I
DiJi- ’

TAL X
GILER

DIGITAL SERENDIPITY

07.12.2022
19.04.2023

AKBANK
SANATEN




SEZGILER

DIGITAL
SERENDIPITY

07 Aralik December 2022
19 Nisan April 2023



Helena Nikonole

Sanatcilar | Artists
Alper Yesiltas, Anna Ridler, Anna Shustikova,
Dilara Baskoylu, Feileacan McCormick,
ha:ar, Ozan Turkkan, Robertina éebjclnié,
Roman Solodkov, Sofia Crespo

VIDEO PROGRAM
Kiratorler | Curators
Helena Nikonole, Nikita Prudnikov

Katilimcilar | Participants
Brendan Baldwin, Dekxi, Denis Shiryaey,
Derrick Shultz, Eric Drass, Gabriele Dente,
Gene Kogan, Mike Wong, Rivers Have Wings,
Rong Qin, Roope Rainisto, Vsevolod Taran



“Dijital Sezgiler” sergisi, yeni medya sanati ve internet
kdltdrdnun dilinde yapay sinir aglari olgusunu inceliyor. Proje
cercevesinde Yapay Zekd hem bir ara¢ hem de felsefi bir
kavram olarak ele alintyor ve Yapay Zeké&nin cagdas sanat,
kaltdr, insanlar ve toplum Uzerindeki etkisi inceleniyor. Sergide
yeni medya sanatinin dinya capinda énde gelen isimleriyle
sanat ve teknoloji kesisiminde deneyler yapan genc
sanatgcilarin eserlerinin yani sira kodlayicilar, arastirmacilar
ve Makine Ogrenimi meraklilari tarafindan Gretilmis projeler
de seyirciyle bulusuyor.

Kitle kaltirinde olumlu bir tekillik imgesi mevcuttur;, Genel
Yapay Zekdnin ise insanliga rakip oldugu, kusurlu ve miadi
dolmus insan beynini asmaya ve onun 6tesine gecmeye
calistigi resmedilir. Ancak buginidn Dar Yapay Zekdési, etik ve
siyasi olarak aslinda kitle kiltirinde sunuldugu halinden cok
daha karmasik bir olgudur.

Modern Yapay Zekd, cesitliligi ve cok yonluligl sayesinde
sadece bilimde, is dinyasinda, sagdlik hizmetlerinde ve
egitimde degil sanatta, tasarimda ve mizikte de yaygin bir
bicimde kullaniliyor. Béylece sadece yeni gezegenler ve ilaclar
degil yeni estetik bicimler de kesfetmemize yardimci oluyor.

Ote yandan, otomatik égrenme algoritmalarinin pek cok
sinirt ve isledikleri verilerden 6grenebildikleri s6zim ona 6n
yargilari var. Buna ragmen Yapay Zekd simdiden geri besleme
dénguleri olusturmaya, bu sayede fiziksel dinyada olup
bitenleri etkilemeye ve pek cok ‘algoritmik kontrol’ bicimine
alet olmaya basladi.

Sergi, yeni medya sanatinda Yapay Zekd ile birlikte
calismaya dontk pek cok yaklasimi bir araya getiriyor: sinir
aglar estetigi incelemesi, bunlarin modern diinyaya etkilerine
dair elestirel bir bakis acisi; posthiimanizm baglaminda, yeni
teknolojiler araciligiyla dogayi daha iyi anlamamizi saglayan
projeler. Sergiye; kiratér rehberliginde turlar, sanatei
konusmalari ve panellerden olusan kamuya acik bir program
eslik ediyor.

Helena Nikonole

*Katalogda yer alan tiim sanat eserlerinin aciklamalari, veri
olarak sanat¢i metinleri ve kiiratéryel metinlerin Yapay Zeka
tarafindan derlenmesiyle olusturulmustur.

“Digital Serendipity” exhibition explores the phenomenon
of artificial and Internet culture neural networks within the
language of new media art. The project considers Artificial
Intelligence as a tool and philosophical concept, and analyzes
its impact on contemporary art and culture as well as human
and society. It presents both projects of the world stars of new
media art and young artists experimenting at the intersection
of art and technology along with the projects created by
coders, researchers and Machine Learning enthusiasts.

Mass culture offers a popular image of singularity, wherein
strong Artificial Intelligence, humanity’s antagonist, is trying
to overcome and go beyond the imperfect and obsolete
human brain. However, today’s weak Al is in fact a significantly
more ethically and politically complex phenomenon than the
one presented in mass culture.

Due to their diversity and versatility, modern Artificial
Intelligence becomes not only a tool applied in science and
business, healthcare and education, but it is widely used in
art, design and music. It helps us to discover new planets and
drugs as well as the new aesthetics.

At the same time, machine-learning algorithms have a
number of limitations and so-called biases that they can
learn from data. Despite this, Artificial Intelligence is already
forming feedback loops, affecting what happens in the
physical world, as well as becoming a tool for various forms
of so-called algorithmic control.

The exhibition will brings together various approaches to
working with Artificial Intelligence in the field of new media
art: from the study of the aesthetics of neural networks, to a
critical understanding of their impact on the modern world,
as well as projects in the post-human context that expand
our understanding of nature through new technologies. The
show is accompanied by a public program: curatorial tours,
artist talks and panels.

Helena Nikonole

*All artwork descriptions in the catalogue are Al-generated
with artist texts and curatorial texts as an input.
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Alper Yesiltas

“Hicbir Sey Olmamis Gibi”, istanbul'da yasayan avukat ve dijital sanatci Alper Yesiltas'in stiregiden foto-portre serisidir. Proje;
Madonna, Michael Jackson, Freddie Mercury, Prenses Diana, Jimi Hendrix, Amy Winehouse ve Heath Ledger gibi Unlulerin,
yasamlari farkli bir seyir izleseydi neye benzeyebilecedini tahayyull ederek pop kiltir mitolojisinde alternatif anlatilar olusturan
foto-gercekei portreler yaratmak Utzere pek cok Yapay Zeké& aracini kullanmaktadir. Sanatei; ziyaretcileri, teknoloji ve Yapay
Zekanin sanat Gzerine dislinme bicimimizi nasil degistirdigini ve tahayyll edilebilen her seyi gercede tasimak lGzere nasil
kullanilabileceklerini distiinmeye davet ediyor.

Yesiltas, Yapay Zekd teknolojisinin imkanlarini kesfetmek isterken amaclarina ulasmak Gzere bir dizi farkl yazihm programi
kullanmaktadir. Bu aletlerden bazilari, Yapay Zekd yardimiyla dijital gérintileme amacl kullaniimakta olup digerleri gercekei
doku, 1sik ve fotograf dizenleme etkileri yaratmak Gzere kullanilirlar. Yesiltas'a gére, bu strecin en énemli kismi, gérintulerin
gercekei hissettirmesini saglamaktir; portresini yaptig kisilerin bir hayran olarak ona “gercek” gibi geldigi noktaya ulasmaya
calisir. Karsisinda duran gérdntinin boyle bir gercekcilik duzeyine ulastigini hissetmekten buytk keyif alir ve izleyicileri de
portrelerle etkilesime gecerek bu deneyimi onunla paylasmaya davet eder.

“As If Nothing Happened” is an ongoing series of photo-portraits by Alper Yesiltas, a lawyer and digital artist based in Istanbul.
The project uses various Al tools to create photo-realistic portraits that draw alternative narratives within the mythology of
pop culture, imagining how famous figures such as Madonna, Michael Jackson, Freddie Mercury, Princess Diana, Jimi Hendrix,
Amy Winehouse, and Heath Ledger might look if their lives had taken different turns. The artist invites viewers to consider how
technology and artificial intelligence are changing the way we think about art, and how they can be used to imagine and bring
to life anything that is imaginable.

Yesiltas is interested in exploring the possibilities of Al technology, and uses a range of different software to achieve his goals.
Some of these tools are used for digitally imagining things with the help of Al, while others are used for creating realistic textures,
light, and photo editing effects. The most important part of the process for Yesiltas is making the images feel realistic, and he
works to achieve a state where the subjects of his portraits feel “real” to him as a fan. He enjoys the moment when he feels that
the image in front of him has achieved this level of realism, and invites viewers to share in this experience through their own
interactions with the portraits.

Hicbir Sey Olmamis Gibi
Yapay Zekéa Tabanli Fotograflar
C-print Mat Baski

60x60 cm
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Anna Ridler

“Sirkadiyen Ciceklenme”, insan-olmayan zaman okuma bicimleri kavramini kesfeden bir enstalasyondur. Eser, krono-biyolojik
saatleri olan, yani ginin belli saatlerinde cicekleri acip solan bitki goértntuleriyle dolu ekranlardan olusur. Bu davranis, isik dizeyi
veya mevsim gibi dissal uyaranlardan bagimsiz gerceklesir ve enstalasyonun, programlandigi enlem ve boylamlari tami tamina
yansitacak sekilde gtinlik olarak degisen bir tir saat islevi gérmesine mahal verir. Saat, safak vaktinden gin batimina ilerleyecek
sekilde tasarlanmis olup farkli cicek imgeleri giin boyu gercek zamanda evrilir, bitkilerin cicekleri dogru zamanlarda acar ve
solar. Proje, 18. ylzyilda Carl Linnaeus’un bu olguyu bazi ciceklerde gézlemledikten sonra éne strdigu “horologium florae” veya
cicek saati fikrinden ilham almistir. Ancak cicek saati, bir bitkinin sirkadiyen ritmini etkileyen cografya, iklim ve 1sik miktari gibi
etkenlerden dolayi blyik 6lctide kavramsal diizeyde kalmistir. Dijital ortamda ¢calisan sanatci, bu kavrami gercege donltstirmeyi
basararak bilgisayarlar tarafindan kullanilan kesin ve dogru zaman okuma yéntemleri ile bitkilerin organik, dngérilemez tabiatlar
arasinda bir gerilim yaratir. Enstalasyon; ziyaretgileri, baska, insan-olmayan zaman okuma bicimleri ve zamanin kavramsal olarak
nasil isledigi Uzerine disinmeye davet ediyor. Buna ek olarak; eser, insan mamull olan ile dogal olan arasindaki gerilime, ayrica
teknoloji ve bilimin zamani anlama ve 6leme bicimimizi nasil sekillendirdigine dikkat cekiyor.

“Circadian Bloom” is an installation that explores the concept of non-human ways of keeping time. The piece consists of
screens that are filled with images of plants that have chronobiological clocks, meaning that they will consistently open and
close their flowers at fixed times of the day. This behavior is independent of external stimuli, such as light levels or seasonality,
and allows the installation to function as a kind of clock that changes daily to reflect the precise longitude and latitude it is
programmed for. The clock is designed to start at dawn and end at dusk, and the imagery of the different flowers evolves in real
time throughout the day, blooming and closing at the correct times. The project is inspired by the idea of a “horologium florae,”
or flower clock, proposed by Carl Linnaeus in the 18th century after observing this phenomenon in certain flowers. However, the
flower clock has remained largely a concept due to the complications involved in observing the various factors that influence a
plant’s circadian rhythm, such as geography, climate, and light levels. By working digitally, the artist is able to make this concept
a reality, creating a tension between the highly precise and accurate timekeeping methods used by computers and the organic,
unpredictable nature of plants. The installation invites the viewer to reflect on other, inhuman ways of defining time and how time
works conceptually. Additionally, the work draws attention to the tension between the artificial and the natural, and the ways in
which technology and science have shaped our understanding and measurement of time.

Sirkadiyen Ciceklenme / Circadian Bloom, 2021
Cok Kanall Yerlestirme / Multichannel Installation
StyleGAN2 [Uretken Cekismeli Aglar (Gan)]
StyleGAN2 (Generative Adversarial Network)
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Anna Shustikova

Proje, sanatcinin sinir aglarina gémuld 6n yargilara ve yanl kararlara dair stregiden arastirmasinin bir parcasidir. Otomatik
6grenme algoritmalari genelde karar alma amach kullanilirlar. Bu ylzden sosyal medyada hangi icerikleri gérecegimizden, krediye
erisimimize kadar yasamlarimiz Gzerinde kritik 6neme sahip olabilirler. Bu algoritmalar blylk veri tabanlari kullanilarak egitilirler
ve kararlari bize nesnel gibi gelebilir. Ancak insanlar tarafindan etiketlendiklerinde; algoritmalar, toplumsal cinsiyet stereotipleri
ve glzellik Gzerine goérusler gibi insanlara mahsus 6n yargilari 6grenerek yeniden Uretebilirler.

Bu projede; sanatci, “glzellik” ve “feminenlik” gibi kavramlarin poptiler ImageNet veri tabaninda nasil temsil edildiklerini incelemek
Uzere metin aramasina dayanarak goérintl Greten bir sinir agi kullanmaktadir. Sinir aginin drettigi gorantdiler, algoritmalarin disi
bedene dair eril bakis acisina dayali glzellik standartlarini yeniden Gretme strecini yansitan Gc boyutlu heykeller seklinde sunulur.
ImageNet veri tabanina dayali CLIP (metinden gorintl Gretme) Yapay Zekd mimarisini kullanan sanatei, bu kavramlarin veri
tabaninda nasil gésterildigini kesfediyor ve otomatik 6grenme algoritmalarinin potansiyel 6n yargilarina isik tutuyor.

Proje; ziyaretcileri, insan 6n yargilarinin Yapay Zeka Gzerindeki etkisini ve bu 6n yargilarin toplum Gzerindeki muhtemel etkilerini
g6z 6ntinde bulundurmaya davet ediyor. Her ne kadar Yapay Zeké& nesnel ve tarafsiz gibi gériinse de onun da nihayetinde egitildigi
veriler ve bu verileri etiketleyen insanlar tarafindan sekillendirildigini hatirlatiyor. Bu 6n yargilari kesfeden sanatci; bizleri, Yapay
Zeka sistemlerine 6n yargilarimizi bilmeden nasil dahil edebilecegimiz konusunda dikkatli olmaya ve bu 6n yargilarin bireyler ve
genel olarak toplum UGzerine etkilerini distinmeye tesvik ediyor.

This project is part of the artist’s ongoing research on the prejudices and biases that can be embedded in neural networks.
Machine learning algorithms are frequently used for decision-making and can have a significant impact on our lives, from the
content we see on social media to our access to loans. These algorithms are trained using large datasets, and it may seem that
their decisions are objective. However, when these datasets are labeled by people, the algorithms can learn and reproduce their
biases, such as gender stereotypes and ideas about beauty.

In this project, the artist uses a neural network that generates an image based on a text query to examine how concepts such
as “beauty” and “femininity” are represented in the popular ImageNet database. The images generated by the neural network
are presented as a series of 3D-printed sculptures that illustrate the process of algorithms reproducing beauty standards based
on a male perspective of the female body. By using the CLIP (text-to-image) Al architecture, which is based on the ImageNet
database, the artist is able to explore how these concepts are portrayed within the database and highlight the potential biases
in machine learning algorithms.

The project invites the viewer to consider the influence of human biases on Al and the impact these biases may have on
society. It is a reminder that, while Al may seem objective and impartial, it is ultimately shaped by the data it is trained on and
the people who label that data. By exploring these biases, the artist encourages us to be more mindful of the ways in which we
may unconsciously introduce prejudice into Al systems and to consider the consequences of these biases on individuals and
society as a whole.

Dokunabilirsin, Oynayabilirsin

You Can Touch, You Can Play, 2021

3D Baski Heykel / 3D Printed Sculpture
Plastik, Text2image Sinir Ag

[CLIP (Karsit Dil-Gérinti On Egitimi)]

Plastic, Text2image Neural Network CLIP
(Contrastive Language-Image Pre-Training)
52x20x20, 43x20x20, 43x20x20
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Dilara Baskoylii

“Beden Formasyonlari”, StyleGAN ve text2image sinir aglari gibi pek cok Yapay Zek& mimarisi ile deneyler yapan bir sanatc¢inin
yeni estetik baglaminda yarattidi bir dijital kolaj serisidir. Proje, analog siyah beyaz ciplak kadin fotograflarindan ibaret bir arsivin
bulunmasiyla baslar, daha sonra bu fotograflar son teknoloji Yapay Zeké algoritmalari kullanilarak dijitallestirilir. Bu sekilde elde
edilen oyunbaz ve ihlal edici goriintuler, alisiimadik sekilleri ve dokulariyla geleneksel ikili toplumsal cinsiyet normlarina ve bedenin
normalizasyonuna meydan okur.

Seride yer alan disi formlar, sanatcinin toplayarak arsivledigi analog fiziksel fotograflarla baslayan ve farkl Yapay Zekdalarin
filtrelerinden gecerek dijital formlara dénismeye devam eden siregiden bir strecin parcalaridir. Disi beden betimlemelerini
kesfetmek sanatecinin ilgi alanini olusturur. Bu konuyu, geleneksel sinirlarin 6tesine gecen formlar Uretmek Uzere Yapay Zekayi
kullanarak 21. yizyila yakisir bir tavirla ele alir. ilk veri tabaninin nereden geldigi ise bilinmez. Sanatci; ziyaretcileri, Yapay Zeka
gortntdlerinin uyandirdigi tekinsiz hissi ve kadin bedeninin sémurisi ve temsiline dair uyandirdiklari sorulari géz éninde
bulundurmaya davet ediyor.

“Body Formations” is a series of digital collages created by an artist who is experimenting with various Al architectures, such
as StyleGAN and text2image neural networks, in the context of new aesthetics. The project began with a found archive of
analog black and white nude photographs of women, which were digitized, and then manipulated with the help of cutting-edge
Al algorithms. The resulting images are both playful and transgressive, challenging traditional binary gender norms and the
normalization of the body through their unconventional shapes and textures.

The female forms in the series are part of a ongoing process, beginning with the analog physical photographs that were
collected and archived by the artist, and continuing as they are transformed into digital forms through the filters of different
Al's. The artist is interested in exploring the depiction of the female body in art, and approaches this theme with a 21st century
attitude, using Al to create forms that go beyond traditional boundaries. The origins of the initial dataset are unknown, and the
artist invites viewers to consider the uncanny feeling that is evoked by the Al-generated images, as well as the questions that
they raise about the exploitation and representation of women’s bodies.

Beden Formasyonlari

Kolqj

Istk kutulari, Siyah-Beyaz Buluntu Fotograflar, StyleGAN2

[Uretken Cekismeli Aglar (Gan)],, Text2image Sinir Aglari (DALL-E, Disco Diflizyon)
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ha:ar

“Refraction” serisi, Yapay Zeké& ve geleneksel teknikler kullanilarak tretilen bir vitray eserler koleksiyonudur. Serideki N5 ve
N6 parcalari, vitray eserler veri tabanindan ve Antik Yunan rélyeflerinden ilham almis olup kendinden parlak, bagimsiz mimari
unsurlar olarak Uretilmislerdir. Sanatsal bir strateji olarak medya arkeolojisine basvuran sanatgilar, projelerinde eski ve yeni
medya araclarini birlestirerek tarihin ve kultirel mamullerin nasil teknolojiyle manipule edilebilecedini kesfediyorlar.

Ha:ar ikilisinin batidn eserlerinde 1sik mahim bir rol oynamaktadir, vitray bu acidan “Refraction” serisine uygun bir aractir. Bu arac
blylk olclde ortamdan etkilenir, hatta sanatsal acidan isik sayesinde var oldugu sdylenebilir. Bu seride, sanat eserleri adeta
disaridan gorinmezler; mekdnda siluetler olarak belirirler. Ancak, iceriden bakildiginda isik, parcalarin onlari cevreleyen mekanla
birlesmesini saglar, béylece renkli gérantuler ortaya cikarir ve essiz bir parlaklikla eserleri aydinlatir. “Refraction” serisi, bazen isigi
taklit ederek bazen onu dverek isigin, tasvir edilen figurlerin zihinlerine ve kalplerine hilkmetme gucini kesfeder.

The “Refraction” series is a collection of stained glass artworks created using artificial intelligence and traditional techniques.
The pieces in the series, N5 and N6, were inspired by a dataset of stained glass works as well as ancient Greek reliefs, and were
produced as self-luminous, independent architectural elements. The artists behind “Refraction” utilize media-archeology as an
artistic strategy, combining old and new media in their project and exploring the ways in which history and cultural artifacts can
be manipulated through technology.

Light plays a crucial role in all of the works of the duo ha:ar, making stained glass a fitting medium for the “Refraction” series.
The medium is highly influenced by its environment and can even be said to artistically exist because of light. In the series, the
artworks are almost invisible from the outside, appearing as silhouettes in the space. However, when viewed from the inside,
the light integrates the pieces with the surrounding space, revealing the colorful images and illuminating them with a unique
brightness. The “Refraction” series explores the power of light to govern the minds and hearts of the figures depicted, sometimes
imitating and sometimes praising it.

Refraction, 2022

Vitray Cami x LED Isik / Stained Glass x LED Light

Néral Stil Aktarimi, GAN (Uretken Cekismeli Aglar)

Neural Style Transfer, GAN (Generative Adversarial Network)
180x140 cm
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Ozan Turkkan

Ozan Turkkan'in AV enstalasyonu “Arura”; gecis halindeki formlar, biyocesitlilik ve dogada bulunan fraktal geometrik sekillere
dair bir arastirma projesinin sonucudur. Tarkkan'in eseri, doganin kendini yaratmak tzere kullandigi Gretken sistemlere odaklanir.
Yapay Zekd ve yaratici kodlama araclari kullanan sanatei, Biyotcesitlilik Mirasi Kituphanesinde yer alan 2 milyondan fazla
yasam formu cizimini analiz ederek yeniden yorumlamis, enstalasyon icin bu yasam formlarinin geometrisini cikararak yeniden
yaratmistir.

Evrim kuraminda turlerin gelisiminin ara asamalarini tanimlamak tzere kullanilan gecis halindeki formlar kavrami Yapay
Zekdda da kullaniimaktadir. Ancak “Arura” baglaminda, Tarkkan'in eseri; gecis halindeki formlarin entelektlel, sosyal ve psikolojik
boyutlarini da ele alarak kavrama ek anlam katmanlari kazandirir. Enstalasyon; ziyaretcileri, her seyin her daim gecis halinde
oldugu slregiden evrim ve degdisim strecini géz dninde bulundurmaya davet eder.

Yasamin ve yasam formlarinin su ile bagindan ilham alan Tarkkan'in “Arura” eseri, yasayan her seyin birbiriyle bagini ve doganin
nasil da her daim evrim gecirerek uyumlanma halinde oldugunu disinmeye davet eder. Esasen “saban” sézclginden gelen
“ekilebilir arazi” anlami tasiyan “arura” sé6zcigu de bilgisayimsal ve felsefi dizeylerde doga ve teknoloji bagini vurgular.

“Arura,” an AV installation by Ozan Turkkan, is a result of a research project on transitional forms, biodiversity, and the fractal
geometric structures found in nature. Turkkan’s work focuses on the generative systems used by nature to create itself. Using Al
and creative coding tools, he analyzed and reinterpreted over 2 million drawn living forms from the Biodiversity Heritage Library,
extracting and recreating their geometry for the installation.

Transitional forms, a concept used in the theory of evolution to describe intermediate stages in the development of a species,
are also used in Al. However, in the context of “Arura,” Turkkan's work takes on additional layers of meaning, with the idea of
transitional forms having intellectual, social, and psychological dimensions. The installation invites viewers to consider the
ongoing process of evolution and change, with everything existing in a state of continuous transition.

Inspired by the bond of life and life forms to water, Turkkan’s “Arura” invites us to consider the interconnectedness of all living
things and the ways in which nature constantly evolves and adapts. The word “arura” itself, with its original meaning of “arable
land” derived from the verb “plough,” further emphasizes the connections between nature and technology on computational and
philosophical levels.

Arura, 2022
Video Yerlestirme L
Ses, Yaratici Kodlama, Isleme, Al (Yapay Zekd)
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Roman Solodkov

Bu interaktif enstalasyon; izleyicilere, 6rtik mekan olarak bilinen bir sinir aginin gizil mekanina oyuncu ve dokunsal bir erisim
sunmak Uzere tasarlanmistir. Sanatei, kullanicinin kirmizi bir topu hareket ettirerek Yapay Zekd tarafindan Uretilmis gercek-
zamanli bir videoya yansiyan gizil mekdnda bu hareketin yarattigr degisimleri gérmesini saglayan bir ara yiz olusturmustur. Bu
mekanla etkilesime gecen ziyaretci, egitim icin kullanilan veri kimesinde yer alan 6n yargilari ve ideolojik mamulleri kesfeder ve
gorunar kilar.

Sanatel, Uretken cekismeli ag (GAN) ve 6n yargilar, cesitlilik icermeyisi ve etik olmayan etiketlemeleri ytizinden genis kesimlerce
elestirilen Image-Net veri tabaniyla egitilmis bir modeli kullanmaktadir. Bu hazir veri tabaninin tercih edilmesi 6nemlidir ve Yapay
Zeka ile etkilesimlerimizin masum olmadigini vurgular. Sanatci; bizleri, gtcld ticari sinir aglarinin gizil mekanini kimin manipule
etme glclne sahip oldugunu ve bu edimlerin baskalarini nasil etkileyebilecedini disinmeye davet eder.

Gizil mekan, sinir agi algoritmasinin genelde kullanicidan gizlenen sakli bir kismidir. Egitilen sinir aginin yapisinin ve mantiginin
tezahir ettigi yerdir ve algoritmanin belli verileri nasil yorumladigini temsil eder. Bu proje, izleyiciyi bu gizil mekani kesfetmeye
ve onu gorlnlr ve dokunur kilmaya, bu sayede Yapay Zekanin etik ve toplumsal cikarimlarini distinmeye davet ediyor. Kimin
veriyle oynama gicline sahip oldugunu ve bu oyunlarin sonuclarindan kimin etkilendigini sorguluyor. izleyiciyi, oyun vasitasiyla
bu gizil mekanla istigal etmeye davet eden sanatci; bizleri, Yapay Zekanin potansiyel én yargilari ve topluma etkileri hususunda
distnmeye tesvik ediyor.

This interactive installation is designed to give viewers a playful, tactile way to access the hidden space of a neural network,
known as the latent space. The artist has created an interface that allows the user to move a red ball and see the resulting
changes in the latent space reflected in a real-time Al-generated video. By interacting with this space, the viewer can explore
and make visible the biases and ideological artifacts embedded in the training data set.

The artist uses a generative adversarial network (GAN) and a model trained on the Image-Net database, which has been
widely criticized for its biases, lack of diversity, and unethical labeling. The choice of this readymade dataset is significant
and highlights the idea that our interactions with Al are not innocent. The artist invites us to consider who has the power to
manipulate the latent space of powerful commercial neural networks and how these actions may impact others.

The latent space is a hidden part of the neural network’s algorithm that is often concealed from the user. It is where the
structure and logic of the trained neural network are manifested, representing how the algorithm interprets the given data. This
project invites the viewer to explore the latent space and make it visible and tangible, while also prompting reflection on the
ethical and societal implications of Al It poses the question of who has the ability to play with the data and who is affected by
the consequences of these games. By inviting the viewer to engage with the latent space through play, the artist encourages us
to consider the potential biases and impacts of Al on society.

Gizil Mekanin Tezahiirii / Manifesting Latent Space, 2021

Etkilesimli Yerlestirme / Interactive Installation

Metal Yapi, Plastik Toplar, Imagenet Veri Setinde Onceden Egitilmis Stylegan2 [Uretken Cekismeli Aglar (GAN)]
Metal Structure, Plastic Balls, Stylegan2 (Generative Adversarial Network) Pretrained on Imagenet Dataset







44

Sofia Crespo, Robertina Sebjanié, Feileacan McCormick

Entangled Others (Sofia Crespo ve Feileacan McCormick) ve Robertina Sebjanic ile is birligiyle gerceklestirilen bu projede;
Yapay Zekd, denizlere ve okyanuslara dair cevresel sorunlara farkli, insan-disi bir bakis agisi sunmak ve insan etkinliklerinin doga
Gzerindeki yikici etkisini gozler 6niine sermek Gzere kullaniliyor. Bu organizmalardan biri, insan kaynakli kirlilik dolayisiyla Avrupa
denizlerinde soyu hizla tikenmekte olan Akdeniz Dolma Kalem Midyesidir (Pinna Nobilis). Dolma Kalem Midyesi ile sanatcilar,
midye gibi insanlardan oldukg¢a farkli canlilarla empati kurmamizi saglamayi amacliyorlar

“AquA(l)formings” projesi, insan varliginin deniz ortaminda yarattigi dedisimleri kesfederek bu degisimlerin deniz yasamina
etkilerini tahayyul ediyor. Denizler ve okyanuslar, bu cevresel degisimleri gerek bireysel organizma dizeyinde gerekse ekosistem
yapilarinda degisimler seklinde kaydeder. Ele avuca sigmaz dolma kalem midyesinin insandan-fazla tesekkullerin gérsel bir
temsili olarak izini stiren bu enstalasyon, cok katmanli bir “su duyumsama” kesfidir. Sanatcilar, dolma kalem midyesinin ve kuzey
Adriyatik Denizi'nde yer alan genis su alti Posidonia Oceanica deniz yosunu cayirlarinin gecmisini ve gelecegini gorsellestirmek
icin Yapay Zeka teknolojilerini kullaniyorlar.

“AquA(l)formings” projesinde Yapay Zeké kullanimi, Yapay Zekanin sanatsal bir pratige ne derece uygun oldugu, insanlar ve diger
tlrler arasindaki ayrimi daha énce gérilmemis bicimlerde asabilme yetisi gibi bazi etik sorulari da beraberinde getirmektedir.
Ayrica, doganin bilimsel olarak algilanmasinda Yapay Zekd kullanimi da sorgulanmistir. Bu proje sayesinde sanatcilar, belli
organizmalarin varhgini ve habitatini tehdit etmeyen yeni biyolojik malzemelerin kullanimi ve gelistirilmesi hususunda arastirmalar
baslatiimasini amaclamaktadirlar.

In a collaborative project by Entangled Others and Robertina Sebjanic, Artificial Intelligence is utilized to present a different,
inhuman perspective on environmental issues in the seas and oceans, as well as to convey the destructive impact of human
activity on nature. The project is presented at both the level of destruction of entire ecosystems and at the level of individual
organisms. One such organism is the Noble Pen Shell (lat. Pinna Nobilis), a rapidly-becoming-extinct marine mussel of the
European seas due to human pollution of its habitat. Through the Noble Pen Shell, the artists aim to inspire empathy for creatures
that are vastly different from humans, such as mussels.

The AquA(l)formings project explores changes in the marine environment caused by human presence and imagines the effects
of these changes on marine life. The seas and oceans record these environmental changes as memories, either in individual
organisms or as shifts in ecosystem structures. The installation is a multilayered exploration of “aquatic sensing”, tracing the
elusive noble pen shell as a visual representation of more-than-human entities. The artists utilize Al technologies to visualize
the past and future of the noble pen shell, as well as the vast underwater meadows of the Posidonia Oceanica seagrass in the
northern Adriatic Sea.

The use of Al in the AquA(l)formings project raises some ethical questions, including the relevance of Al as an artistic practice
and its ability to bridge the gap between humans and other species in a way that has not been achieved before. Additionally, the
use of Al in scientific perception of nature is also called into question. Through the project, the artists aim to initiate research
into the use and improvement of new biological materials that do not threaten the existence or habitats of certain organisms.

AquA(l)formings, 2021
Heykel Yerlestirmesi_
Ses, Video (16 Dk.), Ozel Sinir Aglari Mimarileri
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VIDEO PROGRAM
Kiratorler | Curators
Helena Nikonole, Nikita Prudnikov

Katilimcilar | Participants
Brendan Baldwin, Dekxi, Denis Shiryaey,
Derrick Shultz, Eric Drass, Gabriele Dente,
Gene Kogan, Mike Wong, Rivers Have Wings,
Rong Qin, Roope Rainisto, Vsevolod Taran
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Video Program, 2021-2022

Bu video program, Yapay Zeka ve sanat kesisiminde yer alan ¢ok cesitli yaklasimlari ve pratikleri ziyaretciyle bulusturmayi amaclamaktadir.
Sinir aglariyla deneyler yapan sanat¢ilardan Yapay Zeké alaninda mimkin olanin sinirlarini zorlayan yaratici teknolojistlere ve arastirmacilara,
ayrica viral videolar yaratan kodlayicilara uzanan bu program, Yapay Zekdnin sanat ve kiltir Gzerindeki genis etkisini géstermektedir. Bazi
eserler olduk¢a teknik ve kavramsal derinlige sahip iken, digerleri daha oyunbaz ve niktedandir.

Programin esas temalarindan biri de “ytiksek” ve “alcak” kiilttr arasindaki sinirlari bulandirmaktir. Yapay Zeka ile desteklenen eserler gercekten
de hem geleneksel sanat dinyasinda hem de genel kamuda takipgi bulmaktadir. Bu programin mihim bir vasfi da eserlerin genis kesimlere
ulasmasinda ve yayginlasmasinda internet ve sosyal medyanin roliiniin vurgulanmasidir. internetin coktan-coga ulasan tabiati, Yapay Zeka
ile desteklenen sanatin ve fikirlerin hizla yayilmalaring, kitlesel bir izleyici kitlesine ulasmalarina ve kolektif kilttrel diyalogun mahim parcalari
olmalarina imkan tanir. Burada yer alan bazi eserler, bazi izleyicilere “sanat” olarak gelmeyebilir ancak Yapay Zekay: yenilikei bir bicimde
kullanmalari ve estetik cazibeleri onlari sanatsal baglamda ele alinmaya deder kilmaktadir.

Programin distndirdiglu bir diger konu da Yapay Zekd sayesinde sanatin demokratiklesmesidir. Teknolojinin yayginlasmasi ile birlikte,
geleneksel sanat egitimine ve kaynaklara erisimi olmayabilen bireyler de artik Yapay Zeké& araclar vasitasiyla kendi sanat eserlerini tGreterek
paylasabilmektedirler. Bu sayede, sanat diinyasina cok daha genis bir kesimden sesler ve bakis acilari dahil olabilir ve neyin “sanat” olduguna
dair geleneksel mefhumlara meydan okunabilir.

Bu video programi, bilimsel arastirmalardan kitlesel internet kiiltlirine uzanan sinir agi estetiginin genislemesini gézler 6éniine serme ve
ziyaretcileri, bu siiratle evrilen sahanin potansiyelini ve cikarimlarini disiinmeye tesvik etme amaci tasimaktadir.

The video program aims to showcase the diverse range of approaches and practices within the field of Al and art. From artists
experimenting with neural networks, to creative technologists and researchers pushing the boundaries of what is possible with
Al, and to coders creating viral videos, the program illustrates the wide-reaching impact of Al on contemporary art and culture.
Some works may be highly technical and conceptually rigorous, while others may be more playful or humorous.

One key theme of the program is the blurring of boundaries between “high” and “low” culture, as Al-powered works find
audiences both within the traditional art world and among the general public. The important aspect of the program is the role
of the internet and social media in amplifying and disseminating these works. The many-to-many nature of the internet allows
for the rapid spread of Al-powered art and ideas, allowing them to reach a mass audience and become a significant part of the
collective cultural conversation. Some of the works featured may not be immediately identifiable as “art” to some viewers, but
their innovative use of Al and their aesthetic appeal make them worthy of consideration in an art context.

Another aspect to consider is the democratization of art through the use of Al. With the proliferation of technology, individuals
who may not have had access to traditional art education or resources can now create and share their own artwork through
the use of Al tools. This has the potential to bring a wider range of voices and perspectives into the art world and challenge
traditional notions of what constitutes “art”.

The video program aims to demonstrate the expansion of neural aesthetics as a phenomenon that spans scientific research
and mass internet culture, and to encourage viewers to think about the potential and implications of this rapidly-evolving field.

12 Video
§terGAN2 (Uretken Cekismeli Ag), Text2image Sinir Aglari (Sabit Diftizyon, DALL-E),
Ozellestirilmis Sinir Aglari Mimarileri
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Biyografiler | Biographies




Helena Nikonole

Sergi Kiiratorii / Exhibition Curator

Helena Nikonole, su anda istanbul'da yasayan, yeni medya sanatgisi, bagimsiz kiiratér ve egitimeidir. ilgi alanlari hibrit sanat, biyo-géstergebilim
ve Yapay Zekayi kapsar. Calismalarinin bir kismi, insan sonrasi gelecegin Gtopik senaryolarina adanmisken, bir kismi distopik simdiki zamana ve
teknolojiye elestirel yaklasima odaklanir. Bugiine kadar, Art Laboratory Berlin, Mutek Festivali (Montreal ve Tokyo), Leiden Universitesi ve daha
pek cok farkli kurumda Sanat ve Bilim, Sanatta Sinir Aglari alanlarinda dersler vermis ve atélyeler yapmistir.

Sanatsal ¢alismalari Ars Electronica, ZKM Muzesi (Karlsruhe), CTM Festivali (Berlin), Atina Dijital Sanat Festivali, Kapelica Galerisi (Ljubljana),
Chronus Art Center (Shanghai), Varsova Bienali 2022 gibi cesitli kurum ve festivallerde uluslararasi diizeyde sergilenmistir. Kiratéryel calismalari
arasinda “Datasets VS Mindsets: Post-Soviet Explorations of the Digital Control Society” (Ars Electronica Festival 2020), “Uncanny Dream”
(Ars Electronica 2021), “Art Code” sergisi (“Art for the Future” Bienali baglaminda) gibi projeler bulunmaktadir.

New media artist, independent curator and educator currently based in Istanbul. Her field of interests embraces hybrid art, bio-
semiotics and Artificial Intelligence. One part of her work is dedicated to utopian scenarios of post-human future while another
is focused on dystopian present and critical approach to technology. She presented lectures and workshops in the field of Art &
Science and Neural Networks in arts at different institutions including Art Laboratory Berlin, Mutek Festival (Montreal and Tokyo),
Leiden University and many others.

Her artistic work have been presented internationally by various institutions and festivals such as Ars Electronica, ZKM Museum
(Karlsruhe), CTM Festival (Berlin), Athens Digital Art Festival, Kapelica Gallery (Ljubljana), Chronus Art Center (Shanghai), Warsaw
Biennial 2022 etc. Her curatorial projects among others include “Datasets VS Mindsets: Post-Soviet Explorations of the Digital
Control Society” (Ars Electronica Festival 2020), “Uncanny Dream” (Ars Electronica 2021), “Art Code” exhibition (in a context of
“Art for the Future” Biennial).

https://nikonole.com/
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Alper Yesiltas

Alper Yesiltas, istanbul dogumludur ve Kadikéy'de yasamaktadir, Duygu Cimen Yesiltas ile evlidir ve Tibet isimli bir oglu vardir. Marmara
Universitesi Hukuk Fakiiltesi mezunudur, asil meslegi avukathktir. 2003 yilindan beri dijital fotografcilikla ugrasmakta, sahneler hayal etmekte
ve anlar yakalamaya ¢alismaktadir. Simdiye dek bircok calismasi diinyanin farkl tlkelerinde kitap, albim, dergi kapaklarinda ve sergilerde yer
almis ve cesitli yarismalarda édullendirilmistir. Hukuk Yiiksek Lisansini ingiltere'de bilisim teknolojileri hukuku alaninda tamamladiktan sonra
Yapay Zekdnin sanat dallari ve 6zellikle fotograf ile kesistigi alani kesfetmis ve bu alanda calismalar tGretmeye baslamistir. “As If Nothing
Happened” yani “Hi¢cbir Sey Olmamis Gibi”, Alper Yesiltas'in bu alandaki ilk ¢alismalarinin yer aldigi seri olma 6zelligini tasimaktadir. En ¢cok
ilham aldigi kisiler Yousuf Karsh ve Zdzislaw Beksinski'dir.

Alper Yesiltas was born in Istanbul and lives in Kadikdy. He is married to Duygu Cimen Yesiltas and they have a son named
Tibet. He is a graduate of Marmara University Faculty of Law and his first profession was law. He has been working with digital
photography since 2003, imagining scenes and trying to capture moments. Many of his works have appeared on the covers of
books, albums, magazines and exhibitions in different countries of the world and have been awarded in various competitions.
After completing his law master’'s degree in the field of information technology law in England, he discovered the space where
artificial intelligence meets the branches of art, especially photography, and started to create works in this field. “As If Nothing
Happened” is the series featuring Alper Yesiltas's first works in this field. His main inspirations are the works of Yousuf Karsh and
Zdzislaw Beksinski.

LI IR B TR TRl e

Anna Ridler

Anna Ridler, 1985 dogumlu, diinyayi daha iyi anlamak amaciyla bilgi sistemleri ve teknolojilerin nasil yaratildigini arastiran bir sanateci ve
arastirmacidir. Bilhassa dlcme ve nicellestirmeye dair fikirler ve bunlarin dogal diinya ile baglantilari ilgisini cekmektedir. Calisma slrecinde,
genellikle enformasyon ve veri koleksiyonlarindan, 6zellikle de veri tabanlarindan yeni ve alisiimadik anlatilar yaratir. Lisans egitimini Oxford
Universitesi ingiliz Dili ve Edebiyati Bslimi'nde tamamlayan Ridler, Royal College of Art Universitesinde Enformasyon Deneyimi Tasarimi
alaninda yiiksek lisans egitimi almistir. Ayrica Londra Sanat Universitesi (UAL) Yaratici Bilgisayim Enstitisi’'nden burslar da kazanmistir.
Calismalari, diinya capinda Victoria ve Albert Mizesi, Barbican Merkezi, Pompidou Merkezi, HeK Basel, ZKM Karlsruhe, Ars Electronica, Sheffield
Belgesel Festivali ve Leverhulme Centre for Future Intelligence gibi kilturel kurumlarda sergilenmistir.

Avrupa Birligi EMAP (yesi olmus olan Ridler, ayni zamanda 2018-2019 DARE Sanat Odiili’'ne de layik gérilmustdr. Ridler; Salford Universitesi,
Fotografcilar Galerisi, Opera North ve Impakt Festivali icin calismistir. Artnet’in Yapay Zeké&nin yaratici potansiyelini kesfeden dokuz “cigir acan
sanatg!” listesinde yer almis olan Ridler; Yapay Zekd & Yasam Sanati kategorisinde, 2019 Ars Electronica Altin Nica Odiillerinde mansiyon 6duili
almistir. Veri kimeleri ve siniflandirma Gzerine eserleri, Tasarim Muizesi'nin 2019 “Yilin Beazley Tasarimi” 6diliine aday gdsterilmistir.

Anna Ridler (b. 1985) is an artist and researcher who works with systems of knowledge and how technologies are created in
order to better understand the world. She is particularly interested in ideas around measurement and quantification and how this
relates to the natural world. Her process often involves working with collections of information or data, particularly datasets, to
create new and unusual narratives

Ridler holds an MA in Information Experience Design from the Royal College of Art and a BA in English Literature and Language
from Oxford University along with fellowships at the Creative Computing Institute at University of the Arts London (UAL). Her
work has been exhibited at cultural institutions worldwide including the Victoria and Albert Museum, the Barbican Centre, Centre
Pompidou, HeK Basel, the ZKM Karlsruhe, Ars Electronica, Sheffield Documentary Festival and the Leverhulme Centre for Future
Intelligence.

She was a European Union EMAP fellow and the winner of the 2018-2019 DARE Art Prize. Ridler has received commissions by
Salford University, the Photographers Gallery, Opera North, and Impakt Festival. She was listed as one of the nine “pioneering
artists” exploring Al's creative potential by Artnet and received an honorary mention in the 2019 Ars Electronica Golden Nica
award for the category Al & Life Art. She was nominated for a “Beazley Designs of the Year” award in 2019 by the Design Museum
for her work on datasets and categorization.

http://annaridlercom/
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Anna Shustikova

Anna Shustikova, 1992 Rusya dogumlu bir sanatcidir. Sanatsal calismalarina belgesel fotografcilikla baslamistir, ancak su anda hem maddi
hem de dijital nesneler, heykeller, kurulumlar, sinir aglari ve olusturulmus goérintilerle calismaktadir. Fizik alaninda aldigi lisans diplomasi,
sanatini etkilemektedir: malzemeleri déntstirmek icin teknolojilerin yani sira farkl fiziksel strecleri kullanmakla ilgilenir. Eserlerinde izleri
arastirir. Bu izler, acikca ifade edilmis veya zorlukla algilanabilir, maddi veya dijital, gérmezden gelmeye calistiklarimiz veya neredeyse bilmeden
biraktiklarimiz olabilir. Bu izlerin siyasi etkileri olabilir, gliniimuz teknolojilerini ve henliz gelmemis gelecegi etkileyebilirler.

Anna Shustikova (b. 1992, Russia) began her artistic practice with documentary photography, but now she works with both
material and digital objects, sculptures, installations, neural networks and generated images. She got a bachelor degree in physics
and this influences her artwork: she is interested in using technologies, as well as different physical processes to transform
materials. In her artwork, she explores traces. They could be clearly expressed or barely perceptible, material or digital, the ones
we try to ignore or those that we leave almost unknowingly. Those traces could have political effects; influence nowadays
technologies and the future yet to come.

Dilara Baskoyli

Dilara Baskéyli, 1992 dogumluy, istanbul merkezli yeni medya sanatcisidir. 2018 yilinda Kog Universitesi Medya ve Gérsel Sanatlar Bélumiinden
lisans derecesiyle mezun olmustur. Calismalarinda jeneratif sanat, etkilesimli tasarim, gérsel-isitsel Uretime odaklanan sanatei, bir yandan
Yapay Zekad ile de ¢alismalarina devam etmektedir. XR deneyimlerini, arastirmaya dayal hibrit deneyimleri, nod tabanli ve etkilesimli sistemleri
ve ayrica Yapay Zekdy! bir araya getirme Uzerine calisan sanatci, Kog Universitesi KARMA Karma Gerceklik Laboratuvarrnin bir liyesi olarak
agirlikh olarak etkilesim tasarimina odaklanir. Eylil 2022'de KARMA Lab ile birlikte “ismi Lazim Degil” sergisine “Diizenbazin Pesinde” projesi
ile katilan sanatei projede interaktif tasarimei olarak yer almistir. Yakin zamanda Fransiz Kiltar Bakanligi tarafindan desteklenen, dinya
capinda artirilmis gerceklik ile bir kentsel botanik Gtopya adi kurmayi1 hedefleyen Spolia Botanique projesinde Comet Laboratuvari Gyesi olarak
interaktif tasarim ve Yapay Zekd uygulamalarina devam ediyor. Su anda Comet Lab ile birlikte Chateau de Chaumont sur Loire'de sergilenecek
olan uluslararasi bahce festivali icin bir botanik etkilesimli yerlestirme tzerinde calisiyor.

Sanatci, Nisan 2021'de IMMENSIVA International Residency programina secildi. Nefesin, nefes hareketleriyle sekil degistiren renkli bir
geometrik form olarak gdrsellestirildigi interaktif tasarim projesi “Xhale”, Haziran 2021'de Barselona'da diizenlenen rezidans sovu i¢in secildi.
2022'de Piksel New Media tarafindan Houdini Masterclass Workshop'una secildi. Mayis 2022'de, kadin buluntu fotograflarindan olusturdugu
6zel bir veri setiyle ve Yapay Zekdanin algoritmalari ile olusturdugu “Morphing Women” adli video ¢alismasiyla Akbank 40. Glinlimiz Sanateilari
Odulini kazandu.

Dilara Baskdyli was born in 1992, she is a new media artist based in Istanbul. She graduated from Kog¢ University, Department
of Media and Visual Arts with bachelor degree in 2018. The artist focuses on generative art, interactive design, audiovisual
production in her works also she works with artificial intelligence. The artist specializes in combining XR experiences, research-
based hybrid experiences, node-based and interactive systems and artificial intelligence, her work mainly focuses on interaction
design at Koc University KARMA Mixed Reality Laboratory as a member. On September 2022, she participated with KARMA Lab
to “You Know Who" exhibition with “Catch the Trickster” project as interactive designer. As a member of Comet Laboratory, she
continues her interactive design and artificial intelligence applications in the Spolia Botanique project, recently supported by the
French Ministry of Culture, which aims to establish an urban botanical utopia network with augmented reality around the world.
She is now working on a botanical interactive installation for international garden festival which will be exhibited at Chateau de
Chaumont sur Loire.

She was selected to the IMMENSIVA International Residency program in April 2021. The interactive design project “Xhale”, in
which the breath is visualized as a colorful geometric form that changes shape with breathing movements, was selected for the
residence show held in Barcelona in June 2021. Selected by Pixel New Media for the Houdini Masterclass Workshop in 2022. In
May 2022, the artist won the Akbank 40th Contemporary Artists Award by her video work “Morphing Women”, which she created
with a special data set created from women'’s found photographs and artificial intelligence algorithms.
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Feileacan McCormick

Feileacan McCormick, jeneratif isler Greten bir sanatel, arastirmaci ve eski mimardir. Calismalari, dijital ortamda insan olmayan yeni varolus ve
yasam bicimlerini merkeze alarak ekoloji, doga ve Uretken sanatlara odaklanir. Sanatci Sofia Crespo ile beraber Entangled Others stiidyosunun
kurucu ortagidir.

Feileacan McCormick is a generative artist, researcher, and former architect. His practice focuses on ecology, nature, and
generative arts, with a focus on giving non-human new forms of presence and life in the digital space. He is the co-founder of
the studio Entangled Others together with the artist Sofia Crespo.

https://entangledothers.studio

istanbul ve New York arasinda calisan heykeltras Hande Sekerciler ve yeni medya sanatcisi Arda Yalkin, ha:ar'i, klasik sanat yaklasimini yeni
teknolojilerle birlestirme tutkusuyla kurdu. Uretimde ustalasmaya ve yeni ifade imkanlarini arastirmaya olan tutkulari ikiliyi resim, heykel gibi
konvansiyonel yéntemlerin yani sira video, animasyon, muzik, jeneratif sanat hatta Yapay Zekdyi da icine alan genis bir yelpazede calismaya
surlkledi. Bireysel pratiklerini harmanlayarak yeni ve &zgiin bir ifade bicimi arayan ha:ar'in calismalarinin ana konusu “insanhgin yarattig
medeniyet, Urettigi teknoloji ve var olma bicimi ile olan catismasi” olarak ézetlenebilir. ha:ar bugine kadar ABD'nin énemli misafir sanatci
programlarindan Residency Unlimited (NYC) Artist Alliance International (NYC) ve 18th Street Art Center (LA)dan davet aldi ve buradaki
programlari tamamladi. ilk sergisini 2018'de New York’ta acan ikili, 2019'da Art Miami'ye katildi. 2021 yilinda Ankara (Cer Modern) Venedik
(GAD), Milano (Scalo Lambrate), istanbul (Contemporary Istanbul) ve 2022'de Londra'da (J.D. Malat Gallery) solo sergiler gerceklestirdi. Ayni
yil italya'da gerceklestirdikleri sergileri konu alan “Electric Mannerism” adli sanatgi kitabi yayinlandi. 2022'de istanbul'daki ilk kisisel sergileri
olan Benkire'yi yaklasik 6.000 sanatsever ziyaret etti. Bu serginin ardindan Planet | adi tasiyan ikinci sanatei kitaplari yayinlandi. Yine 2022'de
MindFlow adli yerlestirmeleri Miami Bass Mizesi'nde sergilendi. ha:ar, genc¢ sanatcilara yeni medya sanatini 6gretmek amaciyla kurulan ve
kar amaci giutmeyen bir sivil toplum kurulusu olan Piksel Yeni Medya Misafir Sanatei Programi'nin da (www.piksel.ist) ortak kurucusudur.
ikilinin eserleri bugiine kadar Tiirkiye, ABD, ispanyaq, italya, Fransa, ingiltere, Macaristan, Yunanistan ve Rusya'daki gesitti galerilerde, fuarlarda,
mizelerde ve uluslararasi sergilerde sergilenmistir.

Sculptor Hande Sekerciler and new media artist Arda Yalkin founded ha:ar with the aim of combining a classical approach to
art with modern technologies. Their passion for mastering production and exploring new forms of expression has led them to
work in a wide range of fields, including video, animation, music, generative art, robotic performance, artificial intelligence, as
well as more conventional methods such as painting and sculpture. Seeking to create original forms of expression through the
blending of their individual practices, ha:ar's works primarily explore the “conflict between civilization as created by humanity,
the technology it produces, and the way of existence.” ha:ar has completed residency programs at Residency Unlimited (NYC),
Artist Alliance International (NYC), and 18th Street Art Center (LA). They held their first exhibition as a duo in New York in 2018,
and have since participated in CADAF 2019 as part of Miami Art Week, as well as Contemporary Istanbul in 2018, 2019, 2020,
2021, and 2022.In 2021 and 2022, they held highly acclaimed solo exhibitions in Ankara, Venice, Milan, and London, and published
their first artist book with J.D. Malat Gallery (London). Benkure / Planet |, the duo’s first solo exhibition in Istanbul in 2022, was
seen by 6,000 visitors. The exhibition’s accompanying book, published by Galeri Siyah Beyaz, was titled the same. MindFlow, an
audio-visual installation displayed in the exhibition, was also shown at The Bass Museum (Miami) during Miami Art Week 2022.
The duo’s works have been exhibited in museums, art fairs, and galleries in Turkey, the United States, Spain, Italy, France, the
United Kingdom, Hungary, Greece, and Russia. ha:ar is also a co-founder of the Piksel New Media Residency Program, a non-profit
organization that seeks to educate young artists about new media art and technology

https://wwwwearehaarcom/
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Ozan Turkkan

Ozan Turkkan, 1980 dogumlu, Viyana merkezli bir yeni medya sanatcisidir. Sanat ve teknolojinin kesistigi noktada isler tretir. Ozan Tirkkan'in
genel ilgi alaninda deneysel dijital medya olup, calismalari 6zellikle jeneratif sanat, algoritmik sanat, fraktal geometri, karma gerceklik deneyimi,
etkilesim ve varolusun degisken dogasinin, insani ve sosyal davranisin bir yansimasi olarak hareket tGzerinde yogunlasmaktadir. Yenilikei ve ilgi
cekici dijital sanat yerlestirmeleri olusturmak icin teknolojiyi bir tuval olarak kullanir. Bilim, sanat ve yeni teknolojiler arasindaki ¢cok katli sinirlari
kesfetmeyi ve farkli medya 6gelerini yaratici bir strecte birlestirmekten hoslanir.

Dijital medyadaki ilk adimlarindan énce Philadelphia, Salamanca ve Barselona'da ¢cok sayida kurum ve sanat merkezi ile isbirligi icinde cesitli
sanat disiplinlerini incelemis ve uygulamistir. Salamanca Universitesi'nden mezun olduktan sonra, yeni medya sanatcisi olarak uzun yillar
yasadig ve calistigi Barselona’daki BAU'da (Escola Superior de Disseny, Universitat Central de Catalunya) Multimedya alaninda ylksek lisans
yapmistir.

Eserleri, Santa Monica Art Centre Barselona, Reina Sofia Museum Madrid, Centre of Contemporary Art Luigi Pecci Floransa, Torrance Museum
Los Angeles, Victoria House Londra, Lincoln Center NY, Banannefabrik Luxembourg, Europalia Art Festival Briiksel, Les Brigittines Contemporary
Arts Centre Briiksel, Museum of Contemporary Art Belgrad, Santral Istanbul, Akbank Sanat istanbul, Gallery Mitte Barselona, LOOP Videoart
Festival Barselona, Rotterdamse Schouwburg Rotterdam, WUK Viyana gibi sanat merkezleri, miizeler ve galerilerde sergilenmistir.

Hayati boyunca bircok sehirde yasayan Ozan Tirkkan, eserlerine damgasini vuran bir cok kultirltlik ve kozmopolitlik anlayisi gelistirmistir.
Karmasik yapilar, catisan ve bir arada var olan renkler ve cesitlilik, sanatciyi sanat, yeni teknolojiler ve doga bilimleri etrafinda birlesen karmasik
bir alana vurgu yapmaya iten bir parametre olmustur.

Vienna based new media artist, Ozan Turkkan (1980) is working at the intersection of art and technology. His work is centered 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 behavior.

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 practiced various art disciplines in Philadelphia, Salamanca, and
Barcelona in collaboration with numerous institutions, and art centers. 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 Barcelong,
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 that characterized his works. Complicated structures, conflicting
and coexisting colors, 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.

https://www.ozanturkkan.com/

Robertina Sebjanié

Robertina Sebjanié calismalari su ortamlarinin ekolojik, jeopolitik ve kiiltirel gerceklerini ve insanligin diger organizmalar tizerindeki etkisini
arastiran bir sanatcidir. Antroposen ve onun teorik cercevesine iliskin analizinde sanatgi, su ortamlari Gzerindeki insan etkisine atifta bulunmak
icin “aquatocene” ve “aquaforming” terimlerini kullanir. Projeleri, insandan &te olan varliklari tanimayi amaglayan empatik stratejilerin
gelistirilmesini gerektirir Calismalari Prix Ars Electronica, Starts Prize, Falling Walls'ta aday olmus ve 6ddller almistir.

Galeriler ve festivallerin yani sira, Ars Electronica (Linz), Laboratorio Arte Alameda (Mexico City), Matader, (Madrid), La Gafité Lyrique (Paris),
Le Cube (Paris), MONOM, CTM (Berlin), Art Laboratory Berlin, ZKM (Karlsruhe),, Centro de Cultura Digita (Mexico City), Muzej Eastern Bloc
(Montreal), Eyebeam (New York), Palais des Beaux-Arts BOZAR (Bruksel) gibi kurumlarda kisisel ve grup sergilerinde sergiler/performans
diizenlemistir.

Robertina éebjonié is an artist whose work explores the ecological, geopolitical, and cultural realities of aquatic environments
and the impact of humanity on other organisms. In her analysis of the Anthropocene and its theoretical framework, the artist
uses the terms “Aquatocene” and “aquaforming” to refer to the human impact on aquatic environments. Her projects call for the
development of empathetic strategies aimed at recognizing the more-than-human entities. Her works have received awards
and nominations at Prix Ars Electronica, Starts Prize, Falling Walls.

She has exhibited/performed at solo and group exhibitions as well as in galleries and at festivals: Ars Electronica (Linz),
Laboratorio Arte Alameda (Mexico City), Matadero (Madrid), La Gaité Lyrique (Paris), Le Cube (Paris), MONOM, CTM (Berlin), Art
Laboratory Berlin, ZKM (Karlsruhe),, Centro de Cultura Digita (Mexico City), Muzej Eastern Bloc (Montreal), Eyebeam (New York),
Palais des Beaux-Arts BOZAR (Brussels), and more.

https://robertina.net/
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Roman Solodkov

Roman Solodkov, 1995 dogumlu, cesitli dijital ortamlar, oyun motorlari, gérsel programlama, 3D animasyon ve fiziksel etkilesimli yerlestirmelerle
calisan bir sanatcidir. Su anda Rodchenko Art Schoolda (Rodchenko Sanat Okulu) okumaktadir. N6robilim odakli biyoloji alanindaki ilk
egitimi, sanatsal calismalarina sizarak diyagramlara, verilere, algoritmalara, arayizlere, dijital maddesellige, somutlastinimis bilise ve biyo-
gdstergebilime olan ilgisine katkida bulunur. Ayrica 3D-grafikler ve animasyon égretmektedir.

Roman Solodkov (b. 1995) is an artist working with various digital media, game engines, visual programming, 3D-animation
and phygital interactive installations. Currently studies at Rodchenko Art School. His first education in biology with the focus
on neuroscience seeps into his artistic practice, contributing to the interest in diagrams, data, algorithms, interfaces, digital
corporeality, embodied cognition and biosemiotics.

He also teaches 3D-graphics and animation.

Sofia Crespo

Sofia Crespo, yapay yasama odaklanan bir sanate¢idir. Calismalary, sinir aglari gibi biyolojik kaynaklardan ilham alan teknolojilere duydugu
buyuk ilgiyi temel almaktadir. Ana odak noktasi, organik yasamin kendini simile etmek ve gelismek icin yapay mekanizmalari kullanma seklidir.
Alman Bilisim Dernegi (German Informatics Society) ve Next Nature Network tarafindan verilenler dahil olmak tzere birgcok 6dil kazanmistir.
Ayni zamanda Entangled Others stlidyosunun kurucu ortagidir. Diinya ¢apinda sergiler diizenlemistir. Diizenledigi en son sergilerden bazilari

National Museum of XXI Century Arts, IT), Nvidia GTC 2021, 2022 (US) ve MUTEK 2021(CA).

Sofia Crespo is an artist with a focus on artificial life, her practice is driven by a huge interest in biologically-inspired technologies,
such as neural networks. Her main focus is the way organic life uses artificial mechanisms to simulate itself and evolve. She has
won several awards, including from the German Informatics Society and Next Nature Network. She is also the co-founder of
the studio Entangled Others. She has exhibited around the world, most recently: “Hyperpavilion - UNTITLED - Art Basel Miami
IT), Nvidia GTC 2021, 2022 (US) and MUTEK 2021(CA) and more.

https://entangledothers.studio
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