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Dijital Sanatta Simdi: Alternatif Gerceklikler + NFT
@Akbank Sanat

Zeynep Arinc

Bana siir veremezsen,
siirsel bilimi verebilir misin?

Ada Lovelace?

Artik hicbir sey eskisi gibi degil.

Leonardo da Vinci, Vitruvius Adami'ni cizdiginde 38 yasindaydi.
Not defterlerinden birine sdyle yazmisti: “Eskiler insanin, dinyanin
bir minyatird oldugunu sdyliyorlardi, bu tanim kesinlikle cok iyi
bahsedilmistir, ciinkl insan toprak, su, hava ve atesten olustuguna
gore bedeni de yerylzine benzer.”

Vitruvius Adami, geometri ve anatomiyi, insani ve dogayi, mimarlik
ve evreni, mikro kozmos ve makro kozmosu birbirine baglar.
Kim oldugumuz ve evrenin blylk dizeninde nasil yer aldi§imiz
sorularina sanat ve bilimi bir araya getirerek cevap arayan
eskizin 15. ylzyilda Leonardo tarafindan cizilmesinden bu yana
hem dinya degisti hem de biz degistik. Leonardo'nun Vitruvius
Adam/ndan her anlamda ¢cok uzaktayiz. Hayatimizin her alaninda
kullandigimiz teknolojiyi sekillendiren insanin, ayni zamanda
teknoloji tarafindan da sekillendirildigine taniklik ediyoruz.
Yasama, disidnme, olma bicimlerimiz hizla degisirken, yeni bir
evreye adim attigimizi hissediyor ve bu hizli degisime adapte
olmak icin strekli giincelleniyor, gelisiyor, 6greniyoruz. Biz bu esi
benzeri goérilmemis hizda gelisen teknolojilere adapte olmaya
calisirken, sanatcilar her zaman oldugu gibi kendi dénemlerinin
kUltdarind ve teknolojisini ilk yansitanlar arasinda yer aliyorlar.

Dijital sanatin koéklerinde Kavramsal Sanat, Dada, Fluxus ve
Kinetik sanatin izlerine rastliyoruz. Sanat teorisyeni, kiratér ve
elestirmen Christiane Paul, Marcel Duchamp'in eserlerinin dijital
sanatlar alaninda son derece etkili oldugunu ve sanatcinin bircok
eserinde gérdigumuiz nesneden kavrama gecisin, sanal nesnenin
onclll olarak goérilebileceginden bahseder. Duchamp'in hazir
nesneleri ve malzeme kullanimiyla bircok dijital sanat eserinde
karsimiza c¢ikan hazir/kopyalanmis goérintiler ve kendileme
(appropriation) calismalari kavramsal acidan benzerlik tasiyorlar.
Sanatta etkilesim ve sanallik kavramlari Uzerine sanatcilar
aslinda uzun zamandir calismalar yaritiyorlar. Onct érnekler
arasinda;

Marcel Duchamp’in 1920'de Man Ray'in yardimiyla gerceklestirdigi,
izleyicileri cihazi agmaya ve belirli bir mesafede durarak eseri

1 Augusta Ada King, Lovelace Kontesi (1815-1852), Lord Byron'in kizi, matematikei,
ilk bilgisayar programcisi olarak anilir.
2 Isaacson, Walter, Leonardo da Vinci, 2017, Simon & Schuster, sayfa 389

Now in Digital Art: Alternate Realities + NFT
@Akbank Sanat

Zeynep Arinc

If you can’t give me poetry,
can you give me poetic science?

Ada Lovelace?

Nothing feels the same anymore.

Leonardo da Vinciwas 38 when he drew the Vitruvian Man. In one
of his notebooks, he writes: “The ancients called man a lesser world,
and certainly the use of this name is well bestowed because his body
is an analog for the world. As man has in him bones that support his
flesh, the world has its rocks that support the earth. As man has a
pool of blood in which the lungs rise and fall in breathing, so the
body of the earth has its ocean tide, which likewise rises and falls
every six hours, as if the world breathed. As the blood veins originate
in that pool and spread all over the human body, so likewise the
ocean sea fills the body of the earth with infinite springs of water."”?

Vitruvian Man connects geometry and anatomy, man and nature,
architecture and the wuniverse, microcosm, and macrocosm.
Leonardo sought answers to who we are and how we take part in
the universe's grand scheme by bringing together art and science.
Since Leonardo’s sketch dated the 15th century, the world and people
living in it have changed. We are far from Leonardo’s Vitruvian Man
in every sense. We witness that the people shaping the technology
are also shaped by technology. Our way of living, thinking, and
being is changing drastically. We feel that we are in a new era and
constantly updating, developing ourselves, and learning to adapt
to the change. As we try to adjust to this unprecedented pace of
developing technologies, artists are among the first to reflect on
their culture and technology changes.

When talking about Digital Art, we must remember that we find
traces of Conceptual Art, Dada, Fluxus, and Kinetic Art at their roots.
Art theorist, curator, and critic Christiane Paul mentions that Marcel
Duchamp’s works are highly influential in Digital Art. The use of
ready-made/copied images in many digital artworks is conceptually
similar to Duchamp’s ready-made objects. The transition from the
object itself to the concept can be the virtual object’s predecessor.
Artists have been working on the concepts of interaction and
virtuality for years. Some leading examples:

Marcel Duchamp's Rotary Glass Plates (Precision Optics), an optical
experiment conducted in 1920 with the help of Man Ray, invited

1 Augusta Ada King, Countess of Lovelace (1815-1852), daughter of Lord Byron,
mathematician, she is often regarded as the first computer programmer
2 Isaacson, Walter, Leonardo da Vinci, 2017, Simon & Schuster, Sayfa 1038



tecribe etmeye davet eden optik deneyi Déner Cam Plakalar
(Hassas Optik) / Rotary Glass Plates (Precision Optics),

Ldaszlo Moholy-Nagy'nin 1930 tarihli, elektrikle calisan ilk
kinetik heykel orneklerinden, hareketli ve yansitici yUzeyleri
istk huzmesiyle etkilesime girince bir dizi gorsel efekt Ureten
eseri Light Prop for an Electric Stage (Elektrik Sahnesi icin Isik
Pervanesi),

Alexander Calder'in heykelde devrim yaratan ve boslukta narince
stzllen Mobil'leri,

Jean Tinguely'nin 1955-1959 vyillari arasinda Uzerinde calistigi
ve sanatc¢i-sanat eseri-izleyici rollerini sorguladigi, sanat eseri
Ureten Métamatic makineleri,

Nicolas Schoffer'in 1956 yilinda muhendislerle beraber Urettigi
ve préomiyerini Maurice Bejart Bale Toplulugu performansiyla
yapan, etrafindaki ses, isik, renk ve hareketlerine tepki veren
insan boyutlarindaki sanat diinyasinin ilk sibernetik heykeli CYSP
1 (Cybernetic Spatiodynamic) (Sibernetik Mekansal-dinamik)
sayilabilir.

Dijital Sanatta Simdi: Alternatif Gerceklikler + NFT sergisi ilk
adimini bir konusma serisi olarak atti. Bu seride dijital sanatlar
alaninda c¢alisan, dastnen, Ureten ve eserlerini yakindan
tanidigimiz sanatcilar, _ozellikle son derece samimi ve sade bir
bicimde_ kendi sanatsal yolculuklarindan, ilham kaynaklarindan,
eserlerinden, onlari heyecanlandiran yeni konu basliklarindan,
genc sanatcilara dnerilerinden, sanat didnyasinda nasil gelismeler
beklediklerinden bahsediyorlar.  Bir sanatciyr kendisinden
dinlediginizde, onun bakis acisini, yaklasimini, neler yapmak
istedigini anladiginizda calismalarina daha farkh yaklasiyorsunuz
ve eserleriyle aranizdaki iletisim daha gtcla oluyor.

GUnumuz dijital sanatinin icinde bulundugu “an”in fotografini
cekerken, zaman icinde bir bellek olusturmayi hedefleyen seri, bu
sene yoluna bir sergiyle devam ediyor. Dijital sanatin farki ifade
bicimlerine, sanat, teknoloji ve toplum lzerine odaklanan yaratici
disltncelere ve uygulamalarina hayat veren sanat eserlerine,
glnimiz sanat dinyasini mesgul eden konu basliklarina yer
veren Dijital Sanatta Simdi: Alternatif Gerceklikler + NFT sergisi,
izleyicilerine heyecan verici bir sanat alani yaratmay amachyor.

Sergide birbirinden yetenekli 24 sanatcinin eserlerini géreceksiniz.
Eserleriyle bu hikayenin bir parcasi olan tim sanatcilarg;
izleyicilerine yeni bir dinyanin kapilarini aralayan eserlerini
bizlerle paylastiklari icin tesekklr etmek isterim. Sergiyi gezen
sayisiz ziyaretciyi, okul turlarini, anaokulundan Universiteye kadar
gelen her yastan 6grenciyi, ilgili ve merakli sanatseverleri ve
hepsinin gozlerindeki piriltiy1 gorselerdi eminim ne kadar énemli
bir is yaptiklarini anlarlardi!

viewers to turn on the device and experience the work by standing
at a certain distance from it,

Laszld Moholy-Nagy's Light Prop for an Electric Stage (1930); is one
of the first examples of electrically powered kinetic sculpture which
produces a series of visual effects when its moving and reflective
surfaces interact with the beam of light,

Alexander Calder's Mobiles; the artworks that revolutionized
sculpture and floating in the space,

Jean Tinguely's Métamatic machines (1955 - 1959) that produce
works of art, where he questioned the roles of the artist-artwork-
spectator,

Nicolas Schoffer's CYSP 1 (Cybernetic Spatiodynamic); the first
cybernetic sculpture, he collaborated with engineers and premiered
in 1956 with the performance of the Maurice Bejart Ballet Ensemble.
The statue reacted to the sound, light, color, and movements around
it.

Now in Digital Art: Alternate Realities + NFT exhibition took its first
step as a talk series. In this series, artists who work, think, and produce
in the field of digital arts and whose works we know closely talk
about their artistic journeys, sources of inspiration, current projects,
advice to young artists, and the developments they expect in the art
world. When you listen to an interview of an artist, and when you
understand their point of view, the communication between you
and the artwork becomes stronger.

You will see the works of 24 talented artists in the exhibition.
[ want to thank all the artists who are a part of this exhibition
and this narrative for sharing their artworks that offer memorable
experiences to their viewers. If they had seen the countless
visitors, school tours, students of all ages from kindergarten to
university, interested art lovers, and the sparkle in their eyes,
[ am sure they would have realized what a meaningful job they are
doing once again.



Selcuk Artut

Son glinlerde NFT konusu son derece revacta. Uzun siredir
Teknoloji ve Sanat UGzerine calismalar treten ve dislnen birisi
olarak kendimi elbette bu yenilikten uzak tutmam mimkdn degildi.
Bir slire her zamanki gibi beni saran stphe ile meseleyi uzaktan
izledikten sonra her poptlerlesen gelismenin hem iyi taraflan
hem de kotd taraflan oluyor diyerek konuyu tim boyutlariyla
titizlikle ele almaya karar verdim. Oncelikle ne olmadigini
soylemek isterim: NFT yeni bir sanat akimi degdil. NFT, sanatc¢ilarin
eserlerini alicilara ulastirmasini saglayan bir cesit kolaylastirici.
Diyebilirsiniz, daha énce de internet siteleri ve benzer platformlar
Uzerinden bu olmuyor muydu? Aslinda ilk bakista haklisiniz. Ancak
cok basit bir nGans var. NFT ile dijital eserler tek bir versiyon
(sanat terminolojisine gére edisyon) olarak blokzincir Uzerinde
saklanabiliyorlar. Bu sayede esere sahip olmak isteyen kisiler o
eserin orijinal kopyasinin yegane sahibi olabiliyorlar.

Sanat kidrasyonu belli bir vizyonun ve sanatsal anlayisin bir
araya getirildigi bir ugras. Bu acidan duisunidldiginde Dijital
Sanatta Simdi: Alternatif Gerceklikler + NFT sergisi kapsaminda
karsinizda goérecediniz birbirinden 6zel on bes sanatcinin islerini
secerkentemelolarakicerik ve bicim konusu tzerinden ilerledigimi
soylemek isterim. NFT dinyasi Uzerinde yer alan tim olumsuz
spekilasyon ve salt satis/kar odakl anlayislardan tamamen
uzak kalarak bu seckiyi olusturmaya gayret ettim. Bu eserleri
incelerken kavramsal bir bGtinlik hissetmeyeceksiniz, ¢lnkd
boyle bir niyetim de olmadi. Acikgcasi bu seckiyi dlzenlerken
belirgin bir kiratér olmaktan &te kendimi birbirinden yetenekli
sanatgeilarin yer aldigi bir geminin kaptani olarak gériyorum :) Bu
sergi kapsaminda da sizlere isini iyi yaptigini disindiglim on bes
kisi ile karsilasma firsati yarattigimi diistiniyorum. lyi seyirler!

Selcuk Artut

NFT has been very popular lately. A person can't keep himself away
from such cutting-edge developments. Both the pros and the cons
of every popular concept inevitably occur spontaneously. To avoid
misunderstandings, it is necessary to state the following here: NFT is
not a new art movement. It is a kind of facilitator that allows artists to
deliver their artworks to collectors. You may say, didn't this happen
before on websites and similar platforms? You are right at first glance.
But there is a very simple nuance. With NFT, digital works can be
stored on the blockchain as a unique version (edition according to
art terminology). In this way, people who want to own the work can
become the sole owner of the original copy of that work.

Art curation is a profession that brings together a certain vision and
artistic understanding. From this point of view, the works of fifteen
artists that you will see within the scope of Now in Digital Art:
Alternate Realities + NFT exhibition were selected in terms of their
rich content and excellence in form. This selection was created while
completely avoiding all negative speculation and purely sales/profit-
oriented approaches on the NFT. While examining the artworks, you
may not feel any conceptual integrity, because such an intention
was not pretended anyway. Indeed, you are offered the opportunity
to meet the unique aesthetic worlds of fifteen artists who produce
works in the NFT world. Enjoy watching!






JLTER AT
GERCE

mATE
ES+NEy

NOWINDIGITAL AR"










16

aliottoman (Nura Aliosman)

https://foundation.app/@aliottoman
behance.net/nuraliosman

SULTUNCLE AND THE DANCER

Dijital Animasyon Digital Animation
2021
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Dijital Animasyon Digital Animation

THE GREAT UNCLE KHAN
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Alp Tugan

Bugln kullandigimiz teknolojik gereclerin hangilerini ilk Gretim
amagclart dogdrultusunda kullanmaya devam ediyoruz? Belli
bir amacla Uretilen herhangi bir Grtn, kullanicilarin  farkl
davranislariyla, 6ngdérilen kullanim alanlari disina ¢ikabilmektedir.
1971'de John T. Draper bir misir gevreginden oyuncak olarak ¢ikan
ditdigun 2600 MHz frekansla ses Urettigini kesfederek, Amerikan
AT&T telefon sirketinin sistemine sizmak icin kullanarak uzun bir
sUre bedava telefon gérismeleri yapmistir. Basit bir didik olarak
Uretilen bu Grin, bir kullanicinin onu farkl bir amacla kullanmasiyla
yeni  bir baglama  kavusmustur. Akrich, tasarimcilarin
Urettikleri gereclerin bir cesit senaryo (script) barindirdigindan
bahsetmektedir. Teknolojik yapi icine tasarimcisi tarafindan
islenmis bu senaryo, kullanicilar tarafindan baska sekillerde
yorumlanabilmektedir. GUnimuizde insanlar da kendilerine
sunulan teknolojileri zaman zaman yeniden yorumlayabilmekte
(de-scription) hatta Draperin yaptigi gibi ilgili senaryolar
kendi ihtiyaclarina gore degistirebilmektedirler. Sanatginin “De-
scripted Shades” isimli isi de endustriyel amaclarla Uretilmis
bir derinlik kamerasinin, jeneratif sanat pratikleriyle yeniden
yorumlamasiyla ortaya ¢ikardigi gorsel-isitsel bir enstelasyondan
meydana gelmektedir. Ziyaretcilerin kamera 6éntndeki konumlari
ve hareketleri gelistirilen 6zel bir yazilim sayesinde ses ve goérinti
yansimalarindan olusan bir kompozisyonun anlik olarak meydana
gelmesini saglamaktadir.

www.alptugan.com

Which of the technological tools we use today do we continue to use
for their first production purpose? Any product produced for a certain
purpose may go beyond their intended usage due to the different
behaviors of the users. In 1971, John T. Draper discovered that a
whistle from a cereal as a toy produced a sound with a frequency
of 2600 MHz, and used it to infiltrate the system of the American
AT&T telephone company, making free phone calls for a long time.
Produced as a simple whistle, this product has changed with a new
context when a user used it for a different purpose. Akrich mentions
that the tools produced by the designers include kind of a script. This
script, which has been processed into the technological structure by
its designer, can be interpreted by users in other ways. Today, people
canre-interpret (de-scription) the technologies offered to them from
time to time and even change the relevant scripts according to their
own needs, as Draper did. The artist's work “De-scripted Shades”
consists of an audio-visual installation formed from reinterpreting
(de-scription of) a depth camera produced for industrial purposes
with generative art practices. The positions and movements of the
visitors in front of the camera create a composition consisting of
sound and image reflections to occur instantly, with the use of a
specially developed software.

TANIMLANMIS GOLGELER

Ozel Yazilim, Jeneratif Sanat, Veri Bulutu,
3B Bilgisayar Grafigi, Derinlik Kamerasi,
1920 x 1080, Piksel CézUnUrllk, Stereo Ses
2022

DE-SCRIPTED SHADES

Custom Software, Generative Art, Data Cloud,
3D Computer Graphics, Depth Camera,

1920x 1080, Pixel Resolution, Stereo Sound
2022
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Burak Beceren

https://foundation.app/@burb
behance.net/BurakBeceren

IN THE DEATH CAR
Dijital Animasyon Digital Animation
2016
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GEGEGE

MORPHINE DAYS
Dijital illistrasyon Digital Illustration
2021

HAUS
Dijital illistrasyon Digital Illustration
2016
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Burak Senturk

https://foundation.app/@buraksenturk
https://knownorigin.io/buraksenturk
https://superrare.com/senturkburak

DEEP TENGRI
Dijital illistrasyon Digital Illustration
2021
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FAKE MUSE

DREAMCATCHER ~Z i R i s R

Dijital illistrasyon e R i Dijital illistrasyon
Digital Illustration ' i = e i k e = Digital Illustration
2021 ' : ' . = 2022




Dijital illistrasyon
Digital Illustration

NO ONE CARES
2021
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Can Buyukberber

Can BuyUkberber'in strlikleyici gorsel-isitsel eseri Primordial
Force (Primordiyal Kuvvet) (2021), su kavramini simyasal kdklerine
tasiyor ve Carl Jung'un tanimladigi gibi kolektif bilingdisi icin
metafor olarak kullaniyor. ilkel bir gic, her seyin kaynagi olan
bir enerji olarak modellenebilir: gerceklik, zaman, uzay, yasam;
stirekli gelisen bir bitln olusturan parcalar arasindaki etkilesimi
etkileyen sonsuz bir slrekli hareket potansiyeli. Analitik
psikolojinin temelini olusturan lisvicreli psikiyatrist Carl Jung,
eszamanlilik ve duyu disi algl hakkindaki yorumuna dayanarak,
psisik aktivitenin beyni astigini savunuyor. Jung, simya icerisinde
saf suyun veya deniz suyunun, kolektif bilinedisi kavramina
karsilik geldigini buldu. Jung, “Psikolojide Anayasa ve Kalitimin
Onemi’nde (Kasim 1929) sunlari yaziyor: “Ve psikolojik olarak
asil dnemli olan sey, rlyalarda, hayallerde ve zihnin diger sira disi
durumlarinda, en uzak gdérinen mitolojik motifler ve semboller,
herhangi bir zamanda, siklikla ve gériinene gére kisi Gzerindeki
belirli etkilerin, geleneklerin ve uyarilarin sonucu olarak, ancak
daha sik bir sekilde bunlar olmadan kendiliginden ortaya cikabilir.
Bu ‘ilkel imgeler’ veya ‘arketipler’, benim adlandirdigim sekliyle,
biling disi aklin temeline aittir ve kisisel kazanimlar olarak
aciklanamaz. Birlikte, kolektif biling disi denen o psisik tabakay:
olustururlar. Kolektif biling disinin varhgi, bireysel bilincin bir
tabula rasadan baska bir sey olmadigi ve 6nceden belirlenmis
etkilere karsi bagisik olmadigi anlamina gelir. Aksine, cevre
tarafindan kendisine uygulanan kacinilmaz etkilerden oldukca
bagimsiz olarak, kalitsal varsayimlardan en ylksek derecede
etkilenir. Kolektif bilinc disi, atalarimizin en eski baslangiclarina
kadar uzanan psisik yasamini kendi icinde barindirir. Yani tim
bilincli psisik olusumlarin matrisidir ve bu nedenle, strekli olarak
tdm bilingli sUrecleri eski yollara geri gétirmek icin cabaladigi
icin, bilincin 6zgurligdinlt en ylksek derecede tehlikeye atan bir
etki uygular.”

canbuyukberbercom
https://superrare.com/cbuyukberber

Can Buyukberber's immersive audiovisual piece Primordial Force
(2021) takes the concept of water into its alchemical roots and
uses it as metaphor for the collective unconscious, as Carl Jung
described. A primordial force can be modeled as an energy that
originated everything: reality, time, space, life; an infinite potential
of constant movement, influencing the interaction between pieces,
forming an ever-evolving whole. Based on his interpretation of
synchronicity and extra-sensory perception, Carl Jung -Swiss
psychiatrist who founded analytical psychology— argued that
psychic activity transcended the brain. In alchemy, Jung found
that plain water, or seawater, corresponded to his concept of the
collective unconscious. In “The Significance of Constitution and
Heredity in Psychology” (November 1929), Jung wrote: “And the
essential thing, psychologically, is that in dreams, fantasies, and
other exceptional states of mind the most far-fetched mythological
motifs and symbols can appear autochthonously at any time, often,
apparently, as the result of particular influences, traditions, and
excitations working on the individual, but more often without any
sign of them. These “primordial images” or “archetypes’, as I have
called them, belong to the basic stock of the unconscious psyche
and cannot be explained as personal acquisitions. Together they
make up that psychic stratum which has been called the collective
unconscious. The existence of the collective unconscious means
that individual consciousness is anything but a tabula rasa and is not
immune to predetermining influences. On the contrary, it is in the
highest degree influenced by inherited presuppositions, quite apart
from the unavoidable influences exerted upon it by the environment.
The collective unconscious comprises in itself the psychic life of our
ancestors right back to the earliest beginnings. It is the matrix of
all conscious psychic occurrences, and hence it exerts an influence
that compromises the freedom of consciousness in the highest
degree, since it is continually striving to lead all conscious processes
back into the old paths.”

PRIMORDIYAL KUVVET
Gorsel-isitsel Enstalasyon, 7:35
PRIMORDIAL FORCE
Audiovisual Installation, 7:35
2021
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Candas Sisman

Patterns of Possibilities v2, Candas Sisman'in 2015 yilinda
zarlarla Urettigi Pattern of Possibilities isimli projesinin devami
niteligindedir. Her bir zarin yani olasiligin, algoritma tarafindan
rastgele secilerek, ekranda farkli zamanlarda belirmesiyle
meydana gelir ve bu olasiliklarin birbirleriyle olan iliskilerinin
ortaya c¢ikardidi értintilerden olusur.

Rastgele sekilde bir araya gelen olasiliklarin yarattigi érintdler,
aslinda algoritma tarafindan sekiz dakikada bir gerceklestirilen
performatif strec icerisinde, bir cok farkli zaman fragmani ve
olasilik parcaciginin bir araya gelmesiyle olusmustur. Bes bucuk
dakikalik déngi sona erdiginde sistem kendisini sifirlar ve sonucu
farkl olacak sekilde slrec yeniden baslar. Ayni zamanda ekranda
beliren her olasiliga 6zgl es zamanli sesler bir araya gelerek isitsel
bir 6rintl olusturur.

Katihmei, farkli anlara ait 4,096 adet olasiligin olusturdugu,
olasiliklar buttinine bakmaktadir. Bu durum katilimciyi olasilik
- rastlanti - dlzen - kaos - belirsizlik kavramlari Gzerine sorgulamaya
ve deneyimlemeye davet eder. Olasiliklardan olusan kilcal bir
sistem icerisinde, rastlantilar sonucunda var oldugumuzu hatirlatir.

http://www.csismn.com

Patterns of Possibilities v2 is a continuation of Candas Sisman's
previous project from 2015 with the same title. It is created through
a generative algorithm which randomizes, and selects new dice
values and cells, to reveal a random-relational pattern on the digital
canvas.

The revealed pattern emerges from the accumulation of many
probabilities through different time fragments of ~8 minutes total
experience — in which the algorithm undertakes a performative
process. When the time cycle ends, the system resets and starts over
to create a new, unique pattern. The system is also coupled with
sounds, specific to each possibility created on the screen to form an
auditory pattern.

The participant is given a chance to observe a total of 4,096 new
patterns within a cycle - and an invitation to question probability,
order, chaos, and uncertainty. The project stands as a reminder that
we exist as a result of coincidences, within a capillary system of
possibilities.

PATTERNS OF POSSIBILITIES V2
Enstalasyon

Jeneratif sistem, LED Ekran, Konstriksiyon,
Ses kaynagi ve Isik

224 x 224 cm

Konsept ve Tasarim: Candas Sisman
Programlama: U29DC

Ses: Tunca Candas

2022

PATTERNS OF POSSIBILITIES V2

Installation

Generative system, LED Display, Construction,
Sound source and Light

224 x 224cm

Concept and Design: Candas Sisman
Programming: U29DC

Sound: Tunca Candas

2022
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DOLCE PAGANNE
(Ceren Aksungur)

https://superrare.com/dolce_paganne
https://foundation.app/@dolcepaganne
https://makersplace.com/dolcepaganne

POMEGRANADE

Kagrt Uzerine Akuarel, Akrilik ve Sprey
Aquarelle, Acrylic and Spray on Paper
2018
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THE NYMPH IN SUBURBS

Kagrt Uzerine Kuruboya

ve Dijital Animasyon

Crayon on Paper, Digital Animation
2021

LULU

Kagit Uzerine Kursun Kalem,
Dijital Renklendirme

Pencil on Paper, Digital Color
2021
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DIST COLLECTIVE
(Bilge Giinay & ligin Icéz()

https://www.fxhash.xyz/u/DistCollective
https://teia.art/DistCollective
https://versumxyz/user/tzlaNZttacWt7Q2kmvDnLjXkxC27MnigTZtV

MORPHOSIS

Jeneratif, Yaratici Kodlama
Generative, Creative Coding
2022
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Ecem Dilan Kose

Dogaherzaman essiz glizelliklerle doludur. Hayranlik uyandiran her
sey dogadadir. Kuslarin hareketi, cicek yapraklari olusum sistemi.
Her biri mikemmel, her biri benzersiz.. Kendi benzersizliginizin
bir modelini yaratmak, ‘benzersiz’ olmanin sistematigini aramak;
guzellie ulasma cabasidir. Bilimin ortaya koydudu sistematik
benzersizlik, hayranligi dogurur ve ben de bunu farkl bir disiplinde
benzer bir sekilde elde etmeye calisiyorum. Uretken (generative)
sanat ile geleneksel ebru sanati arasindaki nefes kesici baglanti
burada baslar.

Uretken sanat, sanatci tarafindan yazilan matematiksel
algoritmalar tarafindan olusturulur. Burada sanatginin rold,
otonom bir sistem olusturmak ve sanatin yaratildigr algoritmalar
tanimlamaktir. Ebru sanatinda da bu sitre¢ benzerdir. Boyanin ilk
damlasi hazirladiginiz suya degene kadar sistemi Uretici sanatta
oldugu gibi kuruyorsunuz. Boyay! distrdiginiz andan itibaren
kurulan sistem icinde (kaos icinde) bir kompozisyon olusur.
Uretken sanatta giizellik, sanatciya ve eserin kendisine hilkkmeden
Uclncl bir glc olan bir sistem insa etmekte yatar. Sanatel, bir
detayin sayisiz detaya uzanip tamamlanmis bir esere déntstigua
formiald “boyamaktadir”. Bir parcanin benzersiz 6zellikleri bir
algoritmada yazilir. Algoritmalarda kurulan sistemlerin doga
olaylari Uzerine gelistirilmesi ve sistemin yarattigi her anin
benzersiz olmasi; ortaya cikmasi beklenen rastgelelik geleneksel
Turk ebru sanati ile birbirine temas eden hos bir benzerliktir.
Gelenek ve yenilik arasinda bir képri olmak; insanhgin fizikselden
dijitale uzanan yolculugunda 6nem tasir. Kiltlrel mirasimizi,
icinde bulundugumuz zaman ile birlestirmek icin geleneksel Turk
ebru sanati da teknoloji de bir aractir.

ecemdilankose.com
https://foundation.app/@ecemdilankose

Nature is always filled with unique beauty. Everything that arouses
admiration is found in nature. The movement of birds, the system
of flower petals. Every single one is perfect, each one is unique.
Creating your own models of your own uniqueness, searching for
the systematicity of being ‘'unique’ is my quest to reach beauty. The
systematic uniqueness that mathematicians, geometrists, zoologists
and botanists have uncovered is where I stand, and I try to achieve
it in a similar way in a different discipline. This is where the breath-
taking connection between generative art and traditional art of
marbling begins.

Generative art is created by mathematical algorithms that were
written by the artist. Role of the artist here is to create an autonomous
system and define algorithms according to which the art is being
created. That process is also similar in the art of marbling. You build
the system as in generative art until the first drop of the paint touches
the water you have prepared. From the moment you drop the paint,
a composition is created within the system (in chaos) that is built. In
generative art, the beauty lies in building a system, a third force that
dominates the artist and the work itself. The artist is “painting” the
formula according to which a detail extends to numerous details and
transforms into a completed piece of work. Unique characteristics of
a piece are written in an algorithm. Some points where traditional
Turkish marbling art is similar to generative art. The randomness
that is expected to emerge, such as the fact that the established
systems are built on natural phenomena and that every moment
created by the system is unique. To be a bridge between tradition
and innovation; it is important in humanity's journey from physical
to digital. Both traditional Turkish marbling art and technology are
tools to combine our cultural heritage with the time we live in.
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KRIPTOEBRU 08
CRYPTOMARBLE 08
Video, 00:15

2020

KRIPTOEBRU 13
CRYPTOMARBLE 13
Video, 00:15

2020
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Elif Varol Ergen

https://knownorigin.io/elif-varol-ergen
https://hicetnunc.art/elifvarolergen
https://foundation.app/@ElifVarolErgen

QUEEN OF ORIENTIS
Dijital illistrasyon
Digital Illustration
2022
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WITCHES FROM RLYEH
Dijital illistrasyon
Digital Illustration

2021

ARACHNE

Dijital lllistrasyon, Serigrafi
Digital Illustration, Serigraphy
2018
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STRANGER 1
Dijital illistrasyon
Digital Illustration
2015

EVIL WITCH
Dijital illustrasyon, Serigrafi
Digital Illustration, Serigraphy
2016

63



64

HaydiRoket

https://www.hicetnunc.xyz/haydiroket
https://linktree/haydiroket

LAMER EXTERMINATOR 1
GIF
2022
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Juki

https://foundation.app/@jukimoot

VENUS IS HERE
Dijital illistrasyon
Digital Illustration
2022
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Kien

Kendisini astronotlarla ifade eden, onlara cesitli misyonlar
yUkleyen Kien'in yeni calismasi ismini, adi Uzay Vandali olan
bir astronottan aliyor. Uzay Vandali lider olarak grafitide yer
alan diger karakterleri, Winged Lamp ve Eggy'i, yonetiyor.
Bu karakterler Uzay Vandalinin yardimei uydulari. Misyonlari
uzayda da grafiti yapmak olan tUim karakterler asagr dogru
taarruza gegmis durumda. Her yere isimlerini yazip, iz birakmaya
calistyorlar.

Karakterlerin AR olarak canlanmasi onlarin dijital evrende bir
kapidan gecip, sonsuza kadar grafiti datalari Gretmesini sagliyor.

instagram.com/kienart

Expressing himself with astronauts and giving them various
missions, Kien's new work takes its name from an astronaut named
“Space Vandal” As Space Vandal leads, he directs other characters
involved in the graffiti, like Winged Lamp and Eggy. These characters
are Space Vandal's co-satellites. All the characters, whose missons
are to graffiti, are on a downward attack. They write their names
everywhere and try to leave a mark in outer space.

The characters’ revival as AR allows them to go through a door in the
digital universe and generate graffiti data forever.

UZAY VANDALI SPACE VANDAL
Grafiti, AR Graffiti, AR

2022

AR: Sina Barlas

Kien'in grafitisinin canlandigini gérmek icin latfen QR kodu akilli telefonunuzla tarayin.
Sag sayfadaki ve katalog kapaginin ic sayfasindaki fotografin Gzerine getirerek grafiti
animasyonunu telefonunuzdan izleyin!

Please scan the QR code with your smartphone to see Kien's graffiti come alive. Watch the
grafiti animate on your phone by hovering it over the photograph on the right page and
the inner page of the catalog cover!

Tesekkdurler Thanks: bluenectar
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Kubra Su Yildirrm

https://foundation.app/@kubrasuyildirim

A PARCHMENT ABOUT
EVERYTHING AND NOTHING
Dijital Resim Digital Drawing
2022
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MEKAZOQO’ (Derin Ciler)

https://versum.xyz/token/versum/6906

Killing Time

Kare Kare Animasyon
Frame-by-frame Animation
2022
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Mert Tugen

https://foundation.app/@merttugen

KILL THEM WITH KINDNESS
Dijital illistrasyon Digital Illustration
2022
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RITE OF LOST SOULS
LOVE FREAKS Dijital Animasyon
Dijital Animasyon Digital Animation Digital Animation
2022 2022




YOU'LL BE FINE
Dijital
Animasyon
Digital
Animation
2020
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Osman Koc

Bir suredir etrafimizdaki hacimi/uzayr kapsamanin &tesinde
nasil etki ettigimize odaklanmis durumdayiz. Yarattigimiz
rtzgarlarin etkilesimli gorsellestirmesi, paylastigimiz uzaya/
hacime nasil etki ettigimizin altini ¢izip, bu icinde bulundugumuz
anin da bahsettigimiz rizgar gibi gecici oldugunu vurgulamayi
amaclamaktadir.

www.kocosman.com

We are focusing on the space around us more than ever, not only
as we occupy the space but also how we affect it. This interactive
visualization of the gusts we create aims to emphasize how we affect
the space we share as well as its temporality as this moment also is.

YARATTIGIMIZ RUZGARLAR
Ozel Etkilesimli Yazilim
GUSTS WE CREATE

Custom Interactive Software
2020
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Ozan Turkkan

“trans_form”, suda baslayan ve suya geri dénen Gecis Formlarina
dayanan bir hikayedir. Hem insanlarin hem de toplumun
dénlsUimuU Gzerine bir meditasyon olan dijital bir siirdir. Biyolojide
evrim teorisi icinde, uzak gecmisteki tek hicreli organizmalar
arasinda ortak bir ata gdévdesindeki degisimlerle en sonunda
kesintisiz bir ata zinciriyle baglanan, yasayan ve soyu tikenmis
tdm organizmalarin ara formlarini tanimlamak icin kullanihr. Bir
dustnce gelisirken, aradaki tim formlar Gecis Formlari haline
gelir. Tabii eder bunu basi ve sonu olmayan bir stre¢ olarak
dusunirsek, her sey surekli Gecis Formlari ve strekli bir degisim
icinde varhgini strdurir. Biyolojik boyutta oldugu gibi, sosyal ve
psikolojik boyutta da bu gecerlidir. Kullanilan teknolojiler: Uretken
Cekismeli Aglar [Generative Adversarial Network (GAN)] makine
6grenimi cercevesi.

www.ozanturkkan.com

“trans_form” is a story based on Transitional Forms that starts in
water and returns to water. It's digital poetry, a meditation on the
transformation of both humans and society. In biology within the
theory of evolution, it is used to describe the intermediate forms of all
organisms, both living and extinct, which are ultimately connected
by an unbroken chain of descent with modification to a common
ancestral trunk among single-celled organisms in the distant past.
As a thought evolves, all the in-between forms become Transitional
Forms. Of course, if we think of this as a process that has no
beginning and no end, everything exists in continuous Transitional
Forms and a constant change. As it is in biological dimension, as
well as a social and psychological dimension. Technologies used:
Generative Adversarial Network (GAN) machine learning framework.

DONUSUM

Video Enstalasyon
TRANS_FORM
Video Installation
2021
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Selcuk Artut

Sanat ve zanaat kavramlarinin ortasinda ylkselen geometrik
sanatlarda, gecmiste ortaya konulan eserler basit bir pergel ve
cetvelyardimiylaolusturulmaktaydi.Cizimicingerekenacilarfarkh
tekniklerle belirli sayida esit parcaya bdlinebilmis ve geometrik
sekiller arasindaki karmasik simetrik iliskiler mimkin oldugu
kadar mikemmele yakin bir sekilde uygulanabilmisti. Disincenin
esere dénlsmesi asamasinda bir nevi Platon'un ayrimini yaptig
mikemmel evrenden dinyamizin mikemmel olmayan evrenine
gecis yapiyoruz. Bu gecisin en somut 6rneklerini ise geometride
gérmek mimkin. ilhamini  derinlemesine bu alandan alan
geometri sanatinda ise dogal olarak soyut ve somut arasinda
kurulmaya calisilan képrulerle karsilasmaktayiz.Kanimea ifadenin
soluk kestigi mananin boyut atladigr bir algi evrenine geciyoruz.
Bir seri olarak Uretmeye devam ettigim bu calismalarda ginimuz
medya sanatinin kékenlerini gézler 6niine cikarmaya calisirken
bu alana yeni bir soluk vermeyi de arzuluyorum. Asemblaj isimli
eserimde NFT* platformunda sundugum 16 eserden bir araya
gelen bir karmayi gériyor olacaksiniz.

www.selcukartut.com
https://teia.art/selcukartut
https://rariblecom/selcukartut

Past works in the geometric arts, which rose in the middle of the
concepts of art and craft, were created with the help of a simple
compass and ruler. The angles required for drawing could be divided
into a certain number of equal parts with different techniques, and
the complex symmetrical relationships between geometric shapes
could be applied as close to perfect as possible. At the stage of
transforming the thought into a work, we pass from the perfect
universe, which Plato makes the distinction of, to the imperfect
universe of our world. It is possible to see the most concrete
examples of this transition in geometry. In the art of geometry,
which is deeply inspired by this field, we naturally encounter bridges
that are tried to be built between the abstract and the concrete. |
think, we are passing into a world of perception, where expression
takes the breath away and meaning changes dimensions. In these
works, which [ continue to create as a series, I want to breathe new
life into this field while trying to reveal the origins of today’s media
art. In my work called Asemblaj (Assemblage), you will be seeing a
collection of 16 works I have presented on the NFT* platform.

ASEMBLAJ

Kendinden Ureyen Sanat (Jeneratif Sanat),
Ozel Yazilim, 1920x1080 px, 3 Ekran (Senkron)
ASSEMBLAGE

Generative Art, Custom Software,
1920x1080px, 3 Screens (Sync)
2022
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MURSI TRIBE
https://foundation.app/@axstone Dijital iIIUstrosyon
https://opensea.io/Axstone Digital Illustration
https://rariblecom/axstone 2022




Tolga Tarhan

TERRARIUM
Dijital Animasyon
Digital Animation
2022

https://hicetnunc.art/tolgatarhan
https://foundation.app/@tolgatarhan
https://makersplace.com/tolgatarhan
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VAMK (Ucman Balaban)

S41n7

Dijital Animasyon
Digital Animation
2021

wwwyamk.xyz
wwwyvamk.co.uk
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Yagmur Uyanik

“Selfmaking: Layers of Becoming With”, orijinal yerleri olan
Atina'dan Londra British Museum'a gétirilmis Biyik iskender
ve Perikles heykellerinin  U¢ boyutlu dijital modellerinin
birlestirilmesiyle olusturulan hibrit bir karakterin, Uc boyutlu
yazict ile kum tasindan Uretilmis heykeli. Kiltirel objelerin
tarihsel slrecte degisen anlamlari ve bunlarin giincel zamanla
kurdugu iliskiyi inceleyen eser, el degistirerek orijinal baglamlarini
kaybetmis bu iki mermer heykelin, yeni yerleri Londra'da kurdugu
yeni baglami arastinyor. Selfmaking, hem yerin bellegini hem
de bu objelerin temsil ettikleri degisen anlami merkezine alarak
kulttrel bilgi yaratimimin ve sirkilasyonunun cografi baglamlari,
yerinden edilmislik bicimlerini ve devletsizligi nasil 6n plana
cikardigi ile ilgili bir séylem olusturuyor. Kultirin jeolokasyonal
kodlari ve bu anlamlardan devsirilmis farkl temsilleriyle ilgili
spekdlatif bir 5nerme yapiyor ve hibritide, yer 6tesilik ve kiltarel
temsiliyette cogulluk gibi kavramlari arastiriyor. Bireysel anlati ve
kolektif bellegin kulttrel hak, milkiyet ve bunlarin icsel sembolik
anlamlari araciligiyla nasil sekillendigini yansitiyor.

iki dnemli kimligi, yeterli gérsel gerceklik ve ézgiinlik aurasina
sahip bir metafor olarak kullanan Selfmaking, artik bir benligi
degil, kulturel koddan turetilen farkli temsilleri ve melezlik
yaratimini gosteren otoportreyi temsil ediyor. Bu post-dijital tarihi
eser, cogullugun bir gésterimi, arsiv atalarindan ortaya cikan yeni
kokenlerin temsili ve gelecegin arkeolojik kalintilarinin iyimser bir
degerlendirilmesi olarak okunabilir.

Uc boyutlu baski yéntemi ile Uretilmis bu nesne icin, geciciligi,
degiskenligi ve zamansalligi vurgulamak icin hassas ve kirilgan bir
malzeme olan kumtasi secildi. Ayrica, British Museum'daki orijinal
nesnelerin sesli rehberlerinde kullanilan metinler OpenAl'nin GPT-
2 adli yapay zeka dil modeline beslenerek yeni bir rehber metni ve
bunun iki kanalli bir sesli rehberi olusturuldu. Yapay zeka tarafindan
olusturulan bu yeni sesli rehber, parcanin secilmis sahteligini bir
kez daha vurgularken, eserin gelecekteki kultir nesneleri icin bir
karsi-anlati yaratmasinin yolunu agmayi amaclyor.

wwwyagmuruyanik.com

Selfmaking is a 3d printed sandstone sculpture of a hybrid character,
created by fusing two powerful and historically influential figures;
Alexander III of Macedon, and Pericles of ancient Greek. The digital
models used to form this piece were obtained from the British
Museum’s archives, where the physical sculptures live today after
being displaced from their original locations in Athens.

The piece acts as a signifier without an excessive concern for
realism, focusing on how creation, circulation and preservation
of cultural information underlies geographical contexts, patterns
of displacement, and statelessness. It reflects on how individual
narrative and collective memory are shaped through cultural
property, cultural currency, and their inherent symbolic meanings.

Using two significant identities as a metaphor with enough visual
legitimacy and an aura of authenticity, Selfmaking manifests a
self-portrait that no longer shows a self, but instead, different
representations derived from cultural code — an infinite creation of
hybridity everywhere, all the time. This post-digital-historical artifact
can be understood as a display of plurality, representation of new
origins emerging from their archival ancestors, and an optimistic
re-evaluation of future archaeological remains.

Sandstone, a delicate and fragile material, was chosen for this 3d
printed object, to emphasize the ephemerality, mutability and
temporality. In addition, a two-channel audio was created as a guide,
by feeding the official descriptions for the original objects from the
British Museum into OpenAl's language model called GPT-2. This
artificial intelligence generated audio guide allows the piece to state
its presence in an augmented way that intensifies its unrealness and
makes a further commentary on creating a counter-narrative for
future material objects of culture.

OZ YARATIM:

BIRLIKTE OLUSMANIN KATMANLARI

3B Baski Kum Tas|, &4 Dakikalik Ses Déngusy,
15x 20 x25cm, 3+1 AP

SELFMAKING:

LAYERS OF BECOMING WITH

3D Printed Sandstone, 4 Minute Audio Loop,
15x 20 x 25 cm, 3+1 AP

2019
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Yigit Yerlikaya

QUANTUMANIA
Dijital illistrasyon
Digital Illustration
2022

https://foundation.app/@yigityerlikaya
https://objkt.com/profile/yigityerlikaya
https://rariblecom/yigityerlikaya
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BIOGRAPHIES

aliottoman (Nura Aliosman)

8 Nisan 1991de istanbulda dogdu. Liseyi Erenkdy Avni Akyol
Anadolu Guzel Sanatlar Lisesi Resim bdéliminde okudu.
Lisans egitimini ise Eskisehir Guzel Sanatlar Fakiltesi Grafik
Boluminde surdirirken Erasmus dedisim ogrencisi  olarak
Wiesbaden Almanya'da Hochschule RheinMain Applied Sciences
Universitesinde Tasarim, Bilgisayar Bilimi ve Medya Departmani
iletisim Tasarimi alaninda 6 ay egitim aldi. Burada graviir teknigini
gelistirerek gravir baskida kullandigi tarama yaklasimini ilk kez
6zgUn illistrasyon calismalarina uyarladi. Turkiye'ye doénerek
Anadolu Universitesindeki lisans egitimini 2014te tamamlad.
Tezli yuksek lisans egitimini ise ayni Universitenin Grafik Anasanat
Dalinda 2019'da tamamladi.

Yiksek lisans doéneminde geleneksel malzemeyle &zgln
calismalarina  devam ederken dijital ortamda yurtici ve
yurtdisindan moda/kultir dergileri, cocuk kitaplari ve cocuk
egitim materyalleri icin resimlemeler yapan serbest illistrator
olarak ¢calismaya basladi. Yaptigi calismalar yurtici ve yurtdisinda
40'tan fazla yayinda yer aldi. Ayni dénem Eskisehirden istanbula
dénerek Dogus Universitesi Sanat ve Tasarim Fakiiltesi ingilizce
Grafik Programinda akademik kariyerine basladi. Calismalari
ve sanatsal bilgisiyle cesitli sanat tasarim etkinliklerinde ve
sergilerde yUrUtUcu/katilimer olarak yer aldi. 2019'dan 2020'ye
kadar, geleneksel malzemeyle felaket sonrasi bir dénemi anlatan
“Amcalar Dinyasi” serisinin temelleri Uzerine c¢alismalar yapti.
Bir senelik calismanin sonunda olgunlastirdigr seriyi dijital
malzemeyle cizmeye basladi. Ozgin illistrasyon calismalarinda
kullandigi gravir tarama temelli yaklasimi 2020'den beri dijital
cizim ortaminda da kullaniyor. 2021 yilinin ikinci yarisindan
itibaren ise dijital cizim ortamina gecirdigi 6zgin calismalarinda
geleneksel animasyon teknigiyle animasyon déngdleri yaratiyor.

Cizerlik kariyerine agirhkh olarak yurtdisi kaynakli cocuk
kitaplari resimleyerek devam ederken akademik kariyerine
Dogus Universitesinde arastirma gérevlisi olarak devam ediyor.
Akademik/sanatsal arastirmalarini ise Marmara Universitesi
Grafik Anasanat Dal’nda sanatta yeterlik 6grencisi olarak
sUrdurayor.

She was born on April 8, 1991 in Istanbul. She studied high school
in Erenkdy Avni Akyol Anatolian Fine Arts High School Painting
Department. While continuing her undergraduate education at
the Graphics Department of Eskisehir Anadolu Fine Arts Faculty,
she received 6 months of education in Design, Computer Science
and Media Department / Communication Design at Hochschule
RheinMain Applied Sciences University in Wiesbaden, Germany as
an Erasmus exchange student. Here she developed the engraving
technique and adapted the linear etching approach she used in
gravure printing for the first time to her original illustration works.
She returned to Turkey and completed her undergraduate studies at
Anadolu University in 2014. She completed her master’s with thesis
in the Graphics Department of the same university in 2019.

While continuing her original works with traditional materials during
her master’s degree, she started to work as a freelance illustrator who
makes illustrations for fashion/culture magazines, children's books
and children’s education materials in the digital environment from
home country and abroad. Her work has published in more than
40 publications in Turkey and foreign countries. In the same period,
she returned to Istanbul from Eskisehir and started her academic
career at Dogus University Art and Design Faculty English Graphics
Program. She took part in various art & design events and exhibitions
as an lecturer / participant with her works and artistic knowledge.
From 2019 to 2020, she worked on the baselines of the “World of
Uncles” series, which depicts a post-disaster period with traditional
material. At the end of a year's work, she started to draw the series
she had matured with digital material. She uses the linear etching-
based approach that she has been using in her original illustration
works also in the digital drawing environment since 2020. As of the
second half of 2021, she creates animation loops with the traditional
animation technique in her original works, which she applied to the
digital drawing environment.
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Alp Tugan

Alp Tugan; sosyo-teknoloji, jeneratif sanatlar, etkilesim tasarimi
ve ses sanatlari Uzerine calismaktadir. 2009'dan bu yana cesitli
sergi, proje ve etkinliklerde interaktif gorselfisitsel projeleriyle
yer almaktadir. 2006-2009 yillari arasindan “Volume” dergisinde
ses kayit ve ses teknolojileri Uzerine yazilari yayimlanmistir.
RAW (http://www.rawlivecoding.com/) isimli gorsel-isitsel canli
kodlama performans grubunun kurucularindandir. Ayni zamanda
2015 yilindan bu yana Ozyegin Universitesinde yaratici kodlama,
bilgisayar destekli jeneratif sanatlar, ses tasarimi ve ses sanatlari
Uzerine dersler vermektedir.

1984'te istanbulda dogdu. istanbul Bilgi Universitesi, Gérsel
iletisim Tasarimi béliminde lisans editimini tamamladi. EGitim
hayati boyunca cesitli dergilere illistrasyonlar cizip, karma
sergilere katildi. islerinin bir kismina, IdN World, Behance, OFFF
ve benzeri mecralarda yer verildi. Okul sonrasi bircok reklam
ajansinda sanat ydnetmenligi yapti. 2016'da kurulan sanatel
kolektifi Kriw'ln de bir Uyesi olan Burak Beceren, bagimsiz
illistrator ve sanatci olarak calismalarina devam etmektedir.

Burak Beceren

Alp Tugan works on socio-technology, generative arts, interaction
design and sound arts. Since 2009, he has been participating
in various exhibitions, projects and events with his interactive
audio/visual projects. His articles on sound recording and sound
technologies were published in the “Volume” magazine between
2006 and 2009. He is one of the founders of the audio/visual live
coding performance group called RAW. He has also been teaching
courses on creative coding, computer aided generative arts, sound
design and sound arts at Ozyegin University since 2015.

He was born in Istanbul in 1984. Completed his studies in Visual
Communication Design at Istanbul Bilgi University. During that time,
he drew illustrations for several magazines and participated in group
exhibitions. Some of his works featured in IdN World, Behance, OFFF
and many more. After his education, he worked as an art director in
various ad. agencies. Burak Beceren, who is also a part of the artist
collective Kruiw, founded in 2016, continues his works as a freelancer
Illustrator / artist.

istanbulda dogdu. Universitede grafik tasarim egitimi aldi. Mizah
dergileri icin karikatlrler cizdi. Gazete ve dergi gruplarinda
illustrator olarak calisti. Yurt disinda ve yurt icinde bircok yayinevi
icin cocuk kitaplari resimledi. Uyesi oldugu KRUW sanatci kolektifi
ile birlikte yurt ici ve yurt disinda bircok sergi gerceklestirdi.
2017'de Spotify international tarafindan hazirlanan Green Day
Belgeseli “The Early Years” icin konsept illistrasyonlari calisti ve
anime edildi. Proje tim dinyada yayinland.

Sonrasinda Warner Music ve Green Day'in teklifi ile 2017 Amerika
turnesinin Oakland, Chicago ve Pasadena konserlerinin afislerini
tasarladi. Halen serbest illistratér ve sanatci olarak calismalarina
devam etmektedir.

Burak Senturk

Born in Istanbul and educated as a graphic designer in university.
Drew pictures for humor magazines. Worked as an illustrator in
newspaper and magazine groups. Illustrated children's books
for many publishing houses in Turkey and abroad. Held many
exhibitions in Turkey and abroad with the artist collective KRUW,
which he is a member. Worked concepts illustrations for the Green
Day documentary “The Early Years" prepared by Spotify international
in 2017 and got animated. Project was published worldwide.

Thereafter, with the offer of Warner Music and Green Day, he
designed the posters of the 2017 USA tour Oakland, Chicago and
Pasadena concerts. Still continues to work as a freelance illustrator
and artist.
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Can Buyukberber, fiziksel ve dijital alanlar arasindaki sinirlari
bulaniklastiran surtkleyici gorsel-isitsel deneyimler Uzerinde
calisanbirgérsel sanateidir. Uygulamasi, sanal/artiriimis gerceklik,
projeksiyon haritalama, geodezik kubbeler, blytk dlcekli ekranlar
ve dijital dretim gibi cesitli ortamlarla deneylerden olusur.
Blyukberber'in sanat, tasarim ve bilime uzanan disiplinler arasi bir
distince ve merakla hareket eden calismalari dogrusal olmayan
anlatilar, geometrik duzen, birlikce ¢calisan ve ortaya cikan formlar
icin yeni yontemler kesfederek genellikle insan algisina odaklanir.
Fizik ve Tasarim gecmisi ile San Francisco Sanat Enstitisi’nden
Fulbright bursu olarak Sanat ve Teknoloji alaninda Yuksek Lisans
derecesini almis, Autodesk Pier 9 ve Adobe AR Artist Residencies
icin secilmistir. Goérsel-isitsel calismalari, ZKM, Karlsruhe; Ars
Electronica, Linz; SAT, Montreal; Sonar D+, Barcelona; California
Academy of Sciences, San Franciscoda Exploratorium ve Dolby
Gallery; Akbank Sanat, Istanbul; Art Futura, Roma; MUTEK.JP,
Tokyo; BFI Film Festivali, Londra; ZeroSpace, New York City dahil
olmak Uzere dinyanin dort bir yanindaki mizelerde, galerilerde
ve medya sanati festivallerinde sergilenmis, Grammy o6dalli
rock grubu Tool, Shigeto ve Cek Filarmoni Orkestrasi gibi muzik
sanatcilariyla isbirlikleri yapmistir.

Can Buyukberber

Can Buyukberber is a visual artist working on immersive audiovisual
experiences blurring boundaries between physical and digital
spaces. His practice consists of experiments with various media
such as virtual/ augmented reality, projection mapping, geodesic
domes, large-scale displays and digital fabrication. Driven by an
interdisciplinary thinking and curiosity which extends to art, design
and science, Buyukberber's work often focuses on human perception,
exploring new methods for non-linear narratives, geometrical order,
synergetics and emergent forms. With a background in Physics and
Design, has received his Master's Degree in Art & Technology from
San Francisco Art Institute as a Fulbright Scholar, has been selected
to Autodesk Pier 9 and Adobe AR Artist Residencies. His audiovisual
works have been exhibited in museums, galleries and media art
festivals around the world, including ZKM, Karlsruhe; Ars Electronica,
Linz; SAT, Montreal; Sonar D+, Barcelona; California Academy of
Sciences, Exploratorium and Dolby Gallery in San Francisco; Akbank
Sanat, [stanbul; Art Futura, Rome; MUTEK.JP, Tokyo; BFI Film Festival,
London; ZeroSpace, New York City; collaborations with musical
artists such as Grammy-Award winning rock band Tool, Shigeto and
Czech Philharmonic Orchestra.

Candas Sisman, dijital ve mekanik teknolojileri ifade araci olarak
kullanan bir sanatcidir. Calismalari, coklu duyusal enstalasyonlar,
kapsayici deneyimler, ses enstalasyonlari, kinetik heykeller,
animasyonlar ve gorsel-isitsel performanslar gibi bircok farkli
disiplini kapsar. Calismalarinda dijital ve mekanik teknolojiler
kullanarak zaman, mekan ve hareket algilarimizi manipile eder,
dijital ve fiziksel gerceklik arasinda képruler kurar.

Sanat, tasarim ve teknoloji etrafinda disiplinlerarasi deneyimler
Ureten Nohlab’in kurucularindan olan Candas Sisman ayrica
gorsel-isitsel performanslar Greten is birligi platformu NOS'un
kurucularindandir. Son yillarda ise cesitli Gniversitelerde, soundart
Uzerine dersler vermektedir.

2007'den bu yana Prix ARS Electronica Mansiyon 6duli ve Japon
Medya Sanatlar Festivalinde juri 6zel 6dulind alan Candas
Sisman, Venedik Mimarlik Bienali, ARS Electronica, TEDX,
TodaysArt ve FILE gibi bircok dnemli festival ve sergiye katilmistir.

Candan Sisman

Candas Sisman is an artist who uses digital and mechanical
technologies as a medium for expression. Directed by his curiosities,
Sisman's works touch many different fields such as immersive and
multisensory installations, sound, kinetic sculptures, animations
and audiovisual performances. Candas Sisman aims to manipulate
our notion of time, space and motion by his work, using digital and
mechanical technologies.

In 2011, he co-founded Nohlab, a studio producing interdisciplinary
experiences around art, design & technology. Since 2014 he gives
lectures about soundart in various universities and he is also a
member of NOS Visuals, which is a collaborative platform that
creates real-time, sound-reactive audiovisual performances.

He has received Honorary Mention from Prix Ars Electronica and Jury
Selection Award from Japan Media Arts Festival. He participated in
many exhibitions and festivals, such as Venice Architecture Biennale,
Ars Electronica, TEDX, File and Todaysart. The artist lives and works
in Istanbul.
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Dist Collective, istanbul merkezli bir sanatgi ikilisidir. Bilge Ginay
dijital sanatci ve sanat direktoradir. ligin icézi, elektro-akustik
muzik bestecisi ve yaratici kodlama sanatcisidir. Dist Collective,
jeneratif algoritmalar aracihgryla hesaplamali estetigin organik
unsurlarini kesfetmeye odaklanir. insan ve bilgisayar isbirliginde,
rastlantisalligr  sekillendirerek  organik  goérinimlid  soyut
kompozisyonlar olusturur.

Dolce Paganne (Ceren Aksungur) peri masallarini kabusa
dénUsturen bir ‘voodoo’ sanatgisidir. Istanbul dogumlu illustratér/
ressam cizim ve ‘slrrealizm’le erken yasta tanisti. Calismalari
dinya capinda Hi-Fructose, Beautiful Bizarre, DPI gibi sanat
dergilerinde yayinlandi, cesitli galeri ve muzelerde sergilendi.
Gerceklstlcl deneylerinin  tekinsiz vadisinde olan sanatel,
korkunun koklerini ararken, kacisi “vintage” stilin yumusak
estetiginde bulur.

DIST COLLECTIVE
(Bilge Gunay & ligin Icoz)

Dist Collective is an artist duo, based in Istanbul. Bilge Gunay is a
digital artist and art director. Ilgin Icézu is an electroacoustic music
composer and a creative coder. Dist Collective focuses on exploring
organic elements of computational aesthetics through generative
algorithms. As a collaboration between humans and computers,
we work together in harmony by shaping randomness to create
organic-looking abstract compositions.

DOLCE PAGANNE
(Ceren Aksungur)

Dolce Paganne (aka Ceren Aksungur) is a voodoo artist, exporting
fairytales to nightmares. Born in Istanbul and she draws since early
ages. Her works are featured worldwide in art magazines such as Hi
Fructose, Beautiful Bizarre, DPI and exhibited in galleries&museums
in US, UK, France, Italy, Belgium, Spain, Australia and Turkey... In the
uncanny valleys of her surreal experiments where she researches
the roots of “fear” she often escapes into the smooth aesthetics of
“vintage”.
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Ecem Dilan Kése 1990 Ankara dogumlu mimari disiplinden gelen
kavramsal bir sanatcidir. Uretim teknikleri itibariyle dijital sanatc!
olarak anilir. Eser Uretimlerinde kodlama, artirilmis gerceklik,
VR, yapay zeka/makine 6grenmesi gibi teknikleri kavramsal
anlatilarint metot-icerik iliskisini saglamak amach kullanir.

Eserleri vasitasiyla “Hayatin 6zi nedir?”, “Var olmak ne anlama
geliyor?” sorularina cevap arayan sanatci, yasadigr déonem ve
cografyanin bir parcasi olarak eser Uretimine devam etmektedir.
Simdiye kadar ABD, Rusya, Giiney Kore, ingiltere gibi bir cok
Ulkede eserleri sergilenmis ve bir cok festivalde dijital ses entegre
eserlerini canli olarak performe ederek izleyiciye sunmustur.

Calismalarina istanbulda devam eden sanatcr; teknoloji ile
degisen insan davranislarini daha iyi bir toplum olmak, daha iyi
bireyler olmak adina kullanmak ve farkindalik yaratmak adina
teknolojiyi yakindan takip etmekte ve uyum saglamaktadir.
Bu sebeple son dénemde eserlerini NFT olarak da gormekteyiz.

Ecem Dilan Kose

Ecem Dilan Kése is a conceptual artist with a background in the
architectural discipline. She is born in Ankara in 1990. She is known
as a digital artist in terms of her production techniques. Kése uses
coding, augmented reality, VR, and artificial intelligence / machine
learning techniques in her productions to provide a method-content
relationship with the conceptual narratives.

“What is the essence of life?", "What does it mean to exist?”

The artist, who seeks answers to questions such as these through
her artworks, continues to produce works as a part of the period she
lives and the lands she belongs.Her works have been exhibited in
many countries such as the USA, Russia, South Korea, and England.
She a has presented her digital audio integrated works to the
audience by performing live at many festivals.

Continuing her works in Istanbul, the artist closely follows and adapts
to technology to raise awareness, to create a better society and
better individuals in changing human behaviors with technology.
For this reason, we see her works as NFT lately.
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Sanater ve illistratér Elif Varol Ergen, lisans, yiksek lisans ve
doktora derecelerini Hacettepe Universitesi Grafik Bélimiinde
tamamladi. Hogeschool Gent, Belcika ve Berlin Glizel Sanatlar
Akademisi'nde (UDK) glncel illistrasyon alaninda akademik
arastirmalar yapti. Yurt disinda cok sayida sanat etkinligi, sergi
ve illistrasyon etkinliklerine katildi. illistrasyon ve tasarim
alanlarinda bes adet ulusal ve uluslar arasi 6duld bulunmaktadir.
Sondénemisleri ezoterik kadin karakterler ve mistisizme odaklidir.
Sanat calismalarindan derlenen ilk kitabi “Sequence of Witches”
2017'de New York'da basilmistir.

Haydiroket

Haydiroket mahlasi ile calisan Mert Keskin, istanbul merkezli
sanatel ve kiratérdir. Baslica kullandigi medyumlar GIF, video
ve kolajdir. 90’larin sonlarinda yetenegdi MTV, Ferragamo, VANS,
Puma, Converse, Tumblr gibi sirketler tarafindan kesfedilmeden
once bazi Demoscene gruplarinin bir parcasiyd.

Calismalari The Whitney Museum of American Art (New York),
Museum of Moving Image (New York), Smithsonian’s National Air
and Space Museum (Washington DC) gibi mekanlarda sergilendi.
Cin, Kanada, ingiltere, Avrupa ve Amerika'da bircok sergiye katildi
ve eglence sektdérinde cok sayida sirketle calisti. Calismalari
hakkinda Complex, The Creator’s Project, Desin Faves, JUXTAPOZ,
The Daily Dot, Digital Trends, ArtSlant, Art F City ve Dazed Digital
yayinlarinda yazilar yazildi. Haydiroket'in Giphy sayfasinda 15.5
MILYAR gérintilenme var.

Elif Varol Ergen

Elif Varol Ergen is a visual artist and contemporary illustrator from
Ankara,Turkey. She has fifteen years of experience running her own
art studio and lectures as an Assoc. Prof. at Graphic Design Dept.
at Hacettepe University. She made research about contemporary
illustration in Hogeschool Gent Belgium and Universitat der Kunste
Berlin. In the recent illustrations she focuses on the mystical with
her feminine heroes and creatures, creating her own myths and
contemporary stories. Her artworks have appeared in many
international and local galleries, also her first artbook “Sequence of
Witches” was released in New York, Von Zos publishing in 2017.

Working under the pseudonym Haydiroket, Mert Keskin is an
Istanbul-based artist and curator. His main mediums are GIF, Video
and Collage. He was part of some Demoscene groups in the late
90s before having his talents tapped by the likes of MTV, Ferragamo,
VANS, Puma, Converse, Tumblr....

His work has been exhibited at venues such as The Whitney Museum
of American Art (New York), Museum of the Moving Image (New
York), Smithsonian’s National Air and Space Museum (Washington
DC) He has participated in many exhibitions in China, Canada, the
UK, Europe and the US and has worked with numerous companies
in the entertainment business. His work has been written about in
Complex, The Creator's Project, Desin Faves, JUXTAPOZ, The Daily
Dot, Digital Trends, ArtSlant, Art F City, and Dazed Digital. Haydiroket
has 15.5 BILLION views on his Giphy page.

Juki

Juki, istanbul'da dogdu ve buytdi. Hayattaki ilk anlarindan beri
hatiralar topladi ve kendi filtresinden gecirdi. Mimarlik okudu ve
insan ile mekan arasindaki iliskiyi 6grendi. Juki, riya ve hatira
kirintilarinda buldugu hisleri ve duygulari anlatiyor, gésteriyor.

Kien

2001 yilinda graffiti ile tanisan Kien, uzun yillar istanbul'un cesitli
sokaklarinda calismalar gerceklestirdi. 2011 yilinda Marmara
Universitesi, GSF Grafik Tasarim baéluminden mezun olduktan
sonra sanat yonetmeni olarak bircok reklam ajansinda calisti.
Reklamcilik kariyeri esnasinda da graffiti-street art calismalarini
strdUren Kien, 2019 yilinda kurdugu kendi stidyosunu sanat ve
tasarim alaninda isler Uretmeye devam etmektedir.

Juki is an artist born and raised in Istanbul. Collecting memories and
passing them through his filter as far as he can remember. Studied
architecture and learned about the relationship between space
and people. Storytelling feelings and sensations from familiar tiny
spaced-out moments and daydreams.

Kien, who was introduced to graffiti in 2001, has worked on various
streets of Istanbul for many years. After graduating from Marmara
University, Fine Arts Department Graphic Design in 2011, he worked
as an Art Director in several advertising agencies. Continuing his
graffiti-street artworks during his advertising career, he founded his
studio in 2019, where he continues to produce works in the field of
art and design.
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Kubra, istanbul'da, tarihi olan estetik bir sehirde dogdu. Kendi
gercekligini yaratiyor ve dinyaya bir pencere daha ekliyor.
Korkularindan, travmalarindan, fantezilerinden, hayallerinden,
ikiliklerden ve etnik unsurlardan ilham ahyor.

ikililigin unsurlari, bir kaos icinde bir detay, arabeskteki mistisizm,
ironi ve dlzen onun eserlerinde hayat buluyor. Bir sanatei olarak
nefes alip verme micadelesinin guzelligini tum ntanslaryla
sanatina aktarmayi hedefliyor.

MEKAZOCO’
(Derin Ciler)

Derin Ciler, istanbulda yasayan bir illistratér ve tasarimcidir.
2007den beri MEKAZOO takma adiyla yaptigi eserleri Nike,
Disney, Riot Games gibi markalar icin ayakkabi, oyuncak, giyim
ve daha pek cok Urtnlerde kullaniimistir. Kriiw sanatei kolektifinin
kurucu ortagidir ve 2015 yilindan bu yana Kriw ile 8 sanat sergisi
dizenlemistir. En blylk ilham kaynaklari; cocuklugunun gectigi
80'ler ve 90'lardir.

KUbra Su Yildirim

Kubra was born from the aesthetic and historic city of Istanbul. She
adds a window into her dream world by creating her own reality. A
realm inspired by her fears, traumas, fantasies, dualities, dreams and
ethnic elements.

Her creations are also enlivened by the elements of the dichotomy,
details in chaos, mysticism in arabesque, irony, and order. As an
artist, she aims for her art to convey the beauty of the struggle for
breathing with all its nuances.

Derin Ciler is an illustrator and designer based in Istanbul, Turkey.
Since 2007 under MEKAZOO nickname, his works have been used
for a broad variety of products including shoes, toys, clothing and
many more for brands like Nike, Disney, Riot Games. He is the
co-founder of Kruiw artist collective and organised 8 art shows with
Kruw since 2015. His biggest inspirations are the 80's and 90's where
his childhood took place.

Mert Tugen

Mert Tugen 1992 yilinda Gaziantep'te dogdu. Anadolu Universitesi
Gulzel Sanatlar Fakultesi Animasyon Bolimd'nde okudu. Serbest
illistratér olarak bircok cocuk kitabi resimledi ve bircok
yayinevine, ajanslara, marka ve dergilere cesitli illistrasyon
isleri yapti. 2019'da resimledigi, imge Yayinevinden cikan; James
Joyce'un “Kedi ile Seytan” kitabi Aydin Dodan Vakfi tarafindan
Cocuk Kitabi illistrasyon éddline layik gérildi.

Calismalary, illistrasyonlarin yani sira animasyonlar, GIF'ler, ve
duvar resimlerini de icerir. Yurt ici ve yurt disinda bircok sergiye
katilmistir ve bagimsiz dergilerle, alt kiltir mazisyenlerle ve bazi
sivil toplum kuruluslariyla da birlikte Gretmeye devam etmektedir.

Mart 2020'de ise Portodaq, ilk kisisel sergisi olan “First Date”i
actl. Sergi fobiler, kaygilar, ergenlik, modern insan sorunlari ve
kisilerarasi iliskiler gibi konulara dedinen cizgi 6ykullerden ve
portrelerden olusuyor.

Ayni yil bu cizgi 6ykuleri “First Date With Me” ismiyle mini
kitap haline getirdi. Simdilerde illistrasyon Uzerine Uretimlerine
devam ederken bir yandan “Hav Hav!” ismini verdigi Lo-Fil muzik
projesiyle de ilgilenmektedir.

Mert Tugen born in 1992. Studied Animation Department in Anadolu
University Fine Arts Faculty. As a Freelance illustrator he illustrated
many children's books and drew various illustrations to many
publishers, agencies, brands and magazines. In 2019 the book he
worked up with Imge publishing house; James Joyce's the Cat and
the Devil was awarded by Aydin Dogan Foundation with children’s
book illustration award.

His work includes Animations, gifs and murals besides illustrations.
He attended to many exhibitions both domestic and foreign and he
has been collaborating with independent magazines, subculture
musicians, underground venues and Ngo's voluntarily.

In March 2020 he opened his first personal exhibition “First Date”
at Porto. Exhibition Focuses on subjects such as phobias, anxieties,
adolescence, modern human problems and interpersonal
relationships in format of comics and portraits.

In 2020 he also published a mini book called “First Date With Me"
which consists of these stories. These days while working on his
illustrations he also works on his Lo-Fi music project called "Hav
Hav!”
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Osman Kog, yaratici teknolojist ve sanatei olarak, yaratici
programlama, fiziksel isleme ve dijital imalat metotlarini
kullanarak, sanat bilim ve teknoloji kesisiminde isler Gretmektedir.
Cesitli yazilim, sensor ve gorintl teknolojilerini harmanlayarak,
gorsel-isitsel performanslar, duyarli-kapsayici ortamlar ve
etkilesimli yerlestirmeler Uretmektedir. Kendi yazilimlariyla
doga bilimlerinden esinlenen hareket ve davranis bicimleri
programlayarak, bag kurabilecek kadar tanidik ve ayni zamanda
farkli yorumlanabilecek kadar yabanci olmasi islerinin soyut
dogasindan gelmektedir.

istanbul'un ilk makerspacelerinden olan iskele47'nin  kurucu
ortaklarindan olup, MakerFaire Istanbul organizasyonunda aktif
rol almistir. Yeditepe ve HBK-Saar (Almanya) Universitelerinden
fiziksel etkilesim tasarimi dersleri vermis olup, teknolojinin yaratici
kullanimlari Gzerine bircok calistay yonetmistir. NOS Visuals isimli
gorsel-isitsel ekibin kurucu ortagi, Epitome isimli parametrik
mimari  kolektifinin Uyesi ve Noisebridge Hackerspace'in
destekcilerindendir.

isleri Exploratorium, Gray Area Foundation, Ars Electronica,
Signal Isik Festivali, TodaysArt Sanat Festivali, Carnegie Sanat
Muzesi, Bilgisayar Tarihi Mizesi, Daejeon Sanat Mizesi ve Cin Milli
MUlzesinde sergilenmis olup, yaratici teknolojist olarak Unity3D,
Adidas, IBM, HP, Salesforce, Capital One ve Microsoft gibi bircok
global marka ile calismistir. Faaliyetlerine San Franciscoda
devam etmektedir.

Osman Kog¢ is a creative technologist / artist. He uses creative
coding, physical computing and digital fabrication as his production
methods to create works that exist at the intersection of art,
science and technology. He creates audio-visual performances,
responsive, immersive environments and interactive installations by
incorporating various sensors and display technologies. He develops
custom software to program behaviors and movement patterns that
are inspired by natural sciences. The abstract nature of his works
aims to be familiar enough to spark recognition and alien enough to
leave room for interpretation.

He co-founded Iskele47 one of the first makerspaces in Istanbul and
was one of the organizers of the Maker Faire Istanbul. He taught
classes on creative coding and physical interaction design in HBKSaar
(Germany) and Yeditepe University (Turkey), many workshops on
creative technology. He is a co-founder of the audio-visual trio NOS
Visuals, a member of parametric architecture collective Epitome,
and a proud philanthropist of the Noisebridge hackerspace.

His works have been exhibited at Exploratorium, Gray Area, Ars
Electronica, Signal Festival, TodaysArt Festival, Camegie Museum
of Arts, Computer History Museum, Daejeon Museum of Art and
National Museum of China. He worked as a creative technologist
in many projects for multinational brands such as Unity3D, Adidas,
IBM, HP, Salesforce, Capital One and Microsoft. He lives and works in
San Francisco and represented worldwide by Sozo Artists.

Yeni medya sanatgisi Ozan Turkkan, Tekirdag'da dogdu (1980).
Multimedia ve dijital sanat alaninda ABD'de, Avrupa’nin farkh
sehirlerinde ve istanbulda uzun vyillar calisti. Dijital medyaya
adim atmadan énce U.S. Salamanca ve Barselona'da sanatin
farkl disiplinlerinde egitim aldi. Salamanca Universitesi Giizel
Sanatlar Akademisinden mezun olduktan sonra, ytksek lisansini
uzun sure kaldigi Barselona'da BAU Escola Superior de Disseny'de
Multimedia Gzerine tamamlad.

islerini deneysel medya ve dijital sanat etrafinda, generative
(jeneratif) sanat, fraktal ve algoritmik sanati merkez alarak
olusturur. Ses 6nemli bir unsurdur.

OzanTurkkan'in genelilgi alaninda deneysel medya ve dijital sanat
olup, calismalar &zellikle generative (jeneratif) sanat, algoritmik
sanat, fraktal geometri, deneysel video ve enstalasyonlar
Uzerinde yogunlasmaktadir. Ses onemli bir unsurdur. Bilim ve
sanat arasindaki baglar kesfetmeyi seven sanatgi, doganin
algoritmasi, evrenin dinamik fraktal yapisi, cok boyutluluk, diizen
ve duzensizlik, gibi konular temelinde, glincel bilgisayar araclari
ve farkli yazilim dillerini kullanarak daha ¢ok Fraktal Geometri
odakh hareketli ve hareketsiz imajlar Gretmekte, interaktif
enstalasyonlar gelistirmektedir.

Dodganin dengesi ve isleyisindeki sorgulamalarini izleyiciye
aktarmada teknolojiyi bir kanvas gibi kullanir. ilgi cekici interaktif
enstalasyonlarinda kontroll ve otoriteyi izleyiciile paylasir. Hayati
dogrusal ve keskin hatlar icerisinde algilamaya kosullandiriimis
dUsiince yapimiza karsilik aslinda evrenin surekliligi ve ayniyi
tekrar etmeyen dogasinin ifadesi icin platform olusturur.
Hayatinin uzun dénemini bircok sehirde gecirmis olmasi ve
istanbul gibi titresimi yiksek, tikenmez bir enerji ve aclkla
bUyUyen bir kozmopolit sehir ile olan baglantisi, sanatcida cok
kilturltlik ve kozmopolitlik duyusunu derinlestirmistir. Karmasik
yapilar ve kultur, birbiriyle celisen ve bir arada var olan renkler
ve cesitlilik unsurlari, sanatcinin islerinde, dizen ve kaotik olanin
birlikteligine odaklanmasinda etken olur.

Turkkan aktlel olarak Viyana'da yasamakta ve calismalarini
Viyana ve Istanbul'da siirdiirmektedir.

Ozan Turkkan

Vienna based new media artist, Ozan Turkkan (1980) is working
at the intersection of art and technology. His work is centred
on experimental digital media with a focus on generative and
algorithmic computer art, fractal geometry, mixed reality experiences,
interaction, and motion as a reflection of the impermanent nature
of existence, human and social behaviour. He uses technology as
a canvas to create innovative and engaging digital art installations.
He likes to explore the many-folded boundaries between science, art,
and new technologies and combine different media elements in a
creative process. Before the very first steps in digital media, he studied
and practised various art disciplines in Philadelphia, Salamanca,
and Barcelona in collaboration with numerous institutions, and art
centres. After he graduated from The University of Salamanca, he
received his Master's degree in Multimedia at BAU (Escola Superior
de Disseny, Universitat Central de Catalunya) in Barcelona, where he
lived and worked many years as a new media artist.

His work has been exhibited in Art Centers, Museums, and Galleries
such as; Santa Monica Art Centre Barcelona, Reina Sofia Museum
Madrid, Centre of Contemporary Art Luigi Pecci Florence, Torrance
Museum Los Angeles, Victoria House London, Lincoln Center
NY, Banannefabrik Luxembourg, Europalia Art Festival Brussels,
Les Brigittines Contemporary Arts Centre Brussels, Museum of
Contemporary Art Belgrade, Santral Istanbul, Akbank Art Istanbul,
Gallery Mitte Barcelona, LOOP Videoart Festival Barcelona,
Rotterdamse Schowbourg Rotterdam, WUK Vienna...

Living in numerous cities throughout his life Ozan Turkkan has
developed a sense of multiculturalism and cosmopolitanism which
characterized his works. Complicated structures, conflicting and
coexisting colours, and diversity have been a parameter to push the
artist to stress on a complex field that is converging around the art,
new technologies, and the sciences of nature.
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Sanatsal Uretimleri insan-teknoloji iliskisinin teorik ve pratik
boyutlarina odaklanir. Artut'un calismalari Zilberman Gallery
(Berlin), Dystopie Sound Art Festival (Berlin), Moving Image (New
York), Artl3 (Londra), ICA (Londra), Art Hong Kong,10. istanbul
Bienalinde sergilenmistir. Post-rock avangard muizik grubu
Replikas ile bir cok albim cikarmistir. RAW isimli canli kodlama
ybnetmiyle ses ve gorintl performansi sunan ikilinin Gyesidir.

Selin Cinar

1989'da Eskisehirde dogdu. Anadolu Universitesi Grafik Tasarim
boliminden mezun oldu. Okul hayati boyunca yurt ici ve yurt
disinda bircok sergiye katildi. Universitenin 2. senesinde freelance
isler almaya basladi. Bir stre sonra cesitli ajanslarda calismayi
denedi ama isyerindeki hiyerarsi ve patron etkeni ylzinden
bu islerin boyle yurimeyecedini anlayip kendi isine odakland.
Yaklasik 8 senedir profesyonel olarak illistrasyon projelerinde yer
aliyor: Apple, Mercedes-Benz, Efes, Nike, Adidas gibi bir cok buytk
marka ile glzel islere imza atti. Bu stre zarfinda ¢cocuklugunun
en blylk hayali olan albim kapagi tasarimi calismalar da
gerceklestirdi ve bircok basarili mizisyen sanatci ile calisti. Yine
2019'da Can Yayinlari icin Gabriel Garcia’nin edebiyat dinyasinin
en cok ses getiren eserlerinden biri olan Yuzyillik Yalnizlik kitabini
resmetti. Apple is birliginden sonra 1 aylik Japonya gezisiyle
zihnini ve sanatini besledi. ilerleyen yillarda Japonya'da yasama
hayaliyle calismalarina tam gaz devam ediyor. illistrasyon disinda
muzik ve fotografla ilgileniyor.

Selcuk Artut

Selcuk Artut (1976). His artistic research and production focus on
theoretical and practical dimensions of human-technology relations.
Artut's artworks have been exhibited at Zilberman Gallery (Berlin),
Dystopie Sound Art Festival (Berlin), Moving Image (New York), Art13
(London), ICA (London), Art Hong Kong, Istanbul Biennale. He has
released many albums with the music group Replikas. In 2016, he
co-founded RAW which produces works through creative coding
and live-coding techniques.

Selin was born in 1989 in Eskisehir. She graduated from the Anadolu
University Department of Graphic Design. She participated in many
national and international exhibitions. She started taking freelance
jobs in her second year of university. She tried to work in various
agencies but realized that the workplace's hierarchy and boss factor
would not work for her. Selin has been professionally involved in
illustration projects for about eight years and has worked with big
brands such as Apple, Mercedes-Benz, Efes, Nike and Adidas. She
realized her childhood dream by designing album covers and
working with many successful musicians. Also, in 2019, she illustrated
Gabriel Garcia's book “One Hundred Years of Solitude,” one of the
most influential works in the literary world, for Can Yaywnlar. After
collaborating with Apple, she refreshed her mind and her art with
a 1-month trip to Japan. Selin continues to work at full speed with
the dream of living in Japan in the upcoming years. Apart from
illustration, she is interested in music and photography.

Tolga Tarhan

Tolga Tarhan, Marmara Gizel Sanatlar'in ardindan M.S.G.SU
Resim Bolumd'nd bitirdi. 2014 yilinda Venedik Gizel Sanatlar
Akademisi'nde egditim gordu. Yillar icinde illistrator, animator ve
tasarimei olarak UEFA Sampiyonlar Ligi, Los Angeles Times, Sony
Music Entertainment, Entertainment One gibi markalarla calisti.
Su an New York'ta yasayan Tolga, profesyonel calismalarinin yani
sira, NFT projelerine de devam ediyor.

Tolga Tarhan has majored in Painting at Mimar Sinan Academy of Fine
Arts after attending the Faculty of Fine Arts at Marmara University. In
2014, he has studied classical painting at Accademia di Belle Arti
di Venezia. Over the years, he's worked with clients including UEFA
Champions League, Los Angeles Times, Sony Music Entertainment,
and Entertainment One as an illustrator, animator, and designer.
He is currently based in New York and he continues to work on NFTs
alongside his professional projects.

VAMK (Ucman Balaban)

VAMK, Ucman Balaban'in Londra merkezli hareketli grafik tasarim
stidyosu olup, muzik videolari, aciklayici videolar ve sosyal
medya ile ilgili seyleri tasarlama, resimleme ve canlandirma
konusunda uzmanlasmistir.

VAMK is Ugman Balaban's London-based motion graphics design
studio, specializing in designing, illustrating and animating music
videos, explainer videos and social media related stuff.
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Yagmur Uyanik, islerinde insanlar ve dinya arasindaki iliskiyi,
kaltarel sistemlerin olusumunu, anlamlarini ve mekansal
baglamlarini ve zamani anlamanin farkh yollarini arastirmakla
ilgilenen bir sanatci. Uyanik, pratiginde objelerin ve araclarin
dedisen konumunu, kultarlerdeki melezligi ve bilgi UGretme
sistemlerindeki déntsimleri inceliyor. Malzeme ve Uretim Uzerine
farkli arastirmalar yoluyla kimlik, 6zgtnlik ve temsil kavramlarina
odaklanan multimedya enstalasyonlari Uretiyor. Calismalarinda
heykel, video ve ses medyalarini, ¢cogu zaman da c¢agdas
teknolojileri  kullaniyor ve teknoloji ile bilgi Uretiminin tarihi
arasindaki iliskiyi arastiran distince deneyleri yapiyor. Uyanik’in
isleri bir arada, mekan ve toplum baglaminda insan etkilesimleri
Gzerine farkli arastirma bicimlerini yansitiyor.

Uyanik, lisans egitimini istanbul Bilgi Universitesi Mimarlk
boliminde, yUksek lisans egitimini Fulbright bursiyeri olarak
San Francisco Art Institute'te Sanat ve Teknoloji alaninda
tamamladi. Egitimi boyunca ses ve muzik alaninda c¢alismalar
yapti. Uyanik'in isleri, Ars Electronica, Linz; ZKM Center for
Art and Media, Karlsruhe; Akbank Sanat, istanbul: Sonar D+,
Barselona; Furtherfield Gallery, Londra; Cenevre Uluslararasi Film
Festivali, Cenevre; Exploratorium ve Diego Rivera Gallery, San
Francisco gibi kurumlarda sergilendi ve Archinet, Designcollector,
Designmilk, FRAME Magazine gibi uluslararasi yayinlarda yer ald.

Yagmur Uyanik

Yagmur Uyanik explores the relationship between humans and the
world, the meaning and making of cultural customs, and their spatial
contexts. She examines the shifting status of objects, hybridity in
cultures, and transformations in the modes of knowledge-making.
Her practice centers around creating multimedia installations that
investigate notions of identity, authenticity, and resonance through
divergent research on material, production and their relationship
with technology.

Uyanik has received her Bachelor's degree in Architecture from
[stanbul Bilgi University and her Master's degree in Art & Technology
from San Francisco Art Institute as a Fulbright scholar. Her work
was shown internationally at institutions including Ars Electronica,
Linz; ZKM Center for Art and Media, Karlsruhe; Akbank Sanat,
[stanbul; Sonar D+, Barcelona; Furtherfield Gallery, London; Geneva
International Film Festival, Geneva; Exploratorium and Diego Rivera
Gallery, San Francisco. Her work was written about in publications
such as Archinet, Designcollector, Designmilk, FRAME Magazine, and
Earmilk.

Yigit Yerlikaya, illistrator/tasarimel. 1993 yilinda Manisa'da dogdu.
2014 yilinda Universite okumak icin izmire tasindi, 2019 yilinda
izmir Ekonomi Universitesi, Gorsel iletisim Tasarimi bélimuinden
mezun oldu.

Freelancer olarak grafik tasarim, dijital illistrasyon, 2D animasyon
ve karakter tasarimi Gzerine farkli projelerde calisti ve aktif olarak
kisisel illistrasyon projeleri Gzerinde calismakta.

ic Mimar, Kiiratér, Arastirmaci

italyan Lisesi'nden mezun olduktan sonra, Bilkent Universitesi
ic  Mimarlk ve Cevre Tasarimi Bsliming tamamlad.
Yiksekdgrenimini NABA Nuova Accademia di Belle Arti
Milano'da “Gérsel Sanatlar ve Kiratérlik” dalinda yapti. Yurt ici
ve yurt disinda cesitli projelerde ve organizasyonlarda calisti,
pek cok yayin ve sergi katalogunun hazirlanmasina katkida
bulundu. Arastirma alanlari dijital sanat, goérsel kiltir ve medya
calismalaridir.

Yigit Yerlikaya

Zeynep Arinc

Yigit Yerlikaya, illustrator & designer was born in 1993 in Manisa.
He is graduated in 2019 from Visual Communication Design, Izmir
University of Economics in Izmir, Turkey.

He has worked on many projects including digital illustration, 2D
animation, character design, graphic design. Currently he lives in
Izmir / Turkey, focusing on tasks as a freelance artist & working his
personal projects on digital illustration.

Interior Architect, Curator, Researcher

After graduating from Italian High School, she completed Bilkent
University, Department of Interior Architecture and Environmental
Design. She completed her MA with honors degree in NABA
Nuova Accademia di Belle Arti Milan in the field of "Visual Arts and
Curatorial Studies”. Anng¢ worked in various international projects
and organizations, contributing to many publications and catalogs.
Her research areas are Digital Art, Visual Culture and Media Studies.
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