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THE EFFECT OF STUDENT QUOTAS ON DESIGN EDUCATION IN INTERIOR
ARCHITECTURE DEPARTMENTS

I¢ Mimarlik Béliimlerinde Ogrenci Kontenjanlarinin Tasarim Egitimi Uzerindeki Etkisi

Turgut KALAY!

Oz

I¢ mimarlik egitimi, tasarim ve yaraticilik gibi kavramlari iginde barindirarak temel sanat, proje, mobilya tasarimi, yap1
bilgisi vb. egitim igeriklerini kapsamaktadir. Dolayisiyla, teorik ve uygulama c¢alismalarinin birlikte yiiriitiildiigi
kompleks bir egitim modeli olma 6zelligi tasiyan i¢ mimarlik boliimleri, {iniversitelerde en ¢ok tercih edilenler
arasindadir. I¢ mimarlik egitiminin kapsamy/sinirliliklart hakkinda bilgi edinmeden ve yetenek &lgiitlerini dikkate
almadan yapilan bu tercihler, boliimlerdeki d6grenci popiilasyonunun fazlasiyla artmasina sebep olmustur. Bu ¢aligmada
ic mimarlik bdlimlerinde olusan kontenjan fazlaliginin egitim kalitesine etkisinin bir analizinin yapilmasi
hedeflenmistir. Calismada Oncelikle i¢ mimarlik egitimi kapsaminda literatiire dayali bilgilendirmeler yapilmustir.
Ulkemizde 2019 yili YKS Kilavuzu’'na gére i¢ mimarlik egitimi veren yiiksekdgretim kurumlari ve ogrenci
kontenjanlar listelenmistir. Bu liste ¢ergevesinde i¢ mimarlik bdliimlerine ait {iniversitelerin biinyesinde egitim veren
ogretim eleman1 sayis1 ile dgrenci kontenjanlari arasinda oranlama yapilmugtir. I¢ mimarlik egitiminde 6grenci
kontenjanlarina paralel olarak mevcut altyapinin gerek teknik gerekse donanim bakimindan gelistirilmesi ve akademik
kadro sayisinin arttirilmasi gerektigi sonucuna varilmistir.

Anahtar Kelimeler: I¢ mimarlik, i¢ mimarlik egitimi, tasarim egitimi, 6grenci kontenjani, egitim kalitesi

Abstract

Interior architecture education is a comprehensive field that encompasses design, creativity, and various educational
subjects such as art, project management, furniture design, and building knowledge. Due to its multidimensional nature,
it has become one of the most popular departments in universities. However, the lack of awareness about the scope and
limitations of interior architecture education, coupled with students not meeting the required qualifications, has resulted
in a significant increase in the student population in these departments. In this study, the impact of this excessive
enrollment on the quality of education in interior architecture departments is analyzed. By examining the literature on
interior architecture education, it was found that the existing infrastructure, both in terms of technical resources and
faculty members, needs to be improved to accommodate the growing student population. The study suggests that a
balance should be established between student quotas and the resources available to ensure a high-quality education in
interior architecture.

Keywords: Interior architecture, interior architecture education, design education, student quota, education quality
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1. GIRIS

Bir meslek alani olarak “I¢ mimarlik™n ilk defa ortaya ¢ikis1 19. YY.’1n sonlarmi bulmaktadir. i¢
mimarlik uzmanlik kavraminin meslek ve egitim alanina dahil olarak gelismesine paralel bir sekilde
20. YY m ikinci ¢eyreginden sonra olgunlasmistir. Bir meslek alani olarak i¢ mimarlik, pek ¢ok
mesleki disiplinin egitim perspektifi agisindan farkli oldugu ¢ok disiplinli bir alandir. i¢ mimarlik
egitim modeli i¢inde yer alan teorik ve pratik ¢aligmalarin birbirlerini destekler nitelikte olusu ve bu
caligmalarin tasarim kurgusuyla biitlinlesmesi i¢ mimarlik egitiminin birebir egitim anlayist
kapsaminda gerceklesmesine sebep olmustur. Birebir egitim modeline sahip i¢ mimarlik bdliimleri
iilkemizdeki yiiksekdgretim kurumlarinda tercih edilenler arasinda olmasmin yani sira &grenci
kontenjanlarinin fazla olusu egitim kalitesini de etkilemistir. Bu dogrultuda yapilan bu calisma,
ogrenci kontenjani fazlaliginin i¢ mimarlik béliimlerinin egitim kalitesine etkisinin irdelenmesi ve
olusan sorunlara ¢dziim onerileri getirilmesi agisindan 6nem tagimaktadir. Ogrenci kontenjan
fazlaligiin 6gretim elemani-6grenci iletisimi agisindan i¢ mimarlik boliimlerine etkisi ve i¢
mimarlik egitiminin mesleki niteligi gozetilerek verilmesi bu ¢aligmanin konusunu olugturmaktadir.
Bagsta proje dersi olmak iizere pek ¢ok uygulamali dersin 6zelinde yapilan tashihlerin 6grenci
kontenjan fazlalig1 sebebiyle, kisith siire zarfinda anlatimi ve bunun sonucunda olusan verimsiz
siireg, konu secimine etki eden faktorler arasindadir. Bu faktorlerin yani sira i¢ mimarlik
boliimlerine ait egitim mekanlarinin (atdlyeler, stiidyolar, derslikler vb.) fiziksel anlamda yetersiz

kalmas1 6grenci kontenjan fazlaliginin sonucu olarak bir problem olusturmaktadir.

Hem birey hem de toplum i¢in mekan gereksinimi, i¢ mimari tasarimin olusturulmasini gerektiren
nedenler arasinda yer almaktadir. Bu gereklilik, nesneleri barindirmak veya yasamsal faaliyetleri
gerceklestirmek icin fiziksel hacim ihtiyacini, hayatta kalmay1 saglamak i¢in giivenlik ihtiyacin1 ve
yasam kalitesini artirmak i¢in konfor ve estetik ihtiyacim1 kapsamaktadir. Bir tasarim disiplini
olarak i¢ mimarlik, mekanlar1 buna gore tasarlayarak ve diizenleyerek bu ihtiyaclara cevap

vermektedir (Demirarslan ve Demirarslan, 2017, s. 114).
Bu problemlere bagl olarak;

e Birebir egitim modeline sahip i¢ mimarlik egitiminde 6gretim elemanina diisen ideal 6grenci
sayist ka¢ olmalidir? Calismanin arastirma sorusunu olustururken;

e Yiiksekogretim kurumlarindaki i¢ mimarlik boliimlerinde bulunan egitim mekanlarinin
kapasitesi 0grenci kontenjan fazlaliina ne kadar cevap verebilmektedir? Sorusu, alt

problem olarak belirlenmistir.
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Yukarida belirtilen arastirma problemleri ¢ercevesinde, “ic mimarlik meslek Ogreten, teorik ve

uygulamali ¢aligmalarinin birlikte yiiriitiildigii bir egitim modeline sahip oldugu icin, 6grenci
kontenjanlar1 ile 6gretim eleman1 arasinda rakamsal uyumsuzluk egitim kalitesini etkilemektedir.”

hipotezi gelistirilmistir.

I¢ mimarlik egitiminin tarihsel gelisimini inceleyen bu kapsamli calisma iki ydnlii sonug elde
etmeyi hedeflemektedir. Birincisi, O0grenci kontenjanlarinin i¢ mimarlik alanindaki egitimi
tizerindeki etkisini incelemek, ikincisi ise bu alanda en uygun G6gretim elemani-68renci oranini
tespit etmektir. Bu cergevede, dzellikle egitim siirecinde dnemli bir rol oynayan uygulama dersleri
baglaminda, geleneksel usta-¢irak iligkisinden ilham alan Ogrenci- 6gretim elemani iletisiminin
yeterliligi incelenmektedir. Bu arastirma sayesinde, iletisim dinamiklerindeki yeterliligin ya da
yetersizligin i¢ mimarlik egitiminin kalitesini nasil etkilediginin daha 1iyi anlagiimasi
hedeflenmektedir. Calisma oncelikle, i¢ mimarlik egitiminin ¢ok yonlii tarihine deginmekte, 6grenci
kontenjan1 gibi 6nemli bir faktorii ve bunun egitim kalitesi lizerindeki etkilerini incelerken ayni
zamanda i¢ mimarlik egitiminin temelini de irdelemektedir. Boylece 6grenci kontenjanlar ile i¢
mimarlik programlar1 c¢ergevesinde Ogretim elemani-68renci arasindaki etkilesimin incelenmesi
yoluyla egitimde bilgi aktarimi ve beceri edinimi siire¢leri ¢oziilmeye calisilmaktadir. Bu sayede i¢
mimarlik egitimi kapsaminda 6grenci kontenjani faktoriiniin egitim kalitesi {izerindeki etkisi
goriilebilecektir. Bu baglamda egitimin bir parcasi olan uygulama derslerinin yiiriitiilmesinde

Ogretim elemani-6grenci iletisiminin usta-¢irak iligkisine dayanan temelleri arastirilmistir.
2. KAPSAM VE YONTEM

Bu arastirma kapsaminda ilk olarak i¢ mimarlik egitimi literatiirdeki bilgilerle agiklanmustir.
Beraberinde Tiirkiye’deki i¢ mimarlik egitiminin incelenmesi icin nitel metotlardan; dokiiman
analizi yontem olarak tercih edilmistir. Dokiiman analizi “Hem basilt hem de elektronik (bilgisayar
tabanli ve internet lizerinden iletilen) belgelerin incelenmesi ya da degerlendirilmesine yonelik
sistematik bir siire¢” olarak tanimlanan bir yontemdir (Bowen, 2009, s. 27). Bu yontemle,
Tiirkiye’deki i¢c mimarlik boliimlerindeki 6grenci kontenjanlarina ve bu bdliimlerin 6gretim elemant

sayilarinin verilerine erisilmistir.
3.iC MIMARLIK EGIiTiMi

Gilinlimiizde ‘i¢c mimarlik’ terim ve kavram olarak cesitli kaynak ve eserlerde, farkli bigimlerde
tanimlanmaktadir. Ansiklopedik Mimarlik Sozliiglinde i¢ mimarlik, “Bir binanin i¢ bitirme,
donatim ve mobilya islerini tasarlayip gergeklestirme meslek ve sanati.” olarak tanimlanmaktadir.

(Hasol, 2002, s. 218). Ancak bu tanim o giiniin sartlarinda yapilmis oldugu diisiiniiliirse, giin
3
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gectikce daha genis bir icerige sahip olmaya baslayan i¢c mimarlik meslegi kavramsal anlamda da

zenginlige ulasmustir. ¢ Mimarlik Kavram ve Terimleri Sozliigii’nde i¢ mimarlik kavrami, i¢
mekanlarin bir proje dogrultusunda tasarlanarak diizeyli ve islevsel hale getirilmesi, insanlar ile
mekan ve mobilyalar arasinda iligki kurulmasi ve bu projeleri gergeklestirebilecek olan i¢ mimarin
ugras alani olarak tanimlanabilen bir terim olarak alan yazinda yerini almistir. Buna ek olarak, i¢
mekanlarin yapisal olarak diizenlenmesi ve orgiitlenmesi eylemi seklinde nitelenmektedir (Gor,
1997, s. 88-89). Tasarlanan her yeni i¢ mekanin 6zdeksel ve tinsel degerlerle bir biitiin olarak
diisiiniildiiglinii vurgulayan Kaptan’a (2013, s. 50) gore ise i¢ mimarlik, kullanici-islev-mekan
iliskisinin belirli bir diisiince (concept) gercevesinde igmimar tarafindan kurgulandigi, uygulamaya
dayali bir tasarim alani olarak tanimlamaktadir. Bu tanimlamaya paralel olarak Igmimarlik ve
Ulkemizdeki Yeri isimli kitapta igmimarlik, insanlarm ihtiyaglarim1 karsilamak igin belirlenen
mekanlar1 sembolik, estetik, pratik ve islev bakimindan ele alan, insanlarin zihinsel 6zellikleri ve
fiziksel eylemlerine uygun bir bicimde i¢ mekanlar1 tasarlayan bir meslek olarak tanimlanan

yaklagimla ayrintili olarak ve net bir sekilde ifade edilmistir (Kacar, 1998, s. 56).

Piotrowski’ye (2001, s. 26) gore i¢ mimarlik egitiminin 6zii ev ekonomisi, giizel sanatlar ve
mimarhiga dayanmaktadir. I¢ mimarlik egitim programlari da bu ii¢ alanin izlerini tastyan gok
disiplinli programlar olarak tanimlanmaktadir. I¢ mekéan tasariminin kdkeni eski tarihlere dayansa
da o donemki ismiyle i¢ dekorasyon egitiminin baslangicinin 20. yiizyilda basladig1 bilinmektedir.
Ayn1 zamanda ilk i¢ dekorasyon kursu veren okulun 1904 yilinda Frank Alvah Parsons tarafindan
New York Uygulamali ve Giizel Sanatlar Okulu (New York School of Applied and Fine Arts)
giintimiizde Parsons Tasarim Okulu (Parsons School of Design) adiyla kuruldugu bilinmektedir
(Ozsavas ve Kaptan 2018, s. 440). Benzer kurs diizeyinde egitim veren kurumlar 20. YY.’m ikici
ceyregine kadar i¢ dekorasyon ismiyle egitim vermeye devam etmistir. II. Diinya savasindan sonra
ise mesleki egitime agirlik verilirken, sanat ve tasarim alani {izerine akademiler 6n plana ¢ikmaya
baslamistir. Ozellikle Avrupa’da bir kurs olarak egitim veren bu akademiler, iki énemli akimin
etkisiyle egitim siirecinin sekillenmesine katki saglamistir. Bu akimlardan ilki, Fransa kokenli olan
‘Ecole des Beaux-Art’ etkisi altinda igmimarlik mesleginin bir sanat alani olarak goriilmeye
baslandig1 akimdir (Nutter, 2001, s. 26). ikinci énemli akim ise Ecole des Beaux-Art’dan farkli
olarak, form, teknik ve uygulamaya dayali bir yaklagima sahip olan ‘Bauhaus’ akimidir. Glinlimiiz
sanat ve tasarim egitimi temellerini olusturan bu iki akim pek ¢ok akademik egitim programini
yeniden yapilandirmistir. Bu iki sanat ve tasarim anlayis1 Tirkiye’deki i¢c mimarlik egitimi

kapsamindaki diizenlemelerde de etkini gostermistir.
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Tiirkiye’de i¢ mimarlik egitimi ilk olarak 1925 yilinda, Osman Hamdi Bey’in miidiirligiini

yurlittiigli, Mekteb-i Sanayi-i Nefise-i Sahane (Devlet Giizel Sanatlar Akademisi), bugiinkii adiyla
Mimar Sinan Giizel Sanatlar Universitesi, Dahili Tezyinat Atdlyesi’nde baslamustir (Fitoz, 2015, s.
4123). Akademi, Paris’te kurulan Giizel Sanatlar Okulu (Ecole des Beaux Arts) programindan
etkilenmistir. Ozellikle dort yillik mesleki egitim veren atdlyelerde i¢c mekan egitimi ilk kez resmi
olarak verilmeye baslanmistir. Buna ek olarak 1957°de egitim vermeye baslayan Tatbiki Giizel
Sanatlar1 Yiiksekokulu yani bugiinkii adiyla Marmara Universitesi’nde Mobilya ve I¢ mimarlik
Béliimii kurulmustur. Bu okul ise Bauhaus ekoliine bagh egitim anlayisin1 benimsemistir (Ozsavas

ve Kaptan 2018, s. 441).
4. TURKIYE’DEKI iC MiMARLIK EGIiTIMINIiN ANALIiZi

1982 yilinda Yiiksekogretim Kurumu’nun kurulmasi ile sanat ve tasarim kapsaminda kurulmus pek
cok akademi ve meslek okulunun iiniversite olarak egitim vermeye baslamasina sebep olmustur. Bu
dogrultuda iilkemizde i¢ mimarlik ile i¢ mimarlik ve ¢evre tasarimi egitimi veren yiiksekdgretim
kurumlar1 6grenci kontenjanlariyla birlikte 2019 Yiiksekogretim Kurumlart Sinavi (YKS)
Kilavuzu’na gore asagida listelenmistir (Tablo 1). Tabloda 63 iiniversite alfabetik olarak siralanmas;
her iiniversite icin hem Tiirkce hem de Ingilizce programlarin kontenjan sayilarinin yam sira
Profesér, Dogent, Dr. Ogretim Uyesi, Ogretim Gorevlisi ve Arastirma Gorevlisi olmak iizere
ogretim elemant sayilar1 da gosterilmistir.

Tablo 1.

2019 YKS Kilavuzuna Gére Tiirkiye'deki I¢ Mimarlik ve I¢ Mimarlik ve Cevre Tasarimi Lisans
Programlarinin Kontenjan ve Ogretim Elemani Sayilar

= ) 5 = -
Universite ;&2 § ; i b; -§ >§o g g

=9 A A Q <t B OM o
1 Afyon Kocatepe Universitesi 0 1 2 1 3 7 124 17,71
2 Akdeniz Universitesi 1 0 2 3 2 8 72 9,00
3 Altinbas Universitesi 0 0 3 1 1 5 50 10,00
4 Altibas Universitesi (Ingilizce) 0 0 3 0 2 5 30 6,00
5 Antalya Bilim Universitesi (Ingilizce) 0 0 5 1 2 8 70 8,75
6 Atilim Universitesi 0 0 6 2 5 13 60 4,62
7 Avrasya Universitesi 0 0 3 0 2 5 40 8,00
8 Bahgesehir Universitesi (Ingilizce) 0 5 8 1 2 16 94 5,88
9 Baskent Universitesi 2 0 4 4 4 14 60 4,29
10 Beykent Universitesi 0 1 3 0 2 6 100 16,67
11 Beykent Universitesi (Ingilizce) 0 1 3 2 2 8 70 8,75
12 Beykoz Universitesi 0 0 2 0 1 3 70 23,33
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13 Bilecik Seyh Edebali Universitesi 0 0 3 0 1 4 41 10,25
14 Biruni Universitesi 1 0 3 0 1 5 40 8,00
15 Cankaya Universitesi 2 1 6 6 4 19 60 3,16
16 Cukurova Universitesi 0 0 3 0 4 7 62 8,86
17 Dogus Universitesi 1 0 3 1 2 7 50 7,14
18 Eskisehir Teknik Universitesi 2 0 4 2 6 14 72 5,14
19 Fatih Sultan Mehmet Vakif Universitesi 3 2 1 1 4 11 40 3,64
20 Fenerbahge Universitesi 1 0 3 0 1 5 60 12,00
21 Hacettepe Universitesi 4 3 5 0 5 17 82 4,82
22 Hali¢ Universitesi 1 0 4 2 5 12 70 5,83
23 Hasan Kalyoncu Universitesi 1 1 2 2 4 10 70 7,00
24 Isik Universitesi 0 1 2 1 2 6 50 8,33
25 Isik Universitesi 0 0 3 0 2 5 40 8,00
26 [hsan Dogramaci Bilkent Universitesi 2 1 5 10 0 18 160 8,89
27 Istanbul Arel Universitesi 1 0 3 3 2 9 40 4,44
28 Istanbul Aydin Universitesi 2 1 1 0 3 7 80 11,43
29 Istanbul Ayvansaray Universitesi 1 0 2 0 1 4 45 11,25
30 Istanbul Bilgi Universitesi (Ingilizce) 0 2 2 0 4 8 29 3,63
31 Istanbul Esenyurt Universitesi 0 0 3 0 1 4 60 15,00
32 Istanbul Gedik Universitesi 2 0 2 2 2 8 70 8,75
33 Istanbul Gelisim Universitesi 0 0 3 0 1 4 40 22,50
34 Istanbul Gelisim Universitesi 1 0 2 0 1 4 90 10,00
35 Istanbul Kiiltiir Universitesi 2 0 7 2 6 17 105 6,18
36 Istanbul Medipol Universitesi 1 0 7 0 4 12 180 15,00
37 Istanbul Okan Universitesi 1 1 2 0 3 7 50 7,14
38 Istanbul Sabahattin Zaim Universitesi 2 0 4 0 4 10 50 5,00
39 Istanbul Sehir Universitesi 0 0 3 0 2 5 60 12,00
40 Istanbul Teknik Universitesi 0 3 2 3 7 15 62 4,13
41 Istanbul Ticaret Universitesi 1 1 1 3 2 8 70 8,75
42 Istanbul Yeni Yiizy1l Universitesi 1 1 2 1 2 7 60 8,57
43 Istinye Universitesi 1 0 1 1 1 4 70 17,50
44 Izmir Ekonomi Universitesi 1 1 4 4 2 12 70 5,83
45 Kadir Has Universitesi 1 1 1 2 1 6 70 11,67
46 Karadeniz Teknik Universitesi 1 4 5 2 2 14 72 5,14
47 Kirikkale Universitesi 1 0 3 0 4 8 62 7,75
48 Kocaeli Universitesi 0 2 1 2 5 10 72 7,20
49 Konya Gida ve Tarim Universitesi 2 0 1 0 1 4 15 3,75
50 KTO Karatay Universitesi 1 0 3 1 2 7 50 7,14
51 Kiitahya Dumlupinar Universitesi 0 0 4 1 1 6 124 20,67
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52 Maltepe Universitesi 2 0 5 1 7 15 50 3,33
53 Marmara Universitesi 2 2 4 0 2 10 62 6,20
54 MEF Universitesi 0 0 4 0 3 7 33 4,71
55 Mimar Sinan Giizel Sanatlar Universitesi 2 5 12 0 3 22 62 2,82
56 Necmettin Erbakan Universitesi 1 0 3 0 1 5 41 8,20
57 Nisantas1 Universitesi 3 0 4 1 3 11 98 8,91
58 Nisantas1 Universitesi 0 0 3 0 1 4 0 oAk
59 Nuh Naci Yazgan Universitesi 1 0 4 0 2 7 55 7,86
60 On dokuz Mayis Universitesi 0 0 3 1 6 10 0 ok
61 Ozyegin Universitesi 0 0 5 0 1 6 37 6,17
62 Selcuk Universitesi 0 2 1 1 4 8 104 13,00
63 TED Universitesi 1 0 4 0 2 7 50 7,14
64 TOBB Ekonomi ve Teknoloji Universitesi 0 0 3 1 2 6 50 8,33
65 Toros Universitesi 0 1 2 1 3 7 30 4,29
66 Yalova Universitesi 1 1 1 0 0 3 41 13,67
67 Yasar Universitesi 0 2 5 4 10 21 60 2,86
68 Yeditepe Universitesi 2 0 3 2 1 8 93 11,63

6. SONUC VE DEGERLENDIRME

Arastirma sonucunda elde edilen verilere gore Tiirkiye’deki i¢ mimarlik ve i¢ mimarlik ve gevre
tasarimi Tiirkge lisans programlari igin toplam kontenjan 4.006, Ingilizce lisans programlar igin
toplam kontenjan ise 293'tlir. Tiirkce programlara en c¢ok kontenjan ayiran tiniversitenin 180
kontenjan ile Istanbul Medipol Universitesi; Ingilizce programlara en ¢ok kontenjan ayiran
{iniversitenin ise 94 kontenjanla Bahgesehir Universitesi oldugu goriilmiistiir. Ancak bu verilerle
celisen Ogretim elemani sayilarma gore en fazla 0gretim iiyesine sahip {liniversitenin 22 6gretim
iiyesi ile Mimar Sinan Giizel Sanatlar Universitesi; en az dgretim iiyesine sahip iiniversitenin ise
toplam 3 Ogretim eleman: ile Beykoz Universitesi ve Yalova Universitesi oldugu goriilmiistiir.
Ogrenci kontenjanlarmin sayis1 kontenjan agmayan iiniversiteler disarida tutuldugunda 15'ten 180'e
kadar genis bir aralikta degismektedir. Ogretim eleman sayis1 da 3 ile 22 arasinda degismektedir.
Ogrenci kontenjani sayisi ile dgretim elemani sayisi arasinda genel olarak pozitif bir korelasyon
bulundugu gériilmektedir. Ogrencilerin sayisinin dgretim elemani sayisina orani, Mimar Sinan
Giizel Sanatlar Universitesi’nin sahip oldugu 2,82 ile Istanbul Gelisim Universitesi’nin sahip
oldugu 22,50 arasinda degismektedir. Bu da bazi programlarda 6grenci/dgretim elemani oraninin
digerlerine kiyasla ¢ok daha biiylik oldugunu gostermistir. Verilere gore devlet iiniversiteleri
genellikle vakif {tniversitelere gore daha diisiik O6grenci kontenjanlarima ve daha yiiksek

ogrenci/6gretim eleman1 oranina sahiptir. Calismada kontenjana bagli olarak 6grenci sayilarinda
7



I'I, JCJO Journal of Interior Design and Academy

gozlemlenen diizensiz artisin yiiksek kalitede egitim verilmesinde zorluklara yol acan énemli bir

faktor olarak tanimlanmasi nedeniyle, i¢ mimarlik boliimlerinin gerekli kaynaklar1 saglayabilmesi,
etkili 0gretim iiyesi-0grenci iletisimini slirdiirebilmesi ve nihayetinde bu alandaki 6grenciler i¢in
genel egitim deneyiminin iyilestirilmesi i¢in dgretim eleman1 sayisinin arttirilarak §grenci/6gretim

elemani1 oraninin biiyiimesi gerektigi sonucuna varilmistir.
Tesekkiir ve Bilgi Notu

Makalede, ulusal ve uluslararasi arastirma ve yayin etigine uyulmustur. Calismada Etik Kurul izni

gerekmemistir.

Cikar Catismas1 Beyam

Cikar ¢atismasi bulunmamaktadir.
Arastirmacilarin Katki Orami1 Beyan Ozeti
Makale tek yazarlidir.
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SUMMARY

Interior architecture first emerged as a profession in the late 19th century. With the influence of the
Industrial Revolution, interior architecture matured after the second quarter of the 20th century in
parallel with the inclusion of the concept of specialization in the field of profession and education
and its development in this direction. As a professional field, interior architecture is a
multidisciplinary field where many professional disciplines differ in terms of educational
perspective. The fact that the theoretical and practical studies within the interior architecture
education model support each other and integrating these studies with the design fiction has led to
the realization of interior architecture education within the scope of one-to-one education
understanding. In this direction, this study is important in examining the effect of excess student
quota on the quality of education of interior architecture departments and proposing solutions to the
problems. The effect of excess student quota on interior architecture departments in terms of
instructor-student communication and the provision of interior architecture education by
considering the professional quality of interior architecture education constitute the subject of this
study. Among the factors affecting the subject selection is the limited time for the revisions made in
many applied courses, especially the project course, due to the excess of student quota and
inefficient process. In addition to these factors, the physical inadequacy of the educational spaces
(workshops, studios, classrooms, etc.) of interior architecture departments creates a problem as a

result of the excess of student quota.

The need for space for both the individual and society is among the reasons that require the creation
of interior architectural design. This necessity includes the need for physical volume to house
objects or perform vital activities, the need for security to ensure survival, and the need for comfort
and aesthetics to improve the quality of life. Interior architecture as a design discipline responds to
these needs by designing and organizing spaces accordingly (Demirarslan & Demirarslan, 2017,

p.114).
As for these problems,

e What should be the ideal number of students per instructor in interior architecture education

with a one-to-one education model? While forming the research question of the study;
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e To what extent can the capacity of the educational spaces in the interior architecture

departments in higher education institutions respond to the excess of student quota? The

question was determined as a sub-problem.

Within the framework of the above-mentioned research problems, the hypothesis "since interior
architecture has an education model in which theoretical and practical studies are carried out
together, the numerical incompatibility between student quotas and teaching staff affects the quality

of education." was developed.

This comprehensive study, which examines the historical development of interior architecture
education, aims to achieve a twofold result. The first is to examine the impact of student quotas on
interior architecture education, and the second is to determine the most appropriate student-faculty
ratio in this field. In this framework, the adequacy of student-lecturer communication, inspired by
the traditional master-apprentice relationship, is examined, especially in the context of practical
courses that play an important role in the education process. This research aims to better
understand how the adequacy or inadequacy of communication dynamics affects the quality of

interior architecture education.

The study firstly touches upon the multifaceted history of interior architecture education, examines
an important factor such as student quota and its effects on the quality of education, and at the same
time examines the basis of interior architecture education. Thus, the processes of knowledge
transfer and skill acquisition in education are tried to be solved by examining the interaction
between student quotas and student-faculty within the framework of interior architecture programs.
In this way, the effect of the student quota factor on the quality of education within the scope of
interior architecture education will be seen. In this context, the foundations of instructor-student
communication based on the master-apprentice relationship in the execution of application courses,
which are a part of education, were investigated. In order to examine interior architecture education
in Turkey, the document analysis method, one of the qualitative methods, was preferred. Document
analysis is a method defined as "a systematic process of examining or evaluating both printed and
electronic (computer-based and internet-based) documents" (Bowen, 2009, p.27). With this method,
student quotas in interior architecture departments in Turkey and data on the number of teaching
staff in these departments were accessed. Today, 'interior architecture' as a term and concept is
defined in different ways in various sources and works. In the Encyclopedic Dictionary of
Architecture, interior architecture is defined as "The profession and art of designing and realizing
the interior finishing, equipment and furniture works of a building." (Hasol, 2002, p.218). However,
considering that this definition was made under the conditions of that day, the profession of interior

10
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architecture, which has started to have a broader content day by day, has also reached a richness in

conceptual terms. Gor (1997, p.88-89) defines the concept of interior architecture as "the function
of designing the interior spaces of buildings in line with the project and making them functional and
leveled by making applications, the function of establishing furniture and space relations of people
and the field of occupation of the interior architect who can achieve these works". "At the same
time, it is the act of organizing and regularizing structural interior spaces. " According to Kaptan
(2013, p.50), who emphasizes that every new interior space designed is considered as a whole with
both material and spiritual values, interior architecture is defined as a design field based on practice,
where the user-space-function relationship is constructed by the interior architect within the
framework of a certain general idea (concept). In parallel with this definition, Kagar (1998, p.56)
defines interior architecture in detail and clearly with his approach in the definition of "It is a
profession that deals with the practical, aesthetic, symbolic and functional aspects of the spaces
determined to meet the needs of people and designs interior spaces in accordance with the physical

and spiritual characteristics and actions of people."

According to Piotrowski (2001, p.26), interior architecture education is rooted in fine arts, home
economics and architecture. Interior architecture education programs are defined as
multidisciplinary programs that carry the traces of these three fields. Although the origin of interior
design dates back to ancient times, it is known that the beginning of interior decoration education,
as it was called at the time, was in the 20th century. At the same time, it is known that the first
school offering interior decoration courses was founded in 1904 by Frank Alvah Parsons under the
name of Parsons School of Design at the New York School of Applied and Fine Arts (Ozsavas &
Kaptan 2018, p.440). Institutions providing similar course-level education continued to provide
education under the name of interior decoration until the second quarter of the 20th century. After
World War II, while vocational education was emphasized, academics in the field of art and design
began to come to the fore. It is possible to say that these academies, which started at the course
level, especially in Europe, continued their educational development under the influence of two
basic movements. The first of these is the movement in which the profession of architecture began
to be seen as an art with the influence of the French 'Ecole des Beaux-Art' (Nutter, 2001, p.26). The
second important movement is the 'Bauhaus' movement, which advocates a more technical, form
and practice-based approach unlike the Ecole des Beaux-Art. These two movements, which
constitute the foundations of today's art and design education, have restructured many academic
education programs. These two art and design approaches have also had an impact on the

regulations within the scope of interior architecture education in Turkey. The first interior

11
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architecture education in Turkey started in 1925 under the directorship of Osman Hamdi Bey at the

Mekteb-1 Sanayi-i Nefise-i Sahane (State Academy of Fine Arts), now known as Mimar Sinan Fine
Arts University, Internal Tezyinat Workshop (Fitoz, 2015, p.4123). This school was influenced by
the program of the School of Fine Arts (Ecole des Beaux-Arts) established in Paris. Especially in
workshops that provide four-year vocational education, interior space education was officially
started to be given for the first time. In addition, the Department of Furniture and Interior
Architecture was established at the School of Fine Arts, now known as Marmara University, which
started education in 1957. This school adopted an educational approach based on the Bauhaus
school (Ozsavas & Kaptan 2018, p.441). According to the data obtained as a result of the research,
the total number of quotas for Turkish programs in universities providing interior architecture and
interior architecture and environmental design education in Turkey is 4,006, while the total number
of quotas for English programs is 293. It was observed that the university that allocated the highest
number of quotas for Turkish programs was Istanbul Medipol University, with 180 quotas, and the
university that allocated the highest number of quotas for English programs was Bahgesehir
University, with 94 quotas. However, contradicting these data, according to the number of faculty
members, the university with the highest number of faculty members is Mimar Sinan Fine Arts
University, with 22 faculty members, while the universities with the lowest number of faculty
members are Beykoz University and Yalova University with a total of 3 faculty members. The
number of student quotas varies in a wide range from 15 to 180, excluding universities that do not
open quotas. The number of teaching staff also varies between 3 and 22. In general, there is a
positive correlation between the number of student quotas and the number of teaching staff. The
ratio of the number of students to the number of teaching staff ranges from 2.82 at Mimar Sinan
Fine Arts University to 22.50 at Istanbul Gelisim University, which shows that the student/faculty
ratio in some programs is much larger than in others. According to the data, public universities
generally have lower student quotas and higher student/faculty ratios than foundation universities.
Since the study identified the irregular increase in student numbers due to quotas as a major factor
leading to difficulties in providing high-quality education, it was concluded that the number of
faculty members should be increased. The student/faculty ratio should grow in order for interior
architecture departments to provide the necessary resources, maintain effective faculty-student

communication, and ultimately improve the overall educational experience for students in this

field."
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Abstract

Museums and historical buildings are currently being evaluated for different functions to transfer the social heritage
created by the social and cultural values they carry to new generations such as Tofas Anatolian Cars Museum and
Umurbey Bath in Bursa. The museum dedicated to the narration of cultural heritage, presents toy car collections and
other periodic toys to visitors in the Carousel exhibition within the historical bath structure as an exhibition space in the
new museology concept. The research presents the processes and results of an edutainment project in line with the
objectives by examining the exhibition organized by Mido Architecture, Trio Design, and the design studio partnered
by the author. To put forth the validity of the study, the research emphasizes the edutainment design process of an
architectural user experience concept from an interdisciplinary perspective centered on cultural heritage.
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1.INTRODUCTION

Museums are centers that contribute to social awareness by successfully implementing scientific,
educational, technical and management services in different fields (Celik, 2018). 'Edutainment
Design' used in public centers such as museums, aquariums and zoos is an approach for providing
education through entertainment. Interactive products are designed to make information instructive
and increase its retention, transfer content to users through fun. In this method, the design of the
content in accordance with the user identities increases the memorability by affecting the
communicative and contextual quality of the information presented. Historical structures carry
extensive social heritage values on culture. The exhibition project realized by the company
partnered by the author, is oriented on edutainment design that not only provides a unique
experience to the visitors, but also contributes a value to the historical structure. The edutainment
project of the center is used to layout the theme of toys developed independently from the building's

theme, unlike other edutainment implementations centers. Therefore, Carousel Toy Exhibition
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project, provides information on the design qualities of edutainment oriented implementations in

cultural heritage centers. The main hypothesis of the qualitative study may be explained as 'It may
be possible to transfer cultural and social heritage values of historical buildings into contemporary
culture with approaches on 'new museology' in order to convey the abovementioned values to new
generations'. The fact that museums are institutions that collect, preserve, research, share, exhibit
and transfer tangible and intangible cultural heritage, shows the necessity of evaluating the social
aspects of informal education in museums. The issue of providing an educational and entertaining
exhibition experience in accordance with new museology approaches in social heritage buildings is
examined within the study. In this context, it is possible to explain the scope of the study as listed

below.

a) Explaining and associating the concepts on museology.

b) Providing information on visitor identities.

c) Determining the features that affect the product, content and spatial perception used in
edutainment.

d) Presentating an edutainment project in a cultural heritage center.

The center opened in 2002, is Turkey's first and only museum dedicated to Anatolian Cars. The
most valuable asset of the museum is based on discovery of an antique cart and local industrial
culture. The main building of the silk factory converted into a museum, presents a time tunnel,
beginning from a wheel from thousands of years ago to the the revitalization of carts built by artisan
masters and motor vehicles produced by Tofas. The arrangement and presentation of the non-
motorized vehicles exhibited suitable for new museology was realized 25 years ago by Trio Design

partnered by the author.
1.1. Method, Hypothesis and Scope of the Study

The study is a qualitative research based on collected data obtained from project development,
implementation and service processes. The data used in the study is based on visuals, videos,
observations and dialogues in which the compiled data is used wherever deemed necessary. The
main purpose of the research is to determine the use of edutainment design in a new museology

approach by presenting an up-to-date project realized with the participation of the author.

The main hypothesis of the qualitative study may be explained as 'It may be possible to transfer the
cultural and social heritage values of historical buildings into contemporary culture with approaches
on 'new museology' to convey the abovementioned values to new generations'. Edutainment design

is a design method that includes the use of entertaining and educational content for the purpose of
14
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knowledge formation (Wallden & Soronen, 2004). In this context, it is possible to explain the
objectives of the study as listed below.

a) Explaining and associating the concepts of classical museology and new museology.

b) Providing information on museum visitor identities.

¢) cMentioning the features that affect the product, content and spatial perception used in
edutainment design based on new museology approaches.

d) Presentation and explanation of a unique edutainment project in a public center.

Due to the detailed nature of the subject, the study explains and associates the terms and concepts
presented in the title, keywords and the main text. Research questions about the study can be
presented as 'What are the interdisciplinary features of edutainment design? Is it possible to convert
a historical cultural heritage to a new museology center? Can edutainment applications be designed
in accordance with visitor identities? How can technology-oriented theming be implemented in a
historical structure in accordance with new museology approaches? What are the educational
qualities of knowledge formation provided in edutainment design?'. The main goal of the study is to
determine the interdisciplinary features of the edutainment design approach by answering the
questions presented above. The methodological structure of the study is handled in 2 different ways.
The first approach is related to the processual linking of the research with the sample project

presented in the study. The methodological structure of the research is presented below.

Introduction ~ Development  Causality Research Results

Relating Outcomes

General Assessments
on Results & Findings

Presenting the
Findings

:

Suggestions on Future Studies

Theoretical
Infrastructure

Tangible Data Tangible Data Implementation Adaptation

Figure 1. Methodological structure of the study
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The introduction section of the study is composed of the theoretical structure that consists of the

determination of the subject, setting the goals and the scope regarding the study and an orientation

in order to provide an insight on the subject matter.

The development section of the study combines initial tangible data regarding the study such as
setting the research questions, defining the research method, explaining the causality aspects,
originality and scientific contribution. To expand these statements, the value of the study is based
on the interdisciplinary approach related to the concepts presented as well as the goal to create a
bond between a professional project through an academic approach that has a social value. The
causality section of the study presents main concepts related to the title and keywords aiming to
create a literature-centered infrastructure. Therefore, literature review is based on the presentation
and association of the main terms and concepts explained. The implementation part of the study
presents the case study project that relates to the title about the concepts previously presented. The
discussion section presents and assesses the case study project and products through association
with the concepts presented. The results section of the study explains the findings based on the case
study project as well as general conclusions related to the research. In the final part of the study,

suggestions on future studies are made.
2. NEW MUSEOLOGY

In addition to being centers for exhibition, preservation, collection, documentation, education,
research and communication, museums offer visual, sensory, aesthetic, social, educational and
fascinating experiences to visitors within the scope of heritage preservation and cultural duties
(Kotler & Kotler, 2000). The performances held in museums trigger the interest of the visitors
increase the awareness and support the financial development of the center by attracting more
visitors. Pine & Gilmore (1998) state that the activities in museums are a combination of education,
entertainment, imagination and aesthetic factors. As a result of the transformation of museums have
undergone over time and the change in social expectations, creates the need to explain the heritages
that form the memory of the society more effectively. The inadequacy of classical exhibition,
expression and communication styles is one of the main reasons leading to new museology. In
addition to this situation, the inadequacy of classical museology in creating financial resources has
led to the necessity of addressing museology as a business model. By 1990, studies on cognitive,
intuitive and social issues related to education has been carried out in the centers and in 2000, new
interactive systems flourished as a result of the technological development with the use of
widespread communicative methods (Bandura, 2001). One of the communicative methods used in a

new museology approach is a strategy centered on storytelling enabling the use of digital, analog,
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visual and audio systems (Soerjoatmodjo, 2011). New museology methods consist of products open

to innovations and can communicate with visitors of any identity as an approach that can be
updated. The fact that many fixed elements used in classical museology have been transformed into
moving and digital elements within the modern understanding of museology enables the exhibitions

to be more active, immersive and dynamic.

Classical museums are public centers where historical artifacts, objects and collections are
exhibited. The task of preserving and exhibiting the cultural heritage of different societies raises
other expectations in an era where communication constantly develops. Most important of these
expectations is that museums offer appropriate content not only to experts, but to visitors of all
identities and provide educational informative content. While classical museums offer various
contents about history, nature and science, shifting towards new museology under the influence of
modern technology, changes visitor expectations towards an increasing quality of educational
experience. Chinnery (2012) mentions the transformation of centers into an educational tool in
service of society centered on new museology understandings. Similarly, Charman (2013) works on
the presentation of educational contents that increase the perceptions of visitors in the new
understanding of museology. The main reason for recent studies is that new museology combines
concepts on technology, communication and learning, following a more original and contemporary
educational model compared to classical museums. In terms of an educational role, this situation is
the convergence of modern schools and museums. The main difference between schools and
museums is that education takes place based on individual preferences. When psychology,
sociology, pedagogy and learning styles are considered, children learn and perceive in a different
ways than adults, therefore exhibitions and practices should be made in accordance with them
(Schiele & Koster, 1998). Adults often visit museums according to their own preferences, but this
generalization does not apply to children, as children can be taken to museum visits with their
families or school tours without their desires. The main focus of the education provided in centers
are the children as some of the school education can take place in museums or education can be

provided in schools with interactive technologies (Cromby et al., 1995).

New museology method is an approach that includes ideas and practices towards the formation of
new social relations between centers and public. McCall & Gray (2014) have conducted a research
to determine the educative differences regarding classical and new museology museums applied in
centers in England. Results suggest the overwhelming educative and communicative efficiency of
new museology approaches. Peter Vergo (2006) mentions the importance of education that should
be offered in cultural centers based on new museology. New museology constantly shifts towards a

different direction due to rapidly growing technology. Benefiting from the power of social media,
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centers offer enhanced experiences to visitors who do not have the opportunity to visit the center

with web-based applications and virtual tours (Durksen, T., Andre, L., Volman, M., 2016). Many
international and local museums use digital applications to provide a positive museum visit

experience.
2. EDUTAINMENT DESIGN

Edutainment approaches in social culture have been used by Nasrettin Hoca, Kavuklu and Pishekar,
Karagdz, and Hacivat for hundreds of years in Turkey. These historical figures represent and
convey cultural heritage values through education as well as entertainment followed by artists such
as Adile Nasit and Barigs Mango. Approaches used, facilitate cultural transfer, and strengthen social
ties. The main reason for the widespread use of edutainment in such centers is that physical contact
with the content is generally not possible, resulting in a limited interest span of visitors as well as
suppressing the qualitative outcomes of the experience. As a solution to the problem, transferring
educational content through entertainment creates a unique user experience. The strength of features
related to the content of interactive applications, reveals the connection of the edutainment method
with social sciences such as psychology, sociology, and pedagogy. Pine & Gilmore (1998: 97-105)
state that such experiences (edutainment-centered) consist of a combination of education,
entertainment, imaginative, and aesthetic factors. Long-term memory-based preservation of
information transmitted to a person, whose imagination is triggered through the interaction created
is the true strength of the method. Even though providing entertainment to visitors may sound easy,
adding educative values to edutainment implementations that prove to be suitable for all visitor
identities requires in-depth expertise. Falk (2006: 151-166) has conducted studies on the

classification of different user identities in museums and centers.

a) Explorers, who pursue their curiosity by looking for innovative and exciting features.

b) Helpers, who strive to make the experience of others more enjoyable.

c) Professional hobbyists, who feel connected to the content.

d) Experience seekers, whose primary satisfaction is visiting an important center.

e) Spiritual pilgrims, visitors aiming for a thoughtful and purifying experience.
Factors such as individual interests, group tendencies or personal expectations that contribute to the
experience, can affect the overall social experience. Edutainment design is a method that aims to
create engagement by using various communicative tools and interactive applications with the goal
of conveying contextual information to visitors. The 'engagement' required for the realization of
learning is a concept related to psychology and information building, which expresses the balance

of cognitive skills of the individual and the difficulty level of the task (Csikszentmihalyi, 1998).
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The core value of the method is the development of a design strategy that can communicate

educational content while entertaining. Wallden & Soronen (2004) provide a classification related
to the instruction of edutainment applications designed in the form of games. This classification
encapsules formal, informal, and accidental learning types related to the medium, individual
preferences and the source of information. For example, results of learning with the tasks offered by
games and acquiring information through the content, increases individual skills in the form of
indirect learning. The concept of 'playfulness', which covers most creative fields, is the essence of
edutainment design implying to creative cognitive activities such as music composition or poetry
rather than playing games (Nam & Kim, 2011). This statement implies to the ability of edutainment

tools enhancing creativity on learning and knowledge construction.
3. INTERACTION & USER EXPERIENCE

Cooper et al. (2007) state that interaction design is a transdisciplinary method utilizing different
design disciplines. User Experience Design (UXD) is a product oriented developmental approach to
establish common design criteria for daily usage products. UXD method includes the design of
products and services centered on individual or collective experience by examining the usage
patterns of the products. With this perspective, the designer takes the experience of the product in
the foreground and addresses the design problem. Hassenzahl (2008: 11-15), makes suggestions on
the transformation of concepts related to usability into user experience, which refers to the
fulfillment of the functional needs of interactive products for users. The concept of 'usability', which
can be considered as the starting point of experience design, has transformed over time by being
influenced by technological development converting into 'user experience design' based on new sets
of rules and ways of handling. Today, it is possible to track in real-time most digital usage feeds of

products.

Free Choice Learning (FCL) refers to the formation of knowledge that occurs because of interaction
with one's own choices (Hanshumaker, 2010; Karydis, 2011: 369-384). Interactive systems used in
the edutainment design scenarios are applications that support knowledge-building based on
individual preferences. The interaction provided by the products developed in edutainment design
takes place in different ways as direct, indirect, and accidental interaction. Direct interaction refers
to the involvement of the individual in the interaction, indirect interaction usually refers to the
individual's participation in the interaction as an observer and accidental interaction refers to
involuntary or incidental participation. The individual participating involuntarily (accidental) can
turn into an observer (indirect) or be fully involved (direct) under the condition that the content is of

interest. This situation points out the importance of the interest, attitude, and curiosity of the person
19



I'I JCJO Journal of Interior Design and Academy

and reveals the value of psychology and sociology sciences in edutainment design. Pine & Gilmore

(1998), classify visitor engagement as an active or passive process depending on the state of mind
in an individual. Active participation refers to the use of psychomotor and cognitive skills, while
passive participation refers to being an observer or accidentally getting involved in a cognitive

activity.

As mentioned by Soerjoatmodjo (2015), live-action or digital storytelling implementations are
frequently preferred in edutainment scenarios. In such storytelling cases, visitors can choose to be
involved in the activity or stay distant (Springer et al., 2004). Even so, user experience is realized
due to direct, indirect, and accidental interaction in all situations involving voluntary, involuntary,
or indirect participation. The value of a new visit to a recreational center is the possibility of

engaging and experiencing the known as well as the unknown.
3.1. Interactive Technologies

Edutainment design benefits from all forms of technological visualization and storytelling
techniques. There are different reasons for the new museology practices used in the narrative
educational projects to be based on technology. First, technological systems increase the user
experience by providing features such as user performance, usage frequency, content control, and
corporate theming (Boskovic, D., Rizvic, S., Okanovic, V., Sljivo, S. & Sinanovic N., 2017). In line
with the objectives of edutainment design, the measurement, updating, and control of knowledge
formation and educational values can only be achieved through interactive systems. In addition to
this, edutainment allows the application of spatial theming in a holistic manner following the brand
identity, adding value to the center in terms of financial business models (Pine & Gilmore, 1998).
Among the digital media applications that have become widespread in recent years, virtual reality
implementations are among the most preferred applications based on their convenience. The main
reason why these applications are practical is that they provide convenience in terms of common
technology and updatable content. Applications developed for different purposes are designed
according to contextual features and communicative preferences set by the center. This fact refers to
the customization aspects of interactive edutainment products. Budd & Wakkary (2005, 58-63) state
that removing the structural confusion of interaction depends on the association and explanation of
technical and human-related qualities. This situation reveals the necessity of designing and
organizing the content according to user identities to eliminate the confusion presented by the
complexity of interaction. Interactive technologies used encompass Augmented Reality
(Sommerauer & Muller, 2014: 59-68), Virtual Reality (Brandejsky & Kilzer, 2006), Touch and

Gesture Recognition (Chaudhary, A., Raheja, JL., Das & K, Raheja, S., 2010: 46-55).
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4. DISCUSSION

Traditional design approaches that are easy to develop are often inappropriate for design-driven
business models that provide services across a broad spectrum. Edutainment does not solely depend
on design but is a cross-sectional approach consisting of an educational model and an
interdisciplinary design methodology playing a key role in conveying various types of content with
interactive products that enhance educational knowledge building. The presented content is an
edutainment design project that encapsulates the scenario of the related products and examines the
characteristics of the content provided by interactive products related to learning and knowledge
formation on culture. The Carousel Exhibition project has been presented but not evaluated in the
thesis ‘Education Based User Experience and Interaction Design Qualities of Interdisciplinary

Edutainment Design Centered in Museums and Cultural Centers’.
4.1. Carousel Toy Exhibition

'Carousel Toy Exhibition' project was carried out by the museum director Naim Arnas Architecture,
Trio Design, and the company partnered by the author. The cultural heritage center has been
organized according to edutainment design to implement an educational model in the historical site.
Digital applications, theming, and storytelling elements contribute to the perception of the
experience. Spatial perception and visitor experience have been enhanced allowing the localization
of the 'old' and the 'new' representing cultural and social values to preserve structural identity. The
exhibition has been realized with more than 12,000 toys from Naim Arnas collection and is
available in a book (Toy Exhibition, 2011) and company websites. Storytelling scenes create a
reference to childhood for almost everyone. The exhibition has been organized in a certain way to
emphasize the 'edutainment' approach regarding the culture of playing with toys by storytelling
techniques (Figure 2).

Figure 2. Exhibition area plan
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Turkish toy industry has been emphasized with the use of nationally manufactured toys spread
throughout the exhibition as a part of a chronological expression. In this context, various
scenography was created with thematic toy groupings and with the explanation of street games on
the panels placed at the museum garden, a modern and a traditional perspective has been provided

for young visitors mostly unable to enjoy playing out on the street.
4.2. Products and Interaction

Products designed are digital interactive implementations while some are non-digital productions

with decorative features for storytelling.
4.2.1. Virtual Habitat

The gesture recognition application is the most realistic virtual habitat application visually designed
by the company. In addition to the development of underwater and fish details, the overall design is

realistic and natural in terms of the movements of fish controlled by an artificial intelligence.

Figure 3. Toy Exhibition virtual habitat application

The application offers a real-world phenomenon rendering the experience uncanny with the realism

it provides as an underground aquarium (Figure 3).
4.2.2. Augmented Reality

The application, that includes detailed visualization of antique cars hand-picked from the collection,
allows the creation of 3D simulations without physical contact of products that have antiquity

values.
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Figure 4. Augmented reality

The 3D models of the toy cars protected in the glass section are controlled by the aid of augmented

reality images, creating a synchronization between virtual and real as seen in Figure 4.
4.2.3. Virtual Book

The application enables the animated narration of stories that are a part of popular culture for
children as seen in Figure 5. The interactive product creates an interaction because of the

synchronization of the markers on the edge of the physical book with augmented reality technology.

Figure 5. Virtual book

With the flipping of blank white pages, the software fills the animative content matching the image

onto the page through the camera positioned above and projection mounted on the ceiling.
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4.2.4. Animation Screens

The screens have been spatially positioned on vantage points and can be seen by everyone passing
through the main gallery. Animated screens exhibit motions of special collection pieces where

physical contact is not desired due to their antique values, providing visualization on working

mechanisms as seen in Figure 6.
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Figure 6. Animation screen

Toy animations selected and animated from the collection provide cognitive interaction in the

edutainment scenario. The possibility of seeing the toys in a glass display as well as seeing them

animated on the screens above presents a unique experience.

4.2.5. Bath Dome

The kite installation implemented on the bath dome without interfering with the historical structure,

is an installation that is observed and recorded by everyone.
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Figure 7. Bath dome

The experience provided by equipping the depth provided by the dome with kites, adds a unique

value to the exhibition as seen in Figure 7.
4.2.6. Train

This implementation attracts children since most exhibited toys are away from physical contact
behind displays. The train implementation offers physical interaction with dynamic colors and

structural form within the edutainment scenario.

Figure 8. Train

Children are allowed to climb the train consisting of multiple carts of large dimensions as seen in

Figure 8.
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4.2.7. Carpenter Gepetto

The carpenter shop of Gepetto, the creator of Pinocchio, has been rebuilt within the exhibition

inside the bath structure as seen in Figure 9.

Figure 9. Carpenter Gepetto
The shop consists of tools, toys, and the puppet of Gepetto facing outside.
4.2.8. Exhibition Design and Storytelling Implementations

In the exhibition, storytelling elements and collections representing important events belonging to

childhood, toy culture and history have been used as seen in Figures 10 to15.

Figure 10. Postcard wall
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Figure 15. Circumcision bed scene

4.4. Literature Centered Evaluations

Tables presented below demonstrate the evaluation of the eduitanment implementations designed
for the exhibition of the literature presented. Tables shown from Table 1 to 7 represent the unique
design properties evaluated according to the literature that has been elaborated in the prior sections

of the study.
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Table 1
Virtual Habitat Literature Evaluation

Journal of Interior Design and Academy

Literature

Evaluation

Visitor typology (Falk)
Activity (Pine & Gilmore)

Learning typology (Walldén
& Soronen)

Children, explorers
Active

Informal, accidental

FCL (Hanshumaker, Present
Karydis)
= Contructivism (Matthews) Social and collective activity
';5 Interaction Type Direct Interaction
E Interaction technology Gesture recognition system
£ Content type Implementation simulating real world phenomena
E Experiential sociology Collective social experience
Design discipline orientation  Digital design
Spatial product relevance Private location
Playful learning (Walldén &  Indirect learning
Soronen)
Product spec Pc, projector, kinect
Age oriented content Children, appropriate
properties (Wallden &
Soronen)
Table 2

Augmented Reality Cars Literature Evaluation

Literature

Evaluation

Augmented Reality

Visitor typology (Falk)
Activity (Pine & Gilmore)

Learning typology (Walldén
& Soronen)

FCL (Hanshumaker,
Karydis)

Contructivism (Matthews)
Interaction Type

Interaction technology
Content type

Experiential sociology
Design discipline orientation
Spatial product relevance
Playful learning (Walldén &
Soronen)

Product spec

Age oriented content
properties (Wallden &
Soronen)

Children, youth, adults, explorers, hobbyists
Active

Informal

Present

Individualistic
Direct and indirect interaction

Augmented Reality

Virtual subjective application
Individualistic experience
Digital and graphic design
Common area

Indirect learning

Pc, monitor, kinect
General usage, appropriate content
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Table 3
Virtual Book Literature Evaluation

Journal of Interior Design and Academy

Literature

Evaluation

Visitor typology (Falk)

Children, youth, adults, explorers, hobbyists

Activity (Pine & Gilmore) Active
Learning typology (Walldén Informal
& Soronen)
FCL (Hanshumaker, Present
Karydis)

o Contructivism (Matthews) Individualistic

g Interaction Type Direct and indirect interaction

CT.; Interaction technology Virtual Reality

£ Content type Subjective data and storytelling

5 Experiential sociology Individualistic experience
Design discipline orientation  Digital, physical and graphic product
Spatial product relevance Private location
Playful learning (Walldén &  Indirect learning
Soronen)
Product spec Pc, projector, kinect
Age oriented content General usage, appropriate content
properties (Wallden &
Soronen)

Table 4

Animation Screen Literature Evaluation

Literature

Evaluation

Animation Screen

Visitor typology (Falk)
Activity (Pine & Gilmore)

Learning typology (Walldén
& Soronen)

FCL (Hanshumaker,
Karydis)

Contructivism (Matthews)
Interaction Type

Interaction technology
Content type

Experiential sociology
Design discipline orientation
Spatial product relevance
Playful learning (Walldén &
Soronen)

Product spec

Age oriented content
properties (Wallden &
Soronen)

Children, youth, adults, explorers, hobbyists

Passive

Informal

Present

Social activity
Indirect interaction

Simulation animation

Implementation simulating a real world phenomena
Collective and individual experience

Digital and graphic product

Common area

Indirect learning

Screen, player
General usage, appropriate content
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Table 5
Bath Dome Literature Evaluation
Literature Evaluation
Visitor typology (Falk) Children, youth, adults, explorers, hobbyists
Activity (Pine & Gilmore) Passive
Learning typology (Walldén Formal
& Soronen)
FCL (Hanshumaker, Present
Karydis)
Contructivism (Matthews) Social activity
g Interaction Type Indirect interaction
S
A Interaction technology none
‘Fg'«: Content type Implementation simulating a real world phenomena
M Experiential sociology Collective and individual experience
Design discipline orientation ~ Physical product
Spatial product relevance Inner dome
Playful learning (Walldén &  Indirect learning
Soronen)
Product spec none
Age oriented content General usage, appropriate content
properties (Wallden &
Soronen)
Table 6
Train Literature Evaluation
Literature Evaluation
Visitor typology (Falk) Children, explorers
Activity (Pine & Gilmore) Active
Learning typology (Walldén Informal
& Soronen)
FCL (Hanshumaker, Present
Karydis)
Contructivism (Matthews) Individual and social activity
Interaction Type Indirect interaction
=
E Interaction technology none

Content type

Experiential sociology
Design discipline orientation
Spatial product relevance
Playful learning (Walldén &
Soronen)

Product spec

Age oriented content
properties (Wallden &
Soronen)

Subjective simulation of a train
Collective and individual experience
Product design

Private location

Indirect learning

Model
Child appropriate content
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Table 7
Carpenter Gepetto Literature Evaluation

Journal of Interior Design and Academy

Literature

Evaluation

Carpenter Gepetto

Visitor typology (Falk)

Children, youth, adults, explorers, hobbyists

Activity (Pine & Gilmore) Passive
Learning typology (Walldén Informal
& Soronen)

FCL (Hanshumaker, Present
Karydis)

Contructivism (Matthews)
Interaction Type

Interaction technology
Content type

Experiential sociology
Design discipline orientation
Spatial product relevance
Playful learning (Walldén &
Soronen)

Product spec

Age oriented content

Individual and social activity
Indirect interaction

none

Subjective data and storytelling
Collective and individual experience
Physical product design

Private location

Indirect learning

Model
General and appropriate for all

properties (Wallden &
Soronen)

4.4.1. Evaluation Findings
The findings related to the literature evaluation results are presented as follows.
4.4.1.1. Virtual habitat literature evaluation results

Most of the visitors showing evident interest in the application are mostly children and explorers
who are curious to explore, as classified by Falk. Learning styles are generally informal or
accidental as in museums since information is provided because of participation and as a response
to a request. The application, which allows passive participants to participate in the communication
process through observation, can achieve its edutainment goals because of active participation on
interaction qualities. Hanshumaker's free choice theory is present in virtual habitat applications as
well as in most interactive applications. As a result of the constructivism features important for the
internalization of knowledge, collective experience is an activity that leads to social interaction. The
fact that the implementation creates a collective experience in sociological terms, enabling
interaction between individuals. The interaction provided with appropriate content to target user
audience, enables the development of social behavior between individuals. Interactional efficiency
refers to the perceptive quality of the virtual simulation and presenting it to the user in a way that

allows enhanced experience. The products of the edutainment scenario should be designed in line
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with experience-oriented design goals. Since the hardware and interactive features of the

application are determinant, a certain amount of physical space must be allocated to the product.
The application provides indirect learning to a certain age group and provides simulative
information on the behavior of sea creatures. As the system can be used simultaneously by multiple
users, there is no use of audio to prevent the sounds from interfering. The system consists of a
projection, hardware, and gesture recognition technology. The artificial intelligence software
determines the behavior of fish moving randomly or responding to user movements when disturbed.
It is possible to assume that the product has been developed in accordance with essential

edutainment-oriented design goals because of the performances monitored at the exhibition.
4.4.1.2. Augmented reality cars literature evaluation results

The application has been designed and positioned to provide information on virtual technologies to
visitors of all age groups as classified by Falk. For the system to work, users must be individually
active; that is, they must manage virtual three-dimensional models by moving the assigned markers.
The application, which is the meeting of the physical and the virtual, compared to the previous
application, provides guidance even to visitors with basic technological knowledge. The practice,
which enables informal learning as stated by Wallden and Soronen (2004), is suitable for
psychomotor and cognitive development as learning mechanisms. The system activates free choice
learning, as mentioned by Hanshumaker and Karydis. The experience provided pinpoints individual
constructivism due to active single user activation properties. In addition to the direct interaction of
a single user, indirect interaction occurs from the process of being observed by other visitors. The
product is a technologically augmented reality implementation of a virtual subjective application
nature due to its content type. This situation refers to an individual user experience provided
because of accessing the content through a non-hierarchical use. These types of applications are
subjective designs that provide an individual experience because of personal use. In addition to
being a digital product that is perceived as a simulative virtual model, the application provides
virtual control simultaneously with the physical, allowing users to work with their cognitive and
psychomotor skills. For the system to work, content and system-oriented indirect learning takes

place because of the user being open to interaction because of voluntary involvement.

The application that is generally appealing to all age groups, consists of a computer, screen, gesture
recognition system and augmented reality markers as hardware. The system is one of the most
striking examples of the combined technology-oriented virtual and physical design. The

presentation of valuable toys where physical contact is not possible could prove difficult. To resolve
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this issue, using an alternative method to create a model visualization from every angle through

innovative technologies, increases the power of user experience for the guest.
4.4.1.3. Virtual Book Literature Evaluation Results

The application is a design that provides service to all visitors, in accordance with the classification
described by Falk. As stated by Pine and Gilmore, the application allows active use and a product
with a strong effect in terms of free choice learning. This feature enables freedom on functional
choices providing individual interaction. Virtual book presents a narration of tales of social and
cultural value with physical and virtual cooperation and this quality provides an informal learning
effect that increases psychomotor skills. Projecting the designed content to a tangible object by
markers on each page, enables the users to follow a storyline according to their preferences. As
mentioned by Matthews in terms of constructivism, the application provides single-user service,
meanwhile supports indirect interaction and experience for observers. The targeted user experience
is achieved because of the interaction that is served by virtual reality blended with a narrative
content. It is possible mention that the virtual book provides direct interaction to users and indirect
interaction to observers. The physical and virtual interface compatibility required in terms of

ensuring human-computer interaction is supported with the integrity of the content.

Providing a productive example in terms of storytelling, the application content is presented
subjectively due to the source of the content story being anonymous. Compared to other products,
this application carries the value of associating a physical object with a virtual content. Turning the
pages of the physical book and accessing changing content reveals the experience of interaction
created by the virtual and tangible simulation that triggers affective and psychomotor learning
typologies. As introduced by Wallden and Soronen (2004), the application provides indirect
learning in terms of play-like learning. The physical hardware composing the application consists of
a computer, a projection, a tangible model book and gesture recognition system. The virtual book,
which has an important place in an edutainment design scenario, generates high user experience by

storytelling tales known worldwide attracting visitors with its animative features.
4.4.1.4. Animation screens literature evaluation results

Animation screens have been positioned inside the spatial theme design to create a dynamic
movement within the static space. Animative implementations are suitable for all types of visitors
as classified by Falk. These screens are designs that create passive interaction since they do not
require physical or virtual contact. As well as providing informal learning based on content through

animations, the application is also suitable for free choice learning as the experience depends on
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individual preference whether to watch the detailed content. The animations can be watched by

more than one visitor simultaneously as in accordance with Matthews' classification regarding
constructivism. Every person has childhood memories in which they play games and with toys. This
situation implies to the fact that everyone, has a certain degree of experience about toys prior to
coming to the exhibition. Just as children enjoy playing together, watching animated content
collectively provides social activity in terms of constructivism, allowing the information to be

formed simultaneously.

Animated graphics in a digital setting are implementations that provide indirect interaction and
indirect learning according to the criteria determined by Wallden and Soronen. Screens used for
exhibiting animated content encase movie players as hardware. To evaluate the product in general,
providing only visual and audio interaction implies to the ability to meet the basic requirement in
terms of interaction. The product designed lacks physical or virtual contact with the content
material and overcomes this missing quality related to interaction by the compatible content for an
edutainment scenario. In this context, the visualization of the mechanical working principles of the
selected toys of value through animation, is a functional solution. Simulating the working
mechanics of toys, the application provides a memorable user experience in terms of the objectives,
where this value touches the cognitive and affective skills on users. Animated content has the

capacity to contribute movement to the environment and convey colorful messages for the guest.
4.4.1.5. Bath dome literature evaluation results

Located at the Bursa Anatolian Cars Museum site, the historical bath is integrated with a
contemporary building used for special activities and exhibitions. The additional building provides
various solutions for the Carousel exhibition enlarging the space and therefor, the overall exhibition
area. The fact that architectural interventions could not be made on the structure due to the
historical monument status of the bath building, resulted in the arrangement of the additional
building in accordance with the exhibition. The kite scenography implementation is located on the
dome of the bath and provides a nostalgic feeling rather than technology, making everyone feel the
kite nostalgia that they probably have tasted in a period of their life. This installation can be
considered as a classic edutainment application and offers visual richness to visitors from all age
groups. The application provides a passive activity in accordance with the classification made by
Pine and Gilmore, as well as triggering informal learning according to Wallden and Soronen.
Experiencing the installation is a cognitive and affective process as an edutainment activity and a
social activity in terms of Matthews' constructivism. The application with its subjective quality, is

also an affective installation as a product learning typology put forward by Wallden and Soronen.
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The kite installation provides indirect learning through factors such as the dome's own acoustic

properties and the breeze shaking the kites evoking the kite experience in open air.

Spatial design of the dome area is suitable for all age groups. The pattern created by the kites placed
in a certain order cause the overall perception of the exhibition to increase. The installation is
valuable in terms of social development related to nostalgia, it shares the same exhibition with
technological applications forming unity despite different styles and this quality is a fundamental
requirement for the success of edutainment design goals. Many visitors tend to spend time looking
at the kite installation and takes photographs as memories. This remark highlights the fact that the
installation has experience-oriented qualities that connect with the guests. The installation has been
placed on the dome, a symbolic part of such structures, and this preference creates a feeling of
freedom taking back the visitors to their childhood with a sky filled with kites. The dome area
separates the traditional elements with technological systems and serves as a resting area for the
guests. It is a privilege to realize an edutainment design project in such a magnificent structure for

designers and experiencing the exhibition for guests.
4.4.1.6. Train literature evaluation results

Physical models of representational value have been used in edutainment design for a very long
time. With the developments in technology, many of uses of models are being abandoned even
though some prominent examples can still be found in centers. The train is an implementation
solely aimed for children even though still attracts curious explorers. This product presents active
interaction according to the classification laid out by Pine and Gilmore due to the possibility of
physical contact. The train is effective in terms of informal learning style by providing psychomotor
and affective learning from an educational perspective. While the train offers social and individual
activities related to constructivism, it provides direct collective and individual interaction since it
allows physical contact. The implementation offers a cognitive and psychomotor product learning
typology, according to the classification put forward by Wallden and Soronen. The size and location
of the train model enables children to show interest being a fun educational model that children can

climb and play on.
4.4.1.7. Carpenter gepetto literature evaluation results

The Gepetto carpenter workshop creates a nostalgic feeling in almost everyone who sees it as well
as providing a high level of memorability due to its high recognition of a great bedtime story. The
application has meaningful content for visitors in accordance with Falk's classification, presenting a

passive and visual activity. In the absence of digital infrastructure, the interpretation provides
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indirect interaction with its storytelling properties. As a storytelling product with simulative

features, the application is an impressive example of edutainment design. The carpenter shop, which
tells the beginning of Pinocchio's story, is depicted emotionally enough to create a smile on
everyone. The shop designed in accordance with edutainment design, enables visitors to meet with
Gepetto at least once during the trip. Although there is no physical interaction, the photos taken in

the shop, provides a strong emotional interaction, revealing the power of the implementation.
4.5. General Comments on Findings

To connect the literature review with the findings, comments are presented below. As mentioned by
Kotler & Kotler, 2000; Pine & Gilmore, 1998, the museum provides a unique multisensory
experience centered on educative goals. Interactive systems are products that fits to the description
made by Bandura, 2001. Digital and non-digital implementations all support storytelling methods as
mentioned by Soerjoatmodjo, 2014. The content presented is an education-oriented tool as
discussed by Chinnery, 2012 and enhances visitor perception towards new museology as mentioned
by Charman, 2013. Education presented resembles formal education provided at schools as
discussed by Cromby & Brown, 1995. that forms new social relations between the center and the
public. New museology in the center supports Vergo's claims on education being offered in cultural
centers. As mentioned by Durksen et al. 2016, the museum does benefit from web technology to
inform the public, however, does not have a virtual tour. The content presented is composed of
educative, imaginative, aesthetic, entertaining qualities as referred by Pine & Gilmore, 1998,
providing service to all types of visitors as discussed by Falk, 2006, with game-based applications
as mentioned by Wallden & Soronen, 2014, activating cognitive skills (Csikszenmihalyi, 1998)
with playful and ludic features (Nam & Kim, 2011). Design related qualities demonstrate
interaction based interdisciplinary productions (Cooper & Cronin, 2007) supporting free choice
learning (Hanshumaker, 2010; Karydis, 2011) with occurring engagement (Pine & Gilmore, 1998).
Digital systems allow the monitoring of user data (Boskovic et al. 2007) and user-friendly aspects
(Budd & Wakkary, 2005) of the applications provide an inviting experience in terms of heritage
remembrance. Digital products have been designed based on all types of interactive technologies as
mentioned by Sommerauer & Muller, 2014; Brandejsky & Kilzer, 2006; Chaudhary et al. 2012. To
summarize the process, it is possible to confirm various evident facts related to on-site observations.
Since children grasped the differences in content and usage of interactive systems, they have
generally demonstrated an error-free use. Older children, after controlling simple applications, spent
time in more developed, interesting, and suitable systems for single use. Younger children preferred
applications in which physical contact was less. Children were excitedly involved in overall
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exhibition area while contacting interactive systems without difficulty. Children too young to use

touch technologies had a pleasant and highly engaged experience with the habitat application. Since
the virtual book application is a virtual reality application and lack of prior experience of many
users, it took longer time to grasp the functionality compared to touch applications. On engagement
times observed throughout the exhibition, children spent at least twice as much time than adults on
interactive devices. Much of the parents' time were spent observing their children having more
circulation than adults, referring to the fact that some circled back to their preferred applications.
Many the verbal feedback on the presentation techniques used in the exhibition were positive, many
questions were asked by both adults and children about the storytelling and interactive products
rather than displayed toys. After the tour was completed, especially interactive devices remained in
the minds of the children as their parents took their photographs during and after the experience.
Non-interacting products have been generally observed as children passed by, preferring often to
spend time on interactive devices. To understand the content and usage of the systems, young
people who observed it first experienced it later and the young children started the game almost
instantly, despite the misuse of the movement. In most of the photos and videos taken by families,
children took active poses due to playful content while examining the toy displays. It is possible to

make inferences about the quality of the efficiency provided by interactive systems.

a) The integrated interaction between the structure and products reveals that visitors pay close
importance to the surrounding and visual perception.

b) The initial experience of interactive systems is provided by the satisfaction and expectations
of the users' initial goals. Over time, as the user gains experience within the space,
specialization in expectations occurs.

c) During use, visitors should be constantly alerted by providing new information to maintain
motivation. Experience should be developed to maintain engagement and the performance
of the systems should be constantly monitored through digital feedback reports.

d) It may be possible to state that edutainment scenario attracts more attention than traditional

exhibition content as playfulness enhances experience.

The tendency to socialize in a virtually enhanced area is an age-related situation. In general,
children over the age of 10 displayed a solipsist behavior, while children under the age of ten
preferred to play collectively. This situation provides information about socialization related to
demographical values. While unacquainted children in the exhibition mingled in small age groups,
older children spent time on their own possibly under social pressure and individual control
mechanisms brought about by the awareness of their peers in the environment. Users between the
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ages of 5-10 acted on a rapid relocation towards the objects of interest usually in small groups,

meanwhile older children generally scanned the space individually and focused only on the objects
that attracted their attention. As the author is one of the designers, brief conversations occurred to

satisfy the curiosity of some visitors providing valuable feedback.
5. CONCLUSIONS & SUGGESTIONS

Edutainment design is a contemporary design approach with enhanced visual, communicative, and
cognitive qualities specifically produced for target groups. The study tries to examine the subject
material and data presented making direct inferences on the case study project in line with the
objectives of the research. The research serves on the perception, positioning and the interpretation
of information and arguments on the values that make up edutainment design approaches related to
the presented literature. The initial goals to increase the awareness on a cultural heritage center,
have been met by many guests flooding to the exhibition. Due to the detailed and sensitive nature of
educative goals, it is a challenge to create an appropriate 'free choice learning' environment that is
suitable for social dynamics. Even in cases where the spatial setup is suitable for FCL, visiting
family members, far from the social constructivist approach, can pose an obstacle to each other. In
such experiences, parents carry both a learner and a teacher identity. Fiction should facilitate
individual and social construction, as engagement time is not a guarantee for learning to take place.
Even though the study focuses mostly on the edutainment aspects of the exhibition, outdoor
products, indoor implementations, and communicative elements all form the edutainment scenario
in an integrated manner. By examining the media coverage, published book and on-site
observations on the exhibition, it is possible to claim that the event has reached its preset goals on
guest attraction by creating a unique engagement experience for all types of visitors.
Interdisciplinary edutainment design approach used in centers, creates communicative experiences
that act as a bridge between past and future values. Edutainment makes use of technological
innovations contributing to social culture with spatial, product and contextual interactions created as
well as offering opportunities for individualization, retention, and heritage awareness in centers,
that allows highly effective experiences in terms of cultural values and educational features. The
creation of original content is a necessity to maintain the continuity of interest in centers. For future
studies, it may be possible to research new museology applications between historical and modern

structures to obtain a comparison related to social, technical, and scientific aspects.
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Abstract
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1.GIRiS

Eskiz asamasi, mimari tasarim iiretiminin ayrilmaz bir parcasidir. Tasarimci zihnindeki ham
diisiinceleri once eskiz ile ortaya koyarak gelistirmeye baslamaktadir. Inceoglu, eskizin insanin
mirildanarak diislinmesiyle benzerlik gosterdigini, bunun ¢izgisel bir mirildanma oldugunu ifade
etmektedir (Balamir, 2020). Tasarim bir noktadan baslamakta, denemeler yapilmakta ve siire¢
sonuclanmaktadir. Bu siire¢ eskizle baglamaktadir. Eskiz zihindekilerin somutlagmasi i¢in ideal

yollardan biridir. Eskizler ile ¢alismak tasarim iiretim siirecinin verimini arttirmaktadir.

Eskizlerin amact her donem ayni degildi. Ronesans mimari, matematiksel kesinlikteki perspektifi de
kullanirken, Dogu veya Batili da olsa, insaatla dogrudan iliskisi olmayan ¢izimlerin ilgi gérmemesi
olagan bir durumdu (Balamir, 2020). Cizimlerin ingaata doniisecek nitelikte olmasi nemli bir
konuydu. Zaman iginde bu anlayis degismistir. Ecole ve benzeri egitim kurumlarindaki anlayis
“proje” ve “santiye” pratiklerinin ayr1 kulvarda ilerlemesini hizlandirmistir. Bu yolda ortaya ¢ikan
akademik mimar kimligi, “yap1 ustas1” kimliginden uzaklasip “¢izim ustas1” yOniine girmistir. Bu
yon, endiistri devrimiyle yiikselise gecen miihendislik pratigi karsisinda rekabet edebilmeyi de
saglamistir. Miihendisin verimlilik odakli pragmatik yaklagimina karsilik, akademik mimarin iislup
ve kompozisyon bilgisi iizerinde derinlesmesi, yetkinlik alanlarinin ayrigsmasini saglamistir. Bu
gelisme eskizin zorunlu kroki ve illiistrasyondan ayrilip, mimarlik alanina 6zgiin bir ifade aract

olmasini etkilemistir (Balamir, 2020).

Mimarlikta ifade teknikleri geleneksel ve sayisal ifade teknikleri basligiyla 6zetlenebilmektedir.
Geleneksel ifade teknikleri kagit tizerinde iki boyutlu ¢izimler, ii¢ boyutlu perspektif ¢izimleri ve ii¢
boyutlu modeller ve maket iken sayisal ifade teknikleri daha ¢esitli olabilmektedir (Y1ildirim, Yavuz
ve Inan, 2010). Magara devri ile baslayan ¢izim iiretimi, kagit ve kalem cesitleriyle gelismis
bilgisayar ortamma da adapte olmustur. Bu gelismeler, tasarimci O6zne igin yeni tasarim
atmosferi/ortam1 veya tasarim mekani ve iiretim modeli sunmustur (Demir ve Aksu, 2022).
Kullanicilar bu programlarla farkli anlayislarda eskizler iiretebilmektedir. Tabletlerde kullanilan
cizim uygulamalar1 gercek hayattaki kalem ve kagit tiplerinin sanallastirilmis halleridir. Sanatci
geleneksel yontemlerle ayni anlayista eskizlerini tiretebilmektedir. Gergek diinyadan farkli olarak
kagit ve kalem kullaniminda daha cok olanaga sahiptirler. Cizim programlarinda katmanlar
iizerinde ¢aligmak ve yapilan iglemleri geri almak gibi 6zellikler mevcuttur. Ayrica, farkl firca ve
kalem secenekleri ile kagit dokularini sanal ortamda kullanabilmek miimkiindiir. Temiz tasarimlar
icin kullanilan CAD programlar1 da eskiz asamasinda kullanilabilmektedir. Bu programlarin
tercihinde tasarimcinin program becerisi ve amagladigi tasarim ifadesi onemlidir. Nitelikli bir

tasarimct bu programlardan kendine uygun olami segerek kavramsal fikirlerini dijitallestirme ve
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gelistirme imkanma sahiptir. Bu yontemlerin disinda artik yapay zeka programlariyla da eskiz

iretebilmek miimkiin hale gelmistir. Su an gelistirilmekte olan yapay zeka programlart eskiz
asamasinda yeni bir donem vadetmektedir. Tasarim programlarinda iiretilen eskizlerde 6zne
tasarimcidir. Tasarimct  programi  kullanirken kararlari  kendi vermektedir. Yapay zeka
programlarinda ise tasarim siirecinde 0znenin yanina insan gibi diislinen bir yapay zeka da dahil
olmaktadir. Yapay zeka tasarimciya amacina ulagsmasina yardimci olan yeni bir ara¢ c¢esididir.
Tasarimcinin stirecte karsilastigi problemlerde yapay zekad kendisine dgretilen bilgilerle sorunlari
tespit edip ¢oziimler sunabilmektedir. Erken tasarim fikirlerinin olgunlagmasini saglayip alternatif
tasarim yollar1 gosterebilmektedir. Yapay zekd tasarim siirecinde c¢ok farkli sekillerde
kullanilabilme imkanlarina sahiptir. Tasarimci kendi tasarim stilini bir yapay zeka modelini dgretip
tasarimlar liretebilmektedir. Bu imkanlar ile tasarim siireci hizlanirken ayni zamanda niteliginin de
arttirlmas1 miimkiindiir. Bunlar yapay zekanin getirdigi olumlu 6zelliklerdir. Islerin kolaylasmasi
ve hizlanmasinin yan etkileri de bulunmaktadir. Teknik ve tasarim kisimlar1 goz ardi edilerek seri
iretilen tasarimlarda tasarimecinin kimligi kaybolabilmektedir. Tasarimlardaki bu yari-6zerklik
durumu, kelime tabanli yapay zeka sistemleri aracigiyla iiretilen gorsel, isitsel, metin ve video
iretimlerindeki telif hakk: ve tasarimci kimligi belirsizligini yaratmaktadir (Saglam ve Celik, 2023).
Tasarimcilardaki kimliksizlik problemi yeni bir durum degildir. Aktif olarak kullanilan bilgisayar
destekli ¢izim programlarinda da bu durum mevcuttur. “Yeni araclar imgenin tasvirini sadece ifade
buldugu yaratim ortaminda degil, ortaya ¢iktig1 zihin diizleminde de etkilemis, gelisen her yeni arag
tasarlayicinin diisiinme siireclerine tesir etmistir. One siiriilen dijital yazilimlarda ¢izim aracina
hakimiyet simirlayici niteligiyle tasarim iiriinii lizerinde ifade bulmus, cizebildigin kadariyla

tasarlayabilme fenomenini liretmistir (Yildirim ve Kavut, 2024)”.

“Yapay zeka programlarinda yazi ile gorsel iiretme, gorselden yazi iiretme, var olan gorsellere
alternatif tiretme ve gelistirme gibi farkli uygulamalar bulunmaktadir. Teknolojik olanaklar sezgisel
bicimde olusturulan soyut tasarim imgesini kelime istemcileri araciligiyla tiretilen fotorealistik
gorsellere doniistiirmekte, ¢cizme edimi aracilifiyla imgenin somutlastirilmasi i¢in farkli olasiliklar

ortaya ¢ikmaktadir (Yildirim ve Kavut, 2024).”

Bu makalede yapay zekdnin eskiz asamasinda kullanimi hakkinda ornekler iizerinden Oneriler
yapilacaktir. Eskiz asamasinda yapay zekd programlarinin kullanilmasinin verimi nasil arttiracagi,
stireci nasil hizlandiracagi ve tasarimcinin nasil daha nitelikli tasarimlar tiretilecegi arastirilacaktir.
Calismada kullanilan Stable Diffusion ve Midjourney programlart makalenin ileriki bdliimiinde

detaylica aciklanacaktir.
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2. YAPAY ZEKA PROGRAMLARININ CALISMA MANTIGI

Yapay zeka sistemleri insan beyninin isleyisi esas alinarak tasarlanmistir. Beynin davraniglari
algoritmalara indirgenerek bu sistemler olusturulmaktadir. Bir islem algoritmaya indirgenebilirse o
zaman yapay zeka bu islemi gerceklestirebilir (Ozaktas, 1998). Yapay zeka sistemlerinin pek ¢ok
farkli ¢esidi bulunmaktadir. Makine 6grenimi ve derin 6grenme bu yontemlerden en bilinenleri
olarak gosterilebilmektedir. Derin 6grenme, makine Ogreniminin bir alt kiimesidir. Makine
ogrenimi, bilgisayar bilimi, veri analizi, yazilim miihendisli§i ve yapay zekaya dair alanlardaki
onemli bir evrim siirecini temsil etmektedir. Makine 6grenimi miikemmel tahminler yapmakla
ilgilenmemektedir. Makine 6greniminin hedefi faydali olacak kadar iyi tahminler yapmaktir. Derin
O0grenme yOntemi ise diinyay1 i¢ ice gecmis bir kavramlar hiyerarsisi olarak temsil etmeyi 6grenerek
biiyiik gii¢ ve esneklik elde eden 6zel bir makine d6grenimi tiiriidiir (Tiwari, Tiwari ve Tiwari, 2018).
Bu makalede yapay zeka uygulamalar1 olan Stable Diffusion ve Midjourney iizerinden ¢alismalar

yapilacaktir.
2.1. Stable Diffusion

Stable Diffusion, 2022 yilinda StabilityAl tarafindan gelistirilmis, metinden goriintii liretme igin
kullanilan bir yapay zeka modelidir. Bu 6zelliginin yan1 sira goriintiiniin igerigini degistirmek gibi
benzer tasarim islemleri yapabilmektedir (Stable Diffusion, 2023). Stable Diffusion, bilgisayarin
islemci giliciinden yararlanarak c¢alismaktadir. Stable Diffusion’a farkli arayiizler, modeller
kurularak uygulama gelistirilebilmektedir. Kullanict ¢aligma tercihine gore bunlardan istediklerini
secip programa kurabilmektedir. Bu ¢alismada Stable Diffusion’in “AUTOMATIC1111” arayiizii
kullanilmistir. Bu arayiiz web tabanlidir. Stable Diffusion {izerinde daha fazla kontrole sahip olmak

amaciyla “ControlNet 1.1.” sinir ag1 da uygulamaya yiiklenmistir.

Stable Diffusion’a farkli veri setleri yliklemek miimkiindiir. Bu veri setleri “Checkpoint” olarak
adlandiriimaktadir. Uretilecek igerige gore farkli veri setleri kullanilabilmektedir. Bu ¢alismada
gercekei gorlintli elde edebilmek ve mimari acidan veri bilgisi daha uygun diizeyde oldugu i¢in

“Realistic Vision V6.0 B1”” modeli kullanilmustir.

Stable Diffusion ucu agik bir yapay zeka programidir. Kullanicilar tarafindan sekillendirilerek pek

cok farkli amaglarda kullanilabilmektedir.
2.2. Midjourney

Midjourney, 2022 yilinda Midjourney, Inc tarafindan olusturulmus iiretken yapay zeka programi ve

hizmetidir (Midjourney, 2023). Midjourney, iletisim uygulamasi olan “Discord” iizerinden veya
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kendi internet sitesi iizerinden kullanabilmektedir. Midjourney’in “Version” ve “Niji” olarak
adlandirilmis iki ana modeli bulunmaktadir. Niji modeli anime estetiginde icerikler iiretmek i¢in
egitilmistir. Varsayilan model olan Version ile anime estetiginde igerikler iiretmek miimkiin olsa da
Niji modeli 6zellikle bu igerikler icin egitilmistir. Bu modeller siirekli giincellenmektedir. Gorsel
iiretiminde modeller arasinda gecis yapmak miimkiindiir. Giincellenen modellerin, her konuda
onceki modelden daha iyi olmayabilmektedir. Cesitli metin girdilerde eski siiriimlerin daha tutarl
sonuclar vermesi miimkiindiir. Bu noktada iiretilecek igeriklerin siiriimle iligkilerini analiz etmek

gerekmektedir.
3. YAPAY ZEKA iLE ESKiZ CALISMALARI
3.1. Eskizden Nitelikli Gorsel Uretimi

Eskizlerin anlasilirligi, detay seviyesine, kisinin yetenegine, ¢izim tarzina ve ¢izime ayirdigi siire
gibi pek ¢ok degiskene gore farklilik gostermektedir. Eskizler ¢izen kisi tarafindan anlasilir olsa da
cizimin gosterildigi kisi tarafindan eskiz anlasilmayabilmektedir. Eskizi inceleyen kisi i¢in anlagilir
goriiniimde olmayabilmektedir. Ozellikle kavramsal eskizlerde bu durum goriilmektedir. Bu
durumlarda basit ¢izimler yapay zekd uygulamalari ile agiklayici hale getirilebilir. Bu bolimde
basit, anlasilmaz veya karmasik olarak nitelendirilebilecek ¢izimler Stable Diffusion programinda

ControlNet arayiizii kullanilarak gelistirilecektir.

Tablo 1
Mutfak Ciziminin Gorsellestirilmesi

Midjourney Ciktist Depth Map Stable Diffusion Ciktisi

Ve o v A e RN
Metin Girdisi Metin Girdisi

kitchen, oven, fridge, square
ceramic brown floor, grey wall,
interior design, marine green
color palette, RAW photo,
subject, 8k uhd, dslr, soft
lighting, high quality, film grain,
Fujifilm XT3

child's drawing of kitchen --v
6.0

47



Journal of Interior Design and Academy

‘| Journal of Interior Design and Academy INda 2024, 4(1):43-61
e-ISSN: 2791-7436

Bu oOrnekte estetik agidan olumsuz yorumlanabilecek bir ¢izim ele alinmistir (Tablo 1).
Midjourney’de ¢ocugun el ¢izimi tarzinda iiretilen mutfak ¢izimi Stable Diffusion’da girdi gorsel
olarak kullanilmistir. Makaledeki ¢alismalarda biitiin girdiler yapay zeka ile iiretilmistir. Burada da
el ile yapilmasi gorece daha kolay olan bir ¢izim yapay zeka ile iiretilmistir. Cocuk ¢izimi stilinde

olsa da mutfak 6gelerinin cesitliligi dikkat cekmektedir.

Stable Diffusion’a yiiklenen gorsel “Depth Map” ile algilatilmistir. Elde edilen yeni referans gorsel,
orijinal gorselin derinlik haritasidir. Referans gorselin yaninda girilen metin girdileri ile gercekei
gorsellestirme elde edilmistir. Uretilen yeni cizimde yanls algilanan noktalar olsa da goriiniim
olarak gercekei bir ¢ikti elde edilmistir. Orijinal ¢izimde ocagin iistiinde raf bulunmaktadir. Elde
edilen yeni ¢iktida ise burada davlumbaz bulunmaktadir. Mutfaklarda ocaklarin iistiinde davlumbaz
bulundugu i¢in bu raf ¢izimi program tarafindan davlumbaz olarak algilamistir. Ek metin girdileri
daha gercekei bir mutfak gorselinin elde edilmesi miimkiindiir. Elde edilen ¢ikt1 Adobe Photoshop’a
aktarilarak gorseldeki hatalar giderilebilmektedir.

Tablo 2
Sokak Ciziminin Gdorsellestirilmesi

Midjourney Ciktist Soft Edge Map Stable Diffusion Ciktis1
T : / o ' j 2 " 3

=

Metin Girdisi Metin Girdisi

street, road, buildings, human,
clear sky, RAW photo, subject,
8k uhd, dslr, soft lighting, high
quality, film grain, Fujifilm XT3

street sketch, lines, mix design,
less detail, abstract, architecture
--v 6.0

Bu calismada referans ¢izgileri kullanilarak yapilmis bir sokak ¢izimi Midjourney’de tiretilmistir
(Tablo 2). Ardindan Stable Diffusion’da “SoftEdge” kullanilarak gorsel algilatilmistir. Yeni

referans gorsel ¢izimdeki kenar ¢izgilerinin yumusatilarak vurgulanmig halidir.

Gergekgi gorsellestirmede orijinal gorseldeki gibi binalar ve insan figiirii bulunmaktadir. Girdi

gorseldeki referans ¢izgileri elektrik diregi ve elektrik telleri olarak algilanmistir. Yeni ¢iktt mimari
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acidan ¢ok detay barindirmasa da sokagin gergekte nasil goriinecegi hakkinda fikir vermektedir.

Cizilen alanlarin ve mekanlarin bu yontem ile hizlica ii¢ boyutlu olarak algilanabilmektedir.

Tablo 3
Sehir Ciziminin Gorsellestirilmesi

Midjourney Ciktist Stable Diffusion Ciktisi

i |
.f,”x, y %

Metin Girdisi Metin Girdisi

futuristic city, cyberpunk,

skyscrapers, sketch style, futuristic city,cyberpuk,

crooked lines, japanase skyscrapers, night sky, RAW
abstraction, expressionism, mix  photo, subject, 8k uhd, dslr, soft
design, less detail, abstract, lighting, high quality, film grain,
architecture, drawn by architect  Fujifilm XT3

--v 6.0

Bu caligsmada fiitiiristik, siber punk sehir siliieti eskizi girdi olarak kullanilmistir (Tablo 3). Cizim
Stable Diffusion’da “Canny” ile algilatilmistir. Canny algilama metodu, gorseldeki ince detaylari
diger seceneklerden daha iyi algilayabilmektedir. Bu metotla eskizdeki yapilarda bulunan pencere
gibi kiiclik detaylarinin algilanmasi saglanmigtir. Cizimin ortasinda yol gibi gdriinen bosluk yeni
ciktida sehrin alt katmani olarak gorsellestirilmistir. Binalarin bir kismu fiitiiristik estetiginde yaygin
olan gri tonlarindadir. Girdi gorsel karisik olarak algilanabilse de elde edilen yeni ¢ikti anlagilir
diizeydedir. Metin girdileri ¢esitlendirilerek ve gorsel iizerinde diizenlemeler yaparak daha gercekei

bir sehir goriintiisii elde edilebilir.
3.2. Soyut Kavramlardan Eskiz Uretimi

Bu boliimde metinden goriintii iiretme sistemiyle calisilacaktir. Ilk asamada mekan1 betimleyen
soyut kavramlar ile Midjourney’de eskizler iretilecektir. Mekana dair teknik terimler
girilmeyecektir. Elde edilen dort alternatiften biri segilip, tekrar gorselin varyasyonlari tiretilecektir.
Ardindan uygulamanin sunacagi yeni dort alternatiften biri secilecektir. Segilen alternatif, Stable
Diffusion’da yine benzer metin girdileriyle gorsellestirilecektir. Bu yontemdeki ama¢ mekéanin

verecegi hisleri yazarak, alternatifler arasindaki en tutarl eskize ulagmaktir.
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Eskizler Midjourney’in 5.2 siiriimiinde yapilmistir. Secilen ilk ¢iktinin alternatifleri “Vary (Strong)”
komutu ile iiretilmigtir. Midjourney’den alinan ¢ikt1 Stable Diffusion’in ControlNet arayiiziindeki

Canny o6zelligi ile analiz edilip gorsellestirilecektir.

Tablo 4
I¢ Mekan Ciziminin Alternatiflerinin Uretilmesi ve Gorsellestirilmesi

Metin Girdisi Ciktilar Secilen Cikt1

Spacious, sunny, comfortable,
traditional furniture, decorative
lighting, living room, sketch
style, ink pen, black and white,
paper --v 5.2

| Varyasyonlar

Mekanlar insanlara duygu aktarmakta, insanlar da mekanlardan belirli duygular beklemektedir. Bu
duygularin hissedilmesi ¢esitli sebeplere baglidir. Duygulanim durumu kisinin karakteri ve yasantist
gibi birgok degiskene gore degismektedir. I¢ mimarlar, karsisindakinin beklentilerini analiz ederek
mekanlar tasarlamaktadir. Kisi mekanin kendisine hissettirmesi gereken duygular1 bilse de ona bu
duygular1 neyin verdigini bilmeyebilmektedir. Bu ¢alismada tasarim siirecinin bu asamasi yapay
zeka ile yapilmasi denenmistir (Tablo 4). Mekanin hissettirmesi beklenen duygular yazilarak tiretim

yapilmistir. Mobilya ve aydinlatmalar i¢in detayli bilgi vermek yerine genel kavramlar yazilmistir.

Stable Diffusion’da Canny o&zelliginin ¢izimi daha iyi algilayabilmesi i¢in ek metin girdilerine
ihtiya¢ duyulabilmektedir. Eskizdeki golgeleri ve pencerelerden goriilen manzarayr programin
algilayabilmesi i¢in “shadows” ve “environment” metinleri girdi kismimna eklenmistir. Daha

gergekei ¢ikti elde edebilmek i¢in “realistic” komutu da kullanilmistir.
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Girdisinde ferah, giinesli ve konforlu bir mekan tanimlamasi yapilmistir. Bu metinlerden dolay1

ciktilarda genis pencerelerin oldugu sdylenebilir. Mobilyalar da istenildigi geleneksel tarzdadir.

Elde edilen Stable Diffusion ¢iktisinda yiiklenilen ¢izimde olmayan detaylarin da eklendigi
gorlilmektedir. Tavandaki aydinlatmanin yaydigi 151tk ve tavanda olusturdugu golgeler
gorsellestirmeye eklenmistir. Bu eklemeler ¢izimin gergekeiligini arttirmistir. Gorselin saginda

bulunan pencereden goriinen aga¢c manzarasi ise desenli duvar olarak algilanmigtir.

Girdi kisminda renk belirtilmedigi icin ¢iktida varsayilan renklerin kullanildig1 goriilmektedir. Girdi

kisminda mekan 6geleri i¢in ayr1 ayri renk belirterek renklendirme yapilabilmektedir.

Tablo 5
AVM I¢ Mekam Ciziminin Alternatiflerinin Uretilmesi ve Gorsellestirilmesi

Metin Girdisi Ciktilar Secilen Cikt1

S

shopping mall, consumerism,
various brands, various stores,
flashy showcases, shopping
discounts, lighting --v 5.2

,,,,,,

7 _«l -

\ -

| Varyasyonlar " Stable Diffusion Ciktist

y

Aligveris merkezleri ziyaretcilerini tiilketime tesvik etmeyi amaglamaktadir. Magazalarin gosterisli
vitrinleri ve indirim yazilar1 ile insanlari magazalarima davet etmektedir. Yilin her saati ve
mevsiminde sabit aydinlatma ve sicaklik seviyesi ile bu mekanlar adeta dis diinyadan bagimsizdir.
Bu baglamda aligveris merkezlerini betimleyen kavramlar kullanilarak iiretim yapilmistir (Tablo 5).
Ciktilarda aligveris merkezlerinin ¢ogunda olan yiiriiyen merdivenler, asma katlar, sarkitilmig biiytik

boyutlu aydinlatmalarin oldugu goriilmektedir. Segilen son ¢iktida yiiriime yollarinda kiosklar ve
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vitrin 6nlerinde sergileme elemanlar1 bulunmaktadir. Bu ¢iktinin diger alternatiflere gore daha canli

bir goriintiisii oldugu sdylenebilmektedir.

Gorselin Stable Diffusion’dan diizenlenmis halinde malzeme anlatiminin minimum diizeyde oldugu
goriilmektedir. Metin girdisinde renk belirtilmemesinden dolay1 program yine varsayilan renkleri

kullanmigtir. Ciktida golgelendirmenin neredeyse olmamasi sebebiyle mekan ¢gelerinin algilanmasi

zorlagmugtir.
Tablo 6
Anaokulu i¢ Mekan1 Ciziminin Alternatiflerinin Uretilmesi ve Gorsellestirilmesi
Metin Girdisi Ciktilar Secilen Cikt1
T T 7 T T

Spacious, sunny, comfortable,
kindergarten interior design,
cheerful atmosphere, colorful,
toys, education, games, teacher,
children, crafts, sketch style, ink
pen, black and white, paper --v
52

% o .

| Varyasyonlar

Cocuklarin mekanlar1 algilama bicimi boyut ve gorsellik agisindan yetiskinlerden farklidir. Bu
calisgmada anaokulunu niteleyen oOzellikler yazarak ftiretim yapilmistir (Tablo 6). Ciktilarda
mobilyalarin ¢ocuklarin ergonomisine gore cizildigi goriilmektedir. Kullanilan aydinlatmalarin
mekana uygunlugu sorgulanabilecek durumdadir. Mekanlarda calisma alanlari, kitaplar ve
oyuncaklar bulunmaktadir. Stable Diffusion ¢iktisinda 6nceki iiretimlerin aksine renk ve malzeme

kullanimi1 daha fazladir. Girdi kisminda “colorful” kelimesi mekanin renklendirilmesini saglamistir.
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3.3. Eskizlerin Birlesimi

Eskiz iretiminde belirli anlarda eskizlerdeki fikirleri birlestirip yeni tasarimlar iiretmek

gerekebilmektedir. Bu siire¢ Midjourney’de bulunan “Blend” komutu ile denenmistir.

Tablo 7

Art Deco ve Art Nouveau Cizimlerinin Birlestirilmesi
Metin Girdisi Metin Girdisi Metin Girdisi
hotel entry hall design, art deco  hotel entry hall design, art Gorseller + hotel entry hall
style, marbles, geometric nouveau style, sketch style, ink  design, art deco and art nouveau
patterns, sketch style, ink pen, pen, watercolor painting --v 5.2 eclectic style, photorealistic,
watercolor painting --v 5.2 DSLR --v 5.2

I Cikt1 I Cikt1 I Cikt1

Bu calismada Art Deco ve Art Nouveau iislubunda otel girisi ¢iktilar1 elde edilmistir (Tablo 7).
Gorsellestirme tarzi olarak sulu boya eskizi tercih edilmistir. Elde edilen ¢iktilar birlestirilerek

eklektik iislupta mekan iiretimi denenmistir.

Art Deco ciktisinda daha tutarli sonug elde edebilmek i¢in akimi niteleyen 6zellikler girdi kismina
yazilmistir. Mermer malzeme ve geometrik desenler Art Deco islubunun belirgin
ozelliklerindendir. Elde edilen c¢iktida iisluba uygun aydinlatma, mobilya ve zemin tasarimi

yapilmuistir.

Art Nouveau ¢iktist liretilirken goriintiide karisiklik olmamasi amaciyla akimi niteleyen ek metinler
girilmemigtir. Ciktida dsluba uygun sekilde organik formlarda merdiven ve korkuluk

bulunmaktadir. Kullanilan renk paleti Privat Livemont un posterlerini hatirlamaktadir.

Iki gorsel de sulu boya stilinde iiretilmistir. Yeni gorselin daha gercek¢i olmasi amaciyla
“photorealistic, DSLR” metin girdileri kullanilmistir. iki gorselin birlestirilmesi ile eklektik bir
mekan elde edilmistir. Zeminde Art Deco’nun geometrik ve Art Nouveau organik formlari

birlestirilmistir. Gorselin bakis acgis1 da Art Deco ciktisindaki gibi tek kacgisli perspektiftir. Art
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Nouveau ¢iktisindaki merdiven mekanin saginda kullanilmustir. iki gérseldeki renkler yeni ¢iktida

bir arada kullanilmistir.

Tablo 8
Sehir Cizimlerinin Birlestirilmesi
Metin Girdisi Metin Girdisi Metin Girdisi
cyberpunk city, streets, ecopunk city, streets, Bu ¢alismada blend komutunun
skyscrapers, sketch style, skyscrapers, sketch style, yaninda ek metin girdisi
crooked lines, japanase crooked lines, japanase kullanilmamustir.
abstraction, expressionism, mix  abstraction, expressionism, mix
design, less detail, abstract, design, less detail, abstract,
architecture, drawn by architect  architecture, drawn by architect

--v 6.0 --v 6.0

Bu calismada benzer olarak nitelendirilebilecek iki atmosferik sehir goriintiisii birlestirilmistir
(Tablo 8). Birinci ¢ikt1 siber punk bir sehirdir. ikinci gorselde diger metin girdilerinin de etkisi
nedeniyle eko punk estetiginde bir sehir goriintiisii elde edilememistir. Midjourney eko punk
estetiginde sehir tasarimlar1 yapabilmektedir. Ancak bu ¢iktinin eko punk olarak nitelendirmek
dogru olmayacaktir. Bu durum metin girdilerinin aralarindaki iligkisine de dikkat edilmesi

gerektigini ortaya koymaktadir.

Elde edilen yeni ¢iktida birinci gérselin yapi formunun korundugu goriinmektedir. Ikinci gorseldeki
binalar arasi ¢apraz kopriiler yeni ¢iktida kullanilmistir. Bu calisma birlesim ¢iktilarinda renklerin
nasil kullanildig1 hakkinda da fikir vermektedir. Yeni ¢iktinin rengi ilk gorseldeki beyaz ve ikinci
gorseldeki bej renginin karisimidir. Bu 6rnek, kentsel tasarimlar ¢izimlerinin birlestirilerek yeni

kentsel tasarimlarin tiretilebilecegini gostermektedir.
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Tablo 9
Farkli Stildeki Konut Cizimlerinin Birlestirilmesi
Metin Girdisi Metin Girdisi Metin Girdisi
Sketch of modern house, a sketch of sphere shape house, = Bu ¢alismada blend komutunun
abstract, pastel pink, lilac, deep  in the style of pastel tones, yaninda ek metin girdisi
blue, bold colors and brushwork, modern ink painting, colored kullanilmamustir.
realistic portrayal of light, in the cartoon style, realistic portrayal
style of neon impressionism, of light and shadow, quiet
japanese abstraction --v 6.0 moments captured in paint —v

| Cikt1

Bu calismada tasarim ve gorsellestirme stili agisindan birbirinin kontrasti olabilecek iki ¢izim
birlestirilmistir (Tablo 9). ilk ¢izimde doymus renkler ve artistik fircada darbelerinin kullanildig:
dikdértgen bir yapi tasarimi vardir. Ikinci ¢izimde sepya estetiginde kiiresel formda, giris

merdivenlerine sahip bir yap1 bulunmaktadir.

Yeni ¢izimde doymus renkler ve sepya tonlart bir arada kullanilmistir. Ik ¢izimdeki dikdértgen
form ve bitkiler yeni ¢izimde de devam etmektedir. ikinci ¢izimdeki merdivenler ve kot farki yeni
cizimde degistirilmis halde bulunmaktadir. Yapidaki kiire 6ge, yeni c¢izimde dikdortgen forma

uyum saglamistir.
3.4. Kolaj Uretimi

Mekan tasarim siirecinin baslangicinda iiretilen konsepti ifade eden kolajlar tasarim siirecine
rehberlik etmektedir. Kolajda kullanilan renk, paleti, malzeme ve mobilya diizenlemeleri tasarim
fikrinin aciklamasina katki saglamaktadir. Bu calismada Midjourney ile konsept kolajlar

iiretilmistir.
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Tablo 10
Punk Akiminda Kolaj Uretimi

Metin Girdisi

" classic punk, interior design concept collage, cut and pasted
elements, style of 1970s and 1980s, inspired by mood board --v 6.0

;  PmEe '}‘A

Punk akimiin 6zelliklerinden biri kolaj tasarimlaridir. Bu ¢alismada punk_ akimini yansHén lglaj
iiretmek amaglanmistir (Tablo 10). 1970’ler ve 1980’ler Punk akiminin hakim oldugu doénemlerdir.
Kolajin tutarhiligini artmasi amactyla girdi kismmna bu yillar girilmistir. Kolajda mekan o6geleri
birbirleriyle uyumlu olacak sekilde yerlestirilmistir. Kullanilan sar1 ve turuncu renk paleti, bitkiler

de o donemleri yansitmaktadir.

Tablo 11
Yatak Odas1 Konsepti Kolaj Uretimi

Metin Girdisi
minimalist and modernist furnitures, ash wood, lilac color palette,

interior design bedroom concept collage, moodboard, grid style, cut
and pasted elements --v 6.0

Bu ¢alismada girilen metinlere uygun sekilde yatak odasi konsepti kolaji iiretilmistir (Tablo 11).
Girdilerde disbudak ahsabi ve leylak renk paleti bulunmaktadir. Disbudak ahsabi mobilyalarin
tamaminda kullanilmistir. Metin girdilerinde leylak renk paletinin belirtilmesi nedeniyle kolajin sol
iistiinde leylak bitkisi bulunmaktadir. Leylak bitkisi haricinde renk kolajda sadece yatak ortiisiinde
kullanilmistir. Tasarim 6gelerinde hasir kullantmini dikkat ¢gekmektedir. Hasir mobilyalar genellikle
minimalist ve modern konseptlerle iliskilendirilmektedir. Metin girdisinde minimalist ve modern
mobilya ifadelerinin bulunmasi1 nedeniyle kolajda hasir malzemenin kullanildigt yorumu

yapilabilmektedir.
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Tablo 12
Memphis Milano Konsepti Kolaj Uretimi

Metin Girdisi
ettore sottsass, memphis milano style furnitures, colors and patterns,

interior design concept collage, moodboard, cut and pasted
elements, sketch style --v 6.0

Memphis Milano akimi bol renkli ve desenli bir estetige sahiptir. Bu ¢alismada kolaj mantiginin ve
Memphis Milano’nun ortak noktasi olarak sdylenebilecek karmasikligin bir arada nasil ¢alisacagi
denenmistir (Tablo 12). “Colors and pattern™ girdisi ile akimin gorsel estetiginin kolajda daha ¢ok
kullanilmasi saglanmistir. Yapay zeka uygulamalarinin egitildikleri veri setlerinde baz1 mimari veya
sanatsal akimlar hakkinda yeterli bilgi olmayabilir. Boyle durumlarda tutarli sonug elde edebilmek

icin akimi betimlemek gerekmektedir.
SONUC

Yapay zekd uygulamalar1 eskiz asamasma pek cok farkli sekilde dahil edilebilmektedir. Bu
uygulamalarinin sayisi arttikca bu imkanlar cogalmaya devam edecektir. Tasarim iiretim siireci bir
degisim ge¢irmektedir. Tasarimcilarin bu degisime ayak uydurmasi gerekmektedir. Bu makale ile
eskiz agamasinin yapay zeka ile olusturulmasi hakkinda oOnerilerde bulunulmustur. Arastirmada
metinden gorsel {iretimi iizerine c¢alismalar yapilmistir. Calismada kullanilan tekniklerin
gelistirilmesi miimkiindiir. Tasarim siirecine farkli uygulamalar entegre edilebilir veya kullanilan
uygulamada ekstra ayarlar yapilabilmektedir. Elde edilen ¢iktilar Adobe Photoshop’a aktarilarak
tasarimlar gelistirilebilmektedir. Calismada 6rnek olarak kullanilan Stable Diffusion modeli daha
detayli sekilde kullanilarak eskizlerden fotorealistik goriintiiler elde edilebilme imkani mevcuttur.
Eskiz tizerine bir Stable Diffusion modeli egitilerek tasarimlarda kullanilabilmesi de miimkiindiir.
Bu kullanim 6rnekleri ¢ogaltilabilmektedir. Buradaki 6rnekler ile yapay zekanin eskiz siirecine nasil
dahil olabilecegi konusunda fikir olusturulmasi amaglanmistir. Yapilan 6rnek ¢aligmalar yazida
belirtildigi lizere bu uygulamalarini kullanim yollarindan bazilaridir. Tasarimcilar buradaki bilgiler

ile yeni tasarim metotlar1 tiretebilmektedir.
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Yapay zeka modelleri gesitli veri setleriyle egitilmektedir. Tasarimda kullanilacak modelin hangi

bilgilere sahip oldugunu bilmek tasarim iiretimini kolaylastirmaktadir. Bu konu kalemlerin kagitta
nasil etki birakacagini bilmeye benzetilebilmektedir. Diigiik gramajli kagitlarda, kagidin
emiciliginden dolay1 boya dagilmaktadir. Kagidin gramaji arttikca boya kagitta daha az
dagilmaktadir. Yapay zekd modelleri de buna benzer anlayistadir. Girilen metnin istenilen

goriintliyli vermedigi anlarda modelin ¢calisma mantigini incelemek gerekmektedir.

Yapay zekénin eskiz asamasinda kullaniminin sagladigi firsatlar Orneklerle gosterilmistir.
Kullanicilarin uygulamalar1 kullanirken dikkat etmesi gereken noktalar agiklanmigstir. Sanat
akimlart baglaminda tasarim {retirken, tasarimin tutarlilifini arttirmak i¢in akima dair
betimlemelerin yapilmasi gerektigi goriilmistiir. Bu noktada uygulamay1 kullanan tasarimcinin
sanat bilgisinin 6nemi ortaya ¢ikmaktadir. Ciktilarin istenilen akimi ne kadar yansittig1 tasarimcinin

stizgecinden ge¢melidir.

Gorsel acgidan zayif olarak nitelendirebilecek ¢izimler yapay zeka uygulamalari nitelikli hale
getirebilmektedir. Eskizden nitelikli gorsel iiretimi bdliimiinde bu konu hakkinda fikir verici
ornekler iiretilmistir. Tasarim veya islev mantig1 agisindan dogru olan bir eskiz estetik ac¢idan iyi

goriinmeyebilir. Bu noktada tasarime1 yapay zeka uygulamalar ile zayif yanlarini kapatabilir.

Cok sayida yapay zeka uygulamalar1 bulunmaktadir. Bu uygulamalar temel diizeyde kullanilarak
insanlarin 1iyi olarak nitelendirilecegi islerin tretilmesi miimkiindiir. Ancak iyi olarak goriilen
tasarimlar dogru tasarim olmayabilmektedir. Internette ¢ok sayida yapay zekd uygulamalariyla
iretilmis gorseller bulunmaktadir. Mimari tasarim baglaminda bu Ornekler incelenirse hatali pek
cok noktaya rastlanacaktir. Problemli mekan organizasyonlari, yanlis gosterilen estetik akimlar ve
yanlis ¢izilmis yapilar bunlara 6rnek gosterilebilmektedir. Yapay zeka uygulamalarini kullanarak
mimari tasarim lretip, bunu belirtmeyen kullanicilar da bulunmaktadir. Bu gorseller ¢cogunlukla
kullanicinin miidahale etmedigi, tamamen yapay zeka kontroliinde iiretilmis tasarimlardir. Bu
mimari yapi tasarimlarinin iretimindeki belirsizligin getirdigi etik ve telif kismi da ayri bir
inceleme konusudur. Tasarimcinin bu degisimde nitelikli tasarim kavramina odaklanmasi
gerekmektedir. Tasarimcilar mimarlik, sanat ve teknoloji bilgileri ile bu noktada diger
kullanicilardan ayrilmalidir. Tasarimer programa ne kadar dahil olursa tasarimin niteligi ve kimligi
artacaktir. Bu makalenin yapay zekd uygulamalarmin nitelikli kullanimmna O6rnek olmasi
amaclanmistir. Yapay zeka uygulamalari tasarim siireci kolaylastirsa da programi kullanan

tasarimcinin énemini koruyacagi 6n goriilmektedir.
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SUMMARY

Artificial intelligence applications can be included in the sketching stage in many different ways.
These opportunities will continue to improve as artificial intelligence applications increase. The
design production process is undergoing a change. Designers need to keep up with this change. In
this article, suggestions are made about creating the sketching stage with artificial intelligence. In
the research, text to image production studies were carried out. It is possible to improve the
techniques used in the study. Different applications can be integrated into the design process or
extra settings can be made in the application used. Designs can be developed by transferring the
resulting outputs to Adobe Photoshop. Photorealistic images can be obtained from sketches by
using the Stable Diffusion model used as an example in the study in more detail. A Stable Diffusion
model can be trained on the sketch and used in the designs. These use cases can be multiplied. The
examples here are intended to create an idea about how artificial intelligence can be integrated in
the sketching process. The case studies are some of the ways these applications are used. Designers

can create new design methods with the information provided here.

Artificial intelligence models are trained with various data sets. Knowing what information the
model to be used in the design has makes design production easier. This issue can be likened to
knowing how pencils will make an impact on paper. In low-weight papers, the dye disperses due to
the absorbency of the paper. As the weight of the paper increases, the paint disperses less on the
paper. Artificial intelligence models also have a similar understanding. In cases where the
application does not display the appropriate image for the entered text, it is necessary to examine

the working logic of the model.

The opportunities provided by the use of artificial intelligence in the sketching stage are illustrated
with examples. The points that users should pay attention to when using applications are explained.
While producing designs in the context of art movements, it has been observed that descriptions of
the movement should be made in order to increase the consistency of the design. At this point, the
importance of the artistic knowledge of the designer using the application becomes evident. How

much the outputs reflect the desired flow must be filtered by the designer.

Drawings that may be considered visually weak can make artificial intelligence applications
qualified. In the section of qualified visual production from sketches, informative examples on this
subject have been produced. A sketch that is correct in terms of design or functional logic may not
look good aesthetically. At this point, designers can close their weaknesses with artificial

intelligence applications.
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There are many artificial intelligence applications. By using these applications at a basic level, it is

possible to produce work that people will consider good. However, designs that are considered good
may not be the right design. There are many images produced with artificial intelligence
applications on the internet. If these examples are examined in the context of architectural design,
many faulty points will be found. Problematic space organizations, incorrectly depicted aesthetic
movements and incorrectly drawn structures can be cited as examples. There are also users who
produce architectural designs using artificial intelligence applications but do not specify this. These
images are mostly designs produced under the control of artificial intelligence, without any
intervention by the user. The ethical and copyright aspects brought about by the uncertainty in the
production of these architectural building designs are also a separate subject of examination. The
designer needs to focus on the concept of qualified design in this change. Designers should be
distinguished from other users by their knowledge of architecture, art and technology. The more the
designer is involved in the program, the higher the quality and identity of the design will be. This
article is intended to be an example of the qualified use of artificial intelligence applications.
Although artificial intelligence applications facilitate the design process, it is predicted that the

designer who uses the program will remain important.
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ANALYZING THE CONCEPT OF SPATIAL TRANSFORMATION THROUGH THE
EXAMPLE OF SELIMIiYE BATH

Zeynep ATIK ', Ayse ipek DEMIRCIOGLU ?

Abstract

Baths are places that have survived to the present day as proof of cleanliness throughout history. The impact of the baths
seen in civilizations has diminished with the use of bathrooms in houses, and has been transformed by losing its spatial
function with urbanization. In this direction, the article examines the development of baths in terms of wet spaces with a
chronological classification and analyzes the sections of Selimiye Bath, an Ottoman bath, before spatial transformation
(undressing, warmth, warmth, ashtray) and after spatial transformation (food and beverage space) with on-site observation
method. With the visual data obtained with this method, for the place that started to serve under the name Nevmekan
Selimiye after the spatial transformation; historical texture, material, color, etc. It can be said that it is a successful spatial
transformation study by functioning with functions related to the space without breaking its atmosphere with elements
such as.

Keywords: Spatial transformation, wet area, bath, Selimiye bath, Nevmekan Selimiye

1. INTRODUCTION

The word "hamam" is derived from Arabic "Hamma" and Hebrew "Hamam". The word means a
place to wash, a warm place (TDK, 2022). Throughout the history of civilisation, wet areas have been
constructed in many buildings since water and the places where it is used are very important. One of
the most important examples of these places is baths. Identified with the lifestyle of the people, the
Turkish bath was not only a place of purification and washing, but also a place where social
coexistence rituals were experienced; these were symbols that came to life through tellak, natir and

kabaday1 (Basa, 2009, p. 209). When the baths are analysed historically, they show similarities and

! Correspondence to: Master Student, Maltepe University, Istanbul, icmimarzeynepatik@gmail.com, ORCID No: 0000-
0002-1848-0810

2 Asst. Prof., Maltepe University, Istanbul, ipekdemircioglu@maltepe.edu.tr, ORCID No: 0000-0001-6736-9695

RESEARCH ARTICLE / ARASTIRMA MAKALESI SEKIZGEN ACADEMY



Journal of Interior Design and Academy

differences depending on the period and culture. When analysed periodically, it is seen that Roman

baths are different from Ottoman baths in many respects.
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Figure 1. Roman bath plan scheme (Atik, 2024)

Roman baths are architectural structures integrated with other buildings for public use such as sports
centres (gymnasium), libraries, etc. Baths, which reflect the culture of the Romans, Ottomans and
then Turkey, have an important place in our history. In Rome, baths were places where the rich and
poor socialised together; it is reflected in our culture as a place that meets the same need for
socialisation. Turkish baths, similar to ancient baths, consist of a changing room, cold room, hot room
and private retreat. From the architectural point of view of Istanbul baths, it is known that there is a
special group built as a double bath. In addition to the architectural signs indicating that the men's
and women's sections are separate, care is taken to ensure that the doors of the two separate sections

do not face the same place.

It is important to preserve the traces from the past and transfer them to the future, and sometimes to
provide new functions to the continuity of the buildings in the process of transfer. When the buildings
are analysed in terms of the concept of spatial transformation; it is seen that the scope of some spaces
have changed but their functions have remained the same, some spaces have remained the same and
lost their function, and some spaces have lost their essence by changing both their scope and
functions. In this context, various conservation and reuse methods are being developed in order to
ensure that historical buildings, which have lost their functions over time and whose use is decreasing

today, do not lose their connection with life and integrate into the new urban order.
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One of the buildings that have been re-functionalised through spatial transformation is the Selimiye
Bath, located in the Uskiidar district of Istanbul, whose scope of function has changed while
remaining the same. In this context, in this article, the historical structure of the Selimiye Bath located
in Uskiidar district of Istanbul before the spatial transformation and the sections belonging to the bath
and the interior analysis of the museum, library, restaurant and café concept of the sections that have
survived after restoration and transformation under the name Nevmekan Selimiye and whose old
function has been changed and re-function has been changed will be analyzed by on-site observation

method.

2. HISTORICAL ANALYSIS AND SPATIAL TRANSFORMATION PROCESS OF BATH
SPACES AS A WET AREA

Bath culture has become an ongoing cultural component of civilisation in every period from the
Sumerians to the present day. It is known that baths were frequently used in the ancient kingdoms of
Israel in Assyria and the Shita Pools, a bath preserved until today. Hindus, on the other hand, built
temples by the water's edge; they always regarded water as holy water and thought that they were
cleansed of their sins by bathing. The Benares temple on the banks of the Ganges river can be given
as an example. Indians believe in the protective function of water and continue to practice it as a
tradition until today, believing that water purifies the soul and body from evil and impurities through
some rituals. The Hittites also practised similar rituals in Anatolia and the same tradition can be seen
in Egyptian history. Jews complete their day by washing their rabbis in a pool they consecrate.
Christians, on the other hand, believe that all their sins can be erased by washing with holy water.
Since water and the places where it is used have been given great importance throughout the history
of civilisations, wet areas have been built in many buildings. One of the most important examples of
these places is the baths. It is the only place where needs such as washing, cleaning and rest are also
met. Traces of the first interior spaces built for bathing since ancient times are found in India, Ancient
Egypt, Ancient Aegean and Greek civilisations. When the bath places are examined historically, they
show similarities and differences varying according to the period and culture. When considered
periodically, it is seen that Roman baths are different from Ottoman baths in many ways. Roman
baths, sports centres (gymnasium), libraries, etc. are architectural structures integrated with other
structures for public use. Roman baths served many functions. Turkish baths, similar to the baths in
antiquity, consist of undressing, coldness, temperature and halvet sections. When we look at the
Istanbul baths from an architectural point of view, it is known that there is a special group built as

double baths. In addition to the architectural signs indicating that the male and female sections are
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separate, another aspect is the care taken to ensure that the doors of the two separate sections do not
face the same place. The person who comes to the hammam to be cleaned first goes to the dressing

section and prepares for washing here.

The person who comes to the hammam to be cleaned is washed here and then exits the place by
following the opposite direction to this section. The name of the main heating section of the baths is
the ashtray (Figure 2). This section is the last and fourth section of the bath. The aim of the baths in
this order is to increase the heat gradually. Thus, the person who comes to the bath to be cleaned

gradually gets used to the heat and moves towards the centre.
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Figure 2. Kiilhan section (Atik, 2024)
3. SELIMIYE BATH AND HISTORICAL DEVELOPMENT PROCESS

The coldness section is located between the warmth, warmth and undressing, which is a transition
space in the baths. This space, also known as coldness, is known as Tepidarium in Roman baths. The
warmth is usually a rectangular space extending transversely. In this section, there are marble sets for
resting, cleaning cells called shaving (razor) and toilets on one side, sometimes with a passage like a
passage. The temperature section is the third step in the entrance to the bath. This section is the main
part where the washing process takes place. In the sicaklik section, private bathing areas are called
"halvet" and the general area where the common washing process takes place is called "eyvan".
Kiilhan section is the last section of the bath and is the main section where the water is heated in the

bath (Atl1, 1990, pp. 36-38).
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Baths have gained the identity of a public place where the public can gather. Especially after the
Tanzimat, the demand for baths increased in Anatolian provinces and districts. One of the most
characteristic features of this period is that women found a place for themselves in the act of mingling
and meeting in a public space outside of daily life (Algiil, 2011).The Turkish bath, which was
identified with the lifestyle of the people, was not only a place of cleansing and washing, but also a
place where social coexistence rituals were experienced; it was the symbols that came to life through
tellak, natir and kiilhanbeyi (Basa, 2009, p. 209). 209).The hammam, which is a part of social life as
well as cleaning, is a new way of life adopted by the Ottoman culture in social classes at the social
level and gained a meaningful identity with Islamic traditions. The hammams, which provide a space
for common daily life or religious beliefs, remain beyond the external contradictions arising from
human behaviour, traditions, rituals or human nature. Although the introverted cities, large and small
domes known in the context of the values that Anatolian culture has kept alive for centuries have
been destroyed today due to social changes, a small number of baths that keep the neighbourhood
culture alive continue to exist. However, today, in a society where Islamic rules prevail and indirect
construction continues as a part of social life, the baths that have disappeared are replaced by new
facilities after spatial transformations. "SPA (salus per aquam) and Wellness centres", cafes and bars,
which have an important place in popular culture and social memory, where all kinds of pleasure and
entertainment coexist, reflecting the state of the baths before their transformation, have turned into

areas of social cohesion in daily life.

In this context, in the next part of the study, all areas Selimiye bath, which constitutes the sample of
the article before the spatial transformation, will be historically analyzed before and after the spatial

transformation.
3.1. Location, History and Architectural Features of the Building

Selimiye Bath is located to the north of Selimiye Mosque. Selimiye Hammam constitutes almost all
of the area surrounded by Selimiye Hammam Street, Selimiye Mosque Street and Serif Kuyusu Street.

Figure 6 shows a satellite visual of Selimiye Bath and the surrounding buildings.
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Figure 3. Selimiye bath and its surroundings satellite image (Uskiidar Municipality, 2022)

Selimiye Bath, which was built by Sultan Selim III together with Selimiye Barracks to meet the
bathing needs of Nizam-1 Cedid soldiers, is the only bath open only to soldiers until today (Haskan,
2001, p. 973). Until today, the bath seems to be abandoned. According to the author of Hadikatii'l-
Cevami, the Selimiye Bath was built together with the Selimiye Mosque: "1216 (10801-1802) year
was connected to the building and the complex was completed on the 5th day of Muharram 1220 (5
April 1805)". According to this information, Selimiye Bath was built in 1802.

The Selimiye Hamam structure used by the soldiers is surrounded by Selimiye Hamam street in the
northeast direction, Selimiye Mosque street in the northwest direction, Serif Kuyusu street in the
southwest direction and neighbouring parcels in the southeast direction. When the documents
belonging to the building were analysed; it was determined that the coldness, undressing and kiilhan
sections of the building were dismantled in time and replaced by reinforced concrete structures

(Uskiidar Municipality, 2022).
3.2. Selimiye Bath before Spatial Transformation and Interior Analysis of the Building

Selimiye Bath, which underwent spatial transformation, was in a different function before the
transformation, but after the spatial transformation, it was named Nevmekan Selimiye and it is seen
that the sections within the bath are used in different functions. Under the name Nevmekan, there are
3 buildings that have undergone spatial transformation by Uskiidar Municipality. The reason for the
selection of Selimiye Bath located in Uskiidar district of Istanbul province among these buildings is
the idea of proceeding within the scope of wet volumes. Selimiye Bath, which is of great importance
in terms of architecture and art history, has been delivered to its fate over time, lost its function due
to historical and geographical reasons, and has undergone spatial transformation with the priority of

preserving both its corporate identity and its original form as a bath, and today it has started to serve
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as a museum, library, restaurant and café under the name Nevmekan Selimiye. Selimiye Bath consists
of undressing, warmth, temperature, kiilhan and later laundry/woodshed sections. These sections,
which provide a flow from cold to hot for the users, are the preparation of the previous section and

constitute a whole.

The coldness- undressing section was built with a wooden masonry carrier system in the past and this
section, which welcomes the users coming to the bath and where they make their first preparations,
has a rectangular iwan plan scheme and has a courtyard area with a marble ornamental pool in the
middle and canteen, towel room, bathhouse room and changing / rest rooms in the corners. In this
section with a mezzanine, the upper level is reached by a staircase with a U-plan structure and there

are 11 rest rooms.

In Figure 4, it is seen that the section marked with blue color is the undressing room, the section
marked with green color is the warmth, the section marked with yellow color is the temperature and
the section marked with red color is the ashtray. The section marked in purple on the parcel is the
laundry and woodshed section, which is thought to serve the bathhouse. The single-storey sections
other than the areas marked with colors on the map are thought to have been added to the building
over time and were not included in the restitution project study of the bath (Uskiidar Municipality,

2022).

Kiilhan Temperature Warmth Undressing

Laundry/ Woodshed
Figure 4. Selimiye hamam sections (Uskiidar Municipality, 2022)

Kiilhan; In the kiilhan section of Selimiye Bath, there are fictitious fuel tanks. The hearth section is
accessed from the garden and it is known that this section is original. The last space in the western

part of the ashen section was used as a kitchen section and it is in a state of judgement.
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Figure 6. Kiilhan section mterior visual (Uskiidar Municipality, 2022)

Temperature; There is a transition from the warmth section to the temperature section, which is the
main bathing area. Around the rectangular marble belly stone in the centre of the bath (Figure 7),

there are cells in the form of a type with four iwan and cells in the corners.

Figure 7. Temperature Section Iwan, Private Room and Waterway Visual (Uskiidar Municipality,

2022)
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Warmth; While there was a marble wall fountain on the wall to the right of the door in the transition
section from the undressing section to the warmth section, there is no wall fountain in its place today.
The warming section has a rectangular plan and the ceiling is covered with an elephant vault. There
are halvet rooms on the right and left sides of this section and original latrines on the outermost left
side. The roof of the halvet rooms is also covered with a vault (Figure 8) and there are marble benches

and marble kurnas in them.

Figure 8. Selimiye bath warmth section (Uskiidar Municipality, 2022)

Undressing; Selimiye Bath, located in Uskiidar district within a large area, has doors opening to
Serifkuyusu Street and Selimiye Hamam Street. When the interior space analysis of Selimiye Bath is
analysed comprehensively with the context of functional transformation in the sections and space;
the Undressing (Glass case) (Figure 9) part of the bath extending in the East-West direction has lost

its originality over time; It was rebuilt in reinforced concrete frame system.

Figure 9. Undressing Section Image (Uskiidar Municipality, 2022)

Laundry/ Woodshed; Based on the old maps, it was determined that there is a single storey wooden
frame building located on the parcel in the west direction. It is thought that the building, which has
four separate entrances in the southeast direction, is close to the ashtray, and the spaces in the bath

are used as a fuel storage and a laundry serving the bath (Uskiidar Municipality, 2022).
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3.3. Selimiye Bath after Spatial Transformation and Interior Analysis of the Building

Figure 10. Nevmekan selimiye (Atik, 2022)

After the spatial transformation works started by Uskiidar Municipality in 2019 and lasted for about
3 years, it was officially opened in 2021 under the name Nevmekan Selimiye. Based on the old
documents and old maps obtained during the restitution work carried out by Uskiidar Municipality,
it was determined that the Selimiye bath structure, which is a masonry structure observed based on
the old documents and old maps obtained during the restitution work carried out by Uskiidar
Municipality; It was determined that the undressing-coldness section located in the southeast
direction and the ashtray section located in the northwest direction were renewed in time, not in
accordance with the original. Upon these determinations, the reinforced concrete annexes, which were
found to be in the state of destruction during the spatial transformation of the building, were removed
and within the scope of the project prepared according to the pervititich maps instead of the building
in the state of destruction; the reconstruction of the two-storey undressing section and the single-

storey ashtray section consisting of a wooden carcass was proposed.

After the reconstruction and restoration works to be carried out on the bath building, which was built
for the use of the soldiers serving in the barracks but has completely lost its function today, it is

proposed by Uskiidar Municipality to continue its function as a museum, library, restaurant and café.

The central courtyard with entrances on the ground floor of the building, which has a rectangular plan
structure, and the four rooms located in the corners of this courtyard; the room in the right two corners,
which was thought to be the bathhouse / staff room and the changing / rest room before the spatial
transformation, remained. After the spatial transformation, tables and chairs were placed in these two

rooms (Figure 11) and the library became a place for working and eating at the same time.
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Figure 11. Library Study and Dining Room (Atik, 2022)

Kiilhan; Kiilhan section was used to heat the warmth and temperature section spaces and floors of
the bath. After the spatial transformation, it was determined that this section was completely
destroyed. The evaluation of the existing bath as a museum after the spatial transformation fully
supports this. The hearth section in the Kiilhan section was included in the museum area with

restoration works.

Figure 12. Kiilhan section after its spatial transformation (Atik, 2022)

Temperature; The entrance to the temperature section, which is the main bathing place of the bath,
was made with a single wing wooden door. The wooden door was replaced by an arched wall. The
temperature section, which has a rectangular plan structure, consists of two iwans on the right and
left at the entrance to the space, four halvet cells placed in the corners and iwans between the corner
halvet cells. There were marble benches and marble kurnas on the marble benches in the iwans located
on the right and left sides at the entrance. Maintenance and repair works were carried out on these
marble benches and kurnas. The original plasters were tried to be preserved as much as possible
against the plasters and wear and tear on the elephant eyes on the ceilings on these iwans on the right
and left at the entrance to the temperature section, and at the same time, maintenance and repair
applications were made to the marble coverings on the walls.
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Figure 13. Temperature Section After Spatial Transformation Iwan, Private Room and Waterway

Visual (Atik, 2022)

Warmth; When you pass to the warming section, a corridor line is encountered on the right and left.
There are halvet cells within this corridor line. Before the spatial transformation, marble benches
were encountered in the halvet cells. It is seen that some of the floors and walls of the warmth section,
which is covered with a dome vault, were re-coated with marble, and an application was made on the
upper parts of the walls in order to provide integrity with the sections renewed with the same type
and size of the stones and bricks in the bath (Figure 14). Since these benches were destroyed over
time, they were tried to be repaired and those that could be preserved from the furnishing materials
and materials used in this section were preserved and complementary materials were used instead of
those that could not be preserved. At the same time, mortar and grouting applications are made on all

of the walls in accordance with the conservation report (Uskiidar Municipality, 2022).

Figure 14. Warmth section after spatial transformation (Atik, 2022)

Undressing; The ornamental pool is encountered in the centre of the coldness- undressing space
when you pass through the windbreak section of Selimiye bath. When you pass the eating-drinking,

resting and library sections to the left of the ornamental pool, you pass to the warmth space, which is
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the next stage of the coldness- undressing section. Before the spatial transformation, this space was
accessed by a wooden door as mentioned under the title of Selimiye Bath before the spatial
transformation. After the spatial transformation, the entrance to the warming space is provided by the

arch wall.

Figure 15. Spatial Transformation After Undressing Section Image (Atik, 2022; Uskiidar
Municipality, 2022)

Laundry/ Woodshed; While the laundry-woodshed section located opposite the Kiilhan section was
in a completely deserted structure, after the spatial transformation, this section was turned into an
eating and drinking place. A mini kitchen area has been created in the space where preparation will

be provided.

Figure 16. Laundry and wood storage section after spatial transformation (Atik, 2022)
4. CONCLUSION AND SUGGESTIONS

Spatial transformation is the main theme of this study; it is customized and exemplified with the
Selimiye Bath. Selimiye Bath, one of the important cultural heritages of Istanbul, was built during
the reign of Sultan Selim III. This building, which was used in its own function as a bathhouse for a

while in the process until today and then abandoned to its own fate, has undergone spatial
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transformation as a restaurant, library, museum, cafe in different parts after restitution and restoration

works.

Selimiye Bath, located in Uskiidar district of Istanbul province, which is of great importance in terms
of architecture and art history, has undergone a spatial transformation with the priority of preserving
both its corporate identity and its original form as a bathhouse after it was left to its fate over time
and lost its function due to historical and geographical reasons, and today it has started to serve as a
museum, library and restaurant under the name Nevmekan Selimiye. In the place that started to serve
after the spatial transformation, it was seen that historical texture, material, color etc. elements were
given importance. The historical scope of the space is preserved, and the use of the space is not
disconnected from the general atmosphere of the space when new functionalizations are made and by

using related functions.

It can be said that it is a successful spatial transformation study. It has been observed that the period
when it continued to function as a bathhouse and the current functional transformation of the space
traditionally reflect the same style, and it is thought that the study will contribute to the literature. A
general evaluation table about the orginal function, new function and intervention in the building is

given below.

In the functional transformations created in buildings that are about to disappear, such as the Selimiye
baths, the existing state of the building should be preserved as much as possible, and the new function
should be implemented in a way that meets the needs of the user, which will cause such historical

buildings to gain importance again.

Tablo 1.

Selimiye Bath Sections Before and After and Interventions
Part of the Original Function New Function Intervention
Hammam

The fact that the
hammam

Kiilhan section

The Kiilhan section was
used to heat the spaces
and floors of the warmth
and temperature sections
of the bath. After the
spatial transformation, it
was determined that this
section was completely
destroyed.

existing
was also used as a
museum after the
spatial
transformation fully
supports this. The
hearth section in the
Kiilhan section was
included in the
museum area with
restoration works.

A kitchen preparation
area has been created
next to the Kiilhan
section; through this
area food and beverage
needs are prepared fort
he people who come the
Nevmekan.
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Temperature
section

The entrance to the
temperature section was
made with a single wing
wooden door. There were
four iwan located
between the cells ans a
navel stone in the center
of the space.

The wooden door at
the entrance to the
temperature section
has been replaced by
an arched Wall. The
foundation was tried
to be preserved by
removing the belly
stone in the middle
of the tempretaure
section.

Maintenance and repair
works were carried out
on the marble benches
and kurnas in the
temperature section. The
reason for the removal of
the belly stone is to
ensure that the
bathhouse space is also
transformed into a
museum and exhibition
area.

Warmth section

Before the spatial
transformation, this space
was accessed by a
wooden door as
mentioned under the title
of Selimiye Bath before
the spatial transformation.
There are no fountains in
certain parts. The are
halvet rooms to the right
and left of this section.
There are marble benches
and kurnas inside the
halvet rooms.

After the
transformation, the
entrance to  the
warming space is
provided through the
arch wall. Among
the rooms  with
halvet cells, the
room on the right has
undergone a spatial
transformation as a
men’s restroom. The
halvet cells on the
left side was started
to be used as a staff
room.

spatial

The latrine section to the
left of the halvet cell on
the left before the spatial
transformation was
designed as a woman’s
restroom after the spatial
transformation. During
the Project design, the
original latrine Stones in
this section were made
functional and the sinks
were completed with
marble elements to be
typologized.

Undressing section

Laundry/Woodshed

Section lost its essence
and became weak over
time.

The Laundry/Woodshed
section located opposite
the ashtray section is a
completely built-up
structure.

Strengthening  and
repairs were made
while preserving the
essence of section.

After the spatial
transformation, this
section was

transformed into an
eating and drinking

space. A mini
kitchen area has
been created in the
space where

preparation will be
provided.

The restoration was
carried out to ensure the
durability and visuality
of the structure, by
reconstucting it from
wooden frames in a way

that adheres to the
restoration project.
After the spatial
transformation, the
laundry/woodshed
section  outside the

building was restored as
a mini cafe where
dessert treats are served
in addition to the food
and beverage area.
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MODULAR APPROACH IN HOUSING DESIGN: RELOCATABLE LIVING UNITS AND
SUSTAINABLE SOLUTIONS

Konut Tasariminda Modiiler Yaklasim: Yeniden Konumlandirilabilir Yasam Birimleri ve

Siirdiiriilebilir Coziimler
Selcem BAYIR AYDIN', Ceren Tugba AYDOGAN?
Oz
2. Diinya Savas1 sonrasinda konut ihtiyacinin standartlagmasiyla, mimarlik disiplini bu ihtiyaclara cevap olarak modiiler
tasarim sistemini benimsemeye baslamigtir. Modiiler tasarimin esnekligi, her bir bilesenin degistirilebilir, ylikseltilebilir
veya yeniden yapilandirilabilir olmasi, iiriin veya sistemlerin kolayca 6zellestirilebilmesine ve farkli ihtiyaglara uygun
hale gelmesine olanak saglamistir. Bu tasarim yaklagimi, barinma merkezleri, ekolojik kdyler ve dogal afetlere karsi
kullanilan gecici konutlarda siirdirilebilir bir ¢6ziim sunma potansiyeli tasimaktadir. Bu ¢aligma, TUBITAK-2209-A
Universite Ogrencileri Arastirma Projeleri Destegi Programi kapsaminda yiiriitiilen "Yeniden Konumlandirilabilir /
Modiiler Yap1 Teknikleri ile Siirdiiriilebilir Yagam Birimleri Olusturma" projesini tanitmaktadir. Proje, ihtiya¢ dahilinde
kullaniciya diinyanin her yerinde konumlandirilabilir ve kullanilabilir yasam birimleri sunmay1 hedeflemekte, ayni
zamanda {rliniin ergonomik, konforlu ve pratik bir kullanim sunarak katki saglayabilecegini diiglinmektedir. Ayrica,
projenin potansiyel etkilerine odaklanarak, elde edilen sonuglarin dergi makaleleri, ulusal ve uluslararas1 konferans

bildirileri ile paylasilmasinin yani sira, lisansiistii 6grencilere tez konularinda yardimer olabilecek bir kaynak olma
potansiyeli tagimaktadir.

Anahtar Kelimeler: Modiiler tasarim, esnek mekéan, siirdiiriilebilir konut, ergonomi

Abstract

After the Second World War, with the standardization of housing needs, the field of architecture began to embrace the
modular design system as a response to these requirements. The flexibility of modular design, where each component is
interchangeable, upgradeable, or reconfigurable, allows products or systems to be easily customized and adapted to
different needs. This design approach holds the potential to offer sustainable solutions in housing centers, ecological
villages, and temporary housing used against natural disasters. This study introduces the project "Creating
Relocatable/Modular Living Units with Sustainable Building Techniques," conducted within the scope of the TUBITAK-
2209-A University Students Research Projects Support Program. The project aims to provide relocatable and usable living
units anywhere in the world based on demand, while also considering the product's potential contribution through
ergonomic, comfortable, and practical usage. Additionally, by focusing on the potential impacts of the project, there is
the possibility of sharing the obtained results through journal articles and national/international conference presentations,
serving as a resource that could assist graduate students in their thesis topics.

Keywords: Modular design, flexible space, sustainable housing, ergonomics
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1.GIRiS

Insanoglu, vakit gegirdigi ortami kendi degisim ve gelisimlerine gore uyarlama cabasi igerisinde
bulunur, bu da yalnizca esnek olarak kurgulanmis bir plan semasi iizerinde iyi sonuglar
verebilmektedir. Konutun, olugabilecek sosyal, ekonomik, teknolojik ve toplumsal tiim degisimlere
uyum saglayabilmesi ve gerektiginde kullanicinin konutunda ihtiyacina gére mekansal diizenlemeler

yapabilmesi esneklik, adapte olma ve degisebilme kavramlariyla ilgilidir.

Ozellikle Covid-19 salgini déneminde evlerde gegirilen zamanin artis1 ve tek bir oturma elemaninin
iizerinde dahi bir siirii eylemi gerceklestirmek zorunda olusumuz mekan icerisinde esnekligin
gereksinimi artmistir. Konuttan beklentilerimizi de degistiren bu siire¢, konutu sadece yasama
mekanlar1 degil, ayn1 zamanda c¢alisma, dinlenme, ofis gibi pek ¢ok eylemin bir arada

gerceklestirildigi mekanlara doniistiirmiistiir (Suta ve Akansel, 2023:2).

Hasol (1998), mekan esnekligini, "Bir dig giiclin etkisi altinda uzamak, kisalmak, egrilmek gibi sekil
degisikliklerine ugradiktan sonra etkinin kalkmasiyla eski seklini alabilme 6zelliginde olan" seklinde
tanimlar. Ozdemir (1999) ise, esnekligi, bir yap1 veya sistemde istendiginde ilk haline geri dénebilme
ve kosullara gore degisebilme yetenegini saglayan miidahaleler olarak degerlendirir. Islamoglu
(2014) tarafindan ifade edilen goriise gore, mekanin kalite degerinin yiiksek tutulabilmesi, tasarimin
her kosula uyum saglayabilmesi ile iliskilendirilmigtir. Bayram (2011) ise, konutta esnekligi;
"Tasarimin, kullanicilarin degisen kosullar altinda gelisen ihtiyaglarina cevap verebilme yetenegi"
olarak agiklar. Ayni1 zamanda, esneklik ve alt basliklar1 mimarlik literatiiriinde, endiistrilesme oncesi
donemde anonim mimarligin dogal bir 6znesi iken iizerine tartisilmadan, dogal olarak mekénlarin
uyabilir, c¢ok defa kullanilabilir, degisikliklere cevap verebilir ve uyarlanabilir olduklar

goriilmektedir. (Alsibaai, 2022:19).

Kizmaz ve Kos (2015) tarafindan tanimlanan esneklik kavrami, tasarimin ¢esitli kullanic tiirlerini
icermesi gerektigini One siirer. Bu kavram, ayn1 zamanda adaptasyon, modiilerlik, degisim, doniisiim

ve mimari siirdiiriilebilirlik gibi pek ¢ok ilkeyi de beraberinde getirmektedir.
2. KONUT TASARIMINDA MODULER YAKLASIM

Hasol'un (1998) taniminda, modern mimaride modiil kavrami, yapr Olgiilerinde tekrarlanan ve
standartlagmay1 kolaylastiran uzunluk birimi olarak 6ne ¢ikiyor. Bu tanim, mimari tasarimin pratik
yOniinii vurgulayarak yapilarin planlanmasi ve ingasi siirecindeki énemini belirtiyor.

Ote yandan, Kuban'in (1988) perspektifine gére, modiil terimi yap: planlamasinda temel birim olarak

ele alintyor. Kuban, modiiliin bir yapinin veya yap1 6gesinin boyutlarina ve diizenine dayali olarak
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belirlenen standart bir 6l¢ii birimi oldugunu belirtiyor. Bu bakis agisi, mimari tasarimin yapisal ve

estetik yonlerini dengede tutarak yapi bilesenlerinin uyumlu bir sekilde bir araya getirilmesini saglar.
Bilginer ise, modiil kavramini "standart bir boyutsal birim" olarak tanimlamigtir. Bu tanimlama
icerisinde, modiiliin li¢ temel karakteristik 6zelliginden bahsedilmektedir: birim olusu, boyutsal olusu
ve standartlagsmis olusu. Bu tanim, modiilii standart bir 6l¢ii birimi olarak belirleyerek, onun birim
niteligi, belirli bir boyutta olmasi ve standartlasmis olmas1 6zelliklerini vurgulamaktadir (Bilginer,

1963).

Modiilerlik kavramu iirlin ve olusum asamasinin daha nitelikli bir sekilde gelistirilmesini amaglayan
bir tasarim stratejisidir. Yani bu sistem, birbirinden bagimsiz olarak tasarlanabilirken, birlikte bir
biitiin olarak islev goren bilesenlerden olusmaktadir (Baldwin ve Clark, 1997). Modiiler yaklagimin
benimsenmesine katki saglayarak tasarim siirecini hizlandiran bu bilesenler, birgok alanda oldugu
gibi konut tasariminda da tercih edilmistir. Daha detayli inceleyecek olursak; modiiler yaklagim,
konutlarin belirli bilesenlerinin iiretim asamasinda standartlagtirllmasini ve montajlanabilir bir
sekilde iiretilmesini ifade eder. Bu durumun bir¢ok avantaji vardir. Oncelikle, modiiler konutlar daha
hizli bir sekilde insa edilebilir. Fabrikada iiretilen modiillerin santiyede montajlanmasi giinler veya
haftalar siirebilirken, geleneksel insaat yontemleriyle inga edilen konutlar aylar veya yillar stirebilir.
Ayrica, fabrika ortaminda gerceklestirilen iiretim, daha siki bir kalite kontrolii saglayacaginda hatalari
minimuma indirebilir. Bu durum, modiiler konutlarin genel kalitesini artirarak daha yiiksek bir

standartta olmalarina katki saglar.

Modiiler konutlarin tiretimi genellikle enerji verimli ve siirdiiriilebilir malzemelerden olugmaktadir.
Yani cevre dostudur ve atik miktarini azaltacagindan enerji tasarrufu saglar. Ayrica, modiiler
konutlar, istendiginde tasiabilir veya yeniden yapilandirilabilir, bu da siirdiiriilebilirlik agisindan

biiyiik bir avantaj saglamaktadir.

Son olarak, modiiler konutlar genellikle daha maliyet-etkin olabilir. Fabrikada iiretilen modiiler
yapilar, iscilik maliyetlerini azaltabilir ve malzeme israfin1 dnleyebilir. Ayrica, bu tip konutlar
genellikle daha diisiik enerji maliyetleri ve daha az bakim gerektirir. Modiiler konutlar ayn1 zamanda
cesitli tasarim stillerine ve farkli boyutlara uyum saglayabilme esnekligi sunar. Bu yontem, hizls,

kaliteli, cevre dostu ve ekonomik bir konut insas1 i¢in popiiler bir tercihtir.
2.1. Modiiler Tasarimin Gelecegi: Siirdiiriilebilir ve Esnek Yerlesim Alanlar: Icin Bir Coziim

Gelecege yonelik bir perspektifle, kiiresel 6l¢ekte karbon ayak izini azaltmak ve betonlagmay1 kontrol
altina almak i¢in tasarimc1 olarak sormamiz gereken temel bir soru su olabilir: "Verilen alanda daha

stirdiiriilebilir bir yerlesim nasil olusturulabilir?"”
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Bu sorunun cevabi olarak mekana esneklik ve modiilerlik kavramlar1 ekleyerek, bireylerin tek bir

hareketi ile bulunduklar1 alan1 fonksiyonlara/programlara bdlebiliyor olmasi kiiglik alanlarin
kullanilabilirligini arttirirken, ekonomik ve siirdiiriilebilirlik anlaminda da olumlu geri doniisler

saglamaktadir.

Literatiir ¢aligmalar1 incelendiginde, genellikle modiiler konutlarin var olan yapilarin iizerine
(6rnegin, konteyner gibi) insa edildigi goriiliirken, bu 6neride 6zellikle dikkat ceken, modiiler evlerin
birbirine ge¢me sistemleri ile inga edilmesidir. Yeni bir 6neri olarak olusturulan bu yapilar, istenirse
farkl sekillerde konumlandirilabilirler. Kisi, bu yapinin kurulumunu bizzat gerceklestirebilecegi gibi,

ayni zamanda bir firma yetkilendirilerek de bu islemi {istlenebilir.

Yeniden konumlandirilabilen yapilarin tasariminda genel anlamda saglanan esneklik, odak noktasini
konumsal esneklige yonlendirirken, bu tasarimda 6ne ¢ikan temel 6zellik, kullaniciya konumsal

esneklik sunmanin yani sira modiiler tasarim araciligiyla fonksiyonel esnekligi de icermesidir.
2.1.1. Siirdiiriilebilir Yaklasim

Yeniden konumlandirilabilir modiiler yapr teknigi, stirdiiriilebilir yasam birimleri olusturmak i¢in
oldukga etkili bir yontemdir. Ele alinan proje kapsaminda bu teknik kullanilarak, kullanicilara degisen
ihtiya¢ ve tercihlere uygun sekilde mekanlarint yeniden diizenleme veya tasima imkani
taninmaktadir. Yeniden konumlanma sayesinde bu yapi taginabilir, sokiilebilir ve yeniden
kurulabilecektir. Yapi, hizli bir sekilde insa edilebilir ve herhangi bir yere tasinabilirken, karmasik

bir ingaat siirecine ihtiya¢ duymayacaktir.

Modiiler yap1 kavraminda ise, birlikte calisabilir bilesenlerden olusacagindan birbiriyle baglantili
modiilleri igerir ve bu modiiller istenildiginde genisletilebilir veya kiigiiltiilebilirler. Bu yaklagimin
benimsenmesi, standart bir yapiya gore daha hizli ve kolay bir insa siirecini saglar. Bunun yant sira,
bu yontemin kullanilmasi tasarlanan yapida stirdiiriilebilirlik agisindan bir dizi avantaj sunmaktadir.
Boylelikle kaynak kullanimini optimize eder, atik miktarini azaltir, enerji verimliligini artirir ve yesil
malzemelerin kullanimimi tesvik eder. Projemiz detayli bir sekilde, asagida siralanan maddeleri

dikkate alarak tasarlanmistir. Bunlar;

e Daha az kaynak tiiketimi: Yeniden kullanilabilir ve modiiler yapilar, daha az malzeme
tilketimi saglar. Bu da dogal kaynaklarin korunmasma yardimci olabilir. Tasarlanan bu

projede de bu hususlar dikkate alinmstir.
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o Tasinabilirlik: Bu yapilar, kullanicilarin mevcut yasam birimlerini tagimasina veya yeni

alanlarda yeniden kurmasina olanak tanir. Bu da insanlarin yer degistirmesi veya yeni
bolgelere yerlesmesi gerektiginde daha esnek bir segenek sunar.

e Daha verimli enerji kullanimi: Yeniden konumlandirilabilir ve modiiler yapilar, enerji
verimliligi igin tasarlanabilir. Iyi bir izolasyon, enerji tasarrufu saglayan iklimlendirme
sistemleri ve yenilenebilir enerji kaynaklarina (gilines paneli, riizgar tiirbini vb.) kolayca
entegre edilebilirler.

o Siirdiiriilebilir malzemelerin kullanimi: Bir¢ok yeniden konumlandirilabilir ve modiiler
yapi, geri doniistiiriilmiis veya geri doniistiiriilebilir malzemelerin kullanilmasini saglar. Bu

da atik miktarin1 azaltir ve dogal kaynak kullanimini sinirlar.

Bu faktorler, projenin siirdiiriilebilirlik agisindan potansiyelini gostermektedir. Ancak,
unutulmamalhidir ki ve siirdiiriilebilirlik hedefleri, bolgesel gereksinimler ve maliyetler gibi gesitli
faktorlere bagl olarak degisebilir. Bu calisma kapsaminda ise, 6zellikle acil durumlar, gegici konut
ihtiyaclart veya degisken yasam kosullar1 gibi durumlarda kullanilabilir. Ayrica, siirdiiriilebilir ve
cevre dostu yasam birimleri olusturmak isteyen kisiler veya topluluklar i¢in de uygun bir segenek

olacag diisiiniilmektedir.
2.2. Projenin Amaci

Doganin biiyiileyici giizellikleri karsisinda insan, ylizyillardir kendi yagam birimini, kisisel istek ve
arzularina uygun sekilde diizenleme cabasi igerisine girmistir. Bu sebeple, mimarlik her zaman
kullanic1 odakl1 galismalara 6nem vermis ve bu alanda yenilik¢i fikirler ortaya koymustur. Oneriler,
mobilya 6l¢eginden konut dlcegine kadar genis bir yelpazede sunulmus ve insan hayatini etkileyen

onemli olaylar, bu siirecin evrimine farkli yonlendirmeler getirmistir.

Ornegin, diinya genelinde etkisini hissettien COVID-19 salgimi sirasinda insanlar, evlerinde
normalden daha fazla zaman gegirmek zorunda kaldilar ve bu siirecte adaptasyon ¢abasi igine girdiler.
Kisiler, bunun sonucunda kendi ev ortamlarinda ¢esitli yeniliklere yonelerek, bir masa veya tabure
iizerinde ders ¢aligma, is gorlismeleri yapma, yemek yeme, aile fertleri ile sosyallesme, hatta resim

cizme gibi ekstra aktivitelerde bulundular.

Baska bir 6rnek verecek olursa eger: Tiirkiye gibi bir iilke, gegmiste bir¢ok dogal afetle basa ¢ikma
zorunluluguyla karsi karsiya kalmistir; bu afetler arasinda sel, deprem, ¢i1g vb. gibi durumlar
bulunmaktadir. Olusan bu dogal afetlerin sonucunda, genis bir niifus kesimi barinma sorunlartyla

kars1 karsiya kalmis ve olaylar zinciri, mimariyi kokten etkileyen bir siirecin baglamasina yol agmustir.
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Bu siirecle birlikte, tasarlanan projenin belirlenen amacini anlamak olduk¢a 6nemlidir. Bu amag,
dogal afetlere maruz kalan topluluklar i¢in etkili, siirdiiriilebilir ve hizli bir barinma ¢6ziimii
olusturmaktir. Mimari agidan, bu siireg, yapilarin dayanikliligi, acil durum planlamasi ve hizl
reaksiyon kapasitesi gibi faktorlerin vurgulanmasina neden olmustur. Bunun yam sira, projenin

ongordiigii ¢oziimlerin, somut ve Slgiilebilir avantajlar sunmasi beklenmektedir.
2.3. Projenin Yontemi

Calismanin iiretilen ¢oziimleri uygulanabilir nitelige doniistiiriilerek, konut tasariminda islevsel ve
esnek mekanlar yaratma olasiliginin artirmasi hedeflenmektedir. Bu hedefe katki saglamak amaciyla,
proje dncelikle asamalara boliinmiis ve detayli bir literatiir taramasi yapilarak baglanmistir. Ardindan,
eskiz ve tasarim silirecine karar verilmis, modiiler birim kavrami detayl bir sekilde incelenmis ve
alternatif tasarim Onerileri gelistirilmistir. Ardindan, uygulamaya yonelik ¢izimler ve modellemeler
yapilmigtir. Sonrasinda ise, liriiniin prototipi olusturularak patent siirecine gegilecektir. Bu siirec,

projenin amacina ulagsmasi ve yenilik¢i ¢oziimler sunmasi adina dnemli bir bolimi olusturmaktadir

(Grafik 1).

PROJE YONTEMI
7. Etap-Patent
Arastirmasi 1. Etap-Konuyla
10% ilgili arastirma,

6. Etap-Atolye
Calismasi
10%

veri elde etme.
25%

. Etap-Tasarim
Siireci (Eskiz
Calismasi)
15%

prototipi...

Kararlarinin
Alinmasi)
15%

Grafik 1. Proje Yontemi
Yapilan ¢alismalar sonucunda modiiler bir birim olusturulurken iki temel parametre belirlenmistir.
[1k olarak, modiil olarak adlandirilan pargalardir; bu parcalar, igerisine tek ya da bircok fonksiyonun

gergeklesmesinin amaglandigr bilesenlerdir. Bu parcalar, bir araya gelerek bir biitiin olusturan

elemanlar1 temsil eder. Ikinci olarak, bu pargalarin birlestirilmesi i¢in gereken ara birimlerdir; bu ara
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birimler, ray sistemleri, takma-g¢ikarma sistemleri, teknik aksamlar gibi unsurlari igerir ve modiillerin

bir araya getirilmesini saglar.

Tasarim asamasinda 6nce bu parcalarin icerisinde ne gibi fonksiyonlar olacagi (6rn. dinlenme, yemek
yeme, ¢aligsma vb.) belirlenir. Fonksiyonlar karsiliginda gerekli alan dahilinde parcanin dlgiileri ve
gereksinimleri ayarlanir. (6rn. dinlenirken farkli kombinasyonlarda, viicudun alacagi formlari
diistinerek alanlar tasarlamak) Bu asama konaklama yapabilecegimiz birimin igerisindeki tim
gereksinimleri karsilayana kadar siirecektir. Bunun sonucunda elde edilen modiil parcalar, mekana
ve o anki eylem ihtiyacina gore ara birimler dahilinde birlestirilir. Ara birimler, tak-¢ikar set halinde
olusturulabilirken, bazi durumlarda ise insan hareketine bagli olarak degiskenlik gdstermesi adina
rayl sistemler ile de kurularak tasarima entegre edilebilir. Sekil 1.’de de goriildiigii lizere bu asama

tamamlandiginda, birden ¢ok amaca hizmet eden parcalar biitiinii elde edilir.

EYLEM VE 4
CIKAR - TAK ERGONOMIYE RAYLI SISTEM
SISTEMI UYGUNLUK VE HAREKET

Sekil 1. Modiiler parcalar ve ara birimler.
Modiiler parcalarin olusturdugu bu alanlar, sadece konforlu ve minimal bir atmosfer sunmakla

kalmayip ayn1 zamanda "stirdiiriilebilirlik" prensibini de benimsemektedir. Bu baglamda, yapinin

84



| Journal of Interior Design and Academy

onemli alanlarindan biri olan “mutfak”, yemek yapma ve tiiketme siireclerini diizenleyerek

stirdiiriilebilir yagamin bir parcas1 haline gelir.

Bu boliim, modiiller arasinda siirdiiriilebilirlik agisindan 6zellesmesi gereken bir alani temsil eder.
Clinkii su tliketimi, atiklar vb. konular bu alanda ortaya ¢ikar. Bu konularin saglikli bir sekilde
yonetilebilmesi i¢in literatiirde bulunan c¢aligsmalarin kullanilabilecegi gibi, ayni zamanda yeni
onerilere de acik olmalidir. Ornegin, gri su tanklari kullanimi gibi. Bu kararlar verildikten sonra elde
edilen bilgiler dogrultusunda bir plan semasi ¢ikartilir. Bu semaya uygun, tasarimi olusturacak eskiz
caligmalar1 yapilmaya baglanir. Eskiz ¢aligmalar1 sonucunda esnek ve c¢ok islevli parcalarin karari

verilir.

hareketli moduler pargalar

I

—-_ — <« R —

T/

b = —

= e

yan cephe 6n cephe Q% 3
-

ornek dis kabuk eskizleri

Sekil 2. Eskiz ¢izim 6rnekleri

Bu konaklama biriminde igeride olusturulan fonksiyon ve programlar parcalar ile tamamlanirken, dis
cevreye karsi koruma gorevi goren ve ayni zamanda tasarim diline uygun bir dis kabuk calismast
yapilmaktadir. Dig kabuk c¢alismasi, diinya iizerinde olusturulan konut kirliliginin 6niine gegebilme
ve ayn1 zamanda bir¢ok alanda ¢ok kez kurulup sokiilebilmesi adina yeterli alanlar dahilinde minimal

bir tasarim olarak ele alinir.
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Dis kabugun olusumu, iceride olusturulan parcalar gibi tasarlanacaktir. Bu elemanlar, birbirine
eklenebilir ve daha sonra zarar gormeden sokiiliip, farkli bir alanda yeniden kurulabilir olacak sekilde
tasarlanmistir. Modiil parcalart gibi, bu elemanlar da bir ara birim veya kendi i¢inde bir birlestirici

girinti-¢ikint1 sayesinde kolayca kurulabilecektir.

350-400 cm

Sekil 3. Modiil kapsiil - dis kabuk 6l¢ek onerisi

Tasarim kararlar1 alindiktan sonra, projenin 2D ¢izimleri baglangi¢ta manuel olarak olusturulur. Bu
asamada, ergonomiye bagl 6l¢ekleme sorunlarma dikkat edilir. Saglikli bir mekan olusturabilmek

icin plan semasi detaylandirilir ve ardindan AutoCAD programinda diizenlenerek ¢izimi yapilir.

2D g¢izimlerin hem manuel hem de bilgisayar tabanli bir program araciligiyla olusturulmasinin
ardindan, one siiriilen konutun 3D calismalarina gecilir. Bu c¢alismalar, manuel olarak hazirlanan
maketle desteklenebilecegi gibi ayn1 zamanda bilgisayar destekli tasarim programlarindan biri olan
Sketchup'a aktarilarak detayli bir kontrol saglanir. Bu agamada, 151k ve gdlgelere 6zel bir nem verilir
ve konut lizerinde optimal giines 1s18indan faydalanmak adina i¢ mekanda uygun acikliklar
olusturulur. Bu agikliklar, konut i¢inde dogal aydinlatma saglamanin yani sira mekanin etkili bir

sekilde havalandirilmasina da katkida bulunur.

86



I'I JCJO Journal of Interior Design and Academy

Tasarimin temelini olusturan bu adimlar tamamlandiktan sonra, siirdiiriilebilir ve ekosisteme uygun

malzeme sec¢imi yapilir. Bu malzemeler, sadece siirdiiriilebilir bir konutun insa edilmesine katkida
bulunmakla kalmaz, ayn1 zamanda saglikli bir yasam alan1 elde etmek icin de 6nemlidir. Ciinkii bu
konut birimi, bir aile veya birey i¢in tasarlanabilecegi gibi, farkli ihtiyaclara ve kullanim amaclarina
yonelik bir¢cok alanda kullanilabilecek esneklikte olacaktir. Yani malzeme se¢imi bu anlamda
projenin énemli noktalarindan birini olusturmaktadir. Yapiy1 olusturacak temel malzemeler disinda
(6rn. ahsap) eklentileri olusturacak aydinlatmalar ve gerekli sabit elemanlarinda tasarim karari

verilecektir.

Stirdiiriilebilir bir konut olmasini 6ne siirdiiglimiiz bu yap1 i¢in giines enerjisi panelleri ve giines
enerjisi ile sarj edilebilen aydinlatmalarin kullanilmasi planlanmaktadir. Tasarim kararlarinin alindigt
bu asamalardan sonra, {irlinlin prototipi olusturulmali ve test edilmelidir. Prototip olusturmak i¢in
CNC veya 3D baski cihazlarini kullanabilen uzman kisilerden yardim alinir. Atélye ¢aligmalarinda
nihai iiriin elde edilir. Uriiniin patentini alinmasinin ardindan, bir firma araciligryla modiiler konut

ihtiyacglart dogrultusunda seri iiretime gegilir.
2.4. Bulgular ve Degerlendirme

Tekin ve Atamak, (1997) dedigi gibi, modiiler sistemler, yogun otomasyon ve teknoloji agirlikli
iiretimin yapildigi, liretim faktorlerinin hizla {iretime yonlendirilebildigi ve zamaninda tiiketicilere
ulagtirarak nakde cevrildigi, insanlarin bu ortama uyum gosterdigi ve degisikliklere hizla cevap
verebildigi iiretim siireci olarak da tanimlanabilir. Bu tanimlamadan yola ¢ikarak tasarimda ele alinan,
proje su basliklar altinda dikkate alinmistir.

1. Modiiler Tasarimin Esnekligi: Bu yap1 teknigi sayesinde yasam birimlerinin esnek ve

ozellestirilebilir olmas1 saglanacaktir. Ek olarak kullanicilar, ihtiyaglarina uygun olarak
yasam birimlerini sekillendirebilme imkan1 bulacaklardir.

2. Siirdiiriilebilirlik_ilkeleri ve Uygulamalari: Siirdiiriilebilir mimari prensipleri, modiiler

tasarimin bir pargasi olarak projede uygulanmistir. Bu uygulamalar, ¢evresel etkileri en aza
indirme ve enerji verimliligi gibi siirdiirtilebilirlik hedeflerine ulagsmada etkili olacagi
diistiniilmektedir.

3. Afetlere Karsi Dayamkhhk: Proje, dogal afetlere kars1 direngli ve hizlica kurulabilir

niteliktedir. Acil durum konutlar1 ve afet sonras1 konut ihtiyacini karsilamak i¢in modiiler
tasarimin benimsenmesi, hizli ve etkili miidahale imkan1 saglayacaktir.

4. Kullanici Thtiyaclari: Proje kullanicilarin konfor ve pratiklik beklentilerini karsilamak iizere

tasarlanmistir. Ergonomik tasarim ve kisisellestirilebilirlik, kullanict memnuniyetini artirarak

yasam birimlerinin kullanimmi kolaylastiracaktir. Bu tasarim yaklagimi ayni zamanda,
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kullanicilarin ihtiyaglarina ve tercihlerine uygun olarak yasam alanlarmi diizenleme

ozglrliigii sunarak, modiiler birimlerin daha etkili ve kullanigh hale gelmesine olanak tanir.

5. Uygulama Ornekleri ve Basarilar: Diinya genelindeki basarili modiiler yap1 projeleri

incelendiginde, bu tasarim c¢esitli baglamlarda etkili olacagi diisiiniilmektedir. Farkli
cografyalardaki basar1 Oykiileri, tasarlanan bu yapimin evrensel bir ¢dziim olabilecegini
gostermektedir.

6. Gelecek Perspektifleri: Modiiler yap1 teknikleri, gelecekteki konut tasarim trendlerini

belirleyebilir. Degisen ihtiyaglar ve teknolojik ilerlemelerle birlikte, modiiler tasarimin konut

sektoriindeki dnemi daha da artabilir.

Bu degerlendirmelerin 15181nda sekillendirilen proje, genel basarilarini ve potansiyellerini belirlemek,
bu metotla tasarlanan yasam birimlerinin kullanict ihtiyaglarina uygunlugunu vurgulamak ve
gelecekteki gelismelerin yonlerini tahmin etmek adina saglam bir temele oturmustur. Tasarimin genel
basarisi, modiiler yapilarin esnekligi, ergonomik 6zellikleri ve kisisellestirilebilirligi ile yakindan
iliskilidir.

Ergonomik tasarimin, kullanicilarin fiziksel ve psikolojik ihtiyaclarini karsilamada ne kadar etkili
oldugu g6z oniine alindiginda, proje kullanict memnuniyetini en {ist diizeye ¢ikarmak i¢in gereken
adimlart atmistir. Bu, yasam birimlerinin pratiklik, konfor ve islevselligiyle bir araya getirilmis,
kullanicilarin kendilerini evlerinde rahat ve 6zel hissetmelerini saglayacak bir ¢6ziim sunmustur.
Ote yandan, projenin siirdiiriilebilirlik ilkelerine odaklanmasi, cevre dostu malzemelerin se¢imi ve
enerji verimliligi uygulamalari ile gelecekteki yasam birimlerinin ¢evresel etkilerini minimuma
indirme potansiyelini tagimaktadir. Bu, not edilmelidir ki, siirdiiriilebilirlik kavrami stirekli evrim

halindedir ve bu proje, sektore onciiliik eden bir yaklagimla bu evrimin bir parcas1 olmaktadir.

Sonug olarak, bu degerlendirme, tasarlanan projenin genel basarilarini objektif bir bicimde analiz
etmekte ve projenin kullanici ihtiyaglarina uygunlugunu net bir sekilde belirtmektedir. Projenin
potansiyeli hem kullanic1 deneyimi hem de siirdiiriilebilirlik agisindan gelecekteki modiiler konut

tasarimlari i¢in ilham kaynagi olma yoniinde giiclii bir temel olusturmaktadir.

2.5.Sonug

Insanoglu, uzun bir siiredir kendi yasam alanmni olusturma cabas1 icerisindedir. Bu ¢aba, bireysel
isteklere ve arzulara uygun bir sekilde yagam birimini diizenleme amacini tasimaktadir. Bu baglamda,
mimarlik alan1 her zaman kullanic1 odakli ¢aligmalara agirlik vermis ve bu alanda yenilikgi fikirler
geligtirmistir. Bu ¢aligmada, Covid-19 salgini ve dogal afetler gibi zorlayict durumlar karsisinda hizli

¢Oziim bulma ihtiyaci, konut beklentilerimizi degistirmis ve modiiler tasarima yonlendirmistir.
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Proje kapsaminda ele alinan bu yaklagim, kullanicilara yasam birimlerini ihtiyaglarina ve tercihlerine

gore esnek bir sekilde 6zellestirme imkani sunmay1 hedeflemektedir. Bu sayede bireyler, kendi yagam
alanlarini kisisel ihtiyaglarina uygun sekilde diizenleyebilme ve 6zellestirebilme 6zgiirliigline sahip
olacaklardir. Tasarim siirecinin baslangicindan itibaren, mekanin diizenlenmesine ve kullanimina
yonelik bu faktorlerin géz oniinde bulundurulmasi, mekanin ¢ok amagh ve ¢esitli ihtiyaclara cevap
vermesine katki saglayacaktir. Proje, temelde siirdiiriilebilir malzemeleri ve enerji verimli tasarimi
kapsar. Bu yaklagim, yasam birimlerinin ¢evresel etkisini azaltmay1 ve enerji tasarrufunu artirmay1
hedeflemektedir. Tasarim ayrica 6nceden tiretilmis parcalarin bir araya getirilmesini igermekte, bu da
hizli kurulum ve degisiklik anlamina gelmektedir. Boylelikle, acil durum konutlar1 veya gegici

barinma ihtiyaclari i¢in ideal olabilir.

Projenin yaklasimy, ilk olarak birim i¢inde hangi fonksiyonlarin yer alacagini belirlemeyi ve ardindan
bu fonksiyonlara uygun olarak parcalarin boyutlarini ve gereksinimlerini belirlemeyi igerir. Ornegin,
dinlenme sirasinda farkli viicut formlarini diisiinerek alanlar tasarlanir. Bu siire¢, birimin tiim
gereksinimlerini karsilayacak sekilde devam eder. Elde edilen modiil pargalari, mekéana ve ihtiyaca
gore birlestirilir. Ara birimler, tak-¢ikar setler veya degiskenlik gosterebilen rayli sistemlerle entegre

edilir. Sonucunda da birden fazla amaca hizmet eden pargalar biitiinii olusturulur.

Tasarlanan modiiler parcalarin olusturdugu alanlar sadece konfor ve minimal bir atmosfer sunmakla
kalmaz, ayn1 zamanda siirdiiriilebilirlik ilkesini benimserler. Bu baglamda, mutfak gibi evin 6nemli
alanlari, enerji ve su tasarrufu saglayan yenilik¢i tasarim ve ¢oziimlerle donatilarak siirdiiriilebilir
yasami desteklerler. Geri doniistiiriilebilir malzemelerin kullanimi, atik yonetimi sistemlerinin
entegrasyonu ve slirdiiriilebilir tarim iirlinlerinin desteklenmesi gibi adimlarla, mutfak ¢evresel etkiyi
en aza indirmeyi amagclar. Sonug olarak, mutfak gibi alanlar sadece yemek hazirlama yerleri olmaktan

cikip, siirdiirtilebilir yasam tarzini destekleyen merkezi noktalara doniistirler.

Bu konaklama biriminde, i¢ mekan olusturulan fonksiyonlar ve programlar parcalarla tamamlanirken,
disartya kars1 koruma saglayan ve ayni zamanda tasarim diline uygun bir dis kabuk olusturulur. D1
kabuk tasarim, kiiresel konut kirliligini azaltma amaciyla minimal bir tasarim olarak ele alinirken,
ayni zamanda bir¢ok alanda kurulup sokiilebilmesi i¢in yeterli alanlar saglanir. Bu yaklagim, ¢cevreye
duyarlilik ve kaynaklarin verimli kullanimiyla uyumlu bir sekilde birlestirilerek, modern yasamin
gereksinimlerine cevap verecek nitelikte bir yap1 ortaya ¢ikarilmasini hedefler. Boylece, i¢ ve dis
mekanlarin entegrasyonuyla siirdiiriilebilir bir yagam alan1 olusturulurken, ayn1 zamanda estetik ve

islevsellik de goz oniinde bulundurulur.
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Tasarim kararlar1 alindiktan sonra, projenin 2D ¢izimleri manuel veya bilgisayar tabanli olarak

olusturulur. Ardindan, konutun 3D c¢alismalarina gecilir ve detayli bir kontrol saglanir. Isik ve
golgelere 6nem verilir ve i¢ mekanda dogal aydinlatmay1 saglamak icin uygun agikliklar olusturulur.
Tasarimin temelini olusturan adimlar tamamlandiktan sonra, siirdiiriilebilir ve ekosisteme uygun
malzemeler secilir. Bu malzemeler, sadece siirdiiriilebilir bir konutun insasina katki saglamakla
kalmaz, ayn1 zamanda saglikli bir yasam alani olusturur. Malzeme se¢imi, projenin 6nemli bir
noktasini olusturur ve yapiy1 olusturacak temel malzemelerin yani sira aydinlatma ve sabit elemanlar

da tasarim kararlarina bagh olarak belirlenir.

Stirdiiriilebilir bir konut i¢in glines enerjisi panelleri ve giines enerjisi ile sarj edilebilen aydinlatmalar
kullanilmasi planlanmaktadir. Tasarim kararlar1 alindiktan sonra, {iriiniin prototipi olusturulmali ve
test edilmelidir. CNC veya 3D baski cihazlarini kullanabilen uzmanlardan yardim alinarak atdlye
calismalar1 gerceklestirilir ve nihai iiriin elde edilir. Uriiniin patent alinmasinin ardindan, modiiler

konut ihtiyag¢lart dogrultusunda seri iiretime gegilir.

Bu anlatilanlarin 151¢inda modiiler bir tasarim olarak diisiiniilen bu yapinin birgok avantajma ek
olarak, baz1 dezavantajlar1 da bulunmaktadir. Bu zorluklar arasinda, teknolojik 6zelliklerin
entegrasyonu yer alabilir. ileri teknolojilere sahip modiiler yasam birimleri tasarlamak ve bu
teknolojileri gilincellemek, siirekli olarak degisen teknoloji ortami nedeniyle zor olabilir. Modiiler
birimlerin uzun vadeli bakim1 ve yonetimi, geleneksel yapilar kadar basit olmayabilir. Modiiler
tasarim, bakim ve onarim siireglerini diisiinerek planlanmalidir. Farkli modiiler yap1 birimlerinin
tasarim ve Olciilerindeki farkliliklar, bazen estetik veya islevsel uyumsuzluklara neden olabilir. Bu

durum, bir biitiin olarak yapilanma konusunda zorluklar dogurabilir.

Sonug olarak, ele alinan tasarimin avantajlart ve zorluklari, dogru bir sekilde planlandiginda ve
uygulandiginda siirdiiriilebilir yasam birimleri olusturmak icin giiglii bir ara¢ olacagi
diistiniilmektedir. Ancak, bu tasarim yontemini kullanmadan 6nce, yerel kosullar, kiiltiirel beklentiler
ve teknik zorluklar gibi faktorler dikkate alinmalidir. Ayrica, proje kullanic1 deneyimi ve gevresel
stirdiiriilebilirlik acisindan gelecekteki modiiler konut tasarimlarina ilham verme konusunda saglam
bir temel olusturmaktadir. Boylelikle modiiler konut tasarimlariin sadece kullanici ihtiyaglarin
kargilamakla kalmayip ayn1 zamanda ¢evreye duyarli ve siirdiiriilebilir ¢6ziimler sunma yetenegine

sahip oldugunu ve gelecekteki konut projeleri i¢in yaratici, etkili bir model sunmaktadir.
Tesekkiir ve Bilgi Notu

Makalede, ulusal ve uluslararasi arastirma ve yayin etigine uyulmustur. Calismada Etik Kurul izni

gerekmemistir.
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Cikar Catismas1 Beyam

Yazarlar herhangi bir ¢ikar ¢atigmasi olmadigini beyan etmektedirler.
Arastirmacilarin Katki Orami1 Beyan Ozeti

Yazarlar makaleye esit oranda katki saglamis olduklarini beyan etmektedirler.
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SUMMARY

People strive to adapt their surroundings to their own changes and developments. In housing design,
the ability to adapt to social, economic, technological, and societal changes and to make adjustments
according to user units is emphasized. Especially during the Covid-19 pandemic period, the increase
in spread at home, its prevalence, and its importance have been observed. Space, as defined by Hasol,
is expressed as the ability to regain its original form after being deformed by an external influence.

In this context, flexibility in architectural literature is a natural feature before industrialization.
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Flexibility represents the adaptability, frequent usability, responsiveness to changes, and adaptability

of spaces. Space, especially in the living conditions of the pandemic period, has turned housing into
spaces where not only the distribution of living areas but also various events such as work, rest, and

office take place together.

The modular approach is an evolutionary design strategy consisting of components that can be
independently designed but form a functional whole when assembled (Baldwin and Clark, 1997).
With this approach, housing design involves the standardization of specific components during the
production phase and their assembly in a manufacturable manner. This allows for the rapid
construction of modular homes, tighter quality control, and the creation of environmentally friendly,
energy-efficient dwellings made from sustainable materials. Additionally, the portability or

reconfigurability of modular homes provides sustainability advantages.

Another advantage of modular homes is their cost-effectiveness, as factory production reduces labor
costs, prevents material waste, lowers energy expenses, and requires less maintenance. Additionally,
their flexibility to accommodate various design styles and sizes makes them a popular choice for

rapid, high-quality, environmentally friendly, and economical housing construction.

The proposed design aims to reduce the global carbon footprint and mitigate urbanization by focusing
on the principle of sustainability. This concept enhances the usability of small spaces by enabling
users to partition their surroundings into functions or programs with a single movement, thereby

providing economic and sustainable solutions.

Within the scope of the design methodology, literature reviews were initially conducted, revealing
that modular homes are typically built on existing structures. However, in the proposed design,
modular homes are constructed with interlocking systems. A key emphasis in this proposal is the
flexibility for modular homes to be positioned in different configurations if desired. The installation
of these structures can be carried out by individuals or undertaken by a company. The flexibility
achieved in the design of these repositionable structures generally directs focus towards spatial
adaptability. A standout feature of this design is its ability to provide users with both spatial and
functional flexibility through modular design. This approach demonstrates the potential effectiveness

of sustainable, economical, and user-friendly housing designs in meeting future needs.

In the project, two fundamental parameters were established when creating modular units. The first
parameter is the "modules," which are components aimed at accommodating one or more functions
and coming together to form a cohesive whole. These modules represent the elements that make up

the unit. The second parameter is the "intermediary units" required for assembling these components.
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These intermediary units include rail systems, plug-and-play systems, technical components, etc.,

facilitating the assembly of modules. These defined parameters serve the purpose of creating

functional and flexible spaces during the design process.

As a result of the conducted studies, during the design phase of the modular units, it is essential to
first determine the functions that the components will accommodate. For instance, dimensions and
requirements of the parts should be adjusted within the necessary space to fulfill functions such as
resting, dining, working, etc. This process should continue until all the requirements within the
accommodation unit are met. The obtained modular components should then be assembled within
intermediary units according to the space and the current activity needs. These intermediary units can
be constructed as plug-and-play sets or integrated into the design with rail systems to allow for
variability depending on human movement. The parameters defined in the project aim to create
sustainable and functional housing tailored to user needs by utilizing the advantages provided by

modular design.

The functional aspect of a building, particularly the "kitchen" area, which encompasses the processes
of cooking and consuming food, is becoming an integral part of sustainable living. This section
represents an area within the modules that should specialize in sustainability among modules. This is
because issues such as water consumption and waste management play a significant role in this area.
In order to effectively manage these issues, it is necessary to not only utilize existing studies in the
literature but also be open to new proposals. For example, considering innovative solutions such as

greywater tanks is recommended.

After all these examinations, a plan diagram has been created, and sketch studies detailing the design
according to this diagram have commenced. As a result of the sketch studies, components that will
provide flexibility and multifunctionality have been identified. Throughout the design process, the
modular approach has been prioritized, focusing on developing solutions that align with user needs

and the functions of the space.

The functions and programs determined within the structure have been completed with components.
Simultaneously, a protective role against the external environment has been undertaken, and an outer
shell suitable for a minimal design language has been proposed. This outer shell acts as a barrier
against external elements while seamlessly integrating with the structure. Emphasized for its ability
to prevent housing pollution and its assembly-disassembly capability, it serves as a shield. Similar to

the interior components, the outer shell elements can be assembled without damage, allowing them
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to be assembled in a different area. Like modular components, these elements have assembly

mechanisms that facilitate easy installation.

After design decisions were made, 2D drawings were created manually and computer-based, followed
by transitioning to 3D work. At this stage, special attention was given to light and shadows, creating
suitable openings in the interior to optimize sunlight. Following these foundational steps of the
design, sustainable and eco-friendly material selection was prioritized to target flexible and healthy
living spaces. The design was particularly crafted using sustainable energy sources such as solar
panels and rechargeable lighting. Finally, this study, based on the design example addressed, will

serve as a guiding light for flexible, functional, and sustainable spatial solutions for future modular

structures.
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THE IMPORTANCE OF INTERIOR DESIGN PERCEPTION ON MICHELIN
RESTAURANTS

I¢ Mekan Tasarim Algisinin Michelin Restoranlar Uzerindeki Onemi

ildem AYTAR SEVER!

Oz

Bu calismada amag, toplum davranis driintiilerinin mekéansal kurguyla iligkisini incelemektir. Bu anlamda, genel olarak
mekan ve davranig iliskisinin belirli bir fiziksel mekan olan restoranlar iizerinden incelenmesini konu almaktadir.
Calismada, 6zellikle Michelin restoranlarin tasarimsal tipolojilerin irdelenmesi ve bu tiplerde Tiirkiye dlgeginde segilen
Michelin restoranlarin mekansal dizim ile mekénsal kurgusunun ortaya ¢ikarilmasi saglanmistir. Michelin restoranlar
icindeki davranigsal oriintiiler bulunarak, fiziksel mekan ve davranig iligkisi arasinda bazi ¢ikarimlara ulasilmaya
calistlmistir. Caligma kapsaminda, Restoranlarin siniflandirilmasryla ilgili pek ¢ok kriter bulunmasina ragmen, 6zellikle
diinyanin her yerinde kabul gérmiis Michelin restoranlarina yer verilmektedir. Calisma kapsaminda birgok kiiltiire eslik
etmis iki kitay1 birbirine baglayan essiz lokasyonu ile biiyiileyici gegmise sahip olan Istanbul’da yer alan Michelin y1ldizli
restoranlardan drnekler verilerek bu mekanlarin tasarim kriterleri incelenmistir. Gastronomi diinyasinda 6nemli bir etkiye
sahip olan Michelin Rehberi ile ilgili literatiir caligmalar1 yapilmistir. Yapilan literatiir taramasinin ardindan Michelin
yildizli restoranlar mimari tasarim yonii ile ele alinip degerlendirilmistir.

Anahtar Kelimeler: Restoran, i¢c mekan, tasarimda algt, Michelin Rehberi

Abstract

The aim of this study is to examine relationship between social behavior patterns and spatial fiction. It is generally about
examining the relationship between space and behavior through restaurants, which are a specific physical location.
Especially design typologies of Michelin restaurants examined; spatial arrangement and spatial fiction of Michelin
restaurants selected in Turkey revealed. By identifying behavioral patterns within Michelin restaurants, some inferences
about the relationship between physical space and behavior attempted. Although there are many criteria for restaurants
classification, especially Michelin restaurants that are recognized worldwide included. Examples of Michelin star
restaurants in Istanbul, which has a fascinating history with its unique location connecting two continents that have
accompanied many cultures, given and design criteria of these places examined. Literature studies have been carried out
on Michelin Guide, which has a significant impact in gastronomy world. Following the literature review, Michelin star
restaurants discussed and evaluated for architectural design.

Keywords: Restaurant, interior, perception in design, Michelin Guide
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1. GIRIS

Istanbul, zengin tarihi ve essiz cografi konumuyla birgok kiiltiire ev sahipligi yapmis bir sehirdir.
Bogazici'nin iki kitasini birbirine baglayan bu muazzam lokasyon, tarih kokan yapilarla dolu bir
miras1 barindirmaktadir. Sehirdeki etkileyici binalar, sadece gorsel agidan degil, aynt zamanda

birbirinden ¢esitli ve lezzetli gastronomik deneyimlere de ev sahipligi yapmaktadir.

Zamanin baglangicindan bu giine kadar, yemek yeme eylemi ile mutfak ve restoran olgusu bir biitiin
olarak tiim yasdigimiz mekanlarda karsimiza ¢ikmistir. yiizyillardir kendini zamanin ve yagsam
sekillerinin dogrultusunda, karsimiza kendini devamli yenileyen ve gelisen bir mekan olarak

cikmistir. (Kavut 2020)

Restoranlar, Istanbul'un tarihini ve kiiltiiriinii yansitan benzersiz atmosferler sunar. Bu mekanlar hem
yerel hem de uluslararast mutfaklardan esinlenen yaratici meniiler sunarak ziyaret¢ilere unutulmaz
bir lezzet yolculugu yasatiyor. Sehrin kalbindeki bu tarihi binalarda, ge¢misin izleriyle bugiiniin

modern tatlarinin bulustugu bir atmosfer olusturulmustur.

Istanbul'daki restoranlar sadece yemek deneyimi sunmakla kalmayip aym zamanda tarihle i¢ ice
gecmis bir atmosferde misafirlerine benzersiz bir deneyim sunar. Bu, sehrin kiiltiirel zenginligini ve

gastronomik c¢esitliligini bir araya getirerek ziyaretgilere unutulmaz anlar yasatir.

Istanbul, tarihsel olarak cesitli biiyiik uygarliklara ev sahipligi yapmis bir metropol olarak dikkat
ceker. Roma Imparatorlugu, Bizans Imparatorlugu ve Osmanli Imparatorlugu gibi 6nemli
medeniyetler, bu sehir iizerinde belirgin izler birakarak, ge¢gmisten giiniimiize uzanan zengin bir

kiiltiirel miras olusturmuslardir.

Cografi konumu, Istanbul'u Avrupa'nin en dogusu ile Asya'nin en batis1 arasinda benzersiz bir
stratejik konumda yerlestirir. Bogazi¢i'nin iki yakasi arasindaki bu kavsak noktast hem tarihsel hem

de kiiltiirel olarak farkli cografyalardan gelen etkilesimleri gosterir.

Istanbul, bu kapsamli etkilesim sonucunda farkl kiiltiirlerin, geleneklerin ve adetlerin bir araya
geldigi bir mozaik halini almistir. Antik Roma déneminden baslayarak, Bizans'in énemli yapilarina
ve Osmanli'nin etkileyici saraylarina kadar uzanan tarihi zenginlik, sehirdeki sokaklarda dolasanlar
icin bir acik hava miizesi sunmaktadir. Istanbul'un mekénlari, gegmisin izlerini giiniimiiz
modernitesiyle birlestirerek, kiiltiirel bir ¢esitliligi yansitan essiz bir miras1 sergilemektedir. Din, dil,
egitim, kiiltlir, ekonomi, cografi yapisi ile bu benzersiz sehir ayni zamanda mimarisi ile de farkli izler

barindirmaktadir. Yiiksek tavanli binalar, cumbali balkonlar, dar sokaklar, bogaz manzarasi, giil
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bahgeleri ile dokuya renk ve detay veren bir¢ok taki yapilar1 kimlik katmay1 basarmistir. Tabi dikkat

ceken bunca unsurun yaninda yeme-igme sektoriiniin hacmine deginecek olursak, diinyadaki farkli

lokasyonlara gore major farkliklar ortaya koydugunu sdyleyebiliriz.

Restoran kelime anlami olarak giliniimiize gelene kadar farkli diisliniirler tarafindan farkli tanimlara
sahiptir. Spang’a gore, saglik ve dinglik veren ¢orba anlaminda kullanilan restoran kavrami bugiin

iicret karsiliginda yemek hizmetinin sunuldugu yerler i¢in kullanilmaktadir.

Insanoglunun en temel ihtiyaci olan beslenme eylemi yerlesik hayata gegis, atesin icat edilmesi vb.
gelisimler ile farklilagmistir. Tarimin geligsmesi, teknolojinin ilerlemesi, ekonomik ve sosyolojik pek
cok gelisme insanlarin hayatlarini her alanda etkilemistir. Bu etki insanliin en temel ihtiyaglarindan

olan yemek tiikketiminde de olduk¢a 6nem kazanmaktadir.

Yeme i¢gme eyleminin en temel fizyolojik ihtiya¢ oldugu g6z 6niine alindiginda bu ihtiyaci kargilamak
amaci ile sekillenen ticari mekanlar yani restoranlar olusmaya baglamistir. Ayni1 zamanda bireyin
sosyokiiltiirel ve psikolojik ihtiyaglarina da karsilik veren bu mekanlarin giiniimiize kadar oldukga

fazla gelisim gosterdigi anlagilmaktadir.

Restoranlarin dilbilimsel ve tarihsel evrimini goz 6niinde bulundurarak, bu mekanlar1 her miisterisi
icin O0zel bir masa ve sandalyeye sahip, meniisiinde 6zenle secilmis yiyecek ve icecek segenekleri
sunan, ayrica yiyecek iceceklerin her miisteri i¢in 6zel olarak hazirlanip belirli bir sira ile sunuldugu

yerler olarak tanimlamak miimkiindiir (Y1ildiz, 2010).

2. iISTANBUL’DA MICHELIN YILDIZLI RESTORANLAR: NEOLOKAL VE TURK
FATIH TUTAK ORNEGI

Bireyin sosyal ve kiiltiirel ihtiyaclarinin degismesi, kadinin ig hayatina girerek aile ve toplum i¢indeki
roliiniin degismesi, yemek yapmakta zaman acisindan zorlanmasi, kiginin ¢alisma saatleri disinda
sosyallesmek istemesi gibi bir¢ok etken yemek tiiketiminin ev disina ¢ikmasina neden olmus ve
olmaktadir. Giiniimiizde bu ve bunun gibi pek cok etken ile bireyler farklt motivasyonlar ve
beklentiler i¢ine girmis bu da farkli ihtiyaglari dogurmustur. Artan ihtiyaglara cevap verebilmek i¢in
restoranlar da farkli hizmet anlayislar1 gelistirmislerdir. Giiniimiizde restoranlar insanlarin farkli
deneyim yasamalarmi saglayacak mimari tasarimlart ile merak, algi ve farkli lezzet duygulari

yasayacaklari mekanlar olarak karsimiza ¢ikmaktadir.

Restoranlarin smiflandirilmasiyla ilgili pek ¢ok kriter bulunmasina ragmen caligma kapsaminda

ozellikle diinyanin her yerinde kabul gérmiis Michelin restoranlarina yer verilmektedir. Gastronomi

97



I'IV, J&O Journal of Interior Design and Academy

ve yemek kiiltiirii bakimindan 6nemli sayginliga sahip bir derecelendirme sistemi olan Michelin

Rehberi, Avrupa'da Kirmizi Rehber (Michelin Rouge) olarak da bilinmektedir. Michelin Rehberi,

ortaya c¢iktig1 tarihten glinlimiize kadar konfor, fiyat ve diger kategorilerde en iyi restoranlarin
secilerek ddiillendirildigi bir rehberdir. Michelin Rehberi, Avrupa Restoran Endiistrisi'nde bilinen ve
sektordeki etkili sonuglar alinan restoran rehberidir. Diinyadaki diger restoran rehberlerine gore
temsil yetenegi daha fazla olan Michelin Rehberi degismez standartlara sahiptir (Uguzluoglu, 2021).
Michelin Rehberi’nde yer alan restoranlar i¢in bu standartlari saglayacak baslica tasarim kriterleri 5

ana kritere gore degerlendirilir:

Malzemelerin Kalitesi: Kullanilan malzemelerin tazeligi, lezzeti ve yiiksek kalitesi
Yemegin Ustaligi: Yemegin pisirme teknigi, lezzeti ve sunumu
Kisilik: Sefin mutfaga olan tutkusu ve 6zgiinliigii

Fiyat-Kalite Orani: Yemegin sunuldugu fiyatin sundugu kaliteye uygunlugu

A e

Diizenlilik: Restoranin tutarliligi ve her seferinde ayn1 yiiksek standartlar1 sunabilmesi

Michelin Rehberi degismez standartlarin gelisimini etkileyen, Michelin yildizli restoranlar i¢in
oldukca 6nemli bir degerlendirme kriteri ise misafir yorumlaridir. Misafirlerin, sefler ve restoranlar

icin yapilar 6vgiiler, Michelin Rehberi'ni tercih etmede 6nemli bir etkendir (Uguzluoglu, 2021).

Michelin Rehberi ge¢misten giiniimiize diinyadaki genisleme durumu dikkate alindiginda 2006 yilina
kadar sadece Avrupa kitasindaki iilkelerde bulunan rehber, 2006 yilindan sonra Avrupa'nin disinda
ilk kez Amerika'da yer almistir. 2012 yilinda ise San Francisco, Chicago, Hong Kong ve Macau
rehberleride yayimlanmistir. 2012 yilindan itibaren Michelin Rehberi, Tokyo, Yokohama, Kamakura,
Kyoto ve Nara'ya kadar ulagmistir. Diinya'da 2020 y1linda toplam 34 iilkede Michelin Rehberine giren
restoran bulunmaktadir. Avrupa kitasinda 25 iilkede, Amerika kitasinda 2 iilkede, Asya ve Uzak
Dogu'da 7 iilkede yer alan Michelin Rehberi'ne giren restoranlarin toplam sayist 16.111 adettir.
Michelin restoran kriterlerine goére bu rakam incelendiginde, 3 Michelin yildizli restoran 132, 2
Michelin yildizli restoran 453, 1 Michelin yildizli restoran 2.520, Bib Gourmand kategorisinde
bulunan 3.340, The Michelin Plate kategorisinde bulunan 9.666 restoran bulunmaktadir (Uguzluoglu,
2021). Michelin Rehberi Tiirkiye'de ise sadece Istanbul sehrinde 2022 yilinda yayimlandi. Diger
iilkelere gore nispeten daha ge¢ gelen Michelin ilk yayimlanmasinda Tiirkiye'de 3 yildiz1 higbir
restoran kazanamazken Fatih Tutak Tiirk Restoran 2 yildiz kazandi. Dort farkli restoran ise 1 yildiz
kazand1 (Temizkan ve Aktepe, 2023). Neolokal, gastronomi ve siirdiirebilirlik alanindaki

caligmalarindan 6tiirii 1 Michelin yildizina Michelin yesil yildizini ekledi (Url 1).
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Diinya Ulkeleri tarafindan kabul gormiis, restoran derecelendirme sistemlerinden biri olan Michelin

Rehberi, belirli standartlar1 saglayan iyi restoranlara yildiz olarak nitelendirilen sembol vermektedir.

Michelin yildiz1 ilk olarak tek yildiz kriteri olarak ortaya ¢ikmig, daha sonralari iki ve ii¢ yildiz
ifadeleri kullanilmaya baslanmistir. Bu derecelendirme restorandaki yemekten mekanin tasarimina
ve dekoruna kadar birgok etkeni i¢inde barindirir. Yildizlarin ilk anlamlarina bakildiginda 'bir yildiz'
restoranin yol boyunca bakilmaya deger oldugu, 'iki y1ldiz' yol dolambagli olsa bile yolu uzatmaya
deger oldugunu, 'li¢ yildiz' ise bu restoran i¢in 6zel bir yolculuga deger olacaga anlamlarini
tasimaktaydi. 1936 yilinda ise yildizlarin anlamlarinda degisikler olmustur, bu degisikler
sonucundaki anlamlar1 Sekil 1'de yer almaktadir (Cavus vd., 2018).

% :Alaninda ¢ok iyi bir restoran
%% :Mikemmel yemek, rotay: degistirmeye deger

% % % : Fevkalade bir mutfak (stil), 6zel bir yolculuga deger

Sekil 1. Michelin Yildizi, (Cavus vd., 2018)

Alaninda 6nemli bir prestij unsuru olusturan Michelin yildizli restoranlarin gastronomik alanda iyi
olmanin disinda mimari tasarim unsurlart ile de oOne ciktiklar1 goriilmektedir. Gilinlimiizde
restoranlarda asil amag, yemek deneyimi olsa da miisteriler restoranin mekansal tasarimindan,
personelin yaklasgimma ve sunumuna kadar pek ¢ok faktdrii gdz oniinde bulundurmakta ve

beklentileri bu yonde sekillenmektedir.

Bir restoranin hizmeti sunus bigimi ayn1 zamanda kalitesinin gostergesi niteliginde olan Michelin
rehberi, basta yemek lezzetleri olmak iizere yapilan servisin hizi, misafirlerin agirlanmasi,
karsilanmasi, calisanlarin iletisim becerileri ve davranis bigimleri gibi pek ¢ok faktorli iginde

barindirirken bu faktorlerden bir tanesi de restoranin mekansal 6zellikleridir.

Iki kitay1 birbirine baglayan essiz lokasyonu ile biiyiileyici gegmise sahip olan Istanbul’da yer alan
Michelin yildizli restoranlardan bir tanesi 2014’de agilan Neolokal. Salt Galata’da yer alan Sef
Maksut Askar’in ev sahipligi yaptig1 restoran koklii tarihe sahip Istanbul’un tarih kokan bdlgesinde
yer alirken gastronomik anlamdaki yaklasimi ile de bir biitiinliik saglamaktadir. Ge¢gmisten gelen

tatlarin giinlimiize uyarlanmasi ile de tatlarin siirdiirtilebilir yoniinii vurgulamaktadir.

Eski ile yeni arasinda koprii niteliginde olan restoran mekansal tasarim ozellikleri ile de ayni1 etkiyi
yaratmaktadir. Insanlar, estetik tercihlerini kendi yasam tarzlaria ve gevrelerine yansitirlar. estetik

giizellik ve ifadeyi kesfetmenin ve paylasmanin temel bir yoludur. Sanat, insanlarin farkli
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kiiltiirlerden gelmelerine ragmen bir araya gelmelerini saglayan evrensel bir dildir. Bu uslubun

mekanda dogru kullanimi1 gastronomi, estetik ve mimariyi bir araya getirmistir. Mimari agidan
degerlendirildiginde mekan misafirleri dogrudan tarih ile bulusturmaktadir. Ahsap malzemenin
vermis oldugu sicaklik ilk olarak dosemede sonrasinda masa ve sandalyelerde misafirler ile
bulusmaktadir. Tavan yiiksekliginden olabildigince faydalanmaya ¢aligmak ile birlikte elektrik ve
mekanik tesisatin endiistriyel yanini ortaya koymaktadir. Tiim bunlarinin yaninda tarihi yarimaday1
goren essiz manzarayi cesur bir bicimde paylasan biiylik gorkemli pencere cerceveleri adeta bir
Istanbul masalin1 canli sekilde lezzetli kokular arasinda misafirleri ile deneyimleme firsat1 bularak

gozler Oniinti sermektedir.

Mekanin hizmet verdigi saatleri goz Oniinde bulundurdugumuzda cephenin essiz manzara ile
biitiinlesmesi havanin kararmasi ile ayr1 bir anlam ortaya koymakta ve tarihi sokak arasindan ¢ikan
151k yayilimlart mekan igindeki aydinlatma ile dramatik ritmi adeta kucaklamaktadir. Los 1siklar
arasinda servis edilen lezzetler, yemek masalarinin iizerindeki dar agili aydinlatma armatiirleri ile
odagin yemege ¢ekilmesi gerektigi konusunda net bir tavir sergilemektedir. Boylelikle mekanin

gozdesinin meniideki essiz lezzetler oldugu vurgusu misafirlere her noktada hatirlatmaktadir.

Bir diger 6rnek ise, TURK FATIH TUTAK. Kontra Mimarhk tarafindan tasarlanan Sisli Now
Bomonti’de yer alan restoran istanbul’daki ilk Michelin y1ldizl1 restorandr. Iki y1ldizla édiillendirilen
Michelin yildizli restoran ise koklii Tiirk lezzetlerinden vazgegmeyerek geleneksel yemeklerin
yeniden yorumlamay1 misyon edinmektedir. Gastronomik anlamda alisilmig tatlarin modern edilerek
sunulan tabaklar ile birlikte mekansal olarak da sicak bir atmosfer yaratilmistir. Mekan kimligini
olusturan en 6nemli unsurlardan biri olan aydinlatma bu mekéanda sicak ortak olusturma anlaminda

On plana ¢ikmaktadir.

Fatih Tutak Sef’in mekanina deginecek olursak, mutfakta yer alan dinamik ritim durumunu
misafirlerini ¢esitli mekansal malzemeler ile bastan mesajini net bir sekilde ortaya koymaktadir.
Granit yer dosemesi, ahgsap masalara eslik eden taba renkli deri oturma {initeleri, tavanda briit beton
bosluklarin yaninda akustige destek olan mesh panelleri dinamik ruhu deneyimlemenin her aninda
misafirlerine yansitmadir. Aydinlatma armatiirlerinin mekandaki dagilimi ve 151k oran1i normal

oOl¢iitlerin iizerinde seyretmesi, sefin lezzetlerindeki seffaflia vurgulamaktadir.

Neolokal ve TURK FATIH TUTAK restoranlarinin i¢ mekanlarindaki ortak tasarim kriterlerine
bakildiginda bazi detaylar dikkat cekmektedir. Neolokal ve TURK FATIH TUTAK restoranlarinin
i¢ mekanlarindaki kullanilan ahgap malzemenin egemenligi, i¢ mekan algisini giiclendirmeye yonelik

bir yaklasim oldugu sOylenebilir. Beraberinde bu yaklasimla her iki restoranda da ortak olarak
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kullanilan ahsap malzemesinin, Michelin yildiz1 segilen restoranlarin mekan kriterlerinde etkileyici

bir unsur olabilecegi diisliniilebilir. Ahsap malzeme Neolokal’ da zeminde kullanilirken, TURK
FATIH TUTAK ’ta tavan ve duvar kaplamalarinda karsimiza ¢tkmaktadir. Yine i¢ mekan tasariminda
renk kalabaligindan kacinildigi, 151k oranlarinin hemen hemen ayni degerlere sahip olmasi her iki i¢

mekan tasariminda da goriilen ortak niteliklerdir.
3. SONUC

Global agidan birgok destinasyonda yer alan yiizyil1 agkin bir siiredir istikrarla devam eden Michelin
restoran basta ¢ok basarili bir pazarlama yontemi olarak ortaya c¢ikmistir. Denetleme Olgiitii
bakimindan lezzet odakli olan bu sistem iiriin kalitesi, pisirme teknigi, deneyimleme gibi farkl
acilardan da derecelendirme kriterleri ortaya koymaktadir. Bu deneyimlemeler i¢in diizgiin bir
altyapiya ihtiyag duymamiz gerektigi gercegini ortadan kaldirmaz. Lezzetli bir yemegi ortaya
koyabilmek, basarili ekipmanlar1 beraberinde getirir. Diizgiin bir bigak, catal, kasik, mikser, rondo,
nasil basaril1 bir as¢1 i¢in vazgegilmez ekipmanlarsa, dogru yiikseklikteki tezgah, diizgilin genislikteki
evye, kolay erisilebilen firin, buzdolab1 gibi bir¢ok entegratdr sistemin diizgiin bir sekilde ¢alismast
icin olmasi gereken tabir-i caizse diger orkestra elemanlaridir. Tabiki lezzetin sunumu ayr1 bir
deneyimleme kistas1 olarak karsimiza ¢ikmaktadir. Diinyanin neresinde olursak olalim dogru sunum
elamanlar1 ve ihtiya¢ duyulan asgari konfor alanini bu sistemin vazgecilmez unsurlar1 olarak ortay
koymak durumdadir. Mekan tanimi ile eslestirebilecegimiz bu durum bizleri ayri kriterler ile miisteri
deneyiminin takibini saglamamiz gerektigi gergegi ile karsi karsiya getirmistir. Mekani1 olusturan tim

unsurlart bu deneyimleme ile ayni1 sekilde diistinmek gerekmektedir.

Diistinmeye mekan ziyaretcilerinin beklentilerini sadece lezzetle sinirlamamak gerektigi ile
baslamaliy1z bu durum 1900’lerde ortaya ¢ikan olusumun dogasinda aykiridir. Mekan algisini lezzet
ile ayni1 orandaki 6nemi, bu olusumun basinda seyahat eden miisteri profilinin farkli mekan
deneyimleme isteginin oldugunda g6z onilinde bulunmak gerektigi gercegini ortaya koymustur. Tim
bu durumlar mimarinin lezzet ile biitiinleserek aslindaki bu yildizli restorantlarin gizli bir y1ldiz1 daha
olmasi gerektigini ve kriterlerin bir de bu ac1 ile desteklenmesinin sistemin siirdiiriilebilirligini

acisinda saglikli olacagini ortaya koymaktadir.

Restoran ziyaretinin temel amaci genellikle yemek tiiketimidir; ancak, Michelin yildizli baz1 prestijli
restoranlarda, insanlar sadece olaganiistli i¢ mekanlarin soluk kesici atmosferinde oturma ayricaligt
icin aylar 6ncesinden rezervasyon yapmak i¢in siraya girmekte ve beklemektedir. Bu durum, mekéan

tasariminin, yemegin 6tesinde miisteri deneyimini zenginlestiren kritik bir faktdr oldugunu vurgular.
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Ziyaretgilerin, sadece yemekle degil ayn1 zamanda mekanin estetik ve atmosferiyle de etkilesimde

bulundugu bu tiir restoranlar, tasarimin 6nemini belirgin bir sekilde ortaya koymaktadir. Kapida uzun
siralar ve dnceden rezervasyon gerekliligi, sadece yemek icin degil, ayn1 zamanda mekanin kendine

Ozgii tasarim ve atmosferi i¢in bir talep oldugunu gosterir.

Michelin yildizli restoranlar, gastronomik deneyimin Stesinde, mimari estetik, ic mekan diizenlemesi
ve atmosferin 6zenle tasarlanmis unsurlariyla miisterilere benzersiz bir deneyim sunmay1 amagclar.
Bu, restoran endiistrisinde tasarimin sadece bir liiks degil, ayn1 zamanda miisteri memnuniyeti ve

algis1 tizerinde belirleyici bir etkiye sahip bir unsuru haline geldigini gosterir.
Tesekkiir ve Bilgi Notu

Makalede yer alan restoran ile ilgili aldigim destek ve goriisler i¢in tesekkiir ederim. Makalede, ulusal

ve uluslararasi arastirma ve yayin etigine uyulmustur. Calismada Etik Kurul izni gerekmemistir.
Cikar Catismas1 Beyam

Makalede ¢ikar ¢catigmasi bulunmamaktadir.

Arastirmacilarin Katki Orami1 Beyan Ozeti

Makale tek yazarlidir.
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SUMMARY

Restaurants offer unique atmospheres that reflect the history and culture of Istanbul. These venues
offer creative menus inspired by both local and international cuisines, offering visitors an
unforgettable culinary journey. In these historic buildings in the heart of the city, an atmosphere is
created where traces of the past meet the modern flavors of today. Although there are many criteria

for the classification of restaurants, the study includes Michelin restaurants, which are accepted all
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over the world. The Michelin Guide, which is one of the restaurant rating systems accepted by the

countries of the world, gives a symbol called a star to good restaurants that meet certain standards.

Neolokal, which opened in 2014, is one of the Michelin-starred restaurants in Istanbul, which has a
fascinating history with its unique location connecting two continents. Located in Salt Galata, the
restaurant, hosted by Chef Maksut Askar, is located in the historic district of Istanbul, which has a
deep-rooted history, while providing integrity with its gastronomic approach. It emphasizes the
sustainable aspect of flavors by adapting flavors from the past to the present. Another example is
TURK FATIH TUTAK. Located in Sisli Now Bomonti, the restaurant is the first Michelin starred
restaurant in Istanbul. Awarded with two stars, the Michelin-starred restaurant has a mission to
reinterpret traditional dishes by not giving up on deep-rooted Turkish flavors. In gastronomic terms,
a warm atmosphere is created spatially along with the modern plates of familiar flavors. Lighting,
one of the most important elements that make up the identity of the space, comes to the forefront in

this space in terms of creating a warm partnership.

Beyond the gastronomic experience, Michelin-starred restaurants aim to offer customers a unique
experience through carefully designed elements of architectural aesthetics, interior arrangement and
atmosphere. This shows that design in the restaurant industry has become not only a luxury, but also

an element that has a decisive influence on customer satisfaction and perception.
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EVOLVING OFFICE INTERIOR DESIGN: NEXT-GENERATION OFFICES
Degisen Ofis i¢c Mekan Tasarimi: Yeni Nesil Ofisler

Fiisun SECER KARIPTAS!, Fatih KARIPTAS?

Oz

Ofisler, degisen ¢alisma kiiltiiriine ve aligkanliklarina uyum saglamak i¢in doniisiime ugramaktadir. Yeni nesil ofisler,
esnek calisma kosullarina uyum saglayan alanlar sunmaktadir. Calisanlar igin farkli amaglar i¢in kullanilabilen ¢ok amaglh
odalar bulunmaktadir. Ergonomik mobilyalar, aydinlatma ve havalandirma gibi unsurlar, ¢alisanlarin sagligini ve refahini
desteklemektedir. Modern teknolojilerle donatilan yeni nesil ofisler, is birligini artirmakta ve iletisimi
kolaylastirmaktadir. A¢ik planli tasarim ve paylasilan alanlar, ¢alisanlarin etkilesimini tesvik ederken, ortak ¢aligma
alanlari, yaraticiligi ve is birligini desteklemekte, ayni1 zamanda ekip ruhunu gii¢lendirmektedir. Yeni nesil ofisler, calisma
kiiltiirii ve is yapis sekillerinin evrimiyle birlikte 6nemli bir doniisiim gecirmistir. Bu ofisler, ¢alisanlarin verimliligini
artirmak, is birligini tesvik etmek ve calisanlarin refahini desteklemek amaciyla 6zenle tasarlanmakta ve bdylece
kullanicilarin memnuniyeti artmaktadir.

Anahtar Kelimeler: Ofis, yeni nesil ofis, esneklik, mobilya

Abstract

Offices are undergoing transformation to adapt to changing work culture and habits. New generation offices offer spaces
that accommodate flexible working conditions. There are multi-purpose rooms that can be used for different purposes by
employees. Elements like ergonomic furniture, lighting, and ventilation support the health and well-being of employees.
Equipped with modern technologies, new generation offices enhance collaboration and facilitate communication. Open-
plan designs and shared spaces promote interaction among employees, while common work areas support creativity and
collaboration, also strengthening team spirit. New generation offices have undergone significant transformation in line
with the evolution of work culture and practices. These offices are meticulously designed to increase employee
productivity, promote collaboration, and support employee well-being.

Keywords: Office, new generation office, flexibility, furniture
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1. GIRIS

Ofisler temel olarak calisma mekanlaridir. Tarihte yasanan sosyo-ekonomik degisimler caligma
mekanlarin1 da etkilemistir. Oncelikle diinyada tarim devrimi, daha sonra endiistri devrimi
yasanmistir. En son olarak ise bilgi devrimi yasanmaktadir. Bu devrim sosyo-kiiltiirel, ekonomik ve
siyasal alanda ortaya ¢ikan yeni yasam bi¢imidir. Bilgi devrimi ayn1 zamanda kiiresellesme siirecini

de beraberinde getirmistir. Bu da ofis yapilar1 gibi ¢alisma mekanlarinin yeniden bigimlenmesine

sebep olmustur.

Endiistri Devrimi diinyada pek ¢ok degistirdigi gibi ofis mekanlarinin gelisiminde de dnemli bir
milattir. Bu tarihten sonra bilgi teknolojilerinin gelismesiyle iiretilen teknolojiye uyum saglayan yeni
calisma ortamlarinin ortaya ¢ikmasina neden olmustur. Bu c¢alisma bigimleri ofislerin tarihsel
gelisimini etkilemistir. Bu kapsamda ii¢ farkli ¢aligma bi¢iminden bahsedilebilir. Taylorizm, Fordizm
ve Post Fordizm. Taylorizm, Frederic Winslow Taylor’un ortaya koydugu endiistriyel yonetim
sisteminde, calisana degil, yapilan ise odaklanilmaktadir. Taylorizm olarak adlandirilan bu stratejide
calisanlarin zeki ve yaratict olmalart yerine daha dakik ve senkronize ¢aligmalart istenmektedir.
Fordizm, Henry Ford tarafindan ¢alisan iscilerine giinde sekiz saat ¢alisma igin bes dolar {icret
vermesiyle ortaya c¢ikmistir. Bu bicimin kabul gordiigii en 6nemli donem 1945-1973 yillar
arasindadir. Uretimde is giiciinii ve tiiketim diizeyini arttiran bir yaklasimdir. Montaj hattiyla
kurgulanan bu iiretim seklinin glinimiizde gilincellenerek kullanimmna devam ettigi Ornekler
bulunmaktadir. Post-Fordizm ise i gliciinden ve sermayeden tasarruf etmeyi amag¢ edinen, mikro
elektronik teknolojilerin gelisimiyle ortaya ¢ikmustir. Uriinlerin esnekligi, birden ¢ok {iriiniin ayni

anda iiretilebilmesi amaglanmistir (Imal, 2009).

Gegmisten glinlimiize ofisler fiziksel 6zelliklerine gore siniflandirildiginda ise hiicre diizenli ofisler,
acik ofisler, grup, serbest diizenli ve karma diizenli ofisler olarak ayrilabilir. Hiicresel ofisler, tarihsel
olarak Orta Cag'dan giiniimiize kadar gelen ve geleneksel ofis diizenlemesi olarak kabul edilen bir
tipidir. Bu ofislerde, ¢esitli biiyiikliiklerde odalar kullanilir ve paneller, boliiciiler ve hiicresel ofis
kasalar1 ile alanlar ayrilir. Ancak, glinlimiizde is diinyasinda ¢esitli ofis diizenlemeleri tercih
edilmektedir ve hiicresel ofislerin yerini farkli calisma alanlar1 almistir (Naghavi, 1995). Ac¢ik ofisler,
caligsanlar arasindaki iletisimi ve isbirligini tesvik etmek amaciyla gelistirilmistir. Bu diizenlemelerle
birlikte calisanlar, daha kolay bir sekilde bilgi paylasimi yapabilir, fikir aligverisinde bulunabilir ve

ekip caligmalarint daha verimli bir sekilde yiiriitebilirler. Ayrica, biiyiik ofis alanlar1 daha esnek bir
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caligma ortami sunar ve isyerlerinin mekansal ihtiyaclarini daha iyi karsilar. Isyeri tasarimlarinda da
degisiklikler yapilarak, calisma alanlarinin daha islevsel ve ergonomik olmasina dikkat edilir.

Grup diizenli ofisler, bes veya on kisilik calisma gruplar icin diizenlenen ofis katlarindan
olusmaktadir. Bu plan tipi hiicre ve agik diizenli ofisler arasinda bir gegis olarak tasarlanmistir. En
kiigiik 40 en biiyiik 150 metrekare arasinda degisen ¢calisma mekanlar1 bulunmaktadir. Hiicre diizenli
ofislerin koridor ile arasinda kalan boliiciiler kaldirildiginda grup diizenli ofis haline gelmektedir.
Serbest diizenli ofisler, Quickborn tarafindan gelistirilen, geleneksel ofis ve ofis sistemlerini
degistirmeyi hedefleyen bir planlama anlayisini temsil eder. Grup diizenli ofislerse hiicresel ofislerin
duvarlarinin kaldirildig1 ve calisanlarin bir arada ¢alisabilecekleri genis bir alan olusturuldugu bir
diizenlemeyi icermektedir. Bu diizenlemede, benzer projeler iizerinde ¢alisan ekipler halinde
gruplandirilir ve iletisimi kolaylastirmak i¢in ortak alanlar paylasilir. Grup ¢aligmalari ve is birligi bu
diizenlemede 6n plandadir. Karma diizenli ofis bi¢imi ise, hiicre, grup, agik ve serbest diizenli
ofislerin bir araya getirildigi bir yaklagimi temsil etmektedir. Bu bi¢cimde, ofis planlamas is akigina
gore belirlenir ve geometri kavrami yerine daha esnek calisma alanlari olusturulur. Amaci, grup

caligmasini tesvik etmek ve calisanlar arasindaki iligkiyi artirmaktir.

Ozellikle 20. yiizy1lin ortalarindan sonra teknolojinin gelisimi, ¢alisma bigimlerinin degisimiyle ofis
tasarimlarinin organizasyonel yapisi da degismistir. Organizasyonel ofis tipleri, kurumun yapisina ve
isleyisine bagli olarak farkliliklar gosterir. Her bir ofis tipi, belirli bir bagimsizlik diizeyi, etkilesim
ve isbirligi gereksinimleriyle karakterize edilir. Kurumlar, kendi ihtiyaclarina ve hedeflerine uygun
olarak bu ofis tiplerinden birini veya birkacini benimseyebilir. Bu ofis tipleri kovan (hive), hiicre

(cell), kiime (den), kuliip (club) modelleridir.

1980 2000 simdi

Sekil 1. Ofis calisma istasyonlarinin tarihsel gelisimi (Kariptas, 2023)
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2. DEGISEN OFiS KAVRAMI ve iC MEKAN TASARIMI

Calisma mekanlarinin tarihsel gelisimi ve bu mekanlarin 6zelliklerine gore siniflandirilarak
incelenmesi sonucunda ortaya yeni nesil ofis kavrami ¢ikmistir. Geleneksel ofis tasarimlar giderek
yerini daha yenilikgi, igbirlik¢i ve insan merkezli yaklagimlara birakmaktadir. Yeni nesil ofis tasarima,
calisma ortamlarin1 dontistiirerek caliganlarin motivasyonunu, verimlili§ini ve memnuniyetini
artirmay1 hedeflemektedir. Daha Onceleri ofisler tasarlanirken temel olarak metrekarelerin kisi
sayisina oranlanmasi gibi basit bir verimlilik hesabi yapilirken, simdi ofis verimliligi, i¢erdigi sosyal

ve teknolojik imkanlari, sosyallesme, eglence ve spor tesislerinin biitiiniinden olugmaktadir.

Teknolojide yasanan degisimler insanlarin bir¢cok aligkanliklarinin da degismesine sebep olmustur.
Internet kullanimi degisen aliskanliklardandir. Ozellikle son yillarda yasanilan salgin hastaliklar gibi
sebepler ile insanlar artik hayatlarmin oldukca biiyiik bir kismint sanal ortamda toplantilarda
gecirmektedir. Telefonlar ve tabletler ile zamanin biiyiilk kismini gegiren ve bu sekilde caligma
hayatini siirdiiren pek ¢ok kisi vardir. Insanlar zaman gecirdigi sanal diinya {izerinden kazanimlar
elde etmeye baslayarak oturdugu yerden sayisiz hizmeti satin alarak, dakikalar i¢inde iiriinleri
karsilastirtp en uygun yerden aligveris yapabilmektedir. Pek c¢ok kisiyle ayni anda iletisim
kurabilmekte ve ortak bir noktada bulusabilmektedirler. Aslinda ¢alisma ortamlariyla birlikte degisen
caligma sekilleri ortaya ¢ikmistir. Bundan on yil 6nce yeni nesil ¢alisma ortami olarak goriilen bazi
sistemler glinlimiizde siradanlagsmaya baglamistir. Akilli cihazlar, kablosuz baglantilar ve ¢oklu ekran
sistemleri gibi teknolojik Ozellikler, c¢alisanlarin iletisimini kolaylastirir ve is birligini
giiclendirmektedir. Ayn1 zamanda, dijital toplanti odalari, sanal gerceklik deneyimleri ve veri
analitigi gibi yenilikci teknolojiler, ¢alisanlarin verimliligini artirmak ve is siireglerini optimize etmek

icin kullanilmaktadir (Giiney Yiiksel, 2022).

Degisen ofislerde, zaman ve mekan esnekligi tantyan, farkli ¢aligma aktivitelerine ve kisisel tercihlere
uygun mekan cesitliligi saglayan, bilgi teknolojileri ile donatilmig, hiyerarsik diizenin keskin
cizgilerle tanimlanmadigi, ortak kullanim hakki olan g¢aligma ortamlari bulunmaktadir. Bu ofis
tiplerinin ortaya ¢ikma sebeplerini, degisen kullanicit profili ve calisma sartlarina ve gelisen

teknolojiye baglamak miimkiindiir.

Geleneksel ofis tasarimlari artik yerini yeni nesil, insan odakli ve isbirlik¢i yaklasimlara
birakmaktadir. Bu doniistimde, ¢alisanlarin ihtiyaclar1 ve beklentileri temel alinarak tasarlanan ofis
mekanlar1 6nemli bir rol oynamaktadir. Calisan odakli tasarimi benimseyen bu yapi, calisanlarin

ihtiyaclarim1 ve beklentilerini 6n planda tutar. Ergonomik mobilyalar, ayarlanabilir ¢aligma
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istasyonlar1, konforlu oturma alanlar1 ve iyi hava kalitesi gibi unsurlar, ¢alisanlarin saglik ve refahini
destekler. Ayrica, sosyal etkilesimi tesvik eden alanlar, dinlenme koseleri ve egzersiz alanlar1 gibi
bolgeler de calisanlarin motivasyonunu artirir. Calisan odakli tasarim, isyerinde huzur ve is
memnuniyetini destekler. Farkli ¢alisma modellerine uyan, esnek ¢aligma saatleri, uzaktan ¢caligma
modelleri giderek yayginlasmaktadir. Bu nedenle, ofis mekanlar1 ¢alisanlarin ihtiyaglarina gore
diizenlenmeli ve farkli ¢alisma stillerine uygun segenekler sunmalidir. Paylasilan ¢alisma alanlari,
0zel odalar, odaklanma bolgeleri ve toplanti odalari gibi cesitli alanlar, ¢alisanlarin c¢aligma
modellerine uygun olarak se¢cim yapmalarina olanak tanimaktadir. Yeni nesil ofis tasarimlari, is
birligini ve iletisimi tesvik eden alanlara 6nem verir. Ag¢ik planl diizenlemeler, paylasilan ¢alisma
masalari, is birligi bolgeleri ve toplanti odalar1 gibi alanlar, ¢alisanlarin bir araya gelerek fikir
aligverisinde bulunmasini kolaylastirir. Yeni nesil ofis tasarimlari, teknoloji entegrasyonunu
onemseyerek calisanlarin verimliligini artirir. Kablosuz internet baglantisi, akilli cihazlar, ¢oklu
ekran sistemleri ve dijital toplanti odalar1 gibi teknolojik altyapilar, calisanlarin iletisimini
kolaylastirir ve ig birligini giliglendirir. Ayn1 zamanda, dijital araclarla desteklenen veri analitigi ve
proje yonetimi gibi uygulamalar, is siireclerini optimize eder ve verimliligi artirir. Siirdiiriilebilirlik
prensiplerini benimseyerek isyerlerinin c¢evresel etkisini azaltmayi hedefler. Enerji verimli
aydinlatma sistemleri, dogal 151k kullanimi, geri doniistiiriilebilir malzemelerin tercih edilmesi ve atik
yonetimi gibi uygulamalar, enerji tikketimini ve kaynak kullanimini optimize eder. Ayrica, yesil
alanlar, bitki ve bitki duvarlar1 gibi dogal unsurlarin kullanimi da bu ofis tiplerinde tercih

edilmektedir.

Bu ¢alismada segilen ornek ofis projesi, bir plazanin 23. katinda bulunan 575 m2'lik bir alanda
gerceklestirilen bir i¢ mekan tasarimidir. Bu ofis projesi, iOS ve Android tabanli isletim sistemlerine
aplikasyon yazilim hizmeti ve oyun tasarimi alaninda faaliyet gdsteren bir sirket i¢in tasarlanmustir.
Ofisin geng, ve dinamik yapisina uygun bir sekilde, esneklik ve farkli ¢calisma alanlarini bir araya
getiren bir yerlesim plan1 hedeflenmistir. Yeni bir ofis olduklar1 i¢in hem gelecekteki ihtiyaclart hem
de mevcut ihtiyaglar1 karsilayacak bir tasarim olmasi énemli kazanmistir. Ayni zamanda ofisin
calisanlar i¢in ilgi ¢ekici olmasi ve ¢alisanlar arasinda etkilesimi artiracak mekanlar yaratmasi da

oncelikli olarak ele alinmistir (Kariptas, 2023).

Tasarimda, ¢aligma masalar ile cephe arasinda ikinci bir sirkiilasyon alani olusturularak pencere
onilinde farkli fonksiyonlarda ¢alisma ve dinlenme alanlari olusturulmustur. Bu alanlar, ¢aligma
masalarina yakin konumlandirilarak ekip olarak c¢alismanin standart bir toplantt odasinda vakit

gecirmekten daha keyifli hale getirilmesi amaglanmistir. BOylece ¢alisanlar arasindaki etkilesim ve
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iletisim artirilmig, ¢alisma motivasyonu ve verimliligi desteklenmistir. Bu ofis projesi geng ve
dinamik bir sirketin ihtiyaglarini kargilamak, esnek ¢alisma alanlari sunmak ve calisanlar arasindaki
etkilesimi tesvik etmek amaciyla tasarlanmis bir i¢ mekan projesidir. Tasarim asamasinda ofiste
odalarmin rezervasyonu, toplanilmasi i¢in gegen siire gibi vakit ve konsantrasyon kayiplarini en aza
indirmek i¢in Onlemler alinmistir. Bunu saglamak i¢in ofis icerisindeki mekanlar ve islevleri
diizenlemek 6nemli bir rol oynamistir. Ayrica, ¢aligma ortaminin saglikli ve konforlu olmasina da
onem verilmistir. Bu nedenle, temiz su-hava, aydinlatma konforu, ses kontrolii ve malzeme kullanimi1
gibi konularda well bina standartlarina uyum saglanmasi iizerinde fikirbirligi saglanmistir. Bu
standartlar, insan sagligint ve konforunu On planda tutarak, i¢ mekanlarin kalitesini ve

stirdiiriilebilirligini artirmay1 amaclayan bir sertifikasyon sistemidir.

1
i
o

Sekil 2. Ofis yerlesim plani (Erginoglu & Calislar Arsivi)

Calisanlarin keyifli bir ofis ortamina sahip olmalar1 i¢in canli bitki kullanim1 tasarimin temel bir
elemant olarak kabul edilmistir. Yazilim sektoriindeki ¢alisanlarin eglenebilecegi diisiiniilen birgok
oyun alani sosyal alana entegre edilmistir. Calisanlarin yemekleri ofis icerisinde yemek isteyebilecegi

diisiiniilerek bunun i¢in ¢esit fonksiyonlarda oturma alanlari tasarlanmistir.
2.1. Ofis Kiiltiirii ve Mekana Yansitilmasi

Ornek ofisin kurulusundan itibaren planladig1 calisan sayisi ve biiyiime hedefleri dikkate alinarak,

proje tasarimlar1 ve alt yap1 ¢aligmalar1 yapilmistir.
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Sekil 3. Ofis ana girisinden genel bakis (Erginoglu & Calislar Arsivi)

Tasarim agamasinda ofis calisanlarina bazi gorseller gosterilerek tercihlerine gore ofisin kiiltiirii
anlamaya calistimustir. ikili secenekler halinde gésterilen gorselerin sonucunda calisanlarin mood,

renk ve malzeme vb. hakkindaki fikirleri anlagilmaya ¢aligilmistir.

N
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Sekil 4. Ofis kiiltiiriinli anlamaya yonelik ¢alismalar (Erginoglu & Calislar Arsivi)
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2.2. Kullanic1 Gereksinimleri

Ofis i¢c mekan tasarimi projesine baglamadan evvel ofisin kurum kimligi ve kiiltiirii iyi analiz
edilmeye calisilmistir. Oyun tasarimi yapan ve geng bir isveren profiline sahip olan ofisin 6ncelikle
kullanic1 gereksinimleri iizerine bir gériisme yapilmustir. Isverenle yapilan giindelik goriismelerde
stirekli espriyle vurgulanan yakisikli ofis isteginin yani sira temizligin, iklimlendirmenin, giin
15181n1n, yesilin 6nemli oldugu belirtilmistir. Ayrica ¢aligma alanlarinin ¢ok fonksiyonlu olmasi,
eglenceli ve sportif alanlarin yaratilmasi ancak bunun yaninda kendi i¢inde bir denge saglanmasi
istenmistir. isverenin ve ¢alisanlarin 6zel ihtiyaclarindan biri de 3. dalgadir. 3.dalga terimi kahve de
kaliteyi vurgulamaktadir. Kahveyi adeta bir zanaat iiriinii gibi géren 6zel bazi cografik bolgelerde
yetisen, farkli aroma ve tata sahip 6zel nitelikli kahveyi ifade eder. Eglenceli, dinamik, renkli ve farkli
olan bu ofis tasarlanirken yine 3. dalga kahvenin tadina bakilarak, dinlenme molalar1 verilecek ve

ofisin kendi isminden yola ¢ikilarak tasarlanan bir kahve markas1 yaratilmistir.

Sekil 5. Sosyal alandan kafeye bakis (Erginoglu & Caliglar Arsivi)

Ofisin mobilya secimleri, calisanlarin ofisi ev gibi benimsemesini saglamak ve aidiyet duygusunu
giiclendirmek amaciyla yapilmigtir. Bu dogrultuda, ofis igerisinde c¢alisanlarin keyifli vakit

gegcirebilecekleri birgok oyun alan1 ve sosyal alan bulunmaktadir. Sosyal alanda yer alan yemek alan1
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ozel olarak tasarlanmis ve egrisel formlu masalar ile cephede yer alan sedirler kullanilmistir. Ayrica,
calisanlarin rahatlayabilecegi ve sosyallesebilecegi alanlar da ofise entegre edilmistir. Ornegin,
dinlenme koselerinde konforlu koltuklar ve minderler kullanilmis, rahatlatici bir atmosfer
olusturulmustur. Ayn1 zamanda, yaraticiligi desteklemek amaciyla ¢esitli oyun alanlari, masa tenisi

masalari, oyun konsollar1 ve masa oyunlar1 gibi 6gelerle donatilmistir.

2.3. Degisen Calisma Formlarina Uyarlanabilirlik

Ofis i¢ mekan icinde ¢alisan motivasyonunu arttiracak cesitli ¢dziimler planlanmstir. Thtiyag, olunan
kisa toplantilar icin kiigiik goriisme odalari, cephe Onlerinde kurgulanan yiiksek ¢aligma masalari,
rahat oturma imkani veren koltuklar, serbest formlu ¢oklu oturmalar, yarattiklar1 kahve markasi, bar
tezgahi birincil fonksiyonlarinin yaninda ayni1 zamanda ¢aligma imkani verecek alanlar ve mobilyalar

olma imkani tanimaktadir.

Sekil 6. Ofis i¢c mekan Oncesi ve sonrasi (Erginoglu & Calislar Arsivi)

Toplant1 odalar1 girislerinde bulunan toplant1 organizasyon panelleri sayesinde ofis i¢inden veya ofis
disindan mobil cihazlardaki aplikasyonlar sayesinde takvimlendirme imkéni1 verilmistir. Kullanici bu
sayede ihtiyagc duydugunda hangi oday1 ne =zaman ve kimlere rezerve edecegini

takvimlendirebilmektedir.

Sosyal alan girisinde ¢alisanlarla ve ig verenle yapilan degerlendirmelerin sonucunda, hayal ettikleri
gibi bir ¢6ziim tasarlamaya calisilmigtir. Ortak alanda tasarlanan hareketli tribiin, ¢esitli aktivitelerde
rol oynadig1 gibi grup c¢alismasi, ¢oklu proje bilgi paylagim alani hatta ¢oklu egitim alani1 olarak

degerlendirilmektedir.
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Miknastish oturma minderleri

Sekil 7. Kilitli dolaplardan olusan tribiin, masa tenisi, boks ringi ve ayakta toplanti alan1 olarak
kullanimi1 (Erginoglu & Caliglar Arsivi)

Yeni nesil ofislerde bazi durumlarda, ¢alisma ve sosyal alanlarin biitiinlesmesi is veren ve ¢alisanlar
tarafinda tercih edilmektedir. Yeni nesil ofislerde ofisin yaptig1 isle de baglantili olarak bu istekler
cesitlenebilmektedir. Bu ofiste bir tarafta i gorlismeleri yapilirken diger tarafta spor yapabilen

calisanlarin olmasi arzu edilmistir.
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Sekil 8. Tribiin, kilitli dolaplar ve sosyal alana genel bakis (Erginoglu & Calislar Arsivi)

Bu nedenle yapilan projede masa tenisi yaninda {ist boliimii hareketli bir yazilabilir yiizey olan
paneller tasarlanmistir. Hareketli paneller asagida oldugunda tekil veya grup olarak ayakta beyin
firtinalariin yapildig1 toplanti/goriisme alani olarak kullanilmaktadir. Bu alanda hareketli paneller
yukariya hareket ettirildiginde ise hemen yan1 basinda bulunan kum torbasinin bu alanin merkezine
getirilmesiyle, bir boks ringine doniisebilmektedir. Boylece ¢aligsma ve sosyal alanin i¢ ice gectigi,

geleneksel ofis kiiltiirliniin ¢cok disinda bir ofis tasarimi ortaya ¢ikmustir.
3. SONUC

Yeni nesil ofisler, calisanlarin ortak ¢aligma imkanlarina sahip oldugu, sosyal alanlarda etkilesime
gecebildigi ve mobil ¢aligma olanaklarina sahip oldugu mekanlar sunmaktadir. Ayrica, farkli caligma

bicimlerine uyum saglayabilme (tekli veya c¢oklu ¢alisma), konsantrasyonu artirma ve verimliligi
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destekleme gibi Ozelliklere odaklanmaktadir. Yeni nesil ofisler, calisanlari motive etmek ve
yaraticiligr tesvik etmek icin etkilesimli ve aktivite odakli mekanlar sunmaktadir. Bu ¢alismanin
amaci, degisen diinya sartlarina ve caligma kiiltiirlindeki degisimlere uygun olarak caligma
mekanlarin1 ve ofis tasarimlarini detaylandirmaktir. Yeni ihtiyaglar1 ve beklentileri kargilamak
amaciyla bu tasarimlar, is birligini tesvik etmek, ¢alisanlarin refahin1 desteklemek ve verimliligi

artirmak i¢in 6zenle planlanmaktadir.

Yeni nesil ofis tasarimlari, sirketlerin rekabet avantaji elde etmeleri ve ¢alisanlarini memnun etmeleri
icin 6nemli bir unsurdur. Calisanlar, verimli bir calisma ortaminda ¢aligmak, takim ¢aligmasini tesvik
eden bir atmosferde bulunmak ve motivasyonlarimi yiiksek tutmak isterler. Bu nedenle, sirketlerin
caligma mekanlarin1 ve ofis tasarimlarini, ¢alisanlarin ihtiyaclarina ve beklentilerine uygun sekilde
sekillendirmeleri 6nemlidir. Gelecekteki is diinyasinda, basarili sirketler ¢calisan odakli bir yaklagim
benimseyecek ve yeni nesil ofis tasarimlarini kullanarak c¢alisanlarin verimliligini artiracak, is
birligini gili¢lendirecek ve ¢alisma ortamini daha motive edici hale getirecektir. Bu sayede sirketler,
rekabetci bir avantaj elde edecek ve calisanlarin memnuniyetini ve bagliligini artirarak basarili bir

organizasyon olusturabilecektir.

Tesekkiir ve Bilgi Notu

Makalede, ulusal ve uluslararasi arastirma ve yayin etigine uyulmustur. Calismada Etik Kurul izni

gerekmemistir.

Cikar Catismas1 Beyam

Yazarlar herhangi bir ¢ikar catismasi olmadigini beyan etmektedirler.
Arastirmacilarin Katki Orami1 Beyan Ozeti

Yazarlar makaleye esit oranda katki saglamis olduklarini beyan etmektedirler.
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SUMMARY

Ofices are known primarily as spaces that support the continuation of work activities. However, the
evolving concept of offices over time has necessitated the addition of new and different functions to
these spaces in line with needs and expectations. The technological innovations and changes in
construction processes brought about by the twentieth century have laid the groundwork for new
approaches in office design. Since the late 1980s, with the advent of the communication age and the
integration of computers and telecommunication technologies into working life, office designs have
taken on a new dimension. Offices have become spaces where many needs such as working, resting,
and socializing are met. As Soyak states, the use of technology is now considered a necessity of our
era. Today, with the use of all kinds of mobile communication technologies, workspaces can be

arranged much more flexibly.

Communication tools, which are considered a binding element in office interiors, have undergone a
significant transformation over time due to technological advancements. Communication tools such
as telephones and computers, together with wireless technologies and other innovations, have
changed the operation of office spaces by providing employees with greater freedom of movement.
These changes have reduced the need for fixed office spaces and brought about different spatial usage
alternatives. Wireless communication technologies have made it easy for employees to communicate
and work both inside and outside the office. This has enabled the development of flexible working
arrangements. Many employees now have the opportunity to work from home or different locations.
Increasing demands in line with changing user needs have necessitated differentiation in office
interior design. Creating flexible spaces in office systems allows for the adaptation of interior comfort
to user needs while maintaining the existing basic layout. For example, converting workspaces into
smaller units with the help of partitions based on function and need makes it possible to integrate the
existing hierarchical working system into this new arrangement and to plan appropriately for the

scale. This requires redesigning spaces to meet demands.

Today, offices have been attributed different meanings since their initial years of use. Definitions
emphasize that offices are structures that support communication not only with their functional
features but also with the social environment they offer, providing necessary privacy for those who

need individuality and spaces that allow for different uses. However, offices fundamentally emerged
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due to the need for working and the requirement for a working environment. Initially, homes were
used for work, but with the development of facilities and technology, larger and different spaces from
residences became necessary. Enhancing productivity in working life has brought about various
solutions in office development. The essence of office design lies in creating correct, efficient, and
functional spaces for employees who spend a large part of their day in offices due to working
conditions. The concept of flexibility aims to offer both physical and mental comfort to employees.
Although some of the offices designed today are considered under the concept of flexibility, it has
been observed that the same sensitivity is not shown in the design of furniture produced specifically

for these spaces and in the entire space.

Flexibility in office interiors can be achieved by adding, removing, moving, combining furniture, or
using partitions to use the space for various functions or to create smaller, specialized spaces. This
versatile use of furniture helps make office interiors more functional and customizable. The
functionalities carried by the furniture contribute to creating more usable and functional office
interiors while also helping to create spaces that provide maximum service. Furniture, beyond being
merely decorative elements, has functional value that affects the usability of the space and provides
flexibility. At the same time, it is important as an element that affects the aesthetic and functional
values of office interiors. Office spaces should be maintained as spaces that allow for various social
environments and activities, adapting to the work done by employees. Office spaces should not only
be considered as working spaces but as environments where more extended periods are spent,
providing user comfort conditions such as thermal humidity and temperature, socially nourishing
individuals, and meeting their basic needs. In this context, the relationship between working
environments and furniture can be listed as serving needs, gaining efficiency, speeding up processes,

guiding, and creating identity.

It is aimed for employees to interact at appropriate distances in social areas and for these areas to be
equipped with flexible solutions. Flexibility is a crucial factor, especially in office environments,
because offices must adapt to changing needs. In this context, having movable and modular systems
in the furniture chosen for social areas provides users with convenience in adjusting distances and
interactions when necessary. This study will analyze solution proposals created with functional and
flexible design conditions of furniture and equipment elements for the new generation office layout,
which has changed over time for various reasons. By providing sustainable alternatives for all offices
with these proposals, it will be possible to develop the designed spaces and their operational

arrangements based on technological data. Offering permanent and sustainable approaches and
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applications in office interiors will contribute to creating spaces that do not disrupt working life and

provide security to employees.

Offices are undergoing a transformation to adapt to changing work cultures and habits. New-
generation offices offer spaces that accommodate flexible working conditions. These offices feature
multi-purpose rooms that can be used for various needs, such as meeting rooms, individual
workspaces, quiet rooms, and social areas, all designed to enhance the productivity and comfort of
employees. Ergonomic furniture, appropriate lighting, and effective ventilation are elements that
support employees' health and well-being. Equipped with modern technologies, these new-generation
offices enhance collaboration and facilitate communication. For instance, video conferencing
systems, high-speed internet connections, and cloud-based software enable employees to work easily

from anywhere.

Open-plan designs and shared spaces encourage employee interaction while also providing individual
work areas to maintain balance. Common work areas foster creativity and collaboration,
strengthening team spirit. These spaces offer environments where employees can exchange ideas,
develop projects together, and engage in social interactions. New-generation offices have undergone
a significant transformation alongside the evolution of work culture and business practices. This
transformation has impacted not only physical environments but also working methods and

professional relationships.

New-generation offices are meticulously designed to increase productivity, promote collaboration,
and support employee well-being. This design process takes into account the needs and expectations
of employees. Employee satisfaction positively influences the overall atmosphere and motivation in
the workplace. Therefore, these types of offices are more than just workspaces; they are environments
where employees feel valued and can maximize their creativity and potential. Additionally,
sustainability and eco-friendly practices have become a significant part of modern offices. Energy-
efficient lighting, recyclable materials, and green spaces contribute to the health of employees while
also reducing environmental impact. Ultimately, new-generation offices stand out as spaces that
respond to the needs of modern working life, emphasizing flexibility, collaboration, and employee
well-being. These offices not only adapt to the dynamic nature of the business world but also

contribute to employees being happier, healthier, and more productive.
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New-generation offices create environments where employees can collaborate, interact in social
areas, and have flexible working options. These offices are designed to adapt to various work styles,
whether individual or collaborative, enhancing focus and boosting productivity. They offer dynamic
and activity-based spaces to motivate employees and foster creativity. The aim of this study is to
explore workspaces and office designs that align with evolving global conditions and shifts in work
culture. These designs are meticulously planned to encourage collaboration, support employee well-

being, and enhance productivity to meet modern needs and expectations.

For companies, new-generation office designs are crucial in gaining a competitive edge and ensuring
employee satisfaction. Employees seek efficient work environments that promote teamwork and
sustain high motivation levels. Thus, it is vital for companies to tailor their workspaces and office
designs to the needs and expectations of their workforce. In the future business landscape, successful
companies will embrace an employee-centric approach, leveraging new-generation office designs to
enhance productivity, strengthen collaboration, and create a more motivating work environment. By
doing so, companies will not only gain a competitive advantage but also build a thriving organization

by increasing employee satisfaction and loyalty.

In this study, the selected office project is an interior design carried out in a 575 m? area located on
the 23rd floor of a plaza. This office project is designed for a company operating in the field of
application software services and game design for iOS and Android-based operating systems. The
aim was to create a layout plan that combines flexibility and various working spaces in a way that
suits the young and dynamic nature of the office. Being a new office, it was important to have a design
that meets both current and future needs. Additionally, making the office appealing to employees and
creating spaces that enhance interaction among them was prioritized. In the design, a secondary
circulation area was created between the work desks and the fagade, forming different functional
working and resting areas in front of the windows. These areas were positioned close to the work
desks to make teamwork more enjoyable than spending time in a standard meeting room. This setup
was intended to increase interaction and communication among employees, thereby supporting work
motivation and productivity. This office project is an interior design aimed at meeting the needs of a
young and dynamic company, providing flexible workspaces, and encouraging interaction among
employees. Measures were taken during the design phase to minimize time and concentration losses
such as the time spent reserving rooms and gathering for meetings. Organizing the spaces and
functions within the office played an important role in achieving this. Furthermore, the importance

was placed on ensuring a healthy and comfortable working environment. Therefore, there was a
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consensus on adhering to well building standards concerning clean water and air, lighting comfort,
noise control, and material usage. These standards aim to enhance the quality and sustainability of

interiors by prioritizing human health and comfort.
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THE ROLE OF THE SEATING ELEMENT IN SOCIAL STATUS

Oturma Elemanin Sosyal Statiideki Rolii

M. Atilla SOGUT*

Oz

Oturma elemanlar;, mekanin vazgecilmez bir pargast ve gereksinimidir. Tarih boyunca insanlarin yasam tarzlari,
beklentileri ve estetik tercihleri degistik¢e, oturma elemanlari tasarimlart da bu evrilise ayak uydurmustur. Oturma
elemanlar1 kullanicilarin farkliliklarini ortaya koymasi, toplumsal ¢esitliligin ve kabuliin bir yansimasi olarak goriilebilir.
Bu konu hem oturma elemanlarinin gozlemlenen rolii hem de insanlarin sosyal etkilesimlerindeki konumunu belirleme
acisindan 6nemlidir. Oturma elemanlari, insanlarin toplumsal statiilerini, tercihlerini, kiiltiirel arka planlarmni ve hatta
duygusal durumlarimi yansitan bir ayna gibidir. Oturma elemanlari gelencksel tasarimlarindan modern ve g¢agdas
tasarimlara kadar mekanda statiliyli ve kisisellesmeyi belirleyici unsurlardan 6énemli ve belirleyici dgelerinden biridir.
Bilinen mobilya tarihi boyunca oturma elemanlart statii belirleyen bir mobilya olarak 6ne ¢ikmuis, kullanicinin statiistinii
desteklemis ve kisisellestirilmigtir. Bu makale, oturma elemanlarinin bireyin statii ve bu dogrultuda kisisellestirilmis
mobilya arayigini incelemek amaci ile arastirilmastir.

Anahtar Kelimeler: Oturma elemani, sandalye, koltuk, mobilya, statii

Abstract

Seating furniture, an indispensable part and necessity of a space, has evolved in design throughout history as lifestyles,
expectations, and aesthetic preferences of people have changed. The designs of seating furniture have adapted to this
evolution, reflecting users' differences as a reflection of societal diversity and acceptance. This subject is important both
in terms of the observed role of seating furniture and in determining the position of individuals in their social interactions.
Seating furniture, like a mirror, reflects the social statuses, preferences, cultural backgrounds, and even emotional states
of individuals. From traditional designs to modern and contemporary ones, seating furniture is one of the significant and
defining elements in a space for determining status and personalization. Throughout the known history of furniture,
seating furniture has stood out as a status-defining piece of furniture, supporting the user's status and personalization. This
article investigates the pursuit of individual status and personalized furniture through seating furniture.

Keywords: Seating furniture, chair, sofa, furniture, status
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1.GIRiS

Oturma elemanimin tarihinin, 6500 y1l dncesine uzandigimi gosteren ve bilinen en eski kamt, M.O.
4500 civarinda kilden yapilmig bir heykelciktir. Heykelcik, dort bacakli ve arkaligi olan bir
sandalyede oturan insan figiiriidiir. Sandalye kullanan ilk toplulugun Siimerler oldugu; heykel,
kabartma ve miihiirlerde goriilmektedir. Giiniimiize ulagabilen ilk 6rnekler ise Misir piramitlerinde

kral mezarlarin da bulunan 6rneklerdir.

Oturma elemani, antik ¢aglardan beri kullanilmaktadir, ancak yiizyillar boyunca siradan kullanim
amacli bir esyadan ziyade sembolik bir devlet ve haysiyet esyasi olmustur. “Oturma Elemanlar1”
halen bir¢ok iilkede 6rnegin; Birlesik Krallik- Kanada’daki Avam Kamarasi’nda ve diger bir¢ok
mekan da hala otorite amblemi olarak tanimlanmaktadir. Oturma elemaninin amaci oturma eylemini
saglamak olsa da tasarlanmis mekanlar da veya bilingli tiiketiciler agisindan asil kullanim amaci
mekana kimlik katmak ve statliyli belirlemektir. Bu imkan1 saglayan ise oturma elemanin kisisel
tasarima kolay cevap verebilmesi, ayni {rliniin farkli boyut, renk, malzeme gibi ozellikleri
degistirilerek Ozellesmesi ve mekandaki hakimiyeti ile hiyerarsiyi belirleyebilmesidir. Kisi ve
toplumlarin icinde yasam fonksiyonlarini gerceklestirebilecegi hacim ihtiyaglar1 vardir. Insanlar
yasamlarini siirdiirmek i¢in gesitli islevi olan esyalara ve aletlere ihtiya¢ duyarlar. Insanoglunun dogal
form ve striiktiirleri gozlemlemesi ve 6grenmeye caligmasi, barinma gereksinimini hissetmesi ile es
zamanli olsa gerektir. Bu siire¢ geliserek gilinlimiize kadar sekillenerek gelmis ve arayislar devam
etmektedir (Sogiit ve Aytar Sever, 2019). Bu ihtiya¢ ve arayls mekan olusturmanin ana nedenidir.
Mekan olusturan insanin yasamsal ihtiyaglar1 yerine getirmek i¢in gerek aletler ve gerekse esyalar ile

karsilamaya bagladigi ilk andan itibaren oturma elemanlar1 karsilasmaktayiz.
2. TARIHSEL SURECTE OTURMA ELEMANI VE STATU

Ik ¢aglarda 6rneklerine rastladigimiz statii belirten mobilya krallarin kullandig1 koltuktur. Oturma
yiiksekligi glinimiizdekinden yiiksekti ve ayaklarini koyabilmesi icin bir tabure de vardi koltugun
ontinde. Yiiksek olmasinin nedeni ayakta duranlarla ayn1 goz hizasinda olmak ya da daha ytiksekten
bakmak amacgliydi. Oturma elemani konfor saglarken kullanicinin konuk karsisinda giiciinii
hissetmesini sagliyordu. Bu konfor ve yiiksekligin yani sira siislii hayvan bash kolgaklar, altin
kakmalar ve deri kullanim1 gibi giicii hissettiren 6zelliklere sahipti. Bu oturma elemanlarini1 sadece
kral ve etrafinda yetkiyi paylastign kisiler kullanabiliyordu. Insanin oturma eylemini dogru
gerceklestirmesinden ziyade oturma elemaninda yapilan bi¢im, yiizey kaplama islemleri ve yiikseklik
statii belirtmeye yonelikti. Toplumun diger kesimlerinin bdyle bir oturma elemaninin sahibi olmasi

miimkiin degildi, tabure ve sandik gibi basit esyalar1 kullanilabiliyordu.
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Kullanicinin giiclinli gésteren oturma elemanlari tarih boyunca medeniyetlerde bir statli gostergesi

olarak goriilmektedir. Asur mobilyalarinda arkalik oturma ylizeyine dik bir a¢1 ile baglanirds;
mobilyayr meydana getiren ahsap pargalar kalin ve diizdii. Mobilyalarin genel goriiniimii agir ve
hantaldi; insan viicuduna uyum gozetilmiyordu. Oysa bunlarin yiizeyleri 6zenle yapilmis oymalar,
kiictik heykelcikler ve telkari metallerle bezeniyordu. Mezopotamya'ya ¢ok yakin bir konumda olan
Persepolis sehrinde Dara'ya (10. 6.-5.yy) ait rolyefteki taht da ayaklarindaki ok giizel torna is¢iligine
ve oyma pengelere ragmen ayni kat1 goriinlimdedir. Bu oturma elemanlarinda insana uyumdan ¢ok
gorkem ve gosterise onem verildigi anlasilmaktadir. Taht ve koltuklarin oturanin ayaklari yere
degmeyecek sekilde yiiksek yapilmasi 17.yy'a kadar siiregelmis bir gelenekti. Ayak koymak i¢in bu
mobilyalarin 6niinde algak bir tabure ya da iyi doldurulmus bir silte bulunurdu (Boyla, 2012). Asur
medeniyetinden glinlimiize ulasan asma bahgelerinin resmedildigi rolyefte, Asur krali Asurbanipal
giiniimiiz oturma ytliksekligine gore ne kadar yiiksekte oldugu goriilmektedir. Esi ondan daha asagi
bir konumda fakat yine yiiksek bir oturma elemaninda oturmaktadir. Mobilyada striiktiir isciligi,

izerindeki bezemeler ve ylikseklik statii ve giicli gdsterirken hiyerarsik siniflamay1 da saglamistir.

Eski Misirla beraber oturma elemanlarinda insan Olglisli gozetilmeye baslamistir halk sadece {i¢
ayakli tabure kullanirken firavunlar ve statiiyli temsil edenler i¢in 6zel hatta zamanin Gtesinde
tabureler, sandalyeler ve koltuklar tasarlanmistir. Antik Misir donemi mobilyalarinda, otoriteyi ve
dini anlatirken ayni zamanda mobilya tasarimlari firavunun ve Antik Misir’in da giiciinii

anlatmaktadir.

Antik Misir dénemi oturma elemanlariin yapiminda kullanilan aletler, malzeme c¢esitliligi ve farkli
malzemelerin bir arada kullanilmasi yan1 sira tasarim kaygisi ile gii¢, din, sanat, hiyerarsi, konfor ve
estetik gibi unsurlar da oturma mobilyas1 tasarimini etkilemis ve bu mobilyalar toplumlarin
gelismisliklerinin de gostergesi olmustur. Antik Misir firavun Tutankhamon tahtlar1 goriilmektedir
ki; tasarim olarak giiniimiiz mobilyalarina benzemektedir, tasarim, striiktiir ve ylizey islemleri o
giiniin teknolojisinin ne kadar 6zenli oldugunu gostermekte yani sira statii, giic ve zenginligi gerek

malzeme gerekse tasarim olarak oldukca iyi anlatmaktadir.

Misir oturma elemanlarindan etkilenen bir diger uygarlik ise Yunan mobilya sanatidir giiniimiize
ulagan 6rnek maalesef yoktur fakat giiniimiize ulagabilen seramik malzemelere islenmis resimlerde
goriilmektedir ki mobilya ve statii bu donemde de devam etmektedir. Misir dan farkli olarak oturma
elemanlarin1 artik saraya yakin elit kesimde kullanabiliyordu yani yine statii sahibi kisiler statii
gostergesi olarak is¢ilik yoniinden detayli, islemeli, kumas kapli mobilyalara sahipti. Oturma
elemanlar1 yine yiiksekti ve dnlerinde ayak koymak i¢in bir tabure ya da oturma elemanin altinda bir

ylikseklik vardi.
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Roma mobilyalar1 Yunan mobilya sanatindan etkilenmistir. Mobilyalar agir, biiylik ve satafatlidir.
Tahtalar iist liste konup, demir bantlar ve civiler ile tutturulmus, son zamanlarinda ise gesitli
birlestirme sekilleri kullanilmistir. Asirt siisleme egilimi nedeniyle mobilyalar fonksiyon amacini
asacak sekilde slislenmis ve anitsal bir goriiniis almistir (Kurtoglu, 1986). Bu doneme ait zamanimiza
ulagabilen mobilya sayis1 ¢ok azdir. Kalanlar ise genellikle kilise, saray ve benzeri kamu yapilarindan
elde edilmistir. Bu donemde dini etkiler de kendini gostermeye baslamistir. Roma déneminde de
oturma elemani ve statii el ele ylirlimektedir sarayli sinif ve saraya yakin kesim statiisiine gore oturma
elemanlar1 edinebilmektedir. Hiyerarsik konuma gore sarayda, kilisede ya da senatoda oturma

elemanlar1 kendini gostermektedir.

Romalilarin 6nceki uygarliklara gore farkli bir tutumu vardi. Mobilya zenginlere 6zgii bir ayricalik
degildi; daha yaygin bir kitle bu esyadan yararlanabiliyordu. Konut i¢indeki mobilyalar 4 ayakli
masa, bank, sandalye, agilip kapanir tabure ve divan ile siirhidir. Konutlardaki bu mobilyalar
aristokratlar, zenginler ve halk icin diye konumlandirabiliriz. Halkin kullandig1 konutlarda mobilya
basit gosterissiz ve sadece islevini yerini getiren esyalar iken aristokrat ve zenginlerin kullandig:

mekanlar da daha 6zenli ve satafatl idi.

Gotik sanat anlayis1t hem sanatta hem mimaride hem de oturma elemanlar1 tasarimlarinda etkisini
1700’ 1i y1llara kadar gdstermistir. Gotik denildiginde mimaride ilk akla gelen sivri ¢at1 ve kuleleriyle
gbdge dogru yiikselen, dev boyutlu yapilaridir. Amag kralin ve Hiristiyanligin giiclinii gostermektir.
Dinsel yapilarin yani sira Avrupa’nin birgok iilkesinde gotik iislupta yapilmis gorkemli saraylar,
resmi ve 6zel yapilar vardir. Bu mimari lislup oturma elemanina da yansimistir. Temelinde din etkisi
olan bu tasarimlar Tanrtya yakin olma istemiyle yiiksek arkaliklar, sivri koseler ve dinsel temalar
tagimaktadir. Ama¢ mekan sahibinin giiciinii zihinde yaratilan mimari tislupla mobilyada da kendini
gostermesidir. Aristokratlarin ve zenginlerin de evlerinde kullanilan bu mobilyalar mekanlar1 adeta
bir dini yapiya dontstiirerek Hiristiyanligin giiciinii hem de mekan sahibinin konumunu yiiksek bir

arkalik, islemeler ve kiymetli malzemeler yolu ile giiclii sekilde 6ne ¢ikarmustir.

Gotik sanat akiminin devamindaki sanat akimlarinda bu iislup daha siislii daha islemeli olarak etkisini
gostermistir. Kilisenin halk iizerindeki baskisinin orta ¢aga gore daha az hissedilir durumda olmast
diinya nimetlerine olan bakis acisinda degisimlere sebep olmustur. Rénesans’la birlikte mobilyanin
aidiyetinde hukuki ya da resmi konumlardan ziyade zenginlige dayali bir ayricalik olmaya basladigi
sOylenebilir. Bu farklilasma bezemelerde dini igerigin azalmasi ve kaybolmasi olarak kendini
gostermeye baglamistir (Peker, 2015). Saray stilleri diye adlandirilan Rénesans, Barok ve Rokoko
donemlerinde ticaretin gelismesi varlikli ailelerin ortaya ¢ikisi ve aristokratlarin beklentileri

dogrultusunda mobilya ihtiyacinin karsilanmasi i¢in zanaatkarlar mobilya iiretimleri yapmustir.
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Bu donemde aristokratlarla burjuva kesim arasindaki giic ¢ekismesi mobilya tasarimlarini statii
belirleme dogrultusunda gerek siisleme gerekse bicimsel olarak etki etmistir. Kilise’nin insanlar
izerindeki etkisinin azalmasi ile mobilyalarin sahiplerine kattig1 sayginlik 6n plana ¢gikmigtir. Oturma
elemaninda cesitlilik olmus bes caylar1 i¢in, yemek i¢in, giinlilk kullanim i¢in ve bahge oturma

elemanlar1 gibi farkli mobilyalar tasarlanmistir.

Yeni¢ag’da mobilya stilleri tasarimcilariyla veya mobilya yaptirmaya mali ve statii acisindan
olanaklara sahip kisilerin isimleri ile anilmaktadir. Genel olarak yenicaga bakildiginda stillerin
isimlendirilmesinde; XVI Louis, Directuire, Queen Anne, Georgian, Empire, Louis Philippe ve
Biedermeier stilleri ile Thomas Chippendal, George Hepplewhite, Robert Adam ve Thomas

Sheraton’dan olusan Dort Biiyiikler olarak anilan tasarimcilar seklin de anilmaktadir.

Endiistri devrimiyle beraber sosyal yap1 tekrar sekillenmistir. Feodal siyasal ve ekonomik diizenin
gelismeye kapali yapisindan kurtulan Avrupa'nin yasadigi en énemli degisim yaygin kullanimi ile
"Sanayi Devrimi" olmustur. Belki bu devrim bir¢ok alanda yeni teknik buluslarla iiretim artigina ve
dolayisiyla refah artigina yol agmis gibi goriinse de iiretim tarzinin degismesi sonucunda o doneme
degin hakim olan geleneksel iiretim tarzin1 degistirmis ve makinelesme ile birlikte yeni bir sinifin
(isci smifi) dogmasina yol agmistir. Bu, devrimin ortaya ¢ikardigi en 6nemli sorunsaldir. Yansira,
artan iretimin arz fazlasi yaratmasi, kapitalizmin ta 1900'lii yillara uzanan bunalimlarinin ilk
nedenidir ayn1 zamanda. Boylelikle bir yandan insanlara kolaylik saglayan ve onlara tiiketecekleri
metayl sunan devrim, diger yandan yine onlara yeni sorunlar sunan bir degisim olmustur
(Kigtikkalay, 1997). Bu degisim yeni is kollarinin ve sosyal siniflarin dogmasina sebebiyet vermistir.
Haliyle bu is kollarmi ve ¢aliganlarin1 tanimlayan yeni mekéan ve mobilya ihtiyaclart karsilanmasi
gereken statii ve iglev olarak ¢oziilmesi gereken bir durumdu. Bu is kollarinda ¢alisanlarin statiilerine
gore mobilya ihtiyaci karsilanmasi gereken bir zaruretti. Mekan ve mobilya ihtiyacinin karsilanmasi
icin sanatcilar, zanaatkarlar ve mimarlar tarafindan mekanlarin mobilya ihtiyaglar1 giinlin

kosullarinda saglanmstir.

Endiistri devrimine kadar belli bir ziimreye ait olan giicii ve ihtisami1 anlatan bu mobilya seri liretimle
diger sosyal katmanlara yayilsa da statii sahibi kesim farklilik, hiyerarsi ve kendine 6zel tasarimlar
istemistir. Siradan olmayani alma egilimi tasarimcilart farkli driinler tasarlamasina olanak
saglamigtir. Fabrikada c¢alisan is¢iler i¢in tabure sandalye gibi basit sadece oturma islevi yerine
getiren, ofis kisminda c¢aligsan i¢in oturma islevi yerine getiren kismen ve konforu kismen saglayan
ama yonetici i¢in birgok 6zelligi barindiran; 6zel malzeme, kolgak, hareketli ve konfor gibi 6zellikleri

iceren oturma elemanlar1 sosyal statiiyli belirlemeye devam etmektedir. Toplumdaki ¢esitlenen yeni
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is kollar1 beraberinde mekanlar i¢in mobilya gereksinimini dogurmustur. Bu mekanlar da oturma

elemanin gerekliliklerine ve statiiye gore mobilya tasarlanmis ve tiretimi yapilmistir.

Sanayi teknolojisindeki atilim, malzemelerin daha kolay ve seri islenebilmesi ve yeni malzemelerin
devreye girmesiyle 20.yy’da bircok akim ortaya g¢ikarmistir. Aslinda sanat¢inin, sanatin da
farklilagma istegi ya da tepkisi bu akimlar1 dogurmus, bu akimlar moday1, mimariyi, mobilyay1
etkilemis ve yonlendirmistir. Modernizm, Bauhaus, De Stijl, Fiitliirizm, Neo-Plastisizm,
Fonksiyonalizm, Piirizm, Briitalizm, Ekspresyonizm, Postmodernizm, Minimalizm, De
Konstriiktivizm gibi akimlar bu yiizyilda tasarima yon vermistir. Bu akimlardan Modernizm, Pop-
Art, Uluslararasi Stil, Hi-tech, Yesil Tasarim, Postmodernizm, Minimalizm, Organik Tasarim gibi

akimlar 20.yy’mn 6ne ¢ikan akimlar1 olmuglardir.

20.yy degerlendirirken bakilmasi gereken en onemli detay artik tasarimcilarin 6ne ¢ikmasidir ve
tasarladiklart mobilyalar1 ile anilmalaridir. Bu donemde sanat¢ilar, mimarlar, zanaatkarlarin
inanilmaz bir oturma elemani tasarlama heyecani vardi ve tabii ki sosyal siniflara gore tasarim ihtiyag
dogrultusunda alicilarin beklentisini karsilamistir. Kente go¢ etmis tek basina yasayan isciler i¢in
modiiler mobilyalar, aile i¢in gerekli mobilyalar, is yerleri ve kamusal alanlar i¢in her kesime hitap
eden mobilyalar tasarlanmistir. Oturma elemani tasarimcinin diisledigini ortaya ¢ikarma bakimindan
dogru bir se¢imdir ve kullanicinin edinmesi gereken en dncelikli mobilyadir ¢linkii insanin 6ncelikli
ihtiyac1 oturma eylemidir. Toplumdaki refah pay1 arttikga mobilya daha ulasilabilir hale gelmistir.
Alim giiclinlin artmasi, tasarimcilarin kendini ifade etme istegi ve moda oturma elemanlarinin
cesitlenmesine ve tasarimcinin bu dogrultuda yeni oturma elemanlari tasarlamasi kullanici ve
mekanlar arasindaki statii farklilagsmasini 6ne ¢ikarmistir. Tasarimei, sanat akimi, malzeme gibi
oturma elemani tasariminda etkin olan 6zellikler kullanicinin tercih sebeplerini etkilerken moda
dedigimiz insanlarin benimsedigi tarz ve trendleri ifade eden durumu karsimiza ¢ikarmistir. Moda
tercihler lizerinde etkindir. Kullanic1 bulundugu toplumsal yapiyr sergilemek veya statiisiini
pekistirmek i¢cin moda olan iirlinii tercih etmektedir. Biit¢esinin sinirlarini zorlamasi veya ana islevi
nedeniyle gercek bir ihtiyact karsilayip karsilamadiginin 6nemi olmaksizin kullanici o {iriine sahip
olmay1 istemekte ve satin almaktadir. Modanin talep tizerindeki bu etkisi tasarimciy da yeni, farkl
ve daha gelismis triinler ortaya ¢ikartmaya yoneltmektedir. Bu arz talep sistemi kendi i¢inde hem
yeni moda akimlarmin olusmasimi hem de iiriin cesitliligin gelismesini desteklemektedir (Ozel ve
Uriik, 2021). Mekanlarda artik islevsel fonksiyonel ve estetik kaygi giiden mobilyalarin yani sira
moda diyerek adlandirabilecegimiz; sanat akimi, tasarimci faktorii etkenleri geleneksel
mobilyalardan esinlenerek yada donemin teknoloji ve malzemede farklilik yolu ile tasarlanan oturma

elemanlar1 kisinin sosyal yapida farklilasma, 6ne ¢ikma istegini karsilamistir. Oturma elemani tarih
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boyunca mobilya tasariminda bas rolii oynamistir ve halende dyledir. Sanatcilarin, tasarimcilarin
kendini ispat ettigi bir tasarim ikonudur oturma elemani. Ozellikle 20. yiizy1l oturma elemanlart
toplumun evrimi ve degisen kiiltiirel dinamiklerle birlikte 6nemli bir statii sembolii haline gelmistir.
Bu donemde de oturma elemanlari sadece islevsel birer esya olmaktan ¢ikip, ayn1 zamanda kisilerin
sosyal statiilerini yansitan Onemli bir mobilyadir. Sadece konfor ve dayaniklilik diisiiniilerek
tasarlanan oturma elemanlar1 yani sira estetik ve liiks unsurlariyla statii belirleme durumunu
korumustur. Bu donemde marka ve tasarimci isimleri, bir oturma grubunun kullanicinin statiisiinii
belirlemede etkili olmustur. Ozellikle yirminci yiizyiln ikinci yarisinda ortaya cikan iinlii
tasarimcilarin imzali pargalari, adeta sanat eseri gibi degerlendirildi ve bu da oturma elemanlarinin
statli sembolii olmalarina katki sagladi. Ayrica, oturma elemanlarinin malzeme se¢imleri ve detaylari
da statiiyii etkileyen unsurlar arasindadir. Ozel deri kaplamalar, dzel ahsap iscilikleri veya nadir
bulunan malzemelerin kullanimi, bir oturma elemanini siradanliktan ¢ikararak liiks ve prestijli bir
obje haline getirmistir. Mobilya fuarlari, medya ve ticaretin etkisiyle birlikte, statii belirleyen oturma
elemanlar1 daha genis kitlelere yayildi. Liiks markalarin reklam kampanyalar1 ya da toplum nezdinde
onemli kisilerin paylasimlari, bireylerin bu tiriinlere duyduklari ilgiyi artirdi ve oturma elemanlarini
sadece bir mobilya degil, ayn1 zamanda yasam tarzinin bir pargas: haline getirdi. Tasarim, marka,
moda ve sosyal medya etkisi gibi faktorler, oturma elemanlarinin sadece bir esya olmaktan ¢ikarak

kisilerin yasam tarzini ve statiisiinii belirleyen bir simge haline gelmelerine katki sagladi.

Yapilan literatiir taramasinda tarih boyunca degisen tiim akimlardan “en 6nce” etkilenerek iiretilen
mobilyanin “sandalye” oldugu dikkat cekmekte ve diger mobilya tiirlerini etkiledigi goriilmektedir.
Bir bagka deyisle, tasarim diinyasinin énemli isimlerinin, degisen dénemi yansitan 6ncii tasarimlari
hep “sandalye” olmustur. Tasarim iiriinii olarak sandalye, ekonomik ve pratik iiretimi, her evde
ihtiya¢ duyulan bir mobilya tiirii olmasinin yani sira “obje” potansiyeline de sahip bulunmakta,
heykelsi formu ile diger mobilyalara gore daha gii¢lii bir anlatim sunmaktadir (Karadag, 2017).
Oturma elemaninin zarafeti ve islevselligi, kisinin yagam tarzin1 ve estetik tercihlerini yansitmasinin
yani sira, sosyal statiisiinii de 6ne ¢ikarir. Sandalye, tarih boyunca farkli sosyal siniflarin ve kiiltiirel
gruplarm kullaniminda énemli bir rol oynamstir. Ozellikle antik ¢aglardan modern déneme kadar,
oturma eleman ¢esitli tarzlarda ve malzemelerle iiretilerek farkli toplum kesimlerinin begenisine
sunulmustur. Belirli bir tarzda veya malzemeden iiretilen oturma elemani, o donemin moda ve
trendlerini yansitarak kullanicinin sosyal statiisiinli vurgulamistir. Giiniimiizde de oturma elemant, i¢
mekan tasariminin vazgegilmez bir parcasidir ve kiginin yagsam tarzini ve sosyal statiisiinii yansitan
sembolik bir obje olarak kabul edilmektedir. Kaliteli malzemelerle bilinenlerden farkli tiretilmis, 6zel

ve akilli yani teknolojik tasarimlara sahip oturma elemani, sahiplerinin zarafetini zevkini ve
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farkliligin1 yansitarak sosyal statiilerini 6ne ¢ikarir. Oturma elemani mobilya tasariminda hem islevsel
hem de sembolik bir 6neme sahiptir. Oturma elemani estetik ve islevsel 6zellikleri, kullanicinin sosyal
statlislinli vurgulamanin yan1 sira, yasam tarzini ve estetik tercihlerini ifade etmesini saglayan énemli

bir tasarim olaydir.
3. STATU VE OTURMA ELEMANI

Sosyal statii veya toplumsal konum, bir bireyin belirli bir toplum ve kiiltiir i¢gindeki konumu. Bireyin
sosyal ¢evre ve sosyal organizasyon i¢indeki yerini belirler. Bu konum prestije dayanir ve beraberinde
yasam tarzi, haklar ve sorumluluklar getirir. Toplum nezdinde statii kazanma insanin o toplumdaki
yerine gore sekillenmekte ve statii kazanan bireyin bu konumunu belirtmek i¢in kullandigi birtakim
esyalarda kisisellesmeye ve bulundugu konumu gosterme ihtiyaci ortaya ¢ikar. Kisinin sosyal,
ekonomik ya da profesyonel statiisiinii belirten gorsel nesne. En yaygin sosyal statii gostergeleri
zenginlik, yliksek maliyetli otomobil, ev ve yasam tarzidir. Kisinin is yerindeki pozisyonunu gosteren
statli sembolleri arasinda ofisteki mobilyalar ve objeler, ofisin binadaki konumu, kisiye is yerince
tahsis edilen otomobilin markasi sayilabilir (Karakas, 2017). Oturma elemanlarinda statii arayisi
genellikle sandalye ve koltuk olarak karsimiza ¢ikmaktadir. Sandalye arkaligi olan dort bacakl
kolgag1 olmayan, koltuk ise kol¢ag1 olan daha genis ve konforlu bir sandalye olarak tanimlayabiliriz.
Kullanim mekanlarina eklerine gore farkli isim alan bu oturma elemanlar: tarih boyunca renkli

degisken tasarimlar ile insanin mekan ve statii algisina biiyiik katki saglamistir.

Oturma elemani statii gostergesi olarak her mekan da geg¢misten gilinlimiize kadar karsimiza
cikmaktadir. Bireyin sosyo-kiiltiirel yapidaki konumuna gore evden bir peyzaj alanina, igsyerinden bir
kafeye, sinemadan bir mahkemeye kadar oturma eylemini gerceklestirdigi her mekan da sosyal
statliyli, 6zellikle oturma elemani saglar. Bu mekanlar da ki statli arayis1 oturma elemaninin statii
belirleyici olmasi ve oturma elemaninda bunu hissetmesi birey icin dnemlidir. Bu arayis bireyin
statiisiinii bu mobilya ile 6zdeslestirme arayisidir. Bu arayisa gore oturmak i¢in mekan se¢me, yer
secme, oturma elemani tasarlatma veya hazir bir iirlin alma olayini gerceklestirir. Tiiketiciler {iriin ve
hizmetleri sadece maddi yararlar i¢in degil, ayn1 zamanda kendi kisiliklerine uygun sembolik
anlamlara sahip olduklari i¢in de tiiketmektedirler. Sembolik satin alma davranisinda tiiketim, tirliniin
tiiketici i¢in ifade ettigi anlamla ilgilidir. Sembolik tiiketimde {iriin ve hizmetlerin bir fayda sunan
objektif ozellikleri degil, daha ¢ok siibjektif niteliklerin sembolik anlamlar1 6nem kazanmaktadir

(Holbrook ve Hirschman, 1982).

Bir mekan da oturma eleman ihtiyaci, mekan kullanicis1 ya da kullanicilarina gore 6l¢ii, malzeme ve

bicim olarak sekillenmektedir. Bir evde en bilinen statii elemanlarindan biri baba koltugu diye tabir
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edilen ve konfor 6zellikleriyle digerlerinden ayrigan oturma elemanidir ya da evdeki yemek masasin

da masanin iki basina yerlestirilen ve diger sandalyelerden 0l¢ii, renk ya da bi¢im olarak farklilagan
oturma elemanidir ki bu mobilyalara ya mekan sahibi yada onurlandirmak adina konuk oturur. Bagka
bir 6rnek de ofis mobilyalarindan verebiliriz; sekreter koltugu, personel koltugu, sef koltugu, miidiir
koltugu ve patron koltugu gibi. Yapilan bir arastirmada Tiirkiye’de {iretim yapan ofis mobilyasi
iireticilerinin tasarimlarinda goriilmektedir ki; ofis mobilyalarinda iiriinlerin kategorize edilmeleri ve
tanimlanmalarinin yonetici ve c¢alisan grup arasindaki statii farkini vurgular nitelikte oldugu
goriilmistlir. Yonetici grubu iriinleri ayricalikli, {istiin, giiclii vb. olmanin bir gostergesi olarak
tanimlanmaktadir. Bu noktada statli gostergesi olarak kullanilan iiriinlerin kullanim degerinden ¢ok
gosterge degerlerine vurgu yapilarak tanimlandigi tespit edilmistir. Bu durum da ofis mobilyalarinin
birer statii gostergesine doniistiigii savini destekler niteliktedir (Diindar Tiirkkan ve Bezci, 2017). Bu
statii arayis1 sadece ev ve ofis degil insanin kullandig1 her mekan da karsimiza ¢ikmaktadir. Oturma
eleman1 edinmede kisisellesme kullanici i¢in 6nemlidir, oturma elemanin bagina konan isme gore
tercih dikkat ¢ekicidir. Bu kimi zaman bir sifat kimi zaman bir isim olarak karsimiza ¢ikar ve konum-
stati belirler. Oyun koltugu, patron koltugu ya da Barcelona Chair gibi isimlendirilen mobilya
kullanicinin tercihinde etkili olmaktadir. Bu sifat ya da isimler bir durum belirlemekte ve kullanicinin
konumunu pekistirmekte ve 6zel olma istegini saglamaktadir. Oturma elemani kisinin statii ve durum
ozelligini hem kullaniciya hem de o mekéna gelen ziyaretgiye ifade etmektedir. Kamusal ya da 6zel
mekan tasarimlarinda kullanilacak oturma elemanlarinin tasarimlari yada sec¢imleri mekan
kullanicisinin sosyal statiisiinii belirlemeye yénelik olarak diisiiniilmelidir. Uriinler sahip olduklart
ekonomik, teknolojik ve islevsel faydalardan daha cok, tasidiklar1 ve aktarabildikleri sembolik
anlamlar nedeniyle satin alinmakta ve kullanilmaktadir (Witt, 2010). Oturma eleman1 ve oturma sekli,
birbirlerini karsilikli olarak etkileyen bir iligki i¢cindedir. Bu nedenle oturma elemani, onu kullanan
insanlarin diislincelerini ve yasam bi¢imlerini yansitir. Gerek kullanim gerekse bigimlenis 6zellikleri
ve oturma elemani anlayisi insan faktoriiniin, dolayisiyla kisiselligin yogun bir sekilde yer almasiyla

farkliliklar gostermektedir.

Oturma elemani kullanimi, farkli gruplarda sosyo-kiiltiirel ve sosyo-ekonomik ozelliklere bagli
olarak degisim gostermektedir. Her insanin tutum ve davraniglari kendine 6zgi bir deger tagimakta,
kisiden kisiye farklilasmakta ve begeni gruplarini da etkilemektedir. Insan zevkleri egitim
farkliliklarina ve kiiltiir seviyelerine gore degismekte, meslek gruplart arasindaki farkliklar bile
oturma elemaninin se¢imine yansimaktadir. Oturma elemaninda arayis sadece konfor degildir. Kisiyi
en iyi sekilde ifade etmesi gerekmektedir. Boylece kullanildigi mekanda, kullaniciy1 en iyi sekilde

betimler (Sogiit, 2004). Kullanicinin oturma elemani se¢imindeki arayis sadece konfor ve mekan
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uyumu degil psikolojik olarak da tatmin etmesidir. Oturma eleman1 gorsel ve islevsel; konfor, renk,
malzeme, Ol¢ii ve bigim baglaminda kullanicinin tiim ihtiyaclarina cevap verebilmelidir. Kisi
toplumdaki konumunu sahip oldugu nesnelerle diger bireylere dikte eder bir bagka deyisle nesne
kisinin kendini ifade edisi halini almistir. Statii elde etme arzusu statii tirlinlerine duyulan arzuyu
ortaya cikarmaktadir. Statli tiiketiminin temelinde bireyin kendisine ya da cevresindeki diger
bireylere statii temsil eden bir {iriinii satin alma arzusu yatar. Ayni zamanda bir bireyin statii sembolii
olarak kabul goren bir {iriinii satin almasi, bireyin kendine olan saygisi ile olan savasinda ve toplum
tarafindan onay gorme konularinda ona yardimci olmaktadir (Eastman vd., 1999). Oturma elemant
kullanicinin toplum iginde ya da bireysel olarak mekan da roliinii yerine getirmesini saglayan ve

statlistinii 6ne ¢ikaran 6nemli bir esyadir.
4. SONUC

Mobilya ve statii, insan topluluklarinin tarih boyunca mekan yasamlarini sekillendiren, kiiltiirel
dinamiklerini yansitan ve sosyal siniflar arasindaki farkliliklar1 vurgulayan 6nemli bir iliskidir. Antik
caglardan giiniimiize kadar gegen uzun bir siiregte, oturma elemani sadece islevsel bir nesne olmanin

Otesine gecerek, bireylerin sosyal statiisiinii belirlemede etkili bir rol oynamistir.

Antik diinyada, oturma eleman: genellikle soylularin saraylarini siisleyen zarif pargalarla
0zdeslesmistir. Zenginlik ve gii¢c sembolii olarak kabul edilen oturma elemant, sadece maddi bir deger
tasimakla kalmamis, ayni1 zamanda sahiplerinin statiisiinii vurgulamistir. Halk siniflar i¢in ise daha
basit ve iglevsel oturma elemani tasarimlari kullanilmis, bu da sosyal sinif ayrimlarin1 gdsteren bir

unsur olmustur.

Orta Cag’da oturma elemani tasarimi, sinif ayrimini belirginlestirmek amaciyla 6zel malzemeler ve
detaylarla zenginlesmistir. Kraliyet ailesi ve soylular i¢in 6zel olarak tasarlanan oturma elemanlari,
genellikle altin varak, degerli taglar ve ahsap oymacilig1 gibi liiks unsurlari icermistir. Bu donemde,
oturma elemani sadece bir ev esyasi1 degil, ayn1 zamanda sahibinin toplumdaki konumunu ifade eden

bir sanat eseri haline gelmistir.

Ronesans donemi, oturma elemani tasariminda biiyiik bir doniisiimii beraberinde getirmistir. Sanat ve
bilimdeki canlanma, oturma elemani tasarimini daha estetik ve sanatsal hale getirmistir. Zanaatkarlar,
detayli oyma is¢iligi ve dikkatlice se¢ilmis malzemelerle oturma elemanlar: liretmis, bu da statiiyii

vurgulayan 6zel pargalarin ortaya ¢ikmasina neden olmustur.

Barok ve Rokoko donemleri, oturma elemani tasariminda abartili ve zarif detaylara vurgu yapmustir.

Bu doénemde oturma elemani, sahibinin giiciinii ve zenginligini gostermek amaciyla 6zel olarak
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iretilmistir. Altin varak, kadife kumaglar ve karmasik oyma isciligi, statii ifadesinin gorsel bir

yansimasi olmustur.

Sanayi Devrimi ile, oturma elemani iiretimi biiyiikk dl¢iide degismis ve seri iiretime gecilmistir.
Fabrikasyon siirecleri ve standartlagsma, oturma elemanini daha genis kitlelere ulasmasini saglamstir.
Bu durum, orta smifin da evlerini estetik bir sekilde diizenlemesine olanak tanimis ve oturma

elemaninin statii ifadesindeki rolii evrilmistir.

20. yilizyilin ortalarinda, modernizm ve minimalist tasarim akimlari, mobilya algisinda radikal
degisikliklere neden olmustur. Fonksiyonellik ve sadelik, oturma elemani tasariminin temel taslar
haline gelmis ve gosterisli detaylar yerine temiz ¢izgiler ve pratik kullanim 6ncelik kazanmaistir. Bu
donemde oturma elemani statii iligkisi, tasarimci etiketi, marka, moda ve malzeme kullaniminin

detaylarda 6zellesmesi ile neticelenmistir.

Oturma elemani ve statii iliskisi, tarih boyunca toplumlarin mekan kullanimini etkileyen ve sosyal
smiflar arasindaki farkliliklar1 vurgulayan dinamik bir siiregtir. Oturma elemani tasarimi, toplumsal
degisimlere ve kiiltiirel evrimlere paralel olarak gelismis, bireylerin statii ifadesinde dnemli bir rol
oynamig ve oynamaya devam etmektedir. Giliniimiiz oturma elemanin da hem islevselligi hem de
estetigi bir araya getiren farkli tasarimlarla karsilagsmaktayiz. Ancak, sosyal statiiyii yansitan oturma
elemani tasarimlari geleneksel tasarimlarin farkli bir sekilde yorumlanmasi ya da giiniimiiz teknoloji
kullanim1 gerek malzemede gerekse liretimde ve tasarimcinin farkli dokunuslart sayesinde varligini
stirdirmektedir. Marka olmus tasarimcilarin ve firmalarin iirlinleri ve bunlarin glinlimiiz akillt
teknolojisi ile ¢oziimlenmesi, giin gectikgce azalan ve kiymetlenen dogal malzemelerin kullanima,
oturma eleman: TUzerinden statii ifadesini devam ettirmektedir. Endiistriyel {iiretimde farkli
malzemelerin bir araya getirerek yapilan tasarimlar ve bunlarin detay ¢éziimlerinin tasarima estetik
olarak etki etmesini yani sira 6zel liretim mobilyalarda da statii arayis1 miisterinin kisisel zevkleri ve
ihtiyaclar1 dogrultusunda 6zel olarak tasarlanan oturma elemanlari, benzersiz bir statii sembolii olarak

kabul edilebilir.

Tarih boyunca oturma elemaninda tasarim kurgusu bir¢ok verinin degerlendirilmesi sonucunda
olusturulmustur. Kullanici, mekan, malzeme, striiktiir, detay, teknoloji, moda, kiiltiirel etki gibi bir
cok etkenin dogru analiz edilerek kullanilmasi tasarimin basarili olmasini ve bireyin zevkini, tarzini
ve sosyo-kiiltiirel beklentilerine cevap vermesini miimkiin kilacak bir tasarim 6gesi olmasini saglamis
ve saglayacaktir. Bu dogrultuda tasarlanan bu oturma elemanlar1 kisinin mekan da statiisiinii ve

roliinii dogru olarak yerine getirmesini saglayacaktir.
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Tesekkiir ve Bilgi Notu

Makalede, ulusal ve uluslararasi aragtirma ve yayin etigine uyulmustur. Calismada Etik Kurul izni

gerekmemistir.

Cikar Catismas1 Beyam

Cikar ¢atismasi bulunmamaktadir.
Arastirmacilarin Katki Orami1 Beyan Ozeti
Makale tek yazarlidir.
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SUMMARY

Seating furniture, an indispensable component of interior spaces, has undergone a remarkable
evolution throughout history, influenced by the changing lifestyles, expectations, and aesthetic
preferences of societies. As lifestyles evolved, so did the designs of seating furniture, which came to
reflect the diversity, social hierarchies, and cultural identities of their users. This topic holds
significance not only because it highlights the functional role of seating furniture but also because it

underscores how such furniture helps define social interactions and personal identity within a space.

The history of seating furniture can be traced back to ancient civilizations, with evidence of its use
dating back approximately 6500 years. One of the earliest known representations is a clay figurine
from around 4500 BC, depicting a human figure seated on a chair with four legs and a backrest. This
discovery underscores the longstanding importance of seating furniture in human society. The
Sumerians, for example, are recognized as one of the first societies to utilize chairs, as evidenced by

sculptures, reliefs, and seals from that era.

Further historical artifacts, such as the chairs found in the tombs of Egyptian kings, highlight the early
association of seating furniture with power and status. These ancient chairs were not merely
functional items but symbolic representations of authority and dignity. This symbolism persists today,
as seen in various cultures where chairs remain emblems of power, such as in the House of Commons

in the United Kingdom and Canada.

Throughout history, seating furniture has served as more than just a utilitarian object; it has been a
potent symbol of status and identity. In many cultures, the type and style of seating furniture one
owns can signify social standing, wealth, and personal taste. For centuries, chairs and thrones were
reserved for royalty, clergy, and the elite, while common people used simpler forms of seating such

as benches, stools, or the ground itself.
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In designed spaces and among conscious consumers, seating furniture plays a critical role in

establishing the identity of a space and signaling social hierarchy. A well-designed chair can dominate
a room, creating a focal point and setting the tone for the space. This capacity for personalization and
status indication is achieved through various customizable features such as size, color, material, and
design. Thus, seating furniture not only serves the practical purpose of providing a place to sit but

also contributes to the overall ambiance and identity of a space.

The pursuit of personal status and the desire for unique, customized furniture are deeply ingrained in
human behavior. As individuals seek to express their identity and social position, they often turn to
personalized furniture. The flexibility of seating furniture to adapt to personal preferences allows it
to serve as a canvas for self-expression. By altering features such as dimensions, upholstery, and
craftsmanship, individuals can create seating pieces that reflect their personal style and social

aspirations.

This phenomenon is not new; throughout history, the elite have commissioned bespoke furniture to
assert their status and showcase their wealth. In the Renaissance period, for instance, elaborate thrones
and chairs were crafted for nobility, featuring intricate carvings and luxurious materials. These pieces
were not only functional but also served as tangible displays of power and prestige. Similarly, in the
modern era, high-end designers and manufacturers offer custom-made seating furniture, catering to

the tastes of discerning clients who seek to distinguish themselves through their furnishings.

Seating furniture also serves as a reflection of cultural diversity and societal acceptance. Different
cultures have developed unique styles of seating, influenced by local materials, traditions, and social
norms. For example, traditional Japanese seating furniture, such as tatami mats and zabuton cushions,
reflects the cultural emphasis on simplicity, minimalism, and close-to-the-ground living. In contrast,
the opulent and heavily ornamented seating of the Baroque period in Europe speaks to a different set

of aesthetic values and social structures.

These cultural variations in seating design highlight the importance of context in furniture design. As
societies become more diverse and interconnected, there is a growing appreciation for the rich
tapestry of cultural influences that shape our living spaces. Modern seating furniture often
incorporates elements from various cultures, blending traditional craftsmanship with contemporary

design to create pieces that resonate with a global audience.

Beyond its social and cultural significance, seating furniture also has a profound psychological impact

on individuals. The design, comfort, and arrangement of seating can influence how people feel and
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interact within a space. Comfortable and ergonomically designed chairs can enhance well-being and

productivity, while aesthetically pleasing furniture can uplift the mood and create a sense of harmony.

Seating furniture can also affect social interactions. The arrangement of chairs and sofas in a room
can facilitate communication, encourage relaxation, or create a formal atmosphere. In public spaces
such as offices, cafes, and waiting rooms, the choice and layout of seating can influence how people
engage with one another and with the environment. For example, circular seating arrangements can
promote inclusivity and collaboration, while linear arrangements may convey formality and

hierarchy.

In homes, the placement of seating furniture in living rooms or dining areas can influence family
dynamics and social gatherings. Comfortable and inviting seating can encourage family members and
guests to spend more time together, fostering stronger relationships and a sense of community.
Conversely, uncomfortable or poorly arranged seating can lead to physical discomfort and social

discomfort, hindering interactions and communication.

As we look to the future, the design of seating furniture continues to evolve in response to changing
lifestyles, technological advancements, and environmental concerns. The rise of remote work and
flexible living spaces has led to an increased demand for versatile and multifunctional seating
solutions. Designers are exploring new materials and technologies to create furniture that is not only

comfortable and stylish but also sustainable and adaptable to various needs.

One notable trend is the use of eco-friendly materials and manufacturing processes. With growing
awareness of environmental issues, consumers are seeking furniture that minimizes its ecological
footprint. Designers are responding by incorporating recycled materials, sustainably sourced wood,
and low-impact manufacturing techniques. This shift towards sustainability is not only beneficial for

the planet but also resonates with consumers who prioritize ethical and responsible consumption.

Another emerging trend is the integration of technology into seating furniture. Smart furniture that
incorporates features such as adjustable settings, built-in charging ports, and health monitoring
sensors is becoming increasingly popular. These innovations enhance the functionality and user

experience of seating furniture, making it more responsive to individual needs and preferences.

For instance, ergonomic chairs with adjustable lumbar support and reclining features can improve
posture and reduce the risk of back pain for individuals who spend long hours sitting. Smart sofas
with built-in speakers and wireless charging can enhance the entertainment experience at home.
Moreover, health-conscious designs, such as chairs with sensors that monitor sitting posture and

provide feedback, can help users maintain better health and well-being
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Art and fashion have always played a significant role in the design of seating furniture. Throughout

history, artistic movements and fashion trends have influenced the aesthetics and styles of furniture.
From the ornate and elaborate designs of the Rococo period to the sleek and minimalist lines of mid-

century modernism, seating furniture has often mirrored the prevailing artistic and cultural zeitgeist.

In contemporary times, the collaboration between furniture designers and fashion designers has led
to innovative and avant-garde seating pieces that push the boundaries of traditional design. For
example, renowned fashion houses have ventured into furniture design, creating limited-edition
chairs and sofas that are as much works of art as they are functional pieces. These collaborations

bring a fresh perspective to seating furniture, blending the worlds of fashion and interior design.

Moreover, the influence of art is evident in the use of bold colors, unconventional shapes, and unique
materials in seating furniture. Artistic designs that challenge conventional notions of form and
function are becoming increasingly popular, appealing to consumers who seek distinctive and
statement-making pieces for their spaces. This intersection of art and furniture design adds a layer of
creativity and individuality to seating furniture, making it not only a functional item but also a form

of self-expression.

In conclusion, seating furniture is an essential and evolving element of interior spaces, reflecting the
changing lifestyles, cultural identities, and social hierarchies of societies. From its early origins as a
symbol of power and status to its current role as a versatile and personalized component of modern
living spaces, seating furniture continues to shape and be shaped by human behavior and societal
trends. Its significance extends beyond functionality, serving as a mirror of social status, cultural

diversity, psychological well-being, and artistic expression.

As we move forward, the design of seating furniture will undoubtedly continue to adapt, incorporating
new materials, technologies, and cultural influences to meet the diverse needs and preferences of
individuals and communities. The trends toward sustainability, technological integration, and artistic
innovation will shape the future of seating furniture, ensuring that it remains a vital and dynamic part
of our lives. Whether in homes, workplaces, or public spaces, seating furniture will continue to play

a pivotal role in defining how we live, interact, and express ourselves.
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