Digital Transformation and Innovation:
Abstracts of 4th International New Media Conference
(April 25-26, 2019, Istanbul, Turkey)

&

Dijital Déniisiim ve Inovasyon:

4. Uluslararasi Yeni Medya Konferansi Bildiri Ozleri
(25-26 Nisan 2019, Istanbul, Tiirkiye)

Editorler / Editors
Dr. Ogr. Uyesi / Asst. Prof. Dr. Deniz AKCAY
Dr. Ogr. Uyesi / Asst. Prof. Dr. Eren EFE
Ars. Gor. / Res. Asst. Emre YUKSEL

Istanbul Gelisim University Press
istanbul Gelisim Universitesi Yayinlari
2020



Istanbul Gelisim Universitesi (IGU) Yayin Kurulu'nun 12/09/2019 tarih ve 2019/03 sayili
toplantisinda alinan 2019/03-2 numaral karari, IGU Yayin Kurulu Baskanhgi’'min 13/09/2019
tarih ve 65460130-199- E.9658 sayili yazisi ile IGU Yonetim Kurulu'nun 13/09/2019 tarihinde
yapilan 2019/15 numaral toplantisinda alinan 11 numarah karar uyarinca Universitemiz

iISTANBUL

GELISIM
UNIVERSITY

Yayinevi tarafindan yayimlanmasina karar verilmistir.

Address:

Phone:
Fax:

E-mail:
Web site:
Facebook:

Twitter:

© Istanbul Gelisim Universitesi Yayinlari
© Istanbul Gelisim University Press
2020
Her hakki sakhidir.
All rights reserved.

Sertifika Numarasi / Certificate Number: 23696
ISBN: 978-605-4827-60-2
iGU Yayin Numarasi / IGU Press Number: 71

Yayina Hazirlayan / Prepared by
Ahmet Senol ARMAGAN

Kapak Tasarimi / Cover Design
Ozgiir KIYAK

Istanbul Gelisim University Cihangir Mah. Sehit Jandarma
Komando Er Hakan Oner Sk. No: 1, 34310 Avcilar / Istanbul /
TURKEY

+90 212 42270 00

+90 212 422 74 01

iguyayinlari@gelisim.edu.tr

www.gelisim.edu.tr
iguyayinlari

IGUYayinlari

ii



Boards / Kurullar

Honorary Board / Onur Kurulu

Prof. Dr. Burhan AYKAC (Rector of Istanbul Gelisim Universty)

Coordinator-Secrataries

Asst. Prof. Dr. Deniz AKCAY (Department of New Media, Istanbul Gelisim University)
Asst. Prof. Dr. Eren EFE (Department of New Media, Istanbul Gelisim University)
Res. Asst. Emre YUKSEL (Department of New Media, Istanbul Gelisim University)

Members of Organizing Committee

Asst. Prof. Dr. Deniz AKCAY (Department of New Media, Istanbul Gelisim University)

Asst. Prof. Dr. Semiha Umit ARAT (Department of New Media, Istanbul
Gelisim University)

Prof. Dr. Burhanettin Aykut ARIKAN (Department Chairman of New Media, Istanbul
Gelisim University)

Assoc. Prof. Miizeyyen Sevtap AYTUG (Department Chairman of Cinema and
Television, Faculty of Fine Arts, Istanbul Gelisim University)

Prof. Dr. Mehmet Erdal BALABAN (Department of Management Information
Systems, Istanbul Gelisim University)

Asst. Prof. Dr. Eren EFE (Department of New Media, istanbul Gelisim University)

Lecturer Sonia LOTFI (Department of Cinema and Television, Istanbul Gelisim
University)

Prof. Dr. Kiirsat YALCINER (Dean Faculty of Economics, Administrative and Social
Sciences, Istanbul Gelisim University)

Res. Asst. Merve VURAL (Department of Management Information Systems,
Istanbul Gelisim University)

Res. Asst. Emre YUKSEL (Department of New Media, Istanbul Gelisim University)

Scientific Committee

Asst. Prof. Dr. Deniz AKCAY (Department of New Media, Istanbul Gelisim University)

Prof. Dr. Burhanettin Aykut ARIKAN(Department Chairman of New Media, Istanbul
Gelisim University)

Assoc. Prof. Miizeyyen Sevtap AYTUG (Department Chairman of Cinema and
Television, Faculty of Fine Arts, Istanbul Gelisim University)

Prof. Dr. Burhan CIL (Department of Management Information Systems, Istanbul
Gelisim University)

iii




Prof. Dr. Mehmet Erdal BALABAN (Department of Management Information
Systems, Istanbul Gelisim University)

Prof. Dr. Jana O 'Keefe BAZZONI (Department of Communication Studies , Weissman
School of Arts & Sciences Baruch College, CUNY New York)

Prof. Dr. Dawn O. BRAITHWAITE (Department of Communication Studies,
University of Nebraska)

Prof. Dr. Pier CAPUCCI (Academiadi Belle Art di Urbino, University of Plymounth)

Asst. Prof. Dr. Eren EFE (Department of New Media, Istanbul Gelisim University)

Prof. Dr. Durdu KAmuran GUCLU (Dean of Faculty of Fine Arts,Istanbul Gelisim
University)

Assoc. Prof. Mohammad KHAZAIE (Department of Fine Art, Tarbiat Modares
University)

Prof. Dr. Alireza Hejberi NOBARI (Archeology, Social Scince Department, Tarbiat
Modares University)

Assoc. Prof. Hyojung SEO (SADI - Samsung Art and Design Instute)

Asst. Prof. Dr. Hanzade URALMAN (Head of Public Relations Department, Istanbul
Okan University)

Asst. Prof. Dr. Lubna ZAHEER (Institue of Communication Studies, University of the
Punjab)

iv



Rector’s Foreword

In the age we live in, digital transformation and innovation have become key concepts.
The developments in the areas of technology and communication in recent years have
created important changes in the behavior and action of the society and the
individual. These developments have not only affected the individual but automation,
artificial intelligence, big data, new media and robotics techonologies have seen rapid
changes as well.

As a result of these changes, traditional jobs have been changing and new jobs have
been created. Digitalization and innovation concepts have become more important in
an era where competition increased. New strategies are being applied along with
digitalization and innovation in order to increase efficency. We should keep in mind
the fact that these concepts must be sustainable.

We, at Istanbul Gelisim University, aim to pioneer developments in this field along
with understanding the developments in the social and economic fields.

[ believe this coference would make an important contribution to the field with
regards to digital transformation and innovation. We are happy to organize our fourth
conference this year and I would like to thank our staff from New Media and Cinema
and Television departments for their hard work.

Prof. Dr. Burhan AYKAC

Rector



Rektor’iin Onsozii

Dijital donlisiim ve inovasyon i¢cinde bulundugumuz dénemin kilit kavramlari olarak
one c¢ikmaktadir. Teknoloji ve iletisim alaninda son yillarda yasanan gelismeler,
bireylerin ve toplumlarin diisiince ve hareket bicimlerinde o6nemli farkliliklar
yaratmistir. Yasanan bu gelismeler yalnizca bireyleri etkilemekle kalmamais; 6zellikle
otomasyon, yapay zek3, biiylik veri, yeni medya, artirllmis gerceklik ve robotik
teknolojilerinde yasanan hizli degisimle birlikte is siirecleri de 6nemli degisimler
gecirmistir.

Bu degisimin onemli sonuclarindan birisi olarak bir taraftan geleneksel isler bigim
degistirmekte, diger yandan yeni is alanlar1 ve ¢alisma iliskileri ortaya ¢ikmaktadir.
Rekabetin her gecen giin daha da arttigl giinlimiizde dijitallesme ve inovasyon
kavramlar1 6nemini arttirmakta ve kurumlardan bu doniisiime uygun stratejiler
gelistirmeleri beklenmektedir. Dijital doniisiim ve inovasyon siireclerini kullanarak
kurumlarin nasil verimlilik artis1 ve siirdiiriilebilirlik saglayacaklar1 6nemli bir
glindem olarak o6ntimiizde durmaktadir. Bu gelismelerin siirdiiriilebilir olmasina
bilim camiasi olarak 6zen gostermeliyiz.

Istanbul Gelisim Universitesi olarak dijital doniisiim ile birlikte toplumsal ve
ekonomik alanda yasanan degisimi anlamanin yani sira, bir sonraki doénemi
olusturacak gelismelere 6nctiliik etmeyi hedeflemekteyiz.

Akademik camia ve meslek profesyonellerini bir araya getiren, dijital doniisiimiin ve
inovatif stireclerin farkli sektorlerdeki etkilerinin tartisildigi konferansimizin bu
alana o6nemli katkilar yapacagina inanmaktayim. Bu yil dordincisiini
diizenlemekten mutluluk duydugumuz konferansimizin hazirlanmasinda emegi
gecen Yeni Medya ve Sinema ve Televizyon boliminde goérevli akademisyen
arkadaslar1 kutluyor ve basarilarinin devamini diliyorum.

Prof. Dr. Burhan AYKAC

Rektor
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Dean’s Foreword

The theme of this year's International New Media Conference, which has been
organized by the Department of New Media, Faculty of Economics, Administrative and
Social Sciences since 2015, is digital transformation and innovation. The purpose of
the conference; to follow the developments in the field of digital transformation and
innovation and to contribute to the academic studies in this field.

Today, the effects of digital transformation are seen in many other areas such as
education, health, industry, agriculture, transportation, finance and retail. Like as web
2.0 technology, mobile, broadband internet, cloud computing, digital media, big data,
artificial intelligence, augmented reality, wearable technologies, the Internet of
objects, 3D printers, which are coming with digital transformation as a Revolution
and starts a whole a new area.

The fact that everyone has access to information in a very comfortable way
necessitates the institutions to handle information more effectively, more efficiently
and with a holistic approach on the axis of technology in line with the changing social
needs. Given the fact that robots will take up routine work in the future, it is not
enough to have a diploma; people who can add value, develop and implement
innovative ideas and who have high social skills will become more preferable in
business life.

In the following process, Istanbul Gelisim University will continue to be a university
that follows the developments in the field of digital transformation and continues to
contribute to both the academic and professional world.

Prof. Dr. Kiirsat YALCINER
Dekan
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Dekan’in Onsozii

Istanbul Gelisim Universitesi iktisadi, idari ve Sosyal Bilimler Fakiiltesi Yeni Medya
boliimiintin 2015 yilindan beri diizenledigi Uluslararasi Yeni Medya Konferansinin bu
yilki temasi dijital doniisiim ve inovasyondur. Konferansin amaci; dijital dontlistim ve
inovasyon alanindaki gelismeleri takip etmek ve bu alandaki akademik ¢alismalara
katki saglamaktir.

Dijital dontlisiimiin etkileri giiniimiizde egitim, saglik, sanayi, tarim, ulastirma, finans
ve perakende gibi aklimiza gelebilecek daha bir¢ok alanda karsimiza ¢ikmaktadir.
Web 2.0 teknolojisi, mobil, genis bant internet, bulut bilisim, dijital medya, biiytik veri,
yapay zeka, artirllmis gerceklik, giyilebilir teknolojiler, nesnelerin interneti ve 3
boyutlu yazicilar gibi dijital doniisiim teknolojilerinin getirdigi devrim niteligindeki
yeniliklerle artik yepyeni bir donem baslatmistir.

Bilgiye artik herkesin c¢ok rahat bir sekilde erisebilmesi, kurumlarin degisen
toplumsal ihtiyaclar1 dogrultusunda bilgiyi daha etkin, daha verimli ve teknoloji
ekseninde biitiinciil bir yaklasimla ele almalarini zorunlu kilmaktadir. Gelecekte
insanlarin  rutin  yapabilecegi isleri robotlarin alacagi g6z Onilinde
bulunduruldugunda, sadece diplomaya sahip olmak yeterli olmayacak; deger
katabilen, yenilikgi fikirler gelistirip bunlar1 uygulayabilen, sosyal becerileri yliksek
kisiler is hayatinda daha tercih edilebilir hale gelecektir.

Bundan sonraki siirecte de istanbul Gelisim Universitesi, dijital déniisiim alanindaki
gelismeleri takip eden, gerek akademik gerekse de profesyonel diinyaya katki
saglamaya devam eden bir iiniversite olmaya devam edecektir.

Prof. Dr. Kiirsat YALCINER

Dean
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Foreword of Editors

Contrary to the expression ‘'media’ in its name, the new media that affects not only the
media but also from health to finance, from cultural studies to engineering, is a
phenomenon that needs to be evaluated with different fields and different
perspectives. As a return of the broad domain; The number of people who focus on
new media both sectorally and academically is increasing day by day. For this reason,
the 4th New Media Conference was held under the title of Digital Transformation and
Innovation.

The use of new media in different disciplines is transforming in the light of digital
developments in the world. New media, by nature, does not represent a fixed field,
but updates itself day by day. The impact of different disciplines such as education,
health, culture-art, politics, engineering and the notion of digital transformation was
discussed at the 4th New Media Conference. New Media Conference is important in
terms of its contribution to the field and becoming a tradition.

As the editors, we hope that the New Media Conference, which has become a tradition,
will continue every year in the light of new developments and will allow for scientific
discussions on the field of this multi-disciplinary field.

Asst. Prof. Dr. Deniz AKCAY, Asst. Prof. Dr. Eren EFE,
Res. Asst. Emre YUKSEL
(Editors)
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Editorlerin Onsozii

Isminde yer alan ‘medya’ ifadesinin aksine yalnizca medyay degil saghktan finansa,
kiiltiirel calismalardan miihendislige pek cok farkli alani etkileyen yeni medya, farkl
alanlarla ve farkli bakis acilariyla birlikte degerlendirilmesi gereken bir olgu olarak
karsimiza cikmaktadir. Genis etki alaninin bir getirisi olarak; yeni medya lizerine hem
sektorel hem de akademik olarak yogunlasanlarin sayisi, giin gectikce artmaktadir. 4.
Yeni Medya Konferansi da bu sebeple Dijital Déniisiim ve Inovasyon bashg ile
gerceklestirilmistir.

Farkl disiplinlerdeki yeni medya kullanimi diinyada yasanan dijital gelismeler
151ginda dontsiimiinii gerceklestirmektedir. Yeni medya, dogasi geregi sabit bir alani
temsil etmemekte, giinbegiin kendini giincellemektedir. Egitim, saglik, kiiltiir-sanat,
siyaset, muhendislik gibi farkli disiplinlerin dijital doniisim nosyonundan
etkilenmeleri 4. Yeni Medya konferansinda tartisilmistir. Alana sagladigi katki ve bir
gelenek haline gelmesi a¢isindan Yeni Medya Konferansi, 6nem arz etmektedir.

Editorler olarak temennimiz, artik bir gelenek haline gelmis olan Yeni Medya
Konferansi'nin her y1l yeni gelismeler 1s1g1nda siirdiiriilmesi ve bu pek ¢ok disiplini
bir arada bulunduran alana dair yapilacak olan bilimsel tartismalara imkan
saglamasidir.

Dr. Ogr. Uyesi Deniz AKCAY, Dr. Ogr. Uyesi Eren EFE
Ars. Gor. Emre YUKSEL
(Editorler)
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FACEBOOK'TA MARKA KiSiLiGI BAZLI ILETISIM
CALISMALARINA YONELIK CIFT YONLU ANALIZ

Ayse Beynem URAN*

0z

Dijital iletisim kanallarinin gelisimi ile birlikte yeni medya platformlari; markalar i¢in
pazarlama iletisimi faaliyetlerini uygulayabildikleri 6énemli bir alani olmustur. Dijital
mecralar; tiiketicinin arzu ve isteklerini temel alan biitiinlesik pazarlama iletisimi
anlayisin1 doniistiirerek; tiiketiciyi marka yonetimi siirecine etkilesimli bir bicimde
dahil etmistir. Sosyal medya platformlar;, markanin tiiketicisi ile uzun vadeli ve
duygusal bir bag kurmasina imkan saglamasinin yani sira dostane iliskilerin
gelistirilmesine olanak tanimistir. Marka kimliginin temel bir bileseni olarak
karsimiza ¢ikan marka kisiligi, markanin tiiketicilerine sundugu duygusal degerin
aktarilmasinda kilit bir rol oynamaktadir. Bu baglamda, dijital mecralar marka kimligi
birlesenleri arasinda yer alan marka kisiliginin insa edilmesinde tiiketici ile kurulan
etkilesimli iletisimi one ¢ikarmistir. Sosyal Medya Platformlarinin kullanic1 sayisi
Tirkiye’de 2010 yilindan itibaren artarken; ayni donemde ev testili ve dekorasyon
sektoriinde oOnemli iki marka kiiresel trendlerine uyumlu magazalar zinciri
kurmustur. Boylece, geleneksel ev tekstili anlayis1 doniisiim gecirmis ve daha farkl
hedef kitleleri kapsayacak bir ev dekorasyon Kkiiltiirii olusturmustur. Bu sektorde
faaliyet gdsteren markalarin ¢ogalmasi ile birlikte, bu alanda {iriin gami genislemis ve
birgok markanin triinleri benzer 6zelliklerle tiiketiciye sunulmaya baslanmistir. Ev
tekstili ve dekorasyon trendleri kentsel yasam alanlarinda yogunluk kazanmis ve
magaza sayllarinin ¢ogalmistir. Ayrica, ev tekstil iirtinleri online satis olanaklari ile
ulasilabilir olmustur. Sektér degisik tiliketici kitlelerine hitap etmekle birlikte;
yogunlukla yas araliklar1 degisen kadin tiiketici grubu tarafindan benimsenmesi; ev
tekstili markalarinin pazarlama iletisimi ¢alismalarini, bu hedef kitlenin daha ¢ok
kullandig1 sosyal medya mecralar1 ilizerine yogunlastirmasina neden olmustur.
Boylece, sosyal medya platformlan iizerinde ev tekstili ve dekorasyon markalari
tiiketicileri ile anlik ve cift yonlii bir iletisim bicimi gelistirmeye baslamistir. Bu
stirecte, tiiketiciler de hem birbirleriyle hem de markayla etkilesim icerisine girerek
sanal marka topluluklar1 olusturmustur. Tiirkiye ev tekstili ve dekorasyon
sektoriinde faaliyet gosteren cesitli markalarin yogun olarak kullandigi sosyal medya
platformlar1 arasinda Facebook 6n plana ¢ikmaktadir. Tiirkiye'de yliksek kullanici

* Dr., ABU Sosyal Medya Analiz Danigsmanlik, Istanbul, E-posta: a.beynem@gmail.com

-1-



sayisina sahip ve marka kisiliginin insasina olanak saglayan bir sosyal medya mecrasi
olarak Facebook, ev tekstili ve dekorasyon markalarinin tiiketici gruplar: tarafindan
da yogun olarak kullanilmaktadir. Dolayisiyla sahip oldugu 6zelliklerle, diger sosyal
medya platformlarindan ayrilan Facebook flizerinde, ev tekstili ve dekorasyon
alaninda faaliyet gosteren English Home ve Madam Coco firmalarinin marka iletisimi
calismalar1 marka Kisiligi olusturma silireci temel alinarak analiz edilmistir.
Arastirmanin 6rneklemi icerisine bu sektorde faaliyet gosteren iki markanin dahil
edilmesinin temel nedenleri; iki markanin yakin tarih araliklarinda kurulmasi ve
benzer bir biiylime stratejisi izlemesidir. Bu baglamda calismanin amaci English
Home ve Madam Coco markalarinin Facebook’da yiiriittiikleri etkilesimli marka
iletisimi ¢alismalarinin marka kisiliginin olusumu acisindan benzerlik ve
farkhihklarin1 belirlemektir. Arastirma icerisinde, 6rneklem kapsamina alinan
markalarin Facebook sayfalari tizerinden yiiriittiikleri pazarlama iletisim faaliyetleri,
11-18 Mart 2019 tarihleri arasinda Aaker'in marka kisiligi modeli temele alinarak
nitel ve nicel icerik analizi yontemi ile netnografi arastirma yontemi kullanilarak
incelenmistir. Bu analizde Aaker’in marka kisiligi modeli temel alinarak, tiiketici
yorumlar1 ve etkilesim degiskenleri tizerinden 6rneklem dahiline alinan markalarin
benzerlik ve farkliliklar1 ortaya konmustur.

Anahtar Kelime: Marka Kisiligi, Marka lletisimi, Sosyal Medya, Netnografi

TWO-WAY ANALYSIS for BRAND-BASED COMMUNICATION STUDIES on
FACEBOOK

Abstract

New media platforms with the development of digital communication channels;
marketing communication activities for brands. Digital channels; by transforming the
understanding of integrated marketing communication based on the desires and
wishes of the consumer; has engaged the consumer in the brand management process
interactively. Social media platforms enabled the brand to establish a long-term and
emotional connection with the consumer, as well as the development of friendly
relations. As a fundamental component of brand identity, the brand personality plays
a key role in conveying the emotional value that the brand offers to its consumers. In
this context, it has emphasized the interactive communication that established with
the consumer in the construction of brand personality which is one of the brand
identity components in digital channels. The number of users of Social Media
Platforms increased since 2010 in Turkey. In the same period, two important brands
in the home textile and decoration sector established a chain of stores in line with
global trends. Thus, the understanding of traditional home textiles sector has
undergone transformation and has created a home decoration culture that will cover
different target audiences. With the proliferation of brands operating in this sector,
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the product range has expanded and the products of many brands have started to be
offered to consumers with similar characteristics. Home textile and decoration trends
have increased in urban living spaces and the number of stores have increased. In
addition, home textile products have been accessible with the increase of online sales
opportunities. Although the sector appeals to different consumer groups; with the
adoption by the female consumer groups with varying age ranges; It has led home
textile brands to concentrate their marketing communication efforts on the social
media channels of this target group. Thus, home textile and decoration brands on
social media platforms began to develop instant and bidirectional communication
with consumers. In this process, consumers interacted with each other and with the
brand to create virtual brand communities. For various brands which are operating
ing home textiles and decoration of social media platforms use intensively Facebook.
Turkey as a social media channel that allows the construction of a high number of
users with Facebook and brand personality, brand of home textiles and decoration
are also heavily used by consumer groups. Therefore, the brand communication
activities of English Home and Madam Coco, which are active in home textiles and
decoration, on Facebook, which differs from other social media platforms, are
analyzed on the basis of the process of creating brand personality. The main reasons
for the inclusion of two brands operating in this sector are the establishment of two
brands in recent history and a similar growth strategy. In this context, the aim of the
study is to determine the similarities and differences of the brand personality of the
interactive brand communication activities conducted by Facebook Home and
Madam Coco brands in Facebook. In the research, marketing communication
activities carried out by the brands included in the sample on Facebook pages were
examined between 11-17 March 2019 based on Aaker's brand personality model
using qualitative and quantitative content analysis method and netnography research
method. In this analysis, the similarities and differences of the brands that were
included in the sample based on consumer interpretations and interaction variables
were determined based on Aaker's brand personality model.

Keywords: Brand Personality, Brand Communication, Social Media, Netnography
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YAPAY ZEKA ve DiJITAL MAHREMIYET ILiSKiSININ
SINEMADAKI TEMSILI: EX MACHINA FILMi INCELEMESI

Ayse Duygu ATASOY AKTAS", Ceren BILGICi OGUZ™

0z

Sinema sanat1 her donem i¢inde bulundugu teknolojik, sosyolojik, psikolojik ve
siyasal durumlardan etkilenmistir. Ortaya konulan sinemasal yapitlar
gerceklestirildigi donemlerin dinamiklerini yansitan belgeler niteligi tasimaktadir.
Giiniimiizde yeni iletisim teknolojilerindeki gelismeler sonucunda insanlarin giinliik
hayatlarinda dijital platformlar1 ¢ok sik kullanmaya baslamis olmasi, her tiirden
iletisimin dijitallesmesi, mobil teknolojiler ve bireyin artan hareketliligi insanlarin
strekli kisisel bilgilerini paylastiklar1 bir durumu ortaya ¢ikarmaktadir. Bu gelismeler
dijital platformlar iizerindeki tiim kisisel aktivitelerin verilerinin kaydedildigi ve
pazarlama diinyasinda kisisellestirilmis stratejiler yaratabilmek i¢in kullanildig1 bir
durumu yaratmaktadir. Bu ¢ercevede, mahremiyet kavraminin sinirlarinin yeniden
cizilmesiyle ‘dijital mahremiyet’ kavrami ortaya c¢ikmistir. Sinemanin icinde
bulundugu teknolojik ve sosyolojik durumlardan etkilenmesi fikrinin yansimasi bilim
kurgu filmlerinde yapay zeka ve dijital mahremiyet konularinin daha sik islenmeye
baslanmasi seklinde gozlenmektedir.

Giiniimiizde gitgide 6nemli haline gelen yapay zeka karakterlerinin gercek diinyada
bir temsili olmamasina ragmen olusturulan sinemasal kurgu c¢ercevesinde
deneyimlenmesinin miimkiin olmasi ve bilim kurgu filmleriyle konuyu daha
derinlemesine sorgulamanin 6niiniin ag¢ilmasi, sinema, dijital mahremiyet ve yapay
zeka iliskisinin gelecek ve olasiliklar {izerine olan tartismalardaki 6nemini ortaya
koymaktadir. Bu ¢alismanin amaci, dijital teknolojilerin sinema tlizerindeki etkisi ile
yapay zeka ve dijital mahremiyet kavramlarinin sinemada islenisini Ex Machina
filminin gostergebilimsel incelemesi {izerinden analiz etmektir. Arastirma
kapsaminda, sinema ve dijitallesme iliskisi cercevesinde yapay zeka ve dijital
mahremiyet konularinin sinemada temsili i¢in kullanilan gostergeler
incelenmektedir. Teknolojik gelismeler cercevesinde gitgide derinlesen dijital
mahremiyet ve yapay zekd konularim1 Ex Machina filmi {izerinden inceleyen bu

* Ars. Gor., Istanbul Kiiltiir Universitesi, Istanbul, Tiirkiye, E-posta: d.atasoy@iku.edu.tr
https://orcid.org/0000-0002-0261-1468

* Dr. Ogr. Uyesi, Istanbul Kiiltiir Universitesi, Istanbul, Tiirkiye, E-posta: c.bilgici@iku.edu.tr
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calismanin, sinemada Kkullanilan yapay zeka karakterleri tizerine yapilan
arastirmalara katki saglamasi1 amaglanmaktadir.

Anahtar Kelimeler: Yapay zek3, yeni medya, dijital mahremiyet, sinema

REPRESENTATION of the RELATIONSHIP BETWEEN ARTIFICIAL INTELLIGENCE
and DIGITAL PRIVACY on the CINEMA: EX MACHINA FILM REVIEW

Abstract

The art of cinema has been always influenced by the technological, sociological,
psychological and political situations in which it exists. The cinematic works revealed
are the documents that reflect the dynamics of the periods in which they were
created. Today, as a result of the developments in new communication technologies,
people have started to use digital platforms frequently in their daily lives,
digitalization of all kinds of communication, mobile technologies and the increasing
mobility of the people reveal a situation where people constantly share their personal
information. These developments create a situation where all the data of personal
activities which take place on digital platforms are recorded and used to create
personalized strategies in the marketing world. Within this framework, the limits of
the concept of privacy have been redrawn and the term of digital privacy, has
emerged. The reflection of the idea that cinema is influenced by the technological and
sociological situations is observed as artificial intelligence and digital privacy
becoming more popular in science fiction films.

The fact that artificial intelligence characters, which are becoming increasingly
important nowadays, are not represented in the real world, but it is possible to
experience them in the framework of cinematic editing, and to pave the way for
questioning more deeply with science fiction films, reveals the importance of the
relationship between cinema, digital privacy and artificial intelligence in debates on
future and probabilities. The aim of this study is to analyze the effects of digital
technologies on cinema and the concepts of artificial intelligence and digital privacy
in cinema through the semiotic examination of the film Ex Machina. Within the scope
of the research, the indicators used for the representation of artificial intelligence and
digital privacy issues in cinema and digitalization relationship are examined. With
this study in which digital privacy and artificial intelligence issues -deepening within
the framework of technological developments- are studied on the movie called Ex
Machina, it is aimed to contribute to the researches on the artificial intelligence
characters used in cinema.

Keywords: Artficial intelligence, new media, dijital privacy, cinema



RE-EXAMINING CONSUMERISM THROUGH GLOBAL ANTI-
PLASTIC MOVEMENT: EVALUATING INSIGHTS with NODE XL

Ayse Nazlihan BESIKTAS"

Abstract

Worldwide, our way of consuming radically affected the planet in a very small span of
civilization history. Production and consumption of cheap and disposable plastic
containing goods have been leading to high levels of global pollution which reveals
the necessity of drawing attention to consumer culture in order to shape its future.
The pollution leading behavior has its reactions and insights in social media for a long
time. This article aims to lay out the thoughts of individuals and institutions
concerning anti-plastic movement in social media. The most common hashtags such
as #antiplastic, #plasticpackaging, #plasticfree, #plasticpollution and #stopplastics
through a four-year span between 2015-2019 have been studied, observed and
consequently analyzed and evaluated through Node XL program. As a result, the
categorizations have been listed as groups and subgroups and their connections; the
individuals, institutions or brands playing important roles within the connection
network and the groups of contextual insights. The new ideas of anti-plastic
movement which have been propagating; its influencers and particular events with
their reaction waves have been closely investigated. The article displays the change
in plastic containing goods consuming behaviors and brands’ manufacturing more
eco-friendly due to different sources of motivations which might be commented as
sanctions or socially responsible attitude. Eventually, the most common proposed
solutions for practicality in daily life are brought together for the sake of giving
motivation to change into a more environmentally responsible way in exchange of
taken for granted actions for a long period of time.

Keywords: Consumerism, over-consumption, consumer culture, plastic pollution,
anti- plastic, plastic consisting goods, plastic packaging, plastic free, stop plastics,
green marketing, global consumer movement, Node XL, analyzing through new
media, consumer insight.

* Asst. Prof. Dr., Okan University, Department of New Media, Istanbul, Turkey,
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KURESEL PLASTiK KARSITI HAREKET UZERINDEN TUKETICIiLiGiN YENIiDEN
iNCELENMESI: NODE XL ile iCGORU DEGERLENDiRMESi

0z

Diinya ¢apinda, tiiketim aliskanliklarimiz, gezegenimizi uygarlk tarihinin cok
kisa bir boliimiinde radikal bir sekilde etkiledi. Ucuz ve tek kullanimlik plastik
iceren mallarin iiretilmesi ve tiiketilmesi, tiiketim kiiltiirtine gelecegini
sekillendirmesi icin dikkat verilmesi gerekliligini ortaya koyan yiiksek seviyelerde
kiiresel kirlilige neden olmustur. Kirlilie neden olan davranislarla ilgili tepkiler ve
icgoriller sosyal medyada uzun zamandir paylasilmaktadir. Bu makale, sosyal
medyadaki plastik karsiti harwketle ilgili biretlerin, gruplarin ve kurumlarin
diistincelerini ortaya ¢ikarmay1 amaglamaktadir. #antiplastic, ##plasticpackaging,
#plasticfree, #plasticpollution ve #stopplastics gibi en yaygin hashtagler
calisilmis ve gozlemlenmistir, ardindan Node XL programi araciligiyla
analiz edilmis ve degerlendirilmistir.

Sonug olarak, gruplar ve alt gruplar olarak kategorizasyonlar, iletisim aginda énemli
rolii olan bireyler, kurumlar ve markalar listelenmistir. Yayi1lmakta olan yeni plastik
karsit1 hareketi fikirleri, etkileyicileri ve tepki dalgalarina neden olan belirli olaylar
yakindan incelenmistir. Makale, plastik iceren mallarin tiiketim davranislarindaki
degisimleri ve markalarin farkli motivasyon kaynaklarina dayali, yaptirim veya
sosyal sorumluluk davranisi olarak yorumlanabilecek daha cevre dostu
tiretimlerini de ortaya sermektedir. Son olarak, daha cevresel sorumlu bir sekilde
yasama motivasyonu icin glnliik hayatta kullanilmak {izere 6nerilen en yaygin
pratik ¢oziimler bir araya getirilmistir.

Anahtar Kelimeler: Tiiketimcilik, tiiketim fazlas, tiketim kiiltiird, plastik kirliligi,
plastik karsiti, plastik iceren mallar, plastik paketleme, yesil pazarlama, Kkiiresel
tiiketici hareketi, Node XL, yeni medya analizi, tiiketici i¢goriist.



YAPAY ZEKA EKONOMISi; ZEKA KATSAYISI ve DUYGUSAL
ZEKA PARADOKSU

Mehmet Biilent ONER*

0z

“Yapay zeka”
Mathison Turing “Makineler diisiinebilir mi ?” sorusu ile yapay zeka tartismasini
baslatmistir. “Enigma” filminin konusunu olusturan bu olgu, 1943’ te, I1. Diinya Savasi

sirasinda Alman sifre sistemlerinin ¢oziilmesi amacini tasiyan Kripto analizi i¢in

kavraminin gelisimi bilgisayarlasma siireci ile paralellik gosterir. Alan

tiretilen elektromanyetik cihazlar sayesinde, bilgisayar ve sonrasinda yapay zekayi
literatiire kazandirmistir. Yapay zekd, insan 1Q’su (zeka katsayisi / Intelligence
Quotient) lizerinde kurulmus, insan tarafindan iiretilen ancak insan 1Q’sunu asan bir
sistemdir. Bununla birlikte, insana ait olan diger bir 6nemli 6zellik olan duygusal zeka,
gliniimiiz yapay zekasinin ulasamadig1 bir seviyedir. Olgiilebilen bir deger olan IQ,
oOlciilmeyen degerleri kapsayan EQ (duygusal zekd / Emotional Quotient)'nin yerini
alamadig1i¢cin yapay zekanin sinirlarini tespit etmek, kavramin taniminin yapilmasina
yardima olacaktir. Is diinyasinda yapay zeka, giin gectikce insan kol ve beyin giiciiniin
yerini almakta ve kurumlar, otomasyona yonetildikce firmalarin is siireclerinde
miisterilere dokunan departmanlarin da “insan/duygu” ozellikleri geri planda
kalmaktadir.

Anahtar Kelimeler: Yapay Zeka, Zeka Katsayisi, Duygusal Zeka, iletisim, Etkilesim

ARTIFICIAL INTELLIGENCE ECONOMICS; INTELLIGENCE QUOTIENT and
EMOTIONAL QUOTIENT PARADOX

Abstract

The development of the concept of "artificial intelligence" is parallel to the
computerization process. Alan Mathison Turing initiated the artificial intelligence
debate with the question of "Can machines think?". This phenomenon, which
constitutes the subject of "enigma" movie, through the use of electromagnetic devices
for cryptoanalysis, which aimed to solve the German cipher systems during World
War II in 1943, gained the computer and later artificial intelligence concepts to the

* Dr. Ogr. Uyesi, istanbul Gelisim Universitesi, Uygulamah Bilimler Yiiksekokulu, Medya ve
Iletisim, E-posta: mboner@gelisim.edu.tr https://orcid.org/0000-0001-8200-
1864




literature. Artificial Intelligence is a system that based on human IQ (Intelligence
Quotient) created by humanity but it trancends human 1Q. However, emotional
intelligence, another important feature of human beings, is a level that modern
artificial intelligence can not reach. Since a measurable value IQ can not take the place
of the EQ (Emotional Quotient), to identify boundaries of artificial intelligence will
help to define the concept. Artificial intelligence takes the place of human arm and
brain power in the business world as the days go by, and as the institutions are
managed by automation, the "human / emotional” features of the departments
touching the customers in the business processes of the companies are back on the
plan.

Keywords: Artificial Intelligence, Intelligence Quotient, Emotional Quotient,
Communication, Interactivity.



SiBERPUNK ANIME FILMLERINDE YAPAY ZEKA:
“METROPOLIS (2001)” UZERINE BiR INCELEME

Biisra KAMACIOGLU"

0z

Bilim kurgu tiirii olan siberpunk temali filmlerde robotlar, androidler gibi yapay zeka
ile tasarlanmus karakterler filmlerin baskarakteri olmaktadir. insan-robot iliskileri,
ileri teknolojinin insan hayatina nasil etki ettigi, megastiiriiktiirlerle yapilasmis
kentler, teknoloji ve teknolojinin doniisiime ugrattig1 yasamlar yaraticisina sonsuz bir
deneysellik alan1 sunmaktadir. Siber kiiltiir, siber uzay, sibernetik aglar ve siborg
bedenler gibi kavramlari isleyen bu filmler temsili bir gelecek ¢izgisinde teknolojinin
ve bilimin ilerledigi, bunun gostergesi olarak savaslarin yogunlasti bir evreni
tanimlamaktadir. Animeler bu temalarin felsefi bir bakis acisiyla islendigi ve
gorselligin 6n plana ¢iktig1 elverisli ve iiretken film tiirlerinden biridir. Bu anlamda
animeler kalic1 bir yer edinmis durumdadir. Bu ¢alismanin amaci, gelecegin temsili
olabilmesi agisindan 6nemli bir arastirma alani olan Japon bilim kurgu tiirii olan
siberpunk tiirtinden anime filmlerdeki yapay zeka temasinin ele alis bicimlerinin
ornek bir anime iizerinden incelenmesidir. Calismanin dayandigi kaynak, 2001
yilinda yapilmis Metropolis anime filmidir. Metropolis anime filmi gorsel, isitsel ve
kavramsal bir kaynak olusturmasi temelinde igerik analizi yontemiyle ele alinmistir.
Bu calisma kapsaminda ise ‘yliksek teknoloji-diisiik yasam seviyesi’ anlamina gelen
siberpunk kavrami ele alinmakta; robotlarin ve yapay zekanin nasil temsil edildigi
Metropolis animesi lizerinden analiz edilmektedir. Yapilan analizler, konu ile ilgili
oldugu diisiiniilen sahnelerin dokiimleri {izerinden gerceklestirilmistir. Elde edilen
bulgular, insanoglunun yaratilisindan bu giine kadar sordugu “ben kimim?” sorusuna
robotlar lizerinden olasi cevaplara ornek teskil etmektedir.

Anahtar Kelimeler: Bilimkurgu, Siberpunk, Anime, Yapay Zek3, Robot.
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ARTIFICIAL INTELLIGENCE in CYBERPUNK ANIME FILMS:
An INVESTIGATION on “METROPOLIS (2001)”

Abstract

The characters in the sci-fi type cyberpunk-themed movies, such as robots and
androids, are the main characters of the films. Human-robot relationships offer an
endless field of experimentation to the creator of life transformed by cities and
technology and technology transformed into new technologies. These films, which
deal with concepts such as cyber culture, cyber space, cybernetic networks and cyber
bodies, define a universe in which wars have been intensified as a sign of technology
in a representative future. Anime films are one of the most favorable and productive
film genres in which these themes are processed from a philosophical point of view
and visuality comes to the fore. In this sense, anime films have a permanent place. The
aim of this study is to examine the ways in which the artificial intelligence theme in
cyberpunk such as cyberpunk, Japanese science fiction type, which is an important
research area in terms of being the future, is examined through a sample anime. The
source of the study is the Metropolis anime film made in 2001. Metropolis anime film
is a visual, auditory and conceptual source based on content analysis. Within the
scope of this study, cyberpunk concept which means high technology-low life level is
discussed. The representation of robots and artificial intelligence is analyzed through
the Metropolis anime film. The analyzes were carried out through the casting of
scenes that were thought to be related to the subject. The findings provide an example
of the possible answers to the robots with the question of who I am asking to him from
the creation of humanity to the present day.

Keywords: Sci-fi, Cyberpunk, Anime, Artificial Intelligence, Robot.
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KUTUPHANE TASARIMINDA “MAKERSPACE” YAKLASIMI

Cansel YAVUZ"

0z

Kiiresellesen diinya, hizh iletisim aglarinin kurulumu sayesinde artik dinyanin
herhangi bir yerinde gerceklesen bir yenilikten internet araciligi ile o anda haberdar
olunma imkani vardir. Bu ulasilabilen bilgilerin bir ¢ogunun anonim kaynaklari
olabildigi gibi ¢ogunlukla dogruluk paydasida diisiik olabilmektedir. Bu gelisimler
toplumun kiiltiirel ve sosyal yapisinda da degisikliklere yansimis ve giindelik
yasayisida degistirmistir. Kentlerin bicimlenis ve yasayis diizenine bu gelisim
aksetmistir. Kentlinin bu hizli akis icindeki beklentileride degisim gostermekte
kamusal alanlarin kullanimlart ve sundugu hizmet ve imkanlarda da gelisim
gorilmektedir.

Gegcmisten giinlimiize kamusal alanlarda halkin en dogru bilgiye ulastigi kaynaklar
kiitiiphanelerdir. Kiitiiphaneleri diger kamusal mekanlardan ayiran 6zellik, dogru
bilginin kaynagi olmasidir. Teknolojik gelismelerin; kiittiphane bilgi kaynaklarina
ulasim ve sunum bicimlerine etkisi oldugu kadar mekan kurulumu ve
organizasyonunda, i¢ mekan kullanim diizenlerinde de farkhliklar yaratmistir.
Kullanicinin bilgiye ulasmak istedigi alanlarin gelistirilmesi ve kiitiiphanede kaldig:
stre icinde farkli ihtiyaglarini da karsilamasi gerekliligi dogmustur. Kitiiphaneler
artik giinlimiizde sadece arastirma yapilan, kitap okunan ve kitap depolanan
mekanlar olmanin 6tesinde, insanlarin sosyal olarak bulustuklari, bir araya geldikleri,
daha aktif ve gelisen egitim sistemlerine uygun olarak kullandiklar1 ¢ok boyutlu
mekanlar olmaya dogru yol almistir. Her yastan kullanicinin beklentilerine cevap
verebilen, glinlin her saatinde aktif hizmet sunabilen ve kullanicinin sikilmadan,
yorulmadan yirmidort saat zaman gecirebilecegi bir bulusma ve yasam alanina
donlismeye baslamistir. Bu ihtiyaclar arasinda grup calismalarinin yapilabilecegi
alanlar gibi ¢ok daha sessiz ortamlara da ihtiya¢ olabilmektedir. Engelliler i¢in 6zel
¢oziimler sunulabilmektedir. Cocuklarin sadece kitap okumalari degil oyunlar
oynayarak da 6grenmeye devam etmeleri saglanabilmektedir. Bu gelismeler gibi bir
arastirmay1 veya bulusu gelistirmek ve 6zgiin teorik calismalar yapabilmek icin;
icerisinde yeni materyalleri, teknolojik deneysel {iretim cihazlarini, bilgisayarlari, li¢
boyutlu yazicilar1 bulundurulan ve grup calismasina imkan saglayan yeni ¢oziimler
olusturulabilmektedir. Bu alanlar “makerspace” olarak adlandirilmaktadir. Bu

* Ogr. Gor., Istanbul Gelisim Universitesi, Giizel Sanatlar Fakiiltesi, i¢ Mimarlik Bélimii,
E-posta: cyavuz@gelisim.edu.tr
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calismada, “makerspace” anlayisinin ortaya ¢ikma nedenleri 6rnekler ile incelenerek,
gelisen ¢aga ayak uyduran yeni kiitiiphane tasarimlarinin gelisim siirecleri iizerinde
calisimistir. Ulkemizde ve diinyada mevcut Kkiitiiphanelerin durumu incelenmis,
“makerspace” alanlar1 olusturulmus kiitliphane ornekleri irdelenmis ve tasarim
kriterleri olusturabilmek icin faydalanilmistir.

Bu calisma sonucunda, iilkemizde bulunan mevcut kiitiiphanelerin bu yeni tasarim
fikri dogrultusunda yenilenebilmesi adina ve yeni tasarlanacak olan kiitiiphanelerin
bu bilgi ¢agina uygun olarak, makerspace alanlari ile tasarlanmasi icin tasarim
kriterlerinin olusturulmasi amacglanmaktadir.

Anahtar Kelimeler: i¢ Mekan Tasarimi, Kamusal Mekan Kiitiiphaneleri,
Kiitiiphanelerin Gelisimi, Kiitliphanelerde Yeni Tasarim Fikirleri, Makerspace

MAKERSPACE APPROACH in LIBRARY DESIGN

Abstract

With the establishment of a globalized world, fast communication networks, it is now
possible to be aware of an innovation through the internet from anywhere in the
world. This may be the anonymous sources of most of the information available but
may often be low on the accuracy denominator. These developments were reflected
in changes in the cultural and social structure of the society and changed their daily
lives. This development is reflected in the formation and life style of cities. There is
also a development in the use of public spaces and the services and facilities offered
by the urban population.

In the public spaces from past to present, the sources that the people have reached
the most accurate information are libraries. What distinguishes libraries from other
public spaces is that they are the source of the right information. Technological
developments; As well as its effect on the way of transportation and presentation to
the information sources of the library, it has also created differences in the layout of
the space and the organization of the spaces. It is necessary to develop the fields that
the user wants to reach the information and meet his different needs during his stay
in the library. Nowadays, libraries are not only places where research is done, books
are read and books are stored, but they have moved to become multi-dimensional
spaces where people meet socially, come together and use them in accordance with
more active and developing education systems. It has started to turn into a meeting
and living area that can meet the expectations of users of all ages and can provide
active service at any time of the day and can spend twenty-four hours without getting
bored. Among these needs, much quieter environments may be needed, such as areas
where group work can be done. Special solutions can be offered for disabled people.
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It is possible for children to continue to learn not only by reading books but also by
playing games. In order to develop a research or invention such as these
developments and to make original theoretical studies; New solutions can be created
in which new materials, technological experimental production devices, computers
and three-dimensional printers are included. These areas are called makerspace. In
this study, the reasons for the emergence of the makerspace concept are examined
with examples, and the development processes of the new library designs that keep
up with the developing age have been studied. The status of the existing libraries in
Turkey and in the world has been examined and samples of makerspace have been
analyzed and used to create design criteria.

As a result of this study, it is aimed to create design criteria for designing existing
libraries in accordance with this new design idea and to design new libraries to be
designed with makerspace areas

Keywords: Interior Design, Public Space Libraries, Development of Libraries, New
Design Ideas in Libraries, Makerspace
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ARTIFICIAL INTELLIGENCE and the QUESTION of DEMOCRACY
as a PROBLEM of HUMAN SECURITY

Chris FARRANDS*

Abstract

Artificial intelligence offers a wide range of potential benefits which can be celebrated
in nearly every field of endeavour. Better security through face recognition systems
which identify criminals; better medical treatment through faster and more accurate
diagnosis; greater enjoyment of computer games through ever-improving software
and imaging; better communication with others in business and commerce as well as
friendships, family and dating. And so on ...... and on. The threats which we create for
ourselves in doing this pose a challenge to human security, as well as to our own
individual and group identities. Given the changes in technology, the challenges
continue to grow. It might be widely recognised that the technology moves more
quickly and more fluidly than any regulation, but that recognition does not make the
dilemma easier to manage. Two recent papers, (Nemitz (2018) in the Philosophical
Transactions of the Royal Society Series A, and Heilbing (2019), in his edited
collection Towards Digital Enlightenment, Springer Verlag) both address how far Al
poses a threat to democracy. This paper aims to offer a brief critique of their
arguments. Both papers are sophisticated and timely; both are easily available on
Google Scholar.

However, this brief contribution suggests that a focus around the threat Al poses to
human security might open up new avenues for thinking through the impacts of Al
One response to the growth of big data and the very large companies which claim to
manage it has been to suggest some version of the anti-trust divisions of major
companies in the US at the turn of the C20th. This has been a popular proposal on the
left but also for many others. It may be wholly unrealistic given the way global
political economy is organised. A human security approach might take corporate size
into account, but look more closely at the specific implications of Al for individuals
and groups, and at the power which they can exercise for themselves. One approach
would be to reassess the ways in which intellectual property rules are used by big
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data and to change the rules on IP ownership to weaken the uses made of personal
data. Another would be give real value —and not just lip service- to transparency of
data use and manipulation in elections and political processes. But the most
important shift in thinking would be to recognise that Al has already changed
electoral and political processes very significantly. The key question is therefore how
changes in democracy can be managed so that human security and choice can be
protected rather than how to go back to a former (and actually non-existent) idea
form of democratic politics. The presentation cannot answer the question, but it does
identify some routes into finding possible answers.
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ROBOT GAZETECILIK: SEZGi, DUYGU, YORUM VE RiSK
OLMADAN MUMKUN MU?

Cihan OGUZ"

0z

Yapay zekd konusundaki calismalarin medya alanina yansimasi algoritmalar
sayesinde gerceklesmistir. Reuters, 2006'da kendi internet sitesi icin finans
haberlerini derlemede algoritmalar1 kullanmaya baslamistir. Bu sayede “Robot
Gazetecilik” adi1 verilen yeni bir olusum meydana gelmistir. Robot gazetecilik,
algoritmalarin belli konulardaki haber Kkliselerini veya o6rneklerini depolayip
anlamlandirmasi sonucunda giincel verilerden benzer otomatik haber metinleri
tiretilmesidir. Bu haber metinleri, hava durumu, spor, suc istatistikleri, sirketlerin
kar-zarar tablolari, borsadaki gibi detayli sayisal veri iceren haberlerdir. Son birkag
yll icinde, Associated Press, Forbes, The New York Times, Los Angeles Times gibi
o6nemli medya sirketleri, ayrica internet tizerinden haber dagitan Google ve Yahoo gibi
sirketler haber yazma robotlar1 kullanmaya baslamistir.

Ancak metinlerin veya verilerin bir araya getirilerek anlamli climleler kurmanin
gazetecilik olup olmadig tartisma yaratmistir. Kimi uzmanlar, robotlar araciligiyla
yazilan otomatik haberlerin duygusal bag kuramadigini, yaratict olmadigin,
anlamlandirma yapamadigini, saldirgan bir dil kullanabildigini, hacklenme ihtimali
oldugunu, giivenilir olmayan kaynaklara bagvurabildigini dile getirmektedir.
Bilgisayar tarafindan olusturulan haber metinleri sikici ve Kkliselerle dolu olarak
nitelendirilmektedir. Otomatik haber igerikleri daha giivenilir bulunmakla birlikte,
eglenceli bir icerik sunamamaktadir.

Bu handikap: atlatabilmek amaciyla, “dogal dil” liretme (NLG /Natural Language
Generation) calismalar1 yapilmaktadir. Ancak verilerin dogru siralanmasi ve hizla
haberlesmesi gazetecilik icin yeterli olabilir mi?

ABD'de Narrative Science adli bir sirket, cok rakamli veriden haber metni
cikarmaktadir. Bu sirketin uzmanlar1 2030 yilinda haberlerin yiizde 90’inin
makineler tarafindan yazilacagini iddia etmektedir. Ancak bu, eldeki verilerden
ziyade, teknolojideki hizli degisimin zihinlerde yarattifi algidan ibaret gibi
gorinmektedir. Ciinkii robot gazeteciligin boyutlar1 hentiiz insan gazetecilerin ulastig1
diizeye ulasamamigtir. Ornegin, 2014 yilinda yapilan kiiciik élgekli bir deneysel
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calismada, bilgisayar dolayimiyla olusturulan haberlerin gazeteciler tarafindan
yazilan haberlere kiyasla okurlar tarafindan nasil alimlandigi sorgulanmistir.
Arastirma sonucunda, okurlarin robot gazeteciler tarafindan olusturulan otomatik
metinleri insan gazeteciler tarafindan olusturulan haberlere kiyasla daha betimsel ve
sikici olarak niteledikleri, ancak daha nesnel bulduklar1 saptanmistir.

Iletisimciler, robotlarin gazetecilere gore daha giiglii bir veri analiz kapasitesine sahip
oldugunu ve haberleri daha hizli yazdigini; yine de bu yetenek ve gelisime ragmen
robotlarin gazetecilerin yerini alamayacagini belirtmektedir. Buna gerekge olarak,
robotlarin hicbir zaman miildkatlar yapamamasi ve sorular soramamasi
gosterilmektedirler.

Robot gazeteciligin en 6nemli agmazi ise “kiyaslama” ve “analiz” yaparken, sezgi,
6ngori, tahmin ve riske yer vermemesidir. Oysa bunlar geleneksel ve yeni medyanin
olmazsa olmaz olgiitleridir. Keza, yetenegin ve becerinin yaninda “sans” unsuru da
gazetecilikte 6nemli bir yer tutmaktadir. Robotlar, insan gazetecilere kiyasla verileri
daha g¢abuk ¢oziimleyip bir metin olusturabilir. Ancak “g6zlem” yetenekleri yoktur.
Sonugta, robot gazeteciye verileri saglayan da insanlardir. Hi¢cbir robot kendi basina
haber iceren bilgileri ve goriintiileri toplayamaz. Robot gazeteciler rekabete de 6nem
vermezler; ciinkii depoladiklar1 veriler hemen hemen aynidir. Bu agidan “haber
atlatma” yetenegine sahip degildirler. Yani “hiz” disinda robotlari insanlardan “farkl”
kilan bir gazetecilik 6zelligi yoktur. Gazetecilik i¢in hiz tabii ki ¢cok 6nemlidir; ancak
ayni zamanda “yanlis” habere acilan kapidir.

Elbette tiim bu oOngoriler 2019 igin gegerlidir. 10 yil sonra robotlarin
insanlasmayacagini veya insanlarin robotlasmayacagini bugiinden hi¢ kimse iddia
edemez.

Anahtar Kelimeler: Robot Gazetecilik, Haber icerikleri, Gézlem, Sezgi, Yorum

ROBOT JOURNALISM: Is it POSSIBLE WITHOUT SEASON, EMOTION, COMMENT
and RISK?

Abstract

Artificial intelligence studies in the media area of the reflection of the algorithms has
been realized. In 2006, Reuters began using algorithms to compile financial news for
its website. In this way, a new formation called Robot Journalism has occurred. Robot
Journalism, algorithms to store and sense news clichés or examples of certain issues
as a result of the production of similar automatic news texts from the current data.
These news stories, weather, sports, crime statistics, companies' profit-loss
statements, such as the stock market contains detailed numerical data. In the past few
years, major media companies such as The Associated Press, Forbes, The New York
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Times, The Los Angeles Times, have also begun to use news-writing robots to
distribute news over the Internet to companies such as Google and Yahoo.

However, it was controversial whether or not to create meaningful sentences by
combining texts or data. Some experts say that automatic news written through
robots is not able to establish emotional links, is not creative, cannot make sense, can
use aggressive language, is hacked, can resort to unreliable sources. Computer-
generated news texts are characterized by boring and clichés. Although automatic
news content is more reliable, it does not offer fun content. In order to overcome this
handicap, NLG / Natural Language Generation studies are carried out. But is it
possible for the right sorting and rapid communication of data to be sufficient for
journalism?

In the US, a company called Narrative Science extracts news from multi-figure data.
The experts of the company claim that in 2030, 90% of the news will be written by
machines. However, this seems to be the perception that the rapid change in
technology creates in mind rather than in the available data. The dimensions of robot
journalism have not yet reached the level reached by human journalists. For example,
in a small-scale experimental study conducted in 2014, it was questioned by readers
how the computer-generated news was received by journalists compared to news
reports. As aresult of the research, it was found that readers perceived the automatic
texts generated by robot journalists more descriptive and boring than the news
produced by human journalists, but they found it more objective.

Communicators have said that robots have a more powerful data analysis capacity
than journalists and write news faster; nevertheless, despite this ability and
development, robots cannot replace journalists. The reason for this is that robots can
never interview and ask questions.

The most important dilemma for robot journalism is “benchmarking” and “analysis”,
not intuition, estimation and risk. However, these are indispensable criteria of
traditional and new media. Likewise, as well as talent and skill, the element of luck
also occupies an important place in journalism. Robots can analyze data more quickly
and create a text than human journalists. But they do not have observation skills. As
aresult, robots provide all these data to people. No robot can collect information and
images containing news on its own. Robot journalists do not care about competition;
because the data they store is almost the same. Robots are therefore not capable of
skipping the news. In other words, apart from speed, there is no journalistic feature
that makes robots different from people. Of course speed for journalism is very
important; but it is also the door to the wrong news.

Of course, all these predictions are valid for 2019. After 10 years, no one can claim
that robots will not humanize or people will not be robbed.

Keywords: Robot Journalism, News, Observation, Intuition, Comment
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INDUSTRY 4.0 from NEW PERSPECTIVES

Hande Begiim BUMIN DOYDUK", Ebru Beyza BAYARCELIK™

Abstract

Industry 4.0 offers many advancements in almost all sectors and retail sector is one
of them. Digitization and industry 4.0 technologies brought the era of retail 4.0.
Robotics, internet of things, augmented reality, artificial intelligence, big data
applications change the way of conducting retail business. Already certain retail
industry 4.0 applications have gained consumer and sector acceptance such as
AmazonGo etc. Customer centric view of retail management with technological
advancements will concentrate more on customer experience. In this study after a
general summary of industry 4.0 application explanation, retail sector applications
and future projections will be discussed.

In recent years, globalization and technological advancements change the
manufacturing industry needs. Factors such as ageing population in EU countries,
growing international competition and shifting these competitive advantages to east
countries, increasing market volatility and decreasing product life cycles present
serious challenges for companies. They need new approaches to regain competitive
advantage and handle requirements in the manufacturing industry (Hofmann&
Riisch,2017). Industry 4.0 is the last industrial era that enables communication
between human as well as machines in Cyber-Physical-Systems. This new era raised
from Germany in 2011, to encourage digital production through robotics, [oT and Al
(Commission, 2017). The main idea of Industry 4.0 is to reach flexibility and cost
minimization in production process, sustainability, and decrease labor mistakes in
production, that is, reduce the need for physical efforts of human.

Cyber physical systems, internet of things, internet of services and smart factories are
the four basic components of Industry 4.0 (Hermann, Pentek, & Otto, 2016). Apart
from these components, new technology and paradigms developed in Industry 4.0
such as big data, cloud based manufacturing, machine learning, artificial intelligence
(AI), cyber security, robotics, and augmented reality. (Thames & Schaefer, 2016;
Kagnicioglu & Ozdemir, 2017; Lu, 2017; Yildiz, 2018).
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In addition to the advantages of Industry 4.0, there are some concerns about
application and consequences. The basic concern is the contraction of the labor
market and the increase in unemployment rates on a global scale. General assumption
for industry 4.0 is that reduce the number of blue-collar workers and increase the
demand for more skilled labor. On the other hand World Economic Forum (WEF)
report introduce that the effects of digitalization on the labor market and made
suggestions about jobs for 2022 (WEF, 2018) . Based on the WEF report, automation
will create new roles in jobs but 50 % of today’s main employment jobs will be the
same in the following 4 years. For the next 10 years, especially in the fields of data
analysis, software, cyber security, robotic applications, e-commerce and social media
specialists, digital business processes will be new and searched positions that need to
be equipped with trained personnel.

Keywords: Industry 4.0, Retail, Consumer, Innovation

Jel Codes:M10, L.23, .81, M12

ENDUSTRI 4.0: YENIi BAKIS ACILARI

0z

Endiistri 4.0, neredeyse tiim is alanlari, sektorler i¢in gelismeler sunmaktadir, hali
hazirda bu gelisimlerden yararlanan sektorlerden biri de perakende sektoriidiir.
Dijitallesme ve endiistri 4.0'in sundugu cesitli teknolojiler, yeni bir perakendecilik
anlayisini, perakende 4.0 donemini baslatmistir. Robotlar, nesnelerin internet,
arttirllmis gerceklik, sanal gerceklik, biiylik veri uygulamalar:1 gibi yeni teknolojik
uygulamalar perakende sektoriinde is yapis seklini tamamen degistirmistir.
Ginimiizde AmazonGo gibi belli bash perakende 4.0 uygulamalar: tiiketiciler
tarafindan coktan yaygin Kabul géren uygulamalar haline gelmistir. Miisteri odakli
perakende yonetimi bu yeni teknolojiler esliginde miisteri deneyimine daha da fazla
yonelmektedir. Bu c¢alismada endiistri 4.0 hakkinda kisa bilgi verildikten sonra
perakende sektoriinde uygulamalari ve gelecek dngoriileri tartisilacaktir.

Son yillarda kiiresellesme ve teknolojik gelismeler iiretim sektorii ihtiyaclarini
degistirmistir Yaslanan Avrupa niifusu, artan uluslararasi rekabet ve rekabetin dogu
tilkelere kaymasi, Pazar dalgalanmalari ve kisalan iiriin yasam egrileri gibi etkenler
firmalara ciddi zorluklar yaratmistir. Bu durumda firmalar rekabet avantajlarini geri
kazanabilmek i¢in yeni yontemlere ihtiya¢c duymaktadir (Hofmann ve Riisch,2017).
Endiistri 4.0 insanlar arasinda ve siber fiziksel sistemler icerisinde makineler ile
iletisimi saglayan en son endiistriyel donemdir. Bu dénem Almanya’da 2011 yilinda
robotlar, nesnelerin internet ve yapay zeka ile dijital liretimi desteklemek i¢in ortaya
cikmistir (Commission, 2017). Endiistri 4.0’'1n temel amaci liretim stlirecinde esneklik,

-21-



surdiiriilebilirlik, maliyet dusiisii saglamak, liretimde insan hatasini ve fiziksel insan
glicii ihtiyacini azaltmaktir.

Siper fiziksel sistemler, nesnelerin internet, hizmetlerin internet ve akill fabrikalar
endistri 4.0'in dort temel bilesenidir (Hermann, Pentek, & Otto, 2016). Bu
bilesenlerin yaninda endiistri 4.0 doneminde biiylik veri, bulut temelli lretim,
makinelerin 6grenmesi, yapay zek3, siber giivenlik, robotlar ve arttirilmis gerceklik
gibi teknolojiler de ortaya ¢ikartilmistir (Thames ve Schaefer, 2016; Kagnicioglu ve
Ozdemir, 2017; Lu, 2017; Yildiz, 2018).

Endiistri 4.0 doneminin sagladig1 faydalar ve avantajlarin yaninda uygulamalar ve
kullanim sonugclari ile ilgili birtakim kaygilar da mevcuttur. Temel endise daralan
insan kaynaklar1 pazari ve issizlik oranindaki kiiresel artistir. Endiistri 4.0 ile ilgili
temel varsayim mavi yaka is giiciine olan ihtiyacin ciddi oranda azalmasi ve sadece
egitimli, belirli yetkinlikleri olan is gliciine ihtiyacin artmasidir. 2018 yilinda
yayinlanan Diinya Ekonomik Forumu raporu dijitallesmenin is giicli pazarina etkisini
incelemis ve 2022'den sonra ihtiya¢ duyulacak mesleklerle ilgili 6ngoriiler
sunmustur. Bu rapora gore otomasyon yeni is alanlar1 yaratacaktir ve giiniimiizdeki
temel is alanlarinin %50’si éniimiizdeki dort yilin icinde sabit kalacaktir. Oniimiizdeki
10 y1l icerisinde 6zellikle veri analizi, siber giivenlik, robot uygulamalari, e-ticaret,
sosyal medya yonetimi alanlarinda egitimli personel ihtiyaci giderek artacaktir.

Anahtar Kelimeler: Endiistri 4.0, Perakende, Tiiketici, Yenilik
Jel Kodlar1:M10, L23, L81, M12
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SOSYAL SORUMLULUK PROJELERINDE YENi MEDYANIN
KULLANIMI

Gaye TOPA CIFTCI*

0z
Sosyal sorumluluk, etik cercevede bir kurulusun ya da bir bireyin kendi ¢ikarlarinin
oldugu kadar toplumun genel ¢ikarlarinin yararina da hareket etmesi durumu olarak

tanimlanabilir. Sosyal sorumluluk, her bireyin ekonomi ve ekosistem arasinda bir
denge saglamak amaciyla gerceklestirdigi bir cesit gorevdir.

2000’li yillardan itibaren sosyal sorumluluk projeleri, toplumun genel dinamiklerinde
ve giinliik yasamda etkileri yadsinamaz olan yeni medya ilizerinden de etkili sekilde
devam etmektedir. Bir projede, problem tespiti, projenin planlanmasi, ytriitiilmesi,
degerlendirilmesi ve raporlanmasi konularinda dijital iletisim ve yeni medya
teknolojileri 6nemli bir ara¢ haline gelmistir. Ayrica projenin duyurulmasi ve
sonuglarinin paylasilmasinda da yine bu kanallardan yararlanilmaktadir. Bunun yani
sira dijital iletisim ve yeni medya teknolojileri, projelerin etki alaninin kii¢iik gruplar
yerine genis kitlelere ulasmasinda da avantaj saglamaktadir. Bu sebeplerden dolay:
sosyal sorumluluk projelerinde dijital iletisim ve yeni medyanin roliinti arastirmak
O6nem arz etmektedir.

Bu baglamda, bu ¢alismanin amaci yeni medyanin sosyal sorumluluk projelerine
etkilerini ortaya koymaktir. Bu amaca ulasmak icin sosyal sorumluluk projelerinde
yeni medyanin kullanim amaglari ve kullanim alanlari, yeni medyanin kullanilmasinin
sosyal sorumluluk projelerine kattig1 giiclii ve sinirli yonleri incelenecektir.

Bu calismanin 6rneklemi amacl 6érneklem yontemi ile secilmistir. Bu ¢ercevede bir
uluslararasi, bir ulusal bir de yerel 6lcekte devam eden 3 sosyal sorumluluk projesi
incelenmistir.

Arastirmanin modeli nitel arastirma tiirlerinden durum calismasi kapsamindadir.
Veriler dokiiman inceleme ve yar1 yapilandirilmis goriisme yontemleriyle
toplanmistir. Elde edilen veriler betimsel analiz yontemiyle incelenerek
yorumlanmistir.

Yapilan arastirmada yeni medyanin, 6zellikle sosyal medya ortamlarinin sosyal
sorumluluk projelerinde kullaniminin projelere cesitli olumlu katkilar sagladigi ve
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toplumun projelere erisimini kolaylastirdigi sonucuna ulasilmistir. Arastirmadan
¢ikan bir diger sonug¢ ise kurumsal sosyal sorumluluk projelerinde yeni medya
kanaliyla yapilan profesyonel tanitimin calismalarinin projeyi daha erisilebilir kildigy;
fakat  toplumsal projelerde aym1  profesyonel tanitim ¢alismalarinin
yapillamamasindan dolay1 erisilebilirligin azaldigidir. Bunun yaninda proje
yuriitiiciilerinin veri madenciligi, yapay zeka gibi dijital iletisim teknolojilerini
kullanarak proje gerekliliklerini daha hzili ve etkili yuriitebildikleri ve projelerin
amaclarina ulasmasinda daha basarili olduklari tespit edilmistir.

lleriki calismalarin yapay zekanin sosyal sorumluluk projelerinde kullanilmasinin
saglayacagi katkilar {izerine yapilmasinin alana katki saglayacagi disiiniilmektedir.

Anahtar Kelimeler: Yeni Medya, Sosyal Sorumluluk Projeleri, Yapay Zeka Dijital
[letisim Teknolojileri

The USE of NEW MEDIA in SOCIAL RESPONSIBILITY PROJECTS

Abstract

Social responsibility can be defined as the situation in which an organization or an
individual acts according to the benefits of the society as well as their own benefits.
Social responsibility is a task carried out by every individual to achieve a balance
between the economy and the ecosystem.

Since the 2000s, social responsibility projects continue to be effective through the
new media, which has undeniable effects on the general dynamics of society and in
everyday life. Digital communication and new media technologies have become an
important tool in a project for problem detection, project planning, project
implementation, project evaluation and reporting. In addition, these channels are also
used in the announcement of the project and sharing the results. It also provides an
advantage in reaching the masses. For these reasons, it is important to investigate the
role of digital communication and new media in social responsibility projects.

In this context, the aim of this study is to reveal the effects of new media on social
responsibility projects. In order to achieve this goal, the aims and uses of the new
media in social responsibility projects and strong and limited aspects of new media
to social responsibility projects will be examined.

The sample of this study was selected by purposive sampling method. Within this
framework, three social responsibility projects were examined, one international, one
national and one ongoing project at local scale.
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The model of the research is covered by one of the qualitative research types. Data
were collected by document review and semi-structured interview methods. The data
obtained reviewed by examining the descriptive analysis method.

In the research, it has been concluded that the use of new media, especially in social
responsibility projects of social media environments, has made a positive
contribution to the projects and facilitated community access to projects. Another
result of the research is that professional promotional activities carried out through
the new media channel in corporate social responsibility projects make the project
more accessible, however, accessibility is diminished due to the lack of the same
professional promotional activities in social projects. In addition, it has been
determined that project executives can carry out project requirements faster and
more effectively by using digital communication technologies such as data mining and
artificial intelligence and therefore it is also determined that they are more successful
in achieving the objectives of the projects.

It is thought that if the future studies will be made about the contribution of using
artificial intelligence in social responsibility projects this will contribute to the field.

Keywords: New Media, Social Responsibility Projects, Artificial Intelligence, Digital
Communication Technologies
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ART’S LANGUAGE and SECURITY: THE CASE of the MAIDAN
MUSEUM (KIEV, UKRAINE)

Giovanni ERCOLANT"

Abstract

The aim of the research is to analyze the interaction between the art’s language
produced by the Maidan Museum (Kiev, Ukraine) and the securitization process. Here,
art’s language is seen as a political discourse of resistance and civil disobedience, and
a stimulus for an UKrainian consciousness after the Euromaidan events (or
Revolution of Dignity, 2013- 2014).

The theoretical framework considers the relation between art and politics, symbols-
language, identity and security; the methodology is qualitative: anthropological
approach.

Here, technology affiliated to the social media do plays and extremely role in
facilitating the spread of communication, in constructing virtual emotional spaces,
and in assembling virtual communities. However, despite the importance recognised
to technology- media-communication, still we humans are a symbolic species (animal
symbolicum) who needs physical participation in rituals (meetings, gathering,
protests, etc.).

During the Euromaidan events hundreds of artists - both professionals and amateurs
- openly expressed their feelings and communicated their attitudes towards what
was going on around them. They actively created visual identities and engaged
protesters and the Maidan territory visitors into artistic expressions at physical
spaces of protests worldwide, as well as online - in the Internet and on social media.
Painters, dancers, musicians, performers, illustrators as well as ordinary people
created poems, novels, songs and music, painted helmets and shields, designed
funny posters and humorous installations, decorated barricades, cars, tents, trees,
streets and buildings, organized flash mobs, performances, concerts and exhibitions.
Together they formed the Artistic Squadron and Union of Artists of Maidan.

Here the events functioned as a ritual of passage, and the arts (1) played a crucial role
as they empowered the movement with concrete ideas, messages, identity,

* PhD, FRAI (University of Murcia, Spain), E-mail: giovanni.ercolani@um.es
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engagement, solidarity and understanding; and (2) participated in the manufacturing
of a different language and perspective.

As a result, the Maidan Museum, wants to be a museum of freedom which
memorializes and preserves the artefacts of the Maidan protesters. Its emancipatory
message is summarized by concept of creativity of freedom ‘(R)evolutionary Culture
of Maidan’ meaning that the Ukrainian identity is not constructed on the binary-
opposition linguistic division (Ukrainian vs Russian) but on a common struggle for
independence and dignity, where the Country should embrace European Union
values.

Then, the emancipatory activities and messages produced by the Maidan Museum
have a political repercussion, and can be presented by the political elites (considered
here as power-knowledge structure which is interested to maintain its status quo
power position) as a security threat due to the fact that they propose an alternative-
inclusive or antagonistic discourse-language to the official one. Ukraine is in the
middle of an identity fabrication-bio power process in which strong nationalist
movements and political parties want to eradicate everything which is Russian from
their country (even old Soviet heritage) in order to produce an unidimensional ‘pure’
Ukranian identity.

Therefore, the research looks (1) at the activities of the Maidan Museum in which art
is a form of resistance; and (2) at the official processes-rituals of security-identity
fabrication. The sustaining idea is (1) to unveil the intention of the official political-
cultural agenda; and

(2) to converge our attention to those resistance activities which compete and
struggle to present and put forward an alternative discourse carrying an agenda of
emancipation and consciousness.

Keywords: Art, Language, Security, Identity, Resistance.
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The CRITICAL FACTORS AFFECTING the DECISION to USE
TEMPEST

Hakan AYDIN®

Abstract

TEMPEST (Transient Electromagnetic Pulse Emanation Standard) is an information
security term that refers to the examination and control of unwanted electromagnetic
energy emissions caused from electrical and electronic devices. While TEMPEST
offers many advantages in terms of information security, it is a costly technology to
implement. The purpose of this study is to present a review about this field and to
provide a discussion of the advantages and disadvantages of TEMPEST. The study also
highligts the importance of using national cyber security products that passed the
national TEMPEST cyber security testing certification.

Keywords: Cyber Security, TEMPEST, Electromagnetic Emission

TEMPEST KULLANIMI KARARINA ETKI EDEN KRIiTiK FAKTORLER

0z

TEMPEST, elektrikli ve elektronik cihazlardan kaynaklanan istenmeyen
elektromanyetik enerji emisyonlarinin incelenmesi ve kontroliinii ifade eden bir bilgi
glivenligi terimidir. TEMPEST, bilgi giivenligi acisindan bir¢cok avantaj sunarken,
uygulanmasi pahali bir teknolojidir. Bu ¢alismanin amaci, bu alan hakkinda bir
inceleme sunmak ve TEMPEST'in avantaj ve dezavantajlarinin tartisiimasini
saglamaktir. Calisma ayrica, Turkiye'de ulusal TEMPEST siber giivenlik testi
sertifikasyonunu gecen ulusal siber giivenlik lirtinlerinin kullanilmasinin énemini
vurgulamaktadir.

Anahtar Kelimeler: Siber Giivenlik, TEMPEST, Elektromanyetik Emisyon
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CAGDAS BANKACILIK SISTEMINDE DUYGUSAL EMEK ve
HIiPNOTIK DIL KALIPLARI ile IKNA: BANKA WEB
SITELERINDE BIR ARASTIRMA

Hale Nur GULER", Akin MARSAP**

0z

Cagdas bankacilik, bireylerin kurumlarin ve tilkelerin finansal varliklarini kayit altina
almak, verimli kullanimini gerceklestirmek ve tiim yasantilarin icerisinde ticari ve
iktisadi faaliyetlerin giivenli bir ortamda ytiriitiilmesini saglayan islemler butiinidiir.
Bu siirecte bankacilik giderek hayatin her evresine hitap eden ana isleve sahip
lokomotif 6zellikler tasimaktadir. Sektorde faaliyetlerin basarili olmasinda uzman
bankacilara ve yoneticilere ihtiya¢ vardir. Bu uzmanlarin gorev alanlarinda tiim
paydaslarla iletisim esnasinda daha bilimsel daha etik ve daha Kkaliteli hizmet
sunabilmek i¢in etkin iletisim ve ikna becerilerine sahip olmalar1 beklenmektedir.
Ayn1 zamanda finansal ve ekonomik parametreleri yogunlukla kullanan bankacilik
sektoriiniin gelisimi i¢cin duygusal emek stireclerinin de basari ile uygulanmasi esas
teskil etmektedir. iste bu kritik siirecte akilll hipnotik kelimeler ve kaliplara uygun
davranis yetkinlikleri giderek 6n plana ¢cikmaktadir. Bu makalede cagdas bankacilik
sektoriinde akilli hipnotik kelimelerin uygun yer zaman ve 6l¢iide kullanimu ile ilgili
ilk gelisimsel ornekler ortaya konmakta ve gelecege yonelik yeni Onerilere yer
verilmektedir.

Anahtar Kelimeler: Cagdas Bankacilik Sistemi, Duygusal Emek, Akilli Hipnotik
Kelimeler, Ikna Yonetimi

With EMOTIONAL LABOUR and HYPNOTIC LANGUAGE PATTERNS in the
CONTEMPORARY BANKING SYSTEM: A RESEARCH in BANKING WEB SITES

Abstract

Contemporary banking is the process by which individuals record the financial assets
of institutions and countries, realize their efficient use, and ensure that commercial
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and economic activities are carried out in a secure environment within all lives. In this
process, banking has the main features of the main function that increasingly appeal
to all stages of life. There is a need for specialized bankers and managers in the success
of activities in the sector. These experts are expected to have effective communication
and persuasion sKkills in order to provide more scientific, more ethical and better
quality services during communication with all stakeholders. At the same time, it is
essential to successfully implement the emotional labor processes for the
development of the banking sector, which uses financial and economic parameters
intensively. In this critical process, intelligent hypnotic words and behavioral
attitudes towards patterns become increasingly prominent. In this article, the first
developmental examples about the appropriate time and extent of intelligent
hypnotic words in the contemporary banking sector are presented and new
suggestions for the future are included.

Keywords: Contemporary banking system, emotional labor, intelligent hypnotic
words, persuasion management
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INTERNET ve SOSYAL MEDYA ARACILIGI ile KiSILIK HAKKI
IHLALLERINDE SORUMLULUK ve BASVURU YOLLARI

Hilal YENER KULBAY"

0z

Teknolojik gelismeler ve degisimlere paralel olarak toplumsal hayattaki iletisim de
gliniimiizde farkl bir boyut kazanmistir. Geleneksel kitle iletisim araglarina ilaveten
internet ve sosyal medya toplumun biiyiik kesimi tarafindan kullanilmaktadir.
Anayasal haklarimiz olan bilgi edinme, diisiince ve kanaat 6zgurliigii ve bunlari
aciklama ozgiirliigii saglamas1 acisindan islevsel bir rolii olan bu mecra, kisilerin
temel hak ve 6zgtrliiklerini zaman zaman ihlal de edebilmektedir. Toplumda yasayan
bireylerin kitle iletisim araglarim1 temel haklar1 cercevesinde kullanirken, diger
bireylerin temel hak ve 6zgiirliiklerine zarar vermemesi adina bu hassas alanin hukuk
kurallari ile diizenlenmesi gerekliligi aciktir. Kitle iletisim faaliyetleri ancak hukuk
kurallar1 ile sinirlanabilir ve bu sinirlama orantili olmahdir zira hi¢bir kuralin
olmadig1 bir sosyal medya kullanim diizeninin temel hak ve ozgiirliiklere zarar
verecegi ortadadir, 6te yandan asiri, gereklilik barindirmayan sinirlama ve kurallar
da kisilerin Anayasal giivence altindaki temel haklarini ihlal edecektir.

Internet ve sosyal medya aracihigl ile hem kamu hukukunu, hem de 6zel hukuku
ilgilendiren hak ihlalleri giindeme gelmektedir en ¢ok rastlanan ihlaller kisilik hakki
ihlalleridir. Kisilik haklar1 sahsa siki sikiya bagl, vazgecilemez, devredilemez
haklardir.

internet ve sosyal medya aracihgn ile kisilik haklarinin ihlal edilmesi halinde
basvurulabilecek yasal yollar bulunmaktadir. Kisi, bu ihlal aym1 zamanda sug
olusturdugunda su¢ duyurusunda bulunarak failin cezalandirilmasini talep
edebilecek ayni zamanda 06zel hukuk sahasindaki saldiriya son verilmesi, saldiri
tehlikesinin 6nlenmesi, tespit davasi, maddi ve manevi tazminat davasi gibi davalar
yolu ile hakkini kamu giiciine basvurarak koruyabilecektir.

Internet ve sosyal medya ortaminda yapilan yayinlarin diizenlenmesi ve internet
ortaminda islenen belirli suglarla icerik, yer ve erisim saglayicilar1 lzerinden
miicadeleye yonelik esas ve usulleri diizenlemek amaciyla ¢ikartilan 5651 sayil
Kanun’un 9.maddesinin 1. Fikrasinda yer alan “Internet ortaminda yapilan yayin
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icerigi nedeniyle kisilik haklarinin ihlal edildigini iddia eden gergek ve tiizel kisiler ile
kurum ve kuruluslar, icerik saglayicisina, buna ulasamamasi hdlinde yer saglayicisina
bagvurarak uyar1 yéntemi ile icerigin yayindan c¢ikarilmasini isteyebilecegi gibi
dogrudan sulh ceza hdkimine basvurarak igerige erisimin engellenmesini de isteyebilir.”
diizenlemesi cercevesinde igerigin yayindan cikarilmasi ve erisimin engellenmesi
karari almak da miimkiindiir. Bu ¢ergevede kullanici ile servis saglayici ve erisim
saglayicilar arasindaki iliskiler, sosyal medya kullanim kosullari, veri kullanimi ve
gizlilik kosullar1 gibi konular da hukuki sorumlulugun belirlenmesi agisindan énem
arzetmektedir. Internet ve soyal medya yolu ile sadece gercek kisilerin degil, tiizel
Kisilerin ticari itibarinin zedelenmesi ve tiizel kisinin kisilik haklarinin ihlali de
miimkiindiir. Bazen bu durum haksiz rekabete de yol acabilir ve Tiirk Ticaret
Kanunu'nun haksiz rekabet hiikiimleri cercevesinde de yasal yollara basvurulabilir.
Elektronik haberlesmede Devletin yetkisi, sorumlulugu, yetkili merciler ve uyulacak
kurallar da hak ihlallerinin 6énlenmesi agisindan 6énem tasimaktadir. Bu cercevede
5809 Sayili Elektronik Haberlesme Kanunu da irdelenmelidir.

RESPONSIBILITY and WAYS to APPLY for VIOLATIONS of PERSONAL RIGHTS
VIA INTERNET and SOCIAL MEDIA

Abstract

Today, communication has gained a different dimension in social life in parallel with
technological developments and changes. Internet in addition to traditional mass
media and social media is used by large segments of society. This channel, which has
a functional role in terms of freedom of information, opinion and freedom of
expression, which is our constitutional rights, provides the basic rights and freedoms
of individuals, but sometimes this channel violates this rights. While using the mass
media within the framework of fundamental rights of individuals living in society, it
is clear that this sensitive area should be regulated with legal rules in order not to
harm the fundamental rights and freedoms of other individuals. Mass media activities
can only be limited by the rules of law, and this limitation must be proportionate, since
a social media use scheme with no rules will harm basic rights and freedoms. on the
other hand, excessive, non-essential restrictions and rules will violate the
fundamental rights of individuals under constitutional guarantee.

Rights violations involving both public and private law are brought to the agenda via
internet and social media. Personality rights are strictly attached to the individual,
indispensable and non-transferable.

There are legal remedies in case of violation of personal rights via the Internet and
social media. At the same time, the person may demand the punishment of the
perpetrator by making a criminal complaint when this violation constitutes an offense
and at the same time protect his right by applying to the public power through cases
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such as termination of the attack in the private law field, prevention of attack danger,
determination case, material and moral compensation case.

The principles and procedures for the regulation of broadcasts on the internet and
social media and the fight against certain crimes committed on the internet through
content, place and access providers are regulated in Article 9. of the Law no. 5651.
The 1st sentences of this regulation said us “ Real and legal persons and institutions
and organizations claiming that their personal rights have been violated due to the
content of broadcasts on the internet may request the content provider to notify the
content provider and, if not available, request the removal of the content by means of
a warning method, and may also request the access to content by directly contacting
the magistrate.” According to this regulation it is also possible to take the decision to
remove content from the broadcasts and to block access. In this case relations
between the user and the service provider and access providers, social media usage
conditions, data usage and privacy conditions are also important in terms of
determining the legal responsibility. Through the Internet and social media, it is
possible to damage the commercial reputation of not only natural persons but also
legal persons and violate their personal rights. Sometimes this may lead to unfair
competition and legal remedies may be applied within the framework of unfair
competition provisions of the Turkish Commercial Code. The authority of Goverment,
responsibility, the authorities and the rules to be followed in the electronic
communication are also important in terms of preventing the violation of rights. In
this context, Electronic Communication Law No. 5809 It should be examined.

-34 -



ARTIFICIAL INTELLIGENCE: PRESENT and POTENTIAL
PERSPECTIVES

Lubna ZAHEER"

Introduction

Artificial Intelligence (Al), also referred to as ‘Machine Intelligence’, means the
intellect exhibited with the help of machines or technology. In 1956, first artificial
intelligence based program was launched (Nilsson, 2010). Almost all the definitions
(e.g. Daugherty et al, 2018; Knowledge@Wharton, 2018; Valin, 2018) have
consensually elaborated the idea of Artificial Intelligence by basing it on two
elements; interestingly, both of these elements are contradictory to each other. On
one hand, we say that it is an intelligence that imitates or copies the human
intelligence. On the contrary, we term it opposite to human intelligence as well. In this
context, McGeady (2017, para. 3) analyzes that Al is “about the collaboration of
human and machine, not about the supersedence of one over the other”.

Present and Future Perspective: Considering the potential retained by artificial
intelligence, it is easily foreseeable that Al would bring about remarkable revolutions
and upheavals in search process and would indefinitely go beyond the notions of
sorting movies, products or web pages to responding to partly trivial queries of
consumers. Rather it would utilize the extensive information about a consumer’s
previous choices and would put forth such a content which would extraordinarily suit
individual consumer’s tastes. Most significantly, a revolution in “Quality of
Personalization” is majorly expected. It can also be predicted that all of us would be
frequent users of artificial intelligence massively and very conveniently just the way
we have become subscribers, users and regular visitors of social media sites and
mobile phones in the present era. Gartner, Inc. Research Company has very recently
prognosticated that nearly 80 percent of the world’s total smart-phones will have
built-in Al capabilities by 2022: a stark and steep rise from 10 percent in 2017
(Gartner, 2018, para. 2).

Mass Media and Artificial Intelligence: Although artificial intelligence is an
emerging phenomenon and concept, there are certain instances where this
intelligence is being utilized in news media and/or modern journalistic practices. For
example, five years ago (in 2014), an earthquake of dangerously extreme magnitude
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shook the lands of Southern California. But within a few minutes of the disaster, a brief
news story was disseminated by Los Angeles Time’s website; that particular story was
prepared, put together and written by an Algorithm (Will, 2014). Since then, “Robot
reporters” have been said to have produced news stories on diverse topics in different
media organizations. In the same manner, in 2016, one of the most potentially
articulate news-writing algorithm ‘Wordsmith’, synthesized and published thousands
of news reports. And one can never forget the pioneering artificial intelligence
newscaster, which has been launched by ‘Xinhua’, China’s national news-agency.

Interestingly, BBC is pursuing and contemplating several prospects in order to
employ Al and ML technologies for Coverage of BBC. It is widely believed that artificial
intelligence would be an instrumental part of journalism in general and news media
organizations/outlets in particular, in years to come; there have been conjectures that
a considerable portion of future media’s contents would be gathered and published
by incorporating the help of artificial intelligence (Bruno, 2011).

Due to the inevitability of artificial intelligence, some Public Relations organizations
have already started employing artificial intelligence to monitor consumer behavior
in social media and for trend-predicting (Marx, 2017). Through these efficient tools,
neoteric managers are discovering and inventing new ways for gathering,
synthesizing, synchronizing and analyzing data in an automatic way from social
media in order to develop a better understanding of customer behavior and for
effective management of online marketing campaigns. It is also of immense eminence
to note that commentary about futuristic effects of Al on public relations indicates an
‘Al anxiety’. Many individuals, including practitioners, have begun to recognize Al-
anxiety nowadays. This phenomenon has been defined as the “fear of stability and
capabilities of Al”. Furthermore, artificial intelligence, as a modern technology, is now
being used in the process of creation of music. Not long ago, the first-ever artificial-
intelligence-oriented music album was launched by the name of “Hello World”. The
album has involved Al as a creativity-support-instrument, serving the creative
director to form bits of sound to be entrenched in soundtracks.

Limited Scope and Challenges: There are some limitations, restraints and
challenges associated with Al technology. Firstly, it is alleged that robotic and/or
artificial intelligence would have restricted scope of “content production”. Because
content production, particularly when it comes to news and hardcore journalism
profession, is not a “repetitive task” as it is in other industries and commodity-based
manufacturing processes. Media, as a whole, is an industry but a very different
industry; and the intricate task of content-production does not only need information
and knowledge, but also, most of the times, involves analysis, psychoanalysis,
elucidation, opinions and inferences. In my humble opinion, in these tasks, the
humans would go on to subdue machines as well as robots. It would definitely
influence and impact the other aspects of the media industry but content production

-36 -



would persist to be an unusual task to be performed by robots. Likewise, artificial
intelligence and/or Robotization have raised the skepticism, rather fears, pertaining
to job-losses; it has always been an insecurity of dire magnitude that robots/machines
would substitute humans in many positions. Another visible apprehension is that
technology and mechanical devices would control the human race, as that would be
apparently smarter than humanity. It is also being questioned time and again whether
humanity would be sustaining life in an era of artificiality and in a robotic world
wherein the significance of human communication and living emotions would be
depreciating to a zero-level? In addition to the above, there are definite ethical,
regulatory and privacy-related constraints and challenges regarding monitoring of
contents-consumption-patterns to detect opinions and trends of consumers. Last but
not the least, this technology is not by all means “automatic”, and it definitely “hides
who decides”. It is believed that somebody would be making profit through retraining
our individual free will!
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DIJiITAL KULTUR ve INTERAKTIF YENI MEDYA
CALISMALARINDA OYUNCUL UNSURLAR

Melis BOYACI*

0z

Kiiresellesmenin dogurdugu postmodern kiiltiir; cep telefonu, televizyon vb. araclarin
haberlesmeyi olanakli kilmasi, internet ile her ttirlii bilginin es zamanl olarak herkes
tarafindan ulasilabilmesi ile yeni bir toplum yapisina evrilmeye neden olmustur.
Tiiketim toplumu olarak adlandirilan bu doénemde bireyler siirekli bir imge
bombardimani altinda yonlendirilmekte, Kitle olarak strekli tiiketmeye tesvik
edilmektedirler. Internet bir yandan farkl kiiltiirler ve cografyalar arasinda bilgi akisi
ile bireylerin yasaminda ¢ok yonliligi artirirken, bir yandan da popiiler kiiltiir
imgeleri ile tek tiplesmeye yol agmaktadir. Bu durum ise, insanlarin yasami
algilayislarinda, kurduklar: iliskilerde doniisiimi getirmektedir. Bilgi ve bilisim
teknolojilerinin hayatin icine bu kadar girmesi, iliskilerimizi ve algilayisimizi bu kadar
etkilemesinin sonucu olarak, dijital kiiltiir diye bir olgu ortaya ¢ikmistir. Son
donemlerde ise, artik post-dijital kiiltiirden s6z edilmektedir.

S6z konusu post-dijital donemin ¢alisan kesimini ve ayn1 zamanda tiiketici kesimini
1980 ve 90’larin dijital platformlar olarak atari vb. oyun konsollariyla oynayarak
biiylimiis nesil olusturmaktadir. Gerek oyunlarla gerek etraflarini saran reklamlarla
devamli imaj bombardimani altinda kalan bireyler ki artik Kitleler s6z konusudur,
istisnasiz bir sekilde stirekli tiiketime yonlendirilmektedir. Teknolojideki sonu
gelmeyen ilerlemeler de bu tiiketim ¢ilginligini beslemektedir. Kitleler son model cep
telefonu almak ya da en son teknojilerle ¢ekilmis filmleri gormek icin yarismaktadir.
Facebook, Instagram ya da Foursquare gibi uygulamalar da bu yarisi daha da
yayginlastirmaktadir. Oyun da glnlik yasam icindeki iletisim {izerinden
baktigimizda, bu yaris1 destekleyecek ve giiclendirecek bir unsur olarak sistemin
icinde kullanilmaya baslanmistir. Bu ayn1 zamanda oyuncul tasarimdaki belirgin
artisin da bir nedenidir. Pek ¢ok firma ve hizmet sektorii oyun unsurlarini eglenceyi
isin icine katmak ve aliciy1 cezbetmek iizere kullanmaktadir. Bunun nedeni, sistemin
insanlari/kitleleri siirekli hareket halinde olmaya zorlamasidir. Yasanilan c¢ag
insani/kitleleri devaml hareket icinde olmaya ¢agirmaktadir; dolayisiyla da kitleler
strekli bir eylem arayisi icindedirler. Bu bakimdan, oyunlastirma giinliik yasamda
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kullanilan mobil uygulamalardan sunulan hizmetlere kadar her alana yayilmistir. Bu
durum teknolojik gelismeler ve yeni medya ile birbirini besleyen karsilikli bir iligki
icindedir.

Teknolojinin gilinliik yasamimiza giderek daha fazla niifus etmesi sonucunda degisen
algimiz, sanati algilayisimizda da bir doniisiime yol acmistir. Cagimizin besledigi bu
strekli eylemde olma hissi izleyenleri katilimciya doniistiirmiis; etkilesimli ve gorsel
olarak cazibesi ytliksek post-prodiiksiyon calismalarin 6n plana ge¢mesine neden
olmustur. Sanat calismalarinda etkilesim unsurunun daha fazla aranmasina yol acan
bu déntisiimiin sonucu olarak calismalarda oyunlastirma unsurlari giderek daha fazla
yer almaya baslamistir. Yeni medya sanati ya da dijital sanat olarak adlandirilan
calismalar giderek daha fazla sanat ortaminda yer tutmaya baslamis ve
yayginlasmistir. Bu baglamda etkilesimi artirmak {izere oyun unsurlarini igine katan,
yiiksek teknolojileri kullanarak izleyenleri/katilimcilar1 cezbeden ve daha fazla
calismanin icindeymis hissine kapilmalarini saglayarak mekan algisini doniistiiren,
gerceklik algisiyla oynayan, hatta gercek zamanli miidahaleleri izin veren sanat
calismalari yayginlik kazanmistir.

Calismada ileri kapitalist toplumun kiiltiirel yapisi icinde sekillenen giindelik yasam
ve sanat birlikteliginin, oyunu da i¢ine alarak sanatta oyuncul unsurlarin kullanildig:
etkilesimli yeni medya calismalarina evrilme nedenlerini incelemek
amagclanmaktadir. S6z konusu siireg Kitleleri sistem icinde tutmak iizere kullanilan
oyunlastirma unsurlari baglaminda incelenecektir.

Anahtar kelimeler: Dijital Kiiltiir, Kitle Kiiltiirti, Oyun, Oyunlastirma, Etkilesimli Yeni
Medya Sanati

LUDIC ELEMENTS in INTERACTIVE NEW MEDIA ARTWORKS in DIGITAL
CULTURE

Abstract

The postmodern culture that originated from globalization enabled a communication
via instruments like cell phones and television and internet also made it possible for
everyone to access information of any kind simultaneously, therefore, it leads to an
evaluation towards a new social structure. In this era, which is also called the
consumption society, individuals are guided through an image bombardment and
constantly pushed towards consumption as a mass. Internet, on the one hand,
increases the variety in lives of individuals via information flow between different
cultures and geographies, on the other hand, it leads to monotypes as an effect of
popular imagery. As a result of the fact that information and information technologies
have so much influenced our lives and our relationships and perceptions, a
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phenomenon called digital culture has emerged. In recent years, it has been started to
get talked about post-digital culture.

Working class and consumers of post-digital era are the ones that was born in 1980
and afterwords and grown by playing digital games. Individuals/ masses, who are
under constant image bombardment with the games and the advertisements
surrounding them are directed to continuous consumption. The endless advances in
technology also feed this consumption frenzy. The masses are competing to get the
latest model cell phone or to see the movies taken with the latest technologies.
Applications such as Facebook, Instagram or Foursquare make this race even more
widespread. Play is also used in the system as a component that will support and
strengthen this race. This is a cause of a significant increase in ludic design. Many
companies and service industry use the elements of play to involve entertainment
element and to attract the buyer. The era calls on masses to be in constant motion. In
this respect, gamification has spread to every area, from the mobile applications used
in everyday life to the services provided. This situation is in a mutual relationship that
feeds each other with technological developments and new media.

The change in our perception since technology penetrates increasingly into our daily
lives has led to a transformation in our perception of art. The need of being in
continuous action that is fed by the era transformed the viewer into a participant, and
made interactive and visually attractive post-production artworks come to the
forefront. As a result of this transformation, gamification have become more and more
involved in the artworks. In this context, artworks that add play elements in order to
increase interaction, that attract the viewers/ participants by using high technologies
and transform their perception of space by making them feel much more in the
installation, get widespread in art scene.

In this research, phenomenon that representation of interactive new media artworks
that includes ludic elements increases according to the disappearance of frontiers
between art and daily life has been studied within the context of play and
gamification.

Keywords: Digital Culture, Mass Culture, Play, Gamification, Interactive New Media
Art

-41 -



TURKIYE'DE DIiJiTAL GAZETECILIGIN DONUSUMUNDE
ALGORITMALARIN ETKiSi: NEWS.GOOGLE ORNEGI

Merve Zeynep SARIBEK"

0z
Dijital teknolojilerin gelisimi, internet, sosyal aglar ve web 2.0 teknolojisi

konvansiyonel medyanin yeni bastan konumlanmasina yol agmis ve gazetecilik biiyiik
oranda dijital platformlara taginmistir.

Web 2.0 teknolojisinin gelisimi kitle iletisim araclarinin pasif izleyicisini aktif birer
lire-tliketiciye dontstiirmiis ve bu sebeple gazetelerin okuyucu kitlesi de haber
tercihleri dogrultusunda parcalara ayrilmistir. Bu sebeple dijital haber platformlari
glindem olarak sunulacak haberlerin secimini kisisellestirerek yeni bir yapiya
kavusmaya baslamistir. News.google gibi dijital haber platformlar1 dizin mantigiyla
okuyucuya aninda ulasacak haber toplayicilari haline gelmistir.

Google News, Apple News gibi haber toplayicilari kullanicilarin aradiklari terimlere,
gecmis tlketimlerine karsilik gelen haberleri yilizeye c¢ikaran algoritmalar
kullanmaktadir. Herhangi bir haber platformundan daha ¢ok kullanilan Facebook gibi
sosyal aglar da bir kullanicinin akisinda hangi haberin 6nemli olduguna karar vermek
icin kullanicinin ge¢mis faaliyetlerine bagh olarak sekillenen bir algoritmadan
faydalanir.

Reuters enstitiisiiniin arastirmasina gére Amerika ve ingiltere’de ¢ok sayida kullanici
haberlerini segmek icin editérlerden ziyade algoritmalari tercih etmektedir. Ozellikle
geng ve teknoloji icinde dogmus kitleler kendilerini daha bagimsiz hissetmek icin
algoritmalara glivenme egilimi gostermektedir. Bu tercihler dijital platformlardaki
haber se¢imlerinde algoritma ve editor karsithigini giindeme getirmektedir.

Bu noktada News.Google, herkesin ulasabilecegi bir haber platformu olmasi ve kisiye
gore sekillenmesi agisindan arastirmamizin temelini olusturacaktir. Algoritmalar
gercekten soOylenildigi gibi demokratik bir ozgirlilk mii yoksa sadece istenileni
vermekten ibarettir? Teknolojinin giindem belirleme giicii salt bir olumlayic1 bakis
acisiyla ele alinmamalidir. Algoritmalar editdrlerin siyasi ve ideolojik filtresinden
uzak olmakla birlikte, kullanicilarin hedef ve tiiketimleri dogrultusunda onlar1 bir
yanki odasina hapsetme egilimi de tasimaktadir.

* Dr. Ogr. Uyesi, Beykent Universitesi, E-posta: zeynepsaribek@beykent.edu.tr,
https://orcid.org/0000-0002-3006-9346
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Calismanin amaci haber seciminin ve glindeme tasinan haberlerin kullanici
tercihlerine gore sekillendigi News.Google gibi platformlarin Tiirkiye’'deki dijital
gazeteciligin lizerindeki etkisini gozlemlemektir. Bu noktada 6zellikle ana akim yazil
basinin dijital versiyonlarinin bu gelismelerden nasil etkilendigini, algoritma ve
editor karsithgir Uzerinden sorgulamak gerekmektedir. Tiirkiye’deki ana akim
gazetelerin dijital yayinlar1 halen ¢ogunlukla editér kontroliinde ilerlemektedir. Bu
sebeple ¢ogunlukla ayni haberler bir¢ok farkli gazetede izlenebilmektedir. Temelde
yazili versiyonlarin takip edildigi bu dijital versiyonlar ¢cogunlukla sadece magazinel
anlamda bir degisime ve genislemeye ugramaktadir. Farklilasmis okuyucu kitlesine
yonelik habercilik anlayisinin eksik kaldig1 ana akim dijital gazetelerin, algoritmaya
dayali haber toplayic sitelerden nasil etkilendiginin sorgulanmasi dijital gazeteciligin
geleceginin insa edilmesi bakimindan 6nem tasimaktadir. Calismada Tiirkiye’deki
onemli dijital gazetelerin bu gelismelerden ne yonde etkilendigi, kullanici tercihlerine
gore manset ve diger haber secimlerini nasil belirledigi konusu iizerinde durulacaktir.
Bu baglamda News.Google sitesi ve Tiirkiye’deki 6nemli yazili basin organlarinin
dijital versiyonlar1 karsilastirilacak ve dijital gazete editorleriyle derinlemesine
gorismeler yapilacaktir.

Anahtar Kelimeler: Dijital gazetecilik, Algoritma, Google

ALGORITHMS' EFFECTS on the CONVERSION of DIGITAL JOURNALISM in
TURKEY: GOOGLE CASE

Abstract

The development of digital technologies, the internet, social networks and web 2.0
technology have led to the transformation of conventional media and journalism has
largely been moved to digital platforms.

The development of Web 2.0 technology has turned the passive audience of the mass
media into active prosumers and therefore the readers of the newspapers has been
divided into pieces according to the news preferences. News aggregators such as
Google News and Apple News use algorithms that highlight the news which
corresponds to the search terms and past consumption of users.

Social networks, such as Facebook, which are used more than any other news
platform, also use an algorithm that is shaped based on the user's past activities to
decide which news are important in a user's stream.

According to research of the Reuters Institute, a large number of users in the US and
the UK prefer algorithms rather than editors to select the news. Especially young and
digital native masses tend to rely on algorithms to feel more independent. These
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preferences raise the question of whether to choose an algorithm or an editor for
news choices on digital platforms.

At this point, Google news is the basis of our research in terms of being a news
platform that can be accessed by everyone and determining the content according to
the person.

Do algorithms really contribute to democracy and freedom? Or is it just offering what
the reader wants? The power of technology to set the agenda should not be
considered just from an affirmative point of view. Although the algorithms are far
from the editors' political and ideological filters, they tend to confine users to an echo
chamber in line with their tastes, interests and consumptions.

The aim of the study is to observe the impact of platforms such as Google Search and
Google News in which news preferences and agendas are shaped by user choices on
digital journalism in Turkey. It is necessary to question how digital versions of
mainstream print media are affected by these developments, especially in the context
of algorithm or editor preference at this point.

The selection and the highlighting of the news in the digital versions of mainstream
newspapers in Turkey is still in the control of editors. For this reason, the same news
is often found in different newspapers. These digital versions, which mainly follow
the printed versions, often differ only in the context of magazine news. It is important
to question how the mainstream digital newspapers, which lack the practice of
journalism for divided and differentiated readers, are influenced by the news
gathering sites based on the algorithm.

This questioning is important for the construction of the future of digital journalism
in Turkey. In the study, it's focused on the new news publishing style of the major
digital newspapers in Turkey which are shaped by the algorithm journalism.

In this context, Google news and two important Turkish digital news platforms will
be compared and in-depth interviews will be conducted with editors.

Keywords: Digital Journalism, Algorithms, Google
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ARTIFICIAL INTELLIGENCE in MEDIA: RADIO
AUTOMATION SYSTEMS as the FIRST ARTIFICIAL
INTELLIGENCE APPLICATION in MEDIA in the TERMS
of “THREATS” and “OPPORTUNITIES”

Mihalis (Michael) KUYUCU"

Abstract

This paper is about the first artificial use application in radio industry. The radio
industry start using artificial intelligence in the end of 70s with the creation of radio
automation systems. With the invention of radio automation, the “hand use” in radio
left itself to software and hardware. The radio automation started selecting the music,
jingle and such audio files and playing them on air. With the development of these
automation system the software start working as a program and music director in the
radio. This paper explores the radio automation and its effects to radio industry as a
artificial intelligence. In the first part of the paper there is a conceptual research of
artificial intelligence concept and the in the second part of the paper the radio
automation systems and its most used brand RCS (Radio Communication System) will
be examined as a case study. The paper will be finalized with the threads and
opportunities of artificial intelligence for the future media use from the eyes of the
employment and industrial view.

Keywords: Artificial Intelligence, Radio, Media, Radio Automation, RCS

MEDYADA YAPAY ZEKA: MEDYADA iLK YAPAY ZEKA UYGULAMASI OLARAK
RADYO OTOMASYON SiSTEMLERININ YARATTIGI “TEHDITLER” ve
“FIRSATLAR”

0z

Bu ¢alismanin konusu radyo endiistrisindeki ilk yapay kullanim uygulamalari
hakkindadir. Radyo endiistrisi, 70'lerin sonunda, radyo otomasyon sistemlerinin
olusturulmasi ile yapay zekayr kullanmaya baslamistir. Radyo otomasyonunun
icadiyla, radyodaki “kisisel kullanim” yerini yazilim ve donamimlara birakmistir.
Radyo otomasyonlar1 miizigi siralamakta, ses dosyalarini segmekte ve onlar1 yayinda

* Assoc. Prof. Dr., Istanbul Aydin University, E-mail: michaelkuyucu@gmail.com
https://orcid.org/0000-0002-1931-6844
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calmaktadir. Otomasyon sistemlerinin gelismesiyle yapay zeka ile calisan yazilimlar
radyoda bir program ve miizik direktori gibi calismaya baslamistir. Bu calisma radyo
otomasyonlarini ve otomasyonlarin bir yapay zeka {liriinii olarak radyo endiistrisine
olan etkilerini betimlemistir. Calismanin ilk boliimiinde yapay zeka kavramina iliskin
kavramsal bir arastirma yer alirken, ikinci boéliimiinde radyo otomasyon sistemleri ve
diinyada en c¢ok kullanilan radyo otomasyon markasi RCS (Radyo Haberlesme
Sistemi) bir vaka calismasi olarak incelenmistir. Calisma gelecekte yapay zekanin
medya kullanimina olan etkileri istihdam ve endiistriyel bakis ac¢isindan incelenmis
ve bu etkilerin olasi sonuglari lizerine yapilan bir tartisma ile tamamlanmuistir.

Keywords: Yapay Zeka, Radyo, Medya, Radyo Otomasyon, RCS
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A COMPREHENSIVE REVIEW for the VARIETIES and LACKS of
SEARCH and RESCUE ALGORITHMS

Muhlis OZDEMIR®, Yakup CELIKBILEK™

Abstract

Search and rescue problem has a very old history, however, it started gaining
increasing importance with systematic and modern applications after the World War
II. Search and rescue problems starting with the systematic and modern applications
has been going on with the search and rescue algorithms especially with the
importance and effects of the modern technologies in recent decades. Because of
these situations, search and rescue studies published in the last two decades are
analyzed in detail in this study. The analyzed studies are collected from Google
Scholar, ScienceDirect and Web of Science databases. In the last two decades, the
number of published studies directly working on the search and rescue problem is
about two hundred. This is a small number especially if we consider the time range
and the importance of the problem. The aim of this study with the detailed literature
review, giving a lead to the future studies and discover lacks of the current literature
and algorithms.

Keywords: Search and Rescue, SAR, Robotics, Human/Robot Interactions, Disaster
Management.

ARAMA ve KURTARMA ALGORITMALARININ EKSIKLIKLERI ve CESITLERI
UZERINE KAPSAMLI BiR ARASTIRMA

0z
Arama ve kurtarma probleminin oldukea eski bir tarihi olmasina ragmen II. Diinya
savasindan sonra sistematik ve modern uygulamalarda 6nem kazanmaya baslamistir.
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Sistematik ve modern uygulamalarla baslayan arama kurtarma prolemleri son
yillarda modern teknolojilerin 6nemi ve etkisi ile birlikte arama kurtarma
algoritmalariyla devam etmektedir. Bu nedenle, son 20 yilda yayimlanan arama
kurtarma ¢alismalar1 ayrintili olarak incelenmistir. Google Scholar, ScienceDirect ve
Web of Science very tabanlar1 arastirma i¢in kullanilmistir. Son yirmi yilda arama
kurtarma alaninda yapilan calisma sayis1 yaklasik 200’diir. Zaman periyodu ve
konunun 6nemi diisiiniildigiinde bu saymnin oldukca az oldugu soylenebilir. Bu
¢alismanin amaci ayrintili literatiir taramasi ile gelecekteki calismalara onciiliik
etmek ve giincel literatiir taramasi ilealgoritmalarin eksikligini kesfetmektir.

Anahtar Kelimeler: Arama ve Kurtarma, SAR, robotik, insan/robot etkilesimi, Afet
yonetimi.
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SANAL GERCEKLIK ve TRANSHUMANIZM: INSANOGLUNUN
DiJiTAL DONUSUMU

Murat Ertan DOGAN*

0z

Kavramsal olarak “sanal” sozciigli gerceklikle stirekli bir iliski icerisinde tarif
edilmektedir. Sanallik bilgisayarlar tarafindan olusturulmus bir diinyadaki varolusu
veya bir simiilasyon ortaminda farkl araclarla ulasilabilen bir deneyim olarak da tarif
edilebilir. Bu dogrultuda, sanalligin tanimlanmasinda insanlarin bilgisayarlarla
etkilesimleri siirecinde 3 boyutlu bir diinyaya ait gorsel-isitsel uzamin manipiile
edebilmesi durumunu da g6z 6ntinde bulundurmak gerekmektedir.

Sanal Gergeklik ise var olan gerceklik duygusunun ve fiziksel gercekligin hissedildigi
ortamin bir teknolojik-sanat formu ile degistirilmesi ve yerine benzer hissiyati veren
bir baska ortamin konulmasi durumudur. S6z konusu sanal gerceklik ortamlarinin
teknolojik gelismelerle birlikte giderek gelismesi ve bireylerin bu ortamlardaki
bulunurluklarinin artmasi ile birlikte ortaya ¢ikan bir baska kavram da Siber Uzay’dir
(Telhan, 2002).

Siber Uzay fiziksel duyularin prostetik cihazlar yardimiyla bir simiilasyon igerisine
daldirilarak alginin degistirildigi ve kisa siireli olarak kisinin gercek diinyayla olan
alginin unutturuldugu alanlar olarak tanimlanabilir. Siber Uzay igerisinde kisi
elektronik bir ag tizerinde sensorlar vasitasiyla elde edilen sinirh verilerin belirledigi
bir alan tizerinde var olmasina ragmen, duyularinin fiziksel gerceklige uygun sekilde
uyarilmasi nedeniyle gerceklige yakin bir algi olusmaktadir.

Bu durum ise yeni bir tartismayr beraberinde getirmektedir. insanoglunun
glinlimiizde var olan fiziksel ve bilissel sinirliliklarin1 bilim ve teknoloji yoluyla
asacagini ve evrimlesecegini 6ne siiren bir goriis olan Transhiimanizm anlayis1 Sanal
Gergeklik literatiiriindeki arastirmalarin yeni giindemini olusturmaktadir.

Transhumanizm, primitif insani dzelliklerin teknoloji araciligyla gelistirilmesini ve
doniistiiriilmesini iceren teknolojik yenilik¢i sosyo-politik ve entellektiiel bir hareket
olarak tanmimlanabilir. Buradaki nihai hedef, insanoglunun fiziksel ve duygusal
kapasitesinin teknolojik araclar vasitasiyla giiclendirilerek insan 6tesi (post-human)
duruma ulastirilmasi ve giincel biyolojik sinirlamalardan kurtarilmasidir.

* Dr. Ogr. Uyesi, Alanya Hamdullah Emin Paga Universitesi, E-posta: medogan@ahep.edu.tr
https://orcid.org/0000-0001-6668-5952
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Marshall McLuhan teknolojik gereclerin insan uzuvlarinin uzantilar1 oldugunu
soylemis ve teknolojik araclarin gelisimiyle birlikte insanoglunun iletisim ve
etkilesim yetisinin farklilasacag: lizerine 6nermelerde bulunmustur. Bu cercevede,
Siber Uzay icerisinde teknolojik cihazlarin duyularina génderdigi sinyallerle sanal bir
gerceklik algis1 yasayan bireyler s6z konusu ortamlarin bir ag cercevesinde
yapilanmasiyla birlikte birbirleri ile iletisim ve etkilesme gecme sansi da
yakalamaktadir. Boylelikle, sanallik ve gerceklik arasindaki ikilem farkli boyutlara
dogru evrilmektedir. Bu dogrultuda, yeni iletisim teknolojileri ve sanal gerceklik
uygulamalarinin insan 6tesi evrilmeye ve bireylerin iletisimlerini s6z konusu araglar
lizerinden yapmaya dogru yonlenmesine neden oldugu sodylenebilir.

Nitel bir arastirma desenine sahip olan bu calismada, doékiiman analizi yontemi
kullanilmistir. Siber Uzay tlizerinde var olan bireylerin yeni iletisim teknolojilerini
kullanimlar1 ve insanoglunun dijital doniisiimiinin giincel durumu ve
transhiimanizm kavrami literatiirdeki kaynaklarin taranmasiyla elde edilen bulgular
lizerinden tartisilmaktadir.

VIRTUAL REALITY and TRANSHUMANISM: DIGITAL TRANSFORMATION of the
HUMANKIND

Conceptually the lexical item of “virtual” is constantly defined in relationship to the
reality. Virtuality represents a presence in the world created by computers or
experience of simulations environments reached via various media. In this direction,
the manipulation of an audio-visual space of a three-dimensional world during the
human-computer interaction should be taken into consideration.

Virtual reality is the replacement existing sense of reality and the environment
physical environment with a techno-art form and, putting an environment that feels
almost the same with physical reality. Another concept emerged with technological
developments and the individuals' increasing presence of the virtual reality
environments is Cyber Space (Telhan, 2002).

Cyberspace could be defined as realms that senses are submerged into a simulation
via prosthetic devices in which individuals breaks down the connections with the real
world for a limited period. Although individuals reside in a field that has limited
information provided by sensors on an electronic network in the Cyber Space, real-
like perceptions of a physical environment are sensed.

Therefore, a new argument is formed. The Transhumanism approach asserts that
humankind will evolve into a new species which will exceed the current cognitive and
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physical limitations of themselves via science and technology. This Notion is setting
the agenda of contemporary virtual reality research.

Transhumanism is a socio-politic and technological deterministic approach that
involves the development of the characteristics of primitive humankind through
technology and science. The ultimate goal of the transhumanist movement is
enhancing the physical and sensual capacity through technological devices and,
reaching the post-human level as biologically nonrestrictive.

Marshall McLuhan claimed that technological tools are extensions of the human
organs and, communication and interaction capacity of humankind will differentiate
into other conditions. Within this frame, individuals that comprehend a virtual reality
via signals sent by technological devices in cyberspace will have a chance to
communicate and interact within these types of environments. Thus, the dilemma
between virtuality and reality evolves into new dimensions. In this context, new
communication technologies and virtual reality applications divert individuals to
communicate over these technological tools and to evolve to post-human state.

This study is designed as qualitative research and document analysis is used as the
method of the study. Individuals use of new communication technologies in
cyberspace and the contemporary situation of the digital transformation of
humankind within the concept of transhumanism is discussed by a review of the
literature.

Keywords: Virtual Reality, Cyberspace, Transhumanism, New Communication
Technologies, New Media, Digital Communication Technologies.
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SINEMADA YAPAY ZEKANIN FiZiKSEL GORUNUME
YANSITILMASI

Miizeyyen Sevtap AYTUG*

0z

Sinemada karakter yaratimi ve bununla baglantili fiziksel gériiniimiin tasarlanmasi
sinemanin varolusundan itibaren planlanmaya baslanmistir. Ozellikle bilim kurgu
filmlerinde uygulanmakta olan hayal iriinli karakterlerin yaratilmasi makyaj
sanatgilarinin yaraticiliklar: ile ortaya konmaktadir. Bu uygulamalarin bir kismi
bilgisayar ortaminda yaratilsa bile geneli makyaj sanatcilar1 tarafindan oyuncular
lizerinde gerceklestirilmektedir. Yapay zekanin sinemadaki fiziki goriiniim ornekleri
genellikle metalik malzemeden robotlar olarak gozlemlense de insan goriiniimiindeki
yapay zeka ornekleri son yillarda daha siklikla goriilmeye baslanmistir. Diinyadaki
yapay zeka uygulamalari bilim insanlari tarafindan insan goriiniimlii robotlara daha
fazla uygulandikca sinemada da benzerlerine daha sik rastlanmaktadir. Fritz Lang’in
yonettigi 1927 yili yapimi Metropolis, 1951 yapimi1 The Day The Earth Stood Still
Stanley Kubrick’in 1968 yilinda ¢ektigi 2001: Bir Uzay Yolu Macerasi, 1977 yapimi
George Lucas’in yazip yonettigi Star Wars, 1982 yilinda Bigak Sirti, 1987 yapimi Paul
Verhoeven tarafindan yonetilen Robocop, 1999 yilinda The Wachowski kardeslerin
yazip yonettigi Matrix, Chris Columbus’un yonettigi 1999 yapimi Bicentennial Man,
2001 yilinda Stanley Kubrick’in bir kismini ¢ektigi, Steven Spielberg’in yonettigi A.l.
Yapay Zekd, Andrew Niccol'un yonettigi 2002 yapimi Simone, 2004 yapimi bilim
kurgu yazari Isaac Asimov’'un robot hikdyelerinden uyarlanan ve Alex Proyas’in
yonettigi Ben Robot, 2005 yili yapimi Garth Jennings'in yonettigi The Hitchiker’s
Guide to the Galaxy, Wall-E ise bir animasyondur. 2009 yilinda Duncan Jones’in
yonettigi Ay, 2012 y1li yapimi Jake Schreier’in yonettigi Robot&Frank 2013 yilinda
Spike Jonze'nin yonettigi Ask, 2014 yilinda Christopher Nolan’in Yildizlararasi, Neill
Blomkamp’in yazip yonettigi 2015 yapimi Chappie, 2015 yapimi Alex Gerland’in
yonettigi Ex Machina 2017 yilinda Denis Villeneuve tarafindan yonetilen Bigcak Sirt1
2049, yine 2017 yilinda Greg Kohs tarafindan yonetilen Bonus: Alpha Go filmlerindeki
yapay zekalarin fiziksel goriiniimleri bu makale kapsaminda incelenmistir. Bu
arastirma her bir karakteri yaratan makyaj sanatcilarini da igcermektedir.

* Dog. Dr., Istanbul Gelisim Universitesi, Giizel Sanatlar Fakiiltesi, Sinema ve Televizyon
Boliimii, E-posta: msaytug@gelisim.edu.tr https://orcid.org/0000-0003-2794-
7256
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Karakterlerin yaratilmasinda kullanilan makyaj tekniklerinin gelisimi de ayrica
inceleme alani icinde degerlendirilmistir.

Anahtar Kelimeler; Yapay Zeka, Sinemada Yapay Zeka, Makyajla Yapay Zeka,
Profesyonel Makyaj, Makyaj Sanatcisi

Be REFLECTED in the PHYSICAL APPEARANCE of ARTIFICIAL INTELLIGENCE in
CINEMA

The cinema character creation and designing the physical connection with this view,
since the existence of the cinema has been planned. In his films, particularly science
fiction being applied to the creation of the fictional character makeup artists are
present with their creativity. Some of these applications in the computer environment
yaratilsa the overall make-up artists even by the players. Examples of physical
appearance in cinema of the artificial intelligence generally metallic materials, robots
even though there was a human-like artificial intelligence as examples to be seen
more often in recent years. Applications of artificial intelligence in the world by
scientists devised the human-looking robots and the like in the cinema again more
frequently. Directed by Fritz Lang's 1927 American Metropolis, the 1951 film The Day
The Earth Stood Still drawn in Stanley Kubrick's 1968 2001: A Star Trek Adventure,
1977 making George Lucas wrote and directed Star Wars, Blade Runner in 1982, 1987
made Paul Verhoeven managed by Robocop, in 1999 The Wachowski brothers wrote
and directed the Matrix, 1999, directed by Chris Columbus made Bicentennial Man,
he took a part in Stanley Kubrick's 2001, directed by Steven Spielberg's A.L. Artificial
Intelligence, Andrew Niccol-directed science fiction writer Simone, 2004 2002-made
Isaac Asimov robot stories being adapted and directed by Alex Proyas's [ Robot, year
of construction 2005 Garth Jennings directed The Hitchiker's Guide to the Galaxy,
Wall-E is an animation. in 2009, directed by Duncan Jones, moon, 2012 American Jake
Schreier directed Robot & Frank 2013 in Spike Jonze directed of Love, in Christopher
Nolan's Interstellar 2014, 2015 and directed construction of Neill Blomkamp Chappie,
2015 directed by Alex construction Gerland Ex Machina 2017 by Denis Villeneuve,
managed in the year 2049, Blade Runner directed by Greg Kohs in 2017 again Bonus:
Alpha Go movie artificial intelligence within the context of this article of the physical
views are examined. This research includes the makeup artist who created each
character. The characters are also used in the creation of makeup techniques were
evaluated in the review area development.

Keywords: Artificial Intelligence, Artificial Intelligence in Cinema, Artificial
Intelligence by Make-Up, Professional Make-Up, Make-Up Artist
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Al and VR TECHNOLOGIES in MUSEUM GUIDANCE

Naci POLAT*

Abstract

The number of scientific studies on museum guidance is inadequate. Although it is
observed that universities have courses related with museums in the field of tourism
guidance for a long time, they could not find place in the curricula under the title of
'Museum Guidance'. This matter has become more important day by day (Best, 2012).
Especially, newly developed technological achievements add new discussions for
museums before museum guidance topic has been matured. In this study, new
technologies in museum guidance will be extensively investigated and proposals for
the future work will be made.

Introduction

When the name of the course was determined three years ago, the prominence of the
subject was discussed and opinions of academicians from various disciplines and
academicians related to the subject were consulted during the determination of
contents. In the last stage content responsibility was left to the responsible
academician. It was known that course on museology were taught in the Faculty of
Science and Letters, but contents of this course have not been able to fully meet the
needs of the museum guidance course.

Method

Therefore, it is important that the content work on the museum guidance has to fit
into the circumstances of the day-to-day operations of museums, but on the other
hand it has also meet needs of guides and visitors. It is more appropriate for the
students to provide courses covering new technologies in the following topics:

Museums and Virtual Reality
Managing, Promotion and Marketing of Museums with Augmented Reality
Prospective Professions in Museums

Relationship between tourism guidance, museums and technologies

* Assoc. Prof. Dr., Pamukkale University, Tourism Faculty, Tourism Guidance Department,
Denizli, Turkey, E-mail: polatn2002@yahoo.de
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Classification of museum visitors and determination of their needs
Museum guidance for different visitor types / Co-creation with the help of Al and VR

Museum visitors and experiences (Accessibility): Storytelling basics in the museum
guidance

Museum guidance and trends
Art exhibition guidance with new technologies
Interactive / Technological solutions in museum guidance

Evaluation of guidance areas in museums and exhibitions at local and global levels
(Field work)

Results

Once museum guidance course was started for the first time at the Tourism Guidance
Department of Tourism Faculty of Pamukkale University, several steps were taken
about content creation. On the other hand, discussions about virtual and augmented
reality are active and new inventions and interventions are integrated into tourism
and museum studies at this time. New technologies in VR and VR are changing rapidly.
With the help of an Erasmus+ project with different partners from Italy, Portugal and
Greece will cover usage of Al and VR in cultural sector. And museums play vital role
in this project. Students will actively join this process and results will be shared with
the scientific community.

MUZE REHBERLiGi ALANINDA TEKNOLOJi KULLANIMI ve ORNEK DERS iCERIiGi

0z

Mize rehberligi alaninda yapilan bilimsel ¢alismalarin sayica yetersiz oldugu
goriilmektedir. Universitelerin uzun yillar boyunca miizelerle ilgili okutulan dersleri
olmasina ragmen miize rehberligi bashigl altinda derslere yer vermedikleri
gozlemlenmistir. Bu konu her gecen giin 6nem kazanmaktadir (Best, 2012). Ozellikle
yeni teknolojik gelismeler konusunda miizeler ve ilgili akademik c¢evreler ciddi
tartismalar yuriitirken miize rehberligi beklenen ilginin gerisinde kalmaktadir. Bu
calismada yeni teknolojilerin miize rehberligi dersi miifredati icindeki yeri ele
alinacak ve gelecege doniik 6neriler yapilacaktir.

Giris
Miize rehberligi dersinin ii¢ y1l 6nce Pamukkale Universitesi Turizm Fakiiltesi Turizm
Rehberligi boliimii miifredatina konulmasindan 6nce ilgili akademisyenler ile goriis
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alisverisinde bulunulmus ve ardindan ders igeriginin belirlenmesinde énemli yol kat
edilmistir. Fen-Edebiyat Fakiiltesinde miizecilik dersinin olmasina ragmen ilgili
dersin miize rehberligi dersinin beklentilerini karsilayamadigi goriilmiistiir. Mevcut
dersin uygulama gezileri ile birlikte turizm rehberligi 6grencilerine yeni perspektifler
kazandirdig1 yakindan gozlemlenmistir.

Metod

Miize rehberligi dersinin icerigi bir taraftan miizelerin giinliik rehberlik hizmetleri
konusunda adimlar atmasina yardimci olurken diger taraftan rehberlerin ve
misterilerin  beklentilerini karsilayacak icerik edinimini saglamasini da
hedeflemektedir. Ozellikle asagida yeni teknoloji icerikleri ile hazirlanmis olan ders
icerik basliklarini bulacaksiniz.

Miizeler ve miize rehberliginde sanal gergeklik kullanimi

Mizelerin arttirilmis gerceklik ile yonetimi, tanitilmasi ve pazarlanmasi
Miize meslekleri

Turizm rehberligi, miizeler ve teknoloji iliskisi

Miize miisterilerinin smiflandirilmasi ve beklentilerinin belirlenmesi

Farkl miisteri kitleleri icin mtze rehberligi / Arttirilmis ve sanal gergeklik ile ortak
yaratim

Miize ziyaretcileri ve tecriibeleri (Erisilebilirlik): Miize rehberliginde temel hikaye
anlatimi

Miize rehberligi ve trendler
Yeni teknolojiler ile miize rehberligi
Mize rehberliginde interaktif / teknolojik ¢oztimler

Miize ve sergilerde rehberlik alanlarinin yerel ve global odlcekte degerlendirilmesi
(Alan ¢alismasi)

Sonuglar

Arttirllmis ve sanal gerceklik alaninda teknolojik gelismeler ve tartismalar aktif
sekilde siirerken mevcut ders icerigi de her yil gilincellenmekte ve bu sayede
paydaslarin beklentilerinin karsilanmasi saglanabilmektedir. Diger taraftan ortak
olunan SILVHer Erasmus+ projesi ile italya, Portekiz ve Yunanistan gibi iilkeler ile
tarihi miras ve kiiltir alaninda isbirlikleri gerceklestirilmekte miize rehberligi
konusunda yapilan arastirma sonuglarinin ders modiilleri araciligi ile bu ilkeler ile
paylasilmasi s6z konusu olabilmektedir. Her iilkeden segilen 10 6grenci 2019-2020
ders yilinda uzaktan egitim modiilleri araciligi arttirllmis ve sanal gergeklik
derslerine katilacak ve mevcut stlireci 6grenme ve sekillendirme sansini elde
edeceklerdir. Sonuglar bilim diinyasi ile paylasilacaktir.
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The IMPACT of SOCIAL MEDIA on EDUCATION in GLOBAL and
LOCAL PERSPECTIVES

Olena GOROSHKO*

Abstract

The report describes the emergence of a new communicative Internet environment,
initiated by social media - a new reality that has never existed before - communication
2.0. This new environment pilots an intensive examination of social media used in
education. It is led to the formation of a new field of knowledge, which scholars define
as class 2.0.

One can delineate that the rise of social media presents unique opportunities for
education, especially when modern learners today are digital natives and prolific
users of multimodal social media services. Social media use becomes inseparable part
of our lives. A survey done in 2018 indicated that the most common internet activity
among young people between 15 to 24 years of age was the use of social media. Our
students are clearly aware about information and communication technology tools. It
would be counter-intuitive if educators do not use them to engage students in the
classroom.

Teachers can and should creatively integrate social media tools into their lessons to
develop a multimodal environment for their students. This can help nurture in them
the key competencies and dispositions needed to succeed in our 21st-century,
technology-driven world. They facilitate to teach language use and critical thinking,
encourage social constructivism, and allow both self-directed and collaborative
learning across class 2.0.

One can stress that a modern syllabus incorporates a variety of multimodal non-print
sources such as web-based texts (which includes online articles, blogs, wikis),
streaming resources such as live films, television and radio broadcasts. Thus, social
media lends itself very well to the incorporation of multimodal sources and the
promotion of multiliteracies. Also it makes a classroom borderless. Learning can now
continue even after the school bell goes off and piloted the educational model of
Lifelong learning.

* Prof. Dr., National Technical University, Kharkiv Polytechnic Institue, Ukraine,
E-mail: elegorosh@yandex.ru, olena_goroshko@yahoo.com
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In addition scholars have suggested the potential of social media for integrating
formal and informal learning, yet this work is commonly under-theorized. One can
propose a set of models theorizing social media as a space for learning with varying
attributes of formality and informality. There are three models - social constructivism,
communicative practice, and connectivism as theoretical lenses through which to tease
out the complexities of learning in various settings in class 2.0.

However the exemplars of social media use by students support the claim that
students very frequently adopt the role of consumers rather than full participants.
There is a set of advantages and disadvantages traced in use of social media in the
classroom.

The conducted research presents the analyses of two online surveys data of class 2.0
main stakeholders—teachers (20 persons) and students (187 persons) about
advantages and disadvantages of social media use in learning environment.

A new convergent model augmented class 2.0 is proposed. One can conclude that the
model could reveal new understandings of social media in education, and outline
future research directions. However social media and technology don’t replace being
in the classroom. It creates multiple dimensions of conversations, and engagement that
you have between students and professors.
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YAPAY ZEKAYI OLUSTURAN YAZILIMIN TURK HUKUKUNA
GORE KORUNMASI

Onur SARI*

0z

Calismamizin amaci, mesakKkatli bir fikri caba neticesinde ortaya ¢ikan yapay zekayi
olusturan yazilimin, hukuken hangi mevzuata gore nasil korunacaginin
degerlendirilmesidir. Calismamizda nitel arastirma yontemiyle yapay zekanin
hukuken korunabilecegi mevzuat ve eserler incelenmistir. Dokiiman incelemesiyle
birincil kaynaklar olan mevzuat ile ikincil kaynaklar olan yazarlarin eserleri
incelenmistir. Arastirmamiz neticesinde hukukumuzda yapay zekanin 6zel olarak
korundugu bir hukuki dizenleme bulunmamistir. Ancak yapay zekay1 olusturan en
onemli unsur yazilimdir. Yazihimlar ise bilgisayar programlarnt olarak
degerlendirilmekte ve korunmaktadir. Bilgisayar programlari, 1995 tarihli 4110
sayili Kanun’la birlikte Fikri ve Sanat Eserleri Kanunu (FSEK) baglaminda, ilmi ve
edebi eser kategorisinde korunmaktadir. ilmi ve edebi eserin korunmasi i¢cin FSEK m.
1/B-g'ye gore sahibinin hususiyetini tasimasi gerekir. Bu nedenle diger eserlerde
oldugu gibi bilgisayar programlari da, sahibinin hususiyetini tasimak kosuluyla, eser
korumasindan faydalanabilir. FSEK’'deki hususiyetten kasit ise eserin yaraticisinin
ruhundan kaynaklanan 6zellikleri tasimasi, sahibinin yaratici giiclinti yansitmasidir.
Boylelikle ortaya ¢ikan fikri ¢alisma 6zglin bir calisma olarak kabul edilecektir. Yapay
zekay1 olusturan bilgisayar programi da sahibinin yaratici giiclinii ve entelektiiel
birikimini yansitiyor olmasi halinde korunabilecektir. Anonim olan veya yaraticisinin
ozelliklerini tasimayan bilgisayar programiysa korunmayacaktir. Bununla birlikte
yapay zekay olusturan programin karmasik veya basit olmasi1 6nemli degildir. Basit
bir programda sahibinin hususiyetini yansitiyorsa eser olarak korunabilecektir.
Yapay zekayi olusturan bilgisayar programinin kaynak kodlarinin da 6nemli bir islevi
bulunmaktadir. Kaynak kodlarin fikri hukuk¢a korunup korunamayacagi meselesiyse
doktrinde tartismalidir. Kanun koyucu, FSEK. m.2/1’de her bicim altinda ifade edilen
bilgisayar programlari ve bir sonraki asamada program sonucu dogurmasi kosuluyla
bunlarin hazirlik tasarimlarinin eser korumasindan faydalanacagini diizenlemistir.
Kanundaki diizenleme geregi hazirlik tasarimlarinin korunmasi i¢in mutlaka bir
sonraki asamada bir bilgisayar programi sonucu dogurmasi gerekir. Kaynak kodlar

* Dr. Ogr. Uyesi, istanbul Gelisim Universitesi, iktisadi idari ve Sosyal Bilimler Fakiiltesi,
Isletme Anabilim Dali, Hukuk Béliimii, E-mail: onsari@gelisim.edu.tr,
https://orcid.org/0000-0002-9026-7600
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ise genellikle hazirlik asamalarinda ortaya c¢ikmaktadir. Bu nedenle hazirlik
asamasinda iiretilen ancak bilgisayar programi sonucu dogurmayan kaynak kodlarin,
ilgili diizenleme nedeniyle hukuken korunmayacagi diisiiniilebilir. Fakat kaynak
kodu, bilgisayar programi gibi korunamasa da bu kodlar sahibinin hususiyetini
tasimasi nedeniyle ve ayri bir edebi ifade olduklar1 icin eser korumasindan
faydalanabilir. Yapay zekayi gelistiren kisinin yaptig1 calismalar neticesinde kiymetli
bir know how bilgisi de elde edilebilir. Bu know how bilgisinin hukuken korunmasi
miimkiindiir. Know how genel itibariyle teknik ve ticari alana iliskin bilgi ve
tecriibelerden olusmaktadir. Hukukumuzda know how’in 6zel olarak korundugu bir
diizenleme yer almamaktadir. Bu nedenle genel hiikiimlere gore 6zellikle de haksiz
rekabet hiikiimlerine gére korunmaktadir. Sonu¢ olarak yapay zekanin 6zel olarak
korundugu bir hukuki diizenlenme hentiz iilkemizde bulunmamaktadir. Ancak yapay
zekay1 olusturan bilgisayar programlarinin, kaynak kodlarin ve know how’in farkh
mevzuatlarca hukuken korundugu goriilmektedir.

Anahtar Kelimeler: Yapay Zeka, Fikri Miilkiyet Hukuku, Ticaret Hukuku, Medeni
Hukuk, Eser Korumasi, Bilgisayar Programi

PROTECTION of the SOFTWARE CONDUCTING the ARTIFICIAL INTELLIGENCE
ACCORDING to TURKISH LAW

Abstract

The aim of our study is to evaluate which legislation will be used to protect software
that generates artificial intelligence, which is created a result of toilsome intellectual
endeavors, and how to protect such software. In this study, the legislation and the
works which would legally protect the artificial intelligence were reviewed by using
the qualitative research method. During document review process, the legislation and
works of various authors were examined as primary and secondary sources,
respectively. In consequence of our study, any legal regulation which specifically
protects the artificial intelligence was not found in our law. However, the most
important element of artificial intelligence is software. Software products are
regarded as computer programs and protected. Computer programs are protected as
scientific and literary works within the context of the Law on Intellectual and Artistic
Works (FSEK) No. 4110 and dated 1995. In order for a scientific and literary work to
be protected, it should bear the characteristic of its author pursuant to Article 1/B-g
of FSEK. Provided that they bear the characteristic of their authors, computer
programs can benefit from protection of works just like other works. The
characteristic of a work as mentioned in FSEK refers to bearing the characteristics
arising from its creator's soul and reflecting its author's creative power.
Consequently, the resulting intellectual work will be regarded as an authentic work.
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If the computer program which generates the artificial intelligence reflects the
creative power and intellectual knowledge of its author, it will be protected.
Anonymous computer programs or those that do not bear the characteristics of their
author, on the other hand, will not be protected. However, complexity or simplicity of
the program that generates the artificial intelligence is not important. Even a plain
program will be protected as a work provided that it bears the characteristics of its
author. Source codes of the artificial intelligence also have a key role. The question of
whether the source codes can be protected by intellectual law is controversial in the
doctrine. The lawmakers have regulated that computer programs, in any form,
specified in Article 2/1 of FSEK and their preparatory designs will benefit from
protection of works, provided that they will result in a usable program. Pursuant to
the new regulation in the law, preparatory designs must result in a computer program
in the next stage so that they can be legally protected. Source codes generally emerge
at preparatory stages. For this reason, it may be considered that the source codes that
are written at preparatory stage but do not result in any computer program are not
protected by law. However, even if source codes cannot be protected to the same
extent with computer programs, they may benefit from protection of works as they
bear the characteristic of their author and are a separate literary expression. Valuable
know-how can also be obtained as a result of the works of the developer of the
artificial intelligence. This know-how can be protected by law. In the most general
sense, know-how is composed of the knowledge and experiences in technical and
commercial fields. No regulation can be found in our law that specifically protects
know-how. Therefore, issues that fall outside the scope of computer program can be
protected pursuant to general provisions and particularly, the provisions of unfair
competition. Consequently, any legal regulation concerning the protection of artificial
intelligence is not currently available in our country. However, it is evident that
computer programs, source codes and know-how that constitute the artificial
intelligence are legally protected under various legislation.

Keywords: Artificial Intelligence, Intellectual Property Law, Commercial Law, Civil
Law, Law, Copyright, Computer Program
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YAPAY ZEKA ETIiGi

Oznur ISIR YARKATAS®

0z

Bir zamanlar bilim-kurgu eserlerinin konusu olarak goriilen yapay zekalar artik
hayatimizda yerlerini almaya basladilar. Yapay zekd ve robotik alaninda yapilan
calismalar etik tartismalar1 da beraberinde getirdi. Bilim-kurgu eserlerinde ise etik
tartismalar ¢ok oncelerden beri konu edilmistir. “Androidler Elektirikli Koyun Diisler
Mi?”, “Uzun Diinya”, “Ender’s game”, “Ben, Robot”, “Ghost in the Shell”, “West World”,
“Matrix”, “Being Human” gibi kitaplar, filmler, diziler ve bilgisayar oyunlarinda bu
sorgulamalara sahit olmaktayiz. Peki, Bilim-kurgu eserlerindeki etik sorgulamalar
gliniimiiz teknolojik gelismeleri tizerinde nasil bir etkiye sahip oldu?

Asimov’'un koydugu yasalara gore bir robot bir insana zarar veremez ya da bir insanin
zarar gormesine seyirci kalamaz. Peki, robotlar tiim insanhigil kurtarmak icin bir
insan1 6ldiirebilir mi? Bir robot etik kararlar alabilir mi? Davraniglarinin ve aldigi
kararlarin sorumlulugunu tasir mi ya da bu sorumluluk onun yaraticisina mi aittir?
Yoksa etik davranabilmek sadece insanlara 6zgii bir yeti midir?

Robotlara davranislarimizda hangi etik degerlere gore hareket etmeliyiz? Makinalar
belli haklara sahip olmali midir? Robotlar sadece birer esya midir yoksa kendi
varliklarinin farkinda olan bilingli varliklar midir? Bir varligi degerli yapan fiziksel
olarak var olmasi midir? Fiziksel olarak varsa bu karbon bazli bir var olus mu
olmalidir? Bedenlerimiz sadece birer kabuktan mi ibarettir? Robotlar1 algilamamizda
goriiniimlerinin insansi olmasi énemli midir? Insanlk onuruna zarar verecek
davranislar etik disi1 kabul edilirken robotlara insanlik dis1 davranilmasi kabul
edilebilir midir? Robot onurundan bahsetmek miimkiin miidiir? Yapay zekaya sahip
bir varlig seks iscisi ya da katil olarak kullanmak etik midir? Peki, tiim bunlar icin
insanliktan intikam alma planlar1 yapiyor olabilirler mi? Yoksa robotlar giivenli ve
bariscil bir toplum saglanmasi i¢in insanligin yoldaslar: mi olacaklar?

Bu sorgulamalar iizerine tiniversite 6grencilerinin fikirlerini 6grenmek, yapay zeka
ve robotlara karsi tutumlarini anlamak amaci ile yari-yapilandirilmis goériismeler
gerceklestirilmistir. Goriisme sonuglar1 tematik olarak analiz edilmis, yanitlardan

* Dr. Ogr. Uyesi, istanbul Gelisim Universitesi, Giizel Sanatlar Fakiiltesi, iletisim Tasarimi
Bolimii, E-posta: oiyarkatas@gelisim.edu.tr https://orcid.org/0000-0002-7231-
0329
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dogrudan alintilar ve bilim-kurgu eserleri lizerinden karsilastirmalarla yorumlamaya
gidilmistir.

Anahtar Kelimeler: Etik, Yapay Zek4, Robot, Bilim-Kurgu, Sanat

ARTIFICIAL INTELLIGENCE ETHICS

The artificial intelligence which was once the subject of science-fiction works began
to take their places in our lives. Studies on artificial intelligence and robotics have
brought about ethical debates. In the sci-fi works, the ethical debates have been the
subject of many years ago. We witness these inquiries in books, movies, TV series and
computer games like “Being Human”, “Do Androids Dream of Electric Sheep?”, “Long
World”, “Ender’s Game”, “I, Robot”, “Ghost in the Shell”, “West World”and “Matrix”.
And how did the ethical inquiries in science-fiction works have an impact on today's

technological developments?

According to Asimov's laws, a robot cannot harm a human being, or cannot be an
audience to harm a human. But can robots kill a human to save all humanity? Can a
robot make ethical decisions? Does it bear responsibility for it’s behavior and
decisions, or does this responsibility belong to his creator? Or is it just a man's ability
to act ethically?

Which ethical values should we act on our robots? Should machines have certain
rights? Are the robots just objects or conscious beings who are aware of their own
existence? Is it a physical existence that makes a asset valuable? Should it be a carbon-
based existence. Are our bodies only a shell? Is it important to have humanoids in
their perception of robots? While behaviors that might harm human dignity are
considered unethical, is it acceptable to treat robots inhumane? Is it possible to talk
about robot honor? Is it ethical to use an artificial intelligence as a sex worker or a
killer? But could they be planning to get revenge on humanity for all of this? Or will
the robots be the companions of mankind for a safe and peaceful society?

Semi-structured interviews were conducted with the aim of learning the ideas of
university students and their attitudes towards artificial intelligence and robots. The
results of the interviews were analyzed thematically, and they were interpreted by
direct quotations from the answers and comparisons with the sci-fi works.

Keywords: Ethics, Artificial Intelligence, Robot, Science-Fiction, Art
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TURKIYE'DE VERiI GAZETECILiGi: GELENEKSEL
GAZETECILIGIN VERI ile DONUSMESI SURECINDE
UYGULAMA ve SORUNLAR

Ozlem TASKENT ERKMEN®

0z

Verinin gazetecilik amaciyla kullanimi 19. ylizyilin baslarina dayansa da, veri
gazeteciligi kavramini 2010 tarihli Wikileaks sizintisina borgluyuz. Wikileaks sonrasi,
ham veriyi isleyerek seffaflik, demokrasi ve kamu yarar1 adina onu siradan okuyucu
icin anlamli birseye donistirmek fikirleri (Baack, 2011: 2-4), hem medya
profesyonelleri hem de akademisyenler arasinda daha fazla tartisilir oldu. Hatta
Web’in babasi Tim-Berners Lee veri gazeteciliginin, meslegin gelecegi oldugunu dahi
belirtti (Arthur, 2010). Yasamakta oldugumuz gercek-otesi ¢caginda, gitgide daha fazla
sayida medya kurulusu verinin i¢inde gizli hikayeleri ¢ikarmak, onu agiklamak veya
mevcut haber hikayelerini veriyle zenginlestirmekle ilgilenmeye baslad1 (Rogers vd.,
2017:13-15).

ABD ve Avrupa’da konuya yonelik akademik ilgi, Wikileaks belgeleriyle es zamanh
baslar. Mevcut literatiir kavramin tanimina, veri gazetecilerinde aranan yetkinlik ve
yeteneklere, veri gazetecilerinin karsilastiklar1 mesleki sikintilara ve bu uygulamanin
gelecegine dair beklentilere odaklanir (Gray vd. 2012; Howard, 2014). Ulusal
habercilik uygulamalarina yonelik vaka analizleriyse 2014 sonrasi popiilerlesmeye
baslamistir (Applegren ve Nygren, 2014; De Maeyer vd., 2015; Borges-Rey, 2016).
Tiirkiye'de veri gazeteciligi uygulamalar1 ¢ok sinirli oldugundan, konuya gosterilen
akademik ilgi de zayiftir. Az sayidaki dncii calismada agirlikla kuramsal tartismaya
odaklanilmistir.

Oysa ifade oOzgiirliigi ve seffaflik konularinin tartisildifi medya ortaminda,
gazeteciligin veriye dayali siireclerle dontstiiriilmesi; medya kuruluslarina yonelik
glivenin tazelenmesi, katilimin arttirilmasi ve demokratiklesme acisindan 6nemlidir.
Veri gazeteciligini Tirkiye’de acik toplum inisiyatifinin énemli bir parcasi olarak
kabul eden ¢alisma, tlkenin veri gazetecilii manzarasini ¢cizmeyi amaglamaktadir.
Veriye dayali gazetecilik yapan profesyonellerle gerceklestirilen yar1 yapilandirilmis
gorismeler aracilifiyla, veri gazetecilerinin haber odasindaki yeri anlasilmaya

* Doc. Dr., Dogus Universitesi, FEF iletisim Bilimleri Béliimii, E-posta: oerkmen@dogus.edu.tr
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calisilmaktadir. Bunun yaninda verinin kullaniminda karsilasilan sorunlar da, bilgi
edinme hakki ve ifade 6zgiirliigii cercevesinde degerlendirilmektedir.

Anahtar Kelimeler: Veri Gazeteciligi, Seffaflik, Demokratiklesme

DATA JOURNALISM in TURKEY: PRACTICE and CHALLENGES in the
TRANSFORMATION of JOURNALISM with DATA

Abstract

Since the beginning of the 21st century, big data and open society initiatives have
fundamentally changed our cultures of governance and business and our societal
norms. It is ineluctable for media institutions, especially for news media, to be part of
this change. Although the use of data for journalistic purposes dates back to early
19th century, we owe the term “data journalism” to Wikileaks war logs released in
2010. Since then the idea of doing journalism by refining raw data, by transferring it
into something meaningful (Baack, 2011) for the sake of transparency, democracy
and for public service; became increasingly prevalent and discussable, among both
professionals and scholars. The father of the Web, Tim-Berners Lee has even named
data-driven journalism as the future of the profession (Arthur, 2010). There are
several online-only news institutions dedicated to, and more and more mainstream
media outlets interested in the use of data, to find hidden stories into it, to explain it
or to enrich their stories by it, in the post-truth era (Rogers etal., 2017).

The academic interest in the US and Europe starts almost simultaneously with
aforementioned leaks in 2010. Existing literature is focused on the definition of the
term, the skills and tools required to do “good” data-driven journalism, challenges
that data journalists face and expectations about the future of this practice (Gray et
al,, 2012; Howard, 2014). National newsroom case studies tend to be popular since
2014 (Applegren&Nygren, 2014; DeMaeyer et al,, 2015; Borges-Rey, 2016).

In Turkey, however, the practice of data journalism is in a nascent condition, and the
scholarly work on data-driven journalism is still very poor. Pioneer studies are mainly
theoretical, empirical works are totally missing. But, for such a country having
troubles in terms of free expression and transparency, the transformation of
journalism with data-driven processes, hold the key to rebuilding trust with citizens,
increasing citizen participation and democratization. Accepting data-driven
journalism as an effective means to establish and enforce open society initiatives in
the country, the study tends to portray the data-journalistic landscape of Turkey.
Drawing on semi-structured interviews of data journalists, it looks how they operate
within the newsrooms. It also examines the barriers to the use of data and the
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challenges of the profession, with emphasis to two problematical legal issues: the
right to information and the freedom of press.
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TURKIYE'DE EKOLOJIK HAREKETLERIN SOSYAL MEDYA
KULLANIMI: KUZEY ORMANLARI SAVUNMASI ORNEGI

Ozlem TASKENT ERKMEN’, Canan ARSLAN™, Burcu GUMUS™,
flknur DOGU OZTURK"™**
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Internet ve kablosuz iletisimin sosyal hareketlerin olusum, aglasma ve uygulama
stirecindeki déniistiiriicii rolii yadsinamaz. insanlarin tahakkiime ancak birbirleriyle
baglant1 kurarak, 6fkelerini paylasarak, sosyal birlikteligi hissederek ve kendileri ve
toplumun biitiinii icin alternatif projeler iireterek meydan okuyabilecegini savunan
Manuel Castells (2015: s. 257), bu baglantinin da internet ve kablosuz iletisim
dolayimiyla kurulan genis capli, yatay ve etkilesimli iletisim aglar1 sayesinde miimkiin
oldugunu belirtir. Gergcekten de, 6zellikle son yillarda, Castells’in ‘ag toplumunda’ yeni
medyanin yerlesik diizenle miicadelede etkin sekilde kullanildigini gésteren pek ¢ok
ornegi tecriibe etmekteyiz.

Mesela baslangicta izole girisimlerden oteye gecemeyen pek cok ekolojik hareket
zamanla teknolojik gelismelerin de kolaylastirdigi inovatif aglasma firsatlarini
degerlendirerek, miicadele alanlarim genisletmistir. Ozellikle sosyal medyanin
yayginlasmasiyla bu hareketler, bilgi ve gelismeleri aktarabildikleri ve aktivite
alanlarindaki farklh aktorlerle etkilesimli bir iliski kurabildikleri bir mecraya
kavusmustur. Greenpeace, World Wildlife Fund (WWF), UNICEF, Uluslararas1 Af
Orgiitii gibi uluslararasi sivil toplum érgiitleri sosyal medyay etkinliklerini duyurmak
ve daha fazla destek¢i cekmek icin etkin bicimde kullanmaktadir. WWF tarafindan
2007’den beri 135 iilkede eszamanli bicimde gergeklestirilen “Diinya Saati” eylemleri
ekolojik aktivizm alaninda sosyal aglarin kullaniminin énemli 6rnekleri arasinda yer
almaktadir.

Nitekim Tiirkiye’de cevre hareketinin énde gelen isimlerinden biri olan Umit Sahin
de, on yi1lin basinda kendi i¢cine kapanma riski tasiyan ekoloji hareketine “farkindalik
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yaratmak, kamuoyunu uyarmak, aktivizm, sivil toplum ve politika” anahtar
sozcliklerinin ¢evresinde yeni bir miicadele zemini gelistirmek ve farkli goriislerin
dile getirilmesi i¢cin, mecra olarak internetten faydalanmanin gerekliligine vurgu
yapmistir (2010). Kiiresel hareketlerin disinda, Tirkiye’de de Biiyiik Anadolu
Yiriytsi sirasinda su hakki savunuculari, Artvin Cerattepe’de altin madeni insaatina,
Rize Camlihemsin’de Yesil Yol’a direnen yore halki ile hidroelektrik ve niikleer enerji
karsit1 aktivist olusumlar Twitter ve Youtube basta olmak iizere sosyal aglari
orgiitlenme ve haber yayma amaglariyla kullanmistir/ kullanmaktadir. Tiirkiye'de
ekolojist aktivizmin internet ve yeni medyayla iliskisi bu anlamda ilgiye deger bir
arastirma konusu teskil etmektedir.

Arastirmada, Tiirkiye’de ekolojik hareketlerin bir haber ve drgiitlenme araci olarak
sosyal medya kullanimlarinin degerlendirilmesi amaciyla, ekoloji hareketinde en faal
orgiitlerden olan Kuzey Ormanlari Savunmasi (KOS) o6rneginin Twitter kullanim
pratikleri incelenmistir. Orgiitiin Twitter’1 kullanim amaglari, kullanim sikhig1, ekoloji
glindeminde 6ne ¢ikardig1 konular ve iliskide oldugu aktorlerin analizinde ikili bir
yontem kullanilmistir. Orgiitiin Twitter kullanim pratikleri ve paylasimlarinda éne
¢ikan konularin tespit edilmesi icin icerik analizi yontemine basvurulurken; ekoloji
agindaki diger aktorlerle olan iliskileri de sosyal ag analizi yontemiyle incelenmistir.
Analiz Tiirkiye’de ekoloji alaninda faaliyet gosteren orgiitlerle 6zel ve tiizel kisilerin
olusturdugu ekoloji aginda KOS'nin hem paylasim sayisi ve ¢esitliligi bakimindan,
hem de agdaki etkilesimler acisindan merkezi ve baskin bir aktor oldugunu
gostermektedir. KOS'un mecray1 agirlikla ekolojik giindem ve platformun
faaliyetleriyle ilgili gelismeleri iletmek amaciyla ve kendi kuzeyormanlari.org web
sitesiyle esgiidiimlii bicimde kullandig1 anlasilmaktadir. Haber niteligi de tasiyan
Tweetlerinde, yok olan endemik bitki, kus ve hayvan tiirleri ve bunlara neden olan
enerji yatirimlar1 (termik, niikleer, hidroelektrik ve komiir santralleri), tasocagi,
siyaniirle altin arama, 3. Havalimani, Osmangazi Kopriisii, Rusya Tirk Akimi gibi
projeler basta olmak tlizere, Corlu tren faciasi, hafriyat kamyonlarinin verdigi zararlar,
cevre etki degerlendirme toplantilar1 ve diger hukuki gelismelerle birlikte kiiresel
cevre sorunlari da giindeme getirilmektedir.

Anahtar Kelimeler: Ekoloji, Aktivizm, Kuzey Ormanlar1 Savunmasi, Yeni Toplumsal
Hareketler, Twitter

ECOLOGY MOVEMENT'S USE of SOCIAL MEDIA in TURKEY: The CASE of the
NORTHERN FOREST DEFENSE

Abstract

The Internet and wireless communication play important roles in the formation,
networking and practice of social movements. Manuel Castells (2015: p. 257) argues
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that; people can challenge domination only by making connections, sharing their
anger, feeling social cohesion and creating alternative projects for themselves and the
society as a whole; and that it is only possible through broad, horizontal and
interactive communication networks, made possible by wireless technology. Indeed,
in recent years, we have been experiencing many examples where new media
technologies are used to challenge the status quo, in Castells' network society.

For example, many ecological movements that initially could not go beyond isolated
initiatives, have expanded their areas of struggle by taking advantage of innovative
networking opportunities facilitated by technological developments. Especially with
the spread of social media, these movements have gained a medium where they can
exchange information and establish an interactive relationship with different actors
in their activity fields. International NGOs such as Greenpeace, World Wildlife Fund,
UNICEF and Amnesty International are actively using social media to promote their
activities and attract more supporters. The “World Time” conducted by WWF
simultaneously in 135 countries in 2007 is among the most important examples of
the use of social networks in the field of ecological activism.

At the very beginning of this decade Umit Sahin, who is a leading figure of the
environmental movement in Turkey, emphasized the necessity for the ecology
movement’s using the internet as a medium, in order to express different views and
to develop a new field for its struggle (2010). Environmentalists in Turkey, like their
global co-defendants, have been using social networking sites in different occasions,
especially Youtube and Twitter, for networking and disseminating information. In
this regard, the relation of the ecological activist movements in Turkey to the Internet
and new media, is a subject worth investigating.

This study analyzes the Twitter usage practices of KOS, the most active organization
in ecological movements in Turkey, in order to evaluate the social media usage of
ecological movements to inform and organize people. A dual method has been used
in order to analyze not only the aim and frequency of Twitter usage of the
organization but the outstanding issues in ecology agenda and the actors they are
corresponding with, as well while content analysis method was used to determine the
prominentissues in the organization’s Twitter usage and sharings, social web analysis
method was used to analyze its relations with other actors in ecology web. The
analysis reveals that KOS is the central and dominant actor in terms of both the
number and the diversity of its sharings and its interactions on the web among the
organizations and private and legal persons operating in the field of ecology in
Turkey. It has been observed that KOS uses the medium in coordination with its
“kuzeyormanlari.org” web site mainly to convey the developments related to
ecological agenda and the activities of the platform.

Endemic plant, bird and animal species and energy investments (thermal, nuclear,
hydroelectric and coal power plants) which lead to their extinction, quarries, cyanide
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exploration, 3rd Airport, Osmangazi Bridge, Russian- Turkish current projects, Corlu
train disaster, damages caused by earth moving trucks, environmental impact
assessment meetings, other legal developments and global environmental problems
are brought to the agenda in their Tweets which have value as news, as well.

Keywords: Ecology, activism, the Northern Forest Defense, new social movements,
Twitter
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iINOVASYON YONETIMi ACISINDAN URUN ve PAZARLAMA
iLISKisSi

Pelin 0ZGUNAY"

0z

Dijital ¢agda, is diinyasinda rekabet daha da artmaktadir. Bu anlamda, inovasyon
gliniimiiz kosullarinda en 6nemli konulardan biri olmaktadir. Clinkii stirdiiriilebilir is
basarisi icin temel bir misyonu bulunmaktadir. inovasyon, daha kaliteli iiriinler,
hizmetler ve daha diisiik fiyatlar yoluyla daha iyi tiiketici yasamina, eskiyi
doniistiirerek ve yeni pazarlar yaratarak daha iyi is performansina yol agmaktadir.
Dolayisiyla, stratejik pazarlama icin onemli bir konu olmaktadir. Sirketleri,
miisterileri ve pazarlar ile birlestirerek, pazarlamada rekabet¢i kalmanin anahtari
olmaktadir. Bu durum, giliniimiizde yeni teknolojiler ve hizla degisen miisteri
ihtiyaclar1 nedeniyle 6zel bir 6nem tasimaktadir. Uyum saglamayan ve yenilik
yapmayan sirketler, inovasyon yapan rakiplere gore karlihik kaybedebilmekte ve
pazarlarinda ayakta kalamamaktadir.

Cesitli disiplinler inovasyonun cesitli yonlerini ele almaktadir. Bir disiplin olarak
pazarlama, firmalar ve pazarlar icindeki inovasyon anlayisina ve yonetimine katilmak
icin iyi bir konum olusturmaktadir. Ciinkii inovasyonun temel amaci, miisterileri i¢in
yeni ve degistirilmis iirlinler, hizmetler ve stirecler gelistirmektir. Pazarlama, yeni
iriin, hizmet ve stireclerin gelistirilmesi i¢in i¢c ve dis paydaslar1 birbirine baglayarak
inovasyon faaliyetlerinin merkezinde yer almaktadir. Pazarlama inovasyon yonetimi,
iki 6nemli faktor olan yenilik ve fayda yaratilmasini icermektedir.

Bir pazarlama yoneticisi, inovasyonun oOnemini, bir sirketin inovasyonu igin
pazarlamanin roliinli, inovasyon siirecinin adimlarini, sirketlerin inovasyon
performansini, arag ve teknikleri anlamasi gerekmektedir. inovasyon pazarlamasinin
yollary, triinii alisilmadik yerlerde baslatmak, iirinii benzersiz bir sekilde
fiyatlandirmak veya liriinti benzersiz bir sekilde tanitmak olabilmektedir. Bu nedenle
inovasyondan sorumlu olanlarin inovasyon pazarlamasi konusuyla yogun bir sekilde
ilgilenmeleri, pazarlama, triin ve satis ile yakin calismalar1 gerekmektedir.

Bu ¢alisma, inovasyon yonetimi anlayisini iirtin ve pazarlama ile iliskilendirmektedir.
Inovasyon yénetimine iliskin akademik literatiir temel alinarak iiriin pazarina ézgii
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-72-



faktérlere odaklanilmaktadir. Inovasyon pazarlamaya ve stratejik kapasiteye iliskin
yonler tanimlanmakta ve mevcut literatiire 1s1k tutulmaktadir. Bu ¢alismanin amaci
gelecekteki arastirmalar ve {riin firmalarinin stratejik yeteneklerine rehber
olabilmek ve literatiirdeki bilgilere katki saglamaktir.

Anahtar Kelimeler: inovasyon, Uriin, Pazarlama, inovasyon Pazarlama,

RELATIONSHIP BETWEEN PRODUCT and MARKETING 1n TERMS of
INNOVATION MANAGEMENT

Abstract

In the digital age, competition in the business world is increasing. In this sense,
innovation is one of the most important issues in today's conditions. Because it has a
fundamental mission for sustainable business success. Innovation leads to better
consumer life through better quality products, services and lower prices, better
business performance by transforming the old and creating new markets. Therefore,
it becomes an important issue for strategic marketing. By combining companies,
customers and markets, it is the key to remain competitive in marketing. This is of
particular importance nowadays due to new technologies and rapidly changing
customer needs. Companies that do not adapt and do not innovate can lose
profitability and cannot survive in their markets compared to innovating competitors.

Various disciplines address various aspects of innovation. Marketing as a discipline is
a good place to participate in the understanding and management of innovation
within firms and markets. Because the main purpose of innovation is to develop new
and changed products, services and processes for its customers. Marketing is at the
center of innovation activities by linking internal and external stakeholders to
develop new products, services and processes. Marketing innovation management
involves two important factors: innovation and benefit creation.

A marketing manager needs to understand the importance of innovation, the role of
marketing for the innovation of a company, the steps of the innovation process, the
innovation performance of companies, tools and techniques. The ways of innovation
marketing can be to start the product in unusual places, to uniquely price the product
or to promote the product in a unique way. Therefore, those responsible for
innovation need to be intensely involved in innovation marketing and work closely
with marketing, products and sales.

This study relates innovation management to product and marketing. Based on the
academic literature on innovation management, focuses on factors specific to the
product market. The aspects of innovation marketing and strategic capacity are
defined and the current literature is shed light. The aim of this study is to guide the
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strategic capabilities of future research and product companies and to contribute to
the literature.

Keywords: Innovation, Product, Marketing, Innovation Marketing
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USE of NEW MEDIA and Al in TERMS of MARKETING
COMMUNICATION

Sarp BAGCAN*

Abstract

From the end of the 20th century, gaining momentum with globalisation, the
innovative transformations in internet infrastructure, computers and mobile phones
have revealed a different communication society since things like communication
tools, publishing oppurtinities, means of expression have been individualized and
massified. According to datas of 2018, there is now (with increasing 7% annually)
about 4 billion internet users, (with increasing 13% annually) 3.196 billion social
media users, and 5.135 billion smart phone users with 4% annually increase. All the
total of the users shows how fast the new communication system develops.

Communication in this system is also tranformed into big data and can be used
economocially, politically and etc. In digital platforms. Use of big data reduces
spending of firms 49,2% and adds value with the ratio of 44,3%. As it is integrated
with Al (artificial intelligence), deep analysing of customer, decreasing the cost of
reach and market surveys, foreseeing the expectations for new innovation areas, to
find the most effective communication channels of the digital age, oppurtinity of
immediate access to customer- based on dialog like chatbots, serving developed
customer experience and etc. Show a communication eco-system.

With all these communication tools,platforms,datas and Al, target audience and
customer insight are much more detailed and holistically defined than before in
history. Structural and reactive dynamic features of person can be defined very net in
this process. In the study, some examples of Al using in marketing communication are
given and evaluated in the context above. As a result, evaluations about how fast and
efficient new communication eco-system is developing in the world and how it’s try
to be caught in Turkey are aimed to be shared.

Goals: Trying to understanding the development of new media and communication
platforms in which communication and marketing comunication position themselves,
how Al participates in this process, and with which aims, criterions and tools a
marketing communication professional can act in this system are the main goals.

* Asst. Prof. Dr., Istanbul Gelisim University, F.E.A.S.S., Department of Public Relations and
Publicity, E-mail: bagcansarp@gmail.com
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Method: Literature review is done for this study, beside academic articles, articles of
professionals, news, datas, statistics etc., in related sources are also collected. Then
they are all compilated to form a holistic picture about the subject.

Keywords: New Media, Al (Artificial intelligence), Marketing Communication

YENi MEDYA ve YAPAY ZEKANIN PAZARLAMA iLETiSiMi ACISINDAN
KULLANIMI

0z

20. Yiizyihin sonlarindan itibaren, kiiresellesme siireci ile birlikte ivme kazanan,
internet altyapisi ve bilgisayar ve cep telefonu gibi iletisim araclarinin gecirdigi
inovatif doniistimler giiniimiizde farkl bir iletisim toplumu ortaya ¢ikartmistir. Zira
iletisim araclari, yayimciik imkanlari, ifade araglar1 gibi unsurlar bireysellesip
kitlesellesirken, iletisim kanal ve ortamlari da ¢ift yonli iletisimin 6nem kazandigi
dijital bir platforma dontsmektedir. 2018 verilerine gore diinyada (her yil %7
artarak) 4 milyara ulasmis olan internet kullanicisi, (her yil % 13 artarak) 3.196
milyara ulasmis sosyal medya kullanicisy, (her yil % 4 artarak) 5.135 milyara ulasan
akilli telefon kullanicisi bulunmaktadir. Kullanici sayilarinin ulastigi miktarlar yeni
sistemin hizla gelistigini gostermektedir.

Biitiin bu sistem icindeki iletisim ise zaten dijital ortamlarda blyiik veriye
doniismekte ve ekonomik, politik vb. acilardan kullanilabilmektedir. Diinyadaki
biiylik verinin kullanimi sirketlerin harcamalarini %49,2 azaltmakta, inovatif yeni
yollar yaratarak isletmelere % 44,3 oranda deger sunmaktadir. Yapay zeka ile
birlestiginde sirketler icin biiylik veri; miisterinin derinlemesine analiz edilmesi,
erisim ve pazar arastirma maliyetlerinin diisiiriilmesi, beklentileri 6ngoriip
inovasyon alanlarinin agilabilmesi, icinde bulunulan dijital agda en etkin iletisim
kanallarinin segilebilmesi, miisteri ile chatbotlar vb. gibi anlik diyaloga ve etkilesime
girilebilmesi, miisteriye deneyim sunulabilmesi ve daha bir¢ok agidan kullanilan bir
eko sistem ortaya koymaktadir. Sonucta iletisimsel arag-ortam, veriler ve yapay zeka
baglaminda, hedef kitle; yapisal ve (slireclerdeki tepkilerinin de gozlemlenebildigi)
dinamik ozellikleriyle, isabetli i¢c gorii tahlilleriyle tarihte ilk kez bu kadar net
tanimlanmis hale gelmistir. Calismada yapay zekanin pazarlama iletisiminde
kullanimina dair etkin bazi ornekler aktarilmakta ve yukaridaki baglamlarda
degerlendirilmektedir. Sonugta, bahsi gecen yeni iletisim eko-sisteminin diinyada
hizla gelistigi, Tlrkiye’de de buna eslik edilmeye ¢alisildig1 gozlemleri paylasiimistir.

Sonugta iletisimsel ara¢-ortam, veriler ve yapay zeka baglaminda, hedef kitle; yapisal
ve (stireclerdeki tepkilerinin de gozlemlenebildigi) dinamik 6zellikleriyle, isabetli i¢
gor tahlilleriyle tarihte ilk kez bu kadar net tanimlanmis hale gelmistir. Calismada
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yapay zekadnin pazarlama iletisiminde kullanimina dair etkin bazi ornekler
aktarilmakta ve yukaridaki baglamlarda degerlendirilmektedir. Sonugta, bahsi gecen
yeni iletisim eko-sisteminin diinyada hizla gelistigi, Tlirkiye’de de buna eslik edilmeye
calisildig1 degerlendirmeleri paylasilmistir.

Amag: Genel anlamda iletisim ve pazarlama iletisimi faaliyetlerinin icginde
konumlandig: fiziksel diinyaya eklemlenen yeni medya ve iletisim ortamindaki
gelismelerin ortaya konulmasi, yapay zekanin bu ortamin neresinde bulundugu ve bir
pazarlama iletisimcisinin hangi amag, 6lciit ve araclarla bu sistem icinde hareket
edebileceginin anlasilmaya calismasidir.

Yontem: Calisma igin literatiir taramasi yapilmis, akademik makaleler ile birlikte is
diinyasina iliskin haber, veri, istatistik vb. kaynaklara ulasilmis ve bu kaynaklar
tlimevarim yontemiyle konu hakkinda biitiinsel bir resim olusturmak iizere
derlenerek diizenlenmistir.

Anahtar kelimeler: Yeni Medya, yapay zeka (Al: artificial intelligence), pazarlama
iletisimi
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BIiR YENI MEDYA TEKNOLOJiSi OLARAK BLOKZINCIR

Tiilay GORU DOGAN*

0z

Bir yeni medya teknolojisi olarak Blokzincir kavramy, ilk kez 2008 yilinda giindeme
gelmistir. Sosyal ve ekonomik altyapidan, politika, saglik, egitim ve is yasamina kadar
pek cok alanda 6nemli degisimleri beraberinde getirecegi diisiiniilen Blokzincir, yeni
nesil internet olarak da ifade edilebilir. Genellikle kripto para birimleri ve veri yapilari
ile iliskilendirilen Blokzincir kavrami, ayn1 zamanda Dagitilmis Muhasebe Teknolojisi
(DLT) de dahil olmak {izere bir dizi ilgili teknolojiyi tanimlayan semsiye bir terim
olarak diisiiniilebilir.

Blokzincirde kullanilan veri yapisy, ilk kez 1971 yilinda Ralph Merkle tarafindan
patentlendirilen Merkle agaci veya hash agaci olarak da bilinmektedir. Bu veri yapisi,
bilgisayar sistemleri arasinda, aktarilan veri miktarin1 dogrulamak ve yonetmek icin
kullanilmaktadir. Ayn1 zamanda, gonderilen verilerin, islem sirasinda herhangi bir
degisime veya manipiilasyona ugramamis oldugunu garanti etmeyi saglamaktadir.
Baska bir deyisle, veri bitiinliigiinii desteklemek amaciyla, her kaydin kendisinden
onceki kayda kriptografik 6zet fonksiyonu ile baglandigi bir kayit dizisidir. Blokzincir
teknolojisinin bu veri yapisi ile basladig ilgili alanyazinda karsimiza ¢ikmaktadir.
2008 yilinda, Satoshi Nakamoto tarafindan, bitcoin teknolojisinin temelinde DLT’ye
dayali blok zinciri konseptinin kullanilmasi da, bu teknolojinin taninirhigini artirmaya
katki saglamistir. Dolayisiyla, Blokzincir uygulamasinin ilk yaygin kullaniminin
bitcoin ile oldugu soylenebilir.

Blokzincirin, sosyal yasam iizerindeki etkileri nedeniyle Internet teknolojisinin
ortaya c¢ikisi kadar o©nemli oldugu soylenebilir. Blokzincirde bulunan,
merkezsizlesmis (decentralized) yapi, ag uzerindeki verilerin dogrulamasini
kolaylagtiran etkilesimsel bir veri tabami teknolojisini icermektedir. Ornegin, bir
sertifika veya diploma gibi arsivlenmis bilgilerin, ¢ok sayida ag katilimcisi icin tahrif
edilmedigine giiven veren bir teknolojidir. Bu teknoloji, birbirlerine giivenebilen veya
glivenemeyen bu kullanicilar arasinda tutarl ve devaml olarak degistirilemeyen bir
gercegi garanti eder. Blokzincir teknolojisi, ag lizerinde yer alan tiim katilimcilar i¢in
tek bir gerc¢egin (truth) iiretilmesine katkida bulunarak belirsizlik, giivensizlik,
anlasmazlik durumlarimi ortadan kaldirma ve/veya azaltma kapasitesine sahiptir.

* Dr. Ogr. Uyesi, Alanya Hamdullah Emin Paga Universitesi, [letisim Tasarimi ve Yonetimi
Bolimi, E-posta: tgorudogan@gmail.com https://orcid.org/0000-0002-9442-
8926
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Internet ortaminda siklikla karsilasilan, finansal ve kisisel verileri de iceren bilgilerin
yetkisiz olarak paylasimina iliskin tartismalar giiven sorununa neden olmakta ve
dolayisiyla Blokzincir teknolojisine olan ilgiyi de artirmaktadir. Bu dogrultuda,
Blokzincir teknolojisi, yeni nesil Internet, yani merkezsiz internet olarak kabul
gormekte ve insanlar arasindaki is ve iletisim etkinliklerini kolaylastiran bir
paradigma olarak tanimlanmaktadir. Bunun yani sira, Blokzincir kullanicilar icin
glivenlik, givenilirlik, seffaflik ve giivenli takip, yliksek verimlilik ve daha diistik fiyat
gibi pek cok konuda yarar saglamaktadir.

Bu calisma, bir yeni medya teknolojisi olarak Blokzincir kavramini, gelismeleri,
uygulamalar1 ve gelecegi baglaminda ele alan derleme bir arastirmadir. Calismada
nitel arastirma yontemlerinden dokiiman analizi kullanilmistir. Bu kapsamda,
Blokzincir konusuna iliskin alanyazin ayrintili bir bicimde incelenmis olup ilgili
kavrama yonelik bulgular, yorumlar ve Oneriler gelistirilerek tartismaya
sunulmustur. Arastirmanin, Blokzincir konusunda c¢alisma yapmak isteyen
arastirmacilara ve/veya kurumlara yol gosterici nitelikte olacagi diisiiniilmektedir.

Anahtar Soézciikler: Blokzincir (Blockchain), Yeni Medya, Dijital iletisim.

BLOCKCHAIN as a NEW MEDIA TECHNOLOGY

As a new media technology, Blockchain concept has first emerged in 2008. The
Blockchain that is considered to bring about many significant changes from social and
economic infrastructure to politics, health, education, and business life could be
defined as a new generation Internet. The concept of Blockchain, often associated
with cryptocurrency units and data structures, could also be understood as an
umbrella term that defines many related technologies, including Distributed Ledger
Technology (DLT).

The data structure used in Blockchain is also known as the Merkle tree or hash tree,
first patented by Ralph Merkle in 1971. This data structure is used to verify and
manage the amount of data transmitted between computer systems. At the same time,
itis guaranteed that the sent data has not changed or manipulated during the process.
In other words, to support data integrity, it is a set of records in which each record is
connected to the previous record by the cryptographic hash function. Blockchain
technology begins with this data structure in the relevant literature. In 2008, the use
of the DLT based Blockchain concept by Satoshi Nakamoto based on Bitcoin
technology also contributed to increasing the recognition of this technology.
Therefore, the first widespread use of Blockchain starts with Bitcoin.

Blockchain is considered to have as much importance as the emerging of Internet
technology due to its’ effects on social life. The decentralized structure of the

-79 -



Blockchain includes a transactional database technology that eases verifying data on
the network. For example, Blockchain assures that archived data such as certificates,
diplomas, etc, are not manipulated by a third party network subscriber. This
technology guarantees a coincident and non-changeover truth within trustful or
distrustful users. Blockchain technology has the capacity to extinguish disagreements,
distrust and, uncertainty as it promotes the reproduction of a single truth for every
user on the network. Discussions about unauthorized sharing of financial and
individual data, frequently experienced on the Internet, bring issues of trust and
increase the interest in Blockchain technology. In this direction, Blockchain
technology is defined as a new paradigm that allows simplification of business and
communication activities between individuals and, accepted as the new generation or
decentralized Internet. In addition to this, Blockchain provides benefits such as
security, trustworthiness, transparency, high efficiency and, low prices.

This study is a collected work that investigates the Blockchain concept, its’
applications, and the future as a new media technology. The research utilizes
document analysis within the frame of qualitative methods. Within this scope, the
literature on the Blockchain concept is reviewed in detail and findings are discussed
through commentaries and suggestions. This research is considered to guide future
researchers and/or institutions about Blockchain technology.

Keywords: Blockchain, New Media, Digital Communication.
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CYBERACTIVISM UNDER OCCUPATION:
INTERACTIVITY and PARTICIPATION of the PALESTINIAN
ACTIVISTS on SOCIAL MEDIA DURING the PROTESTS of
“GREAT RETURN MARCH” 2018

Wael ABDELAL®

Abstract

Social media networks have become an important part of the daily routine of the
Palestinian youth, as the vast majority of them, particularly graduates and university
students, have active accounts on social media networks.

the use of social media among the Palestinian youth is inseparable from the context
of the Palestinian-Israeli conflict. It represents a platform and a mean of struggle in
the battle of freedom and self-determination. Social media networks have been used
intensively during the Palestinian Protests (the Great Return March) on the borders
of the occupied Gaza started in Marc 31st 2018 till early 2019. Those activists used
social media networks to promote the narrative of the Palestinian side and to counter
the Israeli narrative on Social media platforms.

This paper aims to investigate the extent of participation and interactivity on the
social media networking among Palestinian youth during the Palestinian Protests
(the Great Return March), which erupted in March 2018. It discusses various aspects
of the use of social media networks among the Palestinian youth during the protests.
The study addresses in detail the presence, periods of interaction, the topics were
discussed, the language of interaction and other topics.

This research combines both quantitative and qualitative methods. A questionnaire
has already distributed to the students of four Palestinian universities in the West
Bank and Gaza, and interviews with a number of activists of new media and bloggers
were conducted for this research.

The concept of “digital diplomacy” describes new methods of conducting diplomacy
using innovations and new practices generated by information and communication
technologies (ICTs). In the recent decade, the digital diplomacy evolved, adapted and
became part of the ministry of foreign affairs (MFAs) priorities as a tool of their states
soft power. The Israeli\Palestinian conflict is one of the world’s longest-running and
complex conflict in the contemporary history, it is a conflict between “two self-

* Dr., The University College of Applied Sciences Gaza, Department of Arts and Social
Sciences, E-mail: wabdelal@ucas.edu.ps, wabdelal@gmail.com
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determination movements — the Jewish Zionist project and the Palestinian
nationalist project” — that lay claim to the same territory. This territory has
witnessed several wars since the occupation of historical Palestine since the begging
of the 21st Century. With the ICT revolutions, this conflict has new shape of fight, this
shape is totally is a new Battlezone in the virtual world.

This paper aims to investigate how of Palestinians and Israeli utilize Digital
Diplomacy and digital platforms in the conduct of diplomacy. It explores a variety of
communication strategies for digital media-based diplomacy of foreign ministries.

The methodology of this research is based on a combination of quantitative and
qualitative approaches. The research uses the survey tool, as it addresses five
different criteria for the evaluation of digital diplomacy practice for both Israeli and
Palestinian MFAs, the criteria includes: Presence, customization, Up-to-datedness,
engagement and influence.

In addition, these five main levels of the Digital Diplomacy performance are double
checked with additional qualitative indicators such as creativity, originality,
transparency, content management, security, openness, influence, audience type, and
innovative competencies through the collection of qualitative data through personal
interviews with officials and any available documents.
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TASARIM EGITIMINDE DiJITAL YANSIMALAR

Yaprak OZEL’, Zerrin Funda URUK™

0z

Tasarim Egitimi temelinde yeni bir dil 6grenme siireci ile benzesmektedir. Ogrenci
¢izim elemanlar olarak adlandirilan yeni alfabeyi kullanarak yazi yazmay1 6grenir
gibi, adim adim tasarim ilke ve elemanlarini kullanmay1 6grenir. Bu asamadan sonra
nasil bir sair dizelerini kurgulayarak meydana getirdigi siir gibi 0grencide,
tasarimlarinda ve mesleki hayatinda bu dili kullanarak tasarladigi mekanina fikrini,
sanatini yansitarak, onu eser haline dontistiriir.

Bu yeni dilin ilk asamasinda yer alan el-goz koordinasyonu, gorsel olarak algilananin
veya zihinde olusturulan 3-boyutlu bi¢cimin, 2-boyuttaki kagida géz ve el yordamu ile
aktarimu ile baglar. Ogrenci baktigi 3-boyutlu objeyi 2-boyutlu yiizey olan kagida
aktarabilmesi gerektirmektedir. Cizgi dilinde yeni gelistirdigi gorsel algis1 sayesinde
cizimleri eskiz yaparak pekistirir, 6grenir, kendini gelistirir ve tasarim yapabilecek
asamaya ulasir.

Ancak bu egitim sistemi degisen diinya hizi, teknolojik gelismeler agisindan yavas ve
atil kalmaktadir. Her seyin internet lizerinden paylasildigi, mesafelerin yok sayildigi,
yeni gelismelerden veya tasarimlardan artik diinyanin her yerinde aninda haberdar
olunan bu zamanda hiz ve zaman ¢ok daha 6nem kazanmaktadir. Her seyi ekran
basinda 6grenen ve takip eden yani neslin daha ¢ocuklugundan itibaren alisik oldugu
bu dijital sistemin egitim ile bir ortak paydada bulusmasi gerekliligi dogmustur.

Eski tasarim egitimi miifredatlarinda alisa gelmis olan Teknik Resim dersleri ile
6grenci nokta, ¢izgi, diizlem, geometrik bicimler, epiir diizleminde ¢izim yapabilme ve
bir bicimin 3-boyutta algilanabilmesi gibi siirecleri 6grenmekteydi. Ogrenci T-
cetvelini, gonyeleri ve kalemleri tanimakta ve kullanmaya alismaktaydi. Bu miifredat
sistemlerinde bilgisayar destekli egitim dersleri ise Cad programlar1 ve 3-boyutlu
¢izim programlarini 6grenme siirecgleri dordiincii veya besinci yariyil programlari
arasinda yer almaktaydi.

* Dr. Ogr. Uyesi, istanbul Gelisim Universitesi, Giizel Sanatlar Fakiiltesi, ¢ Mimarlk,

E-posta: yozel@gelisim.edu.tr

* Dr. Ogr. Uyesi, Istanbul Gelisim Universitesi, Giizel Sanatlar Fakiiltesi, ¢ Mimarhk ve Cevre
Tasarimi, E-posta: zfuruk@gelisim.edu.tr
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iki asamali olan bu yontem, yeni ve devamli gelisen egitim sisteminde yetersiz
kalmaktadir. Bu nedenle, miifredat sistemlerinin giincel hayatin ve ilerideki meslek
hayatinin akisina uyum saglamasi ve giincellenmesi gerekliligi ortaya c¢ikmistir.
Teknik Resim derslerinde verilen bilgilerin bilgisayar destekli Cad programlari
dersleri ile birlestirilerek, 6grencinin cizim tekniklerini dijital ortamda 6grenmesi
saglanabilmektedir. Bu birlesim stirecinde, 6grenci déonemin dordiincii veya besinci
haftasina kadar T-cetveli ve gonyeleri kullanarak cizim yapabilmesi ve serbest el ile
eskiz calisabilmesi saglanmaktadir. Sonra ki haftalarda ise Cad programlari egitimine
gecilmektedir. Bu asamada her tasarimcinin edinmesi gerekli olan el-goz
koordinasyonu, serbest el ¢izim ve eskiz teknikleri konulari diger temel mesleki
dersler i¢cinde es zamanli olarak yiirttiilmesi de saglanmalidir. Bu sayede 6grenci
aldig bilgileri farkl dersler icinde kullanarak, bir yandan 6grenmekte bir yandan da
uygulamaktadir.

Inceleme ve dinlemeye olan merakin tiikenmesi, odaklanma siiresinin azalmasi, cevre
uyanlarini daha hizl algilamaya bagh dikkat dagilmasi gibi nedenler ile eski egitim
sistemleri yeni nesiller i¢cin 6grenmeyi zorlastirmakta ve geri bildirimi kot yonde
etkilemektedir. Ogrencinin siirekli basinda oldugu ekran karsisinda c¢izimini
yaparken, aradig1 bilgileri arastirabilmekte, hocasina istedigi soruyu sorabilmekte,
arkadaslari ile olan iletisimini koparmadan paylasimlarda bulunabilmektedir. Siirekli
ici ice oldugu bu yeni iletisim sisteminde mesleki bilgilerini alabildigi gibi giincel
olarak da kendilerine ait bir alan yaratma ve gelistirme imkani bulabilmektedir.

Yapilan deneylerde bu yeni miifredat ile egitim alan 6grencilerin kavrama ve aldiklari
bilgileri baska bir ders uygulamasinda sorun yasamadan aktarabildikleri
gozlemlenmistir. Sonug olarak, 6rneklerde de goriildiigi gibi artik yeni egitim 6gretim
yontemlerine gecilmesi gerekliligi ortadadir.

Anahtar Kelimeler: i¢c Mimarlik Egitimi, Miifredat Gelisimi, Tasarim, Yeni Egitim
Sistemleri, Bilgisayar Destekli Tasarim Dersi

DIGITAL REFLECTIONS in DESIGN EDUCATION

Abstract

On the basis of Design Education, it is similar to a new language learning process. The
student learns to use step by step design principles and elements as he / she learns
how to write using the new alphabet called drawing elements. After this stage, how a
poet constructs his verses by constructing his poems and transforming it into a work,
reflecting his idea and art to the place he designed using this language in his designs
and professional life
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The hand-eye coordination in the first stage of this new language begins with the
transfer of the visually perceived or the 3-dimensional form created in the mind by
eye and hand procedure on the 2-dimensional paper. The student needs to be able to
transfer the 3-dimensional object on the 2-dimensional surface paper. The student,
with his / her visual perception in line language, reinforces the drawings by sketching,
learns, improves himself and reaches the stage to design.

However, this educational system is slow and advanced in terms of changing world
speed and technological developments. Speed and time are all the more important in
this time when everything is shared over the Internet, distances are ignored, and new
developments or designs are instantly known all over the world. The necessity of this
digital system, which was learned from the beginning of childhood, and which was
followed by everything on the screen, had to meet with education in a common
denominator.

Technical Drawing lessons in the old design education curricula were used to make
the students learn dots, lines, planes, geometric forms, drawing in the epic plane and
3-dimensional perception of a form. The student knew the T-ruler, the squares and
the pens and became accustomed to using them. In computer-aided education courses
in these curriculum systems, Cad programs and 3-dimensional drawing programs
were among the fourth or fifth semester programs.

This two-stage method is insufficient in the new and continuously developing
education system. Therefore, the necessity of adapting and updating the curricula
systems to the flow of current life and the future professional life has emerged.
Technical drawing courses can be combined with computer-aided CAD programs and
the student can learn drawing techniques in digital environment. In this combination,
the student is able to draw using T-rulers and squares until the fourth or fifth week of
the semester and to work with free hand sketches. In the following weeks, Cad
programs training is started. At this stage, it should be ensured that hand-eye
coordination, freehand drawing and sketching techniques which are required by each
designer should be carried out simultaneously in other basic vocational courses. In
this way, the student uses the information he / she gets in different courses and learns
on the one hand.

Due to reasons such as exhaustion of listening and listening, reduction of focusing
time and distraction due to faster perception of environmental stimuli, old education
systems complicate learning for new generations and adversely affect feedback. The
student is able to search the information she is looking for while she draws against
the screen she is constantly in front of, and she can ask her teacher questions and
share without breaking contact with friends. In this new communication system, in
which it is constantly intertwined, it is able to obtain professional knowledge as well
as to create and develop an area of its own.
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In the experiments conducted, it was observed that the students who were educated
with this new curriculum were able to transfer their knowledge and knowledge in
another course without any problems. As a result, it is evident that new teaching
methods should be changed as observed in the examples.

Keywords: Interior Architecture Education, Curriculum Development, Design, New
Education Systems, Computer Aided Design Course
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TEKSTIL ve MODADA YAPAY ZEKA

Zehra KURTUL®

0z

Yapay zeka bir¢ok alana hakim olmasina ragmen tekstil ve moda sektoériiniin yapay
zekanin disinda kaldig1 disiincesi biiyiik bir yanilgidir. Tekstil pamugun iplige ve
kumasa dontstiiriilmesi, giysinin tasarlanip liretilmesi ve satisa sunulmasina kadar
ki stlireci kapsamaktadir. Bu siirecte yapay zekaya biliyiik bir ihtiya¢c duyulmakla
birlikte Bulut bilisim, ileri robot bilimi, yapay zek3, giyilebilir cihazlar, otonom
tasitlar, yeni kusak genom bilimi, akilli malzemeler ve tli¢ boyutlu baski (eklemeli
liretim) gibi teknolojik gelismeler moda ve tekstil tasarim stireclerini de etkilemistir.

Bu ¢alismanin amaci tekstil ve moda sektoriinde yapay zekanin uygulandigi alanlari
belirleyip 6nemini vurgulayarak su an saglamis oldugu faydalar g6z oOniinde
bulundurarak ve ileriye dontik saglayacagi yararlar hakkinda 6ngoriide bulunmaktir.

Calismanin yontemi tekstil ve moda tasarim alaninda yapay zeka ile ilgili literatiir
taramasi yapilarak elde edilmistir.

Elde edilen bulgulara gore, iiretilecek her bir {liriiniin nereyi, ne kadar siirede, kac
elemanla yapilacagy, islem sirasi, islemi uygularken calisan verimliliginin {iretim
verimliligine etkisi calisanlarin is istikrar durumu, makine arizalarinin iretim
verimliligine etkisi, iiretimde hata orani ve hata kaynaklarinin tespit edilmesi, tespit
edilen hatalara miidahale edilme siiresinin verimlilige etkisi, tasarim asamasinda
diinya trendlerinin takip edilmesi, miisterilerin hangi trendi ne kadar takip ettigi,
miisterilerin viicut tiplerine gore satin alma aliskanliklari, sosyoekonomik ve kiiltiirel
yaplya gore satin alimlari, hangi iiriin kac kisi tarafindan denenmis ve satin alinmis, bir
lirlinlin denenme ve satin alma oraninin dl¢lilmesi, marka miisterilerinin satin alma
aliskanliklar1 gibi durumlar hakkinda bilgi sahibi olabilmek i¢in yapay zekaya ihtiyag
duyulmaktadir. Yapay zekanin iiretim siirecindeki kullanim alanlarmi su sekilde
siralayabiliriz. Dijital ikizler, dikis makineleri, dikime hazirlik islemleri, hata
tanimlama, kalite kontrol, renk degerlendirmesi, anlik stok ve verimlilik takibidir.
Perakende siirecinde kullanim alanlar1 ise, viicut tarayicilar, sanal giydirme
programlari, miisteri tanima, akilli aynalar, duygular1 anlama, miisteriye anlik yanit,
sanal miisteri temsilcisi, muadil {iriin sunma, yeni iriin lansmani seklinde
siniflandirilabilir.

* Ogr. Gor., izmir Kavram MYO, Moda Tasarimi Programi,
E-posta: zehra.kurtul@kavram.edu.tr
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Bu bulgulardan elde edilen sonuclara gore yapay zekd giysinin tasarlanip
liretilmesinden satisa sunulmasina kadar ki tiim asamalarinda uygulanmaktadir.
Yapay zeka sayesinde iplik ve kumas iiretiminde makineden kaynakli hatalarin hata
olusmadan 6nce fark edilmesi olusabilecek hatalar1 engel olarak makine bakimlarinin
onceden tahmin edilmesi saglanmaktadir. Bu sayede tliretim verimliligi artarak zaman
sarfiyatina engel olunacaktir.

Giysi lretiminde diiz dikis makinesi, overlok makinesi, recme makinesi, ilik agma,
diigme dikme vb. bircok farkl dikis makineleri yer almaktadir. Bu makinelere
yapilacak islemler makinenin hafizasina alinip iretildiginde hatali tiretim oraninin
diistiigii ve daha kisa siirede iiretildigi goriilmiustiir. Ayrica konfeksiyon fabrikalarinda
tecnololab biriminde ilik agip diigme diken robotlarin tasarlanmasi ve otomosyon
raporlari tasarlayip liretilmis makinelerle, gomlek mansetlere ilik acip diigme diken
robotlar kullanilmaya baslanmistir. Bu {iretimi gerceklestirirken eleman ihtiyaci
azalacagindan Uretim maliyeti de diisecektir. Giiniimiizde bu makineler Japon
mithendisler tarafindan iiretilmekle birlikte Tiirkiye’de de bazi fabrikalar bu
makineleri lireterek kullanmaya baslamistir.

Yapay zeka fabrikanin tam anlamiyla dijital bir ikizini olusturup, iretimi ham madde
girisinden teslimata kadar dijital platformda izlenir hale getirecektir.

Fabrikalarda personellerin 6zellikleri ve yetenekleri, tiretilecek tiriiniin 6zellikleri ve
tretim stlireci hakkinda bilgiler belirlenip yapay zeka sayesinde fiiretim plani
olusturulmaktadir. Bu plan da tliretim stireci takip edilmekte ve eksiklikler ortaya
cikarilmaktadir. Hangi boliimiin ne kadar kapasiteyle calistig1 belirlenmektedir.

Genel olarak yorumlayacak olursak; insan ve makine ile i¢ ice bir calisma icerinde olan
tekstil ve moda sektoriint yapay zeka ile biitlinlestirdigimizde tiretimin hiz kazanip
verimliligin artmasi, kalite artisi, maliyet azalis1 vb. bircok alanda kolaylik
saglamasina yardimci olacaktir.

Anahtar Kelimeler: Yapay Zek3, Moda, Endiistri, Tasarim

ARTIFICIAL INTELLIGENCE in TEXTILE and FASHION

Abstract

Although artificial intelligence design has dominated many fields, the thought that the
textile and fashion industries are outside the artificial intelligence is a great
misconception. Textile includes the process starting from the transformation of
cotton into yarns and fabrics, the designing and manufacturing of the garment and
putting it on sale. While there is a serious need for artificial intelligence in this
process, technological developments such as cloud computing, advanced robotics,
artificial intelligence, wearable devices, autonomous vehicles, new generation
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genome science, smart materials and three-dimensional printing (additive
manufacturing) have also affected fashion and textile design processes.

The purposes of this study are to determine the areas where artificial intelligence is
applied in the textile and fashion industry, to emphasize its importance, to take into
consideration the benefits that it currently provides and to anticipate its future
benefits.

The method of the study was obtained by making a literature review about artificial
intelligence in the fields of textile and fashion design.

According to the findings obtained, artificial intelligence is needed in order to be able
to be informed of certain situations such as where each product will be produced, how
much time and how many workers will be allocated for each product, the order of the
operation, the effect of employee productivity on the efficiency of production while
operation, the work consistency state of employees, the effect of machine failures on
the production efficiency, the error rate in production and detection of error sources,
the effect of the intervening time to the detected errors on the efficiency, following
the world trends in the design phase, the trends the customers follow, the purchasing
habits of the customers according to their body types, the purchases according to the
socio-economic and cultural structure, the number of people who have tried a product
and the number of people who have bought a product, the measuring of trial and
purchasing ratios of a product, and the buying habits of the brand customers. The
areas of usage of artificial intelligence in the production process can be listed as
follows: digital twins, sewing machines, sewing preparation operations, error
identification, quality control, color evaluation, instant stock and productivity
tracking. The areas of usage of it in the retail process can be classified as body
scanners, virtual dressing programs, customer recognition, intelligent mirrors,
understanding emotions, instant response to customers, virtual customer
representatives, presenting equivalent products, and new product launches.

According to the results of these findings, artificial intelligence is implemented in
every stage from the design of a garment to its production and its presentation for
sale. Thanks to artificial intelligence, it is possible to prevent the errors due to
machinery before the error occurs in the production of yarn and fabric and to predict
the time of machine maintenance in advance. Thus, production efficiency will be
increased and waste of time will be prevented.

In the production of garments, there are many different sewing machines such as
lockstitch machine, overlock machine, interlock machine, buttonhole opening, button
sewer etc. When the processes to be done in these machines are taken into the
memory of the machine, it is seen that the faulty production rate has decreased and
the production is completed in a shorter time. In addition, in the apparel factories, in
techno lab units, buttonhole robots are designed, machines that create automation
reports are designed and produced, robots, which open buttonholes to shirt sleeve
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cuffs and buttonholes, have been used. This will decrease the production cost as the
need for workers is reduced. Today, these machines are manufactured by Japanese
engineers but some factories in Turkey have produced and begun to use these
machines.

Artificial intelligence will form a digital twin of the factory properly and make
production visible on a digital platform from raw material entry to delivery.

Production plan is created through artificial intelligence by determining the
necessary information about the characteristics and capabilities of the personnel in
the factories, the characteristics of the product to be produced and the production
process. In this plan, production process is followed and deficiencies are revealed. The
capacity of the department is determined.

In general, the integration of the textile and fashion sectors with artificial intelligence
will provide convenience in many areas such as acceleration in production and
increased productivity, quality increase, cost reduction etc.

Keywords: Artificial Intelligence, Fashion, Indsutry, Design,
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TOPLUM 5.0 ve DIJiTAL DUNYADA TOPLUMSAL DONUSUM:
KARMASIK UYARLANABILIR SISTEMLER OLARAK EGITIMSEL
DONUSUM

Zeynep EREN UGURLU"

0z

Bu calismanin temel amaci, bilgi ve iletisim teknolojilerindeki hizli gelismeler ve
yapay zeka uygulamalari ile fiziksel alan ve sanal diinyanin etkilesimi ile olusacak olan
hizli toplumsal doniistimlerin insan 6gesi ve toplum iizerindeki etkilerine dikkat
cekmektir. Egitim sistemleri toplumlarin ihtiya¢ duydugu egitim ihtiyaclarini
karsilamak iizere kurulur ve isletilir. Hizli yasanan degisim, egitimden beklentileri de
degistirmis ve doniistiirmiistiir. Egitim sisteminde 21. ylzyll becerilerinin
kazandirilmasindan bahsedilirken, icinde bulundugumuz ¢agda, bunun bile ¢ok hizli
eskidigi ve iist dlizey teknolojik gelismeler ve sanal diinya orgiitlenmeleri ve yapay
zekd uygulamalarinin ortaya koyacagi yeni iklimde, cocuklara kazandirilmasi
gerektigi belirtilen bu becerilerin bile yetersiz kalacagi 06ngoriisiinde
bulunulmaktadir. Diinya Bauman’'in dedigi gibi “akiskan toplum” ortaminda eskinin
ihtiyaclar1 karsilamadigi ancak bunun yerini alacak miikemmel yeninin heniiz
kurgulanmadig1 bir ara evre yasamaktadir. Ustelik bu evre, hi¢ bitmeyecek ve
tamamlanmayacak bir ara form gibi kalic1 olacakmis gibi goriinmektedir. Dogal olarak
boyle bir iklimde yogun teknoloji ve yapay zeka uygulamalarinin iiretim bicimleri
lizerinde yaratacag etkiler Endiistri 4.0 olarak adlandirilmisken ve heniiz bu durum
tilkemizde tam olarak igsellestirilmeden, bu gelismelerin toplumlarin iizerinde
yaratacagl etkileri iceren Toplum 5.0 Japonya’da uygulanmaya bagslamistir.
Dolayisiyla diinya ¢ok hizli doniisiiyor ve iilkelerin insan kaynaklarinin 6ziint
olusturan ve uzun vadede toplumu var eden insanlarini daha ¢ocukken bu degisime
hazir ve bunu gogiisleyebilecek yeterlikte hazir hale getirmesi gerekmektedir. Bu
gorev egitim sistemlerinin oldugu kadar bu konuda karar alicilara da diismektedir.
Bu calismada, gelecegin insanini bicimlendiren egitim sistemlerinin bu dontisiimlere
ayak uydurabilecek nitelikte insanlar1 yetistirmek icin kendisini nasil uyarlamasi
gerektigi, karmasiklik bilimlerindeki karmasik uyarlanabilir sistemler bakis acisi ile
ele alinarak analiz edilmistir.

* Dr. Ogr. Uyesi, Sinop Universitesi, Egitim Fakiiltesi, Egitim Bilimleri Béliimii, Egitim
Yonetimi ABD, E-posta: zugurlu@sinop.edu.tr https://orcid.org/0000-0001-9748-
6972

-01 -



Anahtar Kavramlar: Toplum 5.0, Egitsel Beceriler, Karmasik Uyarlanabilir
Sistemler, Dijital Toplum, Egitsel Donlisiim

SOCIETY 5.0 and SOCIAL TRANSFORMATION in the DIGITAL WORLD:
EDUCATIONAL TRANSFORMATION as a COMPLEXITY ADAPTIVE SYSTEMS

Abstract

The main aim of this study is to draw attention to the effects of rapid developments
in information and communication technologies, artificial intelligence applications
and the interaction of physical space and virtual world on the human element and
society. Education systems are established and operated to meet the educational
needs of communities. The rapid change has changed and transformed the
expectations of education. While talking about the acquisition of 21st-century skills
in the education system, even in the present age, these skills age very quickly. It is
predicted that even in the new climate, which will be revealed by high-level
technological developments and virtual world organisations and artificial intelligence
applications, even these skills, which should be provided to children, will be
insufficient. As Bauman says, the world is in an intermediate phase in the “liquid
society” where the old does not meet the needs, but the perfect new to replace it has
not yet been constructed.

Moreover, this phase seems to be permanent as an intermediate form that will never
end and will not be completed. Naturally, in such a climate, the effects of intensive
technology and artificial intelligence applications on the production patterns are
called Industry 4.0 and before this situation is fully internalised in our country,
Society 5.0, which includes the effects of these developments on the societies, has
started to be implemented in Japan. Therefore, the world is transforming very rapidly,
and countries need to prepare the people who constitute the essence of human
resources and create the society in the long term, ready for this change and
sufficiently capable of being able to face it. This task belongs to decision-makers as
well as to education systems. In this study, how the education systems that shape the
people of the future should adapt themselves to educate people capable of adapting
to these transformations is analyzed with the view of complex adaptive systems in
complexity sciences.

Keywords: Society 5.0, Educational Skills, Complex Adaptive Systems, Digital Society,
Educational Transformation
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