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HAVALIMANLARINDA HAVA TARAFI REKLAMCILIK UYGULAMALARI: ULUSLARARASI
HAVALIMANLARINDAN ORNEKLER VE TURKIYE HAVALIMANLARI OLANAKLARI

Mehmet Cemil Acar

Maltepe Universitesi, Tiirkiye
cemilacar@hotmail.com
0000-0001-6966-2983

OZET

2000’li yillara girisle birlikte teknolojinin gelismesi ve ¢evrimigi medyanin hayatimiza
dahil olmasiyla pazarlama ve reklamcilik stratejileri yaratici/gerilla reklamcilik
kapsaminda biiyik bir ivme kazanmis olup, misteriyi etkilemek ve algisini yonetmek
adina reklam firmalari tarafindan gilgin fikirlerle kampanyalar ylritilmeye
baslanmistir. Ozellikle havalimani reklamciligi; miisteriye essiz bir atmosfer sunuldugu
ve s6z konusu ortamda yolcularin genel anlamda pozitif duygularla bulunduklar géz
online alinarak en ¢ok tercih edilen ve kazang saglanan alanlardan birisi olmaya
baslamistir. Terminal ici ve terminale gelir iken kullanilan glizergah Gzerinde sunulan
reklam uygulamalari blyik ilgi gormekte ve firmalarin marka degerlerinin artmasinda
o6nem arz etmektedir. Bu galismanin amaci, diinya genelinde havalimanlarinda yapilan
cesitli hava tarafi (airside) uygulamalarindan hareketle Turkiye’de bulunan
havalimanlarindaki uygun arazileri belirlemek ve buralarda yapilabilecek reklamcilik
uygulamalari ile ilgili 6nerilerde bulunarak literatiire katki saglamaktir. Calismada yazili
kaynaklarin ve gorsellerin arastiriimasi yontemi kullaniimig, bu dogrultuda gesitli
uluslararasi havalimanlarinda kullanilan hava tarafi reklamcilik 6rneklerine dair
gorseller bir araya getirilmistir. Ardindan, Tiirkiye’deki havalimanlarindaki reklama
uygun arazilerin kusbakisi fotograflari Gizerinden bu arazilerde ne gibi reklamcilik
uygulamalari yapilabilecegi Gzerine tartisiimistir. Sonug olarak Tiirkiye’de bulunan
bircok havalimaninin, firmalarin rahatlikla reklam faaliyetlerini dlizenleyebilecekleri
olanaklara sahip oldugu tespit edilmistir.

Anahtar Kelimeler: Havalimanlari, Reklamcilik, Hava Tarafi, isletmecilik.
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cemilacar@hotmail.com
0000-0001-6966-2983

ABSTRACT

As we enter the 2000s, with the advancement of technology and the influx of online
media into our lives, marketing and advertising strategies have gained great
momentum within the scope of creative / guerrilla advertising, and in order to
influence the customer and manage their perception, campaigns incorporating “crazy
ideas” have been started by advertising companies. In particular, the field of airport
advertising has become one of the most preferred and profitable fields, considering
that a unique atmosphere is offered to the customer and that the passengers are
generally in a positive mood in this environment. Advertising practices presented in the
terminal and on the route to the terminal attract great attention and are important in
terms of increasing the brand value. The purpose of this study is to identify the suitable
locations in Turkish airports and to contribute to the literature by proposing advertising
practices that can be applied there based on various air side practices applied in
airports around the globe. In the study, the method of researching written sources and
visuals was used, and accordingly, visual examples of air side advertisement applied in
various international airports are brought together. Afterward, through the bird's-eye
photographs of the locations in the airports in Turkey, which are suitable for
advertisement, it is discussed what kind of advertising practices can be applied in these
locations. As a result, it was established that many airports in Turkey have the potential
required for the companies to organize their advertisement activities.

Keywords: Airports, Advertising, Airside, Business Administration, Advertisement.
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HAVALIMANLARINDA DUITAL PAZARLAMA UYGULAMALARI VE SOSYAL MEDYA
YONETIMI UZERINE BIR ARASTIRMA: iSTANBUL HAVALIMANI ORNEGI

Mehmet Cemil Acar

Maltepe Universitesi, Tiirkiye
cemilacar@hotmail.com
0000-0001-6966-2983

OZET

GUnumizde sosyal aglar, sadece kisiler arasi iletisimde degil ayni zamanda, 6zellikle
musterilerle iletisim kurmalari igin bir arag olarak, isletmelerin iletisiminde de en yaygin
iletisim aracidir. Bu aglarda faaliyet gostermek, havacilik isletmelerine potansiyel
musterilere yaklasma firsati saglar. Sosyal aglar, viral pazarlama igin ideal bir ortamdir.
Facebook, Twitter ve Google+ gibi sosyal aglar, viral mesajin sosyal agda yayilmasi ve
internet kullanicilarinin kendi i¢ baglantilariyla paylagimlari dogrultusunda viralin
yayilarak yerlesmesine olanak tanir. Bu ¢alismada; Sosyal medya kullaniminin
havalimanlarinda dijital pazarlama faaliyetlerinde Ustlendigi role dair bir durum tespiti
yapmak amaglanmistir. Bahsi gegen sosyal medya ortaminda havalimanlari igin dijital
pazarlama imkanlari, bu alanda sosyal medyada kullanilan araglar, yeni teknolojiler ve
en iyi uygulama drnekleri incelenmistir. Ayrica, istanbul Havalimani’nda sosyal medya
ve dijital teknoloji kullanimi érnegi tizerinde durulmustur. Sosyal medyanin
havaalanlarinda dijital pazarlamada Ustlendigi rol dogrultusunda literattirdeki
galismalar incelenerek kuramsal anlamda bir durum tespiti yapilmaya galisiimistir.
Anahtar Kelimeler: Sosyal medya, Dijital Pazarlama, Havacilik, Tiirkiye, iletisim.
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A RESEARCH ON DIGITAL MARKETING APPLICATIONS AND SOCIAL MEDIA MANAGEMENT
AT AIRPORTS: THE CASE OF ISTANBUL AIRPORT

Mehmet Cemil Acar

Maltepe Universitesi, Tiirkiye
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0000-0001-6966-2983

ABSTRACT

Today, social networks are the most common means of communication not only
between people, but also in the communication of businesses, especially as a tool to
communicate with customers. Operating in these networks provides aviation
businesses the opportunity to approach potential customers. Social networks are an
ideal medium for viral marketing. Social networks such as Facebook, Twitter and
Google+ allow the viral message to spread in the social network and to spread viral in
line with the shares of internet users with their internal links. In the study, digital
marketing opportunities for airports in the social media environment, tools used in
social media, new technologies and best practice examples are examined. In addition,
the example of using social media and digital technology at Istanbul Airport is
emphasized. . In line with the role of social media in digital marketing at airports, a
theoretical situation is determined by examining the studies in the literature on the
theoretical infrastructure.

Keywords: Social media, digital marketing, aviation, Turkey, communication.
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OZET

Teknolojinin gelismesiyle birlikte insanlarin kurum ve kuruluglardan beklentileri de
degismeye baslamistir. Teknolojinin hayatimiza yerlestirdigi internetle birlikte
insanlarin sadece satin aldiklari Griine karsi degil aldiklari hizmete karsi da beklentileri
degismistir. internetin insan yasamini etkisi altina almasiyla artan anlik bilgi ihtiyaci,
kurumlari hayatta kalabilmek icin dijitalleserek interneti, dolayisiyla sosyal medyayi,
aktif olarak kullanmaya itmektedir. insanlarin, diger insanlarla iletisim kurmasi amaciyla
ortaya ¢ikan sosyal medya, her gegen giin gliciinii artirarak glinliik yasamda karsilagilan
her tiirlii Giriin ve hizmet arayisinda basvurduklari bir kilavuz haline gelmistir. Oyle ki
onceki dénemlerde yakin bir aile Gyesi, bir arkadas ya da geleneksel kitle iletisim
araglarindan edinilmeye galisilan bilginin yerini; glinUmuzde sosyal medyadan
yararlanilarak ulasilan bilgi almistir. Dolayisiyla iletisim basta olmak Gizere neredeyse
tliim alanlar bu degisimden etkilenmistir durumdadir. Degisen bu diinya diizeninden
etkilenen hizmet sektérlerinden biri olan saglik sektori de hizla dijitallesmeye
baslamistir. insanlarin zaman ve mekan siniri olmadan sosyal medya izerinden
kurumlara ulasabilmesi, hedef kitle ve kurumlar arasinda daha guigli iligkiler kurmalarini
saglamaktadir. Sosyal medya araglarindan en gok kullanici sayisina sahip olan Facebook,
Instagram ve Twitter kurumlarin da kurumsal iletisim araci olarak tercih ettikleri
platformlardandir. Bu baglamda galismada Bursa’daki 6zel hastanelerin Twitter
paylasimlari kurumsal iletisim agisindan ele alinmistir. Elde edilen veriler; takipgi sayisi,
Uretilen tweet sayisi, takip edilen sayisi, listeleme, etiket bulutlari, popller hashtaglar,
icerik paylasim saatleri basliklari altinda gruplanarak igerik analizi yontemiyle
incelenerek yorumlanmistir.

Anahtar Kelimeler: Dijital, Twitter, Kurumsal iletisim, Sosyal Medya, Ozel Hastane.
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ABSTRACT

With the development of technology, people's expectations from institutions and
organizations have also begun to change. With the internet that technology has placed
in our lives, people's expectations changed not only for the product they buy but also
for the service they receive. The need for instant information, which increases with the
influence of the internet on human life, pushes institutions to actively use the internet,
thus social media, by digitizing in order to survive. Social media, which emerged with
the aim of communicating with other people, has become a guide that people use in
search of all kinds of products and services encountered in daily life, increasing it’s
power day by day. So, in the previous periods, a close family member, a friend or the
information that was tried to be obtained from traditional mass media; today,
information has been obtained by using social media. Therefore, almost all fields,
especially communication, have been affected by this change. The health sector, which
is one of the service sectors affected by this changing world order, has also started to
digitalize rapidly. The fact that people can reach institutions through social media
without time and space limits enables them to establish stronger relations between the
target audience and institutions. Facebook, Instagram and Twitter, which have the
highest number of users among social media tools, are also platforms preferred by
institutions as corporate communication tools. In this context, Twitter shares of private
hospitals in Bursa are discussed in terms of corporate communication. The data
obtained; the number of followers, the number of tweets produced, the number of
followers, listing, tag clouds, popular hashtags, content sharing hours were grouped
under the headings and interpreted by content analysis method.

Keywords: Digital, Twitter, Corporate Communication, Social Media, Private Hospital.
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OYUNLASTIRMANIN E-TICARET UYGULAMALARINDAKi ROLU

Dr. Salih Akkemik
Mimar Sinan Giizel Sanatlar Universitesi, Tirkiye
salihakkemik@gmail.com

OZET

Dijital teknoloji ve uygulamalarin giderek yayginlastigi ginimuz kosullarinda
oyunlastirma (gamification) kavraminin farkl sektérlerde kullanimi artarak devam
etmektedir. Egitim ve motivasyon odakli kurumsal organizasyon yapilarina da adapte
edilebilen oyunlastirmanin 6zellikle COVID-19 pandemisi sirecinde 6nemi daha da
artan e-ticaret uygulamalarinda siklikla bagvurulan yontemlerden biri haline gelmistir.
E-ticaret uygulamalarinda oyunlastirma, potansiyel misterilere ait tutum ve
davraniglari bir anlamda degistirerek daha eglenceli, strdirulebilir, motive edici ve
¢6zim odakl bir aligveris deneyimine yonelik ¢alismalari kapsamaktadir. Oyunsal
diisiinme tekniklerinin ve oyun unsurlarinin e-ticaret gibi oyun disi alanlarda
kullaniimasi ile ortaya gikan oyunlastirmanin, ginimuzde ahsveris aliskanhklari
acisindan 6nemli bir roll bulunmaktadir. Bu makalenin odak noktasi da e-ticaret
uygulamalarindaki oyunlastirmanin roltinli incelemek ve agiklamaktir. Musteri sayisinin
arttirilmasi, satin alma siirecinde motivasyonun yukseltilmesi, satis rakamlarinin
arttirilmasi gibi ¢ok sayida farkli hedef igin basvurulabilen oyunlagtirmanin éncelikle
detayl sekilde agiklanmasi ve bilesenlerinin ortaya konmasi gerekmektedir. Bu
makalede belirtilen sekilde oyunlastirmanin tiim y6nleriyle incelenmesi ve agiklanmasi
saglanmistir. Bu bilgilerin gercevesinde alisveris deneyimini glcli sekilde etkileyen
oyunlastirma unsurlarinin farkli popitler e-ticaret uygulamalarinda nasil kullanildigi
incelenmistir. Bu incelemeler sonucunda da oyunlastirmanin e-ticaret
uygulamalarindaki rolii saptanmis ve anlatilmistir.

Anahtar Kelimeler: Oyunlastirma, E-Ticaret, Elektronik Ticaret
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THE ROLE OF GAMIFICATION IN E-COMMERCE
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ABSTRACT

Today, the use of the concept of gamification in different fields continues increasingly,
as digital technology and applications become widespread. Gamification, which can
also be adapted to educational and motivation-oriented corporate organizational
structures, has become one of the most frequently used methods in e-commerce
applications, whose importance has increased especially during the COVID-19
pandemic. Gamification in e-commerce applications includes efforts towards a more
enjoyable, sustainable, motivating and solution-oriented shopping experience by
changing customer attitudes and behaviors. Gamification, which emerged with the use
of game thinking techniques and game elements in non-game areas such as e-
commerce, has an important role in terms of shopping habits today. The focus of this
paper is to examine and explain the role of gamification in e-commerce applications.
Gamification, which has many goals such as increasing the number of customers,
increasing motivation in the purchasing process, increasing sales, should be explained
in detail and its components should be revealed. All aspects of gamification are
examined and explained as stated in this article. With this information explained, how
gamification, which strongly affects the shopping experience, is used in different
popular e-commerce applications has been examined. As a result of these
examinations, the role of gamification in e-commerce applications has been
determined and explained.

Keywords: Gamification,E-Commerce,Electronic Commerce.
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OZET

Enerjide bagimliliktan kaginilmasi, enerji kaynaklarinin ve mense tlkelerinin
cesitlendirilmesi, mevcut enerji kaynaklari Gizerinde kontrol ve telif hakki tesis edilmesi
ve enerji altyapisinin korunmasinin saglanmasi siyaset, ekonomi ve ulusal givenlik
kapsaminda giderek daha fazla &nem kazanmaya baslamistir. Ozellikle enerjinin giinlik
hayatimizin vazgecilmez bir pargasi haline geldigi diisiiniildiginde. Bu ¢alisma, enerji
guvenligini cok boyutlu bir kavram olarak konumlandirarak tanimlamak ve aydinlatmak
icin butlinsel bir yaklasim benimsemektedir. Enerji glivenligini en genis anlamiyla
tanimlar. Calisma ayrica, literatiir taramasinda degerlendirilen politikalari formiile
eden, slregteki rollerini tanimlayan ve analiz eden kilit aktorleri belirlemeye
calismaktadir. Ayrica, ¢alisma stirece katilimi gerekli olan tiim aktorleri belirlemekte ve
medyanin roliine odaklanarak aralarindaki baglantilari incelemektedir. Enerji glivenligi
politikalarinin ¢ok boyutlu yapisi, enerji glivenligi ve yonetim politikalarini belirlemek
icin gerekli uzmanlagmalar nedeniyle giderek disiplinler arasi hale geldigi gbz 6niine
alindiginda, sadece tek bir aktorle sinirlandirilamaz.

Anahtar Kelimeler: Tirkiye, Enerji, Enerji Guvenligi, Politika Yapici Aktorler, Medya
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ABSTRACT

Evading dependency in energy, diversification of energy resources and countries of
origin, establishment of control and royalty over the available energy resources and
ensuring the protection of energy infrastructure have started to gain ever more
importance in the scope of politics, economy, and national security of the states,
especially considering the fact that energy has become an indispensable part of our
daily lives. This study takes on a holistic approach to identify and elucidate energy
security, situating it as a multidimensional concept. It defines energy security, in the
widest terms. The study further strives to identify the key actors who formulate the
policies assessed in the literature review, defining and analyzing their roles in the
process. Moreover, the study identifies all actors whose involvement in the process is
necessary and examines the interlinkages between them with a specific focus on
Medias role. Considering the fact that energy security policies have become
increasingly interdisciplinary, given their multidimensional nature, energy security and
the required specializations to determine its governing policies cannot be confined to a
single actor only.

Keywords: Turkey,Energy, Energy Security,Policy Makers,Media
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GORSEL ILETISIM TASARIM PERSPEKTIFINDEN TURKIYE’DE MIKRO ART SANATININ
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OZET

Bu galismada, Mikro Art sanatinin Turkiye'de varolusu ve gelisimi, Mikro Art sanatgisi
Hasan Kale galismalari 6rneklemi ile gorsel iletisim tasarim baglaminda anlam aktarimi
ve gorsel gostergeler agisindan incelenmistir. Calismada ele alinan gizim ve tasarimlar;
tasarim ve gizimlerin okunurlugu, algilanirligi, bicimsel anlatimi ve anlam aktarimini
olusturan dort kriter temelinde ele alinmistir. Ayrica galismalarin ¢6zimlenmesi
asamasinda temel tasarim ilkeleri, Gestalt kurami ve Roland Barthes'in gostergeleri
anlamlandirma odakli ¢6ziimleme yontemi esas alinarak analiz edilmistir.

Anahtar Kelimeler: Gérsel iletisim, Tasarim, Mikro Art, Hasan Kale, Cizim
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ABSTRACT
In this study, the existence and development of Mikro Art in Turkey, has been
investigated in terms of samples of works of Mikro Art artist Hasan Kale due to

meaning transfer and visual indicators in the context of visual communication design.

The drawings and designs discussed in the study were handled on the basis of four
criteria; The readability, the perception, the formal expression and the transfer of
meaning to design and drawings. In addition, in the course of analyzing the works,
basic design principles, Gestalt theory, and Roland Barthes' analysis of interpretation
focused on the meaning of the indicators were analyzed.

Keywords: Visual Communication, Design, Micro Art, Hasan Kale, Drawing.
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SOSYAL MEDYADA DEGISEN EMOJI KULLANIM ALISKANLIKLARI UZERINDEN PANDEMI
SURECINI OKUMAK
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OZET

21. yizyilin bagindan itibaren hizla gelisen bilgisayar ve internet teknolojisiyle birlikte
hep birlikte daha 6nce hi¢ deneyimlemedigimiz alternatif diinyalar ile tanigtik.
Glinimuzde bu teknolojik sigramanin bireysel ve toplumsal diizeydeki

etkilerinin dalgalar halinde yayiliminin strdtgiini ve birbiri ile etkilesim halinde sekil
degistirmeye devam ettigini soylemek mimkiindir. Bu teknolojinin teolojiden bilime,
felsefeden sanata dek tim disiplinlere etkisi devam ederken 2019 Mart ayi itibari

ile buyuk bir kirllma noktasi olarak tarihe gegen Kovid pandemisi, séz konusu

slirece yeni bir boyut eklemistir. Diinya ¢apindaki bu pandemi ile yeni normallere
dayanan ve sosyal mesafeyi temel alan sinirlandirmalarla birgok kisi ve kurum giderek
artan bir ivme ile dijital yasantiya gegis yapmis, dijital iletisim araglari sosyal yasamin
boslugunu doldurmaya baslamistir. Bu kitlesel gegisle birlikte sekillenen yeni iletisim
ahskanhklarinin yani sira, séz konusu kirilma noktalarinda kitlelerin tepkileri daha iyi
gozlemlenebilir hale gelmistir. Bu dijital iletisim dilinin aktif bir gorsel eklentisi olan
emojiler, tercih edilme nedenleri ve kullanim sikliklariyla toplumsal yonelimlerin,
duygusal degisimlerin, bireysel tepkilerin es zamanli bir grafik gostergesidir. Agik
kaynakli bir yazilim olan Unicode Konsorsiyumu 2021 yilinin bitiminde 2019 ile 2021
yillari arasinda Unicode v12.0 emojilerinin kullanimlarina dair verileri kamuya acik hale
getirmistir. Benzer sekilde Twitter da yillar igerisinde degisen emoji kullanim oranlarini
cesitli donemlerde paylasmaya devam etmektedir. Yeni kavramlarin ve aliskanliklarin
olustugu pandemi siirecine 1sik tutacak nitelikteki bu emoji istatistikleri, toplumsal
duygu degisimlerini yansitan garpici bilgiler ortaya koymaktadir. Farkl kaynaklarda da
yillara dayanan uzun dénemli emoji istatistiklerinin yani sira aylik periyotlarda yiikselise
gecen ve azalan emojilerle ilgili birgcok veriye ulasabilmek, yeni ¢ikan bir emojinin ne
oranda benimsendigini tespit etmek, hangisinin daha az tercih edildigini anlamak ve
toplaminda kiresel captaki olaylara dair gelistirilen tepkileri yorumlamak

mumkindir. 2019-2022 yillarina dair verilere odaklanilan bu ¢alismada farkh sosyal
mecralara dair paylasilan kitlesel istatistiklere dayanarak emojilerin ilk 10'daki
kullanim degisiklikleri analiz edilmektedir. Pandemi ile birlikte emoji diinyasina
katilan maskeli emoji ve siringa emojisi de dahil olmak tizere, farkli kombinasyonlarla
kullanilan emojiler kiiresel bir pandemi sirasinda kolektif deneyimimizin ne yonde
degisim gecirdigini, toplumsal tepkilerin evrimini gosterir niteliktedir. 2019'dan 2021
gecerken uzun sire liderligini koruyan mutluluktan aglayan, kahkaha atan emojinin
yerini higkirarak aglayan emojiye birakmis olmasi s6z konusu dontstimu
Ozetlemektedir.

Anahtar Kelimeler: Emoji, Emoji istatistikleri, Dijital iletisim, Sosyal Medya, Pandemi.
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ABSTRACT

Together with the rapidly developing computer and internet technology since the
beginning of the 21st century, we have met alternative worlds that we have never
experienced before. Today, it is possible to say that the effects of this technological
leap at the individual and social level continue to spread in waves and continue to
change shape in interaction with each other. While the impact of this technology on all
disciplines from theology to science, from philosophy to art continues, the Kovid
pandemic, which went down in history as a major breaking point as of March 2019, has
added a new dimension to the process in question. With this worldwide pandemic,
many people and institutions have transitioned to digital life with increasing
momentum, with restrictions based on new normals and social distance, and digital
communication tools have started to fill the void of social life. In addition to the new
communication habits shaped by this mass transition, the reactions of the masses at
these breaking points became better observable. Emojis, which are an active visual
add-on of this digital communication language, is a simultaneous graphic indicator of
social orientations, emotional changes, and individual reactions with their reasons for
preference and frequency of use. The Unicode Consortium, an open-source software,
has made public data on the uses of Unicode v12.0 emojis between 2019 and 2021 at
the end of 2021. Similarly, Twitter continues to share the changing emoji usage rates
over the years in various periods. These emoji statistics, which will shed light on the
pandemic process where new concepts and habits are formed, reveal striking
information reflecting social-emotional changes. In addition to long-term emoji
statistics based on years in different sources, it is possible to access a lot of data about
the rising and decreasing emojis in monthly periods, to determine the rate of adoption
of a newly released emoji, to understand which one is less preferred, and to interpret
the reactions developed about global events in total. . In this study, which focuses on
the data for the years 2019-2022, the changes in the use of emojis in the top 10 are
analyzed based on the mass statistics shared on different social media. Emojis used in
different combinations, including the masked emoji and the syringe emoji, which
joined the emoji world with the pandemic, show how our collective experience has
changed during a global pandemic and the evolution of social reactions. The fact that
the happily crying and laughing ???? emoji, which retained its leadership for a long
time from 2019 to 2021, was replaced by the sobbing ???? emoji, summarizes the
transformation in question.

Keywords: Emoji, Emoji statistics, Digital communication, Social Media, Pandemic.
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Dr. Gulsiim Damla Agkin
Dogus Universitesi, Tirkiye
gaskin@dogus.edu.tr

OZET

Mekanlar sahip oldugu bilesenler ile insanlari etkilemekte ve kullanicti ile iletisim
kurmaktadir. Bu iletisim Uretilen mekanin toplum tizerinde biraktigi algiya gore
degisim gostermektedir. Mekan algisi insandan insana, kiltiirden kiiltire degisim
gosterirken; mekanin zihinde bireysel ve toplumsal tretimi, fiziksel ve duyusal bir
organizasyona ve tasariya ihtiya¢ duymaktadir. Fiziksel mekanin tasarim araciligiyla
Gretimi sinirlayici duvarlara ihtiyag duymadan tek bir renk, malzeme 1si ve 1s1k
degisimi ile kendi cergevesini belirleyebilmekte ve islevsel farkhhg kullaniciya
algilatabilmektedir. Tasarlanarak liretilen mekansal alginin insanlarin sosyal, kiltiirel,
fiziksel ve psikolojik ihtiyaglarina cevap vermesi igin renk, isi, 1sik, ses gibi duyusal
faktdrlerin géz 6niine alinmasi mekanin dogru algilanmasinda etkilidir. Ozellikle ig
mekanda islevsel degisimlerin fiziksel ayirici/boliict bir eleman kullaniimadan ifade
edilmesi igin renk ve malzeme gibi gérsel degisimlerden yararlanilmasi tasarlanan
mekanin organizasyonunda 6nemli rol oynamaktadir.

Bu arastirmanin amaci gorsel yolla organize edilerek iiretilen fiziksel ve toplumsal
mekan algisinin arastirilmasidir. Calisma igerisinde oncelikle, gérsel yolla Uretilen
mekan algisi ‘Dogville’ filminde tanimlanan mekan olgusu lzerinden 6rneklenerek
bireysel ve toplumsal mekan tretimi anlatilmistir. Daha sonra mekan Uretiminde
kullanilan gorsel faktorlerin ve gorsel degisimlerin ic mekan organizasyonunda
kullanim 6rnekleri arastirilarak mekansal organizasyona etkisi ortaya koyulmustur.
Yapilan 6rnek incelemeleri dogrultusunda mekansal organizasyon semalari ve
mekanlari sinirlayan tasarim 6geleri ortaya gikarilarak, gérsel etmenlerin bireysel ve
toplumsal mekaninin dretimine katkisi tartisiimistir.

Anahtar kelimeler: Mekan Algisi, Bireysel Mekan, Toplumsal Mekan, Mekan Uretimi
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ABSTRACT

Spaces affect people with their components and communicate with the user. This
communication varies according to the perception the produced space leaves on
society. While the perception of space varies from person to person, from culture to
culture, The individual and social production of space in mind needs a physical and
sensory organization and design. The production of physical space by design can
determine its frame with a single color, material, heat, and light change without
limiting walls. It can make the user perceive the functional difference. Considering
sensory factors such as color, heat, light, and sound is effective in the correct
perception of the space for the spatial perception produced by design to respond to
people's social, cultural, physical, and psychological needs. The use of visual changes
such as color and material play a significant role in the organization of the designed
space, especially to express the functional changes in the interior without using a
physical separator/dividing element.

The aim of this research is to investigate the perception of physical and social space
produced by organizing visually. In the study, first, the perception of space created by
visual means is explained with examples through the space phenomenon defined in the
movie 'Dogyville,’ and the production of individual and social space is presented. Then,
the usage examples of the visual factors and visual changes used in the production of
space in the interior organization were investigated, and their effects on the spatial
organization were revealed. In line with the case studies, spatial organization schemes
and design elements that limit spaces are revealed, and the contribution of visual
factors to the production of individual and social space is discussed.

Keywords: Perception of Space, Individual Space, Social Space, Production of Space
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OZET

Bu g¢alismada, tipografi alaninda gelistirilen yapay zeka uygulamalari arastiriimistir.
Yapay zeka (Al) birgcok alanda etkisini gdsterirken yaratici endUstrilerde ortaya gikan
projeleri daha iyi, hizli ve rahat hale getirmek igin kullanilmaktadir. Tasarimcilar,
mihendisler ve bu alanda faaliyet gosteren sirketler tipografi projelerinde yapay
zekanin kullanilmasi igin yenilikleri kesfederek tasarimcinin proje lretimini
kolaylastiracak yontemler arastirmaktadirlar.

Genisletilmis gergeklik ve metaverse ortamlarinin gelistirilmesi, hesaplamali tasarim
ve yapay zeka ile strlkleyici dijital odakl teknolojilerin ortaya gikmasini saglamistir.
Bu dogrultuda, tasarimcilarin, yeni dijital ortamlarda igerik olusturmak igin gelistirilen
teknolojileri ve tipografinin yeni kullanim alanlarini belirleyerek kullanmasi
beklenmektedir. Geleneksel iretim yontemlerinin ve kurallarinin yeni mecralara
uyarlanarak kullanim alanlarinin genisletilmesi tasarimcilarin yeni ortamlarda igerik
Gretmesini saglamaktadir. Tasarim programlari ile tek tek sekiller Gzerinde galisan bir
tasarimci, bunun yerine hesaplamali tasarim ve yapay zeka uygulamalarini tercih
etmektedir. Boylece tasarimci tipografide biitlin harf yiginlari igerisinden nitelikleri
tanimlamakta, formiile etmekte ve veri akisini diizenleyerek tasarim tretimine
devam etmektedir.

Yapay zeka ve hesaplamali tasarimin tipografide kullaniimasi projelerin nitelikli
olmasini saglarken lretimin daha sistematik olmasini da saglamaktadir. Yapay zeka
algoritmalari yazi karakterlerinin siniflandirilmasi ve yazi karakterinin tanimlanmasi
gibi gorevlerde de kullanilmaktadir. Derin 6grenme teknolojileri ile binlerce farkli yazi
karakteri sistem tarafindan 6grenilmektedir. Tasarimcinin elle yaparak uyguladig
bircok tasarim kural yapay zeka ile ¢ok kisa siirede projeye uygulanmaktadir. Bu
sayede geleneksel yontemlerle tipografi kurallarina uygun tasarimlari Giretmek igin
harcanan zamanin tasarimin daha farkli alanlarinda kullanilabilmektedir.

Anahtar Kelimeler: Tipografi, Yapay Zeka, Hesaplamali Tasarim, Derin Ogrenme,
Genisletilmis Gergeklik
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ABSTRACT

In this study, artificial intelligence applications developed in typography were
investigated. While artificial intelligence (Al) shows its effect in many areas, it is used to
make emerging projects in the creative industries better, faster, and more comfortable.
Designers, engineers, and companies in this field explore innovations for using artificial
intelligence in typography projects and research methods that will facilitate the
designer's project production.

The development of augmented reality and metaverse environments has led to the
emergence of immersive digitally driven technologies with computational design and
artificial intelligence. In this direction, it is expected that designers will use the
technologies developed to create content in new digital environments and identify new
usage areas of typography. Expanding the usage areas by adapting traditional
production methods and rules to new media enables designers to produce content in
new environments. A designer working on individual shapes with design programs
prefers computational design and artificial intelligence applications instead. Thus, in
typography, the designer defines and formulates attributes from all letter stacks and
continues design production by arranging the data flow.

Using artificial intelligence and computational design in typography ensures that the
projects are qualified and that the production is more systematic. Artificial intelligence
algorithms are also used in classifying and defining typefaces. The system learns
thousands of different fonts with deep learning technologies. Many design rules
applied by the designer by hand are applied to the project in a noticeably short time
with artificial intelligence. This way, the time spent on producing designs by typography
rules with traditional methods can be used in different areas of design.

Keywords: Typography, Artificial Intelligence, Computational Design, Deep Learning,
Augmented Reality
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OZET

Bilgi otobaninin en 6nemli adimlarinda yazi teknolojisi, 0 zamana kadar hig
aktarilamayan buyuklukteki bilgiyi nesilden nesile aktarirken ayni zamanda karmasik
kilturel ve sosyal yapilar insa edilmesinin, daha bliyik medeniyetler kurmasinin da
onlind agar. Bu biyik toplumsal degisime neden olan yazida iletisim yazan ve okuyan
arasindadir yani iletisimsel yapi statik ve tek yonlidir. Bu statik ve tek yonli yapi
matbaa ile daha da guglenir. Her ne kadar okuma yazma bilmeyi gerektirmese de radyo
ve televizyon gibi medya araglarinda da sunan ve izleyen arasindaki ayrim nettir. Buglin
her iki glinde bir, tiim uygarhgin Urettigi bilgi kadar dijital igerigin Uretildigi internet
(Schmid ve Cohen; 2015:277) bu ayrimi bulaniklastirmistir. Eski medyanin olusturdugu
genis izleyici kitlesi degismis, dijital medya ile insanlar birbirleri igin icerik tGreten
tiketicilere donusmustr.

Bu bildiride insanlik tarihi boyunca gelistirile gelmis diger medyalardan gok daha farkli
olarak dijital medyanin izleyiciyi déniistiirmesi Clay Shirky'nin izleyicinin sonu teorisi
baglaminda incelenecektir.

Anahtar Kelimeler: dijital medya, izleyicinin sonu, Clay Shirky, prosumer
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ABSTRACT

Writing technology, one of the most important steps of the information highway,
transfers information of a size that could never be transmitted until then from
generation to generation. Thus, it paves the way for the construction of complex
cultural and social structures and the establishment of larger civilizations. In the
writing, communication is between the author and the reader. In other words, the
communication structure of the writing is static and one-way. This distinction becomes
stronger after printing press. Although it does not require literacy, the distinction
between presenter and watcher in media tools such as radio and television is clear.
Today, every two days, the internet (Schmid and Cohen; 2015:277), where digital
content is produced as much as the information produced by the entire civilization, has
blurred this distinction. The large audience of old media has changed, and with digital
media, people have become consumers who produce content for each other. This
paper will examine the transformation of digital media into viewers, much different
from other media that have come throughout human history, in the context of Clay
Shirky's end-of-view theory.

Keywords: digital media, the end of the audience, Clay Shirky, prosumer
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OZET

Bilgisayar teknolojisinin gelisimi ve interaktif ortama gittikge artan taleple birlikte
hareketli tasarima karsl ilginin de dogru oranda artmasi, sosyal, kiltirel ve ticari
alanlarda hareket unsurunun tasarima dahil edilmesinde énemli bir etken olmustur.
Tasarimcilar tanitim veya sosyal sorumluluk baglaminda ele aldiklari hareketli eserlerini
daha farkli ortamlarda ve daha dikkat gekici bir sekilde izleyicileriyle bulusturarak bu
kaginilmaz alanin sinirlarini zorlamayi stirdirmektedirler. Hareket 6gesinin en sik
basvuruldugu grafik trlnler de tabii ki hareketli posterlerdir. Tasarim stireci normal
tasarimlardan daha sancili olan dolayisiyla halen sinirli sayida gergeklestirilen bu
hareketli posterler Gretim zorlugunun tersine kullanildiklari mecralarda istenilen ilgiyi
Gzerlerine daha kolay ¢ekebilmeyi basarmaktadir. Bu galismayla hareketli posterlerin ilk
kullanimindan bu yana tasarim 6zellikleri ve kaydettigi ilerlemenin yani sira posterler
Uzerindeki hareket unsuru ve tasarim sireci ele alinacaktir.

Anahtar Kelimeler: Poster, Animasyon, Hareketli Poster, Gestalt ilkeleri.
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ABSTRACT

With the development of computer technology and the increasing demand for the
interactive environment, the increase in the interest in mobile design has been an
important factor in incorporating the element of movement into the design in social,
cultural and commercial areas. Designers continue to push the boundaries of this
inevitable field by bringing their moving works, which they deal with in the context of
promotion or social responsibility, to their audiences in different environments and in a
more remarkable way. Of course, the most frequently used graphic products are
animated posters in the design field. These animated posters, whose design process is
more painful than normal designs, and which are still produced in limited numbers,
manage to attract the desired attention more easily in the mediums they are used,
contrary to the difficulty of production. In this study, the design features and progress
since the first use of animated posters, as well as the moving element and design
process on the posters will be discussed.

Keywords: Poster, Animation, Animated Posters, Gestalt Principles.
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OZET

Sanatin Geleneksel yontemlerle liretiminin yerini giniimiz Teknolojik aygitlari ve
uygulamalari is, haberlesme ve tasarim amaglarinin 6tesine gegcerek mobil tasarimin
sanat alaninda diinyada ¢ok yogun bir sekilde kullanimi, 6nce “NFT” kavraminin
literatiire girmesine neden olmus, ardindan da bu kavramin disiplinlerarasi,
yayginlasmasina neden olmustur. Glinimiizde teknoloji ve uygulamalari sayesinde
“NFT” galismalari, satilmasipek ¢ok sektdrde yeni alanlar agilmasinl saglamistir. “NFT”
performans sanati, reklamcilik, basili medya, sosyal medya gibi alanlar igin de etkin ve
onemli bir arag olabilmekte ve bunu dijital medya sayesinde bizlere hizli bir sekilde
gostermektedir. “NFT” uygulamalarinin temel amaci; disiplinler arasinda teknoloji
destekli tasarim yaninda mobil ve maa Usti teknolojik uygulamalarin glinimiziin en
popliler ve etkili iletisim yollarini kullanarak “NFT”araglari ve uygulamalarinin kullandig
yontemlere farkindalik olusturmayi amaglanmaktadir. Bu arastirmada, “NFT”araglari ve
uygulamalarinin gerek gorsel-isitsel hareketli, gerek etkilesimli sanatsal ¢alismalar da
kullanilan uygulamalar arastiriimis ve érneklenmistir.

Anahtar Kelimeler: NFT, Apps, uygulama, sosyal medya, disiplinler arasi
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ABSTRACT

The use of mobile design in the field of art in the world, by going beyond the purposes
of business, communication and design, instead of the production of art with
traditional methods, today's technological devices and applications, firstly caused the
concept of "NFT" to enter the literature, and then this concept became
interdisciplinary and widespread. Today, thanks to technology and its applications,
"NFT" studies and sales have opened up new areas in many sectors. “NFT” can also be
an effective and important tool for areas such as performance art, advertising, print
media, and social media, and it quickly shows us this thanks to digital media. The main
purpose of "NFT" applications; It is aimed to raise awareness of the methods used by
"NFT" tools and applications by using the most popular and effective communication
ways of mobile and non-paying technological applications as well as technology-aided
design among disciplines. In this research, the applications of “NFT” tools and
applications used in both audio-visual motion and interactive artistic works have been
researched and exemplified.

Keywords: NFT, Apps, application, social media, interdisciplinary
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OZET

Marvel Sinematik Evren, kuruldugu 2008 yilindan bu yana dizenli olarak gise rekorlari
kiran filmler Gretiyor. Stiidyonun basarisi blyik 6lglide yakinsama ve transmedya
kavramlari etrafinda sekillenen anlati bigimiyle baglantili. MCU, farkh filmlerde, hatta
¢izgi romanlarda ayni karakterleri sahneye koymasi, yasanan olaylari takip etmesi ve
hem karakterlere hem de gevreye olan etkilerini sergilemesine ragmen, izleyici ile
izleyici arasinda baglayici etkisi olan Ustlin bir anlati akisi yaratmaktadir. Evren. Bu sevgi
ahsveris egilimlerinde ya da kendini ifade etme bigimlerinde kendini gésterir ama
¢ogunlukla seyircinin sinemaya iliskin aliskanliklarini ve mecradan beklentilerini
dogrudan maniplle eder ve degistirir. Hayranlar karakterlerle yogun baglar kuruyor ve
karakter basrol olmasa da evrene dahil gesitli filmlerde veya dizilerde gériinmelerini
bekliyorlar. Ozellikle Disney veya Marvel Stiidyolari bu talepleri makul bir sekilde
karsiliyor ve sonug olarak stiidyo iyi bir farkla sektore onciiliik ediyor. Son birkag yilda,
en blylik yapim sirketleri bu 6rnegi takip ediyor ve eski ve yeni basliklarla ama
nihayetinde entegre bir evrende gise rekorlari kiran filmler yaratmaya ¢alisiyor. Bu
nedenle Marvel Sinematik Evreni, yeni buldugu anlatim bigimiyle izleyici beklentilerini
ve kaginilmaz olarak sinema sektoriini degistirmis ve degistirmeye devam etmektedir.
Anahtar Kelimeler: marvel sinematik evren, sinema, yakinsama, transmedya, izleyici
galismalari.
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ABSTRACT

Marvel Cinematic Universe has been producing blockbusters in a regular basis since its
establishment in 2008. The success of the studio is mostly linked to its narrative form
shaped around the concepts of convergence and transmedia. Throughout staging the
same characters in different films, moreover in tv series or comic books, following the
events happened and displaying its effects on both characters and the environment,
MCU has been creating a superior narrative flow which had a binding effect on
between the audience and the universe. This affection reveals itself within such as
shopping tendencies or in ways of self-expression, but mostly it is directly manipulating
and changing the audience habits regarding the cinema and their expectation from the
medium. The fans are creating intense bounds with the characters, and they expect
them to display in various films or tv series, included in the universe, even though the
character is not the lead. Disney or Marvel Studios in particular is supplying to these
demands reasonably and as a result studio is leading the sector with a fine margin.
Within last few years, the biggest production companies are following this example and
trying to create blockbusters with old and new titles but ultimately, in an integrated
universe. Therefore, Marvel Cinematic Universe has changed and keeps changing the
audience expectations and inevitably the cinema sector, through its newly found
narrative form.

Keywords: marvel cinematic universe, cinema, convergence, transmedia, audience
studies.
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DIJITAL TURK Dizi: BIR KENDINi ANALiZ OLARAK "ETHOS"
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OZET

Ethos (2020), cagdas Tiirk toplumu ve kalttra hakkinda yorum yapan tartismali bir Ttirk
dizisidir. Birgok elestirmen tarafindan dijital platformlar igin tretilmis en iyi Ttirk dizisi olarak
kutlandi. Ancak Turk toplumunu basmakalip yansittigi igin de elestiriliyor. Gergekten de
Ethos, postmodern bir anlati inga etmek iin bilingli olarak Turk filmlerinin ve dizilerinin
kliselerini kullanir. Farkli stiller ve tiirler, hikayesinde bir derleme olusturur. Ethos'u 6zgilin
icerik olarak yayinlayan Netflix, dijital platforma da Turk dizisi olma 6zelligini yansitiyor. Ana
ve kaliteli diziler arasindaki ayrim, hikayede stirekli bir referanstir. Bu yiizden kendini
yansitan bir metin olarak okunabilir. Bu sunumda Ethos'u dizide temsil edilen farkli izleyici ve
yapimcilara gore Tirk dizi alanini yorumlayan sosyolojik bir metin olarak kullanacagim.
Karakterler, dizideki izleyicilerine ve sosyal gegcmislerine agik referanslari olan gesitli TV
yapimlarini tanimlamak igin "dijital" ve "toplam" ifadeler kullanir. Ayrica, karakterler
arasinda nesiller arasi bir ayrim olmasi da onlari TV yapimlarina tepki vermede farkli kiliyor.
Son diismanlik, Batili bir kiilttirel eser olarak Netflix icerigi ile yerli kiilttrel eserler olarak Tiirk
dizileri arasindadir. Ethos, Tiirk toplumunun ¢agdas imajini yorumlayan esprili bir metin
yaratmak igin bu sosyal, ekonomik ve kiiltiirel antagonizmalarla oynuyor.

Anahtar Kelimeler: Dijital Platformlar, Kaliteli TV, Turk Dizilerinin Sosyolojisi, Netflix., Ttrk
Dizi.
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ABSTRACT

Ethos (2020) is a controversial Turkish dizi commenting on contemporary Turkish
society and culture. Many critics celebrated it as the best Turkish dizi produced for
digital platforms. But it is also criticized for stereotypically reflecting Turkish society.
Indeed, Ethos consciously uses cliches of Turkish films and dizis to construct a
postmodern narrative. Different styles and genres form an assemblage in its story.
Netflix aired Ethos as original content, and the series also reflects on being a Turkish
dizi on a digital platform. The distinction between mainstream and quality dizis is a
constant reference in the story. So, it can be read as a self-reflective text. In this
presentation, | will use Ethos as a sociological text commenting on the Turkish dizi field
according to different audiences and producers represented in the series. Characters
use "digital" and "total" phrases to define various TV productions in the series which
have open references to their audiences and their social backgrounds. Also, there is a
generational divide among the characters also makes them differ in reacting to TV
productions. The final antagonism is between Netflix content as a Western cultural
artifact and Turkish dizis as native cultural artifacts. Ethos plays with these social,
economic, and cultural antagonisms to create a witty text commenting on the
contemporary image of Turkish society.

Keywords: Digital Platforms, Quality TV, Sociology of Turkish TV Dramas, Netflix.,
Turkish Dizi.
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OZET

Dijitallesmeyle birlikte her alanda yasanan hizli donisim kdltirel birgok pratigi de yeni
bir boyuta tasimaktadir. Gelenekle yerlesen ve kiltirel etkilesim i¢in olmazsa olmaz
sayllan birgok rittel, dijitallesmenin iletisim Gizerindeki dogrudan etkileri dolayisiyla ya
tamamen sekil degistirmekte ya da eskinin yeniyle harmanlanmasina neden olmaktadir.
Bireyin yasadigl topluma karsi aidiyet gelistirebilmesi adina son derece 6nemli olan pek
cok kiiltirel pratigin yeni versiyonlarinin benimsenmesinin olumlu sonuglari olabilecegi
gibi olumsuz sonuglari da mevcuttur. Her seyden 6nce iletisimin en temel ve etkili
bicimi olan yiiz yiize iletisim, yerini tek tek dijitalin olanaklarina terk etmektedir.
Dijitallesme her ne kadar olagandisi durumlarda yasamin normal seyrine olanak taniyan
bir sistem yaratmis olsa da iletisimin temeli olan mesajin dogru iletilmesi noktasinda en
etkili yontem olan ylz yiize iletisimi giderek etkisiz hale getirmektedir. Cesitli alanlarda
gerceklesen online egitimler, sanal konferanslar, uzaktan yapilan toplantilar, is
goriusmeleri gibi etkinliklerin yani sira alisveris, spor ve benzeri faaliyetlerin de dijitalde
gerceklestirilmesi fiziki temasi azaltmaktadir. Ayrica toplumsallagmanin en 6nemli
dayanaklarindan olan 6zel glin ve merasimlerin de sosyal medya platformlari lizerinden
kutlanmaya baslamasi toplumsal iletisim {izerine yeniden dislinmeyi gerektirmektedir.
Bu ¢alismada yillardir yiiz yize siirdiiriilen kutlama, taziye, davet gibi bircok gelenegin
giderek sosyal medya platformlari araciligiyla gergeklestirilmesi ve bu siirecin yiz ylize
iletisim Gzerindeki etkilerinin sorgulanmasi ve tartisiilmasi amaglanmaktadir. Calisma
nitel gézlem ve betimsel analiz yoluyla kusaklar arasi kiltirel pratikler ele alinacaktir.
Anahtar Kelimeler: Dijitallesme, Dijitallesmeyle Doniisen Glindelik Pratikler, Sosyal
Medyada Paylasma Kltlrd, Sosyal Medyada Kiiltirlesme
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ABSTRACT

The rapid transformation experienced in every field with digitalization carries many
cultural practices to a new dimension. Many rituals, which are settled with tradition
and considered indispensable for cultural interaction, either completely change shape
or cause the old to be blended with the new due to the direct effects of digitalization
on communication. The adoption of new versions of many cultural practices, which is
extremely important for the individual to develop a sense of belonging to the society
he lives in, may have positive as well as negative consequences. First of all, face-to-face
communication, which is the most basic and effective form of communication, is
leaving its place to the possibilities of digital one by one. Although digitalization has
created a system that allows the normal course of life in extraordinary situations, it
gradually renders face-to-face communication, which is the most effective method of
transmitting the message, which is the basis of communication, ineffective. In addition
to activities such as online trainings, virtual conferences, remote meetings, job
interviews in various fields, shopping, sports and similar activities are carried out
digitally, reducing physical contact. In addition, the fact that special days and
ceremonies, which are one of the most important pillars of socialization, are celebrated
on social media platforms requires rethinking on social communication. In this study, it
is aimed to realize many traditions such as celebration, condolence, invitation, which
have been carried out for years, through social media platforms, and to question and
discuss the effects of this process on face-to-face communication. The study will
address intergenerational cultural practices through qualitative observation and
descriptive analysis.

Keywords: Digitalization, Everyday Practices Transformed by Digitalization, Sharing
Culture in Social Media, Acculturation in Social Media.
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FRANZ OPPENHEIMER’IN DEVLET KURAMI UZERINDEN VIDEO OYUNLARINDA
TOPLUMSAL YAPILASMA
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OZET

Tarih siireci igerisinde yaygin bir eglence araci olarak tercih edilen video oyunlar,
teknolojinin gelisimi beraberinde dijitallesmis ve internet kullanimi beraberinde
yayginlasmistir. Ginimuzde online video oyunlara ulasmak kolaylastigindan, video
oyunlari evrensel bir yapi kazanmistir. Video oyunu oyuncu kitleleri, gerek trin olarak
sunulan oyunun kendisiyle, gerekse farkli toplumlara ait bireyler arasinda fikir
alisverisinde bulunabilmektedir. Bunun sonucunda video oyunu tiketici yelpazesi
¢esitlendiginden, konu ve islenis anlaminda oyun-kullanici arasi kurulan iletisim
kaynaginin da zenginlesmesi s6z konusudur. Video oyunlarinin gesitli sinif ve kitlelere
hitap edebilme yetisi, sunulan igeriklerin blinyesinde toplumsal yapilagsma izlerine
rastlanabilmesine olanak saglamaktadir. Bu galismada, oyun kavraminin gelisimi
beraberinde video oyunlarinin gliniimiizdeki 6nemine deginilerek bu tiir oyunlarin
toplumdaki yeri ve evrensel yapisi irdelenecektir. Devaminda Franz Oppenheimer’in
Devlet kurami ele alinarak toplumsal yapilasma konusu tzerine durulacaktir. Elde
edilen veriler 1s18inda, 6rneklem olarak segilen “Detroit: Become Human” oyununda yer
alan Devlet kurami etkisindeki toplumsal yapilasma sunumunun analizi
gerceklestirilecektir. Arastirma blnyesinde, verilen 6rneklem {izerinden Devlet kurami
ile iliskili toplumsal yapilasmasinin izlerine rastlamak tGzerine hareket edilmektedir.
Bunun yani sira, oyun siiresince oyuncunun segimlerine ait verilerin arsivienmesi,
oyuncu perspektifine yénelik somut veri saglamaktadir. Dolayisiyla bu arastirma,
yalnizca igerik analizi adina degil, bireyin kendi toplumsal yapilasma igerisindeki
tercihlerinin analizi adina da 6nem tasimaktadir. Toplumsal yapilasma yoniinden
gerceklestirilen igerik analizi sonuglarina gore, "Marcus" karakterinin hikaye akisi
Gzerinden, oyun iceriginin belirleyici unsurlarindan birinin proleteryanin yéneten sinifa
karsi miicadelesi oldugu anlasiimistir. icerigin yani sira, interaktif oynanis dzelligi
beraberinde oyuncuya segim sansi sunulmasinin, bireye “Devlet” kuramina ve
toplumsal yapilasmaya yonelik disiinmeyi ve karar vermeyi asiladigi tespit edilmistir
Anahtar Kelimeler: Video Oyun, Devlet Kurami, Dijital Oyun, Toplumsal Yapilasma,
Franz Oppenheimer
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ABSTRACT

Video games, which have been preferred as a common entertainment tool throughout
history, have become digitalized with the development of technology and the use of
the internet has become widespread. Nowadays, as it becomes easier to reach online
video games, therefor video games have gained a universal structure. Video game
players can exchange ideas both with the game itself as a product and between
individuals belonging to different societies. As a result of this, as the consumer range of
video games diversifies, there is an enrichment of the communication resource
between the game and the user in terms of subject and processing. The ability of video
games to appeal to various classes and audiences makes it possible to find traces of
social structuring within the content presented. In this study, the development of the
concept of game and the importance of video games today will be discussed, and the
place and universal structure of such games in society will be examined. Afterwards,
Franz Oppenheimer's theory of the State will be discussed and the subject of social
structuring will be emphasized. In the light of the data obtained, the analysis of the
presentation of social structuring under the influence of the State theory in "Detroit:
Become Human", will be carried out. Within the scope of the research, it is aimed to
encounter the traces of the social structuring related to the State theory through the
sample given. Furthermore, archiving the data of the player's choices during the game
provides concrete data for the player's perspective. Therefore, this research is
important not only for the content analysis, but also for the analysis of the preferences
of the individual in his own social structure. According to the results of the content
analysis carried out in terms of social structure, it has been understood that one of the
determining elements of the game content is the struggle of the proletariat against the
ruling class, through the story flow of the character of "Marcus". In addition to the
content, it has been determined that providing the player with the opportunity to
choose with the interactive gameplay feature instills thinking and decision-making
towards the theory of "State" and social structure.

Keywords: Video Game, State Theory, Digital Game, Social Construction, Franz
Oppenheimer
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Y KUSAGI, CEVRIM ICI TALK SHOWLARDAN NE BEKLIYOR?
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OZET

Tirkiye, internet teknolojilerinin en gok kullanildigi tilkelerden biri olarak dikkat
cekmektedir. Teknolojiyi bu kadar sik kullanan bir toplum arasinda yeni mecralarin
ortaya ¢ikmasi ve buyiik popilasyonlar tarafindan takip edilmesi ise oldukga olasidir. Y
kusagi ise bu biiyik teknolojik siirecin 6nemli bir pargasidir. X kusagi kadar kati
kurallara bagliligi olmayan fakat Z kusaginin rahat yapisina da sahip olmayan Y kusagi,
gunlimizde, kendi ekonomik glictinii elde edebildigi yaslari yasamaktadir. Bu
arastirmada Y kusagina mensup bireylerin izleme aliskanliklarinin kullanimlar ve
doyumlar teorisi yaklagsimiyla incelenmesi konu edilmektedir.

Anahtar Kelimeler: Kullanimlar ve doyumlar, y kusagi, yeni medya.
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ABSTRACT

Turkey draws attention as one of the countries where internet technologies are used
the most. It is quite possible that new channels will emerge among a society that uses
technology so frequently and that it will be followed by large populations. Generation Y
is an important part of this great technological process. The Y generation, which does
not adhere to the strict rules as the X generation, but does not have the comfortable
structure of the Z generation, is living in the age at which it can achieve its own
economic power. In this study, it is the subject of examining the viewing habits of the
members of the Y generation with the approach of uses and gratifications theory.
Keywords: Uses and grafications, generation y, new media.
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OZET

Hayatimizin her yerinde ve her ortamda isimizi kolaylastiran iletisim olgusu ¢ok kaba bir
tanimlamayla “anlasma ve anlagmaktir” seklinde tanimlayabiliriz. Diger bir degisle
iletisim anlamlari ortak kilma sanatidir. iletisim kodlama kod agmadir. iletisim istenen
neticelere ulasmak ve davranislari etkilemek amaciyla insanlar arasinda so6zlii ya da
s0zli olmayan tim g¢abalardir. Bu tanimlardan hareketle genel olarak iletisim; kisiler,
toplumlar ve kiimeler arasinda gizim, resim, s6z, yazi el kol hareketleri vb. sembol ve
simgeler araciligiyla fikir, istek ve duygularin karsilikli iletiimesini saglayan bir
etkilesimdir. insanoglu ilk caglarda bile derdini gériintii ile anlatma sevdasina
diismistir. insanlik tarihinin bilinen en eski duvar resimlerinde buna taniklik
etmekteyiz. Ornegin 24 bin yillik gegmise sahip olan Altemira magarasinda bu resimlere
rastlanabilmektedir. Yani insanlik tarihinin ilk eski resimlerinde bile goériintiili medyanin
atasi sayilan sinema ve fotograf olgusuna ¢agristiracak verilere gidebiliriz. Bu noktadan
devamla. iletisime dair en dnemli gelisme internet tabanli medyanin hayatimiza
girmesidir. internet tabanli medyanin 6zellikle geri bildirim saglamasi ve anindalik
yoénlnden islevsel olmasi insanlar tarafindan ¢ok tercih edilmesine sebep olmustur.
GUnumiuzde artik hayatimizin her alaninda yer alan sosyal medya yazilimlari, siteleri,
linkleri vb. gibi alanlari deyim yerinde insanin ve de toplumun olmazsa olmazi olmustur.
Hayatimizin merkezinde olan internet tabanh sosyal medya diinyasi amaca gore
kullanildigl zaman elbette fayda saglamistir. Ancak birgok islevi bir arada saglayan
“Akilli cihazlarin kullanimi” ve beraberinde getirdigi “ylz yuze iletisimin zayiflamasi,
bireysellesmenin asiriliga vardirilmasi, bilgi kirliligi, bagimlilik olusturan uygulamalar ve
bunlarin sagladigi psikolojik rahatsizliklar” gesitli hastalik ve ¢ézlilmesi zor katmanli
problemlerdir. Bu ¢alismamizda; literatlr taramasi yapilarak bu alanda tretilmis gesitli
galismalar incelenip sosyal medya hastaliklarinin insanlar tzerindeki etkisi
¢6zlimlenmeye galisiimistir. Sonug olarak; Sosyal medya alani amagh ve ihtiyaca gore ve
ihtiyag kadari tercih edildigi zaman zarardan ¢ok fayda getirecegi sonucuna ulasabiliriz.
Anahtar Kelimeler: Sosyal medya hastaliklari, iletisim, Gorsel.
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ABSTRACT

Communication phenomenon, which facilitates our work in every part of our lives and
in every environment, can be defined as “agreement and agreement” with a very rough
definition. In other words, communication is the art of making meanings common.
Communication encoding is decoding. Communication is all verbal or non-verbal
efforts between people to achieve desired results and influence behavior. Based on
these definitions, communication in general; drawing, painting, word, writing, hand
gestures etc. between individuals, societies and groups. It is an interaction that
provides mutual communication of ideas, wishes and feelings through symbols and
symbols. Even in the early ages, human beings fell in love with expressing their
problems with images. We witness this in the oldest known wall paintings in human
history. For example, these paintings can be found in the Altemira cave, which has a
history of 24 thousand years. In other words, even in the first old pictures of human
history, we can go to the data that will evoke the phenomenon of cinema and
photography, which is considered to be the ancestor of visual media. Continue from
this point. The most important development in communication is the introduction of
internet-based media into our lives. The fact that internet-based media is functional
especially in terms of providing feedback and instantaneousness has caused it to be
preferred by people. Today, social media software, sites, links, etc. areas such as the
expression have become indispensable for people and society. The internet-based
social media world, which is at the center of our lives, is of course beneficial when used
for the intended purpose. However, the "use of smart devices" that provide many
functions together and the "weakening of face-to-face communication, excessive
individualization, information pollution, addictive applications and the psychological
disorders they provide" are various diseases and multilayered problems that are
difficult to solve. In this study; By making a literature review, various studies produced
in this field were examined and the effect of social media diseases on people was tried
to be analyzed. As a result; We can conclude that when the social media area is
preferred for purpose and according to need, it will bring more benefit than harm.
Keywords: Social media diseases, communication, Visual.
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OZET

Bir sanat eserinin degerinin sorulmasi ve temellendirilmesi esastir, ¢linkii o olmadan eserin
kendisini tartismak, bireysel fikirlerin bir ifadesi olmaktan baska gereksiz olacaktir. Gegerli bir
degerlendirme igin bir sanat eserinin degerinin temellendiriimesinin dnemine ek olarak,
guzel sanatlarin muhtemelen iliskili alt kimelerini de géz 6niinde bulundurmali ve giizel
sanatlara ait olup olmadiklarini tespit etmeye ¢alismaliyiz. Giizel sanatlarin gériniirde belli
bir alt kiimesi veri sanatidir ve turevleriyle birlikte bu tir calismalarin genellikle daha genis
kategorideki dijital sanat dallarindan birine ait oldugu kabul edilir. Veri sanatinin degerinin
sorgulanmasi, neyin insan ve neyin makine yapimi oldugunun sinirlarini tanimlamada esastir,
bu makine insan yapimi olsa bile, bu da dogru bir degerlendirmeyi engelleyen insan deger
yargilarinin sonugta ortaya ¢ikan degisimini degerlendirecektir. “Al” olarak adlandirilan
eserlere giizel sanatlar adi verilmesinin gerekgesini ve hangi sekilde olursa olsun bunun
insanlar i¢in ne anlama geldigini belirlemek igin dijital sanat eserinde insani aramak
gereklidir. Sonug olarak, rastgele bir makine galismasinin degeri sorusunun cevabi ne olursa
olsun, tartisma bu tiir calismalarin deger, etik ve estetik anlayisimizi nasil sekillendirecegi
Uzerine olmalidir.

Anahtar Kelimeler: dijital sanat, deger, degerlendirme, estetik, veri sanati
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ABSTRACT

The question and the grounding of the value of an artwork is essential, insofar that,
without it, discussing the work itself would be superfluous other than being an
expression of individual opinions. In addition to the importance of the grounding of the
value of an artwork for a valid evaluation, we must also consider the presumably
related subsets of fine art and try to ascertain whether they belong to the fine arts. A
certain ostensible subset of fine art is data art, and, with its derivatives, such works are
often regarded as belonging to one of the branches of the larger category that is digital
art. Inquiring of the value of data art is essential in defining boundaries of what is
human and what is machine-made, even if that machine is human-made, which will in
turn assess the resulting alteration of human value judgments impeding an accurate
evaluation. A search for the human in the digital artwork is necessary in order to
establish the justification of naming the so-called ‘Al’ works fine art and, in whichever
way, what this means for humans. In conclusion, regardless of the answer to the
question of the value of a randomized machine work, the discussion must be on how
such works would shape our understanding of value, ethics, and aesthetics.

Keywords: digital art, value, evaluation, aesthetics, data art
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OZET

NFT (Non-fungible Token) satislari diinya genelinde artmaktadir. NFT satislari gerek
icerik gerekse hitap ettigi tiiketici kitlesi agisindan geleneksel tiiketici kararlarindan
farkhhk gostermektedir. NFT tlketicisinin satin aldigi NFT’lerin igerik 6zelliklerinin
belirlenmesi satin alma kararinin hangi unsurlardan etkilendiginin ortaya konulmasinda
onemli bir noktadir. Bu ¢alismada Tiirkiye adresli satisi yapilan 200 NFT amach
orneklem yontemiyle segilerek igerikleri kodlanmis ve hangi 6zellikleri tasidigi ortaya
konmaya galisiimistir. Bulgular 5 ana tema Gzerinde tartisiimistir. 1- Gergeklik-Hayal 2-
Kolleksiyon 3- ilgi alani 4- Sekt&rel 5- Bilinmeze yatirim.

Anahtar kelimeler: NFT, tiiketici, karar, gelecek
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ABSTRACT

NFT (Non-fungible Token) sales are increasing worldwide. NFT purchase decisions differ
from traditional consumer decisions in terms of both content and the targeting
consumer. Determining the content properties of the NFTs purchased by the NFT
consumer is an important point in revealing which factors affect the purchasing
decision. In this study, 200 NFTs sold from Turkey were selected with the purposeful
sampling method, their contents were coded and it was tried to reveal what features
they had. The findings were discussed on 5 main themes. 1- Reality-Imagination 2- NFT
Collection 3- Field of interest 4- Sectoral 5- Investment in the unknown

Keywords: NFT, consumer, decision, future
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OZET

Kiresellesme siireci ve internetin ortaya cikisi ile glinim{zde kitle iletisim araglari ve
buna bagli olarak da medya ve pazarlama araglari da gelisim ve degisim
gdstermektedir. internetin ortaya cikisi hem toplumlari hem de pazarlama ve medya
aktivitelerini de derinden etkilemistir. internet ile beraber insanlar daha ¢ok sanal
ortamlarda vakit gegirmeye baslamistir. Bu da pazarlama aktivitelerinin geleneksel
ortamlardan ziyade daha ¢ok dijital ortamlara kaymasina yol agmistir. Dijital mecralara
gecerek degisim gosteren en 6nemli pazarlama faaliyetlerinden biri de reklamciliktir.
Daha gok televizyonda gormeye alistigimiz reklamlar, internetin gelisimi ile beraber
artik dijital ortamlarda da efektif bir sekilde yer almakta ve ulasiimak istenen hedef
kitlelere gore konumlandirilmaktadir. Dijitallesme ile birlikte reklamin degisen ve
gelisen dogasi da tam anlamiyla tiiketicilere ulasmayi hedeflemektedir. Bu sayede de
markalarin artik geleneksel mecralardan ziyade dijital mecralara dogru hareket halinde
olmasi ve dijital ortamlarda bulunan tiiketicilere ulasmasi hedeflenmektedir. Buna gore
de bu ¢alisma temel olarak degisen pazarlama ortamlari gergevesinde reklamin
geleneksel dogasindan cikip dijitallesme ¢aginda yasadigi ana donisim tartismayi
amagclamaktadir. Arastirma, dijital cagda reklamin geleneksel mecralardan, dijital
mecraya adaptasyonu ve buna bagh olarak da reklamin yeni bir forma biriinerek
tiiketicilere ulagsmasinin 6rneklerini ele alarak incelenmekte ve buradan hareketle dijital
reklamlarin temel 6zelliklerini ortaya koymaya ¢alismaktadir.

Anahtar Kelimeler: Dijitallesme, Reklam, Dijital Reklam, internet, Televizyon
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ABSTRACT

The process of the globalization and the appear of the internet change and develop the
mass media and the marketing tools. The appear of the internet influence both society,
media and marketing activities. With the effect of the internet people start to spend
their times in the virtual environments and because of this marketing activities change
their way from traditional mediums to digital mediums. Advertising is one of the most
popular marketing tool in the digital medium. The advertisements, which we are
accustomed to seeing mostly on television, are now taking place effectively in the
digital media and now advertisements are positioned easily to reach the target
audiences. With the digitalization, advertisements totally targeting to reach the
consumers. In this way brands are moving to the digital mediums than the traditional
mediums and they are aiming to reach consurmers. Accordingly, this study are aiming
to discuss digital advertising which changes its form from traditional medium to digital
medium. This research, mainly handle the digital advertising and its adaptation to the
new mediums with the examples of digital advertising. Also the study exhibits the main
properties of the digital advertising.

Keywords: Digitalization, Advertising, Digital Advertising, Internet, Television
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OZET

Dijital yasantimizin yeni bir fenomeni olarak agiga ¢ikan NFT terimi Non-Fungible
Token yani “degistirilemez belirtegler” anlamina gelmektedir. NFT terimi 6nce bir
teknolojinin adidir. Sonrasinda ise semantik kapsami git gide derinlesen bir kavram
olarak biiyiik bir hizla bilylimeye devam etmektedir. islevsel olarak agiga ¢ikisini sanat
alaninda yaptigi ve dahasi bu alanda devrimsel bir egilimi tetikledigi igin zihinlerde 6nce
dijital sanat ile anilsa da gegen zamanla birgok farkl yoni kesfedilmekte ve bu kesifler
dijital yasamin yerlilerine blyik heyecan vermektedir. NFT kavrami 2015 yilindan beri
var olmasina ragmen diinyanin dikkatini 2021 yilinda bir JPG dosyasinin sanat eseri
olarak 69 milyon dolara satilmasiyla gekmistir. Birgok kisi bu alisverise hicbir anlam
verememis ve “Bir kopyasini sag tiklayarak bilgisayarimiza kaydedebildigimiz bir JPG
dosyasi nasil boyle bir degere sahip olabilir? Dijital bir sanat eserine neden boyle bir
para 6denir?” gibi sorulari hayretle sormus, zihinler bu ticareti itmis, bir refleks ile ona
karsi ¢tkmistir. Fakat dijital yerli olan Z kusagi benzeri tarihte goriilmemis bu alisverise
sasirsa da zihni olurunu kabul etmistir. Heyecan ile benimseyerek daha fazlasini
O6grenmek istemistir. Yalin Alpay’in ifadesi ile “NFT bir ikna yontemi. Ne kadar ikna
edici, o kadar kapsayici. Mantikli mi? Yanitlamasi glic. Fakat 6yle gorintyor ki bir
sekilde ikna edici.” Zihinleri eksi diinyanin dinamiklerinden kurtulamamis birgoklari
mantigini sorgularken, dijital yerliler icin hem mantikli hem de ikna edici olmustur.
Ozellikle dijital yerli olan yeni jenerasyonun, dijital yasantida kurgulanan yasam
dinamiklerine ihtiyaci oldugu ve kurgusalligini sorgulamadan benimsedigi
goriilmektedir. ilk 6nce dijital sanat ile taninan NFT teknolojisinin gesitli kullanim
alanlari teker teker kesfedilmektedir. Biricik bir kripto varlik olarak yatirim araci olma
veya ayricalikh bir cemiyete giris pasaportu olma islevleri de artik sanat kadar 6n
plandadir. NFT’lerin pesinde kosan koleksiyoncular kavrama genelde bu lg¢ pencerenin
birinden bakmaktadirlar; sanat, yatirim, cemiyet. Siradaki kesif ve acilimin ne lizerinden
olacagi buyik merak konusudur. NFT komiinlerinin ya da cemiyetlerinin tyeleri, NFT
varliklarin degerlerini belirlemede ve bunu yasatmada organik olarak olusan bir
geribesleme donglsl kurmaktadir. Sonug olarak insan, Metaverse’de varligini
sorguladigl degeri kendi yaratmakta ve kendi de surdirilebilir sekilde yasatmaktadir.
Organik olusan ve geribesleme dénglsl halinde ¢okmeden devinen bir ekonomi ve
ekosistem inga olmaktadir.

Anahtar Kelimeler: NFT, Metaverse, Dijital Sanat
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ABSTRACT

The NFT has emerged as a new phenomenon in our digital life. The term NFT is first the
name of technology. Afterward, it continues to grow rapidly as a concept whose
semantic scope is getting deeper. Although it is first mentioned with digital art in the
minds because it makes its functional reveal in the field of art and triggers a
revolutionary trend in this field, many different aspects are discovered over time and
these discoveries give great excitement to the natives of digital life. Although the
concept of NFT has been around since 2015, it caught the world's attention in 2021
when a JPG file was sold as a work of art for $69 million. Many people could not
understand the meaning of this exchange, minds pushed this trade away and opposed
it with a reflex. However, generation Z, who is a digital native, was still surprised but
accepted this unprecedented exchange. They wanted to learn more by adopting it with
excitement. In the words of Yalin Alpay, “NFT is a method of persuasion. The more
persuasive, the more inclusive. Does it make sense? It's hard to answer. But it seems
somehow convincing.” It has been both logical and persuasive for digital natives, while
many others, whose minds have not been able to get rid of the dynamics of the old
world, question its logic. It is seen that the new digital native generation needs the
dynamics constructed in digital life and adopts its fictionality without questioning it.
The various usage areas of NFT technology, which was first known for digital art, are
being explored one by one. As a unique crypto asset, being an investment tool or a
privileged society entry passport is now at the forefront as much as art. Collectors
pursuing NFTs generally look at the concept through one of these three windows; art,
investment, and society. It is a matter of great curiosity what the next discovery and
expansion will be based on. Members of NFT communes or societies establish an
organic feedback loop in valuing and sustaining NFT assets. As a result, people create
the value that they question their existence in Metaverse and keep alive in a
sustainable way. An economy and ecosystem are being built organically and move
without collapsing in a feedback loop.

Keywords: NFT,Metaverse,Digital Art

58



YAPAY ZEKA TABANLI LOGO TASARIM WEB SITELERININ PERFORMANSLARININ
ESTETIK VE YARATICILIK AGISINDAN DEGERLENDIRILMESI

Dr. Sadi Kerim Dundar
Istinye University, Tlrkiye
kerim.dundar@istinye.edu.tr
0000-0001-6480-1606

Dr. Hatice Oz Pektas
Istinye University, Tlrkiye
hatice.pektas@istinye.edu.tr

OZET

Yapay zeka, teknolojik ilerlemenin giiglii sembollerinden biri olarak hayatimizin her
alanina niifuz etmektedir. Ozellikle yapay zekanin analitik ¢dziimleme konusundaki
Ustnligu, bilissel yetenekler bakimindan diger alanlarda da kendini gostermektedir. Bu
alanlardan biri olan grafik tasarim, yapay zeka sistemlerinin yeni ¢alisma alanlarindan
biri haline gelmistir. Yapay zeka logo, web tasarim gibi grafik tasarim drinlerini hizli,
ucuz, profesyonel, essiz gibi belirli vaatlerle tiiketicilere sunmaktadir. Bu vaadin
arkasinda GAN (Uretken Cekismeli Aglar) teknolojisi ile daha &nce var olmamis sayisiz
grafik tasarim Urinlerini de liretebilme yetenegi yatmaktadir. Bu baglamda yapay
zekanin ortaya koydugu grafik tasarim Grinleri yaraticilik, 6zgiinlik ve islevsellige iliskin
bazi sorgulamalari da beraberinde getirmektedir. Tum bu gelismeler, yapay zeka
tarafindan ortaya konan grafik tasarim trinlerinin yani sira tasarimci kimliginin de
sorgulanmasina zemin hazirlamistir. Ozellikle kurumsal kimlik icin 6nemli olan logo
tasarimi ve web siteleri, tiiketicilerin gok fazla ihtiya¢ duydugu grafik tasarim
Grtnlerinden sayllmaktadir. Bir markanin kurulduktan sonra hedef kitlesine kendini
tanitmasi ve ticari olarak bir basari elde edebilmesi igin (Urlinlerini tim kitlelerine
ulastirmasi ve satabilmesi) markasina ait bir logo tasarimi ve web sitesi olmasi
gereklidir. Bu ihtiyag alani 6zellikle yapay zekanin da grafik tasarim alaninda etkinlik
gostermesiyle birlikte ticari bir is alanina donlsmistir. Yapay zeka temelli logo tasarim
ve web sitesi uygulamalari kisilerin bir tasarimci veya reklam ajansiyla ¢alismadan
ihtiyaclarini karsilamaya yoneliktir. Bu arastirmada, logo tasarim ve web sitesi tasarimi
yapan yapay zeka uygulamalari yaraticilik, 6zginlik ve islevsellik kriterlerine bagh
olarak igerik ¢ozimlemesi yontemiyle karsilastirmali olarak incelenecektir.

Anahtar Kelimeler: Yapay zeka, Yaraticilik, Grafik tasarim
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ABSTRACT

Artificial intelligence permeates every aspect of our lives as one of the powerful
symbols of technological progress. In particular, the superiority of artificial intelligence
in analytical analysis manifests itself in other areas in terms of cognitive abilities.
Graphic design, one of these areas, has become one of the new working areas of
artificial intelligence systems. Artificial intelligence offers graphic design products such
as logo and web design to consumers with certain promises such as fast, cheap,
professional and unique. Behind this promise lies the ability to produce numerous
graphic design products that have not existed before, with GAN (Generative
Contention Networks) technology. In this context, the graphic design products created
by artificial intelligence bring some questions about creativity, originality and
functionality. All these developments paved the way for questioning the identity of the
designer as well as the graphic design products produced by artificial intelligence. Logo
design and websites, which are especially important for corporate identity, are
considered as graphic design products that consumers need a lot. In order for a brand
to introduce itself to its target audience and achieve commercial success (to deliver
and sell its products to all audiences), it is necessary to have a logo design and website
belonging to the brand. This area of need has turned into a commercial business area,
especially with the use of artificial intelligence in the field of graphic design. Artificial
intelligence-based logo design and website applications are aimed at meeting the
needs of people without working with a designer or advertising agency. In this
research, artificial intelligence applications that make logo design and website design
will be examined comparatively with the content analysis method depending on the
criteria of creativity, originality and functionality.

Keywords: Artificial intelligence, Creativity, Graphic design
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OZET

Dijital teknolojiler, film yapim silireglerini tamamen degistirmistir. Dijital sinema
oncesinde Uretim yani prodiksiyon, film yapiminin en énemli kismi idi. Film Gretimi
analog kameralar ve oyuncularla fiziki mekanlarda gergeklesirdi. Uretim sonrasi asama
yani post prodiiksiyon yalnizca 6zel efektler s6z konusu oldugunda devreye girerdi.
Simdi ise durum tersine donms vaziyettedir. Film gekilmek yerine “yapiimaktadir”.
Prodiksiyon ve post prodiiksiyon stiregleri birlesmistir. Giniimuzde post prodiksiyon,
film Gretiminin en can alici kismidir. Artik fiziki dinyadaki gérintiler, oyuncular ve
mekanlar, sadece ¢ikti (output) igin referans olarak kayda alinan unsurlardir. Kimi
zaman fiziki diinyadaki gorintuleri gekmek yerine sanal olarak olusturmak daha kolay
ve az maliyetlidir. Film malzemesi, kamera, oyuncular, mekanlar gitgide fiziki
gerceklikten kopmakta, sanallasmakta ve prodiksiyon siireci tamamen bilgisayar
basinda Uretilen bir asamaya donlismektedir. Bu calismada teknolojik gelismelerin
sinemanin Uretim slrecindeki etkisi ele alinacak, buradaki devasa degisim goz oniine
serilecektir. Dijital teknolojilerin fotograf tiretim siireglerini degistirmesi daha keskin ve
goriindr tezahir etmisken, sinemada bu dontsim daha yavas ve ortuk
gerceklesmektedir. Sinema Uretim slireglerinin sanal kimlige kavusmasi, sinema
estetigine ve hayal glicinin sinirlari asmasina katkisi bakimindan olumludur.

Anahtar Kelimeler: Prodiiksiyon, Post Prodiiksiyon, Ozel Efekt, Dijital Teknolojiler.
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ABSTRACT

Digital technologies have completely changed filmmaking processes. Before digital
cinema, production was the most important part of filmmaking. Film production took
place in physical locations with analog cameras and actors. The post-production phase
would only come into play when it came to special effects. Now the situation is
reversed. Movies are “made” rather than filmed. Production and post-production
processes are combined. Today, post production is the most crucial part of movie
creation. Now, images, actors and places in the physical world are only elements
recorded as reference for output. Sometimes it is easier and less costly to create
images in the physical world instead of taking them virtually. Film material, camera,
actors, places are gradually breaking away from physical reality, becoming virtual and
the production process turns into a stage that is produced entirely on the computer. In
this study, the effect of technological developments on the production process of
cinema will be discussed, and the huge change here will be revealed. While the change
of digital technologies in photographic production processes has become more sharp
and visible, this transformation takes place more slowly and implicitly in cinema. The
virtual identity of cinema production processes is positive in terms of its contribution to
cinema aesthetics and imagination.

Keywords: Production, Post Production, Special Effects, Digital Technologies.
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OZET

Hizla gelisen yapay zeka, simdilik insan zekasi ve sezgiselligine heniiz ulasamamigs bir
matematiksel algoritmadan ibaret gériinse de ¢evremiz, her giin yasayan ve bizi
yeniden sekillendiren dijital bir kiltirel yapi ile sarmalanmakta. Bu kiltlrel yapi igin
kendimize yeni bir “estetik begeni/bakis” yaratma sansi verebilecek miyiz? Bugtine
kadar sanatsal sorunlar ve ¢éziimleri insanoglunun kontroliindeydi ancak, artik yagsamin
ve gelismelerin hizina yetisemiyoruz. Binlerce yil insanoglunun birgok alanda biriktirdigi
bilgiyi (big data) makinalarin birlestirmesi ve iliskilendirmesine birakmaya basladik.
Yapay zeka, veriler arasinda bizim asla géremeyecegimiz iliskiler kuruyor. Ustelik, birgok
alanda insan hatasini azalttigl, zaman ve efor kazanci sagladigi igin tercih ediliyor. insan
beyninin nasil ¢alistigini dahi tam anlayamadigimiz bugiin, olusturdugumuz bu dijital
aglarin nasil bir sonuca ulastigini da tam bilmiyoruz. Simdilik, herhangi bir agiklama
sunmayan sonuglari uzmanlarin degerlendirmesi ve anlamlandirmasi gerekiyor. Karisik
problemleri ¢cdzmemizi saglasa da tahmin edilemez bir¢ok yénii var. Ote yandan
karsimizdaki bu yeni estetik begeni/bakis ve yaratabilecegi muhtemel yeni
olusumlardan ylzyillar 6nce Aristoteles, sanatin roliinl insanoglu tarafindan “doganin
taklidi” olarak tanimlanmisti. Yapay zeka, simdiye kadar ki tim edinimlerimizi yeniden
harmanlayip, bize yeni baglantilarla sunuyor. Biz de bunu yeni bir “sanatsal kabul”
olarak aliyoruz. Acaba ikinci elden yeni bir taklidi mi karsimiza getiriyor? Yani doga’nin
taklidinin taklidi! SUphe duymamiz gereken birgok sey var. Yapay zeka; ilerleyen
asamalarda, onun kurdugu iliskileri bizim anlayamadigimiz ve sonuglarini test
edemedigimiz bir noktaya gelip, esikten atladiginda kontrolden gikabilir. Bu durumda,
belki de yapay zekanin 6znel bir sanatsal tretim yaptigini bile anlayamayacagiz!
Anahtar Kelimeler: yapay zeka, estetik begeni, dijital, klltlrel yapi, algoritma, big data,
sanat
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ABSTRACT

Although the rapidly developing artificial intelligence seems to consist of a
mathematical algorithm that has not yet reached human intelligence and intuition, our
environment is surrounded by a digital cultural structure that lives and reshapes us
every day. Will we be able to give ourselves a chance to create a new "aesthetic
taste/look" for this cultural structure? Until today, artistic problems and solutions were
under the control of human beings, but we can no longer keep up with the pace of life
and developments. We have begun to leave the knowledge (big data) accumulated by
human beings in many fields for thousands of years to the combination and association
of machines. Artificial intelligence creates relationships between data that we will
never see. Moreover, it is preferred in many areas because it reduces human error and
saves time and effort. Today, where we do not even fully understand how the human
brain works, we do not know exactly what kind of result these digital networks we have
created have reached. For now, the results, which do not offer any explanation, need
to be evaluated and interpreted by experts. Although it allows us to solve complex
problems, it has many unpredictable aspects. On the other hand, centuries before this
new aesthetic appreciation/look and possible new formations it could create, Aristotle
defined the role of art as "imitation of nature". Artificial intelligence recombines all our
achievements so far and presents it to us with new connections. We take this as a new
"artistic acceptance". | wonder if it brings us a new imitation? In other words, the
imitation of nature's imitation! There are many things we should be suspicious of.
Artificial intelligence; In later stages, it may get out of control when it jumps from the
threshold to a point where we cannot understand the relationships it has established
and test the results. In this case, we may not even realize that artificial intelligence is
making a subjective artistic production!

Keywords: artificial intelligence, aesthetic appreciation, digital, cultural structure,
algorithm, big data, art.
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OZET

Sibernetik, Uretilen bilginin, mekanik sistemler araciligiyla islenmesi ve dagitimi ile
ilgilenir. Ayrica organik ve mekanik arasindaki ikili karsitliklara dayanmayan bir iletisim
teknigi, bilgi teknolojisi ve kontrol mekanizmasi 6nerir. Siborg ise organik ile mekanik
olani bir arada barindiran ve kendi kendini kontrol edebilen bir organizmadir. Bu
organizmanin tek bir kisi tarafindan yonetilmesi ve onun yapabilecekleriyle sinirli
kalmasi s6z konusu degildir. Aksine farkl kanallar arasinda baglanti kurmayi saglayan
bir mekanizmaya sahip olmasi, onun farkl konumlarda bulunan kisiler tarafindan
hareket ettirilebilmesine firsat tanir. Buna ek olarak biyoteknolojinin sagladigi olanaklar
sayesinde beden lizerinde miidahalelerde bulunulabilir, bedene farkl islevler
kazandirilabilir ve boylelikle beden yapay bir gériiniime sahip olabilir. Bilim ve
teknolojinin sanatla bir araya gelmesi, farkli Gretim bigimlerinin de 6ninil agar. Bitmis
bir sanatsal Uretimden ziyade, sistem ve siire¢ 0ne ¢ikmaya baslar. Sanatgilar izleyicinin
sadece “bakan” kisi olmasini degil, Giretime katilan ve onunla etkilesime gegen kisi
olmasini ister. Sanatsal Uretimlerinde sibernetikten yararlanan sanatgilarin
kullandiklari yontemler farkhlk gosterebilir. Bunlardan biri bedenin teknoloji aracilhigiyla
nasil degisip donustuguyle ilgilidir. Bedeni bir malzeme olarak alip onun tizerinde
midahalelerde bulunmayi elestiren galismalar oldugu kadar, bedenin islevinin
cesitlenmesini olumlayan sanatsal Gretimler de bulunmaktadir. Bu makalede
sibernetigin sanat alanindaki yansimalari beden sanati Gizerinden incelenecektir. Bu
amag dogrultusunda dijital teknolojilerden yararlanan sanatgilarin galismalari analiz
edilecek, bu ¢alismalarda bedenin bir malzeme olarak nasil kullanildigi ve ona yapilan
midahalelerin neleri tartismaya actigi irdelenecektir. Bildiride sibernetigin sanat ile
olan iliskisine dair kisa bir giris yapilarak, beden sanati ile kesistigi noktalara vurgu
yapilacaktir. Son olarak sibernetik ile beden sanati arasinda bag kuran Stelarc ve
Orlan’in galismalari incelenecektir.

Anahtar Kelimeler: sibernetik, siborg, beden, sanat, teknoloji

65



CYBERNETIC, BODY ART AND CYBORGS: EXAMPLES OF STELARC AND ORLAN

Didem Ermis

istanbul Aydin Universitesi, Tiirkiye
ermisd20@itu.edu.tr
0000-0003-4700-4343

Prof. Dr. Cigdem Kaya

istanbul Teknik Universitesi, Tiirkiye
kayac@itu.edu.tr
0000-0002-6458-4020

ABSTRACT

Cybernetics deals with the processing and distribution of generated information
through mechanical systems. It also proposes a communication technique, information
technology and control mechanism that is not based on binary oppositions between
organic and mechanical. A cyborg, on the other hand, is a self-controlled organism that
combines the organic and the mechanical. This organism is not managed by a single
person and is not limited to what this person can do. On the contrary, it has a
mechanism that provides connection between different channels, allowing it to be
moved by people in different positions. In addition, thanks to the possibilities provided
by biotechnology, interventions can be made on the body, different functions can be
given to the body, and thus the body can have an artificial appearance. The
combination of science and technology with art paves the way for different forms of
production. Rather than a finished artistic production, the system and process come to
the fore. Artists want the audience to be the person who participates in and interacts
with the production, not just the person who "looks". The methods used by artists who
use cybernetics in their artistic productions may differ. One of them is about how the
body changes and transforms through technology. There are works that criticize taking
the body as a material and making interventions on it, as well as artistic productions
that affirm the diversification of the body's function. In this article, the reflections of
cybernetics in the field of art will be examined through body art. For this purpose, the
works of artists who benefit from digital technologies will be analyzed, and the
discussions on how the body is used as a material in these studies and the
interventions made on it will be examined. In the paper, a brief introduction will be
made on the relationship between cybernetics and art, and the points where it
intersects with body art will be emphasized. Finally, the works of Stelarc and Orlan,
who make a connection between cybernetics and body art, will be examined.
Keywords: cybernetic,cyborg,body,art,technology
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OZET

Teknolojik gelismelerin sonucu olusan yeni medyanin hayatin igerisinde yer etmis klasik
iletisim yontemlerine karsi edindigi hizli ivme oldukga dikkat gekicidir. Bu degisimi
aciklamak icin yine gecmise bakmak en dogru yéntem olacaktir. insan tarihin ilk
anindan itibaren diyalog (izere var olan bir diizenin pargasi olmustur. igcinde bulundugu
dlinya da bu karsilikh etkilesim Gzerine kurulmustur. Hatta evrenin isleyisine
bakildiginda onun bir etki-tepki kanunuyla ilerledigi gorilir. Pasif bir nesne bile
eylemsizligi ile kendisine yonelen eyleme karsi déniis yapar. Bu da hayatin dogal olarak
interaktif oldugunun bir kaniti niteligindedir. insanhk yeni kesifler, yeni medyanin
sekillenisi ile yalnizca hayatin icindeki deneyimi daha aktif ve gergegine uygun
yasayabilecegi bir medya ortami olusturmustur. interaktif Medya bu dogal egilimin
verdigi ivme ile bu derece etkin bir noktaya gikariimistir.

Bu ¢alismada outdoor reklamcilikta interaktif medyanin etkisini nhs blood transplant
ornegi Uzerinden incelenmesi ile klasik iletisim yontemlerine karsi elde ettigi Gstiinliik
Gzerinde durmak amaglanmistir. Yavags yavas sontiklesen eski medya ve glinUmuziin
odagi interaktif medya arasindaki ince gizgi ve gelisen medyanin interaktif 6zelligi
tizerinde durulacaktir. Oncelikle medya kavrami ve interaktiflige dogru ilerleyen
egilimden bahsedilip interaktif medya baglaminda Dooh degerlendirmeleri
yapilacaktir. NHS Blood and Transplant, kan bagisinin hayat kurtaran gicind
vurgulamak ve daha énce hig kan vermemis kisileri ilk kez kan bagisina kaydolmaya
tesvik etmek icin 2016 yilinda bir reklam kampanyasi yapti.

23Red ajansi tarafindan olusturulan kampanya Ocean Outdoor tarafindan yiritilen
dijital agik hava reklam yarismasini kazandi. Halkin bir iphone araciligiyla sanal kan
bagisi yapmasini saglamak igin bir interaktif medya Grini olan arttirilmig gergeklik
kullanildi. Kampanya iki ana alisveris meydaninda gosterilmistir.

Anahtar Kelimeler: interactive media, dooh, out door advertisign, design
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ABSTRACT

The rapid acceleration of the new media, which is the result of technological
developments, against the classical communication methods that have taken place in
life is quite remarkable. To explain this change, it would be best to look at the past
again. From the first moment of history, man has been a part of an order that exists for
dialogue. The world he lives in is built on this mutual interaction. In fact, when we look
at the functioning of the universe, it is seen that it proceeds with an action-reaction
law. Even a passive object, by its inaction, turns against the action directed at it. This is
proof that life is naturally interactive. With the new discoveries and the shaping of the
new media, humanity has created a media environment where they can live the
experience in life more actively and in accordance with the reality. Interactive Media
has been brought to such an effective point with the acceleration given by this natural
tendency. In this study, it is aimed to examine the effect of interactive media in
outdoor advertising on the example of nhs blood transplant and to emphasize its
superiority over classical communication methods. The thin line between the faded old
media and the focus of today's interactive media and the interactive feature of the
developing media will be emphasized. First of all, the concept of media and the trend
towards interactivity will be mentioned and Dooh evaluations will be made in the
context of interactive media. NHS Blood and Transplant launched an advertising
campaign in 2016 to highlight the life-saving power of blood donation and encourage
people who have never given blood to enroll for the first time. he campaign created by
23Red agency won the digital outdoor advertising competition run by Ocean Outdoor.
Augmented reality, an interactive media product, was used to get the public to donate
virtual blood via an iPhone. The campaign was shown in two main shopping squares.
Keywords: Interactive Media, Dooh, Out Door Advetisign, Design.
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OZET

Yasadigimiz ¢evre problemlerine dair ¢ozimler Gretme konusunda bir yol haritasi
dneren siirdiirilebilirlik, mevcut tretim siiregleriyle iliskisi bulunan iletisim Tasarimi
meslegine de bir sorumluluk yliklemektedir. Tasarimcilar, tretim tercihlerinden
kaynaklanan negatif etkileri azaltma imkanina sahiptir. Strdirulebilirlik konusunun
tanim ve kapsami odaga gore degismekle birlikte iretim ve tasarim slreglerini igerdigi
bilinmektedir. Strdurulebilirlik, fikir sireglerinden malzeme segimine, tasarim
asamasindan tuketilen kaynaklara kadar pek cok etmen ile ilgilidir. Dolayisiyla ¢evresel,
ekonomik, sosyal etkilerinin degerlendirilmesi elzemdir. Tasarimcinin tasarim
slireglerinden dogan ¢evresel etmenlerle ilgili bilgi ve sorumluluk sahibi olmasi,
surdiralebilirlik agisindan 6nem tagimaktadir. Bu dnem dogrultusunda, tasarimcinin
konumunun sirdiralebilir yaklasimlarla yeniden degerlendirilmesi gerekmektedir.
Tasarim alaninin surdirilebilirlik sorumlulugu, 1980 sonrasindan bugline yogunlasan
bir duyarliliktir. Bu konuda pek ¢ok kurulus, birer yol haritasi sunmaya ¢alismaktadir.
“Sarduralebilirlik”, ilk olarak 1972 yilinda Stockholm’de gegeklestirilen Birlesmis
Milletler insan Cevresi konferansinda, insan Cevre Bildirisi ile glindeme gelmis bir
kavramdir. Bunu takiben esas olarak 1983 yilinda olusturulan “strdiralebilir kalkinma
modeli” sonrasi yayginlik kazanmistir. Tasarimcilara surdirilebilir egitim konusunda bir
misyon yikleyen ilk deklarasyon ise Kyoto Tasarim Bildirgesi’dir. Bildirge, egitim
kurumlarinin strdirdlebilirlik konusunda sorumluluk sahibi olmasinin 6nemine dikkat
cekmektedir. Bu gelismeleri takiben AIGA, strdurulebilirlik ilkeleri olan ekoloji, ekonomi
ve esitlik ilkelerine “kiiltiirel degisim” ilkesini ekleyerek “Tasarim igin Yasayan ilkeler”
adi altinda yayimlamustir. TiUm bu bildirge ve ilkelerin mevcut problemler hakkinda birer
¢6zUm arayislari oldugu gorilmektedir. Tasarimda surdurdlebilirligin diinl, buglniiniin
ele alindigi ¢alismada, betimsel olarak konuya yaklasilmaktadir. Literatirde
tasarimcinin egitimi baglamindaki calismalarin agirlikli olarak ingilizce oldugu
gorilmektedir. Stirdirilebilir iletisim tasarimi egitimiyle ilgili ingilizce literatiirde birgok
¢alisma bulunurken, Tiirkge literatiirde bu odakta mistakil bir calisma ile
karsilagilmamaktadir.
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ABSTRACT

Sustainability, which offers a roadmap to produce solutions to the environmental
problems we live in, also imposes a responsibility on the Communication Design
profession, which is related to the current production processes. Designers have the
opportunity to reduce the negative effects of production choices. It is known that the
definition and scope of the subject of sustainability vary according to the focus, but it
includes production and design processes. Sustainability is related to many factors,
from idea processes to material selection, from the design stage to the resources
consumed. Therefore, it is essential to evaluate its environmental, economic and social
impacts. It is important in terms of sustainability that the designer has knowledge and
responsibility about the environmental factors arising from the design processes. In
line with this importance, the position of the designer should be re-evaluated with
sustainable approaches. The sustainability responsibility of the design field is a
sensitivity intensifying since 1980. In this regard, many organizations are trying to
present a roadmap. “Sustainability” is a concept that first came to the fore with the
Human Environment Declaration at the United Nations Human Environment
conference held in Stockholm in 1972. Following this, it gained prevalence mainly after
the "sustainable development model" created in 1983. The first declaration that
assigns a mission to designers on sustainable education is the Kyoto Design
Declaration. The Declaration draws attention to the importance of educational
institutions having responsibility for sustainability. Following these developments, AIGA
added the principle of "cultural change" to the sustainability principles of ecology,
economy and equality and published it under the name of "Living Principles for
Design". It is seen that all these declarations and principles are a search for solutions to
existing problems. In the study, which deals with the past and present of sustainability
in design, the subject is approached descriptively. In the literature, it is seen that the
studies in the context of the designer's education are predominantly in English. While
there are many studies in the English literature on sustainable communication design
education, there is no independent study in this focus in the Turkish literature.
Keywords: Sustainability, Sustainability in Design, Communication Design.
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OZET

XR teknolojilerinin kullanildigi Metaverse evrenine veya sanal iletisim ortamlarina
bakildiginda, bir takim konumlar ve hatta gergekligin kendisi ile oynandigi igin heterojenligin,
gergegi yansitmay! bir yana zenginlestirdigi agiktir. Sanal gergeklik platformlarinda,
Genisletilmis, Artirilmis veya Karma gergeklikte gerceklik, mekan ve zaman ile ilgili kafa
karistirict durumlarla karsilasmak mimkiindiir. Uzay ve zamanin garpistigl yerde, gerceklikler
de ¢oklu katmanlarda degisebilir. Gergek hayatin kendisi heterojen mekanlarda gegmektedir
ancak bu heterojenlik insanlarin ve esyalarin yerlestirilebilecegi bir tiir mekan degildir ve en
onemlisi mekanlar ve yasamlar, konumlar tarafindan tanimlanan bir iliskiler bitiindi iginde
tasarlanmaktadir. Foucault'ya gore, yasami ve mekani anlamak, kismen bu konumlari ve
onlari gevreleyen iliskiler bitiiniini anlamaya dayanir. Gergek hayatta mekan, zihnimizde,
hayallerimizde ve anilarimizda anlamlandirilan homojen ve bos bir alandan ziyade belirli
niteliklerle dolu bir yerdir. Dolayisiyla bu galisma, Foucault'nun ve diger bilim adamlarinin
heterotopya ve heterokroni hakkindaki fikirlerini Metaevrende yaratilan ¢oklu uzay ve
evrenlere bu kavramlari baglayarak analiz edecektir. Baglantili bir bakis agisiyla, Ray
Oldenburg 6znenin mekan deneyimini, bir sekilde mekan, beden ve siire arasindaki etkilesim
olan Gglincii yer olarak tanimlar. Bu kavramsallastirma ile tiglincii mekan bedenle
gerceklestirilen bir mekandir ve zaman, baslangici ve sonu kesin olan bos bir zaman dilimi
degildir. Zamanin baslangici ve bitisi, bedenin varligina dair canlilik dolu bir mesaj tasir. Ote
yandan Sanal Gergeklik ve Artirlmis Gergekligin uygulandigi teknolojik diizenlemeler sadece
gorsel algiyi ve gorsel anlatim dilini ve eglencenin tiriinG degistirmedi. Alternatif mekan
algisi veya baska yasamlarin miimkiin oldugu fikri, 6zneye igkin bir arayistir. Metaverse
ortamlarina Levinasgi bir perspektiften bakildiginda sanal gergeklik belki de varolustan
kagma firsati saglayan yeni bir alternatif olarak karsimiza ¢ikiyor. Farkli bir zaman algisi
yasayarak farkl mekanlar ve alternatif gergeklikler yaratma fikri, glinimiz krizini zamanla
iliskilendiren Byung Chul Han'in 6ngorilerine baglanabilir. Chul Han igin zamanin artik
dizenleyici bir ritmi yok.

Anahtar Kelimeler: Heterotopya, Heterokroni, Eszamansizlik, Metaverse, XR Teknolojileri,
XR, VR, AR, Uciinciiliik
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ABSTRACT

Looking at the Metaverse universe or virtual communication environments in which XR
technologies are used, it is evident that heterogeneity enriches it, let alone reflecting
the reality since a set of positions and even reality itself is played with. In Virtual reality
platforms, in Extended, Augmented, or Mixed reality, it is possible to encounter
confusing situations regarding the reality, space, and time. Where space and time
collide, realities can also change in multiple layers. Real-life itself takes place in
heterogeneous spaces but this heterogeneity is not a kind of space where people and
things can be placed, and most importantly, spaces and lives are designed within a set
of relations defined by locations. For Foucault, understanding life and space is partly
based on understanding these positions and the ensemble of relationships that
surround them. In real life, space is a place full of certain qualities, rather than a
homogeneous and empty space, which is given meaning in our minds, dreams, and
memories. This study therefore will analyze Foucault’s and other scholars’ ideas on
heterotopia and heterochrony by attaching these concepts to the multiple space and
universes created in the Metaverse. From a correlated perspective, Ray Oldenburg
defines the subject's experience of space as the third place which is somehow the
interaction between space, body, and duration. With this conceptualization, the third
space is a place realized with the body and time is not an empty time period with a
definite beginning and end. A beginning and an end of time convey full of vitality about
the existence of the body. On the other hand, technological arrangements in which
Virtual Reality and Augmented Reality were applied did not only change the visual
perception and visual narrative language and the type of entertainment. The
perception of alternative space or the idea that other lives are possible is an immanent
search for the subject. When looking at Metaverse environments from a Levinasian
perspective, virtual reality perhaps appears as a new alternative that provides the
opportunity to escape from existence. The idea of creating different spaces and
alternative realities by experiencing a different sense of time can be attached to the
predictions of Byung Chul Han, who relates today's crisis to time. For Chul Han, time,
today no longer has a regulating rhythm.

Keywords: Heterotopia, Heterochrony, Dyssynchrony, Metaverse, XR Technologies, XR,
VR, AR, Third Place
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OZET

Bir film tlri olarak belgeseller, toplumsal gergekligin neyi temsil ettigi sorusunu ele alir.
Estetik bir nesne, tarihsel taniklik ve sosyal deneyim olarak “Bir belgesel tekrar edilebilir
mi?” sorusu, Safranbolu’da Zaman (1976) ve 42 yil sonra yeniden ¢ekimi olan Zamanda
Safranbolu (2018) belgeselleri, doganin ve dogrudan sinemanin olusumunu yeniden
disinmemize izin veriyor. Her iki belgesel de toplumun on yillarca sliren evrimini
gorunr kilarken, ayni zamanda bir film tiri olarak belgesellerin durumunu da ortaya
koyuyor. Bu galisma, kurmaca filmlerde alisik oldugumuz yeniden ¢ekimin belgesel
tlrine uyarlanabilmesini tartismaktadir. Yeniden gekim estetik diizeyde, formlarin
taklit edilmesi ve yeniden yaratilmasi arasinda durmaktadir. Bu noktadan hareketle,
belgesel tiriinde yeniden ¢ekim ve bununla birlikte gerceklige ulasma durumunun
mimkin olmasi sorusunu da giindeme getirmektedir.
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ABSTRACT

As a film genre, documentaries address the question of what social reality represents.
The questions of “Can a documentary be repeated?” as an aesthetic object, historical
witness, and social experience and the documentaries Safranbolu’da Zaman (1976) and
Zamanda Safranbolu (2018), shot 42 years later, allow us to rethink the formation of
nature and cinema directly. While both documentaries make visible the decades-long
evolution of society, they also reveal the status of documentaries as a film genre.
Furthermore, this study discusses the adaptability of remaking, which we are
accustomed to in fictional films, to the documentary genre. At the aesthetic level,
remaking stands between imitating and recreating forms. From this point of view, the
study also raises the question of remake possibilities in the documentary genre and
reaching reality.

Keywords: documentary cinema, remake, documentary and remake
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OZET

Etik tartismalari beraberinde getiren biyometrik teknolojiler son yillarin vazgegilmez ve
surekli gelistiriimeye devam eden dijital teknolojilerindendir. Bu teknolojilerin birincil
hedefleri glivenlik kontroliinli saglamaya ¢alismaktir. Bu sebeplerle gelistirilen
teknolojik donanimlar 6zellikle kamusal alanlarin, hiikiimet binalarinin ve 6zel
sirketlerin vazgecilmezleri konumuna yerlesmistir. Dijital kameralar, sensorler ve
gelistirilen gesitli yazilimlar yoluyla yiiz tanimaya dayali gelistirilen givenlik onlemleri
hedeflerine, kisileri kayit altina alan gorsel veri bankalari olusturmak gibi yan
hedeflerinde zamanla eklemlenmeye basladigi goriilmektedir. Bu tiir hedefler
beraberinde bazi noktalarda distopik bir gelecege de isaret etmektedir. Bu algilayisin
yarattigi endise duygusu ise; gesitli sanatgi ve tasarimcilar tarafindan gelistirilen
sanatsal reaksiyonlar olarak karsimiza gikmaktadir. Gozetlenmeye ve arsivienmeye
karsi, makine gorme algoritmalarini karistirmayi amaglayan teknikler gelistirmeyi hedef
glden tasarimcilar muhalif bir dil de yaratmis goriinmektedirler. Muhalif olan bu
eylemler diger yandan yazilim sirketleri igin kendiliginden olusan bir geri bildirim niteligi
de barindirmaktadir. Boylece yazilim sirketleri olusan sistem agiklarini tespit etmek igin
bu projeleri kendi avantajlarina gevirmektedir. Bu baglamda galisma kapsaminda
gozetlenmeye karsi sanatgi ve tasarimcilar tarafindan gelistirilen gesitli beden, yiiz
boyama teknikleri, sag, makyaj ve aksesuar kullanimina dayal tasarimlar gibi
disiplinlerarasi formda karsimiza gikan sanatsal galismalar 6rneklendirilmeye
calisilacaktir. Sonug olarak giivenlik gibi olumlu, diger yandan ise mahremiyetin ihlali
gibi son derece olumsuz yerden okunan bu teknolojiler sanatsal 6rnekler lizerinden
gelisen zit tartismalarla ele alinacaktir.
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Tasarim, Sanat ve Etik, Yliz Boyama.
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ABSTRACT

Biometric technologies, which bring ethical debates along, are among the
indispensable and constantly developing digital technologies of recent years. The
primary goals of these technologies are to seek security control. The technological
equipment developed for these reasons has become indispensable for public spaces,
government buildings and private companies. It is seen that secondary objectives such
as creating visual data banks that record people have begun to be expressed over time,
among the objectives of security measures developed based on face recognition
through digital cameras, sensors and various software developed. Such goals also point
to a dystopian future at some points. The feeling of anxiety created by this perception;
emerge as artistic responses developed by various artists and designers. Designers who
aim to develop techniques for mixing machine vision algorithms against surveillance
and archiving also seem to have created an oppositional language. On the other hand,
these opposition actions also include a spontaneous feedback feature for software
companies. Thus, software companies turn these projects into their own advantages in
order to detect system vulnerabilities. In this context, artistic works that emerged in
interdisciplinary forms such as various body and face painting techniques, designs
based on hair, make-up and accessory use, developed by artists and designers against
surveillance, will be discussed within the scope of the study. be an example. As a result,
these technologies, which are read from a positive place such as security, on the other
hand, from an extremely negative place such as a violation of privacy, will be discussed
with contrasting discussions developed through artistic examples. Keywords: Biometric
Technologies, Technology and Art, Digital Technology and Design, Art and Ethics, Face
Painting.

Keywords: Biometric Technologies, Technology and Art, Digital Technology and Design,
Art and Ethics, Face Painting
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AMELI ELEKTRIK VE TUKETIMIN GORSEL KULTURU: ERKEN CUMHURIYET TURKIYES’'NDE
ELEKTRIKLI URUN TANITIM VE REKLAMLARI
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OZET

istanbul’da kent-6lgekli elektrik santrali, Silahtaraga Elektrik Santrali, 1910’lu yillarda
faaliyete gegmesine ragmen, Birinci Dlinya Savasi (1914-1918) ardindan Milli Micadele
(1919-1922)’nin neden oldugu zorlu yasam kosullari nedeniyle kentte elektrik sebekesi
1920’lerin ikinci yarisinda genislemeye basladi. Sebekenin genislemesi ve elektrik
kullanicilarinin sayisinin artmasiyla istanbul Elektrik ve Tramvay Sirketi himayesindeki
SATIE (Société Anonyme d’Installations Eléctriques) “Ameli Elektrik” isimli bir dergi
yayinladi. 1925-1934 yillari arasinda yayinlanan ve Tiirkiye’de posta araciligiyla
gonderilen ilk dergi olma 6zelligi tasiyan bu dergide hem kiiresel hem de yerel 6lgekte
elektrik teknolojisine dair haberlere ve deneme yazilarina yer verildi. Elektrigin
aydinlatma, ulagim, iletisim gibi hizmetlerde ve endustriyel, kamusal ve ev igi
mekanlarda nasil daha dogru ve verimli bir sekilde kullanilacagina dair bilimsel ve
teknik bilgilerin de tartisildigi dergide elektrikli alet kullanimini tesvik amaciyla farkh
tarzda gorsel Usluplari barindiran (illiistrasyon, fotograf, yazi) tanitim ve reklamlar da
o6nemli yer tutuyordu. Kisa bir siire icinde elektrik teknolojisini tanitan ve pazarlayan
reklamlar, erken Cumhuriyet déneminin giindelik gazete ve popiiler dergilerinde de
yaygin bir sekilde yerini aldi ve kurumsal, sembolik ve estetik gostergeler olarak
Tirkiye'nin kolektif bilincinin bir pargasi oldu. Bu sunumda erken Cumhuriyet dénemi
basininda elektrikli Grinlerin kullanimini tesvik amach gelistirilen gorsel repertuari
merkeze alarak, teknolojik modernlesme, milliyetgilik ve toplumsal cinsiyet arasindaki
cok katmanli iliskiye deginmeyi ve ozellikle kadin tiiketicileri hedefleyen
tanitim/reklamlarin tiketim ahskanliklarini ve kiltirel zevkleri nasil yeniden
sekillendirmeye galistigini irdelemeyi planliyorum.

Anahtar Kelimeler: elektrik, tiiketim, Ameli Elektrik, gorsel kiltlr, Erken Cumhuriyet
Donemi Tarkiye
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"AMELI ELEKTRIK" AND THE VISUAL CULTURE OF CONSUMPTION: ELECTRICAL PRODUCT
PROMOTION AND ADVERTISEMENTS IN EARLY REPUBLICAN TURKEY
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ABSTRACT

The city-scale power plant in Istanbul, the Silahtaraga Power Plant, came into operation
in the 1910s, but the city's electricity grid began to expand in the second half of the
1920s due to the difficult living conditions caused by World War | (1914-1918) and then
the National Struggle (1919-1922). With the expansion of the network and the increase
in the number of electricity users, SATIE (Société Anonyme d'Installations Eléctriques),
under the auspices of Istanbul Electricity and Tramway Company, published a magazine
called "Ameli Elektrik". This magazine, which was published between 1925 and 1934
and was the first magazine to be sent by mail in Turkey, featured news and essays on
electrical technology on both a global and local scale. Discussing scientific and technical
information on how to use electricity more accurately and efficiently in services such as
lighting, transportation, communication, and in industrial, public, and domestic spaces,
“Ameli Elektrik” also had promotions and advertisements containing different visual
styles (illustration, photography, and text) in order to encourage the use of electrical
appliances. In a short time, advertisements promoting and marketing electrical
technology also started to be widely used in daily newspapers and popular magazines
of the early Republican era and became a part of Turkey's collective consciousness as
institutional, symbolic, and aesthetic displays. In this paper, | plan to explore the multi-
layered relationship between technological modernization, nationalism, and gender by
focusing on the visual repertoire developed to encourage the use of electrical products
in the early Republican press. | will also examine how promotions/advertisements
targeting female consumers were intended to reshape consumption habits and cultural
tastes in early modern Turkey.

Keywords: electricity, consumption, Ameli Elektrik, visual culture, Early Republican
Turkey
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INTERNET HABER PORTALLARINDA YER ALAN SAVAS HABERLERINDE CiNSIYETGI DiL
KULLANIMININ RUSYA-UKRAYNA SAVASI UZERINDEN iNCELENMESI
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OZET

ilk caglarda kadinin Gireten ve can veren poziyonda olmasina bagli olarak anasoy toplum
yapilarinin gériinmesine ragmen, ilerleyen zaman igerisinde, yasanan toplumsal
donlstmler ve Gretim araglarinin giice dayali olmasi gibi etmenler erkegi 6n plana
gegirirken, kadinin da toplumsal yapida geri plana itilmesine neden olmustur. Bu
durumun bir sonucu olarak, kadin ve erkek arasinda ¢aglar boyunca stiregelen cinsiyet
temelli ayrimcilik kullanilan dile de yansimaktadir. Toplumda kullanilan dilin yapisi
toplumsal yapi ¢ercevesinde degisiklik gostermektedir. Onceki dénemlerde esit
konumlarda olan kadin ve erkek gelistirdikleri dil ile de esitligini siirdiirebilmislerdir.
Uretim araglarindaki degisim ve yasami idame etme seklinin daha ¢ok fiziksel giice
dayali olmasiyla baslayan erkek egemen topluluklar, glinimuzde yerini klltirel mirasa
birakmig ve erkek egemen bir dil gelismistir. Bu durumun en garpici 6rneklerinden biri
de haberlerde kullanilan eril ve cinsiyetgi sdylemlerdir. Ozellikle futbol, siyaset veya
savas ile ilgili bir haber metni okudugunda ¢ogu zaman cinsiyetgi bir sdylem ile
karsilagmak mimkunddr. Bu tir haberlerde kullanilan dilde erkek “glgli” ve “iktidar”
bir 6zne konumundayken kadinin ise onun tam tersine “korunmaya muhtag” ve “zayif”
0zneyi pekistiren yani erkegin konumunu pekistiren bir nesne konumunda oldugu
gériinmektedir. Ozellikle savas haberleri incelendiginde, isgal altinda olan ilkenin
korunmaya muhtag disil bir kavram olarak karsimiza ¢ctkmasi kaginilmaz olmaktadir. Bu
bakis agisiyla, galismanin kapsaminda internet haber portallarinda yer alan Rusya-
Ukrayna savasi ile ilgili haberler, kdse yazilari ve yorumlar ele alinarak kullanilan
cinsiyetci soylemin boyutlari incelenmektedir.

Anahtar Kelimeler: Gazetecilik, Medya Calismalari, Toplumsal Cinsiyet, Rusya-Ukrayna
Savasi

79
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ABSTRACT

Despite the appearance of matrilineal social structures due to the fact that women
were in the position of producing and giving life in the early ages, factors such as the
social transformations and the power-based production tools in the following time
brought the man to the fore and caused the woman to be pushed into the background
in the social structure. As a result of this situation, gender-based discrimination
between men and women for ages is also reflected in the language used. The structure
of the language used in society varies within the framework of the social structure.
Men and women, who were in equal positions in the previous periods, were able to
maintain their equality with the language they developed. The male-dominated
communities, which started with the change in the means of production and the way
of sustaining life, mostly depended on physical strength, today has left its place to the
cultural heritage and a male-dominated language has developed. One of the most
dramatic examples of this situation is the masculine and gender discourses used in the
news. It is often possible to encounter a sexist discourse, especially when reading a
news text about football, politics or war. In the language used in such news, while men
are in the position of a "strong" and "powerful" subject, it seems that women, on the
contrary, are in the position of an object that reinforces the "in need of protection" and
"weak" subject, that is, the position of the man. Especially when the war news is
examined, it is inevitable that the occupied country will appear as a feminine concept
in need of protection. From this perspective, within the scope of the study, news,
columns and comments about the Russia-Ukraine war are discussed and the
dimensions of the gender discourse used in news portals are examined.

Keywords: Journalism, Media Studies, Gender, Russia-Ukraine War
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POSTMODERN KULTURDE BEDENIN BiYO-POLITIKASI BAGLAMINDA KAPATILMANIN
TOPLUMSAL DENEYiM FORMLARI: DUNYANIN EN ZORLU HAPISHANELERi ORNEGi
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OZET

Modern dénem boyunca bir disiplin ve yonetim araci olan hapishaneler kapatma
sistemleri olarak iktidarin denetim aygitlarindan biri olmustur. Anatomi-politik bir arag
olarak hapishaneler tekil bedenler ve onlarin ruhlari Gizerinde ¢alisarak 6znelerin
zihinlerini donistiirmeyi amaglarken diger yandan s6z konusu 6znelerin bedenlerini
iktidar icin yararli hale getirmeyi de amaglamaktadir. Oznelerin bedenlerinin mekansal
bir pratik icerisinde denetimi iktidarin toplumsal yénetim seklinin bir pargasi olarak
gorunrlik kazanirken ozellikle 18. ylzyilin ikinci yarisindan itibaren uygulamaya
konulan biyo-politik araglar, anatomi-politik teknolojilerden farkli olarak tekil 6zneler
Gzerinde degil genel olarak toplumun timu Gzerinde s6z sahibi hale gelmistir. Tipki
hapishanede oldugu gibi analitik olarak mekani ve bedeni kusatan iktidar pratikleri,
postmodern kiiltlr igerisinde tiiketime dayali glindelik hayat formlarinin bir pargasi
haline gelmistir. Postmodern kiltirin deneyime dayali yasam evreni 6zellikle kitle
iletisim araglarinin igerikleri 6zelinde toplumsal alanda somutlasip, nesnellesmektedir.
Sosyo-ekonomik ve kiiltirel alanda eskiye ait kati denetim sekilleri biyo-politik
teknolojiler sayesinde her tiirlii haz ve deneyimin toplumsal formlari olarak 6zellikle
yayginhgi ile televizyon lzerinden 6znelerin giindelik hayatlarina girmektedir.
Televizyon Uzerinden girilen bu etkilesim siirecinde kisilerin 6znelligi farkl kilttrel
formlar icerisinde bir eglence kiltinin pargasi olarak insa edilirken iktidar, kapatma ve
sinirlama yerine deneyim ve tecriibe ikame edilerek toplumsal sistemin yeniden
Uretimi saglanmaktadir. Bu ¢alisma, Michel Foucault’un disiplin iktidari olan
hapishaneler ile ilgili galismalari esliginde Emporium Productions tarafindan hazirlanan
“Diinyanin En Zorlu Hapishaneleri” isimli belgeseli Nitel icerik Analizi ydntemi ile
elestirel perspektiften incelemektedir.

Anahtar Kelimeler: Postmodern Kultir, Biyo-Politika, Disiplin Teknolojileri, Tiiketim
Toplumu, Televizyon
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ABSTRACT

Prisons, which are a discipline and management tool throughout the modern period,
have been one of the control devices of power as closure systems. Anatomy-prisons as
a political tool are aim to transforming the minds of subjects by working on individual
bodies and their souls, and on the other hand, they are aimed at reconstructing the
bodies of these subjects as a power instrument. Especially the second half of the 18th
century introduced biopolitical tools into practice that unlike the anatomical-political
technologies, had an impact on the whole society in general, not just on individual
subjects. As in prison, the practices of power that analytically surround space and the
body have become part of everyday consumption-based lifestyles in postmodern
culture. The experiential universe of life of postmodern culture is embodied and
objectified in the social sphere, especially in the context of the mass media. Strict
forms of control belonging to the past in the socio-economic and cultural fields, as
social forms of all kinds of pleasure and experience, are entering the daily life of
subjects thanks to biopolitical technologies, especially through television. In this
process of interaction, entered through television, peoples subjectivity is built as part
of an entertainment cult in different cultural forms, and the reproduction of the social
system is ensured by substituting experience for power, closure and limitation. This
study critically examines the documentary “Inside World's Toughest Prisons” by
Emporium Productions, accompanied by Michel Foucault's work on prisons with
disciplinary power, using the method of Qualitative Content Analysis.

Keywords: Postmodern Culture, Biopolitics, Television, Discipline Technologies,
Consumer Society.
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MANIPULASYONLARINA KARSI OLANAKLARI

Dr. Gokmen Hakan Karadag
istanbul Aydin Universitesi, Tiirkiye
gokmenkaradag@gmail.com
0000-0002-6087-4098

OZET

Hakikat 6tesi gagda manipilasyona ugratiimis icerikler medya ve demokrasi iligkisi
baglaminda giderek daha biiyiik bir sorun teskil etmektedir. internet ortamlarinda
sahte igeriklerin hizla yayilmasi kamuoyunun yanlis olusmasina, buna yanki odalari
etkisinin de eklenmesiyle kutuplasmanin artmasina yol agmaktadir. Enformasyon
manipllasyonlari iginde imaj ve video manipilasyonlariyla olusturulmus sahte icerikler
¢ok yaygindir. Bu galismada imaj ve video manipilasyonlarinin tiirleri, tahrif edilmis
imaj ve videolarin kullanicilar Gzerindeki etkisi ve bu igerikleri saptayabilme konusunda
medya profesyonellerinin olanaklari arastirilmaktadir. Tiirkiye’de International Fact-
Checking Network lyesi olan Teyit ve Teyit’le is birligi halinde medya profesyonellerine
egitimler veren Turkiye Gazeteciler Sendikasi Akademi yoneticileriyle derinlemesine
gorismeler yapiimistir. Calismada Tirkiye’de yayin organlarinin kendi iglerinde teyit
birimleri olusturma olanagi da sorgulanmistir. Az kisiyle ¢ok fazla igerik treten ve
Uretilenin de yatirnm ve uzmanlik gerektiren nitelikli (premium) icerikten ziyade
tiklanmaya dayali igerik oldugu isletme modeli buna uygun bir zemin yaratmamaktadir.
Anahtar Kelimeler: Sahte haber, hakikat 6tesi, yanki odalari, imaj manipilasyonu,
video manipilasyonu, teyit, dogrulama
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ABSTRACT

In the post-truth era, manipulated content are increasingly becoming bigger problem in
the context of relationship between media and democracy. Fast spreading of fake
content in the Internet causes misled public opinion and increased polarization by
considering echo chambers effect. Fake content which consists of image and video
manipulation are very common in information manipulation. In this study, types of
image and video manipulations, the effects of doctored images and videos on the users
and the capabilities of media professionals to detect these images and videos, are
examined. In-depth interviews were conducted with the directors of Teyit, which is a
member of International Fact-Checking Network and, Journalists” Union of Turkey
Academia, which gives training service for media professionals in cooperation with
Teyit. In the study, possibilities of media-outlets in Turkey to build their own
verification units are questioned too. A business model which creates too much
content with very few people and instead of premium content which requires
investment and specialization, produces clickbait content, is not an appropriate base to
create such units.

Keywords: post-tuth, echo chambers, image manipulation, video manipulation,
verification, fact-checking,fake news
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OZET

Aralik 2019'da baglayan covid pandemisi birgok gelismekte olan llkede 2 ay gecikmeyle
duyuruldu. Mart 2020'de Turkiye'de ilk vakalarin agiklanmasiyla hem sosyoekonomik hem
de tibbi alanda kesin olarak farkli bir durumun yasanacagi agikti. Diinya Saglik Orgiitii'niin
Covid-19'un bir pandemi mi yoksa endemik mi olduguna karar vermesi zaman aldi. Biitiin
bunlar olurken, kamuoyunun karsilastig ilk sorun, siyasilerin yasananlarla ilgili geliskili
aciklamalari oldu. Ancak herkesin en gok tartistigi konu bagisiklik sistemi ve politikacilarin
Covid -19 asisiyla ilgili biyopolitikalari oldu. Halkin bilim anlayisi, hiikimetlerin covid'in
endemikten pandemiye evrimi sirasinda covid ile ilgili maniptlasyonlari ortadan
kaldiramamasina neden oldu. Bir slire sonra hiikimetler medyanin bu maniptlasyonlarini
kullanarak asi eksikligini kapatmaya ¢alisti. Bitiin bu stireg, asilamanin biyopolitikasi tizerine
insa edildi ve sonunda halkin asilara karsi muhalefetinin gliclenmesine yol agti. Bu makale,
hiikimetin Turkiye'deki bilim iletisim stratejisinin bir vaka ¢alismasi araciligyla asilara karsi
nasil kolektif bir direng gelistirdigini sunmaktadir. Ayrica makale, Tlrkiye'de son iki yilda
yasanan ve zamanla giiglenen asi karsithiginin altinda yatan nedenleri ortaya koymayi
amagclamaktadir.

Anahtar Kelimeler: Biyopolitika, Asi Direnci, Dezenformasyon, Ureme, Tiirkiye.
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ABSTRACT

The covid pandemic, which started in December 2019, was announced with a delay of
2 months in many developing countries. With the announcement of the first cases in
Turkey in March 2020, it was clear that a precise different situation would be
experienced both in the socioeconomic and medical fields. It took time for the World
Health Organization to decide whether Covid-19 was a pandemic or an endemic. While
all this was going on, the first problem faced by the public was the contradictory
statements made by politicians about what happened. However, the issue that
everyone discussed the most was the immune system and the biopolitics of politicians
regarding the covid -19 vaccine. Public understanding of science has led governments
to be unable to eliminate covid-related manipulations during covid's evolution from
endemic to the pandemic. After a while, governments tried to cover up the lack of
vaccination by using these manipulations by the media. This whole process was built on
the biopolitics of immunization and eventually led to the strengthening of public
opposition to vaccines. This article presents how the government's science
communication strategy in Turkey has developed a collective resistance to vaccines
through a case study. In addition, the article aims to show the underlying reasons for
the anti-vaccination opposition that has been experienced in Turkey in the last two
years and has grown stronger over time.

Keywords: Biopolitics, Vaccine Resistance, Disinformation, Reproductivity, Turkey.
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DIJITALLESEN DUNYADA DiLiN TEKDUZELIGi, YOZLASMASI VE 6ZUNU KORUYAMAMASI
UZERINE

Dog. Dr. Arzu Kizbaz
istanbul Ayvansaray Universitesi, Tiirkiye
arzutoguslukizbaz@topkapi.edu.tr

OZET

Peyami Safa, ‘Dilini kaybeden bir millet, her seyini kaybetmis demektir’, diyerek dilin
o6nemine vurgu yaparken, Ernest Gellner, ‘Lisan kdlttrin bir unsuru degildir, lisan
klltardar’ ifadesi ile kaltdr ile dili esitler. Bu baglamda 6zenle korunmasi gereken dil ve
onun essizligi iken, dilin 6ncelikli zarar goren alan olduguna sahit olmaktayiz.
Dijitallesen dlinyada, dnce sesli harflerin diismesi, sonra tekdiize kullanimlar ile dil
zenginligini kaybetme yolunda hizla ilerlemektedir. Sosyal medyanin yaygin kullanimi ve
dijital dontstm, yeni iletisim kodlari, tekdiize anlatim kaliplari ve ifadeler, yeni kullanim
pratikleri Tiirkge'yi ¢evrimigi ortamda olagan bir evrime zorlamistir. Kullanilan emojiler
ve kisaltmalar iletisim kazalarina ve etkili bir iletisimin yoksunluga neden olmustur.
Yazim kurallarinin yok sayilmasi normallesmis ve dilin 6zensiz kullaniminin
yayginlasmasi ile iletisimde kuralsiz kullanimlar kabul edilir bir safhaya evrilmistir. Bu
evrilme tam olarak sosyal medyanin kurallarini benimseyerek, dijital diinya jargonunu
hizla biyiterek dili 6ziinii koruma noktasinda g¢aresiz birakmistir. Oysa ki dil ayni
zamanda bir kiiltiriin temsilidir. Dijital platformlar dilimizin yayginlagsmasi igin dnemli
alanlardir ve asil bu alanlarda dil daha da 6zenli kullanilmalidir. Dilin tekdzeligi,
yozlagmasi ve 6zinu koruyamamasi baglaminda, etki alani yiksek Instagram hesaplari
secilerek, Turkge kullanimina iliskin 6rneklerle, icerik ¢oziimlemesi yontemi araciligi ile
analiz yapilarak bu alanda dilin 6ziini koruma garesizliginin resmi gizilecektir. Dijital
dinyada sinirlari asmak, dilimizin 6ztini korumamizla miimkin, Ludwig Wittgenstein’in
dedigi gibi: ‘Dilimin sinirlari, dinyamin sinirlaridir’.

Anahtar Kelimeler: Dijital Cag, Dil, Yozlasma, Tekdiizelik, Sosyal Medya
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ON THE UNIFORMITY, CORRUPTION AND INABILITY TO PROTECT THE ESSENCE OF
LANGUAGE IN THE DIGITALIZED WORLD
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ABSTRACT

Peyami Safa emphasized the importance of language by saying, 'A nation that loses its
language means that it has lost everything', while Ernest Gellner equates culture with
language with the expression 'Language is not an element of culture, language is the
culture'. In this context, the language and its uniqueness should have carefully
protected, however, what we bear witness now that the language is the primary
damaged area instead. In the digitalized world, there are emerging loss and decay in
language richness as the worlds lost vowels, and then their usage went beyond
uniformity. The widespread usage of social media, and digital transformation, new
communication codes, uniform narrative patterns and expressions, new usage
practices have forced Turkish to a usual evolution in online environment. The emojis
and abbreviations used caused communication accidents and a lack of effective
communication. The disregard for the writing rules has become normalized and
irregular uses in communication have been taken for granted with the widespread
careless use of language. This evolution has precisely embraced the rules of social
media, rapidly growing the jargon of the digital world, leaving language helpless to
preserve its essence. However, language is also a representation of a culture. Digital
platforms are of importance for the spread of our language and language should be
used even more carefully in these areas. In the context of the uniformity, corruption
and inability to protect the essence of the language, high-domain Instagram accounts
will be selected, examples of Turkish usage will be analyzed through content analysis
method and a picture of the desperation to preserve the essence of the language will
be drawn in this field. It is possible to cross borders in the digital world by protecting
the essence of our language, as Ludwig Wittgenstein said, ‘The limits of my language
mean the limits of my world’.

Keywords: Digital Era, Language, Corruption, Inability, Social Media
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DEGERLENDIRILMESi: ASK 101 VE SEX EDUCATION ORNEKLERI

irem Koca

Maltepe Universitesi, Tiirkiye
iremkoca@maltepe.edu.tr
0000-0003-0620-7750

OZET

izleme aligkanliklarinin degistigi ve déniismeye basladigi giiniimiiz teknoloji yapisinin
icinde icerikler de bu yonde kendini yenilemeye devam etmektedir. Kiiresellesmenin
hiz kazanmasi ile beraber artan sirkilasyon, kisilerin benzer seyleri tiiketmesine
sebebiyet vermektedir. Frankfurt Okulu’ndan beri elestirel diisiince kapsaminda ele
alinan kapitalizm ve kapitalizmin getirdigi metalasma durumu, toplumsal yasamda ticari
kaygilarin 6n plana gikartilarak bireylerin tek tiplesmesine zemin hazirlamistir. Frankfurt
Okulu temsilcilerinden olan Herbert Marcuse’nin tahakkiim giiglerine, kitle iletisim
araclarina ve endiistriyel diizene karsi goriislerini dile getirdigi Tek Boyutlu insan adli
eseri, bu calismanin temelini olusturmaktadir. Bu galismada 6ncelikle Herbert
Marcuse’nin Tek Boyutlu insan kitabi ele alinmis ve bu yénde bir literatiir taramasi
yapilmistir. Yapilan literatiir taramasinin ardindan, Tek Boyutlu insan tasarimi
baglaminda tartisilan, elestirel diisiincenin engellenmesi ve dahasi elestirel olmayan
distince bigimlerinin tretimi ve dolagima sokulmasi savindan hareketle gevrim igi
diziler incelenmistir. Bu baglamda gergeveyi daraltmak amaciyla ilk olarak, tcretli dijital
icerik platformlari arasinda oldukga genis bir kitleye hitap eden Netflix platformu
secilmistir. Sonrasinda ise dijitallesmeyle beraber ortaya ¢ikan ve glinlimiizde oldukga
popdiiler hale gelen gevrim igi dizi platformlarindan olan Netflix’in iki dizisi, Tek Boyutlu
insan eseri baglaminda degerlendirilmistir. Netflix Tiirkiye catisi altinda yayinlanan ve
genglik dizisi kategorisinde bulunan Ask 101 dizisinin, ingiliz menseili genglik dizisi olan
Sex Education ile benzerlikleri ortaya konmustur. Elestirel bir sekilde igerik analizine
tabi tutulan bu iki dizinin birbirine benzedigi ve farklilastigl noktalar agiga ¢ikariimistir.
CGalismanin olusturulmasinda sirekli benzer igerikleri pompalayan medya kanallarina bir
alternatif olarak ortaya g¢ikan Netflix platformunun, “orijinal igerik” sdylemi etkili
olmustur. Calismada Ustiinde durulan nokta ise orijinallik ibaresinin ne derece igeriklere
yansidigidir. Sonug olarak ele alinan iki dizi ile bu durum sorgulanmis ve
degerlendirilmistir.

Anahtar Kelimeler: Tek Boyutlu insan, Cevrim ici Diziler, Netflix, Ask 101, Sex Education
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ABSTRACT

In today's technology structure, where viewing habits have changed and started to
transform, the content continues to renew itself in this direction. With the speed of
globalization, increasing circulation provides people to consume similar things.
Capitalism, which has been discussed within the scope of critical thinking since the
Frankfurt School, and the commaodification brought by phenomenon of capitalism,
have laid the groundwork for the uniformization of individuals by bringing commercial
concerns to the forefront in social life. One-Dimensional Man, in which Herbert
Marcuse, one of the representatives of the Frankfurt School, expresses his views
against the forces of domination, mass media and industrial order, forms the basis of
this study. In this study, first of all, Herbert Marcuse's One-Dimensional Human book
was discussed and a literature review was made in this direction. After the literature
review, online series were examined based on the argument of preventing critical
thinking and, moreover, producing and circulating non-critical thinking styles, which
were discussed in the context of One-Dimensional Man design. In this context, in order
to narrow the framework, first of all, the Netflix platform, which appeals to a wide
audience among paid digital content platforms, was chosen. Afterwards, two series of
Netflix, one of the online series platforms that emerged with digitalization and became
very popular today, were evaluated in the context of One-Dimensional Man thought.
The similarities of the Ask 101 series, which is published under the umbrella of Netflix
Turkey and included in the youth series category, with the British origin youth series
Sex Education have been revealed. The similarities and differences of these two series,
which were subjected to critical content analysis, were revealed. The "original content"
discourse of the Netflix platform, which emerged as an alternative to the media
channels that constantly pump similar content, was effective in the creation of the
study. The point emphasized in the study is to what extent the expression of originality
is reflected in the contents. As a result, this situation was questioned and evaluated
with the two series discussed.

Keywords: One-Dimensional Man, Online Series, Netflix, Ask 101, Sex Education
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OZET

Bu galismada, kitle iletisim araglarinin 6ncisi olan radyo mercek altina alinmigtir.
Radyoya bigcim veren, tam olarak ne oldugu konusunda kavram kargasasi yasanan
formatin ne oldugu ve ne olmadigi incelenmistir. Yayincilikta yillarini gegirmis usta
isimlerin bile zaman zaman anlatmakta zorlandigi bu kapal kavram ayrintilariyla
arastiriimistir. Dogal olarak tim bu yapilan ¢alismalar 1s1ginda tilkemizdeki ve diinyadaki
durumu da degerlendirilerek ortaya ¢ikan manzara uygun bir dille paylagiimaktadir.
Tirkiye'deki radyo yayinciligi ve format anlayisi ile dinyadaki 6rnekler arasindaki
benzerlikler ve uyusmayan yanlari da paylasiimistir. Mesleki egitime, deneyim
paylasimina, bilgi aktarimina, ¢6ziime yonelik dnerilere, isaret edilmistir.

Anahtar Kelimeler: Format, 80's Rock, Adult Contemporary, CHR (Contemporary Hit
Radio, Blues
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ABSTRACT

In this study, radio, the pioneer of mass media, was examined. The format that gives
form to the radio, where there is confusion about what exactly it is and what it is not, is
examined. This closed concept, which even the masters who have spent years in
broadcasting have difficulty in explaining from time to time, has been investigated in
detail. Naturally, in the light of all these studies, the situation in our country and in the
world is evaluated and the result is shared in an appropriate language. The similarities
and inconsistencies between the understanding of radio broadcasting and format in
Turkey and the examples in the world were also shared. Vocational training, experience
sharing, knowledge transfer, and solution-oriented suggestions were pointed out.
Keywords: Format,80's Rock,Adult Contemporary,CHR (Contemporary Hit Radio,Blues
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OZET

Bu galismanin amaci, insan hayatinda 6nemli bir yeri olan mizik olgusunun gegcirdigi
degisimler sonrasinda geldigi noktalari mercek altina almaktir. Mizigin glinimizdeki
hale gelirken onu etkileyen i¢ ve dis sebeplerin, akimlarin, diisiincelerin neler oldugu da
degerlendirmeye eklenmistir. Modernizm, postmodernizm akimlari sayesindeki
kazanimlar, kayiplari, yeni turlere, alt tiirlere dénlisme siiregleri de incelenmistir. Bu
ideolojilerin mizige yansiyan ve ondaki degisimlerle ortaya gikan goriinttsinin
yarattigi olumlu ve olumsuz taraflarindan da bahsedilmistir. Arastirmamizda, mazik
ailesinin hem Tirkiye’deki hem de yurt disindaki paydaslari olan sarkici, grup, mizisyen,
menajer, plak firmasi, tonmayster, ses ve kayit miihendislerinden de ayrintili sekilde
bahsedilmistir. Bu titrlerin birbirleriyle olan iliskileri, tam gérev tanimlari, yetki alanlari
ile ilgili dogru bilgilerin bir belge niteliginde sunulmasi ve muzik sektoriine faydali
olmasi da planlanmistir. Diinyadaki gelismeler, insanlari, toplumlari, tlkeleri,
cografyalari nasil etkiliyorsa, miizigin de ayni oranda tesir altinda kaldigi anlatilmistir.
Miizigin tedavi edici 6zelliklerinden de bahsedilerek, bazen oyun kurucu bazen de
basrolde yer alan asil faktor oldugu da anlatiimistir. Dogal felaketler, aglik, yoksulluk,
savagslar, demografik ve sosyal sikintilar gibi bir ¢ok sorunla miicadelede muzigin ve
sanatin roliinden ve ¢6ziime kavusturucu 6zelliklerinden de bahsedilmistir. Birlesmis
Milletler’e bagli bir cok kurulusla organik veya inorganik baglantisi olan muzik, katki
sunmasi gerektiginde hemen yardima kosmaktadir. Miizik en glivenilir arkadas olma
ozelligiyle her alanin en biyuk destekgisidir.

Anahtar Kelimeler: modernizm, postmodernizm, menajer, tonmayster, ses ve kayit
mihendisi, Birlesmis Milletler, organik, inorganik
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ABSTRACT

The aim of this study is to examine the current place of the music phenomenon, which
has an important place in human life, after the changes it has undergone. What are the
internal and external reasons, and thoughts that have affected music to become the
way it is today? The effects, gains and losses of Modernism and Postmodernism and
how they have shaped new genres and the process of transformation into sub-genres
have also been studied. The positive and negative aspects of these ideologies that are
reflected in the music and the image that is revealed by the changes in it are also
mentioned. In our research, singers, bands, musicians, managers, record companies,
tonmaysters, sound and recording engineers who are stakeholders of the music family
both in Turkey and abroad were also introduced in detail. It is also planned to present
accurate information about the relationship of these titers to each other, their exact
job descriptions, their jurisdiction as a useful document to the music industry. It has
been explained that music remains under the same influence as the developments in
the world affect people, societies, countries and geographies. The therapeutic
properties of music are also mentioned, and sometimes the quarterback is also the
main factor in the lead role. The effective language and solving features of music and
art are also stated in the struggle against many problems such as natural disasters,
hunger, poverty, wars, demographic and social problems. Music that has an organic or
inorganic connection with many organizations affiliated with the United Nations
immediately helps when it needs to contribute. Music is the biggest supporter of every
field, with the ability to be the most trusted friend.

Keywords: modernism, postmodernism, manager, tonmayster, sound and recording
engineer, United Nations, organic, inorganic
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OZET

2019 yilinda ortaya gikan ve 2020 yilinda tiim diinyayi etkisi altina Covid-19 salgini,
eglence, iletisim, ¢alisma sekli gibi hayatin bir¢ok alaninda oldugu kadar bireylerin seyir
aliskanhklarinda da degisiklikler yaratmistir. Bu ¢alismada “post-apokaliptik tir” olarak
adlandirilan kiyamet sonrasi anlatilara olan talebin, Covid-19 salgini ile artip artmadigi
arastiriimis, artti ise ardindaki sebepler incelenmistir. Calisma, bilgi caginin yeni
gelenekseli olarak tanimlanabilecek dijital platformlar arasindan Netflix

Tirkiye tzerinden yiritilmistir. Oncelikle Netflix'in algoritmik sisteminin nasil calistig
anlasiimig, bir talep artisi olup olmadigina arz artisindan yola gikilarak karar verilmistir.
Makine 6grenimi ve veri madenciligi 6zellikleri bulunan Cinematch adl sistem, hangi
iceriklerin izleyiciye servis edilecegini kullanici geri bildirimi, populerlik, gesitlilik, igerik
meta verileri ile kisisellestirme arasindaki en efektif noktada belirlemektedir. Bu
nedenle belirli bir igerik tirtnin Netflix'te hangi yogunlukta yer aldigi bize hangi talebin
karsilandigina dair somut fikirler vermektedir. Buradan yola gikilarak 6zellikle felaket ve
kriz donemlerinde post-apokaliptik kurguya olan ilginin muazzam artisi incelenmis,
tarihteki 6rnekleri irdelenmistir.

Anahtar Kelimeler: post-apokaliptik, Netflix, Covid-19, izleyici algoritmasi, dijital
platformlar
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ABSTRACT

The Covid-19 epidemic, which emerged in 2019 and affected the whole world in 2020,
has created changes in the viewing habits of individuals as well as in many areas of
daily life such as entertainment, communication and work models. In this study, it’s
investigated whether the demand for post-apocalyptic narratives increased with the
Covid-19 epidemic, and if it did, the reasons behind it is examined. The study was
carried out among the digital platforms that can be defined as the new traditional of
the information age, through Netflix Turkey. First of all, it is understood how Netflix's
algorithmic system works, then it is decided whether there was an increase in demand,
based on the increase in supply. The system called Cinematch which has machine
learning and data mining features, determines which content will be served to the
audience based on user feedback, popularity, diversity, content metadata and
personalization. Therefore, the frequency of a genre appears on Netflix hazards an
opinion about which demand is supplied. From this point of view, the enormous
increase in interest in post-apocalyptic fiction especially in periods of disasters and
crisis was examined and its examples in history were intellectualized.

Keywords: post-apocalyptic, Netflix, Covid-19, audience algorithm, digital platforms
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OZET

Sanatin reklamda kullanimi, tasarim ve estetigin bir araya gelmesiyle reklamda
semantik kurgusunun aksini olusturmaktadir. Sanat yapitinin estetik konumu vardir,
surrealist olmasi gibi. S6z konusu estetik konum reklam diline aktarildiginda estetik kod
halini alir ki bu semantigin gorsel olarak devreye girdigi noktadir. Sanatsal bigim
reklamda gérsel temsilin ilk katmani olarak goriilebilir. ikinci katman ise kullanilan
yapitin konumunun reklamci tarafindan simgesel bir dizge iginde aragsallastiriimasidir.
Sanat yapitinin temsil ettigi donem, ortaya cikis sekli, yapit ile ilgili sdylenenler ve
elbette sanatginin kendisi reklamcinin rasyonalitesi halini alirken reklamin
nedenselligini de olusturur. Bu ayni zamanda bize reklamin ethosunu isaret eder, ¢linki
buruda reklamci tarafindan bir gésterge (semio) haline getirilen sanatin aksiyolojisi de
s6z konusudur. Sanat ve reklam arasindaki iliski, reklamcilarin tasarimlarinda sanat
akimlarini, sanatgilarin bizzat kendilerini, Gsluplarini veya sanatgilarin yapitlarini
kullanmalari seklinde gergeklesmektedir. Mevcut ¢alismanin konusunu olusturan
Surrealizm akimi da bunlardan biridir. Stirrealizm (gergektsticiliik) 20.ytzyihn
baslarinda Avrupa’da ortaya gikan, genellikle gorsel sanatlar ve edebiyat alanlarinda
kendini gosteren dislince ve sanat akimidir. Aliskin bulunulan akilciligin yaninda, hayal
glcu, ice dogma ve akli olmayan diinya olarak ortaya gikan Siirrealist sanatgilar,
yapitlarina aklin denetimi olmayan, nesneleri kendi diinyalarindan gikararak diissel bir
ortama tasimiglardir. Stirrealist akim, resim, heykel, mimari, reklam gibi birgok alanda
etkisini gostermektedir. Bu noktadan hareketle galismanin amaci, Surrealizm fikrinin ve
bigiminin anlamsal olarak reklamda nasil kullanildigini incelemektir. Bu amagla segilen
reklamlar gostergebilimsel yontem kullanilarak analiz edilecek ve sanatsal akimin nasil
bir temsil tizerinden kurgulandig ortaya koyulacaktir.

Anahtar Kelimeler: Anahtar Kelimeler: Strrealizm, sanat yapiti, reklam, gorsel temsil,
gostergebilim
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ABSTRACT

The use of art in advertising creates the axis of semantic fiction in advertising with the
unification of design and aesthetics. A work of art has an aesthetic position as being
surrealist. The aesthetic position becomes an aesthetic code when transferred into the
language of advertising and this is the point where semantics becomes visually
involved. The artistic form can be regarded as the first layer of visual representation in
advertising. The second layer is the instrumentalization of the position of the work
used by the advertiser within a symbolic system. The period that is represented by the
work of art, its form of appearance, the statements expressed about the work, and
surely the artist himself/herself becomes the rationality of the advertiser while creating
the causality of the advertising. This also indicates the ethos of the advertising since
the axiology of the art that is transformed into an indicator (semio) by the advertiser is
a point in question. The relationship between the art and advertising actualizes
through the use of artistic movements, the artists themselves, the styles of artists, or
the works of artists by the advertisers in their designs. The Surrealism movement,
which is the subject of this study, is one of these. Surrealism is a movement of thought
and art arising in Europe in the early 20th century and manifesting itself mostly in the
fields of visual arts and literature. As well as the accustomed rationalism, Surrealist
artists coming forth with imagination, intuition, and an irrational world has carried
their works into an imaginary medium where there is no rational supervision by taking
the objects out of their own worlds. The Surrealist movement manifests itself in various
fields such as art, sculpture, architecture, and advertising. From this point of view, this
study aims to analyze how the idea and form of Surrealism are semantically being used
in advertising. For this purpose, the selected advertisements will be analyzed by using
semiotic analysis and it will be revealed what kind of a representation over which the
artistic movement was fictionalized was used.

Keywords: Surrealism, work of art, advertising, visual representation, semiotics.
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OZET

Dijitallesmeyle birlikte ortaya ¢ikan dijital igerik platformlari, iceriklerini olustururken,
orijinal metinler Gretmelerinin yaninda, mevcut televizyon programlarinin
iceriklerinden de kaynak metin olarak yararlanmaktadirlar. Bu platformlar, geleneksel
kanallarda daha 6nce yayinlanan ve hatta internet ortamina aktarilarak varligini
surdiiren mevcut programlari degistirip, donustirerek kendine uygun sekilde
iceriklerini gelistirmektedirler. Hikaye anlatimi Gzerine kurulu televizyon dizilerinin de,
yayin hayatini tamamlamalari sonrasinda, dijital igerik platformlarinda ya yayin
hayatina devam ettikleri ya da yeniden gevrimlerinin yapildigi gériillmektedir. Bu
surecte dizi igeriklerinin ve karakterlerinin de gergeklikten yola gikilarak yaratilan
temsillerinde degisiklige gidildigi gbzlenmektedir. Geleneksel televizyon kanallarinda
yayimlanmasindan sonra dijital platformlarda yeniden ¢evrimi yapilan dizilerden birisi
de Sihirli Annem’dir. Bu kapsamda yapilan ¢alismada 2003-2012 yillari arasinda, Kanal D
ve Star TV televizyonlarinda yayinlanan Sihirli Annem dizisi ile yine ayni isimle 2021'de
EXXEN platformunda yayinlanan yeniden ¢evrimi arastirma konusu olarak
belirlenmistir. Calismada, 6ziinde bir aile hikayesi olan dizinin gocuk karakterleri
merkeze alinmis ve geleneksel televizyon kanallarinda yayinlanan Sihirli Annem'in
cocuk karakterleri ile dijital platformdaki versiyonuna karsilik gelen ¢ocuk karakterleri
incelenmistir. Calismanin temel amaci, yeniden ¢evrimi yapilan dizide cocugun ve
gocuklugun nasil temsil edildigi ve orijinal metne gére nasil degistirildiginin
sorgulanmasidir. Betimsel icerik analizi teknigi kullanilarak yapilan galismada, iki dizi
arasindaki degisen gcocuk temsilleri ortaya konulmus, 6zelde ise gocuk ve teknoloji
iliskisi sorgulanmistir. Dizinin ¢ok bolimlii olmasi nedeniyle, 6rneklemi ilk bes bolim ile
sinirlandirilmistir. Calisma sonucunda gocuklarin; yetenekleri, hobileri, glinliik
aktiviteleri, giyimleri ve fiziksel goruntilerindeki farkliliklar ortaya konmustur. Oyun
aktivitesi olarak da ilk dizide somut oyuncaklar kullanilirken, yeniden gevriminde
bunlarin dijital oyunlara dontstiigi goralmustir.

Anahtar Kelimeler: Dijital igerik platformlari, yeniden gevrim, temsil, cocuk, Sihirli
Annem
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ABSTRACT

Digital content platforms that emerged with digitalization, while creating their content,
benefit from the contents of existing television programs as source text, as well as
producing original texts. It is seen that television series remaked on digital content
platforms. In this process, it is observed that the representations of the contents and
characters of the series, which are created based on reality, are changed. In the study
carried out in this context, the series Sihirli Annem, which was broadcast on 2003-2012,
and its remake, which was broadcast on the EXXEN platform in 2021 with the same
name were determined as the subject. In the study, children's characters of Sihirli
Annem and the children's characters corresponding to its version on the digital
platform were examined. The main purpose of the study is to question how the child
and childhood are represented in the remake series and how they are changed
according to the original text. In the study, which was carried out using the descriptive
content analysis technique, the changing representations of children between the two
TV series were revealed, and the relationship between the child and technology was
questioned in particular. Since the series is multi-episode, its sample is limited to the
first five episodes. As a result of the study, children; differences in their abilities,
hobbies, daily activities, clothing and physical appearance were revealed. While toys
were used in the first series as a game activity, it was seen that they turned into digital
games in the remake.

Keywords: digital content platforms, remake, representation, child, Sihirli Annem
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OZET

Bu galismanin amaci “I Am Mother” filminde, yapay zekanin nasil temsil edildiginin ele
alinmasidir. Ginimzln en g¢ok tartisilan konularindan biri, yapay zekanin insanliga
hizmetini siirdrecegi mi yoksa ileride insanlikla yapay zekanin karsi karsiya mi gelecegi
sorusudur. incelenen filmde, insan niifusunun yok olmaya yiiz tuttugu ve artik
dinyanin insanlarin yasayabilecegi bir yer olmaktan ¢iktigi bir zaman dilimi
anlatilmaktadir. Distopik bir anlatimla islenen film, gelecegin yapay zeka turl olarak
kabul edilen dordiinci nesil, 6z farkindahgi olan bir droid ile bir kiz gocugu arasindaki
yasamsal dongiyi konu almaktadir. Calismada ele alinan film, amagsal

orneklem yontemiyle segilmistir. Filmde yer alan sahneler ve séylemler yapay zeka
teknolojileriyle 6rtismekte midir, filmde yer alan sahne ve sdylemler yapay zeka
teknolojileriyle nasil 6rtiismektedir? sorularina yanit aranmistir. Teun A. van Dijk’in
sinema filmlerine uyarlanmis sdylem analiz yontemi ile filmdeki sahne ve séylemler
analiz edilmistir. incelenen filmde elde edilen bulgulara gére yapay zekanin bedensel
ozellikler harig insan 6zelliklerini tasidigl ve hatta insani kendi yetistirerek insandan
daha Ustiin bir konumda temsil edildigini soylemek mimkiindir. Metaforik agidan
bakildiginda droid’in yetistirdigi kiz, tir olarak yapay zekadan geri kalmistir ve
sorgulama gibi yetenekleri sonradan kazanmaktadir. Filmde insan ve yapay zeka
arasindaki sinirin belirsizlestigi hatta yapay zekanin insandan Ustiin bir konumda temsil
edildigini soylemek mumkinddr.

Anahtar Kelimeler: Yapay Zeka, Teknoloji, Soylem Analizi, Sinema, Temsil.
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ABSTRACT

Bu galismanin amaci “I Am Mother” filminde, yapay zekanin nasil temsil edildiginin ele
alinmasidir. Ginimuziin en ¢ok tartisilan konularindan biri, yapay zekanin insanliga
hizmetini stirdlirecegi mi yoksa ileride insanlikla yapay zekanin karsi karsiya mi gelecegi
sorusudur. incelenen filmde, insan niifusunun yok olmaya yiiz tuttugu ve artik
diinyanin insanlarin yasayabilecegi bir yer olmaktan ¢iktigi bir zaman dilimi
anlatilmaktadir. Distopik bir anlatimla islenen film, gelecegin yapay zeka tiri olarak
kabul edilen dordiinci nesil, 6z farkindaligi olan bir droid ile bir kiz gocugu arasindaki
yasamsal donglyil konu almaktadir. Calismada ele alinan film, amagsal 6rneklem
yontemiyle secilmistir. Filmde yer alan sahneler ve sdylemler yapay zeka
teknolojileriyle 6rtigmekte midir, filmde yer alan sahne ve sdylemler yapay zeka
teknolojileriyle nasil 6rtiismektedir? sorularina yanit aranmistir. Teun A. van Dijk’in
sinema filmlerine uyarlanmis sdylem analiz yontemi ile filmdeki sahne ve soylemler
analiz edilmistir. incelenen filmde elde edilen bulgulara gére yapay zekanin bedensel
ozellikler harig insan 6zelliklerini tagidigl ve hatta insani kendi yetistirerek insandan
daha Ustiin bir konumda temsil edildigini soylemek mimkindir. Metaforik agidan
bakildiginda droid’in yetistirdigi kiz, tir olarak yapay zekadan geri kalmistir ve
sorgulama gibi yetenekleri sonradan kazanmaktadir. Filmde insan ve yapay zeka
arasindaki sinirin belirsizlestigi hatta yapay zekanin insandan Gstin bir konumda temsil
edildigini soylemek mimkinddar.

Keywords: Yapay Zeka, Teknoloji, S6ylem Analizi, Sinema, Temsil.
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OZET

GUnumz piyasasinda Urin gesitliliginin fazlaligi ve rekabetin artmasindan dolayi
pazarlamacilarin musterileri elde tutmasi her gegen giin zorlagsmaktadir. Pazarlamacilar
misterilerini memnun etmek igin yeni stratejiler bulmakla beraber firmanin karini
artirma amagli uluslararasi pazarlara girmeyi hedeflemektedirler. Bu ¢alisma tarama
yénteminin kullanildigi betimsel bir arastirmadir. Calisma grubunu Azerbaycan’in
baskenti Bakii’de bulunan Hazar Universitesi ve Tiirkiye’deki istanbul Maltepe
Universitesinde iletisim Fakiiltesinde egitim alan 3. ve 4. sinif 8grencileri arasindan
181’i kadin, 99’u erkek olmak tizere toplamda 280 6grenci olusturmaktadir. Calismanin
sonucu olarak ankete katilan 6grencilerin LC Waikiki ve Zara markasini tercih etme
nedenlerinin iki Ulkeye gore farklilik gosterdigi gorilmustar.

Anahtar Kelimeler: Marka, Pazarlama, Uluslararasi Pazarlama, Misteri Memnuniyeti
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ABSTRACT

In today's market, due to product variety and increasing competition, it becomes more
difficult for marketers to keep their customers. Marketers aim to enter the
international markets to increase the profits of their companies while finding new
strategies to satisfy their customers. This study is a descriptive study using screening
method. The sample of this study consists of third and forth grade students, as 181
female and 99 male students, 280 students in total, enrolled in the Faculty of
Communication in Azerbaijan Khazar University in Baku and Istanbul Maltepe
University in Turkey. As a result of this study, it has been seen that the reasons of
choices of the students who participated in the survey differ in accordance with the
two countries.

Keywords: Brand ,Marketing,International Marketing,Customer satisfaction
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OZET

Savas gazeteciligi, TUrkiye’nin komsularinda meydana gelen savaglar dogrultusunda 6nemli
bir uzmanlik alani olmustur. iletisim teknolojilerindeki déniisiimler gazetecilik alaninda da
degisimlerin yasanmasina neden olmus bu gelismelerin bir sonucu olarak haber iletimi hizh
ve garpici bir sekilde gelisme gostermistir. Kirim Savagsi (1853-1856) modern savag
gazeteciliginin baslangic noktasi olarak kabul edilmektedir. 1960’lardaki Vietnam Savasi
haberlerini olusturan fotograflar, Amerikan hiikiimetinin basarili bir sekilde savasi
yurttmesinin 6nlinde bir engel olarak gorilmektedir. Teknolojinin hizla ilerlemesiyle insanlar
savaslari evlerinde canli bir sekilde izlemeye baslamis 6zellikle |. Korfez Savasi’'nda savas
mubhabirlerinin ¢atisma bolgesinden canli yayin yapmasiyla birlikte hiper-gerceklik (gercek
Otesi) tartismalarinin fitilini ateslemistir. Bu konuya ayri bir bakis agisi kazandiran Fransiz
sosyolog Jean Baudrillard ‘Korfez Savasi olmadi’ iddiasiyla bilinen gergek algisini alasagi
etmis, aslinda bu savasin televizyon ekranindan ibaret oldugunu belirtmistir. Gliniimiizde
hareketli goriintiiniin tiim gliciine ve yadsinamaz etkisine ragmen, yazili ve gorsel-isitsel
medyada haberi olusturan unsurlar arasinda fotograf dnemini hala korumaktadir. Unlii
Fransiz savas fotografcisi Patrick Chauvel, fotografin savas alanlarindaki durumu diinyaya
anlatan bir sembol oldugunu belirtmektedir. Bu baglamda ¢alismada 24 Subat 2022
tarihinde Rusya’nin Ukrayna’daki Donbas Bolgesi’ne saldirmasiyla baglayan Rusya-Ukrayna
Savasi’'nin ilk bes gliniindeki haber fotograflari ele alinmis olup arastirmanin 6rneklemini,
farkli ideolojileri ve farkh yonetim yapilari gozetilerek segilen Hurriyet, Sozci ve Yeni Safak
gazeteleri olusturmaktadir. Calismada hakikatin basinda fotograf lizerinden nasil
sunulduguna odaklanilmistir. Bu baglamda ‘yargisal 6rneklem’ yontemiyle (segmece yontem)
belirlenen savas fotograflari onlari olusturan 6zne kategorileri gézetilerek temel tasarim
ilkeleri baglaminda incelenmistir. Fotograflarin sunulus bicimlerinde yaratilan anlam
insasinda tasariminin etkinligi Gzerine tartisma yaratilmasi amaglanmistir. Calisma haber
fotografcihginin etkinligine dair sorgulamalara odaklanarak, fotograflarin insa ettigi mitler
Uzerinden degerlendirilmesinden dolayi nemlidir. Dahasi, arastirmanin sicak savasin devam
ettigi glinlerde gercgeklestirilmis olmasi ve benzer ¢alismalarin azligi nedeniyle alan yazina
saglayacag katkilardan dolayl 6nemli oldugu distintiimektedir.

Anahtar Kelimeler: Savas fotograflari, fotograf, gorsel tasarim, hakikat 6tesi, anlam,
gostergebilim, imge, toplumsal gergeklik, savas gazeteciligi, hiper-gerceklik, gorsel iletisim,
iletisim
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ABSTRACT

War journalism has become an important area of expertise in line with the wars taking place
in Turkey's neighbors. Transformations in communication technologies have also led to
changes in the field of journalism, and as a result of these developments, news transmission
has developed rapidly and strikingly. The Crimean War (1853-1856) is considered the
starting point of modern war journalism. The photographs that made up the Vietnam War
news in the 1960s was seen as an obstacle to the successful conduct of the war by the
American government. With the rapid progress of technology, people started to watch the
wars live in their homes, especially in the First Gulf War, when war correspondents
broadcast live from the conflict zone, hyper-reality (post-real) discussions ignited. French
sociologist Jean Baudrillard, who brought a different perspective to this issue, overturned
the well-known perception of reality with the claim that "the Gulf War did not happen", and
stated that this war consisted of a television screen. Today, despite all the power and
undeniable effect of the moving image, photography still maintains its importance among
the elements that make up the news in the written and audio-visual media. Famous French
war photographer Patrick Chauvel states that photography is a symbol that tells the world
the situation on the battlefields. In this context, the news photos of the first five days of the
Russia-Ukraine War, which started with Russia's attack on the Donbas Region in Ukraine on
February 24, 2022, were discussed in the study. and the sample of the research was
Hirriyet, So6zci and Yeni Safak, which were selected considering different ideologies and
different administrative structures form newspapers. The study focuses on how the hiper-
truth is presented in the press through photography. In this context, war photographs
determined by the 'judicial sampling' method (selective method) were examined in the
context of basic design principles by considering the subject categories that make up them.
It is aimed to create a discussion on the effectiveness of design in the construction of
meaning created in the way the photographs are presented. The study focuses on the
questioning of the effectiveness of news photography. Moreover, the study is important
because it is evaluated through the myths that the photographs construct. It is a fact that, it
is thought that the research is important due to its contribution to the literature due to the
fact that it was carried out during the days of the hot war and due to the scarcity of similar
studies.

Keywords: war photos,visual communication,visual design,beyond the truth,post-
truth,social reality,war journalism,image,communication
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OZET

Covid 19 salgini, kaltiir kurumlarinin sergi igerigini ¢evrimici olarak sergilemesi igin acil bir
gereklilik yaratti. Sadece bireysel eserlere odaklanarak dijital alanda fiziksel bir sergiyi taklit
eden sanal turlarin sinirl bir mekansal deneyim sundugunu fark ettik. Sergi yapma, bir sergi
alaninin mekansal ve mimari baglamiyla oldukga bitiinlesmis bir sergileme dizeni
araciligiyla bir bilgi Gretim siirecidir. Fiziksel bir sergide, mekan, mekan, duvar bélmeleri,
nesnelerin gruplandiriimasi ve yan yana getirilmesi ile ilgili kiiratoryel kararlar ve diger
sergileme stratejileri, izleyicinin uzamsal bir deneyimin pargasi olarak nesnelerle karsilastigi
bu diizeni yaratir. Nesnelerin "sahnelenmesi", belirli bir mekansal diizende nesneler
arasinda iliskisel anlatilar olusturan bir sergi icinde bir "akis" ve olasi "gezinme" rotalari
yaratir. Bu ¢alisma, fiziksel sergilerin dijital gosterimlere donustlriilmesinde temel bir endise
olarak mekansal iliskisellige odaklanmaktadir. Bu makale, iletisim Tasarimi 6grencileriyle
diizenlenen bir galistayin sonuglarini inceleyerek, dijital icerigi gorintiilemek igin sahneleme
ve gezinme olanaklarinin mevcut kullanimini tartismayi amaglamaktadir. Sanal sergilerde
uzamsallik deneyimindeki temel sorunlari ve sinirlamalari vurgulayacaktir.

Anahtar Kelimeler: sanal sergiler, navigasyon, ¢evrimici goriintileme, sergilerde mekansal
deneyim
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ABSTRACT

The Covid 19 pandemic has created an urgent necessity for cultural institutions to
display exhibition content online. We recognized that virtual tours that imitate a
physical exhibition in digital space by simply focusing on individual artifacts are offering
limited spatial experience. Exhibition making is a process of knowledge production
through an order of display that is very much integrated into the spatial and
architectural context of an exhibition space. In a physical exhibition, curatorial
decisions regarding the site, space, wall divisions, grouping and juxtaposition of
objects, and other display strategies create this order through which the audience
encounters the objects as part of a spatial experience. The "staging" of objects creates
a "flow" and possible routes of "navigation" inside an exhibition that construct
relational narratives amongst the objects in that specific spatial layout. This study
focuses on the spatial relationality as a key concern for the translation of physical
exhibitions into digital displays. By examining the results of a workshop held with
Communication Design students, the paper intends to discuss the current use of
staging and navigation possibilities for displaying digital content. It will highlight the key
issues and limitations in the experience of spatiality in virtual exhibitions.

Keywords: virtual exhibitions,online display,navigation,spatial experience in exhibitions
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OZET

Dijital medyada etkilesimi ve katilimci klltlri talep eden bir eglence deneyimi
yaratmak amaciyla kurgulanan, mecralar-arasi hikaye anlatimi olarak tanimlanan
transmedya anlatilarda, hikdye mimkin oldugu kadar gok ve farkli medya
platformunda anlatilir ve hikayeye ait bilgilerin tim{nd barindiran tek bir kaynak
yoktur. Birbiriyle iliskili cok sayida karakter ve onlarin karmasik iliskilerine dayanan ve
kasith olarak bosluklarin birakildigi hikdye evreninde, izlerkitlenin/takipgilerin hikayenin
butlniinl kavramasi, ancak etkilesimle mimkandir. Hikayedeki eksiklikleri
tamamlamaya ¢alisan hayranlarin katilimi ile genisleyen transmedya anlatilarda,
cevrimici ve ¢evrimdisi diinya veya kurgusal diinya ile gergek diinya da birbirinin igine
gecer. Ayrica s6z konusu dijital igerigin farkl mecralara sistematik olarak dagilimi, yani
farkl tuketici gruplarin tercih ettigi farkli mecralarin kullanilmasi, bu dijital igerigin
pazarlama amaciyla kullanimina da hizmet eder. Medya sirketleri, 6zellikle dijital oyun
ve sinemada transmedya hikaye anlatimini bir is modeli olarak da kullanmaktadir. Bu
calismada, Riot Games sirketinin gelistirdigi ve 02.06.2020’de piyasaya slrdig
Valorant adli dijital oyundaki transmedya hikdye anlaticiligi ve pazarlama stratejileri,
Henry Jenkins’in “katilimci kilttr”, “yakinlasma” ve “kolektif zeka” kavramlari
Uzerinden, dokiiman incelemesi yontemiyle analiz edilir. Oyunda yaratilan hikaye
evrenine dair hayranlarin olusturdugu gorsel ve yazili igeriklerin ve bu igerikleri
yayinladiklari mecralarin, oyunun genislemesine nasil hizmet ettigi, karakterler ve oyun
oynama deneyimi ile iliskili olarak incelenir. Ayrica, bu siireg, bir is modeli olarak da
analiz edilir. Calismada elde edilen bulgulara gére; Volarant hayranlari Twitter,
Youtube, Twitch ve Instagram gibi mecralar izerinden paylastiklari igeriklerle oyundaki
hikaye evreninin genislemesine katkida bulunmakta ve bu igerikler, pazarlama araci
olarak kullaniimaktadir.

Anahtar Kelimeler: Transmedya hikdye anlatimi, katilimci kiiltar, hayran kiltird,
yakinlagsma, kolektif zeka
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ABSTRACT

The story is told on as many different media platforms as possible and there is no single
source that contains all the information about the story in transmedia narratives, which
are defined as telling a story across multiple platforms and which are designed to
create an entertainment experience demanding interaction and participatory culture in
digital media. In the story universe, which is based on many interrelated characters and
their complex relationships and where gaps are deliberately left, it is only possible for
the audience/followers to comprehend the whole story through interaction. The online
and offline world or the fictional world and real-world intertwine in transmedia
narratives as they are extended with the participation of fans who try to fill in the gaps
in the story. In addition, the systematic distribution of the above-mentioned digital
content on different platforms, that is, the use of different platforms preferred by
different consumer groups, also serves the use of this digital content for marketing
purposes. Media companies additionally use transmedia storytelling as a business
model, particularly in digital games and cinema. In this study, transmedia storytelling
and marketing strategies in the digital game Valorant, developed by Riot Games
company and released on 02.06.2020, are examined with document analysis method,
through Henry Jenkins' concepts of "participatory culture", "convergence" and
"collective intelligence". How the visual and written content generated by the fans
about the story universe in the game and the platforms where this content is
published, serve to extend the game are analyzed in relation to the characters and
gameplay experience. Furthermore, this process is analyzed as a business model in this
study. According to the findings obtained in this study; Valorant fans contribute to the
expansion of the story universe in the game with the content they share on platforms
such as Twitter, YouTube, Twitch, and Instagram, and this content is used as a
marketing tool.

Keywords: Transmedia storytelling, participatory culture, fan culture, convergence,
collective intelligence
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OZET

Dijital oyunlarda tiirler, oyundaki hikayeye gore degil, oyuncunun aktivitelerine gore,
yani oyun oynama deneyimine (gameplay) gore belirlenmektedir. Buna gore tir
siniflamasi yapildiginda, tirlerin sinirlarinin net olarak gizilemedigi ve tirlerin birbiri ile
cakistigi gozlemlenmektedir. Dijital oyunlarin hikayelerindeki tiirlerde ise sinemadaki
film tarlerinin kullanildigi tespit edilmistir. Sinemada, tir ilk ortaya ¢iktigi zamanlarda
sinirlari daha net gizilebilirken, zamanla tirler birbirinin igine gegmekte, dontismekte ve
melez turler ortaya ¢cikmaktadir. Oysa oyun hikayelerinde kullanilan turler halen klasik
tir 6zelliklerini takip etmektedir. Film tiirlerine dair bilimsel galismalar, tiirdeki kiltirel
uzlasimlar, tema, olay orgiisii, karakterler, mekan, ikonografi, vb. 6geleri tizerinedir.
Dijital oyunlardaki turlere iliskin az sayidaki bilimsel ¢alismada bu 6gelerin ve tlrin
alimlanma pratiklerinin incelenmedigi tespit edilmistir. Bu ¢calismada, dijital oyunlardaki
hikaye/anlati tirlerinin alimlanma pratiklerinin incelenmesi hedeflenmektedir.
Calismada, hikaye, olay 6rgist, karakter, mekan, zaman, vb. agilardan klasik western
tlriine 06zgl 6geler barindiran, bir acik diinya oyunu olan Red Dead Redemption I
oyunu 6rneklem olarak alinir. Amacg, klasik western film tlrine asina olmadigi
varsayilan dijital oyuncularin, oyunun western tiiriine 6zgu 6zelliklerini nasil
ahimladigini incelemektir. Bu nedenle bu oyunu oynayan 8-13 yas araligindaki 6 oyuncu
ile yari-yapilandirilmis derinlemesine gorisme gergeklestirilir. Katilimcilara, oyun
oynama deneyimleri ve western’in karakteristiklerine dair sorular yoneltilir. Elde edilen
bulgulara gore, katilimcilarin Red Dead Redemption Il oyununu tercih etme ve oynama
nedenleri, oyundaki hikaye, oyunun grafik 6zellikleri ve oynanistir. Oyuncular her ne
kadar hikayesi nedeni ile oyunu tercih etseler de western tiiriine 6zgii 6zelliklerin
timune odaklanma egiliminde degillerdir. Daha ziyade oyunun oynanisina (gameplay)
odaklandiklari gézlemlenmistir.

Anahtar Kelimeler: Dijital oyun tirleri, Western, dijital oyuncu, oyun oynama deneyimi,
alimlama pratikleri
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ABSTRACT

In digital games, genres are determined not based on the story in the game, but based
on the activities of the player, that is gameplay. When game genres are classified based
on above-mentioned criteria, the boundaries of genre are not identified clearly, and
genres overlap with each other. It has been determined that film genres are used in the
genres of the stories of digital games. In cinema, the boundaries of the genre were
identified more clearly when it first emerged, but over time, genres have intertwined,
transformed and hybrid genres has emerged. However, the genres used in the stories
of digital games still follow the classical genre characteristics. Scientific studies on film
genres examine the following elements: Cultural conventions in the genre, theme, plot,
characters, setting, iconography, etc. It has been determined that the few scientific
studies on genres in digital games do not examine the reception practices of genres
and these elements. In this study, it is aimed to examine the reception practices of
genres in the stories/narratives of digital games. In the study, Red Dead Redemption II,
an open world game, is taken as a sample since it includes some classical Western
elements, such as story, plot, character, setting, time, etc. The aim is to examine how
digital players, who are supposed to be unfamiliar with the classic western genre,
receive the western-specific features of the game. For this reason, semi-structured in-
depth interviews are conducted with 6 players aged 8-13 who play this game.
Participants are asked about their experience of playing the game and the
characteristics of the western. According to the findings, the reasons for the
participants to prefer and play Red Dead Redemption Il are the story in the game, the
graphic features of the game and the gameplay. Although the players prefer the game
because of its story, they do not tend to focus on all the features specific to the
western genre. It has been observed that they mostly focus on the gameplay.
Keywords: digital game genres, Western, digital gamer, gameplay,reception practices
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OZET

Amag: Turkiye'nin en biylk 500 sirketinde B2B (Business-to-Business) ve B2C (Business-to-
Consumer) is alanlarindaki sirketlerde CRM'nin (Mdisteri iliskileri Yénetimi) miisteri
memnuniyeti ve satis profesyonellerinin satis performansi tizerindeki etkilerini
degerlendirmek ( Sermaye 500).

Yéntem: Evren, Tirkiye'de B2B ve B2C i alanlarinda CRM kullanan sirketler, 6rneklem ise
Turkiye'nin 2019 cirosunu resmi olarak agiklayan ve Fortune 500 olarak belirlenen en biiyik
500 sirketinde CRM kullanan satis, pazarlama ve ilgili alanlarda galisan ¢alisanlari oldu.
Calisma verileri Perlego arastirma sirketinin deneyimli bir gériismecisi tarafindan telefonla
anket yontemi kullanilarak toplanmig ve 5'li Likert soru tipi yaklagimi kullanilmigtir.

Fortune 500 sirketlerinden 380'i CRM kullandigini agikladi. CRM kullanacagini beyan eden
firmalarda 103 kisi goriismeyi kabul etti, 55 kisi reddetti.

Sonuglar: CRM sisteminin kullanimi miisteri memnuniyetini dnemli 6lgtide artirmaktadir.
CRM kullanim verimliligi ile musteri performansi arasindaki iliskide, musteri memnuniyetinin
tam bir araci degisken oldugu gorilmektedir. CRM sistemi kullanim verimliligi ve musteri
memnuniyeti gibi bagimsiz degiskenlerin birlikte satis stirecinin etkinligi izerinde anlamli bir
pozitif etkiye sahip oldugu gozlemlenmistir.

Tartisma: Calisma, hem B2B hem de B2C is alanlarinda ¢alisanlar tarafindan CRM
kullaniminin etkinliginin kavramsal bir model olarak degerlendirildigi ilk calismadir.
Teknolojinin glinimizde nasil kullanildigini ve kabul edildigini anlamanin 6neminin yani sira,
CRM kullaniminin sirketler igin kritik olan miisteri memnuniyeti ve satis performansi
Uzerinde de olumlu etkisi oldugu ortaya gikti.

Anahtar Kelimeler: 1. B2B, 2. B2C, 3. CRM, 4. Misteri Memnuniyeti, 5. Satis, 6. Satis
Performansi
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ABSTRACT

Aim: To evaluate the impacts of CRM (Customer Relationship Management) on
customer satisfaction and sales performance of sales professionals in companies in B2B
(Business-to-Business) and B2C (Business-to-Consumer) business areas in Turkey's
largest 500 companies (Fortune 500).

Method: Universe was companies, using CRM in B2B and B2C business areas in Turkey,
and sample was employees who work in sales, marketing and related fields using CRM
in Turkey's largest 500 companies that officially declared their 2019 turnover and
determined as Fortune 500.

Study data were collected by Perlego research company’s an experienced interviewer
using telephone survey method and 5-point Likert question type approach was used.
380 of Fortune 500 companies declared that they used CRM. 103 people in companies
that declared to use CRM agreed to be interviewed, 55 people refused.

Results: Usage of CRM system significantly increases customer satisfaction. In
relationship between CRM usage efficiency and customer performance, it is seen that
customer satisfaction is a complete mediator variable. It is observed that independent
variables as CRM system usage efficiency and customer satisfaction together have a
significant positive effect on sales process effectiveness.

Discussion: Study was the first one in which effectiveness of CRM usage by employees
in both B2B and B2C business areas was evaluated as a conceptual model. In addition
to importance of understanding how technology was used and accepted today, it
revealed that usage of CRM had a positive effect on customer satisfaction, which was
critical for companies, and also on sales-related performance.

Keywords: 1. B2B, 2. B2C, 3. CRM, 4. Customer Satisfaction, 5. Sales, 6. Sales
Performance
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OZET

Dijital oyunlar oynayarak bulytyen bir neslin kendi oyunlarini Gretmeye baslamasiyla
birlikte dijital oyunlar sadece eglendirme amaciyla uretilmekten ve gorilmekten gikmis,
egitme ya da farkindalik yaratma gibi sosyal degisim saglayan amaglarla da Uretilmeye
baslamistir. Teknolojinin gelismesi ve oyun oynama aliskanhklarimizin da sanal
gerceklik, artinlmis gerceklik, karma gergeklik gibi yeni tiriin ve deneyimlerle degismeye
baslamasiyla dijital oyun Gretimi gelismis ve tasarimciyi sadece gorsel degil farkli
disiplinleri kullanarak da Uretim yapmaya yonlendirmistir. Oyunlar lireten tasarimci,
yazilimci ve fikir sahiplerinin toplumsal sorunlara daha duyarl olmalari trettikleri
islerde de gorlilmeye baslamis hatta aktivist hareketlerin igerisinde de yer

almistir. Ortaya gikan yeni Griin, deneyim ve yaratim bigimleriyle birlikte sosyal degisim
icin yapilan oyunlar gittikge artmis, farkli toplumsal sorunlara ¢6ziim Giretmeyi ya da
isaret etmeyi amaglamistir. Bu ¢alismada 6 milyondan fazla oyuncusu bulunan
Minecraft platformunun egitim oyunlari ve oyunlarla sosyal degisim yaratmayi
amaglayan bir platform olan Games For Change oyunlari tasarim ve konu agisindan
incelenecektir.

Anahtar Kelimeler: Oyunlarla degisim, sosyal degisim, oyunla 6grenme, games for
change, minecraft education, dijital oyunlar
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ABSTRACT

As a generation that grew up playing digital games started to produce their own
games, digital games have ceased to be produced and seen for entertainment purposes
only, but have also begun to be produced for social change purposes such as educating
or raising awareness. With the development of technology and our gaming habits
starting to change with new products and experiences such as virtual reality,
augmented reality and mixed reality, digital game production has developed and has
led the designer to produce not only visually but also using different disciplines. The
fact that the designers, software developers and idea owners who produce the games
are more sensitive to social problems started to be seen in the works they produced
and even took part in the activist movements. With the emerging new products,
experiences and forms of creation, the games for social change have increased
gradually, aiming to produce solutions or point out different social problems. In this
study, educational games of the Minecraft platform, which has more than 6 million
players, and Games For Change, a platform that aims to create social change with
games, will be examined in terms of design and subject.

Keywords: Change with games, social change, learning with games, games for change,
minecraft education, digital games
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OZET

Bu ¢alismanin amaci, son dénemde oldukga tartisilan olgulardan olan deepfake
videolarin Ukrayna-Rusya savasi baglaminda nasil kullanildigini ele almaktir. Bu
noktadan yola ¢ikarak, Baudrillard’in simiilasyon-similakr kavramlari, post-truth ve son
olarak ortaya ¢ikan deepfake teknolojisi tartigilacak ve Ukrayna-Rusya savasi
baglaminda karsilikli olarak resmi ya da gayri resmi olarak kullanilan 10 deepfake video
sinematografik ve teknik agidan incelenecektir. Bu hedef dogrultusunda iki arastirma
sorusu formile edilmistir. Bunlardan ilki, (51) Ukrayna ve Rusya tarafinin yayinladig
deepfake videolarin sinematografik 6zellikleri ve teknik agidan temel farkliliklari
nelerdir? ikincisi ise, (52) bu videolarin bati basinindaki yayilma giicii ve etkisi nasil
olmustur? Bu galisma sonucunda, gergek ile sahtenin muglaklastigi ginimuzde
Baudrillard’in kavramlarinin giincelligiyle beraber deepfake teknolojisinin algilari nasil
degistirebilecegi lizerine degerlendirmeler ortaya konulacaktir. Ayrica, deepfake
videolarin ilerleyen yillarda ne gibi sonuglar doguracagi tizerine tartismaya gidilecektir.
Bununla beraber medya okuryazarhgi konusunda ve baglantili olarak deepfake ile nasil
micadele edilebilecegi hususunda oneriler ortaya konulacaktir. Bu galisma, konunun
glncelligi ve Tirkge literatiirde azligi nedeniyle sonuglari itibariyle olduk¢a 6nemli bir
¢ikis yolu olusturmaktadir.

Anahtar Kelimeler: deepfake, simiilasyon, ukrayna, rusya, savas
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ABSTRACT

This study aims to discuss how deep fake videos are used in the context of the Ukraine-
Russia war. From this point of view, Baudrillard's concepts of simulation-simulacrum,
one of the most popular terms of today's mediascape post-truth and finally emerging
deep fake technology will be discussed and ten deep fake videos that are used
mutually or unofficially in the context of the Ukraine-Russia war will be examined from
a cinematographic and technical point of view. In line with this goal, two research
questions were formulated. First of these, (Q1) What are the cinematographic features
and technical differences of the deep fake videos published by Ukraine and Russia?
Secondly, (Q2), how was the dissemination power and effect of these videos in the
western press? As a result of this study, evaluations will be made on how deep fake
technology can change perceptions, along with the actuality of Baudrillard's concepts
in today's world where the real and the fake are blurred. In addition, there will be a
discussion on what kind of consequences deep fake videos will have in the coming
years. In addition, suggestions will be made on media literacy and how to fight deep
fake in connection with it. This study constitutes a significant way out in terms of its
results due to the topicality of the subject and its scarcity in Turkish literature.
Keywords: deepfake, simulation, ukraine, russia, war
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OZET

Tasarim problemlerine getirilen ¢6zim onerilerinde etkili tasarim olasiliklarinin
belirlenmesi sosyal medyada 6nem tasimaktadir ancak teknoloji ve hiz kavramlari,
erisim konusunda zamanlama ve mesleki yetersizlikler, tasarim sirecinin 6nemli
etmenlerinin gbzardi edilmesine ana konusundan uzak tasarimlar olusturulmasina
neden olmaktadir. Bu etmenler yanls olusturulan bilgi kirliligi kadar dijital bir gorsel
kirlilige de sebep olmaktadir. Calismada sosyal medyanin gorsel tasarim siirecinde
tanimlanabilir olmasi, ayirt edici 6zelliklerinin belirlenmesine iliskin gorsel iletisim
sorunlari irdelenecektir. Segilen tasarimlar grafik tasarim ilkeleri baglaminda
degerlendirilecektir. Getirilen ¢6ziim 6nerileri ile sosyal medyada yer alan grafik
tasarimlarin iyilestirilmesi igin sahip olmasi gereken yaratici yaklasimlar dogrultusunda,
sosyal medyanin ritmine, giinlin sartlarina uyumlu tasarimlar olusturulmasi
amaglanmaktadir. Bu kapsamda incelenen grafik tasarim trlnlerinde, igeriklerin,
gorsellerin, resimlerin, illistrasyonlarin, fotograflarin kalitesine iliskin niteligin de
artmasi igin yapilmasi gereken ¢6ziim Onerileri tartisilacaktir. Tasarim ilkelerine uygun,
konusuyla 6rtiisen basarili tasarimlarla daha dogru sosyal medya igeriklerine ait
tasarimlar olusturulabilmesi baglaminda gorsel tasarimlarin konunun temel
unsurlarindan ayrilan bélimleri ile etkili bir tasarimi bozan unsurlar tespit edilerek,
hedef kitlenin dijital gorsel ylklerden uzaklastiriimasi hedeflenmektedir.

Anahtar Kelimeler: Grafik Tasarim, Dijitallesme, Gorsel Kirlilik, Sosyal Medya, Arayiiz
Tasarimi.

119
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ABSTRACT

Determining the possibilities of effective design in the solution proposals to design
problems is important in social media, but the concepts of technology and speed,
timing and professional inadequacies in access cause the important factors of the
design process to be ignored and designs that are far from the main subject to be
created. These factors cause digital visual pollution as well as misinformation pollution.
In the study, the visual communication problems related to the identification of social
media in the visual design process and the determination of its distinctive features will
be examined. Selected designs will be evaluated in the context of graphic design
principles. With the proposed solution proposals, it is aimed to create designs that are
compatible with the rhythm of social media and the conditions of the day, in line with
the creative approaches required to improve the graphic designs in the social media. In
this context, solution suggestions will be discussed in order to increase the quality of
the content, visuals, pictures, illustrations and photographs in the graphic design
products examined. In order to create designs for more accurate social media content
with successful designs that are compatible with the design principles and overlap with
the subject, it is aimed to remove the target audience from digital visual loads by
identifying the parts of the visual designs that differ from the basic elements of the
subject and the elements that disrupt an effective design.

Keywords: Graphic Design, Digitization, Visual Pollution, Social Media, Interface Design.
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OZET

Bu bildiride modern diinyada 6ne ¢ikan konulardan biri olan temsil meselesi bashgi
altinda yasli insanlarin konumunun ne oldugu degerlendirilmistir. Toplumdaki yasl
algisinin stereotiplerle sinirh oldugu varsayimindan hareket eden bu ¢alismada, kitle
iletisim araglarinda olusturulan yasli profillerinin izleyiciler tarafindan nasil
degerlendirildigi sorusuna cevap aranmistir. Calismanin yontemi derinlemesine
gbrisme olmustur. Calisma kapsaminda gorusulen kisilerden izledikleri yapimlardaki
yasli karakterleri fiziksel, psikolojik ve sosyal yonlerden analiz etmeleri istenmistir.
Ayrica bu kisilere yashhgin tanimini nasil yaptiklari sorularak, katiimcilarin izledikleri
karakterler ile gercek hayatta tanimladiklari yashhgin 6rtiisiip 6rtiismedigine
bakilmistir. Son olarak katilimcilar, yash insanlarin toplumdaki islevlerini
degerlendirmislerdir. Bu degerlendirme yapilirken katiimcinin iginde biyiadagi ve
yasadigi aile tlirG de bir belirleyici olarak kabul edilmistir.
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ABSTRACT

In this paper, the position of elderly people under the title of representation issue,

which is one of the prominent issues in the modern world, has been evaluated. Based

on the assumption that the perception of the elderly in society is limited to

stereotypes, this study seeks to answer the question of how the elderly profiles created
in the mass media are evaluated by the audience. The method of the study is in-depth
interview. The people interviewed within the scope of the study are asked to analyze
the old characters in the productions they watched in terms of physical, psychological,

and social aspects. In addition, by asking these people how they defined aging, it is

checked whether the characters they watched and the old age they defined in real life
overlapped. Finally, the participants evaluated the functions of older people in society.
While making this evaluation, the type of family in which the participant grew up and

lived is also accepted as a determinant.
Keywords: Agism, theory of modernism, representation, stereotype
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OZET

Turk isgilerinin is glicli anlasmalariyla 1961 yilindan baslayarak Avrupa'ya
goénderilmesinin ardindan 1964 yilinda Almanya’da KéIn Radyosu olarak da bilinen
Tirkge radyo yayinlari baglamis, bunu diger Ulkelerin kamu radyolarinda yapilan Tirkge
radyo yayinlari izlemistir. 1970’li yillarda Bati Avrupa’da devlet tekellerinin
yikilmasindan sonra da 6zel radyolarda Tirkge yayinlar yapilmaya baslanmis ve daha
sonra Tirklerin sahip oldugu radyolar da kurulmustur. Glinimiizde Kanada’dan Avrupa
tlkelerine, Balkanlar’dan Avustralya’ya kadar diinyanin birgok tlkesinde gerek karasal
yayin Uzerinden gerekse de internet Gzerinden elli civarinda Tirkge radyo yayini
yapilmaktadir.

Belgika’da da 1980'li yillarda Limburg ve Liege kentlerindeki Tirk iscilere yonelik Tirkge
radyo yayinlari baslamistir. Bu yayinlari 1987 yilinda baskent Briiksel yoresine yayin
yapan Radyo Panik buinyesindeki FM Turkuaz adli program izlemistir. Liege ve Charleroi
kentlerindeki farkli radyolarda da Tirkge programlar yapilmistir. 2005 yilinda Briiksel’de
kurulan Pasa Radyo Belgika’nin Turklerce kurulan ve 7/24 yayin yapan ilk Ttirk radyosu
olmustur. Glinimizde Belgika'da biri Briiksel'de yayin yapan Gold FM, digeri Liege'deki
Turkuaz FM olmak lizere yasal izinle Tiirkge karasal yayin yapan iki Tirk radyosu
bulunmaktadir. Giinlimizde dijitallesmenin sagladigi yeni olanaklarla yurt disinda gok
sayida Tirkge internet radyosu kurulmustur. 1999 yilinda Hollanda’dan yayin yapmaya
baslayan Radyo Deniz Diinyanin ilk Tiirkge internet radyosu olmustur. Belgika'nin ilk
Tirkge internet radyosu ise Zaventem’den 10 Ocak 2022 tarihinde yayina baslayan
“Radyo Gar” olmustur. Yedi farkli program ve sekiz programcinin galistigi Radyo Gar’in
yayinlari www.radyogar.com adresinden ve radyonun mobil uygulamasiyla
dinlenebildigi gibi, sosyal medyada da es zamanl canli stiidyo goriintiileriile
desteklenerek takip edilebilmektedir. Bu ¢calismada daha 6nce literatire hig girmemis
Belgika’nin ilk Turkge internet radyosu Radyo Gar hakkinda betimleyici bir analiz
yapilacaktir. Yakin zamanda radyoya yapilan ziyaretin gozlemleriyle, kurucu ve
programcilariyla yapilan goriismelerden de veri olarak yararlanilacaktir.

Anahtar Kelimeler: Belgika, Tiirkce, internet Radyoculugu, Radyo Gar
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ABSTRACT

After Turkish workers were sent to Europe starting from 1961 with labor agreements,
Turkish radio broadcasts, also known as Cologne Radio, started in Germany in 1964,
followed by Turkish radio broadcasts in public radios of other countries. After the
collapse of state monopolies in Western Europe in the 1970s, Turkish broadcasts began
to be made on private radios, and later, Turkish-owned radios were also established.
Today, around fifty Turkish radio broadcasts are made in many countries of the world,
from Canada to European countries, from the Balkans to Australia, both over terrestrial
broadcasting and over the internet. In Belgium, in the 1980s, Turkish radio broadcasts
for Turkish workers in the cities of Limburg and Liege started. These broadcasts were
followed by a program called FM Turkuaz within Radio Panik, which broadcasts to the
capital Brussels region in 1987. Turkish programs were also broadcast on different
radios in the cities of Liege and Charleroi. Established in Brussels in 2005, Pasa Radio
became the first Turkish radio in Belgium to be established by Turks and broadcast
24/7. Today, there are two Turkish radio stations in Belgium, Gold FM broadcasting in
Brussels and Turkuaz FM in Liege, broadcasting in Turkish with legal permission. Today,
with the new opportunities provided by digitalization, many Turkish internet radio
stations have been established abroad. Radio Deniz, which started broadcasting from
the Netherlands in 1999, became the world's first Turkish internet radio. Belgium's first
Turkish internet radio was "Radyo Gar", which started broadcasting from Zaventem on
January 10, 2022. The broadcasts of Radio Gar, where seven different programs and
eight programmers work, can be listened to at www.radyogar.com and the mobile
application of the radio, as well as followed by simultaneous live studio images on
social media. In this study, a descriptive analysis will be made about Radio Gar,
Belgium's first Turkish internet radio, which has never been in the literature before.
Observations made during the recent visit to the radio and interviews with
programmers will also be used as data.

Keywords: Belgium,Turkish,internet Radios ,Radio Gar
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OZET

Dijitallesen ve gesitlenen iletisim araglari, sektorleri ve endustrileri donistirmeye
zorlamaktadir. Bu zorunluluk, ¢cesitlenen ve ¢ok yonli bir hal alan iletisim araglarinin
etkin kullanimina yonelik egitim planlamalarinin ylksek oranda talep gérmesine sebep
olmaktadir. Yeni nesil iletisim araglarinin satis ve pazarlamaya olan etkisini
anlamlandirmak Gzerine kuruludur. Bu amaglara yonelik organize edilen egitimlerin
icerigini ve kapsamini dogru algilamak, Tirkiye'deki dijital ve sosyal medya pazarlama
yaklagimlarini anlayabilmek igin katihmci profillerini incelemek gerekmektedir. Bu amag
dogrultusunda, ¢alisma igerisinde, 2021-2022 yillari igerisinde dijital ve sosyal medya
pazarlama sertifika programlarina katilan 250 katihmci profili ve beklentisi
incelenmistir. Egitim katimcilari ve kurum rastgele ve génullilik prensiplerine dayali
olarak 6rneklem olusturulmustur. Betimsel analiz yontemleri ile incelenmis, yeni nesil
pazarlama egitimi konusundaki motivasyonlari, ilgileri ve beklentileri
degerlendirilmistir. TUrkiye'de alandaki ihtiyaci ve durumu degerlendirebilmek istihdam
yapisi igin sonuglar tartisiimistir. Ayrica, ¢calisma kapsaminda elde edilen yan bulgular
sayesinde, Tirkiye'de dijital ve sosyal medya kullaniminin ticari katkisi ve etkisi
degerlendirilmistir.

Anahtar Kelimeler: sosyal medya pazarlama, dijital medya pazarlama, sertifika
programi, betimsel analiz, e-pazarlama, 6grenci profili
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ABSTRACT

Digitalizing and diversifying communication tools force sectors and industries to
transform. This necessity causes high demand for training plans for the effective use of
diversified and versatile communication tools. It is based on making sense of the
impact of new generation communication tools on sales and marketing. In order to
correctly perceive the content and scope of the trainings organized for these purposes,
and to understand the digital and social media marketing approaches in Turkey, it is
necessary to examine the participant profiles. For this purpose, 250 participant profiles
and expectations participating in digital and social media marketing certificate
programs between the years 2021-2022 were examined. The training participants and
the institution were randomly selected and a sample was formed based on the
principles of volunteering. It has been examined with descriptive analysis methods, and
their motivations, interests and expectations about new generation marketing
education have been evaluated. In order to evaluate the need and situation in the field
in Turkey, the results for the employment structure are discussed. In addition, thanks
to the side findings obtained within the scope of the study, the commercial
contribution and impact of the use of digital and social media in Turkey was evaluated.
Keywords: social media marketing, digital media marketing, certificate program,
descriptive analysis, e-marketing, student profile
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OZET

Tirk sinema tarihinin 6nemli bir cliziinG olusturan Yesilgam endustrisi hakkinda kapsamli bir
literatlir olmasina karsin tslup ve bigim konularini ele alan galismalar gorece sinirli kalmigtir.
Yesilgam filmlerinin Gslup 6zellikleri, basta yonetmenler olmak tizere sinema profesyonellerinin
yaratici tercihlerinin yani sira endustrinin is modeli, devletin vergi rejimi, bélge isletmeciligi
sistemi, negatif kotasi ve yerel film tiirlerinin yapisi gibi birgok yapisal etmenin etkisi altinda
sekillenmistir. Dolayisiyla Yesilcam sinemasinda Uslup, cok katmanl ve karmasik bir konudur. Bu
karmasik yapiyi anlayabilmek, kapsamli bir 6rneklem kullanmay, filmlerin slup 6zelliklerine iligkin
boylamsal nitelikte veri setleri tiretmeyi ve veri setlerini hem kendi iglerinde hem de filmlerin
tretildigi baglamla iliski icinde analiz etmeyi zorunlu kilmaktadir. Bu bildirinin odaginda, kisa adi
DOVYesilgam olan ve TUBITAK tarafindan desteklenen Tiirk Sinema Tarihine Veriye Dayall, Dijital ve
Acik Bir Yaklasim: Yesilcam Filmlerinin Uslup Ozelliklerinin incelenmesi baslikli proje yer almaktadir
(Proje numarasi: 121K697. Proje dénemi: Kasim 2021-Haziran 2024). DOYesilcam, Dijital insan
Bilimleri, sinema tarihi ve film Gslubunun istatistiksel analizi alanlarinin kesisiminde yer alan
disiplinlerarasi bir projedir. Proje kapsaminda, dogrusal olmayan kurgu programlari ve ara
yazilimlar kullanilarak filmlerin Gslup 6zelliklerine iliskin veri Gretilmesini saglayacak bir is akisi
olusturulacak, bu is akisi kullanilarak yaklasik 550 Yesilgam filminin tslup 6zelliklerine ait kapsamli
bir veri seti yaratilip agik olarak paylasilacak ve s6z konusu veri seti analiz edilerek
gorsellestirilecektir. DOYesilgam, bir yandan dijitallesmenin sonuglarindan beslenirken diger
yandan bu stirece eklemlenen bir projedir. Bildirinin amaci, DOYesilgam projesinin kapsam ve
amaglarini tanitmak, proje kapsaminda gelistirilen 6zgln veri Gretim yontemini paylasmak ve
projenin ulastigl mevcut durumu 6zetlemektir. Bu gergevede, hem projenin hem de proje
kapsaminda kullanilan yontem ve yaklasgimlarin, Tirk sinema tarihi ¢alismalarina yapmasi
ongorulen katkilar tartisilacaktir. Bildiride ayrica, veri setlerine dayali bir yontemin, Turk sinema
tarihinin diger sinemalarla karsilagtirmali olarak incelenmesi bakimindan tasidigi potansiyel de ele
alinacaktir.

Anahtar Kelimeler: sinema tarihi, Yesilcam, Dijital insan Bilimleri, film tslubunun istatistiksel
analizi, Tirk sinemasi
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ABSTRACT

Although there is a comprehensive literature on the Yesilcam industry, which constitutes an
important part of Turkish cinema history, studies dealing with style and form have been
relatively limited. The stylistic features of Yesilgam films are shaped by the creative
preferences of film professionals, particularly the directors, as well as the influence of many
structural factors such as the industry's business model, the state's tax regime, the regional
management system, negative film quotas, and the structure of local film genres. Therefore,
style in Yesilcam cinema is a multi-layered and complex subject. Understanding this
complexity requires using a comprehensive sample, creating longitudinal datasets on the
stylistic features of the films, and analyzing the datasets both within themselves and in
relation to the context in which the films were produced. The focus of this paper is the
research project titled A Data-driven, Digital and Open Approach to the History of Turkish
Cinema: Examining the Stylistic Features of Yesilgam Films, known with the acronym of
DOYesilcam and supported by the Scientific and Technological Research Council of Turkey
(Project ID: 121K697. Project period: November 2021-June 2024). DOYesilgam is an
interdisciplinary project located at the intersection of Digital Humanities, history of cinema
and the statistical analysis of film style. As part of the project, we develop a data generation
model for the stylistic features of films by using non-linear editing programs and standard
tools. DOYesilgam is a project that is both triggered by and articulated to the digitalization
process. The purpose of the paper is to introduce the scope and objectives of the
DOYesilgam project, to share its original data generation model, and to summarize its
current state. In this context, we will discuss the potential contributions of both the project
and the methods and approaches used in the project to the studies on Turkish cinema
history. In addition, we will discuss the potential of a data-driven method for studying
Turkish cinema in comparison with other cinemas.

Keywords: history of cinema, Turkish cinema, Yesilgam, Digital Humanities, statistical
analysis of film style
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OZET

Yetiskin egitimi en genel anlamiyla yetiskinlerin 6grenmesine yardim etme bilim ve
sanati olarak isimlendirilmektedir. Yetiskin egitimi, 6zellikle yetiskinler igin
dizenlenmis, tam zamanli ve slrekli olarak okula devam etmeyen kimselerin, bilerek
isteyerek bilgi ve anlayislarini gelistirmek, becerilerini artirmak, kisisel ve toplumsal
sorunlarina ¢éziim Uretmek, zevk ve tutumlarinda degisiklikler meydana getirmek
amaciyla diizenlenmis olan birbirine bagli ve diizenli faaliyetlerden olusan bir stiregtir.
Grafik tasarim, yaraticihgin yani sira teknolojiyi de kapsayan bir gorsel sanat disiplinidir.
sanatsal bir iretim olan grafik tasarim gerektiginde belli bir hedef kitleye belirli bir
mesajin verilmesini kolaylastirici bir iletisim araci olarak da kullanilabilmektedir.Dijital
sanat, geleneksel sanatin sinirlari disinda tireten sanallastirma, gogaltilabilme ve
erisilebilme 6zelligi kazandirmaktadir. Egitimde dijitallesme ile birlikte bireylerin
dislinme, Uretme, yaziya aktarma, gelistirme vb. egitim icerisinde yer alan rutin
faaliyetlerinin igeriginin degisime ugradigini soylemek miimkindir. Bu sekilde, egitimin
icerisinde dijital unsurlar, bireylerin hayalindeki ve yaratici diinyalarindaki unsurlari disa
vurmalari agisindan kolaylik saglamaktadir. Boylelikle katilimcilar hangi yastaki
ogrenciler olduklarina bakilmaksizin, katilimcilar kendilerine sunulan dijital unsurlari iyi
bir sekilde degerlendirmekte ve kendi sinirlarint miimkiin oldugunca agsmaya
¢alismaktadirlar. Sonug olarak yetiskin katimcilarin duygu ve disiincelerini ifade
etmeleri dijitallesme ile gelisen araglar ile daha da kolaylasmaktadir. Ornekler ile
galismalarin slreci ve sonucu gosterilir.

Anahtar Kelimeler: illistrasyon, grafik yetiskin egitimi
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ABSTRACT

Yetiskin egitimi en genel anlamiyla yetiskinlerin 6grenmesine yardim etme bilim ve
sanati olarak isimlendirilmektedir. Yetiskin egitimi, 6zellikle yetiskinler igin
dizenlenmis, tam zamanl ve slrekli olarak okula devam etmeyen kimselerin, bilerek
isteyerek bilgi ve anlayislarini gelistirmek, becerilerini artirmak, kisisel ve toplumsal
sorunlarina ¢6zim Uretmek, zevk ve tutumlarinda degisiklikler meydana getirmek
amaciyla diizenlenmis olan birbirine bagli ve diizenli faaliyetlerden olusan bir siiregtir.
Grafik tasarim, yaraticiligin yani sira teknolojiyi de kapsayan bir gorsel sanat disiplinidir.
sanatsal bir Gretim olan grafik tasarim gerektiginde belli bir hedef kitleye belirli bir
mesajin verilmesini kolaylastirici bir iletisim araci olarak da kullanilabilmektedir.Dijital
sanat, geleneksel sanatin sinirlari disinda lreten sanallastirma, ¢cogaltilabilme ve
erisilebilme 6zelligi kazandirmaktadir. Egitimde dijitallesme ile birlikte bireylerin
dislinme, Uretme, yaziya aktarma, gelistirme vb. egitim icerisinde yer alan rutin
faaliyetlerinin igeriginin degisime ugradigini sdylemek mimkindir. Bu sekilde, egitimin
icerisinde dijital unsurlar, bireylerin hayalindeki ve yaratici diinyalarindaki unsurlari disa
vurmalari agisindan kolaylik saglamaktadir. Béylelikle katiimcilar hangi yastaki
ogrenciler olduklarina bakilmaksizin, katilimcilar kendilerine sunulan dijital unsurlari iyi
bir sekilde degerlendirmekte ve kendi sinirlarini miimkiin oldugunca asmaya
¢ahismaktadirlar. Sonug olarak yetiskin katilimcilarin duygu ve diisiincelerini ifade
etmeleri dijitallesme ile gelisen araglar ile daha da kolaylasmaktadir. Ornekler ile
¢alismalarin siireci ve sonucu gosterilir.

Keywords: yetiskin egitimi,grafik,illiistrasyon ,dijitallesme,yeni medya
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OZET

Uretilen ve hazirlanan Grinle ilgili tiiketiciyi bilingli ve géniillii olarak belirli bir
dislinceye yonelten, vaatler veren, sunmus olduklarini satin alinmasini isteyen
sirketler, kendileri hakkinda, triinleri veya hizmetleri ile ilgili propaganda yapmak veya
bilinirliklerini ylkseltmek amaciyla farkli ortamlarda reklam verirler. Sesli olarak
radyoda, hem sesli hem gorsel olarak televizyonda ve giliniimiiz internet diinyasinda
etkili bir kitle iletisim araci olan reklamcilik piyasasinin giin gectikge inanirlk ve
glvenilirlik sorunu yasamasiyla birlikte, sirketler farkh reklam yontemlerine
basvurmaya baslamistir. Ayrica piyasalarda rekabet arttigindan, isletmeler pazarda
tutunabilmek amaciyla yeni pazarlama ve reklam stratejileri gelistirmek durumunda
kalmislardir. Reklamlarin gcogalmasi ve tiketicilerin yogun reklam mesajlari arasinddik
katini gekmenin zorlagmasi lizerine etkisini yitiren televizyon reklamlari kendini yenile
mek zorunda kalmis ve yeni metotlara basvurmustur. Bu metotlardan en yeni ve e
n etkililerinden biri, ¢cekim sirasinda programda yer almayip,

daha sonra goruntu Gzerine dijital olarak eklenen sanal reklamdir. Gergek mekanda
bulunmadigi halde elektronik gériinti sistemleri kullanilarak gériint Gzerine yansitilan
reklam olarak tanimlanan sanal reklam diinyada

1990’h yillarin sonunda ilk olarak spor karsilasmalarinda kullaniimistir. Daha

sonra televizyon programlarinda kaydedilmis gorlntllerin (izerine dijital olarak Grd
n yerlestirme seklinde uygulanmaya baslanan sanal reklamlar, tilkemizde de spor kar
silasmalarinin ardindan diziler ve televizyonda gosterilen

filmlerde reklam diinyasina girmislerdir. Ulkemizde 6zellikle spor karsilasmalarinda
ozellikle futbol ve basketbol karsilasmalarinda sanal reklam ornekleri gorebilmekteyiz.
Yayinlanan sanal reklamlarin belli kurallari ve 6zellikleri vardir. Bu ¢galismanin amaci,
sanal reklamin ne oldugu, hangi 6zelliklere sahip oldugu ve tlkemizde yayinlanan
futbol, basketbol karsilasmalarinda ve diger yayinlarda televizyon ekranina nasil
yansitildiginin gostergebilimsel yontem kullanilarak ¢oziimlemesi yapilacaktir.
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ABSTRACT

Companies that consciously and voluntarily direct the consumer to a certain thought about
the produced and prepared product, make promises, and want to buy what they have
offered, advertise in different environments in order to make propaganda about
themselves, their products or services or to raise their awareness. As the advertising market,
which is an effective mass communication tool on the radio, on television both visually and
with sound, and in today's internet world, is experiencing credibility and reliability problems
day by day, companies have started to apply to different advertising methods. In addition,
as competition increased in the markets, businesses had to develop new marketing and
advertising strategies in order to stay in the market. Television advertisements, which lost
their effectiveness due to the proliferation of advertisements and the difficulty of attracting
the attention of consumers among intense advertising messages, had to renew themselves
and resorted to new methods. One of the newest and most effective of these methods is
the virtual advertisement, which is not included in the program during the shooting, but is
added digitally on the image later on. Virtual advertising, which is defined as the
advertisement projected on the image using electronic display systems, although not in the
real place, was first used in sports matches at the end of the 1990s in the world. Afterwards,
virtual advertisements, which started to be applied as digital product placement on
recorded images in television programs, entered the advertising world in TV series and
movies after sports matches in our country. In our country, we can see examples of virtual
advertisements, especially in sports matches, especially football and basketball matches.
Published virtual advertisements have certain rules and features. The aim of this study is to
analyze what virtual advertising is, what features it has, and how it is reflected on the
television screen in football, basketball matches and other broadcasts broadcast in our
country, using semiotic method.

Keywords: advertisement, virtual advertisement, television, football, basketball
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OZET

Reha Erdem’in pandemi déneminde dijital sinemanin olanaklariyla ¢ektigi “Seni Buldum
Ya!” filmi, dijital sinema baglaminda tartisilan konulara yeni bir boyut kazandirmistir.
Filmin yonetmeni Reha Erdem’in Esin Kiigliktepepinar ile gergeklestirdigi soylesi, Uretim
baglaminda sinemanin demokratik bir sanat olarak tanimlanmasinda yeni tartismalar
dogurmaktadir. Erdem, dijitallesmeyle beraber artik herkesin film Gretimi
yapabilecegini iddia ederken, maliyet ve hiz agisindan dijitallesmeyle film Gretiminin
kolaylastigini sdylemektedir. Erdem’e gore dijitallesme sayesinde film Gretimi
demokratik bir donisiim yasamaktadir. Bu baglamda, Walter Benjamin’in Gnli
“Teknigin Olanaklariyla Yeniden Uretilebildigi Cagda Sanat Yapiti” adli makalesini dijital
sinema tartismalari dogrultusunda tekrar ele almak gerekir. Benjamin, makalesinde,
yeniden Uretim imkani sayesinde sanat yapitlarinin demokratiklestigini ortaya
koymaktadir. Fotografin ortaya ¢ikmasiyla baslayan bu siireg, sinemayla yeni bir boyut
kazanmistir. Benjamin’e gore, yeniden lretim sayesinde kitlelerin demokratiklesme
micadelesinde sinemanin giici gok 6nemlidir. Bu ¢alisma, Reha Erdem’in “Seni Buldum
Ya!” filminden ve yonetmenin filmin lretim sireciyle ilgili agiklamalarindan yola
¢ikarak, dijitallesme-demokratiklesme arasindaki baglari, Walter Benjamin’in
makalesiyle birlikte diisiinmeyi ve tartismayi amaglamaktadir. Dijitallesmenin film
Uretim sirecine olan etkilerinin, yeniden tretim iliskilerinde ve sinemanin demokratik
bir sanat olma tartismalarindaki yeri, galismanin problemini olusturmaktadir. Calisma
nitel arastirma yonteminin tarama modeline uygun olarak yapilmistir. Calismanin
sonucunda, filmin ¢ekim sartlari, Gretim siireci, dagitim ve gosterimi her ne kadar
6zglnliik barindirsa da filmin sanatin ortaminda deger sahibi olmadigi gorilmustdr.
Film Gretiminde pratiklik ve kolay erisilebilirligin demokratiklesme ile iliskili oldugu
gorilmistlr. Buna karsin kitle sanati olan sinemanin sanat niteliginden uzaklasma,
demokratiklesmeye dair gostergeleri de anlamsizlasmaktadir. Bu nedenle sinema her
seyden 6nce sanatin ortamindan kopmamayi kendisine bir gérev olarak belirlemelidir.
Anahtar Kelimeler: Dijitallesme, Dijital Sinema, Reha Erdem, Seni Buldum Ya, Walter
Benjamin
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ABSTRACT

Reha Erdem's "Seni Buldum Ya!" shot with the possibilities of digital cinema during the
pandemic period. The film has added a new dimension to the issues discussed in the
context of digital cinema. Reha Erdem's interview with Esin Kligiiktepepinar raises new
debates on the definition of cinema as a democratic art in the context of production.
While Erdem claims that with digitalization, everyone can produce films, he says that
digitalization makes film production easier in terms of cost and speed. According to
Erdem, film production is undergoing a democratic transformation thanks to
digitalization. In this context, it is necessary to reconsider Walter Benjamin's famous
article "The Work of Art in the Age of Mechanical Reproduction" in line with the
discussions on digital cinema. In his article, Benjamin reveals that works of art are
democratized thanks to the possibility of reproduction. This process, which started
with the emergence of photography, gained a new dimension with cinema. According
to Benjamin, the power of cinema is very important in the struggle for democratization
of the masses through reproduction. This study examines the relations between
digitalization and democratization by Reha Erdem's "Seni Buldum Ya!" based on the
film and the director's statements about the film, it aims to think and discuss together
with Walter Benjamin's article. The place of the effects of digitalization on the film
production process in the relations of reproduction and in the discussions of cinema as
a democratic art constitutes the problem of the study. In the study, the survey model
of the qualitative research method was used. As a result of the study, it has been seen
that although the shooting conditions, production process, distribution and
presentation of the film have originality, the film has no value in the medium of art.
The director's opinion that practicality and easy accessibility are associated with
democratization in film production has been confirmed. On the other hand, moving
away from the artistic quality of cinema, which is a mass art, and its indicators of
democratization become meaningless. For this reason, first of all, cinema should
determine as a duty not to break away from the medium of art.

Keywords: Digitalization,Digital Cinema,Reha Erdem,Seni Buldum Ya,Walter Benjamin
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OZET

Sehir markalasmasi, ¢ok disiplinli olmakla birlikte, parcal (fragmented) bir teorik temel
ile anilan uluslararasi anlamda kabul gérmus bir arastirma alani olarak ortaya
¢ikmaktadir. Konuya iliskin alanyazinda yer alan bilimsel gcalismalarin gogu nitel
arastirmalara dayanmakta olup vaka galismasi yontemi yaygin olarak kullaniimaktadir.
Bu galismanin genel amaci, Atina'ya seyahat etmek isteyen ve istemeyen bireylerin
sehre iliskin ¢cagrisimlarini karsilagtirmaktir. S6z konusu karsilastirma, bireylerin seyahat
motivasyonlarinda olumlu tutumlara neden olabilecek kdltiirel yakinlk ve olumsuz
anlamda bu motivasyonlari etkileyebilecek tarihi nedenlerden hareketle yapilmaktadir.
Bu dogrultuda 228 izmirli katilimci ile yari yapilandirilmis gériismeler yiiriitilmstir.
Goriisme verilerini analiz etmek igin 6nerilen metodolojik yaklasim, icerigin yapisinin
gorsel bir haritasini olusturmaya dayanmaktadir. Anlamsal ag analizinin grafik yogunluk
Olglilerinden yararlanarak sehir markalasmasina dair gérsel bir iggori saglanmasi
hedeflenmektedir.
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ABSTRACT

City branding is emerging as an internationally recognized research area with
multidisciplinary and fragmented theoretical foundation. Most of the scientific studies
in the literature are based on qualitative research, and the case study method is widely
used. The general purpose of this study is to compare the associations of individuals
who want to travel to Athens and those who do not. The comparison is based on
cultural proximity that may lead to positive attitudes regarding individuals' travel
motivations and historical reasons that may negatively affect these motivations. In this
direction, semi-structured interviews were conducted with 228 participants from Izmir.
The proposed methodological approach to analyze interview data is based on creating
a visual map of the structure of the content. It is aimed to provide a visual insight into
city branding by utilizing graphical density measures of semantic network analysis.
Keywords: visual analysis, city branding, shared meaning
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TUKETIM KULTURU BAGLAMINDA INSTABLOGGERLARIN MODA TUKETIM
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OZET

S6zciik anlami olarak tiketmekten tlireyen tiiketim kavrami, glinimiiz teknolojisi ve
gelisen kapitalizmden payina diiseni fazlasiyla almaktadir. Ozellikle de teknolojik
gelismeler, glinden gline artan tliketim arzusu ve istedigi, temel yasam kaynaklarinin
disinda bireysel hazza dontismektedir. 16. yiizyildan itibaren bas gésteren kapitalizm
ise glictine gl katarak bu tiiketim gilginligina olabildigince destek vermektedir.
Gegmisten bugiine giderek artan teknoloji ile birgok yeni olusum kendini
gostermektedir. Web 2.0 ile sosyal aglar ortaya ¢ikmaktadir. Web 3.0 teknolojisi ile
interaktif hale doniisen aglar, bireyleri tiketim toplumuna olabildigince
yaklagtirmaktadir. Gelisen ag teknolojileri, paylasim kanallari ve sosyal medya
platformlari ile bireysel tiiketim aglhgi dinmek bilmemektedir. Sosyal medya gibi
alanlarla kisiler olabildigince tiketim kiltiirtnin icinde bulunmaktadir. Son zamanlarda
sikhkla artan blogger kavrami ile sosyal medyada adeta 6nciiler olusmaktadir. Bu kisiler
¢ok fazla kullanici tarafindan takip edilmekte ve moda, seyahat, kozmetik vs. gibi
konularda bilirkisi konumuna gelmektedirler. Calisma genelinde degerlendirilecek
yaklagim tiiketim kaltard, sosyal medya ve instabloggerlar olacaktir. Instablogger
olarak taninan kisilerin sosyal medya hesaplari arastirma nesnesi olarak
degerlendirmeye alinacaktir. Bu galismada amag tiketim kiltird baglaminda
instabloggerlarin tiketim yaklasimlarina iliskin paylasimlarini saptamak olacaktir.
Calismada betimsel analiz teknigi kullanilacaktir. Arastirma evrenini instagram
hesaplari Gzerinden moda paylasimlari yapan instabloggerlar olustururken, 6rneklem
seciminde en fazla takipgiye sahip olan g instablogger belirlenecektir. Bu
instabloggerlarin hesaplari 10-24 Mart 2022 tarihleri arasinda incelemeye alinacaktir.
Elde edilen sonuglar kategorilere ayrilarak veriler, tiiketim kiltiiri baglaminda
degerlendirmeye alinacaktir.

Anahtar Kelimeler: Tiketim, Tlketim Kiiltur, Sosyal Medya, Instagram, Instablogger
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CONTEXT OF CONSUMPTION CULTURE
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ABSTRACT

The concept of consumption, which derives from consuming as a lexical meaning, takes
its share from today's technology and developing capitalism. In particular,
technological developments, increasing consumption desire and desire, are turning
into individual pleasure apart from basic life resources. Capitalism, which emerged
from the 16th century, strengthens its power and supports this consumption frenzy as
much as possible. Many new formations show themselves with the ever-increasing
technology from the past to the present. Social networks are emerging with Web 2.0.
Networks that have become interactive with Web 3.0 technology bring individuals as
close as possible to the consumption society. With the developing network
technologies, sharing channels and social media platforms, the hunger for individual
consumption does not stop. With areas such as social media, people are in the
consumption culture as much as possible. With the concept of blogger, which has been
increasing recently, almost pioneers are formed in social media.These people are
followed by a lot of users and they like fashion, travel, cosmetics etc. They become
experts in such matters. The approach to be evaluated throughout the study will be
consumption culture, social media and instabloggers. Social media accounts of people
known as Instabloggers will be evaluated as research objects. The aim of this study will
be to determine the shares of instabloggers about consumption approaches in the
context of consumption culture. Descriptive analysis technique will be used in the
study. While the research population is composed of instabloggers who share fashion
on their instagram accounts, the three instabloggers with the most followers will be
determined in the sample selection. The accounts of these instabloggers will be
examined between 10-24 March 2022. The results obtained will be divided into
categories and the data will be evaluated in the context of consumption culture.
Keywords: Consumption, Consumption Culture, Social Media, Instagram, Instablogger
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OZET

TikTok, diinyanin en poptiler uygulamalarindan biridir. Yz milyonlarca kullanicisinin gogu
gocuklar ve ergenler ve TikTok'u video yiklemek, izlemek ve incelemek igin kullaniyorlar.
Cinli bir sirket olan ByteDance tarafindan gelistirilen TikTok, kullanicilarinin 60 saniyelik en
uzun dudak eslesmeli videolari yiiklemesine olanak taniyor ve bu videolar gesitli yaratici ve
etkilesimli 6zelliklere sahip. Son on yilda en ¢ok indirilen yedinci uygulama olan TikTok, en
hizli bliyiyen uygulamalardan biri. Bu durumun ergen ve ¢ocuk ruh saghigi Gzerindeki etkileri
de bir o kadar diisindirtctdir. Branslarda galisan ¢ocuk ruh saghigi uzmanlariyla ilgilenen
psikolog, psikiyatrist vb. bu konuda velileri uyarir. Bu arastirmada dokiiman inceleme
yontemi kullanilmistir. Bu literatlr taramasi, geng yetiskinlerde ve genclerde TikTok
kullanimi ve bagimliliginin nedenleri, olasi uyari isaretleri ve yatkinhigi hakkindadir. Ayrica, bu
sosyal medya platformuna bagimlilik olusursa tedavi, niiks ve iyilesme siirecinde ne
yapilmasi gerektigi ile ilgilidir. Unlii fenomeni, gériiniirliik, hizl tiiketim, haz, gii¢ ve bazi
kisilik 6zelliklerinin TikTok kullaniminin olasi nedenleri oldugu tespit edildi. Basliklar,
TikTok'un neden kullanildig), TikTok'u kimlerin kullanmaya ve kétiye kullanmaya daha
meyilli oldugu ve TikTok bagimliliginin tedavisi hakkindadir. Oldukga yeni bir konu
oldugundan ve glinimuziin yeni 'gercekligi'nde daha fazla galisiimasi gerektiginden,
gelecekteki ¢alismalar bu bagimlihigin arkasindaki nérobiyolojik nedenlere dalabilir.

Anahtar kelimeler: sosyal medya, TikTok, ergenlik, bagimlilik, geng yetiskinler
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ABSTRACT

TikTok is one of the most popular apps in the world. Most of its hundreds of millions of
users are children and adolescents, and they use TikTok to upload, watch and review
videos. TikTok was developed by ByteDance, a Chinese company, and it allows its users
to upload the longest 60-second lip-matched videos, and these videos have various
creative and interactive features. TikTok, the seventh most downloaded app in the last
decade, is one of the fastest growing apps. The effects of this situation on adolescent
and child mental health are just as thought-provoking. Psychologists, psychiatrists, etc.
dealing with child mental health specialists working in the branches warn parents
about this issue. Document analysis methodology is used in this research. This
literature review is about the reasons, possible warning signs, and predisposition for
TikTok usage and addiction in young adults and teenagers. Also, it is about what to do
during treatment, relapse, and recovery process if addiction to this social media
platform occurs. It was found out that celebrity phenomenon, visibility, fast
consumption, gratification, force, and some personality characteristics are possible
reasons behind the usage of TikTok. The headings are about why TikTok is being used,
who is more inclined to use and abuse TikTok and treatment of TikTok addiction.
Future studies can dive into the neurobiological reasons behind this addiction as it is a
quite novel subject and needs to be studied more in the new ‘reality’ of today.
Keywords: social media, TikTok, adolescence, addiction, young adults
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OZET

Sosyal medya uygulamalarinin ortaya ¢ikmasi ve kiiresel boyutta yayginlasmasi pek cok
alanla birlikte dogal olarak geleneksel medyayi da etkilemistir. Bu etkilesim yonetim
modeli, tanitim ve pazarlama stratejisi, insan kaynaklari gibi alanlarin yaninda igerik
anlaminda da sinema ve televizyonu degistirmis ve degistirmeye devam etmektedir.
internete yiiklenen ilk fotografin ardindan gegen otuz sene boyunca internet kavrami
degismis ve gelismis 6zellikle Web 2.0 ardindan hayatimiza giren ve blyik bir ivmeyle
bilyiyen sosyal medya web siteleri ve uygulamalari fotograf ve video igeriklerini
olusturma ve paylasmaya imkan vermistir. Ardindan ise Facebook Watch, Youtube
Shorts, Instagram Reels ve Vine, Snapchat, Tiktok gibi uygulamalar kullanicilarina kisa
videolar olusturma, diizenleme ve paylasma 6zelligi sunmustur. Instagram Reels 2020
yilinda kullanicilarina 15 saniyelik video yikleme, diizenleme ve paylagsma imkani
sunmus, ardindan video siresi 30 saniye ve 1 dakikaya kadar uzatilmis, bunun yaninda
video diizenleme secenekleri de cogaltilmistir. iste bu siire secenekleri ve efektler yeni
bir gériintt dili olusmasina neden olmus ¢ekim agilari ve kadrajlari etkilemistir. Bununla
beraber videolara ses ve mizik eklenme zorunlulugu ritim ve kurguyu spesifik hale
getirmistir. Instagram reels videolarinin biyuk ilgi gormesi ve kullanilmasi sinema ve
televizyon igeriklerini hem goriinti dili hem de kurgu agisindan dogrudan
etkilemektedir. Once dijital platformlarda baslayan bu degisim, giinimiizde
konvansiyonel medya da etkisini gostermektedir. Bu ¢alismada icerik analizi yéntemi
kullanilarak reels videolarinin 6zellikleri incelenecektir.

Anahtar Kelimeler: Instagram, Sinema, Televizyon, Sinematografi, Kurgu, Sosyal
Medya, Reels
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ABSTRACT

The emergence and global spread of social media applications naturally affected traditional
media along with many other fields. This interaction management model has changed and
continues to change cinema and television in terms of content as well as areas such as
promotion and marketing strategy, human resources. During the last thirty years after the
first photo uploaded to the Internet, the concept of the Internet has changed and
developed, especially social media websites and applications that entered our lives after
Web 2.0 and grew with great momentum, have allowed the creation and sharing of photo
and video content. Afterwards, applications such as Facebook Watch, Youtube Shorts,
Instagram Reels and Vine, Snapchat, and Tiktok offered their users the ability to create, edit
and share short videos. In 2020, Instagram Reels offered its users the opportunity to upload,
edit and share 15-second videos, then the video duration was extended to 30 seconds and 1
minute, and video editing options were also increased. These time options and effects have
created a new image language and affected the shooting angles and frames. However, the
necessity of adding sound and music to the videos has made the rhythm and editing
specific. The great interest and use of Instagram reels videos directly affects cinema and
television content in terms of both visual language and editing. This change, which first
started on digital platformes, is also showing its effect in conventional media today. In this
study, the properties of reels videos will be examined by using the content analysis method.
Keywords: Instagram, Cinema, Television, Cinematography, Editing, Social Media, Reals
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OZET

Sanat; yaraticiligin ve hayal glclinin mizik, dans, heykel, resim gibi araglarla ifade
edilmesidir. Dijitallesen diinyada sanatginin duygu ve diistincelerini ifade etmek igin
teknolojik araglari kullanmasi, dijital sanat olarak tanimlanabilir. Sanat ve teknolojinin
birlesimi olan dijital sanat, sanatginin eserlerini Gretmek igin teknolojik cihazlari
kullandigi tiim sanat dallarini kapsar. Geleneksel sanat ile dijital sanat arasindaki temel
fark, tasarlandigi alanin farkli olmasidir. Ornegin geleneksel sanatta bir ressam, eserini
Uretirken tuval kullanir. Dijital sanatta ise eserin tasariminda bilgisayar ya da fotograf
makinesi gibi dijital araglar kullanilir. Dijital sanat kavrami, genis bir alani kapsar. Grafik
diizenlemelerinden fotograf, heykel, resim gibi geleneksel sanat formlarinin yeniden
Uretilip kopyalanmasina; mihendislik insasindan yapay zeka uygulamasi iceren
projelere kadar pek ¢ok uygulama, dijital sanat basligi altinda incelenebilir. Bu
makaledeki amag tarihsel stirecte dijital sanatin gelisimi ve donlsimin, bunlarin
sergileme ve sanat piyasasindaki var olma bigimlerini incelemek, bu degisimdeki temel
nedenleri teknoloji baglaminda tespit ederek dijital sanatin gelecegi hakkinda
ongorilerde bulunmaktir. Yontem olarak literatlr arastirmasi ve betimleme yontemiyle
siniflandirmalar yapilmaktadir. Elde edilen bulgulara gore Sanatglilar ifade araci olarak
dijital teknolojileri kullanmasi dijital teknolojilerin ilk ortaya gikisindan itibaren
glindeme gelmis ve teknolojiyi yakin takipte olan sanatgilarin bu teknolojilerin
kullanilmasini ve yayginlasmasinda da énci olduklardir. Buna ek olarak sanat
kurumlarinin otoritesi altinda olan dijital sanatin bugiin NFT teknolojiler sayesinde
bagimsiz erisime acik dijital varliklarini gésterebildigi ve kendi 6zerk alanini
olusturabildigidir.

Anahtar Kelimeler: Dijital sanat, Metaverse, Sanat piyasasi, Dijitallesme, Sanatin
ozerkligi.
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ABSTRACT

Art; It is the expression of creativity and imagination through tools such as music,
dance, sculpture and painting. In the digitalizing world, the artist's use of technological
tools to express his feelings and thoughts can be defined as digital art. Digital art, which
is a combination of art and technology, covers all branches of art in which the artist
uses technological devices to produce his works. The main difference between
traditional art and digital art is that the area in which it is designed is different. For
example, in traditional art, a painter uses canvas while producing his work. In digital
art, digital tools such as a computer or camera are used in the design of the work. The
concept of digital art covers a wide area. From graphic arrangements to reproduction
and copying of traditional art forms such as photography, sculpture, painting; Many
applications, from engineering construction to projects involving artificial intelligence,
can be examined under the title of digital art. The aim of this article is to examine the
development and transformation of digital art in the historical process, the way they
exist in the exhibition and art market, and to make predictions about the future of
digital art by identifying the main reasons for this change in the context of technology.
As a method, classifications are made by literature research and description method.
According to the findings, the use of digital technologies as a means of expression by
artists has been on the agenda since the first emergence of digital technologies and
artists who follow technology closely are also pioneers in the use and spread of these
technologies. In addition, digital art, which is under the authority of art institutions, can
show its digital assets open to independent access and create its own autonomous
space thanks to NFT technologies.

Keywords: Digital art, Metaverse, Art, Digitization, Autonomy of art.
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OZET

Moda sirekli gelisen ve degisen bir yapi igerisinde bulunmaktadir. Her gegcen giin bu
degisim streklilik gostermekle birlikte tiiketim aliskanliklari da moda gergevesinde farkli
yapilarla yer almaktadir. Birey gliniimz yasam tarzinda imaji, kullandigi riinler ve
satin alma davranisinda bulundugu Urinlerle 6ne gikmaktadir. Benzer ya da ayni yasam
tarzinda bulunan bireyler, belirli Griinleri kullanimiyla kendilerini diger yasam tarzi
gruplarindan ayirt edebilmektedir. Tiketim kaltUri agisindan giyim ve moda markalari
bireyin benimsedigi yasam tarzina uygun reklamlar sunarak bireyle marka degerlerini
Ozdeslestirmektedir. Boylece markalar reklamlarla sadece mal ve hizmetlerin satin
alinmasinin disinda, Grinlerinin kullanimini da tesvik ederek toplumsallagsma islevini
gérmektedir. Tlketim klltlrinln icinde yer alan bireylerin kimlik anlayisi imaj, stil ve
nasil gérindugine iliskin sekillenmektedir. Bu yapinin olusmasinda medyanin aktardig
kiltar dikkat gekmektedir. Reklamlar disinda, insanlara daha fazla tiiketimle gelebilecek
iyi bir yasam tarzi, haz, mutluluk ve kendini gergeklestirme imkani sunmaktadir.
Boylelikle popdler Giriin markalarinin gesitli sosyal mecralar (izerinden yaptiklari
paylasimlarin Urlin pazarlamasi agisindan degerli oldugu goriilmektedir. Sosyal medya
kullanimi ile tiiketim aliskanhginin pazarlama ve Griin tanitimlarini hizlandirdig
distnilmektedir. Bu agidan giyim markalarinin Griin tanitimlarina dair yaptiklari
paylasimlarda ne tir ifadelere yer verdikleri, hangi kelimeleri siklikla tercih ettikleri,
gorsel paylasimlarina ne sekilde yaptiklari pazarlama stratejileri agisindan 6nemli
gorilmektedir. Bu galisma da tiiketim kaltlrt baglaminda populer Turk giyim markalar
olan Mavi, Koton, LTB, Defacto, ve LC Waikiki markalarinin Twitter platformu tzerinden
yaptiklari paylasimlar incelenmistir. Arastirmanin amaci segilen giyim markalarinin
Twitter tizerinden yaptiklari paylasimlarla tiiketim kaltiirindn igcinde marka kimliklerini
yansitma sekillerini incelemeyi hedeflemistir. Bu ¢calismada igerik analizi yontemi ile
nicel verilerden elde edilen bulgular yorumlanmistir.

Anahtar Kelimeler: Moda, marka, giyim
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ABSTRACT

Fashion is in a constantly developing and changing structure. While this change shows
continuity with each passing day, consumption habits also take place with different
structures within the framework of fashion. In today's lifestyle, the individual stands
out with his image, the products he uses and the products he buys. Individuals with
similar or the same lifestyle can distinguish themselves from other lifestyle groups by
using certain products. In terms of consumption culture, clothing and fashion brands
identify individual and brand values by presenting advertisements suitable for the
lifestyle adopted by the individual. Thus, brands not only purchase goods and services
through advertisements, but also act as a socialization function by encouraging the use
of their products. The understanding of identity of individuals in the consumption
culture is shaped by image, style and how they appear.The culture conveyed by the
media draws attention in the formation of this structure. Apart from advertisements, it
offers people a good lifestyle, pleasure, happiness and self-realization that can come
with more consumption. Thus, it is seen that the shares of popular product brands on
various social media are valuable in terms of product marketing. It is thought that the
use of social media and consumption habits accelerate marketing and product
promotions. In this respect, it is seen that what kind of expressions the clothing brands
use in their product promotions, which words they frequently prefer, and how they
make their visual shares are important in terms of their marketing strategies.In this
study, the shares of popular Turkish clothing brands Mavi, Koton, LTB, Defacto, and LC
Waikiki on the Twitter platform were examined in the context of consumption culture.
The aim of the research is to examine the ways in which the selected clothing brands
reflect their brand identities in the consumption culture with their shares on Twitter. In
this study, the findings obtained from the quantitative data were interpreted with the
content analysis method.

Keywords: Fashion, consumer culture, brand
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OZET

Gergekligin yerini sentetigin doldurdugu yeni ¢ag anlatisinda kendine ayricalikh bir yer
edinen Yapay Zeka (YZ), dijitallesme kultlru ve sanallik baglaminda pek ¢ok etik
tartismayi da beraberinde getirmistir. insan elinden gikan sanatin goreceligi klasik
eserler Gizerinden bile hala tartisiimaktayken YZ ile yaratilan sanat eserleri ve

sentetik performanslar da sanatta ve iletisimde orijinallige, biriciklige ve insana 6zgl
yaraticilik gustosuna da siipheyle yaklasilmasina sebep olmaktadir. 2018 Ekim

ayinda Edmond de Belamy’nin akilli bir algoritma yardimiyla olusturulan sanat eseri,
“Bir insan tarafindan degil, bir makine tarafindan 6zerk olarak yaratilan ilk sanat eseri”
olarak tanimlanmis ve diinyaca Unli Christie’s Mizayede Evi’nde yiksek bir meblag
karsihiginda alict bulmustur. O tarihten bu yana da pek ¢cok yeni medya sanatgisi ve
teknoloji gelistiricisi tarafindan YZ, algoritmalar ve yapay sinir aglari ile edebiyattan
resme kadar genis bir yelpazede dijital sanat eserleri tiretilmistir. Bunun yani sira NFT
ve blockchain teknolojisi ile tartismalar yeni bir boyut kazanmistir. Bu bildiride, YZ ile
sanatsal performanslarin tretim siirecinden yola gikilarak sanatsal olanin ne oldugu ya
da olabilecegi sorunsali tartisiimistir. S6zi edilen tartisma alani, “sanat ancak insana
aittir” kabulu Gzerindeki tehditlerin yani sira kazanilan yeni teknolojik imkanlari da
kapsamaktadir.

Anahtar Kelimeler: Yapay Zeka, Yeni Medya, Dijital Sanat, Sentetik, Algoritma
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ABSTRACT

Artificial Intelligence (Al), which has a privileged place in the narrative of the new age,
where synthetics replaces reality, has brought along many ethical discussions in the
context of digitalization culture and virtuality. While the relativity of human-made art is
still being discussed, even over classical masterpieces, artworks created with Al and
synthetic performances also cause skepticism towards originality, uniqueness and
creativity in art and communication. In October 2018, Edmond de Belamy's artwork,
which was created with the help of an intelligent algorithm, was described as “The first
work of art created autonomously by a machine, not a human” and found a buyer for a
high price at the world-famous Christie’s Auction House. Since then, many new media
artists and technology developers have produced a wide range of artworks from
literature to painting with Al, algorithms and artificial neural networks. In addition,
discussions have gained a new dimension with NFT and blockchain technology. In this
study, the problematic of what is or can be artistic is discussed based on the
production process of artistic performances with Al. The mentioned discussion includes
the threats on the idea that “art only belongs to human beings”, as well as the new
technological opportunities.

Keywords: Artificial Intelligence, New Media, Digital Art, Synthetics, Algorithm

148



YZ ESASLI SANATSAL UYGULAMALARA YONELIK STS CALISMALARI YAKLASIMLARI
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OZET

Bu makale, Bilim, Teknoloji ve Toplum (STS) ¢alismalarinin Yapay Zeka (Al) temelli sanatsal
uygulamalara yonelik yaklasimlarini sunmayi amaglamaktadir. Yapay zekanin bu tir sanatsal
topluluklarda kullanilmasi, doga, toplum ve kiltir hakkindaki bilgi alanlarimizi genisleten ve
aralarinda kopri kuran yeni insan digi vizyon tiirleri 6nermektedir. Al sanat topluluklarini
iceren sergiler, halkin Al teknolojilerini anlamasini sekillendirmede belirleyici bir role sahiptir.
Ozellikle STS'deki sosyoteknik tahayyiillerin teorik gercevesi, sanatsal montajlarinda Al
kullanan sanatgilarin zihinlerindeki kltiirel envanter bilgisini analiz etmek igin bir metodoloji
saglar. Yapay zeka ile ilgili sosyoteknik hayaller, halkin yapay zeka teknolojilerini anlamasini
da etkiler. Ayrica, bu tiir sanatsal montajlarin kamusal katiim diizeyi, bu sanatsal montajlarin
tasarim asamalarinda kullanilan algoritmalarin politik 6zelliklerinin gergeklestirilmesindeki
bilgi bosluklarina isaret etme potansiyeline sahiptir. Al algoritmalarinin politikalari hakkinda
bu farkindalig elde ederek, toplumun Al teknolojilerinin glinliik yasamda daha demokratik
ve kapsayici bir uygulamasi igin bu algoritmalan sorgulamasi mimkin hale gelir.

Anahtar Kelimeler: Yapay zeka sanati, halkin anlayisi, halkin katihmi, sosyoteknik
tahayydiller, STS
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STS STUDIES APPROACHES TOWARDS Al BASED ARTISTIC PRACTICES

ismail Yigit
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ABSTRACT

This paper aims to present the approaches of Science, Technology and Society (STS)
studies towards Artificial Intelligence (Al) based artistic practices. The usage of Al in
such artistic assemblages proposes new types of non-human vision which expand and
bridge our knowledge spaces about nature, society and culture. The exhibitions that
include Al art assemblages have a definitive role in shaping public understanding of Al
technologies. Especially the theoretical framework of sociotechnical imaginaries in STS
provides a methodology of analyzing the know-how of cultural inventory in the minds
of the artists who use Al in their artistic assemblages. Sociotechnical imaginaries about
Al also effect the public understanding of Al technologies. In addition, the public
engagement level of such artistic assemblages has a potential to point out the
knowledge gaps in realizing the political properties of algorithms that are used in the
design phases of those artistic assemblages. By achieving that awareness about the
politics of Al algorithms, it becomes possible for society to question those algorithms
for a more democratic and inclusive application of Al technologies in daily lives.
Keywords: Al art, public understanding, public engagement, sociotechnical imaginaries,
STS
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BiR SOSYAL ETKILESIM YONTEMi OLARAK KAMUSAL ALANDA YESILAY iCiN TASARLANAN
BiR INTERAKTIF KiOSK TASARIMI

Dr. Amine Refika Zedeli
Fatih Sultan Mehmet Vakif Universitesi, Tiirkiye
arzedeli@fsm.edu.tr

OZET

Bu galismanin amaci bir dijital medya araci olan kiosk tasarim uygulamasi ile kent
meydanlarinda sosyal bir etkilesim olusturma hedefi gozetilerek bagimlilikla miicadele
misyonu olan Yesilay'in kent meydanlarindaki gérininarlGgini arttirmaktir.
Arastirmaci kamusal alanlar olan kent meydanlarinda Yesilay' hatirlatacak ve
gorinirlGgind artiracak uygulama ve tanitimlarin olmadigini gézlemlemistir. Bu gozlem
sonucu Yesilay'in hizmetlerinin bilinirligini ve kent meydanlarindaki goranurliagind
arastirmak igin 1000 kisiye bir anket diizenlenmistir. Anketten ¢ikan sonuglara gére
Yesilay icin interaktif bir kiosk tasarimi hazirlamistir. Kiosk tasarimi etkilesimli oyunlari
ve bilgilendirmeyi igerir; kullaniciyi etkilesimli kullanimiyla spor yapmaya, sanatsal bir
aktiviteyi gerceklestirmeye ve oyunlastirarak bagimhlhkla ilgili bilgi edinmeye
y6nlendirir. Glnlik aktivite ve karsilasma alanlari olan kent meydanlarinda dijital
medya araci olan kioskun etkilesimli kullanimi ile insan medya etkilesimi meydana
getirmek sonucunda kent sakinleri arasinda bir iletisim yontemi olusturmak
hedeflenmistir. Bu hedef dogrultusunda etkilesimli bir uygulama tasarlanmistir. Bu
makalede nicel aragtirma tarama arastirma deseni kullaniimistir, veri toplama araci
olarak anket uygulanmistir. Ulasilan bulgular sonucunda insan medya etkilesimi ile
sosyal etkilesimi arttirmayi hedefleyen interaktif bir kiosk tasarimi yapilmistir.
Anahtar Kelimeler: Yesilay, kiosk,interaktif medya,Etkilesim,Kamusal Alan
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AN INTERACTIVE KIOSK DESIGN DESIGNED FOR YESILAY IN THE PUBLIC AREA AS A
METHOD OF SOCIAL INTERACTION

Dr. Amine Refika Zedeli
Fatih Sultan Mehmet Vakif Universitesi, Tiirkiye
arzedeli@fsm.edu.tr

ABSTRACT

The aim of this study is to increase the visibility of the Yesilay, which is the mission of
combating addiction, in the city squares by considering the goal of creating a social
interaction in the city squares with the kiosk design application, which is a digital media
tool. The researcher observed that there are no practices and promotions that will
remind the Yesilay and increase its visibility in the city squares, which are public spaces.
As a result of this observation, a survey was conducted with 1000 people in order to
investigate the awareness of the Yesilay's services and its visibility in the city squares.
According to the results of the survey, an interactive kiosk design has been prepared
for the Yesilay. Kiosk design includes interactive games and information; It directs the
user to do sports, to perform an artistic activity, and to gain knowledge about addiction
by gamification with its interactive use. It is aimed to create a communication method
among the residents of the city as a result of the interactive use of the kiosk, which is a
digital media tool, in the city squares, which are areas of daily activity and encounter,
as a result of creating human media interaction. An interactive application has been
designed in line with this goal. In this article, a quantitative research survey design was
used, and a questionnaire was used as a data collection tool. As a result of the findings,
an interactive kiosk design was made that aims to increase human media interaction
and social interaction.

Keywords: Yesilay, Kiosk, Interactive Media, Interaction, Public area
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