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https://www.dezeen.com/2022/05/04/mb-co2-installation-thijs-biersteker/

“Karbon ayak izi” giinimuzin en énemli sorunlarindan
biri haline gelmeye baslamistir.

Kiresel isinmanin baslica sorumlusu olarak gdsterilen
karbon ayak izi karbondioksit cinsinden dl¢tlen, Uretilen
sera gazi miktar agisindan insan faaliyetlerinin diinyaya
dogrudan veya dolayli olarak verdigi zararin Slgtsiddr.
Hollandali sanatgi Thijs BIERSTEKER her giin

attigimiz e-postalarin, yaptigimiz online gériismelerin,
dinledigimiz muziklerin ¢cevre Gzerindeki etkisini ortaya
koyan bir enstalasyon hazirladi. Ug monitérden olusan
duzenekte; internette yaptigimiz herhangi bir eylemin,
yarattigi kirliligin miktarini lgen gercek zamanli bir
algoritma kullaniliyor.

Zoom gorismeleri, Spotify ¢alma listeleri, Netflix

izlemek gibi farkli dijital eylemleri iceren monitorler
calismaya basladigi zaman agiga ¢ikan karbondioksit
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gazina karsilik gelen bir miktar yuvarlak bir teraryuma
saliniyor. internet kullanimi arttikga, karbondioksit
miktar da artiyor ve bitkilerin bu durumdan nasil
etkilendigi g6zle goérulebilir hale geliyor. Sanatginin
MB>CO2 ismini verdigi kurulum, internet kullanimimizin
genel olarak gezegen Uzerindeki etkisi icin gbrsel bir
metafor. BIERSTEKER bu projeyi, insanlarin internet
kullaniminin yarattigi etkiyi yeterince géremedigi
fikrinden hareket ederek kurgulamis. Bu alanda
seffaflik eksikligi olduguna dikkat geken BIERSTEKER,
bunu veri merkezleri gibi internet alt yapilarinin
genellikle gdézden uzak olmasina ve ¢evrimigi hizmet
saglayicilann, platformlarinin kullanimiyla iligkili
emisyonlar hakkinda veri yayimlamamasina bagliyor.

MB>CO2, é‘)z_ellikle g6runtult aramalarin etkisine
odaklanmis. Izleyiciler arama yaptiklannda bunun

INTERNETIN CEVREYE

BIERSTEKER bu
dizenegqi;: %95 geri
donusturulmus
celikten,
ekranlardan

ve dusuk eneriji
tuketimine sahip
bir LattePanda
Alpha tek kartl
bilgisayardan insa
etmis.

dogaya etkilerini gdzlemleyebiliyorlar. Sohbet
pencereleri monitdrde gérintilenirken, algoritma
her bir gagn tarafindan dakika basina uretilen
emisyonlari tahmin ediyor ve gagn devam ettigi
surece karbondioksit gazinin teraryuma salinmasini
tetikliyor. Algoritma, arayan kisinin konumunu
kullandigi donanimin &zelliklerini ve bunlarin yani sira
IP adreslerine gére kullanilan sunucularin konumunu
da dikkate aliyor. BIERSTEKER, bu konunun énemli
oldugunun altini giziyor.

BIERSTEKER bu diizenegi; %95 geri ddnusturtimuis
celikten, ekranlardan ve dislk enerji tiketimine sahip
bir LattePanda Alpha tek kartl bilgisayardan inga etmis.
Her ay yanm saat c¢alistinyor, béylece teraryumdaki
bitkilerin 6lmesini engelliyor.

BIERSTEKER’in projesinin ardindan, NFT ile iligkili
emisyonlar 6grenen bazi sanatgilar bu yeni sanat
alanina mesafeli durmaya baslamis. Mimar Chris
PRECHT de dahil olmak Uzere bir dizi yaratici, NFT
sanat eserlerinin basiimasi ve satiimasiyla iligkili biytk
emisyonlar kegfettikten sonra gelecek strlimleri iptal
etmis. BIERSTEKER, eserin bizzat karbon salimina
neden olmamasi igin MB>CO2'yi diinyanin dért bir
yanina géndermek yerine, su anda Hollanda’daki
stiidyosunda tutuyor. Kuratérler, sanatseverler,
UNESCO’dan insanlar enstalasyonu gérmek igin yeni
seanslan bekliyor.
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THE IMPACT OF THE

INTERNET ON THE

ENVIRONMENT CAN

NOW BE "SEEN"

“Carbon footprint” has become one of the most important
problems of our time.The carbon footprint, which is shown as
the main factor responsible for global warming, is the measure
of the direct or indirect damage caused by human activities to
the world in terms of the amount of greenhouse gas produced,
measured in terms of carbon dioxide. Dutch artist Thijs
BIERSTEKER has prepared an installation that reveals the impact
on the environment of our daily e-mails, online conversations,
and the music we listen to. The setup, which consists of three
monitors, uses a real-time algorithm that measures the amount
of pollution created by any action we take on the internet. When
monitors containing different digital activity such as Zoom calls,
Spotify playlists or watching Netflix start working, a quantity of
the carbon dioxide gas released goes into a round terrarium.

As the use of the Internet increases, the amount of carbon
dioxide increases and its effects on plants becomes apparent.
The installation, which the artist calls MB>C02, is a visual
metaphor for the impact our internet use has on the planet in
general. BIERSTEKER designed this project based on the idea
that people are unable to adequately assess the impact of

their internet use. Noting that there is a lack of transparency in
this area, BIERSTEKER attributes this to the fact that internet
infrastructures such as data centres are often overlooked,

and that online service providers do not publish data on the
emissions associated with the use of their platforms. MB>C02 is
particularly focused on the impact of video calls. When viewers
search, they can observe the effects of such activity on nature.
While chat windows are displayed on the monitor, the algorithm
estimates the emissions produced per minute by each call and
triggers the release of carbon dioxide gas into the terrarium as
the call continues. The algorithm takes into account the location
of the caller, and the characteristics of the hardware being used,
as well as the location of the servers used according to their

IP addresses. BIERSTEKER underlines the importance of this
issue. BIERSTEKER built this assembly from 95% recycled steel,
screens and a LattePandaAlpha single board computer with low
energy consumption. It is run for half an hour every month, thus
preventing the plants in the terrarium from dying. Following
BIERSTEKER's project, some artists, learning about the emissions
associated with NFTs, started to distance themselves from this
new field of art. A number of creators, including architect Chris
Precht, cancelled future releases after discovering the large
emissions associated with printing and selling NFT artworks.
Instead of sending MB>C02 around the world, BIERSTEKER
currently keeps it in his studio in the Netherlands so that the
work itself does not cause carbon emissions. Curators, art lovers,
people from UNESCO are waiting for new sessions to see the
installation.
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DUNYAYLA SANAL HAYATI JEYAN ULKU OFiSiNiZ
"METAVERSE" MIMARLIK GUNCELLENIYOR,
THE UNIVERSE COMBINING THE REAL JEVAN UL ARCRITECTS LUTFEN BEKLEYINIZ"'

ABBVIE OFIS PROJESI IC MIMARI VE gﬁﬁg%gf@gg“
SEFFAFLIKLA YENiLIGIBIR =~ METAVERSE: .

ARAYA GETIREN OFIS DIJITAL DUNYANIN YENi VALENSIYA

JEYAN ULKU MIMARLIK TTIEAKI

ABBVIE OFFICE PROJECT INTERIOR DESIGN AND THE METAVERSE: WHERE DESIGN MEETS ART: VALENCIA

THE NEW ALLIANCE OF THE DIGITAL WORLD
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17. ISTANBUL BIENALI:

DERA MUZES
17 EYLUL 2022 - 20 KASIM 2222

istanbul Kiiltiir Sanat Vakfi tarafindan diizenlenen
istanbul Bienali, bu yil 17 Eylil - 20 Kasim 2022
tarihleri arasinda gergeklestiriliyor.

Bienal 2022’de; geleneksel sanat mekanlarinin
disina cikarak kitapgilar, sahaflar, hastaneler,
huzurevleri, kafeler, metro duraklan ve ézel bir radyo
istasyonunun da aralarinda oldugu onlarca farkli
mekana yayiliyor. Tarihi semtlerdeki miizelerin yani
sira, bir hat ve cilt atélyesi, 15. ylzyildan kalan bir
hamam, yirmi yili agkin siredir kullaniimayan bir
Rum okulu, gé¢cmen sanatgilar tarafindan kurulan bir
sanat alani da bienal mekanlari arasinda yer aliyor.

Ute Meta BAUER, Amar KANWAR ve David TEH’in
kiratorliginu Ustlendigi ve pandemi nedeniyle bir
yil ertelenen 17. istanbul Bienali; 6lcegi, ydntemi ve
hedefleri agisindan 6nceki yillardan farklilagiyor. Tium
diinyay etkisi altina alan pandemi kosullan altinda
duizenlenen bu bienalin her anlamda gegmisten
gelen kaliplarin 6tesine gegmesi gerektigini diistinen
kuratorler, sergi icin bir tema ya da baslik segmek
yerine uzun soluklu bir déniisiim ve yeniden yaratim
surecine odaklandi. Bienal; farkli cografyalarda

ve disiplinlerde ¢alismalar ylruten Kisileri bir

araya getirerek aralarindaki etkilesimi besleyen,
glglendiren bir bulusma noktasi olacak.

November 20, 2022.

The istanbul Biennial, organized by the istanbul Foundation for
Culture and Arts, takes place this year from September 17 to

In 2022, the Biennial goes beyond traditional art spaces and
expands into dozens of different venues, including bookstores,
second-hand booksellers, hospitals, nursing homes, cafes,
subways and a private radio station. In addition to the museums
in the historical districts, the Biennial venues feature a
calligraphy and bookbinding workshop, a 15th-century hammam,
an art space established by immigrant artists, and a Greek
school that has not been used for more than twenty years.

ajanda agenda

17TH iISTANBUL BIENNIAL:

PERA MUSEUM
SEPTEMBER 1/, 2022 - NOVEMBER 20, 2022

Curated by Ute Meta BAUER, Amar KANWAR and David TEH,
the 17th istanbul Biennial, which was postponed for a year due
to the pandemic, differs from previous years in terms of scale,
method and goals. For this year’s edition — organized under
the pandemic conditions that affected the entire world — the
curators believed the Biennial should go beyond the patterns
from the past in every sense, and so focused on a long-term
transformation and re-creation process rather than choosing

a theme or title for the exhibition. The Biennial will be a
meeting point that brings together people working in different
geographies and disciplines, and nurtures and strengthens the
interaction between them.

SAHNEDE 90'LAR

SALT BEYOGLU, SALT GALATA
15 EYLUL 202212 SUBAT 2223

Salt’in 1990’lar Turkiye’sindeki kilttrel ortami ve sanat Uretimlerini sahne ve
performans kavramlari odaginda inceleyen yeni sergisi Sahnede 90’lar 15 EylilI’de
basladi.

Tirkiye’de toplumsal, siyasi ve ekonomik anlamda hizli degisimlerin yasandigi
1990’li yillar, ayni zamanda &zellikle istanbul’un kiiltiir, sanat, performans ve
eglence sahnesinde serbestlik sinirlarinin stirekli genigletildigi bir doneme isaret
ediyor. Sanat ortaminda “disiplinlerarasi” kavrami da bu dénemde giindeme
gelen kavramlar arasinda. Dogasi geregi farkl disiplinlerden beslenen ve deneysel
bir sanat pratigine isaret eden performans, pek ¢ok sanatgiya yenilikci bir alan
acacak. Sahnede 90’lar, bu ddnemin performans Uretimlerine yogunlasarak kultur,
sanat ve eglence tarihine ¢ok yonli bir bakis sunmayi amaghyor.

THE 90S ONSTAGE

SALT BEYOGLU, SALT GALATA
SEPTEMBER 15, 2022 - FEBRUARY 12, 2023

The 90s Onstage, a new exhibition at Salt Beyoglu, examines the cultural environment and art
productions in 1990s Tiirkiye with a focus on the concepts of stage and performance. The show
started on September 15.

The 1990s — a time of rapid social, political and economic change in Tirkiye — also marked a
period in which the boundaries of freedom were constantly expanded, especially in the culture,
art, performance and entertainment scene of istanbul. The concept of “interdisciplinary” in the

art environment is among the concepts that emerged in this period. The exhibition, which is fed
from different disciplines and points to an experimental art practice by its nature, will open an
innovative field for many artists. The 90s Onstage aims to offer a multi-faceted view of the history
of culture, art and entertainment by concentrating on the performance productions of this period.

OYUNBU

ARTER |
17 SUBAT 2022-9 NISAN 2023

OyunBu baslikl grup sergisi, Arter Koleksiyonu’ndan segilen yapitlan gocukluk
ve oyun kavramlan etrafinda bir araya getiriyor. Sergi, oyunun gercekligini askiya
alip; yeniden kurgulanisindaki kural tanimazhgini, gtindelik olanin disina tasma ve
tamamen kendine ait bir diizen ve anlam Uretme sekillerini, sanat yapitlan ve bu
yapitlanin sundugu deneyimler baglaminda arastirmayi hedefliyor. Sanatin oyun
kurucu niteliklerini oyun bozucu yanlari ile  birlikte ele alan OyunBu; rekabet,
gerilim, sans, taklit, ritlel, sihir, esrime ve haz gibi kavramlarin izini stirerken

hem yetigkinler hem de ¢ocuklar icin aslinda kazanani olmayan ya da herkesin
kazandidi bir oyun alani agiyor.

OYUNBU

ARTER |
FEBRUARY 17, 2022 - APRIL 9, 2223

OyunBu, a group exhibition, brings together selected works from the Arter Collection around the
concepts of childhood and play. The exhibition aims to suspend the reality of the play and to
investigate the rule-breaking in its re-construction, and the ways in which play goes beyond the
everyday and produces an order and meaning of its own, in the context of works of art and the
experiences these works offer. Addressing the ground-breaking qualities of art together with the
game-changing aspects, OyunBu opens a playground for both adults and children where there
is no winner — or everyone wins — while tracing concepts such as competition, tension, luck,
imitation, ritual, magic, ecstasy and pleasure.

Click! | 005



DUNYAYLA
SANAL HAYAT
BIRLESTIRE i
FVIREN
] 5
“Meta” (ote) ve “universe” (evren) sozcuklerinin birlesmesinden
turetilen “Metaverse” kavrami hayatimiza yeni girse de etkisi ve
bilinirligi giderek artiyor. Kavram; avatarlarla temsil edilen kullanicilarin
aligveris yapabilecegi, sosyallesebilecegi, ¢calisabilecegi sanal bir
dinya anlamina geliyor. Gergek hayatin birebir halini sanal ortamda
uretme fikri ekonomistleri, tasarimcilari, sanatgilari, mimarlari

pesinden surukluyor. Artik bir de sanal evren var ve bu iki evren
arasindaki sinirlar giderek bulaniklasiyor.
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konu topic

Metaverse'te
tasarlanan sekiller,
desenler, mekanlar
ve mimari de hayal
edenin imgesinden
doquyor ve bu
imgeler nesiller
boyu aktarilan
hafiza ile
sekilleniyor.

Bilgisayar teknolojisi giindelik hayatimiza girdiginden
beri farkl nesillerin bu teknolojiye adapte olma

hizi da farkli oldu. Cep telefonlarinin kullaniimaya
baslanmasi ile birlikte aradaki fark biraz daha kapandi.
Buglin metaverse kavramini konusurken, teknoloji
okuryazarh@inin giderek arttigini biliyoruz. Teknolojik
biling seviyesinin farkl yas gruplarinda birbirine
yaklastigi yeni bir cagin esigindeyiz.

Cok degil birkag yil dnce hayatimiza giren yeni bir
kavram olan metaverse gevresinde olup, bitiyor. Biraz
gizemli, heyecanli, henliz anlagilmamis bir kavram bu.
Kavram bizler igin yeni olsa da ilk olarak 1992 yilinda
Neal STEPHENSON tarafindan kaleme alinan, Tirkceye
de Parazit adiyla ¢evrilen Snow Crash adli distopik
romanda kullanildi. Roman; karamsar bir diinyada
yasayan insanlarin, hayatin gerceklerinden kagmak

icin sanal dinyada avatarlarin ardina saklanmasini
konu aliyordu. Roman, metaverse kavraminin son
yillardaki yikselisi ile birlikte yeniden glindeme geldi.
Romandaki insanlar, ¢coklu evrene giris icin glinUmuizde
birgok sirketin ¢esitli modellerini satisa sundugu sanal
gerceklik gdzluklerine benzer ekipmanlar kullaniyorlar.
Bu fikre, Meta’nin Oculus markasi adi altinda Urettigi
basliklarin atasi demek mimkadn.

Metaverse; birey, toplum ve mekan algisini degistiren
bir evren. insanlarin birbirleriyle iletisim kurmak icin
kullandiklar, gorsel ve isitsel varliklarina karsilik gelen
avatarlari da beden, benlik ve insanlik kavramlarini
etkileyebiliyor. Buna bagl olarak zaman ve mekan
kavramlar sadece teknolojik degil felsefi anlamlarda
da sekil degistiriyor. iki boyutlu internet diinyasindaki
tim olasiliklarin t¢ boyutlu héle getiriimesi bir yéniyle
“hayatin dijitallesmesi” anlamina geliyor. Gergek hayatta
yaptigimiz tim aktivitelerin dijital diinyada bir karsilik
bulmasi, metaverse evrenini sanal bir mekéan olarak
karsimiza cikariyor.

SANAL EKONOMININ
DOGUSU

Kiresel pandemi déneminde reel ekonomiden dijital
ekonomiye hizli bir gecgise tanik olduk. Bu gegis
slrecinde paranin meta olarak degisimine, tokenlere
(jletonlara) asina olmaya basladik. NFT dedigimiz (Non-
Fungible Tokens) jetonlar hayatimiza hizli ve etkili bir
sekilde girdi.

NFT, aslinda kripto para birimi. Tirkgeye “Degismesi
mUmkin olmayan para” olarak terciime edilebilir. Fakat
bu tanimda s6z konusu para, bildigimiz tanimlarin
disinda degerli olan herhangi bir varliga karsilik
gelebiliyor. Yani NFT, bir degere sahip olan ve tahsil
edilebilen dijital bir varlik. NFT sayilabilecek varliklar;
herhangi bir sanat eseri, video, tweet, bir internet
sayfasi, gorseller, sosyal medyada olusturdugunuz
hikayeler ve daha pek ¢ogu olabilir. Tim bu dijital
varliklar, gerekli sartlan sagladiklarinda birer NFT olma
ozelligi tasiyabilir.

NFT kavramini normal sartlarda koleksiyon degerine
sahip olabilecek bir varligin dijital diinyadaki yansimalari
olarak da tanimlamak mumkun. Mesela 1990’1 yillarda
son derece popliler olan ve koleksiyonlari yapilan

taso ve futbol kartlari, bu varliklara gtizel birer érnek.
NFT’nin dijital para birimlerinden farki, tim NFT’lerin
birbirinden farkli sekilde tasarlaniyor olmasi. Bu 6zellik,
onlar 6zgiin ve degistirilemez kiliyor.

MEKANIN DONUSUMU

Metaverse’te var olan bazi mekanlar fiziksel ve
gercek mekéanlardan tamamen bagimsiz degil. Bu
mekanlar kimi zaman reel hayattan alindidi gibi, ayni
zamanda bireysel ve toplumsal bilince dayali zihinde
olusturulmus mekanlar da olabiliyor.

Bu noktada insan zihniyle yaratiimis mekéanlarin
toplumsal kolektif bilingten ve hafizadan ayn
tutulamayacag tartismasi devreye giriyor. Aslinda var
olmamis bir mekanin en ince ayrintisina kadar insa
edilmesi sadece metaverse’te degil uzun zamandir
kurgu edebiyatta da karsimiza ¢ikan bir olgu. Lewis
CARROLL'un eseri Alice Harikalar Diyarinda ve J. R.
R. TOLKIEN’in Yiziklerin Efendisi serisi bu konudaki
orneklerden birkag tanesi. Metaverse’te tasarlanan
sekiller, desenler, mekanlar ve mimari de hayal edenin
imgesinden doguyor ve bu imgeler nesiller boyu
aktarilan hafiza ile sekilleniyor.

MIMARLAR iCIN KOLAYLIK
MI ZORLUK MU?

Metaverse ile mekanin déntstiimi kultirel ve niteliksel
anlamda gesitlenirken mimariye olan etkileri de hizla
artiyor. Ginimuze kadar mimarinin dijital dinyada iki

boyutlu olarak sundugu tasarimlar metaverse sayesinde
Uc boyutlu olarak kargimiza ¢ikiyor. Farkl ve gok

yonlu bir deneyim olmasi, mimarlarn fiziksel diinyada
yasadiklan profesyonel kimlik krizlerine karsi bagka
alternatifler yaratmasini da saglyor. Bitce, idari ve
yerel politikalar, yapi yénetimi gibi sorunlarla ugrasan
mimarlara yeni bir imkan sunan metaverse, sagladig
6zgurlukle mimarlann hayatini kolaylastirma konusunda
buyuk bir potansiyel tasiyor. Mimari alandaki bilgiyi,
mimarlarin diger isbirlikgiler ile simiile etmesini saglayan
bu yeni atiimlar sayesinde tasarimlar fiziksel ve sanal
dunyada keskin kurallarla sinirlanmadan, akiskan bir
proje haline geliyor.

Mimarinin 6énline serilen olanaklar sayesinde tek blylk
bir metaverse’e bagl kalmadan mimarlarin kendi “yerel
metaverse”lerini yaratmalar da mimkuin. Pandemi

ile birlikte diinyada yayginlasan ofis ve ev alanlarinin
girift hale gelmesi bu yerel metaverse’lerin yaratima
surecinde mimarinin éntnd acti. Mimari NFT satiglari,
markalarin ofislerini fiziksel diinyadaki hélleriyle birlikte
metaverse’e tasimalari, mimari sergiler/etkinlikler bu
meslek dalinda gelisen atilimlar arasinda.

Metaverse, mimarlarin fiziksel diinyadaki is ortakliklarini
kolaylastinrken ayni zamanda karsilarina yeni is
ortaklan/ortakliklan g¢ikaryor. Mimarlarin metaverse’te
“big data, Al, AR/VR” gibi teknolojik yeniliklerin
bilgisine sahip profesyoneller ile galismaya hazir
olmalan gereken bir ddneme giriyoruz. Bunun yaninda,
kendilerini gelistirip yeni profesyonel beceriler
kazanmalari, metaverse’e adaptasyonu saglayacak yeni
programlar 6grenmeleri gerekecek. Bu ydniiyle mekan-
kimlik 6zgiirlesmesi yolunda hayatlarini kolaylastirabilir.

METAVERSE ICINDE
SANAL DUNYALAR

Game of Thrones dizisinin introsu metaverse’in
mimarlarin dinyasina etkisini gdsteren bir drnek. Bu
yeniliklere erken zamanda adapte olan mimarlar ¢coktan
metaverse’te yerlerini aldilar. Balkan Savasi’ndan sonra
Sirbistan ve Hirvatistan sininnda bulunan sahipsiz
bélge Ozgiir Liberland Cumhuriyeti’nden esinlenen
Zaha Hadid Architects’in yarattidi dijital kentsel alan
Liberland sadece dijital bir yapiyi degil bir ilkeyi
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metaverse’e tasiyan bir girisim. Bu girisim sadece
mimari alanda degil sosyo-politik bircok konuda
tartismalara yol acti.

Sadece Uyelere 6zel bir platform olan The Row; Misha
KAHN, Andrés REISINGER, Alexis CHRISTODOULOU
gibi tasanmcilarn Urettigi 30 adet sanal mulk ile kisa
bir stire dnce lansman yapti. Bu sanal mulklerin sonraki
asamalarda 26 farkli metaverse platformunda satisa
sunulabilecegdi konusuluyor.

VoxelArchitect'in CEO’su olan George BILECA da

bir réportajinda ilk Cryptovoxels binalarinda higbir
fonksiyonu olmayan tuvaletin sonrasinda bir hazine avi
icin kullanildigini s6yledi. Kendisine gore ¢ocuklarin da
oyuncak evlerle oynama sebebi bu: “sadece oyun”.

Metaverse ayni zamanda i¢ mimari igin bir showroom
gorevi de goriyor. Hugo FOURNIER’in bir oda
tasariminin iginde Pierre PAULIN’in tasarimi olan bir
sandalyeyi gérebilirsiniz. Uriin yerlestirmenin giicii bu
evrende de etkili. Mobilya ve ev dekorasyon markasi
olan The Pottery Barn, Friends dizisinin 25. yili
sebebiyle dizide Rachel tarafindan satin alinan meshur
“eczacl masasi”’ni da kapsayan birgok Urtini Friends
temali koleksiyon ile satisa ¢ikardi. Objeler diinyasinin
metaverse yansimasinda kendine kolaylikla yer bulan i¢
mimari ve dekorasyonun popdler kiiltir ile eslesmesine
daha cok tanik olacagiz gibi gérintyor.

TUm bu yenilik ve gelismelerin isiginda diinyanin ilk NFT
evi tasarimcisi ve “Techism” hareketinin énciist Krista
KIM’e gbre metaverse’te var olabilmek igin zengin

ya da dahi olmak zorunda degilsiniz. Biraz yaraticilik,
yetenek ve iyi bir planlamayla metaverse evreni herkesi
kucaklayan, zamanla da herkesin icerisinde var olacagi
bir evren.
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THE UNIVERSE

COMBINING THE REAL

WORLD AND VIRTUAL

LIFE: "METAVERSE"

“Metaverse”, which is derived from the combination of the words
“meta” and “universe” has just entered our lives. Although the
concept is still new its impact and awareness are increasing. It's
basically a virtual world where users represented by avatars can
shop, socialize and work. The idea of producing the exact version
of real life in the virtual environment is driving economists,
designers, artists and architects into this world. Now there is
also a virtual universe and the boundaries between these two
universes are getting blurred. Since computer technology has
entered our daily lives, the speed at which different generations
have adapted to this technology has also been different. With

the introduction of mobile phones, the gap narrowed a little
more. While talking about the concept of metaverse today, we
know that technology literacy is increasing. We are on the verge
of a new era in which the level of technological awareness
converges in different age groups. The metaverse, a new concept
that entered our lives not so many years ago, is a somewhat
mysterious, exciting, not yet understood concept. Although

the concept is new to us, it was first used in the dystopian
novel Snow Crash, written by Neal STEPHENSON in 1992 and
translated into Turkish as Parasite. Novel; It was about people
living in a pessimistic world, hiding behind avatars in the virtual
world to escape from the realities of life. The novel has come
to the fore again with the rise of the concept of metaverse in
recent years. The people in the novel use equipment to access
the multiverse, similar to the virtual reality glasses that many
companies are selling today in various models. It is possible to
call this idea the ancestor of the Meta's device Oculus.

Metaverse is a universe that changes the perception of the
individual, society and space. The avatars with which people
communicate with each other can also affect the concepts

of body, self and humanity. Accordingly, the concepts of time
and space are changing not only in terms of technology but
also in philosophical terms. Making all the possibilities in the
two-dimensional internet world three-dimensional means, in a
way, the “digitalization of life”. The fact that all the activities we
do in real life find a response in the digital world presents the
metaverse universe as a virtual space.

THE BIRTH OF THE VIRTUAL
ECONOMY

During the global pandemic, we witnessed a rapid transition from
the real economy to the digital economy. In this transition period,
we started to become familiar with the exchange of money as
commodities, tokens. NFT (Non-Fungible Tokens) tokens entered
our lives quickly and effectively.

NFT is actually a cryptocurrency. It can be translated into

Turkish as "Money that cannot be changed". However, in this
definition, the money in question can correspond to any asset
that has value outside of the definitions we know. So NFT is a
digital asset that has a value and can be collected. Assets that
can be considered as NFTs; It can be any piece of art, video,
tweet, a website, images, stories you create on social media, and
more. All these digital assets can be NFTs when they meet the
necessary conditions.

The avatars with which

people communicate

with each other

can also affect the

concepts of body, self

and humanity.
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It is also possible to define the concept of NFT as the
reflections of an asset that may have a collection value under
normal conditions in the digital world. For example, cards and
football cards, which were extremely popular and collected in
the 1990s, are good examples of these assets. The difference
of NFT from digital currencies is that all NFTs are designed
differently from each other. This feature makes them unique
and unchangeable.

TRANSFORMATION OF SPACE

Some spaces that exist in the Metaverse are not completely
independent of physical and real spaces. These spaces are
sometimes taken from real life, but they can also be spaces
created in the mind based on individual and social imagination.
At this point, the argument that spaces created by the human
mind cannot be separated from social collective imagination
and memory comes into play. In fact, the construction of

a space that did not exist down to the smallest detail is a
phenomenon that has long been encountered not only in the
metaverse, but also in fictional literature. Lewis CARROLL's
Alice in Wonderland and J. R. R. TOLKIEN's The Lord of the
Rings series are just a few examples of this. The shapes,
patterns, spaces and architecture designed in Metaverse are
also born from the image of the visionary, and these images
are shaped by the memory that has been passed down through
generations.

CONVENIENCE OR DIFFICULTY
FOR ARCHITECTS?

The transformation of space is diversifying culturally and
qualitatively with Metaverse and its effects on architecture
are increasing rapidly. Thanks to the metaverse, the designs
that architecture has presented as two-dimensional in the
digital world until today appear as three-dimensional. Being

a different and versatile experience also enables architects

to create other alternatives to the professional identity crises
they experience in the physical world. Metaverse, which offers
a new opportunity to architects dealing with problems such

as budget, administrative and local policies, and building
management, has a great potential in facilitating the lives of
architects with the freedom it provides. Thanks to these new
breakthroughs that enable architects to simulate knowledge
in the field of architecture with other collaborators, designs
become a fluid project without being limited by sharp rules in
the physical and virtual world.

It is also possible for architects to create their own "local
metaverse" without being tied to a single large metaverse, with
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Metaverse, which offers a new opportunity
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policies, and building management, has a

great potential in facilitating the lives of

architects with the freedom it provides.

the possibilities offered to architecture. The intricacy of office
and home spaces, which became widespread in the world with
the pandemic, paved the way for architecture in the creation
process of these local metaverses. Architectural NFT sales,
brands moving their offices to the metaverse together with their
physical world, architectural exhibitions/events are among the
breakthroughs in this profession.

Metaverse facilitates the partnerships of architects in the
physical world and introduces new business partners/
partnerships. We are entering an era where architects must be
ready to work with professionals who have the knowledge of
technological innovations such as "big data, Al, AR/VR" in the
metaverse. In addition, they will need to develop themselves,
gain new professional skills, and learn new programs that will
enable them to adapt to the metaverse. In this respect, it can
make their lives easier on the path of space-identity liberation.

VIRTUAL WORLDS IN THE
METAVERSE

The intro of the Game of Thrones series is an example of the
metaverse's impact on the world of architects. Architects, who
adapted to these innovations early, have already taken their place
in the metaverse. Inspired by the Free Republic of Liberland,

the derelict region between Serbia and Croatia after the Balkan
War, the digital urban space Liberland created by Zaha Hadid
Architects is an initiative that brings not only a digital structure
but also a country to the metaverse. This initiative led to
discussions not only in the field of architecture, but also in many

socio-political issues.

The Row, a members-only platform; It recently launched with

30 virtual properties produced by designers such as Misha
KAHN, Andrés REISINGER, Alexis CHRISTODOULOU. It is said that
these virtual properties may be offered for sale on 26 different
metaverse platforms in the next stages.

George BILECA, CEO of VoxelArchitect, also said in an interview
that the non-functional toilet in the first Cryptovoxels buildings
was later used for a treasure hunt. According to him, this is why
children play with dollhouses: "just play".

Metaverse also acts as a showroom for interior architecture.
You can see a chair designed by Pierre PAULIN in a room
designed by Hugo FOURNIER. The power of product placement
is also effective in this universe. Furniture and home decoration
brand The Pottery Barn has put many products on sale with the
Friends themed collection, including the famous "pharmacist's
table" purchased by Rachel for the 25th anniversary of the
Friends series. It seems that we will witness more and more the
matching of interior architecture and decoration, which easily
finds its place in the metaverse reflection of the world of objects,
with popular culture.

In the light of all these innovations and developments, according
to Krista KIM, the world's first NFT house designer and the
pioneer of the "Techism" movement, you don't have to be rich or
a genius to exist in the metaverse. With a little creativity, talent
and good planning, the metaverse universe is a universe that
embraces everyone, and in time, everyone will exist in it.
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ASPEN GENEL

MERKEZ OFISI

DENEYIMLE RAHATLIG BULUSTURAN TASARIM
JEYAN ULKU MIMARLIK

Gerceklestirdigi projelerle diinyada

ve Turkiye’de modern mimarinin
ihtiyaclarina karsilik veren, yapi ve
zemin uygulamalarina yenilikgi bir katki
sunan ASPEN’in Kagithane’de bulunan
Genel Merkezi, firmanin vizyonunu
ziyaretgilerine yansitiyor. Sirketin
dinamizmine uygun sekilde yenilenen
istanbul ofisi, calisma ortamini keyifli
kilan detaylarla 6ne cikarken, sirketin
genis Uriin gamindan faydalanarak bir
showroom olma 6zelligi de tasiyor.

Dlinyada giderek yayginlasan ¢alisan
dostu ofis konseptinin Turkiye’deki
temsilcilerinden ASPEN’in Genel
Merkezi’nin tasarmi, ic mimari alaninda
énde gelen isimlerden Jeyan Ulkii
Mimarlik tarafindan gerceklestirildi.
Bugline kadar sayisiz bliylk projeye
imza atan ASPEN’in faaliyet gdsterdigi
alanda sundugu ¢6ziimlerin érneklerini
Genel Merkezi’nde gérmek mimkuin.

2021 yilinda kullaniimaya baslanan
ofiste, sirketin “Mekéani olusturan

tim boyutlara yaratici ve en kaliteli
¢6zUmler sunma” felsefesi dne gikiyor.
Porta Vadi’de yer alan 1470 m?’lik
mekanda, markanin 27 farkh Grtintine
yer verilmis. Dinamik ve inovatif Grtnler,
alanlar arasinda bitinlik saglyor,
yaratici atmosferi destekliyor. Tavanlari
monotonluktan kurtararak ahsap
goérinumuyle destekleyen, renk ve
hareket katan INTEGRA Metal Asma
Tavan Sistemleri ve SEPIA Lineer Ahsap
Paneller ofisin farklh bélimlerinde farkli
renklerle kullanilmig. SEPIA Lineer
Paneller derinlik algisini gtiglendiriyor.
LUMUNER Led Aydinlatma Sistemi,
asma tavan sistemlerine entegre
kullanilarak, butlnlikli ve modern bir
gériinim yakalaniyor.

ASPEN’in mekanlar birbirinden ayiran,
islevselligi artiran, gerektiginde mekani
bdlen SEPERA Bolme Duvar Sistemleri
toplanti odalarinda tercih edilmis.
Tasarima sunulan yaratici katkilann bir
ornegi de; TARGA Yukseltilmis Déseme
Sistemleri. Ofiste kablo ve tesisat
daginikligini 6nleyen, kullanici isteklerine
gore secilen zemin malzemeleriyle
ddsenebilen rlin; gorsel batinlGgin
yani sira, mekana fonksiyonellik de
kazandiryor.
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Parke secimlerinde 2004 yilinda ASPEN
tarafindan kurulan ve kisa zamanda
lamine parke Uretiminde sektériin
bilinen aktorlerinden biri haline gelen
DENDRO’nun rtnleri tercih edilmis.
Genel Merkez’de tercih edilen mimari
anlayis, iki sirketin glcli ydnlerini ortaya
koyuyor.

Calisan dostu olma hedefiyle hazirlanan
mekéanda dinlenme ve sosyallesme
alanlan da bu dogrultuda distnuimas.
Canli gicekler modern dokunuslar

destekliyor. Akustik malzeme ve paneller
gurdltlyl en aza indirirken, hareketli
bélme duvarlarin kullaniimasi sinirli
hacimleri olan i¢ mekanlar, kullanicinin
ihtiyacina gére duzenliyor. Yemek
alanlarinda da ferah ve renkli bir gérintl
olusturularak, hijyen hissi arttinimis.
ASPEN, genc sanatgcilar destekliyor ve
Genel Merkez Binasi’'nda da sanatgilarin
eserlerine yer veriyor. Sirketin bugiine
kadar imza attigi 6nemli birkag proje
geng sanatgilarla is birligi yaparak

ofis duvarlarinda resmedilmis. Bu

hem sanatcilara projelerini yakindan
sergileme imkani sagliyor hem de ofisi
sanatla bulusturuyor. Tarihi Galata
Kulesi, Muscat Uluslararasi Havalimani
ve Pulkova Havalimani’nin proje
resimleri ofiste ziyaretcilerin dikkatini
¢ekiyor. ASPEN Urtnlerinin genis renk
skalasindan esinlenilen “Pick a Color”
calismasi da ofis igin 6zel tasarlanmis.
Tasarimdaki dokunuslar, renk gecisleri,
Uruin tercihleri, ortami ¢caliganlar igin
konforlu kilarken, ziyaretgiler icin de
yasayan bir showroom’a dénistiruyor.

2021 vyilinda kullanilmaya baslanan ofiste,

sirketin “Mekani olusturan tiim boyutlara

yaratici ve en kaliteli c6zimler sunma”

felsefesi one cikiyor.




ASPEN HEAD

OFFICE

DESIGN THAT COMBINES EXPERIENCE

AND COMFORT

JEYAN ULKU ARCHITECTS

ASPEN'’s projects respond to the needs of
modern architecture in the world and in Tiirkiye
and provide an innovative contribution to
building and ground applications. The firm’s
Headquarters in Kagithane reflect the vision of
the company to its visitors. The istanbul office,
renovated in accordance with the dynamism of
the Company, stands out with the details that
make the working environment enjoyable while
also serving as a showroom by making use of
the firm’s wide product range.

The design of ASPEN’s Headquarters is an
exemplary representative in Tirkiye of the
employee-friendly office concept that is
becoming increasingly widespread in the world.
The Headquarters design was realized by Jeyan
Ulki Architects, one of the leading names in
the field of interior architecture. Examples of
the solutions offered by ASPEN, which has
carried out countless major projects to date, in
the field in which it operates are visible at its
Headquarters.

In the office, which started to be used in
2021, the Company’s philosophy of “Providing
creative and highest quality solutions to all
dimensions that make up the space” stands

out. Twenty-seven different products of the
brand are in the 1,470 m2 space located in
Porta Vadi. Dynamic and innovative products
provide integrity between areas and support the
creative atmosphere. INTEGRA Metal Suspended
Ceiling Systems and SEPIA Linear Wood Panels,
which support the ceilings with their wooden
appearance by freeing them from monotony
and adding colour and movement, are used

in different areas of the office with different
colours. SEPIA Linear Panels reinforce depth
perception, while the LUMUNER Led Lighting
System is integrated into suspended ceiling
systems to capture a holistic and modern
appearance.

Preferred in the meeting rooms were
ASPEN’s SEPERA Partition Wall Systems,
which separate the spaces from each other,
expand the functionality and divide the
space when necessary. An example of the
creative contribution to design is the TARGA
Raised Flooring Systems. This product, which
eliminates cable and installation clutter in
the office and can be furnished with floor
materials selected according to user wishes,
adds functionality to the space as well as visual
integrity.

In the parquet selections, the products of
DENDRO, which was established by ASPEN

in 2004 and quickly emerged as a well-
known player in the sector in the production
of laminated parquet, were preferred.

The architectural concept chosen for the
Headquarters reveals the strengths of the two
companies.

In the space, prepared with the aim of being
employee-friendly, rest and socialization areas
have been considered accordingly. Vibrant
flowers support modern touches. Acoustic
materials and panels minimize noise, while the
use of movable partition walls arranges interiors
with limited volumes according to the user’s
needs. A spacious and colourful image was
created in the dining areas and the feeling of
hygiene was increased.

ASPEN supports young artists and includes
artists” works in the Headquarters Building.
Several important projects that the Company
has signed so far have been depicted on the
walls of the office in collaboration with young
artists. This both allows artists to exhibit their
projects closely and brings the office together
with art. The project pictures of the historical

proje project

ASPEN
supports
young artists
and includes
artists’
works in the
Headquarters
Building.
Several
important
projects that
the Company
has signed so
far have been
depicted on
the walls of
the office in
collaboration
with young
artists.

Galata Tower, Muscat International Airport and
Pulkova Airport attract the attention of visitors
in the office. The “Pick a Colour” study, inspired
by the wide colour range of ASPEN products,

is also specially designed for the office. The
touches in the design, colour transitions, and
product preferences create an environment
that is comfortable for employees and a living
showroom for visitors.

Click! | OT1
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Istanbul merkezli bir tasarim
firmasi olan Jeyan Ulki
Mimarlik; mekani, iginde
yasayanlarla etkilesim
halinde olan bir varlik olarak
kabul eden projeleriyle one
cikiyor. 2000 yilinda kurulan,
insan ve mekan iligkisini
gelistirecek tasarim ¢ozimleri
sunan sirketin kurucusu
Jeyan ULKU ile yola ¢ikig
hikayelerini, calismalarini ve
ilham kaynaklarini konustuk.

Bize kendinizden bahseder misiniz? Jeyan Ulkii
Mimarlik nasil kuruldu?

1992 yilinda Bilkent Universitesi, Giizel Sanatlar,
Tasanm ve Mimarlik Fakiiltesi, ic Mimarlik ve Cevre
Tasarimi Bélimd’nden mezun oldum. Profesyonel
hayatima Midek Mingii i¢c Mimarlik ofisinde basladim
ve ilk buyuk projem, Akmerkez AVM’deki Beymen
magazasi oldu. Meslegime ZOOM TPU firmasinda
devam ettim. Istanbul, Birlesmis Milletler HABITAT
Konferansi’'na ev sahipligi yaptig sirada kentin simgesi
konumundaki Spor Sergi Sarayi binasinin uluslararasi
bir kongre merkezine dénlstirilmesi projesinin (LGtfl
Kirdar Kongre ve Sergi Sarayi) tasariminda galisma
tecriibemin, bakis agimi etkiledigini burada belirtmem
gerekir.

2000 yilinda kendi ofisimi kurdum. 2014 yilindan

bu yana Jeyan Ulkii Mimarlik (JUM) markasi altinda
ortaklanm Pinar TOLA, Kultur YILDIZ, yaratici
direktérimiiz Melis KURULTAY ve proje koordinasyon
yénetiminde Onem AYAZ ile birlikte devam etmekteyim.
Buguine kadar, genis bir uzmanlik spektrumunda, pek
¢ok uluslararasi ve yerli markanin perakende, ofis,
konut ve horeca projelerini gerceklestirdik. Bu projelere
ornek vermek gerekirse, en glincel tarihten gegcmise
dogru; AbbVie, Allergan Aesthetics, ASPEN Yapi ve
Zemin, Philips N.V,, is Yatinm, Visa Inc., Peak Games,
Eczacibasgi, Mey|Diageo, Mondelez, Maersk A/S, NCR
Corp., Go Mongo, GBK, Discovery Inc., Booking.com
ve The Adecco Group sirketlerini sayabilirim.

Bir projeye baslarken tasarim éncelikleriniz
nelerdir?

JUM olarak, projelere baslamadan énce, projeyi
talep eden tarafi tanima, dinleme ve iyi bir én ¢alisma
yapma prensibimiz var. Hemen harekete gecmeden
yaptigimiz bu 6n g¢alismanin, daha sonra ortaya
cikardigimiz tasarim ve uygulama slreglerinde blylk
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farklilik yarattigini diistintiyorum. insanlan dinlemeyi ve
bizden talep ettiklerini tam olarak anlayarak her seyi
birlestirmeyi 6nemsiyoruz. Bu dinleme ve distinme
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et ,,{.- ;.;" - ,"' herkesi mutlu eder. Ayrinti ¢6ziimleri, malzemelerin
Lord ';-‘-_-.'.!',;, - _":"‘ :‘,: en iyi sekilde kullanilmasi ve tasanmin onu talep eden
R ey e H, ' fre 1_,;-.}'-: kisiyle uyumlu olmasi bizi en iyi yansitan 6zellikler.

Gorllmeyen ama insanin fark etmese de yasarken
hissettigi detaylar bizim icin gok 6nemlidir. Genel
anlamda, tam olarak istenilen iglevsellige ulasabilecek
sekilde garpici detaylara odaklanip; sadeligi
¢6zumlemenin tasarmda surdurulebilir bir denge
yaratacagini diistunuriz.

ASPEN Genel Midiirliik projesinde tasarim siireci
nasil basladi, nasil bir yol izlediniz?

Her proje benzersizdir. Her musteri ve calisma

kultaru, pratikleri farklidir. Ayrica her bina alani da
kendine has 6zellikler tasir. Butlin bu parametreleri
birlestirdiginizde sonugta mekanlar sekillendirenler,
yasatanlar o alanlarin kullanicilandir. Mimari aslinda

bir ¢izim dili. Biz mekanin kullanicilar ile gegirdigimiz
zaman diliminde, onlarin ne istediklerini anliyoruz, onlan
dinliyoruz, gereksinimlerine gére fonksiyonlar onlarin
istedigi duygu ve dogallikta tasarliyoruz. ASPEN’in
bize verdigi “brief” tek basina istenen teknik ihtiyagtan
Ote orada yasayacak olanlarin hayata yaklasimlarini,
bakis agilarini, calisma prensiplerini yani toparlayacak
olursak kurum kiltdrlerini nasil yansitmak istediklerini
iceriyordu. ASPEN bu konuda kendini ve istediklerini
cok iyi tanimladidi icin, biz de kullanacagimiz isik, renk
ve dokunun ASPEN’e 6zel bir yaklagimla; istedikleri
kilturel 6geler, duygu ve “iyilik” halini onlarin istedigi
sekilde yansitmaya calistik.

Tasarim fikrimizi ASPEN’in ekibinden aldi§imiz bu
yansimalarla olusturduk. “Birliktelik” anlayisi ile
baslayan tasarnm surecini safha safha ilerlettik. ASPEN
ofislerindeki ortak fikrimiz de, ASPEN calisanlarn icin
ASPEN malzemeleri ile tasarlanmis bir ofis kurgusuna
ulasmakti. Calisma hayatinin organik bir pargasi olarak
tasarlanan ofiste es zamanli olarak kullanilan ASPEN
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roportaj interview

Urtnleri onlar igin bir sergi alani da olusturmus oldu.

AbbVie projesinin tasarim siireci nasil basladi?
Tasarimda nelere dikkat ettiniz?

AbbVie firmasi da kurum kultiru ile gok &zel bir sirket.
Uluslararasi bir firma olmakla birlikte lokalde, galigirken
iyi bir takim galismasinin, birlikte olmanin keyfini
cikaran bir yapilari var. Bunu AbbVie hakkinda kendi
arastirmamizi yapip, ¢alismalari, global ve lokal kurum
kulturleri hakkinda dn veri topladiktan sonra, buradaki
takimi dinlemeye basladigimizda anladik. Burada da
yine kurum temsilcilerini dinlemenin kaldirag etkisini
go6rdik ve her seyi AbbVie’nin ihtiyaglarn, gereksinimleri
ve amaglarini karsilayabilecek sekilde sunabilmek icin
onlarin fikir ve hedeflerini efektif bir noktaya getirmeye
calistik. Hem global, hem de lokal unsurlari dengeli bir
formda bir araya getirebildik ve herkesin mutlu oldugu
verimli sonuglar aldik.

Calisma alanlarina dair bircok projeniz bulunuyor.
Ofis tasarimlarinda nelere dikkat ediyorsunuz?
Ginumuazde mimarligin, hizla degisen yagsam
standartlari, sehirler, teknoloji kosullar ve yasam
alanlarna ayak uydurdugunu goériyoruz. Cagimiz
akiskanlk ¢cagi. Calisma ve ev alanlarinin veya is harici
6zel zamanlarin gectigi mékanlarin hepsinin benzer ve
birbirini kapsayici bigimlere donustigu bir ddnemdeyiz.
is ve 6zel yasam alanlarinda insanlarin farkl kimliklere
girdigi dénemlerin geride kaldigi giinimuizde, insanlarin
varoluslarini “gerceklik” olarak tanimlanan i¢c mimariye
yansitiyor; ev-is alanlarini “rahat, informal, kisisel
deneyim de yaratan, hiyerarsik olmayan” bir sekilde ve
gundmizin teknolojisini de kullanarak sade formatlarda
tasarliyoruz. JUM olarak, mekani sakinleriyle etkilesime
giren bir varlik olarak kabul ederek, insan ve mekan
iliskisini gelistirecek tasanm ¢dziimleri sunuyoruz.
Bizler i¢in “her proje” benzersiz, “her alan” 6zeldir ve
en dnemlisi projelerimizde kendimizi musterilerimizle
ortak olarak gérurtz. Bu agidan malzeme, teknoloji ve
bilissel gelisimleri takip etmek ve bu gelisim ¢éztmlerini
sunmak da dikkat ettigimiz 6geleri olusturuyor.
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Calisma alanlarinda malzemenin énemi nedir.
ASPEN iiriinlerini ve sistemlerini bu dogrultuda nasil
kullandiniz?

Malzeme tasanmin yapi tasl. Vazgegemeyecegimiz
seyler dogal ve doda dostu malzemeler. Elbette
bltce, islevsellik, tasarima katki ve giivenlik de
malzemelerde deg@erlendirdigimiz dnemli unsurlardan.
Dolayisiyla gesitlilik agisindan her alanda malzeme
tanimak isimizin de énemli bir pargasini olusturuyor.
ASPEN (UrUnlerini hem islevsellik hem de tasarma
katki baglaminda kullandik. Burada ASPEN’in kendi
ofisi ve kurum kuiltrtind, ¢alisanlarin konfor ve iyi
hissetme halini bir araya getirmeyi hedeflerken, ayni
zamanda malzemelerin birer “showcase” olarak
gorunebilmelerini, yani bir tur galeri formunda
kullanilmasini da saglamaya caligtik.

Her seyin yavas yavas sanal diinyaya tasindigi bir
zamandayiz. Haliyle yeni calisma bigimleri ortaya
cikmaya basladi. Degisen diinyada yeni ofislerin
ozellikleri neler olabilir?

icinde bulundugumuz dijital cagda, akiskanligin gok
daha 6ne ciktigl, yasamsal alan gegislerinin birbirine
kanstidi ve sinirlar ayirt etmenin ¢ok kolay olmayacagi
bir ddnemi deneyimlemeye basladik. Bu da pek ¢ok
tasarnim unsurunun, sadece yapisal degil, kurgusal
“tasanmci” olarak ¢alisacak pek ¢ok farkli disiplinin,

mimarlar ile birlikte calisacagina isaret ediyor. Bu
calismalarda teknoloji alaninda uzmanlagan tasarimcilar
daha ¢ok devreye girecek. Ayrica bu galismalar,
malzeme alaninda uzmanlasan mihendislerin, 6zellikle
de tasarim kultiriini benimsemis yapi mihendislerinin
degerli hesaplamalari ve ¢éztmleri ile hayat bulacak.
iklim degisimini, pandemi gibi giinimiizde yasadigimiz
ve dénusum etkisi yuksek slrecleri g6z dniinde
bulundurmamiz kaginiimaz. Bu da sanal diinya ile olan
iliskimizi cok daha fazla diisinmemizi gerektiriyor.

Ote yandan her sey bir anda olamiyor, dolayisiyla bu
degisim akiskanh@i bize hibrit bir stire¢ 6ngériyor. Bu
anlamda da teknolojiyi, déngtisel ekonomi unsurlarini
da igeren gelismeleri g6z éntinde bulundurmaya daha
cok gayret ediyoruz.

Gittikce daha cok kisinin ilgisini cekmeye baslayan
metaverse, sizce mimarlik ve tasarim diinyasiyla
nasil bir yol izleyecek?

ilk olarak kisa ve 6z bir metaverse tanimi yaparak
baslamam gerekiyor. Genis tanimiyla metaverse parallel
bir sanal mekéan/alan olarak dustnulebilir. Bir yok-

yer olarak tanimlanma riskine karsin tarih boyunca
mekanlarin ve insanin mekan algisinin evrilisine
bakildiginda metaverse’li hem tasarimcilar hem de
kullanicilar icin son yillarda énerilen en ilging mekan ve
medya degisikligi olarak disinmek mimkin. Su an

iklim degisimini,
pandemi gibi
gunumuzde
yvasadigimiz ve
donusum etkisi
yuksek surecleri
goz onunde
bulundurmamiz
kacinilmaz.
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icin biraz premattre olsa da biz tasanmcilar i¢in sonsuz
ihtimaller sunacak gibi gértniyor. Fiziksel diinyada bizi
kisitlayan pek gok meselenin sanal diinyada etkisinin
azaldigini; bu alanda yapilacak tasarmlarin bitce

gibi ilk kisittan tutun yergekimi, statik hesaplar gibi
engellere gelene kadar pek cok kisitlamaya karsi hayal
gliclinli agacak bir etkisi olacagini disunebiliriz. Kimi
zaman yaraticiigimizin éniinde duran bu kosullarin
ortadan kalkmasinin tasarima olumlu etkileri olacagini
6ngdrmek mantikh olur. Akilli cihazlar, sanal zeka
kullanan gdérsel jeneratorleri, “online” bilgisayar
oyunlarini vs. diistiniince zaten ¢ocuklugumuzda hayal
dahi edemedigimiz bir gelecegin gelmis oldugunu
gorlyoruz. Tasarimcilar olarak da kendimizi her daim
bu gelismelere hakim olacak sekilde gelistirmeliyiz.
Metaverse nihayetinde genglerin ve zihninde genc
kalmay planlayanlarin vakit gegirdigi, fikir ve kulttr
aligverisi yaptigi bir mekéna dénlsecek gibi gérinuyor.

Ofis ve calisma alanlarinin teknolojik ve fonksiyonel
olarak dizayn edilmesi 6nemli midir? Siz bu yonde
nasil bir tasanm cizgisi izliyorsunuz?

Biz ve pek cok “mimarlik” sirketi gectigimiz yillar iginde
3D sunum teknolojilerini daha kapsamli ve hizl kullanir
olduk. Bu hem musteriden gelen talep dogrultusunda
hem de 3D gérsellestirme programlarnni kullanmada
glin gectikge uzmanlasan profesyoneller sayesinde
oldu. Elbette duran imajlar kadar model iginde gezen,
kameralar arasinda geciste kullanilan animasyonlarin da
etkisiyle interaktif mekanlar olusturulmaya basladi. Bu
sekilde mekan tecriibesinin artik sadece o mekanda

bulunan/gelebilen kisilerce edinilmeyecegdi bir ddneme
girmis olduk. Ornegin pandemi siiresince artan uzaktan
toplantilarin da yardimiyla mekanda bulunan kisi sayisi
azaltilarak mekan tahayyulinin kuvvetlendiriimesi s6z
konusu oldu. Biz simdilik 3D programlarini kullanarak
muUsterilerimize sadece mekanin tam olarak nasil
gorinecegine/tecribe edilecegine dair olabildigince
en yakin bilgiyi veriyoruz. Ancak ilerde 6rnegin
mekanin iginde kullanilan malzemelerin zaman iginde
eskime/korozyona ugrama oranlarinin hesaplanacagi
algoritmalarla mekanin ne sekilde yaslanacagina dair
bir bilgi edinmek bile mimkun olabilir. Bu ihtimalleri
dislinmek heyecan verici. Her haliikarda bugiin 3D
modellemeler sayesinde yurtdigindaki misterilerimize
daha gergekgi gorseller sunma ve mekani uzaktan da
olsa daha iyi tanima ihtimali sunuyoruz. Bu 6zellikle
bizim gibi global firmalarla ¢alisan ofisler icin ¢cok
rahatlatici bir unsur oldu.

Gelecek projelerinizde metaverse diinyasina dahil
olmayi diisiiniiyor musunuz?

Biraz 6nce de bahsettigim gibi sanal diinyanin
kurgusunun gelisim gosterdigi bir ddnemdeyiz.

Bu slire¢ pek ¢ok yeni seyin ortaya ¢cikmasina ve
heyecan uyandirmasina evriliyor. Ancak her yeni ve
¢igir acan teknoloji gibi, bu slirecin de baslarinda
olan dalgalanmalari, “erken dénem” inis cikiglar
goriyoruz. Son zamanlarda tim diinyada bildigimiz
anlamiyla “reel” ekonomiden dijital ekonomiye dogru
gecisler oluyor.Kripto para birimlerinin digse de
kalksa da artik tamamen yok olmayacag: anlasilyor.
Yalnizca kripto paranin degil NFT’lerin de geger akge

Metaverse nihayetinde genclerin

ve zihninde genc kalmayi planlayanlarin vakit

gecirdiqgi, fikir ve kultur alisverisi yaptigi bir

mekana donilisecek gibi goriniyor.

olarak kullaniimasiyla sanal mekanlara dair ihtimaller
biyidi. Ornegdin, bazi tist segment moda markalarn
dahi koleksiyonlarini bilgisayar oyunlannda tanitmaya
basladilar. insanlann sanal tecriibelerle zenginlestigi
hatta neredeyse bu tecriibelere ihtiyag duydugu bir
doénemdeyiz. Markalar, tasarim firmalan bunu takip
etmek durumunda. Bdyle bir potansiyeli hice saymak
dogru olmaz. Ancak yine de gercek deneyimin ve
mekéanin kurgusal anlamda hala énemli bir roll var.
Metaverse bir yeni heyecan da yaratiyor. Bir ttopya
olusturabilecegimiz, bambaska deneyimler, diinyalar,
fikirler ve bagimsiz kavramlar olusturabilecegimiz

bir alanin bize tasanm ve bakis agisi olarak pek ¢ok
sey katabilecegini distinlyorum. Ancak sunu da
belirtmeliyim; bu alandaki 6zgtirlik, herkesin hakkinin
ve yaratti§i tasarimin degeri, ticareti gibi konular
devreye girdiginde mutlaka etik yapinin da géz éniine
alinmasi gerekir.

Sanal ortamlarda malzeme, yerini neye birakacak?
Malzeme yerini neye birakacak sorusuna yanit

vermek gili¢ ancak sunu sdyleyebilirim; malzemelerin
sinirlan ortadan kalkacak. Tipki Sanayi Devrimi’nde
malzemelerin olanaklarinin artmasi gibi her malzeme
bildigimizden farkl sekilde tasarlanabilir hale gelecek.
Metaverse’ln icindeki farkli mekanlarin farkli vernakuler
mimarileri olacagini disinmek mimkan. Bir tuglayi
kirmadan bukmek, birlesim yeri olmadan bir malzemeyi
sonsuz bir desenle uygulamak vs. gibi ihtimalleri
dustnltyorum. Uygulanabilirligini digiinmeden
malzemeye yaklagsma ihtimali zihni dogadan kopardigi
icin biraz UrkUticl ama ayni zamanda da 6zgurlestirici.
Mimarlar olarak aramayi hi¢ kaybetmememiz gerekiyor.
Dolayisiyla, “malzeme” unsurunda tasarimcinin
yaraticiligi ve disiplinlerarasi bakiginin da ¢ok

degerli olacagini ve donlstiricl etki yapacagini
distiniiyorum. Ornegin, ancak yerine giderek
deneyimleyebileceginiz bir doga gorselini, kokusu ve
tim renkleriyle ofisin duvarinin i¢ine yerlestirebilmek
sanal ortamlarda mimkiin. Sonug olarak sanal ortam
bize arayisimizi stirdirmek i¢in yeni bir mekan sunuyor
diye disulnebiliriz.
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JEYAN ULKU

ARCHITECTS

We spoke with Jeyan Ulkii, founder of Istanbul-based design firm
Jeyan Ulkii Architects. Jeyan Ulkil talks about the practice, which
offers design solutions that synthesize the relationship between
people and space, along with his design journey, projects and
inspirations.

Please tell us about yourself. How was Jeyan Ulkii Architects
founded?

Graduated from Bilkent University, Faculty of Fine Arts, Design
and Architecture, Department of Interior Architecture and
Environmental Design in 1992, | started my career in the Midek
Mingi Interior Architects and my first major project was the
Beymen Store in Akmerkez Shopping Mall. | continued my career
at ZOOM TPU where | had to opportunity to work at a larger scale
design project; the transformation of Sports Exhibition Center
(Spor Sergi Saray1). My design perspective was shaped during
this project. Once a symbol of the city it was transformed into
an international congress centre (the Liitfii Kirdar Convention
and Exhibition Centre) when Istanbul hosted the United Nations’
HABITAT Conference.

In 2000, | founded my own office. Since 2014, | have been
operating under Jeyan Ulkii Architects (JUA) with my partners
Pinar Tola, Kiiltir Yildiz, our creative director Melis Kurultay and
project coordination management with Onem Ayaz. With our
wide spectrum of expertise, we have created and put together
many retail, office, residential and HORECA projects for many
international and domestic brands. To name few, from recent to
the oldest, AbbVie, Allergan Aesthetics, ASPEN Yapi ve Zemin,
Philips N.V., is Yatinim, Visa Inc., Peak Games, Eczacibasi, Meyl
Diageo, Mondelez, Maersk A/S, NCR Corp., Go Mongo, GBK,
Discovery Inc., Booking.com and The Adecco Group companies.

What are your design priorities when starting a project?

As JUA, before we start each project, we spend time with our
clients in order to get to know them. We also do preliminary
research about the culture of the company we are going to work
with. Taking time to sit down with the clients and establishing
enough time for preliminary briefings makes a significant
difference later in our design construct and implementation
processes for the project. We care about listening to our clients,
fully understanding what they want and then establishing holistic
view. This systematic and thoughtful process is reflected in our
projects and makes everyone happy.

Details in design solutions, the best use of materials and the
harmony of the design with the client’s needs are the features
that best reflect us.

The design details, that are not seen by an untrained eye but
make a substantial impact on everyday life, are extremely
important to us. In general, we believe that focusing on impactful
details within the desired functionality is our priority and
integrating simplicity in design will always create a timeless
balance overall.

How did the design process start in the ASPEN Headquarters
project, what kind of path did you follow?

Every project is unique. Every client, and their corporate culture
and practices are different. In addition, each building area has
its own characteristics. When these parameters are combined,

it is the users of the space who shape the spaces and bring life
to them. Architecture is a language that communicates through
drawings. During the time we spend with the users of the space,
we listen to them, we understand what they want and design

the functionalities according to their needs and with the desired
vision in an organic way. The ASPEN brief included the company’s
approach to life, working culture and principles of the space’s
inhabitants; in other words, how the client wished to reflect their
corporate culture, rather than technical guidelines alone. Since
ASPEN provided a comprehensive definition of itself and its
future expectations, we tried to reflect their company culture and
“goodness” along with an approach dedicated to ASPEN through
the light, colour and texture we used. In conclusion, the design
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Architecture is a language that

communicates through drawings. During the

time we spend with the users of the space,

we listen to them, we understand what they

want and design the functionalities according

to their needs and with the desired vision in

an organic way.

was created through the reflection of these ideas.

Design development was a step-by-step team work with ASPEN
and JUA. Our common ground idea for ASPEN offices was to
create an office designed with ASPEN materials for ASPEN
employees. The ASPEN products are integrated organically and
simultaneously within the office offering function as well as an
exhibition space for them.

How did the design process of the AbbVie project begin?
What did you focus on in the design?

AbbVie is also a special company with its corporate culture.
Although it is an international company, it has a structure that
thrives on good teamwork and being together while working
locally. We understood this when we did our own research on
AbbVie; we collected preliminary data on its work, global and

local corporate culture, and exchanged ideas with the team here.

We leveraged the power of listening to corporate representatives
and made efforts to bring their ideas and goals to an effective
point, in order to present the project in a way that meets

AbbVie’s needs, requirements and objectives. We were able to
blend both global and local elements in a harmonised way to
achieve results that please all parties.

You have many projects related to workspaces. What do you
pay attention to in office designs?

Today, we see that architecture keeps up with rapidly changing
living standards and spaces, as well as cities and technology.
We live in the age of fluidity. It is the era where work and home
spaces, or spaces where private and working time spent, are
transformed into similar and inclusive forms. We've left behind
the era in which people had different identities in their work and
personal life, and today we reflect people’s existence through
interior design defined as “reality”. We design home-work spaces
in a “comfortable, informal, and non-hierarchical formats that
also creates a personal experience”, and in simple organic
designs using today’s technology. As JUA, we offer design
solutions that enhance the relationship between humans and
their spaces, by accepting the space as an entity that interacts
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with its inhabitants. For us, “every project” is unique, “every
area” is special, and most importantly, we see ourselves as
partners with our clients in our projects. In this respect, following
new material, technology and cognitive developments, and
offering them to our clients are also elements to which we pay
attention.

What is the importance of material in working areas?

How have you used ASPEN products and systems in this
direction?

The material is the building block of the design. What we cannot
give up are natural and nature-friendly, sustainable materials. Of
course, in evaluating materials, we carefully consider the budget,
functionality, and contribution to design and safety, among other
elements. Therefore, a thorough knowledge of the materials in
every field in terms of diversity is an important part of our work.
We have used ASPEN products both in terms of functionality

and contribution to design. Here, while aiming to bring together
ASPEN’s own office and corporate culture, as well as employees’
comfort and well-being, we also ensured that the materials can
be seen as a “showcase,” that is, used in the form of an organic
gallery.

We are in a time when everything is slowly moving into

the virtual world. As a result, new ways of working are
emerging. What are the features of new offices in this
dynamic environment?

As | have mentioned earlier in the digital age we live in, we have
started to experience a period in which fluidity is much more
prominent and the transitions among living spaces are mixed; it
will not be easy to distinguish the boundaries. This development
suggests that many design elements, not only structural, but
also various disciplines that work as fictional “designers,” will
collaborate with architects. In this line of work, designers who
specialize in technology will be more involved. In addition, this
work will come to life via the valuable calculations and solutions
of engineers specializing in materials, especially the structural
engineers who adopted the design culture. It is inevitable that
climate change and other factors, such as the pandemic, will

drive a significant transformative effect. This requires us to think
more deeply about our relationship with the virtual world. On the
other hand, not everything can happen at once, so this fluidity of
change signals a hybrid process. In this sense, we strive to take
into account developments that include technology and circular
economy elements.

How do you think the metaverse, which is attracting more
and more people, will follow with the world of architecture
and design?

Broadly defined, the metaverse is considered as a parallel virtual
space/space. Despite the risk of being characterized as a “non-
place”, when we look at the evolution of spaces and humanity’s
perception of space throughout history, it is possible to think

of the metaverse as the most interesting space and change of
media proposed for both designers and users in recent years.
Although it is a bit premature for the time being, it seems that it
will offer endless possibilities for us designers. We can see that
the limiting elements of the physical world will be less prevalent
in the virtual world. From budget constraints to elemental
structural considerations such as gravity and static calculations
can be displayed, and this will allow to be more imaginative.

It would be logical to predict that the disappearance of these

With the use of crypto
and NFTs as currency,
the possibilities of
virtual spaces have

grown.

conditions, which sometimes stand in the way of our creativity,
will have positive effects on design. When we think of smart
devices, visual generators using virtual intelligence, “online”
computer games and so on, we see that an astonishing future
— a future we could not have imagined even as children — has
arrived. As designers, we need to expand our capacity to lead
these developments. It seems that the metaverse will eventually
become a place where young people, along with people who
plan to stay young in their minds, spend time, and exchange
ideas and cultures. We also believe that these limitless design
offers should meet ethical transactional structures for everyone
to enjoy and nurture rather than creating a chaotic ownership of
deception.

Is it important to design office and workspaces
technologically and functionally? What kind of design line do
you follow in this direction?

Over the past few years, we and many architecture firms have
been using 3D presentation technologies more extensively and
rapidly. This is in line with client demand, as well as a growing
number of professionals who are specialized in using 3D
visualization programs. Of course, interactive spaces began to be
created with the effect of the animations used in the transition
between the cameras as well as the still images. In this manner,
we have reached a period in which the experience of space is

no longer limited solely to those who can physically access that
space. For example, during the pandemic, remote meetings
became the norm: there were fewer people in a given space and
the imagination of a space was strengthened. For now, using

3D programs, we can provide our clients with highly accurate
information about exactly how the space will appear and how

it will be experienced. In the future, it may even be possible to
predict how the space will age, through using algorithms that
can calculate the aging and corrosion rates of the materials used
in the space. It's exciting to think about these possibilities. In
any case, thanks to 3D modelling today, we can offer our clients
abroad more realistic visuals and thus greater familiarity with
the space, even from a distance. This is a comforting element,
especially for offices collaborating with global companies like
ours.

Are you planning to be included in the world of metaverse in
your future projects?

As | mentioned, we are in a period where the fiction of the virtual
world is developing. As this process evolves, new ideas emerge
and arouse excitement. But like every new and ground-breaking
technology, we see fluctuations and “early” ups and downs in
the first stages. Recently, we have seen a transition from the
“real” economy, as we know it, to the digital economy. Whether
cryptocurrencies rise or fall in value, it seems that they are not
going to disappear. With the use of crypto and NFTs as currency,
the possibilities of virtual spaces have grown. For example, some
high-end fashion brands have started promoting their collections
in computer games. We are in a time when people are enriched
with virtual experiences and even almost need these experiences.
Brands and design companies must follow this; it would not be
right to disregard such potential. Yet real experience and space
still have a vital role in fiction. The metaverse is also creating

a new excitement. | think that a space where we can create a
utopia, where we can create completely different experiences,
worlds, ideas and independent concepts, can add a lot to us in
terms of design and perspective. However, again, | should also
mention that when issues such as freedom in this field come into
play, and the value of trade and intellectual and creative output,
the ethical structure must be taken into consideration.

What will the material replace in virtual environments?

It is difficult to answer that question, but | can say that the limits
of materials will disappear. Just as the possibility of materials
expanded in the Industrial Revolution, every material that we
know will be designed differently. It is possible to imagine that
different spaces in the metaverse will also possess different
vernacular architectures. I’'m thinking of possibilities such as
bending a brick without breaking it, applying a material with an
infinite pattern without a joint, etc. The prospect of approaching a
specific material without thinking about its practical applicability
is slightly overwhelming, but also liberating — as it detaches

the mind from nature. As architects, we should never lose sight
of the search. Therefore, | believe that the designer’s creativity
and interdisciplinary perspective in the “material” element will
continue to be valuable and will have a transformative effect. For
example, it is possible in virtual environments to place a natural
image, complete with authentic scents and colours, in the walls
of an office. Previously, one could only enjoy this experience in
the “real world.” As a result, we can conclude that the virtual
environment offers us a new place to continue our search.
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OFISINIZ

GUNCELLENIYOR.

LUTFEN

BEKLEYINIZ...

Willis Towers Watson sirketinin 2021’de yaptigi Calisan
Deneyimi Arastirmasi, Turkiye’deki uzaktan/hibrit
calisma pratiklerinin COVID-19 nedeniyle %2’den
%62’ye ciktigini gosterdi. Salgin nedeniyle birgok
kurum ve marka ¢alisma alanlarini evlere tagidi. Buyik
sehirlerde yasayan calisanlarin zaman ve efor kaybi
azaldi. Kati is kurallarn, yerini esnek ¢alisma sartlarina
birakti ve bdylelikle daha az kaynak tiketildi.

Ancak bu diizenlemenin olumsuz yanlan da yok degil.
is ortaminin evlere tasinmasi herkesi cok da mutlu
etmedi. Evde uygun sartlara sahip olmayan ya da bu
sartlan saglayamayan bircok kisi sosyal mecralardan
sikayetlerini dile getirdiler. Sonug olarak, kosullar uygun
olan/dogru kosullar saglayabilen galisanlarin is yerine
gelmeden de is verimliliklerini arttirabildikleri géraldi.
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SANAL DUNYADA YENI
OFISLER

Metaverse ile birlikte fiziksel ve dijital dinya arasindaki
¢izginin bulaniklastigini goriyoruz. Blyuk sirketler,

artik calisma ortamlarinin sanal mecralara tasindiginin
farkinda. Metaverse dlnyasinin tasarim standartlarini
belirlemek icin olusturulan Metaverse Standards Forum;
Meta, Microsoft, Huawei, NVIDIA, Qualcomm, Sony
Interactive Entertainment, Epic Games, Unity, Adobe
ve The Khronos Group gibi farkli teknoloji markalariyla
beraber bu sirketlerin sanal ofislerini olusturmak igin

caligiyor.

Bu is birligine imza atan Meta sirketi, son derece
yuksek ¢dzunurlUklt ortamlar, fotogergekei avatarlar

-

ve daha fazlasini icerecek bir VR ortami gelistirmek
icin caligiyor. Kisaca su anki diinyanin “dijital ikizi” insa
ediliyor. Bir ig yerinin gérsel anlamda ihtiyaci olan tim
araclar bu diinyaya entegre ediliyor ve ¢alisanlarin

her seyi daha rahat kavrayip ele alabildikleri ortamlar
olusturuluyor. SoWork, Decentraland, Sandbox ve
Somnium Space halihazirda tasarlanmis metaverse is
ortamlarindan birkagi.

MEKANIN DIJITAL iKizi

is yerlerinde herhangi bir fiziksel engelle karsilasmadan
beyin firtinalan yapabildiginiz, grafiklerinizi ve
modellerinizi sunabildiginiz, veri depolariniza birkag tus
ile ulasabildiginiz bir ortam kuskusuz ¢alisma verimini
arttinr. Mark Zuckerberg ve ekibi de bu konu Uzerine
yogunlasiyor.



Meta teknolojisi; mimarlarin, insaat firmalannin ve diger
tasarim profesyonellerinin sanal modeller Uzerinde
calismasina, ortaklarinin/misterilerinin tasanm sirecine
dahil olmasina ve bu sireci yénetmesine olanak
saghyor. Artinlmis gergeklik AR ve VR uygulamalariyla
gercek hayatta deneyimlemenizin zor oldugu alanlar
birka¢ dakikada 6niinlize seriyor. Su an bile diinyada
bircok Universitede ders altyapilar bu uygulamalarla
guglendiriimekte veya projeler bu yéntemlerle teslim
edilmekte.

Microsoft’un HoloLens gdzlikleri bir sliredir mimari
alanda kullaniimakta. Bu teknoloji, mimarlarin binalari
gorsellestirmelerine, tasanmi degistirmelerine ve
hologramlar araciligiyla binalarnn yapisi hakkinda yorum
yapabilmelerine olanak saglamakta.

PEKI BU ORTAMIN iC
MEKAN TASARIM BOYUTU
NASIL ELE ALINACAK?

Oncelikle tasanm yapilan mekanin iceride olup,
olmayacagindan bile emin degiliz ancak mekan
algisinin hayatimizi ne kadar etkilediginin farkindayiz.
Gergek diinyada tasarim alanindaki birgok problemin
nedeni fiziksel etkenler oldugu igin ¢éziimler de buna
uygun olarak bulunmustu. Simdi ise ¢evresel etkenler
ve fizik kurallanindan kaynaklanan problemlerden
ziyade, “Verilerin algilanmasinda, islenmesinde

ve sunulmasinda nasil kolaylik saglanir?” sorusu
gindemde. Sanal diinyanin ofislerinin, gergek
hayattaki ihtiyaclara ne kadar karsilik verecegini

ise, gerceklestirilecek denemelerle yakin zamanda
6grenecegiz.

SoWork,
Decentraland,
Sandbox ve
Somnium Space
halihazirda
tasarlanmis
metaverse is
ortamlarindan
birkaci.

konu topic

YOUR OFFICE

IS UPDATING,

PLEASE WAIT...

Willis Towers Watson's 2021 Employee Experience Survey
showed that remote/hybrid working practices in Tirkiye
increased from 2% to 62% due to COVID-19. As the pandemic
commenced, many institutions and brands moved their
workspaces into homes. Employees in big cities experienced
less loss of time and productivity. Strict business rules have
given way to flexible working conditions, which consume fewer
resources. However, this arrangement does have drawbacks.
The transition of the business environment into the home was
not met with universal acclaim, for various reasons; individuals
who lack suitable conditions at home, or who are unable to
meet these conditions, have expressed their dissatisfaction via
social media. However, employees who had or could access the
right conditions were able to raise their work efficiency without
coming to the workplace.

NEW OFFICES IN THE VIRTUAL
WORLD

With the metaverse, we see the line between the physical and
digital world blurring. Large companies are now aware that their
work environments are moving to virtual environments. The
Metaverse Standards Forum, created to set the design standards
of the Metaverse world, is working with different technology
brands such as Meta, Microsoft, Huawei, NVIDIA, Qualcomm,
Sony Interactive Entertainment, Epic Games, Unity, Adobe and
The Khronos Group to create virtual offices for these companies.

Meta, which has signed on to this collaboration, is working to
develop a VR environment that will include extremely high-
resolution environments, photorealistic avatars and more. In
short, the "digital twin" of the current world is being built.

All the tools required by a workplace in a visual sense are
integrated into this world, and environments are created where
employees can grasp and handle everything more easily. SoWork,
Decentraland, Sandbox, and Somnium Space are just a few of the
metaverse work environments that have already been designed.

THE DIGITAL TWIN OF THE PLACE

An environment where you can brainstorm without encountering
any physical obstacles in the workplace, present graphics and
models, and access data storage with a few buttons undoubtedly
raises work efficiency. Mark Zuckerberg and his team are also
focusing on this issue.

Meta technology allows architects, construction firms and

other design professionals to work on virtual models, allowing
their partners/clients to be involved in and manage the design
process. Augmented reality AR and VR applications can reveal

in just a few minutes the areas that are difficult to experience

in real life. Even now, in many universities in the world, course
infrastructure is strengthened with these applications, or projects
are delivered by these methods.

Microsoft's HoloLens glasses have been used in the architectural
field for some time. This technology allows architects to visualize
buildings, change the design, and comment on the structure of
buildings through holograms.

SO HOW WILL THE INTERIOR
DESIGN DIMENSION OF THIS
ENVIRONMENT BE HANDLED?

First, we are not even sure where the designed space will

be inside or not, but we are aware of how significantly the
perception of space affects our lives. Since many of the issues
around utilizing design in the real world are caused by physical
factors, solutions were found accordingly. Now, rather than
problems arising from environmental factors and the laws

of physics, the question of "how to facilitate the perception,
processing and presentation of data" is on the agenda. We will
soon learn how the offices of the virtual world will respond to
real-life needs through the trials to be carried out.

Click!
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ABBVIE OFIS

PROJESI

SEFFAFLIKLA YENILIGI BIR ARAYA GETIREN OFIS
JEYAN ULKU MIMARLIK

Biyoteknoloji alaninda yaptig
calismalarla fark yaratan AbbVie’'nin
istanbul Subesi, Atagehir Nidakule’de
yer aliyor. Jeyan Ulkii Mimarlik tarafindan
tasarlanan ofis, uluslararasi sirketin
kurumsal kimligini ve teknolojiye acik
yénini ifade ediyor. ilag teknolojileri
alaninda 6nci firmanin seffaf ve yenilikgi
tarzi, ¢calisma alanlarinda da kendini
gosteriyor. 3800 m? kapali alan Uzerinde
kurgulanan Turkiye ofisi, ¢calisan dostu
kimligiyle 6ne ¢ikiyor ve ziyaretgilerin
refahini saglamayi hedefliyor.

Kurumun marka rengi lacivert, lobi
kisminda AbbVie logosunda temsil
ediliyor. Ofisin toplanti alanlari, dinlenme
boélimlerinde yine lacivert kullaniliyor.
Yesil ve kiremit tonlari da AbbVie'de
one cikan diger renkler. Ferahlik veren
sade ve genis bekleme alani, siyah

020 | KASIM NOVEMBER 2022

beyaz yer karolariyla tamamlanarak,
oturma grubunun yerini belirliyor. Agik
ofis ortami, canli gicek kullanimiyla
desteklenmis.

ASPEN’in pek ¢ok dnemli projede
kullanilan ve akustik olarak daha

verimli i¢ kosullar saglamasinin yani
sira, tasarim farki da yaratan INTEGRA
Metal Asma Tavan Sistemleri, AbbVie
ofisini farkl kilan detaylardan biri olmus.
ic mekanin daha ferah algilanmasini
saglayan INTEGRA Metal Asma Tavan
Sistemleri sayesinde, tavanlar algak ve
monoton gdriinimden uzaklastirliyor.

Estetik kaygi ile olusturulmus, 6zel
¢OzUmler UrinG INTEGRA ile AbbVie'nin
istanbul ofisinde tasarim ile biitiinlesen
guzel bir ambiyans olusturulmus. Enerji
tasarrufu da saglayan INTEGRA Metal

Asma Tavan Sistemleri ile akustik konfor
ve ses yalitimi da dengelendiginde

ic mekanda ses karmasasinin éniine
gecilmis olunuyor.

Buguniin saglik sorunlarina ¢éziim
sunmayl amagclayan ve saglik sektoriiniin
gelecegine de yatinm yapan AbbVie’nin
vizyonu mimari tercihlerde de éne

cikiyor. Avrupa Migren ve Bas Agrisi
Birligi’nin (EMHA) “migren dostu”
¢alisma ortamlarini belirlemek amaciyla
baslattigi proje kapsaminda “Migren
Dostu Is Yeri” secilen AbbVie’nin istanbul
ofisinde dinlenme alanlaryla ¢alisanlarin
ve ziyaretgilerin kendini rahat hissetmesi
hedefleniyor.

Giris alanindaki duvar nisleri,

sirketin kurumsal tarihini,

odullerini ve onemli anlarini

sergilemekte.




ABBVIE

O

PROJECT

THE OFFICE

THAT COMBINES
TRANSPARENCY WITH
INNOVATION

JEYAN ULKU ARCHITECTS

The istanbul Branch of AbbVie, which makes

a difference with its work in the field of
biotechnology, is located in Atagehir Nidakule.
Designed by Jeyan Ulkii Architects, the office
expresses the international company’s corporate
identity and its openness to technology.

The transparent and innovative style of the
leading company in the field of pharmaceutical
technologies is also evident in its working
areas. Built on a closed area of 3,800 m2, the
Tiirkiye office stands out with its employee-
friendly identity and aims to ensure the welfare
of visitors.

The brand color of the institution is navy blue,
represented in the AbbVie logo in the lobby
section. Navy blue is again used in the meeting
spaces and rest areas of the office. Green and
tile tones are also colours that stand out at
AbbVie. The spacious and simple waiting area

is complemented by black and white floor tiles,
which determine the location of the seating
group. The open office environment is supported
by the use of live flowers.

INTEGRA Metal Suspended Ceiling Systems are
among the details that make the AbbVie office
distinctive. The INTEGRA Metal Suspended
Ceiling Systems are deployed in many of
ASPEN’s important projects and not only provide
more acoustically efficient interior conditions,
but also create a design difference. Thanks to
the INTEGRA Metal Suspended Ceiling Systems,
which provide a more spacious perception of
the interior, the ceilings are liberated from a low
and monotonous appearance.

With INTEGRA, a special solutions product
created with aesthetic oversight, a beautiful
ambiance that integrates with design is created
in AbbVie's istanbul office. When acoustic
comfort and sound insulation are balanced with
INTEGRA Metal Suspended Ceiling Systems,
which also provide energy savings, sound chaos
is prevented in the interior.

Aiming to provide solutions to today’s health
problems and investing in the future of the
health sector, AbbVie’s vision also stands out in
architectural choices. AbbVie, which has been
selected as a “Migraine-Friendly Workplace”
within the scope of the project initiated by the
European Migraine and Headache Association
(EMHA) to determine “migraine-friendly”
working environments, aims to make employees
and visitors feel comfortable in the rest areas of
its istanbul office.

proje project

Wall niches in the
entrance area spotlight
the company’s corporate
history, milestones and
awards.
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METAVERSE.: ..

DUNYANIN
VENI TTIFAK



konu topic

Metaverse mimarlik alaninda farkl bir pencere agti.
Yapisal diizenlemelerin maketler yerine sanal dinyada
gerceklestiriimesi stirdirilebilirlige katki sagliyor, islerin
hizli ilerlemesini kolaylastiryor. ic mimarlik tasarmlarnnin
sanal diinyada yapilmasi, fiziksel kisitlamalar ortadan
kaldinrken, tasarimciyla kullanici arasindaki etkilesimi
kuvvetlendiriyor. Metaverse evreni; zaman ve mekéan
fark etmeksizin tasarimcinin modellerini kullaniciya
ulastiryor, tasarlanan U¢ boyutlu projelerin i¢cinde
gezme ve hayal etme deneyimi sagliyor.

Mimaride metaverse’iin etkilerinden séz etmek
kaginilmaz. Su ana kadar bilinen ve dgretilen her seyin
yeniden, baska bir gézle yaratildigi bu yeni evren i¢
mimari alaninda da etkisini gdsteriyor.

Uriin tasanmlari, sanal miizeler, magaza acilislan ya
da kataloglar... Sanal diinyanin imkanlariyla farkl
noktalardaki tasarimcilar bulusuyor; degisiklikler ve
dizenlemeler zahmetsizce gergeklestiriliyor ve fiziksel
hayatin sinirlan parcalaniyor. Kullanicilar, eserlere
kolaylikla ulagiyor, sanal gerceklik deneyimi sayesinde
tasarimcinin hayalini paylasiyor ve beklentilerini ifade
edebiliyor. Zaha Hadid Architects (ZHA), metaverse
dunyasina mikro ulus Liberland igin insa edecegi tlke
projesiyle bu alanin énclilerinden biri.

IC MIMARLAR iCIN YENI
BIR DUNYANIN KAPISI
ACILDI BILE!

Yenilik ve yaraticiliga sinir ¢izilmeyen bu dijital evrenin
sundug@u faydalar, pratik uygulamalarda 6ne ¢ikiyor.
Yeni bir mekan tasarlanirken, galisma ortaklarinin
istekleri dogrultusunda degistirilen projelerin sanal
diinyada hayata gegcirilmesi, fiziksel sorunlarin
onceden gorilebilmesini sagliyor. Bu da hem siirecin
hizlanmasini, hem de maliyetlerin digurtlmesini olumlu
sekilde etkiliyor.

Her gecen glin daha ¢ok giiglenen metaverse, tasarim
enduUstrisinde galisanlara yeni firsatlar sunuyor.
Ornegin; NFT, sanati dijitalle bulustururken ayni
zamanda tasarimcilarin, diinyaca Unli sanatcilarin ve
farkl meslek gruplarindan insanlarin kendi eserlerini
Uretmesine olanak sagliyor ve koleksiyonerligi dijital
héle getiriyor.

[ My

Sanal evrenin ic mimariye etkisini arsa alim satimlarinin
yapilmasi, mizelerin ve sergilerin agiimasi gibi yenilikler
Uzerinden takip edebiliyoruz. Microsoft’'un Xbox

oyun konsolunun 20. yilina 6zel sergisini metaverse
ortaminda diizenlemesi, i¢ mimarinin metaverse
Uzerinde yaratici bir Uretim sekli olarak benimsendigini
ortaya koyuyor.

SANAL DUNYADA
GERGCEKLIGIN IZLERI

ic mimarligi genel hatlar ile tanimlarsak, “Bir

mekanin, islevselligini kaybetmeden estetik degerler
cercevesinde yeniden tasarlanmasidir” diyebiliriz.
Mekanlarin tasarimina metaverse Uizerinde de ihtiyag
duyulacag ortada. Diyelim bu ¢oklu evrende bir
magdaza agmak istiyorsunuz ve rakiplerinizden bir adim
One gegmenizi saglayacak bir gériinim ve igleyise
ihtiyaciniz var. C6zUmu i¢ mimari ve metaverse birlikte
saglyor. Tipki Microsoft érneginde oldugu gibi. O
halde i¢c mimari dinamiklerinin metaverse ile degismeye
basladigi sdylenebilir mi?

Metaverse, gercek dunyaya ait seyleri kendi coklu
evrenine uygun bir sekilde donistirmekte. Borsayi
kripto para birimlerine, koleksiyonculugu NFT’lere,
kimlik kartlanini dijital kimliklere dénistirdigi gibi.
Sirketleri 6n plana cikaran tasarim dokunuslarini
yapacak olan i¢ mimarlar ve diger dijital is ortaklari,
projeleri gercek zamanli olarak tasarlamak igin
metaverse Uzerinde birlikte hareket edebiliyor.

Bu ortaklik ile ic mimarlar ve diger profesyoneller
mekanlar gorsellestirmek ve daha iyi bir deneyim
sunmak igin artinlmig gergeklik (AR) ve sanal gercgeklik
(VR) ¢ozUimlerinden yararlanarak hareket alanlarini
genigletiyor. Miizayede evi Sotheby’s, sanal bir sanat
galerisi olarak islev géren Decentraland’daki Londra
merkezinin dijital bir kopyasini yaratti. Mimarlar da bu
yeni sergileme sanati bigimine bagl kaldilar. Art Basel
Miami icin Zaha Hadid Architects, metaverse’te mimari
ve sosyal etkilesimi kesfederek NFTism adli sanal bir
sanat galerisi yaratti. MMO (devasa ¢ok oyunculu
cevrimici oyun) teknolojilerine dayanan sanal galeri,
ZHA tarafindan olusturulan ve kullanici deneyimine
odaklanan tasarimlar iceriyor.

Bir proje ya da Urini tim aynntilanyla ortaya koymak
icin gereken modelleme gibi zahmetli stiregler béylece
devreden cikiyor. Metaverse her seyi dijital ekranda

Uc boyutlu gdstererek, potansiyel misterilerin

fikir sunmalarini, anlik geri bildirimlerin alinmasini
kolaylastiriyor. Kiresel ic mimari devlerinden biri olan
Gensler gergek yasam alanlarini dijital ikizlere (gergekte
var olan mekanlarin dijital ortama birebir aktariimasi)
doénustiriyor. Matterport’tan ilham alinarak yapilan
Chicago Ogrenci Merkezi bunlardan biri.

Metaverse’lin i¢ mimari alaninda dénistirdiga

ve yenilik kattigi bir bagka alan ise; malzemelere

olan fiziksel ihtiyaci ortadan kaldirmasi. Numuneler
metaverse evreninde gorilip degerlendirilebildigi
icin degisimler de bu evrende gergeklestiriyor, fiziksel
hayata bu modellemeler Uzerinden uygulaniyor.
Boylece Uretim maliyetleri dislyor, hiz kazanilarak
uzun teslim sureleri kisaltiliyor. Bu durum, tasarlanan
alanlarda ve/veya Urlnlerde istenen degisikliklerin

ve kisisellestirmelerin de ek sire ve maliyet olmadan
uygulanmasini sagliyor. Renk, malzeme gibi degisiklikler
dijital ortamda hizlica gerceklestiriliyor.

Tasanm algisi, zaman ve mekan kullanimi metaverse’in
degistirdikleri arasinda. I¢ mimaride umut veren,

heyecan yaratan bir¢ok yenilik de bu degisimden payini
alacak gibi géruntyor.

Metaverse her seyi
dijital ekranda uc
boyutlu gostererek,
potansiyel
musterilerin fikir
sunmalarini, anlik geri
bildirimlerin alinmasini
kolaylastiriyor.
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INTERIOR DESIGN AND

THE METAVERSE.

THE NEW ALLIANCE OF

THE DIGITAL WORLD

The Metaverse opened a different window in the field of
architecture. The realization of structural arrangements in

a virtual world rather than physical models contributes to
sustainability and facilitates the rapid progress of work. Creating
interior architecture designs in the virtual world, by eliminating
physical restrictions, strengthens the interaction between the
designer and the user. The metaverse universe delivers the
designer’s models to the user, regardless of time and place,

and provides the experience of traveling and imagining in the
designed three-dimensional projects.

A discussion on the effects of the metaverse in architecture is
inevitable. This new universe, in which everything known and
taught to date has been recreated from a different perspective,
has had an impact in the field of interior architecture.

Product designs, virtual museums, store openings or
catalogues... The possibilities of the virtual world meet designers
at different points; changes and arrangements are carried out
effortlessly; and the boundaries of physical life are shattered.
Users can easily access the works, share the designer’s dreams
and express their expectations thanks to the virtual reality
experience. Zaha Hadid Architects (ZHA) is a pioneer in this field,
with the firm’s country project that it will build for the micro-
nation Liberland in the metaverse world.

A NEW WORLD IS OPENED FOR
INTERIOR DESIGNERS!

The benefits offered by this digital universe, which does not limit
innovation and creativity, stand out in practical applications.

024 | KASIM NOVEMBER 2022

While designing a new space, the realization of a project
changed in line with the feedback of the working partners in the
virtual world ensures that physical problems can be foreseen.
This offers a positive impact on both the speed of the process
and the reduction of costs.

The metaverse, which is strengthening every day, offers new
opportunities to those who work in the design industry. For
example, NFTs combine art with the digital medium, while at the
same time allowing designers, world-famous artists, and people
from different professional groups to produce their own works
and digitize collecting.

We can follow the impact of the virtual universe on interior
architecture through innovations such as land purchases and
sales, museum openings and exhibitions. The fact that Microsoft
organized the twentieth anniversary of the Xbox game console in
the metaverse environment reveals that interior architecture has
been adopted as a creative production method in the metaverse.

TRACES OF REALITY IN THE
VIRTUAL WORLD

If we define interior architecture in general terms, we can

say that “It is the redesign of a space within the framework

of aesthetic values and without a loss of its functionality”. It

is obvious that the design of spaces will also be necessary in
the metaverse. For instance, if you wish to open a store in this
multiverse, you will need a look and feel that enables you to
get ahead of your competitors. The design provides the solution
together with interior architecture and metaverse, similar to the

Microsoft example. If this is the case, can it be said that the
dynamics of interior architecture have begun to change with the
metaverse?

The metaverse transforms real-world objects and processes

in a manner suited to its own multiverse, as exchanges have
branched into cryptocurrencies, collections into NFTs, and
identity cards into digital identities. Interior architects and other
digital partners, who will provide the design touches that bring
companies to the fore, can act together in the metaverse to
design projects in real time.

With this partnership, interior designers and other professionals
expand their range of action by leveraging augmented reality
(AR) and virtual reality (VR) solutions to visualize spaces and
provide a better experience. Auction house Sotheby’s has created
a digital replica of its London headquarters in Decentraland

that functions as a virtual art gallery. Architects, too, adhere to
this new form of exhibition art. For Art Basel Miami, Zaha Hadid
Architects explored architecture and social interaction in the
metaverse, creating a virtual art gallery called NFTism. Based on
MMO (massive multiplayer online) game technologies, the virtual
gallery features designs created by ZHA that focus on user
experience.

Laborious processes such as modelling, which is required to
reveal the full details of a project or product, are thus put aside.
The Metaverse shows everything in three dimensions on a digital
screen, making it easier for potential customers to present
ideas and receive instant feedback. Gensler, a global interior
architecture giant, transforms real-life spaces into digital twins
(the exact transfer of existing spaces to digital media). The
Chicago Student Centre, inspired by Matterport, is among them.

Another area where the metaverse has transformed and
innovated in the field of interior architecture is the elimination
of the need for physical materials. Since the samples can be
seen and evaluated in the metaverse universe, changes are also
performed in this universe and applied to physical life through
these models. Thus, production costs are reduced, and long
delivery times are shortened due to faster modifications. This
ensures that the desired changes and customizations in the
designed areas and/or products can be implemented without
additional time and cost. Changes in elements such as colours
and materials are carried out quickly in the digital environment.

The perception of design and the use of time and space are
among the changes offered in the metaverse. Many promising
and exciting innovations that give hope in interior architecture
are emerging from this change.

The avatars with which
people communicate
with each other

can also affect the
concepts of body, self
and humanity.




SURDURULEBILIRLIK
CIN BR ADIM:

Metaverse, yalnizca gergek diinyanin

bir benzerini inga etmekle kalmiyor,
gercek hayatta karsiligi olmayan

ya da Uretilemeyen baz Uriinleri/
kavramlar dolagima sokuyor. Tasarlanan
kiyafetlerden, yasam alanlanna; farkl bir
gercekligin kapisini aralayan bu evrenle
mimaride ve tasarimda kaynaklarin
dogru kullaniimasi saglanabilir mi?

Metaverse evrenine giris, birbirinden
bagimsiz gériinen pek gok sektori
etkiledi. iletisim bigimlerini, calisma
sekillerini yeniden tanimladi. Dinyanin
kaynaklar giderek azalirken,
sirdardlebilir gdziimler &nem kazanmaya
basladi.

Pandemiyle beraber dijital diinyanin
etkisi artarken, metaverse sayesinde
sunulan ¢ boyutlu deneyim
potansiyeline artik kullanicilar da
mesafeli durmuyor. Sergiler meta
evreninde agiliyor, toplantilar online
platformlarda gerceklestiriliyor, okullarin
bir kismi egitim programlarini buradan
strdirtiyor. Unlii moda markasi
Balenciaga koleksiyonunu bir video
oyunuyla sergilemeyi tercih etti. Seul
yerel ydnetimi 2022’nin sonunda
metaverse platformunda kent turlari
dizenlenmeye baslayacagini duyurdu.
Diger avantajlarinin yaninda yalnizca
fosil yakit tiketimini azaltmasi bile

bu girisimlerin gevreye olan etkileri
acisindan gdzle gérundr bir fayda
saglhyor.

DEGISEBILIR
TASARIMLAR

Kéagitlara cizilen projelerden iki boyutlu
tasarimlara ge¢mek mimari agisindan
biyiik bir ilerlemeydi. Ug boyutlu
projeler ise dijital dinyanin gergek
dinya karsisinda kazandigi bir zafer
gibi gériintyor. Mimarlik ofisleri bu
degisime kayitsiz kalmadi ve metaverse
evreninde deneyimlenen ¢alismalar

icin imza atmaya basladi. NVIDIA
CEOQO’su Jensen HUANG bir roportajinda
Omniverse’te fiziksel binalarin dijital
ikizlerini inga ettiklerini agikladi. Projelerin
degistirilebilir olmasi ve degisim
sirasinda kaynak israfinin énlenmesi,
ozellikle strdurdlebilirligin 6nem
kazandigi bu sirregte 6nemli bir hamle.

Sanal ortamda tasarlanan dijital
modellerle yirGtilen ¢alismalar;
tasarimlarin kullaniciyla paylasiimasini

ve onun beklentileri dogrultusunda
diizenlenmesini de sagliyor. Ozellikle;
cevre kosullarni gercegin kopyasi olarak
simile eden meta evreni, kaynak israfinin
6nlenmesi adina biydk katki sunuyor.

A STEP TO

SUSTAINABILITY:

METAVERSE

SURDURULEBILIRLIGE
ANLAMLI BIR KATKI
Sanal diinyanin sundugu imkanlardan
yararlanan mimarlarn etkinliklerini
sanal evrene tagimasi kaynak tasarrufu
sagliyor. Kullanilan malzemelerin
degisimi, 1sitma teknolojilerinin
yonlendirilmesi, ¢ati formlarinin ingasi
metaverse evreninde gergeklestigi igin
farkl alternatifleri gérmek kolaylasiyor
ve projeleri kaynak harcamadan

revize etmek mimkin héle geliyor.

Bir yapinin bulundugu cografyaya,
iklime ve gevre sartlarina uygun olup
olmadigdi Gi¢ boyutlu projeler sayesinde
test edilebiliyor. Zaha Hadid Architects
projelerini metaverse evrenine tagiyarak,
ilk 6rnekleri kullanicilarla paylasmaya
basladi bile.

Bu alternatif; hem calismalara hiz
kazandirnyor, hem ekonomik bir

¢6zUm sunuyor hem de karbon ayak
izinin azaltilmasina yardimci olarak
kaynaklarin bosa harcanmasina engel
oluyor. Béylelikle yorgun diinyanin
surdurulebilirlik hedeflerine ulasmasina
katkida bulunuluyor.

The metaverse not only builds a real-world
analogy, but it also circulates certain products/
concepts without real-life counterparts, or
which cannot be produced in real life. From
designed clothes to living spaces, in this
universe that opens the door to a different
reality, can the correct use of resources in
architecture and design be ensured?

The introduction to the metaverse universe
has affected many sectors that are seemingly
independent of each other. As the world’s
resources become increasingly scarce,
sustainable solutions are gaining importance.

The impact of the digital world amplified during
the pandemic and users are no longer distant
from the three-dimensional experience potential
offered by the metaverse. Exhibitions are
opened in the meta universe, meetings are held
on online platforms, and some schools continue
their educational programs in the digital space.
Renowned fashion brand Balenciaga chose to
showcase its collection with a video game. The
local government in Seoul, Korea, announced
that, at the end of 2022, city tours will begin to
be organized on the metaverse platform. Among
other advantages, the mere reduction of fossil
fuel consumption provides a visible benefit in
terms of the environmental impact of these
initiatives.

CHANGEABLE DESIGNS

Moving from projects drawn on paper to two-
dimensional designs was a significant advance
in terms of architecture. Three-dimensional

konu topic

projects appear to be a victory of the digital
world over the real world. Architecture firms
were not indifferent to this change and
began to sign the works experienced in the
metaverse universe. NVIDIA CEQO Jensen HUANG
revealed in an interview that the company is
building digital twins of physical buildings
in the Omniverse. Projects are changeable,
and preventing resource waste during these
changes is an important move, especially

in a world where sustainability is gaining
importance.

Studies carried out with digital models
designed in the virtual environment also

ensure that designs are shared with the user
and arranged in line with their expectations.

In particular, the commodity universe, which
simulates environmental conditions as a copy of
reality, offers a substantial contribution to the
prevention of waste of resources.

A MEANINGFUL
CONTRIBUTION TO
SUSTAINABILITY

Architects who benefit from the opportunities
offered by the virtual world can save resources
by carrying their activities to the virtual
universe. Since changes in the materials used,
the orientation of heating technologies, and

the construction of roof forms take place in the
metaverse universe, it becomes easier to view
different alternatives and it is possible to revise
projects without spending resources. Whether a
structure is suitable for the geography, climate
and environmental conditions can be tested

by three-dimensional projects. Zaha Hadid
Architects has already moved the firm’s projects
into the metaverse universe and started sharing
the first examples with users.

This alternative not only accelerates the work,
it also offers an economical solution, and helps
to reduce the carbon footprint, thus preventing
resources from being wasted. This in turn
contributes to the world’s achievement of its
sustainability goals.
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ARM
KUTUPHANE:

BIYOFILUK BIR ORTAMDA OKUMAK

istanbul’un kiltiir hayatinin simgelerinden biri olan yani sira, dogru isiklandirma, akustik, ergonomik dikkat ¢ekiyor. Tarihi kiitiphaneleri hatirlatan ve sicak
Atatirk Kiltir Merkezi, 29 Ekim 2021’de tekrar mobilyalarda kullanici dostu secimler 6ne ¢ikiyor. Bu bir dokunus katan ahsap uygulamalari, DENDRO’nun
ziyaretcileriyle bulustu. istanbul’un en &nemli sanat projede, 2004 yilinda kurulan ve modern mimarinin Patara ve Olympos Urlnleriyle saglanmis.
merkezlerinden biri olan AKM’nin, kiitiphanesi intiyaclarnna karsilik veren Grlin ve uygulamalara sahip Bina icinde iki ayn kutiphane faaliyet gosteriyor; alt
de ayrica dikkat ¢ekiyor. Toplam 1074 m/tul kitap lamine parke Ureticisi DENDRO imzasi var. Diinya katta yer alan Kultir ve Turizm Bakanligi’na bagl
sergileme alanina sahip merkez; iki ara kat ve bir kaltdr mirasinin en énemli eserlerinden Galata Kulesi istanbul Atatiirk Kiiltir Merkezi Sanat Kiitliphanesi
calisma katindan olusuyor. AKM Kitiiphane; mimarlik, basta olmak Uzere, Tlrkiye’'de ve diinyada pek ¢ok ile giris ve balkon katlarindaki Vitali Hakko Kreatif
tasarim, sanat ve muzik gibi tasanm odakl eserlerin yer  6nemli calismaya imza atan DENDRO’nun modern Endustriler Kitiphanesi. 16 yas Gzeri kullanicilara agik
aldigi bir seckiye sahip. binalara kattigi yenilikgi tarzi, AKM Kitiphane’de de olan mekan, pazartesi gunleri kapali.

AKM Kitiphane tasannminda projeden uzaklagsmadan,

i Saon a6otorior Akusth kantor ve Kitap Diinya kiiltiir mirasinin en 6nemli eserlerinden
e e e etihars orams Galata Kulesi basta olmak lizere, Tiirkiye'de
olusturuldu.

__ ve dunyada pek cok onemli calismaya imza
Onemli bir arastirma merkezi olarak diistinlilen proje, 7 . v
Tabanlioglu Mi§marllktaraf|ndan tasarlar?m@vegaéjdag, atan DENDRO nun mOdern blnalara kattlgl

mimarinin yenilik¢i 6geleri kullanilarak sekillendirilmis.

Giris kati ve asma katinda kitaplar igin genis raflar venilikCi tarZL AKM Kutuphane'de de dikkat

yer alirken, alt kattaki okuma salonunda ¢alisma

masalari bulunuyor. AKM’nin mimarisiyle uyumiu ce ki M or.

olarak projelendirilen kiitiphanede, dekoratif 6gelerin
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AKM LIBRARY:

READING IN' A BIOPHILIC
ENVIRONMENT

Atatiirk Cultural Centre, a symbol of istanbul’s cultural life,
welcomed visitors again on October 29, 2021. The library of
AKM, one of the most important art centres in istanbul, also
attracts attention. The Centre, which has a total book display
area of 1,074 m/tul, consists of two mezzanine floors and a
study floor. The AKM Library has a selection of design-oriented
works such as architecture, design, art and music.

In the design of the AKM Library, attention was paid to the use
of wood, which is a motif in historical libraries, without deviating
from the project. A modern and warm library environment was
created by emphasizing acoustic comfort and lighting criteria in
book exhibitions.

g e
o

proje project

A modern and warm library
environment was created by

emphasizing acoustic comfort and
lighting criteria in book exhibitions.

Considered as an important research centre, the project was
designed by Tabanlioglu Architecture and shaped by using
innovative elements of contemporary architecture. The ground
and mezzanine floors feature capacious shelves for books, while
study desks are placed in the downstairs reading room. In the
Library, designed in harmony with the architecture of AKM,
user-friendly choices stand out in correct lighting, acoustics
and ergonomic furnishings, as well as decorative items. This
project has the signature of DENDRO, founded in 2004 and a
manufacturer of laminated flooring that offers products and
applications that respond to the needs of modern architecture.
DENDRO has carried out many important works in Tlrkiye and in
the world, in particular the Galata Tower, among the world’s most

important cultural heritage works. The firm’s innovative style
also draws attention in the AKM Library; wood applications that
reference historical libraries and add a warm touch are provided
by DENDRO's Patara and Olympos products.

Two separate libraries operate within the building. The istanbul
Atatiirk Cultural Centre Art Library, affiliated to the Ministry of
Culture and Tourism, is located on the lower floor, while the Vitali
Hakko Creative Industries Library is on the ground and balcony
floors. The venue, which is open to users over the age of 16, is
closed on Mondays.
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TASARIMIN
SANATLA
BULUSTUGU
VER

ALENS
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ISPANYA’NIN TASARIM
BASKENTI: VALENSIYA

ispanya denilince akla énce Madrid ve Barselona gelse
de tarihi ve mimari agidan 6ne ¢ikan bir sehir daha

var: Valensiya. 2022 Tasarim Bagkenti secilen sehir,
Katalan halki ve limanlari ile 6ne ¢ikiyor. Tatil ritmindeki
hayati, harika iklimi, essiz festivalleri, tarihi ve kilturtyle
Valensiya hem gezilecek hem de yasanilacak bir yer.

Valensiya milattan 6nceye uzanan gecmisi ve ticaret
potansiyeliyle tinlii bir ispanyol sehri. 2022°de ismini
sikgca duymamizin nedeni ise; sehrin Dinya Tasanm
Baskenti olarak segilmesi, ispanya’nin bu unvana layik
gorilen ilk sehri olmasi.

Akdeniz’in en blyUk limanina sahip Valensiya, ismini
Romalilardan aliyor. Turia nehrinin denize acildigi
verimli topraklar tizerinde MO 138’de bir Roma kolonisi
olarak kurulmus. O zamanki adi Valentia. Latince gl¢
ve cesaret anlamindaki kelime, bélgedeki bagkaldiryi
bastiran askerlere atfen verilmis. MS 8. yiizyilda
ispanya islam Kralligi ydnetiminde yeni sulama kanallari
ve yeni tarimsal Urlnlerle tanismis. 1238 yili civaninda
Aragonlu Hiristiyanlar’in eline ge¢cmis ve Valensiya
Kralligr'nin bagkenti olmus.

Valensiya kendine yeterli topraklan ve limani ile tarih
boyunca blylimeye devam eden bir sehir. Altin cagdi
olarak anilan 15. ylzyila ait anitsal binalar buglin de
ayakta. Serrano Kuleleri ve ipek Borsasi (La Lonja) bu
yapllarn en Unldleri. Sehrin zenginliginde kole ticaretinin
de payi var.

SANAT VE TiCARETLE
TANINAN SEHIR

Atlantik bdlgesinin ticarette dne ¢gikmasi, veba salginlan
ve siyasi ¢calkantilar gibi sebeplerle sehrin dinamikleri
zaman zaman degismistir. Sehir, 17. ylzyildaki Kraliyet
Savaslar’nda bir siire ingilizlerin eline gegmis ve 18.
yluzyillda Aragon Kralligi egemenliginde ticaret yeniden
hareketlenmis. Valensiya “Dut Adaci” ve “ipek Bocegi”
yetistiriciligi ile 6ne ¢ikan bir sehir olmus. 19. ylzyilin
basinda Napolyon tarafindan isgal edilen sehirde,
isgalin ardindan Valensiya portakalinin Gretimine
baslanmig, Uzim baglan genisletilmis.

Yasadigi siyasi ¢alkantilar, Valensiya’nin ticarette ve
sanatta ilerlemesini saglamis. Bu, ayni zamanda sehre
mimari ve sanat alaninda farkl kulttrlere ev sahipligi
yapma olanagi da tanimis.

20. yUzyilda sehrin endUstrilesmesi ile birlikte bdlgesel
fuarlarin diizenlendigi Art Nouveau stilde binalar
yapilmis. Buglin de ¢ok ziyaret edilen Estacié del

Nord (Kuzey istasyonu), Mercat de Colom (Columbus
Pazar), Mercado Central (Merkez Pazar) gibi binalar bu
déneme ait.

ipek ticaretinin izlerini La Lonja de la Seda’da stirmek
mUmkin. Mimar Pere Compte tarafindan 1482-

1538 yillar arasinda inga edilen yapi ipek ticaretinin
esaslarinin belirlendigi, ticari anlagsmalarin yapildigi bir
yer olarak biliniyor.

Valensiya’yi farkli kilan, sanat ve tasarimla 6zdeslestiren
bu tarihi yapilan. Orta ¢ag ile 21. ylzyil arasinda bir

Tatil ritmindeki hayati, harika iklimi,

essiz festivalleri, tarihi ve kulturuyle

Valensiya hem gezilecek hem de

yvasanilacak bir yer.

képrl gibi duran yapilara, Plaza de la Reina’daki
(Kralice Meydani) Valensiya Katedrali’ni de eklemek
gerekiyor. Hz. Isa’nin garmiha gerilmeden énceki aksam
yemeginde kullanildidi dislinllen kutsal kasenin bu
katedralde korundugu fikri, burayi diinyaca Gnlu bir
mekan haline getirmis. Sehrin panoramik manzarasini
izleyebileceginiz kilise 1262-1462 yillan arasinda, yani
tam iki yuizyllda tamamlandigi i¢in mimari agidan birgok
farkl 6zellikle donatiimis. Burada ayrica 51 metre
yuksekliginde ve gotik tarzda insa edilmis ¢can kulesi El
Miguelete ve iki Goya tablosu da bulunuyor.

SEHRI DEGIiSTIREN
FELAKET

Valensiya, Katalan nifusa sahip olmasiyla sik sik
baskilara maruz kalan, baskici uygulamalardan
payina diseni alan bir sehir. Buna karsin dogal
guzellikleriyle sikintilan agsmakta, konumunu
korumakta gliclik ¢ekmiyor. Sehrin kaderini
degistirense, dogal bir afet. 1957°de Turin nehrinin
tasmasiyla yasanan sel felaketinin ardindan yeni bir
sehir plani uygulaniyor.
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Yatagi degistirilen nehrin eski yataginda diinyanin en
basarili kentsel planlama &érneklerinden biri, Jardines
del Turia (Turin Bahgeleri) kuruluyor. Burasi ayni
zamanda Avrupa’nin en buyuk sehir parki.

Yerli halkin aligveris yaptigi bir yer olmasinin yaninda
turistlerin de ilgisini geken Mercado Central (Merkez
Pazar), 1928’den beri kullanimda. Art Nouveau akimina
6zgu renkleriyle dikkat ¢ekiyor. Burasi meyve, sebze,
kahvaltilik, sarkUteri, deniz Urlnleri gibi pek ¢ok Grindn
bulunabilmesiyle biliniyor. 1839’da agilan Museo de
Bellas Artes (Valensiya Glizel Sanatlar Mizesi) antik
¢ag eserlerinin yani sira 17. ylizyildan 20. yizyila kadar
olan déneme ait resim ve heykel Uretimlerinin, cagdas
sanat yapitlarinin bulundugu bir merkez. Miizede Juan
de Juanes, Ribera, Sorolla, Pinazo, Van Dyck, Murillo,
Velazquez, El Greco ve Goya gibi uluslararasi tine sahip
ressamlarin eserleri var.

Ayrica Museo Nacional de Ceramica (Valensiya

Ulusal Seramik Mizesi) prehistorik ddnemden kalma
seramiklerin yaninda Picasso gibi cagdas sanatgilarin
eserlerine de ev sahipligi yapiyor. Sehir, modern
mimarinin orijinal érnekleri olan Ciutat de les Arts i

les Ciéncies (Sanat ve Bilim Sehri) gibi binalarla 6ne
cikiyor. Santiago Calatrava, Félix Candela gibi mimarlar
eserleriyle bélgenin uluslararasi Gninu arttinyor.
UNESCO tarafindan insanligin Somut Olmayan Kiiltiirel
Mirasi listesine dahil edilen yillik festivali Falles zamani
cok popdiler.

Bolge ayni zamanda piring yetistiriciliginin merkezi
oldugu icin piringle yapilan geleneksel yemekleri
meshur. Ispanya’nin (inlii yemegi paella Valensiya’dan
¢ikmis. Deniz Urlnlerinin yogunlukta oldugu paella’nin
en iyi 6rneklerini burada yiyebilirsiniz. Kaplan findigi
denilen bir yemisten yapilan orxata badem sutind
andiran tadiyla sehrin yerel icecegi. Genellikle buzla
ve yaninda farton adl pudra sekeri serpilmis tatlyla
servis ediliyor. Bal kabaginin her ¢esidi karsiniza
cikabilir. Saraplari, Unlu tapas lokantalariyla Valensiya,
ziyaretgisini yemek konusunda hayal kirikligina
ugratmiyor.

Tarih, kiltir, sehir hayati ya da mimari... ispanya’y

ziyaret etme amaciniz ne olursa olsun aradiginizi
tasarim sehri Valensiya’da bulabilirsiniz.

Santiago
Calatrava,

Félix Candela
gibi mimarlar
eserleriyle
bdlgenin
uluslararasi
ununu arttiriyor.
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WHERE DESIGN MEETS

ART: VALENCIA

DESIGN CAPITAL OF SPAIN:
VALENCIA

Although Madrid and Barcelona are the cities that first come to
mind when Spain is mentioned, there is another Spanish city
that stands out in terms of history and architecture — Valencia.
Chosen as the Design Capital of 2022, the city is a unique
destination, with its port and its Catalan heritage. With its
holiday-like life, wonderful climate, and festivals, history and
culture, Valencia is both a place to visit and a place to live.

Valencia is a Spanish city famous for its ancient history and
commercial potential. The reason we hear its name so frequently
in 2022 is that Valencia was selected as the World Design
Capital, making it the first city in Spain to be awarded this title.

Valencia, with the largest port in the Mediterranean, takes its

name from the Romans. The settlement was founded as a Roman
colony in 138 BC, on the fertile lands where the Turia River
opens to the sea. It was named ‘Valentia’, the Latin word for
strength and courage, and given to the soldiers who suppressed
the rebellion in the region. In the eighth century AD, under the
rule of the Islamic Kingdom of Spain, new irrigation channels and
agricultural products were introduced. Around 1238, it passed
into the hands of the Aragonese Christians and became the
capital of the Kingdom of Valencia.

With fertile lands and a port, Valencia continued to thrive.
Monumental structures from the 15th century, considered the
city’s Golden Age, are still standing today. The Serrano Towers
and the Silk Exchange (La Lonja) are the most famous of these
structures. The slave trade also played a part in the wealth of the
city.
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The city is also known for its wines and tapas

restaurants - it certainly does not disappoint

its visitors in terms of dining.

CITY KNOWN FOR ART AND
COMMERCE

The dynamics of the city changed over time in concordance

with the rise of Atlantic Ocean trade routes, political turmoil,
and plagues and epidemics. Captured by the British during the
Royal Wars in the 17th century, trade revived in the 18th century
under the rule of the Kingdom of Aragon, and Valencia rose in
prominence as a silk manufacturing centre, with its mulberry
trees and silkworm cultivation. The city was occupied by
Napoleon at the beginning of the 19th century, soon after which
the production of Valencia oranges started and the vineyards
were expanded.

The political upheavals in Valencia also drove advances in trade,
art and architecture, as the city was exposed to a variety of
influences.

With the industrialization of Valencia in the 20th century,

Art Nouveau style buildings were built to host regional fairs.
Structures such as Estacid del Nord (North Station), Mercat de
Colom (Columbus Market), and Mercado Central (Central Market),
which are also visited today, belong to this period.

The traces of the silk trade can be tracked in La Lonja de la
Seda. The structure, built by the architect Pere Compte between
1482-1533, was where regulations governing the silk trade were
determined, and commercial agreements were made.

Valencia is distinguished by these historical buildings that
identify with art and design. The Valencia Cathedral in Plaza de la
Reina (Queen’s Square) must be included among the structures
that stand as a bridge between the Middle Ages and the 21st
century. Built between 1262 and 1462 — two centuries — the
Cathedral bears architectural elements from various periods. In
addition to the 51-meter-high Gothic bell tower, El Miguelete, and
two paintings by Francisco Goya, the Holy Chalice is preserved in
one of the Cathedral’s chapels. The Chalice is believed to be the
wine vessel used by Jesus Christ at the Last Supper.

A DISASTER THAT CHANGED THE
CITY

Valencia was often subjected to repression due to its Catalan
population and has its share of repressive practices. However,
the city has prevailed throughout numerous challenges and
maintained its natural beauty. It was put to another test in 1957,
with the flooding of the Turia River. After the flood, a new city
plan was implemented.

One of the world’s most successful examples of urban planning,
the Jardines del Turia (Gardens of Turin), is being built on the
old course of the now-diverted river. The Gardens are also the
largest city park in Europe.

The Mercado Central (Central Market) has been in use since
1928; a shopping destination for locals, it also attracts tourists.

Drawing attention with its bright Art Nouveau style tiles and
window panels, the Market is home to vendors of fresh produce,
breakfast foods, delicatessen items, and seafood. Opened in
1839, the Museo de Bellas Artes (Valencia Fine Arts Museum)

is a centre of painting and sculpture productions. In addition

to contemporary works of art dating from the 17th to the 20th
centuries, the Museum exhibits antique works. The collection
includes works by internationally renowned painters such as
Juan de Juanes, Ribera, Sorolla, Pinazo, Van Dyck, Murillo,
Velazquez, El Greco and Goya.

The Museo Nacional de Ceramica (Valencia National Ceramics
Museum) houses works by contemporary artists such as Picasso,
as well as prehistoric ceramics. Valencia also stands out with
structures such as the Ciutat de les Arts i les Ciencies (City

of Arts and Sciences), which are original examples of modern
architecture. Architects such as Santiago Calatrava and Félix
Candela enhanced the international reputation of the region

with their works. Valencia is especially popular during its annual
festival, Falles, which is on the UNESCO Intangible Cultural
Heritage of Humanity list.

As the region is also the centre of rice cultivation, there is a
tradition of rice dishes, many of which are renowned worldwide.
Spain’s famous paella originated in Valencia and the city — with
its access to fresh seafood — offers some of the best examples
of the speciality. Orxata, made from ground tiger nuts, is the
local drink of the city. It tastes somewhat like almond milk and
is usually served with ice and a farton, which is a sweet bun
sprinkled with powdered sugar. You can come across all kinds
of pumpkins. The city is also known for its wines and tapas
restaurants — it certainly does not disappoint its visitors in terms
of dining.

History and culture, urban flair and architecture... Whatever your

purpose in visiting Spain, you can find what you are looking for in
Valencia, the city of design.
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