BiR SIBERNETIK ETKILESIM ARACI OLARAK OTOMOBIL GALERILERINDE
ISIK

OZET

Evrenin baslangicindan bugiine kadar insan ile strekli bir etkilesim icerisinde
olan isik, insanligin kultirel ve teknolojik gelisimi iceriden sirekli arastirilan ve
kesfedilmeye calisilan bir konu olmus ve bu gelisimin bir pargasi olmustur. Potansiyeli

ortaya ciktikca i1s1din kullanilis bicimleri de strekli olarak evrilmis ve zenginlesmistir.

Baslangicta salt aydinlatma araci olarak kullaniimaya baslanan ve tek
kaynaginin giines oldugu dusunulen isik, kesfedildikge ¢ok farkll kaynaklar tarafindan
saglanabilir ve ¢ok genis bir spektrum igerisinde farkli 6zelliklere sahip olabilir oldugu
anlasiimistir.

Isigin buginin dunyasinda etrafimizi ¢evreleyen tim medya ve iletisim
araclarinda ya bir veri kaynagdi ve veri aktarim araci ya da iglenen verilerin ortaya
konmasinda kullanilan bir medya aracina déntismus oldudu gérilmektedir. Bu durum

insan ile etkilesiminde bir déniim noktasi yaratmistir.

internetin, kablosuz iletisim araclarinin ve mobil iletisim cihazlarin kesfinden
sonra bu teknolojilerin mimkin kildiklari yeni deneyim bicimleri, beden, mekan ve
zaman olgularini Uzerinden insan iletisimi ve etkilesiminde yeni paradigmalarin
tartismaya acilmasina neden olmustur. Bu baglamda gundelik hayatin bir parcasi
olan bu yeni medya ve iletisim teknolojileri bedenimizin uzantilari olan araclara
dénlsmustir. Bu durum da algl ve etkilesimin bigiminin de evrilmesine neden

olmustur.
Reklam panolari sonrasinda sinema ve televizyon ile baslayan medya
arayUzleri daha sonra bilgisayarlar, dijital ekranlar, tabletler, akilli telefonlar ve 3

boyutlu ortam gézlUkleri gibi teknolojilere karsimiza gikmaktadir.

Bu tez yeni teknolojilerle dénusim gegiren beden ve mekanin, iletisim

teknoloijileri ve yeni medya teknolojileri ile girdigi sibernetik etkilesimi incelemektedir.
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Zaman-mekan, gerceklik-sanallik, ¢cok boyutluluk, algi, deneyim ve psikoloji
gibi basliklar Uzerinden sibernetik medya araclarinin buglnki kullanim sekli ve
kullanim alanlarina deginmektedir. Ornek calisma olarak bu sibernetik etkilesim

araclarinin otomobil galerilerindeki kullanimi secilmistir.



LIGHT AS A CYBERNETIC INTERACTION MEDIUM IN AUTOMOBILE
GALLERIES

ABSTRACT

The light, which is constantly interacting with the human being from the big
bang to the present day, has become a part of cultural and technological development
of mankind and this development. As the potential emerges, the ways in which light

is used are constantly evolving and enriched.

Initially it thought to be used as a mere means of illumination and the only
source of it is the sun. It has been understood that the light can be provided by many
different sources as it is discovered and it has different properties within a very wide

spectrum.

In today's World, light seems to have transformed into a media vehicle that is
used as a media or communication medium that surrounds us, either as a data source
or as a data transfer medium, or as a representation of processed data. This has

created a break point in interaction with people.

After the discovery of the Internet, wireless communication devices and mobile
communications devices, these technologies have enabled the debate of new
paradigms in human communication and interaction through experience, body, space
and time. In this context, these new media and communication technologies, which
are part of everyday life, have become tools that are extensions of our bodies. This

has also led to the evolution of the form of perception and interaction.

Media interfaces that start with cinema and television and advertising
bilboards are then confronted with technologies such as computers, digital screens,
tablets, smartphones and 3D media glasses.

This thesis examines the the transformation and cybernetic interaction of body

and space with new communication and media technologies.



It refers to the current forms and uses of cybernetic media tools through topics
such as time-space, reality-virtuality, multidimensionality, perception, experience, and
psychology. As a case study, the use of these cybernetic interaction tools in

automobile galleries has been chosen.
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