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Dinya genelini iceren bir salgin siirecinden
gecerken is yapma, iletisim, calisma,
6grenme ve isbirligi yapma bicimlerimiz
glucla bir tirbalanstan geciyor.

Saglik odakli olsa da sosyo-ekonomik etkileri
ile tim yasam katmanlarimizi etkilemekte
olan salginin yaraticilik boyutunda da yeni
acilimlari sagladigini séylemek yanlis
olmayacaktir. Bu nedenle dergimizin bu
sayisini Pandemi sirecinde is ve
isbirliklerine yakindan bakmaya ayirdik.
Sadece yaratici endistriler degil tim
sektorlerde dijitallesme ve yaraticilik odakli
PANDEMi DONEMININ BELKi degisimleri tetikleyen Pandemi siurecini

DE EN DEGERLiIi HEDIYESI etkinlikler, PEAK'in uluslararasi basarisi,
YENiLE$iME OLAN Suardarialebilir kalkinma hedefleri
KATKISIDIR. DiJiTALLESME boyutundan tasarim gibi farli bashklar
SUREQLERi GiBi YARATICI altinda keyifle okumanizi diliyoruz.

ENDUSTRILER DE iVME
KAZANARAK DAHA iYi isS VE
iSBIRLIKLERI iCiN ONCULUK
ETMEYE DEVAM EDiYOR.

Saghikla Kaliniz

While we are going through a Pandemic that
covers the world, our ways of doing business,
==, communication, working, learning and
collaborating are going through strong
turbulence.Although it is health oriented, it
would not be wrong to say that the Pandemic,
which affects all our life layers with its socio-
economic effects, also provides new
expansions in the creativity dimension. For
this reason, we devoted this issue of our
journal to a close look at business and
collaborations during the Pandemic
process.We wish you to read this issue with
pleasure under different headings such as
events, PEAK's international success, and
design from sustainable development goals
dimension, which triggered digitalization and
creativity-oriented changes not only in
creative industries but also in all sectors.

Stay Safe




EVDE KAL BILIMLE ANLA
STAY HOME UNDERSTAND WITH SCIENCE

COVID-19 Pandemi sltirecinde bilgiye erisimin dijital olasiliklari zenginleserek guin ytzine ¢ikti.
Tabii nitelikli bilgiye olan ihtiyac da éyle. izmir ekonomi Universitesi Lisansiisti Egitimi'nde
farkli bir uygulama ile yaratici bir ise imza atti. Sayin Biresselioglu'nun kaleminden

aktariyoruz.

In the COVID-19 Pandemic period, the digital possibilities of accessing information have been
enriched and surfaced. Of course, the need for qualified information as well. Izmir University of
Economics initiated a creative project with a different practice. Below we narrate Mr.

Biresselioglu.

Prof Mehmet Efe BIRESSELIOGLU,
Director of Graduate School,
Izmir University of Economics
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In this century, where we live the age of
communication and technology together,
science and education joining with
creativity is a sine qua non for shaping the
future. | think that creativity is also very
important in terms of raising individuals
who will develop the society on the axis of
critical thinking and patient research.

In this context, as a new generation
graduate school, we set out with the desire
to share the creative information we
produce, with the awareness of the
necessity of our social responsibility, with all
our stakeholders. We matured the idea of
developing a creative podcast series, one of
the first steps on this path. The Rector,
Professor Murat Askar, who always supports
the structuring and innovations we have
realized in our Graduate School, which was
established in June 2020 with merging of
the four graduate schools, warmed to

the idea and said, "Continue."

With this podcast series, we wanted to
encourage those who listen to us to
understand current issues from a scientific
point of view in this period, which we are all
confined to homes due to Covid-19.

[letisim ve teknoloji ¢cadgini bir arada
yvasadigimiz bu yuzyilda, bilim ve egitimle
yaraticiligin bulusmasi gelecedgin
sekillenmesi icin olmazsa olmaz kosullar
arasinda basi cekmektedir. Yaraticilik
konusunun ayrica, elestirel dusince ve
sabirli arastirma ekseninde toplumu
gelistirecek olan bireylerin yetistirilmesi
acisindan da olduk¢ca énemli oldugunu
dusunuyorum.

Bu kapsamda, yeni nesil bir enstitd olarak,
sosyal sorumlulugumuzun da gerekliliginin
bilinci ile Grettigimiz yaratici bilgiyi tium
paydaslarimizla paylasma arzusu ile yola
ciktik. Bu yoldaki ilk adimlardan biri

olan yaratici bir podcast serisi gelistirme
fikrini olgunlastirdik. Dort Enstitdndn
birlesmesiyle Haziran 2020'de kurulan
Enstitimuzde gerceklestirdigimiz
yvapilanmayi ve yenilikleri her zaman
destekleyen Rektdér Hocamiz Prof. Dr. Murat
Askar'da bu fikre sicak bakti ve “Devam”
dedi.

Bu podcast serisi ile Covid-19 nedeniyle

zorunlu olarak evde kalinan bu slrecte, bizi
dinleyenlerin gdncel konulari bilimsel bakis
acisiyla anlamasini tesvik etmeyi hedefledik.



For this purpose, we named our series as,

“Evde Kal Bilimle Anla (Stay Home
Understand with Science)”. We also
wanted to ensure that this name and
perspective is in full harmony with our
university's slogan, “Understand with

Science Manage with Knowledge”.

In order to represent different
disciplines in the fiction of the series,
primarily, our themes were determined
together with our faculty members from
every division within our graduate
school. In this context,focusing on many
different perspectives our topics were
designed to appeal to listeners from all
interests, from law to architecture, from
psychology to design, from business
administration to energy. In the
following course, by detailing the
contents, we prepared our podcasts via
Audacity with the support of Dr. Esin
Caglayan, Director of the Teaching and
Learning Center (TLC) unit.

We promoted our podcast series through
our Instagram and Facebook social
media

accounts and pages of our Graduate
School. In addition, our relevant
departments and Alumni Office have
also contributed to reaching larger
audiences through their own
communication networks, again through
social media, especially through
Instagram accounts.

Bu podcast serisi ile Covid-19 nedeniyle
zorunlu olarak evde kalinan bu slrecte,
bizi dinleyenlerin gincel konulari bilimsel
bakis acgisiyla anlamasini tesvik etmeyi
hedefledik. Bu amag¢ dogrultusunda da,
serimizin adini “Evde Kal Bilimle Anla”
olarak belirledik. Bu isim ve bakis agisinin
ayni zamanda, Universitemizin “Bilimle
Anla Bilgiyle Yonet” olan slogani ile de tam
uyum i¢cinde olmasina 6zen gdsterdik.

Serinin kurgusunda farkli disiplinleri temsil
etmesi agcisindan, bunyemizde yer alan her
anabilim dalindan égretim Gyelerimizle
birlikte 6ncelikle temalarimiz belirlendi. Bu
kapsamda konu basliklarimiz, hukuktan
mimarliga, psikolojiden tasarima,
isletmeden enerjiye kadar bircok farkli
perspektife odaklanarak, her farkli ilgi
alanindan dinleyicilere hitap etmek lzere
tasarlandi. Takip eden sdrecte ise icerikleri
detaylandirarak, Audacity araciligiyla
Ogretme ve Ogrenme Merkezi (Ekoeditim) —
TLC birimimizin Mdadudrd Dr. Esin
Caglayan'in da destekleriyle
podcastlarimizi hazirladik.

Podcast serimizin tanitimlarini, Lisansustu
Egitim Enstitimduze ait Instagram ve
Facebook sosyal medya hesaplarimiz ve
sayfalarimiz araciligiyla gerceklestirdik.
Bunlarinun yani sira, ilgili bélamlerimiz ve
Mezunlar Ofisimiz de, kendilerine ait
iletisim networkleri araciligiyla yine sosyal
mecralar Uzerinden 6zellikle Instagram
hesaplari vasitasiyla, serimizin daha buyuk

kitlelere ulasmasi icin katki gosterdiler.

Photo by Martin Sanchez on Unsplash



The visuals were prepared within the
Graduate School in accordance with the
corporate colors of the University and to
be changed every eight episodes. We will
publish 35 podcast episodes in the first
phase of the series, which started as

of May 2. The technical problems
encountered in the problem-solving
phase,

which is one of the important legs of
creativity, have been resolved as a result
of our joint efforts with Vice Director,
Assoc. Prof. Muhittin Hakan Demir. In the
phase of reaching the stakeholders, we
decided to release our
#EvdeKalBilimleAnla podcast series as an
album on the Spotify platform. The reason
we chose Spotify as the main digital
medium was that it was a current and
widely used platform. In addition to
Spotify, our series can be accessed from
Breaker, Google Podcasts, Pocket Casts
and RadioPublic platforms.

When we look at the first statistics for
listening, it was enough to convince us
about how accurate we were doing to see
that we provided close to 1000 listening
in 10 days. Along with this, our happiness
and satisfaction doubled with the positive
feedback we received from the audience,
especially from our students and alumni.
We withessed that this successful process
was also very motivating for our faculty
members, who contributed to our series,
to prepare new podcasts.

Photo by ConvertKit on Unsplash

Gorsellerimiz ise, Lisansustu Egitim
Enstitisd bunyesinde Universitemizin
kurumsal renkleri ile uyumlu olarak ve her
sekiz boliumde bir degdistirilmek Uzere
hazirlandi. 2 Mayis tarihi itibariyle
baslangici yapilan serinin ilk etabinda 35
podcast bolumdu yayinlayacagiz.
Yaraticiligin énemli bacaklarindan biri
olan problem ¢ézme asamasinda
karsilasilan teknik sorunlari ise, Mdaddar
Yardimcimiz Dog. Dr. Muhittin Hakan
Demir ile birlikte yarattGgumduaz ortak
cabalar neticesinde ¢6zime kavusturduk.
Paydaslara ulastirilmasi asamasinda ise,
#EvdeKalBilimleAnla podcast serimizi
Spotify platformu Gzerinden albim
olarak yayinlamaya karar verdik. Spotify’i
ana dijital mecra olarak se¢gme sebebimiz
ise guncel ve yaygin kullanilan bir
platform olmasiydi. Spotify’in yanisira
serimize Breaker, Google Podcasts, Pocket
Casts ve RadioPublic platformlarindan da
ulasalabilmektedir.

Ilk dinlenme istatistiklerine baktigimizda,
10 gun i¢cindel000’e yakin bir dinleme
sagladigimizi gérmek ise, bizi ne kadar
dogru bir is yaptigimizla ilgili ikna etmeye
yetmisti. Bununla birlikte, dinleyicilerden,
ozellikle 6grencilerimiz ve
mezunlarimizdan aldigimiz olumlu geri
dondusler ile birlikte

mutliulugumuz ve memnuniyetimiz de bir
kat daha artti. Bu basarili sdrecin ayni
zamanda, serimize katkida bulunan
ogretim UGyelerimizi de yeni podcastiar
hazirlamalari konusunda olduk¢a motive
edici olduguna tanik olduk.



As it is known, we faced a situation that we
have not encountered for decades with
Covid-19, which deeply influenced all
segments of society, economies and
industry, and changed all the dynamics of
daily life. Therefore, we as educators and
researchers, searched for answers to these
new problems from an interdisciplinary
perspective and wanted to guide them in
the light of information.

In this context, we saw this creative and
pioneering project as an important
opportunity to meet the changing and
transforming needs of society

today. This way, we will continue our efforts
to contribute to creativity in education by
adding new ones to the projects we have
developed by trying to convey our Graduate
Schhol's rich knowledge and intellectual
and cultural accumulation to larger
audiences.

Bildigimiz Gzere, toplumun budtun
kesimlerini, ekonomileri ve endustriyi
derinden etkileyerek, ginlik hayatin
tadm dinamiklerini degistiren Covid-19 ile
birlikte on yillardir karsilasmadigimiz bir
durumla karsi karsiya

kaldik. Dolayisiyla, bizler de egitimci ve
arastirmacilar olarak ortaya ¢ikan bu
yveni sorunlara interdisipliner bir bakis
acisiyla cevaplar aradik ve hap bilgiler
Isiginda yol gostermek istedik.

Bu kapsamda, bu yaratici ve éncl
projeyi, gunumduzde toplumun degisen ve
dénusen gereksinimlerini karsilamak
adina énemli bir firsat olarak goérduk. Bu
yolla da, Enstitimuzun zengin bilgi ile
entellektiuel ve kaltdrel birikimini daha
genis Kitlelere ulastirmayi hedefimize
koyarak gelistirdigimiz projelere
yenilerini de ekleyerek, egitimde
yaraticiliga fayda saglamak adina
cabalarimiza devam edecegiz.

Sizlerin evde kaldigir bu surecte, egitimde ve bilimde yaraticiligin disari cikabilmesi
umidiyle saglikla kalin.

Stay healthy, with the hope that creativity in education and science come out
during your stay at home.




YARATICILIK VE GIRISIMCILIK
CREATIVITY AND ENTREPRENEURSHIP

Yaraticilik kavrami, yasamin her alaninda kendini farkli zenginlikte géstermekte. Konu
girisimcilik ve inovasyon oldugunda da yaraticilik bir hizlandirici/dénlstlriucu etki yaratiyor.
Sayin Akbulut, bu yazisinda, is yapma ve yonetme surecgleri acisindan yaraticilik ve

girisimcilik kavramlarini ele aliyor.

The concept of creativity shows itself in every area of life in different means. And when it
comes to entrepreneurship and innovation, creativity creates an accelerating/transforming
effect. In this article, Ms. Akbulut addresses the concepts of creativity and entrepreneurship
in terms of doing business and managing processes.

Tugge Akbulut

Designer /Founder at Cross Change

What is happening on the business /
managing / growing side of creativity?

As a creative professional, it is possible
to achieve financial independence and
success in the business world, by doing
the things we love to do.

In trainings (art-design schools) centering
creativity and intellectual capital, while
advising people to preserve their
idiosyncrasy and to feed this originality
with the mathematics of professional
production,

we forget an important subject, that is, to
provide a qualified education about

the realities of the business world. This
lack of knowledge makes thousands of
newly graduated creative minds
vulnerable when they start working.
Discovering one’s self, in order to find a
place in business life, is as important as
preserving and developing that discovered
originality. Otherwise, we add new
members to a crowded community that
feels tired, stuck and lonely such as works
started with excitement but sink in a short
time, designers who started to become
corporate employees by not being able to
reach the customer they dreamed of,
artists who rely on funds and aid as the
only source of income from lack of
financial literacy.

Creative Entrepreneur / Creative Business Advisor /

Yaraticiligin is yapma/yénetme/blyltme
tarafinda neler oluyor?

Bir yaratici profesyonel olarak finansal
bagimsizlik ve is dunyasinda basariya
ulasmak mimkdn, hem de yapmayi ¢ok
sevdigimiz isleri yaparak.

Yaraticiligi ve entelektuel sermayeyi
merkeze alan egitimlerde (sanat -tasarim
okullari) kisilere kendine hasligini
korumayi, bu 6zgunlugu profesyonel
dretimin matematigi ile beslemeyi
ogutlerken, 6nemli bir konuyu yani is
dunyasinin gerceklerine dair nitelikli bir
egitim vermeyi unutuyoruz. Bu bilgi
eksikligi yeni mezun olan binlerce yaratici
zihni ¢calismaya basladiginda savunmasiz
kiliyor. Is hayatinda kendine yer
bulabilmek icin, kendini kesfetmek kadar, o
kesfedilen 6zgunligun korunmasi ve
gelistirilmesi de bir o kadar énemli. Aksi
takdirde, heyecanla baslanan fakat kisa
surede batan isler, hayal ettigi mdusteriye
ulasamadigi icin istemeyerek kurum
calisani olmaya baslayan tasarimcilar,
finansal okuryazarlik eksikliginden tek
gelir kaynadi olarak fon ve yardimlara bel
baglayan

sanatgilar gibi kendini yorgun, sikismis ve
yalniz hisseden kalabalik bir topluluga yeni
uyeler katiyoruz.



’Qﬂ‘i it f’«f i :l AT
Carrying out a profession should not only

be being an employee of large companies
and institutions in that field.

It appears that “creative entrepreneurship”
that includes the creative professionals,
who want to do their own business and
want to produce under their brand, is one
of the solution suggestions. There are
many definitions of creative
entrepreneurship, but it is basically an
attempt at the enterprise working in the
creative industries, by making creative and
intellectual capital and intellectual
property the center. Under this hat, there
are many professions from advertising to
architecture, from design to software. As
the main players of the creative economy,
it is not possible to achieve financial
freedom and succeed with your unique
production that makes you special without
knowing the “business”.

Although there are subjective links that
fundamentally distinguish us from other
initiatives, this does not change the fact
that you are doing a “business” and that
you need to receive basic training on
doing business - managing - growing. No,
inspiration and good design are not all you
need in a creative business!

In an article in the journal Psychology
Today, Grant Hilary Brenner, *mentions
that the brain has three different
networks.

Photo by Steve Johnson on Unsplash

Hdalbuki dinya, market o “kendine h.os”
olmanin pesinde yani arz ile talep arasinda
bir koprd kurmaya davet ediyorum sizi.

Bir meslegi icra etmek sadece o alandaki
bluyuk sirket ve kurumlarin ¢alisani olmak
olmamalil. Kendiisini yapmak isteyen,
markasi altinda Uretmek isteyen yaratici
profesyonelleri kimesine alan “yaratici
girisimcilik” ¢ézim d6nerilerinden biri olarak
karsimiza ¢ikiyor. Yaratici girisimciligin
bircok tanimi var ama temelde yaratici ve
entelektuel sermayeyi ve fikri mulkiyeti
merkezine alarak yaratici endustriler
alaninda ¢alisan girisime deniyor. Bu
sapkanin altinda reklamciliktan mimarliga,
tasarimdan yazilima bir¢gok meslek var.
Yaratici ekonominin ana oyunculari olarak
“isi” -business- bilmeden finansal édzgurlige
kavusmak ve sizi 6zel yapan o kendine has
uretiminizle basarili olabilmeniz pek
mumkun degil.

Her ne kadar diger girisimlerden temelde
bizi ayiran 6znel baglar olsa da is yapma-
yonetme-buylutmeye dair temel egitimleri
almaniz gerektigi gercedini degistirmiyor.
Hayir, yaratici bir isletmede ihtiyaciniz olan
tek sey ilham ve iyi tasarim degil!

Psychology Today dergisindeki bir makalede
Grant Hilary Brenner, **beynin Gg¢ farkli aga
sahip oldugundan bahsediyor.



“The default mode network; inactive mode
of the brain, the executive control network;
decision and emotion center, and the
salience network; that is, the part that
determines which of the things around

us you will notice and what you will do or
not.” During creative production, it

was determined that the brain started to
work together in the name of “problem
solving” by collaborating with these 3 main
working centers. Actually, our

creative productions are like a collective
problem-solving action.

When your head is filled with tens of
thousands of big and small questions,
issues waiting to be solved, these centers
will only focus on solving the problems
that already exist. Trying to solve the
problems only when they appear in front of
us, that is, to react be content with just as
far as the subjects touch us, let alone
giving you the space you need, will turn
your life into a growing chaos due to
deadlines that come down on you and
eventually cannot be reached, your site
that is not updated and lack of time for
your own productions. Along with the lack
of knowledge regarding these basic tools
and methods, trends, market and customer
behaviors that are constantly changing at a
great speed can paralyze the human.
Whereas, you have dreams about yourself,
about your business, many steps you need
to focus and solve to make those dreams
come true, and you need a space to realize
yourself by focusing on the
thing/concept/information that makes you
special.

Varsayilan ag, beynin etkin olmayan
modu, ydrdtme agi, karar ve duygu
merkezi ve G¢lUncl fark etme agdi; yani
etrafimizda bulunan seylerden
hangilerini fark edeceginizi ve neleri
yapip yapmayacadinizi belirleyen kisim.”
Yaraticr Uretim esnasinda, beynin bu 3
ana ¢alisma merkezinin is birligi yaparak
“oroblem ¢6zme” adina birlikte
calismaya basladigi tespit edilmis. Yani
aslinda yaratici Gretimlerimiz, kollektif
bir problem ¢ézme eylemine benziyor.

Kafanizin i¢i ¢cézuilmeyi bekleyen on
binlerce, buyukld kiguUkld soru(n) ile dolu
oldugunda bu merkezler ancak
halihazirda éndnde var olan sorunlari
coézmeye odaklanacaktir. Sorunlari
sadece 6nUmuze dustigunde ¢cbézmeye
calismak yani reaksiyon géstermek ya da
sadece konularin bize dokundudu
kadariyla yetinmek size o ihtiyaciniz olan
alani saglamak bir yana hergun biraz
daha sikistiran, sonunda da yetismeyen
teslim tarihleri, guncellenmemis siteniz
ve kendi istediginiz Gretimler i¢cin zaman
olmamasi hayatinizi buyudyen bir kaosa
dénlsecektir. Bu temel aracg ve
yontemlere dair bilgi eksikligi ile birlikte
bir de mduthis bir hizla strekli degisen
trendler, market ve mdusteri davranislari
insani paralize edebiliyor.

Halbuki sizin kendinizle, isinizle ilgili ne
hayalleriniz, o hayalleri gerceklestirmek
icin odaklanip ¢6zmeniz gereken ne ¢ok
adima ve sizi 6zel yapan
seye/kavrama/bilgiye odaklanip kendinizi
gerceklestirebilmek icin bir alana
ihtiyaciniz var.




Yes, according to Hilary Rushford,
"creativity requires space".

This need for space of creative production
is not only physical but also emotional
and mental. Getting stuck between all
these sectoral taboos, dreams and
responsibilities, and especially in these
days when we feel passive in the
construction of the future, we are
naturally feeling confused, a lot. But we
don't have to feel so stuck. Let's take a
step back and look at the big picture
together.

Learning the business side of creativity

is not as difficult as it is thought. Creative
individuals are often identified with
micro thinking, while business
professionals are identified as systemic
thinkers. Although there is a great
generalization in this point of view, it is
not difficult to see that as a creative
individual, it is not our greatest strength
to make medium and long-term plans
and to establish a professional strategy.
The shortcoming in this long-term
thinking reflex is one of the main
transformation points. So, what | mean is;
to make a plan! As a designer and
creative entrepreneur, | realized that |
actually started by planning each design
project, just like my friends of architects,
graphic designers or fashion designers. In
fact, we know that we are very good at
making plans and even realizing that plan
alone, despite a lack of motivating
teammates. As an individual who uses
imagination as a professional tool and
has such durable planning skills, we need
to look at strengths from another
perspective. Although strategic thinking
seems to be far from us, it is in fact in our
reflex. "The strategy is to choose" says
famous American academic, strategist
and economist Michael Porter. Why would
it be hard to learn for an individual who,
by him/herself, is capable of creating a
half-page rudiment, new palette of colors,
forms and functions? Actually, it is not.
But when it comes to applying these
reflexes to our own brand and business,
we start getting confused. The main
reason for these confusions lies in the
lack of information and not seeing our
production as a 'business’'.

Evet, Hilary Rushford'a gore“yaraticilik
alan ister”.

Yaraticr dretimin bu alan ihtiyaci, fiziksel
oldugu kadar duygusal ve zihinsel de.
Bunca sektorel tabu, hayaller ve
sorumluluklar arasinda sikismis hissetmek,
hele de gelecedin insasinda edilgen
hissettigimiz bu gunlerde evet dogal olarak
kafamiz karistiriyor, hem de ¢ok. Fakat bu
kadar sikisik hissetmek zorunda degiliz. Bir
adim geri atip buyuk resme bakalim.

Yaraticiligin is -business- tarafini
ogrenmek, zannedildigi kadar zor degil.
Yaratici bireyler cogunlukla mikro
dustnme ile 6zdeslestirilir iken, is dunyasi
profesyonelleri sistemsel dusundrler olarak
tanimlaniyor. Bu bakis acisinda buyuk bir
genelleme olmakla beraber, yaratici bir
birey olarak orta ve uzun vadeli planlar
vapmak, mesleki strateji olusturmak gibi
konularin da en gug¢lu kaslarimiz
olmadigini gérmek zor degil. Bu uzun
vadeli distinme refleksimizdeki eksiklik, en
temel dénlusum noktalarindan biri. Yani
kastettigim sey, plan yapmak!

Bir tasarimci ve yaratici girisimci olarak,
aslinda her bir tasarim projesine
planlayarak basladigimi fark ettim, tipki
mimar, grafik tasarimci ya da moda
tasarimcisi arkadaslarim gibi. Aslinda plan
yapmakta ve hatta o plani tek basimiza,
motive eden bir takim arkadasi eksikligine
ragmen gerceklestirmekte ¢cok iyi
oldugumuzu biliyoruz. Hayal kurmay:!
mesleki bir ara¢ olarak kullanan ve
binyesinde bu denli dayanikli planlama
becerisi olan bir birey olarak guc¢lu
kaslarimiza bir de baska bir

perspektiften bakmamiz gerek. Stratejik
dustinme, bizden uzak gibi gézukmekle
beraber aslinda bizim refleksimizde. Unli
Amerikali akademisyen, stratejist ve
ekonomist Michael Porter “ strateji, se¢cim
vapmaktir” diyor. Kendi basina, yarim
sayfalik én bilgi yepyeni bir renk, form ve
fonksiyon paleti yaratma kabiliyetindeki bir
birey icin bunu 6grenmek neden zor olsun
ki? Aslinda degil. Fakat konu bu refleksleri
kendi markamiz ve isimize uygulamak
olunca bocalamaya basliyoruz. Bu
bocalamalarin temelinde bilgi eksikligi ile
birlikte yaptigimiz Gretimi bir 'is olarak
gérmeme' yer aliyor.



The deep, personal connection between
creative production and its creator
makes it difficult for us to internalize
the knowledge that production is a
product / service that lives
independently of us and must meet with
the customer. The existence of this
connection makes us one of the key
players of a cluster called the 'passion
economy' comprised of a set of people,
as the name suggests, who work on the
pursuit of their passions diligently. After
all, this passion and originality
encourage us to produce despite all
these difficulties. But does it always have
to be this hard?

In fact, no. | have been trying to find a
solution for this problem the last two
years with Cross Change, which | have
established as a design, meeting and
learning platform. Working as a freelance
art director for many years, establishing
and failing 3 brands in a short time, and
working as a social entrepreneurship
incubator program coordinator for 1.5
years on a social innovation platform on
top of that, | started building a new
bridge between creativity and
entrepreneurship. Cross Change is now
an empowiring space for creatives.
Firstly, as a quick solution proposal, we
designed the 2-3 day bootcamps, which
will be announced soon, that are
compressed-time, intensive business
development experimental
environments, for creators who want to
redesign themselves and their work
during quarantine days.

Yaraticr dretim ile onu yaratan arasindaki
derin, kisisel bag, o dretimin bizden
badimsiz da yasayan, mdusteri ile bulusmasi
gereken bir drin/servis oldugu bilgisini
icsellestirmemizi zorlastiriyor. Bu bagin
varligi, bizi adina 'tutku ekonomisi-passion
economy-'denen ve adindan da anlasildigi
Uzere tutkularinin pesinde dirayetle ¢alisan
kisilerden olusan bir kimenin dnemli
oyuncularindan biri yapiyor. Zaten bu tutku
ve 6zgunluk bizi bunca zorluga ragmen
Uretmeye tesvik ediyor. Ama hep bdyle zor
mu olmak zorunda?

Aslinda hayir. Bir tasarim, bulusma ve
ogrenim platformu olarak kurdugum Cross
Change ile son iki yildir bu derde ¢care
bulmak icin calisiyorum. Uzun yillar
badimsiz -freelance- sanat yonetmenligi
yvapip, kisa surede 3 marka kurup batirip,
ustune de 1,5 yil bir sosyal inovasyon
platformunda sosyal girisimcilik kulugcka
program koordinatorlGgu yaptiktan sonra
yaraticilik ve girisimcilik arasindan yeni bir
koprd insa etmeye basladim. Cross Change
artik yaraticilar icin bir guglendirme alani
(empowiring space for creatives). i1k

adim olarak, yakinda duyurularini
yvapacadgimiz, karantina gdnlerini kendini ve
isini yeniden tasarlamak isteyen yaraticilar
icin hizli bir ¢ézim dnerisi olarak 2-3 glanlik
bootcampler -sikistirilmis zamanli, yogun is
gelistirme deneyimsel ortamlari- tasarladik.
Bu 6grenim yolculuklari isinde basarili
tasarimcilar ve uzun yillar yaratici
enddustrilerde ¢calismis is dunyasi
profesyonellerini egitmen olarak agirliyor
olacak.

Photo by Angelina Litvin on Unsplash



These learning journeys will welcome
successful designers and business
professionals, who have worked in
creative industries for many years, as
trainers. This way, the educational
content will be customized with those
who are familiar with the unique
dynamics of the creative industries and
are familiar with fighting them. We try to
share the skills and tools to be learned as
much as we can by meeting the
professionals from my business and social
networks that have developed over the
years, who volunteer to explain their
creative identities and what they know, in
the creative entrepreneurship talks series
called, ‘Let's Be Honest'. Thanks to these
events, those, who want to get special
counseling, want to start their business,
grow their small business or redesign
their business approach, also have the
opportunity to get to know us.

As a person who learned everything to do
about doing business on my own, through
good and bad experiences, This platform
developed so that others do not lose their
years, aspirations and money due to the
lack of these basic learnings. Within the
awareness of the reality of blood, sweat,
tears of creative production, | invite all
creative people, who want to learn what
they need to know about starting and
managing and growing a business such as
business development, marketing,
financial modeling, legal literacy,
storytelling, customer analysis,
communication design, to take advantage
of their superpower to save time, gain
advantage in the business world and
become even more successful by doing
what they dream of.

Boylece, egitim icerikleri yaratici
enddustrilerin kendine has dinamiklerini
bilen, buniarla micadele etmeye asina
kisilerle 6zellesmis olacak. Yillar i¢cinde
gelisen is ve sosyal iletisim aglarimdan
yaraticr kimliklerini, bildiklerini
anlatmaya gonulld profesyonellerle
Let's Be Honest isimli yaratici
girisimcilik sohbet serisinde bulusup,
odrenilmesi gereken beceri ve aracglari
elimizden geldigince paylasmaya
calisiyoruz. Bu etkinlikler sayesinde ¢zel
danismanlik almak isteyen, isini
kurmak, kicuk isletmesini buyutmek ya
da is yaklasimini yeniden tasarlamak
isteyenler de bizi tanima firsati bulmus
oluyor.

Bu platform, is yapmaya dair bildigi her
seyi yolda, kendi kendine, iyi-kotu
deneyimler Uzerinden 6grenen biri
olarak, baskalari yillarini, heveslerini ve
parasini bu temel 6grenimlerin eksikligi
sebebiyle kaybetmesin diye gelistirildi.
Yaraticr dretimin kan, ter, gézyasi
gercekliginin bilincinde, is gelistirme,
pazarlama, finansal modelleme, hukuki
okur yazarlik, hikadye anlatimi, musteri
analizi, iletisim tasarimi gibi bir is
kurma-yonetme ve buyutmeye dair
bilinmesi gerekenleri 6grenmek isteyen
tum yaratici Kisilere, zaman
kazandirmak, is dunyasinda avantaj
saglamak ve hayal ettikleri isi yaparak
daha da basarili olabilmeleri i¢cin stiper
gliclerine sahip ¢ikmaya davet etmeliyiz.

“If you do not create and control your environment, your environment creates and

controls you.”
— Dr. Marshall Goldsmi

*KAYNAK: HTTPS://WWW.CREATIVELIVE.COM/BLOG/SCIENCE-OF-CREATIVITY/ )




BIR PANDEMIK PROJE: CORONAYIYENDIM.COM
A PROJECT OF PANDEMIC

Pandemi doneminde yaratict isler pek ¢ok farkli platformda giin yizine ¢ikma imkan: buldu.
Dikkatimizi ¢ceken bir proje de Istanbul-Bilgi Universitesi Bilgisayar Miihendisligi Bélimii
ogrencilerinin is fikri olarak; Ulusal bir yarigmada ilk 20'ye giren 'Coronayiyendim.com' oldu.
Ekibin bir iiyesi ve Istanbul Bilgi Universitesi 6gretim iiyesi Sayin Uzay Cetin'in kaleminden
aktariyoruz.

During the pandemic, creative works were able to come to light on many different platforms.

A project that caught our attention was the business idea of Istanbul-Bilgi University Department of
Computer Engineering students, 'Coronayiyendim.com' that ranked in the top 20 in a national
competition. We narrate a member of the team and Istanbul Bilgi University faculty member, Mr.
Uzay Cetin.

Akif Emre Yunus Emre

Capoglu Gindogmus

Dr. Uzay Cetin is Geligtirici Jr. Veri Bilimci
In the new era we are in, the vast fcinde bulundugumuz yeni cagda carpici bir
majority of technology initiatives bicimde teknoloji girisimlerinin buyuk
conspicuously emerge as applications of ¢ogunlugu, yapay zeka'nin saglik
artificial intelligence in the health sektorundeki uygulamalari olarak
sector. For example, carbonhealth, the karsimiza ¢cikmaktadir. Ornedin, Udemy’'nin
new initiative of Udemy's founder Eren kurucusu Eren Bali'nin yeni girisimi
Bali enables patient data to be shared carbonhealth hasta verilerini doktorlar
among doctors, allowing doctors to make arasinda paylasima acarak, doktorlarin
better data-driven decisions. Many daha iyi bir bicimde veri-odakli karar
ventures such as almalarini sagliyor. GYANT, CancerCoach,
GYANT, CancerCoach, ABBI etc. aim to ABBI vb bircok girisim sanal asistanlar
guide patients correctly during the vardimi ile hastalik siresince hastalari

illness with the help of virtual assistants. dogru bir bicimde yénlendirme amacini
The number of such samples can be tasimaktadirlar. Bu gibi érneklerin sayisi
easily increased. kolayca arttirilabilir.

Yeni normal ile tanimlanan sdrecte virdsler
ve enfeksiyonlarin hayatimizin énemli bir
parcasi olacak gibi gérdndyor. Bu tehlikeli
yveni normal ile nasil basa ¢cikacagiz?
Teknoloji bize nasil yardim edecek? Bu
yazimizda sizlere, Korona gunlerindeki
olumsuz atmosferi dagitmayi amaglayan
yeni bir sosyal girisim olan
https:.//www.coronayiyendim.com'‘dan
bahsedecegiz. Bu sosyal girisim, uzman
denetiminden gecirilen bilgi ve deneyimlerin

It seems that viruses and infections will
be an important part of our lives in this
period defined as the new normal. How
do we deal with this dangerous new
normal? How will technology help us? In
this article, we will talk about
https://www.coronayiyendim.com, a new
social initiative that aims to lighten up
the negative ambience in the Corona
days. This social initiative aims to
facilitate the sharing of information and

experiences under the supervision of hastalar arasinda paylasiimasini

specialists among patients. Social kolaylastirmayr amacg¢lamaktadir. Sosyal
initiatives, as known, aim to both create girisimler bilindigi gibi, faaliyet gdésterdikleri
social benefit and profit in the field in alanda hem toplumsal fayda yaratmayr hem
which they operate. And, this initiative de kar etmeyi amaglar. Bu girisim de, sosyal
stands out as an initiative that places faydaya daha ¢ok dnem veren bir girisim

greater emphasis on social benefit. olarak goéze ¢carpiyor.



There is a need for a platform for sharing
feelings and experiences among patients
about disease and treatment, which is
controlled by specialist health personnel.
Thanks to such a platform, when we get
sick, we can systematically learn what
similar people have had before and make
our choices (about the doctor / drug /
treatment) wiser.

The subject of this article, coronayiyendim
initiative, automatically detects people
who say they have beat Corona on Twitter
via a social bot, using Turkish Natural
Language Processing, and invites them to
share their experiences on the website.

Data security is provided by storing all the
data shared on the platform with various
anonymization and encryption methods.
Until it reaches enough data, specialist
healthcare professionals double-tag the
shared information as true/false. When
enough data is reached, it is aimed to
perform true/false classification
automatically with artificial learning. At
this point, the initiative predicts that it
will have critical and valuable data. In the
medium term, it is targeted that this
project will be pivoted to a project where
the person who has beaten any

disease can share all the experiences with
others. If you would like to contribute to
this social initiative or be a part of this
project, you can get in touch at
uzayOO@gmail.com address.

Hastalar, bilgi edinmek ve bilin¢li karar
verebilmek i¢cin sorularina yanit almak
istemektedir. Arastirmalar gosteriyor ki;
hastalar tedavi, test, tani gibi

bircok konu hakkinda bilgi almak istedikleri
gibi, duygusal ve sosyal anlamda

da destege ihtiya¢ duymaktadir. Ne yazik ki,
saglik personelimiz ne kadar

ozverili calismalar yurutseler de bu
ihtiyaclarin hepsine yetismekte
zorlanmaktadir. Bu nedenle hastalar, artan
bir bicimde, internetteki forum ve

bloglari hastalik ve tedavi hakkinda bilgi
almak ve duygularini paylasmak

amaciyla kullanmaktadir. Internetten
edinilen, kontrolden gecirilmemis bilgiler
hastalari yanlis yénlendirebilecedi gibi
yarardan ¢ok zarar da getirebilir.

Hastalik ve tedavi hakkinda, uzman saglik
personellerinin denetiminden gecirilen,
hastalar arasi duygu ve deneyim paylasma
platformuna ihtiyag vardir. Boyle bir
platform sayesinde, hastaliga
yvakalandigimizda, daha énce o hastaliga
yvakalanmis benzer kisilerin neler yasadigini
sistematik bir bicimde 6grenebilir

ve (doktor/ilag/tedavi hakkindaki)
secimlerimizi daha akillica yapabiliriz.

Bu yazinin konusu olan coronayiyendim
girisimi, bir sosyal bot araciligi ile Twitter'da
Corona'yr yendigini séyleyen kisileri Turkce
Dogal Dil isleme kullanarak, otomatik
olarak tespit edip, deneyimlerini paylasmasi
icin web sitesine davet ediyor. Platformunda
paylasilan batdn veriler cesitli
anonimlestirme ve sifreleme yontemleriile
saklanarak veri guavenligi saglaniyor. Yeterli
veri miktarina ulasincaya kadar, uzman
saglik personeli paylasilan bilgileri
dogru/yanlis olarak ikili sekilde etiketliyor.
Yeterli veriye ulasildiginda dogru/yanlis
siniflandirma isleminin yapay é6grenme ile
otomatik bir bicimde yapilmasi hedefleniyor.
Bu noktada girisim kritik ve ¢cok degerli bir
veriye sahip olacagini é6ngoruyor. Bu
projenin, herhangi bir hastaligi yenen
kisinin yasadigir tum deneyimleri baskalari
ile paylasabilecegi bir projeye pivot edilmesi
orta vadede hedeflenmektedir. Bu sosyal
girisime katki saglamak, ya da bu projenin
bir parcasi olmak isterseniz
uzayOo@gmail.com adresinden iletisime
gecebilirsiniz.



PANDEMI SURECINDE KURUMSAL TUTUM:

COVID-19 DONEMI IZMIR TICARET ODASI UYGULAMALARINA GENEL BAKIS

Pandemi déneminde her kurum riski azaltmak ve verimliilgi sirdirebilmek i¢cin farkli uygulamalara
yoneldi. Pandemiye karst bir kurumsal tutum ve eylemler dizini se¢erek hayata gegiren kurumlar
icerisinde Izmir i¢in IZTO érneginin detaylarint IZTO Kurumsal Hetisim Miiiirligi'nin kaleminden
sunmaktayiz.

In the pandemic period, each institution was act in the different practices in order to reduce risk and
sustain efficiency. We present the details of the IZTO example for Izmir among the institutions that
have implemented a directory of corporate attitudes and actions against pandemic.

Many social responsibility projects were IZTO tarafindan Covid-19 salgini déneminde

launched by I1ZTO during the Covid-19 bircok sosyal sorumluluk projesi hayata
epidemic period. Hospitals were decorated ge¢irildi. Minnet bor¢lu oldugumuz saglik
with flowers in coordination with our personellerimizi bir nebze motive

Provincial Directorate of Health in order to etmek amaciyla Il Saglik Maddrlagumiz
motivate our healthcare personnel to some koordinasyonunda hastanelerimiz ¢icekler
extent, whom we are grateful to. A sweet ile donatildi. Kentimizde bulunan saglik
gift, albeit a small one, was offered to the gdrevliilerine ki¢uk de olsa tatli bir
healthcare personnel in our city. armagan sunuldu.

* *

Health materials produced for all of Turkey [ZzTOgirisimleriyle, TOFAS Bursa fabrikasinda
in Tofas Bursa factory, 23 biological tim Tdrkiye icin dretilen saglik

sampling booth, 40 intubation booths and mgjzemeleri, 23 adet biyolojik numune alma
1,000 face shields, were sent to pandemic kqhpini, 40 adet entibasyon kabin ve
hospitals in Izmir which were determined 1900 gdet siperlikli maske, il Saglik

in coordination with the Provincial Health Muddrligd koordinasyonunda belirlenen ve
Department thanks to initiatives of IZTO. j, j,\qe sqlgin tedavisi yapilan hastanelere

ulastirildi.
The “YOU STAY HOME, WE ARE AT YOUR "

DOOR" campaign has been launched in
order to ease the lives of citizens aged 65
and over and to meet their market needs

. . . ket ihti / leri 5t k
by delivering the market goods to their market intiyaciaring eY erine goturere )
homes karsilamak amaciyla “SEN EVINDE KAL, BlIZ

" KAPINDAYIZ" kampanyasi baslatildi.

*

*

65 yas ve Uzeri vatandaslarimizin hayatlarini
kolaylastirmak ve bu vatandaslarimizin

Awareness was raised about individual _ 5 5
measures to be taken against the virus by IZTO Binasina Sadlik Bakanligi tarafindan

posting the "14 Rules" posters prepared by hazirlanan “14 Kural” afisleri asilarak
the Ministry of Health at the IZTO virdse karsi alinacak bireysel énlemler
Building. konusunda farkindalik yaratildr.

* *

To emphasize that international relations isU/usiararasi iliskilerin bizim i¢in temel

one of the main priorities for us, sibling onceliklerden biri oldugunu vurgulamak icin,
chambers abroad, foreign ambassadors in yurt disinda kardes oda anlasmasi
Turkey, and institutions we signed imzalanmis bulunan odalar, Tlrkiye'deki

cooperation agreements with have been  yabanci buylkelgiler, Izmir'deki yabanci
contacted with the hope that the relations konsoloslar ve isbirligi anlasmasi imzalanan
will continue increasingly during and post kurumlar ile Covid-19 dénemi ve sonrasi

Covid-19 period and letters containing iliskilerin artarak devam etmesi
common goals, goodwill and an invitation temennisiile iletisime gecilmis; ortak
to do business together were sent. hedefler ile iyi niyet ve birlikte is yapma
* daveti iceren mektuplar gonderilmistir.
80% of IZTO personnel have continued *

their activities from home since the last
quarter of March due to Covid-19 Outbreak.
During this period, there was no disruption
in the works carried out either through
technological infrastructure or equipped
personnel.

Covid-19 Salgini nedeniyle Mart ayl son
ceyreginden bugtne [ZTO personelinin % 80'i
evden calisma suretiyle faaliyetlerini
surddrdu. Bu surecg icerisinde gerek
teknolojik altyapi gerekse donanimli
personel vasitasiyla, yapilan ¢calismalarda
herhangi bir aksama yasanmad.



First of all, all measures taken by the
Government regarding the Covid-19
epidemic period, all the works performed
were updated throughout the day and
shared simultaneously with all 1ZTO
members through the I1ZTO website
(www.izto.org.tr). Announcements and
legislative arrangements concerning the
relevant professional groups and sectors
were shared.

Additionally, informative banners that will

speed up the transactions of IZTO members
regarding TOBB Loan and other credit works

were published through social media
accounts. We continue to support I1ZTO
members by guiding them regarding the
credit opportunities that our state has put
into the market through public banks, and
with problems encountered in the field.

In addition, Many of the I1ZTO services are
transferred to the infrastructure
developed with the importance given by
IZTO to digital services; and service
delivery can be continued. For example;
“Intercity Assignment Document”
applications that emerged due to the
epidemic were received through the IZTO
website and IZTO members were provided

with the necessary service before they came

to the Chamber in person.

Oncelikle IZTO web sitesi ( www.izto.org.tr
) araciligl ile HikGmetimiz tarafindan
Covid-19 salgin surecine iliskin alinan tdm
tedbirler, yapilan tium c¢alismalar gun

icerisinde gluncellenerek tum IZTO Gyeleri
ile es zamanli paylasildi. ilgili meslek
gruplari ile sektérleri ilgilendiren
duyurular ve mevzuat duzenlemeleri

paylasildi.

Ayrica TOBB Nefes Kredisi ve diger kredi
calismalarimiz ile ilgili [ZTO dyelerinin
islemlerini hizlandiracak, bilgilendirici
banner’lar sosyal medya hesaplari yolu ile
yayinlandi. Devletimizin kamu bankalari
araciligiyla piyasaya sdrduga kredi
imkanlari konusunda IZTO Gyelerine yol
gosterilerek, sahada yasanan aksakliklar
konusunda destek olunmaya devam
ediliyor.

*

Bunun yani sira IZTO'nun dijital
hizmetlere verdigi 6nem ile gelistirilmis
bulunan altyapiya; [ZTO hizmetlerinin
bircogu aktarilarak hizmet sunumu
surddrdlebilmek- tedir. Ornedin; salgin
nedeniyle ortaya ¢ikan “Sehirlerarasi
Gérev Belgesi” basvurulari [ZTO web sitesi
lUzerinden alinmis ve [ZTO dyelerinin,
fiziksel olarak Odaya gelmeden gerekli

hizmeti almalari saglanmistir.

Photo Credit: Photo by Edwin Hooper on Unsplash




Certificates of activity documents and
other procedures can be done through
our existing E-Chamber system. Finally,
the Trade Registry Directorate has
started to issue documents on electronic
environment. Trade Registry certificates
and bankruptcy concordat documents
are now available electronically.

Another issue that was given importance
in the period due to the epidemic was
fast and effective communication. With
the transition to working from home,
“WhatsApp Support Line” was
established and all problems and
suggestions of our members were sent to
the relevant units and resolved every day
(including holidays and weekends) up to
12 hours a day. Along with the WhatsApp
Support Line, responded to questions
and suggestions from IZTO members
received via IZTO Call Center, info and
TOBB e-mail addresses, social media
accounts and SMS, were answered as
soon as possible and uninterrupted
support for their problems was provided.
A total of 41,488 calls and messages have
been answered through all these
communication channels since the
outbreak began.

Professional Committees Meetings and
Assembly Meetings were held online
during the epidemic period and the
problems and solution suggestions of the
IZTO Professional Committees

regarding their sectors due to the
epidemic were conveyed to the
competent authorities with the relevant
Ministries and TOBB initiatives.

Mevcut E-Oda sistemimiz Uzerinden faaliyet
belgeleri ve diger islemler yapilabilmektedir.
Son olarak Ticaret Sicili Maddrldgumuz de
elektronik ortamda belge vermeye
baslamistir. Artik, Ticaret Sicil
tasdiknameleri ve iflas konkordato belgeleri
de elektronik ortamda verilmektedir.

Salgin nedeniyle stirecgte bir diger 6nem
verilen bir diger konu ise hizli ve etkili
iletisim olmustur. Evden ¢calisma sistemine
gecilmesiyle birlikte “Whatsapp Destek
Hatti” kurularak, her gun (tatil ve hafta
sonlari dahil) ginde 12 saate varan sirede
dyelerimizin tidm sorun ve onerileri ilgili
birimlere iletilmis ve ¢ézimlendirilmistir.
Whatsapp Destek Hattr ile birlikte, IZTO
Cagri Merkezi, info ve TOBB e-posta
adresleri, sosyal medya hesaplari ve SMS
araciligiyla [ZTO Gyelerinden gelen soru ve
onerilere mumkdn olan en kisa sdre
icerisinde cevap verilerek, yasadigi
sorunlara iliskin kesintisiz destek
sadlanmistir. Salginin baslangicindan bu
yana tum bu iletisim kanallari aracailigiyla
toplam 41,488 cadri ve mesaj yanitlanmistir.
Salgin surecinde Meslek Komiteleri
Toplantilari ve Meclis Toplantilari online
olarak yapilmis olup, [ZTO Meslek
Komitelerinin salgin sebebiyle sektdrierine
iliskin yasadiklari sorunlar ve ¢ézdm
Onerileri kisa sure icerisinde ilgili
Bakanliklar ve TOBB nezdinde yapilan
girisimler ile yetkili makamlara aktarilmistir.
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YARATICI ENDUSTRILERDE ENDUSTRIYEL TASARIM VE 2030
SURDURULEBILIR KALKINMA HEDEFLERI
Pandemi belki tiim sosyo-ekonomik strateji ve hedefleri yeniden gézden gegirmeyi

gerektirdigi gibi, endistriyel tasarimin kalkinmaya olan katkisini da
belirginlestirdi. Ixmir Ekonomi Universitesi Giizel Sanatlar Fakiiltesi Endiistriyel
Tasarim Bélim Baskant Sn. Can Ozcan bu yazisinda sirdirilebilir kalkinma
hedefleri acisindan yaraticit endistrilerde endistriyel tasarimi degerlendiriyor.

The pandemic perhaps made it necessary to review all socio-economic strategies and
goals, as well as to clarify the contribution of endistrial design to development.
Head of the Department of Industrial Design, Izmir University of Economics,
Faculty of Fine Arts. In this article, Can Ozcan evaluates industrial design in
creative industries in terms of sustainable development goals.

If they ask who the closest candidate
would be to the mythological figure of
designers and creative industries, half
man, half god Prometheus could be the
common candidate of many people.
Prometheus, who had the courage and
skill to steal the light from GCod, brought
brightness to people and suffered
endless tortures because of that,
although being a suitable figure

for representing both designers and
creative actors, unfortunately today, the
same Prometheus seems to have turned
his back on most of the people around
the world with job application forms, and
devotes his talents to enlighten the
gods.

We need to understand that creative
industries, although they bear the term
industry in their name, the industrial in
concepts of industrial design or
industrial products design, are not the
same as the industrial concepts of
hundred or fifty years ago. In this
context, the creative industries and
design equipment of current generations
should be addressed in a post-industrial
context, not industrial, and the crisis we
are experiencing should not be
considered as a malfunction of the
current system, but as part of this
transformation and evolution process.
While this study aims to analyze today's
macro and micro design ‘crises’ by
addressing those that are not taught at
all, rather than thought more or less, in
terms of the skills and ideologies on
which our design education is based,
especially focusing on the promising
evolution of the UN 2030 Sustainable
Development Goals.

Tasarimcilarin ve yaratici enddstrilerin
mitolojik figdrd olmaya en yakin aday kim
olur diye sorsalar, yari insan yari tanri
Prometheus pekcok kisinin ortak adayi
olabilir. Tanridan 1sigi ¢calma cesareti ve
becerisini kullanip insanlara aydinlik
getiren, bunun i¢in de sonu gelmez acilar
cekecedi iskencelere katlanan
Prometheus hem tasarimcilar hem de
yaratici faaliyet gosterenleri temsil icin
uygun bir figudr olsa da bugun ne yazik ki
o Prometheus, elindeki is basvuru formlari
ile dunyadaki insanlarin coguna sirtini
donmus ve yeteneklerini de tanrilari
aydinlatmaya adamis goérdnmektedir.

Her ne kadar adlarinda enddustri gegse de
yaraticr enddstriler, endustriyel tasarim
ya da enddustri drdnleri tasarimi
kavramlarindaki endustriyel olanin
bundan ylz hatta elli yil éncesinin
enddstri kavramlariyla ayni olmadigini
kavramamiz gerekiyor. Bu baglamda da
simdiki kusaklarin yaratici endustriler ve
tasarim donanimi, enddstriyel degil
enddustri sonrasi! bir baglamda ele
alinmalr yasadigimiz kriz de mevcut
sistemin bir arizasi olarak degil, bu
donusum ve evrimlesme sdrecinin bir
parcasi olarak degerlendirilmelidir. Bu
calisma tasarim editimimizin dayandigi
beceriler ve ideolojiler acisindan az ya da
¢cok ogretilenleri degil, hic¢
ogretilmeyenleri ele alarak bugdnidn
makro ve mikro tasarim ‘kriz’'lerini analiz
etmeyi hedeflerken ozellikle BM 2030
Sdrddrdulebilir Kalkinma Hedeflerinin
ortaya koydugu umut verici acilima
odaklanmaktir.




Its accuracy is controversial, but Marie
Antoinette says in a sentence
attributed to her: “There is nothing new
except what has been forgotten.” One
of the best ways to forget and to make
forget is to never remember, to never
mention.

Richard Dawkins' quote "humanities
are still taught almost as if Darwin had
never lived" for social sciences is also
very valid for design education. Not
only Darwin, but many people, who can
help us understand the present and
the crisis we are in as designers, are
hardly mentioned during the design
education. Today, names such as Marx,
Engels, Freud, Darwin, who have no
place in design education, play an
important role in decoding the Covid-
19 Pandemic Virus Crisis and many
other economic, social, technological
and even psychological

phenomena, that also concern
designers greatly. Without knowing
Darwin and the phenomenon of
evolution, it is difficult for us to
understand how neither the natural
universe nor the artificial designs
evolved, what was chosen and what
disappeared. Likewise, it will not be so
easy for designers to grasp, define,
and overcome the systemic conditions
they face today without including
names such as Marx and Engels, who
have brought the strongest system
critigue of capitalism, or even the
successors of them, into the
educational process.

The world enters the 21st century with
a “Global” optimism, with the
disappearance of such events as the
Cold War, the Eastern Block and the
Soviet Union, which have been
engaged in industrial capitalism
throughout the 20th century, where
Industrial Design is also an important
component. The capitalist system will
operate like clockwork as a model
based on global production and
consumption for the global market, as
the threatening elements are no longer
present. In this optimism, the
concerned discourses of the 1960s and
1970s, especially regarding the
environment, individual and social
relations, fall off the radar. Until the
first 20 years of the 21st century is
about to end, when Covid-19 pandemic
virus crisis that affected the whole
world appeared.

Dogdrulugu tartisilir ama Marie Antoinette
kendisineatfedilen bir cimlede sdyle der:
Unuttuklarimizdan baska yeni olan bir sey
yoktur. Unutmanin ve unutturmanin en iyi
yollarindan bir tanesi ise hic anmamak,
hic hatirlatmamaktir. Richard Dawkins'in
sosyal bilimler i¢cin séyledigi “sanki Darwin
adinda birisi hi¢c yasamamis gibi
ogretiliyor” sézu, tasarim egitimi icin de
fazlasiyla gecerlidir. Sadece Darwin’e
degil, bugdni ve icinde bulundugumuz
krizi tasarimcilar olarak anlamamiza
faydasi olabilecek pek ¢cok kisiye tasarim
egitimi sirasinda hemen hemen hig yer
verilmez. Bugun tasarimcilari da
fazlasiyla ilgilendiren yasadigimiz Covid-
19 Pandemik Virlis Krizinin ve daha baska
pek cok ekonomik, sosyal, teknolojik hatta
psikolojik olgularin desifre edilmesinde
tasarim egitiminde yeri olmayan Marx,
Engels, Freud, Darwin gibi isimlerin rold
buayudktdar. Bir Darwin’i ve evrim olgusunu
bilip tanimadan ne dogal evrenin ne de
yapay tasarimlarin nasil evrimlestiklerini,
nelerin secilip nelerin yok oldugunu
kavramamiz zordur.

Benzer bicimde kapitalizmin en glg¢ld
sistem elestirisini getirmis olan Marx ve
Engels gibi isimleri, hatta bunlarin ardili
olan baskalarini da egitim sdrecine dahil
etmeden bugun tasarimcilarin karsi
karsiya olduklari sistemsel kosullari
kavrayabilmeleri, tanimlayabilmeleri ve
de asabilmeleri o kadar da kolay
olmayacaktir.

Enddustriyel Tasarimin da énemli bir
bileseni oldugu endustriyel kapitalizmi 20.
yizyil boyunca ugrastiran Soguk Savas,
Dogu Bloku, Sovyetler Birligi gibi olgularin
ortadan kalkmasiyla 21. ylazyila “Global”
bir iyimserlikle girer dinya. Artik tehdit
unsurlari da ortadan kalktigi icin
kapitalist sistem global pazar i¢cin global
Uretim ve tuketime dayall bir model
olarak tikir tikir isleyecektir. Bu

iyimserlik icinde 1960 ve 1970'li yillarin
ozellikle ¢cevreye, bireysel ve sosyal
iliskilere dair kaygilar iceren soylemleri de
guindemden duser. Ta ki 21.ydzyilin ilk 20
yill bitmek Gzereyken batin ddnyayi
etkisine alan Covid-19 pandemik virds krizi
ortaya ¢ikana kadar. Saglik, sosyal ve
ekonomik boyutlari daha fazla 6n planda
yver alsa da ortaya ¢ikan bu kriz reel
anlamda en ¢ok “enddustriyel” olan
olgulari etkileyecektir ki Endustriyel
Tasarim’'in da bundan etkilenmemesi
kacginilmaz olacaktir.




Although the health, social and economic
dimensions are more prominent, this crisis
will affect “industrial” phenomena the
most, and that the Industrial Design not
getting affected by this would be
inevitable.

Chapter 11 of the “Design For The Real
World” titled book of Victor Papanek, who
was referred to as one of the design
discourses losing popularity in the 1960s
and 1970s, but started to become a topic
again with the successive crises, begins
with the following sentences after quoting
Yevgeny Yevtushenko’'s ‘Telling lies to the
young is wrong’ verse:

Her ne kadar adlarinda enddlstri gegse de
yaratici enddstriler, enddstriyel tasarim
ya da enddustri drdnleri tasarimi
kavramlarindaki enddustriyel olanin
bundan yuz hatta elli yil 6ncesinin
enddustri kavramlariyla ayni olmadigini
kavramamiz gerekiyor. Bu baglamda da
simdiki kusaklarin yaratici enddustriler ve
tasarim donanimi, enddstriyel degil
enddustri sonrasi bir baglamda ele
alinmalr yasadigimiz kriz de mevcut
sistemin bir arizasi olarak degil, bu
donusum ve evrimlesme sdrecinin bir
parcasi olarak degerlendirilmelidir. Bu
calisma tasarim egitimimizin dayandigi
beceriler ve ideolojiler acisindan az ya da
cok o6gretilenleri degil, hic¢
ogretilmeyenleri ele alarak bugdndn
makro ve mikro tasarim ‘kriz'lerini analiz
etmeyi hedeflerken ¢zellikle BM 2030
Sdrddrdalebilir Kalkinma Hedeflerinin
ortaya koydugu umut verici a¢ilima
odaklanmaktir.

1960 ve 1970'li yillarin gdndemden dusen
tasarim séylemlerinden biri olarak anilan
ancak pespese yasanilan krizlerle birlikte
yeniden gindeme gelmeye baslanan
Victor Papanek “Design For The Real
World” adli kitabinin tasarim egitimine
ayrilmis 11. bolimu dnce Yevgeny
Yevtushenko’dan ‘Gencglere yalan
soylemek yanlistir’ dizesi ardindan da su
cimlelerle baslar :

Tasarimcilarin egitimi (neredeyse biitin diger egitimler gibi) becerilerin dgrenilmesine ve bir
felsefenin i¢sellestirilmesine dayanir. Ne yazik ki bizim okullarimizda bunlarin ikisi de yanlistir.
Ogrettigimiz beceriler biiyiik cogunlukla artik bitmekte olan bir dénemin siirecleri ve ¢alisma
metodlary ile ilgili iken felsefe ise la vie boheme olarak tabir edilebilir bir ¢esit kisisel bohem
digsavurumculukla kar amagly vahgsi bir ticari anlayisin esit miktarlarda bir karisimidir. *

Education for designers (like nearly all education) is based on the learning of skills and the
acquisition of aphilosophy. It is unfortunate that in our design schools both are wrong. Theskills
we teach are too often related to processes and working methods of an
age just ending. The philosophy is an equal mixture of the kind of
self-expressive bohemian individualism best expressed in la vie boheme and a profit-oriented,
brutal commercialism. *

For almost fifty years following these lines,

this phenomenon did not change, and it
gained more momentum with the
above-mentioned global optimism.
Although the process seems to proceed in
a way that will make Papanek almost
wrong, the economic, natural, social and
even psychological micro crises that
increasingly deepened in the last fifty
years directly serve to the outbreak of the
pandemic crisis that emerges today,
whether it is natural or artificial.

Bu satirlari takip eden neredeyse elli yil
boyunca bu olgu degismedigi gibi
yukarida sézu edilen global iyimserlikle
daha fazla da ivme kazanir. Yasanan
surec¢ bir anlamda Papanek'i neredeyse
haksiz ¢cikaracak bir yonde ilerler gibi
goriunse son elli yil igcinde giderek
derinlesen ekonomik, dogal, sosyal ve
hatta psikolojik denebilecek mikro krizler
tam da bugunkd, ister dogal ister yapay
gergceklesmis olsun, bugun ortaya ¢ikan
pandemi krizinin patlak vermesine
dogrudan hizmet ederler.



Like many historical figures, as Victor
Papanek turns into a romantic past
figure for industrial design, his

"Design For The Real World" (1971) and
the following "The Green Imperative"
(1995) books are less read in the libraries
collecting dust, but their content
becomes much more important in the
period we live in today. In this period,
the institutions that provide Industrial
Design training run training programs on
the design of more, better, cheaper,
more striking and faster products.

This period initiates a period in which
the most common areas of industrial
product design, such as furniture and
automotive, are handled with processes
specific to the concept of fashion, as in
the textile industry. Products that are
consumed faster and in a shorter time
and continuous supply of demand based
on continuous design demand cause
industrial design to become popular
suddenly.

A similar optimism starts to show itself
in the professional field. Until the 1990s,
industrial sectors, which had difficulty
in knowing and making sense of the
industrial design phenomenon, let alone
using it, turned to industrial design and
industrial designers by being forced by
the customs union and various legal
regulations based on it. In economic and
industrial policies, especially with the
increasing importance of the concept

of innovation, the design phenomenon
has also become an area of activity that
is encouraged. In fact, the industry's
orientation towards design and designer
in this period was not voluntary, but a
mandatory development and continues
to be.

It seems, an industrial design education
content, what we can call conventional,
still exists despite the Covid-19 virus
crisis that affects the whole world, social,
cultural impacts, or much more extensive
problems such as global warming,
climate change, population growth, and
food shortage. Today, rather than the
content of design education, which is
still under discussion, is how to present
the existing content remotely, especially
with the tools of digital communication
technology.

Tarihsel pekcok figdr gibi, Victor Papanek
de enddustriyel tasarim icin romantik bir
gecmis figudrine

doénuslrken, onun “Design For The Real
World” (1971) ve onu takip eden “The Green
Imperative” (1995) kitaplari da
klGtiphanelerde daha az okuna okuna
tozlara karisir ama icerikleri bugdn
yvasadigimiz sUregte cok daha buyik dnem
kazanir.

Bu donemde Enddustriyel Tasarim egitimi
veren kurumlar daha fazla, daha iyi, daha
ucuz, daha ¢arpici, daha hizli Granlerin
tasarlanmasina dair egitim programlari
isletirler. Bu stire¢ mobilya gibi, otomotiv
gibi en yaygin enddustriyel Grdn tasarimi
alanlarinin da tekstil sektoridndeki gibi
moda kavramina 6zgl slrecglerle ele
alindigi bir streci baslatir. Daha hizli ve
kisa surede tuketilen drunler ve strekli
talebe dayali surekli tasarim arzi
enddustriyel tasarimin da bir anda
popllerlesmesine neden olur.

Benzer bir iyimserlik profesyonel alanda
da kendisini gostermeye baslar. 1990’1
yillara kadar enddstriyel tasarim
olgusunu birakin kullanmayi, bilmek ve
anlamlandirmakta dahi zorlanan
enddustriyel sektorler, biraz da gumrik
birligi ve buna dayali cesitli yasal
dGzenlemelerin de zorlamasiyla
enddstriyel tasarim ve enddstriyel
tasarimcilara yénelmislerdir. Ekonomi ve
sanayi politikalarinda da ozellikle
inovasyon-yenilik kavraminin dneminin
artmasiyla da tasarim olgusu da tesvik
edilen bir faaliyet alanina déndsmdastar.
Aslinda enddstrinin bu sdrecgte tasarima
ve tasarimciya yénelmesi de génullu
degil, zorunlu yasanan bir gelisim
olmustur ve halen de ¢yle devam
etmektedir.

Halen yasanmakta olan ve butun ddnyayi
etkisine alan Covid-19 virus krizine, sosyal,
kultarel darbelere, ya da kuresel isinma,
iklim degisikligi, nufus artisi, gida
yetersizligi gibi cok daha genis boyutlu
sikintilara ragmen konvansiyonel
diyebilecegimiz bir enddlstriyel tasarim
egitim icerigi halen varligini sdrddrdyor
gibi gérundyor. Guntumuzde de hala
tartisilan tasarim egitiminin iceriginden
cok mevcut icerigin ozellikle dijital
iletisim teknolojisinin arac¢lariyla uzaktan
nasil verilecegi olmaktadir.




The industrial design profession has
emerged as a profession aimed at meeting
social demands in a world order that
started to take shape in the 17th century
and almost two hundred, three hundred
years later, it can “only” be seen as such a
profession, so as the most direct proof of
this is industrial design education
programs all over the world. It is seen
that, in almost all of those these
programs, especially in the undergraduate
level programs, the methods and tools for
service are taught and practiced.
Although it cannot be claimed that there
is a serious naccuracy about this, it is
possible to mention the existence of a
serious deficiency. Again, if we return to
the book of Victor Papanek’s dusty book,
he explains this situation as:

Enddustriyel tasarim meslegi bir anlamda
XVIIl. Yazyildan baslayarak sekillenmeye
baslayan bir dunya dlzeninde sosyal
talepleri karsilamaya yonelik bir meslek
olarak ortaya ¢ikmistir ve yaklasik ikiylz
ucylz yil sonra da “sadece” bdyle bir
meslek alani olarak gorilebilmektedir ki
bunun en dogrudan kaniti batdan
dunyadaki endistriyel tasarim egitim
programlaridir. Bu programlarin 6zellikle
lisans seviyesinde olanlarin hemen hemen
timunde hizmet vermeye yonelik yontem
ve araclarin égretildigi ve uygulandigi
gorualdr. Bunda ciddi bir tersligin oldugu
iddia edilemese de ciddi bir eksikligin
varligindan s6z etmek mumkunddr. Yine
Victor Papanek'in tozunu sildigimiz
kitabina dénersek orada kendisi bu
durumu su sozleriyle aciklamaktadir:

“The
main trouble with design schools seems to be that they teach too much design
and not enough about the social and political environment in which design takes
place”. (Papanek, 1971)
‘Tasarim okullarinin asil sorunu ¢ok fazla tasarim 6gretilmesi ve bu yapilirken de
tasarimin varolus kosullari olan sosyal ve politik olgularin yeterince
6gretilmemesidir’

If we take this noticing one step further, it
is possible to find that, although there is a
very rapid development in the

teaching of tools, methods and knowledge
in design practices in design schools,
some information is completely outside of
this profession and, more importantly,
knowledge field of this profession has not
yet been developed. Although the
industrial design profession is a
profession based on application and
service such as medicine, engineering,
architecture or law, one of the biggest
weaknesses of this profession is that

it has not yet fully produced its own
knowledge field like these. Today, while
the medical profession, the legal
profession, the engineering and
architectural professions provide social
and economic services with their
professional and social applications, they
have also created the knowledge fields of
their own fields and are constantly
developing these information fields.
Unfortunately, industrial design has not
been able to show the development in
creating and developing its own
knowledge areas opposed to its
development in the field of application
service. The design education itself, which
has established the relationship of
industrial design with tools that will
produce design and failed to establish the
relationship with tools that will develop
its own knowledge, is responsible for this
in a sense.

Bu saptamayi bir adim daha ileriye
gotdrdrsek aslinda tasarim okullarinda
tasarim uygulamalarindaki arag, yontem
ve bilgi 6gretiminde ¢ok hizli bir gelisim
olmasina karsin bazi bilgilerin bu meslek
alaninin tamamen disinda kaldigi, daha
da 6nemlisi bu meslek alaninin kendi
bilgi alaninin henudz gelistirilemedigi
saptamalarinda da bulunmak
mumkuanddr. Endustriyel tasarim
mesleginin de tip gibi, mGhendislik gibi,
mimarlik gibi ya da hukuk gibi
uygulamaya ve hizmete dayali bir meslek
alani olmasina karsin bunlar gibi ayni
zamanda kendi bilgi alanini henliz tam
anlamiyla dretmemis olmasi bu meslegin
en buyuk zaaflarindan birisidir. Bugiun tip
meslegi de, hukuk meslegi de,
muUhendislik ve mimarlik meslekleri de
mesleki ve sosyal uygulamalariyla sosyal
ve ekonomik hizmetler verirken ayni
zamanda kendi alanlarinin bilgi alanlarini
da olusturmuslardir ve bu bilgi alanlarini
da surekli olarak gelistirmektedirler.
Endustriyel tasarim ise uygulama hizmeti
alaninda gosterdigi gelisimi ne yazik ki
kendi bilgi alanini olusturma ve gelistirme
konusunda gdésterememistir. Bunun
sorumlusu da bir anlamda enddustriyel
tasarimin tasarim Uretecek aracglarla
kurdugu iliskiyi, kendi bilgisini
olusturacak araclarla kurmamis olan
tasarim egitiminin kendisidir.




Creative Industrial Design

| do not know if there is another
professional discipline with less
enthusiasm in producing information but
talks big when it comes to creativity and
innovation. If one of the main problems
of the industrial design profession is the
lack of information production, one of
the biggest misconceptions of the
industrial designer is that s/he classifies
her/himself as a “creative” especially in
the concept of creative industries. It
seems possible to gather the origins of
self-proclaimed creativity discourse that
is not based on this know-how at two
points: First, the misconception that
design, which is relatively less
complicated, is art, and that the designer
is a kind of artist; the second is that it
has a more complex history than the first
and is an understanding of divine
creativity that is specific to almost all
monotheistic religions. The concept of
romantic design, which is based on the
view that every designer is an artist who
produces ideas but stands away from
doing business and politics, and touches
on engineering topics in a strict sense,
that is if s/he does it at all, has almost
completely disappeared. However, the
phenomenon of creativity is constantly
emphasized, either secretly or openly,
both in education programs, and in
design methods and applications. This is
a creative activity that is expected from
the design student and in a sense that
the industry expects from the
professional industrial designer. The
creative designer will develop creative
products, and with this innovation, the
industry, the economy, the manufacturer,
the consumer, the user will gain
additional benefits. Although it is a
naive expression, the essence of the
industrial design profession is essentially
this utilitarian creativity expectation. It
can be said that the industrial designers
have also met this expectation to a great
extent and performed the role of
demigod proficiently up until now.

Yaratici Endlstriyel Tasarim

Bilgi dretmek konusunda hevesi az ama
yaraticilik, yenilik dendi mi mangalda kul
birakmayan baska bir mesleki disiplin var
midir, bilmiyorum. Enddlstriyel tasarim
mesleginin en temel sorunlarindan bir
tanesi bilgi dretme konusundaki eksikligi
ise endustriyel tasarimcinin en buyuk
yanilgilarindan bir tanesi de kendisini
ozellikle yaratici endustriler kavraminda
da bulan “yaratici” olarak
siniflandirmasidir.

Bu bilgiye (know-how) dayanmayan
kendinden menkul yaraticilik sdyleminin
kokenlerini iki noktada toplamak mdmkun
gorunuyor: Birincisi, ki gorece daha az
cetrefilli olan tasarimin sanat,
tasarimcinin da bir ¢cesit sanat¢r oldugu
yanilgisi; ikincisi de, ki birincisine gore
daha karmasik bir gecmise sahip ve
hemen hemen bdtdn tek tanrili dinlere
6zg U tanrisal yaraticilik anlayisidir.

Her tasarimcinin, fikir Gdreten ama is
yapmanin ve politikanin uzaginda durup,
muUhendislik konularina, o da eger
yapiyorsa, dar anlamda deginen bir
sanatg¢r oldugu gorusune dayali romantik
tasarim anlayisi artik neredeyse tamamen
ortadan kalkmistir. Ancak yaraticilik
olgusu egitim programlarinda da, tasarim
metod ve uygulamalarinda da sakli ya da
acik olarak strekli olarak vurgulanir.
Tasarim o6grencisinden de beklenen,
enddustrinin profesyonel enddustriyel
tasarimcidan da bekledigi bir anlamda bu
yaraticit faaliyettir.

Yaraticr tasarimci, yaratici drdnler
gelistirecek ve bu yenilikle enddstri de,
ekonomi de, Uretici de, tUuketici de,
kullanici da arti fayda saglayacaktir. Naif
bir ifade olsa da 6zunde endustriyel
tasarim mesleginin varolus ilkesi bu
faydaci yaraticilik beklentisidir.
Enddustriyel tasarimcilar da bugune kadar
bu beklentinin karsiligini fazlasiyla
vermisler yari tanri rolind, ustalikla
yerine getirmislerdir denebilir.




21st century was welcomed with
developments that justify the
expectations that industrial design will
gain importance and value on a global
scale. The collapse of the Soviet Union
and the Eastern Block, by causing the
dominant social and economic system to
become monopolized on a world scale,
has created the hope that it will raise
industrial designers, one of the
important actors of this system, to a
more effective and prestigious
occupation. The global monopolization
of this single system also played an
important role in the background of the
increase in demand for the profession.
That is, until the phenomenon of crisis
that recently broke out and treated as if
it was not there because it was ignored,
also showed its effects on industrial
design and industrial designers. This
attraction area of industry and industrial
design, which has continued its
attractiveness until a very short time ago,
is one of the most troubled sectors
today. World giant auto companies from
America to Germany and Japan either
lose money one after another or go
bankrupt completely. They try to survive
today's crisis either by merging,
completely closing, or by trying to
survive under other names, spending the
heritage, or by consuming what they
have, but the most uncomfortable people
in their seats are in a sense industrial
designer working in these companies.
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21. yuzyila da enddustriyel tasarimin global
Olcekte 6nem ve dedger kazanacagdi
beklentilerini hakli ¢cikaracak gelismelerle
girilmistir. Sovyetler Birligi ve Dogu
Blogu'nun ¢cé6kmesi egemen toplumsal ve
ekonomik sistemin ddnya 6l¢ceginde
tekellesmesine yol agcarak bu sistemin
onemli aktorlerinden biri olan enddustriyel
tasarimcilari da daha etkin ve prestijli
bir meslek konumuna yukseltecegi
umudunu yaratmistir. Meslege olan talep
artisinin geri planinda bu tek sistemin
global tekellesmesi de énemli bir rol
oynamistir. Ta ki, yakin zamanda patlak
veren ve aslinda gérmezden gelindigi
icin yokmus gibi davranilan kriz olgusu
enddustriyel tasarim ve enddustriyel
tasarimcilar Uzerinde de etkilerini
gosterene kadar. Cekiciligini cok kisa bir
zaman oncesine kadar surddrmus olan
enddstrinin ve enddustriyel tasarimin bu
cazibe alani bugldn en sikintida olan
sektdrlerden birisidir. Amerika’dan
Almanya’'ya ve Japonya'ya kadar dunya
devi otomobil firmalari birbiri ardina ya
zarar etmekte ya da tamamen iflas
bayragini cekmektedirler. Bunlar ya
birleserek, ya tamamen kapanarak, ya
baska isimlerle hayatta kalmaya devam
etmeye calisarak, ya mirastan yiyerek, ya
da olani da tuketerek bugldnkU krizi
atlatmaya ¢alismaktadirlar ki,
koltuklarinda en rahatsiz oturanlar bir
anlamda bu firmalarda ¢alisan
enddustriyel tasarimcilardir.

/
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The effects of the crisis are great not
only in the automotive sector but also in
other sectors that employ industrial
design. Moreover, industrial designers
living in Turkey are experiencing this
process | call the industrial system crisis,
which has come to light with the Covid-
19 pandemic virus crisis

worldwide, most profoundly. The classic
production industry in Turkey has
undergone a huge transformation over
the last thirty years. At the core of this
transformation, in addition to producing
and creating value, its creation

through financial economy also played
an important role. Roughly speaking,
value creation is realized not through the
production economy, but through the
financial economy and digital algorithms
so much that the industrial designer

has existed as an important actor of the
production economy so far. We need not
to overlook the fact that the classical
industrial production systems and
methods, which the new design universe,
defined as post-industry digital
information and communication
societies and creative industries, shaping
the existing design education also, are
beginning to disappear, and reconstruct
our design education accordingly.

photo credit: Photo by Taton Moise on Unsplash

Sadece otomotiv sektérinde degil diger
enddlstriyel tasarim istihdam edem
sektorlerde de krizin etkileri buyuktdr.
Ustelik dinya ¢capinda Covid-19 pandemik
virds kriziyle ayyuka ¢ikan bu

enddustriyel sistem krizi olarak
adlandirdigim sdreci Turkiye de,
Turkiye'deki endlstriyel tasarimcilar da
en derinden yasamaktadirliar. TUrkiye'de
klasik Gretim enddstrisi son otuz yilda ¢ok
bluyuk bir donusim gecirmistir. Bu
doénudsimun 6zunde degerin Uretilerek
yaratilmasi yaninda finans ekonomisi
yoluyla yaratilmasi da énemli bir rol
oynamistir. Cok kaba taslak bir ifadeyle
deger yaratma, Uretim ekonomisi yoluyla
degil, finans ekonomisi ve dijital
algoritmalar yoluyla gerceklesir olmustur
ki, endustriyel tasarimci bugidne

kadar Uretim ekonomisinin énemli bir
aktoru olarak varolagelmistir. Enddstri
sonrasi dijital bilgi ve iletisim toplumlari
ile yaratici enddstriler olarak tanimlanan
yeni tasarim evreninin mevcut tasarim
egitimini de sekillendiren klasik
enddustriyel Uretim sistemleri ve
yontemlerinin ortadan kalkmaya
basladigini gérmezden gelmememiz
tasarim egitimimizi de buna goére yeni
bastan yapilandirmamiz gerekir.




Industrial design, expected

to be functional within the creative
industries, is essentially a discipline of
the economic production and
consumption systems of a culture
defined as the Western

Civilization. Although it is shaped as an
individual creativity activity

especially during the training phase, it is
in fact a multi-component and

complex activity with its elements such
as its manufacturer, consumer,
technology, economy, sales marketing
and logistics.It is possible to talk about
an industrial design profession and an
industrial designer if this complex
industrial design activity can take place
within defined and predictable rules and
conditions. When the rules and
conditions change, both the game and
the player lose their validity. The
period, described today as the Covid-19
pandemic virus crisis, is nothing more
than the conditions and rules, that
validate both the industrial design and
the industrial designer, beginning to
change. While being an individual and
operating as an individual is the main
component of periods such as
Enlightenment, Science and
Technology, and Industrial Revolution
following Reform and Renaissance, the
most basic component of Western
culture, today, even activities such as
industrial design, which are seen as
individual activities, show much more
complex systemic features, individuals
also operate in these complex structures
by taking on operative roles rather than
being creative. Although it is called a
crisis, this is the changing of the
conditions that brought out the
industrial design about two centuries
later, and the dynamics of this will need
to be searched in people, who have
been banned in their education by
designers. These people, that industrial
designers did not allow them to be
mentioned in their studios, have already
defined the dynamics of this change, and
have demonstrated that an evolutionary
role is possible for designers rather than
a creative role.

Yaratici enddstriler bdnyesinde de islevsel
olmasi beklenen enddustriyel tasarim
6zUnde Bati Uygarligr olarak tanimlanan
bir kdlttirin ekonomik dretim ve tiketim
sistemlerinin bir disiplinidir. Her ne kadar
ozellikle egitim asamasinda bireysel bir
yaraticilik faaliyeti olarak sekillendirilse
de aslinda dreticisi, tuketicisi, teknolojisi,
ekonomisi, satis pazarlama ve lojistik gibi
ogeleriyle aslinda ¢ok bilesenli ve
karmasik bir faaliyettir. Bu karmasik
enddustriyel tasarim faaliyeti tanimli ve
oéngordlebilir kurallar ve kosullar iginde
gerceklesebiliyorsa bir enddlstriyel tasarim
mesleginden ve bir enddustriyel
tasarimcidan séz etmek mumkunddur.
Kurallar ve kosullar degistiginde oyun da
oyuncu da artik gecgerliligini yitirmis
demektir.Gunimuzde Covid-19 pandemik
virds krizi olarak tanimlanan sdreg¢ de
aslinda hem enddustriyel tasarimi hem de
enddustriyel tasarimciyi gecgerli kilan kosul
ve kurallarin degismeye baslamasindan
baska birsey degildir. Birey olma ve birey
olarak faaliyet gésterme her ne kadar
Bati kdltdranun en temel 6gesi olarak
Reform ve Rdnesansi takip eden
Aydinlanma, Bilim ve Teknoloji, Endustri
Devrimi gibi dénemlerin en temel bileseni
iken gunimuzde dunyanin geldigi
noktada bireysdel faaliyet olarak gordlen,
ornegin enddustriyel tasarim gibi
faaliyetler bile, cok daha karmasik
sistemsel o6zellikler gosterirlerken bireyler
de bu karmasik yapilar icinde yaratici
olmaktan ¢ok operatif roller Ustlenerek
faaliyet gostermektedirler. Her ne kadar
adina kriz de dense bu aslinda enddustriyel
tasarimi ortaya ¢ikaran kosullarin
vaklasik iki ydzyil sonra degismeye
baslamasidir ve bunun dinamiklerini de
yvine tasarimcilarin bugline kadar
egitimlerine karistirmadiklari kisilerde
aramalari gerekecektir. Endustriyel
tasarimcilarin studyolarina sokmadiklari
isimler bu dedisimin dinamiklerini coktan
tanimlamislar, tasarimcilar i¢cin de
yaraticir bir rolden ¢ok evrimsel bir roldn
mumkun olabilecegini ortaya
koymuslardir.




The point that modern scientists such as

Stephen Jay Gould, Richard Dawkins, Y.N.

Harari, Jared Diamond and Steve Taylor,
who follow many scientific pioneers such
as Darwin, Freud, agree that the common
theme of all the major developments in
the history of science is that, despite
their differences, the consecutive blows
to our cosmic arrogance and our
interests prioritized by our selfishness.
This happens in a way that we all
witness in the period experienced in
today's Covid-19 Pandemic Virus Crisis.
How Copernicus, Galileo, and Newton
changed the perception of the world as
the center of the universe, by revealing
its position in the universe and its
relationship with others, Darwin also
radically changed the perception that
human is a superior, privileged specie
compared to other species by revealing
the relationship of human with other
species and its position according to
them.

Freud did the same by revealing the
subconscious of human as well as its
rational mind, and its effect. Nowadays,
this discourse is being continued by
Joval Noah Harari and Jared Diamond, in
a way that their voices can be heard
again and louder. What should be done
in industrial design education perhaps is
to change the designer's almost
privileged creative identity, and
reposition its position within the
industrial design universe and its
relationship with other elements.

The last crisis has also shown that today,
many of the demigod Prometheus do not
make much sense of seeking a job with
their thick CVs and bright portfolios.
Well, wasn't industrial design, or
Industrial Design the profession of the
future? Maybe it really is, but there is a
need to reconsider what to focus on,
starting with its education first. At this
point, UN 2030 Sustainable Development
Goals can be a guiding light.

At the UN Sustainable Development
Summit held at the United Nations
Headquarters in New York on 25-27
September 2015, Sustainable
Development Goals for 2030 are
accepted by the signatures of 193
countries. This new agenda, in a way that
predicting the Covid-19 Pandemic Virus
crisis, is an action plan for people, the
planet, and prosperity and it also aims to
strengthen world peace within the same
and broader sense of freedom.

Darwin gibi, Freud gibi pek ¢ok bilimsel
oncuyu takip eden Stephen Jay Gould,
Richard Dawkins, Y.N. Harari, Jared
Diamond, Steve Taylor gibi ganumuz bilim
insanlarinin da uzlastiklari nokta bilim
tarihindeki tum buyuk gelismelerin ortak
temasinin, farkliliklarina ragmen, kozmik
kustahligimiza ve bencilligimizin
onceledigi ¢ikarlarimiza pespese darbeler
indirmekten ibaret oldugudur. Bu
guinumuzdn Covid-19 Pandemik Virds
Krizinde yasanan strec¢ icinde hepimizin
bizzat tanik olacagi sekilde
gerceklesmektedir. Kopernik, Galileo ve
Newton didnyanin evrendeki konumunu ve
digerleriyle iliskisini ortaya koyarak
dinyanin evrenin merkezi oldugu algisini
nasil degistirdiyse, Darwin de insanin
diger tdrlerle iliskisini ve onlara gdére
konumunu ortaya koyarak, bdatdn
tdrlerden ayricalikli dstdn bir tdr oldugu
algisini kékten degdgistirmistir. Ayni seyi
Freud, insanin rasyonel akli yaninda
bilincaltinin da bulundugunu ve etkisini
ortaya koyarak yapmistir. Gunumduzde bu
soylemi sesleri yeniden ve daha gur
duyulacak bicimde Joval Noah Harari,
Jared Diamond gibi isimler
sdrddrmektedirler. Enddstriyel tasarim
egitiminde de yapilmasi gereken belki de
tasarimcinin bu neredeyse ayricalikli
yvaratict kimliginin degistirilmesi ve
enddstriyel tasarim evreni icindeki
konumunun ve diger 6gelerle iliskisinin
yveniden konumlandirilmasi olmalidir.

Son yasanan kriz de gdstermistir ki bugdn
yari tanri pek¢gok Prometheus elinde

kalin 6zge¢misleri ve parlak
portfolyalariyla is aramak durumunda
kalmasina ¢ok da anlam verememektedir.
Hani gelecegin meslegi degil miydi
enddustriyel tasarim, ya da Enddustriyel
Tasarim? Belki de gercekten éyledir ama
once egitiminden baslayarak neye
odaklanacagi konusunu yeniden gdzden
gecirmek gerekliligi vardir. [ste tam da bu
noktada BM 2030 Sdrddardlebilir Kalkinma
Hedefleri yol gosterici olabilir.

25-27 Eylal 2015 New York'taki Birlesmis
Milletler Genel Merkezinde
gerceklestirilen BM Sdarddrdalebilir
Kalkinma Zirvesinde 2030 Sdrddrdlebilir
Kalkinma Hedefleri 193 Glkenin imzasi ile
kabul edilir. Bu yeni gundem Covid-19
Pandemik Virlds krizini de 6n gordrcesine
insanlar, gezegen ve refah icin bir eylem
planidir, ayni ve daha genis 6zglrlik
anlayisi icerisinde dunya barisini
guclendirmeyi de amac¢lamaktadir.




At the UN Sustainable Development
Summit held at the United Nations
Headquarters in New York on 25-27
September 2015, Sustainable
Development Goals for 2030 are
accepted by the signatures of 193
countries. This new agenda, in a way that
predicting the Covid-19 Pandemic Virus
crisis, is an action plan for people, the
planet, and prosperity and it also aims to
strengthen world peace within the same
and broader sense of freedom.

Published 17 Sustainable Development
Goals show the goals and dimensions
required for Creative Industries and
Industrial Design. All these 17 targets,
but especially number 3, 4, 6, 7, 9,11, 12
and 17, have been defined by the WDO-
World Design Organization, formerly
known as ICSID-International Council of
Societies of Industrial Design, as priority
targets for design education, practices
and research. These are respectively:
Goal 3: Ensure healthy lives and promote
well-being for all at all ages,

Goal 4: Ensure inclusive and equitable
quality education and promote lifelong
learning opportunities for all,

Goal 6: Ensure availability and
sustainable management of water and
sanitation for all,

Goal 7: Ensure access to affordable,
reliable, sustainable and modern energy
for all,

Goal 9: Build resilient infrastructure,
promote inclusive and sustainable
industrialization and foster innovation,
Goal 11: Make cities and human
settlements inclusive, safe, resilient and
sustainable,

Goal 12: ensure access for all to
adequate, safe and affordable housing
and basic services and upgrade slums by
2030,

Goal 17: Strengthen the means of
implementation and revitalize the global
partnership for sustainable development.

These goals also serve as a basic guide and
roadmap for a much broader industry
understanding called Creative Industries.
It is a primary necessity for designers
operating in the fields of Creative Industry
to receive information, skills and method
training to achieve these goals.

* Papanek, Victor (1971), Design for The
Real World, Thames and Hudson 2nd
Edition, 1984, s. 285

Yayinlanan 17 Sdrddrdalebilir Kalkinma
Hedefi Yaratici Endustriler ve Enddustriyel
Tasarim i¢cin de gereken amacg ve
boyutlarini géstermektedir. Bu 17 hedefin
hepsi ama 6zellikle 3, 4, 6, 7, 9, 11, 12 ve 17
numaralr olanlar eski adiyla ICSID-
International Council of Societies of
Industrial Design, yeni adiyla da
WDO-DiGnya Tasarim Orgltd tarafindan
tasarim egitimleri, uygulamalari ve
arastirmalari i¢cin de dncelikli hedefler
olarak tanimlanmistir. Bunlar sirasiyla
Hedef 3: Insanlarin Saglikli Bir Yasam
Sdrmelerini Ve Herkesin Her Yasta
Refahini Saglamak;,

Hedef 4: Herkesi Kapsayan Ve Herkese
Esit Derecede Kaliteli Egitim Saglamak Ve
Herkese Yasam Boyu Egitim Imkani
Tanimak;

Hedef 6: Herkesin Suya Ve Sanitasyona
Erisimini Saglamak Ve Su ile
Sanitasyonun Sdrddardlebilir Yonetimini
Garanti Altina Almak;

Hedef 7: Herkes I¢in Erisilebilir, Gavenilir,
Sdrddrualebilir Ve Modern Enerji
Saglamak;

Hedef 9: Dayanikli Altyap! Insa Etmek,
Sdrddardlebilir Ve Kapsayici Sanayilesmeyi
Ve Yeni Buluslari Tesvik Etmek;

Hedef 11: Kentleri Ve Insan Yerlesim
Yerlerini Herkesi Kucaklayan, Guvenli,
Gdcglu Ve Sdrddrdalebilir Kilmak;

Hedef 12: 2030 Yilina Kadar, Yeterli,
Guvenli Ve Uygun Fiyati Konut Ve Temel
Hizmetlere Herkesin Erisimini Aglamak Ve
Gecekondu Bdlgelerini lyilestirmek;
Hedef 17: Sdrddurdlebilir Kalkinma I¢in
Klresel Ortakligin Uygulama Aracglarini
Guclendirmek Ve Kuresel Ortakligi
Canlandirmakdir.

Bu hedefler Yaraticit Enddstriler olarak
adlandirilan ¢cok daha genis kapsamli
bir enddstri anlayisi i¢cin de temel bir
rehber ve yol haritasri islevi gérmektedir.
Yaratict Enddustri alanlarinda faaliyet
gosteren tasarimcilarin da bu hedefleri
gerceklestirmeye ydnelik bilgi, beceri ve
yontem egitimi almalari éncelikli bir
zorunluluktur.




Prof. Dr. Burcu Guneri Cangarli
Faculty of Faculty of Business
/ Business Administration

CIVIL SOCIETY-UNIVERSITY
COOPERATION EXAMPLE:
TRANSFORMATION IN TOUGH TIMES

SIVIL TOPLUM- UNIVERSITE IS BIRLIGI ORNEGI:
ZOR ZAMANLARDA DONUSUM SERISI

Universite ve sektdrel isbiligi 6zellikle gelismekte olan tlkeler icin ¢ok giiclii bir dynamo
etkisine sahip. Bir diger 6nemli gi¢ kaynagi ise sivil toplum-universite isbirligi olarak 6ne
¢ikmakta. Pandeminin topluma sundugu 'zor zamanlar' deneyimini bir 'déntsim' firsati
olarak ele alan Izmir ekonomi Universitesi Isletme Fakultesi "Zor Zamanlarda Déniigim"
Serisi ile bu déniisiimii destekleyen bir hizmet sundu. IEU Isletme Fakiiltesi Dekani Sn.
Prof.Dr. Burcu Guneri Cangarli'nin kaleminden aktariyoruz.

University and sectoral cooperation have a very strong dynamo effect especially for developing
countries. Another important source of power stands out as civil society-university cooperation.
Considering the 'hard times' experience of the pandemic as a 'transformation' opportunity, Izmir
University of Economics Faculty of Business provided a service that supports this transformation
with "Transformation in Tough Times” series. We narrate Mrs. Burcu Gineri Cangarli, Dean of

Faculty of Business.

The quarantine process, which started
with the Covid-19 outbreak, deeply
affected the education sector as well as
many other sectors. We left the face-to-
face interaction-based education system
in the classroom and started to provide
training on digital platforms. In fact,
these digital platforms were the
structures that we have accessed in
recent years, which were open to our use
but somehow interpreted as “hmm.. yes
there is such a system”, or that we used
extremely limited in certain programs.
Change has come; moreover, not a
change from the bottom or the top as we
have always examined in organizational
change, those digital platforms became
our main education interface with a
change coming from the outside but
irresistibly strong. In fact, things weren't
bad for many departments. Many
applications that would normally
experience resistance are carried out by
educators using their creativity and
reviving the classroom environment as
much as possible. Even though we
missed being in the classroom, missed
face-to-face communication, we
experienced education could also be
delivered effectively through digital
channels.

Covid-19 salginiyla baslayan karantina
sureci pek ¢cok sektérd oldugu gibi
edgitim sektérdnd de derinden etkiledi.
Sinificinde, yliz ylze etkilesime dayali
egitim sisteminden c¢ikip, bir anda
dijital platformlar Gzerinden egitim
vermeye basladik. Aslinda bu dijital
platformlar son yillarda erisimimiz
olan, kullanimimiza a¢ik ama bir
sekilde “himm.. evet béyle bir sistem de
var” seklinde yorumlanan ya da belirli
programlarda son derece sinirli olarak
kullandigimiz yapilardi. Degisim geldi
catti; Ustelik organizasyonel degisimde
hep inceledigimiz gibi alttan ya da
ustten bir degisim degil, disaridan ama
karsi konulamaz gucgte gelen bir
degisimle, bir anda o dijital
platformlar ana egitim ara ylGzdmuz
oldu. Aslina bakilirsa, isler pek

¢cok bolim igin hi¢c de fena gitmedi.
Normalde direncgle karsilasilacak pek
cok uygulama egitimcilerin kendi
istekleriyle yaraticiliklarini
kullanmalarini ve mumkun oldugunca
sinif ortamini canlandirmalariyla
gerceklesiyor. Sinifta olmayi, yiuz ylize
iletisimi 6zlesek de egitim dijital
kanallar yoluyla da etkili

bir bicimde verilebilecegini
deneyimledik.



When university is mentioned, most
people think about undergraduate
education. As if it was a continuation of
high school education, for many, it is the
last school to be studied at before
entering the professional life. In recent
years, especially under the leadership of
technological changes, the rapid change
of the way of doing business and the need
to renew the skills of the workforce or the
freedom to sail into different careers have
introduced the concept of “lifelong
education” into our lives. That being the
case, universities began to actively
participate in the education of different
age groups not only through their
graduate schools but also with lifelong
education centers. This situation is
directly proportional to the mission of
universities to contribute to the society.

As the Faculty of Business of lzmir
University of Economics, we define our
own mission as “to be in close cooperation
with the public, business and civil society”
in terms of contribution to society and
aim to deliver the accumulation of
knowledge we have gained in our own
areas of expertise to different segments of
the society through trainings and

projects. In this context, specifically for
the members of the Izmir Chamber of
Commerce, our close stakeholder during
the quarantine period, we started to think
about how we can contribute companies,
institutions in our region to make sense of
the change experienced due to COVID-19
outbreak and help them keep up with the
change as much as possible.

Universite dendiginde biylk
cogunlugun aklina lisans egitimi gelir.
Adeta lise egitiminin bir
devamiymiscasina, meslek hayatina
atilmadan 6énce okunacak son okuldur
pek coklariicin. Son yillarda 6zellikle
teknolojik dedisimlerin énderliginde, is
yvapis sekillerinin hizli degisimi ve is
guclunun becerilerini yenileme ihtiyaci
veya farkli kariyerlere yelken

acabilme ézgdurlugu “yasam boyu
egitim” kavramini hayatimiza soktu.
Boéyle olunca, Universiteler de farkli yas
gruplarinin egitimlerinde sadece
enstitdleri araciligiyla degil ayni
zamanda yasam boyu egitim
merkezleriyle aktif olarak yer almaya
basladilar. Bu durum Universitelerin
topluma katki saglama misyonuyla
dogru orantili.

izmir Ekonomi Universitesi [sletme
FakUltesi olarak topluma katki
ayadginda kendi misyonumuzu “Kamu,
is ddnyasi ve sivil toplumla yakin
isbirligi icinde olmak” olarak tanimliyor
ve kendi uzmanlik alanlarimizda
edindigimiz bilgi birikimini egitimler ve
projeler yoluyla toplumun farkli
kesimlerine

ulastirmayi hedefliyoruz. Bu baglamda,
karantina sdrecinde yakin paydasimiz
olan izmir Ticaret Odasi Gyeleri
ozelinde, bélgemizde yer alan
sirketlerin, kurumlarin COVID-19 salgini
nedeniyle yasanan degdisimi
anlamliandirabilmelerine ve degisime
mumkun oldugunca ayak
uydurabilmelerine nasil katkida
bulanacagimiz Gzerine dusdnmeye
basladik.

ZOR ZAMANLARDA DONUSUM
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As a result of our meetings with the
Chamber of Commerce, we prepared
webinars for the members of the lzmir
Chamber of Commerce, therefore, to all
businesses operating in our city, on the
topics they needed most during this
period through digital platforms that we
successfully use in undergraduate and
graduate education at our university.
“Transformation in Tough Times” titled
series of webinars include topics as
“Financial Continuity in a Crisis”,
“Adapting to Change in Work Life",
“Innovation Strategies”, “Digitalization”
directly linked to this period. Company
representatives, who watched the videos
of the series on YouTube, were

able to participate in the question and
answer session of the same subject free
of charge by filling in the registration
form. This way, everyone who wished
had the opportunity to benefit from the
knowledge and experience of our faculty
by consulting one-on-one about their
companies and their career-related
issues, and they were also able to
experience an interactive environment
where participants could learn from
each other by sharing their own
experiences.

We believe that the program, which is a
vivid example of the cooperation
between non-governmental
organizations and universities, will both
contribute to the program partners, the
economy of our city and our country,
and the welfare of employees, and will
lead the way to new collaborations.

Ticaret Odasi'yla gérismelerimiz
sonucunda, Universitemizde lisans ve
lisanslstu egitimde basariyla
kullandigimiz dijital platformliar
araciligiyla izmir Ticaret Odasi
uyelerine, dolayisiyla kentimizde
faaliyet gosteren tim isletmelere bu
donemde en cok ihtiya¢ duyduklari
konular dzerinden webinarlar
hazirladik. “Zor Zamanlarda Déndsdm”
baslikli webinar serisi “Kriz déneminde
finansal streklilik”, “Calisma hayatinda
degisime uyum”’, “Iinovasyon
stratejileri”, “Dijitallesme” gibi surecle
dogrudan baglantili konulari
icermekte. Seriye ait videolari Youtube
Uzerinden izleyen sirket temsilcileri,
kayit formunu doldurarak ayni
konunun soru-cevap oturumuna
Ucretsiz katilabildiler. Boylelikle,
isteyen herkes sirketleri ve kendi
kariyeriile ilgili merak ettikleri tidm
konulari fakultemiz akademisyenlerine
birebir danisarak, onlarin bilgi ve
tecrubelerinden yararlanma imkani
buldu, ayni zamanda kendi
tecrUbelerini paylasarak katilimcilarin
bir birlerinden dgrenebildikleri
interaktif bir ortami
deneyimleyebildiler.

Sivil toplum orgdtleri ile Gniversiteler
arasindaki is birliginin canli bir érnegi
olan programin hem program
ortaklarina hem de kentimizin ve
Ulkemizin ekonomisine ve ¢calisanlarin
refahina katkida bulunacagina ve yeni
is birliklerine kapi agacadina
inaniyoruz.



DR. BOLENT 6OMUS

The word innovation has become popular
in recent years and has been used
frequently by managers. In fact, it is
often used together with R&D (Research
and Development) and as they were
synonymous. When it comes to
innovation, most people think of
inventions or new technological
products. It is forgotten that apart

from physical products, innovation can
be and should be even done in business
model, marketing, human resources,
purchasing and marketing.

If we compare the company to a body,
we can compare the company's products
to the brain. In order for the body to be
healthy, it is not enough for the brain to
be healthy, each unit and function, from
purchasing to marketing, from human
resources to production must be healthy
and keep themselves up to date with
evolving technology and changing
customer needs. In today's world, where
technology is developing rapidly, global
competition is increasing rapidly and
customer expectations are changing
rapidly, it is of utmost importance for
companies and countries to keep up with
this rapid change and even to lead this
change. experienced education could
also be delivered effectively through
digital channels.

INNOVATION
AND SHARED MINDS

INOVASYON VE ORTAK AKIL

Inovasyon kelimesi son yillarda moda
haline geldi ve ydneticiler tarafindan ¢cok
sik kullanilmaya baslandi. Hatta, cogu
zaman ArGe (Arastirma ve Gelistirme) ile
birlikte ve sanki es anlamliymis gibi
kullaniliyor. inovasyon denince cogu
kisinin aklina icatlar veya yeni teknolojik
ardnler geliyor. Fiziksel drdnler haricinde,
is modelinde, pazarlamada, insan
kaynaklarinda, satin almada ve
pazarlamada da inovasyon yapilabilecegi
ve hatta yapilmasi gerektigi unutuluyor.
Firmayi! bir vicuda benzetirsek, firmanin
drdnlerini beyine benzetebiliriz, vicudun
sadlikli olabilmesi i¢cin sadece beynin
sadlikli olmasi yetmez, satin almadan
pazarlamaya, insan kaynaklarindan
uretime kadar her birimin ve islevin
sadlikli olmasi, kendilerini gelisen
teknoloji ve degisen mdusteri ihtiyaclarina
gore guncel tutmalari gerekmektedir.
Teknolojinin hizla gelistigi, kiresel
rekabetin hizla arttigr ve mduasteri
beklentilerinin hizla degistigi gunumuzde,
firmalarin ve Ulkelerin bu hizli degisime
ayak uydurabilmesi ve hatta bu degisime
liderlik yapabilmesi hayati énemdedir.
cok bolum icin hi¢ de fena gitmedi.
Normalde direncle karsilasilacak pek cok
uygulama egitimcilerin kendi istekleriyle
yaraticiliklarini kullanmalarini ve
mimkian oldugunca sinif ortamini
canlandirmalariyla gergeklesiyor. Sinifta
olmayi, ylz yluze iletisimi 6zlesek de
egitim dijital kanallar yoluyla da etkili
bir bicimde verilebilecegini deneyimledik.



“Oslo Manual - Guidelines for

Collecting and Interpreting Innovation
Data”, which is one of the most
frequently used reference sources in
these subjects, defines the term
“innovation” or “newness” as the term
commonly used in Turkish as following:
“An innovation is the implementation of
a new or significantly improved product
(good or service), or process, a new
marketing method, or a new
organizational method in business
practices, workplace organization or
external relations.”

Although developing a new product,
service or business model for the world,
for the country or for the industry is very
inviting and will create added value, the
minimum condition for a change in a
firm's products or functions to be
considered a hewness / innovation is that
it is new (or significantly improved) for
the firm and of course, this innovation
creates a benefit / value for the firm. The
shortest definition of innovation is
“innovation that adds value” or “the
process of turning new ideas into
(commercial) value.”

As can be seen in Figure 1, we can divide
innovation to different classifications
according to the application area, effect
and resources used. Companies need to
support all types of innovation of the
corporate innovation system
comprehensively.

O
O

S
O

&

Bu konularda en sik kullanilan referans
kaynaklardan birisi olan “Oslo Kilavuzu -
Yenilik Verilerinin Toplanmasi ve
Yorumlanmasi icin ilkeler”, “inovasyon”
veya Turkgede genellikle kullanilan
ismiyle “yenilik” terimini séyle tanimliyor:
“Isletme ici uygulamalarda, is yeri
organizasyonunda veya dis iliskilerde yeni
veya onemli derecede iyilestirilmis bir
ardn (mal veya hizmet), veya sureg, yeni
bir pazarlama ydntemi ya da yeni bir
organizasyonel yontemin
gergeklestirilmesidir.”

Her ne kadar, ddnya icin, Ulke icin veya
sektor icin yeni bir drdn, hizmet veya is
modeli gelistirmek ¢ok cazip ve ¢cok katma
deger lUretecek bir durum olsa da, bir
firmanin drdn veya fonksiyonlarindaki bir
degdgisikligin yenilik/inovasyon

olarak dedgerlendirilebilmesi i¢cin minimum
kosul, firma icin yeni (veya énemli
derecede iyilestirilmis) olmasi ve tabi ki
bu yeniligin firma igin bir

fayda/dedger yaratiyor olmasidir.
Inovasyonun en kisa tanimi ise “deger
katan yenilik” veya “yeni fikirlerin (ticari)
bir degere dénlstlrlilmesi strecidir.”
inovasyonu, Sekil 1 ‘de goérdalddgu gibi,
uygulandigr alan, etkisi ve kullanilan
kaynaklara gére degisik siniflandirmalara
tabi tutabiliriz. Firmalarin kurumsal
inovasyon sisteminin kapsamli bir sekilde
tum inovasyon turlerini desteklemesi
gerekmektedir.

Acik Inovasyon
(ig ve Dig
Kaynaklar)

Sekil 1. Inovasyon tiirleri: uygulama alanina, etkisine ve kaynagina gore / Types
of innovation: according to the application area, effect and resources



There are two main benefits to the
success of corporate innovation efforts.
First, the company can save money,
improve product and process quality,
increase revenue and increase market
share with innovative ideas collected
from stakeholders. The second important
benefit is; it is an increase in the
satisfaction and loyalty of the employees
whose ideas are valued, who find the
opportunity to use their inactive capacity
and try their capacity, change their
environment and ultimately take their
share of the added value they create.

So, what should organizations do to
succeed in innovation?

As Einstein said, " We cannot solve our
problems with the same thinking we
used when we created them."

When we can look at the needs and
problems differently, we can develop
different solutions. This has two main
components;

i) increasing individuals'

inquiry and creativity skills and
experimentation opportunities; and

ii) creation of project teams from
different disciplines and people with
different perspectives. In this article, |
would like to talk about the second
component and give a good example.
Problems faced by institutions, firms, and
even individuals are often complex,
contradictory demands that need to be
solved using knowledge and
accumulation from many disciplines.
Customers have dozens and
contradictory expectations from a
product that is very simple and cheap,
such as fruit peeler. For example, we
want fruit peeler to be both sharp and
safe, we expect almost any product to be
both cheap and durable.

In order to develop successful products
and services, we need to both
understand the stakeholders'
expectations (the Empathy phase of the
Design Oriented Thinking approach is
related to this) and creatively meet
numerous and sometimes contradictory
expectations. In order to do both well,
our project team must include people
from different disciplines.

Kurumsal inovasyon calismalarinin basarili
olmasinin iki ana faydasi vardir. Birincisi,
paydaslardan toplanan yenilikgi fikirler ile
firma tasarruf saglayabilir, Grdn

ve slre¢ kalitesini iyilestirebilir, gelir artisi
ve pazar payinda buyime saglanabilir.
Ikinci nemli fayda ise; fikirleri deger
bulan, atil kalan kapasitelerini kullanma
ve denemeler yapmak i¢in firsat bulan,
icinde bulunduklari ortami degistirebilen
ve nihayetinde yarattiklari katma
degerlerden paylarini alan ¢alisanlarin
memnuniyet ve sadakatlerinin

artmasidir.

Peki, kurumlarin inovasyonda basarili
olmalari icin neler yapmasi gerekmektedir?
Einstein’'in dedigi gibi, “sorunlarimizi, bu
sorunlarr yaratirken kullandigimiz
dustinme seklini kullanarak ¢b6zemeyiz."
[htiyag ve problemlere farkli
bakabildigimiz zaman farkli ¢ézdmler
gelistirebiliriz. Bunun ise iki temel
bileseni vardir,

i) bireylerin sorgulama ve yaraticilik
becerilerinin ve deneme imkanlarinin
artirilmasi ve

ii) proje takimlarinin farkli disiplinlerden
ve farkli bakis agilarina sahip kisilerden
olusturulmasi. Bu yazida ikinci bileseni
biraz agcmak ve guzel bir 6rneginden
bahsetmek isterim.

Kurumlarin, firmalarin ve hatta bireylerin
karsilastiklari sorunlar genellikle karmasik,
celisen isterleri olan, bircok disiplinden
bilgi ve birikimin kullanilarak ¢ézllmesi
gereken sorunlardir. Mdsterilerin, meyve
soyacadil gibi ¢cok basit ve ucuz olan bir
urdnden bile onlarca ve birbiri ile ¢celisen
beklentileri vardir. Mesela, meyve
soyacaginin hem keskin hem de guvenli
olmasi istenir, hemen her Gridnden hem
ucuz hem de dayanikli olmasini bekleriz.

Basarili drdn ve hizmetler gelistirebilmek
icin hem paydaslarin beklentilerini iyi
anlamak (Tasarim Odakli Ddsinme
yvaklasiminin Empati asamasi bununla
ilgilidir) hem de cok sayida ve bazen birbiri
ile celisen beklentileri yaratici bir

sekilde kasilamamiz gerekir. Her ikisini de
iyi yapabilmek icin proje takimimizda farki
disiplinlerden kisilerin olmasi gerekir.



The story that best summarizes this
situation is the story of elephant and six
blind men. As you know, each blind man
defines the elephant according to where
he touches, according to one, what is
called an elephant is a rope, to another,
it is a wall.

In fact, with the education we receive,
the environment we were raised in, and
our experiences, we are like the blind
men, each of us touching one side of the
elephant. Some of us know marketing
some of us know production, some of us
know human resources very well. Some of
us know psychology very well, some of us
know biology or chemistry. Some of us
come from a poor family, some of us
come from an oppressive family, some do
not even have a family. Some of us have
great mathematical intelligence and
some of us have very good emotional
intelligence and communication skills.

If we don't include this diversity in our
project teams, if we glorify own
discipline and exclude different
disciplines and different thinkers, if we
make it difficult for different ideas to
expressed, we fail both in the analysis of
the problem and in the synthesis of the
solution.

Bu durumu en iyi 6zetleyen hikaye, fil ve
alti kér adam hikayesidir. Bildiginiz

gibi, her bir kér adam fili dokundugu
yverine gore tanimlar, birisine gore fil
denilen sey bir halattir, digerine gdre bir
duvar.

Aslinda, aldigimiz egitim, yetistigimiz
ortam ve tecruUbelerimizle her birimiz filin
bir tarafindan dokunan kér adamlar
gibiyiz. Bazimiz pazarlamayi ¢ok iyi bilir,
bazimiz dretimi, bazimiz insan
kaynaklarini. Bazimiz psikolojiyi ¢ok iyi
bilir, bazimiz biyolojiyi veya Kimyayi.
Bazilarimiz fakir aileden gelmistir,
bazilarimiz baskici aileden gelmistir,
bazilarinin ise ailesi bile yoktur.
Bazilarimizin matematik zekdsi harikadir,
bazilarimizin ise duygusal zekdsi ve
iletisim kabiliyetleri ¢cok iyidir.

Eder proje takimlarimizda bu ¢esitlilige yer
vermezsek, kendi disiplinimizi goklere
cikartip farkli disiplinleri ve farkli
dusunenleri dislarsak, farkli fikirlerin
ifade edilmesini zorlastirirsak hem
problemin analizinde hem de ¢cézimdudn
sentezinde basarisiz oluruz.

“If you want to go fast, go alone. If you want to go far, go together!
Hizli gitmek istiyorsan tek basina git, uzaklara gitmek istersen birlikte git!

Photo by Jonas Morgner on Unsplash




Shared Minds and Covid19 Pandemic
The new coronavirus (Covid19) pandemic
has reached Turkey on March 10, 2020
and on March 15 the first case of death
from this disease took place in our
country. 1 As of June 1, the number of
deaths from this disease in Turkey has
reached 4563.

The"Mourning Process" developed by
Elisabeth KUbler-Ross, a psychiatrist,

in 1969, was later used in change
management. The stages of grief include:
Shock - Denial - Anger - Depression -
Testing - Bargaining - Acceptance. The
faster a person or organization gets
through the first stages of this process,
the less energy and resources they
devote to useless jobs and the faster they
begin to produce solutions.

We, as the innoCentrum company, have
decided to establish and execute Turkey
Covid19 Shared Minds Platform -www.tr-
covidl9.com- an online venture
acceleration program to assist
entrepreneurs in early April both for the
rapid progress of the change process and
for the elimination of the short and
medium-term problems of Covidl19 by
bringing together institutions and
experts from different disciplines,
different sectors.

In this social responsibility project, in
which my partner Dr. Ahmet Cubukcu
and | take part as coordinators, 66
companies, universities and associations
from 13 cities in Turkey, and 172
volunteer mentors came together in a
short time. 49% of our mentors had over
20 years of work experience. Among our
stakeholders were associations such as
Habitat, Turkish Red Crescent, T3
Foundation and TTGV, companies as
Havelsan, Turksat and Uludag Beverages,
techno parks as Bilkent

Cyberpark, ODTU Teknokent, and
universities as lzmir University of
Economics, Lokman Hekim University.
We held the launching meeting on
Monday, April 27. Within a week, 511
entrepreneurs registered to the
platform and 176 venture ideas were
submitted. 102 of the ideas sent were
included in the program, and both online
mentoring and 17 online training and
webinars on entrepreneurship and
pandemic were provided for
entrepreneurs during the two-week
mentoring period.

Ortak Akil ve Covidl9 Pandemisi Yeni
koronavirls (Covidi9) pandemisi 10 Mart
2020'de Tdrkiye'ye ulasti ve 15 Mart'ta
Ulkemizde bu hastaliktan ilk can kaybi
gerceklesti. 1 Haziran itibariyle

Turkiye'de bu hastaliktan 6lim sayisi ise
4563'e ulasti.

Bir psikiyatr olan Elisabeth Kubler-Ross'un
1969 yilinda gelistirdigi “Yas Sudreci”

daha sonralari dedgisim yénetiminde de
kullanilmaya baslandi. Bu degisim sudreci,
Sok — Inkéar - Kizginlik — Depresyon —
Deneme — Karar — Entegrasyon
asamalarindan olusuyor. Bir kisi veya
kurum bu sdrecin ilk asamalarini ne kadar
hizli atlatirsa, o kadar az enerji ve
kaynadini faydasiz islere ayirmis ve o
kadar hizli bir sekilde ¢é6zimler dretmeye
baslamis olur.

Biz de innoCentrum firmasi olarak hem
degisim sudrecinin hizli ilerlemesi hem de
farkli disiplinlerden, farkli sektdrierden
kurumlarin ve uzmanlarin bir araya
gelerek Covidi9'un kisa ve orta vade
yarattiglr sorunlarin ortadan kaldirilmasi
icin Nisan ayi basinda Tlrkiye Covidl9
Ortak Akil Platformunu -www.tr-
covidl9.com- kurmaya ve girisimcilere
yardimci olmak i¢cin bir online girisim
hizlandirma programi ydrdtmeye karar
verdik. Benim ve ortagim Dr. Ahmet
Cubukcu’'nun koordinatorldgunud yaptigimiz
bu sosyal sorumluluk projesinde, kisa
zamanda Tudrkiye'nin 13 sehrinden, 66 tane
firma, Gniversite ve dernek ve 172 génulld
mentor bir araya geldi. Mentorlarimizdan
%49'unun 20 yil ve Uzeri is tecrubesi vardi.
Paydaslarimiz arasinda Habitat, Turk
Kizilay, T3 Vakfi ve TTGV gibi dernekler,
Havelsan, Tdrksat ve Uludag icecek gibi
firmalar, Bilkent Cyberpark, ODTU
Teknokent gibi teknoparklar ve izmir
Ekonomi Univeristesi, Lokman Hekim
Universitesi gibi Universiteler vardi. 27
Nisan Pazartesi gunud lansmani
gerceklestirdik. Bir hafta i¢cinde 511
girisimci platforma kayit yaptirdr ve 176
tane girisim fikri génderildi. Gonderilen
fikirlerden 102 tanesi programa dahil edildi
ve yaklasik iki haftalik mentorluk sdresinde
hem girisimcilere online mentorluk hem de
girisimcilik ve pandemi ile ilgili 17 tane
online egitim ve webinar verildi.
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As a result of mentor reviews, mentor Mentor degerlendirmeleri, mentor ve

and entrepreneur votes and comments, girisimci oylamalari ve yorumlari

42 enterprises were selected to the jury sonucunda 42 girisim juri asamasina
stage. After each venture made a three- seciidi. Her bir girisimin ¢ dakikalik
minute presentation and answered the  sunum yaptig: ve juri dyelerinin sorularini
questions of the jury members, the jury cevaplandirdigi strecin ardindan jiri
members completed their evaluations Uyeleri degerlendirmelerini tamamladilar
and the Top 20 Entrepreneurs were ve En lyi 20 Girisimci belirlendi. En iyi 20
selected. For the top 20 ventures, the girisim icin Haziran ayinda Yatirimci ile
Meeting with Investors event will be held Bulusma etkinligi duzenlenerek,

n J‘une, ‘-fmd entreprene.urs will be girisimcilerin yatirimcilara direkt sunum
deliver direct presentations to the yapmalari saglanacak.

Investors. . . Turkiye Covidl9 Ortak Akil Platformu’'nun
Turkey Covid19 Shared Minds Platform ) o
benzer online girisim hizlandirma

had several features that made it ) B L

different from similar online venture programlarinda farkli kilan birkag 6zelligi

acceleration programs: ;/OI—C‘CZ: | Uk G )

1. Idea collection and mentoring time is - FIKIT top lamo ve mevntorAuA sure?/ .

planned about 2 weeks, not as 1-2 days ashockothon larda oldudu gibi 1-2 gdn degil,
yaklasik 2 hafta olarak planlandi ki hem

in hackathons, so that entrepreneurs
have enough time to form their ideas and9irisimcilerin fikirlerini olusturmalari igin

have enough time to mature their ideas yeterince sureleri olsun hem de online

thanks to online mentoring and mentorluk ve egitimler sayesinde
trainings. For example, some of the fikirlerini olgunlastirmalari i¢cin yeterince
ventures were able to get 50-60 hours of streleri olsun. Mesela, bazi

mentoring service. girisimlerimiz 50-60 saat mentorluk

2. Entrepreneurial ideas included in the hizmeti alabildiler.

platform were open to discussion of both 2.Platforma dahil edilen girisim fikirleri

mentors and other entrepreneurs. Thus, hem tdm mentorlarin hem de diger

users supported entrepreneurs with their girisimcilerin tartismasina acildi. Béylelikle

comments and votes. kullanicilar yorumlariyla ve oylariyla

3. In the discussion area on the platform,girisimcilere destek oldular.

the idea owners were kept secret, so that 3. p/atformdaki tartisma alaninda fikir

the discussion was made on ideas, not onsghipleri gizli tutularak, tartismanin kisiler

individuals. tUzerinde degil fikirler Gzerine yapilmasi
saglandi.



FINAL FOR CREATIVE BUSINESSES:
AN INTERNATIONAL EVENT IN PANDEMIC DAYS

YARATICI ISLER FINALI: PANDEMI GUNLERINDE BiR ULUSLARARASI ETKINLIiK

Yaratic1 Endustriler alaninda ¢alisan tGreten yeteneklerin girisimcilik yetkinliklerini uluslararas: platformlarda
gosterebilmesine katki sunmak tizere Ulusal temsilciligini yapmakta oldugumuz Creative Business Network'tin
her yil iiye tlkelerde gerceklesen ulusal finallerine bu yil Turkiye de katildi. Pandemiye ragmen gerceklesen

organizasyona dair detaylar1 paylasmak istedik.

This year, Turkey participated in the national finals of the Creative Business Network, which we represent as the National
Representative of Turkey, to contribute to the ability of productive talents working in the Creative Industries field to
demonstrate their entrepreneurial competencies on international platforms. Despite the pandemic, we wanted to share details

of the organization that took place.

Creative Business Network is a
collaboration network based in Denmark.
This formation, which especially focuses
on creative industries and cultural
economies, has representative offices in
more than 60 countries. These
representatives, who choose the country
champions every year, send the first
team to Denmark, to the world final.
This was the plan for this year, actually.
However, the international chaos created
by the COVID-19 caused the cancellation
of events in many countries and of
course the cancellation of 2020 world
final. Of course, there were also
countries that did not cancel their
activities. lzmir University of Economics,
Creative Economy Research and
Application Center, Turkey representative
of the organization as of 2019, preferred
to turn the Turkey final into an online
final rather than cancel it.

This first event, where 24 teams
competed from 6 countries, including
Italy, Ghana, Egypt, Uganda, India, Britain
and Turkey, took place under the
sponsorship of Ilzmir Chamber of
Commerce, Inci Holding, EGIAD Angels,
Modern Media, Shibumi International and
WithCo Coworking. The jury members
were Nese GOK, Mehmet Rasit
OZSARUHAN, Mert GONEN and Sevay
ipek Aydin, prominent names

with investor and international sectoral
experiences.

Creative Business Network Danimarka
merkezli bir isbirligi agi. Ozellikle yaratici
enddustriler ve kdltdr ekonomilerine
odaklanan bu olusumun 60'I askin Ulkede
temsilcilikleri bulunuyor. Her yil Ulke
sampiyonlarini segcen bu temsilcilikler
birinci olan ekibi Danimarka'ya ddnya
finaline génderiyor.

Bu yil da plan buydu aslinda. Ancak
COVID-19 sdrecinin yarattigi uluslararasi
kaos bir¢cok Ulkede etkinliklerin iptaline
neden oldu ve tabii 2020 ddnya finalinin
de. Tabii etkinliklerini yapmaktan
vazge¢meyen Ulkeler de vardi.
Organizasyonun 2019 yili itibari ile Tdrkiye
temsilcisi olan [zmie Ekonomi Universitesi
Yaratici Ekonomi Arastirma ve Uygulama
Merkezi de Tlrkiye finalini iptal
etmektense bir online finale déndsturmeyi
tercih etti.

italya,Gana, Misir, Uganda, Hindistan,
ingiltere ve Tirkiye olmak tzere toplam 6
Ulkeden 24 takimin yaristigr bu ilk etkinlik
izmir ticaret Odasi, Inci Holding, EGIAD
Angels, Modern Media, Shibumi
International ve WithCo Coworking
sponsorluklarinda gerceklesti. Juri
uyelerini hem yatirimci kimligi ile éne
¢ikan isimler hem de uluslararasi
sektorel deneyimleri ile eslik den Sn. Nese
GOK, Sn. Mehmet Rasit OZSARUHAN,

Sn. Mert GONEN ve Sn.Sevay ipek Aydin

yapti.



In the contest, where all teams
participated as members of an
international entrepreneurship portal,
projects from many different sectors,
apart from the creative element they
included, were evaluated through an
evaluation index containing 14 different
guestions.

Two teams won first prize in the event,
enriched with the opening speech of
Diego Jaén, Creative Business Network
Global Network Manager, and colorful
presentations made by keynote-speaker
Onur Can Cayli, known for his work in
animation teams of Game of Thrones and
MARVEL films. WAITERATING and
Car4Future teams will represent our
country in the Creative Business Cup
World final, which is planned to take
place in Copenhagen, Denmark in 2021.

Tam takimlarin uluslararasi bir girisimcilik
portalina Gye olarak katildiklari
yvarismada ¢ok farkli sektorlerden projeler
icerdikleri yaratici unsur bir yana

14 farkli soru iceren bir degerlendirme
dizini Gzerinden degerlendirildi.

Creative Business Network Global Ag
Yoneticisi Diego Jaén'in ac¢ilis konusmasi
ve Game of Trones ve MARVEL filmlerinin
animasyon ekiplerindeki ¢calismalari ile
taninan Sn. Onur Can Cayli'nin keynote-
speaker olarak yaptigi renkli sunumlar ile
zenginlesen etkinlikte birinciligi iki takim
kazandi. WAITERATING ve Car4Future
takimlari 2021 yilinda Danimarka'nin
Kopenhag kentinde gerceklesmesi
planianan Creative Business Cup DUnya
finalinde Ulkemizi temsil edecekler.
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COMPANY

PhDc. Sevay Ipek Aydin

Izmir University of Economics Creative
Economy Research Centre Director /
Ege University Communication Faculty

TURKEY'S FIRST UNICORN / TURCORN
COMPANY IS A CREATIVE INDUSTRY

“TURKIYE'NIN ILK UNICORN/TURCORN SIRKETI BIiR YARATICI
ENDUSTRI SIRKETI”

Financial Times ve Anadolu Ajansi'nin 02.06.2020 tarihli haberleri ile bir Tirk dijital oyun firmasina dair satig
rakamint duyurdugunda COVID-19 Pandemi giindemine ragmen gurur ve heyecanla detaylar: merak eder bulduk
kendimizi. Bu satis tim dinyada "Unicorn” olarak adlandirilan yeni bir girisimcilik basarisinin haberiydi ¢inki.
Haberin iki kahramani vardi. Bunlardan biri oyun sektéri ya da yaratict ekonomi alant arastirmacilarinin yakindan
tanidigr ZYNGA firmasiydi. Digeri ise adint heniiz duymakta oldugumuz bir Tirk oyun firmast olan PEAK.

Despite the agenda of the COVID-19 Pandemic, we found ourselves proud and excited about the details
when the Financial Times and Anadolu Agency announced the sales figure for a Turkish digital game

company on their news dated 2 June 2020. This sale

was the news of a new entrepreneurial success called "Unicorn" all ver the world. The news had two heroes.
One of them was the ZYNGA company, which is well known by the researchers of game industry or creative
economy field. The other is PEAK, a Turkish game company we have just been hearing about.

Creative Business Network is a
collaboration network based in Denmark.
This formation,

which especially focuses on creative
industries and cultural economies, has
representative offices in more than 60
countries. These representatives, who
choose the country champions every
year, send the first team to Denmark, to
the world final.

This was the plan for this year, actually.
However, the international chaos created
by the COVID-19 caused the cancellation
of events in many countries and of
course the cancellation of 2020 world
final. Of course, there were also
countries that did not cancel their
activities. lzmir University of Economics,
Creative Economy Research and
Application Center, Turkey representative
of the organization

as of 2019, preferred to turn the Turkey
final into an online final rather than
cancel it.

This first event, where 24 teams
competed from 6 countries, including
Italy, Ghana, Egypt, Uganda, India, Britain
and Turkey, took place under the
sponsorship of lzmir Chamber of
Commerce, Inci Holding, EGIAD Angels,
Modern Media, Shibumi International and
WithCo Coworking.

The jury members were Nese GOK,
Mehmet Rasit OZSARUHAN, Mert GONEN
and Sevay ipek Aydin, prominent names
with investor and international sectoral
experiences.

Dijital oyun -video game- Cambridge
Dictionary'ye gore (2020) kisaca;
dugmelere basarak oynaticinin ekranda
hareketli gorantdleri kontrol ettigi bir oyun
tardaddr. Bilgisayar tabanli, metin ya da
gorsellik Uzerine insa edilmis olan bu
oyunlar, bilgisayar ya da oyun konsolu gibi
elektronik platformlarda tek ya da ¢oklu
oyunculu oynanabilmektedir. Oyun fiziksel
aksiyon gerektirebildigi gibi ¢cevrimicgi ag
Uzerinden etkilesimli online bir eglence ve
bos zaman aktivitesi yazilimi tdraddr
(Frasca, 2001). Ancak icerdigi yaratici unsur
ve farkli yaratici endustrilerin etkinligi
nedeni ile sadece yazilim enddustrisinin bir
parcasi degil, donanim ve yaratici enddistri
alanidir.

PEAK'Iin girisim oykdsd bugln 100'G
calisani olan bir yazilim ailesinin eseri
aslinda. PEAK'in kurucusu Sayin Sidar
Sahin daha 6nce farkli girisimlerle de
adindan bahsettirmis 6dulla bir girisimci.
Bu satin alma ABD merkezli oyun sirketi
Zynga'nin CEO'su Frank Gibeau'nin
belirttigi Gzere ZYNGA tarihinin de en
pahali satinalma islemi oldu. PEAK Tlrkiye
icin de bir ilk, ¢cinkl Tdrkiye'den de ilk kez
bir teknoloji girisimi, T milyar dolarin
Uzerinde bir rakamla satilmis oldu.

Peak’in sézclsl ve Strateji Direktéri Omer
inénd, satis rakaminin ardindaki farkli

bir degere dikkatleri ceken demecinde Turk
girisimcilerinin uluslararasi

basarilara kolaylikla erisebilecegine olan
inancini ifade etmektedir.
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Gorsel kaynak: https://www.hurriyet.com.tr/yazarlar/ertugrul-ozkok/15-milyarlik-mucizeyi-yazan-35-universiteden-100-genc-41532553

In exchange for PEAK's purchase of

1.8 billion dollars (12.3 billion TL), half of
the cost of the sale payment is

made in cash and the other half is paid
in Zynga share. Zynga's market value is $
9.11 billion. It was emphasized that only
the partnership structure of PEAK will
change after the acquisition, while the
scope of its activities will continue

to remain a Turkish company under its
own brand, with no changes in its team
and management. This sales agreement
is considered positive among the
entrepreneurship world. As Gibeau put,
"PEAK, one of the best puzzle developers
in the world, and Zynga aim to grow even
faster together."

In 2017, Zynga purchased Peak's card
games division for $100 million in cash.
Spades Plus and Gin Rummy Plus,
purchased from PEAK at that time, are
one of the most popular mobile games in
the world. 101 Okey Plus and Okey Plus,
which are very popular in Turkey, were
transferred to Zynga with this
acquisition, and the PEAK’s Istanbul card
games studio also has thus been
incorporated into Zynga's global studios.
In this first sale, Turkey’'s market being
the 3rd largest position in Zynga Poker
game in Zynga's market has also been
effective. While PEAK was the biggest
purchase ever made by Zynga, Zynga
shares (Nasdaqg-ZNGA) increased after
the announcement of the purchase.

Yapilan satisin bedeli, PEAK'in 1,8 milyar
dolara (12,3 milyar TL) satin alinmasi
karsiliginda édemenin yarisinin nakit,
yarisinin da Zynga hissesi olarak
odenmektedir. Zynga'nin piyasa dederi ise
9,11 milyar dolardir. Satin almanin
ardindan PEAK'in sadece ortaklik yapisinin
degisecegi vurgulanirken, faaliyetlerinin
kapsami, ekibi ve yonetiminde hi¢cbir
degisiklik olmadan kendi markasi altinda
bir Turk sirketi olarak kalmaya devam
edecektir. Bu satis antlasmasi girisimcilik
dunyasi agisindan olumlu olarak
degerlendirilmektedir. Gibeau'nun ifadesi
ile dunyanin en iyi puzzle gelistiricilerinden
biri olan "PEAK, ve Zynga, birlikte daha da
hizli baydmeyi hedeflemektedir.”

2017'de Zynga Peak'in kart oyunlari
boélimund 100 milyon dolar nakit
karsiliginda satin almisti. O dénem
PEAK'ten aldiklari Spades Plus ve Gin
Rummy Plus alanlarinda ddnyanin en
popller mobil oyunlarindandir. Tdrkiye'de
cok poptler olan 101 Okey Plus ve Okey
Plus da bu alimla Zynga'ya ge¢gmis,
PEAK'in Istanbul kart oyunlari stidyosu da
boylece Zynga'nin kuresel studyolarina
dahil edilmistir. Bu ilk satista Turkiye
pazarinin, Zynga Poker adli oyunda
Zynga'nin en bluyUk 3. pazari konumunda
olmasi da etkili olmustur. PEAK, Zynga'nin
bugline kadar yaptigr en buyuk alim
olurken alimin duyurulmasinin ardindan
Zynga hisselerinin (Nasdaq-ZNGA) artisa
gectigi gordlmdustdar.



Another issue that attracted attention
with this sale was the position of the
digital game industry in the world
economy. When we look at the

development trends of the sector, we see
that it is a creative industry area that has

been getting stronger since the early
2000s, although it is a quite new sector
in terms of technology. The digital game
industry, which had a market size of 35.3
billion euros in 2008 worldwide, reached
47.7 billion euros in 2014 (IDATE, 2015).
This growth also has a great deal of
interaction with increasing successful
R&D results in the area of decreasing
trend. Technologies such as virtual
reality, augmented reality provided
strong sectoral impulses at this point.
With the technological application
format called the seventh-generation
consoles, consoles such as Xbox 360, PS3
and Wii are not just a game; they have
transformed the gaming experience into
a multimedia entertainment and
communication tool at the same time.
The games classified as AAA today are
competing with the cinema sector with
the manufacturing costs they contain.
"Star Wars: The Old Re-public" game,
which was launched in 2011 and cost 6
years /[ 200 million USD, can be given as
an example to this. The digital game
industry encompasses a production /
creation process involving many sectors,

like other areas of the creative industries.

Such game development processes start
as a project and within the scope of it,
employment opportunities of experts
from different sectors, such as sound,
software, Animation, graphics,
marketing

communication, design, production and
even foreign trade, are found. (O'Hagan
and Mangiron, 2013, p.46-63).

Sy

Bu satis ile dikkatleri ceken bir

diger konu da dijital oyun sektordndn
dunya ekonomisindeki konumu olmustur.
Sektorun gelisme egilimlerine bakildiginda,
teknolojik acidan oldukgca yeni bir sektor
olmasina karsin 2000’lerin basindan bu
yana glcglenen bir yaratici

enddustri alani oldugunu gérmekteyiz. Tdm
dinyada 2008 yilinda 35,3 milyar avro
pazar buyuklidgune sahip olan dijital oyun
sektord 2014 yilina gelindiginde 47,7
milyar avroluk bir buyuklige ulasmistir
(IDATE, 2015). Bu buytime egilimin

azalim alanindaki artan basarili Ar-Ge
sonuclari ile de etkilesimi buyuGktuar.

Sanal gercgeklik, artirilmis gerceklik gibi
teknolojiler bu noktada gtcglu

sektorel itkiler saglamistir. Yedinci nesil
konsollar olarak adlandirilan

teknolojik uygulama bicimi ile Xbox 360,
PS3 ve Wii gibi konsollar yalnizca bir
oyun degil; ayni zamanda oyun deneyimini
bir multimedya eglence ve iletisim

araci haline déndsmdslerdir.

Gunumuzde AAA olarak

siniflandirilan oyunlar, icerdikleri yapim
maliyetleri ile sinema sektord ile

yvarisir nitelige ulasmistir. 2011'de sdrulen
ve yapili 6 yil/ 200 milyon USD'a

mal olan “Star Wars: The Old Re-public”
oyunu buna 6rnek verilebilmektedir.
Dijital oyun sektorl yaratici enddustrileri
diger alanlari gibi pek ¢ok sektord

iceren bir dretim/yaratim sdrecini
kapsamaktadir. Bu tdr oyun gelistirme
sUrecleri bir proje niteliginde baslayip
kapsaminda, ses, yazilim, animasyon,
grafik, pazarlama iletisimi, tasarim, yapim
ve hatta dis ticaret gibi farkli
sektorlerden uzmanlarin istihdam imkdéani
bulmaktadir (O'Hagan ve Mangiron, 2013,
5.46-63).



Although the digital game industry has a
history of approximately 40 years, today
it is considered as a high income
generating industry area in the
developed economies of the world and in
this respect, it has become an industry
branch in which public funds and large
investors have become more and more
interested in recent years.

It is an economic activity area that uses
high technology and has a high-speed
change / transformation ratio in terms of
the software / hardware requirements as
well as the creative scope it contains due
to its structure. The sector has gained a
strong place in the economy with its
interdisciplinary employment
environment. Developing platforms for
Designers working in the field of
creativity, those working in programming
field, those working in the art team and
sound team, and those developing the
platforms where the games will work,
that is, sector officials developing
computer technologies, game console
and their components - equipment such
as software, graphics card technologies,
keyboard, mouse, are among the human
resources components of the gaming
industry. According to the Ankara
Development Agency digital Game
Industry report, along with other
components in the sector, many
components such as advertising,
marketing communication, the presence
of international digital publisher
companies are in the sector, and the
total economic size that goes far beyond
the software industry.

Global Game Market Dynamics

The global game industry's market size
is $ 99.6 billion as of 2016. In 2019, the
game industry generated a total of $
151.9 billion in revenue. When we look at
the country-level game revenues as of
2016, it is seen that China is in the first
place with 24.2 billion dollars of income
followed by USA with 23.4 billion dollars
and Japan with 12.4 billion dollars
(Ankaraka,2016, p.24). If we need to
examine the general trends of the sector
through USA country statistics;

Dijital oyun sektdru yaklasik olarak 40
yillik bir gegcmise sahip olmakla beraber,
bugin dunyanin gelismis ekonomilerinde
yUksek gelir getirici bir endustri alani
olarak ele alinmakta ve bu bakimdan da
kamu fonlarinin ve buyuk yatirimcilarin
yine son yillar icerisinde giderek daha da
cok ilgi gosterdigi bir endustri kolu halini
almaktadir. Sektdr yapisi geregi icerdigi
yaratici kapsam biryandan da yazilim/
donanim gereksinimleri itibariyle ileri
teknoloji kullanan ve yuksek hizda
dedgisim/dénisim rasyosuna sahip bir
ekonomik faaliyet alanidir. Sektor,
yarattigr disiplinler arasi istihdam ortami
ile de ekonomide glc¢lt bir yer edinmistir.
Yaraticilik boyutunda yer alan
tasarimcilar, programlama alaninda
calisanlar, sanat ekibinde ve ses ekibinde
calisanlar ile oyunlarin ¢calisacagi
platformlari gelistiren, yani bilgisayar
teknolojileri, oyun konsolu ve bunlarin
bilesenlerini -yazilim kadar ilgili
donanimin da gelistirilmesi, ekran karti
teknolojileri, klavye, fare gibi ekipmanlar-
gelistiren sektor gorevlileri oyun
sektordnun insan kaynagi
bilesenlerindendir. Ankara Kalkinma ajansi
dijital Oyun Sektérd raporuna gore,
sektdrdeki diger bilesenler ile birlikte
reklamecilik, pazarlama iletisimi,
uluslararasi dijital yayimci sirketlerin
varligr gibi bircok bilesen sektdrde yer
almakta ve toplamda olusan ekonomik
blayukluk yazilim enddstrisinin ¢ok otesine
gecmektedir.

Kliresel Oyun Pazari Dinamikleri
Kiresel oyun enddstrisinin pazar
bayaklagua 2016 yili itibariyla 99,6 milyar
dolardir. 2019 yilinda ise oyun enddstrisi
toplam 151,9 milyar dolar gelir elde
edilmistir. 2016 yili itibariyla Glke
duzeyindeki oyun gelirlerine bakildiginda,
Cin'in 24,2 milyar dolar gelir ile birinci
sirada yer aldigi ve onu 23,4 milyar dolar
ile ABD ve 12,4 milyar dolar ile Japonya’'nin
takip ettigi gorulmektedir
(Ankaraka,2016,5.24). Sektorin genel
egilimlerini ABD Ulke istatistikleri
Uzerinden incelemek gerekirse,



Kaynak 2019 yaly Istatistiki Verileri
Statistica s 201%devideo oyunlarn satis pazanmmtoplam degen 43 4 nulyar dolards.
s 2019°da Global eSports gelini ik kez 1 milyar dolar egiginin izenne cikacalk.
s (Giiney Asya oyunpazarimun 2019da4 .6 milyar dolara kadar gikacag tahmin ediliyor.
Entertainment Software ¢ J019'da vaklazik 2 4 milyarkisi mobil oyun oynayacak
daseciation &  Oryunculann % 325 kisisel bilgsayarlannda oynuayor.
¢ Amenkalilann % 42 her hafta video ovunlan oymuyor.
Pew Reseqrch Cenire ¢  ABDN genglenn % 34%niin evde bir konsolu veya konsola ensirmi var.
e  ABDN ergen ertkek cocuklann % 9751 bir tiir cthazda video oyunlan oynuyor.
o Amenkah genglerin %6 4117 video oyurlan oynamakicin gok fazla zaman
harcadiklarins iddia edivor.
Filmora Wondershare, s 128-20wasgubundakikadinlanm % 49 uvideo oyun oynayicside.
s  Tinnoyuncularn % 634 difer insanlarla oynamays tercih edivor.
¢ Fheveynlenn % 74 oyun oynamarun cocuklan lizerinde efitici bir etkive sahip
olduguna maniyor.
Entertainment Software e X nesil oyunculanm % 707 akilli telefonlarnda ovnamays tercih edivor.
Asseciation ¢  ABDdeli mobi oyun penetrasyormmmm 2019'da% 60 esigim gecmesi beklenivor
s Nobil, kiiresel oyun pazarnmn®s 3 1'inden sonuniudur.
¢ Oyun gelistinicilerin %6 331 mobil cthazlarigin oyun gelistinyor.
PC Gamer, ¢  Her gin 15 milyondan fazla kullanic: Twitch' zivaret edivor.
s  201%demobi eyuncularn kiresel niifusunum % 431 oyunlara para harcads.
Broadband Sgarch ¢ 1019°da oyun endiistnsi toplam 151.9 milvar dolar gelir elde ett.
o Ceyrmigl oyunlarm 2019°da masatistii ve konsol oyunlardan elde edilen gelitlerin %4
47'sini almas: beklenivor.

Source: hitpsf/reviewd2 com/video-game-statistics/, 18 Jupe 2020

Looking at the regional composition of
the market, it is seen that the largest
share belongs to the Asia-Pacific region,
with a market size of 47%. It is followed
by North American (25%), European,
Middle Eastern and African (24%) and
Latin American (4%) markets. The highest
growth rate by segment belongs to
mobile phone games with 23.4%. The
handheld gaming market has shrunk by
241%. The PC and console games market
grew by 4-4.5%. When the games are

categorized according to the screen type,

it is seen that the biggest market share
as of 2016 is in the computer screen
category with 32%, followed by the
entertainment screen with 29% and the
personal screen with 27% (Newzoo, 2016).

Pazarin bélgesel kompozisyonuna
bakildiginda, pazar baydkldgdnun %47 ile
en bUyuk payin Asya-Pasifik bolgesine ait
oldugu gorulmektedir. Onu sirayla Kuzey
Amerika (%25), Avrupa, Ortadogu ve Afrika
(%24) ve Latin Amerika (%4) pazarlari takip
etmektedir. Segmente gore en ylUksek
blylime orani ise %23,4 ile mobil telefon
oyunlarina aittir. Elde tasinabilir

oyunlar pazari %24,1'lGk bir kid¢ulme
gostermistir. PC ve konsol oyunlari pazari
ise %4-4,5 civarinda bir bdyime
gostermistir. Oyunlar ekran ¢esidine gore
kategorize edildiginde ise, 2016 yili
itibariyla en buyuk pazar payinin %32'lik
oranla bilgisayar ekrani kategorisinde
oldugu ve bunu %29'luk oran ile eglence
ekrani ve %27'lik oranla kisisel ekran
pazarlarinin takip ettigi gordlmektedir
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Source: Mcdonald, 2017, p.2

According to this analysis, the highest
growth rate is in the personal screen
category with 23.7%, the computer
screen-oriented game market has only
grown by 2.1% and the entertainment
screen-oriented game market has grown
by 4.5%. According to

IBIS Capital experts (2016, p.1), the main
factors affecting the marketing and
promotion dynamics in the world game
industry are as follows:

In 2017, mobile games
will genearate

$46.1Bn

or 42% of the global
market.

newzoo

Bu ayirima goére ise, en ylUksek buyime
orani %23,7 ile kisisel ekran kategorisinde
olup, bilgisayar ekrani odakli oyun

pazari yalnizca %2,1'lik ve eglence ekrani
odakli oyun pazari ise %4,5'luk bir
buyime kaydetmistir. IBIS Capital
uzmanlarina gére (2016, s.1) ddnya oyun
enddustrisindeki pazarlama ve tanitim
dinamiklerini etkileyen baslica faktorler
soyledir:

Factor Factor Foresight

Sectoral Example

Rise of Mobile Games

It is predicted that the growth in the
market will double in 5 years.

The acquisition of Mojang by
Microsoft for 2.5 billion dollars.

Mobile “cannibalism™

Console, PC, web games will continue
the downtrend. Therefore. it is
expected that these companies will
increase their mobile game purchases.

Natural Motion company has been
purchased by Zynga for $ 527 million
based on this approach.

Regional Cooperation Fonmations

Mergers between firms are expected to
continue with the goal of becoming a
global player in the sector.

With this approach, Softbank firm
became a partner to 51% of Supercell
firm.

Re-purchase of spin-offs

Established companies will continue to
invest even if successful climbing
businesses are separated from their
own structures.

Facebook invested $2 billion in Oculus
and $1 billion in Amazon Twitch.

Increased global

accessibility of the games with internet
connection, the diversity of the

screens, the flexibility of the games to be
played unlimited/for free or

customizing for a fee, transforming of
the games into constantly renewed
services in order to prolong the playing
time, the increase of in-game data
oriented service development processes
accordingly, are the main trends that
trigger change in the global game
market. (IBIS Capital, 2016; BTC, 2016, p.1)

internet baglantisi ile oyunlarin kiresel
erisilebilirliginin artmasi, Ekranlarin
cesitlenmesi, oyunlarin sinirsiz/dcretsiz
oynayabilme veya Ucret karsiligi istege
gore uyarlayabilme esnekligi, oynanma
sdrelerini uzatmak i¢gin oyunlarin surekli
yvenilenen hizmetlere dénudsmesi, buna
bagli olarak oyun ici veri odakli hizmet
gelistirme surecglerinin artmasi, kdresel
oyun pazarinda degisimi tetikleyen temel
egilimlerdendir (IBIS Capital, 2016, BTC,
201716, s.1).



Digital Gaming Sector in Turkey

Along with the transformations
experienced with the effect of COVID-19
period on daily life dynamics, the current
strength of the gaming industry tends to
increase in Turkey also. The digitalization
trend in all sectors also increases the
rate of qualified users within this scope.
Portable communication tools, especially
the development of smartphone
technologies and mobile applications
contribute to the growth of the gaming
industry.

The number of gamers in Turkey are said
to be over 20 million (Akaraka,2016). The
number of Turkish game developers and
domestic games are also increasing. The
size of the digital game market in Turkey
has exceeded 300 million dollars in 2012
(Information Society Strategy, 2015). In
2018, while 116 billion dollars of turnover
was generated in the world, Turkey has
reached the world's 3rd fastest growing
market with its record exports exceeding
$1billion. The vast majority of games
developed are exported. The interest in
the sector is increasing in our country
with factors such as the lack of logistics
and distribution costs in exports, high
return rates from investment and the
market growing day by day.

Markets such as cinema, TV and music,
which are the biggest in the
entertainment industry, fall behind the
digital game industry according to
numerical data. Gaming Istanbul, Turkeys
and the region's largest digital
entertainment and gaming exhibition,
opened its doors on 31 January- 3
February for the fourth time at Yenikap!
Eurasia Show and Art Center with an area
of 18 thousand square meters. This event,

which is a game industry focused festival,

is one of the channels that make the
sector's power visible for more than four
years. The fair, whose number of

visitors increase by 28% on an average
annually, stands out especially in the
field of esports. This fair, whose number
of visitors exceeded 100,000 in 2019,
produces turnovers that exceed the
music and publishing sectors of the
digital gaming industry on a global scale.
It is seen that the number of game
developers has strengthened in terms of
quality and quantity as well as the
number of gamers in the sector. Other
Turkish companies in the digital game
industry presented in the
entrepreneurship Newspaper and
mentioned internationally as PEAK are
listed in the table below:

Tirkiye’de Dijital Oyun Sektérd
COVID-19 déneminin gundelik yasam
dinamiklerine yarattig: etki ile yasanan
donusuamler ile birlikte, Turkiye'de de youn
sektdrdndn mevcut gucu artis egilimi
gostermektedir. TUm sektérlerdeki
dijitallesme egilimi de bu kapsamda
nitelikli kullanicr oranini artirmaktadir.
Tasinabilir iletisim aracglari, 6zellikle akilli
telefon teknolojilerindeki gelisim de mobil
uygulamalar da oyun sektordndn
buytimesine katkida bulunmaktadir.
Turkiye'deki oyuncu sayisinin 20 milyonun
Uzerinde oldugu ifade edilmektedir
(Akaraka,2016).

Turk oyun gelistiricilerinin sayisi ve yerli
oyunlarin da sayisi artmaktadir. Dijital
oyun pazarinin buylukldgu Tarkiye'de 2012
yilinda 300 milyon dolari asmistir (Bilgi
Toplumu Stratejisi, 2015). 2018'de ise
dunyada 116 milyar dolar ciro Gretilirken,
Turkiye de 1 milyar dolari asan rekor
ihracat ile dunyanin en hizli buyuyen 3.
pazari konumuna ulasmistir. Gelistirilen
oyunlarin buyutk bir cogunlugu ise ihrag
edilmektedir. Ihracatta lojistik ve dagitim
maliyetlerinin olmamasi, yatirimdan geri
donus oranlarinin yuksek olmasi ve
pazarin her gecen gun buyumesi gibi
etmenlerle sektére olan ilgi de Glkemizde
artmaktadir.

Eglence sektdérindn en buyukleri olan
sinema, TV ve muzik gibi pazarlar ise
sayisal verilere gore dijital oyun
sektordnun gerisinde kalmaktadir.
Turkiye'nin ve bélgenin en buyuk dijital
edglence ve oyun fuari olan Gaming
[stanbul, 31 Ocak-3 Subat tarihleri
arasinda, 18 bin metrekarelik alaniyla
Yenikapi Avrasya Gosteri ve Sanat
Merkezi'nde 4. kez kapilarini agmisti. Oyun
sektoru odakli bir festival niteligindeki bu
etkinlik dort yili askin bir siredir sektordn
gucunu goruanur kilan mecralardan biridir.
Ziyaretci sayisi yilda ortalama %28 artan
fuar ¢zellikle espor alaninda éne
cikmaktadir. 2019 yil1 ziyaretgi sayisi
100.000 kisiyi asan bu fuar, dijital oyun
sektordnun global dlgekte mizik ve
yayincilik sektdrlerini asan cirolar
Uretmektedir. Sektordeki oyuncu sayisi
kadar oyun dreticisi sayisinin da nitelik ve
nicelik olarak guclendigi gorulmektedir.
Girisimcilik Gazetesi'nde sunulan ve PEAK
gibi adindan uluslararas) didzeyde
bahsettiren dijital oyun sektérdnun diger
Turk firmalari asagidaki tabloda yer
almistir.
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Talewords is one of the rare companies that develop AAA style games in
our country. The development process of the game carried out by Armagan
Yavuz and ipck Yavuz takes place in Ankara ODTU Teknokent today. With
more than 70 employees, over a million PC and console game players, the
company 1s one of the major companies in Turkey. It 15 an important game
exporter.

peek

In 2018, it sold specific game projects to Zynga. again. one of the largest
game companies in the world, however, by using this sale as an investment,
it developed bigger games ve and has reached an incredible success by
reaching over 300 million gamers. Today. the company 15 expanding,
growmng and continues to develop new games. Currently, it has gamned great
importance with its new sale to Zynga.

G3AM GAMES

The company. which has achieved a successful breakthrough with its 1010/
Titles in 2014, was purchased by Zynga for 5 250 million in 2018 and moved
its head offices to London. However. the game development studio 1s still in
Istanbul, and Turkish engimeers and designers continue to work for this
company. Even though the sale of Gram Games has brought a great export to
our couniry in the short term., it is a pity that we have lost a successful game-
technology company in the long term.

Masomo, which i1s one of the most successful imtiatives of 2018 in [znur,
attracted the attention of all the world gamers with its game called the Head
Ball. The company. which merged with Miniclip. one of the biggest game
companies in the world, in January 2019, continues to develop different
game projects and grow at the same time. If is one of the game companies
that brings a great export value to our country and it is in [zmir.

Fugo Games

Fugo Games. a Turkish Game company that stands out with its word games
on mobile platforms. has developed many different and successful game
projects simee 2011 and has reached more than 150 million users to date. The
Words of Wonders. latest game of the company which continues to develop

Netmarble Turkey

Although it iz centered in South Korez, Netmable, which represents Turkey
with its strong games globally, is m Istanbul. The company, under the nzme
of Wetmarble Games Corporation, that attracts attention with the support it
offers to merezse the number of new game developers m Turkey, was
founded m 2000 m Korez. With more than 6,000 employees globally, it
produces seme of the most successful mobile games such as "Netmarble,
Lineage 2: Revolution”, "Blade & Soul Revolution”, "MARVEL Future
Fight", "BTS WORLD", "Traveling hMillionzire" and "Seven Enights” and
provides services zbout them. Netmarble, the biggest shareholder m Ezbam,
the best mobile game developer on multiplayer free games, Jam City, the
leading casuzl social game developer, and the music producer and artist
zgency BigHit Entertaimment, has a strategic parmership with CJ ENIL
Corporation, the largest entertamment company i Asia, Tencent Heldmgs,
Aszias largest mtemet company and with Nesoft, 2 leading MMOPPG
COMmpany.

PANTEON

Itis 2 game company established m 2012 after successful games smee 2004
such 25 “Savasim (My War)” (2004), Turkey's first browser-based game, Son
Savas (The Last Batfle) (2008), and Orta Dogu Savas: (The Middle East
War) (2009). After developmmg 6 differsnt browser-based games and its own
game engine with the support of the hMimistry of Industry, the company has
focused on mobile games as of 2013, The company carries out various B&D
activities with the support of TUBITAK to develop new technologies.

CRYTEE

Crytek, which was founded by 3 Turkish brothers m Frankfurt m 1999, has
offices m Kiev, Budapest, Sefiz, Seoul, Shanghzi and Istanbul tedzy. The
games of the company, which has developed many award-winning games,
mclude games such as Far Cry, Crysis series, Ryse: Son of Rome, Hunt and
Warface, Games are developed using 3D game technology Cryengine.

With the busimess modsl they have developed, they zlse offer developers the
opportunity to develop their games using codes through the Cryengine
platform.

ALICTUS

Founded 2z zn mitiative at the end of 2011 and has become 2 company m
August 2013 under the name of Alictus Tazlm A5 Among the games it
developed zre Ocu-mons, Candy Rush, The Burglas.

KODOUR

Itwas estzblished m ODTU Telmokent with Tekmogirizsim Capital Support
from the Mimistry of Science, Industry and Technology m Aprid 2010, After
completing the mcubation phase, the company expanded its team by adding
new developers and designets to its stzff. Founded m 2003, the company
provides mobile communication, data transfer, distribution and mfrastruchore
services. It offers services such 2s games, mobile games, game-based
traiming programs, online games, concept consultzney for the games of
companies zbroad and domestic, snimation, graphic design services through
social platforms, and mfrastructure services, such as mobile payment, mohbils
content provisionmg, portal development and manzgement, MMS and SMS.
Among the games developad by the company are ‘Dokuz, Koti Kadi
Serafettim Metze]l Furtma’.




We believe that creative industries Yaratici enddustrilerin uluslararasi gucunu

contain many new success stories that Ulkemiz ekonomisine olumlu olarak

will positively reflect their yansitacak pek cok yeni basari dykdsunu
international power on our country. barindirdigina inanmaktayiz. Sektoran
We congratulate the PEAK team with hizla gelisimine dair duyumlari almaya
our belief that we will continue to hear devam edecegimize olan inancimizla
about the rapid development of the PEAK ekibini kutluyoruz.

industry.
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THOSE WHO MADE A DIFFERENCE IN THE PANDEMIC™

PANDEMIDE FARK YARATAN YARATICI iSLER VE iSBIRLIKLERI

Bu yil gerceklestirilemeyen bir¢cok organizasyondan biri olan Urla Enginar Festivali'ne ragmen
enginar satislarindaki rakamalr Urla'ly direticiyi gilimsetebilmis goriniyor. Tabii bu basarinin
ardinda bir kadin dretim kooperatifinin olmast satis kanallarina dair yaratict ve basarili i
yapma bi¢imlerini gelistiren Urla'dan ve diinyanin birgok farkli iilkesinden dikkat ¢ekici d6rnekleri

bu yazuumizda sizler i¢in derledik.

Despite the Urla Artichoke Festival, which is one of the many organizations that could not
be held this year, the figures in artichoke sales seem to have made the Urla producer
smile. Of course, behind this success, we have compiled remarkable examples from Urla
and many different countries of the world, which has developed creative and successful

ways of doing business about sales channels.

Female Unity
Urla Female Artichoke Producers

Women's Cooperative has come to the
rescue of artichoke producers from Urla.
Famous artichoke of lzmir's Urla district is
vacuumed and shipped to all over Turkey
thanks to orders received via the internet
by Urla Women's Initiative Production and
Enterprise Cooperative. Cooperative
members, who process the products they
buy in advance daily, also support the
producers who are having a hard time due
to the coronavirus epidemic.

Urla Women's Initiative Production and
Enterprise Cooperative has come to the
rescue of Urla artichoke producers, who
have difficulties in harvesting and selling
due to the coronavirus epidemic. Founded
5 years ago, the cooperative, which has 187
members, purchases 5 thousand artichokes
from the producers in advance, and cargo
ships to all corners of Turkey. The
artichokes, vacuumed and freshly shipped,
are sold for 4 liras each, while the district
is provided with 20 thousand lira per day.
While the traditional Urla Artichoke
Festival cannot be held this year due to the
coronavirus epidemic, producers, who are
afraid of not selling their products, are
relieved by marketing its products over the
Internet thanks to the Urla Women's
Initiative Production and Enterprise
Cooperative.

o Complid for publication: Sevay Ipek Aydin

Kadin Dayanismasi
Urla Kadin Enginar Ureticileri
Kooperatifi

[ZMIR'in Urla ilcesinin meshur sakiz
enginari, Urla Kadin Girisimi Uretim ve
[sletme Kooperatifi tarafindan internet
Uzerinden alinan siparislierle Turkiye'nin
dort bir yanina vakumlanarak, kargoyla
ulastiriliyor. Pesin olarak aldiklari drdanleri
gunluk olarak isleyen kooperatif tyeleri,
koronavirlds salgini nedeniyle zor gunler
yasayan Ureticiye de destek oluyor.
Koronavirls salgini nedeniyle hasat ve
satista sikintr yasayan Urlali sakiz
enginari dreticisinin yardimina Urla Kadin
Girisimi Uretim ve [sletme Kooperatifi
yetisti. 5 yil énce kurulan 187 uUyesi
bulunan kooperatif, gunde 5 bin enginari
Ureticiden pesin olarak satin alip, kargo
ile Tdrkiye'nin dért bir yanina ulastiriyor.
Vakumlu ve taze olarak kargolanan sakiz
enginarlari, tanesi 4 liradan satilirken,
ilceye gudnde 20 bin lira girdi saglaniyor.
Koronavirls salgini nedeniyle geleneksel
Urla Enginar Festivali bu yil
yapilamazken, drdnlerinin elde kalma
korkusu yasayan ureticiler, Urla Kadin
Girisimi Uretim ve [sletme Kooperatifi
sayesinde internet Uzerinden drdnlerini
pazarlayarak rahat bir nefes aliyor.

*https://www.haberler.com/izmir-urlali-enginar-ureticisinin-imdadina-kadin-13145358-haberi/
** http://apelasyon.com/Yazi/564-gastronomi-fotografciligi photo credit: Ciineyt Gorgiil



Cevirimici Toplnatilar ve Sanat
Antik Roma kalintilarinin dikddrtgen
mahsullerini sonsuza kadar detaylica
incelemeyin artik: [ruoma Ekpunobi
tarafindan olusturulan Zoom Muzesi,
konferans ihtiyaclariniz i¢cin farkli
kurumlar tarafindan sunulan kapsamli bir
sanat eseleri derlemesidir. Gérsel
olarak cazip ve en 6nemlisi hizli
yuklenen Tumblr blogu, her muize icin
duzgun bir sekilde duzenlenmis
klasorlere sahip bir Google Drive'a
baglantilar icermekte.

Ekpunobi, “ZOOM Muzesi'nin bircok
muzeden farkli olarak erisime acik ve
Ucretsiz oldugunu belirtmekte. Resimler,
fotograflar, kurulumlar ve 18. yluzyilin
musrifce yeniden olusturulmus ic¢
mekanlari Zoom Uzerinde ¢evirimigi
toplantilarinizda arka plan olarak
kullanilmak Gzere indirilebilir.

Relief of three dancing nymphs

Relief of three nymphs dancing to left; Neo-attic
replica of prototype from late 4th c. BCE; Intact with
minor chips and abrasions. Found in Tripolis before...
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Peynir Ureticilerine Sanal Destek
ingiliz as¢i Jamie Oliver ise Pandemi
sGrecindeki video yayinlari kadar ingiliz
Peynir Ureticilerinin yardim ¢agrisina
yanit vererek programlarinda Ureticilerin
desteklenmesi yonunde bir kampanya
yuruttu. Dijital satis aglari yolu ile sut
Urinlerinde Uretilen Grunlerin tuketici ile
bulusmasina verdigi lezzetli destek ile
fark yaratti.

Save our British Farmhouse cheeses

Van Gogh Muzesi

Van Gogh Muzesi, dunyanin en buyuk
Vincent van Gogh sanat eserleri
koleksiyonuna ev sahipligi yapiyor.
Koleksiyonda Cicek Acan Badem Agaci,
Aycicekleri ve Patates Yiyenler gibi
dUnyaca Unlu tablolar
bulunmaktadir.Van Gogh'un énemli
tablolarini kesfedin.
https://www.vangoghmuseum.nl/en/e
xplore-the-collection

- French

Vincent van Contemporaries
Gogh S Tl o
/ . Artworks by Van Gogh's
Paintings, drawings and contempaoraries like Pissarro
letters, 4 - and Toulouse-Lautréc,

Discover more - View the collection >




Suudi Arabistan Girisimleri

Dijital Hemam Egitim Kampi

Suudi Dijital Akademisi'nin, yeni
mezunlarini ve is arayanlari birden cok,
yodun, nitel ve uzman egitim kamplari
araciligiyla nitelendirmeyi ve egitmeyi
amaclayan programlarindan biridir. Bu
kamplar, gelisen, modern ve ileri
teknolojiler alanlarinda modern ve
yenilik¢gi egitim ve 6gretim yontemlerine
gore tasarlanmistir. Program ayni
zamanda, gelecekteki meslekleri, yeni
nesil liderleri hazirlamak igcin gerekli
becerilere baglamayl amaglar.
https://sda.edu.sa/ar/hemam

NNE
EVENT: SAUDI AHABIA AUGUST 26, 2020.

Frida Kahlo Muzesi

1958 yilinda 6lumuUnden 4 yil sonra
muzeye donusturulen Frida Kahlo'nun evi
Pandemi sUrecinde sanal ziyaretcgilerini
kabul ediyor.

Mekan ayni zamanda Kahlo'nun eserlerini
yakindan incelem firsati bulacaginiz 6zel
bir ortam sunuyor.

https://artsandculture.google.com/part
ner/museo-frida-kahlo
https://www.recorridosvirtuales.com/fr
ida_kahlo/museo_frida_kahlo.html

Libnan m 3 _

"Screens and Streams"-

Arap Kultur ve Sanat Fonu,

dinyadaki benzeri gérilmemis durumun
Isiginda ve Arap bdlgesindeki ve
6tesindeki film yapimcilarinin ve film
kuruluslarinin diger girisimlerinden
ilham alarak, “Screens and Streams”
girisimini baslatti. Girisim, 2011-2016
yillari arasinda Uretilen genis yelpazede
Arap bagimsiz filmlerini cevrimigi
olarak 7 gune kadar Ucretsiz olarak
sunacak.
https://www.arabculturefund.org/News
/85




B/\NG ON A CAN

ABD

Bang on a Can Maratonu ‘Bang on a Can’,
New York City'deki ve ABD'deki
muzisyenlerin evlerinden 26 canli
performansin yer aldigi alti saatlik

sanal bir maratonu canli olarak
yayinlandi.

MUSE Projesi, bilimsel icerigi platformunda lcretsiz olarak sunuyor

COVID-19 kUresel halk sagligl krizinin yarattigi zorluklara yanit olarak, MUSE Projesi,
bilimsel icerigi gecici olarak platformumuzda Ucretsiz sunarak katilimci yayincilari
desteklemekten memnuniyet duymaktadir. &ngérilebilir gelecekte bircok
yUksekdgretim kurumunun sadece ¢gevrimici bir 8grenme ortamina gegmesiyle,
cesitli seckin Universite basimlarindan, topluluklardan ve kar amaci gutmeyen

ilgili yayincilardan beseri ve sosyal bilimlerdeki emektar arastirmalara kolay
erisimin dunya ¢apindaki kullanicilar icin 6gretme, 6grenme ve bilgi kesfini
desteklemeye yardimci olacagini umuyoruz.
https://about.muse.jhu.edu/resources/freeresourcescovid19/

Free Resources on MUSE During COVID-19

Cin Seddinde Cevirimici bir
Ucretsiz tur Pandemi slUresince
mumkun.
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Great Wall of China



One World: Together at Home One World:
Together At Home, dinyay! birlestirmek ve COVID-19
ile mUcadelede 6n cephede c¢alisanlari kutlamak igin
tarihi, kUresel bir etkinliktir. Covid-19 Tepkisinin 6n
saflarindan ilham verici ve hosa giden hikayeleri i¢in
sizleri davet ediyor.
Lady Gaga kuratorligunde ve Jimmy Fallon, Jimmy
Kimmel ve Stephen Colbert'in ev sahipliginde
katilimlar. Alicia Keys, Amy Poehler, Andrea Bocelli,
Awkwafina, Billie Eilish, Billie Joe Armstrong of
Green Day, Burna Boy, Camila Cabello, Celine Dion,
Chris Martin, David & Victoria Beckham, Eddie
Vedder, Ellen DeGeneres, Elton John, FINNEAS, Idris
and Sabrina Elba, J Balvin, Jennifer Lopez, John
Legend, Kacey Musgraves, Keith Urban, Kerry
Washington, Lady Gaga, Lang Lang, Lizzo, LL COOL 3J,
ONE WORLD : TOGETHER AT HOME - Digital Show - YouTube Lupita Nyong'o, Maluma, Matthew McConaughey,
Wi youtube com » walch Oprah Winfrey, Paul McCartney, Pharrell Williams,
Priyanka Chopra Jonas, Sam Smith, Shah Rukh Khan,
Shawn Mendes, Stevie Wonder, Taylor Swift ve Usher
gibi UnlU isimlerin katilimlari ile gerceklesiyor.

Rusya’nin ikonik Hermitage muzesinde tek seferlik bir yolculuk

Rusya'nin St.Petersburg kentinde dinyanin en bUyluk muzelerinden birinde 5 saatlik 19 dk
28sn'lik sinema yolculugunu deneyimleyin. iPhone 11 Pro'da tek bir sGrekli cekimde 4K olarak
cekilen 45 galeri, 588 basyapit ve canli performansin keyfini ¢ikarin.

Yonetmen: Axinya Gog

Apple Muzikde 6ne ¢ikan film muziklerini dinleyin https://apple.co/33JLjYp Besteciler, ¢ikis
sirasiyla: Anton Schwarz MUJUICE Katushiro Oguri Gabriel Prokofiev Kirill Richter.

@ A one-take journeythrough Russia’.. i
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Diger One Cikanlar:OSIRISnet, Antik Misir mezarlarini 6grenmek icin bir egitim aracidir.
https://www.osirispet.net/e_why.htm

"Quarantine Got Talent” yarismasi
Yeteneginizi paylasmak istiyorsaniz, neden “Quarantine
Got Talent” kisa film yarismasina katilmiyorsunuz? Sanat ve koronavirusle ilgili
kisa filminiz belgesel ya da anlati veya animasyon ya da deneysel ya da video
sanati olabilir. Web sayfasmdgki tum detaylari kontrol edin.

Online 'creativity' festival for Turkey from Izmir
Izmir University of Economics (IUE) will organize “GengYaratici Festivali (Young Creative Festival)'in
order to improve the vision of young people in advertising and to make them meet with the
leading names in the communication sector. The festival, which will be held online between 29-30
May, will be broadcast live on the Youtube page of
IUE Communication Faculty and will be open to everyone.
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