ABSTRACT

One-Eye Movie Watching Experience; An Experiment For Enhancing Attention
In Presentation Process, was prepared by the student of Istanbul Kiiltiir University
Institute of Science Engineering-Architecture Department City Planning Program as a

Post Graduate thesis.

Since human life started to pass in earth, people need a place to live. That was
the beginning of architecture. A definition of architecture can be said, including the
design of the total built environment, from the macro level of how a building integrates
with its surrounding man-made landscape, to the micro level of architectural or
construction details and sometimes, furniture. Wider still, architecture is the activity of

designing any kind of system. It means that architecture is created by people for people.

After years passes by, humanity starts to use and see architecture as an art. On
that years architecture, as a new art, is started to combine other artistic branches with
people. On those days almost nothing had been invented yet. People needs in art
branches forced them to create artistic arts such as cinema. By this, the new and

fascinating combination had born which can be called cinema and architecture.

However architecture is not just an artistic branch. Firstly, it is generated
because of people needs than it becomes an art. But the cinema is invented because of
needing in art. After creation of architecture, human and architecture have become
inseparable issues. This is why if any subject involves human life, has to be involve

architecture. This is cause of the combination of cinema and architecture.

By the technology is developed very rapidly, architecture is start to use cinema
instead of using architecture in cinema. Latterly, cinema and its’ components are using
by architectural and engineering sector for their representing techniques. By those needs
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virtual world gained too much importance with three-dimensional drawings, renderings,

animations etc.

Virtual world is unlimited issue in this sector, which means there is a lot of way
for using virtual worlds’ maintains. Following experiment is, basically, about cinema
and architecture. Purpose of this research is, understanding and facilitating use of virtual

worlds in architecture which combines cinema at the same time.

KEYWORDS

Cinematography, one eye movie, attention enhancement, CAD, virtual reality

v



OZET

Tek gozlu film seyretme deneyimi; sunum siirecinde dikkati arttirma deneyi
calismasi, Istanbul Kiiltiir Universitesi Fen Bilimleri Enstitiisi Mimarlik Béliimii

Sehircilik programi kapsaminda yiiksek lisans tezi olarak ger¢eklesmistir.

Diinya iizerinde yasam basladigindan beri, insanlar barinmak i¢in mekéna
ihtiya¢ duymugslardir. Mimarligin baglangict buna dayanir. Mimarlik i¢in, tim cevre
elemanlarinin en yiiksek seviyeden en diisiik seviyeye kadar tasarim siirecini ve bunun
uygulamasini i¢inde barindirir demek dogru olur. Hatta mimarlik sistem tasarimidir.

Mimarlik insanlarin insanlar i¢in yarattigi bir olgudur.

Yillar gegtikge insanlik mimarlhigi sanat dali olarak goérmeye, kullanmaya ve
yararlanmaya basglamistir. O yillarda yeni sanat olarak kabul edilen mimarlik, diger
sanat dallar1 ile baglarin1 kuvvetlendirmeye de baslamistir. Bu kuvvetlenme sinemanin
da dogumuna sebep olmustur. Bu yeni olusum mimarlik ve sinemanin biyiileyici

birlesimini dogurmustur.

Fakat mimarlik sadece bir sanat dali degildir. Her seyden Once mimarlik
insanlarin ihtiyaglarina karsilik verebilmesi amaci ile dogmustur ve gelisim
gostermesiyle birlikte sanat dali olarak kabul gormeye baslamistir. Fakat sinema

insanligin zorunlu ihtiyag¢larindan olmayan, sanatsal ihtiyaclari sebebi ile dogmustur.

Teknolojinin  hizla gelismesi ile sinemanin mimarligi kullanmasindan,
mimarligin sinemay1 bir alt baslik olarak kullanmasi s6z konusu olmustur. Son
donemde sinema mimarlik ve miihendislik dallarinda sunum teknikleri olarak siklikla

kullanilmaktadir.



Sanal gerceklik sinir1 olmayan bir olgudur bu da sanal gergekligin her konuda
kullanilabilecegini gostermektedir. Bu deney mimarlik ve sinema temelinde
yiritiilmiistiir. Calismanin amaci, sanal diinyanin mimarlik ve sinema ikilemi i¢erisinde

anlasilabilirliginin arttirilmasi ve kullanilabilirliginin arttirilmasidir.
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