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Zorlu Holding ve Zorlu Performans Sanatlari Merkezi, ginimuzin en énemli kavramlarindan biri haline gelen “dijital
dénusumd”, Digi.logue adini verdigi yeni bir platformla destekliyor.

Uretim gosterdigi her alandaki yenilikgi vizyonuyla teknolojiyi en (ist seviyede kullanan Zorlu Holding ile Tlrkiye'de sanat
hayatina yon veren Zorlu PSM, glclerini birlestirerek “dijital donusimui”, dinyanin farkli kalttrlerinden arastiran,
sorgulayan ve Ureten isimlerin ¢calismalarina verdigi global ve lokal destekler cercevesinde destekledigi yeni bir platform
ortaya koyuyor. Dijitalin farkh disiplinlerle iliskisini odagina alan platform, dijitallesme Gzerine merak uyandirmayi, soru
sormay! ve disiplinler arasi diyaloglar gelistirmeyi amacliyor. Dijital déntstumuin kitleler Gzerindeki 6neminin farkinda olan
platformun gelecegin insasi Gzerine olan bu sorgusal strecteki gelisimi desteklemek tzere olusturdugu online ve offline
aktiviteler, ayni zamanda kolektif Gretim sureglerini de destekliyor.

Etkilesim, kesif ve farkindalik yaratan bir mecranin eksikligini gidermeyi amaclayan platform, cagimizin gerekliligi sayilan
dijital dontstimin mimari, muzik, sanat, moda, sinema gibi farkli alanlarda kesismesi sonucunda yaratici endustride olan
ve bu dunyayi anlamak, yeteneklerini gelistirmek isteyenleri bulusturma hedefini tasiyor.

1’ler ve O’lar senin icin bir anlam ifade etmiyorsa, farkl disiplinlerin 1siginda onlara yeniden bakmanin tam zamani! Kesfe
¢k, diyalog kur, izini birak!



Digi.logue

Zorlu Holding and Zorlu Performing Arts Center supports digital transformation, which has become one of the most
prominent concepts of our age, with a new platform named Digi.logue.

Zorlu Holding which utilizes technology at utmost level with its new vision in every field, and Zorlu Performing Arts Center
which is a decisive force in Turkish art scene unite their forces to create a new platform as part of their local and international
support for people from different cultures who research, question and create. Focusing on the digital’s interaction with
various disciplines, the platform aims to arouse curiosity, to ask questions and to build an interdisciplinary dialogue about
the digital realm. Aware of the influence of digital transformation on communities, the platform’s online and offline events,
developed to support the questioning of the future, also contribute to collective creative processes.

Aiming to meet the need for a platform that leads to interaction, exploration and awareness, the platform strives to bring
together those in creative industries — resulting from digital transformation’s interaction with architecture, music, art,
fashion and cinema — who wish to understand this world and to improve their talents.

If ones and zeros mean nothing to you, then it’s time to rediscover them in an interdisciplinary light. Explore, build a
dialogue and leave a mark!



Dijital sanat artik ¢cok siradan ve gunlUk bir sey. Sanatcilar resimde, heykelde, fotografta ve enstalasyonda teknolojiden
hep faydaland.. Dijital sanat da aslinda gunltuk hayatta sahip oldugumuz, evde ve iste kullandigimiz, cebimizdeki ya da
mobil cihazlarimizdaki araglarin bazilarini benimsemekle ilgili. Sanatgilar hentz dijital teknolojileri kullanmalarinin erken
dénemlerinde olmalarina ragmen bugun uluslararasi alanda évgu toplamis bircok dnemli isim ve muhtesem sanat eseri
bulunuyor. Ben Birlesik Krallik'ta Zorlu PSM’ye cok benzeyen bir sanat merkezi olan The Lowry’de calisiyorum ve iki tlke
arasinda dijitalle etkilesime gecen yeni sergiler ve performanslar Uretebilecegimiz bircok isbirligi firsati oldugunu gortyorum.

Dijital sanata erisim saglayan izleyicilerin karsilasacagi zorluklar sanilanin aksine diger sanat eserleriyle olan deneyimlerine
kiyasla ¢cok daha az; 6zellikle de acik bir zihinle dijital sanat eserlerine yaklasirlarsa. Son iki yilda The Lowry'de gergeklestirdigimiz
programimizda tam da bunu gériiyoruz. izleyicimizden gercekten de ¢ok olumlu tepkiler aldik ve dijital sanatla olan
etkilesimlerinin rahathgini gérmekten buytik keyif aldik.

The Lowry’de dijital sanat tiyatroda, galerilerde, binadaki ortak kullanim alanlarinda ve acik havada sergiliyoruz. Son
birkac yilda bircok uluslararasi sanatc¢inin katildigi harika sergiler diizenledik. Daniel Rozin (ABD), Rober Henke (Almanya),
Thomson & Craighead (BK), Branger Briz (ABD), Elly Clarke (BK) ve R. Luke DuBois'nin (ABD) yani sira Mishka Henner gibi
Manchesterli sanatcilari agirladik. Tiyatroda Herman Kolgan (Kanada) Novi_sad (Yunanistan), Dasha Rush’un (Rusya) dijital
performanslarini ve tabii ki Birlesik Krallik'tan Marshmallow Laser Feast’in g6z alici Lyric Theatre lazer enstalasyonu “IRIS”|
2017 yazinda sergiledik. Bu sonbahardaysa “humansbeingdigital” adl dijital sanat sergisinde Glney Kore, Kanada, Fransa,
Almanya, ABD ve Birlesik Krallik'tan bircok sanatci agirlayacak olmanin heyecanini yasiyoruz.

The Lowry, Digi.logue, Quays Culture ve British Council isbirliginde dizenlenen bu dijital sanat rezidans programi Turkiye'den
sanatcilara Birlesik Krallik merkezli dijital sanatg¢i grubu Squidsoup’un diinyasina dair bir fikir edinme ve daha da énemlisi
gelecekte atabilecekleri adimlari distinme firsati saglad.



Lucy
Dusgate

Digital Programmer & Producer, The Lowry & Quays Culture

Digital art is something very commonplace and everyday now. Artists have always used technology, whether it's within
painting, sculpture, photography, installation. Digital art is about embracing some of the tools we have now in our everyday
lives, in our pockets, on our devices; things we use at home and at work. Artists may be in the early decades of using
digital, but there are some very well established names and wonderful artworks that are critically acclaimed internationally.
| work in the UK at The Lowry, an arts centre very similar to the venue at the Zorlu Performing Arts Centre, and can see
many ways in which our two countries can work together to create new exhibitions and performances that use digital.

The challenges for audiences accessing this work are considerably less than people might perceive, especially if audiences
come to digital art and open their minds, just as they do with other art. And this is what we have seen at The Lowry over

the last two years of programming - we’ve had a really positive response from the public and we’ve enjoyed their delight
at how easy it is to engage with digital art.

At The Lowry we show digital art in the theatres, the galleries, in public spaces around the building, and outside. Over
the last couple of years, we've had some fantastic exhibitions with a rich array of international artists: Daniel Rozin (USA);
Robert Henke (DE) Thomson & Craighead (UK); Branger Briz (USA); Elly Clarke (UK); R. Luke DuBois (US), and also
Manchester-based artists such as Mishka Henner. In the theatres we’ve had digital performances from Herman Kolgan
(Canada), Novi_sad (Greece), Dasha Rush (Russia) and of course the UK’s Marshmallow Laser Feast with their stunning
Lyric Theatre laser installation, ‘IRIS” in summer 2017. This autumn we’re excited to launch ‘humansbeingdigital’, a new
exhibition of digital artists from as far as South Korea, Canada, France, Germany, the US and the UK.

This digital art residency project between The Lowry, Digi.logue, Quays Culture and British Council enabled Turkish artists
to get and insight in to the work of UK digital artists Squidsoup, but more importantly consider what are the next steps
they can take.



British Council, Zorlu Holding, Quays Culture ve Digi.logue ev sahipliginde istanbul’a gelmekten ve Tlrkiye'den 12
yuikselen sanatclyla dijital medya sanatinin sundugu imkanlari birlikte kesfetme firsatini elde etmis olmaktan blyuk
mutluluk duyuyoruz.

istanbul'da gecirdigimiz siire boyunca dahil olma, mevcudiyet, yanit verebilme ve algi gibi kavramlari ve bizim de islerimizin
temelinde yer alan dijital medyanin ve verinin fiziksel alani arttirmak icin nasil kullanilabilecegini inceleyip tartistik. is
birligi yaptigimiz sanatcilari, bu fikirleri daha buytuk kesifler icin temel olarak kullanmaya tesvik ettik ve bu sergi de onlarin
bu dogrultudaki gayretlerinin bir parcasi. istanbul’da yogun gecen (ve kendi icinde kapsamli bir deneyim olan) iki haftalik
atolye boyunca birgok kurum ve sanatciyla is birligi yapip yeni isler tretme ve Across the Line: AltCity Istanbul adli bir sergi
dizenleme firsati bulduk. Bu unutulmaz deneyimin bir parcasi olmaktan blyutk onur duyuyoruz. Sergilenen isleri ilging ve
ilham verici bulacaginizi ve serginin Turkiye'de dijital sanata dair blylyen heyecani besleyecegini umuyoruz.



Anthony
Rowe

lead Artist and Founder, Squidsoup

We were delighted to be invited to Istanbul by the British Council, Zorlu Holding, Quays Culture and Digi.logue to take
part in this collaborative exploration of the possibilities of digital media art with twelve emerging artists from Turkey.
During our stay, we probed and discussed notions of immersion, presence, responsiveness and perception, and how
digital media and data can be used as an overlay to augment physical space - themes that are at the core of our own
work. The collaborating artists were encouraged to use these ideas as a basis for further exploration, and this exhibition
is testament to their endeavours.

We were in Istanbul for an intense two-week period (an immersive experience in itself) working with the various
organisations and artists to produce new work and put together the exhibition, Across the Line, AltCity Istanbul. It was
for us a hugely memorable experience, and we were honoured to be a part of it. We hope you find the work interesting
and inspiring, and that the exhibition will contribute to the growing excitement surrounding digital art in Turkey.



British Council, Birlesik Krallik ve Turkiye'den ortaklariyla birlikte calisarak gelecegin liderleri ve degisim dnculerini belirliyor
ve onlara yeni fikirler ve buluslar gelistirmeleri saglayacak, daha olumlu ve sosyal olarak kuvvetli yaratici ekonomiler
gelistirmelerine destek olmak Uzere alan, arag, baglantilar ve 21.yGzyil becerileri sagliyor.

Dijital teknolojiler kultir ve sanat deneyimlerimizde artik cok daha genis bir alana sahip olarak Uretim, etkilesim ve ifade
bigimlerimizi dénustiruyor. Birlesik Kralllk'in sinirlari zorlayan yeni sanat ¢alismalarini destekleme gelenegi dijital teknolojilerin
yaratici endusturilerde yukselmesini saglayarak yaratici topluluklari ve teknoloji sektortiini kesfetmek, test etmek ve is
birligi yapmak Uzere bir araya getiriyor.

AltCity, British Council tarafindan farkl disiplinlerden gelen sanatgilara sehrin insanlari, hikayeleri ve dokusu hakkinda
konusabilmeleri icin teknolojinin sanatsal kullanimini kesfetme firsati sunmak Uzere tasarlandi. Birlesik Krallik'in yaratici
kolektiflerini uluslararasi sanat kurumlariyla bir araya getirerek farkl tlkelerde gen¢ sanatcilar icin iki haftalik bir rezidans
programi gelistirildi. Program aglik, is birlik¢i ve deneysel 6grenme araciliglyla sanatcilara sehirlerini yeni ve heyecan verici
bir yaklagimla kesfetmeleri igin alan sagliyor. AltCity ilk olarak Marshmallow Laser Feast’in liderliginde Brezilya'da ve sonra
Meksika’da gergeklestirildi. Sanatgilar, Marshmallow Laser Feast ile birlikte calisarak ve yeni yaratici teknoloji becerilerini
kullanmayi 6grenerek Sao Paulo’da SESI Galeri ve Meksika’da Mutek’te sergilenen bir Sanal Gergeklik enstalasyonu uretti.

Zorlu Holding ve Zorlu Performans Sanatlari Merkezi'nin dijital donisime ivme kazandirma gayretinden dogan vizyoner ve
prestijli Digi.logue’un yani sira Birlesik Krallik'in 6nde gelen dijital medya ve isik sanati uzmanlari Squidsoup ve The Lowry’deki
dijital sanat programcilari Quays Culture’la birlikte istanbul’da diizenlenen AltCity icin birlikte calismis olmaktan buyilk bir
heyecan duyuyoruz.

AltCity Istanbul rezidans programina katilan 12 sanatciya bu iki hafta stiresince gosterdikleri baglhlik ve gayretten, Across
the Line sergisi icin sergiledikleri muhtesem yaraticiliklarindan dolayi tesekkir ediyoruz.

AltCity Istanbul ve Across the Line sergisinin, Turkiye’'de dijital sanat ve sanatgilar i¢in gig¢li bir motivasyon saglamasini
ayni zamanda Birlesik Krallik ve Turkiye arasindaki is birliklerinin strekliligini saglayarak yaratici ekonomilerin gelisimine
katkida bulunmasini umuyoruz.



Esra A.
Aysun

Head of Arts Turkey, British Councll

The British Council has been working with partners in the UK and Turkey to identify and support communities of future
leaders and change makers by giving them space, tools, connections and 21st century skills to foster ideas and innovations
and help them to develop more prosperous, socially engaged, creative economies.

Digital technology is ever more present in the way we experience art and culture today and it is transforming our means
of production, interaction and expression. With the UK’s firm tradition of fostering challenging artistic practice, digital
technologies in creative practice are emerging across creative disciplines, bringing creative communities and the technology
sector together to prototype, collaborate and explore.

AltCity has been designed by the British Council to provide artists and creatives from cross-disciplinary practices to explore
artistic uses of technology to speak about the people, stories and fabrics of a city. We bring UK creative collectives with
international arts organisations together to host a residency for local emerging artists. Through open, collaborative
experiential learning, AltCity has been providing space for emerging artists to explore their cities in new and exciting
ways. Led by Marshmallow Laser Feast, AltCity artists collaborated to learn new creative technology skills, and together
created a new VR installation first for SESI gallery in Sao Paulo and then for MUtek in Mexico City.

We are delighted to partner with the visionary and prestigious Digi.logue, an initiative of Zorlu Holding and Zorlu Performing
Arts Center to accelerate digital transformation, as well as the leading UK digital media and light art specialists Squidsoup
and the digital arts programmers Quays Culture at The Lowry to initiate AltCity in Istanbul.

We extend our gratitude to the 12 AltCity Istanbul Residency artists for their dedication and hard work in these two weeks
showcasing their amazing creativity at the Across the Line Exhibition.

We hope both AltCity Istanbul and Across the Line will provide a great stimulus for digital art and emerging artists in Turkey,
and will be a catalyst for building a dialogue between the UK and Turkey to develop a more sustainable and prosperous
creative economy.



Dijital sanatin kavramlasma sinirlarinin gittikce ortadan kalktigi giinimuzde, yeni ve yeniden yorumlanan anlayislar sanatcilara
ve ¢agda rehberlik ediyor. Konvansiyonel sanatin getirmis oldugu bilgi birikimini sehrin deneyimleri ile harmanlayan geng
sanatcilar, kendi kultlr ve birikimleri ile sehrin kultiranu de yansitiyor.

Sehrin kulttrel hafizasini, teknolojinin gelistirdigi ydntemleri esas alarak yeniden yorumlamak tzere farkl disiplinlerden
sanatcilari bir araya getiren AltCity Istanbul, alisageldigimiz durumlara ritmin disina ¢ikan bakis agilari kazandiriyor. British
Council'in dinyanin farkli sehirlerinde basariyla hayata gecirerek, gen¢ sanatcilara yeni deneyimler kazandirmaya odaklanan bu
projesini Digi.logue platformu olarak sahiplenmenin ve istanbul’a tasimanin konvansiyonel sanatlarin teknoloji ile etkilesiminin
hala tartisildigi gliniimlzde oldukca kiymetli bir adim olduguna inaniyoruz.

Yaratici endustriler ve teknoloji baglamlarinda treten, diistinen, gelistiren kitleye ve buttin bu strecler icerisindeki unsurlara
destek vermek, Digilogue platformunun temel hedeflerinden biri. Yapilan basvurular arasindan degerli jurimiz Bager
Akbay, Candas Sisman, Ebru Yetiskin ve Glven Catak’in destegiyle se¢mis oldugumuz katimcilarimiz, Zorlu Performans
Sanatlari Merkezi icerisinde yer alan Sky Lounge’da, SquidSoup Medya Ajansr'nin liderliginde aldiklari deneysel egitimde
bazi kavramlari yeni bakis acilarla ve kolektif bir bilingle yeniden yorumlama imkani sagladi. AltCity Istanbul Residency
Programi sonucunda olusan “Across the Line” sergisi, sehrin hafizasini yeni nesil sanatcilarin teknoloji odakl tretimiyle
yeniden yorumlarken seyircilerin de bakis acilarini giincelliyor.

Zorlu Holding ve Zorlu Performans Sanatlari Merkezi'nin yarattigi Digilogue, Kitleleri bir araya getirmeye, yaratici
endustrilerin dinyasini anlamak Uzere sanatcilarin ve alicinin yeteneklerini ve algilarini gelistirmeye devam ederken bu
dénusum sertveninde Britsih Council’in birgok Ulkede basart ile yaruttagu AltCity projesinin Istanbul ayagini birlikte
yurutmekten mutluluk duyuyoruz.



L ali
Akalan

Digi.logue Attistic Director

Today, when the limits of conceptualization of digital art are becoming increasingly controversial, new and reinterpreted
understandings guide artists and the era. Young artists, who combine the knowledge that conventional art brought to
them with their experience of the city, reflect their culture and the culture of the city.

AltCity Istanbul, bringing artists from different disciplines together to reinterpret the cultural memory of the city on the
basis of the methods developed by the technology, gives us a perspective out of rhythm to our usual situations.

We believe that supporting British Council’s’ project which brings new experiences to young artists in different cities,
as Digi.logue and moving traditional art interaction with technology to Istanbul, is a valuable step.

One of the basic goals of the Digilogue platform is to support the masses that produce, think, develop, and all the
elements in the creative industries and technology contexts. Our attendees who have chosen with the support of our
valuable jury Bager Akbay, Candas Sisman, Ebru Yetiskin and Guven Catak, have come up with a new look at some of
the concepts in experimental training under the leadership of the SquidSoup Media Agency in Sky Lounge at Zorlu
Performance Arts Center with a collective consciousness. The “Across the Line” exhibition, which is the result of the
AltCity Istanbul Residency Program, reinterprets the city’s memory with the technology-driven production of new
generation artists and updates the audience’s perspective.

Digilogue, created by Zorlu Holding and the Zorlu Center for Performing Arts, is continuing to develop the talents and
perceptions of artists and audience in order to bring the masses together and to understand the world of creative
industries. In this transformational adventure, the British Council is happy to run the Istanbul leg of the AltCity project
we are.



Teknolojinin sanatsal kullaniminin farkl kulttrlerdeki yansimalarina odaklanarak, British Council tarafindan gelistirilen
AltCity Istanbul projesi; Sao Pauolo, Mexico City ve Bogota'nin ardindan Digi.logue is birligiyle istanbul’a tasindi.
Turkiye'deki sanatcilarin tiretme becerilerini ve bu alandaki is birligi potansiyellerini arttirmayi hedefleyen AltCity istanbul,
farkl disiplinlerden gelen 12 sanatglyi bir araya getiriyor. Quays Culture’in yapimciligini Gstlendigi programin sanatsal
yonetimini Squidsoup yapiyor.

23 Ekim — 5 Kasim tarihleri arasinda Zorlu PSM Sky Lounge’ta yurutilen AltCity Istanbul Residency Programi ile kolektif bir
egitim ve Uretim strecinden gecen 12 sanatgci, ¢izilmis sinirlarin disinda yeni kesifler edinmek Gzere birikimlerini bir araya
getirdi. Teknolojilerin fiziksel nesnelerle ve farkl disiplinlerle etkilesiminde biraktiklari izleri sanat nesneleri haline getiren
“Across the Line” baslikli sergi, yaratici teknolojilerin kullanimi Gzerine yeni ydntemler ortaya koyuyor.

istanbul'un kaotik sehir yapisi deneyimi ekseninde sanat ve teknoloji iliskisini yeniden yorumlayan her bir eser, bu iitopyanin
etrafinda yeni hikayeler kesfetmeye olanak sagliyor.



AltCity

| stanbul

Developed by British Council and focusing on the reflections of technology’s artistic use in different cultures, the AltCity
project visits Istanbul in collaboration with Digi.logue after Sao Paolo, Mexico City and Bogota. Aiming to increase the
productivity skills and collaboration potentials of artists in Turkey, AltCity Istanbul gathered 12 artists from various
disciplines. Produced by Quays Culture, the program’s artistic direction is undertaken by Squidsoup.

After a collective training and production process as part of the AltCity Istanbul Residency Programme, held at Sky
Lounge at Zorlu Performing Arts Center between October 23 and November 5, the 12 artists brought their experiences
together to make new explorations outside the existing lines. Creating artworks out of the trace of interaction between
technology and physical objects and various disciplines, the exhibition “Across the Line” presents new methods on the
use of creative technologies.

Each work reinterprets the relationship between art and technology with a focus on experiencing Istanbul’s chaotic
urban structure, and enables us to explore new stories around this utopia.



Across the Line sergisi, British Council ve Digi.logue is birliginde gerceklesen iki haftalik AltCity Istanbul Residency
Programi kapsaminda bir araya gelen farkl disiplinlerden 12 sanatcinin Birlesik Krallik merkezli dijital sanat grubu Squidsoup
liderligindeki etkilesimi sonucu olusan; karma medya, enstalasyon, kod, i1sik, heykel ve mekanik barindiran bir grup sergisi.

Cizginin étesinde ne var?

Teknolojilerin fiziksel nesnelerle ve farkli disiplinlerle etkilesiminde biraktiklari izleri sanat nesneleri haline getiren bu
sergi; ¢izilmis sinirlarin disina ¢ikildiginda olusan kesfi konu aliyor.

istanbul’un kaotik sehir yapisi deneyimini, fiziksel yapilar ve gelismis teknolojilerle; beton yerlestirmeleri, mekanik yapilar
ve dijital ylzey bozulmalariyla birlestiren Across the Line, btlin bu kurgunun temelinde olusan yeni bir denge ve uyum
anlayisini arastiriyor.

Bu birlikteligi ve uyumu var etmek icin kendi cizgilerinden ¢ikip baskalarinin gizgilerine ve kesisim noktalarina temas eden
sanatcilar, bilissel bir yasam alani Gtopyas! yaratmanin ilhamindan yola ¢ikiyor. Dokunabilecekleri nesneler icine yerlestirilen
sayisal de@erler, elektrik akimi, 1sik parcalari, mekanik yapilar ve sesler; kendi gelecegini yaratma Gtopyasinin ancak kolektif
bir bilincten geldigi ve tek yolunun kavramlar arasindaki cizgilerin esneyip saydamlasmasindan gectigini distinmeye
itiyor.

Her bir eser bu Utopyanin etrafinda kendi hikayesini anlatarak izleyici ile diyalog kurmaya, onlarin gizgileri ile kesismeye
ve kendi alanlarinin i¢lerine cekmeye davet ediyor.



Across
t h e n e

Curatorial Team: Anthony Rowe / Attistic lead, Tugce Karatas / Exhibition Assistant
Text: Hazal Dleneken

Across the Line Exhibition is a group exhibition of mixed media, installation, coding, lighting, sculpture and mechanic
born from the interaction between 12 artists from various creative disciplines, gathered as part of the two-week AltCity
Istanbul Residency program held in collaboration between British Council and Digi.logue, led by the U.K.-based digital art
collective SquidSoup.

What lies across the line?

Creating artworks out of the trace of interaction between technology, physical objects and various disciplines, the
exhibition focuses on the sense of exploration when one goes across the line.

Bringing the experience of Istanbul’'s chaotic urban texture with physical structures and advanced technologies through
concrete installations, mechanical structures and digital surface deformations, Across the Line looks for a new balance
and harmony at the heart of this meta-structure.

Having gone beyond their lines into others and interacting with each other at meeting points to give birth to this collaboration
and harmony, artists are inspired by the creation of a cognitive utopic living space. Numeric values placed in tactile
objects, electrical currents, light pieces, mechanical structures and sounds encourage onlookers to ponder that the
utopia of creating one’s own future is only possible through a collective consciousness and the flexibility and transparency

of lines between concepts.

Each work tells its own story in relation to this utopia, continuing to build a dialogue with the visitors, to interact with
their lines, and to invite them into their own lines.
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Ozcan Sarac

Mathematical Data Processing
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“ Dijital medium ve geleneksel sanat arasinda bir fark
goérmiyorum, bu tamamen yiklenen icerige ve bilginin
islenmesine bagli.”

Ozcan Sarag
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“| don't think there are many differences between the
digital medium and traditional arts. It completely
depends on how the artist expresses himself/herself.”

Ozcan Sarag
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Equation.Pi

Mathematical Data Processing

Evrendeki tim yapilar gibi, bulundugu uzay-zaman yasalarinin matematiksel bir denklemi sonucunda olusmus biyolojik bir
formun (insanin), ginimuizde, parcasi oldugu sistemden ne denli kopmus oldugunu goérmek, her fiziksel kanunda oldugu
gibi, evrimin de tersi olduguna bir isaret midir? Kendi icinde yarattigi ilizyonel kavramlar ile insanin, blyuk resme ¢ektigi
perdeler her gecen gun, bu matematiksel denklemin gegerliligini yitirmesini andiriyor.

Tum politik, ekonomik, sosyal, demografik algi, ayrisim, siniflarin yarattigi gtinimuz var olus gayretlerinin 6tesinde, insani
gunimuzde iki ana gruba ayirabiliriz: gelisimsel bilgiden uzaklasan ve zit olarak algisal gelisime katkida bulunan gruplarin
glinumuz demokratik olusumlar icinde ne denli sikisik bir rol oynamak zorunda kaldigi kaygi verici. Global sorunlarin
Otesinde, insanin gunlik var olusunun surekli olarak tehlikede oldugu bir dongtde, bilimsel kdkenli arastirmalar, insanlik
icin ne denli buyuk bir 6nem tasidigini vurgularken, ayni zamanda merkezi kontrol diizeninin sonucu olarak ortaya ¢ikan
negatif kavramlarin getirdigi tim evrenin gergekliginden kopmus giinimuz aktualitesinin, insanin henlz cevaplarini,
nedenlerini, yapisini tam olarak anlayamadigi felsefi sorular icin énemli bir ara¢ gorevi goéruyor.

Etrafimizda bulunan, her gun, her yerde yasadigimiz bu algisal hatalardan ayrismak ve mantiksal dustinceyi yogunlastirarak
icinde bulundugumuz fiziksel kavramarin ¢ok kligtikte olsa bir parcasi oldugumuz gercegi ile baglam kurmak adina, proje,
ayni insan gibi, farkli bir formatta yer alan baska irrasyonel denklemin sonucu olan Pi sayisini isliyor.

Pi sayisi, sonu olmayan bir sayi 6zelligini tasimasi ile, icinde barindirdigi tim 8 milyar modern insanin numaralandiriimasini
ve siniflandiriimasini andiracak sekilde, pasaport numaralari, telefon numaralari, dogum ginu tarihleri, dijital sifreler gibi
tum akla gelebilecek kombinasyonlari da iginde barindirmasi ile, atomik veya evrensel boyutlardaki hesaplarda kullaniimasi
acisindan énemli bir role sahip. Proje, MIT tarafindan hesaplanan, Pi sayisinin ilk 1 milyar rakamini, bilgisayar tarafindan
islenmis veri sinyallerine donustlrayor ve bu sinyalleri gemberin ¢cap hesaplanmasinda da kullanilan 3.14’lik degeri ile
Ortlisen enstalasyon boyutlari ile Ocean of Lights Gizerinde veri isleme gorsellemesi olarak ortaya ¢ikariyor. 1'den 9'a
kadar, her rakamin adandigi cember 1sik katmanlari, bilgisayar tarafindan adanildigi veri sinyalini alinca saniyenin beste
biri hizinda yaniyor ve Pi sayisi Sine ses dalgalarinin hesaplanmasinda da kullaniimasi fikri ile verileri ayni zamanda Sine
frekanslarinda da isleniyor ve ses olarak veriliyor.

* Teknik Kredi: Equation.Pi, Squidsoup’un gelistirdigi donanim ve yaziimlari kullanarak olusturulmustur.



Is it an implication against evolution to see how a biological form (human), created as a result of the mathematical
equation of laws of space and time as all structures in the universe, floats away from the system it is a part of as every
physical law would suggest? The curtains drawn over the big picture by the humans with man-made illusory concepts
resemble the expiration of this mathematical equation.

Beyond the current effort of survival caused by all political economic, social and demographic perception, categorization
and classification, we can separate humans into two main groups: those moving away from developmental knowledge,
and those who contribute to perceptional development. It's worrisome to see how limited a role the second group has
in today’s democratic structures. Beyond global issues, while science-based research emphasizes the great importance
of humanity in an age when its daily survival is constantly in danger, it also serves as an important tool for philosophical
questions about the actuality unrelated to the reality of the universe, whose answers, reasons and structure are yet
understood by humans, brought along by negative concepts emanating from the central control system.

In order to distance ourselves from these daily perceptional mistakes that surround us and to make our peace with the
reality that even if small, we're a part of the physical concept we live in through rationality, the project processes the pi
number that, not unlike humans, result from another irrational equation.

Being an endless number, pi undertakes an important role for calculations on an atomic or universal scale based on
the fact that it comprises all rational combinations (passport numbers, phone numbers, birth dates, digital passwords,
etc.), resembling the numeration and categorization of 8 billion modern people. The project turns the first 1 billion
digits of pi as calculated by MIT into computer-processed data signals, and transform these signals into data process,
mapping on to the Oceans of Lights* with installation scales overlapping with the 3.14 value used in the calculation of
a circle’s circumference. Spherical light layers dedicated to every digit between 1 and 9 receives the computer-processed
data signal, and are turned on for the one-fifth of a second. All the while, with the idea to use pi to calculate sine
sound waves, the data is also processed into sine frequencies and transformed into sound, also triggered by the data
processing.

* Technical Credit: Equation.Pi was built using hardware and software developed by Squidsoup.
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" Teknik dil olarak algoritmanin ve yeni hammadde
olarak verinin kullaniimasiyla, dijital gic daha énce
hi¢ akil edilmemis, hayalin &tesinde seyleri basarmanin
yolunu aciyor.”

Kerim Dindar









“In the technical language of algorithm and using data
as the new raw material, digital power paves the way
to achieve unprecedented things beyond imagination.”

Kerim Dindar
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Organic Geometry

Visual Installation

Bu calismada; dogadan 6diing alinan ‘cellular automata’ algoritmasinin sanatsal yonetimi ile mimari karolar tasarlanmistir.

Kurulan ayna duzenegi ile bu karolardan olusan sonsuz uzamin illizyonu izleyiciye sunulmustur. Bu ¢alisma bir biyomimikri
ornegidir ve doganin zaman onayl 4,5 miyar yillik tecriibesinden estetik agidan nasil yararlanilabilecegi sorusuna mimari

bir yaklasim sunmaktadir.

CGagimizin teknik dili algoritmadir ve sureg-odakhdir. Strec-odakl algoritmik tasarim; sanat¢ilya doganin blyuyen formlarini
yonetebilmesi yolunu agmistir. Dijital sanatin geldigi asama, binlerce yildir degismeden gelmis olan “dogadan esinlenme”
pratiginin bir adim éntine ge¢cmis ve sanatgiya “dogadan yontem 6diing alma” olanagini sunmustur. Bu ¢alisma bu comert
hediyenin bir yansimasidir.



In this work; architectural tiles are designed with the art-direction of cellular automata algorithm borrowed from nature.
The installation of mirrors create the illusion of an endless plane-scape, i.e. an infinite space. This work is an example of
biomimicry, and offers an approach to the question of how we can aesthetically benefit from nature’s time-tested 4.5

billion years of experience.

Algorithm is the technical language of the current age, and it is process-oriented. Process-oriented algorithmic design
opens possibilities for artists to manage growing forms of nature. The current phase of digital design allows artists to
“borrow methods from nature,” moving beyond being “inspired by nature” - a practice that hasn’t changed for thousands
of years. This work is a reflection of this generous offer.



NI GHT
WALK

Gilfidan Ozmen - Zeynep Budak

Light and Reflection









“ Dijital sanat hem interaktif olmasi hem de sanatciyla
izleyici arasindaki bagin daha hizli kurulabilmesi acisindan
pek cok alana hitap ediyor. Isik ve ses gibi pek ¢ok
bransi da binyesinde barindirdigi icin izleyiciye daha
yakin buluyorum.”

Gilfidan Ozmen

“Bir sur0 sehir gordim. Genel olarak metropoller hayatim
etkilemistir, belki de bu teknolojiyi gérmek etkilemistir. Ya
da hig¢ teknolojik bir sey olmasina gerek yok sehrin kendisi
etkilemistir. Ama bunu Istanbul’a indirgeyemiyorum.”

Zeynep Budak
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“ Digital art caters to many areas. It's interactive, builds a
faster relationship between the artist and the onlooker,
and comprises various elements such as light and sound.
That's why | find it more closer to the audience.”

Gilfidan Ozmen

“|'ve been to many cities, and in general, metropolises
have always influenced me. Maybe it's just seeing the
technology or the city itself. But | can’t limit this feeling to
Istanbul.”

Zeynep Budak






Night Walk
Lighf and Reflection

Yasadigimiz sehir istanbul, pek cok metropolde oldugu gibi bizi de dogadan kopariyor. Farkinda olmasak da tabiata ait
cok degerli birsey hala hayatimizda, isik. Isik olmadan varhigimizi, déngtsel ritiellerimizi sirdirmemiz mimkin degil.
Bir metropolde isik, tabiattaki gibi sadece gunesle sinirli degil. Binalarimizi, sokaklarimizi ve yasamimizin her anini gece
gundlz her daim aydinlatiyoruz.

Night Walk isimli eser sehrin geceyle olan iliskisini bir metropoltin akla en ¢gabuk gelen; binalar, yansimalar ve 1sik simgeleri
Gzerinden irdeliyor. Bir mimarin ve bir cam sanatgisinin ortak bakis agisiyla...



As in many other metropolises, Istanbul, the city we live in, snatches us away from nature. Although we may be unaware
towards it, we still have one natural thing that is very precious - the light. Without light, it's impossible for us to maintain
our existence and cyclical rituals. In a metropolis, the light is not limited to the sun as it is in nature. We continuously
illuminate our buildings, streets and every moment of our lives.

In her work “Night Walk,” the artist examines the relationship between the city and the light through images of buildings,
reflections and light symbols — the elements most frequently found in metropolises. A shared perspective of an architect
and a glass artist.



SPIRAL

Bilal Yilmaz

Audio/Visual Installation









"Istanbulda yasayan bir sanatci olmak, yaratici Gretim
surecinde aradigin her tirli malzemeye ve imkana
ulasabilmek ayni zamanda yer alt ekonomisi ve iliskileriyle
kaotik bir sehirde var olmak demek.”

Bilal Yilmaz









“Being an artist based in Istanbul means being able to
find all kinds of materials you are looking for during the
creative process and working in a chaotic environment
that enables you to create new things within an
underground economy and relations.”

Bilal Yilmaz






Spiral

Lighting Installation

Bir cocukluk hevesi — her gcocugun bir parca ip ya da kabloyla havada spiraller ¢izdigi donem. Cocuklugumuzun yaratici
diinyasinda hepimizin buldugu basit bir heyecan bu. “Spiral” her yastan insani cocukluk deneyimlerimizin sadeligi ve
yaraticiligini paylasmaya tesvik eden buyuk 6lgekli bir 1sik enstalasyonu.



Childhood enthusiasm, in a period of life every children make spirals in the air with a piece of rope or cable. It is such
a simple excitement that we all found with our childhood creativity. Spiral is a big scale lighting installation trying to
encourage people in all age to share simplicity and creativity of our childhood experiences.



[N C O N -
VERSA-
TION

Squidsoup in collaboration with Betil Aksu

Recorded Conversation, LEDs, Electronics, Speakers, Software









"Istanbul’da gecirdigimiz sire boyunca dahil olma,
mevcudiyet, yanit verebilme ve algi gibi kavramlari ve
bizim de islerimizin temelinde yer alan dijital medyanin ve
verinin fiziksel alani arthrmak icin nasil kullanilabilecegini
inceleyip tartigtik.”

Squidsoup

“ Dijital mediumlarda olasiliklar daha fazla. Geleneksel
mediumlarda yapilan, Uretilen islere nazaran dijitalde
cok daha fazla secenek var ve bu durumda uretilebilecek
daha fazla ihtimal ortaya cikiyor. Bu da tabii cesitliligi
arttirtyor, herkesin kendini daha rahat ifade etmesini
sagliyor.”

Betil Aksu
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“During our stay, we probed and discussed notions of
immersion, presence, responsiveness and perception,
and how digital media and data can be used as an
overlay to augment physical space - themes that are

at the core of our own work.”
Squidsoup

“ Digital art offers the audience a new perspective.
The audience becomes more than just a perceptive
onlooker, and takes on a more participatory role.”

Betiil Aksu
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In Conversation

Recorded Conversation, LEDs,
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In Conversation, izleyicileri istanbul sehrinde yiirliylis yapmaya davet eden bir 1sik ve ses yerlestirmesidir. Yerlestirme,
sanatcinin arkadaslari ile yaptigr konusmalari, akabinde devam eden sehir gurultisi ve farkl mahallelerdeki duyulamayan
sesler ile birlikte tasvir eder. In Conversation, izleyicileri sarmal bir deneyim yasamaya davet eder; izleyiciler yerlestirmeye
uzaktan bakabilir, icine girebilir ve hareket halindeyken cevrelerinde olusan seslere kulak kabartabilirler. Yerlestirmenin
tasvir ettigi anlati, kentsel nezihlestirmenin bir sonucu olarak ortaya ¢ikan yabancilasmaya taniklik eden tG¢ asamali bir
hikayedir. Yerlestirmeyi olusturan fikir, sanatcinin yedi yil aradan sonra istanbul’u ziyaret etmesinin ardindan tilkedeki
kaltarel ve politik degisimi sehrin her késesinde, arkadas konusmalarinda dahil, hissetmesi ile ortaya ¢ikti. Betll bu
konusmalari kayit altina aldi ve Processing yazilimi ile diyalog unsurlarini imgelere dénlsturdd. Bir sonraki agsamada
Squidsoup’un Ocean of Light yazilimi ve sarmal isik teknolojisi kullanilarak, imgelerdeki diyaloglarin her pikseli birer 1s1ga
dénastaralda. Yerlestirme, 1sikla es zamanli ilerleyen ve kaydedilmis konusmalardan olusan ses manzarasi ile tamamlandi.



in Conversation is a light and sound installation that invites spectators to walk around the city of istanbul through the
playful element of light. The installation represents recorded conversations of the artist and her friends, combined with
the city noise and unhearable vocals from various neighbourhoods. in Conversation invites spectators for an immersive
experience, to stay far, to come closer, and to have a listen to what is being spoken around when they are on the move.
The narrative behind the installation is a 3-phase story witnessing estrangement as a result of gentrification. The idea
came from the artist’s visit to istanbul after seven years, facing the cultural and political change in every bits of the city,
including her conversations with old friends. Bettil recorded these conversations and transformed them into images
using Processing software. Using Squidsoup’s Ocean of Light software and immersive light technology, every pixel of
the conversational unit is transformed into light. The installation is completed with a soundscape compiled from the
recorded conversations, simultaneously progressing with the lights.



RESPON -
S|VE
BLOOM # 1

Squidsoup (Anthony Rowe, Liam Birtles, Chris
Bennewith, Ollie Bown, Sam Fergusson)

Bespoke Electronics









“Unutulmaz bir deneyimdi ve AltCity Istanbul’un bir
parcasi oldugumuz icin gururluyuz. Umariz sundugumuz
isleri ilgi cekici ve ilham verici bulursunuz. Bu serginin
Turkiye'de dijital sanata duyulan ve gin gectikge biyiyen
heyecana katkida bulmasi en biyik dilegimiz.”

Squidsoup









“ It was for us a hugely memorable experience, and we
were honoured to be a part of AltCity Istanbul. We
hope you find the work interesting and inspiring, and
that the exhibition will contribute to the growing excitement
surrounding digital art in Turkey.”

Squidsoup
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Responsive Bloom # 1

Bespoke Electronics

“Bloom” projesi her biri Wi-Fi etkilesimli islemciye, GPS’e, ivmedlcere, LED’lere ve hoparldre sahip yaklasik bin kiresel
birimden olusuyor. Bulunduklari konumun farkinda olan bu birimler etrafi dinleyebiliyor, yanit verebiliyor, iletisim kurabiliyor
ve ses ve I1sik yayabiliyor. Birlikte bu Uniteler birbirine bagli seslerin uyumu ile uzaysal, gorsel ve isitsel bir senfoni; kisaca
bir Nesnelerin interneti senfonisi sunuyor. “Bloom” boslukta dalgalanan enerji dalgalarini gérsellestiriyor; bir uyum iginde
hareket eden 1stk modelleri ile ambiyansta degisiklikler yaratarak fiziksel alana arttirilmishk hissi kazandiriyor. Burada 24
Unitelik bir kime sergilenmektedir ve her bir Unite harekete karsi duyarlidir. Lutfen dikkatli yaklasiniz.



The ‘Bloom’ project consists of up to 1,000 individual spherical units, each comprising a wi-fi enabled processor, GPS,
accelerometer, LEDs and speaker. The units know where they are, they can listen, respond and communicate, and emit
sound and light. Together, they form a spatialised audiovisual symphony of synchronised and connected voices — a symphony
made of the Internet of Things. Blooms visualise waves of energy flowing across the space; acting in synchronicity, creating
changes in ambience, choreographed patterns of light enveloping and augmenting physical space. The version on display
is a small cluster of 24 Blooms, each one responsive to movement. Please handle with care.



C O N -
CRETE

Fthem Cem

Audio/Visual Installation









“Dijital mediumlarda olasiliklar daha fazla. Geleneksel
mediumlarda yapilan, iretilen islere nazaran dijitalde
cok daha fazla secenek oluyor ve bu durumda Uretebilecek
daha fazla ihtimal ortaya ¢ikiyor. Bu da tabii cesitliligi
arthriyor, herkesin kendini daha rahat ifade etmesini

sagliyor, nasil icinden geliyorsa.”
Ethem Cem









“ Digital medium offer more possibilities. You have more
options in digital compared to traditional medium and
works, which in turn gives birth to more possibilities for
production. This leads to diversification of works and let
everyone express themselves easily.”

Ethem Cem
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Concrete
Audio/Visual Installation

“Concrete” kentlesmeyi ve bu gelisimin zaman ve uzam baglaminda bireyler tizerindeki psikolojik etkisini ele alan gorsel-isitsel
bir enstalasyon.

Eser brutalist yapilari ve beton dokulari rutin, tekrar ve yabancilasmanin bir metaforu olarak kullanarak kent yasamindaki
bireylerin psikolojik rahatsizliklarini gérsellestiriyor. Brutalist binalar genelde tekrarlanan moddler unsurlarin karakteristik
bir ifadeye sahip olan ve butlincul olarak bir araya gelen belirli islevsel bdlgeleri temsil edecek kitleler haline gelmesiyle
olusur. Genelde sosyalist Gtopik bir ideolojiyle bagdastirilan mimari bir felsefe olsa da bildiginiz Gzere Gtopyalar kolaylikla
distopyalara dénusebilir. Bu enstalasyon ziyaretginin algisina meydan okuyor ve bu gecisi Isik stimtlasyonuyla sergiliyor.



Concrete is an audio/visual installation which arouses the effects of urbanization and its psychological impacts on individuals
in the context of time and space.

This work visualizes psychological disorders of individuals in urban life by using brutalist structures and concrete
textures as a metaphor for routine, repetition and alienation. Brutalist buildings are usually formed with repeated modular
elements forming masses representing specific functional zones, distinctly articulated and grouped together into a unified
whole. It is an architectural philosophy that was often also associated with a socialist utopian ideology but as you know,
utopia turns into dystopia quite easily. This installation challenges audience’s perception and displays this

transition with the stimulation of light.



N O . 8

Deniz Derbent - Hazal Doleneken - Ufuk Baris

Mutlu - Ege Selcuk - Meltem Sahin

Audio/Visual Installation
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“Bir tuvali kanvas olarak kullanmak yerine dijital sistemleri
kullanmanin ¢ok ciddi bir fark yarathgini gérmiyorum,
bunlar sadece farkli yéntemler.”

Deniz Derbent

“Dijital sanat dedigimizde sifir ve birlerle olusan bir veri
tabani var ve sanal gerceklik gibi bununla Gretilmis
disiplinler yaratiyoruz. Ginimizde bu, ayni zamanda bir
sanat akimina dénisiyor ama biz icinde oldugumuz icin bir
sanat akimi olarak heniz tayin edebilir miyize Emin degilim.
Biz bunu bir medium olarak kullanmaya calisiyoruz.”

Hazal Déleneken



“Sehirde endustriyel mekanlarla gercekten yasayan
alanlar ic ice. Istanbul’da ise diyaloglarin sicaklig:

bambaska.”

Ufuk Baris Mutlu

“ Dijital devrimle birlikte tim yasam tarzimiz,
aliskanliklarimiz degisti. Bu kadar hayatimizi
etkileyen bir sey, bir akim olamaz.”

Ege Selcuk

“ Dijital resmin geleneksel resmi taklit ettigini dGstiniyorum,
onun standartlari icinde kaliyor ama bir yandan da ¢ok
daha fazla insanin deneme yanilma yapabildigi, biuyik

bir 6zgirltk alani saghyor.”
Meltem Sahin









“| don't see a radical difference between using a canvas and
using digital systems. They're just different methods.”

Deniz Derbent

“In digital art, there is a database of ones and zeros, and we
create disciplines such as artificial reality from this database.
This becomes an art movement but I'm not sure if we can
describe it as such as we are personally in it. At least we try
to use it as a medium.”

Hazal Doleneken



“Industrial and living areas are side by side in the
city. The warmth of dialogue is very different in
Istanbul.”

Ufuk Baris Mutlu

“ The digital revolution changed our lifestyles and habits.
| don't think there can ever be a movement that is so
I.II

radically influentia
Fge Selcuk

“| think that digital painting imitates traditional painting.
It remains within the latter’s standards but also offers
more people a great sense of freedom, enabling them to
experiment.”

Meltem Sahin






No.8

Audio/Visual Installation

No.8; Istanbul'un kaos yaratan ya da giriilti olusturan malzemelerinin, kinetik yapilar icin tasarlanmis kompozisyonu icra
etmesine hazirlanmis bir oda. Rastlantisalligin ve kontroltin ayni anda barindigi sehir yapisindan ilham alan oda yerlestirmesi;
sehrin kdse ve kenarlarinda kalmis gurlltt ya da sessizlik olusturan malzemelerin hareketli mekanik kontrtksiyonlar icindeki
dénustimunu konu alyor.

Oda igine yerlestirilmis sekiz konstriksiyon ve icinde bulunan malzemelerin hareketi insan yapimi bir dinyanin temsili.
Formu degisen sehre ayak uydurmaya c¢alisan mekanizma, hareketin gtictnu, guraltd ve muzigin arasindaki paradoksal
iliskiyi, dizenin kaosu karsilamasini ve bu baglamda saglanan yeni uyum yaratisini konu aliyor. Tamamiyle notasyona
dékulmus bu hareketlilik ve fiziki kontriksiyon yapisi, mekanik doganin belirginlesmesi ile kaos ve sehir yasamiyla yeni
baglantilar kurmamizi resmediyor.

Kompleks sehir yasami icinde var olma mucadelesi veren mekanizma, buttin bu rastlantisalligin yeni bir diizen iginde yer
alma cabasinin bir ifadesi.

Erdem Kahraman, Arif Balik ve Can Danagdz’e tesekkiirler.



No.8 is a chamber that plays a composition for kinetic structures by Istanbul’s chaotic or noise-making materials. Inspired
by the urban structure where accidentality and control co-exist, the chamber installation focuses on the transformation
within moving mechanical constructions prepared by noise-making or quiet materials hidden in the corners of the city.

The eight constructions inside the chamber and the movement of the materials represent a human-made world. Trying
to adapt to the city that changes form, the mechanism deals with the power of movement, the paradoxical relationship
between noise and music, how order meets chaos, and the new harmony created in this context. Written in notation, this
movement and physical construction portrays how we form new connections with chaos and urban life with the clarification
of mechanical nature.

Demonstrating the struggle to exist in the complex urban life, the mechanism is an expression of the accidentality’s
effort to exist in a new order.

We sincerely thank Erdem Kahraman, Arif Balik and Can Danagoz.






BETUL AKSU

Yazar, sanatcl, akademisyen. Lisans egitimini Hacettepe Universitesi ingiliz Dil Bilimi bélimiinde tamamladi. Ankara’'da
sergilerde yer aldi ve sanat inceleme yazilari yazmaya basladi. Su anda Queen Mary Londra Universitesi Medya ve Sanat
Teknolojileri bélimiinde doktora egitimine ve Londra’da dijital sanat ve fotograf calismalarina devam ediyor. islerinde
metin, gérintu ve hareketi konu aliyor ve Ggtntn birlikteliginden dogan, kisiye gérme ve okuma aliskanliklarini sorgulatan
etkilesimli sanat sistemleri tasarlyor.

Writer, artist-researcher. She studied English Linguistics at Hacettepe University, Ankara. She was featured in various
exhibitions in Ankara and started to explore art writings. Currently, she continues her doctorate’s degree in Media and
Arts Technology Programme at Queen Mary University of London. Having a background in Language and Communication
Technologies, she researches on reading comprehension and interaction design. She writes and collects stories, and
turns them into installations. Her installations engage spectators in interpreting the meaning-making process of literary
art in digital performance.



LZEYNEP BUDAK

Seoul National University’de Mimari Miihendislik 6grenimi gérdu. istanbul Teknik Universitesi, Mimari Tasarimda Bilisim
Lisanstistli Programi’nda yuksek lisans galismalarina devam etmektedir. Veri gorsellestirmesi, gortintt isleme ve
gorintinan yansitilarak haritalanmasina odaklanan projeler yapti. Gergekligin dijital temsillerle yeniden tretimi ve
etkilesimli gorsellerle izleyicilerin mekan ve sinir algisini sorgulanmasi lGzerine ¢alismaktadir.

Zeynep studied Architectural Engineering at Seoul National University, and is currently studying for her master’s degree at
Istanbul Technical University Department of Architectural Design. She carried out various projects that focused on data
visualization, image processing and image mapping. She works on the reproduction of reality through digital representations,
and questioning the viewers’ perception of space and limits with interactive images.



1992 dogumlu gérsel sanatg. Istanbul’da yasiyor. Dogadan ilham alarak, bilim etrafinda fiziksel ve dijital ortam agirlikli
calisarak, yeni medya ¢alismalari, projeksiyon haritalama ve gorsel-isitsel performanslar tasarliyor. Bu aralar ¢alismalarinda,
yeni olasiliklari kesfetmek ve fiziksel ortamda deneyimlemek icin bilgisayar tasarimini kullanarak daha ¢cok matematik ve
geometri Gzerine odaklaniyor.

Born in 1992, Ethem Cem is a visual artist based in istanbul. He works with both physical and digital mediums, mainly
focused on experimenting with new media, projection mapping and audio-visual performances gather around science by
inspiring from nature. Recently, his works are focused on more mathematics, geometry by using computational design to
explore new possibilities and experiencing them in physical space.

ETHEM CEM
|



DENIZ DEBENT

Bu sene Bilgi Universitesi Gorsel iletisim Tasarimi béliimiinden mezun oldu. Okulda almis oldugu tasarim egitimi sirasinda

uzun sure boyunca yakin oldugu grafik sanatlarindan uzaklasip, fiziksel medyalara yakinlasti. 2015 yilindan beri Ufuk Baris

Mutlu ile geleneksel animasyon tekniklerinin etkisi altinda yeni medya ve trln projeleri Gretiyor. Endustri trinleri tasarimi,
materyal bilimi ve teknolojinin uyumu igerisinde uretimine devam etmekte.

Graduated from Bilgi University Visual Communication Design this year. She distanced herself from graphic arts, which
she closely dealt with throughout her undergraduate design study, and took an interest in physical media. Since 2015, she
created new media and product projects with Ufuk Baris Mutlu with the inspiration of traditional animation techniques. She
continues to create works in industrial design, material science and technology.



HAZAL DOLENEKEN

Egitim hayati boyunca beste, ses tasarimi, etkilesim ve ¢ok disiplinli sanat projeleriyle ilgilendi. Digital Experience
Collective’in kurucularindan biri, ses tasarimcisi ve akustik ekoloji sanat projesi Sonospheria’nin lyelerinden biri.
Bireysel isleri ve ortak projeleri aralarinda Contemporary Istanbul, Portlzmir Triennial, Amber Technology and Art Festival,
Heterotopia New Media Exhibition ve Conservation di Musica’daki Contemporary Festival'in bulundugu birgcok miize ve
galeride sergilendi. Hazal, lise derecesini Dokuz Eylil Konservatuari trombon boliminde tamamladi. Lisans 6grenimini
Hollanda’daki Conservatory of Amsterdam’da ve Royal Conservatory of The Hague’'de tamamladi. Bilgi Universitesi Miizik
Boliimunden tam bursla mezun oldu. Akustik ve elektro-akustik mizik beste teknikleri, etkilesim tasarimi ve programlama
konularinda Tolga Tiziin'le; beste, enstriimantasyon ve armoni alanlarinda Turgut Pégun’le calisti. Kendisi su siralar
MIAM Kompozisyon Departmaninda Pieter Snappers’la birlikte ylksek lisans 6grenimine devam ediyor. Kendi besteleri
ve muzikleri bircok muzik festivalinde kullanilan Hazal énemli mizisyenler, gruplar ve orkestralarla galisip onlarla Tirkiye
ve Hollanda’'da sarkilar yayinladi. Bir yandan Digital Experience Collective’de calisirken diger yandan hem veriyi bir sanat
bicimi olarak kullanabilecegi yeni bir proje hem de yeni albliim tzerine yogunlasiyor.

Hazal is interested in composition, sound design, interactivity and multidisciplinary art projects. She is the co-founder
and sound artist of Digital Experience Collective, and a member of Sonospheria, the acoustic ecology art project. Her
solo works and collaborations have been exhibited at several museum and galleries including Contemporary istanbul,
Portlzmir Triennial, Amber Technology and Art Festival, Heterotopia New Media Exhibition, and Contemporary Festival
at ‘Conservatorio Di Musica’. Hazal received her high school degree in trombone at Dokuz Eylll Conservatory. She did
her bachelor in trombone at Conservatory of Amsterdam and Royal Conservatory of The Hague, the Netherlands. She
graduated from Bilgi University Music Department with a full scholarship. She worked on composition techniques for
acoustic and electroacoustic music, interactivity design, programming with Tolga Tlzlin; and on composition, instrumentation,
and harmony with Turgut P6gln. Currently, she is doing her master’s degree at MIAM Composition Department working
with Pieter Snappers. Her own compositions and songs were featured at several music festivals. She performed with
important musicians, bands, and orchestras, and recorded some released songs with them in Turkey and Netherlands.
She is currently working at Digital Experience Collective, on a new project in which she can use data as an art form, and
on her upcoming album.



M DUNDAR

KERI

Bilkent Universitesi iktisat Bolimii ardindan Hacettepe Universitesi Grafik Tasarim Bélimii'nde yiiksek lisans egitimi ald.
Ayni bélimde doktora egitimine devam ediyor. Algoritmik Biyomimikri alanina arastirmalar yapiyor. Yogunlastigi pratik
alan ise 3D yiizey ve animasyon tasarimi ve ayrica geleneksel olmayan ve alisiimamis dijital tasarim teknikleridir. iktisat
egitiminde kazandigi matematik temeli, matematigi giinlik yasamin her sorununda kullanma cesareti ve hakimiyeti,
tasarim mevhumuna bilimsel bir bakis agisi ile yaklagmasini sagliyor. Tasarim olgusunun 6ziinde doganin meslegi
olduguna, yani bir dogal fenomen olduguna ve bilimsel yéntemler ile dl¢ctlebilecegine ve aciklanabilecegine inaniyor.

After graduating from the Department of Economics at Bilkent University, he received his master’s degree at Hacettepe
University Department of Graphic Design. He continues to study for this doctorate’s degree at the same department,
researching on algorithmic biomimicry. In practice, he focuses on 3-D surface and animation design as well as non-
traditional and extra-ordinary digital design techniques. His fundamental training in Economics gives him the courage
and capacity to use mathematics in daily problems and to approach the concept of design from a scientific perspective.
He believes that the concept of design is a profession of nature, i.e. a natural phenomenon, which can be measured and
explained through scientific methods.



S MUTLU

UFUK BARIS

istanbul Bilgi Universitesi Gorsel iletisim Tasarimi Boliimii mezunu. Erken calismalarina grafik sanatlari (izerine basladi,
endustriyel imalat teknikleri ve materyallere olan ilgisiyle yeni medya sanatlarinin ic boyutlu dlinyasi icinde Gretime
yoneldi. 2015 yilinin basindan beri Deniz Derbent ile birlikte, cesitli ulusal ve uluslararasi sanat etkinliklerinde sergilenen
yeni medya projeleri GUzerinde calisiyor. Geleneksel animasyon tekniklerinin; mekanik, elektronik ve endiistriyel medyalar ile
gosterdigi ritmik uyumdan ilham aliyor ve ortaya cikan sonsuz hareketi, politik kisir déngulerle iliskilendiriyor. Kisisel ve
kolektif calismalari; Gaia Gallery (2017), Corridor Project Space Amsterdam (2017), whiteBOX Minchen (2016), Mamut
Art Project (2016), Contemporary Istanbul / Plugin (2015), Maker Faire Istanbul (2015), Studio-X Istanbul (2014)

ve Philipps-Universitat Marburg (2014) gibi sanat alanlarinda sergilendi.

Graduated from Istanbul Bilgi University Department of Visual Communication Design. His early works focused on graphic arts,
and morphed into producing works in the 3-D realm of the new media arts thanks to his interest in industrial production
techniques and materials. Since the beginning of 2015, he works on new media projects with Deniz Derbent which have
been displayed on a number of local and international art events. He’s inspired by traditional animation technique’s
rhythmic harmony with mechanic, electronic and industrial medium; and associated the resulting the endless movement
with vicious cycles in politics. His solo and collective works have been exhibited at various venues including Gaia Gallery
(2017), Corridor Project Space Amsterdam (2017), whiteBOX Muinchen (2016), Mamut Art Project (2016), Contemporary
Istanbul / Plugin (2015), Maker Faire Istanbul (2015), Studio-X Istanbul (2014), and Philipps-Universitat Marburg (2014).



GULFIDAN OZMEN

Gulfidan Ozmen 1978 yilinda sanatcl bir ailede, istanbul’da diinyaya geldi. Erken yaslarda cizim ve resim iizerine calisti.
1995 yilinda istanbul Anadolu Giizel Sanatlar Lisesi-Resim BSlimi'ni bitirdikten sonra lisans ve yiiksek lisans 6grenimini
Mimar Sinan Universitesi, Giizel Sanatlar Fakiiltesi, Seramik ve Cam Béliimii'nde tamamladi. Ogreniminin ardindan
yurtdisinda ve yurticinde cam sanatgilari ile ¢alisti. Mimari dekoratif cam ve cam karo sektériinde tasarim, Grin gelistirme
ve yonetici pozisyonlarinda calisti. Mimar Sinan Universitesinde Cagdas Cam Sanati ve Cam Proje dersleri verdi. Pera
Muzesi ve kendi atolyesinde cam, serigrafi ve mixed media atélye ¢alismalari diizenledi. Sanat¢inin bugline kadar pek ¢ok
karma sergiye katilimi ve dort kisisel sergisi gerceklesmistir.

As a daughter of artists, she spent her early years drawing and painting. After she graduated from Fine Arts High School
Painting Department in 1995, she received her BFA in ceramic and glass from Mimar Sinan University Fine Arts Faculty
and completed her MFA at the same department. After her graduation, she assisted glass artists in Turkey and abroad.
She worked in design, product development and supervisor positions in architectural decorative glass and glass tile
business, and gave lectures at Mimar Sinan University about contemporary glass art and glass project as well as organizing
workshops at Pera Museum. She attended several group shows and held four solo shows.



OZCAN SARAC

’

1988'de dogan Ozcan Sarac, 2007-2012 yillari arasinda Ingiltere’deki Essex Universitesi'nde tamamladigi BSc Ekonomi
egitiminin son yillarinda sanat ¢alismalarina yogunluk verdi ve 2012-2016 yillari arasinda 6ncelikle Fransa’daki Parsons
Paris Sanat Universitesi'nde multidisipliner bir egitim aldi, sonrasinda Isvigre’deki Zirich Sanat Universitesi'ne transfer
oldu ve iki yil boyunca yeni meyda odakli bir egtimden gecti. Insanin Gniversal sistem ile olan iliskisini, mantiksalligini ve
algl mekanizmasini sorgulamak adina, bilimsel ve teknolojik yapilar kullanarak, kavramsal arastirma alanlari olusturan
calismalar yapti. Isleri ve performanlari, Londra, Paris, Milan, New York, Zurich, Cenevre, Basel ve Istanbul’da sergilendi.
Bu sirada, deneysel muzik ¢alismalari Gzerine farkl sehirlerde workshop’lara katildi ve isler Gretti. Projelerini Istanbul’da
Uretmeye devam etmekte.

After studying BSc Economy at Essex University in England between 2007 and 2012, he focused on artistic studies.
First, he took a multidisciplinary training at Parsons Paris University of Art in France (2012-2016), and then transferred to
Zurich Art University in Switzerland and studied on new media for two years. In order to question humanity’s relationship
with the universal system, its rationality and perception mechanism, he worked on projects through scientific and
technological structures that create conceptual research areas. His works and performances have been exhibited in
London, Paris, New York, Zurich, Geneva, Basel and Istanbul. He continues to work on new projects in Istanbul.



EGE SELC UK

4

Eskisehir Glzel Sanatlar Lisesi Mlzik Bolimu ardindan lisans egitimine, su an 3. sinif 6grencisi oldugu istanbul Bilgi
Universitesi Muzik Teknolojileri boliiminde basladi. Elektronik, elektroakustik miizik ve akustik ekoloji calismalarinda
bulunuyor ve kendi sarkilarini yazip besteliyor. Yari profesyonel olarak fotografcilik ve videoart ile ilgileniyor.

After graduating from Eskisehir Fine Arts High School’'s Music Department, she began his undergraduate degree
at Istanbul Bilgi University Music Technologies Department, where she’s in his junior year. She works on electronic,
electroacoustic music and acoustic ecology, and composes his own songs. She’s also interested in photography
and video art semi-professionally.
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MELTEM

illiistratér ve animator. Bilkent Universitesi Grafik Tasarim bélimiinden fakiilte birinciligiyle mezun olduktan sonra,
Fubright bursuyla, Maryland Institute College of Art (MICA)'ta lllistrasyon Master’i yapti. 2013 yilinda, isleri dinyanin en
blylk cocuk kitaplari fuarlarindan, Bologna Cocuk Kitaplari Fuarr'nin yilligina secildi. 2015 yilinda ise robotik ve Arduino
ile ilgili olan arastirmalarindan dolayl MICA'nin master égrencileri icin olan Arastirma ve Gelistirme bagisini aldi. P is for
Pussy adl kitaptaki illistrasyon calismalariyla; Huffington Post, Bitch Media, DesignTAXI ve BuzzFeed basta olmak lzere
bircok yabanci basinda haber edildi. 2016 Kasim ayinda, istanbul’da animasyon ve retro oyuncaklardan olusan ilk kisisel
sergisi, “Negative Pleasure” Mixer Galeri’de acti, “O halde” adli artiriimis gerceklik heykelleri ise Contemporary Istanbul’da
sergilendi.

lllustrator and animator. After graduating as valedictorian from Bilkent University Graphic Design, she received her
master’s degree from lllustration at Maryland Institute College of Art (MICA) with Fulbright scholarship. In 2013, her works
were selected for the almanac of Bologna Children’s Books Fair, one of the world’s largest children’s books fairs. In 2015,
she received an R&D donation from MICA (given to master’s students) for her studies in robotics and Arduino. She was
featured on international media — including Huffington Post, Bitch Media, DesignTAXI and BuzzFeed - for her illustrations
in the book “P for Pussy.” In November 2016, she opened her first solo exhibition “Negative Pleasure” which displays
animation and retro toys at Mixer Gallery in Istanbul. Her augmented reality sculptures “O halde” were exhibited at
Contemporary Istanbul.



LAL YILMAZ
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Lisans egitimi Bogazici ve Binghamton (NY) Universitesi Bilisim sistemleri Mithendisligi, Yiiksek Lisansi ise istanbul Teknik
Universitesi Entas (Endistri Urtinleri Tasarimi) Uizerine temel sanat ve tasarim egitimini Binghamton'da Prof. Jim Stark ve
Prof. John Thompson’dan aldi. Tasarim ve enstelasyon alanlarinda agirlikh olmak tzere etkilesim odakli calismalar yapiyor.

His undergraduate degree is on Information System Engineering from Bogazici University and Binghamton University(NY),
his graduate degree is on Industrial Product Design from Istanbul Technical University. He took courses from Prof. Jim
Stark ve Prof. John Thompson at Binghamton for his fundamental art and design education. He creates interactive works
in design and installation fields.



SQUIDSOUP

Squidsoup dijital ve interaktif medya deneyimleriyle ¢alisan bir uluslararasi sanatci, arastirmaci, teknoloji uzmani ve
tasarimci grubu. Grubun isleri fiziksel ve dinamik sanal mekanlari; yeni ve sezgisel etkilesim bicimleriyle bir araya
getirerek kapsayici, etkilesime gecen ve kiskirtici deneyimler Uretiyor.

Squidsoup dinya ¢apinda birgok etkinlik ve destinasyonda sergilendi. Bu etkinliklerden birkaci: Canary Wharf (2017),
Royal Botanical Gardens at Kew (2015, 2016), Sydney Opera House (2016), SIGGRAPH (USA 2001, 2010, 2016), Usina del
Arte (Buenos Aires 2016), Wales Millenium Centre (2016), Salisbury Cathedral (Magna Carta’nin 800’tUncu yil donimu
icin, UK, 2015), Adelaide Festival (Aus 2015), Visual Art Week (MEX 2015), Mapping Festival (CH 2013), TIFF (CA 2013),
Sundance (USA 2011), Scopitone (FR 2011), Ars Electronica Festival and Museum (AU 2010), Glastonbury Music Festival
(UK 2010), Kinetica Art Fair (UK 2010), , ISEA (JP 2002 ve NI 2009), ve Late at TATE Britain (UK 2006, 2007). Ayrica ICA ve
Roundhouse (BK) ve Sydney Opera House’ta (2016) gerceklesen bir dizi konser igin Four Tet’le de is birligi yaptilar.
Taninirhk: Prix Ars Electronics (Honorary Mention 2017), Aesthetica Prize (Finalist 2015), Lumen Prize (Finalist, 2015),
Core77 Design Awards (Professional Notable Honoree 2013), Architecture Now Interior Awards (Finalist 2013), Prix File
Lux (Honorary Mention 2010), a BAFTA nomination (2002) ve bir International EMMA (2000).

Odenek, proje komisyonlari ve is birliklerinden bazilari: Kew Gardens (2015,16), Salisbury Cathedral (2015), Quays Culture
(2014), Pervasive Media Studios (2012), Arts Council Norway (2012), Royal Society of New Zealand (2012), KORO (Public
Art Norway — 2012), Royal Shakespeare Company (2010,12), Technology Strategy Board (2008, 2009), Arts Council
England (2003,5), NESTA Futurelab (2002-7), Cornerhouse (2003) ve Watershed Media Centre (2002,4,5).

Squidsoup’un islerini www.squidsoup.org sitesinin yani sira ortak alanlar, fiziksel ve sanal sergiler, oyunlar ve yazihm
araclarinda gorebilirsiniz.



SQUIDSOUP

Squidsoup is an international group of artists, researchers, technologists and designers working with digital and
interactive media experiences. Their work combines physical and dynamic virtual spaces with novel and intuitive forms
of interaction to produce immersive, responsive and beguiling experiences.

Squidsoup have exhibited across the globe at a broad range of events and locations, including Canary Wharf (2017),
Royal Botanical Gardens at Kew (2015, 2016), Sydney Opera House (2016), SIGGRAPH (USA 2001, 2010, 2016), Usina del
Arte (Buenos Aires 2016), Wales Millenium Centre (2016), Salisbury Cathedral (part of the 800th anniversary of Magna
Carta, UK, 2015), Adelaide Festival (Aus 2015), Visual Art Week (MEX 2015), Mapping Festival (CH 2013), TIFF (CA 2013),
Sundance (USA 2011), Scopitone (FR 2011), Ars Electronica Festival and Museum (AU 2010), Glastonbury Music Festival
(UK 2010), Kinetica Art Fair (UK 2010), , ISEA (JP 2002 and NI 2009), and Late at TATE Britain (UK 2006, 2007). They also
worked with Four Tet on a series of live concerts that took place at the ICA and Roundhouse (UK) and Sydney Opera
House (2016). Recognition includes include Prix Ars Electronics (Honorary Mention 2017), Aesthetica Prize (Finalist 2015),
Lumen Prize (Finalist, 2015), Core77 Design Awards (Professional Notable Honoree 2013), Architecture Now Interior
Awards (Finalist 2013), Prix File Lux (Honorary Mention 2010), a BAFTA nomination (2002) and an International EMMA
(2000).

Grants, project commissions and collaborations from (@among others): Kew Gardens (2015,16), Salisbury Cathedral (2015),
Quays Culture (2014), Pervasive Media Studios (2012), Arts Council Norway (2012), Royal Society of New Zealand (2012),
KORO (Public Art Norway — 2012), Royal Shakespeare Company (2010,12), Technology Strategy Board (2008, 2009), Arts
Council England (2003,5), NESTA Futurelab (2002-7), Cornerhouse (2003) and Watershed Media Centre (2002,4,5).
Squidsoup’s work can be experienced online at www.squidsoup.org, and in shared spaces, physical and virtual installa-
tions, games and software tools.
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