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BELLEK MEKANIN BELIiRLi
DUNYA GORUSLERI,
DENEYiIMLERI VE TOPLUMSAL
YAPILARI YANSITAN TARIHSEL
TEMSILLER SUNMAKTADIR.

SEVAY iPEK AYDIN

Medeniyetin bellek aygiti; onun goérulebilen DNA'sI olan kent, sahidi oldugu tiim degisim ve
doénusumler ile birlikte, onu sekillendiren toplumsal, kiltiirel, ekonomik ve fiziksel kosullarinin
mekansal yansimalarinin buitini gibidir. Kent kavramini tanimlarken ifade edilen "bellek"
kavrami ise derinligi ve mekan ile olan siki iliskisi nedeniyle 6nemlidir. Bellek mekanin belirli
diinya gorusleri, deneyimleri ve toplumsal yapilari yansitan tarihsel temsiller sunmaktadir.
Modernite sundugu kolayliklar bir yana kent ve bellek ikilisi i¢cin stireklilik duygusunun
yitirilmesi sonucunu getirmektedir. Modernitenin belirginlestirdigi bireysellesme, kisisel
bellegin de déonliisimiinu getirmistir. Hatirlamaya dair sosyal ve kisisel ag etkilesimlerinin
kentlerin yayginlasan fiziksel alanlarinin aksine hatirlamaya dair nesnel kiltiur karsisinda 6znel
deneyimler, dolayisiyla kisisel bellekler siireksizlesmektedir. Bunun bir sonucu hatirlananlarin veya
unutulmasindan korkulanlarin yerine konulamayacak olanlarin kiitiphanelerde, arsivierde,
muzelerde korunmasina yonelik modern girisimdir.

Bellegin bu sekilde bir tir dissallasmaya evrilmesi, gegmise yonelik nostaljik refleksin ifadesi ise
Lefebvre'nin tanimi ile gliindelik hayat," [...] tekrarlarin bir arada var olduklari bir mekan" midir?
Proust’a gore gecmis iradi hatirlama cabamizin ulasamadigi bir yerde, hic¢ ihtimal vermedigimiz
bir nesnenin ya da bu nesnenin bizde uyandiracagi duygunun icinde gizlidir. Bu yaklasim
aslinda hatirlamaya dair yitirilen/kaybolanin karsisinda duyulan endise tarafindan sekillenmek-
tedir. Peki Harvey'in (2013, s.123) "Toplumsal hafizanin mekanlarda dissallastirilmasi kulturel
miras endistrisinin kultirel musterekleri metalastirdigi, bunu yaparken de tim mekanlari
Disney World’e benzetmeye odaklandigi[...]" iddiasi bu nokta da hakli midir?

Ya dijitallesmenin tum bu bellek ve kent iliskisindeki etkisi yaratici endustriler agisindan nedir?
"Dijital Bellek ve Kent" temasi ile bu sayimizda farkl disiplinlerden farkli sorular ekseninde yanit
arayisimizi keyifle okumanizi diliyor, katkilari ile temamiza isik tutan tim degerli yazar ve
arastirmacilarimiza ictenlikle tesekkiir ediyoruz.

Saghkla Kalin.

' Yilmaz, M. (2004) “Mimari Kimlik ve Kiiresellesme’, Antakya Kent Kurultayi Bildiriler Kitabi, IMO Yayinlari.

2 Jedlowski, Paolo. 2001.“Memory and Sociology, Themes and Issues. Time&Society 10(1): 29-44.

? Lefebvre, Henri. 2014a. Mekanin Uretimi. Ceviren Isik Ergiiden. istanbul: Sel Yayincilik.

* Proust, Marcel. 2008. Kayip Zamanin izinde: Swan’larin Tarafi. Ceviren Roza Hakmen. istanbul, Yapi Kredi Yayinlari

® Harvey, David. 2013. Asi Sehirler: Sehir Hakkindan Kentsel Devrime Dogru. Ceviren Ayse Deniz Temiz. istanbul: Metis Yayinlari.




FOTOGRAF SANATI VE KENT BELLEGI

Koleksiyonun tamami icin
QR Kodu tarayiniz.

ILKE COSKUNER

Fotograf Uretme sevdam 1994 yilinda sekillenmeye basladi.

O gunlerde bile bildigim bir sey vard: iyi fotograf cekmekten 6te bir sey yapmak, fotografi ifade
araci olarak kurgulamak benim énceligimdi. iste bu farkindalikla IFOD'a énce kursiyer, sonra da
Uye olarak kaydoldum ve tarzimin olusmasindaki ilk tohumlar, o zamanlara denk gelir.

Kentsoylu bir birey olarak, yasadigim atmosferi, sistemi, kendimi ve genel olarak insanlik
durumlarini fotograf kanaliyla sorguladim ve paylastim. Kentte yasamanin insan dogasinda
yarattigi deformasyonlari, donusumleri farkli projelerde ardisik olarak gliindeme getirmeye
calistim. Benim acimdan bu, gelisen teknolojiyi de kullanarak “cagina taniklik etmek” eyleminin
bir bicimiydi. Zaman icerisinde, yaratici fotograf alaninda, dijital olanaklardan yararlanarak,
kendime has bir dil ve tarz gelistirme yolunda ilerledim.

Dolayislyla fotograflarimda izleyen ile kuracagim diyalogda teknigin, bir ara¢ oldugunu bilerek,
sadece ne kadar bana yardimci olabildigini 6nemsedim. Bu nedenle onun kurallarini ve sinirlarini
degil, kendi sinirsiz ve 6zgur Uretimimi 6n planda tuttum...

Fotograf cekmekle kalmadim, sdylemimi vurgulayacak hale gelene dek, dijital ortamda onu
yapmaya gayret ettim. Baslarda daha primitif yontemler kullandim, teknolojinin gelismesiyle bana
tanidigi sinirsiz olanaklari, fotograf yapma bicimime yansitarak calismalarimi strdUrdim. Bu
sekilde fotografim da, teknoloji de paralel bir ilerleme kaydetti. Saniyorum bu sonu olmayan bir
yolculuk...

Bu yolla kendi islerimin gelisme sUreci ve gorsel hafizasi calismalarimla kayit altina alinmis oldu
diyebilirim.

“O GUNLERDE BILE BILDIGiM BIiR SEY VARDI: iYi FOTOGRAF CEKMEKTEN
OTE BiR SEY YAPMAK, FOTOGRAFI iFADE ARACI OLARAK KURGULAMAK
BENiIM ONCELIGiMDI.”




ilk seri calismam “Anahtar”dir. Orada érnegin cocuk kizlarin saclari mandalla ipe asilidir; onlar
gelecegimizi ve umudu temsilen gllen yuzlerle bize bakmasi gerekirken, son derece buzlasmis ve
ifadesiz halleri ile askiya alinmis bekleyen bir gelecegin temsilcileri gibidir...

Anahtar serisi renkli calismalardan olusmakla birlikte son derece kasvetli ve soguk tatlar icerir.
GUnUmuiz modern yasaminda gittikgce deforme olan degerlerin temsilcisi gibi duran nostaljik
figurler, bize bakar ve bazi sorular sorarlar; umut arayisinda bir cagri gibi izleyiciye seslenmektedirler...
Sundugum goruntulerin her birinde izleyicilerin kendi i¢ yolculuklarinin kapilarini agmalari igin
bazi anahtarlar vardir. Kimi zaman duruslar, kimi zaman kullanilan objeler birer s6zclk gibi soru
isareti ile biten cimleleri tamamlamaktadirlar... Dilegim, sorularimi paylasmak ve yeni kapilarin
acilmasina bu anahtarlarla zemin

ve olanak tanimaktir...

“Anafor” aslinda “Anahtar” serisinde baslayan sorularin kendimce buldugum yanitlarindan biridir ve
devamidir.. Cagimiz modern insani dogadan kopmus olmakla birlikte kendi dogasindan ve dogalligindan
da hizla uzaklagsmistir.




Doda, siyah beyaz bir fotografla beni bir anafor gibi icine almistir ve oradan topladigim parcalar,
sehirdeki modellerle bir araya getirdigimde egreti ve deforme kalmislardir...

“Duwar” adli seri calismamda savasl, insanhgin yikmasi gereken bir duvar olarak tanimlamaktayim...
Burada ise modelim bir oglan cocugu. Gelecegin olasi savaslarina cagrilacak bir aday asker.

.

“San ki" serisi ile masallarimizin odalarinda dolasirken, nihayetinde kasvetten siyrilan ¢calismalarim
daha umutlu ve renkli. Dedelerimizin ninelerimizin anlattigi, mutlu sonla biten ve hep dogdanin
o6greten glclUnu hissettigimiz masallarimiz gelecek nesillere ulasabilecek mi?

San ki, masallarin gercek olmus...

San ki, deniz kabugunun ugultusu, ayin isigini ayaklarina indirmis. ..
San ki, papatya fali sana hep “seviyor” demis. ..

San ki, seker tarlasinda yaramaz bir hirsiz cocukmussun...

Ve 6yle san ki, disledikge yiiziinii gliliimseten masallarin bitmesin...




Bu noktaya kadar “Anahtar” ile araladigim kapilardan bakinca gérdugumuz “Anafor”lari asip,
“San ki” ile masallarimiza ulasiyoruz...

“Devranda Deveran” isimli projemde, sahaflardan ve ipek Cabadak Koleksiyonu'ndan aldigim eski
studyo fotograflarinin, zaman, mekan yolculuguyla dénidsmesini sergiliyorum. Bir kdsede unutulmus,
sahipsiz fotograflarin bende ¢agristirdigi hikayeleri isliyorum. O gunun yUzleri, bugunun teknigiyle
yeniden, farkli bir bicime kavusarak bir bicimmde 6lumsuzlesiyor gibi...




“Kimiz” adli projemde ise biraz daha bireyin derinlerine bakiyorum. Uygarlik icinde kendisini
bicimlendiren insanin alt ve Ust benlikleri, deformasyonlari, bir bedende ayni anda yasam surdurebil-
ir. Bu beden o egolar toplamini temsil eder ve insanoglunun kara kutusu icinde binlerce sirri ayni
anda barindirabilir...

icimizde yasayan ve cogu zaman reddettigimiz zaaflarimiz, cocuk yanimiz, hayvani yanimiz, kendimize
koydugumuz sinirlarimiz, savasg¢i kimligimiz, inadimiz, ¢eliskilerimiz, hatta bir sekilde seytanimiz bize
en blyUk disman ol(may)abilir. insanligin daima sorgulaya geldigi "kimiz”, bu coklu hallerden
hangisiyiz sorusunu, bu kez kurguladigim portreler Uzerinden soruyor; kendime, size....

Son olarak “Distopya’ fotograf alanindaki farkli beceri ve deneyimlerin birlestirildigi ve bir yil siren
toplantilar sonucunda ortaya ¢ikan kolektif bir galismanin Granddur.

Erol Ozday, ilke Coskuner, Prof. Dr. Sefik Glingér ve Nedret Ozdayi olmak lzere bu seriyi birlikte
gerceklestirdik. Tema ve teknik olarak futUristik bir yaklasimla sdyle dedik: “insanlik bir yandan ideal
bir toplum ve Utopik bir dunya yaratma hayalleri kurarken, diger yandan kendi distopyasini yarat-
tiginin gogu zaman farkinda olmuyor. Her tlrla ‘gelisme’ beraberinde blylk bir yikim tehlikesini de
getiriyor. Beton sehirlerimizin mezarlarimiza dénusmesi ve Dunyanin yeniden gercek sahiplerinin (
doganin)eline gecmesi cok uzak bir ihtimal degdildir.”




KULTUR SANAT ARSIVLERI VE
KISISEL KOLEKSIYONLAR OZELINDE
DIJITAL BELLEK VE KENT

ESRA CANKAYA

Kent Bellegi, bir kentin somut ve somut olmayan tum kultUrel miras 6gelerini iceren; gegcmis, gulnimuz
ve gelecedi arasinda gercek sureklilikler kuran, toplum sorunlarina ¢6zim bulma kapasitesine sahip,
uluslararasi degerler temelinde, degisim ve donlusumu kavrayarak bunu gelistiren, daha iyi bir
gelecek kurma ydnunde orulen organik bir képrudur. Bu képrinun insasinda gegmis degerleri
gelecek i¢in anlam taslyacak bi¢cimde érmek ise kentin pargasi her bireyin katkisi ile mimktndur.
Kentlerin cografi, tarihi, antropolojik ve sosyolojik degerlerinin yani sira somut olmayan miras kategorisine
dahil sanatsal degerleri de kent kultirinu besleyen temel unsurlardir...

Kulturel gesitlilik acisindan oldukga zengin olan Turkiye'de her kentin kultlrel miras bellegi birbirinden
farklihklar gosterdigi gibi ortak 6zellikler de barindirmaktadir. Cok kulturlllik s6z konusu oldugunda
ayrisan yonlere zenginlik benzesen yonlere de birlestiricilik olarak bakmak bu hazineyi olusturmak ve
baris icerisinde gelecedge tasimak konusunda oldukca deger tasimaktadir.

Uluslararasi Muzeler Konseyi (ICOM), 2004'de Seul'de yapilan genel kurulunda, diinyada kent muzelerine
yonelik ilginin artisini dikkate alarak, Kent Muzeleri Koleksiyonlari ve Etkinlikleri Uluslararasi Komitesi'nin
(CAMOC) kurulmasina karar vermistir. Boylece, ge¢cmisi kullanarak buginu daha iyi anlasilir kilma ve
gelecege daha glvenli bir bicimde tasinmasini saglayacak bellek ¢calismalarinin yayginlasmasinin
temelleri atilmistir.

Kent Bellegi, sivil toplumun yaratilmasi, gelistirilmesi ve olgunlastiriimasi agisindan kentlerin tasidigi
onemi ortaya cikartir. Kent Belledi, icinde yeserdigi fiziki mekanlari, onu canli kilan toplum ile beraber
sahip olunan ¢ok yonll mirasi daha anlasilir kilan 6grenme merkezleridir.

Ozetle;

- Kent kimligini ve kentlilik bilincini gelistirir,

- Kentte yasayan farkli toplumsal gruplar arasinda karsilikli anlayis, karsilikli saygi ve ortak yasam
kdltaranda guglendirir,

- Bir sivil birliktelik olusturarak kentlilerin kulttrel mirasini korumasinda katki saglar,

- Kentin sorunlarina ¢éztm bulma kapasitesini artirir ve kentsel gelisme ydndnde takip edilmesi
gereken hedeflerin gerceklestiriimesine katkida bulunur.




Benim Somut Olmayan Kulturel Miras genel bashgdi altinda incelenen, toplumlarin gegmisten
gunumuze uzanan yasantilarinda kaybolma tehlikesi ile karsi karslya olan bellede ilgim ise, 2001
yilinda, istanbul'da yasadigi yillarda serbest fotografci, arastirmaci ve koleksiyoner olan Josephine
Powell'in kisisel asistani oldugum gunlerden bugtne uzanir. Amerikali arastirmacinin fotograf
arsivini dijital ortama aktarirken, ge¢misin kaybolan izlerinin bir belgesel olusturan fotograf
karelerinde sakli kalmis olmasi; yaptigim ise olan ilgimi daha da arttirdu.

2003 yilinda Darphane-i Amire'de gergceklesen “Anadolu’nun Canli Kultlr Mirasi; Josephine Powell
Koleksiyonundan Kilim Ornekleri” sergisi icin gereken Yérik cadirinin kurulmasinda kullanilacak
malzeme ve uygulanacak teknik konusunda bilgi sahibi tek bir kisinin istanbul'da bulunamayisina
sahit olmus ve bunu derin bir hayret ile karsilamistim. Bu hayret ve UzUntu ile artan ilgim, Yoruklerle
olan kan bagima ragmen sergi icin gereken yarim bir kilim 6rnegine tek bir iimek atamayacak
oldugumu fark etmem, beni bellek konusu Uzerinde dUsinmeye yoneltti. YUksek Lisans Bitirme Tez
calismamda da bu konuyu ele almaya itti.

2002-2006 Vildiz Teknik Universitesi, Sanat Tasarim Fakultesi MUzecilik Yiksek Lisans egitimi birikimim
ile yapmakta oldugum ise olan bu ilgime paralel gelismeler olmaktaydi. Tum bilgi birikimimi bir araya
getirebilecek en dogru baslik “Somut Olmayan Kulttrel Mirasin Muzecilik Baglaminda Korunmasi”
olacaktl. Bu konuya karar verirken de verdikten sonra da -Josephine Powell'in kendisi de dahil olmak
Uzere- bircok kisi tarafindan, vazgegiriimeme sebep olabilecek bircok soru ve beraberinde elestiri ile
karsilastim.

Bunlarin basinda “Somut Olmayan Mirasin muzede nasil yer alabilecegini dUsunuyorsun?” sorusu
geliyordu. Benim cevabim ise, bu yola ¢ikis noktam kadar basit olmamakla beraber, koruma yénunde
ilk 6neriyi de i¢cinde barindiriyordu. Birincil cevap/yéntem "Somut Olmayan KultUrel Mirasi, Somut
Kultuarel Miras yardimi ile vurgulamaktir.” Bu cevap, "Somut Olmayan Kultudrel Miras MUzesi'nde
sergileme sekli ile muze desteginde gergeklestirilecek bir projelerin, Etnografya Muzesi'nde
gercgeklestirilenlerden ne farki olacagi" sorusuna neden oluyordu.

Olusan bu ikinci soruyu da ancak su sekilde cevaplayabiliyordum: “Somut Kulttrel Miras bir arag
olarak kullanilmaktadir, asil amag¢ Somut Olmayan KultUrel Mirasi vurgulamaktir. Eger sergi ve/veya
muze Somut Olmayan Kulturel Mirasi 6n plana cikarabiliyorsa, Etnografya Muzelerinin ¢alisma alani
disinda tutulabilecektir.”




Her yanitin yeni bir soru olusturdugu ve olusan her soruyu cevaplamaya c¢alistigim yazim suUrecinde
amag, kaybolma tehlikesi ile kargi karsiya olan elle tutulmadigi icin fanus icinde korumaya alma gibi
¢6zUm Snerileri sunamayacagimiz bir konuda -muzecilik baglaminda- distnsel ¢ozUmleri irdelemekti.
Neticede tez 2006 yilinda basari ile onaydan gecti ve 6dul alan egitici projelere ilham oldu®.

Josephine Powell ile tam zamanli ve yari gonullu olarak vefat ettigi 2007 Ocak ayina kadar beraber
calistik. Her ani cok kiymetli bu birliktelik sayesinde kulturel bellek olusturma, koruma ve gelecege
tasima konusunda farkli tecribeler edindim. Koleksiyonu 6lumunden kisa bir sire dnce Vehbi Kog¢
Vakfi'na vasiyet etti. 20. Yy. Anadolu Kultlrune ait yaklasik 40.000 dia dijital ortama aktarilarak
erisime acildi-. Hali, kilim, dokuma tezgahlari ve aletlerinden olusan koleksiyonu ise 2018 Eylul Ayi'nda
dlzenlenen bir aclilis sergisi ile Vehbi Ko¢ BuyUtkdere Evi'nde ziyarete acildi./

[

Photo Credit: http:/bulten.iksv.org/images/iksv-genel-banner.gif] <http.//www.iksv.org> adresinden 05.11.2020'de erisildi.

Bellek calismalarimin bir sonraki adiminda yollarimiz iKSV ile kesisti. 1973 yilinda Nejat Eczacibasi
énderliginde kurulan iKSV, kurulusundan bu yana kultlr ve sanatin gelisimi icin hizmet veren, kar amaci
gutmeyen ve tum gelirini faaliyetleri icin harcayan bagimsiz bir kurumdur. Yil boyunca klasik ve gincel
muzik, sinema, tiyatro, gincel sanat, tasarim gibi alanlarda uluslararasi festivaller, bienaller ve yila
yayllan etkinlikler dizenlenir. Bu baglamda yerli ve yabanci ylzlerce sanatglyi, 50'den fazla mekanda,
yuzbinlerce izleyici ile bulusturur.

iKSV tarafindan dizenlenen etkinliklerin gecmisten gelecege kalici izlerini olusturan ‘Arsiv’ ise 1994'te
ayri bir bélum olarak kurulmustu. Bu tarihten 6nceki malzemelerin codu calisanlarin kisisel olarak
sakladiklari malzemeler ve festival bolimlerinin kendi blinyelerinde koruduklari malzemelerden ibaretti.
ilk olarak eldeki malzemeler ile olusturulan arsiv yillar icerisinde basili, gérsel ve isitsel malzemelerin
duzenli olarak arsivlenmesi ise artarak surmekte.

Onceleri elle tutulan veri giris formlari ile kimliklendirilen arsiv malzemelerinin yillar gectikce yogunlugunun
artmasi ve yonetiminin glcligu nedeni ile kayitlarin elektronik ortamda tutulabilecedi bir yazilim ihtiyaci
ortaya cikmistir. ilk dijitallesme calismalari da bdylece hayatimiza girer. Kokli bir Vakfin, taze ve srekli
donuserek gelisen arsivindeki ilk yenileme ¢alismalari benim goéreve basladigim 2009 yilinda, 20. yy.
basina tarihli Mimar Yorgo Kulutros'a ait Art NUvo eserinin Nejat Eczacibasi Binasi'na tasinmasi ile
beraber hiz kazanir. Fiziki olarak yeniden dlzenlenen arsiv malzemelerinin isitsel bolimu, 6zellikle
2012 - 40. Yil- hazirliklari kapsaminda buUyUk oranda dijital ortama aktarilir. Bu suregte arsiv verileri

ve sozlu tarih calismalari ile titizlikle islene 40. Yil kitabi ¢ikar; kitapta arsivin gegmisi, buglnu ve
gelecegdine dair mevcut durum ve hayallerimizden uzun uzun bahsetmistim...

¢ Ulusal Tez Merkezi Tez No: 188545 ‘Somut Olmayan Mirasin Miizecilik Baglaminda Korunmasi' Tez Danismani Prof. Tomur Atagok
7 https://libdigitalcollections.ku.edu.tr/digital/search/searchterm/josephine%20powell/

® https://www.vkv.org.tr/tr/kultur/vehbi-koc-evi-130

?i-ka-se-ve: 370 kisi stanbul Kiiltiir Sanat Vakfi'nin 40 yilini anlatiyor/ edi. ilkay Bali¢’ Didem Ermis's. 491, 587, 588, 627




2007 yilinda uluslararasi bir arsivleme firmasindan hizmet alinmaya karar verilmesi ile beraber
bUtunltgu bozulan arsivin tekrar bir araya getirilerek Vakif bunyesine kazandirilmasi mUcadelem
2014 yilinda zaferle sonuglanmistir. Boylelikle arsivin erisimi, yonetimi ve dijitallesmesi ile ilgili bircok
aksaklik ¢cozUlmustur. TUm malzemenin dijital ortama aktarilmasinin zaman, is gucui ve maliyet
acisindan doguracagi yukudn tahminlerin Gzerine ¢ikacagdi 6ngdrusuyle kademeli olarak dijitallestirme
calismalarinin strduridlmesine karar verilir.
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Photo Credit: [http;/bulten.iksv.org/images/iksv-genel-banner.gif]<http:/www.iksv.org>

IKSV Arsivi, koleksiyon icerigi ile istanbul'un kaltUr ve sanat yasaminin gecmis 48 yilina ayna tutmaktadir.
2015 yilinda istanbul Kalkinma Ajansi'ndan alinan fon destedi ile Arsiv diizenleme faaliyetleri boyut
degistirir. Fiziksel kurgu ile ilgili olarak profesyonel fiziksel arsivieme sistemleri arastiriimis ve uygunluguna
karar verilen kompakt dolaplar satin alinir. iIKSV arsivini sanatseverlerin kullanimina acarak, uluslar-
arasi standartlarda hizmet veren, yeniliklere, gelisime ve paylasima acik bir bellek merkezi olusturma
yolunda son doért yildir strdlrdlgu yeniden yapilanma sUrecinin birinci etabini tamamlamak Gzere
2017 yilinda yazilimda tekrar glincelleme yapllir.

IKSV Arsivi herkesin erisimine aciktir; sanatcl, ydnetmen, gazeteci, 6grenci ve hatta sadece merakini
gidermek isteyen herkes... Disardan gelen arastirmaci talepleri son on yilda ortalama kisiden 300’'lere
yUkselmistir. Bunda hem dijital kaynaklarin erisim kolayligi hem de arsivin bilinirliginin artmasinin
pay! bluyuktur. Arastirmaci taleplerinin yani sira Arsiv Vakif icinde de oldukga sik basvurulan kiymetli
bir bellek kaynagidir. Ozellikle festival hazirlik streclerinde Arsiv bélimu ile beraber Stiidyo ve Medya
boélumleri geriye donuk icerik saglama ve gelecek icin yeni icerik Uretme konusunda aktif rol oynar.

Arsive ulasan her talep yeni bir arastirma, inceleme ve 6grenme streci oldugu icin genel olarak
dusunulenin aksine arsiv ¢calismasi duragan degil sturekli degisen, devinen ve havalanan bir calismaya
dénusur.

Arsiv randevu sistemi ile hizmet verir nitelige budrinmus durumdadir. Arastirma konusunu detaylica
alindiktan sonra arastirmacilar merkeze davet edilir. Ozellikle 63renciler ile olan calismalar birkac
seans suUrebilmekte. Danisan-Danisman iliskisine de donebilen bir alisveris oluyor ve ortaya zengin
icerikli, karsilikl egitici ve 6gretici Uretimler c¢ikiyor olmasi gurur verici...

Calismalardan ornekler;

- Savas Temasini isleyen Kadin Sanatgcilarin Degerlendirilmesi

- Festival Kavraminin Déntsimu: iIKSV Ornegi

- Tarkiye ve Avrupa'da Bienallerin Miizelerde ve Kamusal Alanda Sergileme Gelisiminin incelenmesi

- IKSV istanbul Mzik Festivali Kapsaminda Kullanilan Grafik Tasarim Ogelerinin incelenmesi




Kent Bellegi acisindan en etkileyici buldugum calismalardan biri 4. Tasarim Bienali, Okullar Okulu temasi
ile ‘Ogrenme Bicimi olarak Tasarim, Tasarim Bicimi Olarak Ogrenme’ alt basligi cercevesinde 22 Eylul -
4 Kasim 2018 tarihleri arasinda gerceklestirilmistir.

Tema 6zelinde bellek mekanlarinin tasarimi, anlami, dnemi islenmistir. Gergeklesen bir sdyleside
modern fotograf ve tarihte fotograf ayiriminda fotografin belge olarak arsivlerdeki 6nemi vurgulanmistir.

Osmanli arsivinde 30 bin fotograf Uzerinden ginUmuzde yapilan Uretimlere bakildiginda, sadece 30
bin fotograf Gzerinden birbirinden farkl ylzlerce yorum iceren Uretim oldugu géralar. IKSV Arsivinde
su anda 1973'den 2007 yilina kadar uretilen 100.000 fotograftan secilen 28.000 dijital fotograf; 2007'den
gunumuze Uretilen dizenlemeleri devam eden 750.000 dijital fotograf bulunmaktadir.

Arsivlerde malzemenin ¢oklugundan ziyade anlattigi hikaye ve doldurdugu bosluk 6nem tasimaktadir.
Arsiv arastirmalari sirasinda ayni fotograf malzemesini inceleyen farkli arastirmacilarin trettikleri
sonuglarin birbirinden farkli kompozisyonlar icermesi bu énemi daha iyi agiklar... Bellek mekanlari
olarak arsivlerde korunan malzemelerin tarafsiz bir matematiksel butunlukle farkli olasiliklar dahilinde
birlesebilecek sekilde kurgulanmasi da bu sebeple olduk¢a hassasiyet isteyen bir konudur.

IKSV Arsivi su anda 2022 yilinda kutlanacak 50. Yil hazirliklari icin yeniden diizenlenmektedir.

Bu kapsamda ge¢mis yillara ait tum etkinliklere ait arsiv veri girislerinin ilk b8lumu 2019 yilinda
tamamlanmis durumda. 2020 ve sonraki yillarda arsiv veri girislerinin fotograflarin dizenlenmesi ile
beraber gérsellestiriimesi ve isitsel malzemelerin de iliskilendirilmesi ile kiltir sanat alanindaki IKSV
Uretimlerinin tamamini dijital ortamda sunan yazili, gorsel, isitsel bir arsive kavusulmus olacak.

Arsiv Calismasi ile Cikan Yayinlardan Bazilary;

2011 Film Festivali 30. Yilinda 30 Yildan 20 yonetmen1°

2011 12. Bienal ‘istanbul’'u Hatirlamak’1

2012 40. Y1l Kitabi ‘i-ka-se-ve'12

2017 Tiyatro Festivali 1989'dan BugUline istanbul Tiyatro Festivali 20. Yil Kitabi3

Leyla Gencer'4 Koleksiyonu (Ani Evi ve Arsivi)

Koleksiyon IKSV Arsivine baglidir. Tim bu faaliyetlerin haricinde su anda Bakirkdy Belediyesi’'ne bagli
Leyla Gencer Opera ve Sanat Merkezi'nde ziyarete agik Leyla Gencer Ani Evi'nin de tium muzeolojik
faaliyetlerini yUridtmekte ve arsivinin de koleksiyon yénetimini saglamaktayim.

Ani Evi, Leyla Gencer'in 1966-2008 yillari arasinda Milano'da yasadigi evindeki orijinal eserlerden
olusuyor. Leyla Gencer, operanin mabedi olarak kabul edilen Milano'daki La Scala Operasi’'nda sahne
alan ilk Tark'tar. Ani Evi 2010 yilinda 8lum yillddnUmu olan 4 Mayis'ta hazir hale gelmisti; Turkiye'de
kadin sanatgi i¢cin olusturulan ilk Ani Evi olma 6zelligi ile bu dijital mekan, Dunya'da ise Evsiz tek
Sanatgci Evi olarak 6nem tasiyan bir koleksiyon niteligi ile; 2014 yilina kadar vakifta ziyaret edildi.
Sonrasinda daha fazla ziyaretgiye ulastirabilmek i¢in koleksiyonu Bakirkéy'deki Leyla Gencer Opera
ve Sanat Merkezi'ne tasidik.

' https://www.iksv.org/tr/yayinlar/30-istanbul-film-festivali-nin-30-yilindan-20-yonetmen

" https://www.iksv.org/tr/yayinlar/istanbul-u-hatirlamak

" https://www.iksv.org/tr/yayinlar/i-ka-se-ve-370-kisi-istanbul-kultur-sanat-vakfi-nin-40-yilini-anlatiyor
" https://www.iksv.org/tr/yayinlar/20-1989-dan-bugune-istanbul-tiyatro-festivali

1995 yilindan sliimiine dek IKSV'nin miitevelli kurulu baskanhigini yapmustir.




Photo Credit: https.//www.iksvphoto.com/album/affi3j adresinden 05.11.2020de erisildi.

2018'in sanatginin 10. Olum Yildénimu sebebi ile Borusan Muizik Evinde 10 Eyll-10 Ekim tarihlerinde
ziyarete acik kalan-kuratorligunu Prof. Yekta Kara'nin Ustlendigi-Leyla Gencer: Primadonna ve
Yalnizlik baslikli bir sergi duzenledik.1>

Arsivinden fotograf seckilerinin olusturulmasi ve dijitallestirilmesi, s6zlU tarih ¢alismalari ve mekan
cekimlerinden olusan Leyla Gencer: La Diva Turca Belgeseli ise 2019 yilinda tamamlandi ve 2020yili Mart
ayinda iKSV Youtube kanalinda dijital olarak herkesin erisimine acildi .16

Tum koleksiyon, muze, arsiv tecribelerimden yola ¢ikarak 6zetlemek gerekirse gegcmisin hazinelerini
gun yuzune cgikararak bellekleri tazeleyerek gelecege tasimak hususunda, gelisen teknoloji, imkan ve
talepleri dikkate aldigimizda dijitallesme tum bellek kurumlari i¢cin hayati 6nem tasimaktadir.
Boylelikle guivenli, kalici ve genis kitleleri hedefleyen izler olusturabilecegimiz inancindayim.

Dijitallesmenin en 6nemli katkisi bellek mekanlarina yapilan yatirimlarin kisith olmasi sebebiyle fiziki
ve maddi tasarruf saglamasidir... Ancak g6z ardi edilmemesi gereken bir de gercgek var elbette...
Dijitallesmek demek fiziki olandan tamamen vazge¢mek olarak algilanmamalidir.

Ozellikle kultur-sanat arsivciliginde malzemeler yillar icerisinde giderek buytk ve hicbir zaman imha
edilemez. GUNUmMUuz kosullarinda mUmkun oldugunda dijital arsivlieme yéntemleri ile devam ederek
fiziki bUyUmenin dnune gegiyoruz. Ancak dijital arsivin gtvenligini saglamak fiziki arsive nazaran ¢ok
daha 6zenli tedbirler gerektirdigi icin her ikisinin de ayni 6zen ile muhafaza edilmesi gerektigini
dusuntyorum.

Belleklerimizin hep a¢ik oldugu, beslenebildigi nice guzel icerikleri sonsuz kilabilmek dilegiyle...

™ https://www.borusansanat.com/tr/borusan-sanat_1/gorsel-sanatlar_14/sergiler_50/leyla-gencer-primadonna-ve-yalnizlik_5
' https://www.youtube.com/watch?v=AHZRICOZM-8&list=RDCMUCifL 1IuTFbjEoCFRTs-Zeyw&index=1
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ARSIV FILMLERI ESLIGINDE
KENT MEKANINI HATIRLAMAK

Ropértaj: Sevay Ipek Aydin

Dijitallesmenin hizlanarak hemen tim sektérleri etkisi altina aldigi 2020 yilinda "iZMIR, KENT ve
BELLEK: Arsiv Filmleri Esliginde Kent Mekanini Hatirlamak Film Gosterimi ve Paneli" Kultlrpark'in
manolya agaglari arasindan akan guzel esintiyle ve gerekli sosyal mesafe kurallarina uygun olarak
gerceklesti. Pandemi slrecinin en degerli hediyelerinden biri de izmir'in tam ortasindaki bu degerli
kultar alaninin; 'Kalttrpark'in' acik hava imkanlarini izmir'lilere hatirlatmis olmasi oldu.

izleyici olarak katilanlar arasindaki heyecan; kendilerinin, ailelerinin izmir'deki gecmisine dair hentiz
hicbir yerde gérmedikleri tarihi arsiv géruntuleri ile bulusacak olmalarindan kaynaklaniyordu. Etkinlik
moderatéru Dr. Ogr. Uyesi Serkan Savk'in ifadesi ile farkli zaman kesitlerinden cehreler, zamani asarak
kameranin araciligiyla gézlerimiz ile bulusmus oldu.

Kulturpark'in bir ticari fuar alani kimliginin zaman igerisinde gélgesinde kalan 'kultur' alani olma hali,
mimari ve tarihi agidan ele alinirken, kameranin sahitliginde beyaz perdeye yansiyan detaylar bir bir
ele alindi. Bildigimizi sandigimiz izmir'e ait bu detay degerli panelistler Prof. Dr. Nezih Erdogan, Dog.
Dr. Burkay Pasin (izmir Ekonomi Universitesi), Dr. Ogr. Uyesi Erkan Serce (Dokuz Eylul Universitesi)
aracihigi ile izleyicileri gorinenin ardina tasiyarak farkli bir bellek katmani ile bulusturdu.

Panelistlerden Dog. Dr. Burkay Pasin’in bellek kavramina yaklasimi ve arsiv filmlerindeki mimari
unsurlar acisindan ele aldigi, bellek ve mekan iliskisine dair aktarimlari Uzerine etkinligin sonrasinda
kendisine birkag¢ soru sorma imkani bulduk.

Photo Credit: Photo by Alexander Schimmeck on Unsplash)




Bellek kavramini nasil tanimlarsiniz?

Her ne kadar dilimizde bellek ile hafiza es anlamli olsa da bellegin hafizadan daha fazlasini tanim-
ladigini distinUyorum. Hafiza beynimize kazidigimiz bir bilgiler, anilar ve tecrlbeler haznesi; bu
anlamda aslinda duragdan bir olgu. Ancak bellek yalnizca bunlarin butintnden ibaret degil, ayni
zamanda bu bilgi, ani ve tecrUbelere yUkledigimiz kulturel, ideolojik, 6znel ya da kolektif deger
yargilarini da tasimakta. Bu yUzden neyi hatirlayip neyi unutmak istedigimizi de barindiran bir
kurgu. Boyle bakildiginda gelecekte nasil bir bellek insa edecegimizi de aslinda ge¢gmisten gelen
yargilarla yénlendirmis oluyoruz.

Bellek ve mekan iliskisini nasil yorumlarsiniz?

Aslinda iki sekilde tanimlayabiliriz. Mekanlarin da bellegi vardir ve bunu malzemenin eskimesinden,
yaslanmasindan, fiziksel ortamin dontsimunden okuyabiliriz. Tabi bu fiziksel mekana dair bir
bellek. Bundan daha da énemlisi sosyal mekanin bellegi. Herhangi bir mekanda yasadigimiz iyi ve
kotu tecrubeler, sosyallesme bicimlerimiz, aidiyet duygumuz, toplasmalar, térenler, vs. ile hafizamiza
kazinan ve kendi toplumsal ve bireysel kimlik insamizda da oldukga etkisi olan bir olgu. Burada
zaman algisi da ayrica cok dnemli. Ornegin, izmir saat kulesi 90'l yillara kadar éniinde birilerini
bekledigimiz, fotograf cektirdigimiz, kuslara yem verdigimiz bir bulusma ve toplanma alaniyken;
cep telefonlari ve sosyal medyanin yayginlasmasiyla artik binlerce fotografini cok da sorgulamadan
paylastigimiz sanal bir imgeye dénusmus durumda. Yani, bir mekana gitmek i¢in harcadigimiz ve o
mekanda gecirdigimiz stire ne kadar azalirsa, bellegimizdeki yeri de o dlcide dnemini yitiriyor, ya da
baska bir immgeye evriliyor.

Arsiv filmleri araciligi ile bizlere ulasan goériintiiler 6zelinde Kultiirpark'taki mimari égeleri ve
degisimlerini nasil degerlendirirsiniz?

Belgesel niteligindeki bu filmler Turkiye'nin 1930’larda sanayi ve tarim alanlarindaki

atilimlarini izmir Fuari ézelinde gdsteren bir propaganda araci. Dolayisiyla, KultUrpark’a iliskin her
gercekligi bize gostermiyor. Filmlerin cogunda parkin dogdal dokusu, bir kamusal alan olarak
toplumsal ve sosyal rolinden ¢cok bunyesindeki fuarin ulusal ve uluslararasi ekonomik ortama
katkisi yansitilmis. Tabi bu katki, filmlerin ¢ekildigi donem icin cok daha dncelikli bir 6nem tasiyor.
Goruntulerde fuar yapilarinin gesitliligi, sergi tasarimlari ve kitleler tarafindan nasil ilgiyle izlenip
gezildigini géruyoruz. Bu yapilarin cogunun yikildigi ve oldukg¢a azinin ginUumuzde ayakta kaldigini
dusunursek, bunlar Turkiye'deki erken Cumhuriyet ddnemi mimarlik yaklasiminin gerek uslupsal
yaklasim gerekse mekansal karakterini kismen de olsa anlayabildigimiz 6nemli kayitlar. Arsivlerdeki
diger yazili ve gorsel kayitlarla desteklendiginde bir KultUrpark Mimarligi portresi cizmemize
yardimci olabilecek potansiyele sahip. Tabi bundan sonraki dénemde parktaki peyzaj mirasinin da
daha fazla degisip donUsmeden belgelenip gelecek kusaklara aktarilmasi gerekiyor.

Photo Credit: https:/photos.app.goo.gl/PBP5576a85Caxqrp7 adresinden 06.11.2020 tarihinde erisildi.




Panelin moderasyonunu Ustlenen Dr. Ogr. Uyesi Serkan Savk ile gérismemizde ise dijitallesmenin
sadece 'bir mekanin sanal ortama aktarimi' olarak yorumlanmasinin eksik bir yaklasim olacagi; arsiv
goruntulerini 09.Eylul.2020 gunune ulastiran teknolojinin, o donemin en ileri iletisim teknolojisi olan
sinema kamerasi olduguna dikkatleri ¢cekti.

Erkan Serce'nin KultUrpark bdlgesinin tarihsel donusimune dair aktardigi bilgiler isiginda izleyicile-
rin sahit oldugu goéruntulerin daha da anlamli bir hal aldigi etkinlik ayni zamanda Ekokent Arastirma
ve Uygulama Merkezi'nin de ilk etkinligi niteliginde idi. izmir Ekonomi Universitesi'nin "kampusizmir"
mottosu kapsaminda gelistirecegi is ve isbirlikleri icin calisan ve kisa adi EKOKENT olan bir diger
Merkezin kurulma amacini, Muduru Dog. Dr. Burak Dogu ise Merkezin kent-Universite etkilesimini
asagida sunulan bircok disiplinler arasi sorunun yanitlari cergcevesinde ele aldiklarini belirtti;

- Kent ne tur bir iletisim araci, mecrasi, mesajidir? Kent, halkiyla nasil iletisim kurar?

- Kentlerde yer alan iletisimsel aktorler kimlerdir? Hangi iletisimsel 6zelliklere sahiplerdir?

Kendi aralarinda hangi aglar Gzerinden, nasil iletisim kurarlar? Bu iletisim aglari nasil ortaya ¢ikar?
S6z konusu iletisim sdrecleri ne gibi sorular ve sorunlari barindirir? Bu sorular ve sorunlar nasil karsilik
bulabilir?

- Kentlerde yer alan aktorlerin daha iyi, daha etkili iletisim kurabilmesi ve iletisimsel eylemlerin
kentlere daha faydali olabilmesi icin neler yapiimalidir?

- Cesitli akislarin (nufus, sermaye, metalar, mesajlar gibi) kesisim noktasi olan kentler bu agidan nasil
sonuglara sahne olur?

- Kamusal alan ve katilim sdreclerinin demokratiklesmesi nasil mamkdan olabilir?

- [letisimin tarihsel déntstumu kentler 6zelinde nasil gerceklesmistir, bu dénisimin gelecegine dair
neler 6ngdrdlebilir?

- Kentlerde yasanan sorunlarin sdrddrulebilir kalkinma cercevesinde ¢cozumune iletisim alanindan
sunulabilecek katkilar nelerdir?

- Sosyoloji, psikoloji, ekonomi, guzel sanatlar, tip, hukuk gibi akademik disiplinlerin kentlere dair
urettigi bilgiler, iletisimsel deneyim ve bulgularla bir araya geldiginde nasil katkilar ortaya ¢ikar?




TRANSIENT CONDITIONS ONE
EXHIBITION AND THREE
REVIEWS

Edited by Murat Bengisu

Foreword to “Gegici Haller”

Nowadays, we are trying to keep up with the dizzying speed of digital photography technology,
mobile phones capable of taking high-resolution photos, photo sharing and sales platforms on the
internet and social media. Meanwhile we witness that the art of photography is losing its meaning.
Although the photos we encounter in photography competitions, exhibitions, magazines, books,
and slide shows are beautiful and pleasant, they are mostly repetitions; far from inspiring. Even
masters who have proven themselves in this field, unavoidably, repeat themselves or what is known.
In short, the art of photography is undergoing an erosion of meaning.

Undoubtedly, different techniques and approaches are tried in today's art of photography; | think
that these efforts could lead to new ways. On the other hand, there are artists who return to the
days of film photography and even reuse and reinterpret methods such as pinhole photography,
cyanotype, platinum/palladium, or collodion. This may be a different reaction to what is happening
today.

Let's get back to the exhibition Gegici Haller (Transient Conditions). The question | am particularly
trying to answer here is: "How can a new dimension be added to the photograph?"

| searched for the answer to this question by transferring photographic images to different objects
or the relationship between photographs and objects. | tried to understand experimentally the role
of different parameters such as surface textures, contrast, material properties, color and transparen-
cy of objects in this technique. | studied the ways of transition from two dimensions to the third
dimension.

The theme of the exhibition is, as its name suggests, transience. In addition to photographs
produced by digital printing on photographic paper, which is the common method today, | also
constructed direct or indirect semantic relationships between objects and visuals while dealing
with subjects such as transience, wear, aging, and life cycle in photographs integrated with objects.
If | can enable the audience to question, discuss, talk and write about these relationships and the
thought that everything is temporary; my exhibition will have reached its goal.

“Gecici Haller” by Xander Van Eck!

One of the photographs at Murat Bengisu’s exhibition Gegici Haller is entitled Mavinin Direnisi (‘The
Resistance of Blue'). It shows a fragment of a dilapidated stone building, overgrown by a tree. Some
of the indigo blue paint that once covered part of the wall is still there, the intensity of its color
standing out fiercely between the greys and browns in the rest of the composition (Fig. 1).




The theme of transience indeed pervades all works. Pictures of decrepit buildings, dead animals,
withering flowers, fire - all remind us of the Vanitas-tradition in baroque painting of the Nether-
lands, Germany, Spain and ltaly, expressing the thought that all earthly things are nothing but
vanity, a distraction from what is really important. The Christian tradition held that love of money,
beautiful clothes, physical beauty and other pleasures, was sinful and distracted us from life after
death, where we would be rewarded if we abstained from all those things.

This philosophy finds expression in the flower still lives of Jan Breughel, Maerten van Heemskerck'’s
ruins of Rome and Antonio de Pereda y Salgado’s Still Life with a Globe, Skulls, a Clock, Golden Coins
and Jewels (ca. 1635, Fig.2).

Bengisu's view on transience is of a much milder kind though, more romantic and melancholy.
There is beauty in the evanescent. A picture of an old farm by a river in Cesky Krumlov, its roof not
more than a skeleton, carries the title Let's Sleep Under the Stars Tonight (Fig.3), and that almost
sounds like an attractive proposition. It breathes the same good-natured defiance of decline as The
Resistance of Blue.

And on second thought, it is indeed not exactly decline, but resistance to it that constitutes the real
theme of the exhibition. According to the maker's own written introduction, he is troubled by the
ephemeral quality of photography nowadays, because of the omnipresence of smartphones that
enable us to take pictures and publish them without any effort. They are made casually, will be
looked at maybe once or twice and then forgotten. Photographs, Bengisu reminds us, used to be
objects, created with patience and craft, . In this exhibition he proposes an antidote to this phenom-
enon by attempting to bring back their objecthood and permanent appeal.

There is a close up of a fire, for instance, covered with stains that seem hard to place at first sight,
but on further inspection appear to be actual holes burned into the paper on which the picture is
printed. No better way of emphasizing that a photograph is a thing, not a collection of pixels. With
a wink to the Italian Arte Povera artist Lucio Fontana, who used to slice his monochrome paintings
with a knife (Fig.4), Bengisu gave it the title The third Dimension (Fig.5).

In a series of other works, objecthood is achieved by transferring photographs onto actual objects
like bricks, glass tiles or pieces of wood. They all involve some version of the so-called Droste-effect,
named after the Dutch cocoa brand that comes in a box showing a girl carrying a serving plate on
which stands the same box with the picture of the same girl, holding the same plate, etc. (Fig.6).
The most spectacular item of this group is an old car tire, onto which photographs of discarded car
tires have been transferred, resulting in a dazzling interplay between the profile of the actual tire
and the tires on the photographs (Fig.7).

Another of these ‘Droste’ works uses a metal serving plate, onto which a photograph of an old rusty
cast-iron fence has been printed in such a way that it leaves the viewer to guess whether the visible
rust is part of the metal plate or the photograph (Fig.8). The main story of the exhibition is probably
most clearly embodied in this item. While the iconography refers to the fleetingness of all things,
the photograph itself has become an object that is sure to last an eternity.

1Prof. Xander Van Eck, Izmir Institute of Technology, Faculty of Architecture

“Transient Conditions: An Essay on Photography and Death” by Fulya Ertem Baskaya?2

Murat Bengisu's “Transient Conditions” photography exhibition, at first sight, gives the viewer the
impression of a visual haiku* on the transience of the living and inanimate, life and matter. When
viewed in this context, transience is reflected by various techniques such as digital manipulation,
photomontage, collage, and printing on different surfaces.




Therefore, he emphasizes not only the transience of the photographed subject, but also the
importance of the media in which the photograph is printed on, or how the technique that creates
the photograph reflects this transience and fragility. But the point that intrigued me most is how the
photo, which has gained more transience with digitalization today, has turned into a tangible item
and how temporality is created through its communication with other substances.

The transition to the digital stage in the art of photography brings together the discussion of “what
will happen with digital photography”, just like the discussion of “what will happen to the art of
painting” when photography was first invented. While many artists see digital as a new visual
language, as a tool that offers new possibilities, others seek to return to a nostalgic past, in an effort
to restore conventional photography. This nostalgia is reflected in daily life, for example, with the
re-popularization of polaroid photography, while in the context of art, photography artists return to
old techniques, such as working with the Daguerrotype technique from the time photography was
first invented, or producing very large prints, emphasizing the materiality of the photo. In other
words, there is a search for innovation via return to materiality in the photograph.

It is precisely at this point where Bengisu presents us such an exhibition with a style that emphasiz-
es the transience of matter, which points a finger on the existence of a paradox. On the one hand,
Bengisu emphasizes that while the visual lost its materiality in the digital world, even transforming
into a holographic existence, on the other hand, the desire to return to substance and concrete can
also be temporary.

In this context, he re-touches the ever present relationship between photography and death/imper-
manence. Roland Barthes expresses the contradictory relationship of photography with death in his
work Camera Lucida: “The photograph does not have to say 'what is not anymore'; it only and
precisely says 'what has happened' "(Barthes, 2000: 104). In other words, photography is a tool that
freezes the moments that have been lived, finished, dead and shows them to us at the present
moment.

Susan Sontag states the following in her book titled Regarding the Pain of Others “Capturing a
death as soon as it happens and ensuring that it is remembered as if it were mummified is some-
thing that only the camera can do” (Sontag, 2004: 59)

Photography is, in a sense, an instrument that tries to immortalize, freeze, stop death, on the other
hand, it kills. A tool that tries to survive, kills, kills while alive.

As Barthes said “The photograph that gives the absolute past of the pose tells me about the future
death” (Barthes, 2000: 114). In other words, what happened once and died now is revived in the
photo frame. Life and death exist simultaneously on one surface.

The “Transient Conditions” exhibition reminds us this again. It makes us question when reminding.
Simultaneously, it presents a visual poem. On that fine line between death and life, it stops us and
makes us feel for a "moment", the beauty of transience.

2Assoc. Prof. Fulya Ertem Baskaya, Yasar University, Department of Visual Communication Design
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“Mirrors, Windows and Magnifiers” by N. Toros Mutlu3

As John Szarkowski, who has been the photography director of the Museum of Modern Art for nearly
thirty years, said, photographers are sometimes a mirror and sometimes a window. While mirrors act
as a reflector both for themselves and for us, windows show the outside world to the audience. | think
that Szarkowski's idea can be read and developed in many layers. The humble contribution | want to
make on Szarkowski's allegory will be that some photographers can also be seen as a magnifying
glass. Murat Bengisu, Professor of the Faculty of Fine Arts and Design, Izmir University of Economics
also appears as a magnifying glass, rather than a mirror or a window, with his latest work Transient
Conditions. In his own words, Bengisu sets off with the idea of how a new dimension can be added to
the photograph, and this question is under the spotlight.

Bengisu combines the photography discipline with installation works in Transient Conditions, where
we can observe that beyond a work of photography, it is transformed into a research project with the
effect of a professional habit. Bengisu, who has realized an experimental study on combining the
photographic image with the unique texture and material features of the installations in his exhibi-
tion, along with the visitors, questions the possibilities of a third dimension in photography, which,
we habitually view two- dimensionally.

Transient Conditions, as its name implies, contains a conflict that does not actually exclude each
other: Temporality and the condition of being “a state” that we encounter as a permanent form. All
the situations that we think are permanent are actually temporary, but the relativity of time and the
viewing habits we have established with photographs can offer us different temporalities. While
persistence and photography have always been considered to be in conflict with each other, and
while it is too early to make a comment about their relationship in the history of photography of only
180 years, impermanence has always been the friend and strength of photography. Contrary to
romantic notions or what many believe, a photographer does not pursue permanence, but aims to
establish a close friendship with the temporary and be at peace with it. Bengisu also tried to establish
themes on temporality, entropy and cycle in his photographs and tried to establish his photographic
approach under this roof. In the exhibition text of the artist (see Foreword), it can be seen that he
wanted to bring the audience together with these concepts and aimed for a state of reconciliation.

In my meeting with Bengisu, | found out that the seed of the Transient Conditions project was a
photograph of a dead cat taken in Cyprus, yet not included in the exhibition. Inevitably, this dead cat
story brought to my mind the famous Schrédinger's Cat thought experiment. Like Schroédinger's Cat,
who needs an observer to decide whether it is dead or alive, Bengisu's cat which is "dead at first
glance" can make us discover the vital cycle that the artist is after when we look closer at it - that is,
when it is approached with a magnifying glass. Paradoxes that photography experiences with the
concept of time in the context of permanence and transience can be observed more healthily with a
magnifying glass rather than a mirror or a window. Bengisu tries to make this observation by focusing
on his inner voice and the outside world in Transient Conditions and creates a focal point on the
concepts he tries the audience to question.

3Lecturer Dr. N. Toros Mutlu, Izmir University of Economcis, Faculty of Fine Arts and Design, Depart-
ment of Visual Communication Design




Figure 2. Antonio de Pereda y Salgado - Still Life with
a Globe, Skulls, a Clock, Golden Coins and Jewels (ca.
1635) (Source: Wikimedia Commons)

Figure 1. The Resistance of Blue
(Mavinin Direnisi) - M. Bengisu

Ll

Figure 3. Let'’s Sleep Under the Stars Tonight Figure 4. Lucio Fontana - Concetto Spaziale,
(Bu Gece VYildizlara Bakarak Uyuyalim) — Attese (1965) (Source: WikiArt)
M. Bengisu




Figure 5. The Third Dimension (Uctincti
Boyut) - M. Bengisu (Photo: Fusun
Erdoganlar Bengisu — Exhibit Curator)

Figure 7. Once Upon a Time | Saw so
Many Places (Bir Zamanlar Ne Yerler
Gordim) - M. Bengisu (Photo: Fusun
Erdoganlar Bengisu — Exhibit Curator)
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Figure 6. The original 1904 Droste
cacao tin, designed by Jan Misset
(1861-1931), Design: Jan Misset
(1861-1931) (Source: Wikimedia Com-
mons)

Figure 8. The Guardian Eagle (Koruyucu Kartal) -
M. Bengisu




MUZELER, EGITIM VE DIJITALLESME

CEMAL NECIiP GUREL

izmir Ozel Turk Koleji Usakizade Késkl Mlze Middrd

Muzeler; glincel tanimi ile toplumun ve gelisiminin hizmetinde olan, halka acik, insana ve yasadigi
cevresine taniklik etmis malzemelerin Uzerinde arastirmalar yapan, toplayan, koruyan, bilgiyi
paylasan ve sonunda inceleme, egitim ve zevk alma dogrultusunda sergileyen, kar dusun-
cesinden badimsiz, strekliligi olan kurumlar olarak tanimlanmaktadir.

ilk zamanlarda insanhgin tarihe duydugu merak ve ilgiyle birlikte eski eserleri toplama ve sergileme
amacl taslyan muzeler; gunimuzde ekonomik, sosyal ve kultUrel dontsumlerle birlikte farkl
misyonlar da Ustlenmislerdir. Bu gdrevlerin icerisinde en ¢cok 6n plana ¢ikan kuskusuz ‘egitim’
olmustur.

Muzelerin 6gretim etkinliklerinde kullanilmasinin, 6grenme sulrecini olumlu yonde etkiledigi
bilinmektedir. MUzeler ‘tarih’ ve ‘sosyal bilgiler’ 6grenimi acisindan blyUk 6neme sahiptir.
Muzelerde gerceklestirilen 6grenme etkinliklerinin, 6zellikle tarih 6gretiminde becerilerin ve
kazanimlarin elde edilmesi konusunda énemini yadsimak mumkun degildir.

Tarih bilimi, dogasi geregi gecmiste yasanmis ve tekrarlanamayan olay ve olgulari incelemektedir.
Tarih egitimi sureci, tarih disiplininin bu niteligi nedeniyle oldukca glclesebilmektedir.
Ogrencilerin tarih konularinin 6grenimi sirasinda karsilastigi gucliklerin en basinda, gecmisteki
olay ve olguyu zihninde canlandirma noktasinda zorluklar yasamasi gelmektedir.

Photo Credir: https:/www.sarajevotimes.com/sarajevo-lecture-digital-technology-museums/




Zamani ve mekani bir arada ve dogru sekilde 6Jrenciye algilatabilmek, ginimuzde egitimcilerin
en 6nemli problemidir. Bu nedenle muzelerde kavranmasi ve dUsUnulmesi zor olan zaman, tarihsel
mekan, tarihsel olay, tarihsel olgu gibi nosyonlarinin dijitallestirilmesi ve bu yolla gorsel, isitsel
olarak 6grenciye sunulabilmesi oldukg¢a buyuk énem tasimaktadir.

Her tarihi olay veya her tarihi olgu, belirli bir zaman ve mekan igerisinde gergeklesmistir. Tarihi
olaylarin gergeklestigi zaman ve mekani, yaslari geregi algilama yeterliligine ve olgunluguna
sahip olmayan 6grencilerin zihninde savaslar, antlasmalar, barislar, uygarliklarin kurulusu,
yukselisi, ¢okusu, devletler ve ekonomik dénusumler gibi tarihsel kavramlarin birbirine karistiril-
masi kacinilmazdir.

Bu eksikligin giderilmesinde muzeler énemli bir role sahiptir. Muzelerin egitim fonksiyonunu
basariyla yerine getirebilmeleri icin teknolojiyi dogru ve yerinde kullanabilmesi cok 6nemlidir.

Ote yandan tarihsel verilerin dijitallestirilerek gérsel ve isitsel hale getirilebilmesi olduk¢a gug ve
zor bir suregtir. Teknoloji, her ne kadar gelismis olursa olsun, bu verileri 6grencilerin yas ve egitim
duzeylerinde sunabilmek apayri bir uzmanlik ve tecribe istemektedir. Farkli disiplinlerin bir arada
ve uyumlu calisabilecegi bir yaratim sUrecine ihtiyag vardir.

Yaratim sUreci sonucunda Uretilen ¢iktinin, 6grenmenin kalici olmasi ve 6grenme surecini ¢ok yonlu
saglama, surecg igcerisinde sunulan verileri egitimi destekleyici yaklasimlar ile sunma noktasinda
kusursuz olmasinin saglanmasi gerekmektedir. Hatali icerigin, yanlis teknoloji se¢cimi ile sunulmasi,
sonugc olarak verimsiz ve sturdurtlemez bir modelin kurulmasi muzeler igin dijitallestirme sUrecinde-
ki en buyuk tehlike olarak gorulmelidir.

2020 yili igerisinde yasadigimiz Covid19 salgini sUreci uzaktan egitimi 6n plana ¢ikarmis ve buna
bagli olarak okullarin sanal etkinliklerini artirmistir. Streg icerisinde bircok muze, sanal turlar ile
kapilarini uzaktan egitim gdren 6grencilere agarken bu sanal gezilerden ne kadarinin istenen
hedefe ulastigi, Uzerinde 6nemle durulmasi gereken bir noktadir.

Yaklasan donemde birgok muzenin dijital ziyaretgilerini daha da nitelikli misafir etmek icin teknolo-
jik becerilerini artirmaya her zamankinden daha ¢ok butge ve insan kaynagi ayirmasi gerekecegi
gorulmektedir. Tabii bu durum tarihe goérsel sahitlik i¢in bir arag niteliginde olan muzelerin birebir
deneyimlenmesinden farkli bir boyuttur. Geleneksel olanin tadinin ve derinliginin dijital ortamda
nasil glg¢lendirilecegdi ve sunulacagi her muze icin benzersiz dijital, gorsel ve iletisim odakli tasarim
stratejilerini zorunlu kilmaktadir.
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TEKSTIL TARIHINI DIJITALLESTIRMEK:

DIJITAL TURK TEKSTIL ARSIVI PROJESI

DIGITIZING TEXTILE HISTORY:
TURKISH DIGITAL TEXTILE ARCHIVE PROJECT

Prof. Dr. Elvan Ozkavruk Adanir, Prof. Dr. Ender Yazgan Bulgun,
0g. Uyesi Dr. F.Dilek Himam Er

Ozet

Kultdrel mirasin dijitallestirilmesi gelecek kusaklara aktarilmasi icin dnem tasimaktadir. Bu amagla,
kulturel mirasi dijital bir platformmda korumak ve bu icerigi katilimci bir yaklasimla sergilemek toplum-
larin kolektif belleklerini aktarmakta kritik bir konum almistir. Bu ¢alisma da Turk tekstil tarihinin son
derece degerli bir arsivi olan Siumerbank baskili tekstillerinin fiziksel ve dijital olarak korundugu dijital
tekstil arsivi projesi aktarilacaktir.

SUmerbank, Turkiye'de ¢ok sayida farkh Urin yapmis ve ayni zamanda uygun fiyath pamuklu baskili
kumaslar da tretmis devlet merkezli kurumlardan biridir. SUmerbank tarafindan Uretilen kumaslar
Anadolu’da ulusal bir tekstil tasarim kultird olusturmustur. Bu calismada izmir Ekonomi Universitesi
Guzel Sanatlar ve Tasarim Fakultesi'ne bagislanan ve dijital bir arsive donUstUrulen Simerbank dijital
tekstil arsivinden bahsedilecektir.

Anahtar kelimeler: Dijital desen arsivi, Simerbank kumaslari, Kulttrel miras

Abstract

The digitization of cultural heritage is significantly important for preserving it for future generations.
In that sense, preserving a cultural heritage in a digital platform and exhibiting this content in a
participatory medium, to represent and to disseminate this content had been raising critical issues to
detect a collective memory for societies. In order to emphasize digitalizing textile history of a society,
the appropriate consideration of historical textile archives, this study aims to explore practices of a
valuable textile archive named as Siumerbank printed textiles which are physically and digitally
preserved as a part of a preservation of Turkish textile history.

SUumerbank was one of the state-centered institutions, which was producing so many different
products as well as affordable printed cotton textile fabrics in Turkey. These fabrics led to the
development of a national textile design style creating a SUmerbank material culture in Anatolia.
In this study it is intended to explain the digital archive of Simerbank textiles donated to the Izmir
University of Economics Faculty of Art and Design.

Keywords: Digital design archive, SUmerbank textiles, Cultural heritage




On Turkish Republican Period and Siimerbank Fashion

Within the context of Turkish Nation-State Building Project, the aim of the new republic was to
construct a new westernized and modern state as the ideological basis of the Kemalist discourse.
Under the supervision of this discourse, the establishment of SUmerbank and its textile productions
as a leading industrial revolution had created a new dress revolution in Anatolia. It became a national
progress contributing a modern and civilized level by emphasizing the use of national products.
During this new construction period, new dresses and fabrics for women provided a modern and
national attitude. Moreover, SiUmerbank products contributed an imagery of a creation of a new
modern society without differentiating any class in the daily life practices.

The public were encouraged to use national products and SUmerbank was one of the state-centered
institutions founded in 1933 which was producing affordable printed cotton textile products. Simerbank
factories initially contributed to the nation-state building project by means of producing affordable textile
fabrics like basma (calico), pazen(flannel) and wool as well as shoes, carpets, threads and various accesso-
ries. SUmerbank also aimed to look after the financing, construction and operation of such diverse
products as steel, paper, rayon, ceramics, caustic soda, chlorine and cement. In time, they developed into
schools where textile designers were trained not only to adapt world fashion into Turkish style but also to
produce numerous fabric patterns. In spite of their limited colour range due to the economic conditions,
these fabrics led to the development of a national textile design style creating “a SUmerbank material
culture in Turkey by introducing its own fabrics and distinctive designs”. Their functionality, durability,
comfort, modularity, locality and accessibility had also been embedded in this unique design character
(Pasin, Himam, 2011).

The modernization ideology of the period had been created a local and rational fashion which can be
defined as SUmerbank fashion. The unified, unique patterns (Ormanlar, 1999: 51) and spesifically flower
patterned fabrics of SUmerbank was like a symbol in womenswear ( See Figures 1.2).

After 1923 with the establishment of the National Economy and Savings Society (1929), the citizens were
encouraged to use national products, to live economically in order to provide credit to facilitate the
economical recruitment policies. SUmerbank as one of the leading institutions through the development
period of 1930's Turkey, became a symbol for the history of Turkish economy and textile for seventy years.
SUmerbank Industrial Settlements, conceived as small factory towns to develop industry, to educate
working people mostly living in rural areas, to encourage the use of local products and to maintain the
integration of urban and rural areas starting from 1930’s. Along with the privatization process started in
1987, some of the settlements like izmir Halkapinar Basma Sanayii MUessesesi had been demolished,
some had been handed over to private sectors, municipalities and universities, and most of the products
like fabrics, and machinery had been destroyed. After the rapid change in economic and social conditions
of the institution for the last thirty years, SUmerbank left behind a very important textile archive after
ceased its production from 2000's. One of these archives classified and restored at the izmir University of
Economics, Department of Textile and Fashion Design in 2006 to use as education material (Yazgan
Bulgun, Ozkavruk Adanir, Himam Er, 2015:14-15).

Figures 1,2: Women and children dressed typical SGmerbank basma fabrics Source: Tudita Archive




Developing a Digital Textile Archive of
Sumerbank Halkapinar Basma Sanayii Fabrics

In today's conditions, digitizing, cataloging, and archiving textiles into a database rapidly becoming an
important issue predominantly in the fashion and textile industry. Digital collaborations, online social
interactions, growing digital industries already started digitally conceived, designed, and transferred.
Covid-19 pandemic also showed the importance of digitalization. Documentation, systematization of
historical archives which carries the collective memories of the society preserves the textiles in an
electronic, reproducible format. To create an awareness of cultural heritage based on historical textiles
and to build up and distribute the knowledge of Turkish historical textiles and material culture, archives
play an important role. Insufficient value given to the cultural heritage in the institutional and social level,
disconnection of the younger generation and contemporary culture from cultural heritage, lack of
expertise in preservation, documentation of the cultural material, and lack of financial support created a
necessity of an digital archive.

In 2015 a digital archive project had been done with the support of Izmir Development Agency in order to
create cooperation among public sector, private sector ensuring effective use of resources, stimulating
the local potential, fostering the regional development and ensuring its sustainability, and decreasing the
inter-regional development disparities. Under that respect, the fabric archive of Simerbank izmir
Halkapinar Settlement between 1959 to 2001, is digitally recorded and preserved under the SUmerbank
Digital Archive Project.

The study is acquainted with the textile albums of SUmerbank Halkapinar Basma Sanayii Settlement

that are archived and stored in Izmir University of Economics, Faculty of Fine Arts and Design. In 2006
and 2007, field researches in Halkapinar and Nazilli facilities of SUmerbank were conducted. The primary
goal of these studies was to collect and preserve printed textiles and accessories, as well as textile albums,
books and chemicals, most of which had largely deteriorated after the privatization process of Simer-
bank.

From izmir Halkapinar Basma Sanayii Miessesesi, there had been founded 7456 textile aloums,
accessories, and printing equipment. These albums were collected and cleaned. Each album consists of
30 fabrics having different designs and color variations. Conservation and classification of the SiUmerbank
printed fabrics had been done by the university staff according to production years of the textiles. After
collecting and conservation process of the albums, the materials were stored in the archive space in
appropriate physical and ergonomic conditions. In the archive, functional storage spaces and documen-
tation had been developed. Addition to that, passive conservation methods had been applied to fabrics
and dresses to prevent deterioration (See Figures 3,4).

Figure 4,5: SUmerbank textile albums before the conservation and classification,
Source: Dilek Himam archive




To digitize the archive and building the database, a software program had been developed. This program is
supported to expand the database for further applications by collecting historical data and literature to
build up a sustainable knowledge on historical textiles. After the documentation, selected designs
scanned and defined for the software program for uploading to the database. These activities are followed
by developing an international digital archive which will foster and enhance commmunication among
researchers, academics, students, industry, designers, private and governmental institutions and media in
the field of textile and fashion design.

In the project selected 6600 fabric samples had been loaded the archive was shared with the public after
November 13, 2015 under the name of “TUDITA-TUrkiye Dijital Tekstil Arsivi” (www.tudita.com). In the
digital archive, patterns were categorized considering their design features such as floral, stripes, ethnic
and cultural, geometric, animal motifs, fruits and vegetables, polka dots, conversational, plaid and
gingham and others. These categories were also grouped within each other with certain criterias.

The digital textile archive of Sumerbank fabric designs are important and valuable source for researchers,
related industries, and students, not only to create an awareness of cultural heritage for contemporary
fashion and design culture, but also for the enlightenment of Turkish textile printing history (Ozkavruk
Adanir, Yazgan Bulgun and Himam Er, 2018:5). This textile archive, which provides an access to worldwide
researchers, academics and students and the website, will not only provide the information and visual
presentation of textile samples, but also ensure the preservation of the cultural heritage.
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Figures 6,7: A scene from the project process (Left), Source: Ersan Celiktas, 2015 (Right) A scene from

the TUDITA archive Source: TUDITA,2015.




THE EFFECTS OF WINDOW DISPLAY DESIGN OF
CLOTHING STORES ON SHOPPING BEHAVIOR

Introduction

Damla Baskan
[zmir University of Economics, Architecture and Enviromental Design

Assoc. Prof. Dr. Deniz Hasirci

Izmir University of Economics, Architecture and Enviromental Design

ABSTRACT

The visual merchandising method plays a key role in attracting and retaining the customers. The focus

of this study is the effects of the window display design for the target group according to the designer'’s
view and the customer’s view for designing and managing shop’s window displays for maintain to the
demanding returns. Furthermore, store design also guides to the customer target including with the
way of visual communication and retailing design methods. The target group strategy divides into four
parts and which are; gender, age, profession, and income. Representing for these parts; the target group
visits/uses the store windows according to their incomes. On the other hand, the same target group visits
the shops by checking the way of the combining clothes in the window display and if it fits to their ages
they visit the store. This research is limited to the brands that only have the seasonal store window displays.
The aim of the study is to clarify the effects of the window display design which associates the varieties of
the shop's window displays effects on the customer in that certain environment and the identity of the
environment with Izmir University of Economics’ Faculty of Fine Arts and Design’s Fashion Design
students. According to the investigation, the methods which were used to design the shop window
display the shopper/customer behaviors were examined as well. The findings of this project may be
beneficial for interior designers, fashion designers, and clothing company owners. To summarize;
investigating both the designer view and the consumer view is a valuable approach for the visual
merchandising, store window display design as a link for personal impressions.

Keywords: visual merchandise, store, fashion, display

INTRODUCTION

Perception is a massive step for beginning the human life. The things that can be seen, can be heard
includes the perception and that had begun with the existence of mankind. It surrounds the human-being
for connecting to the real world. Can be defined as our interpretation of sensory information and it shows
how the human-being reacts and respond to the sensory information. Perception is a guiding element
between the sensory information and the environment.

Moreover, according to the all these needs the term of “design” has started to be used. Everyplace that
human can design is a mirror between the perception and the reality. The human-beings are required to
be different than each other’s and they have started to visualize the world that they have with more colors,
shapes and this time they put themselves in it and they called as the “fashion”. The fashion needed to take
a part for being unique or different. It is an abstract version of it but it worked anyways. The way that
human started to show the identity, has started in that stage. The way the human wear has started to
create the term of the “style”. The human applied the styles to the clothes, environment, and even the
decisions can be guide.




According to the all these steps, the human requires more visual world and that requirement nearly

has done. The shopping malls which take many visitors per a day applied that sensory information as a
benefit. Even the brands have applied that sensory information in their own designs. Then, another
requirement has started to take place which is the designing the shop windows. All around the world,
they are thousands of brands and they all have their own design ideas. They have started to apply their
ideas in their window displays and have begun to share to the others. As a summary, it can be stated that
visualizing is our identity and the same logic applies in the fashion world and the store designs as well.

1-1 Commentary

According to the Orth (2012), catching customers; attention is important. His proposal is a model for
understanding of making research about the interior designs for the same reason. Examination has
started into two sections, which are; the customer perspective and the designer perspective. For the

next step; the store identity takes a massive part and it divides into five parts according to the five holistic
interiors. The research shows that; Minimal-shell interiors score high on unpleasantness, complex-shell
designs score high on enthusiasm, genuineness, and solidity, moderate-shell interiors generate
below-average impressions of sophistication, genuineness, and solidity, low-content interiors score high
on enthusiasm and sophistication, and high-content designs score low on enthusiasm, and high on
unpleasantness.

Furthermore, according to Lee (2012), the physical environment, also has a good place to examine. The
article claims that, ex. For a restaurant the quality of the physical environment, food, and the service are
the major determinants of a restaurant profile. In addition, the physical environment itself is an important
predictors of customer perceived value. As a result, the customer satisfaction is related with the customer's
perceived value.

12 Introduction About the Study

Drawing on, integrating, and extending previous conceptual foundations, a customer value framework
is proposed that builds on the strengths of previous frameworks and mitigates their key weaknesses
according to the Desmet, (2001). The meaning of a customer as a perception has to guide to analyzing
the strategies. The suitability is located in the main base of it. For the selling period also, the customer’s
perception should be considered and at that point it is directly related with. Moreover, for Kent and
Stone (2007), the purpose is to demonstrate how a company'’s retail store design relates to its brand and
is influenced by, and contributes to, its corporate values. Can be seen that this case study related with
The Body Shop's design methods. While the store is in the designing period, first of all the identity of the
brand should be considered (Orth, 2012). Apart from the consideration, the brand values will be applying
according to the holistic interior ideas. Most products have significant effects on users on the emotional
stimulus according to the Tax (2001).

The product, the emotions and the person are in the same cycle. The connection between the person and
the product creates an emotion. According to the person’s goals, standards, and attitudes the product can
be change but in the designing period, as all the articles shows that the perception has the massive place.
The relationship between a person and the product starts with taking the attention according to the
Malkewitz (2012), continues with the environment that the person surrounded with, guides to the
customer value creation and finishes in a certain brand that should have their own identity, design rules
and perceptions as well. On the other hand, according to the Sayari (2012) Consumption patterns of goods
and services are also experiencing similar transformations as the times change. It is easy to notice the crop
up of consumer brands in different localities, with people now demanding and desiring for similar or nearly
similar products and brands. As globalization stretches its widths beyond the faucets of place as a localized
entity, the need to improve appearances and presentations has become of great importance especially in
the general composition of retail stores.




According to the Kavasogullari (2015), lighting parameters take a certain place in the shop window
displays. She claims that, is a facilitating source for human life which had begun with existence of
mankind. Lighting is one of the most important factors in perceived of place and the shopping malls keep
large place in living environment because of human requirements. Confection shops usually constitute
large part of the shops in the shopping malls. People are in a visual relationship with these display
windows.

No matter how accurate and perfect the design of the showcase is, it should not be expected
to have the correct perception if it is not well illuminated. According to Ching, there was no color, shape,
texture without light, and an existing interior could not be seen (Ching, 2006).

2 SHOP WINDOW DISPLAY DESIGN & CUSTOMER BEHAVIOR

At this stage, the term of the showcase starts to appeal. The meaning of the showcase is a setting,
occasion, or medium for exhibiting something or someone especially in an attractive or favorable aspect,
(Merriam-Webster, dictionary, 2017). The showcase is a mostly transparent exhibition space that targets a
store's potential audience. The customer's first impression of his encounter with the store reveals a lot
about the image of the store. There are several types of shop window displays.

2-1 Visual Merchandise

As the competition has increased and the stores are trying to increase their sales to the current square
meter, the interest of retailers in product offerings has increased. Two main merchandise “presentations;
shelf and visual, merchandising us (Dunne and Lusch, 1999, 476).

Shelf arrangement-display; It describes the display of the arrangement in and on the workbench, hanger,
shelf, and fixtures. This type of” merchandise” is the “type where consumers touch products, test products,
examine, read, understand and buy. Shelf merchandise should not only represent merchandise activity in
an attractive way; The shopper should be able to display it, in an understandable and buyable way (Dunne
and Lusch, 1999, 476). Visual merchandise is the presentation of the store and its products in a way that
attracts the attention of potential customers (Levy & Weitz, 2009, 527). The visual merchandise displays
products in an artistic way. Even though, the merchandise is necessary to support the sales in the store,

a store using only the shelf” merchandise can be very boring (Dunne and Lusch, 1999, 482).

In this sense, the arrangements in the showcase and window display, the design of the store front and

the materials used, the entrance door, the interior relationship with the entrance, the graphic applications
in the surrounding area, the orientation signs and the boards are extremely important for the first
impression. However, the combination of the entrance door, window and interior space is very important
in these elements and is a design parameter that should not be ignored. It is not a correct approach to
develop a design that is detached from the interior for the facade and window display, without considering
a consistent notion of the store's sales policy and the unique character of the interior (Okten, 2004).

Therefore, while designing a shop window display many components should be considered, such as the
customers’ emotions, sensations, and attentions. On the other hand, according to the Kavasogullari, (2015)
it is important to adding designing elements with the visuality as well. In my opinion, it is also important
to considering the customers perspective. The question which should ask is, “What should the customer
feel?” In that sense, all design proposals can be successful more. According to Frohlich, (2018) in this case
apart from the feelings considering the gender, age, profession, and income have a respectable place.

2:2 presentation Techniques For Visual Merchandise

Some presentation techniques (Levy and Weitz, 2009, 528-530):

- ldea-oriented presentation: Some retailers use the idea-oriented presentation, a method of
presenting the product based on a particular idea or store image. For example, furniture is offered in a
room arrangement to give consumers an idea of how products will look at their homes. This approach
supports consumers to make multiple complementary purchases.




- Style / item presentation: The most common stock-handling technique is style or item. Discount stores,
grocery stores, equipment stores, and pharmacies use this method for every product category as many
retailers do. When the consumer searches for a product, he wants to see all the products in the same
place.

- Color Presentation: Configure the most striking "merchandise” technique with color. For example, in
winter, women's clothing stores all white to remind consumers that they need to buy clothes for winter
holidays.

Cruise-wear (clothing to be worn from the ship) exhibit at the same time.

- Price diversity: In the price range, the retailer offers a limited number of predefined price points or price
categories within a different classification. This approach allows consumers to purchase the product at the
price they wish to pay. For example, men's shirts sold in three price groups: 39 tl, 49 tl, 59 tl, (Zara, 2018).

- Vertical” merchandise “: the other technical for vertical merchandise that brings products together. In this
approach, the product is presented vertically using walls and high columns. Customers buy products like
they read the newspaper (right to left, top to bottom). Stores also organize the product to follow the
natural movement of the eye. Retailers use the advantage of this trend in a variety of ways. Many grocery
stores place their national brands at eye level and store brands on the lower floors. Because consumers will
scan below eye level.

- Tonnage merchandise: As the name implies, this presentation technique is a display technique in which
large amounts of products are displayed together. Consumers match the tonnage with low prices. This
technique is also used to increase the store's price to strengthen the image. The product using this exhibi-
tion technique is the exhibition itself. The retailer hopes that the consumer will see the product and the
product will attract it.

- Front fagade presentation: It is often difficult to create an effective display and also to create efficient
store items. However, it is important to show as much products as possible for the retailer. One solution is
the front fagade. In this product display technique, the retailer emphasizes the product for the eye of the
consumer.

2-3 Store Design

The primary goal of the store design in planning the store environment is to create a distinctive and
memorable store image. The shop design covers the inside and outside of the store. Exterior design;

The front of the store, where the shoppers are critical for influencing shoppers as they pass in front of the
store and convincing them to enter, are signs and entrance (Dunne and Lusch, 1999, 483). In addition, the
materials used on the exterior of the stores have different effects on the customers. If the stores construct-
ed using steel materials are more robust, glass buildings are modern, marble and granite are used,
expensive, concrete is used, and the store is perceived as cheap and worthless (Hasty and Reardon, 1997,
263). In-store design; architectural elements and other details. There are hundreds of details in store
design. Each of them must act together to achieve the desired ambience (Dunne and Lusch, 1999, 483).

For example.: Colors enliven the space using a natural palette enriched with details. Each room of the
boutique has a different color story based on the forest-like colors that develop from an arrangement of
cooler tones and warmer compositions. The metamorphic forest was completed with a series of
large-scale drawings on silk scarves designed by the Italian street artist El Gato Chimney.




Figure 1: Valentino Flagship Store, David Chipperfield Architects, Italy
2-4 Shop Window Design According To The Five Factors

2-41 Background View

The design of the front of the shop window must be easily recognizable and memorable by those who
pass by. The front of the store must clearly define the general structure and name of the store and

give tips about the products inside. In general, the front of the store design includes exterior signs and

the architecture of the store front. In general, the front of the store consists of a showcase serving as an
advertising medium for the store. Shoppers should go by the shop windows and invite them in. In addition,
the showcases with visual displays should change, be fun and exciting and represent the product inside
(Dunne and Lusch, 1999, 483). Because the showcases offer a visual message about the products inside
and the image of the store (Levy and Weitz, 2009, 520).

2:42 Décor

The importance of store decoration is massive to not underestimate the importance of store design. After
the store design, the materials required for the store decoration are determined by the design and the cost
amount is completely deducted. The store needs to decorate according to the target customers. There are
many branches of retailing sector such as sportswear store, women's clothing store, men's clothing store,
shoe store, jewelry store, phone shop and so on. Each target group wants its own technical and decoration
process. Considering the women's clothing store, it is certain that women will be the target audience and
the colors to be used in store decoration, customer usage area, dressing cabins, product shelves, store
counters, lighting and many other items that we can count on should be made by targeting the ladies.

The customer attracted the potential of the store which is decorated with the target customer base and
it has a lot of positive effects for you who are dealing with the stores while increasing the sales rate of the
firm. The use of the store, where the store decoration is made, enables you to gain by gaining a positive
effect on many aspects that we can count on, the potential of customer orientation, product sales
potential, efficient use of space.

As a summarize for getting a better-quality look at the store decoration is color-matched with the
products such as the company logo, which is integrated, and it will be a factor to make your customers
feel you prefer and feel safe.

243 Lighting

Store lighting is a critical design that is of high importance to create the right emphasis on the products
to be marketed and to highlight the attention. With a project implemented correctly, a simple object
can be made attractive and a quality product can be misrepresented and cheapened with a wrongly
implemented project.




According to the results of the research, the products in the right colors and angles placed correctly on the
objects have an effect on the decision making and behavior of the customers and visitors. The use of white
(6000K or higher) light colors in fast food restaurants and the use of yellow (2700K and below) light colors
in luxury restaurants has become a general rule as a result of the effect of light on human behavior. White
light arouses a desire to be fast and agile in humans, while yellow light, on the contrary, tends to be more
calm, slow and heavy.

2-44 Scent

An effective store image needs to address all emotions of human. The design focuses on the eyes of the
vast majority of the activity. Research shows that other senses are also very important. Therefore, retailers
have started to address sniffing and hearing senses in their stores (Dunne and Lusch, 1999, 484). In
addition, the colors used in the store is also known to be effective on consumers. For this reason, in fast
food restaurants, red and yellow colors are used mainly for the fast moving of consumers and pastel colors
are preferred where the consumers want to move slowly. The stores that use colors such as white, gray and
beige create a perception of quality (Grossman and Wisenbilit, 1999, 80).

It is a known fact that fragrances attract the consumer to the store, cause them to spend longer time in
the store and usually encourage them to buy. For example, in a study by Spanhgenberg, Crowley, and
Henderson, a change in the behavior of consumers has been detected in a fragrance-borne and unpopular
store setting (Spangenberg, Crowley, Henderson, 1996, 78).

2-45 Sound

It is known that the music played in the store affects the consumer's evaluations, purchase desire, mood
and behavior (Herrington, 1996, 27). Retailers play music due to their relaxing effect and positive impact on
consumers staying longer in the store. Today, Muzak provides 50 different kinds of music to the retail
stores. Music has become an increasingly valuable tool. Because the correct music has both a calming
effect and a reflection effect on the products offered. Although researchers believe that the tempo of
music affects how long consumers are left in the store, the type of music also has an effect on the purchase
amounts of consumers (Dunne and Lusch, 1999, 485).

3 CASE STUDY: “THE PHOENIX"” PROJECT AT IVUE

3-1 Setting

There are some ways to analyzing the perception of the shop window display design in the shopper
behavior. One of them is making a model and by using the model, making a survey. This is the main option
that this article includes. The setting part includes a survey into two parts. Both parts were used for calcu-
lating and assuming the importance of the shop window display design. This study may guide fashion
designers, fashion design students, interior architects, interior architecture students.

3-2 pijlot Study
As a pilot study, six different types of the shop window display designed and made a random sampling on
campus and asked for some related questions.

F.e:

1. Could you give a rank between 1and 5 to the color scheme of this shop window display

2. Could you give a rank between 1and 5 to the relation between the model and the background
decoration

The ones who conducts the survey gave a rank accordingly and made some comments accordingly.




As a result of the pilot study, according the random sampling on campus 67% of the participants think
that using the color of red is “effective and attractive way to reflecting the design itself”. The rest of the
participants claims that using the color of white or black is “a pure way to reflecting the design ideas” as
well. The 84% of the participants claims that instead of seeing the background view of the shop window
display, seeing the related visuals with the concept is more “effective and catchy”.

-3 The Final Survey
As a final period for the survey, five important factors have asked to the eighteen fashion and textile design
students at IUE. While asking their behaviors in these five important factors, a PowerPoint slide has

prepared and ask the behaviors accordingly. The demand is circling the rank one to five and by leaving
comments, describing the behavior that they have (Appendix A)
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Figure 2: Background view, 2019

As a second factor which is the décor; (See Figure 2)
According to the eighteen fashion design students, six of them %33,33 -the most- think that

the importance of the background view in the shop window display, effects the behavior in the rank of 4
(5is the most).




Decor:
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Figure 3:Decor, 2019

As a second factor which is the décor; (See Figure 3)

According to the eighteen fashion design students, anyone thinks that it is not affect the shopper behavior
which is the rank number 1. However, %83,33 which means fifteen students think that the décor is the
most important factor in the shop window display design which effects the shopper behavior as well.
According to the survey, this is the biggest number which means apart from the three fashion designers,
the décor is the most important factor for a shop window display.

Lighting:
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Figure 4: Lighting, 2019
As a third factor which is the lighting; (See Figure 4)

According to the eighteen fashion design students; following the décor ratio, apart from the four fashion
design students think that lighting is secondly the most important factor for a shop window display %77,77
which affects the shopper behavior and according to the chart anyone does not think that it does not
affect the shopper behavior or neutral.
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Figure 5: Scent, 2019

As a fourth factor which is the scent; (See Figure 5)

According to the eighteen fashion design students, apart from the seven students in the percentage of

61,11 think that the scent is an important factor on shopper behavior by following the rank, two students
think neutrally. (See Table 4)
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Figure 6: Sound, 2019

As a fifth and last factor which is the sound; (See Figure 6)

According to the eighteen fashion design students, nine students think that which is the 50% of the
students, it does not affect the mostly, but it affects considerably to the window display design on shopper
behavior. According to their comments, the choice of the music type takes a massive part in this case, but
they think that sound definitely takes an important part for the brand image. (See Table 5)




34 Implementation Of The Shop Window Display

As a part of the implementation of the project, with a fashion design and management student,

a showcase was designed and applied as a colloboration for the “The Phoenix” project. According to the
final survey, especially for the fashion design students, 83% think that the décor must apply to the shop
window display. For the “The Phoenix” project, that factor considered as a main factor. (See Picture 1)

Figure 7: The Phoenix Project, Shop Window Display, 2019, Izmir

According to the first factor, the background view with 33% and which is the most, fashion design students
think that it is important to have a visual access in the background of the shop window display. They think
that, it is affects the shopper behavior accordingly by having an idea about the interior. Secondly, for this
project according to the three different surveys, the most included factor is the décor.

The mannequin and the logo in the background, all the fabrics symbolizes the décor. According to the,
pilot survey; the color of red affects more than white, blue, or pink. The Phoenix project includes these
colors but for the usage of the shop window display, customers mostly prefer the color of the red. For the
font types, the comments which made for the surveys were considered and designed properly.

(See Picture 2 and 3.) For the lighting factor, from the top and down lighting elements also is using.

e B i i
Figure 8: The Phoenix Project, Shop Window Display, 2019, Izmir

“ DISCUSSION AND CONCLUSION

As a summary, visualizing methods play a key role for attracting and maintaining the customers’ attention.
Visual merchandising is one of them and according to the researches, it has a considerable place in it.

One of the main visual merchandise methods is designing a shop window display because especially
nowadays, it can be stated that almost every store has their own shop window display.




5 REFERENCES

Aydinlatma Tasarim, 2017 http:
/www.aydinlatmatasarim.com/projeler/Dialux-Magaza-LED-Aydinlatma

Tasarim-Projesi.php Berman, B. ve Evans J. R. (2001), Retail. Management A Strategic Approach,
8th Edition, USA: Prentice Hall.

Ching, Francis D.K, 2006, ic Mekan Tasarimi, YEM Yayin, istanbul, 126.

Dunne, P. ve Lusch, R. F. (1999), Retailing, Orlando: Dryden Press.

Ghosh, A. (1994), Retail Management. Orlando, FL: The Dryden Press.

Grossman, R. P. ve Wisenblit, J. Z. (1999), “What We Know About Consumers' Color Choices’,
Journal of Marketing Practice 5.3, 78-88.

Hasty, R. ve Reardon, J. (1997), Retail Management, New York: McGraw Hill.

Herrington, J. D. (1996), "Effects of Music in Service Environments: A Field Study"

Journal of Services Marketing, 10.2, 26-42.

Kisang Ryu, Hye-Rin Lee, Woo Gon Kim, (2012) "The influence of the quality of the physical
environment, food, and service on restaurant image, customer perceived value, customer satisfaction,
and behavioral intentions”, International Journal of Contemporary Hospitality Management,

Vol. 24 Issue: 2, pp.200-223,

https.//doi.org/10.1108/09596111211206141 Permanent link to this document:
https.//doi.org/10.1108/09596111211206141

Levy, M. ve Weitz, B. A. (2009), Retailing Management, 7th Edition, N.Y: The McGraw-Hills/Irwin.
Levy, M. ve Weitz, B. A. (1998), Retailing Management., 3rd edition, N.Y: Chicago: McGraw-Hills/Irwin.
Merriam-webster.com/dictionary/showcase

Pieter Desmet, Kees Overbeeke & Stefan Tax (2001) Designing Products with Added Emotional Value:
Development and Application of an Approach for Research through Design,

The Design Journal, 4:1, 32-47, DOI: 10.2752/146069201789378496 To link to this article:
https.//doi.org/10.2752/146069201789378496

Poyraz Mimarlik, 2018 http.//www.poyrazmimarlik.com/magaza-dekorasyonunun-onemi/

Sahel Sayari Evaluation of Window Display of Retail Shops A Case Study of Istiklal Street Istanbul,
Turkey Eastern Mediterranean University,October 2012

Spangenberg, E.. R, Crowley, A. E. ve Henderson W. P. (1996), “Improving the Store Environment:
Do Olfactory Cues Affect Evaluations and Behaviors?” Journal of Marketing, 60, 67-80.

Tony Kent, and Dominic Stone, (2007) "The Body Shop and the role of design in retail branding”,
International Journal of Retail & Distribution

Management, Vol. 35 Issue: 7, pp.531-543, https.// doi.org/10.1108/09590550710755912Permanent
link to this document:https./doi.org/10.1108/09590550710755912

Ulrich R. Orth, Frauke Heinrich, Keven Malkewitz, (2012) "Servicescape interior design and
consumers' personality impressions', Journal of Services Marketing,

Vol. 26 Issue: 3, pp.194-203,

https://doi.org/10.1108/08876041211223997 Permanent link to this document:
https:/doi.org/10.1108/08876041211223997




5.1 List of Figures:

Figure 1:Valentino Flagship Store, David Chipperfield Architects, Italy, Retrieved from;
https://www.pinterest.cl/pin/569705421607272090/

Figure 2: Background view, 2019, Databases created by Surveymonkey.com

Figure 3: Lighting, 2019, Databases created by Surveymonkey.com

Figure 4: Lighting, 2019, Databases created by Surveymonkey.com

Figure 5: Scent, 2019, Databases created by Surveymonkey.com

Figure 6: Sound, 2019, Databases created by Surveymonkey.com

Figure 7:The Phoenix Project, Shop Window Display, 2019, Izmir, Designed by Damla Bagkan and Ebrar Soyleyici
Figure 8: The Phoenix Project, Shop Window Display, 2019, Izmir, Designed by Damla Baskan and Ebrar Soyleyici

Appendix A;

Appendix 1 3 December Monday 2018

IA 494 GRADUATION THESIS

Window Display Design and Shopping Behavior

Assoc. Prof. Dr. Deniz HASIRCI
Std. Damla BASKAN

Please circle the rank 1 to 5. If you have comments please feel free
to leave. (Please describe which factors influence your shopping
behavior. For the rank; 1 is the least, 5 is the most.)

Background view:
1 2 3 4 5

Comments:

Decor:
1 2 3 4 5

Comments:

Lighting:
1 2 3 4 5

Comments:

Scent:
1 2 3 4 5

Comments:
Sound:
1 2 3 4 5

Comments:

Name and Surname: Age: Consent for academic use:




ESKICAG TARIHI CALISMALARINDA DEGISIM
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Anahtar sézcukler: Eskicad tarihi, online egitim, dijitallesme, tarih.

“Everything not saved will be lost.- Kaydedilmeyen her sey kaybolacaktir.” 1889 yilinda Japonya'da
kurulmus olan, oyun kartlari ile piyasaya giren ve ardindan dijital oyun dinyasinda koklu bir yer edinen
Nintendo firmasina ait oyunlarin kapanis ekraninda gérinen bu cimle, aslinda tarih disiplinin ana
fikirlerinden biri olan “kayit” kavramini bizlere verir. Olaylarin kaydini tutmak, onlari incelemek ve gelecek
nesillere aktarma konusunda insanhdin en buyuk araci olan tarih ve tarih yazicihgi ise gelisen teknoloji ile
beraber artik kalem-kagittan yavas yavas koparak dijitallesmeye baslamistir.

Eskicag tarihi yaziciligi ve 6gretiminde de bu dijitallesme akimindan payini almistir. Nasil Antik Yunan

veya Antik Roma’'da Antik Yunanca ve Latince dilleri tim insanlarin hakim olarak kullanabildikleri kaynaklar
degilse, bugln de toplam dunya nufusun ancak belirli bir yUzdesi kodlama dillerine yani dijital dillere
hakimdir. Ancak dijitallesme veyahut kodlama yalniz kendi alanlarinda ve uzmanlarinca degil, farkh
alanlarda da etkili bir sekilde kullanilabilir. Bu yontemin Eskicag tarihinde kullaniimakta oldugu alanlar
arasinda; antik dillerin 6gretilmesi, antik haritalandirmalar, arkeolojik yapi ve buluntularin rekonstruksiyonu,
antik yazitlara ve yapilara uzaktan erisim, bulunur. Dijitallesme sayesinde Eskicag tarihi, sadece
arkeologlarin ya da tarihgilerin ¢abalariyla degil disiplinler arasi ydéntemlerle arastirilabilir hale gelir.

Calismada, dinyada “Digital Humanities” adi ile bilinen, 2003 yilindan beri sistemlesmis ve hatta bazi
Ulkelerde bilimsel bir kUrstye sahip olan bu dijitallesme kavrami, 6zellikle Eski¢ag tarihini ve Eskicag
tarihgilerini ilgilendiren alt dali olan “Digital Classics” kapsaminda incelenecektir. Avrupa'da ve Amerika'da
bu alanda yapilan ¢alismalardan, dijital araglarla Eski¢ag tarihine kazandirilan kavram ve eserlerden
ornekler verilecektir. Ayni zamanda bu yontemin Turkiye'de Eskicag tarihi calismalarinda uygulanabilirligi
de incelenecektir.

CHANGE AND DIGITALIZATION AT ANCIENT HISTORY STUDIES ABSTRACT
Key words: Ancient history, online education, digitalization, history.

"Everything not saved will be lost." This sentence, which appears on the closing screen of the Nintendo
games, actually gives us the concept of "recording", one of the main ideas of the discipline of history.
History and historiography, which is the greatest tool of humanity for keeping track of events, examining
them and passing them on to future generations, has started to become digital by gradually with the
advancing technology.

It has also taken its share from this digitalization trend in ancient history writing and teaching. Just as
Ancient Greek and Latin languages in Ancient Greece or Ancient Rome were not the resources that all
people can learn and use, today only a certain percentage of the total population is able to use in coding
languages, that are, digital languages.




However, digitalization or coding can be used effectively not only in their own fields and experts, but also
in different fields such as social sciences. Among the areas where this method has been used in ancient
history; teaching ancient languages, ancient mapping, archaeological structure and reconstruction of
finds, remote access to ancient inscriptions and structures. Thanks to digitalization, ancient history
becomes searchable not only by the efforts of archaeologists or historians, but by interdisciplinary
methods.

In the study, this concept of digitalization, which is known as "Digital Humanities" in the world, has been
systematized since 2003 and even has a scientific platform in some countries, will be examined within the
scope of "Digital Classics", which is a sub-branch that concerns especially the history of ancient era and
ancient historians. Examples from the studies in this field in Europe and America, concepts and artifacts
brought to the history of ancient times with digital tools will be given. At the same time the applicability
of this method is ancient history studies in Turkey will also be examined.

ESKICAG TARIHINDE DEGiSiM VE DiJiTALLESME

Eskicag Tarihinde Degisim ve Dijitallesme baslidi ile ele alinmak istenen konu, eskicag egitimi — 6gretiminin
yayginlastiriimasinda ve yapilacak olan arastirmalarda bilgisayarin, dijitalin ve internetin ne élgtude yararli
olabilecedi ve bunun Turkiye'de nasil kullanilip uygulanabilecegidir.

Calismanin dnemli kavramlarindan biri olan dijitallesmeyi anlamak icin kelimenin incelenmesi durumunda,
Fransizca kékenli bir sifat olan dijital s6zcugU, TDK s6zluglnde, “sayisal, verileri bir ekran Uzerinde elektronik
olarak gdsteren ve isim olarak verilerin bir ekran Uzerinde elektronik olarak gdsterilmesi” anlamini tasidigi
gorulir. Hem sifat hem de isim 6zelligi taslyan bu kelime analog kelimesinin karsit anlamlisidir.18
Dijitallesme gunluk yasamda kol saatlerinde, buzdolaplarinda, cep telefonlarinda ve bilgisayarlarda net
bicimde goérulmektedir. Mekanik bir yapi ile elle kurulmayan, kendi kodlari ve elektriksel devreleriyle calisan
bu cihazlardan tim insanlik “bildigi” kadariyla faydalanmaktadir.

Tarih incelemelerinde, 6zellikle eskicag tarihinde faydalanilan dijital araglari ve kullanma yontemlerini
anlamak icin dijitallesme kavraminin yani sira, bu araclara iliskin bazi tanimlardan da bahsedilmesi

gerekir. Ornegdin bir bilgisayarin ya da internette bilgi aramak icin kullanilan tarayicilarin calisma prensibi
“dil"e dayalidir. Programlama dili yazilimcinin bir algoritmayi ifade etmek amaciyla, bir bilgisayara ne
yapmasini istedigini anlatmasinin tek tiplestirilmis yoludur. Programlama dilleri, yazilimcinin bilgisayara
hangi veri Uzerinde islem yapacadini, verinin nasil depolanip iletilecegini, hangi kosullarda hangi islemlerin
yapilacagini tam olarak anlatmasini saglar. Su ana kadar 150'den fazla programlama dili yapilmistir.
Bunlardan en bilinenleri C, Java, JavaScript, PHP, Python'dir.

Yazilim kavrami TUrk Dil Kurumu tarafindan “bir bilgisayarda donanima hayat veren ve bilgi islemde
kullanilan programlar, yordamlar, programlama dilleri ve belgelemelerin timu"1° seklinde tanimlanmistir.
Yazilim kavraminin sézlUkteki anlami disinda prensibini veya kisaca mantigini anlamak gerekirse bir
bilgisayarin ya da dijital bir aracin bir ¢cikti vermesi icin girilen gerekli veri ve bu ciktlyi verecek sistemin

ikili kod sisteminde yani binary sistemde olusturmasina yazilim denilmektedir. Bu sekilde bakildiginda
bilgisayarlar her zaman kullanicilarinin onlara verdigi kadarini isleyebilir ve dUstnebilir. Bunun ilerlemis
sekli Artificial Intelligence (Yapay Zeka) olarak diinyada calisiimakta olan ve kendi icinde koskoca bir alan
olan farkli bir daldir.2°

18 https://sozluk.gov.tr
19 https./sozluk.gov.tr
20 Ayrintili bilgi icin bkz: https./turkiye.ai




Dijital Humanities bashgi dil ve edebiyat ¢calismalarindan, felsefe, arkeoloji, sanat tarihi, tarih gibi tim
insani bilimler alanlarini kapsar. Bu gcerceveden bakildiginda dijital tarih de Dijital Humanities tarihini
yazan bir calisma dali olarak gérulebilir. Alanin kendisi 50 yillik olmasina ragmen Dijital Humanities yakin
zamanlarda New York Times' dergisinin “Humanities 2.0" baslikh bir serisiyle tekrar gindeme gelmisti.2?
Humanities 2.0 ve “Dijital Tools" kavrami “How Dijital Tools Changes Scholarship, History, Literature and
the Arts” bashgi ile gindeme getirilmisti.

Aslinda Dijital Classics ya da Dijital Humanities'i eski¢cag tarihgileri uzun stredir kullanmaktaydi. Ancak bu
faydalanma sekli, Dijital Classics adi altinda degerlendiriimemekteydi. Ornegin diinyanin en uzun stredir
yayinlanan ikinci akademik dergisi olan “The Bryn Mawr Classical Review" Dijital Classics'in bir 6gesi olarak
ele alinabilir. Yine eskicag tarihgilerinin en buyUk yardimcilarindan biri olan Perseus Dijital Kituphanesi
1985'de baslamis bir projedir. Thesaurus Lingua Gracea da 1972'de baslatiimistir. Klasik metinlerdeki bilgisa-
yar analizi bu insani bilimlerin bilgisayarlastiriilma ya da dijitallesme surecinin baslarindan itibaren ele alinan
bir inceleme seklidir. Ayni zamanda Allen J. Romano'ya gore 1948-49'da rahip Roberto Bosa tarafindan
Thomas Aquinas’in tim ¢alismalarinin bir derlenmesi ¢abasi, klasik olmasa da edebi ve dilbilimsel ilk dijital
humanities projesi olarak sayilabilir.22
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Sekil 1: Revellio'ya gére Dijital Humanities'in kapsamini gésteren
bir sema ¢alismasi.

Manfred Thaller'a gére Digital Humanities “bilisim teknolojilerinin beseri bilimlere iliskin herhangi bir
unsura uygulanmasi girisimi” seklinde 6zetlenebilmektedir.2? Thaller, bunun sebebi olarak da teknoloji
kadar kolay bir seyin disinda bu bilimlere uygulanabilecek baska yéntemlerin olduk¢a masrafli ve zaman
alici ydontemler olduklarini sdylemistir. Ona gore bu “diger ydontemlerin” bilimsel bir deder tasimasi igin
uygulama sureglerinin test edilebilir ve objektif olmasi gerekir.24

21 [Expositions 5.2 (2011) 142-146] Expositions (online) ISSN: 1747-5376 Classics and Digital Humanities
ALLEN J. ROMANO Florida State University

22 Romano, A. J. (2011). Classics and Digital Humanities. Expositions, 5(2), s 142.

23 Rehbein, Malte (2020): Historical Network Research, Digital History, and Digital Humanities. In:
Marten During, Florian Kerschbaumer, Linda von Keyserlingk-Rehbein und Martin Stark (Hg.):

The Power of Networks. Prospects of Historical Network Research: Routledge, S. 251-277.(preprint)

24 Rehbein, 2020, s 2.




Eskicag tarihinde bu yontemin kullanilmasi, “dijital humanities” basligi altinda gelismekte ve
incelenmektedir. Dijital analiz, antik¢ag incelemeleri icin yukarida bahsedildigi Gzere verilerin tek bir

insan gucuyle incelenmesinden ¢ok daha hizli sekilde incelenmesini ve ¢ikarim yapilmasi igin gerekli

olan Urunlerin daha hizl ortaya konulmasini saglar. Yorumu yapan yine tarihgilerdir ancak verilerin islenme
sUrecinde tarihgilerin ortaya koydugu ya da uUrettigi dijital araclar kullanilir. Bu da dijital tarihgilik denilen
seydir.

Bu yazilim dilleriyle ve temelde kullanicinin verileriyle ¢ikti alinacak bir sistemin olusturulmasi ile insanlar
pek ¢ok farkli konu Uzerinde ¢alisilabilmektedir. Burada dijital yontemi, klasik “kagit-kalem, defter”
yontemine oranla daha cazip kilan sey, normal sartlarda yapilacak bir calismadan kat ve kat hizli yapiliyor
olmasidir. Tek bir kisi tarafindan hesaplanabilecek ya da Uretilebilecek Urln sayisini arttirmasi ve ¢ok hizli
bir Uretimi saglamasidir. Ayni zamanda girift yapilari olan karmasik hesaplamalar ve ¢alismalarin ya da
birden fazla veri kaynaginin kullanilarak ortaya disiplinlerarasi bir sonug ¢ikartilmasinin kolaylastirilyor
olmasidir.

Eskicag tarihi, bu alanin duayenlerinden olan Builent iplikcioglu tarafindan su sekilde tanimlanmistir:
“Insanlik tarihinin en eski gelisme evresi olan ve kalici etkileri 6ncelikle yazinin bulunmasi, kent uygarliginin
olusmasi, devlet kavrami ve teskilatinin gelismesi ve guclu bir zihinsel kulttrun ortaya ¢ikmasi gibi noktalar
Uzerinde yodunlasan Eskicag Tarihi, esas itibariyle Akdeniz ve Onasya kultir cevrelerinin ve bu kultar
cevreleriyle dogrudan iliski halinde bulunan komsu bolgelerin yazi ile baglayan en eski devirlerinden

(M.O. 3000.2800) Roma’nin Akdeniz'de kurdugu siyasal mekan birliginin cdklsine ve Avrupa Ortacadi'na
(M.S.”7. yy.dan itibaren) kadar olan sUreyi kapsamaktadir.”25

Eskicag tarihi arastirmalarinda dijital aracglarin kullanimi birden fazla sekilde mUmkundur. Yazili metinlerin
analizi, antik kalintilarin cesitli araglarla incelenmesi, antik cografyaya iliskin simulasyonlarla tarihin
deneysel bir hale getirilmesi bu kullanim sekillerinden yalnizca bazilaridir.

Eskicag tarihi arastirmalarinda metinsel calismalar siklikla, Julia Kristeva tarafindan ortaya atilmis ve

M. Bakhtin ve R. Barthes tarafindan ayrintilandirilmis olan “metinlerarasilik” konsepti etrafinda
sekillenmektedir. Bu konseptin temel fikri, Grek ve Latince metinlerdeki temel okuma pratiklerinin
-metinler arasindaki iligki turlerinin- kelime duzeyinde en énemli yazismalari bulmak igin izlerini takip
etmektir. Benzerlik, normalde elle yapilan, iki metinin karsilastirilmasiyla tespit edilebilir. Bununla birlikte,
bilgisayarlarin en buyUk yarari, cok miktarda metni insanlar icin mUmkun olandan daha az zamanda ve
daha sistematik bir sekilde islemeleridir. Bilgisayarlarin bu avantajlarindan faydalanan populer bir érnek,
intihal tespiti icin kullanilan yazilimlardir.26

Eskicag tarihi arastirmalarinda bilgisayar destekli yontemlerin erken kullanimi ve son yillardaki pek

cok sayida dijitallestirme projesi nedeniyle, bilgisayarlar tarafindan okunabilen metinleri saglayan ¢cok
saylda web sitesi bulunmaktadir. Bazen tek bir yazardan sadece tek eserler, ancak 6zellikle kanonik
eserler olan kucguUk kulliyatlar bu web sitelerinde bulunabilir. Bu metinlerin kalitesi, 6rnedin yazim hatalari,
yanlis veya eksik satirlari ve metin konumlarinin isaretcileri acisindan olduk¢a dalgalanmaktadir. Klasik
metin calismasi edebi ve edebi olmayan Latin ve eski Yunanca metinlerle ilgilidir. Bu metinlere dijital
yontemler uygulamak, bunlari en uygun sekilde ele almayi gerektirir ve bu nedenle sadece metin miktari
degil, ayni zamanda filolojik standartlarin korunmasi ve kalitesi de gecerli bir arastirma ortaya ¢ikarmak
cok dnemlidir.

25 [plikcioglu, B. (1997). Eski Bati Tarihine Giris

(1. bs). Tark Tarih Kurumu Yayinlari.

26 Revellio, M. (2015). Classics and the Digital Age: Advantages and limitations of digital text analysis in
classical philology. Konstanz LitLinglLab Pamphlete, 2, s 3.



Tabii ki, derinlemesine metin incelemesi ve tim metinsel degiskenlerin dikkate alinmasi her arastirma
sorusu icin gerekli veya mumkun degildir. Bununla birlikte, metinsel gelenek en azindan dikkate
alinmali- g6z dnUinde bulundurulmalidir. Ayrica, arastirma ortami ve analiz ydntemleri hakkinda dikkatle
dustinmek gerekir ve baslangicta bir zorluk vardir: Uretilen aracin (yazilimin) gercekte konulara ya da
durumlara olan uygulamasi nasil l¢tlir ve bu dlcimun sonucu olarak gecgerli ve gUvenilir ifadeler nasil
Uretilir?27

Calismanin devaminda, eskicag tarihi arastirmalarinda online olarak en sik kullanilan araglardan bazilari
secilmis ve islevleri kisaca anlatilmaya ¢alisiimistir. Bu araglar arasinda, Eski Bati tarihi yani Roma-Yunan
dunyasi ¢alismalari icin Uretilmis araglar cogunluktadir.

1. Perseus Project

2. Pleiades Project

3. Pelagios Common

4. Homer Multitext Project

5. Ancient World Mapping Center

6. Orbis -Stanford Geospatial Network Model of the Roman World
7. Attic Inscriptions

8. Trismegistos

1. Perseus Projesi: Planlanmaya baslandigi yil olan 1985 yilindan beri, Perseus Dijital KUtUphane Projesi,
kutuphaneler cevrimici sisteme gectiginde neler olabilecedi konusunda ¢alismalar yuritmustur. Perseus,
alandaki arastirmacalar tarafindan, aga bagh bir dinyadaki dijital koleksiyonlarin olanaklarinin ve
zorluklarinin arastirilabildigi pratik bir deney alani olarak gérulmektedir. Yillar boyu sUren arastirmalarin
bir parcasi olarak gelistirilen koleksiyonlarini ve hizmetlerini sergileyen bir web sitesi vardir. Dijital
kUtuphane sisteminin yazilimina iliskin kodlar ve gelistirilen koleksiyonlarin cogu erisime acik haldedir.28

Perseus'un 1987'den beri gelistiriimekte olan ana koleksiyonu, Greko-Romen dunyasinin tarihini, edebi-
yatini ve kultirinu kapsar. Misyonu, mimkun oldugunca cok sayida dil ve kulttrel gegmise uyarlanmis
bilgi saglayarak, insanhdin tam kaydini her insan i¢cin mimkun oldugunca erisilebilir hale getirmeye
yardimcli olmaktir. Perseus Projesi'nin ¢alismalari, Akdeniz dinyasinin en yaygin Ug klasik dili olan Yunanca,
Latince ve Arapc¢a'ya odaklanmaktadir.2®

Proje icindeki arastirmalar Ug erisim kategorisinde incelenebilir. Bunlar; insanlar tarafindan okunabilen
bilgi, makine ile islem yapilabilen bilgi ve makine tarafindan Uretilen bilgiler olmak Uzere U¢ ana
basliktadir. insanlar tarafindan okunabilen giinimuz tipik kitiphane sisteminin dijital versiyonudur.
Dogrudan temas yerine bu bilgi kaynaklariyla dijital temas saglanir. ikinci kategori olan makine ile islem
yapllabilen bilgide, veriler Uzerinde calisiimaya baslanir. Katalog kayitlari, ansiklopedik makaleler, s6zlUk
bilgileri gibi verilerin Uzerinde yapilan ¢alismalar bu kategoriye girer. Makine tarafindan Uretilen bilgi ise,
yazilimin istenen kriterlere gére kullanici icin sonug Urettigi bir calisma olarak gérulebilir. Ornegdin,
sozlukte Latince bir kelimenin anlami arandiginda ya da o kelimenin gectigi butun kaynaklarda geviriler
bulunmasi durumu makine tarafindan Uretilen bilgidir. Bu kategori altindaki yazilim, kelime ve kelime
o6begdi cevirisi gibi daha ince ve ayrintili bilgileri isler. Makine tarafindan Uretilen bilginin, insan tarafindan
okunabilen bilgiden farki, mevcut bilgileri analiz ederek otomatik sistemlerle yeni bilgiler Gretiyor
olmasindan kaynaklanir.

Proje icindeki arastirmalar Ug erisim kategorisinde incelenebilir. Bunlar; insanlar tarafindan okunabilen
bilgi, makine ile islem yaplilabilen bilgi ve makine tarafindan Uretilen bilgiler olmak Uzere Ug¢ ana baslik-
tadir. insanlar tarafindan okunabilen giiniimuz tipik kitliphane sisteminin dijital versiyonudur. Dogrudan
temas yerine bu bilgi kaynaklariyla dijital temas saglanir.

27 Revellio, 2015 s3.
28 http:/perseus.tufts.edu
29 http./perseus.tufts.edu/




ikinci kategori olan makine ile islem yapilabilen bilgide, veriler Gizerinde calisiimaya baslanir. Katalog
kayitlari, ansiklopedik makaleler, s6zltUk bilgileri gibi verilerin Gzerinde yapilan ¢alismalar bu kategoriye
girer. Makine tarafindan Uretilen bilgi ise, yazilimin istenen kriterlere goére kullanici icin sonug Urettigi bir
calisma olarak gérulebilir. Ornegin, sézllkte Latince bir kelimenin anlami arandiginda ya da o kelimenin
gectigi butun kaynaklarda geviriler bulunmasi durumu makine tarafindan Uretilen bilgidir. Bu kategori
altindaki yazilim, kelime ve kelime 6begi cevirisi gibi daha ince ve ayrintili bilgileri isler. Makine tarafindan
Uretilen bilginin, insan tarafindan okunabilen bilgiden farki, mevcut bilgileri analiz ederek otomatik
sistemlerle yeni bilgiler Uretiyor olmasindan kaynaklanir.

Perseus Projesi, bu kategorilerin igcinde pek ¢ok farkli hizmeti kullanicilarina sunar. Latin Word Study Tool3°
ile ceviri kolayhgi saglamakta ya da LCL'nin3! butun ciltleri ve belli bash eskicag bilimlerine iliskin kitaplarin
hepsinin dijital versiyonlarini barindirmaktadir.

2. Pleaides: Pleiades, bir topluluk tarafindan insa edilmis bir dizin ve antik yerlerin grafigidir. Antik yerler
ve mekanlar hakkinda onaylanmis bilgiler yayinlayarak, bu bilgileri acgik lisans yasal ¢cercevesi icerisinde
icerik bulma, goéruntuleme ve yeniden kullanma igin benzersiz hizmetler saglar. Yalnizca bireysel
kullanicilar icin degil, ayni zamanda arama motorlari igin ve beseri bilimler 6gretim ve arastirmalarini
destekleyen genisleyen sayisal arastirma ve gorsellestirme araclari dizisi i¢in yayinlar.32

icinde su anda 37,270 adet lokasyonun kayith oldugu interaktif bir harita ile kullanicilarina bu haritada
sectikleri herhangi bir noktanin, enlem-boylam bilgisini, lokasyonun tarih boyunca kullaniimis olan
isimlerini ve daha ileri seviyede referanslar icin bazi kaynaklari sunar. Oldukga kapsamli bir proje olan
Pleaides, génullulerin katkisina da aciktir. Ulkemizde bu projeye benzer olarak, ézel bir girisim olan
Turkiye'nin Antik Kentleri-Ancient Cities Turkey adl 2017 yilinda yapilmis bir calismada Turkiye'de bulunan
140 adet antik kentin konumlari ve bu kentlerle ilgili bazi kisa bilgilerin linklerinin paylasildigi bir websitesi
bulunmaktadir.33

3. Pelagios: Pelagios Commons, Beseri Bilimlerde Baglantili Agik Cografi Veriler icin olusmus bir

topluluk ve altyapidir. Baglantili Veriler (Linked Data), ortak bir noktalari olan ¢evrimici kaynaklari birbirine
baglamanin bir yoludur. Bir dereceye kadar bu, standart HTML linkleri ile zaten gerceklesir, ancak bunlar
belirli belgeler arasinda yalnizca tek yonlU baglantilar saglar. Baglantili Agik Verinin (Linked Open Data)
arkasindaki teknolojiler, belirli bir konseptle ilgili icerik kiimeleri arasinda ¢ok tarafli baglantilar olusturan
meta baglantilar sunulmasini saglar. Pelagios projesinde bu data akisi cografi oldugundan (dolayisiyla
cografi veriler), Pelagios tarinsel materyalleri belirli yerlere ve ortak referanslari araciliiyla da birbirlerine
baglar.

Pelagios Commons, tarihsel bilgileri ve mekanlari birbirleri ile iliskilendirmekle ilgilenen herkesin bu surece
dahil olmasini saglayan hem online forumlar hem de etkinlikleri sunar. Pelagios Commons, ge¢cmisle ilgili
cevrimici kaynaklari birbirine baglamay1 amaclayan daha genis bir proje sisteminin de parcasidir.34

30 [ gtin Word Study Tool: Latince kelimelerin ingilizce karsiliklarinin ve Latince gramere uygun sekilde
cekimlerinin gosterildigi, bu kelimelerin agiklamalarinin bulundugu online sézlUklere ulasim saglayan
sézluk-kisayol aract.

31| CL (Loeb Classic Library): Antik Yunanca ve Latince klasiklerin 1912 yilindan itibaren yayimlanmaya
basladigr seri.

32 http:/pleiades.stoa.org

33 Ayrintili bilgi icin bkz: https./blog.cemunalan.com.tr/2017/08/28/turkiyenin-antik-kentleri/

34 http:/pelagios.org



Pelagios'un savundugu durusa gore; web gibi, Baglantili Agik Veriler de merkezi olmayan hale getir-
ilmelidir. Yani, herkes bir seye katkida bulunur ve perde arkasindaki her seyi kontrol eden bir merkezi
sistem yoktur. Bununla birlikte, her seyin bir arada ve glzel bir sekilde ¢calismaya devam etmesine yardimci
olmak igin, insanlarin baglantilar olusturmasina ve bunlari kullanmasina yardimci olacak araglara ve
hizmetlere ihtiyag¢ vardir.2® Bu yuzden sifirdan bir sistem olusturmaktan ziyade var olan sikintilari ele
almaya odaklanmislardir.

Katkilar su Ucretsiz kaynaklari da icermektedir; ge¢mis metinlerde, haritalarda ve tablolarda atifta
bulunulan yerleri Baglantili Agik Veri olarak tanimlamayi, kaydetmeyi ve disa aktarmayi kolaylastiran bir
arac olan Recogito; belirli yerlerle ilgili topluluk tarafindan secilmis icerigi bulmanizi saglayan bir arama
hizmeti olan Peripleo.3é

Pelagios Commons, belirli tarihsel donemlere adanmis ¢ok sayida ¢alisma grubunun faaliyetleriyle, tarihi
cografyayi kesfetmek ve temsil etmek icin yeni araglar, hizmetler ve kaynaklar yaratarak ¢alsir. Bu ¢alisma
gruplari, ayni zamanda, bir komite araciligiyla Pelagios'un yonetiminde énemli bir rol oynamaktadir.
Uluslararasi atdlye ¢alismalar dizenlemek ve haritalar, veri kimeleri veya yazilimlar gibi kaynaklar olustur-
mak igin fonlara erisimleri vardir.37

4. Homer MultiText Homer MultiText projesi, ilyada ve Odessia’nin metinsel aktarimini, tarihsel bir cerceve
icerisinde sunmayl amaglamaktadir. Bu tur bir cerceve, uzun sureler boyu pek cok defa degisimden gecen
sozIU anlatimin karmasik baglamini aktarabilmek ici gegerlidir. Bu degisimler, Homeros'un da metinlerinde
bahsettigi Uzere, cok farkli tarihsel baglamlar icerisinde degerlendirilmelidir. Homer Multitext projesi bu
baglamlari senkronize ve art zamanli olarak sunar.?® Cesitli alanlarda dijital yayinlar icin gelistirilmis mevcut
en iyi uygulamalardan ve acik kaynak standartlarindan yararlanan teknolojiyi kullanan Homer Multitext, bir
metin ve goruntu kitapligina Ucretsiz erisim sunar ve bu kitapliktaki okuyucularin Homerik gelenegi
kesfetmesine, onunla ilgilenmesine olanak taniyan dizinler ve araglar saglar.

Homer Multitext, klasik 6ncesi ddnemden orta cag dénemine kadar bin yildan fazla bir stredir evrim
geciren Homerik metin geleneginin tam tarihsel gercekligini aktarmaktadir. Homer'in eserlerinin
elektronik ve web tabanli bir baskisidir. Herhangi bir sayidaki metinsel varyantlari isleme kapasitesi sinirsiz
olan Homer Multitext'in elektronik formati, Homeros'un okuyucularina tarihi ilyada ve Odessia'nin ortaya
cikmasini saglayan bircok farkli asamayi analiz etme firsati sunar. Homer Multitext, Homerik aktarim
kaynaklarinda (papirUslerde, eski alintilarda ve orta ¢ag el yazmalarinda) kanitlanmis metinsel varyasyonlari
izleyerek, kullanicinin Homerik gelenegini metinselliginin en erken asamalarini yeniden insa etmesini
saglar.

Homeros arastirmalarindaki cogu uzman sézlU bir gelenegin ilyada ve Odysseia'yi sekillendirdigini kabul
etse de bu destanlarin nasil yazili metinler haline geldigi bilinmemektedir. Ancak sézlU bir gelenegdin
devami oldugu bilindiginden, sozIU siirin tipik 6zelligi olan varyasyon, performanslarin transkriptleri yazih
olarak kaydedilse bile sistemle birlikte devam etmistir ve hatta bu performanslar, zaman gectikge perfor-
mans icinde kompozisyon tekniklerinden ¢ok senaryolara dayanmistir. Bu durum siirin hayatta kalan en
erken dénemlerinde en fazla gesitliligi gosterir. Bununla birlikte, zamanin gegcmesiyle, metin gittikce daha
sabit hale gelir ve sonunda s6zlU gelenek, metinsel gelenegde devredilir. Ancak metin geleneginde hala
farkhhklar gérmek mumkunduar. Cunkl yazil kaynaklar degiskenlik gostermeye devam etmektedir ki bu,
sabit bir metin haline gelmeden énce Homeros gelenedinin yUzyillar boyunca kullanilan araci olan sézlU
siir olan sisteminin devam eden isleyisinin kesin bir isaretidir.3°

35 http:/pelagios.org
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Hem dilbilimcilerin, hem edebiyatcilarin pek ¢ok sekilde faydalanabilecedi bir ara¢ olan Homer Multitext,
ileri seviyede edebi incelemelerde ya da s6zlU kaynaklarin yazili kaynak haline getirilirken ugradiklari
degisimlerinin gézlemlenmesi gibi pek ¢cok konuda kullanilabilir.

5. Ancient World Mapping Center (AWMC) Antik Diinya Haritalama Merkezi: Antik DUnya Haritalama
Merkezi, North Carolina Universitesi'nde disiplinler arasi bir arastirma merkezidir. Merkez, yenilikci ve is
birligine dayali arastirma, 6gretim ve toplumsal sosyal yardim faaliyetleri yoluyla antik cag arastirmalari
alaninda temel disiplinler olarak haritacilik, tarihi cografya ve cografi bilgi bilimini tesvik eder.4®

Merkez, antik ¢ag arastirmalari baglaminda haritacilik, tarihi cografya ve cografi bilgi bilimi ile ilgili
projelerde yer alan (veya disUnen) akademisyenlerden, yazarlardan, egitimcilerden, 6grencilerden ve
genel halktan taleplere agiktir. AWMC, bu tur projelerle is birligi icinde tartisma, rehberlik, bilgi alisverisi,
isbirligi ve kartografik ve bibliyografik kaynaklara erisimi kolaylastirma konusunda c¢alismaktadir.4?

AWMC, Yunan ve Roma Dunyasinin dénUm noktasi olan Barrington Atlasi’'ni Ureten Klasik Atlas
Projesi'nin calismalarini sirdtrmektedir.42 2000 yilinda atlasin basili baskisinin yayinlanmasiyla,

merkez, yalnizca atlasin ¢alismalarinin devamina degil, ayni zamanda eski Akdeniz diinyasi cografyasina
odaklanan bir arastirma gindeminin ilerletilmesine adanmis bir enstitl olarak ¢calismalarina devam
etmistir. Merkez, kendi bagimsiz arastirma projelerini tesvik etmekte ve ayrica akademik yayin Uzerine
haritalar Uretmek icin akademisyenlerle isbirligi yapmaktadir. AWMC, Pleiades ile ortaklasa antik dUnya icin
cografi veri setini (hem kulturel hem de fiziksel) iyilestirmeye devam etmektedir.*3

Bir kurum projesi olarak baslamis oldugundan daha belirli sinirlar icerisinde gelismis bir ¢calisma olan
AWMC, Cografya, Cografi Bilgi Sistemleri (GIS), Haritacilik ¢calismalari gibi pek cok alanda fayda
saglamaktadir. Belli bir doneme ait toprak sinirlarini gértnttlemek ve o bdlgeleri haritalandirmak gibi
ciktilar veren bir projedir.

6. ORBIS (The Stanford Geospatial Network Model of the Roman World): Bu proje, antik cagda cok
cesitli farkli seyahat turlerini modeller ve bu seyahatlerin zaman maliyetini ve mali harcamasini hesaplayip
yeniden yapilandirabilir. Model, Roma imparatorlugu'ndaki hareketi cerceveleyen dev sehirler, yollar,
nehirler ve deniz yollari aginin basitlestirilmis bir versiyonuna dayanir. Genel olarak MS 200 civarindaki
kosullarin géruntulendigi modelde, ge¢ antik donemde olusturulmus birkag alan ve yol da

bulunmaktadir. Model, cogu kentsel yerlesim yerinin yani sira 6nemli daglari ve dag gecitlerini de iceren
632 sehirden olusmakta ve 10 milyon kilometre kareye yakin kara ve deniz alanini kapsamaktadir. 301 sehir,
deniz limani olarak hizmet vermektedir. Temel yol agi, 28.272 kilometre nehir ve kanallarla tamamlanan
84.631 kilometrelik yol veya ¢4l parkurunu kapsamaktadir.+4

Sekil 2 ORBIS'te bazi deniz kara ve deniz yolu glizergahlari érnegi
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43 N.J: Princeton University Press.
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ORBIS'te deniz, kara ve akarsu yolculugu gibi farkli yolculuk turlerinde, baslangi¢ ya da varis noktasi

olan sehirler arasinda farkl hava durumlarinda, farkli agirliklarla, farkli yolculuk yontemlerini géz 6ntunde
bulundurarak farkli modellemeler gergeklestiriimektedir. Bu, ayni zamanda tarih disiplinin bir noktaya
kadar deney yapilabilir bir alan olmasini saglamaktadir. Bununla ilgili yapilmis ¢calismalardan bir tanesi
Julius Caesar’in Galya seferindeki rotasinin modelleme ile ¢ikarilmasi, teyit edilmesi veya yanlislanmasidir.4>
Bu belirlenmis alanlar icinde veriler ile birlikte dustnebilen her turli modelleme ya da simulasyon
yapilabilir. Bir noktadan bir noktaya dogru seyahatin farkli varyasyonlarla yapilan hesaplamalariyla ayni
zamanda o dénemin ekonomik kosullari icerisinde masraflar da hesaplanilabilmektedir. Bu da ORBIS'in
hem cografi hem de ekonomik bir dijital araci olmasini saglar.«é

7. Attic Inscriptions: Bu web sitesi 2012 yilinda Stephen Lambert tarafindan olusturulmus ve Atina'nin M.O.
352/351 ile 322/321 tarihlerine dayanan 281 yazili kanun ve kararnamenin tercimeleriyle (IG 113 1, 292-572)
aciimistir.47 Zamanla yazitlar hakkinda, agiklayici notlar ve destekleyici akademik makaleler gibi daha

fazla bilgi ile birlikte daha fazla ¢eviri eklenmektedir. Yilda 4 kere yeni materyal yayinlanmasi
hedeflenmektedir.8

Mart 2017'de ceviri sayisi 1000'i asmis olan sitenin ana amaci Atina ve Attika'nin toplamda 20.000'i asmis
tum yazitlarini dahil etmektir. Ancak yeni IG ciltlerine, temel metinlere ve yazitlara veya 6zellikle arastirma
ve 6gretim icin kullanigli olan yazit gruplarina da dncelik verilmektir.

Makalede incelenen diger projelerle kiyaslandiginda, Attic Inscriptions sadece Yunanca yasalarin
incelendigi ve zaman araligi belli olan ve inceleme sinirlar oldukga iyi gizilmis bir calismadir. Bu ¢alisma
Klasik Filoloji, Hukuk ve Tarih gibi pek cok konuda bilim insanlarina yardimci olan bir aragtir. Proje ayni
zamanda Yunanca metinler, resimler, haritalama gibi konularda Pleadis projesi ile de is birligindedir.

8.Trismegistos: Yunan din ve felsefesinde de 6nemli bir rol oynayan Misir bilgelik ve yazi tanrisi Thoth'un
Unlu sifatiyla anilan Trismegistos [TM], Antik dUnyadan, 6zellikle ge¢ donem Misir ve Nil vadisinden (kabaca
M.O. 800-M.S. 800) metinlerin incelenmesinde dil ve disiplin engellerini asmayi amaclayan bir platformdur.
TM'nin temel bileseni, su anda 727.753 adet giriden olusan Trismegistos Metinleridir. Veritabani 2005 yilinda
olusturuldugunda, Greko-Roman Misir'dan yayinlanmis papirolojik belgeler hakkinda bilgi (meta veriler)
saglamaya odaklaniimistir.

Misirbilimde papirUs ve yazitlar arasinda bir disiplin siniri olmadigindan, TM ayrica tim epigrafik
materyalleri de ekleyerek genisletilmistir. Calismada veriler, dijital ortamda yayinlanmis ve yayinlanmamis
arasindaki ayrim gudulmeden paylasilmaktadir.4®

Boylece Trismegistos antik caglardan kalan tum metinler hakkinda bilgilerin bulunabilecegi ve kulturler
arasi ve diller arasi arastirmayi kolaylastiran bir platform olma yoninde gelismektedir.5° Hem cografya hem
de zaman sinirlari olan bir proje olan Trismegistos; Epigrafi, Filoloji, Papiroloji gibi pek ¢ok bilim dalinin hem
ortaklasa olusturdugu hem de ortaklasa faydalanabilecedi bir projedir.
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Sonuc¢

“Web, teknik oldugu kadar insani bir fenomendir. Kaynaklari birbirine baglamayi éneren herhangi bir
girisim, dogasi geregi sosyaldir.”s1 Ulasma ihtiyaci duyulan bilgilere, toplumsal bellegin ve bilginin nesnel
aktarim araci olan kitaplar ya da el yazmalari gibi aracglarla ulasma zorunlulugu iste tim bu gelismeler
sonrasinda, yavas yavas ortadan kalkmaktadir. Yazinin yerine videolar ya da sesi algilayan ve bunlari
kelimelere donduren bilgisayar programlari ge¢cmektedir. Bdyle bir diinyada, bilim ve kultur ¢alismalarinda
da kullanilabilen bu kolaylik neden eskigag tarihi incelemelerinde kullaniimalidir.

Dijital Humanities bashgi altinda incelenmek istenen Digital Classics, eskicag tarihi, klasik arkeoloji, klasik
ddénem sanati ve mimarisi, cografya, epigrafi, el yazmasi ¢alismalari, nUmizmatik, paleografi, papiroloji ve
prosopografi gibi bilimleri de icine alir. Sadece eski¢ag tarihi diyerek bu kavrami sinirlamak mumkun
degildir ve bu sekilde acgiklamaya ¢alismak da kavrami eksik birakir. Digital Classics, sosyal ve sayisal-tum
bilim dallarinin hem faydalanabilecegi hem de katkida bulunabilecegi calismalar uretir.

Rome Wasn't Digitazed in a Day, adli kitabinda Alison Babeu, makalede bahsedilmis olan projelerden
bazilarini da ele almis ve bu projeleri dijital kitUphaneler, siber altyapi ¢alismalari ve buyuk ¢aplh projeler
gibi farkli basliklar altinda incelemistir. 2011 yilinda yayimlanmis olan ¢alismadan gunUimuze kadar gegen
9 yil, bu alanin belki de tek handikapli yanini gdsterir. Bu handikap, bilgi caginda bulunuyor olmaktan ve
sanal ortamda durmaksizin dolasima yeni verilerin girmesi ve gun gectikce veri miktarinin artmasindan
kaynaklanmaktadir. Bundan kaginmak icin, strekli aramak ya da surekli ilgileniyor olmaya devam etmek
gerekmektedir.

Turkiye'de Classics olarak adlandirilan “Klasikgilik” kavramina iliskin ayrim gelismis durumda degildir. Zira
yuksekogretim kurumlarinda bu ayrim Kilasik Filoloji, Eskicag tarihi, Misir calismalari, Asur ¢calismalari gibi
bolumsel sekildedir. DUnyada Digital Humanities kursuleri ya da Digital Classics kursuleri 2000'li yillarin
basindan itibaren kurulmaya baslamissa da Turkiye'de sosyal bilimlerin dijital araglardan faydalanma sureci
biraz daha yavas ilerlemektedir. Turkiye'de hem Dijital Beseri Bilimlerle ilgilenen kisilerin iletisim kurabi-
lecedi bir ag olmamasi hem de bu tip projelerin kolay fonlama bulamamasi bu alanin Glkemizde hizli
gelismemesinin sebeplerinden biri olabilir.

Bu calismanin uzun vadede sunacadi katki, 6grencilerin ya da arastirmacilarin bu araglardan
faydalanmasi ya da belki bu araclarin varligindan haberdar olarak bunlarin Turkiye cografyasi icin
kullanilabilir versiyonlarinin tretilmesidir. Bu hem arastirmacilar hem égrenciler hem de konu ile ilgisi
olan ya da Turkiye'nin sadece antik kentlerini gérmek isteyen insanlar icin oldukga faydali olabilir. Bunun
gerceklesmesi icin kurumlarin bu konulara iliskin katkida bulunmalari ve 6n ayak olmalarina ihtiyag vardir.
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