Furht, 2011). The user
sees the real world as virtual objects are placed or combined on the real world. Therefore, AR complements reality
rather than completely replacing it (Azuma, 1997). VR is a new generation technology that offers realistic experiences
in which a person can navigate, interact, and receive sensory feedback in a three-dimensional virtual environment
created by a computer (Burdea & Coiffet, 2003; Sherman & Craig, 2003; Gutiérrez et al., 2008; Guttentag, 2010;
Diemer et al., 2015). VR has the ability to simulate the real world. Thus, people can have realistic experiences in the
virtual world. MR is defined as the merging of the real and virtual worlds to produce new scenarios and new
environments where physical and digital objects coexist and interact in real time (Croatti & Ricci, 2018). The ability

to move between these objects can provide the person with different perspectives and different angles. MR allows
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the person to interact with virtual objects and manipulate these objects as if they were in the same place. In other
words, the person can experience the feeling that one of their hands or feet is in an imaginary/virtual place while the
other hand or foot is in the real world (Patel et al., 2020). For example, using a touch screen, a person can design
their own kitchen or bathroom by selecting and moving virtual devices and installations in a digitally created room
(PCMag Encyclopedia, 2019). MR integrates the real world with the virtual world and offers an immersive
interaction. Blurring the distinction between the real and the virtual, MR contextually enhances the user's perception
of the real world with additional information (Bulman et al., 2004). The person is positioned in the real world and
digital content is integrated into his/her environment. Thus, the person can interact with both virtual and real world
objects (Flavian et al., 2019, p. 550). Therefore, an immersive experience can be experienced where the real and the
virtual are integrated. Another reality technology is extended reality. XR is an umbrella term that encompasses all
reality technologies (Patel et al., 2020; Sharma, 2021). XR can be expressed as the combination of all real and virtual
environments where the interaction between humans and machines occurs through interactions created by computer

technology and hardware (Doolani et al., 2020).

Reality technologies are evident in the gastronomy field as in all fields. These technologies make significant
contributions to both the application field and the education field of gastronomy. Reality technologies provide the
opportunity to be involved in the experience, to integrate with the experience, thus increasing the quality of the
experience, enriching and assimilating the experience. Thus, the person can get optimum benefit from the experience
he/she is in. Reality technologies are becoming an innovation preferred by both customers looking for a unique
experience and new generation restaurants such as Le Petit Chef, Ultraviolet, Sublimotion with the new generation
experience approach they offer. In addition, reality technologies, which play a role in applications such as
Aerobanquets RMX, Project Nourished, Vocktail, Key Enabling Beverage Appetite Platform (KEBAP), Virtual
Cookie, AREasyCooking, transform and improve the eating and drinking experience (Cdl et al., 2023). Thus, a more
entertaining, interactive, personalized and unique eating and drinking experience can be created. Therefore, it is seen
that reality technologies have taken the gastronomy field into a completely different face. It is understood that these
new generation technological developments make significant contributions to both the application field and the

education side of gastronomy.

Reality technologies can serve as an effective learning tool. With its innovative structure, it can provide a unique
learning experience that cannot be obtained from a traditional education format. Reality technologies, which have
tremendous potential to improve teaching and learning experiences, offer a unique hands-on experience that other
educational technologies cannot provide. Thus, student motivation and active learning can be improved (Duncan et
al., 2012; Gregory et al., 2015; Stefan, 2016; Sharma, 2021). These new generation technologies can stimulate
students' senses and involve them in learning activities (Sala, 2021, p. 48). For example, AR, which offers a direct or
indirect view of the real-world environment enriched with computer-generated sensory inputs such as graphics, sound
and video, can enrich the student's view of the world with virtual objects and provide information about the real
environment. Reality technologies improve learning success and can increase students' motivation and interest. In
addition, reality technologies provide multiple entry points for personal learning strategies and offer instructional
paths that privilege an intuitive approach. Thus, increases in student achievement can be achieved (Chiang et al.,
2014; Jee et al., 2014; Freina & Ott, 2015; Maas & Hughes, 2020; Tilhou et al., 2020; Sala, 2021, p. 50). AR can

develop collaborative learning experiences and create an interactive learning environment (Billinghurst et al., 2001;
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Wu et al., 2013). VR is an important tool that supports learning, facilitates teaching processes and prepares students
for the real environment (Patel et al., 2020, p. 1069). VR can increase students' creativity and self-confidence skills
and motivation. VR can provide more comfortable learning by eliminating risk elements that may be experienced in
reality, disabled individuals can receive more active education, and students can learn by living thanks to VR
(Roussou, 2004; Tepe et al., 2016). VR can make education fun and increase students' desire to participate in the
lesson. In addition, students can repeat the education they receive where they are and improve their own knowledge
and skills (Tang et al., 2018). Therefore, it is seen that AR and VR have positive effects on education. AR and VR
can make difficult and dangerous environments more reliable and easily accessible. It can also increase student and
teacher interaction and offer a different and fun education process (Kapucu & Yildirim, 2019). MR can increase
students' motivation and at the same time provide more comprehensive information during learning or education. In
addition, the efficiency of the teaching and learning process can be increased. MR can create personalized learning
by creating personalized content. It can also increase learning satisfaction and increase knowledge and skills (Chen
& Duh, 2018). MR enables students to participate better in education, experience what they have learned, and make
education more memorable (Tang et al., 2018). Therefore, it can be stated that reality technologies will become an

effective tool in terms of education.

Reality technologies are effective in gastronomy education as well as in other educational fields. VR can create
virtual kitchen environments with its ability to create real and unreal virtual environments. Thus, it is possible for
students in kitchens with no kitchen facilities or limited facilities to learn about many subjects such as kitchen tools
and equipment, cooking techniques, and types of cuisine. It can also enable students to gain experience and practice
in terms of cooking (Uniir & Siinnetcioglu, 2024). Therefore, VR can provide a learning acquisition in gastronomy
education and can play a role as a reinforcement tool. In addition, VR can provide a preliminary experience before
the lesson and ensure that the lessons are more prepared. This new generation learning experience makes the lessons
more enjoyable and more internalized. VR can reflect forgotten recipes and the food culture of that period with its
interactive and realistic experience creation. Thus, it can provide the experience of the culinary understanding of the
past period. VR can offer opportunities such as independence of time and space and the ability to apply recipes over
and over again without using materials. Therefore, it is understood that VR technology has positive effects on kitchen
training. In addition, food waste can be prevented with the use of VR, and a fun, interesting, exciting and enjoyable
educational experience can be made possible (Tepe et al., 2016; Uniir & Siinnetgioglu, 2024). With the use of AR
and VR, the dangers and risks in the kitchen can be eliminated and more risk-free, comfortable and kitchen training
that can include younger age groups can be provided. These systems, which offer a virtual cooking environment,
make it possible for students to receive cooking training in the virtual world without experiencing any danger. AR
and VR can act as an interactive virtual assistant. Thus, they can help with recipes, how to prepare ingredients and
how to cook by controlling the weight of ingredients. This can be achieved with scenarios such as the animation of
the recipe on a real stove enriched with 3D graphics (Jang et al., 2007; Ergiin et al., 2020). VR offers significant
potential in terms of occupational safety and food hygiene training in the kitchen. VR technology can provide a cost-
effective and safe way to improve safety training and reduce accidents (Saad et al., 2022). VR can serve as a tool for
food portion size training (Celikcan et al., 2018). It can help chefs with food preparation techniques and develop new
recipes (Cagman & Kalayci, 2023). It can also provide significant benefits in improving students' skills and acquiring

new skills in gastronomy education (Negiizel & Mil, 2021). It is seen that reality technologies can support students
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in practice as well as in theory. Therefore, it can be stated that reality technologies can be useful in gastronomy

education by creating and enriching a realistic experience and can optimize the quality of education and training.

As a result, it is possible to use reality technologies in gastronomy education. These technological innovations
can affect, support and improve teaching methods. These technologies create new generation teaching scenarios and
improve teaching, learning and collaboration. Thus, they can help strengthen the educational process and create new
learning paths. In addition, reality technologies offer new potentials for engaging learning experiences (Sala, 2021),
provide excellent simulations that are inaccessible in traditional classrooms and create learning environments where
young generations integrate with experiences, are comfortable and participate more actively (Patel et al., 2020).
Therefore, it can be said that reality technologies make significant contributions to gastronomy education and take
gastronomy education to a completely different level thanks to the features and capabilities they contain. Another
important innovation in technology is artificial intelligence (AI). Al is becoming an important tool used in many
fields today. Al can be used to solve complex problems of simple or more complex systems (Coppin, 2004). Al is a
set of technologies that can mimic human intelligence to solve problems and can apply rules similar to humans,
develop over time, learn, and adapt to changes in the environment. It can also enable the performance of complex
and intelligent tasks, reasoning, and many activities associated with human intelligence (McCarthy, 2007; Russell &
Norvig, 2010). The term Al was first used in 1956 by John McCarthy at a conference held at Dartmouth College in
Hanover, New Hampshire, and has undergone significant developments and changes over the years (Coppin, 2004).
Thus, Al has begun to be used in many different fields. One of these fields is education. Al is an effective technology
that facilitates decision-making in education and training environments, can make predictions, offers significant
opportunities for improving the quality of education and training, helps with evaluations, data collection, and
developing new strategies (Hwang et al., 2020). Therefore, it is seen that artificial intelligence has a significant

transformative potential in education and training (Abuhassna et al., 2024, p. 700).

Al technologies are constantly advancing and becoming more visible in different aspects of life. As a result of
these developments, one of the recent phenomena is ChatGPT, a chatbot with a conversational artificial intelligence
interface developed by OpenAl. ChatGPT, one of the most advanced artificial intelligence applications, has attracted
great attention in the world. In this context, it has become one of the most studied artificial intelligence applications
in the field of education (Tlili et al., 2023). ChatGPT, one of the most famous chatbots today, uses machine learning
to understand and produce human language. ChatGPT aims to support tasks that require natural language interaction,
such as answering questions and providing information, and is designed to establish human-like communication and
interaction with individuals. ChatGPT is a continuously improving, continuous learning system and can help with

any question or information needed (Ali & OpenAl, 2023).

ChatGPT is more advanced in terms of scale compared to traditional chatbots (GPT-3: 175 billion parameters,
GPT-2: 1.5 billion parameters). ChatGPT can offer a larger dataset as training data, more fine-tuning, more advanced
capabilities, and more human-like text productions. ChatGPT, a generative artificial intelligence use based on natural
language processing and deep learning, can produce human-like texts and create a conversational style that allows
for more realistic natural dialogues (Tlili et al., 2023). Since ChatGPT uses deep learning models, it can provide
human-like responses to complex and diverse prompts (questions, instructions, etc.), understand the needs of the user

and provide comprehensive responses (Lim et al., 2023; Salvagno et al., 2023), and thus produce realistic and natural
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dialogues (Tlili et al., 2023). ChatGPT can write a short text on a specific topic, provide information on a topic of
interest, create an email or message in a specific tone, with specific content and to a specific person, correct the form
of a text or change its words, and solve problems. Therefore, this chatbot can also be used in scientific writing. It
becomes a promising and powerful tool for tasks such as automatic drafting, article summarization, and language
translation. With this ability, it can be useful in academic activities to make the writing process faster and easier
(King, 2023; Salvagno et al., 2023). ChatGPT can also act as a second researcher in an academic study or take on the
role of a participant in the research (Ali & OpenAl, 2023; Ozdemir, 2024). ChatGPT is constantly being improved
with augmentation techniques, natural language processing, and machine learning to improve its ability to understand
users' needs and respond comprehensively (Salvagno et al., 2023). These improvements have led to the emergence
of ChatGPT-4. This chatbot makes it possible to understand the basic patterns of language. With a capacity of over
1 trillion, it has become one of the largest language models in existence, surpassing GPT-3. With this increased
capacity, more complex and realistic texts can now be produced with higher accuracy. ChatGPT-4 is able to grasp
the context and intended meaning of the text more clearly and provide greater control over the resulting material.
ChatGPT-4 also appears to have improved multilingual understanding and production capabilities, even in low-
resource languages that are difficult for language models to process. ChatGPT-4’s groundbreaking development in
natural language processing expands the boundaries of what can be achieved with Al-generated text. Its use is
expanding due to its highly accurate and advanced capacity to understand and produce human-like text, from content
creation to language translation (Oriakhi et al., 2024, p. 156). The effects of this development can also be seen in the
field of education. It is seen that ChatGPT-4 has the potential to completely transform traditional approaches by
creating a more dynamic, customized and easily accessible learning environment. The education sector is constantly
looking for innovative ideas to significantly increase teaching effectiveness and learning outcomes, and ChatGPT-4
is leading this educational revolution with its advanced algorithms and comprehensive knowledge base. ChatGPT
has extraordinary capabilities to perform complex tasks in the field of education (Oriakhi et al., 2024, p. 149).
ChatGPT has the potential to produce complex text outputs, create highly original content (Khalil & Er, 2023),
demonstrate critical thinking skills, and produce highly realistic texts with minimal input (Susnjak, 2022). With its
unique capabilities, ChatGPT serves as a valuable resource for both educators and students, transforming the way
knowledge is transferred and acquired (Ray, 2024). However, although ChatGPT has made significant impacts, its
current capabilities are seen to be limited, creating concerns about privacy, security, and accuracy of information
(Qadir, 2023, p. 9; Baidoo-Anu & Owusu Ansah, 2023, p. 52). It may be risky to assume that ChatGPT will provide
completely reliable, credible, and accurate outputs (Trust et al., 2023). For this reason, it is important to verify the
information obtained from ChatGPT with reliable sources (Pokkakillath & Suleri, 2023, p. 32). At this point, opinions

of experts in the field can be obtained and a detailed literature review can be conducted.

Thanks to the impact created by ChatGPT and its capabilities, it is seen that studies are being carried out in many
fields (Goktas, 2023a, p. 894) as well as in the field of education (Ali & OpenAl, 2023; Iskender, 2023; Ivanov &
Soliman, 2023; Tlili et al., 2023; Adeshola & Adepoju, 2024; Ray, 2024), in the world of gastronomy (Fusté Forné
& Orea-Giner, 2023; Dalgig, 2023; (Goktas, 2023b; Binbasioglu, 2024; Ozdemir, 2024) and in the field of
gastronomy education (Yigit, 2023). ChatGPT's ability to create detailed insights at the point of education allows
educators to enrich their lesson plans and to offer more comprehensive and versatile learning experiences. It can also

be a powerful tool in the development of curriculum designs and content creation processes. ChatGPT can help
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increase the depth and breadth of teaching materials, make lessons more informative and engaging, and design better
assessments and in-class activities. ChatGPT can produce various questions and scenarios that are compatible with
the curriculum and help evaluate students' understanding and application of concepts. In this way, educators'
workload can be reduced and more time can be created to focus on student-teacher interaction and feedback, which
are very important for learning (Ray, 2024). In terms of gastronomy education, it is stated that it can help in creating
recipes, providing flavor matching and experiences, personalizing nutrition, creating virtual cooking assistants,
performing food and flavor analysis, providing creative meal ideas, transferring cultural and historical information,
menu planning, presentation techniques, gastronomy trends and gastronomy knowledge and terminology, and it is
also stated that it can serve as a resource that can provide support to educators and students in terms of gastronomy

education (Yigit, 2023).

As aresult, it is understood that reality technologies will make significant contributions to gastronomy education.
It is also seen that ChatGPT can provide support for the use of reality technologies in gastronomy education. From
this point on, the aim of this study is to understand the role of reality technologies in gastronomy education by asking
questions to ChatGPT, which is given the role of a participant. It is thought that this study is important because it
understands how reality technologies can play a role in gastronomy education and presents the advantages and
disadvantages of these technologies, includes practical and theoretical application examples, has a supporting feature
in carrying out gastronomy education more efficiently, effectively and actively, and provides useful information to
practitioners about the use of reality technologies in the education-training process. In addition, it can be stated that
the study is important because it will provide new data to researchers and the literature regarding the consistency,
accuracy and use of the information obtained with ChatGPT. It is also thought that it can inspire researchers to
conduct various relational and causal studies by adding new perspectives within the framework of gastronomy

education.
Method

This study, which focuses on understanding the role of reality technologies in gastronomy education, utilizes
qualitative data. It is thought that this study is important because it guides practitioners in the use of reality
technologies in gastronomy education, provides information about the advantages and disadvantages of these
technologies, includes application examples in a practical and theoretical framework, and has a helpful nature in

carrying out gastronomy education more efficiently.

The universe of the study consists of chat-based artificial intelligence applications, while the sample consists of
ChatGPT artificial intelligence application. Convenience and purposeful sampling methods are used in the research.
Thus, the objectives of the study can be reached more easily and quickly (Kozak, 2015, p. 118) and detailed
examination of certain situations, events and phenomena in line with the purpose of the study can be provided
(Kurtulus, 2010; Tarhan, 2015; Yildinm & Simsek, 2016). The data of the study were obtained by interview
technique and semi-structured questionnaire. The limitations of the study can be stated as the data obtained from a
single artificial intelligence application, the collection of data at certain time intervals and the defined character
assignment. In addition, the ethics committee permission required to collect the data used in the research was obtained
from Antalya Belek University Ethics Committee dated 09.04.2025 and numbered 61/19. It is also important to

develop the procedure for the use of artificial intelligence in education and scientific production (Pokkakillath and
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Suleri, 2023).

Interview questions were prepared by reviewing the literature and obtaining expert opinions. These interview
questions were asked in Turkish to ChatGPT-40 (Barakazi, 2023; Fusté-Forné and Orea-Giner, 2023; Yigit, 2023;
Aktas, 2024; Ozdemir, 2024), who was defined as “a participant who worked as a chef for many years and is an
expert in reality technologies”, on three different days between 10.04.2025 and 16.04.2025. The reason for making
this definition is that it is thought that the data can be obtained in a more result-oriented way in line with the purpose
of the study. It is observed that ChatGPT-40 showed consistency by giving the same answers to the questions asked
(Yigit, 2023; Ozdemir, 2024). In addition, due to the concerns about the accuracy of the information in ChatGPT
responses (Qadir, 2023, p. 9; Baidoo-Anu & Owusu Ansah, 2023, p. 52) and the need to verify the information
obtained from reliable sources (Pokkakillath & Suleri, 2023, p. 32), ChatGPT data were evaluated by 11 experts (six
assistant professors, three lecturers, two research assistants) who have knowledge or experience in reality
technologies and artificial intelligence in the field of gastronomy. Thus, it is thought that the relevant concerns were

eliminated and reliable study data were obtained.

ChatGPT was preferred because it has a larger dataset and more advanced capabilities, produces more human-
like texts for complex and diverse prompts (questions, instructions, etc.), allows for more realistic natural dialogues,
provides more comprehensive responses by understanding the user's needs, can be used in scientific writings (Lim et
al., 2023; Salvagno et al., 2023; Tlili et al., 2023; Oriakhi et al., 2024), can create highly original content (Khalil &
Er, 2023), is one of the most advanced artificial intelligence applications that have attracted great attention in the
world and one of the most studied artificial intelligence applications in the field of education (Tlili et al., 2023), and
can take part in a study as a participant and researcher. However, the methodological structure of this study is also
supported by other studies (Ali & OpenAl, 2023; Barakazi, 2023; Fusté-Forné & Orea-Giner, 2023; Yigit, 2023;
Aktas, 2024; Carvalho & Ivanov, 2024; Ozdemir, 2024). The data obtained from ChatGPT were analyzed with
content analysis. Content analysis determines the presence of certain words or concepts in texts or text groups,
examines the meaning and relationships, and enables inferences to be made. Content analysis is an intellectual process
that separates similar entities into clusters or conceptual categories in order to identify consistent patterns and
relationships between variable objects and themes with qualitative textual data. Thus, researchers can obtain detailed
and useful information (Gliglii, 2019, pp. 167-169). The information obtained as a result of the analysis was

interpreted and presented in the findings section.
Findings and Comments

This part of the study includes the contribution of reality technologies to gastronomy education in line with the
answers given by ChatGPT to the research questions and expert evaluations regarding ChatGPT answers. These

findings are presented in Table 1 below.
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Table 1. Findings Regarding ChatGPT Responses and Expert Opinions

Expert Opinions (n:11)

o
QO
S
8 54
ChatGPT ANSWERS 5 =2 ©
s 5 2
S £ &
n % n % n %

Question 1: Is it important to use reality technologies in gastronomy education? Why?

Supports With reality technologies, students gain one-on-one experience in a 1 91 2 182 8 727
Experiential virtual environment. In this way, they are better prepared for the real ’ ’ ’
Learning kitchen process.

Reduces Cost Reality technologies allow students to receive training without using ) 1 91 10 909

real-life ingredients (such as cooking techniques and plate

and Waste presentations), thus preventing food waste in the real world and
reducing costs.
Increases Studgnts who do not hgve access tq a physical lfltchen epwronment ) ) 3 273 8 727
N receive culinary education with reality technologies (VR simulations,
Accessibility
etc.).
Strengthens the 1 91 10 909
Process of Reality technologies provide feedback when incorrect techniques are ’ ’
Making applied or mistakes are made, ensuring that correct techniques are
Mistakes and learned, thus strengthening the learning process.
Learning
Makes . . . .
Reality technologies make gastronomy education more attractive and - - - - 11 100
Gastronomy

innovative. For example, culinary cultures of different countries are
explored through 3D modeling, thus transferring international culinary
knowledge more effectively.

Education More
Attractive and
Innovative

Question 2: How do reality technologies contribute to gastronomy education?

Virtual Reality (VR) Simulations: Students can experience knife
techniques, cooking processes, and plate arrangement in a VR kitchen 1 91 1 91 9 818
environment (For example, a Michelin star restaurant's kitchen can be

if;;?ige?enmg visited with VR and the working system there can be learned).
. Augmented Reality (AR) Supported Recipes: Through AR glasses or
Education . . . . . .
mobile applications, students can receive real-time visual guidance
while implementing a recipe (For example, students can compare how
a dessert should be in AR).
VR simulations, allow students to safely perform experiments that they
Learning by cannot do in a real kitchen environment (For example, incorrect knife 1 919 1 91 9 818
Making use or incorrect hygiene practices can be simulated with VR and instant
Mistakes and feedback can be given to the student).
Feedback Thanks to audio and visual warnings, students can instantly notice and
Mechanisms correct their mistakes (For example, the VR system can warn the

student when the cooking time is set incorrectly).

Real culinary education requires material consumption, which
increases costs. Thanks to VR and AR technologies, students can - - 1 91 10 90,9

Reducing Costs . S . . )
ueme experience recipes in the real world without consuming materials (For

and Waste example, with an AR-supported application, students can digitally
design plate presentations of dishes, thus preventing food waste).
Making Online gastronomy training can be made much more effective with VR.

Students who do not have access to a physical kitchen can receive - - 1 9,1 10 90,9
hands-on training thanks to VR kitchens. In addition, thanks to AR-
supported recipes and guides, students can learn at their own pace and

Education More
Accessible and

Flexible .
repeat certain stages.
Virtual Tours and Cultural Experiences: Students can take virtual trips
Developing to different countries’ cuisines with VR technology and receive one-on- - - - - 11 100
Gastronomy one training from a sushi master in Japan or a pastry chef in France.
Culture and Developing New Recipes and Techniques: AR and VR help students be
Creativity more creative in the kitchen by allowing them to test different

ingredients and techniques in a digital environment.
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Table 1. Findings Regarding ChatGPT Responses and Expert Opinions

Question 3: What can be done in gastronomy education using reality technologies?

Training in a Professional Kitchen Environment: Using VR glasses,

students can virtually enter the kitchen of a Michelin-starred restaurantand - - 1 91 10 90,9
Interactive observe the operations there.
Kitchen Real-Time Scenarios: In VR simulations, students can learn how to
Simulations manage orders during busy hours in a restaurant. This can improve their
with Virtual decision-making skills under stress.

Reality (VR) Hygiene and Safety Training: In a VR environment, students can receive
hands-on training on topics such as safe knife use, fire prevention, and
cross-contamination risks.

Step-by-Step Cooking Guides: Students can follow the directions that

appear on the screen while implementing a recipe through AR glasses or - - 1 91 10 90,9
Visually mobile applications.
Supported Plate Presentation and Design with 3D Modeling: With AR technology,
Education with  students can virtually see how a dish should be presented and create the
Augmented best presentation by trying out plate designs in a digital environment.
Reality (AR) Ingredient and Material Recognition: Students can learn nutritional

values, storage conditions and alternative ingredients by scanning
ingredients with an AR-supported application.

Real-Time Education and Guidance: With MR glasses, an instructor can
connect remotely, observe the student's actions and provide real-time 1 9,1 1 91 10 81,8

Hands-On and feedback.

E iential . .
Xperiential One-on-One Lessons from Virtual Masters: With MR technology, a
Learning with . . )
. . student can cook with a virtual avatar of a world-famous chef and receive
Mixed Reality - .
(MR) one-on-one training from him.
Interactive Menu Design: With MR, students can experience a restaurant's
menu in 3D and even test different menu designs in a virtual environment.
Globalizing Education: Students who do not have access to a physical
kitchen can receive hands-on training remotely with VR and AR- - - 1 91 10 90,9
supported kitchen simulations.
Distance Live Virtual Workshops and Workshops: Chefs from different parts of the
Gastronomy world can provide one-on-one training to students by organizing
Education interactive workshops in a virtual environment.
Virtual Cultural Kitchen Tours: Students can visit markets in different
countries, learn about local ingredients, and experience cultural cuisine
using VR.
Developing New Recipes: With Al-powered VR kitchens, students can
. create new recipes by mixing different ingredients in a virtual - - 2 182 9 81,8
Supporting .
environment.

Creativity and
Innovation with
Reality
Technologies

Molecular Gastronomy Experiments: With VR simulations, advanced
gastronomy techniques such as liquid nitrogen, foaming techniques or
gelatinization can be applied in a safe environment.

Sustainability Training: Interactive simulations on waste management can
be developed with AR and students can learn waste reduction strategies.
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Question 4: How do reality technologies contribute to practical and theoretical courses in gastronomy education?

Contributions for Applied Courses

(Reality technologies allow students to learn the experiences they may encounter in a physical kitchen environment by

living them in a virtual environment)

Realistic Kitchen Experience: Using VR headsets, students can virtually

enter a restaurant kitchen and try different recipes in practice. 1 91 3 273 7 63,6
Kitchen Knife Techniques Training: With VR simulations, students can improve
Simulations knife grip, chopping techniques and cutting speed. If they make a wrong
with Virtual move, the system can provide feedback so they can correct their mistakes.
Reality (VR) Time Management and Stress Management Training: Students can work
in a busy kitchen in a VR environment and learn how to prepare orders on
time and coordinate in the kitchen.
Step-by-Step Recipe Apps: AR glasses or mobile apps allow students to
follow recipes and cooking instructions with 3D visuals while cooking. - - - - 11 100
Real-Time 3D Plate Presentation Design: Students can see how a plate should be
Guidance with  arranged in AR and digitally simulate the plate design.
Augmented Food Chemistry and Molecular Gastronomy: With AR technology,
Reality (AR) students can visually examine the chemical reactions of ingredients and
cooking processes. For example, observe the effect of temperature
changes on chocolate or dough.
. Virtual Chef Training: With MR glasses, students can learn recipes step
Real-Time . -
. by step, guided by a digital avatar of a famous chef. 1 91 - - 10 90,9
Feedback with . )
Mixed Reality Error Analysis and C"orr'ectzon: MR—.supported systems can detect student
(MR) movements and provide instant warnings in cases such as incorrect cutting,
incorrect cooking time or hygiene violations.
Contributions for Theoretical Courses
(Reality technologies make the learning process more effective by visualizing the theoretical lessons of gastronomy
education)
Virtual Food Culture Tours: Using VR glasses, students can visit the
Exploring cuisines of different countries, visit local markets and learn about food - - - - 11 100
Cultural and cultures. For example, they can explore Ottoman cuisine or Japanese
Historical Kaiseki food culture with VR.
Cuisine with Bringing Historical Foods to Life: With VR simulations, students can
VR learn how food was cooked in the past and what ingredients were used to
make these dishes.
Nutrition Analysis: AR apps can make nutrition education interactive by
Food Safety Qisplaying calorie, protein, fat, and carbohydrate values when held overan - - 2 182 9 81,8
and Nutrition 1ngred1ent.. . . . .
. . Food Hygiene and Safety: Students can learn hygiene rules in action with
Education with . . . . .
AR AR-supported simulations. For examp]e, they'can visually examine which
ingredients should be prepared on which cutting boards to prevent cross-
contamination.
Restaurant Restaurant Simulations: Students can virtually design a restaurant kitchen
Management and service area with MR and learn to manage customer flow. - - 2 182 9 81,8
and Menu Virtual Menu Tests: Students can digitally design a new menu with MR,

Planning with
MR

analyze customer feedback, and determine the best menu options.
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Question 5: What are the advantages and disadvantages of integrating reality technologies into gastronomy education?

Advantages

Virtual kitchen experience: Students can work one-on-one in a kitchen

Strengthening  environment with VR simulations, learning cutting, chopping and cooking 2 18,2 1 9,1 8 72,7
Applied techniques by practice.
Learning Real-time guidance: AR-supported recipes and techniques provide step-
by-step guidance to students while cooking.
Minimize material consumption: Cooking in a real kitchen environment
requires the use of materials and equipment. VR and AR technologies 1 9,1 - - 10 90,9
. make it possible to learn in a virtual environment without using physical
Reducing Costs . ! .
and Waste materials. Thus, material waste is reduced. o .
Reduce the cost of making mistakes: Students can correct their mistakes in
cutting, cooking or arranging plates in a virtual environment, thus
minimizing their mistakes in a real kitchen.
Providing a Protecting against burns, cuts, and other kitchen accidents: Virtual
. simulations allow students to safely learn risky kitchen procedures. - - 2 182 9 81,8
Safe Learning ) . I . . .
Environment Supportmg hygiene a.nd sanitation edycatmn. AR 1nteractllvely teaches
topics such as contamination risks, hygiene protocols, and kitchen safety.
Distance gastronomy education.: Students who do not have access to a
physical kitchen can receive hands-on training in VR kitchen - - 2 182 9 81,8
Increasing environments.
Accessibility Opportunities for individuals with disabilities: Individuals with mobility
limitations can participate in gastronomy education through virtual kitchen
experiences.
Increasing Interactive and fun learning process: VR and AR supported trainings
Student provide a more engaging and memorable experience. 1 91 - - 10 90,9
Motivation and  New recipe and presentation experiments: Students can develop creative
Creativity presentations by making AR supported 3D plate designs.
Disadvantages
Cost of VR/AR devices: High-quality VR headsets, AR glasses, and
. . . . . - - - - 11 100
High Costand  simulation software can be expensive, and not every educational
Technical institution can make this investment.
Requirements  Requires powerful computer infrastructure: High-performance computers
are needed to run VR applications.
Lack of real sensory experiences: VR/AR technologies support visual and o 11100
Lack of auditqry learning, but cannot fully convey taste, smell and touch
Physical experiences. . . . .
Experience Fallure to ﬁ'tlly reflect real kitchen 'dynamzcs: Cooking can be 'experlenced
in a VR environment, but heat, tactile feedback and real-time kitchen stress
may be missing.
Technical Requires training on device use: For effective use of VR and AR
. . . . . - - - - 11 100
Issues and User technologies, both students and instructors need prior technical training.
Experience Risk of motion sickness: VR use can cause dizziness and nausea in some
Challenges people.
The Risk of Reduced instructor-student interaction: Virtual simulations can make it
. . . ) . . - - - - 11 100
Moving Away  difficult for instructors to intervene directly and can discourage
from personalized feedback.
Traditional Inadequate preparation for working in a real kitchen: Students who are
Learning taught entirely in a digital environment may not be adequately prepared
Methods for the physical challenges they may face in a real kitchen.
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Table 1. Findings Regarding ChatGPT Responses and Expert Opinions (cont.)

Expert Opinions on Reality Technologies and ChatGPT (n:11)

=]
Q
S
QUESTIONS 3 3
) < o
g 3 g
5 E &
n % n % n %
Can reality technologies (AR, VR, MR, XR) be used in gastronomy education? - - 1 91 10 90,1
Do reality technologies (AR, VR, MR, XR) contribute to gastronomy education? - - 1 91 10 90,1
Do you think that reality technologies (AR, VR, MR, XR) have an important place in 1 9,1 2 18,2 8 72,7
gastronomy education?
Do you find ChatGPT's answers to questions satisfactory? 1 91 3 273 7 63,6
Do you find ChatGPT's answers to questions successful? 1 91 3 273 7 63,6

When ChatGPT responses regarding the contribution of reality technologies to gastronomy education are
evaluated, it is seen that these technologies have an important place in gastronomy education and provide valuable
contributions. Reality technologies can contribute to the development of students by supporting experiential learning.
Students can receive one-on-one training equivalent to the real world in a virtual environment. In this way, they can
increase their knowledge and skill levels and be more prepared for the operations in a real kitchen. For example,
students can take part in a Michelin-starred restaurant kitchen using VR glasses and observe the operations there, and
learn how to manage orders during busy hours in a restaurant with VR simulations. In addition, students can receive
one-on-one training on topics such as knife use training, fire prevention/extinguishing training, and cross-
contamination risk training in a safe VR environment. Therefore, reality technologies can create a comfortable, safe,
and effective learning environment and can also play the role of a pre-experience tool for physical kitchen education.
At the same time, it seems possible to strengthen the efficiency and quality of gastronomy education thanks to reality
technologies. Students can experience chopping techniques, cooking processes, and plate design in a VR kitchen
environment, or compare how a dessert should be with AR glasses. In addition, reality technologies can improve
students' learning processes with real-time feedback. For example, in cases such as incorrect knife use, incorrect
hygiene practices, and incorrect cooking times, reality technologies can detect the situation and provide one-on-one
feedback to the student, helping them learn the correct techniques. In addition, students can follow a recipe step by
step using AR technology, see important points in plate design, and learn the nutritional values or storage conditions
of a food. Therefore, it can be said that reality technologies can be an effective tool in improving the gastronomy

education process and increasing the quality of education.

Another point is that reality technologies make gastronomy education accessible to everyone. Students who do
not have physical kitchen facilities can receive culinary education through applications such as live virtual
workshops, VR workshops and VR kitchens. For example, students can cook with a virtual avatar of a world-famous
chef using MR technology. Therefore, students can receive their education whenever they want, wherever they want
and in their own comfortable areas with reality technologies that make distance education possible. In addition,
students can repeat these trainings as many times as they want and improve the aspects they find inadequate.
Therefore, reality technologies can increase the quality of learning as an efficient educational tool and create an
accessible educational opportunity. However, it is important to provide the necessary hardware and software
infrastructures for this education to be carried out. Apart from this, students need to meet certain needs in practical

courses in order to carry out their education. At this point, these requirements are eliminated with the virtual
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environment and applications created by reality technologies. This reduces the cost that students spend for education.
It is also seen that it contributes to the elimination of food waste in practical kitchen courses and therefore to
sustainability. This is mainly due to the fact that gastronomy training is carried out in a virtual environment (such as
learning chopping techniques in a VR environment) without using or purchasing food as in the real world. Therefore,
it can be stated that reality technologies can be a tool for more sustainable training and offer significant gains in terms

of cost.

Another important issue is that reality technologies make gastronomy education more attractive and can improve
students' creativity. For example, students can receive training from a sushi master in Japan or a pastry chefin France,
create new recipes or experience new techniques by mixing different ingredients in a virtual environment thanks to
VR kitchens supported by artificial intelligence, visit the markets of different countries with virtual tours, VR
simulations and 3D modeling, get to know their local ingredients and discover different culinary cultures. Therefore,
it is possible to say that reality technologies take gastronomy education to a more entertaining and interesting stage.
It is also understood that it is an important application tool in developing students' creativity. In addition, reality
technologies provide various application opportunities in theoretical courses (discovering cultural and historical
cuisine with VR - reviving historical dishes -, food safety and nutrition education with AR, restaurant management
and menu planning education with MR) and practical courses (kitchen simulations - chopping techniques education
-, real-time guidance - step-by-step recipe application-, real-time feedback -education with a virtual chef-) and make
significant contributions to students' education. Reality technologies can visualize, narrate and animate theoretical
lessons in gastronomy. At the same time, they can allow practical lessons to be experienced as in the real world.
Therefore, it can be stated that reality technologies can make the learning process more effective, the information
obtained can be more memorable, and an innovative and participatory education can be created. Therefore, it is
possible to say that reality technologies can be used in gastronomy education thanks to their capabilities and

applications.

This effective technology also has advantages and disadvantages in gastronomy education. While the advantages
of reality technologies include strengthening learning, reducing costs and waste production, creating a safe,
accessible, interactive and fun educational environment, and increasing motivation and creativity, high costs and
technical requirements, lack of physical experience, technical problems and difficulties related to experience, moving
away from traditional learning methods, cyber sickness, reduced interaction between instructor and student, lack of
real sensory experiences, inability to fully reflect real kitchen dynamics and not being sufficiently prepared to work
in a real kitchen are among the disadvantages of reality technologies. As a result, when using reality technologies in
gastronomy education, it seems important to take these elements into consideration and design the education

accordingly for optimum benefit.

When the ChatGPT responses of the experts regarding the contribution of reality technologies to gastronomy
education are evaluated, the vast majority of the experts state that reality technologies can be used in gastronomy
education (90.1%) and will contribute to gastronomy education (90.1%). In addition, the level of agreement that
reality technologies have an important place in gastronomy education can be considered relatively high (72.7%).
However, it is understood that the level of agreement that the answers given by ChatGPT to the questions are

satisfactory and successful is low compared to the others (63.6%). This situation may be due to the fact that the
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answers given by ChatGPT to the questions consist of superficial and repetitive answers. In addition, while it is stated
by the experts that sensory feedback (smell of the food, tasting the food, grasping the knife, etc.) is important for
learning to take place in applied kitchen trainings (U1, U2), it is stated that reality technologies can make more
contributions, especially in the theoretical framework (U1). Therefore, it can be said that ChatGPT responses are
partially insufficient and the satisfaction level is also partially low. However, it is anticipated that this situation can
be resolved by asking detailed and multiple questions to ChatGPT. In addition, this result may be due to the
importance of students being in touch with the physical kitchen and having one-on-one contact with kitchen tools
and equipment, carrying out their practical training by experiencing that atmosphere in the real kitchen, having close
interaction with instructors in physical kitchen environments, and students learning kitchen training by experiencing

it in order to improve themselves in gastronomy training.

In the evaluation of the importance of reality technologies in gastronomy education, it is thought that reality
technologies will make gastronomy education more attractive and innovative (100%). However, it is seen that the
participation level is low in terms of experiential learning (72.7%) and accessibility (72.7%). It is seen that reality
technologies can create various trainings and applications in terms of gastronomy (> 81%) and contribute to
gastronomy education (> 81%). At this point, especially experiencing different culinary cultures and developing
creativity have the highest participation level (100%). When considered in terms of the contributions that reality
technologies can create for practical courses, it is understood that the real-time guidance application has the highest
participation level (100%) while the lowest participation level is in kitchen simulations (63.6%). It is seen that the
highest participation level for theoretical courses is the application of discovering cultural and historical cuisine
(100%). When the advantages and disadvantages of reality technologies are examined, it is understood that the lowest
participation in terms of advantages is strengthening applied learning (72.7%), while all disadvantages have the
highest participation level (100%). These results can be explained by the fact that the use of software and hardware
tools of reality technologies is not widespread, they are costly, the need for culinary education to be experienced in
the real world, the ability of reality technologies to create different culinary cultures and to provide interaction and

feedback to students in a virtual kitchen environment.
Conclusions and Recommendations

In this study, research questions are asked to ChatGPT, which is given the participant role, to understand the role
of reality technologies in gastronomy education. It is thought that this study is important because it has a supporting

feature in carrying out gastronomy education more efficiently, effectively and actively through reality technologies.

It is seen that reality technologies have taken their place as an innovative approach in gastronomy education. It is
thought that these innovative tools will make significant contributions to traditional gastronomy education. It is
possible to say that reality technologies will positively affect students' learning outcomes and learning processes
thanks to their ability to create experiences equivalent to the real world and enrich real-world experiences. In addition,
students can prepare for real-world gastronomy education and gain preliminary experience by carrying out their
gastronomy education in a virtual environment (Jang et al., 2007; Ergiin et al., 2020; Patel et al., 2020). This can
make learning faster, more memorable and more permanent (Tang et al., 2018). Reality technologies can provide
students with an experience about restaurant and kitchen operations. Thus, students can learn about time, stress and

kitchen management. In addition, it can be stated that gastronomy education will be more fun, interesting, innovative
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and more efficient (Kapucu and Yildirim, 2019; Sala, 2021). Therefore, it is envisaged that reality technologies can

support experiential learning.

Reality technologies can contribute to students with limited access to physical kitchen education in terms of
receiving their education. However, it is thought that this accessibility will be possible when reality technologies are
more widespread and accessible. With reality technologies, students can receive training that is risky in the real
kitchen safely and comfortably in the virtual environment. Trainings given in the virtual environment can be repeated
whenever and wherever desired (Tang et al., 2018). This can make gastronomy education more flexible by
eliminating space and time dependency. Thus, students can come together with famous chefs in the virtual
environment and benefit from their experiences. Reality technologies can provide feedback and allow students to see
their mistakes. Thus, students can improve themselves and take their creativity to higher levels. It can also play an

important role in increasing students' motivation (Roussou, 2004; Negtizel and Mil, 2021).

Since gastronomy education can be provided in the virtual environment with reality technologies, students'
expenses, especially in kitchen education, can be reduced. In addition, this can make sustainable kitchen education
more possible and eliminate food waste in the kitchen (Saad et al., 2022). Thanks to the fact that reality technologies
can animate, visualize, narrate and transform theoretical courses such as culinary culture and food safety into
experiences, students can learn their theoretical courses by living them. This allows for a more effective and more
permanent education. Apart from this, it seems possible to experience culinary cultures in different regions that are

difficult to learn on site, to learn new information and to have an idea about different culinary techniques.

Reality technologies allow practical courses to be learned in a way that is close to reality. Reality technologies
can make positive contributions to the quality of education and learning processes of students with applications such
as providing real-time guidance, creating realistic simulations and providing simultaneous feedback (Chiang et al.,
2014; Freina and Ott, 2015; Tilhou et al., 2020; Sala, 2021). Therefore, it is understood that gastronomy education
carried out in a virtual environment cannot surpass gastronomy education in the physical world and that reality
technologies only have a supporting role. However, it can be assumed that this situation may change with the

developments in reality technologies in the coming years.

While reality technologies have disadvantages such as high cost, technical requirements and lack of physical
kitchen experience, they also offer advantages such as providing a preparation and preliminary experience for
physical kitchen training, creating a safe and entertaining training environment, increasing motivation and creativity
and eliminating food waste. Therefore, it is seen that reality technologies can be used in gastronomy training and will
make significant contributions. At this point, it is thought that it is important to integrate reality technologies correctly

with physical kitchen training.

Finally, this study can provide information about the performance of ChatGPT by taking on a participant role and
can guide practitioners on the subject. It can be said that ChatGPT produces appropriate, sufficient and successful
answers to the subject as a participant (Lim et al., 2023; King, 2023; Salvagno et al., 2023; Tlili et al., 2023).
However, it is possible to say that it remains superficial for detailed studies. At the same time, it can be stated that
when questions are repeated, similar answers are given and this is important for consistency. However, it is seen that
there are repetitive answers with similar meaning and content in the answers given by ChatGPT to the research

questions. It is assumed that this situation may create significant problems in the in-depth studies of the researchers.
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However, it is foreseen that ChatGPT can be effective by asking detailed, in-depth and multiple questions in a small
study area. Therefore, it is understood that ChatGPT needs to be developed technically at this point (Trust et al.,
2023). Therefore, it can be said that ChatGPT can take on a participant role in a study (Ali and OpenAl, 2023;
Barakazi, 2023; Fusté-Forné ve Orea-Giner, 2023; Yigit, 2023; Aktas, 2024; Ozdemir, 2024), while it is thought that
the answers given need to be evaluated by experts (Pokkakillath ve Suleri, 2023). Based on this, researchers need to
pay attention to this point while conducting their studies on the subject. It is thought that this situation will contribute

to the reliability of the study.

In line with this study, the impact of reality technologies on gastronomy education can be examined through
quantitative data, experimental studies can be conducted, ChatGPT results can be compared with experimental
studies, the responses of various artificial intelligence chatbots can be compared, and studies can be conducted by
asking ChatGPT in-depth questions on different topics such as sustainable gastronomy. In addition, students can be
asked to evaluate and improve the recipes prepared by ChatGPT. Thus, students' creativity and recipe analysis skills
can be developed. Students can be given tasks to find, correct, and analyze hygiene errors through scenarios prepared
with ChatGPT. At the same time, it can be used in theoretical courses such as gastronomy history, molecular
gastronomy, cultural cuisines and contribute to the reinforcement of concepts by providing alternative sources,

explanations, and visuals.
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ChatGPT’ye Sorulan Sorular ve Yanitlari

"Gergeklik Teknolojilerinin Gastronomi Egitimine Katkisi: ChatGPT
©rmedi* adl bir makale yaziyorum. Bu makale igin yan
yapilandinlmig gérisme sorulan hazirladim. Bu g&rigme sorularim
sana soracagim. Sen bir katima rolii Gstlenerek sorulara aynintili ve
omekler vererek cevap ver.

Tabii! Uzun yillar sef olarak galigmis ve gergeklik teknolojileri konusunda uzman bir katiimar olarak,

sorulariniza aynintil yanitlar verecegim. Sorularinizi bekliyorum.
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Soru 1: Gergeklik teknolojilerinin gastronomi egitiminde
kullarulmasi Gnemli midir? Neden?

Evet, gergeklik teknolojilerinin gastronemi editiminde kullaniimasi son derece nemlidir. Bunun birkag
temel nedeni var:

1. Deneyimsel &grenmeyi Destekler
Gastronomi egitimi biyik dlgide uygulamal deneyime dayanir. Sanal gergeklik (VR) ve artinlmig
gergeklik (AR) gibi teknolajiler, 6grencilerin givenli bir ortamda birebir deneyim kazanmalarini
sadlar. Omedgin, VR ile bir mutfak similasyonundz bigak teknikleri veya yangin glvenligi egitimi
almak, &grencilerin gergek mutfakta daha hazidikli elmalanna yardimar olabilir.

ra

. Maliyet ve israfi Azaltir
Geleneksel gastronomi egitimi, yogun malzeme kullamimi gerektirir. Etkili bir egitim streci igin gok
sayida malzeme harcanabilir. Ancak AR veya VR similasyonlan ile 6grenciler, malzeme tilketmeden
pisirme tekniklerini veya tabak sunumlarini grenebilir. Ornegin, AR ile bir tabagin 3D sunumunu

gorerek, tabagin nasil dizenlenecegdini pratik edebilirler.

w

. Erigilebilirligi Artinr
Gergeklik teknelojileri, fiziksel mutfak ortamina erisimi clmayan égrenciler igin buytk bir firsat sunar]
Ornedin, uzaktan editim alan bir 6§renci, VR mL < : simalasyonlan sayesinde birebir pratik yapabili

veva AR destekli tariflerle vemek pisirme sarecini adim adim takio edebilir.

katkilar saglar. Hem maliyetlen diistirerek sir

4, Hata Yapma ve Ogrenme Siirecini Giiglendirir
Gergek mutfakta yapilan hatalar zaman ve maliyet kaybina yol agabilir. Ancak sanal ortamda hata
yapmak givenlidir. Ornegin, bir 6§renci VR mutfaginda yanhs bigak teknidi uyguladiinda, sistem

ona geri bildirim verir ve dogru teknigi égretir. Bu, 6grencilerin 6grenme stirecini hizlandinr.

wt

. Gastronomi Egitimini Daha Gekici ve Yenilikgi Hale Getirir
Ginimiiz &grencileri teknolojiyle i ice bilyiyor. Gergeklik teknolgjilen kullamilarak egitim
materyzlleri daha interaktif hale getirilebilir. Ornegin, bir 8grenci AR g6zIigi takarak farkh Glkelerin
mutfak kaltdrlerini 3D modellemelerle kegfedebilir, bdylece uluslararasi mutfak bilgisi daha etkili bir

sekilde aktarilabilir

Sonug olarak, gergeklik teknolajileri gastronomi egitimine hem teorik hem de pratik anlamda bayik

ridlebilir bir egitim sunar hem de &grencilerin interaktif ve

deneyimsel 6grenme sireglerini destekler.
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Soru 2: Gergeklik teknolojileri gastronomi eg;
saglar?

Gergeklik teknolgjileri, gastronomi egitimine beg temel alanda katki saglar:

1. Uygulamah Egitimi Giiclendirme

« Sanal Gergeklik (VR) Simiilasyonlan: Ogrenciler, VR mutfak ortaminda bigak tekniklerini, pisirme
siireglerini ve tabak diizenlemeyi deneyimleyebilirler. Ormegin, Michelin yildizh bir restoranin

mutfagim VR ile ziyaret edip oradaki galisma sistemini 6grenebilirler.

Artinlmig Gergeklik (AR) Destekli Tarifler: AR g&zliikleri veya mabil uygulamalar aracihgyla,
dgrenciler bir tanifi uygularken gergek zamanl gérsel rehberlik zlabilirler. Ornedin, bir tathmin

kivaminin nasil olmasi gerektigini AR Uzerinden kargilagtirabilirler.

2. Hata Yaparak Ogrenme ve Geri Bildirim Mekanizmalar

* VR similasyonlan, édrencilerin gergek mutfak ortaminda yapamayacaklzn denemeleri gtivenle
gergeklestirmelerini saglar. Ornegin, yanhs bigak kullanimi veya hatali hijyen uygulamalan VR ile
simule edilerek 6@renciye aninda geri bildirim verilebilir.

s Sesli ve gorsel uyarilar sayesinde, &grenciler hatalarini aninda fark edip dizeltebilifer. Ornegin,

yanlis pisirme stresi ayarlandiginda VR sistemi 6@renciye uyan verebilir,

3. Maliyetleri ve israfi Azaltma

o Gergek mutfak egitimi malzeme tiketimi gerektirir ve bu da maliyetleri artirir. VR ve AR teknolajileri

sayesinde dgrenciler malzemeleri tiik tarifleri deneyimley

*  Ornegin, AR destekli bir uygulama sayesinde, dgrenciler yemeklerin tabak sunumlanm dijital olarak
tasarlayabilir, béylece yiyecek israfi dnlenmis olur.

4. Egitimi Daha Erigilebilir ve Esnek Hale Getirme
s Online gastronomi editimleri VR ile gok daha etkili hale getirilebilir. Fiziksel mutfaga erisimi olmayan
ogrenciler, VR mutfaklar sayesinde uygulamali egitim alabilirler.

s Ayrica, AR destekli tarifler ve rehberler sayesinde, grenciler kendi hizlarinda dgrenebilir, belirli

agamalar tekrar edebilirler.

5. Gastronomi Kiiltiiriinii ve Yaraticithgi Gelistirme

+ Sanal Turlar ve Kiiltiirel Deneyimler: Ogrenciler, VR teknolojisiyle farkh dlkelerin mutfaklanna sanal
geziler yaparak, Japonya'da bir sushi ustasindan veya Fransa‘da bir pastacidan birebir egitim

alabilirler.

s Yeni Tarif ve Teknik Geligtirme: AR ve VR, &drencilere farkli malzemeleri ve teknikleri dijital ortamda

test etme imkani sunarak, mutfakta daha yaratici olmalanina yardimei clur.

Ornek Senaryo:

Bir gastronomi 6grencisi Michelin yildizh bir sefin sanal gergeklikte olusturulmus mutfagina girerek
onunla birlikte bir yemek pisirebilir. Bu strecte, artinlmis gergeklik sayesinde yemegin pisme derecesini

ve sunum tekniklerini gérsel olarak analiz edebilir.

Sonug olarak, gergeklik teknolojileri gastronemi egitimine uygulamali 6grenme, hata yaparak 6grenme,

maliyet tasarrufu, erisilebilirlik ve yaraticilik gibi birgok agidan Gnemli katkilar saglar.
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Soru 3: Gergeklik teknolojileri kullanilarak gastronomi egitiminde
neler yapilabilir?

Gergeklik teknolajileri kullanilarak gastronomi egitiminde birgok yenilikgi uygulama hayata gegirilebilir.
Bu uygulamalar sanal gergeklik (VR), artinlmig gerceklik (AR) ve karma gergeklik (MR) gibi
teknolojilerle desteklenerek egitimin daha etkili, inter-"-tif ve erigilebilir hale gelmesini saglar. iste bu

teknolgjilerin gastronomi egitiminde nasil kullamlabilccegine dair bazi 6rnekler:
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1. Sanal Gergeklik (VR) ile Etkilesimli Mutfak Simiilasyonlan

* Profesyonel Mutfak Ortaminda Egitim: Ogrenciler, VR gozlukleri kullanarak Michelin yildizh bir
restoranin mutfagina sanal clarak girebilir ve cradaki isleyigi gozlemleyebilirler,

= Gergek Zamanh Senaryolar: Omegin, 6grenciler VR similasyonlaninda bir restoranin yogun
saatlerinde siparisleri nasil yGnetebileceklerini 6grenebilir. Stres altinda karar verme yetenekleri

geligtirilebilir.

* Hijyen ve Giivenlik Egitimleri: VR ortaminda, &grenciler gtivenli bigak kullamimi, yangin énleme,
capraz bulagma riskleri gibi konularda uygulamah egitim alabilirler.

2. Artinlmis Gerceklik (AR) ile Gorsel Destekli Egitim

e Adim Adim Yemek Pigirme Kilavuzlan: AR gézlikleri veya mobil uygulamalar araciligiyla Ggrenciler,
bir tarifi uygularken ekranda beliren yonlendirmeleri takip edebilirler.

* 3D Modelleme ile Tabak Sunumu ve Dizayn: AR teknalojisi ile dgrenciler, bir yeme§in sunumunun
nasil olmasi gerektigini sanal olarak gérebilir ve j, ak tasanmlanini dijital ortamda deneyerek en iyi

sunumu olusturabilirler.

Bilesen ve Malzeme Tanima: Ogrenciler, AR destekli bir uygulama ile malzemeleri taratarak besin
degerlerini, saklama kogullanimi ve alternatif malzemeleri Ggrenebilirler.

3. Karma Gerceklik (MR) ile Uygulamali ve Deneyimsel Ogrenme

Gergek Zamanli Egitim ve Rehberlik: MR gdzlukleri sayesinde bir egitmen uzaktan badlanarak
agrencinin yaptigi islemleri gézlemleyebilir ve gergek zamanh geri bildirim verebilir.

Sanal Ustalardan Birebir Ders: Bir dgrenci MR teknolajisi ile diinyaca Gnli bir gefin sanal avatan ile
birlikte yemek yapabilir ve ondan birebir editim alabilir.

Etkilegimli Ment Tasanimi: Ogrenciler, MR ile bir restoranin menusini 3D olarak deneyimleyebilir,

hatta sanal ortamda farkh mend tasanmlanni test edebilirler.

4. Uzaktan Gastronomi Egitimi

Egitimleri Kiiresel Hale Getirme: Fiziksel mutfak imkani olmayan dgrenciler, VR ve AR destekli
mutfak similasyenlan ile uzaktan uygulamal egitim alabilirler.

Canlh Sanal Atélyeler ve Workshoplar: Dinyanin farkli yerlerinden sefler, sanal ortamda interaktif
atdlyeler diizenleyerek 6grencilere birebir egitim verebilirler.

sanal Kiiltiirel Mutfak Gezileri: Ogrenciler, VR kullanarak farkl tlkelerin pazarlanni gezebilir, yoresel

malzemeleri tanyabilir ve kaltirel mutfak deneyimi yagayabilirler.

5. Gerceklik Teknolojileri ile Yaraticihgi ve inovasyonu Destekleme

= Yeni Tarifler Gelistirme: Al destekli VR mutfaklan sayesinde dgrenciler farkl malzemeleri sanal

ortamda karigtirarak yeni tarifler olusturabilirler.

= Molekiiler Gastronomi Deneyleri: VR simulasyonlar ile sivi azot, kopukleme teknikleri veya
jelatinlesme gibi ileri seviye gastronomi teknikleri glvenli bir ortamda uygulanabilir.

= Siirdiirtlebilirlik Egitimleri: AR ile atik yénetimi konusunda interaktif similasyonlar gelistirilebilir ve

dgrenciler atik azaltma stratejilerini égrenebilirler.

Ornek Senaryo

Bir gastronomi 6grencisi, AR gozlikleri takarak bir tathmin nasil katmanh olarak inga edilmesi

gerektigini 3D gdrsellerle izleyebilir. Ayni zamanda VR ile Michelin yildizli bir restoranda staj

yapiyormug gibi hissedebilir. Ogrenci, MR teknolojisi sayesinde dunyanin farkli noktalanndan seflerle

ortak bir mutfak deneyimi yasayabilir

Sonug

Gergeklik teknolgjileri, gastronomi egitiminde uygulamali 6gretimi destekler, maliyetleri azaltir,

erigilebilirligi artinr ve 6grencilerin ya
gastronomi egitiminin gelecegini sekillendirerek hem egitmenler hem de 6grenciler igin devrim

niteliginde yenilikler sunmaktadir.

ici yeteneklerini geligtirmesine yardima olur. Bu teknalgjiler,

Soru 4: Gergeklik teknolojileri gastronomi editiminin uygulamal ve
tearik dersleri igin nasil katki saglar?

Gergeklik teknolojileri, gastronomi egitiminin hem uygulamah hem de teorik derslerine Gnemli katkilar
saglar. Bu katkilar, sanal gerceklik (VR), artirllmis gergeklik (AR) ve karma gergeklik (MR) gibi
teknolgjiler aracihgiyla 6grenme streglerini daha etkili, erisilebilir ve interaktif hale getirir.

1. Uygulamah Dersler igin Katlilan

Gastronomi editimi buyuk dlgide uygulamah calismalara dayalidir. Gergeklik teknolojileri, 8grencilerin
fiziksel mutfak ortaminda karsilagabilecekleri deneyimleri sanal ortamda yasayarak égrenmelerini
sadlar,

a. Sanal Gergeklik (VR) ile Mutfak Simiilasyonlan

+ Gergekgi Mutfak Deneyimi: Ogrenciler, VR bashklan kullanarak bir restoran mutfagina sanal olarak

girip, farkh tarifleri uygulamali olarak deneyebilirler.
+ Bigak Teknikleri Egitimi: VR simulasyonlan ile 6grenciler, bigak tutusu, dograma teknikleri ve kesme
hizini gelistirebilirler. Yanhs bir hareket yaptiklarinda sistem geribildirim vererek hatalanni

diizeltmelerini saglar.

* Zaman Yénetimi ve Stres Yénetimi Egitimi: Ogrenciler VR ortaminda yogun bir mutfakta galigarak

siparigleri zamaninda hazirlamayi ve mutfak igi koordinasyonu dgrenebilirler.

b. Artinlmis Gergeklik (AR) ile Ger¢cek Zamanh Rehberlik

* Adim Adim Tarif Uygulamalan: AR gozlukleri veya mobil uygulamalar, égrencilerin yemek yaparken
tarifleri ve pisirme talimatlanni 3D gdrsellerle takip etmelerini saglar.
* 3D Tabak Sunumu Tasanmi: Ogrenciler, bir tab: 4 nasil dizenlenmesi gerektigini AR iizerinden

gorebilir ve tabak tasanmimi dijital olarak simile edebilirler.
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* Yemek Kimyasi ve Molekiler Gastronomi: AR teknelojisi ile dgrenciler, malzemelerin kimyasal
reaksiyonlarini ve pisirme streglerini gérsel olarak inceleyebilirler. Ornegin, sicaklik degigimlerinin

gikolata veya hamur Gzerindeki etkisini gozlemleyebilirler.

<. Karma Gerceklik (MR) ile Gercek Zamanh Geri Bildirim

* Sanal efile Egitim: MR gézlikleri ile 6grenciler, Gnli bir sefin dijital avatan tarafindan

yanlendirilerek tarifleri adim adim Ggrenebilirler,

* Hata Analizi ve Diizeltme: MR destekli sistemler, 6grencinin yaptig hareketleri algilayarak hatali

kesim, yanlis pisirme siresi veya hijyen ihlali gibi durumlarda aninda uyanlar verebilir.

2. Teorik Dersler icin Katlalar

Gastronomi egitiminin teorik dersleri genellikle beslenme bilimi, gida giivenligi, gastronomi tarihi,
mutfak yénetimi gibi konulan kapsar. Gergeklik teknolajileri, bu konulan gérsellestirerek égrenme

stirecini daha etkili hale getirir.

a. VR ile Kiiltiirel ve Tarihsel Mutfagi Kesfetme

= Sanal Yemek Kiiltiirleri Gezileri: &grenciler, VR gdzlikleri kullanarak farkl iilkelerin mutfaklarim
gezebilir, yerel pazarlan ziyaret edebilir ve yemek kiltirleri hakkinda bilgi edinebilirler. Ornegin, VR

ile Osmanh mutfagini veya Japon Kaiseki yemek kiltlirind kesfedebilirler.

® Tarihi Yemeklerin Canlandinlmasi: VR simiilasyonlan ile grenciler, gegmiste nasil yemekler
pisirildigini ve bu yemeklerin hangi malzemelerle yapildigim 6grenebilirler.

b. AR ile Gida Giivenligi ve Beslenme Egitimi

* Besin Degerleri Anali R uygulamalan, bir malzemenin tzerine tutuldugunda kalori, protein, yag

ve karbonhidrat degerlerini gbstererek beslenr n 2§itimini interaktif hale getirebilir.

* Gida Hijyeni ve Glivenligi: Odrenciler, AR destekli simUlasyonlarla hijyen kurallanini uygulamali

« Gida Hijyeni ve Giivenligi: Ogrenciler, AR destekli similasyonlarla hijyen kurallanni uygulamah
clarak &grenebilirler. Ornegin, ¢apraz bulagmay énlemek igin hangi malzemelerin hangi kesme

tahtalarinda hazirflanmasi gerektigini garsel olarak inceleyebilirler.

c. MR ile Restoran Yénetimi ve Menii Planlama

& Restoran Similasyonlar: Ogrenciler, MR ile bir restoranin mutfak ve servis alanini sanal olarak

tasarlayabilir ve musteri akisin yonetmeyi 6grenebilirler.

* Sanal Menii Testleri: Ogrenciler, MR ile yeni bir mentiyi dijital ortamda tasarlayarak, musteri ger|
bildirimlerini analiz edebilir ve en iyi meni segeneklerini belirleyebilirler.

Ornek Senaryo: Gergeklik Teknolojileriyle Desteklenen Bir
Egitim Giinii

1. Teorik Ders: Ogrenciler, VR gbzlikleriyle Osmanli Saray Mutfagina sanal bir gezi yaparak, dénemjn

yemek pigirme tekniklerini grenirler.

ra

. Uygulamal Ders: &R destekli bir uygulama ile 8grenciler, bir yemegi pisirirken ekran lzerinde
beliren adimlan takip ederler.

w

. Hijyen Egitimi: MR g&zlukleriyle, mutfakta ¢apraz bulagmayi 6nlemek igin hangi bigak ve kesme
tahtasinin kullanilacagini égrenirler.

4. Mutfak Yénetimi: VR ortarminda bir restoranin mutfagini yéneterek yogun saatlerde nasil organizp

olacaklanini deneyimlerler.

Sonug

Gergeklik teknolojileri, gastronomi egitiminin hem uygulamal hem de teorik derslerini daha etkili.
interaktif ve erigilebilir hale getirir,

Bu sayede, 6grenciler daha giivenli. diigiik maliyetli ve yenilikgi bir 6grenme siirecinden gegerek
gastronomi alaminda daha yetkin hale gelirler. g7

Gergeklik teknolojilerinin gastronomi egitimine entegrasyonu, 6grenme siirecini daha etkili, erigilebili
ve yenilikgi hale getirse de, bazi zorluklan ve simirlamalan da beraberinde getirir. Bu nedenle, hem
avantajlanini hem de dezavantajlarini detayl bir sekilde incelemek gerekir.

Avantajlar

1. Uygulamali Ogrenmeyi Giiclendirme

Uygulamal derslerde, dgrenciler VR mutfaklarinda pratik yapabilir, AR ile tabak sunumlarini

geligtirebilir ve MR ile hata analizi yaparak kendilerini geligtirebilirler.

Teorik derslerde, VR ile kiiltirel mutfak gezileri yapabilir, AR ile gida glvenligi egitimini interaktif

hale getirebilir ve MR ile restoran yonetimi simulasyonlan olusturabilirler.

Soru 5: Gergeklik teknolojilerinin gastronomi egitimine entegre
edilmesinin avantajlan ve dezavantajlan nelerdir?

Sanal mutfak deneyimi: Ogrenciler, VR simiilasyonlan sayesinde mutfak ortaminda birebir

calisabilir, kesme, dodrama ve pisirme tekniklerini uygulayarak &grenebilirler.

e
Gergek zamanl rehberlik: AR destekli tarifler ve «eknikler, &§rencilerin yemek yaparken adim ad)|
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Soru 5: Gergeklik teknolojilerinin gastronomi editimine entegre
edilmesinin avantajlan ve dezavantajlan nelerdir?

Gergeklik teknolojilerinin gastronomi egitimine entegrasyonu, égrenme siirecini daha etkili, erisilebilir
ve yenilikgi hale getirse de, bazi zorluklan ve simirlamalan da beraberinde getirir. Bu nedenle, hem

avantajlarini hem de dezavantajlarini detayh bir sekilde incelemek gerekir.

4 Avantajlar

1. Uygulamah Ogrenmeyi Giiclendirme

* Sanal mutfak deneyimi: ©grenciler, VR simiilasyonlan sayesinde mutfak ortaminda birebir

calisabilir, kesme, dograma ve pisirme tekniklerini uygulayarak &grenebilirler.

* Gergek zamanli rehberlik: AR destekli tarifler ve teknikler, agrencilerin yemek yaparken adim adim

yonlendirilmesini saglar.

2. Maliyetleri ve israfi Azaltma

* Malzeme tiiketimini minimize etme: Gergek mutfak ortaminda yemek yapmak, malzeme ve

ekipman kullanimi gerektirir. VR ve AR teknolojileri, fiziksel malzeme kullanmadan sanal ortamda
agrenmeyi mamkdn kilar

* Hata yapma maliyetini diisiirme: Ogrenciler yanhg kesme, pisirme veya tabak diizenleme

hatalanini sanal ertamda diizelterek, gergek mutfakta hatalarini minimize edebilirler.

3. Giivenli Ogrenme Ortami Sunma

* Yanik, kesik ve diger mutfak kazalarina karsi keruma: Sanal similasyonlar, &grencilerin riskli

mutfak iglemlerini givenli bir sekilde 6grenmes ¥ aglar.

= Hijyen ve sanitasyon egitimini destekleme: AR ile bulagma riskleri, hijyen protokolleri ve mutfalf

gtivenligi gibi konular interaktif sekilde 6gretilir.

4. Erigilebilirligi Artirma

* Uzaktan gastronomi egitimi: Fiziksel bir mutfaga erigimi olmayan égrenciler, VR mutfak

ortamlaninda uygulamal egitim alabilirler.

+ Engelli bireyler igin firsatlar: Hareket kisithhidi olan bireyler, sanal mutfak deneyimleriyle

gastronomi egitimine katilabilir.

5. Ogrenci Motivasyonunu ve Yaraticthgimi Artirma

+  Etkilesimli ve eflenceli 6grenme slireci: VR ve AR destekli editimler, daha ilgi ¢ekici ve akilda kal

bir deneyim sunar.

*  Yeni tarif ve sunum denemeleri: Ogrenciler, AR destekli 3D tabak tasanmi yaparak yaratici

sunumlar gelistirebilir

# Dezavantajlar

1. Yiiksek Maliyet ve Teknik Gereksinimler

= VR/AR cihazlannin maliyeti: Yiksek kaliteli VR bashklan, AR gézlikler ve similasyon yaziimlan

pahali olabilir ve her egitim kurumu bu yatinmi yapamayabilin

* Giiglii bilgisayar altyapisi gerektirir: VR uygulamalarinin ¢alismasi igin yliksek performansh

bilgisayarlara ihtiyag duyulur.

2. Fiziksel Deneyim Eksikligi

* Gergek duyusal deneyimlerin eksikligi: VR/AR 1 ), olojileri, gérsel ve isitsel 6grenmeyi destekler

ancak tat, koku ve dokunma deneyimlerini tam anlamiyla aktaramaz.

C:

*  Gergek mutfak dinamiklerini tam yansitamama: VR ortaminda pigirme siireci deneyimlenebilir,

ancak 1s1, dokunsal geri bildirim ve gergek zamanh mutfak stresi eksik kalabilir

3. Teknik Sorunlar ve Kullanici Deneyimi Zorluklan

¢ Cihaz kullammi konusunda egitim gerektirir: VR ve AR teknolaojilerinin etkili kullanimi igin, hem

agrencilerin hem de editmenlerin 6nceden teknik egitim almasi gerekir.

e Siber hastalik (motien sickness) riski: VR kullamim bazi kisilerde bas dGnmesi ve mide bulantisina

neden olabilir.

4, Geleneksel Ogrenme Yontemlerinden Uzaklasma Riski

* Egitmen-Ggrenci etkilesiminin azalmasi: Sanal similasyonlar, egitmenlerin dogrudan midahale

etmesini zorlastirabilir ve kisisel geri bildirimin &nine gegebilir.

* Gergek mutfakta galigmaya yeterince hazirlamama: Tamamen dijital ortamda egitim goren

ogrenciler, gergek mutfakta kargilagabilecekleri fiziksel zorluklara yeterince hazirlikh olmayabilirler.

# Genel Degerlendirme

Kriter Avantajlar Dezavantajlar 3¢
Egjitim Kalitesi Etkilesimli ve edlenceli dgrenme Fiziksel deneyim eksikligi
Maliyet Malzeme israfirn azaltir Cihaz ve yazilim maliyeti ydksektir
Giivenlik Mutfak kezalanmi énler Gergek ortamda galigma eksikligi
Erigilebilirlik Uzaktan egitim imkani sunar Teknik bilgi ve altyap: gerektirir
Yenilik ve Tabak tasarimi ve yeni tarifler igin firsatlar  Geleneksel egjitim yantemlerinden uzsklagma
Yaraticiik sunar riski
@ Sonug

Gergeklik teknolojileri, gastronomi egitimine birgok yenilik ve kelaylk getirerek uygulamah égrenmeyi
gelistirme, maliyetleri diiglirme ve erisilebilirligi artirma gibi Gnemli avantajlar sunar. Ancak, yiliksek
maliyetler. teknik zorluklar ve fiziksel deneyim eksikligi gibi bazi dezavantajlar da bulunmaktadir.

Bu nedenle, gergeklik teknolojileri geleneksel gastronomi egitiminin yerine gegmekten ziyade,
tamamlayici bir arag olarak kullamlmalidir. Egitmenler ve kurumlar, bu teknolojileri dengeli bir sekilde

entegre ederek hem sanal hem de fiziksel egitimin avantajlanndan en iyi sekilde faydalanabilirler. g7
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