


Yokyerler sergisi yeni medya araciligiyla doga temsilleri ve mekanin
yeniden sekillendirilmesine odaklanir.

[thamini Marc Augé’nin sliper-modernite ¢aginda insanlarin
kimliksiz bir yalnizlikta asili kaldiklari havaalani, otoyol, alisveris
merkezi, zincir otel ve slipermarket gibi gecis mekanlarini anlatmak
icin yarattigr “yer olmayanlar” teriminden alan serginin baslig
ayni zamanda hem sergiyi olusturan sanat islerine hem de icinde
gerceklestigi sanat mekanina gonderme yapar.

Yer olmayan yerler, ya da bizim tercih ettigimiz sekliyle yok-yerler,
gunlik varolusumuzun biyiik cogunlugunu gecirdigimiz ama kisisel
dizeyde bag kuramadigimiz yerlerdir. Kimlik yaratmamiza yardim
edecek 6zelliklerden yoksundurlar. Neredeyse bos kabuklar olduklari
soylenebilir: Varliklari vardir ama icerikleri yoktur. Kavram ictenice
tarif ettigi yerleri elestirir; bir acidan kaybolmaya yiz tutan daha
geleneksel ve anlamli mekanlarin yasini tutar ve mevcut varligimizi
sekillendiren siiper-modern mekanlarin muglakliginin altini cizer,
bunu yaparken varligimizin kendisinin kararsizligini da sorgular.
Ama Yokyerler sergisinin kiratorleri olarak biz daha ¢ok bu yerlerin
olumlu potansiyeli ile ilgiliyiz: nasil 6zgtirlestirici olabilecekleri, bizi
nasil kimliklerimizin kisitlamasindan kurtarip isimsiz bir kopukluk
hali, yani bir cesit 6zgurlik, yakalamamiza imkan verebilecekleriiile.

Sanat mekani da sonucta bir diger yok-yerdir. Bu dzelligi ile
cok ozglrlestirici olabilir: Elbette sergilenen isler ¢esitli kimlik
katmanlarimizdan kurtulmamiza izin veren tirdense. Yokyerler tam
da bu tarz bir sergi olmayi hedefliyor.

Diger yandan, serginin adinin gonderme yaptigi ikinci katman, yani
Yokyerler sergisini olusturan isler mekan algimizla oynamayi ya
da begenimiz icin hiper-reel mekanlar yaratmayi hedefler; bizim
mekani fiziksel olmayan, sosyal olmayan, geleneksel olmayan
sekillerde algilamamiza ve deneyimlememize imkan verir: bizim
icin yer olmayan yerler yaratir.

Sanat her donemde fiziksel diinyanin tasvirlerine odaklansa da yeni
medyanin yarattigi temsiller glinimizde yasadigimiz siiper-modern
duruma ve dinyamizla kurdugumuz yeni iliski sekillerine ¢cok daha iyi
uyum saglar. Sanat tarafindan hayal edilen ya da yorumlanan yerlerin
aslinda her zaman yok-yerler oldugu tartisilabilir. Ama yer/yok-yer
ayrimi yeni medya sanati konu oldugunda cok daha keskinlesir;
zira bu sanat tarzi dogrudan mekan algimizla oynamayi hedefler ve
ulasabildigi ¢cok cesitli teknolojiler sayesinde bunu geleneksel sanat
tarzlarina gore ¢ok daha etkin bir sekilde yapar.

Ama her ne kadar mekan deneyimlerimiz degisse de, Yokyerler
sergisinin izleyicileri mekanin kendisinin yeni ama tanidik kaldigini
fark edecektir: Burasi baska bir yerlerde (glindelik gercekligimizin
disinda ve Gtesinde) kendimizle bas basa kalip distncelere dalmamizi
ya da sadece ani ve izleme zevkini yasamamizi mimkin kilan huzur
verici bir belirsizlik alanidir. Tipki isteyenlere anonim bir yalnizlik
saglayan sergi mekani gibi. Bu anlamda, tenha merdivenleri ve agir
hareket eden ve caz calan asansori ile Akbank Sanat’in kendisi de
Yokyerler sergisinin bir parcasini olusturur.

Ceren&Irmak Arkman

Nonspaces exhibition focuses on representation of nature and
reconstruction of space by new media art.

Taking its inspiration from Marc Augé’s concept of “non-places”,
coined to describe transitory places of super-modernity, where
people remain suspended in anonymous solitude, like airports,
shopping malls, highways, chain hotels and supermarkets, the title
of the exhibition refers simultaneously to the artworks that make it
up and the artspace that houses it.

Non-places are places, where we spend most of our daily existence,
but with which we cannot identify on a personal level. They are
devoid of characteristics that would help one build an identity. They
are almost empty shells - with presence but without substance.
The concept is implicitly critical of the places it denotes: it, in a way,
laments the loss of traditional, more substantial places and underlines
the ambivalence of super-modern spaces that shape our current
existence - meanwhile also bringing into question the ambiguity of
that very existence. But as curators of the Nonspaces exhibition, we
are more concerned with the positive potential of such places: how
they can be liberating, freeing us from the constraints of our identity,
letting us achieve a state of anonymous disconnectedness, hence
freedom.

The artspace is, in the end, just another non-place. Being such, we
believe that it can be quite liberating -given that the content on show
allows you to let go of all your various layers of identity. This is exactly
the kind of exhibition Nonspaces sets out to be.

On the other hand, the second referent of the title, the collection of
artworks that make up the Nonspaces exhibition, aim to alter our
conception of space or create hyper-real spaces for our appreciation.
They let us conceive and experience space in a non-physical, non-
social, non-traditional way: as a non-space.

Art has always been obsessed with the representation of the world;
but representations that new media creates are much more befitting
our super-modern existence, underlining the novel ways in which
we relate to our world. It can be argued that spaces imagined or
appropriated by art have always been, in effect, non-spaces. But the
contrast becomes more clearin the case of new media art, as it seeks
to actively manipulate our perception of space and does so way more
effectively than traditional forms of art thanks to the large repertoire
of technologies at its disposal.

Yet even though new media works on display transform our experience
of space, the visitors of the Nonspaces exhibition will realize that the
space itself remains somewhere between novel and familiar - in a
comforting limbo that lets us be somewhere else (somewhere outside
and beyond our daily reality) and alone with ourselves, contemplating
or just simply enjoying the moment and the experience of viewing. Just
like the artspace that houses the exhibition and provides anonymous
solitude to those who seek it. As such, Akbank Sanat itself, with its
uncrowded stairways and slow-moving, jazz-playing elevator, is very
much a part of the Nonspaces exhibition.

Ceren&Irmak Arkman
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CAN BUYUKBERBER & YAGMUR UYANIK
MORPHOGENESIS, 2016

Morphogenesis [Yunanca morphé “sekil” ve genesis “yaratilis"tan gelen kelime “seklin baslangici” anlamina gelir) bir organizmanin
seklini olusturmasina neden olan biyolojik slirecin adidir. Kendi drgiitlenmis sistemlerde ortaya ¢cikma olayindan esinlenen bir sanal
gerceklik projesi olarak Morphogenesis, temel geometrik sekillerin sirekli donisimunden olusur ve bunlari kapsayici bir alanin yapi
taslari olarak kullanir. Is fiziksel ve biyolojik evrenin cesitli boyutlarinda gérsel-isitsel bir yolculuktur. Ortaya ¢cikmanin ortak 6zellikleri
evrensel olarak gézlemlenebildiginden, gorsel-isitsel deneyim zaman ve mekanda biitin dogal dinamiklerin birbiriyle sistemik olarak
baglantili olusunu vurgular ve bu dinamiklerin nasil yenilik Urettigini gosterir. Sanal gerceklik teknolojisi ile bu kavramsal noktalar
etkileyici ve bireysel bir deneyime donistr. Altta yatan kavramlar ilgilenenlerin kurcalamasi igin hala oradadir; sonucta, ayni hayat gibi

sanatta da bir seyi anlamanin/ogrenmenin en iyi yolu deneyimdir.

Can Blyikberber, hem fiziksel hem dijital ortamlarda kendini gosteren kapsayici gorsel-isitsel deneyimler yaratmaya odaklanan
bir gorsel sanatcidir. Sanat pratigi farkli mecralar ve gorinti teknolojileriyle (mapping, sanal gerceklik, jeodezik kubbeler ve dijital
Uretim teknikleri gibi) deneyler yapmayi icerir. Sanat, tasarim ve bilimi kapsayan disiplinlerarasi bir yaklasim ile Buyikberber'in isleri
cogunlukla insan algisi lzerine odaklanir ve cizgisel olmayan soylemler, geometrik diizen ve birlikte calisan formlar gibi konulari
irdeler.

Gorseller Visuals: Can Blylkberber
Ses tasarimi Sound Design: Yagmur Uyanik
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Morphogenesis (from the Greek morphé “shape” and genesis “creation” literally meaning the “beginning of the shape”] is the name
of the biological process that causes an organism to develop its shape. As a virtual reality piece, inspired by this phenomenon of
emergence in self-organized systems, Morphogenesis consists of a continuous transformation of fundamental geometrical patterns
and uses them as the building blocks of an immersive space. It is an audiovisual journey through different aspects of the physical and
biological universe. Since the common characteristics of emergence can be perceived universally, the audiovisual experience intends
to emphasize the systemic interconnectedness, over space and time, of all natural dynamics, as well as, how these dynamics create
novelty. Through the VR technology, these conceptual points turn into an immersive experience, captivating and personal in itself.
Yet the underlying concepts are there to be delved into by those who are intrigued; after all, in art, just as in life, best way to learn
something new is through experience.

Can Bliyltikberber is a visual artist working on immersive audiovisual experiences embodied both in physical and digital spaces. His
practice consists of experiments with different mediums and display technologies, such as projection mapping, virtual reality, geodesic
domes and digital fabrication methods. Driven by an interdisciplinary thinking, which covers art, design and science, Blyukberber's
work often focuses on human perception, exploring new ways of non-linear narratives, geometrical order and synergetic and emergent
forms.
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FELIX LUQUE & INIGO BILBAO
ANILAR / MEMORY LANE, 2016

Memory Lane [Anilar), Félix Luque ve Ifigo Bilbao'nun cocukluk anilarinin arka planini olusturan Ribadesella ve Llanes (ispanya)
bélgelerinden gercek lokasyonlari tasvir eder. Iki biiyiik ekranda akan is, bu yerlerde 3 boyutlu tarayicilar ile kaydedilen veriyi gosterir.
Kesin verilerin asiri fazlaligi bu yerleri gercek-isti hayallere, hatta bilim-kurguya donustirir. Luque bu durumu “sinema degil,
fotograf degil, gercek bile degil” sozleriyle anlatir. Sanki sanatcilarin cocukluk oyunlari ve hayallerinin setini olusturan bu yerler,
bu sefer yetiskin oyuncaklari (bilgisayarlar, 3 boyutlu tarayicilar ve yazicilar) araciligiyla tekrar hayal edilmekte ve sahiplenilmektedir.

Insan hafizasinin asla giivenilir olmadigini hepimiz biliyoruz. Detaylari unuturuz, yeni detaylar hayal eder ve ekleriz, bazi noktalari
abartiriz; bazi detaylar daha blyik ve parlak hale gelirken, digerleri arka planda eriyip gider. Anilarimizin hatirlaticilari olan fotograf
ve objeler de zamanla eskir ve solar. Bu slrecin aksine, Memory Lane bize asiri detayli bir manzara sunar: fakat bu derece detayli
olmasi sonucunda, gorintd milyonlarca noktadan olusan bir buluta donisur. Bu pek de cocuklugumuzda kactigimiz kuytu kdseleri
hatirlayacagimiz tiirde bir gorinti degildir; ama belki tam da bu nedenle, gordigimiz sadece sanatcilara degil, herhangi birimize ait
olabilecek mikemmel bir kacis noktasina dondsir. Sanatgilarin cocukluk hatiralarinin kisisel ve 6zel alanlari, artik izleyicilerin timd
icin cocukluk hatiralarini temsil edebilecek genel ve ulasilabilir sembollere dontismistir.

3 boyutlu tarayici cevresindeki dairesel evrenin tamamini kaydeder; sadece kendisini yakalayamaz. Bu nedenle, tarayicinin durdugu
yerde bir kara delik olusur. Tipki hatiralarimizda kendimizi géremememiz gibi, 3 boyutlu tarayici da kendisini goremez. Isin ortasinda
duran bu kara delik bize kendi bireysel bakis acimizi hatirlatan bir isarettir; bir nevi kendi kisisel evrenimizin ortasindaki yerimizi
isaretler. Bu kara delik, bir anlamda, herhangi bir izleyici tarafindan doldurulabilecek ve her bir izleyiciye isin merkezine yerlesme
imkani saglayacak bir bosluktur.

Tasarimci Designer: Damien Gernay
Arduino programlama Arduino programmer: Vincent Evrard

Mekanik tasarim Mechanical design: Julien Maire

Ministerio de Educacion, Cultura y Deporte de Espana, secteur arts numeériques, Fédération Wallonie-Bruxelles ve Arcadi ortak
prodiksiyonu.

IMAL (FabLAB] destegi ile
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Memory Lane depicts real locations from the districts of Ribadesella and Llanes, Asturias (Spain), which constitute the backdrop of
Félix Luque and Inigo Bilbao's childhood and youth memories. Work on two big screens presents the data gathered via 3D scanning at
those locations. In this case, the overabundance of precise data is actually what turns the locations into hyper-real fantasies or even
science-fictions. Luque describes it as “not cinema, not photography, not even reality”. It is as if the locations that have acted as the
setting of the artists’ childhood games and dreams are now being reimagined and re-appropriated via the use of their grownup toys:
computers, 3d scanners and printers.

We know that human memory is never reliable. We forget details, imagine/add new ones, glorify certain aspects; some details get
bigger and brighter than they actually were, while others fade in the background. And the mementos of our memories, like photos or
trinkets, also age and decay with time. In contrast, Memory Lane presents us with a landscape of utmost detail: but in being so detailed,
the image becomes a collection of millions of dots (a point cloud] - not exactly the way we would remember our childhood getaway; but
ironically, the perfect getaway, that could belong to not just the artists but any one of us. The landscape hence becomes the epitome of
childhood memories where everything is magical. The unique and personal spaces of the artists” childhood memories are turned into
universal and accessible symbols of childhood memory for the audience at large.

The 3D scanner collects data of the entire circular universe around itself, but cannot capture itself; hence leaving a black hole where it
stood. Just like we fail to see ourselves in our memories, the 3D scanner cannot record itself. The black hole at the center of the work
stands as a reminder of our personal perspective; our position at the center of our personal universes. That black void is, in a way,
there to be appropriated by each and every viewer, making it possible for each and every one of us to become the center of the work.

A co-production of Ministerio de Educacion, Cultura y Deporte de Espana, secteur arts numériques, Fédération Wallonie-Bruxelles
and Arcadl..

With the support of IMAL (FabLAB).







24

FIELD
ALPLER / ALPINE, 2016

Alpine (Alpler), dijital manzaralari arastirmakla ve i1sik ve mekan kullanimi ile kapsayici deneyimler yaratmakla ilgilidir. Duman ile
doldurulmus ozel bir alana yerlestirilmis, arkadan isik alan bir dijital baski tuvalden olusur. Dijital manzarayi i1sik kaynagi olarak
kullanarak ve odayr duman ile doldurarak Field, izleyiciyi kapsayici bir atmosferin icine ceker ve baskiyi bir enstalasyona donusturur.
Manzaranin dijital 6zellikleri ortamin gercekiisttligl ile daha da kuvvetlenir. Dumaninicinden yirlyen izleyici, odanin ucunda inanilmaz
derecede detayli bir manzara ile karsilasir: bu manzara dijital ve gercekistd bir diinyaya acilan bir kapi gibidir. Bu manzara gercek
mekanlardan toplanan cografi verilere dayanan bilgisayar tarafindan Uretilmis bir modeldir. Kaya ylzeylerine eklenen inanilmaz
derecede yogun detaylar manzarayi gercekistU yapar.

Field, kapsayici gorsel-isitsel deneyimler ve gicli ve yeni gorsel iletisim formatlari yaratmak icin sanat ve teknolojiyi birlestiren
Londra bazli bir yaratici stidyodur. Yaklasimlari minimal ve disavurumcu temel fikirleri zengin ve rafine cok-platformlu deneyimlere
dondstirir. Duygu, renk ve davranislarla iletisim kurarak, zamansiz ve mekansiz isler Uretmeye calisirlar. Kodun ve jeneratif
stratejilerin gliclni kullanarak sanati cevremizdeki diinya kadar canli hale getirmeye odaklanirlar. Yeni gorsel ifade sekilleri bulmak
icin teknoloji ile oynarlar. Sirekli arastirma ve gelistirme cabalari sasirtici ve yenilikci kavramlar, kapsayici deneyimler ve yeni anlati
sekillerinin temellerini olusturur.
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Alpine is about exploring digitized landscapes and creating an immersive experience through light and space. It comprises of a backlit
digital print canvas in a dedicated space filled with haze. By using the digital landscape as a light source and filling the room with fog,
Field draws the audience into an immersive atmosphere and amplifies a print into an installation artwork, while the digital quality of
the landscape is enhanced by the surreality of the scene. Walking through a misty weather, the viewer discovers an incredibly detailed
landscape at the end of the room, like a portal into a digital and surreal world. The landscape itself is a computer-generated model
based on geographic data of real landscapes. By the addition of extraordinary levels of detail to the rock surfaces, the landscape
becomes hyperreal.

Field is a specialized creative studio in London that combines art and technology to create immersive audio-visual experiences and
powerful new formats of visual communication. Their approach shapes minimal and expressive core ideas into rich and refined multi-
platform experiences. Communicating through emotion, color and behavior, they strive to create work that is timeless and universally
accessible. And using the power of code and generative strategies, they strive to make art as alive as the world around us. They play
with technology to explore and invent new formats and visual expressions. Their continuous research and development provide the
seeds for spectacular and innovative concepts, immersive experiences, and new kinds of narratives.
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iDIL iLKIN
CRYSTAGRAMS, 2016

ILkin, islerinde ozellikle atmosferik optik algl Gzerine yogunlasir ve isik, 1sin, kirilma, yayilim, dalga boyu, cok-kristalli yapilar ve
rezonans hakkinda kafa yorar. Eriyen buzullar ve gazlarin yaktigi karin yarattigi iklimsel degisimleri dijital gorintiler ve 1sik kutulari
ile ortaya koyar. Eriyerek yok olmayi gdsteren maviden koyu maviye donlste, sanatci kendi hissettigi kacinilmaz huzur, teslimiyet,
tatmin ve guvenlik duygularinin eslik ettigi donlslim slrecinin yarattigi caresiz kaygi halini 6limle ya da kaybolusla karsilastirir.
Cesitli nedenlerle ve kosullar altinda yasadigimiz cografyadan itham alan isler dretmenin kimlik kavramiyla ilintili oldugunu kabul
etse de, ILkin kimlik ve cografya meselelerini geleneksel olmayan bakis acilari ve farkli paralel ve meridyenlerden ele alma konusunda
fazlasiyla 6zenlidir. Oznellik ve aidiyetle ilgili meselelerin bagimsiz ve dogas! geredi yumusak basli ve karmasik yapilar olduguna
inanir. Bu yapilar farkli bakis acilarina gore degisiklik gosterir; Ilkin farkl cografyalardaki atmosferik kosullarin farkli lensler olarak
disindlebilecegini vurgular. Bu filtreleri kullanarak ILkin bireyleri ve cografyalari, ama dzellikle de kendini, mercek altina alir ve bu
daginik yansimalar arasinda 6zglrce dolanirken deneyimledigi ic diyaloglari paylasir. Seyahat ettigimizde renkler bile degisebiliyorsa,
hayatta pozisyonumuza gore degismeyecek hemen hicbir sey yoktur.

Idil ILkin Istanbul'da yasamakta ve calismaktadir.
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ILkin, particularly focuses on atmospheric optical perception and ponders on light, rays, refractions, dispersions, wavelengths, multi-
crystalline structures and resonance with her works. She demonstrates the climatic change caused by melting glaciers and snow burnt
by gas through digital images and light boxes. While in a state of turning from blue to a darker shade of it, which is invoked by the reality
of extinction by melting, the artist compares the helpless state of anxiety caused by the cooling and transformation process -coupled
by her feelings of inevitable peace, submission, satisfaction and security- to death or being wasted away. Even though she admits that
producing works inspired by the geography, which we live in due to various reasons and conditions, is directly related to the concept
of identity, ILkin is nonetheless particularly elaborate in handling the matter of identity and geography from unconventional viewpoints
and different parallels and meridians. She believes that matters related to subjectivity and belonging are autonomous and naturally
compliant complex structures, which vary based on different points of view, and emphasizes the fact that atmospheric conditions in
different geographies serve as a form of lens. Using these filters, Ilkin puts individuals and geographies, and especially herself, under
the microscope and shares the inner dialogue she experienced while freely wandering among those dispersed reflections. If even
colors can change when we travel, then there is little, if not nothing, that will not change depending on our position.

Idil Itkin currently lives and works in Istanbul.
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LAB[AU]
PARCACIKYAYLAR / PARTICLESPRINGS, 2011

particleSprings (parcacikYaylar] karmasik davranislar ortaya ¢ikarmak icin basit algoritmalar kullanarak pikselleri harekete geciren
bir gercek zamanli parametrik siire¢ kullanir. Cizgilerin olusturdugu kaliplar bir dizi kurali takip ederken adim adim kendini tekrarlar.
Bu isteki kurallar bir grup pikseli rastlantisal bir cizgisel harekete sokar. Bu pikseller aralarinda basit bir cizgi ile gorsellesen bir
yay sistemiyle birbirine baglidir. Birbirlerinden uzaklastik¢a, gerilim artar; ta ki tekrar birbirlerine dogru ¢ekilene kadar. Birbirlerine
ne kadar yaklasirlarsa, hareket o derece agirlasir; ta ki birbirlerinden tekrar uzaklasana kadar. Bir parcacik ekranin sinirlarina
yaklastiginda, geri seker ve ilk hiziyla ters yonde harekete koyulur. Bu davranislar gruba ekranda salinarak cizgisel yapilar olusturan
eklemli ve elastik bir cizgi goruntisu verir. Bu oyunbaz hareketlerin ardinda ise sureci belirleyen kati kurallar bulunmaktadir.
isin donanimi da sanatcilar tarafindan tasarlanmistir ve bu anlamda isin bir parcasi olarak algilanabilir.

LAblau], Manuel Abendroth, Jérome Decock ve Els Vermang'dan olusan Briksel bazli bir sanatci grubudur. Urettikleri isler, gincel
malzemeler, teknikler ve formatlar kullansa da, kavramsal sanat ve sistemik sanat ile benzer 6zellikler gosterir. Indirgemeci, dizisel
ve yalin bir dile yonelik kuvvetli bir egilim sergilerler ve bu renk, geometri, 1sik ve hareket kullanimlarinda aciga ¢ikar. LAb[au] glincel
estetigi algoritmaya dayali mantik ile sorgular.
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particleSprings uses a parametric real-time process setting pixels in motion, using simple algorithms to draft emerging complex
behaviors. The line pattern draws step after step, iterations, while following the set of rules. The rules in “particleSprings” initialize
groups of pixels randomly set in linear motion. These pixels are linked by a spring visualized by a simple line between them. When
moving away from each other, the tension rises until the moment they are pulled back; the closer they get the more dampened this
movement is, until they spread out again. As a particle reaches the borders of the screen, it bounces back, restoring some of its initial
speed while inverting its direction. This behavior gives a group the appearance of an articulated and elastic line that oscillates over the
screen drawing line constructions. Behind these playful motions are strict rules determining the process. The hardware of the work is
also designed and produced by the artists, hence becoming part of the work itself.

LAb[au] is a group of artists, Manuel Abendroth, Jéréme Decock and Els Vermang, located in Brussels. Their artworks share
characteristics with conceptual art, system art and concrete art - though actualized with contemporary materials, techniques and
formats. They have a strong tendency towards a reductionist, serial and elementary language, manifested in their use of color, geometry,
light and motion. LAb[au] questions contemporary aesthetics, confronting them with algorithmic logic.
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LIA

ASK BILE BiZI AYIRMAYACAK / NOT EVEN LOVE WILL TEAR US APART, 2015
SONBAHARDAKI YALNIZ / THE LONELY ONE IN THE AUTUMN, 2014
ELMASIN iCINDE / INSIDE THE DIAMOND, 2015

Ask Bile Bizi Ayirmayacak

LIA'"nin Not Even Love Will Tear Us Apart [Ask Bile Bizi Ayirmayacak] isinin temelinde askin nihai semboli kalp vardir. Tim formlar
cift olarak ortaya cikar ve kompozisyonun daimi hareketi bu formlarin birbirinden ayrilacagina isaret eder. Oysa her cift sonucta tek
bir noktadan birbirine bagli kalir. LIA'nin kendi sozleriyle, “ayni asiklarin iliskilerinde oldugu gibi kalici degisim sadece detaylarda
gerceklesir; genel estetikse hep ayni kalir”. Yeni sekiller eski yapilarin Uzerine oturur ve gorintiye surekli artan bir derinlik verir;
bu yeni sekillere taban olusturan bir tarih yaratir. LIA'nin isi ayni zamanda ask gibi elle tutulamayan kavramlarin kod araciligiyla
anlatilmasinin mimkin olup olmadigina dair bir denemedir.

Sonbahardaki Yalniz

LIA'nin The Lonely One in the Autumn [Sonbahardaki Yalniz]) isi itlhamini Gustav Mahler'in Das Lied der Erde [Yeryizinin Sarkisi)
eserindeki Der Einsame Herbst (Sonbahardaki Yalniz] sarkisinin sozlerinden alir:

Sonbaharin sisi maviligiyle goliin Ustine yayilir.

Her cimen bicak gibi donmus durur.

Sanki bir sanat¢l yesim-tozu dokmiustir zarif ciceklerin Ustine.

Eser Mahler'in sozlerinin cagristirdigi sekiller, formlar ve renkler yaratir: Kis renkleri, neredeyse kirilan buza benzeyen donmus
cimenler, yalnizlik - ve elbette soguk. Miguel Carvalhais ve Pedro Tudela tarafindan bestelenen mizik goriintileri tamamlayarak ya
da yeni cagrisimlar yaparak kompozisyonu destekler. Soyut sesler kirilan buz ve uzak bir yerde yankilanan su damlalari gibi seslere
donusdr.

Elmasin icinde

Inside the Diamond [Elmasin Icinde] LIA'nin yaratici fikirlerini modern teknolojiyle, yani dijital kod ve bir makinenin insan tarafindan
verilen komutlari sistematik sekilde yorumlamasi ile birlestirme konusundaki ustalifini ortaya koyar. Is sayisal de§ismezler ile
dijital yorumlama icin gerekli komutlari birlestirerek, zaman icinde renk degistiren ve bir prizmada kirilan isik izlenimi veren kristal
yapilar olusturur. /nside the Diamond isinin slrekli evrimini izlemek sadece keyifli degildir; ayni zamanda, bu evrim tim detaylariyla
gozlemlenebilecek kadar yavas gelisir.
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Not Even Love Will Tear Us Apart

LIA's work Not Even Love Will Tear Us Apart has in its focus the ultimate symbol of love: the heart. All forms appear in pairs and the
composition’'s perpetual motion suggests the forms will be separated. However, each pair ultimately remains connected to a shared
point. In LIA's own words, “as with relationships between lovers, permanent change happens in the details, while the overall aesthetic
remains the same”. New shapes overlay the old structures, adding ever-increasing depth to the resulting image and building up a
history that is in turn a base for fresh shapes. The work is an exploration into the possibility of communicating intangible concepts like
love through code.

The Lonely One in the Autumn

LIA's The Lonely One in the Autumn was inspired by Gustav Mahler's Der Einsame Herbst [The Lonely One in the Autumn] from the
song Das Lied der Erde (Song of the Earth):

Autumn fog creeps bluishly over the lake.

Every blade of grass stands frosted.

As though an artist had jade-dust over the fine flowers strewn.

The work develops shapes, forms and colors that mimic the images invoked by Mahler’s lyrics: winter colors, strands of frozen grass
that almost resemble breaking ice, loneliness - and ultimately the cold. The soundtrack composed by Miguel Carvalhais and Pedro
Tudela underlines the composition by either complimenting images or evoking additional associations. Abstract audio develops into
what could be interpreted as ice braking, and finally the dripping and pouring of water in a remote but echoing space.

Inside the Diamond

Inside the Diamondis an illustration of LIA's exceptional ability to combine her own creative ideas and intentions with modern technology,
namely digital code and a machine’s systematic interpretation of human instruction. The work consists of a set of rules that combine
both numerical constants and instructions for digital interpretation, creating crystalline structures that, over time, evolve in color,
giving the impression of light being refracted through a prism. The constant evolution of /nside the Diamond is not only beautiful to
observe, but develops slow enough to be observed in great detail.
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LIA
TENTASHO, 2016

Tentasho LIA'nin hem etkilesimli bir enstalasyon hem de kendi kendine isleyen jeneratif bir sistem olarak izlenebilecek yontemsel
bir isidir. Etkilesimli modda sistemin bazi parametreleri ekrandaki arayiz kullanilarak kontrol edilebilir. Bes kontrol araytzi
isimlendirilmemistir; boylece bu arayiizlerle ve tuvalle etkilesimler beklenmedik ve sasirtici sonuclar ortaya ¢ikarir. Kullanicidan
bir giris olmadiginda ise hemen jeneratif mod devreye girer; sanki is yeni kompozisyonlar yaratmak icin sabirsizlaniyormus gibi.
Tentasho hem yaratir hem yok eder: ne kendisinin ne de baskalarinin kompozisyonlarinin uzun sire ekranda durmasina izin
vermez.

Avusturyall dijital sanatc¢i L/A, yazilim ve internet sanatinin dnclilerindendir. Sanatsal pratigi ayni zamanda jeneratif filmler, canli
gorseller, enstalasyonlar ve ses islerini de icerir. Portekiz bazli medya markasi Crénica’nin kurucularindandir.

Tentasho is a procedural work by LIA that can be experienced either as an interactive installation or as a self-running generative
system. In the interactive mode some parameters of the system can be controlled by using the onscreen interface and by inputting
gestures on the canvas. The five interface controllers are not explicitly labeled, and the interactions with them or with the canvas bring
forth outcomes that are often unexpected and surprising. The generative mode takes over whenever there is no input from a user, as
if the piece is impatient and eager to create new compositions. “Tentasho” creates but also destroys, not allowing any composition [its
own or the users’] to persist for long.

Liais an Austrian digital artist and one of the early pioneers of software and net art. Her work also comprises generative films, live
visuals, installations and sound works. She is a founding member of the media-label Cronica based in Portugal.
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ONFORMATIVE
CARPISMA / COLLIDE, 2016

Yaratici yonetim / Creative Direction: Cedric Kiefer
Tasarim / Design: Bernd Marbach

Prodiksiyon / Production: Imprint Projects, onformative
Arastirma / Research: Christian Loclair
Ses tasarimi/ Audio Composition: kling klang klong

Dolby Laboratories icin Uretilmistir. / Commissioned by: Dolby Laboratories.
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Onformative, sanat ve teknolojinin sinirlarini zorlamaya calisan Berlin bazli bir stidyodur. Deneysel yaratici ifade sekilleri arayislarini
duygusal bir yaklasim ydnlendirir. Bu duygusal yaklasim, yaratim slreclerinin karmasikligina ragmen zahmetsiz goriinen estetik
anlamda zengin isler yaratmalarina imkan saglar.

Collide (Carpismal, sinesteziden esinlenen kapsayici bir yerlestirmedir. Sinestezi, bir duyunun uyarilmasi sonucu baska bir duyunun
izlenimlerinin tetiklenmesidir; ya da kisaca duyularin bir birlikteligidir. ls cok-duyulu bir deneyim yaratarak kendini yaratici siirece
birakmak ve bu slirecte kaybolmak hislerini incelemeyi hedefler. Ayni zamanda, duyularin birlesmesi ve izleyiciyi bir anlamda asiri duyu
ylklemesine maruz birakmasi nedeniyle kuvvetli bir ani yasama hissi uyandirir.

Yaraticisirecte, onformative arsivlerden farklidanstirlerinden kaydedilmis hareket verilerinitaradi; daha sonra da sectikleri hareketleri
renklere dondstlirdd. Ayni sinestezik birinin bir dans gdsterisini izleyecedi gibi: hareketler renkleri tetikleyerek. Yerlestirmenin
animasyonlari tamamlandiginda, ses tasarimcilari 3 cello icin ucu acik bir beste yazdilar ve her celloya belirli kurallara bagli kalinmasi
gereken bir harmonik yapi verdiler. Uc cellist sanal gerceklik gozlikleri takarak kendilerini animasyonlarin icine biraktilar ve bu
sekilde muzigi caldilar. Gorseller performanslarinin dinamizm, yogunluk ve ritmini belirledi. Yine sinestezik birinin deneyimindeki gibi
renkler seslere donustu.

Collide (Carpismal, gorsel sanatcilar, ses tasarimcilari ve mizisyenler arasinda bir ortaklik ile ortaya cikmistir. Ayni onformative’in
yaratici yaklasiminda oldugu gibi, farkli mecralarda calismak yaratilan ise kendine 6zgi bir zenginlik ve derinlik katmistir.
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Onformative is a Berlin-based studio pursuing to challenge the boundaries of art and technology. They are guided by an emotional
approach to search for experimental forms of creative expression. This emotional approach helps them create aesthetically beautiful
works that look effortless despite the complicated nature of the technological processes involved in their creation.

Collide is an immersive art installation inspired by the phenomenon of synaesthesia, the production of sense impressions relating to
one sense by simulation of another sense or in simpler words, a union of the senses. It aims to create a multi-sensory experience in
order to examine the feeling of being immersed and losing oneself in the creative process. It also creates a strong sense of being in the
moment as the senses combine and become one immersing the viewer in sensory overload.

During the creative process, the onformative team went through archives of recorded motion data from different fields of dance genres;
then transformed the selected movements through color. Much like someone with synaesthesia would enjoy a dance show: movements
triggering colors. Once the animations for the installation were completed, sound designers wrote an open composition for 3 cellos and
assigned each a harmonic structure with some distinct rules to follow. A trio of cellists wore virtual reality goggles immersing themselves
in the animations and played the compositions. The visuals dictated dynamism, intensity, rhythm as well as melodic figures in their
performance. Once again, much like the experience of someone with synaesthesia, the colors transformed into sounds.

Collide is the result of a collaboration between visual artists, sound artists and musicians. Akin to onformative’s creative approach,
working across mediums lends a unique richness and depth to the work.
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OUCHHH
I0TA, 2016

Mekan bir yeri olusturan elemanlarin U¢ boyutlu organizasyonuyken, karakter o yerin
atmosferidir. Yer, barindirdigi ruh ile, fizik ve matematik bilimlerinin soyut yonleriyle
ele aldigr mekanin otesinde, farkli boyutlar icermektedir. Mekan fiziksel ¢zelliklerine
bagli olarak tanimlanabilirken, yer tek ve 0zeldir. Yasanan mekanda sezgisel olarak
yakalanan nesnel veriler siirekli degismekte ve dontsmektedir.

Matematikte, bir alanin digerinin icine dahiliyeti kiiclk harfli iota ile temsil edilir. Gozln
algilayabildigi tek sey i1siktir. lota, isik fizigi ve geometrinin temellerinden ilham alan
bir cam yerlestirmesidir. izleyicinin bakisina gore, isigin dogasi ve diger 6zellikleri
gozlemlenebilir.

Ouchhh yarattigi her iste sanat, bilim ve teknoloji arasinda bir denge kurmayi hedefler.
Animasyon, hareketli gorsel tasarim ve kamusal sanat konularinda uzmanlik sahibi,
yenilikei, cok-disiplinli bir yaratici merkez olan Ouchhh, matematik, doga, jeoloji ve
parca fizikcileri, mucitler ve mimarlarin islerinden ilham alir. Dogada bulunan tasarim
prensiplerini bilgisayarla tasarima uygulama gerekliligine dair inanclariyla 6dulld dis-
mekan gorsel-isitsel performanslari, video mapping projeleri, kinetik heykeller ve
kapsayici deneyimler yaratirlar.
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Space is the three dimensional organization of the elements that make up a place, while character comprises its atmosphere. With
the spirit it embodies, place contains dimensions beyond those of space examined abstractly by physics and mathematics. While space
can be defined based on its physical attributes, place is unique and special. In the space inhabited, objective information perceptively
gathered are in continuous flux and transformation.

In mathematics, the inclusion map of one space into another is denoted by the lowercase /ota. Light is the single element that can be
perceived by the eye. lota is a glass installation inspired by light physics and a research to find the origins of geometry. Corresponding
to the focus of the observer, the nature of light and its different aspects can be seen.

Ouchhh strives to find balance between art, science and technology in every work it creates. An innovative interdisciplinary creative
hub with expertise in animation, motion graphics and public art, Ouchhh is inspired by mathematics, nature, geology and the works of
particle physicists, inventors and architects. They create award-winning outdoor A/V performances, video mapping projections, kinetic
sculptures and immersive experiences that touch upon their belief in employing design principles based in nature and applying these
to computational design.







60

PAUL MYODA
ISILDAYAN MAKINELER / GLITTERING MACHINES, 2014

Paul Myoda, Rhode Island'da Chepachet ormanlarinda calisan bir heykeltirastir. Myoda doganin altinda yatan mantik ve matematik
prensiplerinden ilham alir ve bunlari yeni medya, teknoloji ve endUstriyel malzemeler kullanan islerine uygular. Sonug, organik ve insa
edilmis arasinda bir denge ve gtlizellik bulan form, hareket ve isik kompozisyonlaridir. Heykelleri ve enstalasyonlari zarafetleri ve yapay
malzemeler ve sistemler araciliiyla organik gicleri ifade etme becerileri ile Gnlidir.

2008'den bu yana Paul Myoda sibernetik heykeller Gzerine calisiyor; bunlar cesitli biyolojik sistemleri (mesela iletisimsel, davranissal
ve cevresel] inceleyen ve onlardan ilham alan dinamik, etkilesimliisler. Myoda, biy(k 6lctde ekranlarin hilkmettigi bir cagda sibernetik
heykellerin potansiyeline inaniyor: “Bilgisayarlarimizla ve diger elektronik cihazlarimizla etkilesimimizi mimkin kilan grafik kullanici
araylzleri cok dar, cok kisitlayici, cok ayristirici ve ¢ok beden disi gelmeye basladi. Heykel ise nesnelerin ve mekanlarin maddi
ozelliklerine ve sembolik potansiyellerine dair bir farkindalik talep ediyor.”

Myoda'nin heykel tasarimlari dirimsel-isildayan fauna, kristal morfolojisi ve bilgisayimsal geometriden itham aliyor. Melez sanat pratigi
ve sibernetik heykel 6rnegi olan Glittering Machines (Isildayan Makineler] serisi, duygu, varlik ve duyarli hareketler ile endustrilesme
sonrasi dinyanin kaygilarini azaltmaya ve kopukluklarini telafi etmeye calisir. “Farkli yapilar, hareketler, isiklar ve lenslere sahip
olmanin yani sira, bitin makinelerin farkli devreleri ve kodlari var ve bu her birine farkli bir etkilesimsel potansiyel ya da davranissal
tutum veriyor... Bu tutumlar tahmin edilebilirlikten kendiligindenlige, bir izleyiciyi cekme ya da itme egiliminden kamufle etme ya da
aciga cikarma yonelimine genis bir yelpazeye yayiliyor.” Myoda'nin ¢ok yonld heykel projesinin arkasinda, bilgisayimin diinyamizda
farkli var olma bicimleri ve fiziksel etkilesim yollarini arastirmanin yabancilasmanin lstesinden gelebilecegine dair kuvvetli bir inanc
yatiyor.
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Paul Myoda is a sculptor based in the woods of Chepachet, Rhode Island. Myoda is inspired by the underlying logic and mathematical
principles of the natural world and applies them to his work with new media, technology and industrial materials. The result
Is compositions of light, motion, and form that find a balance and a beauty between the organic and the built. His sculptures and
installations are known for their elegance and their expression of organic forces through artificial materials and systems.

Since 2008, Paul Myoda has been working on cybernetic sculptures, which are dynamic, interactive works of art that investigate and
borrow from various biological systems [i.e., communicational, behavioral, and environmental). He believes in the untapped potential of
cybernetic sculptures in an age vastly dominated by screen: “The graphic user interfaces that allow us to interact with our computers
and other electronic devices are beginning to feel too narrow, too constricting, too separating, too disembodied. Sculpture demands an
awareness of the material qualities and symbolic potential of objects and spaces.”

The design of Myoda’s sculptures is informed by bioluminescent fauna, crystal morphology and computational geometry. An example
of hybrid arts practice and cybernetic sculpture, the series bridges the disconnections and eases the anxieties of the post-industrial
world through affect, presence and responsive gesture. “In addition to having different structures, motions, lights and lenses, all of
the machines have different circuits and coding, giving each sculpture a different interactive potential or behavioral attitude,” explains
Myoda. “These attitudes range from predictability to spontaneity, the propensity to attract or repulse a viewer, and that to camouflage
or reveal.” Behind Myoda’'s multi-faceted sculptural project is the passionate conviction that exploring different ways for computation
to exist and interact physically in our world will combat alienation.
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RYOICHI KUROKAWA
AKIS: 5 UFUK / RHEO: 5 HORIZONS, 2010

Kavram, yonetim, beste, programlama /

Concept, direction, composition, programming: Ryoichi Kurokawa
Prodiksiyon / Production: Cimatics

Prodiksiyon ortaklari / Co-production: Maison des Arts de Créteil, Le Manege
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rheo: 5 horizons (akis: 5 ufuk] yeni ve sinestezik bir sesleri gorme ve gorintileri duyma deneyimi tetikleyen bir gorsel-isitsel
yerlestirmedir. Enstalasyon bes adet biylk ekran ve bes adet hoparldrden olusur: her goriinti tek kanal bir ses ile eslesmistir.
Bu ses/gérintu ikilileri bir besli halinde yan yana siralanmistir ve bes bagimsiz gérsel-isitsel eleman olarak hareket ederler. Dijital
olarak tekrar uretilmis yuksek ¢cozundrliklu goruntiler, saha kayitlari ile mikemmel sekilde senkron icindedir ve minimalizm ile
karmasikligr birlestiren mimari giizellige sahip zarif bir mekansal yapi olusturur.

Kurakawa'nin kendi sézleriyle: “rheo: 5 horizons zamansal ve mekansal doniistimleri dinamik bir akiskanlikla gorsel-isitsel harekete
cevirir ve yeni tarz bir gorsel-isitsel algiya imkan veren bir mekansal yapi kurar. Ses ile birlesen gorsel etki ses kaynaginin davranisini
vurgular ve hareketinin, yoninin ve mekandaki pozisyonunun altini cizer. Gortntl ve sesi birlestirerek bu is hareket, yon, hiz, sekil,
renk, agirlik ve doku boyutlarini paralel bir zaman dizgisine yerlestirir ve bdylece bu ¢ok katmanli unsurlardan zamansal heykeller
yaratir. Bu sekilde uretilen mekansal mimari formlar izleyicinin gérme, duyma ve dokunma duyularini farkli acilardan kapsayan
sinestezik yaklasimimi yansitir.”

Isin basligi rheo; Yunanca “akis/akim” anlamina gelir ve filozof Heraklitos'un panta rei kavramindan ilham alir. Her sey akar; hayat ve
doga her zaman akis halindedir. Is mekanda gérsel-isitsel kompozisyon kullanarak akiskan zaman kavramini gorsellestirir. Kurokawa
bu konuyu su sekilde detaylandirir: “Bitin seyler akar; her sey akiskandir ve ayni yerde durmaz; ayni goriinen aslinda asla ayni
degildir. Guzelligi ve hayati varligi) bu akista bulabiliriz. Seylerin dogasi bu degisimde gizlenir. Bence giizellik tam da bunla ilgilidir ve
biz bu gecici glzelligin icindeyiz.”

Kurokawa'nin isleri enstalasyondan ses kayitlarina ve konserlere kadar ¢ok genis bir yelpazeyi kapsar. Saha kayitlari ve dijital olarak
tretilmis yapilar ile zaman heykelleri kurgular ve gorsel isitsel olaylari mimari olarak yeniden insa eder. En biyik tutkusu; “zaman-
bazli medya olarak ‘zamani tasarlamak’ i¢in ses ve 1sik yaratmak ve bestelemek"tir.

1978 dogumlu Japon sanatci Berlin'de yasiyor ve calisiyor.

rheo: 5 horizons is an audio-visual installation that inspires a new synaesthetic experience of seeing sound and hearing images.
The installation is composed of five large displays with five multi-channel speakers whereby each image is paired with a mono-channel
sound, synchronizing each video to a particular audio. These sound/image pairs are juxtaposed in line like a quintet and behave as
five independent audiovisual elements. Digitally reproduced high-resolution imagery, perfectly synchronized with playbacks of field
recordings, combines minimalism and complexity into an exquisite spatial construct of architectural beauty.

In Kurakawa's words: “rheo: 5 horizonstranslates temporal and spatial transitions into audiovisual motion as a dynamic fluid, and builds
a spatial construction that facilitates a new form of audiovisual perception. In combination with sound, the visual impact emphasizes
the behavior of the audio source, and highlights its motion, direction and position in the space. By integrating imagery and sound,
the piece layers aspects of movement, direction, speed, shape, color, weight and texture on a parallel timeline, creating out of these
multi-layered elements temporal sculptures. The spatially architectural forms generated this way reflect my synaesthetic approach
encompassing the viewer's senses of vision, hearing and touch from different angles.”

The title rheo comes from the Greek word for “flow/current” and was inspired by the term panta reiby philosopher Heraclitus. Everything
flows; life and nature are constantly in flux. The work embodies the notion of fluid time by using audiovisual composition in space.

Kurokawa elaborates: “All things flow, everything runs and does not stay in the same place, which seems to be the same but in fact,
never is. We will find beauty and life (the being) in this flux. Then, the nature of things will lurk in such an alteration. | think this is what
beauty is all about; and that we are in this temporary beauty.”

Kurokawa's ks take on multiple forms such as installation works, recordings, and concert pieces. He composes time sculptures
with field recordings and digitally generated structures, and reconstructs architecturally audiovisual phenomenon. His greatest passion
is "to create and compose sound and light, in order to ‘design time’ as time-based media”.

Born in 1978, Japanese artist lives and works in Berlin, Germany.
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SEMICONDUCTOR
ISIGI YAKALAMAK / CATCHING THE LIGHT, 2014

Uzay teleskoplarindan gelen gorsel verileri kullanarak yaratilan alti metrelik Catching the Light (Isigi Yakalamak] enstalasyonu,
hizlandirilmis sekanslaryaratmakicin biraraya getirilmis binlerce gorinttiden olusur. Buuzay gorintilerini kolajlayarak Semiconductor,
onlarin orijinal uzamsal iliskilerini bozup yeni paternler ve referans noktalari olusturmustur. Bir nevi, gokylzindn haritasini yeniden
cizmistir.

MAST tan (Mikulski Uzay Teleskoplari Arsivi) aldiklari verileri en ham halleriyle kullanan ikili, bu yolla bize uzayi teleskoplarin goziinden
gorme imkani saglar. Gorintiileme teknolojisinden kaynaklanan bitin griltl, anomali ve izleri koruyan Semiconductor, bunlari bize
insanin uzay algisinin nasil bilimin araclari ve sirecleri tarafindan sekillendigini hatirlatmak icin kullanir.

Ekranlarin sekilleri de uzay rasathanelerinin goriintiileme slreclerini yansitir: uzayin secili bolimlerini fotograflarken, gérintilerin
izleri karisik sekilli dizinler olusturur ve sonra bunlar veri arsivlerinde referans noktasi olarak kullanilir. Semiconductor bu dizinlerden
Ucund birlestirerek ekran dizenlemesini olusturmustur. Bu sekilde kullanildiklarinda bu ekranlar evrene acilan pencerelere
dondstrler; ayni zamanda da gordiklerimizin cok daha genis bir resmin sadece kiclk bir parcasi oldugunu hatirlatirlar.

Marina Bay Sands Sanat ve Bilim Mizesi (Singapur) icin tretilmistir. Programlama: Julian Weaver
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Created using visual data collected by space telescopes, the six meter wide Catching the Light installation is made up of thousands of
images which have been assembled to create time-lapse sequences. By collaging these images of space together, Semiconductor has
disrupted their original spatial relationships to create new patterns and points of reference. They have, in effect, remapped the sky.

Using the data obtained from the Mikulski Archive for Space Telescopes (MAST) in its rawest form, Semiconductor lets us see space
through the eye of the telescope. Embracing any noise, anomalies or signatures of the technology associated with the capturing process,
Semiconductor uses them to remind us of how mans’ experience of deep space is framed by the tools and processes of science.

The shape of the screens also reflect the space observatories’ image capturing process: as they photograph chosen parts of the sky,
the trail of images produce assorted shaped arrays, which are then used as points of reference in the data archives. Semiconductor
has combined three of these arrays in their native format to make their screen composition. Used in this way they become portholes or
windows into the universe; they also suggest that what we are seeing is only a part of a much larger picture.

Commissioned by ArtScience Museum at Marina Bay Sands in Singapore Programmer Julian Weaver of Finetuned Ltd.
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SEMICONDUCTOR
KARA YAGMUR / BLACK RAIN, 2009

Semiconductor, ingi[tere bazli bir sanatci ikilisidir. 1999 senesinden beri birlikte calisan Ruth Jarman ve Joe Gerhadt, evreni ve onu
bilim ve teknoloji araciligiyla nasil algiladigimizi inceleyen teknolojik anlamda karmasik, entelektliel anlamda zorlayici ve estetik
anlamda minimal isler tiretmektedir. ilgilendikleri temel konu diinyamizi gozlemlememizi saglayan araclarin diinyamizi anlayisimizi
nasil etkiledigidir. Kendi deyimleriyle, “zaman, 6lcek ve doga glclerinin getirdigi kisittamalari asarak, insan deneyiminin otesindeki
diinyayr arastirmaya ve boylece kendi varligimiza dair sorulara cevap vermeye” calisan isler tretmeyi hedeflerler.

Black Rain [Kara Yagmur], Stereo isimli NASA projesinin ekibiyle bir ortaklik sonucunda ortaya ¢ikmistir. Stereo, cift uydu ile diinya
ve glines arasindaki alanda meydana gelen giines firtinalari, glines patlamalari ve diger benzeri olaylar hakkinda veri ve gorinti
toplayarak, bu olaylarin 3 boyutlu temsillerini olusturmayi hedefleyen bir projedir. Semiconductor'in isi Stereo'dan alinan ham
bilimsel verileri kullanir: bu gortntuler temizlenmemis ve halka sunulmak icin fazlasiyla post-prodiksiyondan gecmemis haldedir.
Semiconductor boylece evreni uydunun goziinden gormemize imkan verir. Sonuc, NASA tarafindan yayinlanan uzay gortntilerinde
alisik oldugumuzdan cok farklidir; ama tam da ham ve minimal olusu nedeniyle daha etkileyicidir.

“Isin ismi strekli gordugiiniz girilti yagmurundan gelir... Uydunun goziine carpan kozmik isinlardan. Bu televizyonda gordiigiiniiz
guraltdyle aynidir: statik... Ama bu uydularla onu sadece sirekli bir beyaz girilti olarak degil, gercekten yagmur gibi gelen bir sekilde

gorebilirsiniz.” Joe Gerhardt

Semiconductor is a UK-based artist duo. Working together since 1999, Ruth Jarman and Joe Gerhardt create technologically
complicated, intellectually challenging and aesthetically minimal artworks that explore our universe and how we perceive it through
the mediation of science and technology. They are mostly interested in examining how the devices through which we see our world
shape our perceptions of it. They strive to produce works that, in their own words, “transcend the constraints of time, scale and natural
forces and explore the world beyond human experience, questioning our very existence”.

Black Rainis the result of a collaboration with the team of the NASA project Stereo, a mission which involves dual satellites that collect
data and imagery of solar winds, solar flares and other phenomena that occur in between the sun and the earth in stereo to create
3 dimensional representations of those events. The work uses raw scientific satellite data from Stereo: images that have not been
cleaned and gone through heavy editing and post-production for public consumption. Semiconductor lets us see the universe through
the eye of the satellite. The result is very different than what we are accustomed to in viewing images of space phenomena released by
NASA; but it is in a way much more impressive for being raw and minimal.

“The actual title of the piece really comes from this rain of noise that you see all the time... cosmic rays hitting the CCD, the eye of the
satellite. This is the same noise that you get on the television, the static... but on these satellites you actually can see it coming in as a
rain, rather than just this constant white noise.” —Joe Gerhardt
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SOUGWEN CHUNG
CHIAROSCURO, 2013-2016

Chiaroscuro, 17. ylzyil sanatina ait bir resim teknigi olan Chiaroscuro'nun modern bir yeniden yorumlanmasi. Karsitliklarin bir
butinidur: Isik ve golge, elle tutulabilen ve tutulamayan, yeni ve eski.

Sougwen isini séyle anlatiyor: “Bu is1gi gorsel algi hilesi olarak kullanan bir enstalasyon. Boyutlu bir cizim tzerinde i1sik ve golgenin
etkilesimini inceliyor. Siyah-beyaz soyut cizim katmanlari, cizgilerin dizlemin oOtesine tastigi yanilgisi yaratacak sekilde duvara
yerlestiriliyor. Bu formun icine asimetrik isik kaynaklari gizleniyor; bu 1siklar ortamdaki ses degisimlerine tepki veriyor ve isin ylzeyini
kalp atisina benzer sekilde aydinlatiyor. Uzaktan projektor ile verilen gorintd ise isi bir gizleyip bir ortaya cikariyor.”

Bu mekana 6zgu yerlestirmenin temel unsuru cizim: Fiziksel yapi, 1sik ve projeksiyon mapping onun cevresinde kuruluyor. Cizimin
dijitallesmesi ile basit ¢cizim ifadesi donusturulebilir bir hal aliyor. Yazilimda yeni bir sekil ve boyut alarak yeniden yorumlaniyor; zaman
icerisinde degistirilebilir yapilara dontstyor.

Eder cizim temel insan ifadesinin bir metaforu ise, “Chiaroscuro” disiplinlerarasi slreclerin ve teknolojilerin yaratici potansiyelini
kullanarak bu cizimi dlcek, ses ve kapsam itibariyle glclendiren kapsayici bir enstalayon.

Sougwen Chung, Cinli bir aileye dogmus, Kanada'da yetismis ve New York'ta yasayan bir sanatci. Isleri insanlar ve bilgisayarlar
arasindaki ve gelenek ve teknoloji arasindaki etkilesimi anlamlandirmak icin elin yaptigi iz ile makinenin yapti§i iz arasindaki iliskiyi
inceliyor. Performans ve glzel sanatlar gecmisinden geldigi icin virtliozlige dair derin bir hayranligi var ve bu derin bilenmis sanat
yontemlerinin teknolojiyle nasil kuvvetlendirilebilecegi, bozulabilecegi ve donisebilecegine akil yoruyor.

Orijinal Mizik / Original Music by: Praveen Sharma
Mapping Festival icin tretilmistir. / Commissioned by Mapping Festival,
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Chiaroscurois a contemporary re-interpretation of Chiaroscuro, a painting technique more commonly associated with 17" century art.
Itis a culmination of contrasts: the interplay of light and dark, tangible and intangible, old and new.

About the work, Sougwen writes: "It is an installation piece that utilizes light as an artifice of visual perception. It explores the interplay
of light and shadow on a dimensional drawing form. Strata of abstract, monochromatic line-work are suspended on a wall, giving off the
illusion that lines themselves are extending beyond the flat plane. Coils of light are nested asymmetrically within the form, responding
to the variations of sound in the environment and illuminating the surface with a pulsing ambiance. Projected light is mapped onto the
exterior from a distance, revealing and obscuring the piece throughout the course of the installation.”

Drawing is the fundamental element in this site-specific installation-spanning the physical structure, the light-mapping and the
projection itself. By digitizing the drawing, the simple expression of mark-making becomes transmutable. It is reinterpreted to take on
a new form and dimension in the software; it transforms into structures manipulatable through time.

If drawing is a metaphor for basic human expression, Chiaroscurois an immersive installation that augments the drawn image in scale,
sound, and scope by harnessing the imaginative potential of interdisciplinary processes and technologies.

Sougwen Chung is a Chinese-born, Canadian-raised artist based in New York. Her work explores the mark-made-by-hand and the
mark-made-by-machine as an approach to understanding the interaction between humans and computers and between tradition and
technology. Coming from a performance and fine art background, she has a deep appreciation for a “virtuoso” artistry and seeks to
examine how these deeply-honed modes of artistry can be augmented, distorted, transmuted -and to what effect- by technology.
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YOUKI HIRAKAWA
YiTiK AGAG / VANISHED TREE, 2015

Hirakawa'nin sanatsal tretimi video ve fotografi birlestirirken, doga ve insani incelemeye ve anlamaya calisan antropoloji, jeoloji,

arkeoloji ve fizik gibi cesitli bilim dallarindan itlham alir.

Yeni medya ile calismasina ragmen, sanati estetik acidan sade, hatta minimalligi ile neredeyse basit gortnir. Yer_lestirmeye donlsen
video isleriyaratir; buisler biranlamda gdsterildikleri ekranlardan disari tasarak kendilerine bir baglam yaratirlar. Islerinin bu minimal
oldugu kadar kuvvetli varligi olusturabilmelerinin nedeni Hirakawa'nin odaklandigi temalarda bulunabilir.

Hirakawa nin sanatinda 6ne cikan temalar gormek ve zamandir. Isleri bir taraftan insan goziiniin nasil gérdiigiinii anlamaya ve bununla
oynamaya calisir: Gordiklerimizdeki bosluklari doldurma yetenegimiz ya da cok kiclk degisimleri gorme yetenegimiz gibi konularla
ilgilenir. Diger taraftan, zamanin farkli sekilleri ve algilarina odaklanir. Anlami mimkin kilan zamandir; zaman gérdigimiz her seye,
hatta hayatin kendisine, anlam ve baglam saglar. Hirakawa'nin islerinde farkli zaman katmanlari karsimiza c¢ikar: degisimin dogal
zamanli, bu degisimi kaydetmek icin gecen zaman, bu degisimi gostermek icin gecen zaman, izleyicinin bu degisimi anlamasi icin
gecen zaman. Hirakawa bazen bu katmanlardan birindeki zamanin hiziyla oynayarak bir anlamda zamanin akisini yavaslatir ve boylece
degisimi daha fazla [ya da belki daha az) gorunir kilar.

Vanished Tree [Yitik Agac) adli isinde sanatcr artik orada olmayan bir agacin hikayesini anlatir: Yerde kesilen govdesinden geriye kalan
koktn varligi ve gokytzinde dallari ve yapraklarinin yoklugu ile. Izledigimiz bir yoklugun videosudur ve dnceden orada olani ve orada
hald olabilecegi hayal etmek bize kalir.

1983 Nagoya, Japonya dogumlu Youki Hirakawa, Nagoya Universitesi’'nde sinema ve yerlestirme lzerine editim aldiktan sonra yiiksek
lisansini 2009 yilinda tamamlamistir. Berlin ve Toyota'da yasamaya ve Uretmeye devam etmektedir.
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Hirakawa's artistic practice combines video and photography, while drawing inspiration from various sciences that try to document and
make sense of nature and man-like anthropology, geology, archeology and physics.

Even though he works with new media, his art remains aesthetically uncomplicated, even pure and basic in its minimalism. He creates
video works that double as installations, that so to speak spill over from the screen they are shown in to create a context for themselves.
His works can possess this minimal but strong presence because of the themes he focuses on.

The main themes of Hirakawa’s artistic practice are seeing and time. On one level, his works try to understand and play with how
the human eye sees, its ability to complete missing parts or its ability to detect or react to minuscule change. On the other, he plays
with various manifestations and perceptions of time. Time is what makes understanding possible, what gives context and meaning to
everything we see, to life itself. There are various levels of time in Hirakawa's work: the natural time of change itself, the time it takes
to record that change, the time it takes to show that change, the time it takes the audience to perceive that change. He sometimes
plays with the pace of time on one of these levels, in a way, slowing the flow of time, only to make change more (or less] perceivable.
In his work Vanished Tree, he tells the story of a tree that is no longer there: the presence of what is left of its cut-down trunk on the
ground and the absence of its arms and leaves in the sky. What we see is the video of an absence and it is up to us to imagine what was
and what might have been.

Youki Hirakawa (b.1983, Nagoya, Japan) studied cinema and installation at the Nagoya University of Arts and Sciences in Japan and
completed his masters program in 2009. He lives and works in Berlin/DE and Toyota/JP.
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Kiiratorler hakkinda:

Ceren ve Irmak Arkman 2005 senesinden beri hem Tiirkiye'de hem yurt disinda agirlikli olarak dijital sanat ve tasarim alanlarina
odaklanan uluslararasi festivaller, gésterimler, sergiler, canli gérsel-isitsel etkinlikler, sanat fuarlari, atolyeler ve seminerler
duzenlemektedir. Ikili Grid olarak da anilir.

Kurye Video adinda bir kar-amagsiz olusum olarak yola ¢ikan ikili istanbul’daki en hatiri sayilir video arsivini olusturmanin yani sira
cesitli festivaller diizenlemis (dijital sanatlar Gzerine Kurye, video oyunlari izerine Space Invaders, dijital tasarim lizerine OFFF 2012 ve
yine dijital tasarim {izerine, iki senede bir Istanbul’da gerceklesen ve yakin zamanda Avrupa'ya tasinacak olan Grid) ve Tiirkiye sinirlari
disinda gerceklesen ilk cagdas Tiirk sanati fuari olan Contra'yi gelistirmistir. ilk edisyonu Londra’da gerceklesen Contra 2017 de iki
farkli Avrupa baskentinde yolculuguna devam edecektir. Grid ayni zamanda Contemporary Istanbulicin Plugin projesini gelistirmis ve bu
yeni medya alaniniilk iki senesinde yonetmistir. Red Bull ekibiyle ortak bir mahalle sergisi konsepti olan Art Around projesini gelistiren
ikili, projenin ilk senesinin kiratorliigind de Ustlenmistir. Yakin zamanda Belcika'da gerceklesen Europalia Turkey Festivali'nin yeni
medya, elektronik mizik ve sokak sanatlari kiiratorligini Ustlenen ikili gecen sene Akbank Sanat'ta Monochrome adli grup sergisini
gerceklestirmistir. Firsat buldukca sokak sanatcilarinin canli ¢izim performanslariniiceren Pop-Up sergileri gerceklestiren ikili, ayni
zamanda Grid adi altina markalar icin yaratici etkinlikler diizenleyen bir ajans olarak da faaliyet gostermektedir.

About the Curators:

Ceren and Irmak Arkman (collectively known as Grid) have been organizing international festivals, screenings, exhibitions, live AV
events, art fairs, workshops and seminars mostly in the field of digital arts and design both in Turkey and abroad since 2005.

Starting off as a non-profit organization called Kurye Video, they have formed the most formidable video archive in Istanbul and
organized various festivals such as: KuryeFestival (digital arts), Space Invaders (video game art), OFFF 2012 (digital design], Grid
(digital design festival, which continues to run biannually in Istanbul and will expand to Europe soon) and developed Contra, the first
contemporary Turkish art fair to take place outside of Turkey. The first edition of Contra took place in London, with plans for two
upcoming editions in different European capitals underway for 2017. Grid has also developed the project of Plugin, the new media
section of Contemporary Istanbul Art Fair and had run the section for its first two years. They have created, in collaboration with the
Red Bull team, the Art Around project, a neighborhood exhibition concept, and curated it in its first year. The curator duo Ceren and
Irmak have recently acted as the electronic music, new media and street art curators of Europalia Turkey in Belgium. Last year, they
curated a group exhibition called Monochrome at Akbank Sanat. They continue organizing Pop-Up exhibitions focused on live drawing
by street artists whenever they can. Grid Istanbul also works as a digital arts agency organizing creative events for prestigious brands.
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