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Liana Kuyumcuyan

Tasarim Ogrencileri bilir; egitimimize “temel tasarim” aligtirmalariyla baglariz.
Cogunlukla elimizle ¢esitli form ve renk kompozisyonlar1 olustururuz ve ardindan
nesnelere, malzemelere gecerek bagka soyut seyler yaratiriz. Cizim dersleri temel
perspektif ve teknik ¢izim kurallarini anlayarak kalem ve k4git kullandigimiz bir
stireg olarak baglar.

Ikinci yil ise modelleme programlariyla tanigma zamanidir. Olasiliklar o kadar sonsuz-
dur ki bu defa sonsuz boglukta duran nesneler yaratmaya baglariz. Nesne orada, renkli ama
bos bir alanda durur. Bos alanin rengini de segebiliriz; bu olduk¢a 6nemli, degil mi?

Tasarim egitiminin ikinci yilindan itibaren bogluklar i¢in ve i¢inde nesneler tasarlariz.
Kavramlar genellikle 6dev olarak verilir, yani o kisim i¢in endiselenmemize gerek yoktur.
Bazilar1 kalem ve kagitla eskiz yapmayi tercih eder, ancak bu genellikle hayal kirikligiyla
sonuglanir. Tasarim 6grencileri bilir... Gergekte ¢izdiginiz seyi asla olmasi gerektigi gibi
modelleyemezsiniz. Ancak modelleyebildiginiz kadar tasarlayabilirsiniz.

Bugiiniin tasarimcilarinin yeni siniri bu. Malzeme kalitesi veya direnci degil. Uretim
metodolojileri veya makinelerin kullanilabilirligi de. Ergonomi veya denge kisitlamasi
hele hig degil... Dijital araglar konusundaki bilgimiz kadar tasarlayabiliyoruz.

Ama mezun oldugumuzda ve 6rnegin bagka bir iilkedeki bir tasarim okulunda
egitimimize devam ettigimizde, orada ne goriiyoruz? Okulda kapsamli atélyeler var
ve bir¢ok malzemeye diisiik fiyatlarla erisilebiliyor. Bu olduk¢a heyecan verici!
Atdlye alaniyla ilgilenen bir usta var. Bize malzeme veriyor, hangi makineyi kullana-
cagimizi bilmiyorsak onu gésteriyor. Sonra gidiyor. Hah. Malzemeyle bagbasa kali-
yoruz. Makine bize bakiyor, biz makineye, tabii bir de malzemeye... Bir sey tasarla-
dik. Onu o boslukta modelledik. O boslukta ¢ok giizel duruyordu, degil mi? $imdi
nasil iretecegiz?

Birkag yil 6nce, hila bir tasarim 6grencisiyken boyle kisisel bir deneyimim oldu.
Kullandigim en temel “dijital ara¢” modelleme programiydi. Gergek diinyanin orada
anlagilamayacagini gormem uzun siirmedi. Bugiin dokundugumuz her nesne bu arag-
larla iretiliyor, i¢inde yagsadigimiz binalar, hatta gectigimiz kentsel mekénlar, gergek
tiretim sahasinda deneyimi olmayan tasarimcilar ve mimarlar tarafindan tasarlaniyor.
Her sey list g6riiniis/6n goriiniig/sag goriiniis cercevelerinde tasarlaniyor. Diinyalarimiz
insan bakis ac¢isindan uzaklagiyor ve hepimiz de buna uyum sagliyoruz. O eski, “ko-
mik” bilim kurgu filmlerinde gérdiigiimiiz bir diinyaya ne kadar uzagiz?

Oldukga diisitk teknolojili bir insan olarak bu sayi, giincel tartigmalar ve tasarim
araglar1 hakkinda bilgi edinmeme ¢ok yardimci oldu. Diinya ¢apinda birgok yaratici
birey bu dijital araglarla ¢alisiyor ve hatta bu araglar1 dogru sekilde kullanma konusun-
da da dikkatliler. Bu sayida tasarimcilarin, sanatgilarin ve mimarlarin “dijital teknolo-
jinin” kendileri icin ne anlama geldigine dair perspektiflerini ve tasarim pratigine ilis-
kin gelecek vizyonlarini okuyoruz. Okumanin, tartigmanin, 6grenmenin, paylasmanin
ve pratik yapmanin, ama hayatimiza giren her degisikligi sorgulamadan kabul etme-
menin 6nemini hatirlamak dilegiyle, umariz siz de zevkle hazirladigimiz bu say1y1 be-
generek okursunuz.

SPACE POPULAR, NON SPECULATIVE VIRTUAL HOUSE, 2018

Design students would know; we start our education with “basic design” exercises.
With mostly use manual tools, we create compositions of forms and colors, sometimes
images, and then pass to objects and materials, creating some other abstract stuff.
Drawing courses start with pen and paper, understanding the basic rules of perspective
and rules of technical drawing.

The second year is the time to meet with modeling programs. The possibilities are so
endless that you start creating objects standing in this eternal void. Your object is there,
in a colored, empty space. You can pick the color of the empty space; that’s quite impor-
tant, right?

We design objects for and in voids from the second year of design education. Concepts
are generally given as a task, so there is no need to worry about that part. Some people
prefer sketching with pen and paper, but that generally ends with disappointment.
Design students would know... You will never be able to model what you actually draw.
You can design as much as you can model.

That’s the new boundary of today’s designers. Not the material quality or resistance.
Not the production methodologies or availability of machines. No ergonomic or balan-
cing restrictions... We design as much as our knowledge of digital tools.

But when you graduate and then, for example, go to a design school in another
country, what do we see there? Extensive workshops in the school and many materials
can be used at low prices. That’s quite impressive! There is a master taking care of the
workshop area. They give you the material, show you the machine if you don’t know
which one to use. Then they leave. Huh. You will be there on your own with the materi-
al. The machine looks at you, you look at the machine, then you look at your material.
You designed something. You modeled it in that void. It was standing amazingly in that
void, right? How to produce it now?

I had such a personal experience as a design student several years ago. The most basic
“digital device” I used was the modeling program. It did not last long to see that the real
world cannot be understood there. Today, each object we touch is designed on these to-
ols, our buildings we live in, even the urban spaces we are walking, by designers and
architects who have no experience in the actual production site. Everything is designed
on top view -front view- right view frames. Our world is getting far and far away from
the person’s point of view, and we all are adapting to it. How far is the future of a world
we saw in those old, “funny” science-fiction movies?

As a highly low-tech person, this issue helped me a lot to learn about the current dis-
cussions and design tools. Many creatives worldwide work with these digital tools but
are also concerned about using them in the right way. In this issue, we are listening and
reading about designers’, architects’ and artists’ perspectives on what “digital techno-
logy” means to them and their future visions concerning design practice. I hope you
enjoy reading this issue as much as we enjoyed preparing. Let’s remember the importan-
ce of reading and discussing, learning, sharing, and practicing, but not accepting every

change coming into our lives without questioning.
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Insan ve teknoloj
arasindaki diyalekt
tasanm sureclen
The dialectic design
processes of peopl
and technology

Yazi1 Text: Selguk Artut

Tasarim stireglerini sekillendiren farkli
teknolojik bilesen 6rnekleriyle Selcuk Artut,
tasarim ve teknolojinin gliniimiizde ne denli i¢ ice
gectigini ve insanin bu iligkideki roliinii sorguluyor

Selcuk Artut questions how design and technology
are intertwined today and the role of humans in this
relationship with the examples of different technological
components that shape design processes

Tasarim kavrami yakin dénemde pek ¢ok kisinin ilgi odagina yerlesti. Neredeyse tasa-
rim kelimesi; yaratmak, tiretmek gibi alisilagelen kelimelerin dahi biiyiik dl¢iide yerini
aldi1 denebilir. Artik restoranda yediginiz yemek veya yola ¢iktiginiz yaz tatili bile bir
tasarim hadisesi olarak degerlendirilebiliyor. Tasarimin bu derecede yayginlasmasina
sebep olan temel unsurlar nelerdir diye sorguladigimizda yasanilan bu siirecin, dijital
teknolojilerin yayginlasmasiyla ayn1 donemlerde Ortiisiiyor olmasi elbette bir tesadiif
degil. Endistrilesmeyle giderek yayginlasan cesitli teknolojik aparatlarin hayatlarimi-
zin temel bilesenleri haline gelmesinin pesi sira zihin odakli yeteneklerimize yonelik
kolaylastiric1 ve destekleyici gelismelerin de dijital evrimle birlikte giiniimiizde siklik-
la boy gosterdigini gormekteyiz. Bilgisayarlar insanlarin ¢6ziim bulmaya ¢alistig1 ko-
nularda en stk danistiklar1 teknolojik aparatlar haline geldi. Bu gelismeler 15181nda
konuya tasarim odakli baktigimizda ise yiizyillardir devam eden tasarim disiplininin,
dijital teknolojiler beraberinde ortaya ¢ikan zengin simiilasyon ortamlari, farkl dii-
stinme bi¢imlerine firsat veren gelistirme bilesenleri, iiretim yontemlerindeki yenilik-
ler gibi gelismeler neticesinde ge¢mise oranla oldukga farkli boyutlara dogru hareket
halinde oldugunu séylemek gerekiyor.

Insan nasil tasarlar sorusunun cevabini bulmak hayli giictiir. Tasarlamak, bir tasa-
rimcinin sahip oldugu bilgi birikimi ve becerileri neticesinde yapilandirilmis bir dii-
stincenin somutlagtirilmasi olarak yorumlansa da bu tanim giiniimiiz i¢in artik yeterli
olmamaktadir. Ciinkii tasarim ugras, isin baginda bir kisi de olsa artik salt insana dair
bir etkinlik olmaktan olduk¢a uzaklasti. Istisnalar olmakla beraber, giiniimiize bakti-
g1mizda bazi tasarimcilar tek baslarina ig tiretiyor gibi goziikselerde bu siirecin olmaz-
sa olmaz1 haline gelmis olan teknolojik bilesenleri g6z ard1 etmemiz haksizlik olur.
Insan ve teknolojinin birlikte iiretmeye ve yaratmaya olan ortak ¢abasindaki diyalek-
tik ugrasi anlamaya ¢alismadan teknolojiyi halihazirda varsayilan bir girdi olarak ka-
bul etmek, hem tasarimcinin hem de teknolojinin operasyonun basit birer pargalar:
olarak goriilmesinden 6teye gecilmedigi kisir bir yaratim siirecine sebep olabilmekte-
dir. Oysa insan teknoloji birlikteligini operasyonel anlamdan 6teye tastyan yaratici
yaklagimlarin da giin gegtikge arttigini gérmekteyiz. Kanimca tasarim ve teknoloji
konusu zaten igte tam bu noktada heyecan kazaniyor.

.\1-%5 {*
W

i
L
*

The concept of design has recently become the point of interest for many people. It
is possible to say that the design world has largely replaced even very common words
such as creating and producing. Even the meal you eat at the restaurant or the sum-
mer vacation you set out on could be considered a design event. It is not a coincidence
that this process coincides with the spread of digital technologies when we question
what the main factors that caused the design to become so widespread are. Along with
the fact that various technological apparatuses, which have become increasingly wide-
spread with industrialization, are now the basic components of our lives. We see that
facilitating and supporting developments for our mental-oriented abilities frequently
appear in our daily lives through the digital evolution. Computers have become the
technological apparatus that people consult most frequently on the issues they are try-
ing to find solutions. When we look at the subject with a design focus in the light of
these developments, it is necessary to say that the design discipline, which has been
going on for centuries, is on the move towards quite different dimensions compared
to the past, as a result of developments such as rich simulation environments that have
emerged with digital technologies. These development components allow different
ways of thinking and innovations in production methods.

It is not easy to find the answer to how people design. Although designing is inter-
preted as the embodiment of a structured thought resulting from a designer’s knowl-
edge and skills, this definition is no longer sufficient today. The work of design is far
from being a purely human activity, even if one person is doing the work. Although
there are exceptions, it would be unfair for us to ignore the technological components
that have become indispensable for this process today, even though some designers
seem to be producing work on their own. Accepting technology as a default input
source without trying to understand the dialectical effort in the joint effort of humans
and technology to produce and create together can lead to a vicious cycle of a creative
process in which both the designer and the technology are seen as simple parts of the
operation. However, we see that the creative approaches that carry the human-tech-
nology togetherness beyond the operational meaning are increasing by the day. In my
opinion, the subject of design and technology is already getting exciting at this point.

GENERATIVE DESIGN, HAVACILIK ALANINDA YAPILMIS BIR TASARIM UYGULAMASI GENERATIVE DESIGN FOR AEROSPACE AIRBUS, CREATIVE COMMONS WWW.FLICKR.COM/PHOTOS/ARSELECTRONICA/29308799875
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Tasarlamak, bir tasarimcinin sahip
oldugu bilgi birikimi ve becerileri
neticesinde yapilandirilmuig bir
diisiincenin somutlastirilmasi olarak
yorumlansa da bu tanim giiniimiiz i¢in
artik yeterli olmamaktadir. Ciinkii
tasarim ugragsl, isin basinda bir kisi de
olsa artik salt insana dair bir etkinlik
olmaktan oldukga uzaklagt.

Ozellikle giiglii bir bilisim alt yapisina sahip olan birgok uygulama tasarimcilara
hayallerinin 6tesinde yer alan ve ¢oklu sayida secenek barindiran birgok ihtimali ko-
laylikla sunabiliyor. Bu tiir uygulamalar1 kullanan tasarimecilar ise icine girdikleri tek-
nolojik tasarim yolculugunda sahsi miidahaleleri ve firsat kogsullandirmalari neticesin-
de ortaya ¢ikan tasarim sonuglar1 karsisinda siirekli bir geri bildirim haliyle 6zgiin
bi¢imlerde tasarim yapmaya devam ediyorlar. Bu noktada tasarimcilarin sergiledikleri
karar verme siiregleri nihai sonuca ulasmada olduk¢a 6nemli bir yere sahip olsa da isin
s6z konusu kararlar 1181nda birlikte ilerleyen bir de teknolojik iterasyon boyutu var.

1988’de Almanya’da bulunan Osnabriick’de yapilan Avrupa Medya Sanat1 Festiva-
li'ndeki roportajinda Flusser sistemleri iki kompleksite seviyesinde tanimlamaktadir:
“Yapisal kompleksite” ve “Islevsel kompleksite”(1) Yapisal kompleksiteye sahip sis-
temler sahip olduklar: bilesenler agisindan incelendiginde (6rnegin bilgisayar) anlagil-
mast son derece zor ve karmagik bir alt yapiya sahiptirler. Islevsel kompleksiteye sahip
sitemlerde ise bu sistemlerin kullanimi neticesinde son derece karmagik sonuglar elde
edebilmek miimkiindiir. Flusser islevsel kompleksiteye 6rnek olarak ise aslinda yapisal
kompleksitesi son derece basit bir oyun olan satranci gostermektedir. Satrang, belli
stratejilerle kurgulanan ve farkli bicimlerde ortaya konulan oyunlarin gelistirilmesine
yo6nelik sahip oldugu zengin islevsel kompleksite a¢isindan diinyanin en kompleks ya-
pilarindan biridir. Ancak tasarim agisindan Flusser’in bu gézlemindeki en can alic
nokta yapisal ve islevsel kompleksitenin yaraticilik tizerindeki etkileridir.

Yukarida belirttigimiz iizere bilgisayar yapisal kompleksitesi oldukga yiiksek bir
teknolojik aparattir. Ancak bu sistemin iglevsel kompleksitesinin hangi seviyelerde
olusacag1 meselesi ise tamamen kullanicilarin davranislarina baglidir. Ornegin, bilgi-
sayar kargisinda basit anlamdaki giinlik ihtiyaglarini gidermekten 6te bir iligki i¢inde
olmayan bireyler dogal olarak bu kompleksiteyi son derece zayif olarak hissetmekte-
dirler. Diger yandan ise bilgisayar ile tasarim ugrasi icinde olan bir kisinin deneyimle-
digi islevsel kompleksite ve ortaya ¢ikan olasi sonuglar 6nceki 6rnege kiyasla cok daha
gelismis bir yapiya sahip olacaktir. Fakat bu kompleksiteyi ve beraberinde olusan so-
nuglar1 daha da ileriye tasimak, bilisim ve tasarimi -aslinda daha genel anlamda tek-
noloji ve insani- birbirine yaklastirmak ile miimkiin olabilmektedir.

Tasarimci neredeyse tasarim ortamini tasarlayacak seviyede tiim ihtiyaglarina y6-
nelik bir sistemin gelismesine imk4n verecek bilgi, beceri ve esneklikle kusatildiginda,
insan ve teknoloji birlikteliginde sakli duran diyalektik yaraticilik olgusu bir anda son
derece belirgin bir etkinlik kazanmaktadir. “Diyalektik Yaraticilik” haline doniisen
kargilikli etkilesimler bilgisayarin sahip oldugu yapisal ve islevsel karigikligin farkli
boyutlarinda meydana gelmektedirler.(2)

Bu alanda somut bir 6rnek vermek gerekirse Autodesk firmasinin gelistirdigi Fusi-
on 360 yazilimi i¢inde yer alan Generative Design(3) tanimini incelemekte fayda var.
Kullanicilara tasarim agisindan konforlu bir kesif siireci sunan Generative Design, tasa-
rimdan iiretime tiim siireci hizlandirirken bulutun ve makine 6greniminin giiciinden
yararlanan bir yapay zeka bi¢imi olarak tarif edilmektedir.(4)

Bu uygulamada tasarimcilar, performans veya mekénsal gereksinimler, malzeme-
ler, iiretim yontemleri ve maliyet kisitlamalar1 gibi parametrelerle birlikte bir¢ok tasa-
rim hedeflerini yazilima belirtmektedirler. Yazilim, hizli bir sekilde tasarim alternatif-
leri tireterek bir ¢oziimiin tiim olasi permiitasyonlarini aragtirarak neyin ise yarayip
neyin yaramadigini her yinelemede yeniden test etmekte ve kullanicilarin tercihleri
neticesinde tasarim kararlarina ortak olmay: dahi kendiliginden 6grenmektedir.

Giiniimiizden yaklagik yirmi y1l nce Italya'daki Ivrea Etkilesim Tasarimi Enstitiisii'n-
de yazilan bir yiiksek lisans tezinin gergek bir iiriine déniismesi sonrasinda tasarim tari-
hinde yeni bir rénesans devri yasanmaya basland1. O giine kadar kullanilmasi i¢in ciddi
seviyede uzmanlik gerektiren mikroislemciler yerine programlamasi ve tizerinde caligil-
masi kolay hale getirilmig Arduino isminde yeni bir sistem gelistirildi. Bu sayede {iriin ve
etkilesim tasarimu disiplinleri arasinda islevsel kompleksitesi oldukg¢a yiiksek diyebilece-
gimiz 6nemli bir baglant1 gerceklestirilmis oldu. Tasarimcilar gelistirdikleri fikirlerde Ar-

Although designing is
interpreted as the embodiment
of a structured thought resulting
from a designer’s knowledge
and skills, this definition is
no longer sufficient today.

The work of design is far from
being a purely human activity, even
if one person is doing the work.

Many applications, especially those with a strong IT infrastructure, can easily of-
fer designers many possibilities beyond their imaginations, offering multiple options.
Designers who use such applications, on the other hand, continue to design in original
ways with constant feedback in the face of the design results that emerge as a result of
their interventions and opportunity conditioning in the technological design journey
they have launched. At this point, although the decision-making processes exhibited
by the designers have a very important place in reaching the final result, there is also a
technological iteration dimension that moves together in light of these decisions.

In an interview at the European Media Art Festival in Osnabriick, Germany, in
1988, Flusser defined systems at two levels of complexity: “Structural complexity” and
“Functional complexity”’(1) When systems with structural complexity are examined
in terms of their components, for example, computers, they have an extremely dif-
ficult and complex infrastructure to understand. In systems with functional complex-
ity, it is possible to obtain extremely complex results as a result of the use of these
systems. Flusser cites chess as an example of functional complexity, which is a game
with elementary structural complexity. Chess is one of the most complex structures
in the world in terms of its rich functional complexity for developing games that are
designed with specific strategies and presented in different ways. However, the most
crucial point in Flusser’s observation in terms of design is the effects of structural and
functional complexity on creativity.

As mentioned above, the computer is a technological apparatus with a very high
structural complexity. However, the question of at what level the functional complex-
ity of this system will occur depends entirely on the behavior of the users. For example,
individuals who are not in a relationship other than meeting their simple daily needs
with the computer naturally feel this complexity as weak. On the other hand, the func-
tional complexity experienced by a person who is engaged in design with a computer
and the possible results will have a much more advanced structural experience com-
pared to the previous example. However, moving this complexity and the results that
come with it further is possible by bringing information and design, in fact, the human
being and technology in general, closer together.

When the designer is surrounded with the knowledge, skills, and flexibility that will
allow the development of a system for almost all their needs, at the level of designing
the design environment, the dialectical creativity phenomenon, which is embedded in
the unity of human and technology, suddenly gains a very prominent effect. Interac-
tions that turn into “Dialectical Creativity” occur on different levels of the structural
and functional complexity of the computer. (2)

It is useful to examine the definition of “Generative Design” (3) in the Fusion 360
software developed by Autodesk to give a concrete example in this area. Generative De-
sign, which offers users a comfortable discovery process in terms of design, is described
as a form of artificial intelligence that takes advantage of the power of the cloud and
machine learning while speeding up the entire process from design to production. (4)

Designers specify many design goals to the software, along with parameters such
as performance or spatial requirements, materials, production methods, and cost
constraints in this application. The software quickly generates design alternatives,
researching all possible permutations of a solution, retesting what works and what
doesn’t at each iteration, and even learning to participate in design decisions as a result
of users’ preferences.

After a master’s thesis, written at the Ivrea Interaction Design Institute in Italy
about twenty years ago, was turned into a real product, a new renaissance period be-
gan to be experienced in design history. Instead of microprocessors, which required
a serious level of expertise, a new system called Arduino, which was designed to be
easy to program and work on, was developed. In this way, an important link between
product and interaction design disciplines, which we could say with a very high func-
tional complexity, was established. Designers have achieved new dimensions in their

duino’yu 6zgiirce kullanarak yaraticiliklarinda yepyeni boyutlar elde ettiler. A¢ik dona-
nim lisansi ile Arduino’nun tiim iiretim detaylarina dair kaynaklarin 6zgiirce paylagilmasi
neticesinde tiriiniin gelistirilmesinde ciddi bir kitlesel katilim olugtu. Belki de hi¢ beklen-
medik bir bicimde Arduino, tasarim kavraminin bugiin bu kadar ¢ok konugulmasina se-
bep olan 6nemli etmenlerden biri haline geldi. Artik etkilesimli bir @iriin tasarimi proje-
sinde prototip gelistirme anlaminda ilk akla gelen tasarim aparat1 olan Arduino, her
yastan insanin kolaylikla ulasabilecegi ve yeni fikirler gelistirebilecegi 6nemli bir platform
olarak tasarim diinyasinda hatiri sayilir bir yere sahip oldu. Bu bagarinin altinda Flusser’in
altuni ¢izdigi islevsel kompleksite yapisinin yattigini da tekrar belirtmekee fayda var. Tek-
nolojik sistemler islevsel kompleksite kazandik¢a onlarla birlikte ge¢irdigimiz tasarim
stireglerinin neticeleri bizim hayal ettigimiz boyutlarin 6tesine gegebilmekte ve diyalektik
yaraticilik 6zgiin fikirlerin ortaya ¢ikmasinda son derece etkili bir hale gelebilmektedir.

Yakin dénemde 6nemli bir ilgi odagina dontigsen bir bagka olgu olan yapay zeka
kavrami ise tasarim diinyasinda gelecege dair 6nemli bir potansiyel olarak kargimiz-
da durmakta. Yapay zeka4, bilisimsel tasarim aparatlarimizda farkli bicimlerde boy
gostermeye bagladi. En basitinden bir resmi oldugu ¢6ziiniirlitkten daha ¢ok biiyiit-
mek i¢in dahi artik yapay zekdnin algoritmalarini kullanarak tatmin edici sonuglar
elde etmek miimkiin hale geldi. Gergek olan ve olmayani birbirinden ayirmamizin
imkansiz hale geldigi bircok gorsel 6geyi yapay zekdnin nimetlerini kullanarak ko-
laylikla elde edebiliyoruz. Ancak insan ve teknoloji birlikteligindeki bu simbiyotik
iligkiyi iki taraftan okumakta fayda var. Insanlar teknolojiyi olabildigince dzgiir bir
bi¢imde kullanirken ayni bigimde teknolojinin de insanlara kars1 zaruri ihtiyaglan
bulunmakta. Ozellikle yapay zeka konusu ele alindiginda, makinalarin égrenmele-
rine imkén veren bilgi kiilliyatinin insan medeniyetinin ge¢misten bugiine kadar
araliksiz siiregelen gelisiminden beslendigini géz ard1 edemeyiz. Ve hatta bugiin bel-
ki de ge¢mise oranla teknolojinin insanlara ¢ok daha fazla ihtiyaci bulunuyor. Bu
konudaki en ¢arpici ¢aligma alanlarindan biri olarak otonom siiriis sistemleri tizeri-
ne yapilan aragtirmalardan bahsedebiliriz. I¢lerinde MIT, Max Planck Enstitiisii,
Exeter Universitesi gibi birgok bilinen kurumun yer aldig1 4hldk Makinas: (Moral
Machine) isimli projede otonom sistemlerin olasi bir kaza aninda nasil hareket et-
meleri gerektigine dair kararlarin tespit edilmesine galigtyor.(5) Bu tespitlerin gelis-
tirilmesinde ise kitlesel bir goriisiin olusturulabilmesi i¢in igeriginde kullanicilara
yo6nelik bir¢ok sorunun bulundugu bir internet sitesi gelistirilmig bulunmakta. Site-
de verilen bilgiye gore;

Bu ¢alismada, ahlki ikilemlerle kars1 karsiya kaldiklarinda makinelerin nasil karar
vermesi gerektigine dair insan gériisiiniin kitle kaynakli bir resmini olugturmak ve kit-
le kaynakli potansiyel senaryolarin tartisilmast i¢in bir platform saglayarak tartigmayi
daha ileriye tagimak amaclanmaktadir.

Ancak bahsettigimiz size yoneltilen bir seri soruyu cevaplamaya kalktiginizda tize-
rinizdeki sorumlulugun ne kadar agir oldugu gergegi ile karsilagiyorsunuz. Size soru-
lan sorularda 6rnegin bir kaza aninda karsidan karsiya gegmekte olan yash bir bireyin
mi yoksa geng bir bireyin mi hayatinin tehlikeye sokulmasi gerektigi gibi icinden ¢ikil-
mas1 oldukga zor kararlar1 vermeniz bekleniyor. Tiim bu kararlar neticesinde de maki-
nalarin ahlaki modelinin geligtirilmesi hedefleniyor.

Psikoloji’de Vagon Ikilemi (7Trolley Problem) olarak da bilinen etik karar verme sii-
reglerini inceleyen bu meselede insana dair ahlak, sagduyu, vicdan, inang, hukuk gibi
bir¢ok kavram bulunmaktadir. Iste bu noktada otonom bir arag tasarimi iizerine gali-
sacaksaniz teknolojinin de insanlara gereksinimi kag¢inilmaz bir hale gelmektedir.
Ciinkii yukarida bahsettigimiz insana dair kavramlar teknolojinin ruhunda yer edin-
mesi muhtemel olmayan seylerdir. Tasarim ve teknolojiler 6zelinde baktigimizda in-
san ve teknoloji arasindaki birlikteliklerin saglikli kurgulanmasi meselesi tizerinde
¢ok daha fazla diigiiniilmesi gereken bir konu olarak karsimizda durmaktadir.

1) Vilém Flusser roportaji, 1988, Osnabriick https://www.youtube.com/watch?v=j3z05kB_Qt8
2) Artut, S. (2021). Insan ve Teknoloji Birlikteligi Ekseninde Beliren Diyalektik Yaraticilik Kavrama.
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creativity by freely using Arduino to realize their ideas. As a result of the open-source
software on all production details of Arduino, there was serious mass participation in
the development of the product. Perhaps unexpectedly, Arduino has become one of
the crucial factors that cause the concept of design to be discussed so widely today.
Arduino, which is now the first design tool that comes to mind in terms of prototype
development in an interactive product design project, has a big place in the design
world as an important platform where people of all ages can easily access and develop
new ideas. Again, it is worth mentioning that the functional complexity structure un-
derlined by Flusser lies behind this success. As technological systems gain functional
complexity, the results of the design processes we spend with them can go beyond the
dimensions we had imagined. Dialectical creativity can become highly effective in the
emergence of original ideas.

The concept of artificial intelligence, another phenomenon that has recently become
a critical point, stands before us as an essential source of potential for the future in de-
sign. Artificial intelligence appears in different forms in our computational design appa-
ratuses. It is now possible to obtain satisfactory results using algorithms of artificial intel-
ligence, to enlarge a picture beyond its current resolution, for example. Using artificial
intelligence’s abilities, we can quickly obtain many visual elements that make it impossi-
ble to distinguish between the real and the unreal. However, it is helpful to interpret this
symbiotic relationship between humans and technology from both sides. While people
use technology as freely as possible, technology also has the essential needs of people.
Especially when the subject of artificial intelligence is considered, we cannot ignore that
the information corpus that allows machines to learn is fed by the continuous develop-
ment of human civilization from past to present. And today, perhaps, technology needs
people much more than it had in the past. As one of the most striking fields of study on
this subject, we could discuss the research on autonomous driving systems. The project
called Moral Machine, which includes many well-known institutions such as MIT, Max
Planck Institute, Exeter University, tries to determine how autonomous systems should
actin a possible accident. (5) In developing these decisions, a massive effort was made to
create an opinion through a website that contains many questions for users. According
to the information given on the website;

This study aims to 1) build a crowdsourced picture of the human perspective on
how machines should make decisions when faced with moral dilemmas and 2) ad-
vance the discussion by providing a platform for discussion with potential crowd-
sourced scenarios.

However, when you try to answer a series of questions that we have mentioned di-
rected at you, you encounter the reality of how heavy your responsibility is. With these
questions, you are expected to make tough decisions, such as whether an older person’s
life or a young person crossing the road should be put in danger in an accident. As a re-
sult of all these decisions, the goal is to develop the moral model of the machines.

This issue, which examines the ethical decision-making processes, also known as
the “trolley problem,” includes many human concepts such as morality, common
sense, conscience, faith, and law. At this point, if you are going to work on an autono-
mous vehicle design, technology’s need for people becomes even more indispensable.
The human concepts we discussed above are things that are unlikely to be situated in
the soul of technology. When we look at design and technologies, in particular, the
issue of the healthy construction of the associations between humans and technology
stands before us as a subject that needs to be discussed and considered further.

1) Vilém Flusser interview, 1988, Osnabriick https://www.youtube.com/watch?v=j3z05kB_Qt8
2) Artut, S. (2021). Insan ve Teknoloji Birlikteligi Ekseninde Beliren Diyalektik Yaraticilik Kavrama.
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