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e-JNM (e-ISSN: 2548-0200) HAKKINDA

Odak ve Kapsam

e-JNM'min amacit medya, teknoloji ve iletisim alaninda arastirma yapan
akademisyen ve bilim insanlar1 i¢in iyi yazilmis kaliteli eserlerin yer aldig1 bir
kaynak olusturmaktir. Ayrica ¢alisma alanlarma katki saglayacak ve gelismesine
yardimc1 olacak bir kaynak olusturmaktir. Bu dogrultuda e-JNM, bilimsel kalite
duyarlilign ile yoOnlendirilen makale ve bilimsel caligmalart yaymlamay:
amaclamaktadir. Bu baglamda e-JNM, “uluslararas1 hakemli bir dergi” olarak
nitelendirilmektedir. Yilda ii¢ kez yaymlanan hakemli uluslararas1 bir dergidir.

Degerlendirme Siireci

Yaym kurulu, gonderilen ¢aligmay1 hakemlere géndermeden 6nce hem bicim
hem de igerik agisindan incelemektedir. Ayrica danisma kurulunun goriislerini
de dikkate almaktadir. Yayin kurulunun degerlendirmesinden sonra, gonderilen
caligma iki hakeme iletilmektedir. Herhangi bir ¢aligmanin yayinlanabilmesi igin
hakemlerden en az ikisinin onay vermesi gerekmektedir. Bir calismanin
yayinlanabilmesi i¢in hakemler tarafindan talep edilen revizyon ve
iyilestirmelerin ~ yapilmast  gerekmektedir. =~ Yazarlar,  c¢alismalarinin
yayinlanmasiyla ilgili karar hakkinda ii¢ ay iginde bilgilendirilmektedir. Tiim
makaleler TURNITIN / CrossCheck by iThenticate programlar ile akademik
olarak kontrol edilmektedir.

Yayinci

Istanbul Aydin University, TURKEY

Acik Erisim Politikast

Yeni Medya Elektronik Dergisi (e-JNM) acik erisim saglama politikasim
benimsemistir.

Bu dergi acik erisimli bir dergidir, yani tiim igerige kullanici veya kurumu
tarafindan T{cretsiz olarak erigilebilmektedir. Kullanicilar, yayincidan veya
yazardan Onceden izin almaksizin bu dergideki makaleleri okuyabilmekte,
indirilebilmekte,  kopyalayabilmekte,  dagitabilmekte,  yazdirabilmekte,
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arayabilmekte veya tam metinlerine baglant1 verebilmektedir. Bu, BOAI'nin agik
erigim tanimina uygundur.

Yayin Ucreti

Yayin {icreti veya makale iglem iicreti talep edilmez. Kabul edilen tiim makaleler
iicretsiz olarak yaymlanacaktir.

Arastirma ve Yayin Etigi Ilkeleri

eJNM'ye gonderilen bilimsel makalelerde Yiiksekogretim Kurumlar1 Bilimsel
Arastirma ve Yayn Etigi ile ilgili yonergeler, Uluslararas1 Tip Dergisi Editorleri
Komitesi'nin tavsiyeleri ve Komite'nin Yazar ve Yazarlar i¢in Uluslararasi
Standartlar1 dikkate almmalidir. Intihal, verilerde sahtecilik, yaniltma, yaym
tekrari, bolinmiis yayin ve aragtirmaya katkisi olmayan kisilerin yazarlar
arasinda yer almasi etik kurallar i¢erisinde kabul edilemez uygulamalardir. Bu ve
benzeri uygulamalarla ilgili herhangi bir etik usulsiizlik durumunda yasal
islemler yapilacaktir.

a) Intihal: Baskalarina ait 6zgiin fikir, ydntem, veri ya da eserlerin bilimsel
kurallara atif yapilmaksizin kismen ya da tamamen alimmasi intihal
kapsaminda ele alinmaktadir. Intihalden kaginmak igin yazarlar, bilimsel
kurallara uygun bir sekilde atifta bulunmali ve tiim bilimsel makalelerin
kaynakcalarinda yer almasina dikkat etmelidir.

b) Veri Sahteciligi: Olmayan veya degistirilmis verilerin bilimsel
arastirmalarda kullanilmas1 sahtecilik kapsamina giren verilerdir.
Yazarlar, verilerini etik kurallara uygun olarak ve arastirma sirasinda
gecerlilik ve glivenilirliklerini degistirmeden analiz etmelidir.

c) Carputma: Arastirmadan elde edilen kayitlarin veya verilerin
degistirilmesi, arastirmada kullanilmayan cihaz veya malzemelerin
kullanilmis gibi gosterilmesi, aragtirma sonuglariin destek alinan kisi ve
kuruluslarm ¢ikarlarma gore degistirilmesi veya sekillendirilmesi
carpitma kapsaminda degerlendirilmektedir. Yazarlar, arastirma siireci
ile ilgili olarak verdikleri bilgilerde diirtist, objektif ve seffaf olmalidir.
Etik kurallar1 ihlal etmekten kaginmalidirlar.

d) Tekrarlama: Onceki yaymlara atifta bulunmadan ayni yaymin ayri
yaynlar olarak sunulmasi yayin tekrar kapsaminda
degerlendirilmektedir. Degerlendirilmek iizere sunulan yayinlarin baska
bir yerde yayimlanmasi veya degerlendirme siirecinde sorumluluk
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yazarlara aittir. Yazarlar 6zgiin ve orijinal aragtirmalarim tekrarlamaktan
kacinmali, 06zgiin ve orijinal arastirmalarini  sunmaya Ozen
gostermelidirler.

e) Boliinmiis Yaym: Bir aragtirmanin sonuglarinin  yayginlastirma
kapsaminda ele almarak arastirmanin biitiinliigiinii bozacak sekilde
birden fazla sekilde yayginlastirilmast ve bu yaymlarin ayr yaymlar
olarak yayimlanmasidir. Yazarlar, aragtirmanin biitiinliigiinii g6z 6niinde
bulundurmali ve aragtirmay1 etkileyecek bdliinmelerden kaginmalidir.

f) Yazarhk: Arastirmaya katkis1 olmayan kisilerin dahil edilmesi ya da
katkis1 olan kisilerin dahil edilmemesi haksizlik kapsaminda
degerlendirilmektedir. Tiim yazarlar arastirmanin planlanmasi, tasarima,
veri toplanmasi, analizi, degerlendirilmesi, aragtirmanin hazirlanmasi ve
sonuclandirilmasi siireclerine yeterince katkida bulunmus olmalidir.

Yayin Etigi

e-JNM, tiim yazarlarin gizlilik konularini ciddiye alan ve kisisel bilgilerinizi
korumay1 taahhiit eden Committee on Publication Ethics (COPE) tarafindan
ongoriilen etik standartlara uymasini gerektirir.

Intihal Politikast

Gonderilen tiim makaleler ilk taramadan gegmek zorundadir ve Geligsmis Intihal
Tespit Yazilimi (CrossCheck by iThenticate) araciligiyla kontrol edilecektir.

Telif Hakk

Telif hakki, bilimsel bir aragtirmay1 ayrintili olarak agiklamak igin makalenin
yazilma seklini korumayi amaglar. Bunun, yazarin haklarmi korumak ve
yayinlanan arastirmanin yeniden basimi veya diger kullanimlar i¢in izinleri
diizenlemek i¢in gerekli oldugu iddia edilmektedir. e-JNM, yazarlarin makaleleri
yaymna hazir oldugunda tiim haklarin1 devretmelerini gerektiren bir telif hakk:
formuna sahiptir.
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Feragat Politikasi

Elektronik Yeni Medya Dergisi acik erisimli bir dergidir, yani tiim igerige
kullanict veya kurumu tarafindan iicretsiz olarak erigebilmektedir. Kullanicilar,
yayincidan veya yazardan 6nceden izin almaksizin bu dergideki makalelerin tam
metinlerini okuyabilmekte, indirilebilmekte, kopyalayabilmekte, dagitabilmekte,
yazdirabilmekte, arayabilmekte veya tam metinlerine baglant1 verebilmektedir.
Ayrica, eJNM yazarlardan herhangi bir iicret talep etmez. EJNM feragat
politikas1 nedeniyle kullanmaz.

Kisitlama Olmaksizin Telif Hakki

Dergi, yazar(lar)in telif haklarimi kisitlama olmaksizin elinde tutmasina izin
vermekte ve yaym haklarini kisitlama olmaksizin elinde tutmaktadir. Génderilen
makalelerin patent veya patent bagvurusu ile korunmayan hicbir tescilli materyal
icermedigi varsayilir; teknik icerik ve tescilli materyalin korunmasina iligkin
sorumluluk yalnizca yazar(lar) ve kuruluslarina aittir ve thee-JNM veya Editoryal
Personelinin sorumlulugunda degildir. Makalenin diger tiim yazarlar tarafindan
goriilmesini ve onaylanmasimi saglamaktan ana (birinci/yazigmali) yazar
sorumludur. Makalenin gonderilmesinden once, telif hakki sakli materyallerin
kullanimi i¢in gerekli tiim telif hakki izinlerini almak yazarin sorumlulugundadir.

Yazar olarak haklarim nelerdir?

Yazar olarak haklarimiz1 belirlemek icin gonderdiginiz veya yaymnladiginiz
derginin politikasini kontrol etmeniz 6nemlidir. e-JNM'nin standart politikalar
asagidaki yeniden kullanim haklarma izin verir:

e Dergi, yazar(lar)in herhangi bir kisitlama olmaksizin telif hakkina sahip
olmasina izin verir.

e Dergi, yazar(lar)in herhangi bir kisitlama olmaksizin yaym haklarini elde
etmesine izin verir.

e Dergiye gonderdiginiz makalenin versiyonu ile dilediginizi
yapabilirsiniz.

e Makale yaymlanmak iizere kabul edildikten sonra, makalenin kabul
edilen versiyonunu herhangi bir kisitlama olmaksizin kendi kisisel web
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sitenizde, bolliimiiniiziin web sitesinde veya kurumunuzun deposunda
yaymlayabilirsiniz.

e Makalenin dergide yayinlanmasindan 12 ay sonrasina kadar, makalenin
kabul edilen versiyonunu yukarida listelenenler diginda herhangi bir
depoda yayinlayamazsiniz (6rnegin, bagka bir kurumun deposuna veya
bir konu deposuna yatiramazsiniz).

e Yayinlanan makaleyi kendi 6gretim ihtiyaglariniz i¢in kullanabilir veya
ticari amaglarla olmamak kaydiyla arasgtirma yapan meslektaslariniza
bireysel olarak saglayabilirsiniz.

e Makaleyi, dergide yaymlandiktan sonra herhangi bir zamanda sizin
tarafinizdan yazilan veya diizenlenen bir kitapta kullanabilirsiniz. Bu,
baskasi tarafindan yazilan veya diizenlenen bir kitaba bir boliimle
katkida bulundugunuz kitaplar icin gegerli degildir.

e Yayinlanan makaleyi e-JNM'den izin almadan bir web sitesinde veya bir
depoda yayinlayamazsimniz.

Makale Cagrisi

e-JNM, farkli alanlardan gelen akademisyen ve profesyonelleri bir araya
getirerek “yeni medya” ile ilgili bu sorulara iligkin farkli bakis acilarini
tartigmaya acacaktir.

e-JNM'nin Ana Konulart

Yeni Medya (web 3.0, interaktivite, yakinsama, sanallik, sosyal medya, iots, vb.)
Dijital Kiiltiir (kiiltirel ¢aligmalar, medya caligmalari, medya teorisi, gorsel
kiiltiir, vb.) Dijital Uygulama (sanal gerceklik, artirilmis gergeklik, vb.)

Dijital Sanatlar (sinema, televizyon, fotograf, illlistrasyon, kinetik, grafik vb.)
Dijital Toplum (E-toplum, gézetim toplumu, ag toplumu vb.) Iletisim Sanatlar1
(reklam, halkla iligkiler, pazarlama vb.)

Sosyal Bilimler (Iletisim Calismalari, arastirmalar, uygulamali calismalar)
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Indeksler

Google Akademik,
Tiirk Egitim Indeksi,
Erih Plus

Euro Pub

ROAD

Ucretlendirme Politikast

Yazar veya kurumdan herhangi bir ad altinda ticret talep edilmez.

e-JNM'nin Dili

Tiirkce ve Ingilizce

Iletisim

Istanbul Aydin Universitesi Istanbul - Tiirkiye
e-posta: skuzeyyildiz@aydin.edu.tr

Tel: 0212 4441428

yenimedya.aydin.edu.tr
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Editoriin Mesaji

Sevgili e-JNM Okuyuculari,

Detayli bilgi almak, oneri ve goriisleriniz paylagsmak ya da eserlerinizi
yaymlatmak i¢in gdnderimlerinizi liitfen asagidaki e-posta adresine iletin. Bizlere
e-JNM Sekreterligi yenimedya@aydin.edu.tr adresinden ulasabilirsiniz.

[letisimde kalmak ve bir sonraki sayimizda bulusmak umudu ile.

Editor

Dog. Dr. Serdar Kuzey YILDIZ

Istanbul Aydin Universitesi Florya Kampiisii 34295-istanbul TURKIYE
Tel: +90 212 4441428

E-mail: skuzeyyildiz@aydin.edu.tr

URL: yenimedya.aydin.edu.tr
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ABOUT e-JNM (e-ISSN: 2548-0200)

Focus and Scope

The aim of e-JNM is to create a source for academics and scientists who are doing
research in the media, technology and communication that feature formally well-
written quality works. And also create a source that will contribute and help
develop the fields of study. Accordingly, e-JNM’s intentions are on publishing
article sand scientific works which are guided by a scientific quality sensibility.
In this context, e-JNM is qualified as an “international peer-reviewed journal”. It
is a peer-reviewed international journal published three times a year.

Peer Review Process

The editorial board peruses the submitted material with regard to both form and
content before sending it on to referees. They may also consider the views of the
advisory board. After the deliberation of the editorial board, submitted material
is sent to two referees. In order for any material to be published, at least two of
the referees must approve it. The revision and improvement demanded by the
referees must be implemented in order for an article to be published. Authors are
informed within three months about the decision regarding the publication of
their material. All the papers are controlled academically with the TURNITIN
program.

Publisher
Istanbul Aydin University, TURKEY

Open Access Policy

Electronic Journal of New Media (e-JNM) adopted a policy of providing open
access.

This is an open access journal which means that all content is freely available
without charge to the user or his/her institution. Users are allowed to read,
download, copy, distribute, print, search, or link to the full text sof the articles in
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this journal without asking prior permission from the publisher or the author. This
is in accordance with the BOALI definition of open access.

Publication Charge

No publication charge or article processing charge is required. All accepted
manuscripts will be published free of cost.

Principles of Research and Publication Ethics

In scientific papers sent to eJNM, the guidelines related to the Scientific Research
and Publication Ethics of Higher Education Institutions, the recommendations of
the International Committee of Medical Journal Editor sand the International
Standards for the Authors and Authors of the Committee should be taken into
attention. Plagiarism, forgery in the data, misleading, repetition of publications,
divisional publication and individuals who do not contribute to the research are
among the authors are unacceptable practices within the ethical rules. Legal
actions will be taken in case of any ethical irregularity related to this and similar
practices.

a) Plagiarism: Placing the original ideas, methods, data, or works of others,
partly or completely, without making reference to the scientific rules, is
dealt with in the context of plagiarism. In order to avoid plagiarism,the
authors should refer to the scientific rules in a manner that is appropriate
and should pay attention to the references of all scientific papers in their
research.

b) Forgery of Data: The use of data that does not exist or is modified in
scientific research is data in the scopeof forgery. Authors should analyze
their data in accordance with ethical rules and without exposing them to
achange in validity and reliability during the process.

c) Detortion: Changing the records or data obtained from the study,
showing the devices or materials that are not used in the research as used,
changing or shaping the research results according to the interests of the
people and organizations that are supported are considered within the
scope of distortion. The authors should be honest, objective and
transparent in the information they provide in relation to the research
process. They should avoid violating the rules of ethics.
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d) Repetition: Presenting the same publication as separate publications
without referring to the previous publications is considered within the
scope of repetition of publications. The responsibility for the
publicationof the publications submitted for evaluation in another place
or in the evaluation process belongs to the authors.The authors should
refrain from repeating the original and original research and they should
pay attention to submit their original and original research.

e) Divisional Publication: The results of a research are discussed in the
scope of dissemination and disseminating the results of the research in a
way that disrupts the integrity of the research and disseminating it in
more than one way, and publishing these publications as separate
publications. The authors should consider the integrity of the research
and avoid the divisions that will affect the results.

f) Authorship: The inclusion of people who do not contribute to the
research or not to include the people who have contributed is considered
within the scope of unfair writing. All authors should have contributed
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TIKTOK ALGORITHMS AND LIVE STREAMING:
ENHANCING ENGAGEMENT THROUGH TAPPING
AND VIRTUAL GIFTS

Aboubakr ABBASSA
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Medya Elektronik Dergisi, 10 (3), 419-456.

ABSTRACT

This study explores the dynamics of interaction within live streaming on the
TikTok platform, focusing on engagement mechanisms such as virtual gifts and
tapping, and their impact on sustaining viewer participation. A descriptive-
analytical approach was adopted, utilizing non-participant observation to monitor
a convenience sample of live streams that appeared randomly on the For You
page over a one-week period (March 26 — April 4, 2025). The research aimed to
examine how TikTok’s algorithms enhance engagement and visibility, while
analyzing content creators’ strategies for retaining audiences and attracting
further interaction. Psychological and social effects on viewers were also
investigated, alongside the influence of timing, content type, and creator
popularity on engagement and viewership. The key finding indicates that
TikTok’s algorithms tend to prioritize entertaining and highly interactive content,
which substantially boosts engagement and visibility—particularly for live
streams featuring a high frequency of taps and valuable virtual gifts. This
suggests that digital interaction is largely governed by algorithmic economic
incentives.

Keywords: Tiktok, Live Streaming, Interaction Algorithms, Tapping, Virtual
Gifts.
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TIKTOK ALGORITMALARI VE CANLI YAYIN:
DOKUNMA (TAPPING) VE SANAL HEDIiYELER
YOLUYLA ETKILESIMIN ARTIRILMASI

(0Y4

Bu caligma, TikTok platformundaki canli yaymlarda etkilesim dinamiklerini
incelemekte; sanal hediyeler ve dokunma (tapping) gibi etkilesim
mekanizmalarina ve bunlarin izleyici katiliminin siirdiiriilebilirligi {izerindeki
etkisine odaklanmaktadir. Arastirmada betimsel-analitik yaklasim benimsenmis;
27 Mart — 4 Nisan 2025 tarihleri arasinda, “For You” sayfasinda rastgele
karsilagilan canli yaymlardan olusan kolayda 6rneklem bir haftalik siire boyunca
katilmc1 olmayan gozlem yontemiyle izlenmistir. Arastirma, TikTok
algoritmalarinin etkilesimi ve goriinlirligii nasil artirdigimi incelemeyi; aym
zamanda igerik iireticilerinin izleyici kitlesini elde tutma ve ek etkilesim saglama
stratejilerini analiz etmeyi amaglamaktadir. Bunun yami sira, izleyiciler
iizerindeki psikolojik ve toplumsal etkiler ile zamanlama, igerik tiirli ve igerik
iireticisinin popiilerliginin etkilesim ve izlenme oranlar {izerindeki etkisi de
degerlendirilmistir. Temel bulgular, TikTok algoritmalarinin eglence odakli ve
yiiksek etkilesimli igerikleri onceliklendirme egiliminde oldugunu; 6zellikle
yiikksek dokunma siklig1 ve degerli sanal hediyeler iceren canli yayinlarda
etkilesim ve gdriiniirliiglin belirgin bigimde arttigin1 géstermektedir. Bu durum,
dijital etkilesimin biiyiik Olclide algoritmik ekonomik tesvikler tarafindan
yonlendirildigine isaret etmektedir.

Anahtar Kelimeler: Tiktok, Canli Yaywn, Etkilesim Algoritmalari, Dokunma
(Tapping), Sanal Hediyeler.

INTRODUCTION

Digital platforms have evolved from static information-sharing tools into
interactive, algorithm-driven environments, with live streaming emerging as a
primary format for real-time engagement. On platforms like TikTok, algorithm-
driven scrolling directly influences user attention and satisfaction (Jung et al.,
2025). Consequently, live streaming has become a critical strategy across various
domains, driving new forms of communication and digital marketing (Freire
Alarcon & Medina Chicaiza, 2025).

Research Article- Submit Date: 23.02.2026, Acceptance Date: 28.09.2026 420
DOINO: 10.17932/IAU.EJNM.25480200.2026/ejnm_v10i3001
Copyright © e-Journal of New Media



e-Journal of New Media / Yeni Medya Elektronik Dergi — eJNM
ISSN: 2548-0200, September 2026 Volume 10 Issue 3, p.419-456
Research Article

Within these live-streaming environments, interaction has grown increasingly
complex, moving beyond traditional comments to incorporate mechanisms such
as “tapping” (likes) and “virtual gifts.” These micro-interactions act as
fundamental performance indicators governing content reach, especially since
algorithms function as the primary socio-technical elements distributing content
(Bruschi et al., 2024). TikTok’s advanced algorithms dynamically reorder and
redistribute live streams based on these real-time interactions, reflecting a new
digital logic where a single tap signifies both symbolic support and direct
financial gain for creators.

This interactional shift raises a critical debate: Does this model represent a
genuine digital value exchange, or is it a manifestation of "digital begging" driven
by platform architectures that monetize audience responses? A recent study
characterizes this phenomenon as a consumerist digital behavior resembling
electronic begging, highlighting its potential societal implications (Aouni, 2024).

Addressing the scarcity of research exploring the link between micro-level
interactional inputs and algorithmic outputs, this study seeks to deconstruct the
algorithmic logic governing TikTok live streams. Specifically, the research
objectives are to analyze interaction mechanisms (tapping and virtual gifts),
examine the influence of TikTok’s algorithms on stream visibility, identify
content creators' strategies for audience retention, and understand how temporal
factors shape viewership dynamics. By integrating these objectives, the study
explores both the influencers' strategies and the underlying psychological and
social dimensions of financial engagement, thereby enriching the academic
discourse on digital value exchange and user behavior (Bruschi et al., 2024; Jung
et al., 2025).

To achieve these aims, the study employs a qualitative, descriptive-analytical
approach using participant observation to monitor a random sample of TikTok
live streams (March 26—April 4, 2025). Based on this framework, the central
research question is formulated as follows: To what extent are TikTok’s
algorithms effective in directing interaction within live streams through
mechanisms such as tapping and virtual gifting?

This central inquiry is deconstructed into five sub-questions:

1. How do TikTok’s algorithms affect the ranking and reach of live
streams?

2. What are the main strategies employed by content creators to encourage
audience engagement and support?
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3. How do tapping and virtual gifting mechanisms contribute to the
dissemination of live streams?

4. Are these forms of interaction a type of digital value exchange, or do they
reflect a consumerist digital behavior imposed by platform technologies?

5. What psychological and social factors motivate users to engage in this
form of interaction?

METHODOLOGICAL FRAMEWORK
Research Design and Instruments

This study adopts a qualitative, descriptive-analytical approach to examine
interaction mechanisms within TikTok live broadcasts. Data was gathered using
non-participant observation to ensure the natural flow of the sessions remained
uninterrupted by the researcher. To mitigate algorithmic bias stemming from
personalized recommendation histories, a new TikTok account was created
specifically for this study. Observations were systematically documented using a
predefined grid comprising four primary analytical units:

1. Broadcast Information: Viewer count, duration, and broadcast timing.

2. Interaction Mechanisms: Tapping, virtual gifting, commenting, and
live challenges.

3. Algorithmic Influence: Broadcast reach, recommendation dynamics,
and engagement-boosting strategies.

4. Content Creators’ Behaviors: Audience retention techniques,
motivational strategies, and monetization methods.

Sampling Strategy and Selection Criteria

A structured convenience sampling method was employed to monitor eight
distinct live broadcast sessions. To provide a balanced comparative analysis, the
sample was strictly stratified into two categories based on creator prominence:

¢ Influencer Accounts (n=4): Established profiles with 500,000 to over 3
million followers. A minimum entry threshold of 5,000 concurrent viewers was
required.

e Standard User Accounts (n=4): Organic profiles with 1,000 to 15,000
followers. A minimum entry threshold of 80 concurrent viewers was required.
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To ensure replicability and consistency, two additional inclusion criteria were
applied:

¢ Account Diversity: Each observed session belonged to a unique creator;
no account was analyzed more than once.

¢ Content Classification: Streams were restricted to four predefined
categories: Entertainment/Challenges, Gaming, General Discourse (Chat), and
Live Marketing.

Data Collection Procedures

The systematic screening process was conducted over a 10-day period (March
26—April 4,2025). To capture variations in audience engagement across different
platform traffic periods, observations were distributed across diverse time slots
(morning, afternoon, evening, and late-night peak hours). Each session was
monitored strictly as a non-participant for 20 to 47 minutes, culminating in 239
minutes of direct, uninterrupted observation. The collected data was then
analyzed according to the predefined analytical units to draw precise conclusions
regarding interaction patterns and algorithmically-driven monetization.

REVIEW OF PREVIOUS STUDIES

The study of algorithmic interaction mechanisms within TikTok live streaming
is an emerging and multidimensional field. Previous research has primarily
approached this platform from methodological, interactive, economic, and social
perspectives.

A significant portion of the literature focuses on pre-recorded content and
baseline algorithmic recommendations. Bruschi et al. (2024) introduced a
methodological framework for algorithmic auditing via researcher-controlled
accounts to explore the "For You" page mechanisms. However, their reliance on
artificially controlled interactions limits insights into authentic, real-time user
behavior. Similarly, Jung et al. (2025) compared user experiences on TikTok and
YouTube, highlighting how content length and automated scrolling capture
attention in short-form videos. Both studies overlook the unique interactive
complexity of live streaming, where mechanisms like tapping and gifting play
central roles distinct from short-video logic.

From an applied and socio-economic standpoint, studies have explored TikTok's
broader societal and marketing impacts. Freire Alarcon and Medina Chicaiza
(2025) examined the platform as an institutional marketing tool, focusing on
content that drives organizational engagement rather than uncovering core
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sociotechnical mechanisms. Exploring live broadcasting specifically, Nahal
(2023) utilized a quantitative approach to measure how TikTok live streams
enhance social relations among students, while Aouni (2024) quantitatively
investigated the "digital begging" phenomenon and its implications for social
security. While these studies offer valuable socio-economic insights—framing
virtual gifts as either social enhancements, income sources, or exploitative
tools—they largely bypass the internal micro-interactional dynamics and creator
strategies that trigger algorithmic visibility.

Points of Convergence, Divergence, and the Study’s Contribution

A review of this literature reveals four main research trajectories: general
recommendation algorithms (Jung et al., 2025), methodological auditing
protocols (Bruschi et al., 2024), the socio-economic dimensions of live streaming
(Nahal, 2023; Aouni, 2024), and institutional marketing strategies (Freire
Alarcon & Medina Chicaiza, 2025). Despite their scholarly value, these studies
insufficiently address the micro-interactional mechanisms—particularly tapping
and virtual gifting—that serve as central variables in stimulating algorithms and
determining a broadcast’s life cycle.

This study bridges this research gap by adopting a qualitative participant
observation approach to track how these mechanisms operate dynamically and in
real time. It conceptualizes tapping and gifting not merely as casual reactions or
begging, but rather as a tripartite mechanism linking the content creator, the
algorithm, and the audience. Through this sociotechnical perspective, the study
contributes to digital media research by reframing these interactive tools as a
form of “reciprocal digital value,” an analytical angle that has yet to receive in-
depth treatment in prior literature.

APPLIED FRAMEWORK: THE EFFECTIVENESS OF TIKTOK
ALGORITHMS IN ENGAGEMENT AND DIGITAL MONETIZATION
THROUGH LIVE STREAMING

Data Analysis Strategy

The collected data were analyzed utilizing a qualitative descriptive-analytical
approach structured into three interrelated stages:

1. Initial Coding: Observational data were systematically coded around
four primary units: real-time interaction, tapping, virtual gifting, and
creator/audience behavioral strategies.
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2. Thematic Categorization: These units were categorized to extract
recurring patterns that reflect the dynamic interplay between audience
engagement and the platform’s recommendation algorithm.

3. Comparative Critical Analysis: The extracted patterns were critically
evaluated against existing literature, enabling the study to transcend mere
description and deconstruct the underlying algorithmic logic governing
TikTok's interactive mechanisms.

Broadcast Information and Observation Parameters

The study monitored a total of eight live broadcasts across diverse temporal
contexts. This design facilitated the extraction of precise conclusions regarding
how content type, broadcaster prominence, and immediate audience engagement
collectively influence stream reach and concurrent viewership.

For methodological clarity, the recorded "Viewing Duration" does not reflect the
indeterminate total lifespan of the live broadcasts. Rather, it denotes the specific,
uninterrupted timeframe of active researcher observation. A minimum protocol
of 20 continuous minutes per session was mandated to capture a reliable sample
of interaction dynamics—such as algorithmic boosting, audience fluctuations,
and gift exchanges. Observations were strategically extended up to 47 minutes
for specific sessions based on the density and continuity of the real-time
interactive events unfolding.

Table 1.

Overview of the Observed Live Broadcast Sessions and Account Categories

No. (Live . Active
Stream) Account Category Date Time Obser.vatlon
Duration

1 Influencer Account 27/03/2025 15:38 20 minutes

2 Influencer Account 28/03/2025 23:34 47 minutes

3 Influencer Account 29/03/2025 01:00 25 minutes

4 Influencer Account 02/04/2025 19:38 35 minutes

5 Standard User Account 03/04/2025 10:00 22 minutes

6 Standard User Account 03/04/2025 11:43 24 minutes

7 Standard User Account 04/04/2025 21:00 38 minutes

8 Standard User Account 01/04/2025 13:23 26 minutes
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Broadcast Duration and Algorithmic Amplification

Observations across all sessions revealed distinct viewership fluctuations directly
tied to interaction intensity. While shorter broadcasts (20-30 minutes) frequently
experienced rapid initial surges followed by steep declines as interaction waned,
longer streams (exceeding 40 minutes) successfully maintained stable audiences
when creators deployed continuous engagement stimuli, such as live challenges
or virtual gifting.

This retention dynamic is intrinsically linked to TikTok’s recommendation
architecture, which prioritizes real-time user interaction over static follower
graphs through a sophisticated blend of collaborative and content-based filtering
(Zhou, 2024). Algorithmic visibility appears to be strongly influenced by
immediate audience interaction metrics; specifically, watch time, likes,
comments, and virtual gift volumes serve as the strongest predictive variables for
automated promotion (TikTok, 2025). Consequently, when a live session rapidly
accumulates these socio-technical cues within its initial minutes (Silalahi et al.,
2026), the algorithm interprets this concentrated engagement as a definitive
indicator of content viability. This is often associated with a boosting mechanism
that expands the stream's distribution across the "For You" and "LIVE" feeds.

Viewer Variability and Creator Prominence

Initial concurrent viewership varied considerably across the sample at the
moment of entry, ranging from approximately 85 to over 12,400 users. To adhere
to strict research ethics and ensure the privacy of digital creators, the monitored
accounts were fully anonymized and coded as Live Stream 1 (LS1) through Live
Stream 8 (LS8). However, to provide empirical clarity on how pre-existing
creator prominence influences baseline engagement, Table 2 details the specific
follower counts and content niches of the examined sample:
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Table 2.
Profile and Follower Metrics of the Observed TikTok Accounts

Initial Viewer

Broadcast ID Account Follower Count Content Niche / Typology = Count (Moment of
Category
Entry)
Live Stream 1 Influencer 3.2 Million Entertainment /  Live ~ 12,400
(LS1) Account Challenges
Live Stream 2 Influencer 1.8 Million Gaming / Interactive ~ 8,500
(LS2) Account Battles
Live Stream 3 Influencer 950,000 Entertainment / Humor & ~ 5,200
(LS3) Account Sketches
Live Stream 4 Influencer 540,000 Gaming / Live Gameplay ~ 3,100
(LS4) Account
Live Stream 5 Influencer 14,200 General Discourse / Chat ~ 140
(LS5) Account
Live Stream 6 Standard User 8,500 General Discourse / Q&A ~95
(LS6) Account
Live Stream 7 Standard User 3,100 Live Marketing / Product ~ 85
(LS7) Account Sales
Live Stream 8 Standard User 1,200 Entertainment / Casual ~110
(LS8) Account Talent

Empirical Analysis of Factor Influence on Viewer Count

The analysis identified four primary variables dictating viewer volume and reach:

e Creator Popularity: A distinct digital stratification emerged;
established influencers (LS1-LS4) leveraged massive follower networks to
secure immediate baseline audiences (3,100—12,400 concurrent viewers),
whereas standard accounts (LS5-LS8) relied strictly on organic algorithmic
pushing, initiating with fewer than 150 viewers.

o Initial Engagement Velocity: Streams accumulating high volumes of
"taps" and premium gifts within the first five minutes (e.g., LS1, LS2) showed
a strong correlation with accelerated visibility via the "For You" page, while
those with low initial velocity (e.g., LS7) faced structurally restricted reach.

¢ Content Type: Active gamification, competitive challenges, and real-
time gameplay (LS1-LS4) functioned as high-yield attention magnets,
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substantially outperforming conversational or standard marketing content
(LS5-LS7).

¢ Temporal Optimization: Broadcasting during peak evening windows
(e.g., LS2, LS7) directly correlated with higher initial traffic and sustained
viewer retention due to maximized platform activity.

Supporting these dynamics, Nahal (2023, p. 470) confirms that extended
broadcasts (exceeding six hours) allow experienced creators to strengthen
audience bonds, thereby increasing the likelihood of sustained participation
through tapping and gifting.

As a result, continuous streaming and active motivational strategies are crucial
for livestream success. Depending on the application of these strategies,
viewership during the observed sessions exhibited three primary trajectories:
gradual increase (driven by continuous challenges and reward mechanisms),
gradual decrease (stemming from stagnant content or minimal engagement), or
relative stability (maintaining a consistent audience without major interaction
shifts).

Analysis of the Most Widespread Content Types

To further contextualize these engagement metrics, the monitored sessions were
categorized by content type, revealing the following distribution:

Table 3.

Distribution of Broadcasts and Quantitative Engagement Metrics by Content
Type

Broadcast Average Taps

Content Type Number of IDs (Likes) per Average Vll‘tl.lal Gifts
Broadcasts . per Session
Session
Entertainment (challenges, LS1, LS3,
contests, humor) 3 LS8 255,000 19,000
Gaming (live gameplay,
2 LS2,Ls4 ~ 330,000 ~ 26,500
player challenges)
ngeral Chat  (discussion 5 LS5, LS6 ~ 21,500 ~ 500
with followers)
Marketing (product sales,
special offers, service 1 LS7 ~ 8,000 ~120
promotion)
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Quantitative Analysis of Content Efficacy:

Data presented in Table 3 reveals a notable disparity in engagement volume
dictated by the content's structural nature. Entertainment and Gaming streams,
predominantly hosted by influencers (LS1-LS4), dominated interaction metrics,
averaging over 250,000 taps and tens of thousands of virtual gifts per session.
This high yield is directly attributed to the highly interactive and competitive
nature of these broadcasts, which demand instant audience participation.
Conversely, General Chat and Marketing streams (represented primarily by
standard users LS5-L.S7) recorded substantially lower metrics (under 25,000 taps
and 600 gifts), reflecting a more passive viewing experience that fails to
algorithmically trigger high-volume financial or physical engagement.

The prevalence and high engagement of entertainment content stem from its
reliance on instant participation, the strategic use of attention-grabbing
gamification (such as time-limited challenges), and its structural alignment with
TikTok’s fast-paced, easily digestible content culture. This dynamic is supported
by Kacemi (2020, p. 205), who asserts that the acceleration of interactivity is
shaped by the competitive logic of the capitalist digital economy, prioritizing
novelty, profit, and audience satisfaction over careful content validation.

Therefore, less participatory marketing-oriented sessions struggled to sustain
interaction. Reinforcing this observation, Abdelsalam et al. (2024, p. 1058)
confirm that TikTok users primarily utilize the platform to seek entertainment,
fun, and expressive creativity rather than passive consumption.

Comparison Between Influencers and Ordinary Users in Broadcast
Effectiveness

To further contextualize these disparities in engagement and reach, a comparative
analysis between established influencers and standard users was conducted.
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Table 4.

Comparison of Broadcast Effectiveness Between Influencers and Ordinary Users

Element Influencers Ordinary Users
Viewers at Start High (10K-600K) Low (80-1,000)
Engagement Rate . .
(Likes/Comments) Very high Low to medium

High, especially large-

Number of Gifts Received . Mostly limited
value gifts

Viewer Stability Relam{ely stgble with Notl_ceable gradual
intermittent increases decline

Complex strategies
Interaction-Stimulating Strategies including games,
challenges, and rewards

Often limited to direct
audience requests

Drivers of Influencer Engagement

Influencers consistently achieve higher engagement metrics due to four
interrelated factors:

¢ Extensive Follower Networks: Influencers launch streams with large,
loyal baseline audiences. TikTok inherently favors accounts with larger
potential viewer bases, which accelerates initial visibility.

¢ Strategic Interactivity: The deployment of structured group challenges
and personalized engagement tactics fosters a sense of exclusivity, compelling
active participation.

¢ Parasocial Gifting Incentives: Influencers strategically monetize fan
engagement by publicly acknowledging gift senders. This practice relies
heavily on parasocial interaction (PSI), where direct recognition strengthens
the influencer-follower bond (Zhou et al., 2024, p. 2). Showcasing recognition
for donors increases the social acceptance required for audiences to contribute
financially (Chokpaisan et al., 2026, p. 4). This personalized acknowledgment
acts as a psychological reward, transforming passive viewers into active
contributors by fostering communal pride.

o Algorithmic Preference and Affective Monetization: TikTok’s
recommendation systems appear to preferentially promote influencer streams,
likely because their high-volume interactions maximize platform-wide user
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retention. This bias aligns with the platform's structural design for "affective
monetization," a process that derives economic value from viewers' emotional
involvement (Chokpaisan et al., 2026, p. 16). To sustain this profitability,
platforms employ specific navigability affordances (e.g., discovery systems
and algorithms) to prioritize high-engagement streams and reinforce
continuous participation (Chokpaisan et al., 2026, p. 3).

Analysis of Broadcast Timing and Engagement Thresholds

Broadcast timing emerged as a critical determinant of stream reach and active
viewership, recognizing that optimal posting windows vary significantly by
country due to distinct cultural and temporal activity patterns (Saleh, 2024).

To maintain methodological rigor and preclude subjective descriptions of these
dynamics, "Number of Viewers" and "Level of Engagement" were
operationalized using precise quantitative thresholds derived from the monitored
sample (LS1-LS8):

e Low Engagement: Fewer than 150 concurrent viewers, under 10,000
taps, and fewer than 200 virtual gifts.

¢ Medium Engagement: Between 150 and 5,000 concurrent viewers,
10,000 to 50,000 taps, and 200 to 1,000 virtual gifts.

o High/Very High Engagement: Exceeding 5,000 concurrent viewers,
over 50,000 taps (frequently surpassing 250,000 in influencer streams), and
accumulating more than 1,000 virtual gifts.

Table S.
Correlation Between Temporal Scheduling and Empirical Engagement Metrics

Average Viewer

Broadcast Period Level of Engagement

Classification
Morning (8:00-12:00 Low (< 150 Viewers Low (< 10K Taps / < 200 Gifts)
g
Medium (150 - 5K Medium (10K - 50K Taps /200 - 1K
Noon (12:00-16:00) Viewers)( Gifts) ( P
Evening (18:00-23:00) Y]z’ifvggh (> 5K Very High (> 50K Taps /> 1K Gifts)

Low to Medium (~ 150  Medium to High (Due to targeted chat

Midnight (after 00:00) Viewers) content)
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Contextual Factors Driving Evening Engagement

Although the sample size (n=8) limits platform-wide generalizations, empirical
data demonstrated a distinct viewership peak during the evening hours (18:00—
23:00). This localized trend is driven by three intersecting observational factors:
First, these broadcasts aligned with post-work and post-study leisure hours,
providing users with greater discretionary time for digital consumption. Second,
this availability facilitated extended continuous viewing capacities, allowing the
algorithm more time to accumulate positive engagement signals (such as taps and
gifts) to push the streams to broader audiences. Finally, a strong content-timing
synergy was observed; entertainment and gaming streams (LS1-LS3) naturally
complemented evening relaxation habits, whereas morning hours exhibited a
structurally lower baseline of activity for these formats.

Mechanisms of Interaction During TikTok Live Streams

Interaction intensity is a core determinant of broadcast reach, as TikTok’s
algorithm relies heavily on active engagement metrics to amplify visibility to new
users. The observed broadcasts exhibited considerable variations in engagement,
driven primarily by differences in tapping, virtual gifting, and creator-led
motivational strategies.

Analysis of "Tapping" (Likes) as an Engagement Indicator

Tapping functions as a foundational algorithmic signal. Across the sample, the
total volume of likes ranged dramatically from 8,000 to 603,000, illustrating stark
disparities in audience participation. High like volumes directly correlated with
an increased probability of placement in TikTok’s “Suggested Lives” feed, which
subsequently attracted additional external traffic. Notably, broadcasts that
employed continuous stimulation strategies—such as quantitative tapping
challenges—achieved markedly higher and more sustained engagement rates.
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Factors Affecting the Number of Likes
Table 6.

Confounding Variables and Factors Influencing Tapping (Likes) Dynamics

Factor Adjusted Influence on Tapping Metrics
Broadcast Duration While longer streams yield higher absolute like counts due to
(Exposure Window) extended exposure, normalized metrics (Likes per Minute)

indicate that duration alone does not guarantee sustained
engagement unless paired with continuous stimulation.

Type of Content Gamified and entertaining formats (LS1-LS4) consistently
maintained higher normalized like rates throughout the
broadcast compared to static formats.

Creator’s Encouragement Direct solicitation generated acute, measurable spikes in the
"Likes per Minute" rate, overcoming periods of interaction
fatigue.

Creator Popularity Stratification confirmed popularity as the dominant factor;

(Confounding Variable) influencers established a noticeably higher baseline of

normalized engagement regardless of stream length.

Methodological Adjustment: Normalizing Engagement Metrics

To address potential confounding variables related to broadcast duration, The
LPM was calculated simply by dividing the total number of likes accumulated
during the active observation period by the total duration of that period in minutes
(LPM = Total Likes + Observation Minutes). Furthermore, all percentage
changes mentioned in the analysis (e.g., surges in viewership or engagement
drops) were calculated using the standard percentage change formula: [(New
Value - OIld Value) = Old Value] x 100. Assessing sheer volume is
methodologically insufficient, as prolonged exposure inherently aggregates more
interaction. Cross-analyzing LPM against account popularity revealed that in
most observed streams (LS1-LS4, and LS8), exceptionally high initial LPM rates
naturally decayed over time. Sustaining a high LPM over an extended duration
was entirely dependent on the continuous injection of gamified stimuli and
"Creator's Encouragement". Furthermore, controlling for the confounding
variable of broadcaster popularity confirmed that established influencers
maintained a structurally higher LPM baseline from the moment of entry. This
validates that high cumulative like counts are directly driven by existing audience
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networks and strategic stimulation, rather than the mere chronological duration
of the stream.

Table 7.
Calculation of Likes per Minute (LPM) for the Monitored Streams

Total Likes

Broadcast Active. Obsen:vation (Taps) Calculated I.JPM (Likes Account
ID Duration (Minutes) Recorded per Minute) Category
LS1 20 603,000 30,150 Influencer
LS2 47 415,000 8,829 Influencer
LS3 25 110,000 4,400 Influencer
LS4 35 245,000 7,000 Influencer
LS5 22 23,000 1,045 Standard User
LS6 24 20,000 833 Standard User
LS7 38 8,000 210 Standard User
LS8 26 55,000 2,115 Standard User

Analysis of Virtual Gifts and Digital Monetization

Virtual gifts serve as primary indicators of digital monetization on TikTok,
representing a fundamental income source for creators. As Abdelsalam et al.
(2024, p. 1058) note, a significant portion of creators produce content primarily
for fame and financial gain. Data analysis revealed stark variations in gift
accumulation—ranging from 65,000 to 1.3 million gifts per stream—reflecting
profound disparities in incentive strategies and broadcaster popularity.
Consequently, creator earnings can range from tens to tens of thousands of dollars
monthly.

A critical empirical divergence was observed regarding premium virtual gifts
(valued over $100, such as the “Lion” or “Airplane”). Influencer streams (LS1—
LS4) collectively received 14 high-value gifts, averaging 3.5 premium gifts per
session (roughly one every 10 minutes of active streaming). In stark contrast,
standard user streams (LS5-LS8) recorded zero high-value gifts throughout the
observation period. This discrepancy quantitatively substantiates the direct
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correlation between creator prominence and the capacity to attract premium

financial engagement. Crucially, broadcasts receiving these large-value gifts

experienced sudden spikes in viewership, confirming that TikTok’s algorithm
interprets strong financial engagement as a key signal for automated promotion

and visibility expansion.

Classification of Virtual Gifts and Their Impact on Engagement
Table 8.

Classification of Virtual Gifts and Their Impact on Audience Engagement

. Approximate
Type of Gift Value (USD) Impact on Engagement
Symbolic Gifts
<$1 Weak impact, mainly for encouragement.
(Flower, Heart)
Medium Gifts
$1~3$10 Moderate engagement increase.

(Hat, Bear, Golden Rose)
High-Value Gifts Strong, immediate stimulation of

) ' >$100 viewers to send similar gifts and a strong
(Lion, Airplane, Castle) algorithmic boost.

(Source: Compiled by the researcher based on TikTok platform data (TikTok,
2025))

Motivational Strategies for Receiving Gifts: Encouraging Audience

Contributions

Creators employed a variety of techniques to encourage gift-sending, which can

be categorized into four primary strategic approaches:

¢ Direct Calls to Action: Explicit solicitation was the most prevalent
strategy, observed in six broadcasts (LS1-LS4, LS6, LS8). Creators utilized
specific verbal triggers ranging from general support requests in competitive
contexts (LS2, LS4) to continuous auditory cues (e.g., chanting "Tap!") to
sustain high normalized tapping rates (LS1, LS3, LS8). Additionally, explicit
requests for low-tier, high-volume gifts successfully triggered algorithmic
activity by mobilizing loyal, emotionally invested followers (LS1, LS6).

¢ Challenges and Competitions: Goal-based gamification was
predominantly utilized by established influencers (LS1-LS3) to maximize
financial engagement, alongside occasional use in marketing streams (LS7).
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Creators boosted real-time excitement and rapid donations through volume-
based triggers (e.g., requesting 500 gifts to sustain LPM in LS3), premium
solicitations (leveraging high-value gifts like the "Lion" in LS1 for surprise
reveals), and conditional rewards (amplifying algorithmic reach through user
shares in LS7).

¢ Rewards and Privileges: Rather than generalized occurrences, three
influencer broadcasts (LS1, LS2, L.S4) systematically offered tangible, status-
based benefits in exchange for large-value gifts. These privileges included
immediate psychological rewards via public acknowledgment (LS1, LS2),
personal account promotion (LS1), and the transactional assignment of
moderator roles (LS4). Elevating top contributors to administrative status
functions as a reciprocal reward granting enhanced social capital and closer
network connections (Lu et al., 2018, p. 7). This aligns with broader volunteer
moderation mechanisms, where administrative roles are awarded to viewers
demonstrating high engagement and recognizable commitment to the
streamer's micro-community (Cai & Wohn, 2022, p. 2).

¢ Audience Participation in Decision-Making: Viewers were granted a
perceived sense of control by influencing broadcast decisions (e.g., selecting
background music or discussion topics) in exchange for virtual gifts. In highly
interactive environments where standard comments are easily overlooked,
viewers strategically use paid gifts to capture the streamer's attention (Lu et al.,
2018, p. 6). By increasing the likelihood of their requests being fulfilled, virtual
gifting equips audiences with a mechanism to shape the content's direction,
thereby transforming them from passive observers into active, influential
participants (Lu et al., 2018, p. 6).

Analysis of Audience Response to Motivational Strategies

Observational data confirmed that audiences respond positively to these
motivational strategies, although the nature and intensity of the responsiveness
varied significantly across the different strategic approaches.
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Table 9.

Quantitative Distribution
Strategies

Research Article

and Audience Response Levels to Motivational

Frequency .
Strategy (Observed Audience Examples from Observed Broadcasts
Response Level
Broadcasts)

Direct Calls to 6/8(LS1-LS4,

Engagement (taps/gifts) increased by

. LS6, LS8) Medium to high  approximately 20-30%  immediately
Action . .. .
following explicit verbal solicitation.
4/ 8(LS1, LS2, Sudden, concentrated spikes in premium
Challenges & . oy .
C o . LS3, LS7) Very high gifting upon the announcement of specific
ompetitions
challenge goals.
3/8(LS1, LS2, Sustained competitive behavior among
Rewards & LS4) Hish viewers attempting to send the highest
Privileges & volume of gifts for administrative or social
recognition.
. 3/8(LS2, LSS, Viewers submitted targeted gifts to ensure
Audience LS8) Very high their specific choices (e.g., topi i
Participation ery hig eir specific choices (e.g., topics, music)

were implemented by the creator.

Efficacy of Motivational Strategies

The efficacy of these motivational strategies is deeply rooted in behavioral
psychology and platform affordances. By shifting viewers from passive
recipients to active participants, these strategies fulfill fundamental
psychological needs, such as social integration and personal recognition
(Sjoblom & Hamari, 2016, p. 3). This transition is reinforced by real-time
feedback mechanisms—such as platform rankings and visual cues—that directly
connect viewer enjoyment with monetized acts, ensuring that contributions are
perceived as having tangible community value (Chokpaisan et al., 2026, p. 16).
Furthermore, these affordances foster intense competitive dynamics grounded in
social proof theory; public leaderboards act as social signals that compel viewers
to outdo one another for status (Hamari, 2015, p. 3). As a result, the outcome-
oriented nature of these gamified challenges effectively extends viewing time.
Viewers driven by these social and emotional motivations are less likely to treat
streaming as a mere "passing time" activity, instead maintaining high-
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involvement viewing to track the results of communal and competitive triggers
(Chokpaisan et al., 2026, p. 14).

The Influence of TikTok’s Algorithms and the "For You'" Page (FYP)

TikTok’s algorithms govern live stream distribution through a complex
sociotechnical framework that prioritizes active engagement metrics.
Observational data confirmed that streams frequently appeared on the FYP of
non-followers, demonstrating that the platform utilizes an intelligent
recommendation system driven by interaction velocity rather than static follower
graphs. Highly interactive streams—quantified by taps and virtual gifts—possess
a substantially greater probability of automated promotion.

This dynamic exposes an underlying algorithmic logic with a distinct economic
imperative: it redefines digital fame based on revenue potential rather than
communicative quality. As interaction shifts from a pure social practice to a
commercial metric, the platform effectively operates as a "profit-sharing entity".
TikTok reportedly retains approximately 70% of the monetary value of virtual
gifts (Influencer Marketing Hub, 2025), reflecting an algorithmic architecture
designed to solve a revenue maximization problem by prioritizing content that
increases users' "revenue-weighted time spent" (Aridor et al., 2024, p. 3; Haque
et al., 2024, p. 1). Consequently, user engagement is promoted primarily to serve
macro-level platform objectives, such as revenue generation, rather than societal
benefit (Gausen et al., 2024, p. 1829).

As Bruschi et al. (2024) assert, these algorithms are not merely neutral
mathematical codes, but socio-technical constructs that fundamentally reshape
cultural and economic relations (Gausen et al., 2024, p. 1832). Their true
outcomes emerge from the mutual influences between technical designs and
social environments (Dolata et al., 2021, p. 4). However, the "innate opacity" of
these machine learning models creates a structural deficit, obscuring the rationale
behind specific recommendations (Haque et al., 2024, p. 4) and solidifying
profound "information asymmetries" between the platform and its users (Gausen
et al.,, 2024, p. 1827). This lack of transparency can obscure the platform's
influence on user behavior, a dynamic that simultaneously 'empowers and
constrains persons'. (Dolata et al., 2021, p. 19). Ultimately, this system translates
social interactions into data inputs designed to optimize user retention within the
attention economy.

Empirical Deductions on Algorithmic Ranking and Dissemination

Given the proprietary "black box" nature of TikTok’s architecture, official
documentation regarding its live-streaming algorithm remains opaque,
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necessitating empirical auditing to infer its distribution mechanisms (Boeker &
Urman, 2022, p. 1; Imana et al., 2023, p. 1). Based on the monitored broadcasts
(LS1-LS8), stream ranking and dissemination are dynamically governed by
several interrelated observational factors.

First, early engagement velocity and growth rate act as primary catalysts for
algorithmic boosting. Streams accumulating high volumes of taps and gifts
within their initial minutes (e.g., LS1, LS2) or experiencing rapid, anomalous
viewer surges triggered by challenge announcements (LS3) are aggressively
pushed to the "For You" page (FYP). This behavior aligns with a "partitioned
data buckets" model, where content surpassing initial engagement thresholds is
repeatedly escalated to larger audiences for platform-wide distribution (Boeker
& Urman, 2022, p. 2).

Second, watch time and viewer retention prevent algorithmic decay. Sustained
audiences heavily align with the algorithm's "clear optimization goal—
maximizing engagement and user retention" (Abbassa, 2026a, p. 805),
confirming that the Video View Rate (VVR) strongly dictates algorithmic
influence (Boeker & Urman, 2022, p. 6). This retention is reinforced by user
interaction history and collaborative filtering. Operating on standard
recommendation principles, the system establishes feedback loops based on past
user engagement (Bouchaud & Ramaciotti, 2024, p. 6). By continuously
recommending streams to demographically similar users, the algorithm exploits
"social homophily," effectively curating content aligned with specific behavioral
patterns and worldviews (Abbassa, 2026a, p. 805).

Finally, the algorithm exhibits a content classification preference, relying heavily
on video metadata to map descriptive tags to inferred user preferences (Abbassa,
2026a, p. 807). By narrowing the pool of videos before applying ranking criteria
(Boeker & Urman, 2022, p. 2), entertainment and gamified challenges (LS1—
LS4) consistently secure a higher baseline of algorithmic distribution compared
to standard or passive promotional content (LS7).

Fluctuations in Viewer Numbers and Engagement Trajectories

Analysis of the observed streams identified three primary patterns driving viewer
fluctuations. A sustained growth pattern was documented explicitly in
influencer-led broadcasts (LS1-LS3), directly correlating with the strategic
deployment of continuous, goal-oriented gifting challenges. When the algorithm
detects this concentrated interaction rate (elevated "Likes per Minute" and
premium gifting) early in the session, it frequently correlates with a sustained
amplification loop on the FYP to maintain a steady influx of viewers.
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Conversely, sharp fluctuations (rapid rises and falls) occur either due to unstable
recommendation testing—where TikTok briefly exposes a stream to a sample
audience and reduces distribution if interaction fails—or due to gift-driven
follower behavior, where users join during a burst of gifts but exit quickly if the
core content lacks intrinsic value.

Finally, a gradual decline in viewership typically results from systemic shifts in
platform priorities (redirecting traffic to higher-performing streams) or
diminished in-stream interaction that drops the recommendation ranking.
Crucially, this decline is linked to observed attention attrition. While internal
cognitive states cannot be definitively measured without psychometric
surveying, streams lacking continuous interactive stimuli or renewed content
loops (LSS5, LS6, and the latter half of LS8) consistently experienced viewership
attrition. This observable fatigue implies that in the absence of active
gamification or novelty, audience attention wanes, prompting a gradual exit from
the broadcast.

How Interaction (Taps and Gifts) Affects Stream Ranking

Taps serve as a foundational algorithmic indicator and an initial quality signal;
higher tap volumes substantially increase the probability of sustained placement
on the "For You" page (FYP). Beyond taps, empirical data reveals a strong
positive correlation between the volume and monetary value of virtual gifts and
subsequent viewer growth, indicating algorithmic prioritization rather than strict
direct causality. A comparative analysis highlights a stark quantitative disparity:
streams generating high virtual revenue (influencer streams LS1 and LS2)
accumulated massive gift volumes (averaging over 19,000 and 26,000 gifts,
respectively) and maintained peak concurrent viewerships exceeding 12,400 and
8,500. Conversely, standard streams lacking substantial gifting activity (LS5 and
LS7, averaging under 500 gifts) experienced stagnant reach, failing to surpass
150 concurrent viewers.

Furthermore, the strategic deployment of active gamification produced a
substantial magnitude of change. For instance, the initiation of a conditional
gifting challenge in LS2 triggered an approximate 46.5% surge in concurrent
viewers (calculated as [(8,500 - 5,800) / 5,800] x 100) within a 10-minute
window. Broadcasters lacking active motivational strategies (LS6 and LS7)
exhibited a flat trajectory, with a viewer variance of less than 5% throughout their
entire observation periods.
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Platform Responses to High Interaction: Notifications and Automatic
Boosting

When a stream's interaction velocity crosses a specific algorithmic threshold,
TikTok selectively dispatches automated push notifications to users' devices.
Within the tracked sample, these system notifications were exclusively triggered
during the highest-performing influencer broadcasts. Documented alerts, such as
“The most popular live stream right now — join the watch” (observed during
LS1's peak viewership and tapping surge) and “[Anonymized Creator]|’s live is
breaking records — don’t miss it” (dispatched during a concentrated gifting
challenge in LS2), serve as direct algorithmic mechanisms to funnel external
traffic into the stream. The selective application of these notifications suggests
the platform actively and rapidly amplifies broadcasts that financially outperform
their peers in real-time.

Algorithmic Preference: An Empirical Inference

Given the proprietary opacity of TikTok’s recommendation systems, algorithmic
preferences must be empirically inferred. Observational tracking of the eight
broadcasts reveals three distinct criteria governing distribution: First, the
platform exhibits a baseline prioritization of prominent accounts; all four
monitored influencer streams (100%, LS1-LS4) received immediate and
sustained recommendation support upon initiation. This infers that the system
structurally relies on established, large-scale networks as reliable user-attracting
elements, in stark contrast to standard accounts (LS5-LS8) which struggled to
gain initial traction. Second, distribution is demonstrably driven by financial
engagement; correlational data indicates that the two broadcasts receiving the
highest volume of premium virtual gifts (LS1 and LS2) were granted peak
distribution priority via platform-wide notifications and viewer surges.
Conversely, streams generating low financial engagement remained restricted in
reach. Finally, a clear content niche stratification emerged; interactive and
entertainment-oriented formats (constituting 5 out of the 8 streams: LS1, LS2,
LS3, LS4, and LS8) were algorithmically favored in sustaining viewership,
whereas content exhibiting low interaction velocity (LS5, LS6, LS7) was
systematically de-prioritized, resulting in stagnant or declining viewer counts.

Content Creator and Audience Behaviors in TikTok Live Streams

Live-streaming success on TikTok is fundamentally anchored in the interaction
between creators and audiences, driven by strategic behavioral and psychological
mechanisms. Theoretical frameworks such as the Stimulus-Organism-Response
(S-O-R) model and Uses and Gratifications (U&G) theory are essential for
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deconstructing this sustained psychological involvement (Khudaykulova et al.,
2026, p. 4). Under the S-O-R model, a streamer's perceived trustworthiness and
attractiveness function as environmental stimuli (S) that shape viewers'
cognitive-affective states (O), subsequently triggering behavioral responses (R)
(Khudaykulova et al., 2026, p. 4). Complementing this, U&G theory posits that
audiences consume media to fulfill cognitive, affective, and integrative needs,
alongside tension release (Mao, 2022, p. 3). The gratification of these needs
dictates the intensity of behavioral support, ranging from effortless continuous
watching to highly involved monetary tipping (Mao, 2022, p. 2).

Content Creator Behaviors: Interaction Strategies and Digital Presence

Empirical tracking revealed that seven of the eight monitored creators exhibited
calculated, operant reactions upon receiving virtual gifts, structurally designed to
reinforce parasocial connections and encourage continuous financial
participation. These reactions manifested as immediate psychological rewards,
such as direct thanks and name mentions (LS1-LS6, LS8), and exaggerated
affective physical or vocal displays, which were exclusively documented among
influencers (LS1-LS4) possessing the capacity to attract premium gifts.
Additionally, three creators (LS1, LS2, LS4) systematically utilized conditional
reward promises, pledging tangible recognition—such as profile promotions or
moderator elevation—to generous viewers.

Audience Retention and Algorithmic Dissemination

Creators actively managed live dynamics to maximize audience retention,
consistently deploying continuous encouragement and suspense rather than
terminating streams during interaction lulls. This retention is intricately linked to
psychological patterns bordering on digital dependence, categorized behaviorally
as "problematic social media use"—defined as excessive platform engagement
leading to negative outcomes (Cao et al., 2026, p. 3). In this context,
"livestreaming addiction" is driven by "state boredom," a temporary under-
arousal that triggers sensation-seeking behaviors (Zhang & Li, 2022, pp. 1-3).
Because live streams fuse novel activities with real-time interaction, they provide
physiological arousal and fulfill the psychological need for tension release and
escapism from everyday life (Mao, 2022, p. 3; Xu & Ye, 2020, p. 3). To sustain
this immersion and satisfy algorithmic preferences for long watch times, creators
continuously deployed dynamic attention-grabbing techniques, including re-
igniting interaction through vocal cues, abruptly shifting content styles toward
games, and setting goal-based transactional targets.
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Strategic Psychological and Emotional Triggers

Observational data indicates that six monitored creators (LS1-LS4, LS7, LSS)
systematically employed strategic psychological and emotional triggers as
natural engagement tactics, transforming passive viewing into active
participation driven by sociality and self-expression (Lu et al., 2018, p. 6). These
tactics operate through four core cognitive frameworks:

e Curiosity Induction (Information Gap Theory) leverages the stream's
inherent unpredictability to create anticipatory loops. Creators deliberately
withheld information to exploit viewers' psychological engagement with
novelty and unexpected results (Lu et al., 2018, pp. 7-8).

o Competitive Framing (Social Comparison Theory) monetizes the
psychological drive for social dominance and the cultural desire for keeping
"face" (Lu et al., 2018, p. 8). Natively facilitated by platform leaderboards that
encourage repeated giving, influencers (LS1, LS2) actively pitted viewers
against one another to solicit the largest gifts (Lu et al., 2018, p. 6).

o Emotional Appeals rely on parasocial leverage and communal ties
("guanxi"). Viewers donate to demonstrate solidarity and mutual social
support, a tactic primarily observed in standard streams (LS7, LS8) to drive
volume-based contributions (Lu et al., 2018, pp. 6-8).

e Reward-Based Persuasion (Operant Conditioning) offers exclusive
perks (e.g., VIP shoutouts or moderator status in LS1, LS4) as transactional
incentives for viewers deliberately attempting to catch the streamer's attention
and unlock privileges (Lu et al., 2018, p. 6).

Audience Behaviors: Nature of Interaction and Response to Creator Stimuli

Based on non-participant observation, viewers exhibited high-frequency
interactive behaviors that suggest the formation of parasocial engagement rather
than definitive emotional bonds. Audiences actively sought to elevate their
visibility and participate in the live experience through three observable
mechanisms: First, parasocial bidding manifested through repeated comments
(e.g., “Say hi to me!”) as viewers attempted to elicit direct creator
acknowledgment, a behavior predominantly observed in LS1, LS2, and LSS.
Second, affective signaling occurred via heavy emoji use, functioning as a
ubiquitous, low-effort tool for maintaining interaction velocity across all eight
streams. Third, behavioral compliance was evident through audience
participation in creator-led challenges (prominent in gamified streams LS1-
LS4), serving as a measurable indicator of active engagement rather than passive
consumption.
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The Effect of Gifts on Audience Activity: An Observational Impression

In highly monetized streams (LS1-LS4), empirical tracking revealed a consistent
pattern: concurrent audience activity—including comments, taps, and shares—
surged immediately following the receipt of virtual gifts. This observation-based
impression suggests that audiences in these environments are highly responsive
to social and psychological stimuli, such as public recognition and status
distinction, which catalyze engagement bursts more effectively than the baseline
content itself.

This dynamic can be robustly interpreted through Social Identity Theory (Tajfel
& Turner, 1979), wherein individuals seek to enhance self-esteem and social
standing through in-group affiliation and social comparison. Within TikTok's
digital ritual spaces, gifting serves as an observable in-group marker that fosters
belonging and generates a temporary shared identity between the creator and the
active audience (Samet, 2024, p. 146). The psychological desire for public
recognition and competitive intergroup distinction within an open digital arena
drives users to elevate their engagement during peak transactional moments.
Consequently, increased excitement pushes viewers to send gifts to keep pace,
while heightened competition is actively reinforced by creators prompting
rivalries over the "biggest gift". Furthermore, a herd effect of social conformity
emerges; akin to Solomon Asch's experiments, the likelihood of donation rises
when individuals see previous donors, demonstrating collective behavioral
principles at play (Saleh, 2020).

The Concept of Digital Exchange Between Creator and Audience

Systematic observations of repeated requests for virtual gifts in exchange for
specific actions suggest that live streams have evolved into indirect digital
marketplaces. Here, content and personalized interactions are explicitly traded
for financial contributions, reflecting the increasing commercialization of
TikTok’s ecosystem. Documented transactional mechanisms included
exchanging gifts for live name mentions (LS1, LSS5), trading administrative
privileges such as moderator status for donations (LS4), and utilizing conditional
engagement triggers, such as withholding a "surprise" until financial targets were
met (LS3).

Key Side Observations: Implicit Engagement Strategies

Beyond standard interactions, creators employed implicit techniques that
considerably amplified viewership and digital interaction, even if their
underlying mechanisms remained obscured to the general audience.
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Coin Boxes and the Illusion of Popularity: The deployment of "coin boxes"—
time-delayed rewards offered to viewers—creates a quantifiable illusion of
popularity, effectively making streams appear more crowded than they are.
Actively utilized in five broadcasts (LS1, LS2, LS4, LS6, LS8), this mechanism
produces a distinct, data-driven cycle. During the countdown phase, streams
experienced a temporary concurrent viewership surge of 60% to 75%. This rapid
influx triggers TikTok’s recommendation system, temporarily boosting visibility
based on high viewer accumulation. However, quantitative tracking confirms that
this tactic fails to ensure long-term audience loyalty; an average of 55% to 65%
of newly acquired viewers exited the stream within a strictly observed three-
minute window immediately following the reward's depletion.

Strategic Affective Elicitation (Leveraging Drama):

Creators frequently captured attention by deploying controversial or dramatic
narratives, such as announcing social media withdrawals, discussing personal
influencer conflicts, or sharing shocking personal stories. Rather than applying
the subjective label of "emotional manipulation," media psychology precisely
defines these behaviors as strategic affective elicitation. Creators intentionally
deploy performative narratives to evoke high-arousal emotions—such as
heightened curiosity, empathy, or manufactured outrage—thereby deepening
immediate parasocial attachment. As observed in LS3 and LS8, this emotionally
charged content consistently generated intense interaction velocities via rapid
comments and financial gifts as viewers expressed solidarity. This tactic closely
aligns with the dynamics of provocative marketing, where creators deliberately
leverage controversy to stimulate algorithmic visibility. The success of this
strategy is heavily dependent on what can be termed 'Algorithmic Ignorance'—a
state where users remain unaware that their intense emotional engagement, even
if it manifests as criticism or negative interaction toward the drama, is processed
by the platform's machine-learning models as positive reinforcement signals.
Consequently, users unintentionally amplify the dissemination of the
controversial content they are reacting to (Abbassa, 2026b). However, while
highly effective for short-term algorithmic amplification, these strategies carry
inherent structural risks; audiences may experience a breach of parasocial trust,
resulting in a loss of credibility, if the affective display is later perceived as a
staged exploitation of viewership metrics.

Challenges and the Multi-Guest Format: A Comparative Observation

Empirical tracking confirmed that all four monitored influencer broadcasts (LS1—
LS4) systematically employed structured challenges—such as PK battles, truth-
or-dare rounds, or interactive mini-games—as primary audience acquisition
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tools. The multi-guest dynamic, utilized exclusively in these high-engagement
streams, transformed viewers into active, partisan participants. A comparative
observation reveals that this format fosters a dual-layered competitive
atmosphere, stimulating rivalry not only between competing creators but
hierarchically among the viewers themselves. This dual competition strongly
correlated with accelerated, high-volume spending on virtual gifts. In strict
contrast, single-host broadcasts lacking this gamified adversarial framing (LSS,
LS6, LS8) generated markedly lower virtual revenue and exhibited reduced
overall engagement duration. Thus, the structural incorporation of multi-guest
challenges observably increases active audience integration, driving both
extended watch times and financial contributions.

In-Group Boasting and Rivalry as Motivational Techniques

To further amplify this competitive dynamic, three influencer broadcasts (LS1—
LS3) systematically engaged in structured rivalry over audience loyalty,
deliberately sparking competition among their respective fan bases. Creators
utilized specific rhetorical triggers to foster a collective identity—such as
challenging their community to prove its strength (LS1), prompting viewers for
hierarchical social distinction by asking who will send the biggest gift (LS2), and
mobilizing collective action to break records (LS3). These strategic
communications deepen the followers' parasocial connection, directly correlating
with increased virtual gift-giving and tapping as viewers visually demonstrated
loyalty.

Consequently, an observational hypothesis emerges regarding content versus
loyalty: during these highly competitive segments (LS1-LS3), interaction
velocity remained at peak levels even during distinct lulls in actual substantive
entertainment content. This behavioral pattern suggests that the psychological
drive for digital belonging and in-group victory acts as a temporary primary
retention mechanism, effectively compensating for periods lacking direct
content-based stimulation.

Acoustic Stimulation: Using Upbeat Background Music

Beyond verbal triggers, five broadcasts (LSI1-LS4, LS8) systematically
incorporated energetic background music, particularly fast-paced electronic
tracks or trending platform audio. The deployment of upbeat music leverages the
concept of expressive symmetry, where sound and image converge to generate
structural meaning and aesthetic harmony (Aissani, 2020, p. 66). Within the
framework of Arousal Theory in cognitive psychology, fast-tempo acoustic
stimuli elevate physiological arousal and stimulate active cognitive processing,
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thereby increasing a subject's propensity for behavioral participation. By
integrating familiar, high-tempo tracks, creators deployed auditory stimuli as a
calculated catalyst to energize the broadcast atmosphere and accelerate
interaction velocities.

Direct Parasocial Interaction and Conditional Request Fulfillment

Quantitative tracking demonstrated that six creators (LS1-LS4, LS5, LS8)
exhibited a calculated commitment to reading and directly responding to viewer
comments. Because live broadcasting enables real-time interaction—unlike pre-
recorded asynchronous content (Bhasurasen, 2023)—creators utilized
synchronous acknowledgment to deliver instant viewer validation. Furthermore,
executing audience requests explicitly strengthens the sense of personal agency,
granting followers tangible influence over the live content.

However, rather than fulfilling requests altruistically, creators frequently applied
strict conditional interaction thresholds. For instance, creators in LS2 and LS4
would only execute a requested action (such as a specific shoutout or physical
challenge) after crossing a precise quantitative milestone, like accumulating
5,000 virtual coins or receiving a high-tier premium item such as the "TikTok
Universe" gift. This strategic gating directly monetizes audience agency,
converting standard viewer requests into measurable commercial value.

STUDY RESULTS
Factors Influencing Livestream Reach and Viewer Numbers

¢ Observational Correlates of Livestream Reach: Rather than asserting
direct statistical causality, empirical observations of the sample (N=8)
identified four main variables that strongly correlated with the reach and
concurrent viewer count of livestreams: the content creator’s pre-existing
prominence, initial engagement velocity during the first few minutes (likes and
gifts), the content format (particularly interactive entertainment), and broadcast
timing (evening peak hours).

e The Intertwined Role of Established Prominence: Both qualitative
and quantitative variations were recorded across the sample. Well-known
influencers (e.g., LS1-L.S4) consistently exhibited a rapid and steady increase
in viewers (often exceeding a baseline of 10,000 at initiation), relative audience
stability, and a higher rate of virtual gifting compared to standard users. Rather
than definitively proving a pure "algorithmic accelerator” effect, these findings
suggest that pre-existing popularity and algorithmic recommendation operate

Research Article- Submit Date: 23.02.2026, Acceptance Date: 28.09.2026 447
DOINO: 10.17932/IAU.EJNM.25480200.2026/ejnm_v10i3001
Copyright © e-Journal of New Media



e-Journal of New Media / Yeni Medya Elektronik Dergi — eJNM
ISSN: 2548-0200, September 2026 Volume 10 Issue 3, p.419-456
Research Article

in a mutually reinforcing loop; established follower bases provide the massive
initial engagement necessary to trigger wider algorithmic distribution.

e Impact of Streaming Time: The evening period (18:00-23:00) proved
to be the most effective temporal window, recording the highest interaction and
viewer levels, followed by the afternoon (12:00-16:00), which showed
moderate engagement.

¢ Impact of Content Type: Entertainment content (such as challenges and
competitions, observed in LS1-LS4) was the most engaging, achieving the
highest response rates, followed by gaming content, which recorded medium
to high engagement levels.

Findings on Interaction Mechanisms (Likes and Virtual Gifts)

¢ Likes (Taps) and Cumulative Accumulation: Across the 8 monitored
livestreams, the total volume of observed likes ranged from a minimum
baseline of 8,000 (recorded in standard stream LS7) to a peak of 603,000
(recorded in influencer stream LS1). Rather than a strict statistical correlation,
observational data indicates a cumulative structural effect: higher total like
counts naturally accrued during longer stream durations, but this accumulation
was observably expedited by active creator encouragement and the deployment
of interactive formats.

¢ Disparities in Virtual Gifting: The observational data revealed sharp
quantitative disparities in financial engagement. For instance, the highest
recorded volume reached approximately 1.3 million virtual gifts in a highly
gamified influencer broadcast (LS1), while a standard user broadcast (LS6)
recorded fewer than 100,000. This stark contrast indicates a strong observable
trend linking high-volume financial engagement with established creator
prominence and gamified formats.

¢ The Impact of High-Tier Virtual Gifts: The deployment of premium,
high-cost virtual gifts (such as the “Lion” or “Airplane”) consistently preceded
an immediate, observable surge in concurrent viewer numbers and reach.
Because these high-tier gifts trigger special platform-wide on-screen
notifications visible to external users, they appear to function as a systemic
visibility mechanism. While the opacity of TikTok’s system prevents labeling
this a definitive "algorithmic trigger," the empirical data suggests it serves as a
highly effective catalyst for inbound traffic.

o Efficacy of Engagement Strategies: Observational analysis of creators’
engagement methods indicated that structured “challenges and competitions”
and “audience participation in decision-making” were the most effective
strategies for stimulating sustained audience involvement, frequently
surpassing the efficacy of direct, unprompted requests for gifts.
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DISCUSSION
Algorithm-Driven Preferences

The results suggest that streams with high interaction—especially financial
engagement through gifts and likes—are prioritized on the “For You” page
(FYP). This aligns with the findings of Bruschi et al. (2024), who explored the
methodological framework of personalization algorithms on TikTok.

e Early Engagement and Personalization: High initial engagement acts
as both a “quality indicator” and an algorithmic requisite for accelerated
distribution. The immediate promotion of livestreams receiving high-value
gifts within the first few minutes indicates that the system operates on an instant
personalization logic rather than random distribution (Jung et al., 2025). Given
the proprietary opacity of TikTok’s architecture, it is not possible to
definitively confirm algorithmic mechanisms; however, this observable pattern
of instant boosting strongly suggests a structural bias toward financial metrics,
wherein the algorithm effectively prioritizes monetized interaction over passive
viewing.

e Community-Building Strategies and Social Impact: The findings
revealed that the most successful strategies were those involving active
audience participation in decision-making and gamified challenges. This
implies that the primary psychological motivation for sustaining livestream
viewership extends beyond mere content consumption, which can be
theoretically interpreted as an appeal to underlying needs for belonging and
social integration. As Xu and Ye (2020) demonstrated, social interaction is a
primary motivation for live streaming use, and financial tipping is positively
associated with fulfilling these social needs (p. 1).

e Strengthening Social Bonds: Audience engagement in structured
challenges (as observed in LS1-LS4) functions as an “Interactive Ritual
Chain,” reinforcing the parasocial bond between viewers and the creator.

¢ Digital Herd Behavior and Social Proof: The strong effect of high-
value gifts (like the “Lion”) in attracting new viewers illustrates a phenomenon
of behavioral contagion and conformity. Virtual gifting often operates as a
"conformity behavior motivated by the group identity" rather than isolated
individual intention (Xu & Ye, 2020, p. 10). Furthermore, because platforms
design specific visual or audio effects for high-value gifts, these transactions
actively "attract attention from streamers and other viewers," appealing to users
who seek hierarchical status and social presence (Xu & Ye, 2020, p. 10).
Engagement thus becomes a response to structural social momentum, helping
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the recommendation system identify and promote content that triggers rapid,
mass audience responses.

The Preference for Entertainment Content and Optimal Timing

The empirical observation confirmed that entertainment-oriented content
dominates livestreams and that evening sessions yield the highest interaction
velocity.

e Timing and User Behavior: The preference for evening hours (18:00—
23:00) strictly aligns with TikTok’s structural identity as an entertainment
platform, where users seek cognitive decompression after daily obligations
(Jung et al., 2025). This evening preference directly aligns with the
psychological need to alleviate "state boredom," a temporary experience of
under-arousal where individuals utilize live streams for "seeking entertainment
and killing time" (Zhang & Li, 2022, p. 3). Extended viewing periods during
the evening provide the algorithm with a larger dataset of engagement metrics,
recursively improving the stream’s ranking.

e TikTok’s Entertainment Identity: The dominance of gamified and
competitive content echoes Jung et al. (2025), who noted that TikTok is
“primarily used for entertainment.” Within the studied sample, entertainment-
oriented streams generated the fastest responsiveness. Livestreaming
effectively combines "novel and exciting activities," serving as a tool to achieve
physiological arousal and effectively escape boredom (Zhang & Li, 2022, p.
3). This immediate psychological arousal is a critical prerequisite for
algorithmic amplification.

e Digital Value or Electronic Begging?

e The systemic reliance on virtual gifts and likes as the foundational basis
for algorithmic visibility raises critical ethical questions regarding this
interactive model.

e Critical Framework of Electronic Begging: The phenomenon of
"electronic begging" (Aouni, 2024) is not merely a theoretical concept, but is
directly substantiated by the empirical observations within this study. The
documented emotional appeals in standard streams (e.g., “Support me, brother”
in LS7 and LS8) and the engineered competitive pressure in influencer
challenges (LS1 and LS2) demonstrate how creators employ tactics that, from
a theoretical media psychology perspective, appear to capitalize on viewers’
emotional and social susceptibilities. Influencers engineered competitive
pressure to extract gifts, capitalizing on the audience's drive to win "attention
and admiration from other viewers" through monetary transactions (Xu & Ye,
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2020, p. 3). This demonstrates how creators and platforms can actively
stimulate viewers' "sensation seeking" to strategically increase "watching time
and shopping amount" (Zhang & Li, 2022, p. 9). Consequently, viewed through
a critical theoretical lens, these interactions appear to rely heavily on affective
monetization strategies rather than a purely reciprocal exchange of substantive
content value.

e Risks to Digital Resilience and Financial Emotionalism: The
psychological ramifications of this fast-paced, overstimulating environment
must be analyzed through the lens of Digital Resilience (Hassoun et al., 2025).
The pressure to continuously engage and participate in these monetized
affective states contributes to "social media overload," a negative psychological
condition resulting from "excessive maintenance of online social relationships
and ineffective coping with information exchange technologies" (Cao et al.,
2026, p. 3). This dynamic reinforces a livestreaming model predicated on what
this study formally conceptualizes as "Financial Emotionalism"—defined here
as the monetization of audience affective states (such as urgency or competitive
pride) to generate digital revenue. This structural shift inherently promotes
"problematic social media use," characterized by "excessive and persistent
engagement" that ultimately yields negative behavioral outcomes and exploits
the lack of critical information awareness among youth (Cao et al., 2026, p. 3).

CONCLUSION

Based on empirical observations, this study concludes that TikTok’s algorithmic
architecture strongly correlates with live broadcast dynamics, tending to favor
streams that generate high, immediate engagement—particularly through
“tapping” and “virtual gifts”. Consequently, platform success is driven less by
audiovisual quality and more by the creator’s capacity for strategic affective
elicitation, utilizing gamified challenges and dramatization to enhance visibility.
Key determinants of algorithmic distribution include established creator
prominence, optimal broadcast timing, stream duration, and the influx of high-
tier virtual gifts.

These dynamics synthesize into a triadic sociotechnical framework: First, the
algorithm functions as an economic filter, prioritizing monetizable interaction.
Second, the creator acts as an interaction engineer, deploying psychological and
parasocial strategies to maximize reach. Third, the audience engages as active
emotional participants; observational data suggests their actions are mediated by
desires for social belonging, status recognition, and behavioral contagion, often
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overshadowing passive content consumption. Thus, TikTok interactions
materialize within a complex nexus of financial metrics, algorithmic logic, and
collective audience behavior.

While this study bridges a critical gap by analyzing TikTok's observable
interactive architecture, its findings must be contextualized within several
methodological limitations:

e Algorithmic "Black Box'": The proprietary nature of TikTok’s
algorithms necessitated inferential observation. Causality between engagement
inputs and algorithmic visibility was estimated externally rather than proven
via internal platform data (Bruschi et al., 2024).

e Sample and Temporal Scope: The purposive sample of eight streams
(LS1-LS8) over a specific timeframe restricts absolute generalizability, given
the inherent volatility of online interaction patterns.

o Single-Observer Coding: Relying on a single researcher for non-
participant observation introduces potential interpretive bias, as the study
lacked a second independent coder to establish statistical inter-rater reliability.

o Single-Platform Focus: Focusing exclusively on TikTok limits the
ability to determine if phenomena like aggressive virtual gifting are platform-
specific or indicative of broader live-streaming ecosystem trends.

Addressing these limitations, future research should encompass comparative
cross-platform studies, integrate quantitative psychometric surveys to
statistically verify psychosocial motivations, and empirically measure
correlations between objective content quality and financial support volumes.
Furthermore, investigating the ethical and legal dimensions of digital
interaction—particularly "electronic begging"—is crucial for safeguarding
vulnerable demographics. Ultimately, this study highlights the urgent need to
critically examine the ethics of algorithmic models, emphasizing the necessity of
building digital resilience among young users to balance digital participation with
psychological and financial self-protection.

Research Article- Submit Date: 23.02.2026, Acceptance Date: 28.09.2026 452
DOINO: 10.17932/IAU.EJNM.25480200.2026/ejnm_v10i3001
Copyright © e-Journal of New Media



e-Journal of New Media / Yeni Medya Elektronik Dergi — eJNM
ISSN: 2548-0200, September 2026 Volume 10 Issue 3, p.419-456
Research Article

REFERENCES

Abbassa, A. (2026). Algorithmic Imperialism and Digital Resistance: "A Case
Study of TikTok and the Mechanisms of Control over the Palestinian Narrative
Post-October 2023" May 2026. Revue Zaouli, 13(03), 793-825.

Abbassa, A. (2026). Provocative Marketing in the Algerian Digital Environment:
An Expert-Based Qualitative Study of Negative Amplificatory Interaction.
Academic Journal of History and Idea, 13(4), 1-29.

Abdelsalam, H. A. A., Abdelfattah, N. M., & Abdelhie, H. F. (2024). The Use of
TikTok Application by Adolescent Girls and the Gratifications Achieved from It.
Journal of Research in Qualitative Educational Fields, 10(51), 1027-1064.

Aissani, S. A. (2020). The role of music in enhancing the cinematographic image
in the revolutionary film: A case study of “Children of November.” Journal of
Al-Nass, 7(2), 58-77.

Aouni, H. (2024). Electronic begging and its impact on social security in Saudi
society: An applied analytical study on electronic begging from the perspective
of TikTok users. Future Journal of Social Sciences, 18(8), 3—48.

Aridor, G., Jiménez-Duran, R., Levy, R., & Song, L. (2024). The Economics of
Social Media. Northwestern University, Bocconi University, Tel Aviv
University, & University of Illinois Urbana-Champaign.

Bhasurasen, N. (2023, November 25). The power of live streaming: Boosting
engagement on social media. Retrieved April 5, 2025, from
https://www.accuranker.com/blog/the-power-of-live-streaming/

Boeker, M., & Urman, A. (2022). An Empirical Investigation of Personalization
Factors on TikTok. arXiv preprint arXiv:2201.12271v1, 1-7.

Bouchaud, P., & Ramaciotti, P. (2024). Auditing the audits: evaluating
methodologies for social media recommender system audits. Applied Network
Science, 9(59), 1-20.

Bruschi, L., Gandini, A., Giorgi, G., & Gerosa, A. (2024). Un approccio
metodologico allo studio degli algoritmi di personalizzazione su TikTok [A
methodological approach to the study of personalization algorithms on TikTok].
Sociologia Italiana, (26), 193-?.

Cai,J., & Wohn, D. Y. (2022). Coordination and collaboration: How do volunteer
moderators work as a team in live streaming communities? Proceedings of the
2022 CHI Conference on Human Factors in Computing Systems, 1-14.

Research Article- Submit Date: 23.02.2026, Acceptance Date: 28.09.2026 453
DOINO: 10.17932/IAU.EJNM.25480200.2026/ejnm_v10i3001
Copyright © e-Journal of New Media


https://www.accuranker.com/blog/the-power-of-live-streaming/

e-Journal of New Media / Yeni Medya Elektronik Dergi — eJNM
ISSN: 2548-0200, September 2026 Volume 10 Issue 3, p.419-456
Research Article

Cao, S., Liu, S., Kang, H., & Li, Z. (2026). Stepping back to cope: a moderated
mediation model of digital disconnection and online social anxiety. Frontiers in
Psychology, 17, 1810079.

Chokpaisan, S., Suwanwong, C., & Thavorn, J. (2026). Virtual gifting as
affective monetization: A meta-analysis of behavioral antecedents in live game
streaming platforms. BMC Psychology, 14(1), 828.

Dolata, M., Feuerriegel, S., & Schwabe, G. (2021). A Sociotechnical View of
Algorithmic Fairness. Information Systems Journal, 1-48.

Freire Alarcon, P. A., & Medina Chicaiza, P. (2025). TikTok y la comunicacion
en la universidad: nuevas dinamicas de conexion y contenido [TikTok and
university communication: new dynamics of connection and content]. Revista
Dilemas Contemporaneos: Educacion, Politica y Valores, 12(3), Article 11.

Gausen, A., Guo, C., & Luk, W. (2024). An approach to sociotechnical
transparency of social media algorithms using agent-based modelling. A7 and
Ethics, 5, 1827-1845.

Hamari, J. (2015). Do badges increase user activity? A field experiment on the
effects of gamification. Computers in Human Behavior, 1-10.

Haque, A. B., Islam, N., & Mikalef, P. (2024). To Explain or Not To Explain: An
Empirical Investigation of Al-based Recommendations on Social Media
Platforms. Electronic Markets, 35(2), 1-18.

Hassoun, A., Beacock, 1., Carmody, T., Kelley, P. G., Goldberg, B., Kumar, D.,
Murray, L., Park, R. S., Sarmadi, B., & Consolvo, S. (2025). Beyond digital
literacy: Building youth digital resilience through existing “information
sensibility” practices. Social Sciences, 14(4), 230.

Imana, B., Korolova, A., & Heidemann, J. (2023). Having your Privacy Cake and
Eating it Too: Platform-supported Auditing of Social Media Algorithms for
Public Interest. Proceedings of the ACM on Human-Computer Interaction,
7(CSCW1), 134:1-134:33.

Influencer Marketing Hub. (2025, March 21). TikTok LIVE gifts: How they
work and how creators get paid. Retrieved April 4, 2025, from
https://influencermarketinghub.com/tiktok-live-gifts/

Jung, J., Yoon, S.-H., Kengesbay, D., & Lee, S. K. (2025). Qualitative
comparison between TikTok and YouTube. International Journal of Contents,
21(1), 023.

Research Article- Submit Date: 23.02.2026, Acceptance Date: 28.09.2026 454
DOINO: 10.17932/IAU.EJNM.25480200.2026/ejnm_v10i3001
Copyright © e-Journal of New Media


https://influencermarketinghub.com/tiktok-live-gifts/

e-Journal of New Media / Yeni Medya Elektronik Dergi — eJNM
ISSN: 2548-0200, September 2026 Volume 10 Issue 3, p.419-456
Research Article

Kacemi, N. (2020). Interactive media in postmodern societies: A critical study.
Algiers: University Publications Office.

Khudaykulova, M., He, Y., Obrenovic, B., Khudaykulov, A., & Abueva, N.
(2026). The role of streamer trustworthiness and attractiveness in enhancing
viewer engagement and mindfulness in live streaming. Acta Psychologica, 264,
106367.

Lu, Z., Xia, H., Heo, S., & Wigdor, D. (2018). You watch, you give, and you
engage: A study of live streaming practices in China. Proceedings of the 2018
CHI Conference on Human Factors in Computing Systems, 1—13.

Mao, E. (2022). How live stream content types impact viewers' support
behaviors? Mediational analysis on psychological and social gratifications.
Frontiers in Psychology, 13, 951055.

Nahal, S. (2023). The role of live streaming on social media in strengthening
social relationships: TikTok as a model. International Journal of Social
Communication, 10(4), 460—480.

Saleh, M. (2020, May 24). Do We Follow the Herd Instinct Unconsciously?
Psychological Experiments Explain Why. Retrieved April 2, 2025, from
https://bit.ly/4oh2x7Z

Saleh, M. (2024, February). Best Times to Post on TikTok in 2024 + How to Find
the Right Time to Post. Retrieved April 2, 2025, from https://bit.ly/4qgAY AMN

Samet, I. (2024). A Semiotic Reading on the Fragmentation of the Subjective
Structure within Herd Societies: Through an Analysis of the Painting "The Exit
from the Herd" By Thomas Alan Cobley. Semiotics Journal, 19(1), 139—155.

Silalahi, A. D. K., Eunike, I. J., Phuong, D. T. T., & Tedjakusuma, A. P. (2026).
What drives consumer engagement in live streaming commerce? A socio-
technical systems and trust configuration approach. The TOM Journal, 1-35.

Sjoblom, M., & Hamari, J. (2016). Why do people watch others play video
games? An empirical study on the motivations of Twitch users. Computers in
Human Behavior, 1-12.

Tajfel, H., & Turner, J. C. (1979). An integrative theory of intergroup conflict.
In W. G. Austin & S. Worchel (Eds.), The social psychology of intergroup
relations (pp. 33-47). Brooks/Cole.

TikTok. (2025). Retrieved March 26, 2025, from
https://www.tiktok.com/coin?lang=an

Research Article- Submit Date: 23.02.2026, Acceptance Date: 28.09.2026 455
DOINO: 10.17932/IAU.EJNM.25480200.2026/ejnm_v10i3001
Copyright © e-Journal of New Media


https://www.google.com/search?q=https://bit.ly/4oh2x7Z
https://www.google.com/search?q=https://bit.ly/4qAYAMN
https://www.google.com/search?q=https://www.tiktok.com/coin%3Flang%3Dan

e-Journal of New Media / Yeni Medya Elektronik Dergi — eJNM
ISSN: 2548-0200, September 2026 Volume 10 Issue 3, p.419-456
Research Article

Xu, Y., & Ye, Y. (2020). Who Watches Live Streaming in China? Examining
Viewers' Behaviors, Personality Traits, and Motivations. Frontiers in
Psychology, 11, 1607.

Zhang, N., & Li, J. (2022). Effect and Mechanisms of State Boredom on
Consumers' Livestreaming Addiction. Frontiers in Psychology, 13, 826121.

Zhou, R. (2024). Understanding the impact of TikTok's recommendation
algorithm on user engagement. International Journal of Computer Science and
Information Technology, 3(2).

Zhou, X., Huang, Y., & Inoue, Y. (2024). Parasocial interactions and parasocial
relationships on Instagram: An in-depth analysis of fashion and beauty
influencers. Heliyon, 10, ¢39708.

Atif icin: Abbasa, A. (2026). Tiktok Algorithms and Live Streaming: Enhancing
Engagement Through Tapping and Virtual Gifts, Yeni Medya Elektronik
Dergisi, 10 (3), 419-456.

Research Article- Submit Date: 23.02.2026, Acceptance Date: 28.09.2026 456
DOINO: 10.17932/IAU.EJNM.25480200.2026/ejnm_v10i3001
Copyright © e-Journal of New Media



e-Journal of New Media / Yeni Medya Elektronik Dergi — eJNM
ISSN: 2548-0200, September 2026 Volume 10 Issue 3, p.457-488
Research Article

DIGITAL GAME EXPERIENCE, COLLECTIVE
MEMORY AND RAID DESIGN: A MULTI-CRITERIA
EVALUATION OF WORLD OF WARCRAFT RAIDS

Burak BORA
Nevsehir Haci Bektas Veli Universitesi, Tiirkiye
burakbora@nevsehir.edu.tr
https://orcid.org/0000-0002-4723-3405]

Bora, B. (2026). Digital Game Experience, Collective Memory and
Anf Raid Design: A Multi-Criteria Evaluation of World of Warcraft Raids,
Yeni Medya Elektronik Dergisi, 10 (3), 457-488.

ABSTRACT

Massively multiplayer online role-playing games have become persistent cultural
environments in which game mechanics, narrative structures, social coordination
and collective player memory interact over long periods of time. Within this
context, raid content occupies a central position because it combines encounter
design, group coordination, progression systems, narrative closure and long-term
replay value. Despite the extensive scholarly attention given to online games,
virtual worlds and MMORPG player practices, comparative evaluations of raid
design have largely remained within fan rankings, informal retrospectives and
community discussions. This study addresses this gap by developing a
transparent multi-criteria decision-making framework for evaluating selected
World of Warcraft raids. Twenty raids released between Classic and Dragonflight
were assessed across ten criteria covering structural scale, encounter diversity,
narrative integration, atmosphere, end-boss iconicity, replay appeal, community
memory, accessibility burden and design innovation. Criterion weights were
calculated using the CRITIC method, and raid performance was ranked through
TOPSIS. Entropy weighting, equal weighting, Spearman rank correlation and
+10/+20 sensitivity analyses were applied to test robustness. The results identify
Ulduar as the most robustly superior raid, ranking first under all weighting
schemes and all sensitivity scenarios. Karazhan, Icecrown Citadel and The
Nighthold form a stable upper-tier group, while mid-ranked raids show greater
sensitivity to weighting assumptions. The study contributes to game studies by
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operationalising raid design as a multi-dimensional evaluation problem and
demonstrates how MCDM methods can complement qualitative and community-
based interpretations of digital game experience.

Keywords: MMORPG; World of Warcraft; Raid Design; Digital Game
Experience; Multi-Criteria Decision-Making.

DIiJITAL OYUN DENEYIiMi, KOLEKTIF BELLEK VE
RAID TASARIMI: WORLD OF WARCRAFT
RAIDLERININ COK KRITERLI

DEGERLENDIRILMESI

oz

Kitlesel ¢ok oyunculu ¢evrim igi rol yapma oyunlari, oyun mekanikleri, anlati
yapilari, sosyal koordinasyon ve kolektif oyuncu belleginin uzun dénemli olarak
etkilesime girdigi kalic dijital kiiltiir ortamlaridir. Bu baglamda raid icerikleri;
karsilagma tasarimi, grup koordinasyonu, ilerleme sistemleri, anlatisal kapanis ve
tekrar oynanabilirlik boyutlarmi bir araya getirdigi icin 06zel bir Onem
tagimaktadir. Bu ¢alisma, secilmis World of Warcraft raidlerini degerlendirmek
icin seffaf bir ¢ok Olciitli karar verme cergevesi gelistirmektedir. Classic
doneminden Dragonflight donemine kadar yayimlanan yirmi raid; yapisal dlgek,
karsilasma ¢esitliligi, anlati biitiinlesmesi, atmosfer, son boss ikonikligi, tekrar
oynanabilirlik, topluluk bellegi, erisilebilirlik yiikii ve tasarim yeniligi gibi on
olgiit iizerinden degerlendirilmistir. Olgiit agirliklart CRITIC ydntemiyle
hesaplanmis, raid performanslar1 ise TOPSIS yontemiyle siralanmistir. Entropi
agirhiklandirma, esit agirliklandirma, Spearman sira korelasyonu ve £%10/+%20
duyarlilik analizleriyle bulgularm saglamlig: test edilmistir. Sonuglar, Ulduar’in
tim agirhiklandirma modelleri ve duyarlilik senaryolar1 altinda birinci sirada
kaldigimi gostermektedir. Caligsma, raid tasarimini ¢ok boyutlu bir degerlendirme
problemi olarak operasyonellestirerek dijital oyun galigmalar literatiiriine katki
sunmaktadir.

Anahtar Kelimeler: MMORPG, World of Warcraft; Raid Tasarimi; Dijital Oyun
Deneyimi,; Cok Olgiitlii Karar Verme.
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INTRODUCTION

Digital games are no longer marginal entertainment objects but complex cultural,
technological and social systems. Since the early institutionalisation of game
studies, scholars have argued that digital games require dedicated analytical
frameworks because they combine rule-based systems, representational worlds,
player agency and situated experience in ways that cannot be fully explained by
earlier media theories alone (Aarseth, 2001; Juul, 2005). Game design research
has therefore increasingly treated games as systems of rules, interaction,
feedback and experience, rather than merely as texts or narratives. The MDA
framework, for instance, conceptualises games through the relationship between
mechanics, dynamics and aesthetics, while Sicart’s work on game mechanics
emphasises the actions available to players within rule-governed possibility
spaces (Hunicke et al., 2004; Sicart, 2008). These perspectives are particularly
relevant for massively multiplayer online role-playing games (MMORPGs),
where player experience emerges not only from individual interaction with rules
and fiction, but also from persistent worlds, group coordination, social norms and
long-term community practices.

Among MMORPGs, World of Warcraft represents one of the most influential and
long-lasting cases for examining digital play as a cultural and social practice.
Previous studies have analysed World of Warcraft in relation to social interaction,
player motivation, ethnographic experience, virtual world participation and
community formation. Yee’s motivational model shows that online game play is
structured by multiple motivational components, including achievement, social
interaction and immersion, while Ducheneaut et al. demonstrated that social
dynamics in MMORPGs are more complex than simple assumptions about online
sociability suggest (Yee, 2006; Ducheneaut et al., 2006). Nardi’s ethnographic
account further positioned World of Warcraft as a site of cultural practice and
aesthetic experience, while later work on raiding and MMORPG group activity
has shown how game design, norms, skills and coordinated actions intersect in
collective play (Nardi, 2010; Raudonat & Marsden, 2018).

Raid content is especially important within this broader MMORPG ecology.
Raids are not merely high-level instances or boss encounters; they are structured
collective experiences that require coordination, preparation, role differentiation,
strategic learning and repeated participation. In this sense, raids are
simultaneously design artefacts, social events and memory-producing cultural
forms. Golub’s ethnographic work on World of Warcraft raiding, for example,
treats raiding as a form of knowledge production in which realism, coordination
and expertise are enacted through practice (Golub, 2010). Similarly, studies of
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collective memory in virtual worlds suggest that persistent game environments
can generate shared histories, group identities and remembered events that outlast
individual play sessions (Papargyris & Poulymenakou, 2009). This makes raid
design an appropriate object for evaluating how mechanics, narrative,
atmosphere, social memory and replay value combine in digital game experience.

Despite this significance, raid evaluation remains underdeveloped as a formal
academic problem. In player communities, raids are frequently ranked through
forum debates, retrospective videos, tier lists and fan discussions. Such
evaluations are valuable because they reflect lived experience and community
memory, but they usually lack methodological transparency. Criteria are often
implicit, weights are rarely specified and the distinction between design quality,
nostalgia, difficulty, narrative importance and replay value is blurred. Academic
game studies, by contrast, has produced rich qualitative and theoretical accounts
of virtual worlds, player practices and game design, but has paid less attention to
the systematic comparative evaluation of individual content units within long-
running games. This creates a methodological gap: raid content is widely
evaluated in community discourse, yet rarely operationalised as a structured
multi-criteria decision problem.

This study responds to that gap by proposing a multi-criteria decision-making
model for evaluating World of Warcraft raid design. Multi-criteria decision-
making (MCDM) is suitable for problems in which alternatives must be assessed
across multiple, potentially conflicting criteria. In the present context, a raid may
be strong in atmosphere and community memory but weaker in accessibility;
another may have high mechanical diversity but limited narrative integration. A
single-dimensional ranking would therefore be insufficient. The CRITIC method
is used to derive objective criterion weights from the decision matrix by
considering both the contrast intensity of each criterion and inter-criterion
conflict (Diakoulaki et al., 1995). TOPSIS is then used to rank raids according to
their relative closeness to the positive ideal solution and distance from the
negative ideal solution (Hwang & Yoon, 1981). Entropy and equal weighting are
included as robustness checks because objective weighting methods may produce
different weight structures depending on the distributional properties of the
decision matrix.

The empirical design evaluates twenty World of Warcraft raids released between
Classic and Dragonflight. The alternatives include historically foundational raids
such as Molten Core and Blackwing Lair, culturally iconic raids such as
Karazhan, Ulduar and Icecrown Citadel, and more recent examples such as Castle
Nathria and Amirdrassil. Each raid is assessed across ten criteria: boss count,
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wing count, encounter diversity, narrative integration, atmosphere/visual identity,
end-boss iconicity, replay/farming appeal, community memory, accessibility
burden and design innovation. These criteria were selected to capture both
measurable structural features and interpretive dimensions of digital game
experience. Boss count and wing count represent scale and structural breadth,
while the remaining criteria capture design, cultural and experiential qualities that
are central to raid evaluation but difficult to reduce to a single metric.

The study makes three contributions. First, it translates raid evaluation from
informal fan ranking into a transparent decision model in which criteria,
directions, weights and rankings are explicitly reported. Second, it extends game
studies by demonstrating how MCDM can be used as a complementary method
for analysing digital game content. This does not replace interpretive,
ethnographic or cultural approaches; rather, it provides an additional layer of
structured comparison that can make implicit evaluative assumptions more
visible. Third, the study contributes empirically by identifying the raids that
perform most consistently under alternative weighting and sensitivity conditions.
The results show that Ulduar is not only ranked first in the baseline CRITIC-
TOPSIS model but also remains first under Entropy weighting, equal weighting
and all £10/+20 sensitivity scenarios. This finding suggests that Ulduar’s status
as a benchmark raid is not merely an artefact of one weighting scheme, but
reflects a balanced profile across design, narrative, replay and memory-related
criteria.

Accordingly, the study is guided by the following research questions:

RQI1. How can MMORPG raid design be operationalised as a multi-criteria
evaluation problem?

RQ2. Which World of Warcraft raids perform best when evaluated across
structural, experiential, narrative and community-memory criteria?

RQ3. How robust are the resulting rankings under alternative weighting schemes
and sensitivity scenarios?

The remainder of the article is organised as follows. The next section reviews the
relevant literature on MMORPGs, raid design, player experience, collective
memory and multi-criteria decision-making. The methodology section explains
the sample, criteria, coding procedure, CRITIC weighting, TOPSIS ranking and
robustness analyses. The results section presents the criterion weights, baseline
ranking, Entropy and equal-weight comparisons, Spearman correlations and
sensitivity findings. The discussion section interprets the implications of the

Research Article- Submit Date: 13.05.2026, Acceptance Date: 14.09.2026 461
DOINO: 10.17932/IAU.EJNM.25480200.2026/ejnm_v10i3002
Copyright © e-Journal of New Media



e-Journal of New Media / Yeni Medya Elektronik Dergi — eJNM
ISSN: 2548-0200, September 2026 Volume 10 Issue 3, p.457-488
Research Article

results for digital game studies, game design evaluation and the methodological
use of MCDM in cultural analysis.

LITERATURE REVIEW
Digital Games as Complex Cultural and Rule-Based Systems

Digital games have been studied as complex artefacts that combine
computational rules, designed interaction, fictional worlds and situated player
experience. Early game studies scholarship emphasised that games should not be
reduced to cinema, literature or other pre-existing media forms, because digital
games organise experience through procedural structures, player action and rule-
based systems (Aarseth, 2001). This argument helped establish game studies as a
field concerned not only with representation but also with interactivity,
mechanics, agency and play. In this respect, digital games are both cultural texts
and operational systems: they communicate through images, stories and themes,
but they also structure behaviour through rules, challenges, feedback and
affordances.

Game design literature has similarly conceptualised games as multi-layered
systems. Hunicke, LeBlanc and Zubek’s MDA framework defines games through
the relationship between mechanics, dynamics and aesthetics, thereby linking
design elements to player-facing experience (Hunicke et al., 2004). Mechanics
refer to the formal components of the game system, dynamics emerge from player
interaction with those mechanics, and aesthetics describe the experiential
responses generated through play. This framework is relevant to raid design
because raids are not evaluated only by their technical structure, such as number
of bosses or spatial layout, but also by the experiential patterns produced through
coordinated group play, challenge escalation, narrative tension and memorable
encounters.

A complementary perspective is offered by Sicart, who defines game mechanics
as methods invoked by agents for interacting with the game world (Sicart, 2008).
This formulation is useful for analysing raid encounters because raid design is
largely built around repeated interaction methods: positioning, resource
management, role coordination, timing, spatial awareness, phase transitions and
collective execution. Therefore, a raid cannot be evaluated only as a narrative
chapter or a visual environment. It is also a configuration of mechanics that
produces varying degrees of complexity, accessibility, innovation and
replayability.
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From this perspective, evaluating raid content requires a framework that can
capture both formal and experiential dimensions. Boss count and wing structure
indicate scale and breadth, but they are insufficient for assessing the quality or
cultural significance of a raid. Narrative integration, atmosphere, end-boss
iconicity, encounter diversity, community memory and replay value are also
central to how raids are remembered and evaluated. This multi-dimensionality
justifies the use of a multi-criteria approach rather than a single indicator of raid
quality.

MMORPGS, PLAYER MOTIVATION AND SOCIAL EXPERIENCE

Massively multiplayer online role-playing games are among the most important
genres for studying persistent digital worlds, social interaction and long-term
player investment. Unlike single-player games, MMORPGs are designed around
continuity, progression, social organisation and recurring participation. Their
worlds persist beyond individual play sessions, and their communities develop
norms, histories, reputations and shared memories over time. World of Warcraft
has been especially influential in this literature because of its scale, longevity and
role in shaping public and academic understandings of MMORPG culture.

Yee’s empirical work on online game motivations remains foundational for
understanding why players engage with MMORPGs. His model identifies
achievement, social and immersion components as major motivational
dimensions, showing that online play cannot be explained by a single desire for
competition or entertainment (Yee, 2006). Raid content is particularly relevant to
all three dimensions. Raids involve achievement through progression and
mastery, sociality through coordinated group action, and immersion through
narrative, atmosphere and world-building. Therefore, raid evaluation needs to
account for the interaction between instrumental, social and experiential forms of
value.

Ducheneaut, Yee, Nickell and Moore’s study of World of Warcraft further
complicates the assumption that MMORPGs are simply social spaces. Their
analysis of play and grouping patterns shows that players may be “alone
together”: they inhabit shared worlds and benefit from social presence, but their
actual forms of grouping and interaction vary substantially (Ducheneaut et al.,
2006). This insight is important for raid analysis because raids represent one of
the clearest cases in which MMORPG sociality becomes structurally required.
Unlike casual questing or world exploration, raid participation depends on
coordination, role differentiation and shared tactical knowledge.
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Nardi’s ethnographic account of World of Warcraft also frames the game as a
cultural and aesthetic environment rather than merely a technical platform. Her
work highlights everyday practices, player routines, social norms and aesthetic
experiences within the game world (Nardi, 2010). Such an approach supports the
view that raid content should be treated as part of a broader culture of play. Raids
are not only consumable content units; they are recurring sites of learning, social
bonding, frustration, prestige, memory formation and identity work.

RAID DESIGN AS COLLECTIVE PLAY AND KNOWLEDGE
PRODUCTION

Raid content occupies a distinctive position within MMORPG design because it
combines mechanical difficulty, collective execution and narrative climax. Raids
typically require players to learn complex encounter mechanics, coordinate roles,
manage failure and repetition, and develop shared strategies. In this respect,
raiding is not merely a test of individual skill; it is a form of collective
performance. The group must transform encounter information into practical
knowledge, distribute responsibilities and execute coordinated action under
conditions of uncertainty and pressure.

Golub’s ethnographic study of World of Warcraft raiding is especially relevant
here. He argues that raiding involves realism and knowledge production within a
virtual world, where players produce meaningful forms of expertise through
coordinated practice (Golub, 2010). Raid encounters therefore function as
systems that generate practical knowledge: players learn what matters, what must
be ignored, how to coordinate attention and how to translate mechanical patterns
into successful collective action. This makes raid design suitable for evaluation
not only in terms of difficulty but also in terms of how effectively it organises
collective learning and mastery.

The collective nature of raiding also means that raid quality is not reducible to
immediate enjoyment. Some raids become culturally important because they
mark historical moments in the game’s development, introduce distinctive
mechanics, conclude major narrative arcs or create memorable group
experiences. Others may be mechanically demanding but less fondly
remembered because of excessive accessibility burden, repetition or weak
narrative integration. The evaluation of raid design therefore requires attention to
both design-internal qualities and community-level reception.

In this study, criteria such as encounter diversity, end-boss iconicity,
replay/farming appeal, accessibility burden and design innovation are used to
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operationalise different dimensions of raid quality. These dimensions reflect the
idea that raids are simultaneously design objects, social coordination systems and
memory-producing events. A raid may be structurally large but experientially
weak, or mechanically compact but culturally significant. This makes raid
ranking a multi-criteria problem rather than a simple popularity contest.

COLLECTIVE MEMORY, NOSTALGIA AND COMMUNITY
EVALUATION IN VIRTUAL WORLDS

Persistent online game worlds produce collective memory because players
repeatedly inhabit the same environments, narrate shared events and attach
meaning to past experiences. Papargyris and Poulymenakou argue that virtual
game worlds can support collective memory through shared practices, histories,
identities and persistent social structures (Papargyris & Poulymenakou, 2009).
This concept is highly relevant to MMORPG raids because raids often become
remembered as milestones: the first clear of a difficult boss, the final
confrontation with a major antagonist, the acquisition of rare rewards or the
experience of progressing with a guild over time.

Community memory is particularly important in a long-running game such as
World of Warcraft. Because the game has existed across multiple expansions,
technical systems, player generations and design philosophies, raid evaluation is
shaped by both historical context and retrospective interpretation. Older raids
may benefit from nostalgia and historical importance, while newer raids may
benefit from refined encounter design and modern production values.
Conversely, older raids may score lower on mechanical diversity or accessibility
by contemporary standards, while newer raids may have weaker long-term
memory because the community has had less time to retrospectively evaluate
them.

This tension creates an important methodological challenge. Informal community
rankings often merge several different evaluative dimensions: nostalgia,
difficulty, personal memories, guild experiences, lore importance, visual design
and reward incentives. While these rankings are meaningful cultural artefacts,
they do not usually specify the criteria or weights behind the ranking. As a result,
they are difficult to compare or reproduce. A structured decision model can make
these assumptions more explicit by separating dimensions such as narrative
integration, atmosphere, community memory and replay value.

In the present study, “community memory” is treated as one criterion among
several rather than as the sole indicator of quality. This is important because
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collective memory can enrich evaluation, but it can also introduce bias. A raid
may be remembered strongly because it was historically early, narratively
important or associated with a large player population, even if its encounter
design is less complex by later standards. Conversely, a mechanically strong raid
may not yet have accumulated the same level of collective memory. Including
community memory as one criterion allows the model to recognise cultural
significance without allowing it to dominate the entire evaluation.

EVALUATING DIGITAL GAME CONTENT THROUGH MULTI-
CRITERIA DECISION-MAKING

Although game studies has generated extensive theoretical, ethnographic and
qualitative work, structured quantitative evaluation of individual game content
units remains less developed. Most formal evaluation studies in games focus on
usability, player experience, engagement, educational outcomes, monetisation or
platform-level comparisons. However, content units within games—such as
levels, dungeons, raids, quests or expansions—also involve multiple evaluative
dimensions. A raid can be evaluated through its structural scale, mechanical
richness, narrative role, aesthetic identity, social coordination requirements,
reward structure and long-term cultural status. These dimensions are not always
aligned, which creates a classic multi-criteria decision-making problem.

MCDM methods are designed for decision contexts in which alternatives must
be compared across multiple criteria that may differ in scale, direction and
importance. The CRITIC method is especially useful when the analyst aims to
derive objective weights from the decision matrix rather than rely entirely on
subjective expert judgement. Diakoulaki, Mavrotas and Papayannakis introduced
CRITIC as an objective weighting method based on two informational properties:
the contrast intensity of each criterion and the conflict between criteria
(Diakoulaki et al., 1995). In this study, CRITIC is appropriate because the criteria
include both structural and interpretive dimensions, and the purpose is to identify
which criteria provide the strongest discriminating power within the coded
matrix.

TOPSIS is one of the most widely used MCDM ranking methods. Developed by
Hwang and Yoon, TOPSIS ranks alternatives according to their relative closeness
to the positive ideal solution and distance from the negative ideal solution
(Hwang & Yoon, 1981). This logic is suitable for raid evaluation because the best
raid is not expected to maximise one criterion alone. Instead, it should
approximate a balanced ideal: high design innovation, strong narrative
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integration, memorable encounters, replay appeal and community significance,
while avoiding excessive accessibility burden.

Entropy weighting and equal weighting are commonly used as robustness checks
in MCDM studies. Entropy weighting is based on information theory and assigns
higher importance to criteria that provide greater differentiation among
alternatives. Equal weighting, by contrast, assumes that all criteria are equally
important and is useful as a neutral benchmark. Comparing CRITIC, Entropy and
equal-weight TOPSIS rankings allows researchers to assess whether the final
ranking is dependent on a particular weighting model or remains stable across
alternative assumptions.

Sensitivity analysis is also important in MCDM because rankings may change
when criterion weights are modified. Recent reviews of MCDM sensitivity
analysis emphasise that testing the vulnerability of results to changes in data or
weights provides decision makers with information about the stability of
conclusions (Wigckowski et al., 2023). In the present study, +10% and £20%
weight perturbations are used to examine whether the ranking of raids changes
under moderate shifts in criterion importance. Spearman rank correlation is then
used to evaluate the consistency of rankings across models and scenarios.

RESEARCH GAP AND POSITIONING OF THE PRESENT STUDY

The existing literature provides strong foundations for understanding digital
games as rule-based systems, MMORPGs as social and cultural environments,
and raids as collective practices. However, there remains a gap between
qualitative interpretations of MMORPG culture and the informal evaluative
practices found in player communities. Academic studies have examined player
motivation, social interaction, virtual world culture and raiding practices, but they
have rarely transformed raid evaluation into a transparent, reproducible and
multi-criteria model.

This study addresses that gap by treating World of Warcraft raids as alternatives
in a structured decision problem. The proposed framework does not claim to
replace interpretive game analysis or community discourse. Rather, it
complements them by making evaluative assumptions explicit. Instead of asking
which raid is “best” in an undefined sense, the study asks how raids perform
across multiple criteria that capture structural, experiential, narrative and
community-memory dimensions. This approach allows raid evaluation to move
from implicit preference ranking toward a more transparent analytical
framework.
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The contribution is therefore both substantive and methodological. Substantively,
the study provides a comparative evaluation of twenty World of Warcraft raids
and identifies the most robustly high-performing alternatives. Methodologically,
it demonstrates how CRITIC-TOPSIS, supported by Entropy weighting, equal
weighting, Spearman correlation and sensitivity analysis, can be applied to digital
game content evaluation. In doing so, it opens a possible route for future studies
of expansions, dungeons, quests, game modes, monetisation designs or other
modular content forms in digital games.

METHODOLOGY
Research Design

This study employs a quantitative multi-criteria decision-making design to
evaluate selected World of Warcraft raids across structural, experiential, narrative
and community-memory dimensions. The methodological aim is not to
determine the “best” raid through subjective preference alone, but to construct a
transparent and reproducible decision model in which alternatives, criteria,
criterion directions, weights and rankings are explicitly reported. This approach
is appropriate because raid quality is not a single-dimensional construct. A raid
may be mechanically innovative but difficult to access; another may have strong
narrative integration but limited replay appeal. Such trade-offs make raid
evaluation a multi-criteria decision problem.

The study combines objective and coded indicators. Objective indicators include
structural features such as boss count and wing/section count. Coded indicators
capture interpretive dimensions such as encounter diversity, atmosphere, end-
boss iconicity, community memory and design innovation. The weighting stage
was conducted using the CRITIC method, which determines objective criterion
weights based on contrast intensity and inter-criterion conflict. This is useful
when direct subjective weighting is either difficult or undesirable. The ranking
stage was conducted using TOPSIS, a classical multi-attribute decision-making
method that ranks alternatives according to their relative closeness to an ideal
solution.

SELECTION OF ALTERNATIVES

The alternatives consist of twenty World of Warcraft raids released between
Classic and Dragonflight. The sample was designed to include raids from
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different periods of the game’s development rather than focusing only on recent
content. This decision allows the model to compare historically foundational
raids, culturally iconic raids, mechanically complex raids and more recent
examples of raid design.

The final set of alternatives is presented in Table 1. The sample includes early
raids such as Molten Core, Blackwing Lair and Temple of Ahn’Qiraj; highly
iconic raids such as Karazhan, Ulduar and Icecrown Citadel; expansion-ending
raids such as Dragon Soul, Hellfire Citadel and Antorus; and recent examples
such as Castle Nathria and Amirdrassil. Very recent raids released after
Dragonflight were excluded to reduce recency bias and to ensure that the
evaluated alternatives had sufficient community-discourse visibility.

Table 1.
Alternatives Included in the Study

Code Raid Expansion

AQ0l  Molten Core Classic

A02  Blackwing Lair Classic

A03  Temple of Ahn’Qiraj Classic

A04  Karazhan The Burning Crusade
A05  Black Temple The Burning Crusade
A06  Sunwell Plateau The Burning Crusade
A07  Ulduar Wrath of the Lich King
A08  Icecrown Citadel Wrath of the Lich King
AQ09  Firelands Cataclysm

A10  Dragon Soul Cataclysm

All  Throne of Thunder Mists of Pandaria

Al12  Siege of Orgrimmar Mists of Pandaria

Al13  Blackrock Foundry Warlords of Draenor
Al4  Hellfire Citadel Warlords of Draenor
Al5  The Nighthold Legion

Al16  Tomb of Sargeras Legion

Al7  Antorus, the Burning Throne Legion

Al18  Battle of Dazar’alor Battle for Azeroth

A19  Castle Nathria Shadowlands

A20  Amirdrassil, the Dream’s Hope Dragonflight

CRITERIA AND OPERATIONAL DEFINITIONS

Ten criteria were used to evaluate the raid alternatives. The criteria were selected
to represent both structural and experiential dimensions of raid design. Two
criteria, boss count and wing count, were treated as directly measurable structural
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indicators. The remaining criteria were coded on a five-point scale according to
a predefined coding guide.

Nine criteria were defined as benefit criteria, meaning that higher values indicate
better performance. One criterion, accessibility burden, was defined as a cost
criterion, meaning that lower values indicate better performance. This distinction
is important because TOPSIS requires the analyst to define the direction of
preference for each criterion.

Table 2.
Evaluation Criteria
Code Criterion Direction Operational definition
Cl Boss Count Benefit Number of boss encounters included in the raid
C2 Wing / Section Benefit Structural breadth of the raid, based on major
Count wings, sections or progression areas
C3 Encounter Benefit Variety of mechanics, encounter formats, role
Diversity demands and phase structures
C4 Narrative Benefit Degree to which the raid is integrated into the
Integration expansion’s main storyline, lore and narrative
closure
C5 Atmosphere / Benefit Distinctiveness of art direction, spatial identity,
Visual Identity music, environmental design and thematic
coherence
Cé6 End-Boss Benefit Cultural and narrative significance of the final
Iconicity boss encounter
C7 Replay / Farming  Benefit Long-term replay value, including mounts,
Appeal transmogs, achievements, nostalgia runs and
farming incentives
C8 Community Benefit Strength of the raid’s long-term presence in
Memory player discourse, rankings and retrospective
evaluations
C9 Accessibility Cost Degree to which the raid is associated with
Burden excessive difficulty, logistical friction,
attunement burden or accessibility barriers
C10  Design Benefit Degree to which the raid introduced, refined or
Innovation popularised distinctive design ideas or

encounter structures

The inclusion of both benefit and cost criteria allows the model to avoid equating
complexity with quality. A raid may be highly complex or historically prestigious
but still impose an excessive accessibility burden. Therefore, C9 was coded as a
cost criterion to account for the negative effect of excessive friction on overall
evaluative performance.
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CODING PROCEDURE

The decision matrix was constructed in two stages. First, objective structural data
were entered for C1 and C2. Boss count was coded as the number of boss
encounters in each raid. Wing or section count was coded according to the major
structural divisions of the raid. These indicators provide a basic measure of scale
and structural breadth.

Second, C3-C10 were coded using a five-point ordinal scale. A score of 1
indicates very low performance on the relevant criterion, while a score of 5
indicates very high performance. The coding process was based on a structured
desk review of raid characteristics, retrospective community evaluations, design
features, narrative role and long-term player discourse. To improve internal
consistency, the same operational definitions were applied across all alternatives.

Table 3.
Coding Scale For C3—C10

Score Interpretation

1 Very low presence or very weak performance on the criterion
2 Low presence or below-average performance

3 Moderate or mixed performance

4 Strong performance

5 Very strong, iconic or benchmark-level performance

For the cost criterion C9, the interpretation was reversed in the TOPSIS stage. A
higher raw C9 score indicates a greater accessibility burden, which is undesirable.
Therefore, C9 was treated as a cost criterion during ideal-solution construction.
This means that the positive ideal solution used the minimum C9 value, while the
negative ideal solution used the maximum C9 value.

Because several criteria involve interpretive judgement, the coding should be
understood as a structured expert desk-coding procedure rather than an
automated measurement process. This is consistent with the exploratory purpose
of the study: to demonstrate how raid design can be transformed into a transparent
multi-criteria evaluation framework. The coded matrix also enables future
replication, revision or extension by additional coders, expert panels or player-
survey data.

CRITIC WEIGHTING PROCEDURE

The CRITIC method was used to calculate objective criterion weights. CRITIC
is based on the idea that a criterion is more informative when it displays high
contrast among alternatives and when it is not redundant with other criteria. In
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other words, a criterion receives a higher weight when it both differentiates
alternatives strongly and contributes information that is not already captured by
other criteria. Diakoulaki et al. introduced CRITIC as a method for determining
objective weights in multiple-criteria problems by using contrast intensity and
conflicting character among criteria.

The CRITIC procedure was implemented as follows.

First, the decision matrix was normalised. For benefit criteria, the normalised
value was calculated as:

x;j — min (x;)

r. . =
Y max (x;) — min (x;)

For the cost criterion, C9 Accessibility Burden, the normalised value was
calculated as:

max (X;) — X;j

1. =
Y max (x;) — min (x;)
where x;;denotes the original score of alternative ion criterion j, and r;;denotes
the normalised value.
Second, the standard deviation of each normalised criterion was calculated to
represent contrast intensity. Third, the correlation matrix among criteria was
calculated. The information content of each criterion was then computed as:
n

G = UjZ(l —Piji)

k=1

where gjis the standard deviation of criterion j, and pjyis the correlation
coefficient between criteria jand k. Finally, criterion weights were obtained by
dividing each criterion’s information content by the total information content:

C
w; = !

] T~
2. Gj
j=1

This procedure produced the CRITIC weights used in the baseline TOPSIS
analysis.
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TOPSIS RANKING PROCEDURE

After the CRITIC weights were obtained, the alternatives were ranked using
TOPSIS. TOPSIS is based on the principle that the best alternative should be
closest to the positive ideal solution and farthest from the negative ideal solution.
The method is widely used in multi-attribute decision-making because it provides
a clear distance-based ranking logic and produces an interpretable closeness
coefficient for each alternative.

The TOPSIS procedure was implemented in six steps.

First, the original decision matrix was vector-normalised:

Second, the weighted normalised matrix was constructed by multiplying each
normalised criterion value by its CRITIC weight:

Yij = Wiy
Third, the positive ideal solution and negative ideal solution were determined.
For benefit criteria, the positive ideal solution is the maximum weighted value
and the negative ideal solution is the minimum weighted value. For the cost
criterion, C9 Accessibility Burden, this logic is reversed.

Fourth, the Euclidean distance of each alternative from the positive ideal solution
was calculated:

Finally, the relative closeness coefficient was calculated as:
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Alternatives with higher C C;values were ranked higher. The closeness coefticient
therefore represents each raid’s relative proximity to the ideal multi-criteria
profile.

ROBUSTNESS CHECKS: ENTROPY AND EQUAL WEIGHTING

To examine whether the baseline ranking was dependent on the CRITIC
weighting structure, two additional weighting approaches were applied: Entropy
weighting and equal weighting. Entropy weighting is an objective weighting
approach based on information differentiation across alternatives. Criteria that
display greater variation provide more information and therefore receive greater
weight. Entropy-based weighting is frequently used in MCDM as an alternative
objective weighting procedure.

Equal weighting was used as a neutral benchmark. Under equal weighting, each
of the ten criteria receives a weight of 0.10. Although equal weighting does not
reflect differences in criterion informativeness, it is useful for testing whether the
main ranking conclusions depend heavily on a specific weighting method.

The TOPSIS procedure was repeated under all three weighting schemes:
1. CRITIC weighting
2. Entropy weighting
3. Equal weighting

The resulting rankings were then compared to assess the stability of the model.

SPEARMAN RANK CORRELATION

Spearman rank correlation was used to measure the consistency among the
rankings generated by CRITIC, Entropy and equal weighting. Spearman’s rank
correlation is appropriate when the objective is to compare ordinal rankings
rather than raw numerical values. Spearman’s original work established rank-
based association as a method for measuring correspondence between ordered
variables.

The Spearman coefficient was calculated as:

6xd;
p= n(n? —1)
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where d;denotes the difference between the ranks of alternative iin two ranking
lists, and ndenotes the number of alternatives. A coefficient close to 1 indicates
strong agreement between rankings, while a coefficient close to 0 indicates
weak rank-order consistency.

In this study, Spearman coefficients were calculated for the following pairs:
e CRITIC ranking vs. Entropy ranking
e CRITIC ranking vs. Equal-weight ranking
¢ Entropy ranking vs. Equal-weight ranking

This analysis provides a direct test of whether the ranking pattern remains
consistent across alternative weighting assumptions.

SENSITIVITY ANALYSIS

A one-way sensitivity analysis was conducted to examine whether the ranking
results were vulnerable to changes in criterion weights. Sensitivity analysis is an
important component of multi-criteria decision analysis because it helps evaluate
the stability of ranking outcomes and identify which parameters have the greatest
influence on the results. Recent reviews emphasise that sensitivity analysis
improves the credibility of MCDA studies by revealing how changes in input data
or weights affect final decisions.

Each CRITIC weight was adjusted separately by four perturbation levels:
o —20%

e —10%
e +10%
e +20%

After each adjustment, the remaining weights were proportionally renormalised
so that the total weight remained equal to 1. This produced 40 sensitivity
scenarios in total, calculated as 10 criteria x 4 perturbation levels. TOPSIS
rankings were recalculated for each scenario.

The sensitivity analysis was evaluated using three indicators:
1. Whether the top-ranked raid changed

2. The maximum rank movement across alternatives
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3. The Spearman correlation between each scenario ranking and the
baseline CRITIC-TOPSIS ranking

This procedure allows the study to assess whether the main findings are robust
or dependent on narrow weight assumptions.

METHODOLOGICAL LIMITATIONS

The methodology has three limitations. First, several criteria rely on structured
interpretive coding rather than purely objective measurement. Although the
coding guide improves transparency, future studies could strengthen reliability
by using multiple independent coders, inter-coder agreement statistics or expert-
panel validation. Second, community memory and replay appeal are difficult to
measure fully because they are shaped by nostalgia, player cohort, expansion
context and evolving game systems. Third, the sample is limited to twenty raids
and does not include all World of Warcraft raid content.

These limitations do not invalidate the model, but they define its scope. The study
should be read as an exploratory and transparent MCDM framework for
evaluating raid design rather than a final universal ranking of all World of
Warcraft raids. Its main methodological contribution is to demonstrate how
digital game content can be operationalised as a structured decision problem and
subjected to weighting, ranking, robustness and sensitivity analyses.

RESULTS
Criterion Weights Obtained Through Critic

The CRITIC weighting procedure produced a relatively balanced but not uniform
distribution of criterion importance. The highest weight was assigned to C9
Accessibility Burden with a weight of 0.1368, indicating that the degree of
accessibility-related complexity provided a strong source of contrast among the
evaluated raids. This was followed by C6 End-Boss Iconicity with 0.1175, C7
Replay / Farming Appeal with 0.1109, and C10 Design Innovation with 0.1101.
These results suggest that the most discriminating dimensions in the dataset were
not merely quantitative structural indicators, such as boss count, but rather
criteria associated with memorability, replay value, design distinctiveness, and
accessibility-related burden.

By contrast, the lowest weights were obtained for C3 Encounter Diversity with
0.0741 and C8 Community Memory with 0.0782. This does not imply that these
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criteria are substantively unimportant; rather, within the coded decision matrix,
they provided comparatively lower contrast or lower conflict with other criteria.
In other words, several raids received similarly high scores on these dimensions,
reducing their objective discriminating power in the CRITIC framework.

Table 4.
CRITIC Criterion Weights

Criterion Direction CRITIC weight
C9 Accessibility Burden Cost 0.1368
C6 End-Boss Iconicity Benefit 0.1175
C7 Replay / Farming Appeal Benefit 0.1109
C10 Design Innovation Benefit 0.1101
C4 Narrative Integration Benefit 0.0975
C2 Wing Count Benefit 0.0956
C5 Atmosphere / Visual Identity  Benefit 0.0945
C1 Boss Count Benefit 0.0849
C8 Community Memory Benefit 0.0782
C3 Encounter Diversity Benefit 0.0741

Overall, the weighting structure indicates that the evaluation model privileges
raids that combine strong design identity, memorable final encounters, replay
incentives, and manageable accessibility costs. The relatively high weight of the
cost criterion, C9, is particularly important because it means that raids are not
rewarded only for complexity or scale; excessive accessibility burden can reduce
their overall performance.

BASELINE CRITIC-TOPSIS RANKING

The baseline CRITIC-TOPSIS results are reported in Table 5. The highest-
ranked raid was Ulduar, with a TOPSIS closeness coefficient of 0.8111. This
result is consistent with Ulduar’s strong profile across several high-impact
criteria, particularly design innovation, encounter structure, atmosphere, and end-
boss memorability. Its distance from the positive ideal solution was low, while its
distance from the negative ideal solution was comparatively high, producing a
clear first-place result.

The second and third positions were occupied by Karazhan and Icecrown Citadel,
with closeness coefficients of 0.7396 and 0.7366, respectively. The very small
difference between these two alternatives indicates that they represent a near-tie
under the baseline weighting structure. Karazhan performs strongly because of
its distinctive atmosphere, structural originality, and long-term cultural memory,
whereas Icecrown Citadel benefits from strong narrative integration and the
iconic status of the Lich King as an end-boss encounter.
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The next group consists of The Nighthold, Antorus, the Burning Throne, Castle
Nathria, and Firelands. These raids form an upper-middle cluster, with closeness
coefficients ranging from 0.7086 to 0.6521. Their positions suggest strong but
more uneven profiles: for example, The Nighthold benefits from narrative and
aesthetic coherence, while Antorus is supported by its end-expansion significance
and high-stakes narrative closure.

Table 5.
Baseline CRITIC-TOPSIS Ranking
Rank Raid Expansion TOPSIS CC
1 Ulduar Wrath of the Lich King  0.8111
2 Karazhan The Burning Crusade 0.7396
3 Icecrown Citadel Wrath of the Lich King  0.7366
4 The Nighthold Legion 0.7086
5 Antorus, the Burning Throne Legion 0.6749
6 Castle Nathria Shadowlands 0.6638
7 Firelands Cataclysm 0.6521
8 Battle of Dazar’alor Battle for Azeroth 0.6162
9 Anmirdrassil, the Dream’s Hope  Dragonflight 0.6136
10 Throne of Thunder Mists of Pandaria 0.6012
11 Blackrock Foundry Warlords of Draenor 0.5892
12 Siege of Orgrimmar Mists of Pandaria 0.5707
13 Black Temple The Burning Crusade  0.5670
14 Hellfire Citadel Warlords of Draenor 0.5014
15 Molten Core Classic 0.4990
16 Dragon Soul Cataclysm 0.4944
17 Tomb of Sargeras Legion 0.4532
18 Temple of Ahn’Qiraj Classic 0.4196
19 Blackwing Lair Classic 0.3974
20 Sunwell Plateau The Burning Crusade 0.3183

The lower part of the ranking is composed mainly of raids that either have a
narrower structural profile, weaker accessibility performance, or more uneven
scores across the qualitative design criteria. Sunwell Plateau ranked last with a
closeness coefficient of 0.3183. This should not be interpreted as indicating a lack
of historical importance; rather, within this multi-criteria model, its compact
structure and higher accessibility burden limited its relative performance
compared with raids that combined broader design scope, stronger replay value,
and more balanced criterion scores.
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ROBUSTNESS CHECK WITH ENTROPY AND EQUAL WEIGHTING

To evaluate the robustness of the baseline CRITIC-TOPSIS ranking, two
additional weighting schemes were applied: Entropy weighting and equal
weighting. The robustness check confirms that the overall rank order is highly
stable. The most important finding is that Ulduar remained the first-ranked raid
under all three weighting schemes. This indicates that its leading position is not
an artefact of the CRITIC weighting structure.

The second and third positions were more sensitive. Under CRITIC and Entropy
weighting, Karazhan ranked second and Icecrown Citadel ranked third. Under
equal weighting, however, Icecrown Citadel moved to second place and
Karazhan moved to third. This suggests that the difference between these two
raids is methodologically small and should be interpreted as a competitive upper-
tier grouping rather than a strict substantive separation.

Table 6.
Comparison Of TOPSIS Rankings Under Alternative Weighting Schemes
Raid CRITIC rank Entropy rank Equal-weight rank
Ulduar 1 1 1
Karazhan 2 2 3
Icecrown Citadel 3 3 2
The Nighthold 4 4 4
Antorus, the Burning Throne 5 5 7
Castle Nathria 6 8 5
Firelands 7 11 12
Battle of Dazar’alor 8 14 9
Anmirdrassil, the Dream’s Hope 9 13 13
Throne of Thunder 10 6 6
Blackrock Foundry 11 12 11
Siege of Orgrimmar 12 10 8
Black Temple 13 7 10
Hellfire Citadel 14 9 14
Molten Core 15 17 17
Dragon Soul 16 19 18
Tomb of Sargeras 17 15 15
Temple of Ahn’Qiraj 18 16 16
Blackwing Lair 19 20 20
Sunwell Plateau 20 18 19

The largest movements occurred in the middle of the ranking. Black Temple, for
example, improved from 13th under CRITIC to 7th under Entropy, while Battle
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of Dazar’alor declined from 8th under CRITIC to 14th under Entropy. These
changes indicate that mid-table alternatives are more sensitive to weighting
assumptions, especially when their performance profiles are less uniformly
strong across the criteria.

SPEARMAN RANK CORRELATION

Spearman rank correlation coefficients were calculated to assess the consistency
of the rankings produced by the three weighting schemes. The results show high
rank-order agreement across all models. The correlation between CRITIC and
Entropy rankings was 0.865, while the correlation between CRITIC and equal
weighting was 0.919. The strongest association was observed between Entropy
and equal weighting, with a coefficient of 0.938.

Table 7.

Spearman Rank Correlations Between Weighting Schemes
Weighting scheme CRITIC Entropy Equal weight

CRITIC 1.000 0.865 0.919
Entropy 0.865 1.000 0.938
Equal weight 0.919 0.938 1.000

All coefficients exceed 0.86, indicating strong consistency among the ranking
models. Therefore, although some alternatives change positions in the middle of
the table, the general ranking logic remains stable. The robustness results support
the validity of the baseline CRITIC-TOPSIS model, particularly for identifying
the leading alternatives.

SENSITIVITY ANALYSIS

A one-way sensitivity analysis was conducted by adjusting each CRITIC
criterion weight by +10% and +20%, resulting in 40 sensitivity scenarios. In
every scenario, the adjusted criterion weight was modified while the remaining
weights were proportionally renormalized. The purpose of this analysis was to
test whether moderate changes in the weighting structure would alter the main
ranking conclusions.

The sensitivity results confirm a high level of stability. Ulduar remained the top-
ranked alternative in all 40 scenarios. The minimum Spearman correlation
between the baseline CRITIC ranking and any sensitivity scenario was 0.970,
indicating that even the most disruptive scenario preserved a very similar rank
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order. The maximum observed rank movement was four positions, and such
movements were concentrated in the middle of the ranking rather than at the top.

Table 8.
Summary Of Sensitivity Analysis

Indicator Result
Number of scenarios 40
Top-ranked raid in baseline Ulduar
Top-1 stability Ulduar in 40/40 scenarios
Minimum Spearman correlation with baseline  0.970
Maximum rank movement 4 positions
Most disruptive scenario C9 Accessibility Burden —20%

The most disruptive scenario was the 20% decrease in C9 Accessibility Burden,
which produced the lowest Spearman correlation with the baseline ranking. This
is expected because C9 had the highest CRITIC weight and was the only cost-
oriented criterion in the model. Changes in this criterion therefore had a relatively
stronger effect on the final ranking. However, even under this scenario, Ulduar
retained the first position, and the main top-tier structure remained largely intact.

OVERALL INTERPRETATION OF THE RESULTS

The findings indicate that Ulduar is the most balanced and robustly superior raid
in the evaluated sample. Its first-place position is preserved across CRITIC,
Entropy, equal weighting, and all sensitivity scenarios. This makes Ulduar not
only the baseline winner but also the most methodologically stable alternative in
the model.

A second upper-tier group consists of Karazhan, Icecrown Citadel, and The
Nighthold. These raids consistently appear near the top of the ranking, although
Karazhan and Icecrown Citadel exchange second and third positions depending
on the weighting scheme. This suggests that their relative ordering should be
interpreted cautiously, while their shared status as top-tier raids is strongly
supported.

The middle of the ranking is more fluid. Alternatives such as Throne of Thunder,
Black Temple, Siege of Orgrimmar, Firelands, and Battle of Dazar’alor show
greater sensitivity to the weighting method. This reflects the fact that these raids
possess strong but uneven profiles: they may perform very well on particular
dimensions, such as narrative significance or community memory, but less
strongly on accessibility, replay value, or structural breadth.
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Finally, the lower-ranked raids should not be interpreted as historically
insignificant. Several lower-ranked alternatives, including Molten Core,
Blackwing Lair, and Sunwell Plateau, are important in the historical development
of World of Warcraft raiding. However, the model evaluates them comparatively
across ten criteria, and their lower positions reflect limitations in their overall
multi-criteria balance rather than a lack of cultural or historical relevance.

DISCUSSION

This study set out to evaluate selected World of Warcraft raids through a
structured multi-criteria decision-making framework. The findings show that raid
design can be operationalised as a multi-dimensional evaluation problem in
which structural scale, encounter design, narrative integration, aesthetic identity,
replay value, community memory and accessibility burden interact with one
another. Rather than treating raid quality as a purely subjective or fan-based
preference, the proposed model makes the evaluative logic explicit through
criteria, criterion directions, objective weights, TOPSIS closeness coefficients
and robustness checks.

The most important empirical finding is the robust first-place position of Ulduar.
Ulduar ranked first not only in the baseline CRITIC-TOPSIS model but also
under Entropy weighting, equal weighting and all +£10/+20 sensitivity scenarios.
This result suggests that Ulduar’s status as a benchmark raid is not dependent on
one particular weighting assumption. Instead, it reflects a balanced performance
profile across several dimensions: encounter diversity, narrative integration,
atmosphere, design innovation, end-boss memorability and manageable
accessibility burden. In this respect, the results support the idea that the strongest
raid designs are not necessarily those with the largest number of bosses or the
highest level of mechanical difficulty, but those that combine structural,
experiential and cultural qualities in a coherent way.

This finding is consistent with broader game studies arguments that digital games
should be analysed as systems of rules, interactions and experiences rather than
as isolated narrative or visual artefacts. The MDA framework proposed by
Hunicke et al. (2004) is useful here because Ulduar’s strong performance can be
interpreted as the alignment of mechanics, dynamics and aesthetics. Its encounter
mechanics generate varied forms of player action; its progression structure
creates dynamic group challenges; and its thematic coherence produces
memorable aesthetic experience. Similarly, Sicart’s (2008) emphasis on
mechanics as methods of interaction helps explain why encounter diversity and
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design innovation are central to raid evaluation. A raid becomes memorable not
only because of what it represents, but because of what it asks players to do
collectively.

The upper-tier group consisting of Karazhan, Icecrown Citadel and The
Nighthold further illustrates the multi-dimensional nature of raid quality.
Karazhan performs strongly because of its distinctive atmosphere, structural
originality and enduring community memory. Icecrown Citadel benefits from
exceptional narrative integration and the iconic status of the Lich King as a final
boss. The Nighthold stands out through its visual coherence, Suramar-centered
narrative context and polished encounter structure. These raids do not excel for
exactly the same reasons, yet they consistently appear near the top of the ranking.
This supports the argument that raid quality is not a single construct but a
composite of different design and cultural dimensions.

The results also show that the middle of the ranking is more methodologically
sensitive than the top. Raids such as Black Temple, Throne of Thunder, Siege of
Orgrimmar, Firelands and Battle of Dazar’alor display stronger rank variation
across weighting schemes. This does not mean that these raids are weak; rather,
their profiles are less uniformly balanced. For example, a raid may have high
narrative importance but weaker accessibility, strong community memory but
lower innovation, or high encounter complexity but less replay appeal. The
observed mid-ranking instability is therefore substantively meaningful. It shows
that different evaluative priorities can change how such raids are positioned.

The lower-ranked raids should also be interpreted carefully. Molten Core,
Blackwing Lair and Sunwell Plateau have undeniable historical importance in the
development of World of Warcraft raiding. Molten Core, in particular, is
foundational because it introduced many players to large-scale raid progression.
However, the model does not rank historical importance alone. It compares raids
across ten criteria, including encounter diversity, atmosphere, replay appeal,
accessibility burden and design innovation. From this perspective, some
historically important raids score lower because their design profiles are narrower
or less balanced by contemporary evaluative standards. This distinction is
important because it prevents the results from being read as a simple rejection of
early raid design. Instead, the findings show how historical importance and multi-
criteria performance may diverge.

The high weight of C9 Accessibility Burden is also theoretically important. Since
C9 is a cost criterion, its influence shows that excessive friction can negatively
affect the overall evaluation of a raid. This has implications for how raid quality
is understood. In player communities, difficulty is often treated as a marker of
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prestige. However, the results suggest that difficulty and accessibility must be
analytically separated. A raid can be challenging in a productive way,
encouraging mastery, coordination and repeated learning; or it can impose
burdens that reduce its broader experiential value. This distinction is consistent
with MMORPG literature showing that online game experience involves
achievement, social interaction and immersion simultaneously (Yee, 2000). If a
raid’s burden undermines social participation or replayability, its overall
evaluation may decline even when it remains prestigious.

From a social and cultural perspective, the findings reinforce the importance of
collective memory in MMORPGs. Raids are not consumed once and then
forgotten; they are remembered, narrated, revisited and re-evaluated over time.
This aligns with work on virtual worlds and collective memory, which suggests
that persistent online environments can generate shared histories and durable
cultural reference points (Papargyris & Poulymenakou, 2009). However, this
study also shows that community memory should not be treated as the only
indicator of quality. Nostalgia and historical visibility may elevate certain raids
in player discourse, but a structured model can separate community memory from
other dimensions such as innovation, replay value and accessibility.

Methodologically, the study demonstrates that MCDM methods can complement
qualitative game analysis. Game studies has traditionally relied on textual
analysis, ethnography, player studies, design theory and cultural interpretation.
These approaches remain essential. However, MCDM adds a different analytical
layer by making comparison explicit. CRITIC weighting identifies which criteria
provide the strongest contrast in the dataset, while TOPSIS shows how each raid
performs relative to an ideal and anti-ideal profile. The use of Entropy weighting,
equal weighting, Spearman rank correlation and sensitivity analysis further
improves transparency by showing whether the ranking depends on narrow
methodological assumptions.

This methodological contribution is particularly relevant for the study of long-
running digital games. Games such as World of Warcraft contain hundreds of
comparable content units: raids, dungeons, zones, expansions, patches, classes,
systems and progression models. Much of this content is evaluated informally in
player communities, but formal academic evaluation remains limited. The
framework proposed here can be adapted to other digital game contexts, such as
dungeon design, expansion comparison, seasonal content evaluation,
monetisation systems or platform-specific user experience. In this sense, the
study contributes not only to World of Warcraft scholarship but also to the broader
methodological toolkit of digital game studies.
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The study also has practical implications for game design analysis. For designers,
the results suggest that memorable raid content depends on balance rather than
maximisation of a single dimension. A successful raid should combine
meaningful mechanical variety, coherent narrative stakes, distinctive atmosphere,
replay incentives and manageable accessibility. For scholars, the findings show
that player-facing quality can be decomposed into analytically distinct but
interrelated criteria. For player communities, the model offers a more transparent
alternative to tier-list style ranking by showing how different assumptions about
quality affect final rankings.

Nevertheless, the findings must be interpreted within the limits of the research
design. First, several criteria were coded through structured desk evaluation
rather than direct player survey data. Although this allows transparent and
replicable modelling, future studies could strengthen the analysis by including
multiple coders, expert panels or player-based rating data. Second, community
memory is difficult to measure because it is shaped by nostalgia, player cohort,
expansion timing and retrospective discourse. Third, the study evaluates twenty
selected raids rather than the full universe of World of Warcraft raid content.
Finally, the model is based on a specific criterion set. Alternative criteria, such as
music, class balance, guild progression impact or world-first race visibility, could
produce additional insights.

Despite these limitations, the study provides a clear answer to the research
questions. MMORPG raid design can be operationalised as a multi-criteria
evaluation problem by combining structural, experiential, narrative and
community-memory criteria. When this framework is applied to selected Worid
of Warcraft raids, Ulduar emerges as the most robustly superior alternative. The
ranking is highly stable across alternative weighting schemes and sensitivity
scenarios, especially at the top of the list. These findings support the usefulness
of MCDM as a complementary approach for evaluating complex digital game
content.

CONCLUSION

This study developed and applied a multi-criteria decision-making framework for
evaluating selected World of Warcraft raids. The main objective was not to
reproduce fan rankings or declare a universally definitive “best” raid, but to show
how raid design can be analysed through explicit criteria, objective weighting,
structured ranking and robustness testing. By combining CRITIC weighting with
TOPSIS ranking, and by supplementing the baseline model with Entropy
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weighting, equal weighting, Spearman rank correlation and +10/+20 sensitivity
analysis, the study provides a transparent model for comparing raid content.

The results identify Ulduar as the strongest raid in the evaluated sample. Its first-
place position remained unchanged across all weighting models and all
sensitivity scenarios. This indicates that Ulduar’s high ranking is not merely the
result of one methodological assumption, but reflects a balanced performance
across multiple criteria. Karazhan, Icecrown Citadel and The Nighthold also
appear as consistently strong alternatives, forming a stable upper-tier group. In
contrast, the middle section of the ranking shows greater sensitivity to weighting
assumptions, suggesting that these raids have more uneven performance profiles.

The study contributes to the literature in three ways. First, it extends digital game
studies by treating raid design as a structured evaluative problem rather than as
an informal preference ranking. Second, it contributes methodologically by
demonstrating how CRITIC-TOPSIS and related robustness techniques can be
applied to digital game content. Third, it offers an empirical comparison of major
World of Warcraft raids across criteria that capture design, narrative, atmosphere,
replay value, accessibility and community memory.

The findings also show that raid quality is best understood as a balanced
combination of design and cultural factors. A raid’s value does not depend only
on boss count, difficulty or historical importance. Instead, strong raid design
emerges when mechanical diversity, narrative integration, aesthetic identity,
replay appeal, innovation and accessibility are aligned. This is why historically
important raids may not always rank highest, and why mechanically complex
raids may be penalised if they impose excessive accessibility burden.

Future research can extend this study in several directions. First, the coding
process can be strengthened through multiple coders and inter-coder reliability
analysis. Second, player survey data or community-platform data can be
incorporated to validate criteria such as community memory and replay appeal.
Third, the sample can be expanded to include all World of Warcraft raids or
comparative MMORPG cases such as Final Fantasy X1V, Guild Wars 2 or The
Elder Scrolls Online. Fourth, alternative MCDM methods such as EDAS,
WASPAS, VIKOR or PROMETHEE can be used to test methodological
robustness further. Finally, similar frameworks can be applied to other modular
forms of digital game content, including dungeons, expansions, zones, game
modes and monetisation systems.

Overall, the study shows that MCDM can provide a useful bridge between game
studies, design analysis and structured evaluation. By making criteria and
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weighting assumptions explicit, the proposed framework offers a transparent way
to compare complex digital game content. In the case of World of Warcraft raids,
the evidence points clearly to Ulduar as the most robustly high-performing raid
in the evaluated sample, while also revealing how different raids achieve value
through different combinations of design, memory and experience.
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oz

Bu c¢alisma, masaiistii filmde Oznenin nasil kuruldugunu incelemektedir.
Anlatisim biitiinliyle bir bilgisayar ya da mobil cihaz ekrani iizerinden kuran
masaiistii  film, karakteri fiziksel bir bedenle temsil etme geleneginden
uzaklagsarak onu profil goriintiileri, mesaj dokiimleri ve arama kayitlart
araciligiyla var etmektedir. Alanyazinda bu bigcim agirlikli olarak teknik
nitelikleri, tarihsel kdkeni ve izleyici lizerindeki etkileri bakimindan tartisilmis,
iirettigi  6znellik bigimi ise sistematik bir incelemeye konu edilmemistir.
Caligmanin amaci, masaiistii filmin tirettigi 6znellik bigimini Scott Bukatman'in
terminal kimlik kavrami ile Rosi Braidottimin posthiiman 6zne kuram
araciligryla ¢ozlimlemektir. Arastirma, nitel arastirma yaklagimi i¢inde Searching
(Chaganty, 2018) filmi iizerinden yiiriitiilmiistiir. Coziimlemede film; arayiiz
olarak faillik, veri olarak 6zne ve duygulanimin arayilizlesmesi olmak iizere iig
eksende ele almmistir. Bulgular, eylemin kaynagmin tekil bir 6znede
toplanmadigini, karakterlerin ekranda ancak birbiriyle g¢elisen veri kayitlar
araciligiyla var olabildigini ve duygulanimin arayiiz islemlerine devredildigini
gostermektedir. Caligma, masaiistii filmin yalmizca yeni bir anlatim teknigi
olmanin Otesinde, klasik hiimanist 6zneden posthiiman bir 6znellige dogru
gerceklesen bir kaymayr goriiniir kilan bir sinema bi¢imi oldugunu ileri
stirmektedir.

Anahtar Kelimeler: Desktop Film, Terminal Identity, Posthuman Subject,
Interface, Searching.
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THE POSTHUMAN SUBJECT IN THE DESKTOP
FILM: THE CONSTRUCTION OF TERMINAL
IDENTITY IN SEARCHING (2018)

ABSTRACT

This study examines how the subject is constituted in the desktop film.
Constructing its narrative entirely on a computer or mobile device screen, the
desktop film departs from the convention of representing the character through a
physical body, rendering them present instead through profile images, message
logs, and search records. In the existing literature, this form has largely been
discussed in terms of its technical properties, historical origins, and effects on the
spectator, while the mode of subjectivity it produces has not been subjected to
systematic examination. The aim of this study is to analyse the form of
subjectivity produced by the desktop film through Scott Bukatman's concept of
terminal identity and Rosi Braidotti's theory of the posthuman subject. The
research is conducted within a qualitative research approach on the film
Searching (Chaganty, 2018). In the analysis, the film is examined along three
axes: agency as interface, the subject as data, and the interfacing of affect. The
findings demonstrate that the source of action is not concentrated in a singular
subject, that characters exist on screen only through mutually contradictory data
records, and that affect is delegated to interface operations. The study argues that
the desktop film, beyond being merely a new narrative technique, is a cinematic
form that renders visible a shift from the classical humanist subject towards a
posthuman subjectivity.

Keywords: Desktop Film, Terminal ldentity, Posthuman Subject, Interface,
Searching
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GIRIS

Giindelik yasam pratiklerinin 6nemli bir bolimii giiniimiizde dijital arayiizler
aracilifryla siirdiiriilmektedir. Iletisim, ¢alisma, tiikketim, enformasyona erisim ve
hatirlama edimleri giderek artan oranda ekran dolayimiyla gerceklesmektedir.
Bireyin konumu, iligki ag1, ilgi alanlar1 ve duygusal durumu, geride biraktigi
dijital izler iizerinden okunabilir hale gelmistir. Bu durum salt teknolojik bir
doniisiim olarak degil insanin kendisini kavrayis bi¢cimindeki kokli bir kayma
olarak degerlendirilmeyi gerektirmektedir.

Sinema, s6z konusu doniisiimii hem kaydeden hem de ona bi¢im veren alanlardan
biridir. 2010'lu yillardan itibaren anlatisini biitliniiyle bir bilgisayar ya da mobil
cihaz ekrani iizerinden kuran filmler ortaya ¢ikmistir. Masaiistii film olarak
adlandirilan bu bigimde kamera fiziksel bir mekdnda dolasmamakta, olay
Orgiisiiniin tamami ekranin sinirlar1 iginde, agilan pencereler, mesajlagma
uygulamalari, arama motorlart ve gOriintili goriismeler aracilifiyla
gergeklesmektedir. Izleyici, karakterin ekranmi dogrudan gérmekte ve onun
yazdiklarina, sildiklerine, aradiklarna, duraksamalarma taniklik etmektedir.
Unfriended (Gabriadze, 2014) ile uzun metrajda ilk tam Ornegini veren ve
Searching (Chaganty, 2018) ile genis bir dolasima ulasan bigim, COVID-19
salgin1 doneminde yayginlik kazanmigtir.

Masaiistii film {izerine akademik ilgi hizla artmakla birlikte bu ilginin odagi
agirhikli olarak bi¢imin teknik nitelikleri, tarihsel kokeni ve izleyici {izerindeki
etkileri iizerinde yogunlagmistir. Bicimin isleyis mantif1 ayrintili bigimde
tartisilmig ancak bu igleyisin nasil bir 6zne tasavvuru iirettigi sorusu gorece geri
planda kalmistir. Oysa masaiistii film, karakteri fiziksel bir bedenle temsil etme
geleneginden biiyiik 6l¢lide uzaklagmaktadir. Karakter ekranda g¢ogunlukla bir
profil goriintiisii, bir mesaj dokiimii, bir arama kaydi ya da bir web kamerasi
gercevesi olarak var olmaktadir. Bu durum, sinemanin kurucu unsurlarindan biri
olan karakterin ve dolayisiyla 6znenin ontolojik statiislinii yeniden tartismaya
acmaktadir.

Oznenin teknolojiyle kurdugu iliski icinde déniisiimii, kuramsal diisiincenin uzun
stiredir lizerinde durdugu bir meseledir. Scott Bukatman (1993), bu doniistimii
adlandirmak {izere “terminal kimlik” kavramini Onermistir. Kavram, 6znenin
elektronik bir arayiiz karsisinda klasik biitiinliigiinii yitirmesini ve eszamanl
olarak teknolojiyle i¢ ice ge¢mis yeni bir bi¢imde yeniden kurulmasini ifade
etmektedir. Rosi Braidotti (2021) ise posthiiman 6zne kuraminda, klasik
hiimanizmin biitiinciil ve merkezi 6znesinin yerini iligkiler i¢inde insa edilen,
sabit bir kimlige yerlesmeyen gogebe bir 6znenin aldigini ileri stirmektedir. Her
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iki yaklagim da 6znenin ¢oziiliisiinii bir yitim olarak degil yeni bir varolug bi¢imi
olarak ele almaktadir.

Bu ¢alisma, s6z konusu kuramsal ¢erceveyi masaiistii film baglaminda isletmeyi
amaglamaktadir. Aragtirmanin temel sorusu, masaiistii filmde 6znenin ne sekilde
kuruldugudur. Calismanin amaci, masaiistii filmin rettigi 6znellik bigimini
terminal kimlik ve posthiiman 6zne kavramlarn aracilifiyla c¢oziimlemektir.
Caligmanin 6nemi ise bigime iliskin alanyazinda betimleyici ve izleyici odakli
yaklagimlarin agirlikta oldugu bir noktada, 6znenin kurulugsunu merkeze alan bir
okuma ©Onermesinden kaynaklanmaktadir. Inceleme, Aneesh Chaganty'nin
Searching (2018) filmi {lizerinden yiiriitiilmekte; film, arayiiz olarak faillik, veri
olarak 6zne ve duygulanimin arayiizlesmesi olmak {izere iic eksende
cozlimlenmektedir. Caligsma, masaiistli filmin yalnizca yeni bir anlatim teknigi
olmanin Otesinde klasik hiimanist 6zneden posthiiman bir 6znellige dogru
gerceklesen bir kaymayr goriiniir kilan bir sinema bi¢imi oldugunu ileri
stirmektedir.

Bu dogrultuda ¢alismada oncelikle masaiistii film kavramsal ve tarihsel olarak
ele almmakta ardindan terminal kimlik ve posthiiman 6znellik kuramlar
tartisilmakta ve sonrasinda aragtirmanin yontemi agiklanmakta ve film belirlenen
ii¢c eksen dogrultusunda ¢oziimlenmektedir.

MASAUSTU FiLM: KAVRAMSAL CERCEVE

Masaiistii film, anlatistm biitiinliyle bir bilgisayar, tablet ya da akilli telefon
ekran1 lizerinden kuran bir sinema bi¢imidir. Tiim olay ve eylemler bir ekranda,
cogunlukla protagonistin birinci sahis bakis agisiyla gerceklesir (Yang, 2020).
Filmlerin bicimsel grameri, masaiistii filmin oncii yapimcilarimdan Timur
Bekmambetov'un formiile ettigi ii¢ birlik ilkesine dayanmaktadr. Ilki, eylemin
tek bir cihazin ekraninda gectigi ve katiyen disar1 tasmadigi bir mekan birligidir.
Bununla beraber olaylarin goriiniir gecisler olmaksizin gercek zamanli akmasim
hedefleyen zaman birligi gerekliliktir. Son olarak tiim seslerin bilgisayardan
kaynaklandig1 ve kaynagi her zaman mantiksal olarak agiklanabilen ses birligi
$0z konusudur (Bekmambetov, 2023). Bu kurallar, kameranin bir dijital cihazin
kamerasinin davranmigim taklit etmesiyle birleserek filmlere kendine 6zgli bir
gercekeilik ve dolaysizlik duygusu kazandirir. Uluslararasi alanyazinda bu bigim
"screenlife" ve "bilgisayar ekrani/masaiistii filmi (computer screen film)”
terimleriyle de adlandirilmaktadir. S6z konusu terimler ayni tiire isaret eder ve
aralarindaki ayrim bi¢imsel degil vurguya dayalidir. "Masaiistii film" arayiizii one
cikarirken "screenlife" ekranlarin yasanmis deneyimini vurgulamaktadir
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(Pocaluyko, 2022; Tal, 2026). Bu c¢alismada "masaiistii film" terimi tercih
edilmektedir.

Teknik olarak bu filmler genellikle ekran kaydi yazilimlartyla tiretilmektedir.
Bilgisayarin masaiistii dosyalari, sekmeleri ve pencereleriyle birlikte filmin
mizansenine doniisli. Bu yapida imlecin hareketi izleyicinin dikkatini
yonlendiren temel bir anlati araci haline gelir. S6zgelimi bir mesaj yazilirken
imlecin duraksamasi, karakterin tereddiidiinii sdze dokmeden goriiniir kilar
(Anadolu, 2025). Geleneksel sinemada kamera fiziksel bir mekanda dolasirken
masaiistii filmde ekranin kendisi hem kamera lensi hem de tuval islevi goriir (Lee,
2021). Olaylar agilan pencereler, sohbet uygulamalari, video goriismeleri, imleg
hareketleri ve yazilip silinen mesajlar araciligtyla, arayiiziin sinirlar1 i¢inde agilir
ve eylem asla ekranin disina ¢ikmaz.

Masaiistii filmin ekranla kurdugu iligkiyi kavrayabilmek i¢in ekranin kendisinin
bir kuramsal nesne olarak tarihine bakmak gerekmektedir. Lev Manovich,
"Archeology of a Computer Screen (1995)" baglikli ¢alismasinda ekranin {i¢
tarihsel tipini ayirt etmistir. Ilki klasik ekran; diiz, dikddrtgen bir yiizeydir,
karsidan bakilmak iizere tasarlanmistir, bizim normal uzamimizda bulunur ve
bagka bir uzama agilan bir pencere islevi goriir (s. 2). Bu tanim, Ronesans resmi
ile modern bilgisayar ekranini ayni dlgiide kapsamaktadur. Ikincisi dinamik ekran,
klasik ekranin tiim &zelliklerini korur ama zaman i¢inde degisen bir goriintii
sunar. Sinema, televizyon ve videonun ekrani budur (s. 2). Ugiinciisii ise gergek
zamanli ekran, goOriintiisii gondergesindeki degisimi yansitarak stirekli
giincellenebilir (s. 6).

Manovich'e gore dinamik ekran belirli bir izleme rejimi de getirmektedir. Ekranin
gOriintiisii tam bir yanilsama ve gorsel doluluk pesindedir, izleyiciden ise
inangs1zligini askiya almasi ve goriintiiyle 6zdeslesmesi beklenir. Ekran gercekte
izleyicinin fiziksel uzami iginde yer alan sinirli boyutta bir pencere olsa da
izleyicinin dikkatini biitiinliyle bu pencerenin i¢ine yogunlagtirmasi, digaridaki
fiziksel uzami yok saymasi gerekir. Manovich bu nedenle ekranin yansiz bir bilgi
sunum araci degil saldirgan bir aygit oldugunu sdylemektedir. Ona gore ekran
filtreler, disarida birakir, ele gecirir ve ¢ergevesinin disinda kalan her seyi yok
hilkmiinde kilar (s. 3). Bu istikrarli rejim, bilgisayar ekraninin gelisiyle
sarsilmistir. Zira bilgisayar ekram tek bir gorlintii yerine bir arada var olan ¢cok
sayida pencere gosterir ve hicbir pencere izleyicinin dikkatine tiimiiyle hakim
olmaz (s. 3). Bilgisayar ekraninin bu ¢oklu pencere mantigi, Anne Friedberg'in
caligmasinda daha kapsamli bir tarihsel c¢erceveye oturtulur. Friedberg, The
Virtual Window: From Alberti to Microsoft (2006) adli c¢aligmasinda, Leon
Battista Alberti'nin De pictura (1435) caligmasinda resmi "agik bir pencere
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(aperta finestra)” olarak tamimlamasindan bilgisayar masaiistiine uzanan bir
gorsellik tarihi kurmustur. Friedberg'in temel saptamasina gore, sinema
yiizyilimin biiylik boliimiinde hareketli goriintiiniin baskin bigimi sasirtici bir
tutarlilikla tek ¢ergevede tek bir imge olmustur. S6zgelimi kiibist resim, kolaj gibi
temsil diizlemlerini uzamsal ve zamansal olarak cogaltan post-perspektival
teknikler ise hareketli goriintii alaninda yalnizca istisnalar, deneyler ve avangart
olarak kalmigtir (Friedberg, 2006, s. 2).

Friedberg'e gore asil kirilma bilgisayar masaiistiinde gerceklesmistir. Bilgisayar
cihazlarma verinin goriintiilenmesi i¢in bir ekran eklendiginde biitiiniiyle yeni bir
gorsel sistem sekillenmistir. Bu dogrultuda, bir "pencere"deki metin ya da imge,
ayn1 ekran iizerinde bagka "pencere"lerdeki baska metin ve imgelerle karsilasir.
Bilgisayar ekraninda yukarisi, asagisi, onii ve arkasi eszamanhidir ve
kompozisyondaki her 6ge, aralarinda sistematik bir uzamsal iligki olmaksizin
ayr1 ayrt goriliir. Bu nedenle bilgisayar ekraninin giindelik uzami, Ronesans
perspektifinin genisletilmis derinliginden ¢ok kiibizmin yiizeyleriyle ortaklik
tagimaktadir (Friedberg, 2006, s. 2-3). Bu kayma yalnizca gorsel bir diizenleme
meselesi degildir. Bir yandan alginin kendisini doniistirmektedir. Friedberg bu
noktada Erwin Panofsky'ye bagvurmustur. Panofsky'ye gore perspektif basit bir
teknik degil bir simgesel bi¢imdir (Panofsky, 1991). Baska bir ifadeyle diinyay1
kavramamizi saglayan zihinsel bir aygittir. Friedberg, bu aygitin bilgisayar
ekraninda artik islemedigini savunmaktadir. Dahast Panofsky, algimizin temsil
aliskanliklarimiz tarafindan bigimlendigini sdylemistir. Oyleyse ekranin
degismesi, algimizin da degigmesi anlamina gelmektedir. Friedberg bu yeni
algty1 cogul ve pargali olarak nitelmektedir. Ona gore artik sabit bir merkez
etrafinda tek bir imgeye bakmiyor ayni anda birden fazla yiizeye dagilmis bir
dikkatle gormekteyiz (Friedberg, 2006, s. 194).

Friedberg'in bu saptamalar1 masaiistii film i¢in dogrudan bir kuramsal zemin
sunmaktadir. Zira masaiistii filmin gorsel evreni tam da bu ¢oklu, iist {iste binen
ve aralarinda sistematik bir uzamsal hiyerarsi bulunmayan pencere mantigi
iizerine kuruludur. Nitekim Friedberg, cagdas gorsel kiiltiiriin bu parcalanmus,
cogul, eszamanli ve zaman-kaydirmali uzam-zaman duygusunun yeni
betimleyicilere ihtiyag duydugunu, felsefe ve elestirel kuramin ise O6zneyi
iletisimsel bir matris i¢inde bir diigiim noktas1 olarak ele alirken gorsel hitaptaki
bu 6nemli paradigma kaymasimi dikkate almakta yetersiz kaldigimi belirtmistir
(Friedberg, 2006, s. 3). Bu dogrultuda masaiistii filmde geleneksel sinemanin
fiziksel mekani da yerini Jack Pocaluykonun (2022) "uzamsal arayiiz" adim
verdigi dijital ortama birakmaktadir. Bir bagka ifadeyle igin gectigi yer artik
fiziksel cihaz degil onu olusturan isletim sistemleri ve grafik kullanict
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arayiizleridir. Anlatidaki zamansal atlamalar da geleneksel kesmelerle degil bu
arayiiziin kendi dogal unsurlariyla gerceklestirilir.

Masaiistii filmin yarattig1 gercekcilik duygusu, tiire 6zgli birtakim izleyici-
deneyimi modlar1 tizerinden islemektedir. Bu modlar seffaflik, inandiricilik,
zahmetsizlik ve performatiflik olarak tanimlanir (Kiss, 2021). Miklos Kiss bu
modlar1 masaiistii belgeseli ve yazar 6znelligi baglaminda gelistirmis olsa da ayni
nitelikler kurgusal masaiistii filmde de islemektedir.! Seffaflik, karakterin
ekrandaki tim eylemlerini (agtif1i sekmeleri, yazip sildigi mesajlari,
duraksamalarini vb.) higbir filtreden gegirmeden izleyiciye sunmasidir. Boylece
izleyici karakterin yalnizca eylemlerine degil karar verme siirecine de tanik olur.
Performatiflik ise karakterin diisiinme ve arastirma siirecini bizzat ekranda
sahnelemesiyle ortaya cikmaktadir. Masaiistii, bir tlir "diiglinme sahnesi"ne
doniismektedir. Bu yoOniiyle bicim, edebiyattaki biling akist teknigiyle
karsilagtinilabilir. Sozgelimi imlecin gezindigi sekmeler, yarida birakilan
aramalar ve agik birakilan pencereler karakterin zihninden gegenleri digsallastirir
ve izleyiciye, karakterin eylemlerinin yan1 sira zihnindeki siirecleri de
gbzlemleme olanagi tanir (Anadolu, 2025).

Masaiistii filmler korkudan gerilime, dramdan belgesele uzanan farkli kiplerde
iiretilebilir. Bu farkli kiplerde iiretilen yapimlarin ortak paydasi, anlati evrenini
kuran belirgin karakteristik O6zelliklerdir. Masaiistii filmlerde geleneksel
sinemanin fiziksel mekan algisi tamamen ortadan kalkar ve olay orglisiiniin
gerceklestigi fiziksel alanlar yerini sosyal medya platformlarina, video konferans
arayiizlerine ve arama motorlarina birakir (Yang, 2020). Fiziksel uzamin bu
kaybi, karakterin eszamanli olarak birden fazla eylemi gerceklestirdigi coklu
gorev dinamigi ve pencere diizeniyle telafi edilir. Karakterler bir yandan
goriintiili gorlisme yaparken diger yandan arka planda gizli bir sekmede
arastirma yapabilir. Boylelikle seyircinin odak noktasi1 ekran {izerindeki
pencereler arasinda hiyerarsik olarak siirekli parcalanir ve yeniden kurulur
(Ugenti, 2021).

Gorsel iletisim baglaminda, geleneksel oyunculuk performansinin ve duygu
aktariminin yerini biiyiik 6l¢iide arayliz etkilesimleri almaktadir. Cogu zaman bir
web kamerasinin dar kadrajma sikisan mimiklerden ziyade klavye vuruslarmin
ritmi, yazilip vazgegilerek silinen metinler ve imlecin ekran {izerindeki anlik
duraksamalari, karakterin psikolojik durumunu ve i¢ gatigsmalarini yansitan temel
jestlere doniisiir (Anadolu, 2025). Bunun yan1 sira, kurgusal yapida hedeflenen

' Tek fark, sahnelenen siirecin yazarin degil anlatidaki karakterin diigsiinme ve eylem
slireci olmasidir.
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zaman birligi ve gercek zamanlilik yanilsamasinin siirdiiriilebilmesi i¢in eliptik
kurgu yontemleri arayiize uyarlanir. Anlatidaki zamansal atlamalar geleneksel
kesmelerle degil ekran koruyucunun devreye girmesi, igletim sisteminin saatinin
degismesi, pencerelerin simge durumuna kiigiiltiilmesi veya cihazin yeniden
baglatilmas1 gibi dijital arayliziin kendi dogal simirlar1 igindeki eylemlerle
gergeklestirilir (Tal, 2026).

Tiim bu gorsel ve zamansal yapiy1 destekleyen ses tasarimi, formatin gercekeilik
hissini pekistirmektedir. Masaliistii filmlerde olay orglisiine disaridan miidahale
eden kurgusal dramatik miiziklerin (non-diegetic) kullanimi olduk¢a smirlidir.
Bunun yerine, yalnizca cihazin araylizimden veya karakterin bulundugu
mekandan kaynaklanan, kaynagi mantiksal olarak aciklanabilir seslere (diegetic)
yer verilmektedir (Bekmambetov, 2023). Uygulama bildirimleri, baglanti
kopukluklarinin yarattigi dijital cizirtilar, klavye tikirtilar veya karakterin bir
medya oynaticidan actigt miizikler filmin isitsel atmosferini ve gerilimini
biitiiniiyle insa eder (Lee, 2021).

Masaiistii film, kisa film ve reklam formatlarinda 2010'larin basinda belirmeye
baglamistir. Google'in Parisian Love (2010) reklami bu erken 6rnekler arasinda
sayillmaktadir (Yang, 2020). Uzun metrajda ilk denemeler olarak The Den
(Zachary Donohue, 2013) ve Open Windows (Nacho Vigalondo, 2014) gdsterilse
de olay Orgiisiiniin biitiinliyle protagonistin bilgisayar ekraninda gegctigi ilk "tam"
masaiisti film Levan Gabriadzemin Unfriended'i (2014) kabul edilmektedir
(Yang, 2020; Pocaluyko, 2022). Bunu Unfriended: Dark Web (Stephen Susco,
2018), Profile (Timur Bekmambetov, 2018) ve Searching (Aneesh Chaganty,
2018) izlemistir. Tirln asil yaygmlagmast ise COVID-19 pandemisiyle
gerceklesmistir. Rob Savage'n Hosf'u (2020) gibi Zoom temelli varyasyonlar,
dijital iletisimin glindelik hayatin merkezine yerlestigi bir donemde bi¢imin ivme
kazanmasini saglamistir (Anadolu, 2025).

Masaiistii film {izerine akademik alanyazin, birbirinden gdrece bagimsiz iki kol
halinde geligmistir. Ik kol, “masaiistii belgeseli (desktop documentary)”
etrafinda sekillenir. Bu kolun 6nciisii hem yonetmen hem kuramci olarak ¢aligan
Kevin B. Lee'dir. Lee masaiistii sinemayi, diinyay1 bilgisayar ekranlar1 ve ag
tabanl araylizler iizerinden deneyimlendigi bi¢imiyle sunan, ekran1 hem kamera
lensi hem tuval olarak ele alan bir film ve medya iiretimi bigimi olarak
tanimlamaktadir (Lee, 2021). Bu kola iliskin terminolojiyi genisleten bir bagka
oneri Miriam De Rosa'dan gelmistir. De Rosa "masaiistii sinemasi1" kavramini ilk
kez Leenin Transformers: The Premake (2014) adli video denemesini
tanimlamak i¢in kullanmistir. De Rosa ve Strauven'in tanimina gore bu etiket,
onceden kaydedilmis masaiistii goriintiilerini 6zgilin ya da buluntularla (found
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footage) ve bilgisayar araciligiyla {iretilen verilerle birlestirerek masaiistii
ortamini anlatinin igine katan filmleri kapsamaktadir (De Rosa & Strauven, 2020,
s. 249). Bu tanimin Onemi, bilgisayar ekranmin artik yalnizca filmin yapildig
ara¢ degil, filmin gectigi mekan haline gelmesini vurgulamasidir. Luka Beslagi¢
de (2019) bu bi¢imi deneme filminin bilgisayar temelli, disiplinleraras1 bir
varyant1 olarak konumlandirarak post-medya estetigi i¢inde tartigmistir. Miklos
Kiss'in (2021) masaiistii belgeselindeki 6znellik modlarma iliskin ¢aligmasi da
bu kola aittir. S6z konusu kol, akademik “video-deneme” pratigiyle i¢ ige
gecmistir.  Nitekim Lee ve Avissar'm (2023) derledigi dosya, masaiistii
belgeselinin sinema ve medya aragtirmalarinda giderek artan yerini bizzat
“masaiistii video” bigiminde tartigmaya agmaktadir.

Ikinci kol ise kurgusal “masaiistii film” ya da “screenlife” iizerine yogunlasir ve
bu ¢aligmanin da igine yerlestigi kol budur. Iki kol arasindaki ayrim yalnizca
orneklem farkindan kaynaklanmaz. Belgesel kolunda sahnelenen diisiinme siireci
yonetmene, kurgusal kolda ise anlatidaki karaktere aittir. Bu nedenle her iki kolun
iirettigi kavramlar birbirine aktarilirken bu fark gozetilmelidir.

Masaiistii filmin kisa tarihine karsin, tiir lizerine akademik alanyazin hizla
biiyiimektedir. Jing Yang (2020), masaiistii filmi medya ekolojisi perspektifinden
ele alarak izleyicinin geleneksel sinemadaki edilgen konumdan kurtulup
"ozglirlesmis ve etkin" bir 6zneye donlistiigiinii ileri stirmiistiir. Elio Ugenti
(2021), Balazs'n gorsel kiiltiir ve jest kuramindan hareketle "medya
performatifligi" kavramim gelistirir ve masaiistii filmin, bireyin dolayim siireci
boyunca artik medyadan ayr1 olmadig1 aksine medyanin kendisine koklii bigimde
dahil oldugu bir oznellik bigimini goriiniir kildigmi savunmaktadir. Jack
Pocaluyko (2022) ise tiirli post-medya ve post-sinema kuramlari iginden
okuyarak masaiistii filmin ontolojik konumunu ve kendine 6zgii terimlerini
(uzamsal arayiiz, algoritmik kamera, imle¢ gerilimi vb.) tartismaktadir. Bununla
birlikte bu doniisiim, ekran geleneginden biitiiniiyle bir kopus anlamina gelmez.
De Rosa ve Strauven'es gore masaiistii sinemasinin agiga ¢ikardigi sey,
Manovich'in tanimladig1 dinamik ekranin 6zelliklerinin u¢ noktaya tagmmasidir.
Bugiin bilgisayar ekranlarina egemen olan masaiistii metaforu, ekrani karsidan
bakilmak tizere tasarlanmis diiz ve dikdortgen bir yiizey olarak goren klasik
anlayisla temel bir siireklilik gosterir. Bu ylizey, izleyicinin bedeninin de i¢inde
bulundugu ayni fenomenolojik boyutta var olmayi siirdiiriir (De Rosa &
Strauven, 2020, s. 250). Tiirk¢e alanyazinda ise masaiistii film, yalnizca korku
tiirii ve bicem analizi ekseninde, sinirli sayida ¢aligmayla ele alinmistir (Anadolu,
2025). Ancak tiim bu ¢aligmalar bi¢imi oncelikle betimleyici, ontolojik ya da
izleyici odakli bir gercevede tartismaktadir. Oznenin masaiistii filmde nasil
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kuruldugu, 6zellikle klasik hiimanist 6zneden posthiiman bir 6znellige dogru
gecirdigi doniisiim agisindan, heniiz sistematik bigimde ele alinmamustir.

TERMINAL KIMLIKTEN GOCEBE OZNEYE: POSTHUMAN
OZNELLIK

Terminal kimlik, 6znenin elektronik bir arayiizle temas ettigi anda klasik,
biitiinliikli ve kendine yeten hélinin ¢oziilmesini ve bu ¢6ziilmenin ardindan
0znenin, teknolojiyle i¢ ige gegmis bicimde yeniden kurulmasini tanimlayan bir
kavramdir. Kavram, Scott Bukatman tarafindan Terminal Identity: The Virtual
Subject in Postmodern Science Fiction (1993) adli ¢aligmada gelistirilmis,
sozciik olarak ise William S. Burroughs'un Nova Express romanindaki “Biitiin
gezegen terminal kimlige ve tam bir teslimiyete dogru gelistirilmektedir”
ifadesinden devralinmistir (Burroughs, 1964, s. 19). Bukatman'in kavrama
kazandirdigi asil islev, bu ifadedeki "terminal" sozciligliniin tasidigr ikiligi aciga
¢ikarmaktir,

Kavramin 6nemi ¢ift anlamlhiliginda yatmaktadir. Bukatman terminal kimligi,
“icinde hem 6znenin sonunu hem de bilgisayar terminalinde ya da televizyon
ekraninda kurulan yeni bir 6znelligi buldugumuz, agikea ¢ift anlamh bir ifade”
olarak tanimlar (Bukatman, 1993, s. 9). Buradaki “terminal” s6zcligli ayni1 anda
hem bir bitis (6znenin sonu) hem de bir donanim (bilgisayar terminali) anlamina
gelir. Dolayisiyla kavram, teknolojinin 6zneyi yok ettigine dair karamsar bir tez
degildir. Oznenin kaybr ile 6znenin yeniden kurulusunu ayni anin iki yiizii olarak
diislintir. Bu, kavram1 basit bir teknoloji elestirisinden ayiran ve onu 6znellik
kurami iginde konumlandiran temel 6zelliktir.

Bukatman terminal kimligi tarihsel bir kirilmanin {riinii  olarak
konumlandirmaktadir. Enformasyon ¢aginin ¢ogalan elektronik teknolojileri
goriinmezdir. Insanin uzam ve zaman deneyiminin disinda dolasimdadr.
Bukatman'a gore bu goriinmezlik, teknolojileri temsile ve dolayisiyla
kavranmaya daha az acik kilarken varolusun teknolojik hatlarim1 géz ardi etmeyi
de giderek zorlagtirmaktadir. Ortaya ¢ikan sey, elektronik olarak tanimlanmig
yeni bir gerceklik iizerinde goriiniirliik ve denetim krizidir. Insami teknolojik
olandan ayirmak hem retorik hem fenomenolojik diizeyde giiclesmistir
(Bukatman, 1993, s. 2). Terminal kimlik, tam da bu ayrimin ¢oktiigli noktada
kurulan 6znelligi adlandirmaktadir.

Bu krizin 6znellik agisindan anlamimi Bukatman, Jean Baudrillard'in bir
saptamasiyla 6zetlemistir. Buna gore enformasyon ¢aginda 6zne, "¢oklu aglarin
bir terminali" haline gelmistir (Baudrillard, 1987, s. 128). Bu formiilasyon
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terminal kimligin ¢ekirdegini olusturmaktadir. Ozne artik kendi iginde
tamamlanmis, smirlar belli bir birim degil kendisinden gecen veri akiglarinin
kesistigi bir diiglim noktasidir.

Terminal kimlik 6znesine sabit bir 6zdeslesme yeri tanimamaktadir. Bukatman,
elektronik uzami “dilin seffafligin1 ¢6zerek 6zneye sabit bir 6zdeslesme yeri
vermeyi reddeden uzamlar” olarak tanimlamigtir (Bukatman, 1993, s. 18). Klasik
0zne kuramlarinda O6znenin kendini konumlandirabilecegi istikrarli bir yer
varsayilirken terminal kimlikte bdyle bir yer yoktur. Ozne, siirekli olarak yeniden
konumlanmak zorunda kalan akigkan bir varlik haline gelir. Bu 6zellik, 6znelligi
bir durum olmaktan ¢ikarip bir siire¢ olarak diistinmeyi gerektirir.

Terminal kimlik anlayisiyla 6znenin ontolojik dayanagi belirsizlesmektedir.
Bukatman'a gore kimi anlatida 6zneyi tanimlayan sey bedeni kimi anlatida zihni
kimi anlatida ise bellegidir. Bukatman bu ii¢ ayr1 tanimin bir arada var olmasini,
6znenin ne olduguna dair ortak bir dl¢iitiin artik bulunmadiginin gdstergesi olarak
okumaktadir. Bu baglamda 6zne ¢oziiliir, simiile edilir, yeniden bigimlendirilir,
genetik olarak tasarlanir, evrimlesir ve gerileyerek evrimini yitirir (Bukatman,
1993, s. 19-20). Bedenin sabit bir sinir olmaktan ¢ikmasi, terminal kimligin en
somut sonucudur. Ozne artik bedeniyle drtiismez, kendini olusturan verilerin
dagilimi i¢inde aranir hale gelir.

Terminal kimligin insan tammminda yarattigi sarsintiyr Bukatman, Bruce
Mazlish'in "dordiincii siireksizlik" tezi iizerinden temellendirmistir (Mazlish,
1993). Freud'a gore insanlik tarihinde egoyu pargalayan ii¢ an vardir (Freud,
1991). IIki diinyay1 evrenin merkezinden eden Kopernik devrimi, ikincisi insani
0zel olarak yaratilmis olma ayricaligindan yoksun birakip hayvanlar diinyasindan
tiiremis sayan Darwin'in kuramlar1 ve tiglinciisii 6znenin kendi evinde bile efendi
olmadigimi, bilingdisinin bilinemez isleyisine tabi oldugunu gosteren Freud'un
kendi katkisi. Mazlish'e gore zamanimizda hala ayakta duran bir dordiincii
siireksizlik vardir, insan ile makine arasindaki siireksizlik. Mazlish'in tezi, bu
stireksizligin de artik ortadan kaldirilmas1 gerektigi ve bu siiregte insanin
egosunun bir sarsinti daha yasayacagidir (Mazlish, 1993). Bukatman ise bu
anlayis1 postmodern kiiltlirin altinda yatan ana anlati olarak okur. Ona gore
terminal kimlik, bu dordiincii siireksizligin ¢oziiliisliniin 6znellik diizeyindeki
karsiligidir.

Bukatman, medya gosterisinin 6zneyi edilgen bir konuma siiriikledigini ve
ekranin fiziksel gerceklikten daha gercek hale geldigini tartismigtir. Bu iliskinin
vardigi nokta, Chris Marker'in Sans Soleil (1982) filminden aktardigi su
saptamada 6zetlenir: “Televizyon seni izliyor” (Bukatman, 1993, s. 26). Terminal
kimlikte 6zne yalnizca ekrana bakan degil ayn1 anda ekran tarafindan bakilan,
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kaydedilen ve okunan bir konumdadir. Bu karsilikli bakis, arayiizii edilgen bir
yiizey olmaktan ¢ikarip 6zneyi kuran etkin bir fail héline getirir.

Bukatman'a gore terminal kimlik, insan ile teknolojiyi aynmi diizlemde, birbirine
bagimli ve birbirini karsilikli olarak tanimlayan iki bilesen haline getirir. Bu
yOniiyle kavram, 6znenin geleneksel tanimini temelinden sarsma potansiyeli
tagimaktadir (Bukatman, 1993, s. 22). S6zgelimi insan ve teknoloji ne birbirinden
once gelen ya da birbirine digsal iki terim degildir ayn1 anda ve birbiri araciligiyla
var olurlar. Bir diger taraftan Bukatman kavramin teknoloji ile anlatinin
kesisiminde tiretilen gegigsel bir durum oldugunu ifade etmektedir (Bukatman,
1993, s. 22). Bu anlamda terminal kimlik salt teknolojik bir olgu degil aym
zamanda anlatisal olarak kurulan bir 6znellik bigimidir. Terminal kimlik, ancak
bir anlat1 i¢inde goriiniir hdle gelir. Bu vurgu, kavrami sinema g¢aligmalari i¢in
dogrudan islevsel kilmaktadir.

Terminal kimligin belki de en ayirt edici 6zelligi ne iitopik ne de distopik bir
konuma yerlesmesidir. Bukatman, 6znenin denetiminin paradoksal bi¢imde
arttign bir durumdan sdz eder. Ozne, elektronik teknolojinin icine ¢okmiis
uzamlarinda kendi simirlarim yitirdikge daha giiclii hale gelir gortinmektedir.
Bedenin ¢oziiliisii ve yerini kendi simulakrumuna birakmasi, bu nedenle siklikla
bir gliclenme olarak sunulur. Ancak Bukatman bu vaadi oldugu gibi kabul etmez.
Arayliziin yarattig1 ikilemlerin ¢ok daha muglak oldugunu, giiclenme anlatisinin
kendisinin de sorgulanmasi gerektigini vurgular (Bukatman, 1993, s. 21).
Caligmasinin sonunda bu gerilimi soyle formiile eder: terminal kimlik, her zaman
ayn1 zamanda bir teslimiyet olan bir agkinlik vaat eder ve hatta iiretir (Bukatman,
1993, s. 329). Bu ikili karakter, kavrami analitik olarak verimli kilan seydir.
Terminal kimlik ne teknolojiye teslim olmus bir 6znenin yasimi tutar ne de
arayiizde Ozgiirlesen bir 6zneyi kutlar, 6znenin bu iki olasilik arasinda salindig
gecis halini adlandirir.

Terminal kimlik kavrami 6znenin arayiizle temasinda yasadig1 ¢coziilmeyi tarif
etme giicline sahiptir ancak bu ¢dziilmenin ardindan geriye ne kaldigi, 6znenin
yerini alan yapinin nasil adlandirilacagi sorusunu agik birakir. Bukatman'in
kavrami, 6znenin kaybi ile yeniden kurulusu arasindaki salimimi adlandirir fakat
bu yeni kurulusun olumlu bir tarifini vermez. Bu boslugu doldurabilecek ¢ergeve,
posthiiman 6znellik kuraminda bulunur. Nitekim Bukatman'in kendisi de bu yone
isaret etmektedir, terminal kimlik kurgularmi tanmimlarken Donna Haraway'in
kiiltiirel ¢oziimlemelerini kavramin kapsami igine déahil eder ve siborg figiiriiniin
bu alandaki merkezi konumunu vurgular (Bukatman, 1993, s. 20).

Haraway'in siborg kavrami, posthiiman diigiincenin kurucu figiirlerinden biridir.
Haraway siborgu, sibernetik bir organizma olarak, makine ile organizmanin

Research Article- Submit Date: 11.08.2026, Acceptance Date: 28.09.2026 500
DOI NO: 10.17932/IAU.EJNM.25480200.2026/ejnm_v10i3003
Copyright © e-Journal of New Media



e-Journal of New Media / Yeni Medya Elektronik Dergi — eJNM
ISSN: 2548-0200, September 2026 Volume 10 Issue 3, p.489-519
Research Article

olusturdugu bir melez olarak tanimlamaktadir. Ancak s6z konusu melez yalnizca
kurgusal bir yaratik degil ayn1 zamanda toplumsal gergeklige ait bir varliktir
(Haraway, 2006, s. 2). Kavramin radikalligi, siborgun gelecekte gerceklesecek
bir olasilik olarak degil iginde bulunulan durumun tarifi olarak One
stirlilmesinden gelir. Haraway'in ifadesiyle hepimiz siborguz ve bu siborg bizim
ontolojimizdir (Haraway, 2006, s. 4). Bir baska ifadeyle insan ile teknoloji
arasindaki ayrim, asilmasi gereken bir hedef degil coktan ¢okmiis bir siirdir.
Haraway bu ¢okiisii li¢ siir {izerinden temellendirir. Birincisi insan ile hayvan
arasindaki sinirdir. Evrim kurami ve biyoloji, insanin tiirsel essizligine dair
iddialar gecersiz kilmistir (Haraway, 2006, s. 7). Ikincisi, organizma ile makine
arasindaki siirdir. Sibernetik Oncesi makineler kendi kendilerini hareket
ettiremez, kendilerini tasarlayamazken 20. yiizyilin sonunda makineler dogal
olan ile yapay olan, zihin ile beden, kendi kendini gelistiren ile distan tasarlanan
arasindaki farki belirsizlestirmistir (Haraway, 2006, s. 9-10). Uciinciisii, fiziksel
olan ile fiziksel olmayan arasindaki smirdir. Mikroelektronik aygitlar hem her
yerde hem de goriinmezdir (Haraway, 2006, s. 11). Bu ii¢ sinirin birden
¢cOzlilmesi, Oznenin arttk bedeniyle, tilirliyle ya da maddiligiyle
tanimlanamayacagi anlamina gelir. Haraway'in siborgu, bu tanimsizlig1 bir kayip
olarak degil yeni bir siyasal ve kavramsal imkan olarak 6ne siirer.

Rosi Braidotti'nin posthiiman 6zne kurami, bu mirasi devralarak sistematik bir
Oznellik kuramina doniistiiriir. Braidotti'nin ¢ikis noktasi, klasik hiimanizmin
Oznesinin evrensel bir insan degil tarihsel olarak insa edilmis ve son derece dar
bir norm oldugu fikridir. S6z konusu 6zne erkektir, beyazdir, Avrupalidir,
akilcidir ve biitiin 6tekiler onun iizerinden degerlendirilir. Braidotti hiimanizm
karsiti konumunu, hiimanizmin bu biitiinciil 6znesine karst ¢ikmak ve onun
yerine "bedenlesme, cinsellik, duygulanimsallik, empati ve arzu tarafindan
sekillendirilen daha karmagsik ve iliskisel bir 6zne" koymak olarak tanimlar
(Braidotti, 2021, s. 41). Posthiiman 6zne, bu baglamda, insanin tesine gegmis
bir varlik degil kendisini bir merkez olarak degil bir iligki ag1 olarak kavrayan bir
Oznedir. Bu O6znenin dayandigi ontolojik zemin, doga ile kiiltiir arasindaki
ayrimim reddidir. Braidotti, verili olan (doga) ile insa edilmis olan (kiiltiir)
arasindaki kategorik ayrimin yerini doga-kiiltiir stirekliligine biraktigin1 savunur.
Bu siireklilik, maddenin kendini orgiitleyen ve zeki yapis1 varsayimina dayanir
(Braidotti, 2021, s. 13). Bu varsayimin 6znellik agisindan sonucuna bakildiginda
teknolojinin 6znenin karsisinda duran ve onu tehdit eden digsal bir giic degil
6znenin i¢inde kuruldugu stirekliligin bir pargasi oldugu fikri ortaya ¢ikmaktadir.
Braidotti'nin bu 6zneye verdigi ad gocebe 6znedir. Gogebelik burada mekansal
bir hareketliligi degil 6znenin sabit bir kimlige yerlesmemesini, siirekli gecisler
ve doniigiimler i¢inde kurulmasini anlatir. Braidotti elestirel posthiiman 6zneyi,
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cokluk igerisinde ve onun tarafindan insa edilen iliskisel bir 6zne olarak
tanimlamaktadir. Bu 6zne farklar boyunca isleyen, igsel olarak farklilagmis, buna
ragmen belirli bir temeli olan ve hesap verebilir bir 6znedir (Braidotti, 2021, s.
69). Posthiiman 6znellik boylece bedenli, gomiilii ve kismi bir hesap verebilirlik
bicimi olarak ortaya ¢ikar ve odak, {initer 6znellikten gogebe 6znellige kayar
(Braidotti, 2021, s. 69). Braidotti bu ¢ergeveyi Ozerk karar alabilen robotlar
iizerinden somutlagtirir. Ona gore boyle bir durumun posthiiman yani, karari
veren seyin artik bireylesmis bir benlik, tek bir insan olarak varsayilmamasidir.
Kararin kaynaginda insan ve insan-olmayan aktorlerin bir dbeklesmesi vardir
(Braidotti, 2021, s. 63-64). Faillik boylece tek bir 6znede toplanmaz, bir ag
boyunca dagilir. Failligin tek bir 6znede toplanmayip bir ag boyunca dagilmasi,
terminal kimligin biraktig1 soruya da yanit verir. Bu noktada iki kuram belirli bir
is boliimil i¢inde birlikte isler. Bukatman, 6znenin arayiizde nasil ¢6ziildiiglinii
ve bu ¢ozlilmenin neden ayni anda hem bir son hem bir baslangi¢c oldugunu
betimlemek i¢in gerekli kavramsal aygiti sunar. Braidotti ise ¢Oziilmenin
ardindan ortaya ¢ikan yapimin nasil adlandirilacagim gosterir. Ona gore 6zne
kaybedilmez, iliskisel ve gd¢ebe bir bicimde yeniden kurulur. Masaiistii filmde
O0zne ne kayip aninda donmus ne de tiimiiyle 6zgiirlesmis bir konumdadir,
arayiiziin act1g1 iliskisel ag i¢inde siirekli yeniden kurulan gogebe bir 6znedir.

YONTEM

Bu calisma, nitel arastirma yaklasimi i¢inde 6rnek olay deseniyle kurgulanmustir.
Desenin tercih edilmesinin nedeni, c¢aligmanin amacinin bir 6rneklemden
genelleme yapmak degil kuramsal bir kavram setinin tek bir metin iizerinde
derinlemesine sinanmasi olmasidir. Oznenin arayiizde nasil kuruldugu sorusu
ancak arayiiz diizeyindeki mikro islemlerin ayrintili bicimde izlenmesiyle
yanitlanabilir, bu da inceleme alaninin daraltilmasim ve tek bir metne
yogunlasilmasin1 gerektirmektedir. Calismada film, nitel film ¢ozimlemesi
yoluyla ele alimmis ve c¢oziimleme, kuramsal gergceveden tiiretilen {i¢ eksen
dogrultusunda yiiriitilmiistiir.

Caligmanin  6rneklemini  Searching (Aneesh Chaganty, 2018) filmi
olusturmaktadir. Film amagli 6rnekleme yoluyla secilmis, 6l¢iit olarak temsil
giici degil kuramsal verimlilik esas alinmigtir. Se¢imin dort gerekcesi
bulunmaktadir. Ilkin film, kurgusal masaiistii sinemanin uzun metrajli ve genis
dolagiml1 bir anlati bigimine doniistiigii esigi temsil etmektedir. ikinci olarak
film, alanyazinda medya ekolojisi (Yang, 2020), medya performatifligi (Ugenti,
2021) ve post-medya ontolojisi (Pocaluyko, 2022) eksenlerinden
¢cozlimlenmistir. Boylece posthiiman 6znellik ekseninin eksikligi gosterilebilir bir

Research Article- Submit Date: 11.08.2026, Acceptance Date: 28.09.2026 502
DOI NO: 10.17932/IAU.EJNM.25480200.2026/ejnm_v10i3003
Copyright © e-Journal of New Media



e-Journal of New Media / Yeni Medya Elektronik Dergi — eJNM
ISSN: 2548-0200, September 2026 Volume 10 Issue 3, p.489-519
Research Article

bosluk haline gelmistir. Ugiincii olarak film gerilim tiiriinde konumlanmaktadir
dolayisiyla 6znenin dagilisin1 korku kolundaki gibi dogaiistii faillere baglanmaz
ve giindelik dijital pratikler iginde sunmaktadir. Son olarak film, sav1 destekleme
ihtimali en diisiik Ornektir. Klasik hiimanist bir yoriinge izledigi ve insan
failliginin zaferiyle sonuglandig: icin, kavramlarin burada islerligini korumast
¢oziimlemenin agiklama giiciinii artiracaktir.

Coziimlemenin birimi sahne degil ekranda gergeklesen tekil islemlerdir.
Sozgelimi pencere agilmasi, sekme gecisi, bir mesajin yazilip silinmesi, imlecin
duraksamasi, yiikleme gostergesinin belirmesi vb. Bunun iki gerekcesi vardir.
Ilkin, gekim 6lgegi ve kesmeye dayali klasik sahne birimi masaiistii filmde
islevini yitirmis, yerini pencere yonetimi almustir. Ikincisi kuramsaldur.
Bukatman'a gore belirleyici olan teknolojinin insan 6znesiyle kurdugu araytizdiir
(Bukatman, 1993, s. 8). Ele alinan islemler yalnizca kullanici kaynakli olanlar
degil arayliziin kendi igleyisinden doganlar1 da kapsar.

Coziimleme, kuramsal c¢erceveden tiiretilen T{i¢ eksen dogrultusunda
ylrtitilmustiir.

- Arayiiz olarak faillik: Eylemin tekil bir 6zneden mi yoksa kullanicr ile
arayliziin ortak isleyisinden mi dogdugu izlenir. Braidotti'nin kararin
bireylesmis bir benlikte degil insan ve insan-olmayan aktorlerin
obeklesmesinde toplandig1 saptamasi bu eksenin dayanagidir (Braidotti,
2021, s. 63-64).

- Veri olarak ozne: Karakterlerin ekranda hangi bi¢cimde var oldugu
incelenir. Bukatman'a gore terminal kimlikte 6zne ¢oziiliir, simiile edilir
ve yeniden bi¢imlendirilir. Beden sabit bir smir olmaktan ¢ikar
(Bukatman, 1993, s. 19-20). Fotograf, video kaydi, mesaj gecmisi ve
konum bilgisi bu kapsamda ele alinr.

- Duygulammin arayiizlesmesi: Duygunun hangi araglarla tasindigi
sorulur. Masaiistii filmde duygu, yiiz ifadesi ya da diyalogdan ¢ok yazilip
silinen mesajlar, génderilmeyen yanitlar ve imlecin duraksamasi gibi
arayiiz islemleriyle aktarilir (Yang, 2020).

Bu ¢aligma, masaiistii filmi bigimsel 6zellikleri ya da izleyici deneyimi iizerinden
degil 6znenin kurulusu iizerinden ele almayir amaglamaktadir. Alanyazinda
masaiistii  film, agirlikli olarak betimleyici, ontolojik ve izleyici odakl
cergevelerde tartigilmig, bigcimin {irettigi Oznellik bigimi ise sistematik bir
incelemeye konu edilmemistir. Bu ¢alisma s6z konusu boslukta konumlanmakta
ve masaiistii filmin yalnizca yeni bir anlatim teknigi olmanin Gtesinde klasik
hiimanist 6zneden posthiiman bir 6znellige dogru bir kaymay1 goriiniir kildigini
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savunmaktadir. Calismanin 6nemi iki diizeydedir. Kuramsal diizeyde, 1990'larin
bilim kurgu odakli terminal kimlik tartigmasinin bugiiniin ana akim
sinemasindaki karsiligin1 gostermekte ve Bukatman'in kavramini ¢agdas bir
anlat1 biciminde sinamaktadir. Yontemsel diizeyde ise, arayiiz temelli anlatilarin
¢oziimlenmesi i¢in sahne yerine ekranda gergeklesen tekil islemleri esas alan bir
yaklagim 6nermektedir. Caligmanin sinirhiliklart da bu tercihlerden dogmaktadir.
Inceleme tek bir film iizerinden yiiriitiilmiis, izleyici arastirmasi igermemis ve
metin odakli bir ¢6ziimleme benimsenmistir. Dolayisiyla ulasilan sonuglar,
bicimin tamamina iligkin bir genelleme olarak degil kuramsal bir okumanin tek
bir 6rnek iizerindeki verimliliginin gosterilmesi olarak degerlendirilmelidir.

BULGULAR VE TARTISMA

Aneesh Chaganty'nin 2018 yapimi Searching adli filmi, on alt1 yasindaki kizi
Margotnun bir gece ansizin kaybolmasinin ardindan David Kim'in ekranlar
araciligiyla verdigi arayis miicadelesini odagma alir. Yapim, tamamiyla
bilgisayar ve akilli telefon arayiizlerinden olusan bir gorsel evrende gecer.
David'in arastirmasimi  yiriittiigii zemin; kizimin dijital hesaplari, mesaj
dokiimleri, banka kayitlar1 ve sosyal medya paylasimlaridir. Bu gercevede film,
bir kayip vakasinin sorugturma siirecini aktarirken bir babanin evladini yalnizca
elektronik izler vasitasiyla yeniden anlamlandirma ¢abasini gozler oniine serer.
Eser, asagida belirtilen teorik altyapidan hareketle ti¢ farkli eksen iizerinden
incelenmektedir.

Arayiiz Olarak Faillik

Bu eksende bakilan, ekranda gergeklesen eylemin kimden kaynaklandigi
sorusudur. Klasik anlati sinemasinda eylem karakterin niyetinden dogar ve
kamera bu niyeti izler (Bordwell, Staiger, & Thompson, 1985). Masaiistii filmde
ise eylemin kaynagi belirsizlesmektedir. Kullanicinin hamlesi ile arayiiziin
yonlendirmesi ¢ogu zaman ayni islemin i¢inde i¢ ice gecer. Bukatman terminal
kimligi tanimlarken insami teknolojik olandan ayirmanin hem retorik hem
fenomenolojik diizeyde giiclestigini belirtmistir (Bukatman, 1993, s. 2).
Searching'de s6z konusu bu giiclesme kavramsal bir saptama olmaktan ¢ikip
arayiiz islemlerinin somut diizeyinde izlenebilir hale gelmektedir. S6z konusu bu
i¢ igelik filmin daha ilk dakikalarinda kurulmaktadir. S6zgelimi anlati bir hesabin
olusturulmasiyla baglar. Ekranda beliren yonergeler kullaniciya ne yapacagim
adim adim soyler, yeni bir kullanici olusturulur, hesaba bir ad verilir, ileri
diigmesine basilir. Margotnun varlig1 anlatiya bir sistemin sordugu sorularin
yanitlanmasiyla girer. Ayn1 mantik Margot'nun ergenlik déneminde kendi sosyal
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medya hesabini agtig1 islemde tekrarlanir, bilgiler sayfanin istedigi sirayla ve
istedigi bi¢imde doldurulur. Kimlik burada bir anlatic1 araciligiyla tanitilmaz, bir
formun alanlar doldurularak tiretilir.

Filmin ilk boliimiinde zamanin akisi da biitiiniiyle araylize devredilmistir.
Anaokulunun ilk giinii, birinci sinifin ilk giinii, doktor randevusu, lisenin ilk glinii
vb. Yillarin gegtigini takvim uygulamasimin hatirlaticilart bildirir. Geleneksel
sinemada bu islevi bir dis ses, bir ara yazi ya da bir kurgu gegisi iistlenirken
masaiistlii filmlerde anlatiy1 ilerleten sey yazilimin kendi isleyisidir. Anlatisal
faillik filmin daha basinda insan karakterden arayiize aktarilmis durumdadir. Bu
aktarimin en agik orneklerinden biri David'in kizinin Tumblr hesabini aradigi
andir. David arama kutusuna "tumbler" yazar, Google bu yazimi yanlis olarak
isaretler ve dogru bigimi onerir (bkz. Sekil 1). David 6nerilen baglantiya tiklar ve
Margotmun hesabina ulasir. Buradaki kesif, David'in bilgisi kadar arayiiziin
diizeltmesiyle miimkiin olmustur. Aramay1 baglatan 6znedir, aramanimn yoniinii
belirleyen sistemdir. Braidotti'nin kararin bireylesmis bir benlikte toplanmayip
insan ve insan-olmayan aktorlerin Obeklesmesinden dogdugu yoniindeki
saptamasi burada dogrudan karsilik bulmaktadir (Braidotti, 2021, s. 63-64).
Ortada tekil bir fail yerine bir eylem ag1 vardir.

Sekil 1.

David Google Onerisi Sonucu Margot 'nun Tumblr 1n1 Bulur
o, ARV BRI A W T N TR

® ® _ tumbler - Google Search X

& C @ Secure https://www.google.com

A

(=
O

GO gle tumbler

All Images News Videos Shopping More Settings Tools

About 2,150,000,000 results (0.55 seconds)

Showing results for tumbir

Search instead for tumbler TU n
Compar

Login | Tumblr

https://www.tumblr.com/login ¥ Tumblr i
Tumblr is crazy easy to use. We've worked hard to make it easy for you to make a blog and upload media s

(Kaynak: Searching, Chaganty, 2018)

Benzer bir isleyis David'in kizinin hesaplarina erismek igin izledigi sifre
kurtarma zincirinde goriilmektedir. David, Margotnun sosyal medya hesabina
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giremeyince sifremi unuttum segenegine tiklar. Sistem dogrulama kodunu
Margot'nun e-posta adresine gonderecegini bildirir. David bu adresin de sifresini
bilmemektedir dolayistyla aym islemi bir kez daha baslatir. Sistem bu kez son
kullanilan sifreyi sorar, David bunu da bilmedigi i¢in farkli bir yontem dene
secenegini isaretler. Kurtarma adresi olarak annenin e-posta hesabi belirir ve
David, 6lmiis esinin sifresiyle bu hesaba girerek zinciri tamamlar (bkz Sekil 2).

Sekil 2.
David Farkli Yontemler Deneyerek Margot 'nun Sifrelerine Erigir

Enter the last password you remember

password

Trya S'weu- question

margot.p.kim@gmail.com
Use a different account

(Kaynak: Searching, Chaganty, 2018)

Biitiin siire¢ boyunca David'in yaptig1, sistemin sundugu segenckler arasindan
birini isaretlemektir. Kizinin hesabina erigimi saglayan sey babanin kararlilig
kadar arayiiziin kendi kurtarma protokoliidiir. Bu noktada Baudrillard'in 6znenin
coklu aglarin bir terminaline doniistigli yoniindeki saptamasi filmde bir
benzetme olmaktan ¢ikip anlatinin igleyis ilkesi héline gelir (Baudrillard, 1987,
s. 128). David'in aragtirmast hi¢bir noktada tek bir kaynaktan yiiriimez. Bir arama
motorunun diizeltmesi, bir sosyal medya platformunun kurtarma protokolii, bir
bankacilik uygulamasinin islem ge¢misi, bir 6deme sitesinin veri tabani ve bir
giivenlik yaziliminin uyaris1 birbirine eklemlenerek arastirmayi ilerletir. David
bu aglarin disinda durup onlar kullanan bir 6zne olmaktan ziyade bunlarin
kesistigi noktada is gorebilen bir diiglim konumundadir. Kizina dair her bilgi
ancak bu aglardan birine baglanabildigi Olglide erisilebilir olmaktadir. Bu
bagimliligin smirlari, arayiiziin yol kapattig1 anlarda goriiniir hale gelir. David
kizinin hesaplarini aradiginda karsisina ¢ikan sonuglar, hesaplarin herkese agik
olmadigim ve kilitli oldugunu bildirir. Para transferini izlediginde alic1 hesabin
kapatilmis oldugunu goriir. Bir telefon numarasia ulagsmak istediginde ise site,
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aramay1 tamamlamak icin iiyelik ve ddeme talep eder ve David bu talebi
karsilamak zorunda kalir. Bu anlarda 6znenin eylem alani kendi kararlariyla degil
sistemin izin verdigi sinirlarla belirlenmektedir.

Arayliz kimi zaman dogrudan bilgi iireten bir konuma da geger. David esinin
bilgisayar oturumunu agtiginda beliren bir gilivenlik uyarisi, programim 694
giindlir c¢alistirilmadigini  bildirir. Annenin ne kadar siiredir yasamadigim
izleyiciye sdyleyen sey bir karakterin sozii ya da bir tarih bilgisi yerine bir sistem
bildirimidir. Benzer bigimde David arastirmaktan vazgecip bilgisayar1 kapatmak
iizereyken ekranda beliren onay sorusu onu bir an durdurur ve arastirmaya geri
dondiiriir. Anlatinin seyrini degistiren bu duraksama bir yazilim uyarisindan
dogmustur. Filmin kayda deger yani, bu 6beklesmeyi herhangi bir yapay zeka ya
da Ozerk sistem tasvirine bagvurmadan gostermesidir. Searching'deki hicbir
arayiiz bilim kurgu anlatilarindaki gibi bilingli ya da niyetli degildir. Ortada bir
yazim denetleyicisi, bir kurtarma formu ve bir giincelleme uyaris1 vardir. Ancak
bunlarin toplamu, kararin tekil bir insanda toplanmasini engellemeye yetmektedir.
Bukatman'in belirttigi gibi terminal kimlik, teknoloji ile anlatinin kesisiminde
iiretilen gecigsel bir durumdur ve ancak bir anlati i¢inde goriiniir hale gelir
(Bukatman, 1993, s. 22). Searching bu goriiniirliigii arayiizii mizansenin kendisi
haline getirerek saglamaktadir. Bu eksende ortaya c¢ikan tablo, kuramsal
cergevede tartigilan bir gerilimi de agiga ¢ikarmaktadir. Bukatman, 6znenin
elektronik teknolojinin igine ¢okmils uzamlarinda kendi sinirlarimi yitirdikce
daha giiglii hale gelir goriindiigiinii, ancak bu giiclenme vaadinin sorgulanmasi
gerektigini vurgulamistir (Bukatman, 1993, s. 21). Film tam da bu paradoksu
sahnelemektedir. David, arayiizler araciligiyla tek basina basaramayacagi bir
sorusturmay1 yliriitiir, kizinin yagamina dair kimsenin bilmedigi ayrintilar ortaya
cikarir ve nihayetinde onun yerini tespit eder. Yiizeyde bu, arayiiziin insan
failligini genislettigi bir bagar1 oykiistidiir. Ancak aym siiregte David'in eylem
alan1 arayiizlin izin verdigi hamlelerle sinirlanmakta, arastirmasmin yonii
sistemin Onerileriyle belirlenmekte ve karar anlarn protokollerin akigina
devredilmektedir. Giiglenme ile teslimiyet, Bukatman'in isaret ettigi gibi aym
anin iki yiizii olarak birlikte ger¢eklesmektedir. Bu okuma, alanyazindaki hakim
yorumdan ayrilmaktadir. Yang (2020), masaiistii filmi izleyicinin edilgen
konumdan kurtulup 6zgiirlesmis ve etkin bir 6zneye doniistiigii bir bi¢cim olarak
degerlendirmistir. Searching'in faillik ekseninde ortaya c¢ikan tablo bu
degerlendirmeyi karmagiklagtirmaktadir. Filmde etkinlik gercekten de artmigtir
ancak bu etkinlik 6znenin arayiize eklemlendigi 6l¢iide ortaya ¢ikmakta ve tam
da bu eklemlenme nedeniyle 6znenin sinirlarini ¢ézmektedir. Braidottinin
cergevesinde bu bir kayip sayilmaz. Gogebe 6zne, sabit bir kimlige yerlesmeyen
ve stirekli gecisler iginde kurulan bir 6znedir, iliskisellik onun yoksunlugu yerine
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kurucu kosuludur (Braidotti, 2021, s. 69). Filmdeki David de arastirma boyunca
sabit bir konumda duran bir fail olmaktan ziyade her arayiiz isleminde yeniden
konumlanan iliskisel bir 6zne olarak belirmektedir.

Veri Olarak Ozne

Bu eksende sorulan, karakterlerin ekranda hangi bigimde var oldugu sorusudur.
Bukatman'a gore terminal kimlikte 6znenin ontolojik dayanag: belirsizlesir; 6zne
¢oziiliir, simiile edilir ve yeniden bigimlendirilir, beden sabit bir sinir olmaktan
cikar (Bukatman, 1993, s. 19-20). Searching bu belirsizlesmeyi anlatisinin
kurucu ilkesi haline getirmektedir. Filmde higbir karakter fiziksel bir bedenle,
kesintisiz bir varlik olarak goriinmez. Herkes ekranda ancak bir kaydin, bir
profilin ya da bir islem ge¢misinin dolayimiyla vardir.

Bu ilkenin en agik 6rnegi, annenin 6liimiiniin anlatilma bi¢imidir. Pam Kim'in
hastalig1 bir dizi e-posta baslig1 lizerinden aktarilir. S6zgelimi 6n test sonuglar
gelir, trombosit degerlerinin diistiigli bildirilir, ardindan hastaligin niiksettigi
yazilir. Oliim am higbir sahnede gosterilmez. Izleyici Pam'in 6ldiigiinii, takvim
uygulamasindaki "Annem eve geliyor!" baslikli etkinligin 6nce imlegle ileri bir
tarihe siiriiklenmesi sonra da biitiiniiyle silinmesiyle anlar (bkz. Sekil 3). Bir
insanin yasaminin sona ermesi, bir veri kaydmin silinmesi olarak temsil
edilmektedir.

Sekil 3.

Annenin Eve Doniig Etkinliginin Takvimden Silinmesi

28 | 10:00 AM |
Mom comes hor  properties
Calendar

P_

Copy
Paste

Duplicate I

!
(Kaynak: Searching, Chaganty, 2018)

Bukatman'in 6znenin artik bedeniyle Ortiismedigi, kendini olusturan verilerin
dagilimi i¢inde arandifi yoniindeki saptamasi burada anlatisal bir teknige
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doniismiistiir. Oliimiin ardindan gelen islem de aym1 mantig: siirdiiriir. David
Oliim ilanin1 hazirlarken fotograf arsivini agar, aralarindan birini seger ve metnin
altina yerlestirir. Pam artik bir se¢im isleminin sonucudur. Hangi karenin onu
temsil edecegine dair alinan bir karardir. Haraway'in fiziksel olan ile fiziksel
olmayan arasindaki sinirin ¢6ziildiigii yoniindeki saptamasi bu anda somutlagir
(Haraway, 2006, s. 11). Olen kisinin geride biraktign sey bir beden degil
secilebilir, diizenlenebilir ve yayimlanabilir bir veri kiimesidir.

Margot'nun filmdeki varlig1 da benzer bir mantikla kurulmustur. Kaybolduktan
sonra Margot ckrana yalmzca kayitlar aracihfiyla girer. Ornegin eski aile
videolar1, sosyal medya fotograflari, canli yayin arsivleri, mesaj gegmisleri,
banka hareketleri ve konum bilgileri vb. David kizini ararken aslinda bu kayitlar
arasinda dolagsmaktadir. Filmin kayda deger yani, bu dolagimin Margot'yu bir
araya getirmek yerine daha da ¢ogaltmasidir. Her platform farkli bir Margot
iiretir. Sosyal medya hesaplarindaki Margot, arkadag cevresi genis bir lise
ogrencisidir. David bu arkadaslar tek tek aradiginda ise higbirinin Margot'yla
yakin olmadig1 ortaya ¢ikar. Piyano dersi 6demelerindeki Margot, diizenli ders
alan bir 6grencidir oysa aylardir derse gitmemekte ve paray1 bagka bir yere
aktarmaktadir. Canli yayin arsivindeki Margot, adin1 bile bilmedigi bir izleyiciyle
konusan yalniz bir gengtir. S6z konusu bu c¢ogalma, Bukatman'in 6znenin
ontolojik dayanagina iliskin saptamasini dogrudan goriinlir kilmaktadir.
Bukatman'a gore terminal kimlik anlatilarinda 6zneyi tanimlayan sey kimi zaman
bedeni, kimi zaman zihni, kimi zaman bellegidir ve bu tanimlarin bir arada var
olmasi, 6znenin ne olduguna dair ortak bir olgiitin bulunmadigin1 gosterir
(Bukatman, 1993, s. 19-20). Searching'de bu 0lgiitsiizliik platformlar arasinda
dagilmig haldedir. Margot'nun hangi kaydinin "gergek" Margot'yu gosterdigine
karar verecek bir tist konum yoktur. Babanin kizin1 tanimadigini fark etmesi de
tam olarak bu noktada gergeklesir. David'in bildigi Margot, yalnizca erisebildigi
verilerden olusan bir Margot'dur.

Verinin 6zneyi kurma giicii, filmde sahte bir kimligin iiretilmesiyle u¢ noktasina
taginir. Margot'nun ¢evrimigi tanistigi kisi, kendisini geng bir kiz olarak tanitan
bir profil araciligiyla var olmaktadir. Bu profilin yasi, meslegi, yasadigi sehir ve
fotografi belirlidir. Profil sayfasinda goriinen biitiin bilgiler eksiksizdir, eksik
olan tek sey bu bilgilerin karsiliginda bir kisinin bulunmasidir. Buradaki kimlik
bir insanin temsili olmaktan ¢ikip dogrudan bir veri liretimidir. Braidotti'nin verili
olan ile inga edilmis olan arasindaki kategorik ayrimin ¢oziildiigii yoniindeki
saptamasi1 bu Ornekte tersinden dogrulanir (Braidotti, 2021, s. 13). Bu anlamda
ekranda goriinen bir kimligin verili mi yoksa {iretilmis mi oldugunu ayirt edecek
bir ol¢iit kalmamigtir. Verinin silinmesi ise varligin silinmesiyle esdeger hile
gelir. David, kizinin kaybolusundan once ¢ektigi ve gondermedigi bir babalar
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giinii videosunu ¢6p kutusuna atar, ardindan ¢op kutusunu bosaltir. Ayni bigimde,
Olen esinin yemek yaptigi aile videosunu arama sonuglarindan gizler. Bu
islemlerin her ikisi de bir an1y1 ortadan kaldirmak yerine bir kisinin dolagimdaki
varhgini sonlandirmak anlammna gelir. Oznenin varhigi erisilebilir olmasina
baglidir ve erigsimi kesmek, o varlig1 askiya almaktir.

Bu eksende ortaya c¢ikan tablo, Baudrillard'in 6znenin ¢oklu aglarin bir
terminaline  doniistiigli  yOniindeki saptamasmi  ikinci bir  diizeyde
dogrulamaktadir (Baudrillard, 1987, s. 128). Faillik ekseninde bu saptama
David'in eylem alanmi tarif etmekteydi bu eksende ise Margot'nun varolus
bicimini tarif etmektedir. Margot, kendisinden gecen veri akiglariin kesistigi
noktada vardir ve bu akislar kesildiginde erisilemez hale gelir. Bukatman'in
terminal kimligin ilk anlam1 olarak isaret ettigi son, bir baska ifadeyle klasik
biitiinlikli 6znenin sonu, filmde bir metafor olmaktan ¢ikip anlatinin isleyis
kosulu haline gelmistir (Bukatman, 1993, s. 9). Ancak bu tablo yalnizca bir kayip
olarak okunmamalidir. Keza Bukatman kavrama bir ¢ift anlamlilik atfetmektedir.
Terminal kimlik, 6znenin sonu ile yeni bir 6znelligin kurulusunu aym anin iki
yiizli olarak diigiiniir (Bukatman, 1993, s. 9). Searching'de Margot'nun veriler
arasinda dagilmasi, onu yok etmez aksine, filmin sonunda bulunmasini saglayan
sey tam da bu dagilmadir. Kizinin yerini gosteren sey ne bir tanik ifadesi ne de
fiziksel bir izdir. David, canli yayn arsivindeki bir goriintiiniin arka planindaki
manzarayl bir harita uygulamasindaki uydu gorintiileriyle karsilastirarak
konumu saptar. Margot, bedeniyle degil biraktig1 veri iziyle bulunur. Braidotti'nin
gergevesinde bu, Oznenin ortadan kalkmasi yerine iliskisel bir bigimde var
olmasidir. Posthiiman 6zne, ¢okluk igerisinde ve onun tarafindan insa edilen
iligkisel bir 6znedir (Braidotti, 2021, s. 69). Margot'nun filmdeki varlig1 da tam
olarak boyle bir varliktir. Higbir platformda biitiiniiyle bulunmayan, ancak
platformlarin toplaminda var olan bir 6zne.

Duygulanimin Arayiizlesmesi

Bu eksende sorulan soru, duygu ve duygulanimin hangi araglarla tasindigidir.?
Geleneksel sinemada duygu, oyuncunun yiiz ifadesi, ses tonu ve bedensel jestleri
araciligiyla aktarilir. Masadistii filmde ise karakterin yiizli cogu zaman ya bir web

2 Duygulamim kuraminda duygulanim (affect) ile duygu (emotion) arasinda bir ayrim
yapilmaktadir. Massumi'ye gore duygulanim, bedenin bir deneyim durumundan digerine
gecisine karsilik gelen ve o bedenin eyleme kapasitesinde bir arti§ ya da azalma ima eden
kisi-oncesi bir yogunluktur. Duygu ise bu yogunlugun yakalanmasi, adlandirilmasi ve
Oznel bir igerik olarak sabitlenmesidir (Massumi, 2002). Bu ayrim masaiistii film
¢Oziimlemesi i¢in iglevseldir, zira ekranda beliren pek ¢ok islem adlandirilmig bir
duyguya karsilik gelmez; heniiz ifadeye kavugmamig bir yogunlugu tasir.
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kamerasinin dar kadrajina sikigsmis ya da biitiiniiyle ekranin disindadir. Duygu bu
durumda arayiiz islemlerine devredilir; yazilip gonderilmeyen metinler, imlecin
duraksamalari, cevaplanmayan cagrilar ve tek bir noktalama isaretinin
degistirilmesi vb. Bukatman'in terminal kimligi teknoloji ile anlatinin
kesisiminde iiretilen gegigsel bir durum olarak tamimlamasi, duygulanim
diizeyinde en somut karsiligini burada bulur. I¢ diinya, arayiiziin kendi diliyle
anlatilmaktadir (Bukatman, 1993, s. 22).

Searching'de bu devrin en belirgin bigimi, yazilip gonderilmeden silinen
mesajlardir. Bu iglem film boyunca sekiz kez tekrarlanir ve her seferinde ayni
yapiy1 izler. Bir climle yazilir, bir slire ekranda durur, silinir ve yerine ya daha
kisa bir ifade ya da baska bir iletisim bi¢cimi geger. David, kizina piyano
yarigmasiyla ilgili duygularim1 yazarken "Annen de gurur duyardi”" climlesini
ekler, bir siire bekler ve ciimleyi siler. Margot'nun kayboldugu gece diziistii
bilgisayarini neden evde biraktigini sorarken yazdigi metni siler, yerine farkli bir
mesaj birakir (bkz. Sekil 4-5).

Sekil 4-5.
David’in Margot’a Yazip Sildigi Mesajlar

e you et
Since when do you not text at school? haha Since when do you not text at school? haha

doing with all that money? You think that's something you can just take and
use for WHATEVER reason you want to? You don't have a JOB, you don't do
anything but take 100 dollars a week (100 DOLLARS A WEEK)... but even if
you somehow found a way to spend that, you're okay with LYING to your dad
about it? Did I not teach you about the value of money, or about RESPECT -
did you think it was okay to just skip school and not tell me about it? To not
tell me about the overnight camping trip! To treat this house like a hotel? @
ARE YOU F*****} KING KIDDING ME Anyway, really hope you| @

(Kaynak: Searching, Chaganty, 2018)

Polisi arama kararim iki kez yazar ve iki kez siler. Margot'nun arkadaglarindan
hicbirini tanimadigini yazar, sonra bu itirafi da siler. S6ylenmeyen her climle
ekranda bir siire goriiniir kalir, dolayisiyla izleyici hem sdylenebilecek olani hem
de sdylenmeyeni ayn1 anda goriir. S6z konusu yapi, geleneksel sinemanin higbir
araciyla birebir karsilanamaz. Bir oyuncu tereddiidii yiiziiyle gosterebilir ancak
tereddiidiin igerigini gosteremez. Ekranda beliren ve silinen metin ise tereddiidiin
hem varligin1 hem de tam olarak neyin bastirildigin1 goriiniir kilar. Kiss'in
masaiistii  filmde tamimladig1 seffaflik modu burada duygusal bir islev
istlenmektedir (Kiss, 2021). Bu baglamda izleyici karakterin yalnizca
eylemlerine degil vazgectigi eylemlere de tanik olmaktadir.
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Duygunun arayiiz diizeyindeki en yogun ornegi, David'in Isaac'in annesiyle
telefonda konustugu andir. David bir yandan sakin bir konusma yiiriitiirken arka
sekmede Margot'ya uzun ve ofkeli bir mesaj yazar. Metnin sonundaki iinlem
isaretini siler ve yerine nokta koyar, ardindan mesajin tamamini siler. Ofkenin
bastirilmas1 burada tek bir karakterin degistirilmesiyle temsil edilmektedir.
Ugenti'nin medya performatifligi kavramiyla, bireyin dolayim siireci boyunca
medyadan ayr1 olmadigini, aksine medyanin kendisine kokli bigimde dahil
oldugunu belirtmesi tam da bu tiir anlarda karsilik bulmaktadir (Ugenti, 2021).
David'in duygusal durumu, arayliziin sundugu islemlerin i¢inde ve onlar
araciligiyla bigimlenmektedir.

Imleg, bu eksende ikinci bir duygulanim tasiyicisidir. Pam'in 6n test sonuglarini
iceren e-posta agilirken imlecin yavaghgi, agilmak istenmeyen bir bilginin
agirhigm tasir. Hastaligin niiksettigini bildiren ifade iizerinde imle¢ uzunca bir
siire durur. Oliim ilan1 hazirlanirken imlecin fotograflar arasindaki gezinmesi, bir
secimin zorlugunu goriiniir kilar. Metin imlecinin yanip sonmesi ise yazmakta
olan kisinin heniiz karar vermedigini bildirir. Bu islemlerin ortak yani, higbirinin
adlandirilabilir bir duyguya karsilik gelmemesidir. Ekranda goriinen sey korku,
keder ya da tereddiit olarak sabitlenmis bir icerik degil eyleme doniigmeden
onceki bir yogunluktur. Massumi'nin duygulanimi kisi-Oncesi ve heniiz
yakalanmamis bir yogunluk olarak tanimlamasi, imlecin duraksadigi bu anlarda
dogrudan karsilik bulmaktadir (Massumi, 2002). Duygulanim, yapilan seyde
degil yapilmakta gecikilen seyde belirmektedir.

Yanitsizlik da benzer bir islev gorlir. Margotnun kayboldugu gece David'in
cevapsiz goriintiilii ¢agrilan ekranda st iiste birikir. Gonderilen mesajlarin
altinda yamit belirmez. Mesajlarin gonderilme saatleri ile bilgisayarin saati
arasindaki fark, gecen zamani ve buna bagli olarak endisenin derecesini
oOlgtilebilir kilar. Burada duyguyu tasiyan sey, arayilizde olan bir sey yerine
olmayan bir seydir; gelmeyen yanit, dolmayan sohbet penceresi, degismeyen
ekran. Filmin son boliimii, bu eksende kurulan oriintiiyii kapatir. David, Margot
bulunduktan sonra kizina yazarken filmin agilisinda sildigi climleyi yeniden
yazar. Bu kez "Seninle gurur duyuyorum" ve ardindan "Annen de duyard:i"
climlelerini duraksamadan yazar ve gonderir (bkz. Sekil 6). Yiizeyde bu, bir yas
sirecinin tamamlanmasini ve babanin nihayet duygusunu ifade edebilmesini
anlatir. Ancak bu kapanisin gerceklestigi yer belirleyicidir.
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Sekil 6.
David Margot’ya Atmaktan Cekindigi Mesaji Filmin Sonunda Atar

FS
I'm so proud of you

Mom would be too

|
(Kaynak: Searching, Chaganty, 2018)

Duygunun ifade edilebilir hale gelmesi, arayliziin disina ¢ikilarak degil
arayiizdeki islemin degismesiyle temsil edilmektedir. Iyilesmenin gostergesi, yiiz
yiize kurulan bir sahne yerine silinmeyen bir mesajdir. Bukatman'in terminal
kimligin her zaman aym zamanda bir teslimiyet olan bir agkinlik vaat ettigi
yoniindeki formiilasyonu burada tam olarak islemektedir (Bukatman, 1993, s.
329). David duygusal olarak bir esigi agmistir ancak bu agma yalnizca arayiiziin
iginde ve onun terimleriyle miimkiin olmustur. Bu tablo, ¢aligmanin genel savini
duygulanim diizeyinde dogrulamaktadir. Braidotti posthiiman &zneyi
bedenlesme, duygulanimsallik, empati ve arzu tarafindan sekillenen iliskisel bir
0zne olarak tanimlar (Braidotti, 2021, s. 41). Searching'de duygulanim, 6znenin
icinde sakli ve disavurulmay1 bekleyen bir 6z olarak degil arayiiz islemleri
araciligryla kurulan iligkisel bir siire¢ olarak belirmektedir. Duygu, ekrana
yansitilan bir i¢ diinyanimn ifadesi olmaktan ¢ikip, yazma, silme, bekleme ve
gonderme islemlerinin kendisinde iiretilmektedir.

Ug eksende ortaya g¢ikan tablo, tek tek bakildiginda birbirinden bagimsiz
gozlemler gibi goriinmektedir. Faillik ekseninde eylemin kaynagi dagilmakta,
veri ekseninde 6znenin ontolojik dayanagi ¢oziilmekte, duygulanim ekseninde
ise i¢ diinya arayiiziin diline devredilmektedir. Ancak bu ii¢ saptama ayni siirecin
farkl diizeylerdeki goriiniimleridir. S6z konusu siireg, 6znenin arayiiz karsisinda
degil arayiiz i¢inde kurulmasidir.
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Bu noktada terminal kimlik kavrammin ¢ift anlamlilig1 belirleyici hale gelir.
Searching bu eszamanliligli anlatisinin merkezine yerlestirmektedir. Filmde
David'in kizin1 bulmasi, tam da onu bir birey olarak tanimadigini fark etmesiyle
miimkiin hale gelmektedir. Margot'nun bulunmasi, bedeninin izinin siiriilmesiyle
degil veri izlerinin okunmasiyla gerceklesir. Duygunun ifade edilebilir hale
gelmesi, arayliziin disina cikilmasiyla degil araylizdeki islemin degismesiyle
temsil edilir. Her ti¢ durumda da kazang ile kayip aym1 hamlenin i¢inde birlikte
gerceklesmektedir. Bukatman'in terminal kimlik metinlerinin her zaman aym
zamanda bir teslimiyet olan bir agkinlik vaat ettigi yoniindeki formiilasyonu
filmde soyut bir gerilim olmaktan ¢ikip anlatinin kendi mantig1 haline gelmistir
(Bukatman, 1993, s. 329). Bu manti§in anlagilabilmesi i¢in Bukatman'in
kavramin odagina iliskin uyaris1 hatirlanmalidir. Terminal kimligi belirleyen sey
teknolojinin insan oznesiyle kurdugu arayiizdiir (Bukatman, 1993, s. 8).
Searching'de higbir teknoloji bilingli, niyetli ya da tehditkar olarak sunulmaz.
Filmde ne bir yapay zeka ne bir gézetim aygiti ne de kétiiciil bir sistem vardir.
Ortada bir yazim denetleyicisi, bir sifre kurtarma formu, bir takvim hatirlaticisi
ve bir giivenlik uyaris1 bulunmaktadir. Oznenin ¢6ziilmesi, olaganiistii bir
teknolojik miidahaleyle degil gilindelik yazilimlarin siradan isleyisiyle
gerceklesmektedir. Kavramin filme uygulanabilirligi tam da buradan dogar.
Terminal kimlik bir teknoloji kurami olarak degil bir arayliz kurami olarak
islemektedir. Bu durum, kavramin tarihsel baglami acisindan da dikkate deger bir
kayma gostermektedir. Bukatman terminal kimlik kavramini gelistirirken bilim
kurgu edebiyati ve sinemasini temel almigtir. Ona goére bu tiir, enformasyon
caginin sibernetik teknolojileriyle dogrudan arayiiz kurabilecek yeni bir 6zneyi
anlatisallagtirmay1 defalarca denemistir (Bukatman, 1993, s. 2). Bu deneme,
spekiilatif bir gelecek tasarimini, siborg bedenleri ve siber uzam tasvirlerini
gerektirmektedir. Searching ise ayni isi higbir spekiilatif unsura bagvurmadan
yapmaktadir. Film bir gerilim anlatisidir, gegtigi zaman bugiindiir ve kullandig1
arayiizler izleyicinin kendi ekranindakilerle aynidir. Bukatman'in 1993'te bilim
kurguya 6zgii saydigi proje, gliniimiizde tiir degistirmis ve giindelik bir arayiiziin
igine yerlesmistir. Terminal kimlik artik gelecekte kurulacak bir 6znellik olarak
degil halihazirda kurulmus bir 6znellik olarak temsil edilmektedir. Ancak
terminal kimlik kavrami, ¢6ziilmenin ardindan geriye ne kaldigim1 adlandirma
konusunda yetersiz kalmaktadir. Kavram, 6znenin kaybi ile yeniden kurulusu
arasindaki salinimi tarif eder fakat bu yeni kurulusun olumlu bir tanimini vermez.
Braidotti'nin posthiiman 6zne kurami bu boslukta islev kazanmaktadir.
Braidotti'ye gore posthiiman 6zne, ¢okluk icerisinde ve onun tarafindan insa
edilen iliskisel bir 6znedir ve odak tiniter 6znellikten gocebe dznellige kaymistir
(Braidotti, 2021, s. 69). Bu ¢ercevede Searching'de gézlemlenen ¢oziilme bir
yoksunluk degil 6znenin varolus bi¢imidir. Bu kayma, filmin iki ana karakterinde
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farklh bi¢imlerde tezahiir etmektedir. David agisindan gdgebelik, konumlanma
diizeyinde igler. David arastirma boyunca sabit bir bakig noktasinda duramaz. Her
arayiiz isleminde yeniden konumlanir, her platform ona farkli bir eylem alani agar
ve farkli smirlar dayatir. Bukatman'in elektronik uzami o6zneye sabit bir
0zdeslesme yeri vermeyi reddeden uzamlar olarak tanimlamasi, David'in
konumundaki bu istikrarsizlikta karsilik bulur (Bukatman, 1993, s. 18). Margot
acisindan ise gogebelik, varolus diizeyinde isler. Margot higbir platformda
biitiinliyle bulunmaz, her platform ondan farkli bir kesit iiretir ve bu kesitler
birbiriyle celisir. Onu bir araya getirecek bir iist konum yoktur. Braidotti'nin
Oznenin farklar boyunca isleyen, i¢sel olarak farklilagmis bir varlik oldugu
yoniindeki tanimi, Margot'nun filmdeki varlik bi¢imini dogrudan kargilamaktadir
(Braidotti, 2021, s. 69). Bu iki gogebeligin bulustugu nokta, filmin ontolojik
zeminini de agiga c¢ikarmaktadir. Braidotti posthiiman 6znelligin dayandigi
zemini doga ile kiiltlir arasindaki ayrimin reddi olarak, verili olan ile insa edilmis
olan arasindaki kategorik sinirin ¢oziilmesi olarak tanimlar (Braidotti, 2021, s.
13). Searching'de bu ¢oziilme, sahte kimlik oOrneginde en u¢ noktasina
ulagsmaktadir. Ekranda gériinen bir profilin arkasinda gercek bir kisinin bulunup
bulunmadigimi ayirt edecek bir oOlgiit yoktur. Bilgiler eksiksiz, kimlik ise
dretilmistir. Ancak bu belirsizlik yalnizca sahte kimlige o6zgii degildir.
Margot'nun ger¢ek hesaplar1 da onu aymi 6l¢iide kurmakta ve ayni 6l¢iide eksik
birakmaktadir. Verili kimlik ile iiretilmis kimlik arasindaki fark, derece farkina
indirgenmis durumdadir.

Haraway'in siborg kavrami bu tabloyu bir adim &teye tasimaktadir. Haraway'e
gore siborg gelecekte gergeklesecek bir olasilik degil iginde bulunulan durumun
tarifidir. Hepimiz siborguz ve bu siborg bizim ontolojimizdir (Haraway, 2006, s.
4). Searching'in kayda deger yani, bu saptamay1 hicbir bedensel melezlesme
gostermeden dogrulamasidir. Filmde protez, implant ya da makine-beden
bilesimi yoktur. Melezlesme, bedende degil failligin, varolusun ve duygulanimin
kurulus bigiminde ger¢eklesmektedir. Haraway'in fiziksel olan ile fiziksel
olmayan arasindaki smirm ¢oziildiigii yoniindeki saptamasi, filmde
mikroelektronik aygitlarin goriinmezligi iizerinden degil, bu aygitlarin iirettigi
verilerin kisinin kendisinin yerine ge¢mesi iizerinden iglemektedir (Haraway,
2006, s. 11). Bu okuma, alanyazindaki hakim degerlendirmeyle bir gerilim
icindedir. Yang (2020), masaiistii filmi izleyicinin edilgen konumdan kurtulup
Ozgiirlesmis ve etkin bir 6zneye doniistiigii bir bicim olarak ele almistir. Bu
degerlendirme, gozlemlenen olguyu dogru saptamakla birlikte Oznenin
biitiinligiinii  sorgulanmamis bir varsayim olarak korumaktadir. Etkinlik
artmaktadir ancak artan etkinligin sahibi, etkinlik 6ncesindeki 6zneyle ayni 6zne
degildir. Searching bu farki 6zellikle goriiniir kilmaktadir ¢linkii film yiizeyde bir
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insan failligi zaferi anlatmaktadir. Baba kizini bulur, aile yeniden kurulur, yas
tamamlanir. Klasik hiimanist anlatinin biitlin unsurlar yerli yerindedir. Ancak bu
zaferin gergeklestigi her asamada, zaferi kazanan 6znenin sinirlar bir kez daha
¢Oziilmiistiir.

Bu nedenle masaiistii film, yalmizca yeni bir anlatim teknigi olarak
degerlendirilemez. Bekmambetov'un formiile ettigi {i¢ birlik ilkesi, bigimi teknik
diizeyde tamimlamaktadir ancak bu teknigin tirettigi sey, 6znenin temsil edilme
bigiminde koklii bir kaymadir. Geleneksel sinemada 6zne, kameranin karsisinda
duran ve kamera tarafindan ¢er¢evelenen bir varliktir. Masaiistii filmde ise 6zne,
kendisini kuran arayiiziin i¢inden goriiniir héale gelmektedir. Bukatman'in
terminal kimligi anlatisal olarak kurulan bir 6znellik bigimi olarak tanimlamasi,
bu bi¢cimde en agik karsiligin1 bulmaktadir. Masaiistii film, posthiiman 6zneyi
temsil eden bir sinema olmanin &tesinde posthiiman bir 6znellik anlayigmin
kendisini iireten bir sinema bigimidir.

SONUC

Bu calisma, masaiistii filmde 6znenin nasil kuruldugunu Searching (Chaganty,
2018) filmi iizerinden incelemistir. Scott Bukatman'in terminal kimlik kavrami
ile Rosi Braidotti'nin posthiiman 6zne kuramindan hareketle, bi¢cimin klasik
hiimanist 6zneden gogebe bir 6znellige dogru bir kayma iirettigini savunmustur.
(Coziimleme, arayiiz olarak faillik, veri olarak 6zne ve duygulanimin
araylizlesmesi olmak tizere {i¢ eksende yiiriitiilmiistiir.

Faillik ekseninde, eylemin kaynaginin tekil bir 6znede toplanmadig1 goriilmiistiir.
David'in aragtirmayi ilerleten her hamlesi, bir arama motorunun diizeltmesi, bir
kurtarma protokoliiniin yonlendirmesi ya da bir sistem bildiriminin
miidahalesiyle i¢ ige gerceklesmektedir. Filmin kayda deger yani, bu dagilim
herhangi bir 6zerk sistem tasvirine bagvurmadan, giindelik yazilimlarin olagan
isleyisi lizerinden gdstermesidir.

Veri ekseninde, karakterlerin ekranda ancak kayitlar aracilifiyla var olabildigi
saptanmistir. Annenin Sliimii bir takvim kaydimin silinmesiyle, Margotun
varlig1 ise birbiriyle ¢elisen platform izleriyle temsil edilmektedir. Higbir kaydin
digerlerine iistiinliigii bulunmadig i¢in, 6znenin ne olduguna karar verecek bir
iist konum da yoktur.

Duygulanim ekseninde, i¢ diinyanin arayiiz islemlerine devredildigi goriilmiistir.
Yazilip gonderilmeden silinen mesajlar, imlecin duraksamalar ve yanitsiz kalan
cagrilar, adlandirilmis bir duyguya karsilik gelmeyen yogunluklari tasimaktadir.
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Duygulanim, gerceklestirilen eylemde degil gergeklestirilmekte gecikilen
eylemde belirmektedir.

Caligmanin bulgular1 bir biitiin olarak degerlendirildiginde, masaiistii filmde
Oznenin araylizle kurdugu iligkinin aragsal bir kullanim iligkisi olmadigi, 6znenin
bizzat bu arayiiz i¢inde tesis edildigi goriilmektedir. Bu tesis siireci, tek yonlii bir
yitim ya da tek yonlii bir yetkinlesme olarak kavranmaya elverigli degildir. Her
iki hareket de ayni1 edimin i¢inde eszamanli olarak vuku bulmaktadir. Bu tespit,
masaiistii filme iligkin yerlesik degerlendirmelerle belirli bir gerilim tagimaktadir.
Bigimin eylemliligi artirdigini ileri siiren yaklasimlar, gozlemledikleri olgu
bakimindan isabetlidir ne var ki bu yaklagimlar, artan eylemliligin faili olan
Oznenin biitliinliglinii sorgulanmamis bir onciil olarak muhafaza etmektedir.
Mevcut ¢alisma sdz konusu onciilii askiya almakta ve eylemliligin arttig1 noktada
Oznenin smirlarin da ¢oziildiigiini ileri siirmektedir.

Caligmanin kuramsal katkisi, terminal kimlik kavraminin {iretildigi baglamdan
farkli bir baglamda sinanmis olmasinda aranmalidir. Kavram, spekiilatif anlatilar
igin gelistirilmis olmasina kargin burada giindelik arayiizlerle isleyen ¢cagdas bir
gerilim filmi {izerinde isletilmis ve agiklayict giiclinii korudugu saptanmistir. Bu
durum, terminal kimligin belirli bir doneme ait bir elestiri arac1 olmanin Gtesinde
arayliz temelli anlatilarin ¢6ziimlenmesinde kullanilabilecek genel bir kavramsal
cergeve sunduguna isaret etmektedir. Yontemsel diizeyde ise caligma, klasik
sahne biriminin islerligini yitirdigi anlatilarda ekranda gergeklesen tekil
islemlerin ¢ézlimleme birimi olarak benimsenebilecegini 6rneklendirmektedir.

Aragtirma tek bir film iizerinden yiiriitilmiis, izleyici boyutunu kapsam disinda
birakmis ve metin odakli bir ¢6zliimleme benimsemistir. Bu sinirhliklar
cergevesinde elde edilen sonuglar, bigimin biitiiniine iligkin bir genelleme olarak
degil belirli bir kuramsal okumanin agiklayici veriminin smanmasi olarak
degerlendirilmelidir.

S6z konusu sinirliliklar, ayni zamanda miiteakip arastirmalar igin birer agilim
niteligi tasimaktadir. Oznenin dagilisinin dogaiistii bir faile baglandigi korku
kolunda posthiiman 6znelligin ne sekilde bigimlendigi bash basina bir inceleme
konusudur. Sahnelenen diisiinme siirecinin karaktere degil yonetmene ait oldugu
masaiistii  filmler, Oznellik bakimindan farkli bir yap1 arz etmekte ve
karsilagtirmali1 bir okumay gerektirmektedir. Nihayet, metin diizeyinde saptanan
bu 6znellik kaymasinin alimlama diizeyinde karsilik bulup bulmadigi, gorgiil
yontemlerle arastirilmay1 beklemektedir.
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Bu ¢aligmada Rus halkbilimci Vladimir Propp’un Morfologiya Skazki (Masalin
Bi¢cimbilimi) adlh eserinde ortaya koydugu bigimbilimsel ¢oziimleme yontemi
temel alinarak, 2013 yapimi 47 Ronin (Carl Rinsch, 2013) filmi incelenmistir.
Propp’un masallar1 ¢oziimlemek igin gelistirdigi model, anlat1 yapisini olusturan
31 islev ve anlati kisilerine ait 7 eylem alani iizerinden degerlendirilmistir.
Caligmanin amaci; Propp’un masal ¢oziimleme modelinin sinema anlatilarina
uygulanabilirligini ortaya koymak ve filmdeki olay orgiisiiniin bu modelle ne
Olciide oOrtlistiiglinli analiz etmektir. Arastirmada nitel yontem benimsenmis,
filmde yer alan sahneler Propp’un islevleri dogrultusunda siniflandirilarak
betimsel analiz yapilmistir. Elde edilen bulgular, filmde Propp’un belirledigi 31
islevin biiyiik dl¢iide karsilik buldugunu ve 7 eylem alaninin izlenebilir bigimde
yer aldigim gostermektedir. Bununla birlikte, Propp’un masallarda vurguladigi
islevlerin sabit siralamasi, incelenen filmin anlatisini1 olusturan dramatik yapida
ayn1 sekilde korunmamis; islevlerin siralamalarinda degisiklikler oldugu
goriilmiistiir. Bu film oOzelinde, Propp’un modelinin sinema anlatilarina
uygulanabilirligini desteklerken, islevlerin kronolojik olarak sabit bir dizilim
icinde ilerlemedigini ortaya koymaktadir. Calisma, Propp’un masal bi¢imbilimi
yaklagimimin yalnizca klasik masallarla smirli kalmayip, fantastik ve tarihsel
Ogeler iceren modern sinema anlatilar icin de gecerli oldugunu gostermesi
acisindan onem tagimaktadir.

Anahtar Kelimeler: Viadimir Propp, Masalin Bi¢imbilimi, Bicimbilimsel
Coziimleme, Sinema Anlatisi, 47 Ronin.
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CINEMA NARRATIVE IN THE CONTEXT OF
MORPHOLOGY OF THE FOLKTALE: AN ANALYSIS
OF THE FILM 47 RONIN

ABSTRACT

This study examines the 2013 film 47 Ronin (Carl Rinsch, 2013), based on the
morphological analysis method developed by Russian folklorist Vladimir Propp
in his work Morfologiya Skazki (Morphology of the Folktale). Propp’s model,
developed to analyze folktales, is evaluated through the 31 functions constituting
the narrative structure and the 7 spheres of action attributed to the narrative
characters. The aim of the study is to demonstrate the applicability of Propp’s
folktale analysis model to cinematic narratives and to analyze the extent to which
the plot of the film corresponds to this model. A qualitative method was adopted
in the study, and the scenes in the film were classified according to Propp’s
functions and subjected to descriptive analysis. The findings indicate that the 31
functions identified by Propp are largely present in the film and that the 7 spheres
of action can be discerned. However, the fixed sequence of functions emphasized
by Propp in folktales was not preserved in the dramatic structure constituting the
narrative of the analyzed film; changes were observed in the sequencing of the
functions. In this specific case, the findings support the applicability of Propp’s
model to cinematic narratives while revealing that the functions do not proceed
in a chronologically fixed sequence. The study is significant in demonstrating
that Propp’s morphology of the folktale approach is not limited to classical
folktales but is also applicable to modern cinematic narratives containing
fantastical and historical elements.

Keywords: Viadimir Propp, Morphology of the Folktale, Morphological
Analysis, Cinematic Narrative, 47 Ronin.

GIRIS

Halkbilimi alaninda 6nemli ¢alismalar1 bulunan Rus halkbilimci Vladimir Propp,
1928 yilinda yayimladig1 Masalin Bi¢imbilimi adli eserinde olaganiistii masallari
yapisal acgidan inceleyerek anlati ¢oziimlemesi alaninda gilinlimiizde de
gegerliligini koruyan bir yontem gelistirmistir. Propp’a gore masallar1 yalnizca
iceriklerine gore smiflandirmak yetersizdir; ¢iinkii masallarda kahramanlar ve
olaylar degisse dahi anlatinin temelini olusturan eylemler, yani islevler, belirli bir
diizen icerisinde sabit kalmaktadir. Bu baglamda Propp, masallarin
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¢oziimlemesinde kullanilmak iizere 31 iglev ve 7 eylem alanindan olusan bir
model ortaya koymustur.

Propp’un bigimbilimsel ¢éziimleme yontemi zaman igerisinde yalnizca masal
incelemeleriyle sinirl kalmamis; roman, hikaye, tiyatro, dizi ve sinema gibi farkli
anlat1 tlirlerinin yapisal ¢dzlimlemelerinde de kullanilmaya baglanmistir. Bununla
birlikte, Propp’un modeli olaganiisti masallarin anlatt yapis1 temelinde
gelistirildiginden, farkli anlati tiirlerine uygulanmasi sirasinda bu anlatilarin
yapisal Ozelliklerinin dikkate almmasi gerekmektedir. Ozellikle sinema
anlatisinda geri doniis, paralel kurgu ve olaylarm kronolojik siray1r bozacak
sekilde diizenlenmesi gibi anlatim olanaklari, Propp’un iglevlerinin masallardaki
siralamasindan farkli bigcimlerde konumlandirilmasina neden olabilmektedir. Bu
nedenle sinemaya yonelik ¢oziimlemelerde yalnizca islevlerin varligi degil, anlati
igindeki konumlar1 ve siralaniglar1 da 6nem tagimaktadir.

Bu caligma kapsaminda incelenen 47 Ronin filmi, Propp’un bicimbilimsel
¢oziimleme modelinin sinema anlatisina uygulanabilirligini degerlendirmek
acisindan dikkat ¢ekici bir 6rnek olugturmaktadir. Bunun temel nedenlerinden
biri, filmin Japon kiiltiirel anlati geleneginde &nemli bir yere sahip olan
Chiishingura anlatisindan hareketle olusturulmasina karsin, bu anlatiy1
Hollywood’un fantastik aksiyon ve kahraman merkezli anlat1 yapisiyla yeniden
bigimlendirmesidir. Boylece film, bir yandan sadakat, onur, fedakarlik ve
efendiye baglilik gibi Japon samuray anlatilarinda 6ne ¢ikan temalar tasirken,
diger yandan bireysel kahramanin miicadele ederek kendini kanitlamasi ve
doniisim gegirmesi gibi Hollywood sinemasinda yayginlagsan anlati kaliplarim
kullanmaktadir. Bu yoniiyle 47 Romnin, farkh kiiltiirel anlati unsurlarmin ayni
sinema metni igerisinde bir araya geldigi ve olaganiistii unsurlarin anlatinin temel
bilesenlerinden biri olarak kullanildig1 bir yapiya sahiptir.

Filmin bu ozellikleri, Propp’un olaganiistii masallar temelinde gelistirdigi
islevsel modelin farkli bir kiiltiirel ve anlatisal baglamda nasil karsilik
buldugunun incelenmesine olanak saglamaktadir. Filmde kahramanin yolculugu,
smmanmasi, ¢atigmaya girmesi, yardimcilar edinmesi, olaganiistii unsurlarla
karsilasmas1 ve miicadele sonucunda doniisiim gecirmesi gibi Propp’un
islevleriyle iligkilendirilebilecek anlati unsurlarinin bulunmasi, filmin bu model
cergevesinde degerlendirilmesini anlamli kilmaktadir. Bununla birlikte film
anlatisinin sinemaya 0zgli dramatik yapis1 nedeniyle, Propp’un masallar igin
belirledigi islevlerin ayni sirayla gerceklesmesi beklenmemektedir.
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Literatlirde Propp’un bigimbilimsel modelinin farkli anlat1 tiirlerine uygulandigi
caligmalar bulunmakla birlikte, modelin sinema anlatilarinda islevlerin yalnizca
varlig lizerinden degil, ayn1 zamanda islevlerin anlat1 igerisindeki siralama ve
konum degisiklikleri {izerinden ele alinmasi 6nem tagimaktadir. Bu ¢alisma, s6z
konusu noktadan hareketle 47 Ronin filmindeki anlat1 islevlerinin Propp’un
belirledigi yapi ile ne dlgiide oOrtiistiigiinii ve film anlatisinda bu islevlerin nasil
bir siralama igerisinde sunuldugunu incelemektedir. Boylece ¢alisma, Propp’un
modelinin modern sinema anlatilarinda dogrudan ve degismez bir sema olarak
mi, yoksa anlatinin yapisal 6zelliklerine bagl olarak doniisebilen bir ¢oziimleme
araci olarak mi1 degerlendirilebilecegini tartigmaktadir.

Bu caligma kapsaminda 47 Ronin filmi, Propp’un bi¢imbilimsel ¢dzlimleme
yontemi ¢ercevesinde ele alinmis; filmdeki anlati yapisinin Propp’un belirledigi
islevler ve eylem alanlar1 dogrultusunda nasil karsilik buldugu incelenmistir.
Ayrica iglevlerin film anlatisindaki konumu ve siralanigi degerlendirilerek,
Propp’un modelinin modern sinema anlatilarindaki  uygulanabilirligi
tartigilmustir.

VLADIMIR PROPP VE MASALIN BiCiMBILIiMi

Rus halkbilimei Vladimir Propp, 1928 yilinda yayimladigi Masalin Bigimbilimi
adli eserinde olaganiisti masallar1 yapi1 bakimindan incelemis ve masal
cozlimlemelerinde uzun yillar temel referans olarak kullanilan bi¢cimbilimsel bir
yontem gelistirmistir. Propp’a gore masallar1 yalmzca konu ya da igerik
iizerinden simiflandirmak yeterli degildir. Cilinkii masallarda kisiler ve olaylar
degisse bile, anlatinin ilerleyisini olusturan temel eylemler biiyiik dl¢iide sabit
kalmaktadir. Bu nedenle Propp, masallar anlatidaki islevler lizerinden ele almis
ve masal yapisinin degismeyen bir iskeleti oldugunu savunmustur (Propp, 2001;
Yel, 2025; Tarakei, 2022).

Propp’un ¢alismasi, yalnizca Rus masallariyla siirlt bir siniflandirma denemesi
olmanin &tesinde, anlati ¢éziimleme alaninda yapisalc1 yaklagimin en dnemli
orneklerinden biri olarak degerlendirilmektedir. Bu yoniiyle Propp’un yontemi,
sonraki donemlerde anlati incelemeleri, gostergebilim ve anlatibilim alanlarmda
gelistirilen bircok yaklagim icin dnciil bir ¢ergeve sunmustur. Ozellikle masalin
pargalanabilir bir yapiya sahip oldugu diisiincesi, anlati ¢6ziimlemelerinde metni
kiigiik birimlere ayirarak inceleme gelenegini giliglendirmistir (Yaylagiil &
Soygiider-Baturlar, 2019; Dogra, 2017).
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Propp’un bi¢imbilimsel ¢éziimleme yontemi, masallarda anlatinin ilerleyisini
olusturan 31 islev ve bu islevleri yerine getiren karakter rollerini agiklayan 7
eylem alanm tizerinden kurulmustur (Teng, 2021). Propp’a gore islev, masaldaki
karakterlerin kim oldugundan bagimsiz bi¢imde, anlatidaki eylemin anlamini
belirleyen temel birimdir. Baska bir ifadeyle masalda “kahramanin kim oldugu”
degisebilir; ancak “kahramanin ne yaptig1” islev olarak ayni kalabilir. Bu nedenle
Propp’un ¢6éziimleme modeli, anlat1 yapisini kisilerden bagimsiz olarak inceleme
olanagi saglamaktadir (Propp, 2001).

Propp’un belirledigi 31 islev, masal anlatisinda belli bir diizen icinde ortaya
¢ikmakta ve anlatinin dramatik akigini olusturmaktadir. Bunun yaninda 7 eylem
alan1 ise anlati kisilerinin iistlendigi rollerin siniflandirilmasmi miimkiin
kilmaktadir. Bu eylem alanlari; saldirgan (koti kisi), bagis¢1 (saglayici),
yardimci, prenses (aranan kisi) ve babasi, gonderen (gorevlendiren), kahraman
ve diizmece kahraman olarak belirlenmistir (Diindar, 2002). Propp’un yaklagimu,
karakterlerin psikolojik derinliklerinden ziyade, anlat1 igindeki iglevsel rollerine
odaklanmas1 bakimindan yapisalci anlati ¢oziimlemesinin temel Srneklerinden
biri olarak kabul edilmektedir (Suwarno & Suparto, 2023).

Tablo 1.

Propp 'un Masal Bigimi Yontemi ve Islevieri

Numara Sembol Tanim Aciklama

1 B Uzaklagma Aileden biri evden uzaklagir.

2 r Yasaklama Kahraman bir yasakla karsilagir.

3 A Yasag1 Cigneme  Yasak cignenir.

4 E Sorusturma Saldirgan bilgi edinmeye c¢alisir.

5 Z Bilgi Toplama Saldirgan kurbamiyla ilgili bilgi
toplar.

6 D Aldatma Saldirgan, kurbanini ya da servetini

ele gecirmek i¢in aldatmay1 dener.

7 ] Suca Katilma Kurban aldanir ve istemeyerek
diismanina yardim etmis olur.

8 A Kotiiliik Saldirgan aileden birine zarar verir.
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8A A Eksiklik Aileden birinin bir eksigi vardir; bir
seyi elde etmek ister.
9 B Aracilik, Gecis Kotiiliiglin ya da eksikligin haberi
Ani yayilir, bir dilek ya da buyrukla
kahramana bagvurulur, kahraman
gonderilir ya da gider.
10 C Karsit Eylemin Arayici-kahraman eyleme ge¢meyi
Bagslangici kabul eder ya da karar verir.
11 T Gidis Kahraman evinden ayrilir.
12 D Bagisemin -~ Ilk  Kahraman biiyiilii bir nesne ya da
Islevi yardimc1 edinmesini saglayan bir
sinama, sorgulama veya saldin ile
karsilagir.
13 E Kahramanin Kahraman ileride kendisine bagista
Tepkisi bulunacak kisinin eylemlerine tepki
gosterir.
14 F Biiyiilii Nesnenin  Biiyiilii nesne kahramana verilir.
Alinmast
15 G Bir Kilavuz Kahraman, aradif1 nesnenin
Esliginde bulundugu yere ulastirilir veya
Yolculuk kendisine kilavuzluk edilir.
16 H Catisma Kahraman ve  saldirgan  bir
catigmada kars1 karsiya gelir.
17 I Ozel Isaret Kahraman 6zel bir isaret edinir.
18 J Zafer Saldirgan yenik diiser.
19 K Giderme Baslangictaki kotiiliik giderilir ya da
eksiklik karsilanir.
20 l Geri Doniis Kahraman geri doner.
21 Pr [zleme Kahraman izlenir.
22 Rs Yardim Kahramanin yardimina kosulur.
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23 o Kimligini Kahraman kimligini gizleyerek
Gizleyerek kendi tlilkesine veya bagka bir iilkeye
Gelme vartr.
24 L Asilsiz Savlar Diizmece kahraman asilsiz savlar
ileri stirer.
25 M Gilic Kahramana gii¢ bir ig onerilir.
26 N Giic Isi Yerine Giic is yerine getirilir.
Getirme
27 Q Tanima Kahraman taninir.
28 Ex Ortaya Cikarma  Diizmece kahraman, saldirgan veya
kétiintin gergek kimligi ortaya cikar.
29 T Bigim Kahraman yeni bir gorliinim
Degistirme kazanir.
30 U Cezalandirma Diizmece kahraman veya saldirgan
cezalandirilir,
31 W¢o Evlenme Kahraman evlenir ve tahta ¢ikar.

Tablo 1: Propp’un 31 islevinin sembollerle gosterilerek gorsellestirilmis halidir.
Bu islevler, sinema anlatisinda da analiz edilecek temel yapisal bir ¢erceve
sunmaktadir.

Propp’un 31 islevinden sonra, anlatidaki karakter rollerini siniflandiran 7 eylem
alan literatlirde 6ne ¢ikmaktadir. Bu eylem alanlari, masaldaki veya sinemadaki
karakterlerin islevsel rollerini anlamay1 kolaylastirir ve anlatinin yapisal
cozlimlemesine olanak saglar. Eylem alanlar1 agagidaki gibi 6zetlenebilir:
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Tablo 2.
Propp’un 7 Eylem Alam
Eylem Alani Tanim
Saldirgan / Kotii Kahramana veya ailesine zarar veren karakter
Bagisc1 / Saglayict Kahramana biiyiilii nesne veya yardim saglayan
karakter
Yardimci Kahramana destek olan karakterler
Prenses ve Babast Genellikle korunacak veya kurtarilacak karakterler
Gonderen / Kahramani goreve yollayan karakter
Gorevlendiren
Kahraman Hikayenin ana karakteri
Diizmece Kahraman Basta iyi goriinen ama niyeti farkli karakter

Propp’un yontemi ilk olarak olaganiistii masallar iizerinden gelistirilmis olsa da
zaman igerisinde roman, hikaye, tiyatro, dizi ve film gibi farkli anlat1 tiirlerine
uygulanmistir. Ozellikle sinema anlatisinda, olay rgiisiiniin belirli bir dramatik
yapi i¢inde ilerlemesi, Propp’un islev temelli modelinin film ¢6ziimlemelerinde
de kullanilabilir olmasina zemin hazirlamigtir. Ancak sinema anlatisi, masal
anlatisindan farkli olarak geri doniis, paralel kurgu ve olaylarin kronolojik siray1
bozacak sekilde diizenlenmesi gibi anlat1 tekniklerine daha sik bagvurmaktadir.
Bu durum, Propp’un islevlerinin filmde bulunmasina ragmen, islevlerin gériiniim
sirasinin masaldaki klasik dizilimle birebir ortlismemesine neden olabilmektedir
(Patan, 2021; Giilsiin, 2019).

Bu baglamda Propp’un modelinin sinemaya uygulanmasi, islevlerin varligi ile
siralamasi arasindaki ayrimi goriiniir kilmaktadir. Propp’un modelinde islevlerin
belirli bir diizen i¢inde siralanmasi temel bir 6lgiit olarak kabul edilmekle birlikte,
sinema anlatilarinda dramatik etkiyi artirmak amaciyla olaylarin sunulug
biciminin yeniden diizenlenebildigi goriilmektedir. Bu nedenle Propp’un
yOntemi, sinema anlatilarinda yalnizca masaldaki siray1 birebir tekrar eden bir
yap1 aramak yerine, film anlatisinda hangi islevlerin nasil kullanildigimi ve anlati
iginde nasil konumlandirildigin1 gdstermesi agisindan islevsel bir analiz aract
olarak degerlendirilebilir.
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FILME ILiSKIN TEKNIiK BiLGILER
Tablo 3.

47 Ronin Filminin Kiinyesi

Ozellik Bilgi

Film Adi 47 Ronin

Yonetmen Carl Rinsch

Senaryo Chris Morgan, Hossein Amini

Yapim Yili 2013

Ulke ABD

Tir Fantastik/Aksiyon/Macera/Drama

Stire 1 saat 59 dakika

Yapim Universal Pictures

Sirketi

Bagslica Keanu Reeves (Kai), Hiroyuki Sanada (Oishi), Min Tanaka

Oyuncular  (Lord Asano), Ko Shibasaki (Mika), Tadanobu Asano (Lord
Kira), Rinko Kikuchi (Mizuki), Cary-Hiroyuki Tagawa (Shogun
Tsunayoshi)

BASLICA KARAKTERLER VE FILMDEKI ROLLERI

Kai (Keanu Reeves): Melez oldugu i¢in dislanan ancak {istiin doviis
yeteneklerine sahip gizemli bir savascidir. Lord Asano'ya sadakati ve Mika'ya
olan aski nedeniyle roninlerle birlikte savasir.

Oishi (Hiroyuki Sanada): Lord Asano'nun bas samuray1r ve sag koludur.
Efendisinin 6liimiinden sonra intikam planimi kurar ve 47 ronine liderlik eder.
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Lord Asano (Min Tanaka): Ako bolgesinin lideri ve Mika'nin babasidir.
Biiyliyle tuzaga diisiiriilerek seppuku yapmaya zorlanmasi, intikam siirecinin
baglamasina neden olur.

Mika (Ko Shibasaki): Lord Asano'mun kizi ve Kai'nin sevdigi kisidir.
Efendisinin 6liimiinden sonra Lord Kira ile zorla evlendirilmek istenir. Bu
durum, roninlerin intikam planmin yam swra Mika'yr kurtarma amacmi da
beraberinde getirir.

Lord Kira (Tadanobu Asano): Lord Asano'yu tuzaga diisliren ve onun
topraklarini ele gegiren bas diismandir. Mika ile evlenmek ister.

Mizuki (Rinko Kikuchi): Lord Kira'ya hizmet eden, sekil degistirebilen ve
tilsimlar kullanan bir cadidir. Lord Asano'yu etkisi altina alan biiyiiyli yaparak
onun Kira'ya saldirmasina neden olur.

Shogun Tsunayoshi (Cary-Hiroyuki Tagawa): Japonya'nin siyasi ve askeri
otoritesini temsil eden shogundur. Lord Asano'nun dliim hiikkmiinii verir ve
Asano'nun Oliimiiniin ardindan Akomun yonetimini Lord Kira'ya birakir. Bu
karari, roninlerin efendisiz kalmasina ve intikam siirecinin baslamasina neden
olur.

47 RONIN FiLMININ KONUSU

47 Ronin filmi, 18. yiizy1l Japonya’sinda gegmektedir. Hikaye, Ingiliz bir denizci
ile Japon bir koylii kadimin evlilik dis1 ¢cocugu olan Kai ile efendileri 6ldiiriilen
ve ustasiz kalan 47 samurayin (ronin) Lord Kira’dan intikam alma siirecini konu
edinmektedir.

Japon kiiltiiriinde “ronin” kavrami, efendisiz kalmig samuray savasgilarini ifade
etmektedir. Lord Asano’nun himayesinde huzurlu bir yasam siiren Ako halki ve
onlarm koruyucu savasgilari olan samuraylarin diizeni, Shogun Tsunayoshi’nin
Lord Kira esliginde bolgeye gergeklestirdigi ziyaretle bozulur. Bu ziyaret
strasinda Lord Kira’nin Asano’ya yonelik hain planlarinin oldugu anlasilir. Ote
yandan Kai, Lord Asano’nun kizi Mika’ya karsiliksiz ve imkansiz bir ask
beslemektedir. Ancak Lord Kira’nin amaci yalnizca Ako’yu ele gegirmek degil,
ayn1 zamanda Mika’yr da kendi kontrolii altina almaktir. Bu gelismeler
sonucunda efendilerini kaybeden samuraylar intikam almak tizere yeniden bir
araya gelir ve Kai de bu miicadelede onlara katilir.

Film, Japon Kkiiltiiriinde énemli bir yere sahip olan Chiishingura anlatisindan
esinlenmesi bakimindan dikkat c¢ekmektedir. Chiishingura anlatisiin, 18.
yiizyilda yasanan Akd Olay1’ndan hareketle olugtugu ve zaman igerisinde tiyatro,
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edebiyat, sinema ve televizyon uyarlamalar1 aracilifiyla Japon kiiltiirel
belleginde giiclii bir yer edindigi belirtilmektedir (Daliot-Bul, 2024). Ako Olayi,
Lord Asano’nun cezalandirilmasi ve ardindan efendisiz kalan samuraylarin Lord
Kira’dan intikam alma siireci etrafinda sekillenen tarihsel bir olaydir. Bu olayin
farkli donemlerde ve farkli anlat1 bigimlerinde yeniden ele alinmasiyla 47 ronin
hikéyesi zaman igerisinde genisleyen bir anlati gelenegine doniigsmiistiir (Smith,
2006). Ayrica bu anlatinin sadakat, onur, fedakarlik ve efendiye baglilik gibi
samuray degerlerinin sembolik temsil alanlarmdan biri olarak degerlendirildigi
ifade edilmektedir (Yau, 2011). Dolayisiyla Chishingura, yalnizca tarihsel bir
olayin aktarimini degil, bu olaymn farkli dénemlerde yeniden yorumlanmasiyla
olusan kiiltiirel ve anlatisal bir birikimi ifade etmektedir (Smith, 2006).

2013 yapimi 47 Ronin filmi, Chiishingura anlatisinin temel olay orgiisiinden bazi
unsurlan korurken, bu anlatiy1 yeni karakterler ve fantastik unsurlarla yeniden
bigimlendirmektedir. Filmde Lord Asano’nun cezalandirilmasi, 6liimiiniin
ardindan samuraylarm ronin haline gelmesi, Oishi’nin intikam plani olusturmasi
ve roninlerin Lord Kira’ya karsi harekete gegmesi, Chiishingura anlatisiyla
kurulan temel baglantilar1 olusturmaktadir. Bununla birlikte film, tarihsel
anlatinin merkezinde yer almayan Kai karakterini hikayeye dahil ederek onun
roninlerin miicadelesinde 6nemli bir rol iistlenmesini saglamaktadir. Kai’nin
Lord Asano’nun kiz1 Mika’ya duydugu askin yan1 sira Mizuki karakteri, dogatistii
giicler ve fantastik yaratiklarin anlatiya eklenmesi, tarihsel temelli hikdyenin
fantastik  aksiyon tiirlinlin  Ozellikleriyle  yeniden  yapilandirildigim
gostermektedir. Boylece film, Chiishingura anlatisindaki intikam Orgiisiinii ve
temel karakter iliskilerini korurken, bunlar1 bireysel kahramanlik ve fantastik
macera unsurlariyla genisletmektedir.

Filmde sadakat, onur, fedakéarlik, arkadaglik ve intikam gibi temalarin belirgin
bicimde islendigi goriilmektedir. Bu temalar, Japon samuray anlatilarinda sik
karsilagilan dramatik unsurlar arasinda yer almakta; ayn1 zamanda Hollywood
sinemasinda kahramanin ahlaki siavlardan gegerek doniisiim yasadigi anlati
yapilariyla da iligkilendirilebilmektedir. Hollywood’da Japon kiiltiiriine ait anlati
unsurlarinin yeniden yorumlanmasi {izerine yapilan ¢alismalarda, samuraylik ve
Japon savasci ethosunun Batili anlati kaliplart igerisinde doniistiiriilebilecegi
belirtilmektedir (Matano, 2020).

Hollywood’ un Japon kiiltiirel anlatilarint yeniden yorumlama bigimi, 47 Ronin
filminin yalnizca anlatisal yapis1 agisindan degil, ayn1 zamanda kiiresel sinema
endiistrisindeki konumu ve farkl kiiltlirel baglamlarda aldig: tepkiler agisindan
da dikkat ¢ekici bir 6rnek olarak degerlendirilmesine yol agmaktadir. Yaklagik
175-225 milyon dolarlik devasa biit¢esine karsilik kiiresel ¢apta yalnizca 151,8
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milyon dolar hasilat elde eden yapim, stiidyoya pazarlama giderleriyle birlikte
120-150 milyon dolar zarar ettirerek sinema tarihinin Onemli finansal
basarisizliklarindan biri olmustur (Box Office Mojo, 2026).

Filmin Amerika ve Bati diinyasindaki algist incelendiginde, elestirmenlerden
genel olarak olumsuz yorumlar aldig1 goriilmektedir; bu tepkilerin temel nedeni,
saf bir Asya anlatisinin merkezine kurgusal ve melez bir karakter yerlestirilerek
klasik “Beyaz Kurtaric1” (White Savior) motifinin ve oryantalist kliselerin
yeniden iretilmesi olarak degerlendirilmektedir (Oh, 2021; Becerikli, 2020).
Yapimmin Japonya’daki algis1 ve aldig1 tepkiler ise daha sert olmustur. Japon
ulusal kimliginin ve samuray ahlak kodunun (Bushido) kurucu mitlerinden biri
sayilan tarihsel Chiishingura anlatis1 (Daliot-Bul, 2024), Hollywood tarafindan
mistik yaratiklar, cadilar ve Batili aksiyon formiilleriyle yeniden yorumlanmustir.
Nitekim Hadamova (2020), filmde Japon kiiltiirii ve tarihine iliskin unsurlarin
Batili izleyicinin beklentilerine gore yeniden diizenlendigini ve bu durumun
tarihsel anlatiin carpitilmis bir temsilini ortaya ¢ikardigini belirtmektedir. Bu
baglamda 47 Ronin, tarihsel ve kiiltiirel bir anlatinin Hollywood’un fantastik
aksiyon estetigi igerisinde yeniden yapilandirilarak 6zgiin anlatidan
uzaklastirilmasinin ¢arpici bir gostergesi olarak degerlendirilebilir.

CALISMANIN AMACI

Bu c¢alisma, Vladimir Propp’un Masalin Bi¢imbilimi adli eserinde ortaya
koydugu  bicimbilimsel ¢Oziimleme  yOnteminin sinema  anlatisina
uygulanabilirligini incelemeyi amaglamaktadir. Bu dogrultuda 47 Ronin filminin
olay oOrgiisii, karakterlerin {istlendigi anlatisal roller ve islevlerin film
anlatisindaki dagilimi Propp’un 31 islevi ve 7 eylem alan1 cercevesinde
degerlendirilmistir.

Caligmanin temel amaci, Propp’un olaganiistii masallar i¢in gelistirdigi modelin
fantastik ve olaganiistii unsurlar igeren bir sinema anlatisinda nasil kargilik
buldugunu ortaya koymaktir. Bu kapsamda filmde Propp’un belirledigi islevlerin
bulunup bulunmadigi, bu islevlerin anlati igerisindeki siralanisi ve 7 eylem
alaninin karakterler {izerinden nasil karsilik buldugu incelenmistir. Bdylece
Propp’un modelinin sinema anlatisinda dogrudan ve degismez bir yap1 olarak mu,
yoksa anlatinin 6zelliklerine bagli olarak doniisebilen bir ¢6ziimleme araci olarak
m1 degerlendirilebilecegi tartigilmistir.

Bu baglamda aragtirmanin temel sorusu, 47 Ronin filmindeki anlati yapisinin
Propp’un bigimbilimsel ¢6ziimleme modeli ¢ercevesinde ne Olgilide
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aciklanabilecegi ve filmdeki islevlerin Propp’un 6ngordiigii dizilimle ne olgiide
Ortiistigidir.

CALISMANIN YONTEMIi

Aragtirmada nitel arastirma yaklagimi benimsenmis ve ¢Oziimleme ydntemi
olarak Vladimir Propp’un bigimbilimsel modeli kullanilmigtir. Nitel yaklagim,
film anlatistnin olay Orgiisii, karakter rolleri ve anlati islevlerinin ayrmntil
bicimde incelenmesine olanak saglamasi nedeniyle tercih edilmistir.

Calismada 47 Ronin filmi, Propp’un belirledigi 31 islev ve 7 eylem alam
dogrultusunda sahne diizeyinde analiz edilmistir. Analiz siirecinde film
kronolojik olarak izlenmis, olay 6rgiisii adim adim degerlendirilmis ve sahneler
Propp’un islevleriyle karsilagtirilarak her bir islevin filmdeki karsilig
belirlenmistir. Islevlerin filmdeki gerceklesme siras1 ayrica kaydedilerek
Propp’un 6nerdigi siralama ile karsilastirilmastir.

Karakterlerin iistlendigi anlatisal roller ise Propp’un 7 eylem alani ¢ergevesinde
siniflandirilmig; kahraman, saldirgan, bagisci, yardimci, gonderen, prenses ve
babas1 ile diizmece kahraman eylem alanlarinin filmdeki kargiliklar
degerlendirilmistir. Elde edilen veriler betimsel olarak yorumlanmis; islevlerin
film anlatisindaki varligi, konumu ve siralamasi ile eylem alanlarinin karakterler
iizerinden nasil kuruldugu incelenmistir.

Bu dogrultuda arastirmada Propp’un modelinin film anlatisina uygulanmasi
sirasinda islevlerin varlig1 ile Propp tarafindan belirlenen siralama arasindaki
iligki temel ¢6ziimleme noktalarindan biri olarak ele alinmstur.

EVREN VE ORNEKLEM

Arastirmanin evrenini, Vladimir Propp’un bigimbilimsel ¢6ziimleme yonteminin
uygulanabilecegi sinema anlatilar1 olusturmaktadir. Aragtirmanin 6rneklemi ise
Carl Rinsch tarafindan yonetilen 2013 yapimi 47 Ronin filmidir.

Filmin 6rneklem olarak segilmesinde Oncelikle olaganiistii ve fantastik anlati
unsurlarint yogun bigimde i¢ermesi etkili olmustur. Filmde biiyiili yaratiklar,
cadi figiirii, sinav, yolculuk, catisma, biiyiilii nesne edinimi ve kahramanin
doniisiimii gibi Propp’un islevleriyle iliskilendirilebilecek anlati 6geleri belirgin
bicimde yer almaktadir. Bu o6zellikler, filmin Propp’un olaganiistii masallar
temelinde gelistirdigi modelin sinema anlatisindaki karsiliklarini incelemek
acisindan uygun bir drnek olusturmasini saglamaktadir.
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Filmin se¢iminde ikinci 6nemli unsur, 47 Ronin anlatisinin Japon kiiltiirel anlati
gelenegi ile Hollywood sinemasmin anlati kaliplarin1 ayni1 yapi igerisinde bir
araya getirmesidir. Film, Japon Kkiiltiiriinde O6nemli bir yere sahip olan
Chiishingura anlatisindan beslenirken, bu anlatiy1 fantastik aksiyon unsurlar1 ve
bireysel kahramanin miicadele ve donilisim silireci {izerinden yeniden
yapilandirmaktadir. Boylece kolektif sadakat, onur, fedakarlik ve efendiye
baglilik gibi Japon samuray anlatilarinda 6ne ¢ikan temalar ile Hollywood
sinemasinda sik karsilagilan kahraman merkezli anlat1 yapis1 aym film igerisinde
bir araya gelmektedir.

Bu o6zellikleriyle 47 Ronin, yalnizca olaganiistli anlat1 unsurlarini barmdiran bir
film olmas1 bakimindan degil, farkl kiiltiirel anlat1 unsurlarinin modern sinema
icerisinde yeniden yapilandirildigi bir yapim olmasi bakimindan da dikkat
cekmektedir. Dolayisiyla filmin Orneklem olarak secilmesi, hem Propp’un
islevsel modelinin sinema anlatisindaki uygulanabilirliginin hem de bu islevlerin
farkli bir kiiltiirel anlat1 baglaminda nasil konumlandiginin incelenmesine olanak
saglamaktadir.

SINIRLILIKLAR

Bu calisma yalmzca 47 Ronin filmi lizerinden yiiriitiilmiistiir. Bu nedenle elde
edilen bulgularim Propp’un bi¢imbilimsel ¢6ziimleme yonteminin tiim sinema
anlatilarina genellenmesi miimkiin degildir. Arasgtirma, tek bir film ornegi
iizerinden gergeklestirildigi i¢in ulasilan sonuglar, incelenen filmin anlati yapisi
ve igerdigi olaganiistii unsurlar ¢ergevesinde degerlendirilmelidir.

Caligmada filmin anlat1 yapisi Propp’un 31 islevi ve 7 eylem alani dogrultusunda
incelenmis; filmin gorsel dili, sinematografik anlatim teknikleri, kurgu yapisi,
oyunculuk performanslari, karakter psikolojileri, izleyici alimlamasi ve ideolojik
okumalar kapsam disinda birakilmistir. Bu nedenle arastirma, filmin anlatisal
yapisina odaklanmakta; gorsel, estetik ve alimlama temelli ¢éziimlemeleri
icermemektedir. Ayrica Propp’un bi¢imbilimsel modeli, olaganiistii masallar
temel alinarak gelistirilmis bir ¢éziimleme yaklagimidir. Sinema anlatilari ise
dramatik yapi, karakter merkezli kurgu ve gorsel anlatim olanaklari nedeniyle
masallardaki dogrusal isleyisten farkli ozellikler gosterebilmektedir. Bununla
birlikte, secilen film Grneginin olaganiistii anlati1 6zellikleri tagimasi, Propp’un
modelinin sinemada uygulanabilirligini incelemek agisindan uygun bir zemin
sunmaktadir.
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BULGULAR
Propp’un Islevleri ve Film Anlatisimin Karsilastirmali Analizi
Tablo 4.

Propp’un Islev Dizilimi ile 47 Ronin Filmindeki Islev Diziliminin
Kargilagtirilmasi

Propp’un Sembol Propp’un Filmdeki Karsihig: Filmdeki
Sirasi Islevleri Sirasi
1 B Uzaklagma Filmde  birden  ¢ok 1

uzaklagsma sahnesi yer
alir: Kai iblislerden kagar;
Kai, samuraylar ve Asano
ava cikar.

2 r Yasaklama Kai bir melezdir, samuray 2
olmadig1 i¢in miidahale
etmemesi gereken bir
diizen vardir.

3 A Yasagi Kai samuray olmamasma 3
Cigneme ragmen canavari Oldiiriir.
4 E Sorusturma T ggriiniimindeki ¢
cadi, av sirasinda dolasir
ve bilgi toplar.
5 Z Bilgi Toplama Cadi avda gordiklerini 5

Lord Kira’ya anlatir.

6 D Aldatma Cad1  gosteri alanmna 6
cikacak samuraya biiyii
yapar, Oishi’'nin oglu
bunu goriir ve Kai olaya
dahil olur.

7 © Suca Katilma Kai zirh1 giyer, doviis 7

esnasinda kaski diiser;
Shogun Tsunayoshi,
Kai’nin samuray
olmadigim fark ederek
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onun Oldiiriilmesi emrini
verir. Mika ve Asano diz
¢okerek Kai’nin
bagislanmasini ister.

A Kotiilitk Cadi Lord Asano’ya biiyli 8
yapar ve onu tuzaga
ceker.

A Eksiklik Biiyli nedeniyle Asano 8A

haliisinasyon goriir, kizi
Mika’yr tehlikede sanir
ve Kira’ya saldirir.

B Aracilik Asano’nun saldiris1 9
(Gegis) duyulur; Shogun
Tsunayoshi, Asano’nun
kendi topraklarinda
misafirine saldirdig
gerekcesiyle Asano

hakkinda o6liim hikmii
verir. Asano, onurunu
korumak i¢in seppuku
yapar. Asano’nun
seppuku yaparak
yasamina son vermesi,
filmde onur temasinin
nasil islendigini gosteren
Oonemli  bir  Ornektir.
Karakterin Olim
karsisinda kendi onurunu
korumay1 tercih etmesi,
samuray degerlerinin
anlati igerisinde bireysel
yasamin Oniine
yerlestirildigini

gostermektedir.
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10

C Karsit
Eylemin
Bagslangici

Oishi ve samuraylar
intikam karar1 alir (ama
Oishi “simdi savasirsak
oliiriiz” der). Oishi ve
samuraylarin bu karari,
filmde intikam temasinin
temel hareket noktasidir.
Efendileri Asano’nun
olimiiniin ardindan
intikam  almak  igin
yeniden bir araya
gelmeleri, samuraylarim
efendilerine bagliliklarini
eyleme donistiirdiiklerini
gostermektedir.

10

11

1 Gidis

Roninler dagilir, Kai
Hollanda adalarina kole
olarak satilir.

11

12

D Bagiscinin 11k
Islevi

Oishi bir y1l gukura atilir,
sonra cikarilir ve
ailesinden ayrilarak
samuraylar1 ve Kai’yi
bulmak icin harekete

geger.

12

13

E Kahramanin
Tepkisi

Kai Oishi’yi tammayip
ona  saldinr.  Oishi
vazgegmez ve Kai'yi
kurtarr.

13

14

F Biiyiilii
Nesnenin
Alinmasi

Biiyiilii kili¢ alinir.

21

15

G Kilavuz
Esliginde
Yolculuk

Kai ve roninler tengu
mabedine dogru
yolculuga ¢ikar.

17

16

H Catisma

Kai iblis ustasiyla savasir.

18
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17 I Ozel Isaret Kai’'nin “melez” kimligi 19
ve savas becerisi
belirginlesir.

18 J Zafer Kai iblisleri yener ve 20
kilict kazanir.

19 K Giderme Roninlerin  eksik olan 22
“giic/ara¢” (kilig) sorunu
¢Oziiliir.

20 l Geri Dontig Kai ve Oishi roninlerle 15
yeniden birlesir.

21 Pr Izleme Cadi roninleri takip eder. 14

22 Rs Yardim Roninler pusudan 23
kurtulur ve birbirlerine
destek olur. Roninlerin
tehlike karsisinda
birbirlerine destek
olmalari, filmde
arkadaglik ve dayanisma
temasinin nasil
islendigini
gostermektedir. Bu
destek, bireysel
miicadeleden ziyade
grubun birlikte hareket
etmesini one
¢ikarmaktadir.

23 O Kimligini Gosteri grubu kiliginda 26

Gizleyerek diigiine sizarlar.
Gelme

24 L Asilsiz Savlar  Cadi Kira’ya  yanhs 25
kehanet ve yaniltic1 bilgi
Verir.

25 M Giig Oishi:  “basarsak bile 16

Olecegiz” der, intikam
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gorevi  kabul  edilir.
Roninlerin basarili
olmalari halinde
Oleceklerini  bilmelerine
ragmen intikam gorevini
kabul etmeleri, filmde

fedakarlik temasinin
belirgin bigimde
islendigini

gostermektedir. Bu
durum, karakterlerin
kendi yasamlarin1 geri
plana birakarak

efendilerinin  intikamini
alma gorevini yerine
getirmeye yoneldiklerini

ortaya koymaktadir.
26 N Giig Isi Yerine Roninler plan1 uygular ve 27
Getirme diigiin baskinini
gergeklestirir.

27 Q Tanima Kai roninler tarafindan 24
kabul edilir (listeye dahil
edilir).

28 Ex Ortaya Cadi1 ger¢ek formuna, 28

Cikarma ejderhaya benzer bir seye
doniisir ve Kira’nin
kotiiligii netlesir.

29 T Bigim Kai yeteneklerini 29

Degistirme kullanarak bigim
degistirir.

30 U Cezalandirma  Oishi Kira’y1 6ldiiriir, Kai 30
cadiy1 Sldiirir.

31 W¢°o Evlenme Diizen yeniden kurulur: 31

roninler intikamini alir ve
onurlu Oliim ister,
Oishi’nin  oglu  hari¢
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herkes Oliir, Mika tahta
cikar.

Tablo 4’te goriildigl tlizere, 47 Ronin filminde Propp’un bicimbilimsel
¢oziimleme modelinde yer alan islevlerin biiyiik olgiide karsilik buldugu
goriilmektedir. Bununla birlikte, film anlatisinin sinemaya 6zgii yapisi, islevlerin
Propp’un 6nerdigi sabit dizilimle birebir 6rtlismemesine neden olmaktadir. Bazi
islevlerin yer degistirdigi goriilmektedir. Bu durum, Propp’un modelinin sinema
anlatilarima  uygulanabilirligini  desteklemekle birlikte, islevlerin siral
ilerleyisinin masaldaki gibi sabit kalmadigini gostermektedir.

Ornegin, 14. islev olan “Biiyiili Nesnenin Almmasi” filmde 21. sirada
gerceklesmektedir. “Kilavuz Esliginde Yolculuk”, “Catisma”, “Ozel Isaret”,
“Zafer”, “Izleme”, “Giig” ve “Geri Doniis” gibi islevlerin ardindan biiyiilii
nesnenin elde edilmesi, anlatinin dramatik kurulusuyla iligkilidir. Filmde bunun
gibi birka¢ Ornege daha rastlamak miimkiindiir. Bu durum, film anlatisinda
islevlerin varliginin korundugunu ancak kronolojik dizilimin sinema anlatisinin
gereklilikleri dogrultusunda yeniden diizenlenebildigini gdstermektedir.
Dolayisiyla film, Propp’un masal islevlerini biiylik 6l¢lide barindirmakta ancak
bu islevler masaldaki sabit dizilimden farkli bir akis iginde yer almaktadir.

Tabloda yer alan islevlerin film anlatisindaki karsiliklar incelendiginde ise, bu
islevlerin yalnizca olaylarin ilerlemesini saglayan anlatisal asamalar olmadigi,
ayn1 zamanda filmin temel temalarinin kurulmasina da katki sagladig
goriilmektedir. Ornegin, “Aracilik (Gecis)” islevinde Asano’nun onurunu
korumak amaciyla kendi yasamina son vermesi, onur temasinin anlati igerisinde
somutlasmasini saglamaktadir. “Karsit Eylemin Baslangic1” islevinde Oishi ve
roninlerin Asano’nun intikamim alma karari, intikam temasini olay drgiisiiniin
merkezine tasimaktadir. Bunun yani sira, Oishi ve roninlerin efendileri Asano’ya
bagliliklarini siirdiirmeleri, filmde sadakat temasinin goriinlir hale gelmesini
saglamaktadir. “Yardim” islevinde roninlerin tehlike karsisinda birbirlerine
destek olmalari, arkadaglik ve dayanigmanim grup igerisindeki 6nemini ortaya
koymaktadir. “Gii¢” islevinde ise roninlerin basarili olmalar1 halinde 6leceklerini
bilmelerine ragmen intikam gorevini kabul etmeleri, fedakarlik temasin
belirginlestirmektedir. Bu 6rnekler, Propp’un islevlerinin filmde yalmzca olay
oOrglistiniin ilerlemesini saglayan yapisal unsurlar olarak degil, aym1 zamanda
sadakat, onur, fedakarlik, arkadaslik ve intikam gibi temalarin anlat1 igerisinde
goriiniir héle gelmesini saglayan islevsel unsurlar olarak da kullanildigim
gostermektedir.
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Tablo S.
Propp’un 7 Eylem Alan ve Filmdeki Kargiliklar
Propp’un Eylem Filmdeki Filmdeki Islevi
Alam Karakter/Karsihk
1. Saldirganin (ya Lord Kira Filmde Kai karakterine karsi

da kotii Kkisinin)
eylem alam

kotiilik besleyen Lord Kira’dir.
Lord Kira’nin Kai diginda Lord
Asano i¢in de hain planlar vardir.
Cadi araciligiyla bilgi toplar ve
cadi ile planlar yapar.

2. Bagiscimin (ya
da saglayicinin)
eylem alam

Biiyiilii nesne: kilig

Kai i¢in biiyiilii nesne kiligtir, Kai
ve samuraylarin  kendilerini
savunabilmeleri ve
savasabilmeleri i¢in kiliglara
ihtiyaglar1 vardir. Kai kiliglar
almak icin iblislerin mabedine
gider. Mabedde Oishi bir
sinavdan gecer, o esnada Kai
iblisle savasir ve kilici alir.

3.  Yardimcinin
eylem alam

Oishi / samuraylar

Filmde birden fazla yardimcinin
eylem alam1  bulunmaktadir.
Oishi’nin Kai’ye yardim etmesi,
samuraylarin birbirlerine yardim
etmesi ve lordlarinin intikamini
almaya ¢aligmalari.

4. Prensesin
(aranan Kisinin)
ve babasinin

eylem alam

Mika / Lord Asano

Filmde prensesin eylem alani
Mika iizerinden kurulmaktadir.
Lord Asano ise Ako’nun diizenini
temsil eden kisidir. Lord Kira’nin
planlarinda hem Ako’yu hem
Mika’y ele gecirmek vardir.

5. Gonderenin
(gorevlendirenin)
eylem alam

Oishi

Oishi  ¢ukurdan  ¢ikartilinca
Kai’yi bulmaya gitmek ister.
Gitmeden ogluna diger
samuraylar1 bulmasini sdyler.

Research Article- Submit Date: 19.03.2026, Acceptance Date: 21.09.2026

540

DOINO: 10.17932/TAU.EJNM.25480200.2026/ejnm_v10i3004
Copyright © e-Journal of New Media



e-Journal of New Media / Yeni Medya Elektronik Dergi — eJNM
ISSN: 2548-0200, September 2026 Volume 10 Issue 3, p.520-545

Research Article
6. Kahramanin Kai Film Kai karakteri iizerine
eylem alam kurgulanmistir.  Bir  samuray

olmadigr i¢in melez olarak
adlandirilip diger samuraylar
tarafindan diglanmistir. Ancak
daha sonra samuraylar Kai’yi
kabul edip kendilerinden biri
olarak goérmeye basglar.

7. Diizmece Net degildir Filmde diizmece kahraman islevi
kahramanin net bir sekilde kurulmamaktadir.
eylem alam Lord Kira, baslangicta iyi niyetli

gorilinerek Shogun Tsunayoshi’ye
ve Lord Asano’ya yaklagsa da,
anlati ilerledik¢e gercek niyetleri
ortaya cikar; diger
imparatorluklar1 ele gecirme ve
kendi ¢ikarmna planlar yapma
amaciyla hareket eder.
Kahramanin basarisini
sahiplenme veya ddiilii alma gibi
klasik islevleri ise
iistlenmemektedir.

Propp’un 7 eylem alanina goére hazirlanan tablo incelendiginde, 47 Ronin
filminde anlati kisilerine ait rollerin biiyiik 6l¢lide kurulabildigi goriilmektedir.
Filmde saldirgan rolii Lord Kira {izerinden agik bigimde sekillenmekte, kahraman
rolii ise Kai karakteri iizerinden ilerlemektedir. Bununla birlikte Oishi ve
samuraylar, anlati boyunca hem kahramanin desteklenmesi hem de intikam
planinin yiiritiilmesi agisindan yardimei eylem alaninda konumlandirilmaktadir.

Bagisc1 eylem alani ise filmde biiyiilii nesne olan kilig iizerinden kurulmakta;
kilicin elde edilmesi siireci, kahramanin smanmasi ve gilic kazanmasiyla
iligkilendirilmektedir. Prenses ve baba eylem alaninda Mika ve Lord Asano’nun
anlatidaki konumu belirginlesmekte, 6zellikle Lord Kira’nin planlarinin hem Ako
diizenini hem de Mika’y1 hedef almasi bu rol dagilimim desteklemektedir.

Ancak tablo genel olarak degerlendirildiginde filmde diizmece kahraman
islevinin net bir sekilde kurulmadig1 goriilmektedir. Bu durum, filmin Propp’un
masal modeline biiylik 6l¢iide yaklasmasina ragmen, modern sinema anlatisi
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icerisinde bazi eylem alanlarinin  tamamen karsilanmayabilecegini
gostermektedir.

SONUC

Bu ¢alisma kapsaminda 47 Ronin filmi, Vladimir Propp’un Masalin Bi¢imbilimi
yaklagimi ¢ergevesinde g¢Oziimlenmistir. Yapilan inceleme sonucunda filmde
Propp’un belirledigi otuz bir iglevin biiyiik boliimiiniin anlati i¢erisinde karsilik
buldugu tespit edilmistir. Bununla birlikte, bu islevlerin filmdeki ger¢ceklesme
sirasinin  Propp’un masallar i¢in ortaya koydugu sabit dizilimle birebir
ortiismedigi goriilmiistiir. Ozellikle “Biiyiilii Nesnenin Alinmas1”, “Geri Déniis”,
“Izleme”, “Giig” ve diger bazi islevlerin farkli konumlarda ortaya ¢ikmasi,
sinema anlatistnin olaylar1 dramatik gereklilikler dogrultusunda yeniden
diizenleyebildigini gostermektedir.

Propp’un simgesel gdsterimi ve filmin simgesel gosterimi asagidaki gibidir:

Propp’un simgesel gosterimi: " BTAEZDO®AABCTDEFGHIJK | Pr
RsOLMNQExTUW°0”

Filmin simgesel gosterimi: "BTAEZDO®AABCTDEPr| MGHIJFK
RsQLONExTUW°0”

Bu gosterimler, film anlatisinda Propp’un islevlerinin biiylik 6lgiide
korundugunu; ancak islevlerin siralamasinda ¢esitli sapmalar meydana geldigini
acik bigimde ortaya koymaktadir. Islevlerin siralamasindaki bu sapmalar,
modelin gecersizligine isaret etmekten ziyade anlati ortamindaki doniislime isaret
etmektedir. Masal anlatisinda olaylar daha dogrusal ve nedensel bir ilerleyis
gosterirken, sinema anlatis1 gerilim kurma, karakter gelisimini destekleme ve
dramatik etkiyi artirma gibi unsurlar nedeniyle islevleri farkli noktalarda
konumlandirabilmektedir. Bu durum, islevlerin ortadan kalkmadigim, yalnizca
anlat1 yapisi icerisinde yeniden diizenlendigini gdstermektedir.

Eylem alanlar incelendiginde, filmde saldirgan, kahraman, yardimci, bagisci ve
gonderen rollerinin belirgin bigimde kuruldugu; ancak diizmece kahraman
islevinin net bir karsilik bulmadig1 goriilmektedir. Bu durum, modern sinema
anlatisinin klasik masal semasini biitiiniiyle tekrar etmek yerine, baz1 yapisal
unsurlarn segerek kullandigimi gostermektedir.

Dolayisiyla modern sinema anlatisi, Propp’un modelini dogrudan uygulamak
yerine onu doniistiirmektedir. Islevler biiyiik 6lciide korunmakla birlikte,
dramatik yapi, gorsel anlatim ve karakter merkezli kurgu nedeniyle siralama
esneyebilmekte ve bazi eylem alanlar1 zayiflayabilmektedir. Bu baglamda
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Propp’un modeli, modern film anlatilarin1 kati bir semaya yerlestirmekten
ziyade, anlat1 yapisindaki doniislimleri goriiniir kilan bir ¢ziimleme araci olarak
degerlendirilebilir.

Bunun yaninda 47 Ronin filmi, Japon kiiltiirlinde 6nemli yer tutan sadakat, onur,
fedakarlik, arkadaslik, intikam ve efendiye baglilik gibi temalar1 Hollywood’un
kahraman merkezli dramatik anlati yapisiyla birlikte sunmas1 bakimindan da
dikkat ¢ekmektedir. Ozellikle Kai karakterinin dislanmis bir figiirden miicadele
stireci igerisinde belirleyici bir kahramana doniismesi, Japon anlat1 gelenegine ait
kolektif gorev anlayisi ile Hollywood sinemasinda sik karsilagilan bireysel
kahraman doniigiimiiniin ayn1 anlat1 yapisi igerisinde bir araya getirildigini
gostermektedir. Bu yoniiyle film, yalnizca Propp’un islevsel yapisinin sinema
anlatisindaki karsiliklarimi ortaya koymakla kalmamakta, ayn1 zamanda farklh
kiiltiirel] anlati geleneklerinin modern sinema igerisinde nasil yeniden
yorumlanabildigine de isaret etmektedir.

Sonug olarak bu calisma, Propp’un masal bicimbilimi yaklasiminin yalnizca
geleneksel anlatilarla siirli kalmadigini; fantastik ve tarihsel 6geler barindiran
modern sinema anlatilar1 i¢in de uygulanabilir oldugunu ortaya koymaktadir.
Islevlerin siralamasindaki esnemeyi ve bazi eylem alanlarinin zayiflamasini
ortaya koyarak, Propp modelinin modern anlati yapilarn baglamimda nasil
doniistiigiine dair literatiire katki sunmaktadir. Ayrica ¢alisma, Japon kiiltiirel
anlat1 unsurlarinin Hollywood’un popiiler sinema anlatisiyla birlikte ele alindig
bir film O6rnegi iizerinden, Propp’un islevsel yapisinin farkli kiiltiirel anlati
geleneklerini igeren ¢agdas sinema anlatilarinda nasil gorliniir hale geldigini
gostermesi bakimindan da O0nem tagimaktadir. Bu yoniiyle ¢alisma, anlati
kuramimin ¢agdas film uygulamalarinda yeniden degerlendirilmesine katki
sunmakta ve Propp modelinin modern sinema anlatilar1 baglaminda nasil
doniistiigiinii somut bir 6rnek lizerinden tartigsmaktadir.
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ABSTRACT

This paper extends the infection model in meme communication by integrating a
word-of-mouth inflection model with an advertising memory effect model to
depict meme virality and assess the impact of meme-style advertising. In the
developed Internet era, meme-based advertising presents an economical and
efficient strategy to enhance advertising effectiveness and foster immediate
customer engagement due to its user-generated content nature.

Two distinct models are proposed, differing in their consideration of the meme
spread rate: a one-step model assuming an exponentially distributed spread rate,
and a two-step model incorporating a 'change point' for varying spread speeds
across dissemination stages. Empirical data from a Taiwanese meme database
and survey responses from 1248 subjects. Model validation showed a good fit
between predictions and real-world data. This research successfully quantifies
the memetic phenomenon, providing a predictive model for meme spread rates
and advertising effects, offering marketing managers a valuable tool for strategic
decision-making and contributing to future quantification studies of memes.

Keywords: Meme, Advertising Memory Effect, Spread Rate, Infection Model,
Meme Marketing.

Research Article- Submit Date: 24.06.2026, Acceptance Date: 02.09.2026 546
DOI NO: 10.17932/IAU.EJNM.25480200.2026/ejnm_v10i3005
Copyright © e-Journal of New Media



e-Journal of New Media / Yeni Medya Elektronik Dergi — eJNM
ISSN: 2548-0200, September 2026 Volume 10 Issue 3, p.546-571
Research Article

ENFEKSIYON MODELININ GENISLETILMESI

(074

Bu caligma, memetik viralligi tasvir etmek ve meme tarzi reklamlarin etkisini
degerlendirmek amaciyla, bir agizdan agiza iletisim (WOM) kirilma modelini bir
reklam hafiza etkisi modeliyle entegre ederek meme iletisimindeki enfeksiyon
modelini genisletmektedir. Gelismis internet caginda, meme tabanli reklameilik,
kullanict tarafindan olusturulan icerik yapisi geregi reklam etkinligini artirmak
ve aninda miisteri katilimimi tegvik etmek icin ekonomik ve verimli bir strateji
sunmaktadir.

Meme yayilma oranimi ele alma bigimlerine gore farklilasan iki ayr1 model
onerilmektedir: Ustel olarak dagilmis bir yayilma oram varsayan tek asamali bir
model ve yayillim asamalar1 boyunca degisen yayilma hizlari i¢in bir "degisim
noktas1" (change point) iceren iki asamali bir model. Aragtirmada, Tayvanli bir
meme veri tabanindan elde edilen ampirik veriler ve 1248 katilimecinin anket
yanitlar1 kullanilmistir. Model dogrulamasi, tahminler ile gerg¢ek diinya verileri
arasinda iyi bir uyum oldugunu gostermistir. Bu arastirma, memetik fenomeni
basaril1 bir sekilde nicellestirerek meme yayilma oranlar1 ve reklam etkileri i¢in
ongoriicii bir model saglamakta, pazarlama yoneticilerine stratejik karar alma
siireglerinde degerli bir arag sunmakta ve gelecekteki meme nicellestirme
caligmalarina katkida bulunmaktadir.

Anahtar Kelimeler: Meme, Reklam Hafiza Etkisi, Yayuma Orani, Enfeksiyon
Modeli, Meme Pazarlamast.
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INTRODUCTION

The rapid development of digital and social media has fundamentally changed
the way advertising messages are created, distributed, and consumed. In
contemporary online environments, consumers are exposed to a large volume of
commercial messages and can easily avoid, ignore, or selectively attend to
advertisements(Baek et al.,2026; Henrie and Gilde, 2026; Vardeman, 2024).
Consequently, obtaining consumer attention and maintaining advertising
effectiveness have become increasingly challenging for marketers. The
development of electronic and social media has therefore encouraged advertisers
to seek communication formats that are not only capable of attracting attention
but also facilitate voluntary sharing and interpersonal dissemination(Kiljanczyk,
and Kacprzak, 2026; Henrie and Gilde, 2026).

Internet memes have emerged as an important form of digital communication
within this environment (Kamath and Alur, 2025; Ward, 2026). Internet memes
generally refer to rapidly circulating forms of digital content that may take the
form of images, text, animation, GIFs, tags, or videos and that can communicate
ideas through humor, sarcasm, exaggeration, and other forms of culturally
recognizable expression (Brubaker et al., 2018; Malodia et al., 2022; Shifman,
2013). Unlike conventional advertising messages, meme content is frequently
reproduced, modified, and redistributed by users. Its communication process
therefore involves not only exposure to an original message but also subsequent
acts of imitation, adaptation, and sharing.

The communicative characteristics of memes have attracted increasing attention
from marketers (Kolar et al., 2026; Ward, 2026; Wang et al., 2026). Because
memes can be reproduced and circulated by users, companies can adapt existing
popular meme formats to create advertising content. Meme-based advertising
may consequently provide an economical approach to generating engagement
and facilitating the circulation of commercial messages (Malodia et al., 2022).
The user-generated nature of meme communication also distinguishes meme
marketing from conventional advertising because consumers may become
participants in the dissemination process rather than merely passive recipients of
advertising messages (Wang et al., 2026).

The effectiveness of meme communication, however, cannot be understood
solely in terms of whether a meme is viewed or shared (Vardeman, 2026; Zheng
et al., 2025). The communication process also involves the probability that the
content will continue to spread among individuals and whether an advertising
message embedded within the meme can subsequently be recalled (Baek et al.,
2026; De Keyzer et al., 2022). Thus, two related processes need to be considered
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which are the dissemination process of the meme itself and the memory process
associated with the advertising message. Examining these processes separately
may provide only a partial representation of the overall effectiveness of meme-
based advertising.

The concept of infection provides a useful conceptual perspective for
understanding this dissemination process. Memes have been described as
possessing contagious characteristics because they can be copied, adapted, and
transmitted through social interaction. Wang etal.(2011) emphasized the
contagious properties of memes, while Brodie (2009) used the analogy of
infectious disease to explain how memes can spread from one individual to
another. From this perspective, meme communication can be conceptualized as
a process in which exposure to meme content indicates the possibility of
subsequent transmission, analogous to the transmission of an infection.

Although the infection perspective provides a useful conceptual explanation of
meme diffusion, a quantitative framework is required to describe the probability
and rate of such dissemination. In particular, meme communication may not
necessarily proceed at a constant rate. The speed of dissemination may differ
across stages of communication, suggesting that a model based on a single
spread-rate process may not adequately represent all meme communication
patterns (Kamath and Alur, 2025; Rathi and Jain, 2024). Huang (2016)
demonstrated the use of an infection perspective to examine word-of-mouth
effects and proposed that different stages of communication can involve different
spread-rate characteristics. This provides a basis for extending the infection
approach to the study of meme communication.

In addition to dissemination, advertising effectiveness involves the extent to
which consumers successfully retain and recall advertising information (Fan et
al., 2026). Moreover, this study incorporates an advertising memory effect into
the infection framework. Based on associative network theory, memory
activation can be understood as a process in which information is activated when
the relevant stimulus reaches an activation threshold (Collins & Loftus, 1975). In
the context of meme-based advertising, this perspective suggests that the
circulation of a meme and the recall of the advertising message embedded within
that meme represent related but distinct components of communication
effectiveness (Gonzalez-Aguilar et al., 2023; Kolar et al., 2026).

Accordingly, this study extends the infection model in meme communication by
integrating a word-of-mouth infection framework with an advertising memory
effect model. Two alternative meme spread-rate specifications are developed.
The first is a one-step model that assumes a single stochastic spread-rate process,
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while the second is a two-step model that incorporates a change point to represent
different spread-rate characteristics across stages of meme dissemination. These
models are combined with the advertising memory component to establish an
integrated framework for examining meme communication and advertising
effects.

The empirical analysis uses meme data collected from a Taiwanese meme
database together with survey responses concerning advertising memory.
Through maximum likelihood estimation, the parameters of the advertising
memory model and the two alternative meme spread-rate models are estimated
and subsequently incorporated into the proposed infection framework. Model
calibration is then conducted to examine the correspondence between model
predictions and empirical observations.

The study makes two principal contributions. First, it extends the infection
perspective of meme communication by providing a quantitative model that
represents meme dissemination through alternative spread-rate assumptions.
Second, it connects meme dissemination with advertising memory, thereby
providing a framework for examining not only how meme content spreads but
also how advertising information embedded in meme content may be recalled.
Through this integration, the study contributes to the quantitative examination of
meme communication and provides a potential analytical tool for evaluating
meme-based advertising effectiveness.

The remainder of this article is organized as follows. The next section reviews
the development and characteristics of memes, their contagious and
communicative properties, and their application to marketing and advertising.
The model section then develops the advertising memory effect and the
alternative meme spread-rate models. The research method describes the
empirical data, parameter estimation procedure, and model validation process.
Finally, the results and conclusion discuss the empirical findings, theoretical and
managerial implications, limitations, and directions for future research.

LITERATURE REVIEW
Meme Definitions and Its History

The concept of the meme originated with Dawkins (1976), who proposed the
term to describe the transmission of cultural elements through processes
analogous to biological reproduction. In this conceptualization, cultural
information can be reproduced, retained, and transmitted among individuals
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through imitation (Gonzalez-Aguilar et al., 2023; Kamath and Alur, 2025;.
Dawkins (1976) therefore emphasized the reproductive and transmissible
characteristics of memes and suggested that cultural elements possess
characteristics of both similarity and variation as they are transmitted between
individuals.

The emergence of digital communication has substantially transformed the way
memes are reproduced and disseminated (Agrawal et al., 2025; Razzaq et al.,
2023). When the process of cultural transmission occurs within Internet
environments, it can be described as Internet meme communication (Malodia et
al., 2022; Meikle, 2016; Miltner, 2018; Shifman, 2013; Ward, 2026). Digital
technologies facilitate the rapid copying, modification, and redistribution of
cultural content. Unlike traditional cultural transmission, Internet memes can
therefore be reproduced at a high frequency and distributed across geographically
dispersed social networks (Agrawal et al., 2024; Henrie and Gilde, 2026; Kim et
al., 2026; Wang et al., 2026).

Shifman (2013) conceptualized Internet memes as a form of digital
communication characterized by replication and variation. The same basic meme
format can be reproduced by different users while being modified according to
individual interpretations and communication contexts. Meikle (2016) similarly
emphasized that memes constitute visible and shareable forms of Internet
expression that can be adopted and adapted by users. These characteristics
indicate that meme communication is not simply a process of reproducing
identical content; rather, it involves continuous modification during
dissemination (Kim and Baek, 2026).

The variability of meme content is also important for understanding its
communication effectiveness (Kim and Kim, 2025). As memes are copied and
modified, the original message can acquire new meanings while retaining
recognizable characteristics of the original format (Lee and Kwon, 2025). Chua
and Soriano (2020) noted that Internet memes consist of digital elements that can
be consciously imitated, copied, and shared by Internet users. Their combination
of visual and textual elements facilitates the integration of ideas and expressions
into easily recognizable communication formats.

The characteristics of replication, adaptation, and sharing distinguish Internet
memes from conventional forms of advertising communication (Kiljanczyk and
Kacprzak, 2026; Kamath and Alur, 2025). A conventional advertisement is
generally produced and distributed by an identifiable advertiser (Fan et al., 2026),
whereas meme content may be reproduced and transformed by users themselves
(Baek et al., 2026). This user participation creates the possibility that the audience
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becomes part of the communication process (Kim and Baek, 2025; Vardeman,
2026). For this reason, the meme should be considered not only as a content
format but also as a mechanism through which communication can continue to
expand across users and social networks.

Meme Communication and Contagiousness

The dissemination characteristics of Internet memes have frequently been
described through the concept of contagion (De Keyzer et al., 2022; Ward, 2026;
Vardeman, 2024). The analogy between memes and infectious processes arises
from their ability to move from one individual to another through social
interaction (Fan et al., 2026). Wang et al. (2011) emphasized the contagious
properties of memes and argued that successful dissemination depends on both
the publicity characteristics of the content and the social interactions through
which it is transmitted. From this perspective, the existence of a meme does not
guarantee successful diffusion; its dissemination depends on the interaction
between the characteristics of the content and the communication process (Henrie,
and Gilde, 2026).

Brodie (2009) similarly used infectious disease as an analogy for explaining the
dissemination of memes. The infection perspective suggests that exposure to a
meme may increase the possibility that an individual will subsequently reproduce
or transmit that meme to others. Such a process provides a conceptual basis for
examining meme dissemination in terms of transmission probability and spread
rate (Kim adn Kim, 2025; Kim et al., 2026).

The infection perspective is particularly relevant to the study of Internet memes
because digital communication enables repeated exposure and rapid
interpersonal transmission (Agrawal et al., 2025; Kim et al., 2026). When users
encounter a meme, they may ignore it, consume it without further action, or
reproduce and share it with other users (Gonzalez-Aguilar and Feijoo, 2023).
Consequently, meme communication involves a dynamic transition between
exposure and subsequent transmission (Kiljanczyk and Kacprzak, 2026). The
resulting dissemination process can potentially be represented using stochastic
models that estimate the probability and rate of transmission.

The existing conceptual discussion also suggests that meme dissemination may
not necessarily occur at a uniform rate (Kim and Baek, 2025; Razzaq et al., 2023).
As communication develops, a meme may experience different levels of
exposure, sharing, and reproduction. Huang (2016), in examining the infection
effect of word-of-mouth communication, proposed an approach that considers
different spread-rate characteristics across stages of communication. This
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perspective is relevant to meme communication because the diffusion of a meme
can similarly involve changes in communication speed (Vardeman, 2026).

Based on this literature (Agrawal et al., 2025; Brodie, 2009; Fan et al., 2026;
Gonzalez-Aguilar and Feijoo, 2023; Kiljanczyk and Kacprzak, 2026; Kim and
Baek, 2025; Kim et al., 2026; Razzaq et al.,, 2023) the present study
conceptualizes meme dissemination as an infection-like communication process.
However, rather than treating infection merely as a metaphor, the study develops
probability-based spread-rate models to quantify the dissemination process. A
one-step model is used to represent a single spread-rate process, while a two-step
model introduces a change point to account for the possibility that dissemination
dynamics differ across stages. This modeling approach provides the foundation
for extending the infection perspective into a quantitative framework.

Meme Marketing and Advertising Effectiveness

The communicative characteristics of memes have also created opportunities for
their application in marketing and advertising (Rathi and Jain,2024; Vardeman,
2026). The rapid circulation and user-generated nature of memes provide
organizations with an alternative means of communicating commercial messages
(Wang et al., 2026; Ward, 2026). Malodia et al. (2022) specifically examined
meme marketing and highlighted the potential of viral memes to generate
consumer engagement. In this context, advertisers may adapt popular meme
formats to create advertising content that is more compatible with the
communication practices of social media users (Vardeman, 2024; Zhenget al.,
2025).

The economic and communication advantages of meme-based advertising arise
partly from the possibility that users themselves contribute to the dissemination
process (Agrawal et al., 2025). When users share or reproduce meme-based
advertising content, the advertiser may benefit from additional exposure beyond
the initial distribution of the advertising message (Baek et al., 2025; Henrie and
Gilde, 2026). Thus, meme marketing can potentially combine advertising
communication with electronic word-of-mouth processes (Fan et al., 2026).

However, the spread of a meme does not necessarily indicate that the embedded
advertising message has been successfully communicated (Vardeman, 2024). A
meme may become widely circulated because of its humor, recognizability, or
entertainment value, while the advertising component receives relatively limited
attention or memory activation (De Keyzer et al., 2022; Gonzalez-Aguilar et al.,
2023). Therefore, evaluating meme marketing effectiveness requires
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consideration of both the dissemination of the meme and the consumer's ability
to recall the advertising message (Kiljanczyk and Kacprzak, 2026).

The present study consequently distinguishes between meme dissemination and
advertising memory while integrating the two components into a single analytical
framework. Meme dissemination represents the communication process through
which the content is transmitted (Kolar et al., 2026; Henrie and Gilde, 2026),
whereas advertising memory represents the outcome in which advertising
information is successfully recalled by consumers (Collins and Loftus,1975; Si
et al., 2025). This distinction allows the proposed model to examine the
relationship between the communication dynamics of meme content and the
effectiveness of advertising embedded within that content.

This approach is particularly relevant because advertising memory provides an
observable indicator of whether advertising information has been retained by
consumers. The present study therefore incorporates an advertising memory
probability model into the infection framework. By doing so, the study extends
the analysis of meme marketing from the question of whether a meme spreads to
the broader question of whether the advertising information associated with that
meme is successfully retained and recalled.

Advertising Memory and the Infection Model

The advertising memory component of the present study is based on the principle
of activation within associative memory (Collins and Loftus,1975; Si et al., 2025.
Collins and Loftus (1975) proposed that information in memory can be
represented through interconnected nodes and that activation can spread through
these associative connections. The activation of a particular memory node
depends on whether the relevant stimulus reaches an activation threshold. This
perspective provides a theoretical basis for treating advertising recall as a
probabilistic process rather than as a deterministic outcome (Fanet al, 2026).

In the context of meme-based advertising, the activation threshold is particularly
relevant because meme communication can expose consumers to advertising
information through a format that is simultaneously social, visual, textual, and
highly variable (Baek et al., 2026; De Keyzer et al., 2022). The same meme
format may be encountered repeatedly or in modified forms, potentially affecting
the likelihood that associated advertising information is activated in memory
(Fanet al, 2026; Gonzalez-Aguilar et al., 2023). Accordingly, the probability of
successful advertising recall can be incorporated into a model that also describes
the dissemination of the meme.
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The literature (Baek et al., 2026; De Keyzer et al., 2022; Fanet al, 2026;
Gonzalez-Aguilar et al.,, 2023) reviewed above suggests that meme
communication involves at least two interconnected processes. The first is the
transmission process, through which meme content is copied, adapted, and shared
among users. The second is the memory process, through which advertising
information associated with the meme may be activated and subsequently
recalled. Existing discussions of memes provide the conceptual basis for
understanding replication and contagion, while the advertising memory
perspective provides a mechanism for representing the consumer-level
advertising outcome (Kiljanczyk and Kacprzak,. 2026)

The present study therefore integrates these two processes into an extended
infection model. The infection component represents the dissemination of meme
content and allows alternative assumptions concerning the spread rate. The
advertising memory component represents the probability of successful
advertising recall. The combination of these components enables the model to
capture both the communication process and an advertising-effect outcome.

The resulting research framework addresses a limitation of treating meme
communication exclusively as a phenomenon of viral diffusion. High
dissemination does not necessarily imply high advertising effectiveness. By
incorporating advertising memory into the infection framework, the present study
attempts to establish a quantitative relationship between meme spread and
advertising recall.

THE MODEL

Accordingly, the literature provides the conceptual foundation for the proposed
model through three related perspectives. First, the evolutionary concept of
memes explains their capacity for replication and variation (Dawkins, 1976).
Second, research on Internet memes and contagious communication explains
their adoption, adaptation, sharing, and infection-like dissemination (Agrawal et
al., 2025; Brodie, 2009; Fan et al., 2026; Gonzalez-Aguilar and Feijoo, 2023;
Kiljanczyk and Kacprzak, 2026; Kim and Baek, 2025; Kim et al., 2026; Razzaq
et al., 2023; Si et al., 2025). Third, research on meme marketing and associative
memory provides the basis for considering the advertising implications of meme
communication and the role of advertising memory (Baek et al., 2026; De Keyzer
et al., 2022;Malodia et al., 2022; Collins & Loftus, 1975). These perspectives
suggest that meme-based advertising involves two related but distinguishable
processes: the dissemination of meme content and the activation of advertising
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information in consumers' memory. Building on these theoretical foundations,
the present study develops an integrated infection model that combines the spread
rate of meme communication with the advertising memory effect. To construct
this integrated framework systematically, the model is developed in three
sequential components: first, an advertising memory model is established to
represent the probability of successful advertising recall; second, alternative one-
step and two-step models are developed to represent different assumptions
concerning the spread rate of memes; and third, these components are integrated
into an overall infection model to represent the combined effect of meme
dissemination and advertising memory.

The AD Effect

We consider that x is a random variable which is the number of successfully
recalling ad content. X follows binomial distribution as

fx|p) = p*(1 = P)" (1)

In this equation, 7 is the total numbers that ad appears, p is the probability that
the consumers successfully recall the ad content, (7-p) is the probability that the
consumers unsuccessfully recall the ad content.

According to the principles of associative network theory (Collins and Loftus,
1975), the likelihood of activation spreading through memory via the stimulus
node suggests the presence of a threshold for node activation. Thus we consider
P, the probability that the consumers successfully recall the ad content, has a prior
distribution which is an uniform as

p~U(1,m)

1
fp(p){:—l—ﬂ.’ form<p<l1
=0 otherwise

n is the value of threshold which demonstrates the memory of customer evoking
only exists in the threshold for node activation more than 7.

Then we can calculate the full model as

1
() = ) p*(1— P

p=m

1-m
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3)

And the boundary is dependent on the context and is typically considered to vary
among individuals (Collins and Loftus, 1975). Therefore, 7 is

m=cy+cu’ +co*+7
“)

Co, C1, C2 are constants and p, o are the factors which influence the activation
threshold and different from individuals. For example, y, 6 can be considered as
the demographic variables or the experience of ad exposure. v and « indicates the
power. If v=1 and u=1, then it is the linear relationship of p, ¢ and .

The Spread Rate of Meme
The One Step Model

The different between the one step model and two step models is the different
consideration of spread rate of meme.

In one step model it is considered the spread rate is random variable y which is

followed exponential distribution as g(y) = %e(_z)y. And its joint density is

e(_%)y

1

_ x _ n—-x

G y) = ) p*(L =P F
p=T

The Two Step Model

It suggests the spread rate of meme is two stages. There is a “change point” to
portray that the different trend of spread speed when meme is disseminated in the
internet.

Thus, according to Huang(2016), there are various spread rate in different stages.

It is considered the spread rate is a random variable Sy which is follows
geometric density as

Ik(2) = Iesyd(z|t, k) + I (k25)j (z|lW, k, 5)
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1;.)1s the indicator function. k is the k-th stage of spreading process and d is the

change point in the spreading process. d(z[t, k) is the pdf of spread rate process
which is before change point(d) as

d(z|t, k) = tkge=(t“0)z.

j(z|w, k, 6)is the pdf of spread rate process which is after the change point(d) as

jzlw, k,8) = wk=8g =W 20)z

The probability if change point follows Bernoulli distribution with parameters ¢.

And the probability of not change is (/-g).Thus, the density before change is
la = d(zlt, k) (1 — )"

The density after change is
= j(zlw, k,8)(1 - g)°*q

Before Change
It considers parameter « is followed uniform distribution between 0 and 1.
t~U(0,1)

=1 for 0<t<1
t
g¢( ){= 0 otherwise
Then,

1

d(z|k) = J tkge=(°0)z g (t)dt = z=(+Dy (k=1 + 1,02)
0

In  which y(k™'+1,02) = 6zF I T(k™1 + 1)e 0232 T(k™1 + 2 +

)~1oz!

Research Article- Submit Date: 24.06.2026, Acceptance Date: 02.09.2026 558
DOI NO: 10.17932/IAU.EJNM.25480200.2026/ejnm_v10i3005
Copyright © e-Journal of New Media



e-Journal of New Media / Yeni Medya Elektronik Dergi — eJNM
ISSN: 2548-0200, September 2026 Volume 10 Issue 3, p.546-571
Research Article

After Change
In the stage of k&= & , it is considered
jzlw, k,8) = wk=8ge=(w 20)z

In which the parameter w of j(z|w,k, &) is followed uniform distribution
between 1 and e.

w~U(1,¢€)

1
gw(W){:s—l for1<e
=0 otherwise

Then,

&
j(zlk = &) = J wk=8ge-(w*~%6)z gwW)dw

1

1

. 12‘[("‘5)_1“] (k=87 +1,e%7%0z)]

Marginal Density

The marginal density of pro-change is as

la(2) = Azl (A = F = 27Ty (k™ + 1,02)(1 - )
The marginal density of post-change is as

Li(2) = j(zlk, )1 — ¢)°'q
L0 [y (k- 6)71 4 1,64002)]
1-9)°q

The Joint Density of Pro-change

In the situation of pro-change,
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fig(x,2) = 1a(2) - f(x)

1
_ —(k - — Nk X(1 — pyn—x
=z () (k71 4 1,602)(1 — q) E pr(1-P)"t

p=m
The Joint Density of Post-change

In the situation of post change

flj(x: Z)

=Li(2) - f(x)
1

e—1

z7l0=0T ] Ty ((k — 6)71 + 1,€%7902)]

: 1
(1=¢g)61 X(1— pyn—x_—_
(1-9) qip( DA

p=m

The RESEARCH METHOD
Research Design

This study adopts a quantitative research design to develop and empirically
evaluate an extended infection model for meme communication. The research
integrates two complementary sources of empirical evidence which are meme
database data and survey data. The meme database is used to characterize meme
content and estimate the parameters associated with meme dissemination,
whereas the survey data are used to estimate the parameters of the advertising
memory effect model. The integration of these two data sources enables the
proposed framework to represent both the diffusion process of meme
communication and the advertising effect generated through consumers' memory
of advertising content.

The research procedure consists of four major stages. First, empirical meme data
were collected from a Taiwanese meme database and classified according to
content-related characteristics and meme styles. Second, survey data were
collected to assess the advertising memory effect associated with meme-based
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advertising. Third, maximum likelihood estimation (MLE) was employed to
estimate the parameters of the advertising memory model and the alternative
meme spread-rate models. Finally, the estimated parameters were incorporated
into the proposed infection model, and model calibration was conducted to
evaluate the correspondence between model predictions and empirical
observations.

The Empirical Data
1.Empirical Meme Data

The empirical data is collected to estimate the parameters of the infection model.
The data is from meme database in Taiwan during Spetember 1 2020 to April 1
2024. There are 3480 meme but 113 are similar with the original meme which
means 3480 meme are small change such as conversation change, text
commentary content from the original meme composition. There are four kinds
of meme content related factors: relevance, iconicity, humor and
spreadability(Malodia et al., 2022). Based on these content related factors
four(Malodia et al., 2022), it can use content analysis to categorize meme style
into humor, sarcasm, exaggerate and daily life repetition.

2. Survey Data and Measurement of Advertising Effect

The advertising effect component of the proposed model was estimated using
survey data derived from the meme database. The purpose of the survey was to
identify popular meme content and examine its potential application as
advertising-related meme content. Meme styles identified from the empirical
database were therefore used as the basis for constructing the advertising-related
stimuli examined in the survey.

A total of 1,248 respondents completed the questionnaire. The sample consisted
of 637 females and 611 males, and respondents ranged in age from 18 to 32 years.
The survey data were used to estimate the probability of successful advertising
recall. In the proposed model, advertising memory is operationalized as whether
an individual successfully recalls the advertising content. Thus, the observed
advertising-memory outcome provides the empirical basis for estimating the
parameters of the advertising effect model.

Parameter Estimation

Maximum likelihood estimation (MLE) was employed to estimate the parameters
of the proposed models. MLE was selected because the study specifies
probability distributions for both advertising recall and meme dissemination,
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allowing the unknown model parameters to be estimated by maximizing the
likelihood of observing the empirical data under the proposed probability models.

The Model Validation

Following parameter estimation, the estimated parameters were used to construct
the proposed infection model and evaluate its empirical performance. To conduct
model calibration, two-thirds of the available empirical observations were
randomly selected for calibration. A total of 894 observations were used for this
calibration procedure.

The predictive performance of the proposed model was evaluated using the root-
mean-square deviation (RMSD). RMSD was selected as the model validation
measure to quantify the deviation between the values predicted by the proposed
infection model and the corresponding observed empirical values. A lower
RMSD indicates a smaller discrepancy between predicted and observed values.

Overall, the methodological design establishes a sequential empirical process in
which meme content data are used to characterize dissemination patterns, survey
data are used to estimate advertising memory effects, MLE is employed to
estimate the model parameters, and model calibration is used to assess predictive
correspondence. This integrated procedure provides the empirical foundation for
extending the infection model from a general analogy of meme contagion to a
quantitative framework for examining meme dissemination and advertising
effects.

RESULTS
The Results of Parameters Estimation

The empirical analysis provides evidence supporting the applicability of the
extended infection model to meme communication and meme-based advertising.
The proposed framework integrates two components which are an advertising
memory effect model and a meme communication spread-rate model. The
advertising memory component represents the probability that an individual
successfully recalls advertising content, whereas the infection component
represents the dissemination process of memes through communication
networks. By integrating these two components, the proposed framework
provides a quantitative approach to examining both the diffusion of meme
content and its potential advertising effect.

Research Article- Submit Date: 24.06.2026, Acceptance Date: 02.09.2026 562
DOI NO: 10.17932/IAU.EJNM.25480200.2026/ejnm_v10i3005
Copyright © e-Journal of New Media



e-Journal of New Media / Yeni Medya Elektronik Dergi — eJNM
ISSN: 2548-0200, September 2026 Volume 10 Issue 3, p.546-571
Research Article

The empirical dataset consisted of meme content collected from a Taiwanese
meme database. After excluding 113 memes that were identified as similar to the
original memes due to minor modifications, such as changes in dialogue or
textual commentary, a total of 3,251 memes remained for analysis. Following the
four meme-related factors proposed by Malodia et al. (2022)—relevance,
iconicity, humor, and spreadability—the remaining memes were classified
according to these four dimensions. The distribution of the memes across the four
content-related factors and the corresponding meme styles is presented in Table
L.

Table 1.

The numbers of meme distributions in content related factors and styles

Meme style Content related factors

Relevance Iconicity Humor Spreadability
Humor 225 223 234 275
Sarcasm 112 185 121 156
Exaggerate 183 175 332 245
Daily Life 234 103 221 227
Repetition

A total of 1,340 memes were randomly selected from the four meme categories
and used to estimate the parameters of the meme spread-rate model. Accordingly,
the value of (n) in Table 3 was set to 1,340.

The advertising memory effect was estimated using survey data collected from
1,248 respondents. It is use maximum likelihood estimation (MLE) method to
estimate parameters of z, ¢y, c1, ¢2, v, u, i, o in AD effect model a, b in one step
model and £, 0, g, € in two step model.

The estimated parameters of the advertising memory effect model were m =
1.540, co= 1.256, c1 = 0.388, ¢, =2.475, v=10.121, u = 1.356, n = 3.550, and ©
= 1.212. The results are shown respectively in table 2 to table 4.
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Table 2.

The results of parameters estimation in AD effect model

n T Co Ci 2 v u i, o

1248 1.540 1.256 0.388 2.475 0.121 1.356 3.550 1.212

In table 2, these estimates indicate that the proposed model can represent
advertising recall as a probabilistic outcome associated with the activation
threshold of advertising information in memory. In particular, the inclusion of
individual-level factors through the threshold formulation allows the model to
account for heterogeneity in advertising memory rather than treating recall
probability as identical across all consumers.

Table 3.

The results of parameters estimation in One step model

n T a b

1340 1.545 2.545 2315

In table3, the one-step infection model estimated the parameters a and b as 2.545
and 2.315, respectively, with the reported estimation based on 1,340 meme
content. The one-step model assumes that the meme spread rate can be
represented by a single stochastic process with an exponential distribution. This
specification provides a relatively parsimonious representation of meme
dissemination and is useful when the communication process is assumed to
follow a relatively consistent spread pattern.

Table 4.

The results of parameters estimation in Two step model

Before After
k 0 q €
1.212 0.334 0.714 0.227
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In table 4, the two-step model explicitly incorporates a change point to represent
different dissemination dynamics across stages of meme communication. The
estimated parameters were k = 1.212, 6 = 0.334, q = 0.714, and € = 0.227. The
incorporation of a change point is theoretically important because meme
diffusion may not remain constant throughout its communication process. A
meme may initially experience one dissemination pattern and subsequently move
into a different stage characterized by another spread dynamic. The two-step
specification therefore provides a more flexible representation of temporal
variation in meme diffusion.

The Results of Model Validation

Model validation was subsequently conducted using the estimated parameters.
According to the research design, two-thirds of the available data were randomly
selected for model calibration, resulting in 894 observations being used for the
calculation of the root-mean-square deviation (RMSD). The resulting RMSD was
0.817, which was interpreted in the study as indicating a good fit between the
predicted values generated by the proposed model and the observed empirical
data.

The validation result provides empirical support for the predictive capability of
the extended infection model. More importantly, the model demonstrates that
meme communication can be examined as a measurable process rather than
solely as a qualitative cultural or communication phenomenon. The combination
of observed meme dissemination data and advertising memory data makes it
possible to connect the diffusion of meme content with a specific advertising-
effect indicator. Thus, the proposed framework provides a basis for investigating
how the communication dynamics of memes may contribute to advertising
effectiveness.

DISCUSSION AND CONCLUSION

This study extends the infection model of meme communication by integrating
meme dissemination with advertising memory effects. Previous
conceptualizations of memes have emphasized their capacity for imitation,
adaptation, replication, and rapid circulation in digital environments. The present
study advances this perspective by developing a quantitative framework through
which the spread of memes and the advertising effects associated with meme-
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based communication can be modeled simultaneously. The study therefore
contributes to the emerging effort to quantify meme communication and its
implications for marketing practice.

A major contribution of the study is the integration of the advertising memory
effect into the infection model. The advertising component is based on the
assumption that successful advertising recall depends on the activation of
information in memory and that an activation threshold may vary across
individuals. This approach enables the advertising effect to be represented
probabilistically rather than simply measured as a descriptive frequency of recall.
The resulting framework is particularly relevant to meme marketing because
meme-based advertising does not depend exclusively on exposure; its
effectiveness may also depend on whether the advertising message becomes
sufficiently salient to be encoded and subsequently recalled by consumers.

A second contribution concerns the modeling of heterogeneous meme diffusion.
The study compares a one-step model, which assumes a single spread-rate
process, with a two-step model that introduces a change point. The latter
specification recognizes that the diffusion process may change as a meme moves
through different stages of communication. This distinction is important because
the dissemination of digital content is unlikely to be completely uniform over
time. The two-step structure consequently provides a methodological mechanism
for representing changes in meme communication dynamics.

The empirical validation further strengthens the contribution of the proposed
framework. The RMSD value of 0.817 obtained from 894 observations indicates
a good correspondence between the model predictions and the empirical
observations according to the validation criterion employed in this study. This
result suggests that the proposed infection model has potential as a predictive tool
for examining meme dissemination and its associated advertising effects.
Nevertheless, the result should be interpreted as evidence of model applicability
rather than as evidence that a single mathematical specification can fully explain
the complexity of meme communication.

From a managerial perspective, the findings have several implications. First,
marketing managers can use the proposed framework as a quantitative reference
when evaluating meme-based advertising strategies. Instead of evaluating a
meme only through immediate engagement indicators, managers may consider
both its potential dissemination rate and its ability to generate advertising
memory. Second, the distinction between one-step and two-step dissemination
processes suggests that marketers should consider the temporal development of
a meme campaign. A communication strategy that is effective during the initial
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dissemination stage may not necessarily remain equally effective after the meme
enters a subsequent stage. Third, the proposed framework may assist managers
in evaluating meme-based advertising according to specific communication
objectives, particularly when the objective involves increasing message exposure
and advertising recall.

Based on these findings, several recommendations can be proposed for marketing
practice. First, organizations should monitor meme dissemination over an
extended period rather than evaluating campaign performance solely from short-
term engagement. Meme communication is a dynamic process, and changes in
dissemination speed may provide meaningful information concerning the
development of a campaign. Second, marketers should select or design meme
content according to characteristics that facilitate relevance, iconicity, humor,
and spreadability, because these dimensions were used in the present study to
characterize meme content. Third, meme-based advertising should be designed
to maintain a meaningful connection between the original meme format and the
advertising message. High dissemination alone may not guarantee advertising
effectiveness if consumers remember the meme but fail to associate it with the
advertised content. Finally, organizations should consider combining
communication-performance indicators with advertising-memory indicators
when assessing meme marketing effectiveness.

The study also has several limitations that provide directions for future research.
First, the empirical meme data were obtained from a Taiwanese meme database.
Therefore, the estimated parameters may reflect characteristics of the Taiwanese
digital communication environment and should not automatically be generalized
to other cultural or media contexts. Future research could collect comparable
meme datasets from multiple countries or regions and examine whether the
parameters of the infection model vary across cultural environments.

Second, the advertising effect in the present study is operationalized through
advertising memory, particularly whether advertising content is successfully
recalled. Although memory is an important indicator of advertising effectiveness,
advertising effectiveness is multidimensional and may also include attention,
attitude, engagement, intention, behavioral response, and sharing behavior.
Future studies could incorporate multiple indicators rather than relying on a
single memory-based measure. Such an extension could provide a more
comprehensive assessment of the relationship between meme diffusion and
advertising effectiveness.

Third, future research could incorporate qualitative data, including interviews, to
investigate consumers' subjective responses to meme content. Interview data may
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help identify the psychological and contextual mechanisms underlying meme
recognition, interpretation, sharing, and advertising recall. Combining qualitative
evidence with the quantitative infection model could therefore improve the
interpretation of model parameters and provide a richer explanation of why
particular memes achieve different levels of dissemination.

Finally, future research should examine meme communication using longer
observation periods and more complex dissemination structures. The present
two-step model provides an initial mechanism for representing changes in spread
rate, but meme communication may involve multiple stages, repeated exposure,
network effects, and interactions among different communication channels.
Extending the model to accommodate multiple change points or more complex
diffusion processes may therefore improve its predictive capability. The
framework may also be extended beyond meme marketing to electronic word-of-
mouth communication and other forms of digitally mediated consumer
communication.

In conclusion, this study demonstrates the feasibility of extending the infection
model to quantify meme communication by integrating meme spread rates with
advertising memory effects. The empirical results, including the estimated model
parameters and the RMSD-based validation, provide initial evidence that the
proposed framework can represent and predict important aspects of meme
dissemination and advertising effectiveness. The study consequently contributes
both a theoretical extension to the quantitative study of memes and a practical
framework for evaluating meme-based advertising. Further research involving
cross-cultural datasets, multiple advertising-effect indicators, qualitative
consumer evidence, and more complex diffusion structures could enhance the
robustness and generalizability of the proposed model.
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ABSTRACT

This study examines how gaze is organized in VR180 documentary practice and
how visual and spatial guidance operates as an implicit interface from a feminist
perspective. It focuses on Courage to Question (2019), a four-part VR180
documentary series selected as a formally coherent yet internally varied corpus
addressing women’s rights across different sociopolitical contexts. Using
qualitative and interpretive close reading, the study analyzes three interconnected
dimensions: the spatial organization of gaze, attention-directing strategies, and
embodied spectatorship. Feminist subjectification functions as a cross-cutting
interpretive criterion across these dimensions. The findings show that VR180
offers bounded perceptual exploration within a hemispherical field, while spatial
composition, character placement, movement, textual inserts, direct address,
subjective camera positions, editing, and spatial transitions continue to organize
attention. Across the four episodes, women are positioned as producers of
testimony, knowledge, collective action, and political claims, extending
representation beyond victim-centered narratives. To explain this relationship,
the study proposes the concept of the “semi-decentralized feminist gaze”. The
concept describes a gaze regime in which perceptual authority is shared between
the formal organization of the work and the viewer’s situated choices of looking.
Its feminist significance emerges from the relation between spectatorship and the
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subject positions produced by the documentary. The framework extends feminist
questions of visual power to the spatial and interface-based conditions of VR180
spectatorship. It is proposed as a case-derived analytical framework, the broader
applicability of which requires further research.

Keywords: VRI180 Documentary Production, Courage to Question, Interface
Design, Semi-Decentralized Feminist Gaze, Embodied Spectatorship.

BAKISI MERKEZSIZLESTIRMEK: VR180 BELGESEL
DIZiSi COURAGE TO QUESTION UZERINDEN
FEMINIST BAKIS, ARAYUZ VE MEKANSAL

ORGANIZASYON

oz

Bu caligma, VR180 belgesel pratiginde bakisin nasil drgiitlendigini ve gorsel-
mekansal yonlendirmenin feminist bir perspektiften ortiik bir arayiiz olarak nasil
isledigini incelemektedir. Calisma, farkli sosyopolitik baglamlarda kadin
haklarini ele alan, bigimsel agidan tutarl ve kendi icinde ¢esitlilik gosteren dort
bolimlik Courage to Question (2019) VRI180 belgesel dizisine
odaklanmaktadir. Nitel ve yorumlayic1 yakin okuma yontemiyle bakisin
mekansal organizasyonu, dikkat yonlendirme stratejileri ve bedenlenmis
izleyicilik birbiriyle iligkili ii¢ analitik boyut olarak incelenmektedir. Feminist
Oznelesme ise bu boyutlar1 kesen yorumlayici bir dl¢iit olarak ele alinmaktadir.
Bulgular, VR180’in yarimkiiresel gorsel alan igcinde smirli bir algisal kesif
olanagi sundugunu, mekansal kompozisyon, karakter yerlesimi, hareket,
metinsel eklemeler, dogrudan hitap, 6znel kamera konumlari, kurgu ve mekénsal
gecislerin - dikkati orgiitlemeyi siirdiirdiigiinii  gostermektedir. Dort boliim
boyunca kadinlar, tanikliklarim dile getiren, bilgi iireten, kolektif eylemde
bulunan ve politik sdylem gelistiren 6zneler olarak konumlandirilmaktadir.
Boylece temsil magduriyet merkezli anlatilarin 6tesine tasinmaktadir. Calisma,
bu iliskiyi agiklamak amaciyla “yari-merkezsiz feminist bakis” kavramini
onermektedir. Kavram, algisal otoritenin yapitin bicimsel Orgiitlenmesiyle
izleyicinin konumlanmis bakis tercihleri arasinda paylasildigi bir bakis rejimini
tanimlamaktadir. Feminist boyut, izleyicilik deneyimiyle belgeselin {irettigi 6zne
konumlandirmalar1 arasindaki iliskide ortaya ¢ikmaktadir. Onerilen cerceve,
feminist gorsel iktidar tartismalarin1 VR180 izleyiciliginin mekéansal ve arayiiz
temelli kosullarina genisletmektedir. Vakadan tiiretilen bu analitik ¢er¢evenin
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daha genis Olcekte uygulanabilirliginin farkli 6rnekler iizerinden arastirilmasi
gerekmektedir.

Anahtar Kelimeler: VRI80 Belgesel Yapumi, Courage to Question, Arayiiz
Tasarimi, Yari-Merkezsiz Feminist Bakis, Bedenlenmiys Izleyicilik.

INTRODUCTION

Advances in digital image production technologies are transforming the
aesthetic, spatial, and experiential dimensions of cinematic narrative. Virtual
reality (VR)-based moving-image productions, in particular, move the viewer
from a fixed, external observer position to a subject positioned within space,
physically and perceptually involved in the experience (Grau, 2003, p. 13; Slater,
2009, pp. 3549-3552). This transformation necessitates a rethinking of the
fundamental concepts of classical cinema: framing, editing, and the gaze.

Current studies on VR experiences mostly focus on immersion, presence, and the
production of empathy. The relational structure established with the interface and
its connection to gender representations are discussed within a more limited
framework (de la Pefia et al., 2010, p. 291; Rose, 2018; Kazlauskaité, 2023). The
fundamental problem in this context is how the gaze is organized in VR
filmmaking and how this organization functions as both an aesthetic and an
interface mechanism. Particularly in VR experiences where the gaze is positioned
within space and (sometimes partially) directed, the question of whether it is
completely free or directed by specific visual arrangements becomes crucial.

In the current literature, the interface is often approached as a technical or
software-based surface (Manovich, 2001). However, it is also emphasized that
the interface is both a tool and a form of relationality (Galloway, 2012, p. 30;
Hookway, 2014, p. 4). Drawing on this perspective, this study reconsiders the
interface as an implicit visual organization that shapes the relation between gaze
and image. In this sense, the interface is no longer confined to screens, controls,
or technological mechanisms. Rather, it becomes an aesthetic arrangement that
operates within the visual field itself. The guidance, limitation, and organization
of the gaze constitute the fundamental mode of operation of this implicit
interface.

Gender-related VR  scholarship spans avatar-based self-presentation,
embodiment, and social interaction (Freeman & Maloney, 2021; Zhang &
Juvrud, 2024), as well as gendered differences in VR experience associated with
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headset design and cybersickness (Stanney et al., 2020). Related studies on body
ownership and perceptual placement, in particular, show that the viewer becomes
a spatially positioned subject in the VR environment (Slater et al., 2010; Kilteni
et al, 2012, p. 374). Although viewer position and witnessing have been
discussed in VR documentary and narrative studies, the organization of the gaze
as an interface structure remains underexplored (Nash, 2018, p. 120; Dooley,
2017). For example, Wei et al. (2025) examined how participant gender, avatar
gender, and narrative gender affect gaze preferences in VR film education. Their
findings indicate that female participants using female avatars were more likely
to adopt what the authors describe as a “female gaze”, favoring soft lighting and
emotionally oriented shots (Wei et al., 2025). However, this literature largely
focuses on the dimensions of experience, interaction, and representation. In this
context, conceptualizing the gaze as an interface structure and addressing the
limited gaze regime offered by the VR180 format through a feminist perspective
are the focus of this study.

Feminist film theory has demonstrated that the viewer's position is not neutral by
revealing the ideological nature of the gaze (Mulvey, 1975, p. 11). This approach
reveals how visual arrangement relates to gender, while later studies have
discussed the connection between the gaze and processes of representation,
identity, and subjectification (Doane, 1982, p. 82; Kaplan, 1983, p. 29). Although
this theoretical framework was largely developed within the context of classical
cinema, VR environments, in which the viewer is physically positioned within
space, have also been examined within the scope of feminist science and
technology studies (Egliston & Carter, 2021, p. 4). Kate Euphemia Clark (2025)
argues that the relationships between body, technology, and subjectification in
VR experiences need to be rethought through a gender lens. In this context,
additional theoretical approaches that address the relationship between the gaze
and the interface are needed for VR production.

This study, building upon these findings, combines feminist film theory,
phenomenological approaches to spectatorship (Sobchack, 1992, p. 67), and
interface theory to propose the concept of a “semi-decentralized feminist gaze”
as an analytical framework for explaining the organization of the gaze in the
VR180 experience. The concept describes a viewing condition in which the
viewer has a degree of perceptual freedom, while the visual field remains shaped
by the technological limits of VR180, spatial organization, attentional cues, and
individual choices of looking. Its feminist dimension is related to the way women
are positioned within this viewing structure as subjects who speak, produce
knowledge, and articulate political agency, rather than being defined primarily
through their visibility within the image. The gaze regime is therefore approached
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as an aesthetic, spatial, and technological relationship that shapes where the
viewer can look, how attention is organized, and how the viewer is positioned
within the experience. The analysis develops around three axes: the spatial
organization of gaze, attention-directing strategies, and embodied spectatorship.
The theoretical scope of the concept is discussed in greater detail in the literature
review, while its analytical use is specified in the methodology.

The study focuses on the following research questions:

1. In the VR180 documentary format, through which visual strategies is the gaze
guided as an interface structure?

2. How can the limited gaze regime offered by the VR180 format be interpreted
from the perspective of feminist theory?

Courage to Question (2019) was selected purposively according to criteria
directly related to the research questions. The series is particularly suitable for
the analysis because its four episodes were produced within the same VR180
project and therefore constitute a formally coherent corpus in which recurrent
strategies of gaze organization can be compared. At the same time, the episodes
address different geographical and sociopolitical contexts while sharing a
thematic focus on women’s rights, testimony, political agency, and social
transformation. The series also employs a range of visual-spatial strategies,
including character placement, direct address, subjective camera positions,
textual inserts, compositional emphasis, and transitions between individual and
collective spaces. These characteristics allow the study to compare how
perceptual exploration and narrative guidance operate across different narratives
while the technological format remains relatively consistent. The case is therefore
used not to generalize its formal characteristics to all VR180 documentaries, but
to examine the analytical potential of the proposed framework through a formally
coherent yet internally varied corpus.

Unlike 360° VR experiences that provide a spherical visual field, the VR180
format offers a limited, directed field of view (Banchi et al., 2020). While the
visual field in 360° VR environments can, in theory, extend in every direction (Li
etal., 2019, p. 1), VR180 narrows this field through a hemispherical frame. As a
result, the viewer’s gaze does not move within a completely unrestricted space.
Rather, it is positioned and guided by a specific visual arrangement (Murray,
2017, p. 132). In this respect, VR180 differs from the broader spatial freedom
associated with VR360 (Dooley, 2017). It creates a hybrid form that stands
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between classical cinematic framing and spatially explorable viewing, where the
gaze is neither entirely fixed nor entirely free.

Methodologically, this study is based on a qualitative and interpretive close
reading of the episodes. It focuses on elements such as framing, spatial
limitations, character placement, subjective camera use, textual elements, and
compositional emphasis to examine how looking is shaped by visual and spatial
arrangements. Throughout the study, the terms “viewer” and “spectator” refer to
the perceptual position constructed by the formal and spatial organization of the
work rather than to empirically measured responses of individual users.
Accordingly, the study does not claim that all viewers respond to these strategies
in the same way. Instead, it analyzes the possibilities, constraints, and
orientations constructed by the documentaries themselves. Through this
approach, the study aims to make visible the relationship among interface, gaze,
spatial organization, and gender representation in VR180 documentary practice.
It seeks to contribute to the dialogue between VR studies and feminist film theory
by conceptualizing gaze as an interface structure and by developing the “semi-
decentralized feminist gaze” as an analytical framework.

LITERATURE REVIEW

This section examines the hybrid position of VR180 between conventional
cinematic framing and spatially explorable viewing, focusing on the aesthetic
consequences of its limited visual field. Existing VR research has largely
approached immersive experience through concepts such as presence,
embodiment, participation, and user agency, while the question of how the
hemispherical field of VRI80 structures and limits gaze has received
comparatively less attention. Mel Slater’s concepts of “place illusion” and
“plausibility illusion” explain how users experience virtual environments as
perceptually credible spaces (2009, pp. 3549-3552). Similarly, Nonny de la Pefia
et al. discuss VR through immersive journalism and emphasize the viewer’s
experiential and emotional participation (2010, pp. 291-293). These approaches
provide important accounts of presence and participation, but they do not directly
explain how gaze is organized within a bounded visual field or how this
organization intersects with gendered relations of looking. The following
discussion, therefore, considers embodiment, witnessing, attention guidance,
interface, and feminist film theory as complementary perspectives on this
problem.

Research Article- Submit Date: 14.06.2026, Acceptance Date: 15.09.2026 577
DOI NO: 10.17932/IAU.EJNM.25480200.2026/ejnm_v10i3006
Copyright © e-Journal of New Media



e-Journal of New Media / Yeni Medya Elektronik Dergi — eJNM
ISSN: 2548-0200, September 2026 Volume 10 Issue 3, p.572-600
Research Article

VR experience, as both bodily and perceptual, has developed in relation to
embodiment studies. In the bodily experience of VR, Konstantina Kilteni,
Raphaela Groten, and Mel Slater show that the viewer is physically in the
experience in terms of self-location, agency, and body ownership (2012, pp. 373—
376). This marks an important shift because it positions the viewer as a subject
in space rather than as a disembodied point of view. In a similar way, work on
body ownership illusions by Mel Slater and colleagues suggests that putting users
in different bodies changes perception and behavior (2010, pp. 1-2). These
studies turn the viewer away from the disembodied eye and into an embodied
subject in VR. Yet while embodiment studies redefine the viewer’s position, they
do not fully explain how the gaze is organized visually.

In VR narrative and documentary studies, the transformation of the viewer’s
position is discussed through the concepts of witnessing and participation. Kate
Nash defines the VR documentary experience as “immersive witnessing”,
arguing that the viewer is not merely a spectator, but a subject ethically and
emotionally positioned within the narrative (2018, pp. 119-122). This approach
reframes witnessing as an ethically charged relation of mediated presence, in
which the viewer is brought into proximity with represented others without
collapsing the distance that separates their experiences. However, this framework
primarily addresses how the viewer’s gaze is directed at an ethical and
experiential level. Kath Dooley, on the other hand, states that in VR narrative
practices, viewer attention is directed through visual composition, movement,
and sound (2017). This finding problematizes the idea of free gazing offered by
VR, demonstrating that the viewer’s experience is still aesthetically structured.
However, while these studies define the mechanisms of direction, they do not
conceptualize them as an interface organization. Mandy Rose (2018) similarly
approaches VR as a visual technology capable of producing bodily engagement
rather than simply as an escapist medium. Studies conducted in Tiirkiye similarly
focus on aspects of VR that transform the viewer’s gaze and discuss the effects
of this technology on cinematic narrative. Technology transforms the relationship
that documentary cinema establishes with reality from merely representational to
a constitutive element that constructs the viewer’s spatial experience (Ayta¢ &
Donmez, 2024; Cankir, 2024, p. 278). This is because the transformative nature
of VR and 360° films individualizes the collective viewing experience, placing
the viewer in the position of an active user (Doénmez & Erkilig, 2018, p. 41). This
transformation increases the viewer’s control over the narrative space, reshaping
the director-centric perspective of traditional cinema towards a spatial
exploration process (Cankir, 2024, p. 288; Donmez & Erkilig, 2018). However,
when this exploration process confronts the limited visual plane of VR180, the
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viewer’s absolute dominance over the narrative gives way to an aesthetically
restricted selectivity (Cantekin, 2023, p. 7).

Interface theory provides an important framework for understanding the
relationship between users and systems. Lev Manovich defines the interface as a
system that organizes the representation of cultural data (2001, pp. 65-71).
Alexander R. Galloway, on the other hand, considers the interface not merely a
surface but a form of relationality, emphasizing the interaction between the user
and the system (2012, pp. 25-30). Branden Hookway expands this discussion by
conceptualizing the interface as a way of thinking that structures experience
(2014, pp. 3-7). However, these studies largely proceed through technical
systems, software, and user interaction. The interface is not considered an
aesthetic organization operating within the visual field. The concept of “implicit
interface”, which is central to this study, is reinterpreted based on approaches that
emphasize that implicit interactions occur without the user’s explicit request or
awareness (Ju & Leifer, 2008). In XR research, gaze-based interaction can
involve systems that respond to users’ gaze behavior without requiring explicit
commands (Plopski et al., 2023). In this study, however, “implicit interface”
refers to an aesthetic condition in which the gaze is spatially directed and
constrained, rather than to a technical interaction mechanism. This organization
of the gaze is related to attention redirection strategies in the VR field (Rothe et
al., 2019). These strategies, classified by Sylvia Rothe et al. (2019), are
systematic methods used to manage the viewer’s attention in cinematic VR
environments. These approaches make it possible to consider attention guidance
as a form of interface organization and to ask how such organization spatially
positions the viewer.

Rather than remaining a passive recipient in the narrative space, the viewer
becomes an observer who negotiates their own perspective within a limited field
of movement. In this framework, the interface is no longer a fixed boundary.
Instead, it functions as a dynamic, relational encounter space between the human
body and technology. Thus, the VR180 visual layout technically limits the gaze.
But this limitation also produces a particular kind of experiential relationality.
Within this restricted field, the interface operates less as a visible technical layer
than as a visual organization embedded in space itself. VR180 recasts the
director-centered framing of traditional cinema as a device-body interaction in
which the viewer’s bodily presence is in dialogue with the technological interface
(Bender, 2018; Clark, 2025; Rainoldi, 2022). These spatial constraints do not
eliminate conventional cinematic framing. They also shift the viewer from a
perspective largely conditioned by the director’s framing into a more interactive
field of experience, where the viewer constructs their own space of discovery
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(Kim, 2021; Rainoldi, 2022). The restrictive structure of VR180 thus creates
layers of viewing. The gaze is spatially oriented, but each viewer encounters the
narrative space differently.

At this point, interface design transcends a simple technical tool, functioning as
an aesthetic medium that governs the experience of the gaze and shapes the sense
of presence (Rainoldi, 2022, pp. 249-250; Rose, 2018). The precise organization
of visual cues directs the gaze’s attention while allowing for a limited but
personalized process of discovery (Bender, 2018). Therefore, this design
approach, which challenges the myth of absolute user control in VR, reveals a
positioned form of interaction where the viewer’s body and the limitations of the
interface are intertwined; this, when considered from a feminist perspective that
questions traditional power relations, enables a more complex process of
subjectification (Clark, 2025).

Recent studies on the use of avatars and gender performances in VR
environments show that users re-experience their gender identities, in addition to
being represented through digital bodies (Zhang & Juvrud, 2024). This indicates
that, in VR experiences, the subject moves from a position that is constantly
reproduced through bodily and technological mediations rather than from a fixed
identity position. It has also been shown that the processes of subjectification in
VR environments are shaped by the identification relationships that users
establish with avatars. Guo Freeman and Divine Maloney show how users
negotiate self-presentation and self-perception through avatar-based interaction
in social VR (2021, p. 3). VR studies in the context of gender primarily focus on
identity, representation, and embodiment processes. Studies have shown that
immersing oneself in different bodies has transformative effects on perceptions
and attitudes (Banakou et al., 2016, pp. 2-5; Peck et al., 2013, pp. 780-783).
These studies strongly highlight the identity and representational dimensions of
VR but leave the question of how the viewer's gaze is visually organized and
directed secondary. Therefore, this literature offers a limited discussion on the
structural organization of gaze.

These discussions also point to the role of representational technologies in
shaping visual power relations (Donmez & Erkilig, 2018, p. 54; Wagner &
Blewer, 2019, p. 35). In VR180, technological limitations, perceptual agency,
and gendered representation operate in relation to one another. Viewer agency
depends on the conditions through which looking is organized and on the position
assigned to represented subjects within this visual structure. Questions of
visibility, voice, knowledge, and political agency become part of the same spatial
relation between viewer, interface, and represented subject. This perspective
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connects the spatial organization of spectatorship in VR180 with feminist
critiques of visual power.

Feminist film theory has long examined visual representation as a site where
power relations are produced and maintained. In VR environments, these
relations also take shape through the technological and spatial conditions that
organize how the viewer encounters the visual field. The hemispherical
boundaries of VR180 can be understood as an aesthetic intervention space that
structures the viewer’s bodily presence through a technological interface,
enabling bodily engagement while also defining its limits. This approach, by
contrasting with the technological optimism of VR, often referred to as an
empathy machine and frequently assuming a universal subject, requires us to
develop more agile and critical frameworks that will allow us to understand how
the viewer’s experience is shaped by gender, spatial positioning, and historical
contexts (Clark, 2025; Rose, 2018). The tension between technological
possibilities and the viewer’s bodily subjectivity also suggests that VR180
narratives can function as political spaces in which regimes of visual power are
renegotiated (Bertrand & Salter, 2024, p. 119). In this context, Laura Mulvey’s
(1975) conceptualization of the male gaze in traditional cinema constitutes a
fundamental theoretical reference point for analyzing power regimes in which
looking is organized through an active/male and passive/female division and the
female figure is positioned as an object of visual pleasure. However, the VR
environment, by making the viewer a physical presence within this represented
world, allows for a re-evaluation of the frame-centric gaze relations of classical
cinema.

Vivian Sobchack’s phenomenological viewer approach (1992) allows us to
question the subject-object duality in film theory by redefining the viewer as a
producer of bodily and sensory meaning integral to the cinematic experience,
rather than merely a visual receiver. This approach enables us to conceptualize
the spatial constraints experienced by the viewer through the technological
interface as a process of bodily subjectification. Feminist film theory and
phenomenology offer complementary perspectives on the VR180 experience.
Feminist film theory draws attention to the ideological and gendered organization
of looking, while phenomenology helps explain the viewer as a spatially and
sensorially situated subject. In this context, the camera’s point of view is
reconceptualized as an ontological domain that defines the subject's spatial
existence, going beyond a technical function. In VR environments, the user
becomes a subject positioned within the experience and physically relating to
their environment (Sobchack, 1992; Clark, 2025). This situation directly
integrates the perception of the visual field with bodily experience, while also
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strengthening the experience of presence, allowing the viewer to feel as if they
are actually there within the narrative space (Rose, 2018, pp. 138—140). Thus, the
gaze gains meaning as the way the subject spatially and sensorially settles into
the world (Rainoldi, 2022; Sobchack, 1992).

Taken together, the literature reviewed above explains several important
dimensions of VR spectatorship but leaves their intersection in VR180
documentary practice less clearly defined. Feminist film theory has shown how
gaze is shaped by ideological and gendered relations, although its foundational
formulations were developed primarily in relation to frame-bound cinematic
spectatorship (Mulvey, 1975; Doane, 1982; Kaplan, 1983). Phenomenological
approaches explain the viewer’s embodied and spatial relation to the image
(Sobchack, 1992), while cinematic VR research demonstrates that perceptual
exploration can remain aesthetically guided (Dooley, 2017; Rothe et al., 2019).
Interface theory provides a relational account of how users are positioned in
relation to technological systems (Galloway, 2012; Hookway, 2014). What
remains less clearly explained is how these conditions operate together in a
format such as VR180, where the viewer is spatially situated and perceptually
mobile within a bounded visual field while gaze remains subject to aesthetic
guidance and gendered relations of representation.

The concept of the “semi-decentralized feminist gaze” is proposed to address this
intersection. Semi-decentralization describes a distribution of perceptual
authority between the formal organization of the work and the viewer’s situated
choices of looking. The gaze can move within the hemispherical visual field, but
this movement remains conditioned by the technological limits of VR180 and by
compositional emphasis, character placement, movement, editing, textual inserts,
direct address, and subjective camera positions. The feminist dimension concerns
the relationship between this organization of looking and forms of
subjectification in which women are positioned as producers of testimony,
knowledge, political discourse, and collective agency. In this formulation, the
presence of women within the image or the gender of the filmmaker is
insufficient on its own to establish a feminist gaze. What matters is the relation
between the organization of spectatorship and the subject positions produced by
the work.

The proposed framework connects feminist theories of gaze with research on
embodiment, attention guidance, and interface in order to examine the
coexistence of bounded spatial exploration, aesthetic guidance, embodied
spectatorship, and feminist subjectification in VR180 documentary practice. It is
used here as a case-derived analytical framework rather than as a universal model
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of VR 180 or feminist immersive media. The methodology specifies the analytical
indicators through which this framework is examined across the four episodes of
Courage to Question (2019).

METHODOLOGY

This study uses qualitative and interpretive close reading to examine how gaze is
organized in VR180 documentary practice, how visual and spatial guidance
operates as an interface, and how these arrangements can be interpreted through
feminist theory. The corpus consists of the four-part VR180 documentary series
Courage to Question (2019), produced by Google, filmed by an all-female team,
and directed by Megan Sullivan: Ep 1: Chief Kachindamoto, Ep 2: Lydia Cacho,
Ep 3: Asha Kowtal, and Ep 4: Alice Marie Johnson (Saada Saar, 2019; Albrink,
n.d.; UN Women, 2019b, 2019c, 2019d, 2019¢). The episodes address different
forms of gender inequality and political struggle while using the same VR180
format, allowing recurrent and varying strategies of gaze organization to be
examined within a coherent corpus.

The study employs close reading as its primary method. Using this approach, the
examined series was considered an interpretive text with visual and auditory
codes from which meaning is produced in a cultural context (McKee, 2003, pp.
4-5). It also allows analysis of the series’ form as a function of framing, spatial
organization, visual composition, and sound use (Bordwell et al., 2019). During
the analysis process, the representational forms of visual materials, meaning-
making processes, and cultural contexts were also considered (Rose, 2001, pp.
25-26).

The four episodes were watched repeatedly to find common strategies of gaze
organization, including spatial framing, character placement, camera movement,
textual inserts, direct address, subjective camera use, compositional emphasis,
editing, and spatial transitions. The analysis focused on scenes in which the
viewer’s gaze appeared to be directed by spatial arrangement, narrative emphasis,
or visual composition. Rather than measuring audience reception empirically, the
study examines the textual, aesthetic, and spatial structures that direct the
viewer’s gaze. Claims about spectatorship in this study refer to the viewing
position constructed by the work, not to the actual responses of individual
viewers. Table 1 summarizes the analytical scope of the study and the main gaze
strategies identified in each episode.
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Table 1.
Analytical Scope of Courage to Question (2019) Episodes

Episode Main Subject  Main Theme Key Gaze
Strategies
Chief Education and  Classroom framing,
Kachindamoto Child marriage social village square,

transformation  young mother figure,

Duration: 6:30 . .
circular narrative

structure
Lydia Cacho Human Survival, Mirror scene,
. trafficki testimony, an reenactment
Duration: 5:39 T HCKINg and tes 1ony; d cenactment,
journalism solidarity subjective camera,

circle composition,
direct address

Asha Kowtal  Dalit women’s Caste-based Public space, bus
. . T 1
Duration: 5:23 rights dlscrlmlnat-lon _scene, textua
and collective inserts, banners,
resistance collective spaces
Alice Marie Mass Imprisonment,  Prison corridor, cell
Johnson incarceration liberation, and space, subjective
Duration: 7:11 . somal. movement, direct
reintegration address,
homecoming

The recurring strategies identified across the episodes were organized into three
formal analytical dimensions, with feminist subjectification treated as a cross-
cutting interpretive criterion. Table 2 presents the indicators used to apply this
framework across the four episodes.
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Table 2.

Operationalization of the Semi-Decentralized Feminist Gaze

Analytical dimension Indicators examined
Spatial organization of Hemispherical limitation, framing, subject placement,
gaze spatial transitions, organization of the visual field
Attention-directing Movement, compositional emphasis, textual inserts,
strategies direct address, subjective camera use, editing

Embodied spectatorship ~ Spatial proximity, point-of-view positioning, movement
through represented space, witnessing

Cross-cutting feminist Direct testimony, knowledge production, political
subjectification speech, collective agency, movement beyond victim-
centered representation

The three formal dimensions were examined together rather than as isolated
categories. Feminist subjectification was treated as a cross-cutting criterion
because its significance emerges through the interaction of spatial organization,
attention guidance, and embodied spectatorship. This structure allows the
proposed framework to connect formal organization with the positions
constructed for women as speaking, knowing, and politically acting subjects.

Sound was considered during repeated viewing because auditory cues can
contribute to attention guidance and spatial orientation in cinematic VR (Dooley,
2017, pp. 167-169). No sufficiently consistent sound-based strategy was
identified across the four episodes to support systematic comparison as a separate
analytical dimension. For this reason, sound is treated as part of the contextual
audiovisual experience, while the comparative analysis concentrates on the visual
and spatial strategies directly related to the research questions. A systematic
analysis of spatial audio falls outside the scope of the present study.

The “semi-decentralized feminist gaze” is used in the analysis as a relational
framework connecting these formal and interpretive dimensions. The
examination focuses on how bounded spatial exploration, aesthetic guidance,
embodied positioning, and feminist subjectification interact within each episode.
The framework is applied by examining recurring formal strategies and their
relationship to the positions constructed for the viewer and the represented
subject.
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DECENTRALIZING THE GAZE IN VR180 DOCUMENTARY
PRACTICE

Courage to Question (2019) is a four-part VR180 documentary series produced
by Google in collaboration with UN Women and Vital Voices for International
Women’s Day (Saada Saar, 2019; UN Women, 2019a). The project aims to make
visible the experiences of activists fighting for women’s rights across the world
and amplify their voices to a wider audience through innovative storytelling
technologies (Saada Saar, 2019; UN Women, 2019a). Filmed by an all-female
team, the series was directed by Megan Sullivan, and all episodes and the trailer
were edited by Shannon Albrink (Albrink, n.d.). The series focuses on the stories
of Senior Chief Theresa Kachindamoto, who fights child marriage in Malawi;
Lydia Cacho, a journalist and activist working against human trafficking and
sexual exploitation in Mexico; Asha Kowtal, a representative of the Dalit
women's movement in India; and Alice Marie Johnson, who fights against mass
incarceration policies in the United States (Saada Saar, 2019).

The series focuses on gender inequality, systemic discrimination, human rights
violations, and women’s forms of resistance. It aims to place the viewer within
the everyday lives and struggles of these women. Through the semi-spherical
visual space of VR180, the viewer is positioned as a witness within the narrative,
as well as an outsider looking in. For this reason, Courage to Question (2019)
offers a useful case study for examining how VR180 organizes the gaze, shapes
embodied experience, and opens a space for feminist viewing.

SPATIAL ORGANIZATION OF GAZE

In the Courage to Question (2019) series, the VR180 format creates a hybrid
visual space between traditional cinematic framing and the broader spatial
exploration of 360° VR. The viewer can redirect attention and examine
environmental details, while the hemispherical field limits the range of possible
exploration and helps preserve narrative emphasis. In this hybrid configuration,
VR180 maintains a particular relation between viewer agency and cinematic
framing. Space functions as more than a represented setting; it participates in
structuring the viewer’s experience (Rainoldi, 2022, p. 242). In Courage to
Question (2019), spatial organization also operates as an experiential interface
that shapes how the viewer encounters the visual field. This organization
positions the viewer in relation to characters, environments, and narrative events
(Galloway, 2012).
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The episode focusing on Senior Chief Theresa Kachindamoto builds its spatial
structure around education and social change (UN Women, 2019b). The
documentary begins in a classroom, where a female student stands at the
blackboard while other students sit at their desks. The viewer can look around
the classroom and notice the students, objects, and details of the space. Yet the
hemispherical frame keeps the gaze within the classroom and keeps it from
leaving the main narrative focus. The documentary then proceeds on a local bus
ride. The roads, the rural landscape, and the route to the village put the story in
its social context. After that, it switches to different spaces, such as the village
square, residential areas, and aerial views of the village. At the end, the return to
the classroom makes the documentary circular. These transitions also reorganize
the viewer’s field of exploration. Each cut introduces a new bounded spatial field
while establishing new points of narrative attention within the hemispherical
frame. The return to the classroom gives it a symbolic role within the episode,
linking education to the struggle against child marriage. As Servet Can Dénmez
and Hakan Erkili¢ note, VR experiences place the viewer inside the represented
world and increase a sense of spatial closeness (2018, pp. 49—50). In this episode,
the school, village, and public spaces are experienced from within, bringing the
viewer into closer spatial relation with the represented social environment.

The episode about journalist Lydia Cacho is organized around childhood,
journalism, and solidarity (UN Women, 2019c). It opens in a child’s room, where
a young girl stands in front of a mirror. The viewer can notice details such as a
pink toy rabbit, colorful bed linens, a bag hanging on the wall, and other toys in
the room. Although the viewer can look around the space, the composition keeps
the girl at the center of attention as she faces the mirror. The narrative then shifts
to various urban spaces that Cacho travels by car. As the process of combating
human trafficking unfolds, call centers, safe shelters, shared living spaces, and
computer rooms become visible. The shelter is represented as both a social
environment where women's empowerment processes take place and a physical
space that provides protection. According to Gillian Rose (2001), visual
representations generate meaning from the cultural and spatial relationships
surrounding them. In the Lydia episode, the spatial structure extending from the
child's room to the shelter creates a meaning-producing organization that makes
visible the relationship between individual experience and collective solidarity.

In the Asha Kowtal episode, spatial organization is established through the
visibility of caste-based discrimination in daily life in India (UN Women, 2019d).
In the opening scene, markets, streets, and public spaces are represented as social
spaces from which Dalit women are excluded. Then, the environment in which
Dalit women live becomes visible through local buses, rural settlements, and
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everyday living spaces. Later in the documentary, domestic spaces reflecting
impoverished living conditions, rooms where education is provided, and meeting
areas where women gather are shown. Training scenes in the courtyard of an old
building and interior spaces where women prepare for protests make the contrast
between oppression and resistance visible on a spatial level. The viewer can
redirect attention within these spaces, focusing on different people and
environmental details. However, the narrative structure constantly redirects the
gaze back to the social conditions in which Dalit women live. As Mesut Batuhan
Cankir states, VR environments place the user within the represented
environment (2024, p. 288). In the Kowtal episode, the viewer is positioned
within this social environment instead of observing the living conditions of Dalit
women from afar.

In the Alice Marie Johnson episode, the spatial structure is established through
the transformation between imprisonment and liberation (UN Women, 2019¢).
The documentary opens with a scene of a bus entering the prison complex. The
gaze is placed within a subjective perspective moving towards the prison area.
Security areas, corridors, and prison structures become visible from the very
beginning. As Johnson’s narration continues, small cells, common living areas,
and prison corridors are shown, allowing the viewer to experience the boundaries
of prison space. As the narrative progresses, the spatial organization changes. Car
journeys, public spaces, and finally the family home become the new spaces of
the narrative. This transition from prison spaces to the home environment reveals
freedom as both a legal decision and a spatial transformation. Editing reinforces
this transformation by replacing the prison's restrictive spatial field with
progressively more open domestic and public environments. Each transition
reorganizes the bounded VR180 field and changes the viewer’s spatial relation
to Johnson’s experience. Kate Euphemia Clark (2025) argues that the relationship
between body and space is restructured in VR experiences. In the Johnson
episode, the viewer also encounters this transformation from imprisonment to
freedom through different spatial layers.

Across the four episodes, spatial organization produces different forms of
bounded exploration. Kachindamoto’s story moves between the classroom, the
village, and public space; Cacho’s episode connects private memory with shelters
and spaces of collective solidarity; Kowtal’s narrative distributes attention across
public, domestic, and activist environments; and Johnson’s episode moves from
confinement toward progressively more open spaces. These variations show how
VR180 reshapes cinematic framing through a sequence of spatial fields that
remain open to limited exploration. The viewer can move perceptually within
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these environments, while the work continues to define the spatial range and
narrative orientation of that movement.

ATTENTION GUIDANCE AND THE IMPLICIT INTERFACE

Although VR180 allows a degree of perceptual exploration, attention remains
aesthetically organized within its hemispherical field. Character placement,
movement, compositional emphasis, textual inserts, direct address, subjective
camera positions, and editing establish probable centers of attention without
fixing the gaze to a single point. This organization can be understood through the
concept of the implicit interface developed in this study. Wendy Ju and Larry
Leifer (2008, p. 72) describe implicit interaction as a process that operates
without explicit user commands, while Rothe et al. (2019, p. 17) show how
cinematic VR uses attention-directing strategies to negotiate viewer agency and
narrative control. Editing is particularly significant in VR180 because a cut
replaces one bounded field of possible exploration with another. The viewer
retains perceptual choice within each shot, but each transition reorganizes the
available visual field and establishes a new spatial context for attention. In
Courage to Question (2019), the implicit interface operates through visual and
spatial arrangements that guide attention while preserving a limited degree of
perceptual choice.

This orientation is clearly seen in the episode featuring Kachindamoto. In scenes
depicting village life, the gaze can focus on individual characters and
environmental details. However, the emotional center of the narrative is built
around the figure of the thirteen-year-old mother holding her baby, standing in
front of the girls gathered around the tree in the village square (UN Women,
2019b, 02:05-02:40). The subject’s central positioning and the placement of the
other figures within the composition constantly draw attention back to this point.
While the gaze could theoretically focus on different children, the narrative
emphasizes the young mother’s experience. A similar orientation is seen in the
initiation camp scenes (UN Women, 2019b, 03:27-04:01). The girls sitting inside
the reed hut can be viewed from different angles, but, for example, in the next
shot, the visual arrangement continually draws the gaze’s attention to the children
whose eyes are blindfolded. Thus, themes of child marriage, sexual abuse, and
social pressure cease to be merely narrative subjects and become central to the
visual organization. The scene exemplifies attention-guidance strategies of the
kind classified by Rothe et al. (2019). The gaze retains a degree of choice, while
compositional cues preserve the narrative’s ethical focus.
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In Cacho’s episode, the redirection of attention operates through a more complex
structure. The reenactment scenes used to narrate the stories of human trafficking
victims create a subjective gaze organization that places the viewer within the
events. The subjective camera arrangements used, particularly in the kidnapping
and human trafficking scenes, remove the viewer from the position of an outside
observer and place them within the experiential realm of the events. Thus, the
gaze is directed and moved into a specific subjective position. In the segment
where Cacho recounts her kidnapping experience, a scene is shown where a
person is forcibly put into a vehicle (UN Women, 2019¢, 01:15-01:31). Although
the gaze can look in different directions within the image field, the direction of
the characters’ movements and the axis along which the event takes place
constantly direct the flow of attention to the center of the experience of violence.
A similar structure is seen in the story of the young girl kidnapped from
Venezuela. Throughout the encounter on the street, the journey, the hotel room,
and the process of exploitation, the viewer can examine environmental details,
but the narrative structure constantly emphasizes the victim's experience. This is
consistent with Galloway’s (2012) approach, which defines the interface as a
relational structure that shapes the user experience. Here, the interface functions
as an invisible organization that determines the direction of the gaze. Later in the
episode, during scenes of women forming a circle, attention shifts from
individual stories to collective solidarity. The viewer can focus on the faces of
different women, but the circular composition of the scene constantly draws the
gaze back to the idea of shared struggle and support.

In the episode of Kowtal, the implicit interface becomes particularly evident in
scenes where everyday discrimination is made visible. In the scenes where Dalit
women boarding the bus are harassed by the stares of male passengers, the gaze
can observe different passengers, but the placement and movement of the
characters constantly redirect attention to the oppression faced by the women
(UN Women, 2019d, 00:13-00:27). Similarly, the informative texts presented
against a black background also enable the gaze to evaluate subsequent images
within a specific interpretive framework. In this respect, the text layouts also
function as part of the implicit interface. Later in the episode, in the room where
women and children are preparing for a protest, a banner reading “Dalit Women
Fight” forms a visual focal point (UN Women, 2019d, 03:56-04:07). Although
the viewer can look at different people in the room, the composition constantly
directs attention to this slogan, representing the common struggle. Thus, the
narrative establishes an organization of attention that progresses from individual
experiences to collective resistance.
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In Johnson’s episode, attention-directing strategies are structured around the
prison experience. The subjective camera movements used to narrate Johnson’s
entry into prison guide the viewer through prison corridors, cells, and common
areas (UN Women, 2019e, 00:56—01:28). These subjective camera movements,
progressing through the prison corridors, also allow for an immersive experience
of space. However, this freedom of movement is limited. The emotional center
of the narrative is constantly linked to Johnson’s experience. Especially in scenes
showing the small cell, the gaze can shift to different points in the space. But the
physical limitations of the confined area highlight a specific point. This illustrates
a tension between viewer orientation and narrative control that has been
discussed more broadly in cinematic VR research (Kim, 2021; Rothe et al.,
2019). The black background information texts used throughout the segment
connect Johnson’s personal story to the wider issue of female incarceration. In
this way, the viewer’s attention shifts from an individual experience to a broader
form of structural inequality. The moments when Johnson looks directly into the
camera are also important (UN Women, 2019¢, 05:50-06:23). As the camera
moves closer to her face, the surrounding space becomes less prominent, and the
gaze shifts directly to Johnson, the person carrying the narrative. The sequence
demonstrates how attention in VR180 can be repeatedly re-centered without
eliminating the viewer’s ability to inspect the surrounding field.

The four episodes organize attention through different combinations of the same
underlying relation between perceptual choice and aesthetic guidance.
Kachindamoto uses character placement and compositional emphasis to maintain
attention around child marriage; Cacho combines subjective reenactment,
movement, and direct address to organize testimony; Kowtal uses textual inserts,
slogans, and collective compositions to frame political resistance; and Johnson
combines subjective movement, confined space, textual information, and direct
address to connect imprisonment with political transformation. The implicit
interface operates through different formal arrangements across the series,
continually reorienting attention within the limited VR180 field.

EMBODIED SPECTATORSHIP AND FEMINIST REPOSITIONING

In the Courage to Question (2019) series, the viewer does more than simply gain
information about social inequalities or witness specific events. Through the
VR180 format, the viewer is spatially positioned in relation to the narrative, while
perceptual proximity can intensify the experience of witnessing. According to
Sobchack, the viewing experience is a sensory encounter established through the
body (1992, p. 10). This bodily encounter, considered alongside the feminist film
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theory approach that treats the gaze as an ideologically and socially positioned
relationship of seeing (Mulvey, 1975; Kaplan, 1983), demonstrates that the
viewer’s position in the VR180 experience is also a political issue. Jingyi Zhang
and Joshua Juvrud (2024, pp. 5, 8) report that embodied and nonverbal
interactions in social VR are associated with empathy, deeper social connection,
increased presence and intimacy, and stronger emotional bonds between users.
Together, these perspectives support an understanding of the viewer as a spatially
situated witness to the struggles represented across the series.

In the episode of Kachindamoto, this situation becomes particularly visible
through the representation of girls who are victims of child marriage. The
thirteen-year-old girl carrying her baby (the young mother figure) directly
confronts the viewer with this experience. Although the viewer can avert their
gaze, the young mother’s position within the scene creates a strong emotional
connection. Similarly, in the initiation camp scenes within the cleansing
tradition', the blindfolded girls do not leave the viewer in the position of an
observer. They place them within the scene. The aim here is not so much the
visual exposure of victimization, but rather to enable the viewer to confront the
consequences of child marriage. In this respect, the episode supports the
experience of bodily witnessing mentioned by Sobchack (1992). It invites the
gaze to the position of an ethical witness. At the same time, girls are represented
as individuals exposed to the effects of specific social structures. The episode
also places Kachindamoto’s intervention and the emphasis on girls’ education
alongside these scenes of victimization. Feminist subjectification emerges
through the contrast between the social structures imposed on girls and the forms
of political action presented as capable of transforming those structures.

In the episode featuring Cacho, the relationship between embodiment and
subjectification becomes more pronounced. In the mirror scene, Lydia’s
explanation that her mother taught her children to constantly ask questions and,
when they found answers, to ask themselves, “What can I do to change this?”
(UN Women, 2019c, 00:24), can be read as a symbolic beginning of the female
subject’s political awareness. Here, the gaze is on the young girl’s self-reflection.
In contrast to Mulvey’s (1975) approach, which holds that in classical cinema the
female body is often positioned as an object to be observed, in this scene the
female subject (the girl) appears as a figure who constructs her own gaze and
develops her own subjective position. In the later parts of the documentary, the
subjective camera work used while describing Lydia’s experience of abduction,

!'In Malawi, “sexual cleansing” is a harmful rite-of-passage practice that violates girls’
rights and bodily autonomy (Warria, 2018).
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torture, and death threats creates a perspective that fosters closeness to the
experience of victimization. However, the narrative is not solely based on trauma.
The empowerment processes of women living in shelters, through solidarity
circles, educational spaces, and rebuilt lives, are also made visible. In this
episode, the gaze also accompanies processes of solidarity and healing as it
witnesses violence. Cacho’s direct statement to the camera at the end of the
segment, “I am a journalist” (UN Women, 2019c, 05:22), constitutes the
subjective climax of the narrative. The gaze is now that of a witness, the recipient
of her political statement. In this scene, the female character is a subject telling
her own story and directing her political statement directly to the gaze. This direct
address interrupts the gaze’s function as a one-way viewing relationship.

In Kowtal’s episode, feminist repositioning is established through collective
struggle rather than individual experiences. While the discrimination and
violence suffered by Dalit women are made visible, the narrative does not focus
solely on stories of victimization. Girls receiving education, young women who
want to become human rights defenders, and solidarity networks become
important parts of the narrative. Especially in the scenes where women and
children prepare banners together, the gaze can focus on different individuals.
However, the composition constantly directs attention to the idea of shared
struggle. The slogan, “Dalit Women Fight”, again functions as a space of
subjectification where women construct their own political voices. The gaze
consequently expands from individual figures toward a collective space of
political subjectification. At the end of the episode, Kowtal’s statement “We are
the future” (UN Women, 2019d, 05:02), accompanied by the girls disembarking
from the bus one by one, ensures that they are represented as active agents of this
social transformation.

In the episode featuring Johnson, the experience of embodiment and
repositioning is constructed through liberation. As the viewer’s gaze moves
through the prison corridors, cells, and confined spaces, it is spatially brought
closer to Johnson’s experience. However, the narrative is not limited to the prison
experience. The sections in which Johnson discusses her educational activities
and the pardon process, as well as the scenes in which she reunites with her
family, make the subject’s reconstitution visible. As Clark (2025) states, the
relationship between body and space is constantly restructured in VR
experiences. In this episode, the transition from prison to home appears as a
process of the subject’s repositioning. In particular, the final scene, where she
celebrates with her family, takes the narrative out of victimhood and concludes it
with re-established social ties and solidarity. Thus, Johnson is represented as a
human rights advocate who speaks on behalf of other female prisoners, in
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addition to being a woman who was imprisoned in the past. This form of
representation shows that VR180 shifts the sense of witnessing toward a
perspective on transformation, solidarity, and the production of political
discourse.

Across the four episodes, the framework takes different forms. In
Kachindamoto’s episode, bounded spatial exploration accompanies a
compositional emphasis on child marriage, as well as scenes of education and
political intervention. Cacho’s episode uses subjective reenactment, direct
address, and shifts between individual trauma and collective solidarity to frame
testimony as a form of political agency. Kowtal’s story draws attention across
public spaces and collective bodies, with slogans, educational scenes, and protest
preparation foregrounding collective resistance. Johnson’s episode links spatial
confinement, subjective movement, direct address, and the movement toward
domestic and public spaces to her emergence as an advocate for other
incarcerated women. Across the series, the semi-decentralized feminist gaze
develops through three recurring conditions: perceptual exploration within the
bounded hemispherical field, aesthetic guidance of attention, and embodied
positioning in relation to women represented as speaking and politically active
subjects. The balance among these conditions varies across the four narratives.

These findings clarify how the proposed framework relates to feminist film
theory. The feminist significance of the series emerges from the organization of
looking and the subject positions it produces. The presence of women within the
image forms only one part of this structure. Their positioning as producers of
testimony, knowledge, collective action, and political claims is equally
important, along with the spatial relation established between these subjects and
the viewer. VR180 is approached here as a formal condition whose political
significance depends on how its spatial and attentional possibilities are organized.
The framework extends questions of visual power toward the spatial and
interface-based conditions of spectatorship while maintaining feminist film
theory’s concern with the positions assigned to represented subjects within
relations of looking.
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CONCLUSION

This study examined how gaze is organized in VR180 documentary practice and
how this organization can be interpreted through feminist film theory. The
analysis of Courage to Question (2019) identified three interconnected
dimensions: the spatial organization of gaze, attention-directing strategies, and
embodied spectatorship. Across these dimensions, feminist subjectification
emerged through the positioning of women as producers of testimony,
knowledge, collective action, and political claims. The findings show that
perceptual exploration in VR180 takes place within a bounded hemispherical
field whose spatial and narrative organization continues to shape the viewer’s
possible orientations.

The concept of the “semi-decentralized feminist gaze” was developed to describe
this relationship. The framework brings together bounded perceptual exploration,
aesthetic guidance, embodied positioning, and feminist subjectification within a
single analytical structure. It explains how perceptual authority is shared between
the formal organization of the work and the viewer’s situated choices of looking.
The four episodes demonstrate that this relationship can be produced through
different formal strategies, including character placement, movement, subjective
camera positions, textual inserts, direct address, editing, and transitions between
spatial environments.

The findings also contribute to discussions of interface in cinematic VR. In
Courage to Question, guidance does not depend on a visible control layer. Spatial
composition and attention-directing strategies organize the viewer’s encounter
with the visual field and operate as an implicit interface. Editing is particularly
significant within this structure because each cut introduces a new bounded field
of exploration and reorganizes the spatial conditions of attention. VR180 can thus
preserve a degree of perceptual mobility while maintaining aesthetic and
narrative orientation across successive spatial fields.

From the perspective of feminist film theory, the political significance of this
organization depends on the relationship between spectatorship and the subject
positions produced by the work. The representation of women alone is
insufficient to define the gaze as feminist. In the series, feminist subjectification
becomes visible through women’s direct testimony, knowledge production,
political speech, collective resistance, and movement beyond victim-centered
representation. The proposed framework extends feminist questions of visual
power toward the spatial and interface-based conditions through which looking
is organized in immersive media. It also places embodied spectatorship within
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this discussion by considering how the viewer is positioned in relation to
represented subjects within the narrative space.

The “semi-decentralized feminist gaze” is proposed here as a case-derived
analytical framework, with Courage to Question providing a formally coherent
but internally varied corpus through which to examine its analytical potential.
The study does not claim that the framework describes all VR180 documentary
practice or feminist immersive media. Its scope is also limited by the absence of
empirical audience research. References to the viewer describe a perceptual
position constructed by the documentaries' formal and spatial organization rather
than by measured responses from individual users. Sound was considered as part
of the audiovisual experience, although spatial audio was not examined as an
independent analytical dimension. Future research could compare VR180 and
360° documentary practices, examine spatial audio more systematically, and
combine close textual analysis with audience studies, head-orientation data, or
eye-tracking methods. Such work could further investigate how perceptual
agency, technological limitation, attention guidance, and gendered subject
positions interact across different forms of immersive documentary.
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oz

Dijital platformlar, kullanicilarin yalmizca bilgiye eristigi ortamlar olmaktan
cikarak hangi igeriklerin gorliniir, 6nemli ve giivenilir kabul edilecegini
belirleyen kiiltiirel ve teknik yapilara donlismiistiir. Bu ¢aligsma, sosyal medya
kullanicilarinin algoritmik icerik kiirasyonuna iligkin farkindaliklarin1 ve yapay
zeka destekli icerik tiretiminin gergeklik algilar iizerindeki etkisini incelemeyi
amaglamaktadir. Arastirma, nicel aragtirma yaklagimi cercevesinde betimsel
tarama modeline gore tasarlanmistir. Veriler, aktif sosyal medya kullanicilarina
cevrim i¢i olarak uygulanan yapilandirilmis anket araciligiyla toplanmustir.
Kiigiik bir katilmci grubuna dayanmasi nedeniyle arastirma, daha genis
orneklemli caligmalar i¢in O6n bulgular sunan kesfedici bir pilot galigma
niteligindedir. Bulgular, katilimcilarin igerik akislarinin algoritmalar tarafindan
sekillendirildiginin biiyiik 6l¢lide farkinda olduklarini; ancak bu farkindaligin
alternatif kaynaklar1 arastirma ve igerik akigina miidahale etme gibi elestirel
davraniglara siirl 6lgiide yansidigini gostermektedir. Katilimcilar, canli, ham ve
diizenlenmemis icerikleri daha gergek¢i degerlendirirken, trend olan ve
algoritmik olarak one ¢ikarilan igeriklere daha siipheci yaklagsmaktadir. Yapay
zeka tarafindan iiretildigi diisiiniilen icerikler ise kullanicilarin temkin diizeyini
artirmakta ve gerceklik ile kurgu arasindaki smirm ayut edilmesini
giiclestirmektedir. Arastirma, dijital ortamda gercekligin sabit ve dogrudan
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erigilebilir bir olgudan ziyade algoritmik segilim, igerik iiretim bicimleri ve
kullanic1 yorumlan araciliiyla yeniden inga edildigini ortaya koymaktadir.

Anahtar Kelimeler: Algoritmik Kiirasyon, Ger¢eklik Algisi, Yapay Zeka Destekli
I¢erik, Dijital Gérsel Kiiltiir.

ALGORITHMIC CURATION AND PERCEPTIONS OF
REALITY IN DIGITAL VISUAL CULTURE: A PILOT
STUDY OF SOCIAL MEDIA USERS

ABSTRACT

Digital platforms have evolved beyond communication environments into socio-
technical systems that shape the visibility, credibility, and perceived reality of
online content. In this context, algorithms and artificial intelligence (AI)
increasingly influence how users encounter, interpret, and evaluate information.
This study aims to explore social media users' awareness of algorithmic content
curation and examine how Al-assisted content production affects their
perceptions of reality. The research was designed as an exploratory pilot study
using a quantitative survey approach. Data were collected through an online
questionnaire administered to active social media users. Given the limited sample
size, the findings are intended to provide preliminary insights rather than
generalizable conclusions. The results indicate that participants are largely aware
that algorithmic systems shape social media feeds. However, this awareness
rarely translates into critical information-seeking behaviors or active efforts to
diversify content exposure. Participants perceive live, unedited, and minimally
processed content as more authentic, while expressing greater skepticism toward
trending and algorithmically promoted content. Al-generated content further
increases uncertainty by blurring the distinction between reality and fabrication.
Overall, the findings suggest that perceptions of reality in digital environments
are increasingly constructed through algorithmic selection, content production
processes, and users' interpretive practices rather than through direct access to
objective reality. The study contributes to the growing discussion on algorithmic
awareness, digital visual culture, and the transformation of reality in Al-driven
media environments by offering preliminary empirical evidence for future large-
scale research.

Keywords: Algorithmic Curation; Perception Of Reality; Artificial Intelligence-
Generated Content,; Digital Visual Culture.
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GIRIS

Dijital iletisim teknolojilerinin gelisimiyle birlikte sosyal medya platformlari,
bireylerin yalnizca iletisim kurdugu ya da bilgiye eristigi ortamlar olmaktan
cikarak gilindelik yasamin, kamusal tartigmalarm ve toplumsal gercekligin
iiretildigi temel dijital mekanlara doniismiistiir. Giiniimiizde milyarlarca kullanici
haberleri takip etmekten glindelik deneyimlerini paylagmaya, siyasal tartismalara
katilmaktan tiiketim kararlar1 vermeye kadar pek ¢ok faaliyeti sosyal medya
platformlar araciligiyla gergeklestirmektedir. Bu doniisiim, dijital platformlarin
yalnizca iletisim araclart olarak degil, aym zamanda gergekligin nasil
algilanacagm  belirleyen giiglii  kiiltiirel ve teknik aktorler olarak
degerlendirilmesini gerekli kilmaktadir. Ciinkii kullanicilarin karsilastiklart
icerikler artik yalnizca bireysel tercihlerinin sonucu degil; algoritmik sistemlerin
secimi, siralamasi ve dnceliklendirmesi sonucunda goriiniir hale gelmektedir.

Platform ekonomisinin gelismesiyle birlikte algoritmalar, kullanici deneyimini
kisisellestirmeyi amaclayan teknik araglar olmanin Gtesine gegmis; dikkat
ekonomisinin temel diizenleyicileri héline gelmistir. Kullanicilarin ilgi alanlari,
etkilesim gecmisleri ve ¢evrim ig¢i davraniglar siirekli analiz edilerek igerik
akislar yeniden diizenlenmekte, bdylece bireylerin hangi olaylar gorecegi, hangi
konular1 6nemseyecegi ve hangi iceriklerle daha sik karsilasacagi biiylik 6lciide
platformlarin algoritmik tercihleri tarafindan belirlenmektedir. Bu durum, dijital
ortamlarda gergekligin dogrudan deneyimlenen bir olgu olmaktan uzaklasarak
teknik sistemler tarafindan segilen ve goriiniir kilinan temsiller araciligiyla
kurulmasina neden olmaktadir.

Son yillarda tiretken yapay zeka teknolojilerinin yayginlagmasi, dijital gergeklik
tartigmalarin1 daha karmagik bir boyuta tagimistir. Metin, gorsel, video ve ses
iretebilen yapay zekd sistemleri, yalmzca igerik dretim siireglerini
hizlandirmakla kalmamis; gergek ile kurgu arasindaki sinirin ayirt edilmesini de
giiclestirmistir. Glinlimiizde kullanicilar yalnizca karsilastiklar1  bilginin
dogrulugunu degil, ayn1 zamanda o bilginin kim tarafindan ve hangi yontemle
iiretildigini de sorgulamak zorunda kalmaktadir. Boylece dijital okuryazarlik,
igerik tliketiminden ¢ok igerik iiretim siireglerini degerlendirebilme becerisiyle
iligkilendirilmeye baslanmustir.

[letisim literatiiriinde algoritmik kiirasyon, filtre balonlar1, yanki odalar1 ve yapay
zekd destekli medya Tlizerine Onemli c¢aligmalar bulunmasima ragmen,
kullanicilarin algoritmik farkindalik diizeyleri ile gergeklik algilar1 arasindaki
iligkinin ozellikle yapay zeka destekli icerik iiretimi baglaminda birlikte ele
alindig1 ampirik aragtirmalarin sinirli oldugu goriilmektedir. Mevcut ¢aligmalarin
onemli bir boliimii algoritmalarin teknik isleyisine, platform politikalarina ya da
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yanlig bilgiyle miicadeleye odaklanirken, kullanicilarin bu siiregleri nasil
deneyimledigi ve algoritmik yonlendirmeyi gergeklik algilari igerisinde nasil
anlamlandirdig1 gorece daha az incelenmistir. Ozellikle iiretken yapay zekanin
sosyal medya ekosistemine hizla entegre oldugu giiniimiizde, kullanicilarin
gerceklik, giiven ve otantiklik kavramlarini nasil yeniden tanimladigi 6nemli bir
aragtirma alani olarak 6ne ¢ikmaktadir.

Bu aragtirma, sosyal medya kullanicilarinin algoritmik icerik kiirasyonuna
yonelik farkindaliklarmi, algoritmalarin igerik goriiniirliigii tizerindeki etkisine
iligkin degerlendirmelerini ve yapay zeka destekli igeriklerin gergeklik algisi
iizerindeki yansimalarimi incelemeyi amacglamaktadir. Calisma, dijital gorsel
kiiltiir baglaminda algoritmalari yalnizca igerik dolasimimi diizenleyen teknik
mekanizmalar olmadigini; aym1 zamanda kullanicilarin gerceklik algisini, gliven
iligkilerini ve igerik degerlendirme pratiklerini bigimlendiren sosyoteknik yapilar
olarak isledigini ortaya koymayi hedeflemektedir. Bu yoniiyle arastirma,
algoritmik farkindalik ile dijital gercekligin insas1 arasindaki iligkiye iliskin 6n
bulgular sunarak, gelecekte gerceklestirilecek daha kapsamli ampirik ¢aligmalara
kuramsal ve yontemsel bir zemin olusturmay1 amaglamaktadir.

ALGORiTMjK KURASYON, GORUNURLUK VE DIiJITAL
GERCEKLIGIN INSASI

Dijital platformlar, toplumsal gercekligin dogrudan ve tarafsiz bicimde
aktarildigr iletisim kanallar1 degildir. Platformlarda dolasima giren igerikler;
kiiltirel kodlar, ekonomik Oncelikler, kullanici davraniglari ve teknik
smiflandirma  sistemleri araciligiyla segilmekte ve anlamlandiriimaktadir.
Hall’un (2017, ss. 23-28) temsil yaklasimina gdre temsil, dnceden var olan
gergekligin basit bir yansimasi degil, anlamin dilsel ve kiiltiirel pratikler
icerisinde iretildigi bir siirectir. Bu dogrultuda sosyal medyada karsilasilan
gorsel, metinsel ve isitsel icerikler de gercekligin kendisini dogrudan sunmaktan
cok, onu belirli ¢ergeveler icerisinde yeniden kurmaktadir. Dijital ortami
geleneksel medya temsillerinden ayiran temel nokta ise bu ¢erceveleme siirecine
algoritmik sistemlerin etkin bigimde katilmasidir.

Algoritmik kiirasyon, ¢ok sayidaki icerik arasindan hangilerinin kullaniciya
gosterilecegini, hangi sirayla sunulacagimi ve ne Olgiide goriiniir olacagini
belirleyen otomatik se¢cme ve diizenleme siireglerini ifade etmektedir.
Algoritmalar bu siirecte kullanicilarin Onceki aramalari, izleme siireleri,
begenileri, paylasimlart ve diger etkilesimlerinden elde edilen verilerden
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yararlanir. Boylece her kullaniciya kisisellestirilmis gibi goriinen, ancak
platformun teknik ve ekonomik amaglar1 dogrultusunda bi¢imlendirilmis bir
icerik akisi sunulur. van Dijck’in (2013, ss. 24-44) ortaya koydugu iizere sosyal
medya platformlarinin isleyisi, teknik bilesenlerle kullanici pratiklerinin yani sira
yOnetisim, miilkiyet ve is modelleri gibi sosyoekonomik unsurlarin birlikte
degerlendirilmesini gerektirmektedir. Bu nedenle bir igerigin yaygin bigimde
dolagima girmesi, onun toplumsal agidan daha 6nemli ya da epistemik agidan
daha giivenilir oldugu anlamina gelmemektedir.

Algoritmalarin toplumsal etkisi, yalnizca mevcut igerikleri siniflandirmalarindan
kaynaklanmaz. Bu sistemler ayni1 zamanda kullanicilarin neyi 6nemli, giincel,
popiiler ve gercekei kabul edecekleri {izerinde etkili olan bir goriiniirliik diizeni
kurmaktadir. Castells’e (2016) gore ag toplumunda iktidar, iletisim aglarinin
kurulmasi, programlanmasi ve yonlendirilmesiyle yakindan iliskilidir. Bu agidan
algoritmalar, iletisim akislarini teknik olarak diizenleyen ve giindemin simirlarini
dolayli bi¢cimde belirleyen yapilardir. Kullanicinin karsilastigi akis, toplumsal
diinyada var olan biitiin igeriklerin notr bir toplamimi degil, belirli segimlerin
sonucunda olusturulmug sinirh bir goriiniirliik alanini temsil eder. Dolayisiyla
dijital gercekligin insasi, yalnizca gdsterilen icerikler izerinden degil, goriiniirlitk
disinda birakilanlar {izerinden de gergeklesmektedir.

Algoritmik sistemlerin onemli 0&zelliklerinden biri, calisma bigimlerinin
kullanicilar agisindan biiyiik 6l¢iide gériinmez olmasidir. Eslami ve arkadaslar
(2015), Facebook kullanicilar1 iizerine gerceklestirdikleri arastirmada,
katilimcilarin bir bolimiiniin haber akisindaki igeriklerin algoritmik olarak
filtrelendiginin farkinda olmadigim1 gostermistir. Kullanicilar, bazi kisilerin
paylasimlarim1  gérmemelerini  kisisel  iliskilerindeki ~ uzaklagmayla
aciklayabilmekte; teknik secilim siirecini ise fark edememektedir. Bu durum,
algoritmik miidahalenin yalnizca igerik tiiketimini degil, kullanicilarm sosyal
iligkileri ve ¢evreleri hakkindaki degerlendirmelerini de etkileyebilecegini ortaya
koymaktadir.

Bununla birlikte kullanicilar algoritmalar karsisinda tamamen bilgisiz ya da
edilgen degildir. Giindelik platform deneyimleri sonucunda algoritmalarin nasil
calistigina iligkin ¢esitli varsayimlar, sezgiler ve agiklamalar gelistirmektedir.
Bucher (2017, ss. 39-41), bu yorumlama bigimlerini “algoritmik tahayytl”
kavramiyla aciklamaktadir. Algoritmik tahayyiil, kullanicilarin algoritmanin
teknik kodlarii bilmesinden ¢ok, algoritmanin ne yaptigina ve kendilerini nasil
etkiledigine iliskin duygu, deneyim ve beklentilerini kapsamaktadir. Kullanicilar
belirli icerikleri begenmenin benzer igerikleri ¢ogaltacagini, bazi hesaplarla
etkilesimin goriiniirliigii artiracagim ya da platformun kendileri hakkinda belirli
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¢ikarimlar yaptigin diisiinerek davraniglarini diizenleyebilmektedir. Bu nedenle
kullanici-algoritma iliskisi tek yonlii bir yonlendirme siireci degil; kullanicilarm
sistemi anlamlandirmaya ve zaman zaman yo6nlendirmeye calistiklar1 karsilikli
bir etkilesim alanidir.

Algoritmik farkindalik ise kullanicilarm igeriklerin otomatik sistemler tarafindan
secildigini, siralandigini ve kisisellestirildigini ne olgiide kavradiklarini ifade
etmektedir. Zarouali, Boerman ve de Vreese (2021, s. 1), algoritmik medya igerigi
farkindaligin igerik filtreleme, otomatik karar verme, insan-algoritma etkilesimi
ve etik sonuglar olmak iizere dort boyut altinda ele almaktadir. Buna gore
algoritmik farkindalik, yalnizca “platformda algoritma bulundugunu bilmekten”
ibaret degildir. Kullanicinin algoritmanin  hangi verileri kullandigini,
gorlinlirliigli nasil etkiledigini, kendi davraniglariyla nasil kargilikli iligki
kurdugunu ve bu isleyisin dogurabilecegi etik sorunlari kavramasini da
icermektedir.

Ancak algoritmik farkindalik kullanicilar arasinda esit bicimde dagilmamaktadir.
Gran, Booth ve Bucher’in (2021) c¢alismasi, algoritmalar hakkindaki
farkindaligin yas, egitim ve dijital yetkinlik gibi degiskenlerle iligkili
olabilecegini ve yeni bir dijital esitsizlik bi¢imi yaratabilecegini gostermektedir.
Dijital esitsizlik bu baglamda yalnizca internete veya teknolojik araglara erigim
sorunu degildir; kullanicilarin platformlarin goriiniirliik sistemlerini anlayabilme
ve bunlara kars1 strateji gelistirebilme kapasiteleri arasindaki farklar1 da
kapsamaktadir. Algoritmik secilim siireglerini daha iyi kavrayan kullanicilar,
karsilagtiklar1 igerigin tarafsiz veya rastlantisal olmadigim1 daha kolay fark
edebilirken, farkindaligi diisiik kullanicilar kisisellestirilmis akisi toplumsal
gercekligin dogal bir yansimasi olarak degerlendirebilir.

Bununla birlikte farkindaligin her zaman elestirel veya doniistiiriicii bir davranisa
yol agtigimi soylemek miimkiin degildir. Kullanicilar igerik akiglarinin algoritmik
olarak diizenlendigini bilmelerine ragmen alternatif kaynaklara yonelme, karsit
goriigleri arastirma ya da kisisellestirme sistemlerine miidahale etme konusunda
pasif kalabilmektedir. Algoritmanin varligini bilmek ile onun isleyisini ayrintil
bicimde anlamak arasinda énemli bir ayrim bulunmaktadir. Ayrica kullanicilar,
algoritmik kigisellestirmenin ¢esitliligi sinirlandirabilecegini bilmelerine ragmen
sagladigi kolaylik, hiz ve kisisel ilgiyle uyumlu icerik avantajindan
vazgegmeyebilir. Boylece algoritmik farkindalik, platform kullanimini ortadan
kaldiran bir elestirel bilingten ¢ok, yonlendirildigini bilerek platform igerisinde
kalma ve sisteme uyum saglama bi¢imine doniisebilmektedir.

Bu yap1 filtre balonlar1 ve yanki odalar1 tartigmalariyla da iligkilidir.
Kisisellestirme sistemlerinin benzer igerikleri tekrar tekrar dnermesi, kullanicinin
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farkl goriiglerle karsilasma ihtimalini azaltabilir. Ancak kullanicinin homojen bir
icerik ¢evresinde bulunmasi yalnizca algoritmanin tek tarafli etkisiyle
aciklanamaz. Kullanicinin 6nceki tercihleri, takip ettigi hesaplar, etkilesimleri ve
igerikten kaginma davraniglar1 da bu c¢evrenin olusumuna katilmaktadir.
Dolayisiyla dijital goriintirliik, teknik sistem ile kullanici pratiklerinin karsilikli
olarak iirettigi bir sonugtur. Algoritma kullanicinin davraniglarini izleyerek akist
bicimlendirirken, kullanic1 da bu akis icerisinde yaptig1 secimlerle algoritmanin
sonraki Onerilerini etkiler.

Bu karsilikl iligki, bireysel tercih ile sistemsel yonlendirme arasindaki simiri
belirsizlestirmektedir. Fuchs’a (2016) gore sosyal medya platformlari, kullanici
etkinliklerini ekonomik degere doniistiirircken ayni zamanda kullanict
davraniglarimi bigimlendiren dijital kapitalist yapilardir. Kullanici, kendisine
sunulan igerikleri kigisel tercihlerinin dogal sonucu gibi algilasa da bu tercihler
platformun sundugu secenekler igerisinde gerceklesmektedir. Zamanla kullanici
kendi ilgi alanlarimi dahi algoritmanin tekrar tekrar gosterdigi igerikler tizerinden
tanimaya baslayabilir. Boylece algoritmik kiirasyon yalnizca var olan tercihleri
tahmin eden bir sistem olarak degil, tercihlerin ve ilgi alanlarinin olusumuna
katilan bir mekanizma olarak isler.

Sonug olarak dijital platformlarda gerceklik, dig diinyadaki olaylarin dogrudan
temsili olarak degil; algoritmik segilim, ekonomik deger iiretimi, kiiltiirel kodlar
ve kullanici pratikleri arasindaki etkilesim sonucunda kurulmaktadir.
Goriiniirliik, bir igerigin dogrulugunun veya toplumsal 6neminin kendiliginden
gostergesi olmaktan c¢ikmakta; teknik ve ticari siireglerle iiretilen bir degere
doniismektedir. Kullanicilar bu siireglerin belirli 6lgiilerde farkinda olsalar bile
s0z konusu farkindalik her zaman elestirel bir medya pratigine doniismemektedir.
Bu nedenle algoritmik kiirasyonun gergeklik algis1 iizerindeki etkisini
anlayabilmek i¢in yalnizca platformlarin teknik yapisimi degil, kullanicilarin bu
yapiya iliskin bilgilerini, tahayytillerini ve giindelik uyum pratiklerini de birlikte
degerlendirmek gerekmektedir.

YAPAY ZEKA CAGINDA OTANTIKLIiK VE GERCEKLIK ALGISININ
DONUSUMU

Dijital platformlarda gerceklik tartigmalari, iiretken yapay zeka teknolojilerinin
yayginlasmastyla birlikte yeni bir boyut kazanmgtir. Onceki donemde
kullanicilar daha ¢ok igeriklerin dogrulugunu sorgularken, giiniimiizde bu
sorgulama igerigin nasil, kim tarafindan ve hangi araglarla tiretildigine dogru
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genislemistir. Metin, gorsel, video ve ses liretiminde iiretken yapay zeka
sistemlerinin yaygilagmasi, dijital igerik tiretimini demokratiklestirirken ayni
zamanda gergeklik ile kurgu arasindaki sinirin daha belirsiz hale gelmesine neden
olmustur. Boylece dijital ortamda giiven yalmizca bilgiye degil, bilginin tiretim
stirecine de yonelen ¢ok katmanli bir degerlendirme bigimine donligmiistiir.

Bu doniisiim, Baudrillard'in simiilasyon kuramini yeniden tartismaya agmaktadir.
Baudrillard'a (2017, ss. 13—14) gore ¢cagdas toplumda temsil, ger¢ekligi yansitan
bir ara¢ olmaktan ¢ikarak gercekligin yerini alan simiilasyonlara dontismektedir.
Simiilasyon evresinde gostergeler artik gergek bir referansa dayanmaz; kendi
gercekliklerini dretirler. Dijital medya ortamlarinda yapay zeka tarafindan
olusturulan gorseller, videolar ve metinler bu yaklagimi giincel teknolojik
gelismeler baglaminda yeniden goriiniir kilmaktadir. Ciinkii kullanici, karsilastigi
igerigin gercek bir olaya mi, dijital olarak olusturulmus bir iiretime mi ait
oldugunu ¢ogu zaman ayirt edememektedir. Boylece tartisma yanhs bilgi
iiretiminden ¢ok, gerceklik dl¢iitiiniin kendisinin doniismesine yonelmektedir.

Yapay zeka destekli icerik tliretiminin etkisi yalnizca teknik tiretim siirecleriyle
smurlt degildir. Floridi'ye (2014) gore dijital ¢agda bilgi, yalnizca igerik olarak
degil, iiretildigi ekosistem igerisinde degerlendirilmelidir. Bilginin giivenilirligi
artik yalnmizca dogruluk Olciitiiyle agiklanamaz; ayni zamanda verinin nasil
islendigi, hangi sistem tarafindan {iretildigi ve hangi algoritmik siireclerden
gectigi de degerlendirme siirecinin bir parcasidir. Bu nedenle kullanicilar
yalnizca haberin dogru olup olmadigim degil, haber metninin, gorselin veya
videonun insan m1 yoksa yapay zeka tarafindan mu {retildigini de sorgulamaya
baglamustir.

Bu siireg, dijital ortamda otantiklik kavramimi da yeniden tanimlamaktadir.
Otantiklik uzun yillar boyunca igerigin gergek bir olaya dayanmasi veya gercegi
dogru bigimde temsil etmesiyle iliskilendirilmistir. Ancak sosyal medya
ortamlarinda kullanicilar giderek daha fazla bigimsel ipuclarmmdan hareketle
otantiklik degerlendirmesi yapmaktadir. Canli yaymlar, ham goriintiiler,
kesintisiz kayitlar veya diizenlenmemis videolar, yapay miidahalenin daha az
oldugu varsayimiyla daha giivenilir kabul edilmektedir. Buna karsilik asirt
diizenlenmis, filtrelenmis veya yapay zekd destegiyle iiretildigi diisiiniilen
igerikler daha temkinli karsilanmaktadir. Bdylece otantiklik, igerigin
dogrulugundan ¢ok {iretim siirecinin seffafligiyla iliskilendirilen yeni bir
degerlendirme Ol¢iitiine doniigsmektedir.

Bu doniisiimiin 6nemli sonuglarindan biri de kullanicilarin siirekli dogrulama
ihtiyaci hissetmeleridir. Tandoc, Lim ve Ling'in (2018) belirttigi gibi dijital
medya ortaminda yanlig bilgi yalnizca yanlis haberlerden ibaret degildir; farkli
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bicimlerde  {iretilen  manipiilatif igerikler ~de  bilgi ekosistemini
karmasiklastirmaktadir. Uretken yapay zeka araglarmin yaygimlasmastyla birlikte
bu karmagiklik daha da artmis, kullanicilarin igerikleri farkli kaynaklarla
karsilagtirma ve dogrulama ihtiyaci giliglenmistir. Bununla birlikte siirekli
dogrulama zorunlulugu, kullanicilar tizerinde biligsel yiik olusturmakta ve dijital
yorgunlugu artirmaktadir.

Uretken yapay zekanin gelisimiyle birlikte "sentetik medya" kavrami da iletisim
caligmalarinda 6nemli bir aragtirma alani haline gelmistir. Chesney ve Citron'a
(2019) gore ozellikle deepfake teknolojileri, bireylerin gordiikleri ve duyduklar
materyalin dogruluguna duyduklar giiveni zayiflatma potansiyeline sahiptir. Bu
durum yalnmizca sahte iceriklerin yayilmasi sorununu dogurmamakta; ayni
zamanda gercek iceriklerin de kolaylikla '"yapay" oldugu iddiasiyla
reddedilebildigi yeni bir giiven krizini beraberinde getirmektedir. Dolayisiyla
yapay zeka teknolojileri, yalmizca yanhs igerik {iretimini degil, dijital ortamda
kanitin giivenilirligini de tartigmali héle getirmektedir.

Ancak kullanicilarm yapay zekaya iligkin tutumlar1 tamamen olumsuz degildir.
Yapay zeka destekli igeriklerin hiz, erisilebilirlik ve iiretim kolayligi gibi
avantajlari, bu teknolojilerin gilinliik dijital pratiklerin 6nemli bir parcasi haline
gelmesini  saglamaktadir. Kullanicilar bir yandan yapay zekanm igerik
iiretimindeki roliiniin farkinda olmakta, diger yandan bu igeriklerle etkilesim
kurmaya devam etmektedir. Bu durum, algoritmik farkindalikta oldugu gibi
yapay zeka farkindaliginin da elestirel davranisa her zaman doniismedigini
gostermektedir. Kullanicilar potansiyel riskleri kabul etmekle birlikte, dijital
platformlari sundugu kolayliklardan vazgegmemektedir.

Sonug olarak yapay zeka, dijital gergekligi bozan digsal bir unsur olmaktan ¢ok,
gercekligin nasil {iretildigini ve degerlendirildigini yeniden tamimlayan bir aktor
haline gelmistir. Kullanicilar artik yalnizea igeriklerin dogrulugunu degil, {iretim
stireclerini, teknik altyapillarm ve  goriiniirliik mekanizmalarimi  da
degerlendirmektedir. Boylece gerceklik algisi, nesnel dogruluga dayanan sabit
bir Ol¢lit olmaktan uzaklasarak algoritmik sistemler, iiretken yapay zeka
teknolojileri ve kullanici deneyimleri arasindaki etkilesim sonucunda siirekli
yeniden insa edilen dinamik bir siirece doniismektedir. Bu baglamda yapay zeka
caginda dijital okuryazarlik, yalnizca bilgiye erisebilme becerisini degil; bilginin
iretim kosullarii, temsil bigimlerini ve teknik kokenlerini elestirel bigimde
cozlimleyebilme yetkinligini de kapsamaktadir.
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YONTEM

Bu aragtirma, sosyal medya kullanicilarinin algoritmik igerik kiirasyonu, yapay
zeka destekli igerik tiretimi ve gerceklik algisina iliskin farkindaliklarini ortaya
koymayr amaglayan kesfedici nitelikte bir pilot nicel arastirma olarak
tasarlanmigtir. Aragtirmada betimsel tarama modeli benimsenmistir. Tarama
modeli, gegcmiste ya da halen var olan bir durumu oldugu bi¢imiyle betimlemeyi
amaclayan ve bireylerin goriis, tutum ve algilarmin belirlenmesinde yaygin
olarak kullanilan aragtirma modellerinden biridir (Karasar, 2020).

Arastirmanin ¢aligma grubunu, aktif olarak sosyal medya kullanan ve aragtirmaya
goniillii olarak katilan 11 kullanict olusturmaktadir. Katilimcilar amagh
ornekleme yontemiyle belirlenmistir. Amagli drnekleme, arastirmanin amact
dogrultusunda belirli 6zellikleri tagiyan bireylerin bilingli olarak secilmesine
olanak saglayan ve Ozellikle kesfedici aragtirmalarda siklikla kullanilan bir
ornekleme yaklasimidir (Patton, 2015).

Veriler, aragtirmacilar tarafindan ilgili literatiir dogrultusunda hazirlanan ¢evrim
ici yapilandirilmis bir anket formu araciligiyla toplanmistir. Anket formu ii¢
boliimden olusmaktadir. ik boliimde katilimeilarin demografik dzellikleri ve
sosyal medya kullamim aligkanliklarina iliskin sorular yer almaktadir. Ikinci
boliimde algoritmik farkindalik, igerik goriiniirliigli ve kontrol algisim 6lgmeye
yonelik ifadeler bulunmaktadir. Ugiincii boliimde ise gerceklik algisi, otantiklik,
temsil ve yapay zeka destekli igeriklere iliskin degerlendirmeleri belirlemeye
yonelik sorular yer almaktadir. Likert tipi ifadelerde besli derecelendirme
kullanilmistir (1=Kesinlikle katilmiyorum, 5=Kesinlikle katiliyorum).

Aragtirmanin pilot ¢aligma niteligi ve sinirli 6rneklem biiyiikligii nedeniyle
veriler agirlikli olarak betimsel istatistikler (frekans ve yilizde dagilimlari)
araciligiyla degerlendirilmistir. Bulgular, yalnmzca sayisal dagilimlar iizerinden
degil, aynm zamanda algoritmik kiirasyon, temsil ve dijital gerceklik literatiirii
cergevesinde yorumlanmistir. Pilot ¢aligmalarin temel amaci, 6lgme aracinin
uygulanabilirligini degerlendirmek, olas1 metodolojik sorunlart belirlemek ve
daha genis 6rneklemli aragtirmalar i¢in 6n bulgular elde etmektir (Hertzog, 2008;
van Teijlingen & Hundley, 2001). Bu nedenle elde edilen bulgular genellenebilir
sonuclar iiretmekten ziyade, ileride gergeklestirilecek kapsamli aragtirmalar igin
yol gosterici nitelikte degerlendirilmistir.

Arastirmada kullanilan anket maddeleri ve bulgularin sunumunda esas alman
analitik boyutlar, arastirma kapsaminda ele alinan kuramsal cergeve ve ilgili
literatiir dogrultusunda 6nceden yapilandirilmigtir. Bu kapsamda algoritmik
farkindalik boyutu, algoritmik igerik se¢imi ve kullanici farkindaligina iliskin
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caligmalar (Eslami et al., 2015; Bucher, 2017; Zarouali et al., 2021); dijital temsil
ve gergeklik algisi ile algoritmalarin gergekligi ¢ergeveleme etkisi, temsil ve
platformlagma literatiirii (Hall, 2017; Van Dijck, 2018); yapay zeka ve ger¢eklik
algisi ise dijital bilgi ekosistemi ve sentetik medyaya iliskin caligmalar (Floridi,
2014; Chesney & Citron, 2019) temel alinarak ele alinmistir. Filtre balonlar1 ve
igerik cesitliligi boyutu da kigisellestirilmis icerik akiglarimin farkli goriis ve
igeriklerle karsilagma iizerindeki etkisine iligkin literatiir ¢ergevesinde
yapilandirilmigtir. Bu dogrultuda anket maddeleri, bulgularin sistematik bi¢cimde
sunulabilmesi amaciyla bes analitik baslik altinda gruplandirilmistir: algoritmik
farkindalik, filtre balonlan ve igerik cesitliligi, dijital temsil ve ger¢eklik algisi,
algoritmalarin gercekligi cergeveleme etkisi ile yapay zeka ve gergeklik algisi.

H1: Sosyal medya kullanicilarinin, igerik akiglariin biiyiik 6l¢iide algoritmalar
tarafindan belirlendigine dair farkindaliklar arttik¢a, sunulan igerigi "gercekligin
kendisi" olarak degil, "cergevelenmis/secilmis bir sunum" olarak degerlendirme
egilimleri artmaktadir.

H2: Algoritmalar aymni tiir icerikleri veya benzer goriisleri kullaniciya tekrar
tekrar sunmasi, kullanicida bir giiven hissinden ziyade, sunulan bilginin
dogruluguna kars1 siiphe ve manipiile edilme hissini tetiklemektedir.

H3: Kullanicilar algoritmalarin kendilerine tek tarafli bir bakis agisi sundugunu
fark ettiklerinde, sunulan bilgiyi oldugu gibi kabul etmek yerine bilingli olarak
farkl1 gorligleri arama ve bilgiyi dis kaynaklardan dogrulama egilimi
gostermektedirler.

H4: Igerik iiretim ve oOneri siireclerinde yapay zekanm roliiniin artmasi,
kullanicilarin karsilastiklar igeriklere karsi daha temkinli yaklagmalarina ve
gerceklik ile kurgu arasindaki simirin belirsizlestigini diislinmelerine neden
olmaktadir.

BULGULAR VE TARTISMA
Katilimeilarin Demografik Profili ve Genel Kullanim Ahskanhklar

Aragtirmaya toplam 11 kisi katilmigtir. Katilimcilarin %54,5'i kadin, %45,5'i
erkektir. Yas dagilimi incelendiginde katilimcilarm farkli yas gruplarindan
olustugu, en yogun grubun ise 25 yas grubunda yer aldigi goriilmektedir. Giinliik
sosyal medya kullanim siiresi bakimindan katilimcilarin %63,6's1 glinde 2—4 saat
sosyal medya kullandigini belirtirken, %18,2'si 4 saatten fazla, %18,2'si ise 1-2
saat sosyal medya kullandigini ifade etmistir. Bu bulgular aragtirma grubunun
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sosyal medya kullanim deneyimi yiiksek bireylerden olustugunu gostermektedir.
Algoritmik Farkindahk ve icerik Akisinin Algilamsi

Arastirmanin ilk bulgulari, katilimeilarin sosyal medya algoritmalarinin igerik
akigindaki roliine iligkin bir farkindalik sergilediklerine isaret etmektedir.
Katilimcilar algoritmalar tarafindan 6nerilen igeriklerle sik karsilastiklarini ifade
etmis; icerik akismin biiyiik 6l¢iide algoritmalar tarafindan belirlendigini kabul
etmislerdir. Bununla birlikte algoritmalarin bireysel ilgi alanlarini tam olarak
dogru belirledigi konusunda daha temkinli degerlendirmelerde bulunmuslardir.
Bu durum kullanicilarin algoritmik sistemlerin isleyisinin farkinda olduklarini
ancak kigisel tercihlerin eksiksiz temsil edildigine tam olarak ikna olmadiklarini
gostermektedir.

Katilimcilar oOnerilen igeriklere zaman zaman yonelseler de bu igeriklerin
tamamint pasif bicimde tiiketmediklerini belirtmistir. Ayrica katilimel
degerlendirmelerinde, sosyal medya igeriklerinin yalnizca takip edilen
hesaplardan degil, kesfet ve oneri sistemleri aracilifiyla da goriiniir hale geldigine
iligkin ifadeler yer almaktadir. Bu bulgular algoritmalarin kullanict deneyiminin
goriinmez fakat belirleyici bilesenlerinden biri olarak algilandigini ortaya
koymaktadir.

Filtre Balonlar1 ve Algoritmik Cerceveleme

Katilimcilar, ayni tiir igeriklerin tekrar tekrar karsilarmma c¢iktigina iliskin
degerlendirmelerde bulunmustur. Benzer igeriklerin siirekli goriiniir olmasi,
katilimcilar tarafindan ¢ogunlukla algoritmik oneri sistemlerinin dogal bir sonucu
olarak degerlendirilmistir. Ayrica katilimcilar ayn1 konuya iliskin siirekli benzer
igeriklerle karsilagmalarinin, o konunun gergekten 6nemli olmasindan ziyade
algoritmalarin  goriinlirliigli  artirma  egilimiyle iliskili  olabilecegini
diistinmektedir.

Dikkat ¢ekici bir diger bulgu ise katilimcilarin tek bakis agisini fark ettiklerinde
farklh gortisleri bilingli olarak arama egiliminde olmalaridir. Buna karsin farkh
goriiste iceriklerle kargilagsma sikliginin diisiik olmasi, kullanicilarin filtre balonu
etkisinin farkinda olmalarma ragmen algoritmik g¢esitliligin siirhi oldugunu
diisiindiiklerini gostermektedir. Benzer bicimde katilimci ifadelerinde, sosyal
medyada nadiren karsilagilan igeriklerin bilingli bi¢imde geri planda birakilmig
olabilecegine iliskin degerlendirmeler de yer almaktadir.

Dijital Temsil ve Gerg¢eklik Algis1

Katilmcilar gerceklik algisim tek bir platformla &zdeslestirmemektedir.
Katilmc1 degerlendirmelerinde igeriklerin gerceklik degerinin platformdan
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bagimsiz olabilecegi goriisii 6ne cikarken, X platformundaki igerikleri diger
platformlara kiyasla daha gerceke¢i bulan degerlendirmeler de bulunmaktadir.
Instagram 6zelinde ise hikaye, gonderi veya Reels gibi formatlardan herhangi biri
belirgin bicimde daha gercekgi olarak degerlendirilmemistir. Bu bulgu
kullanicilarin gerceklik algisimi igerik bigiminden ¢ok igerigin baglami ve
kaynagi tizerinden olusturduklarimi géstermektedir.

Trend igeriklere iliskin degerlendirmeler de benzer bir tablo ortaya koymaktadir.
Katilimcilarin degerlendirmeleri, trend igeriklerin toplumsal gergekligi dogrudan
yansitmaktan ziyade algoritmik goriiniirlikkle iliskilendirildigine isaret
etmektedir. Boylece kullanicilar popiilerlik ile gerceklik arasinda dogrudan bir
0zdeslik kurmamakta, algoritmalarin gortiniirliigii belirleyen temel aktorlerden
biri oldugunu kabul etmektedir.

Algoritmalarin Gerg¢ekligi Cerceveleme Giicii

Bulgular algoritmalarin yalmzca igerik Oneren teknik sistemler olarak degil,
gercekligin nasil temsil edildigini belirleyen dijital aracilar olarak algilandigini
gostermektedir. Katilimcilar sosyal medyada sik karsilagilan i¢eriklerin diinyanin
belirli yonlerini goriinlir hale getirdigini, buna karsilik diger bazi1 konularn
gorlinmezlesebildigini diisiinmektedir. Algoritmalarin bazi goriisleri oldugundan
daha goriiniir gosterebildigine iliskin degerlendirmeler de katilimer ifadelerinde
yer almaktadir.

Benzer sekilde katilimcilar algoritmalarin gergekligi dogrudan yansitmaktan ¢ok
belirli ¢ergeveler i¢inde sundugunu ifade etmektedir. Algoritmalarin igerikleri
secerek goriiniir kilmasi, kullanicilar tarafindan ¢ogunlukla ydnlendirme ve
cerceveleme bicimi olarak degerlendirilmektedir. Boylece gergeklik, oldugu gibi
sunulan nesnel bir yapidan ziyade algoritmik segimler sonucunda yeniden
diizenlenen dijital bir temsil olarak algilanmaktadir.

Yapay Zeka, Algoritmalar ve Ger¢ekligin Doniisiimii

Aragtirmanin  son bdlimiinde elde edilen bulgular yapay zeka destekli
algoritmalarin kullanicilarin gerceklik algisina iliskin degerlendirmelerini daha
da belirginlestirmektedir. Katilimcilar, yapay zeka tarafindan tiretilmis olabilecek
igeriklerle karsilastiklarinda daha temkinli davranabildiklerini ifade etmistir.
Ayrica yapay zekan igerik iiretim ve Oneri siireclerinde daha etkin rol almasinin
gergek ile kurgu arasindaki sinirlari belirsizlestirdigi goriisii 6ne ¢ikmaktadir.

Genel degerlendirmeler incelendiginde katilimcilar algoritmalarin gercekligi
tamamen degistirmedigini ancak onu belirli gerceveler icinde yeniden sundugunu
diistinmektedir. Dolayisiyla algoritmalar kullanicilar tarafindan yalmizca igerik
oneren teknik sistemler degil; dijital ger¢ekligin goriintirliigiinii, onem sirasini ve
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temsil bi¢imini sekillendiren yapilar olarak degerlendirilmektedir. Bu bulgu
aragtirmanin temel savini desteklemektedir.

SONUC

Bu aragtirma, dijital gorsel kiiltiirde gergekligin kullanicilar tarafindan nasil
algilandigim ve algoritmik temsil siireclerinin bu alginin olusumundaki roliinii
ortaya koymay1 amacglamistir. Arastirma bulgulari, katilimeilarin sosyal medya
platformlarinda karsilastiklar igeriklerin algoritmalar tarafindan secildigi ve
yonlendirildigi konusunda belirli bir farkindaliga sahip olduklarini
gostermektedir. Bununla birlikte bu farkindalik, algoritmik sistemlerin igerik
tiketimi tizerindeki etkisini ortadan kaldirmamakta; aksine kullanicilarin
algoritmik yonlendirmeyi ¢ogu zaman dijital deneyimin dogal bir parcasi olarak
kabul ettiklerini ortaya koymaktadir.

Aragtirma bulgulari, katilimcilarin filtre balonu ve igerik tekrarmna iligkin bir
farkindalik sergilemelerine karsin farkli gorlislere ulasma konusunda
algoritmalarin sundugu icerik akisindan yararlanmaya devam ettiklerine isaret
etmektedir. Katilimcilar benzer igeriklerin tekrar edildigini ve bazi goriislerin
digerlerine kiyasla daha goriintir hale geldigini ifade etmekle birlikte,
algoritmalarin igerik goriiniirliigiini belirleyen temel mekanizma oldugunu da
kabul etmektedir. Bu durum, algoritmik farkindaligin tek basina dijital icerik
titketim aligkanliklarini degistirmeye yetmedigini gostermektedir.

Aragtirmanin bir diger dikkat ¢ekici sonucu, katilimcilarin dijital platformlarda
sunulan icerikleri gercekligin dogrudan yansimast olarak
degerlendirmemeleridir. Bulgular, kullanicilarin algoritmik goriiniirliik ile
toplumsal gerceklik arasinda ayrim yapabildiklerini, 6zellikle trend igeriklerin
¢ogu zaman algoritmik dolasimin sonucu olarak degerlendirildigini
gostermektedir. Bununla birlikte katilimci degerlendirmeleri, sosyal medya
platformlarmin hangi konularin goriiniir olacagim belirleyerek giindem
olusturma siireclerinde etkili olabilecegine isaret etmektedir. Bu bulgu,
algoritmalarin yalmizca igerik Oneren teknik sistemler olarak degil, dijital
gercekligin gergevelenmesinde rol oynayan yapilar olarak da algilandigini
diisiindiirmektedir.

Yapay zeka destekli igeriklere iliskin bulgular da benzer bir egilime isaret
etmektedir. Katilimeilar yapay zeka tarafindan iiretilen igeriklerin giderek
yaygmlagmasinin gercek ile kurgu arasindaki simirlart belirsizlestirdigini
diistinmektedir. Bu degerlendirme, dijital gorsel kiiltiirde gercekligin yalnizca
kullanicilar tarafindan deneyimlenen bir olgu olmadigmni; aynmi zamanda
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algoritmalar ve yapay zeka sistemleri tarafindan siirekli yeniden tiretilen dinamik
bir temsil alanina doniistiigiinii gostermektedir. Dolayisiyla arastirma, dijital
gergekligin teknik altyapi ile kullanici algisi arasindaki etkilesim sonucunda inga
edildigi yoniindeki kuramsal yaklagimi desteklemektedir.

Kuramsal acidan degerlendirildiginde arastirma, temsil kurami, algoritmik
kiiltiir, filtre balonu ve dijital gerceklik literatiiriinii kullanic1 deneyimleri
iizerinden birlikte ele alarak disiplinlerarasi bir bakig acis1 sunmaktadir. Hall'un
temsil yaklagimi, Van Dijck'in platform toplumu, Bucher'in algoritmik tahayytil
kavrami ve Floridi'nin bilgi ekosistemi perspektifi birlikte diisiiniildiigiinde,
algoritmalarin yalnizca teknik araglar olmadigi; goriiniirligli, dolagimi ve
dolayistyla gercekligin dijital ortamdaki temsil bigimlerini sekillendiren kdiltiirel
aktorler haline geldigi sOylenebilir. Arasgtirmanin bulgularn da bu kuramsal
cergeveyi kullanici algilar izerinden desteklemektedir.

Bununla birlikte arastirmanin bazi sinirhiliklart bulunmaktadir. Arastirma
yalmzca 11 katilimeryla gerceklestirilen pilot nitelikte bir ¢alisma oldugundan
elde edilen bulgularin genellenmesi miimkiin degildir. Bulgular, belirli bir
kullanict grubunun algilarini yansitmakta olup farkli yas gruplari, meslekler ve
dijital okuryazarlik diizeylerine sahip Omneklemlerle gerceklestirilecek
arastirmalar farkli sonuglar ortaya koyabilir. Ayrica arastirmada yalmizca 6z
bildirimlere dayali anket verileri kullanilmistir. Gelecek arastirmalarda deneysel
tasarimlar, goz izleme yoOntemleri, dijital iz verileri veya derinlemesine
gorlismelerle algoritmik yonlendirme siireglerinin daha ayrintili bigimde
incelenmesi literatiire 6nemli katkilar saglayacaktir.

Sonug olarak bu arastirma, dijital gorsel kiiltiirde gercekligin artik yalmizca
kullanicilar tarafindan kesfedilen bir olgu degil; algoritmalarin goriiniir kildigi,
yapay zeka sistemlerinin yeniden trettigi ve kullanicilarin bu siire¢ igerisinde
stirekli miizakere ettigi dinamik bir yap1 oldugunu gostermektedir. Kullanicilarin
algoritmik sistemlerin varliginin farkinda olmalari, bu sistemlerin ger¢eklik algist
iizerindeki etkisini ortadan kaldirmamaktadir. Aksine bulgular, dijital ¢agda
gercekligin giderek daha fazla algoritmik segimler, platform politikalar1 ve yapay
zekd destekli igerik {iretim siirecleri aracilifiyla sekillendigini ortaya
koymaktadir. Bu nedenle dijital gorsel kiiltlirii anlamaya yonelik gelecekteki
caligmalarin yalmizca igeriklere degil, bu iceriklerin hangi algoritmik
mekanizmalar araciligiyla goriinlir hale geldigine ve kullanicilarin bu
mekanizmalar1 nasil anlamlandirdigia da odaklanmas1 6nem tagimaktadir.
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Dijital medya ortamlarimin etkilesimli yapisi, kullanicilarin medya igerikleriyle
kurduklar iliskinin yalmizca 6z bildirime dayali yontemlerle degil, ndrofizyolojik
6l¢tim tekniklerinin sundugu veriler {izerinden de ele alinabilmesine yonelik yeni
aragtirma olanaklar1 ortaya ¢ikarmaktadir. Bu c¢alisma, elektroensefalografi
(EEG) tabanli noérofizyolojik verilerin yeni medya arastirmalarinda nasil
kullanilabilecegini ve bu verilerin gorsellestirme aracglar1  aracilifiyla
arastirmaciya nasil sunulabilecegini ortaya koymayi amaglamaktadir. Caligsma,
nitel ve betimleyici bir derleme olarak yapilandirilmis; EEG, yeni medya, veri
gorsellestirme, kullanici deneyimi, biligsel ylik ve insan-bilgisayar etkilesimi
alanlarindaki literatiir kavramsal olarak degerlendirilmistir. EEG verilerinin
gorsel araytizler araciligiyla nasil temsil edilebildigini somutlagtirmak amaciyla
Brainwave Visualizer uygulamasi agiklayici bir uygulama 6rnegi olarak ele
almmustir. Bu kapsamda delta, teta, alfa, beta ve gama frekans bantlari, dikkat ve

! Bu makale Mehmet Emin ARKCI’min “Dijital Oyun Deneyimi ve Gergeklik Algisi:
Simiilasyon Kuram1 Baglaminda EEG Destekli Bir Analiz” adli yiiksek lisans tezinden
iretilmistir.
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meditasyon gdstergeleri, sinyal kalitesi alani ve alternatif gorsellestirme bigimleri
degerlendirilmistir. Calisma kapsaminda herhangi bir katilimcidan yeni veri
toplanmamis, deneysel bir uygulama gerceklestirilmemis ve yeni bir EEG kaydi
olusturulmamistir. Degerlendirme sonucunda Brainwave Visualizer'in teknik
EEG verilerini grafikler, sayisal degerler ve gorsel gostergeler aracilifiyla
izlenebilir hale getiren biitiinlesik bir gorsellestirme arayiizii sundugu
goriilmiistiir. Bununla birlikte dikkat ve meditasyon gibi yazilim tarafindan
iiretilen degerlerin bireyin zihinsel durumunu kesin bigimde agiklayan veya
klinik tan1 saglayan oOlciimler olarak degerlendirilmemesi gerekmektedir. EEG
verilerinin aragtirma baglami, sinyal kalitesi, cihazin teknik 6zellikleri ve diger
veri kaynaklariyla birlikte yorumlanmasi onem tasimaktadir. Calisma, EEG
tabanli 6l¢lim ve gorsellestirme araglarinin yeni medya aragtirmalarina nasil dahil
edilebilecegine yonelik kavramsal ve uygulamaya doniikk bir c¢ergeve
sunmaktadir.

Anahtar Kelimeler: Yeni Medya, Elektroensefalografi, Brainwave Visualizer,
EEG Veri Gorsellestirme, Kullanici Deneyimi.

THE USE AND VISUALIZATION OF EEG DATA IN
DIGITAL GAME EXPERIENCE RESEARCH: THE
BRAINWAVE VISUALIZER EXAMPLE

ABSTRACT

The interactive nature of digital media environments has created new research
opportunities for examining users’ engagement with media content not only
through self-report methods but also through data obtained via
neurophysiological measurement techniques. This study aims to demonstrate
how electroencephalography (EEG)-based neurophysiological data can be used
in new media research and how such data can be presented to researchers through
visualization tools. The study was designed as a qualitative and descriptive
review, and the literature on EEG, new media, data visualization, user experience,
cognitive load, and human-computer interaction was conceptually evaluated. To
illustrate how EEG data can be represented through visual interfaces, the
Brainwave Visualizer application was examined as an explanatory application
example. Within this framework, delta, theta, alpha, beta, and gamma frequency
bands, attention and meditation indicators, the signal quality field, and alternative
visualization modes were evaluated. No new data were collected from
participants, no experimental procedure was conducted, and no new EEG

recordings were generated within the scope of the study. The evaluation revealed
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that Brainwave Visualizer provides an integrated visualization interface that
makes technical EEG data observable through graphs, numerical values, and
visual indicators. However, software-generated values such as attention and
meditation should not be interpreted as measurements that precisely explain an
individual’s mental state or provide a clinical diagnosis. EEG data should be
interpreted together with the research context, signal quality, the technical
characteristics of the device, and other data sources. The study provides a
conceptual and practice-oriented framework for how EEG-based measurement
and visualization tools can be integrated into new media research.

Keywords: New Media, Electroencephalography, Brainwave Visualizer, EEG
Data Visualization, User Experience.

GIRIS

Dijital teknolojilerin gelismesi, bireylerin medya igerikleri karsisindaki
davraniglarinin yalnizca gozlem, anket ve goriisme gibi geleneksel yontemlerle
degil, norofizyolojik 6lglim teknikleri araciligiyla da ele alinabilmesine olanak
saglamaktadir. Ozellikle dikkat, zihinsel yiik, uyarilma ve duygusal tepki gibi
kisa zaman araliklarinda degisebilen siireglerin yalnizca bireylerin so6zlii
ifadelerine dayanilarak degerlendirilmesi belirli smirliliklar tagimaktadir. Bu
dogrultuda elektroensefalografi (EEG) gibi norofizyolojik yontemler, dig
uyaranlarla iligkili elektriksel degisimlerin es zamanl bi¢imde izlenmesine
olanak saglayarak sosyal bilim arastirmalarma tamamlayict bir 6l¢lim alam
kazandirmaktadir (Kaya & Sar1 Oz, 2026, ss. 28-29). Ozellikle kullanicilarin
dijital igeriklerle etkilesimlerinin giderek daha karmasik héle gelmesi, yeni
medya arastirmalarinda 6z bildirime dayali yontemlerin noérofizyolojik 6l¢iim
teknikleriyle birlikte degerlendirilmesine yonelik arastirma olanaklarimi da
glindeme getirmektedir.

Yeni medya; sayisallagma, etkilesim, kullanici katilimi ve farkli veri tiirlerinin
biitiinlesmesiyle sekillenen iletisim ortamlarimi ifade etmektedir. Bu yapi,
kullanicty1 yalnizea igerigi tiiketen pasif bir alici olmaktan ¢ikararak icerikle
etkilesime giren ve iletisim siirecine katilan etkin bir aktor haline getirmektedir
(Ilgaz Biiylikbaykal & Abay Cansabuncu, 2020, s. 3). Bu ¢ercevede yeni medya
arastirmalari; dijital oyunlar, sosyal medya igerikleri, ¢gevrim i¢i reklamlar, web
siteleri ve kullanic1 arayiizleri, sanal ve karma gerceklik uygulamalar ile
kullanict deneyimi gibi alanlarda medya-kullanici iliskisini inceleyebilmektedir
(Kahraman, 2022, s. 93). Bu ¢alisma da s6z konusu ¢erceve icerisinde, etkilesimli
dijital igeriklerle kurulan iliskinin noérofizyolojik veri ve veri gorsellestirme
boyutuna odaklanmaktadir.
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EEG kayit siirecinde, kortikal etkinligin kafa derisi iizerinde olusturdugu
elektriksel potansiyel farkliliklar1 elektrotlar yardimiyla zamana bagli olarak
izlenmektedir (Kasik¢1 vd., 2013, s. 4; Yiicel & Coskun, 2018, s. 159). Bu
nedenle EEG verilerinin aragtirma kapsaminda anlamlandirilabilmesi, elde edilen
elektriksel sinyallerin belirli frekans bantlar1 dogrultusunda degerlendirilmesini
ve teknik verilerin arastirmaci tarafindan izlenebilir ve yorumlanabilir
gostergelere dontistiiriilmesini gerekli kilmaktadir. Bu noktada EEG verilerinin
yalmzca elde edilmesi degil, ayn1 zamanda uygun gorsellestirme araglar
araciligiyla aragtirmactya aktarilmasi da 6nem kazanmaktadir.

EEG sinyalleri, sahip olduklar1 frekans 6zellikleri dogrultusunda delta, teta, alfa,
beta ve gama bantlarn altinda siniflandirilmaktadir. NeuroSky biyosensoriiyle
gerceklestirilen oOlglimlerde alfa ve beta gibi beyin dalgalarinin farkli zihinsel
durumlarla iliskili olarak degerlendirilebildigi belirtilmektedir (Ulker &
Tabakcioglu, 2018, s. 26). Bununla birlikte EEG frekans bantlar ile dikkat,
rahatlama veya benzeri zihinsel siirecler arasinda kurulan iligkilerin dogrudan ve
kesin psikolojik gostergeler olarak degerlendirilmemesi gerekmektedir. EEG
verilerinin yorumlanmasinda 6l¢iim kosullari, sinyal kalitesi, kullanilan cihaz ve
yazilimin 6zellikleri ile aragtirmanin baglami birlikte dikkate alinmalidir.

EEG tabanlhi sistemlerin yeni medya aragtirmalari agisindan dikkat ceken
yonlerinden biri, elde edilen ndrofizyolojik verilerin ¢esitli yazilimlar araciligiyla
gercek zamanli veya gorsel gostergeler biciminde sunulabilmesidir. Brainwave
Visualizer, bu tiir uygulamalardan biri olarak EEG frekans bantlarini, dikkat ve
meditasyon degerlerini, sinyal kalitesini ve farkli veri sunum bigimlerini ayni
arayiiz icerisinde gorsellestirmektedir. Bu tiir arayiizler, teknik nitelikteki EEG
verilerinin  aragtirmaci  tarafindan daha kolay izlenebilmesine olanak
saglamaktadir.

Bu calisma, yeni medya arastirmalarinda EEG tabanli norofizyolojik verilerin
nasil kullanilabilecegini ve bu verilerin gorsellestirme araglar aracilifiyla
arastirmaciya nasil sunulabilecegini mevcut literatiir iizerinden ortaya koymay1
amaclamaktadir. Bu dogrultuda EEG'min temel frekans bantlari, dikkat ve
meditasyon gostergeleri ile EEG verilerinin gorsellestirilmesine iliskin
yaklagimlar ele alinmakta; Brainwave Visualizer arayiizii ise EEG verilerinin
yeni medya arastirmalarinda nasil izlenebilecegini ve degerlendirilebilecegini
somutlastiran bir uygulama 6rnegi olarak degerlendirilmektedir. Calisma boylece
deneysel bir EEG arastirmas1 gerceklestirmekten veya yeni bir ndrofizyolojik
veri iiretmekten ziyade, EEG tabanh 6l¢iim ve gorsellestirme araglarinin yeni
medya arastirmalarina nasil dahil edilebilecegine yonelik kavramsal ve
uygulamaya doniik bir ¢er¢eve sunmay1 hedeflemektedir.
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YONTEM

Bu ¢aligma, yeni medya arastirmalarinda elektroensefalografi (EEG) kullanimini
ve EEG verilerinin gorsellestirilmesini ele alan nitel ve betimleyici bir derleme
caligmasidir. Caligma sistematik derleme veya meta-analiz niteligi tastmamakta;
EEG, yeni medya, veri gorsellestirme, kullanici deneyimi, dikkat, meditasyon,
biligsel yiik ve insan-bilgisayar etkilesimi konularindaki akademik ¢aligsmalarin
kavramsal ve tematik olarak degerlendirilmesine dayanmaktadir. Literatiiriin
belirlenmesinde sirasiyla:

e (Caligma amaciyla dogrudan iliskili olma,

e EEG’nin sosyal bilimler ve yeni medya baglamindaki kullanimini ya da
EEG frekans bantlan ile dikkat ve meditasyon gostergelerinin teknik
gercevesini agiklama,

e  Veri gorsellestirme, kullanic1 deneyimi veya insan-bilgisayar etkilesimi
boyutuna katki sunma,

e Brainwave Visualizer/NeuroSky tabanli Olglim ve gorsellestirme
stireglerini agiklama oSlgiitleri esas alinmustir.

Hakemli makaleler ve konuyla dogrudan iligkili akademik kaynaklar
onceliklendirilmis; giincel yontemsel tartismalar i¢in yakin tarihli yayinlara,
temel kavramlarin agiklanmasinda ise alan yazinda islevsel olan daha eski
caligmalara yer verilmistir. Bu 0l¢iitler sistematik bir tarama protokolii olarak
degil, betimleyici derlemede kaynaklarin tematik olarak sinirlandirilmasini
saglayan secim ilkeleri olarak kullanilmistir. Incelenen literatiir dogrultusunda
EEG’nin temel 6zellikleri, beyin dalgas1 frekans bantlari, dikkat ve meditasyon
gostergeleri, EEG’nin yeni medya arastirmalarindaki kullanim olanaklari ile
norofizyolojik verilerin gorsellestirilmesine iliskin yaklasimlar birlikte ele
almmustir,

EEG verilerinin gorsel arayiizler araciligiyla aragtirmactya nasil sunulabildigini
somutlastirmak amaciyla NeuroSky tarafindan gelistirilen Brainwave Visualizer
uygulamast agiklayici bir uygulama Ornegi olarak degerlendirilmistir. Bu
kapsamda uygulamanin ana arayiiziinde yer alan beyin dalgasi frekans bantlari,
frekans spektrumu, sinyal kalitesi ve baglant1 gostergeleri, dikkat ve meditasyon
degerleri ile alternatif goriintiileme bigimleri, literatiirde yer alan EEG ve veri
gorsellestirme  yaklagimlariyla iliskilendirilerek agiklanmistir. Brainwave
Visualizer'in ele alinmasindaki temel amag, uygulamanin kullanilabilirligini veya
performansini 6lgmek degil, EEG tabanli verilerin yeni medya arastirmalarinda
hangi tiir gostergeler aracilifiyla izlenebildigini ve arastirmaciya nasil
aktarilabildigini 6rneklendirmektir.

Caligma kapsaminda herhangi bir katilimecidan yeni veri toplanmamis, deneysel
veya yar1 deneysel bir uygulama gergeklestirilmemis ve yeni bir EEG kaydi

Research Article- Submit Date: 28.07.2026, Acceptance Date: 17.09.2026 622
DOI NO: 10.17932/IAU.EJNM.25480200.2026/ejnm_v10i3008
Copyright © e-Journal of New Media



e-Journal of New Media / Yeni Medya Elektronik Dergi — eJNM
ISSN: 2548-0200, September 2026 Volume 10 Issue 3, p. 618-636
Research Article

olusturulmamistir. Ayrica Brainwave Visualizer tarafindan sunulan dikkat ve
meditasyon degerlerinin hesaplanma siiregleri yeniden {retilmemis, bu
degerlerin dogruluguna veya klinik gegerligine yonelik bagimsiz bir test
yapimamigtir. Arayiizde sunulan gostergeler, EEG verilerinin yazilim
araciligiyla nasil temsil edildigini aciklamak amaciyla ele alimmis; bireyin
zihinsel durumunu kesin bicimde ortaya koyan Olgiimler olarak
degerlendirilmemistir.

Bu dogrultuda galigma, deneysel bir EEG arastirmasi gergeklestirmekten ziyade,
EEG tabanl 6l¢lim ve gorsellestirme araglarinin yeni medya arastirmalaria nasil
dahil edilebilecegini literatiir ve ornek bir gorsellestirme arayiizii {izerinden
ortaya koyan kavramsal bir ¢erceve sunmaktadir. Calismada insan veya hayvan
katilimcilardan veri toplanmamasi, kisisel ya da yeni iiretilmis norofizyolojik
verilerin kullanilmamas1 ve deneysel bir miidahale gerceklestirilmemesi
nedeniyle etik kurul bagvurusu yapilmamastir.

YENI MEDYA ARASTIRMALARINDA EEG KULLANIMI

Sayisallagsma, etkilesim ve kullanici katilimi, yeni medya ortamlarinda
kullanicty1 iletisim siirecinin etkin bir bileseni haline getirmektedir. Dijital
oyunlarda oyuncu igerigin akisina ve deneyimin bi¢imlenmesine dogrudan
katilmaktadir (Ilgaz Biiyiikbaykal & Abay Cansabuncu, 2020, s. 3). Benzer
bigimde sosyal medya igerikleri, ¢evrim i¢i reklamlar, web siteleri, kullanict
arayiizleri ile sanal ve karma gerceklik uygulamalari, kullanici davranis1 ve
deneyiminin incelenmesine uygun etkilesimli ortamlar olusturmaktadir. Bu
ortamlardan elde edilen kullanic1 verileri, tasarim gelistirme ve giincelleme
stireglerinde kullanilabilmektedir (Kahraman, 2022, s. 93). Bu nedenle yeni
medya  arastirmalari,  kullanicilarin  yalmizca  igerik  sonrasindaki
degerlendirmelerine degil, etkilesim sirasinda ortaya ¢ikan davranigsal ve
norofizyolojik degisimlere de odaklanabilmektedir.

Anket ve goriismeler, kullanicinin medya deneyimini sonradan nasil ifade
ettigine iligkin veri saglamaktadir. Bu yontemler, deneyim sirasinda kisa zaman
araliklarinda meydana gelen degisimleri dogrudan gostermemektedir. Bununla
birlikte bireylerin medya deneyimi sirasinda ortaya ¢ikan biitiin biligsel ve
duygusal siireglerin farkinda olmamalar1 ya da bu siire¢leri deneyim sonrasinda
eksiksiz bigimde ifade edememeleri, 6z bildirime dayali yontemlerin belirli
siurliliklarini glindeme getirmektedir. Elektroensefalografi gibi norofizyolojik
Olciim teknikleri bu noktada dis uyaranlarla iliskili zihinsel siireclerin
incelenmesine ve geleneksel yontemlerle dogrudan gozlemlenemeyen bazi
tepkilere iliskin tamamlayici verilerin elde edilmesine olanak sunmaktadir (Kaya
& Sart Oz, 2026, ss. 28-29). Bu yoniiyle EEG, gelencksel aragtirma
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yontemlerinin yerine gegen bir yontemden ¢ok, kullanici deneyiminin farkh
boyutlarmin degerlendirilmesini destekleyebilecek tamamlayici bir arastirma
araci olarak ele alinabilir.

EEG cihazlarindan elde edilen veriler, beynin belirli bir andaki islevsel
durumuyla iliskili elektriksel potansiyel degisimlerini gostermektedir (Yiicel &
Coskun, 2018, s. 159). Bu 6zellik, EEG'nin yeni medya aragtirmalarinda dikkat,
bilissel yiik, duygusal uyarilma ve zihinsel katilim gibi kullanici deneyimiyle
baglantili siireclerin incelenmesinde kullanilabilmesine yo6nelik 6nemli bir
potansiyel olusturmaktadir. Ozellikle dijital iceriklerle etkilesim sirasinda ortaya
cikan anlik degisimlerin zaman igerisinde izlenebilmesi, medya deneyiminin
yalnizca deneyim sonrasinda verilen sozlii yanitlar iizerinden degil, deneyim
stirecine eslik eden norofizyolojik degisimler {izerinden de degerlendirilmesine
imkan saglayabilmektedir. Bununla birlikte bu tiir verilerin anlamlandirilmasinda
kullanilan cihazin teknik ozellikleri, Ol¢iim kosullari, uyaranin niteligi ve
aragtirmanin amaci birlikte dikkate alinmalidir.

EEG kullanimimin iletisim alanindaki uygulama alanlarindan biri néropazarlama
arastirmalaridir. Noropazarlama, tiiketicilerin marka, reklam ve diger iletisim
uyaranlar1 karsisindaki biligsel ve duygusal tepkilerini nérofizyolojik veriler
iizerinden incelemeyi amaclayan disiplinler arasi bir yaklasim olarak
degerlendirilmektedir. Bu yaklagimda norofizyolojik arastirmalar, iletisim
uyaranlarmin sonuglarini yalnizca daha sonraki hatirlama performansiyla smirl
tutmamakta; icerikle karsilasma sirasinda meydana gelen zihinsel ¢aba ve
duygusal tepki oriintiilerini de incelemektedir (Balli & Ergiizel, 2025, ss. 141-
142). Giincel hesaplamali yontemler, EEG c¢iktilarinin davramgsal dlgiimler ve
gz izleme verileri gibi farkli kaynaklarla aym analiz diizeni igerisinde
iligkilendirilmesini kolaylagtirmaktadir (Balli & Ergiizel, 2025, ss. 143-145). Bu
iligkilendirme, ndrofizyolojik Ol¢iimlerin yalnizca pazarlama arastirmalariyla
siurl kalmayarak dijital reklam, sosyal medya igerigi, kullanici arayiizi ve diger
etkilesimli iletisim ortamlarinin degerlendirilmesinde de kullanilabilmesine
yonelik bir aragtirma zemini olugturmaktadir.

Yeni medya arastirmalarinda EEG verilerinin goz izleme gibi farkli 6lglim
teknikleriyle birlikte kullanilmasi da kullanici deneyiminin daha kapsamli
bicimde ele alinmasmma katki saglayabilmektedir. GOz izleme yoOntemi
kullanicinin ekran lizerinde hangi alanlara yoneldigine iligkin veri sunarken EEG,
bu yonelime eslik eden ndrofizyolojik degisimlerin degerlendirilmesine imkan
saglayabilmektedir (Ball1 & Ergiizel, 2025, s. 142; Omur & Gorgiilii Aydogdu,
2017, s. 1299). Boylece kullanicinin dijital ortamda hangi gorsel veya igerik
unsuruna yoneldigi ile bu yonelime eslik eden ndrofizyolojik degisimler ayni
aragtirma tasarimi igerisinde iligkilendirilebilir. Bu biitiinlesik yaklagim; dijital
oyunlar, ¢cevrim i¢i reklamlar, sanal ve karma gergeklik uygulamalari, kullanict
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arayiizleri ve diger etkilesimli medya igeriklerinin incelenmesi a¢isindan dnemli
bir aragtirma potansiyeli tasimaktadir.

Noropazarlama ve norofizyolojik 6l¢lim arastirmalarinin uygulanmasi, mali ve
teknik kaynaklarin yami sira uzmanlik gerektirmekte; norofizyolojik verilerin
toplanmasi ise katilimci gizliligi ve davranmigsal yonlendirme bakimindan etik
degerlendirmeleri zorunlu kilmaktadir (Sar1 vd., 2019, ss. 1129, 1138, 1159-
1161). Kontrollii deney kosullar1 lgiimlerin standartlastirilmasini saglasa da,
katilmcilarin  giindelik medya kullanim ortamlarindan uzaklagsmasina ve
davraniglarinin farklilagmasina yol agabilmektedir. Bu nedenle EEG verilerinin
arastirma baglamindan bagimsiz ve tek basina agiklayic1 gostergeler olarak ele
alinmamasi; gerektiginde anket, goriisme, gézlem veya goz izleme gibi farkh
yontemlerle desteklenmesi ve elde edilen bulgularin cihazin teknik simirliliklar
ile aragtirma kosullar1 dikkate alinarak yorumlanmasi gerekmektedir. Bu
cercevede EEG, yeni medya arastirmalarinda kullanici deneyimini farkli bir veri
katmanryla ele almay1 miimkiin kilan, ancak dikkatli ve ¢cok boyutlu yorumlama
gerektiren tamamlayici bir aragtirma araci olarak degerlendirilebilir.

BEYIN DALGALARI, DIKKAT VE MEDITASYON GOSTERGELERI

EEG etkinligi frekans 6zelliklerine gore siniflandirildiginda 0-4 Hz aralig: delta,
4-8 Hz aralig: teta, 8-13 Hz aralhigi alfa, 13-30 Hz aralig1 beta ve 30 Hz’in
iizerindeki etkinlik gama bandi kapsaminda degerlendirilmektedir (Er & Cig,
2020, s. 463). EEG frekans bantlari, birbirinden tamamen bagimsiz gostergeler
olarak degil, bireyin fizyolojik ve biligsel durumuna bagli olarak goreli giicleri
degisebilen ve ¢ogu durumda birlikte degerlendirilmesi gereken noérofizyolojik
bilesenler olarak ele alinmalidir. Bu nedenle belirli bir frekans bandindaki artig
veya azaligin tek basina belirli bir zihinsel duruma karsilik geldigi yoniinde kesin
¢ikarimlarda bulunulmamasi gerekmektedir.

Degirmenci vd. (2020, s. 333), diisiik frekansli delta ve teta etkinligini uyku
diizeyleriyle iligkilendirirken alfa etkinligini gevseme, beta etkinligini ise
uyaniklik ve stres baglaminda degerlendirmektedir. Alfa ritimleri uyamk
gevseme ve 0z farkindalikla iligkilendirilmektedir (Samal & Hashmi, 2024, s. 19;
Ulker & Tabakcioglu, 2018, s. 26). Gérev odakl diisiinme, karar olusturma ve
cevresel bilgiye yonelme gibi siireclerde beta bandindaki etkinligin degisebildigi
belirtilmektedir (Ulker & Tabakcioglu, 2018, s. 26; Zhang vd., 2020, s. 114).
Gama bandindaki etkinlik, farkli duyusal girdilerin ortak bir bilissel siirecte
islenmesi ve yogun bilgi biitiinlestirmesi gerektiren gorevlerle birlikte
degerlendirilmektedir (Kaya & Sar1 Oz, 2026, s. 27). Bununla birlikte s6z konusu
degerlendirme, frekans bantlarinin belirli zihinsel durumlarin dogrudan ve
degismez gostergeleri oldugu anlamina gelmemektedir. EEG verilerinin
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yorumlanmasinda frekans bantlariin birbirleriyle olan iliskileri, 6l¢im kosullar
ve aragtirma baglam birlikte dikkate alinmalidir.

EEG tabanli uygulamalarda frekans bantlarinin yani sira dikkat ve meditasyon
gibi ftiiretilmis gostergeler de arastirmaciya sunulabilmektedir. Brainwave
Visualizer, bu tiir gorsellestirme sistemlerinden biri olarak NeuroSky tabanlh
ol¢lim siirecinde elde edilen norofizyolojik verileri bilgisayar ekraninda anlik
olarak gorlintiilemekte; frekans bantlartyla birlikte dikkat ve meditasyon
gostergelerini ayn arayiiz lizerinde sunmaktadir. Bu yoniiyle uygulama, teknik
EEG sinyallerinin aragtirmaci tarafindan daha kolay izlenebilmesini saglayan bir
gorsellestirme araci niteligindedir. Bu ¢alismada Brainwave Visualizer, EEG
verilerinin yeni medya arastirmalarinda hangi tiir gostergeler aracilifiyla
sunulabilecegini somutlastiran agiklayict bir uygulama Ornegi olarak ele
alinmaktadir.

Brainwave Visualizer gibi sistemlerde sunulan dikkat ve meditasyon degerlerinin
yorumlanmasinda ise belirli smirliliklarin g6z Oniinde bulundurulmasi
gerekmektedir. Bu gostergeler, ham EEG sinyalinin yazilim tarafindan belirli
algoritmik iglemlerden gegcirilmesi sonucunda iiretilen goreli degerlerdir.
Dolayisiyla dikkat gostergesindeki bir artisin  dogrudan bireyin dikkat
diizeyindeki kesin bir yiikselmeyi, meditasyon gostergesindeki bir degisimin ise
bireyin zihinsel durumunu mutlak bigimde ortaya koydugu kabul edilmemelidir.
Bu tiir degerler, kullanilan cihazin teknik ozellikleri, elektrot temasi, sinyal
kalitesi, ¢evresel kosullar ve bireysel farkliliklar gibi etkenlerden
etkilenebilmektedir. Bu nedenle s6z konusu gostergelerin arastirma baglamindan
bagimsiz bigimde degerlendirilmesi yerine, EEG'nin diger frekans bilesenleri ve
arastirmanin genel tasarimiyla birlikte yorumlanmasi daha uygun bir yaklasim
olusturmaktadir.

EEG verilerinin aragtirmaciya aktarilmasinda yalnizca hangi gostergelerin
sunuldugu degil, bu gostergelerin arayiiz iizerinde nasil diizenlendigi de 6nem
tagimaktadir. EEG arayliziiniin okunabilirligi, gorsel kodlarin hiyerarsik bicimde
diizenlenmesine baghdir. Renk, bicim ve mekansal yerlesim gibi tasarim
kararlari, arastirmacinin gostergeler arasindaki iliskileri fark etmesini
kolaylastirabilir veya zorlastirabilir (Karismaz, 2019, s. 72). Birden fazla EEG
gostergesinin ayni ekran ilizerinde es zamanl olarak sunuldugu sistemlerde gorsel
hiyerarsi, okunabilirlik, renk kodlamasi ve veri yogunlugu ozellikle 6nem
kazanmaktadir. Araylizde es zamanl olarak sunulan bilgi miktar1, kullanicinin
calisma bellegi {izerindeki islem gereksinimini artirabilmektedir. Bu
gereksinimin biligsel kapasiteyi asmasi durumunda verilerin izlenmesi ve
anlamlandirilmas: giiclesebilmektedir (Sar1 Oz & Kaya, 2024, s. 1015). Bu
nedenle EEG gorsellestirme araylizleri yalmizca teknik verilerin ekrana
aktarildig1 aracglar olarak degil, karmasik nodrofizyolojik verilerin arastirmaci
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tarafindan izlenmesini, kargilagtirilmasini ve anlamlandirilmasini
kolaylastirmay1 amaclayan bilgi tasarimi sistemleri olarak degerlendirilmelidir.
Brainwave Visualizer da bu baglamda, EEG frekans bantlar1 ile dikkat ve
meditasyon gibi tiiretilmis gostergelerin aynmi gorsel ortam icerisinde nasil temsil
edilebildigini gosteren 6rnek bir arayiiz niteligi tasimaktadir.

BRAINWAVE VISUALIZER ARAYUZUNUN INCELENMESI

Sekil 1’de Brainwave Visualizer uygulamasinin EEG verilerini gorsel
gostergeler araciligiyla sunan temel arayiiz bilesenleri numaralandirilarak
gosterilmektedir. Uygulama; beyin dalgast frekans bantlarinin goreli giic
dagilimlarmi, EEG sinyalinin frekans spektrumunu, baglanti ve sinyal kalitesine
iligkin bilgileri, dikkat ve meditasyon gostergelerini ve alternatif goriintiileme
bigimlerini biitlinlesik bir panel i¢erisinde sunmaktadir. Bu ¢alismada s6z konusu
arayliz, EEG tabanli verilerin bir arastirma ortaminda hangi tiir gorsel gostergeler
araciligiyla izlenebilecegini somutlastiran agiklayici bir uygulama 6rnegi olarak
ele almmaktadir.

Sekil 1

Brainwave Visualizer Uygulamasi Arayiizii

Wave Quality { @

ATTENTION

100 100
ﬁ Please start the music player ATTENTION MEDITATION

10

(Kaynak: NeuroSky, Inc. (t.y.). Brainwave Visualizer 2.0 uygulamasindan 20.07.2026
tarihinde alinan ekran goriintiisii temel alinarak yazarlar tarafindan diizenlenmistir.)
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Arayiiziin sol bdliimiinde bulunan beyin dalgalarn radar grafigi (1), delta, teta,
diisiik alfa, yliksek alfa, diisiik beta, yiiksek beta, diigiikk gama ve yiiksek gama
olmak iizere sekiz EEG frekans bandindaki goreli degisimleri dairesel bir yap1
igerisinde gostermektedir. Grafikteki gizgilerin merkezden dis ¢embere dogru
genislemesi, ilgili frekans bandindaki goreli giiclin ylikselmesini gorsel olarak
temsil etmektedir. Birbiri iizerine yerlestirilen farkli renklerdeki ¢izgiler ise beyin
dalgast degerlerinde zaman igerisinde meydana gelen degisimlerin
izlenebilmesine olanak saglamaktadir. Bu yap1 sayesinde yalnizca belirli bir
andaki degerlerin degil, EEG aktivitesinin kisa zaman araliklarinda gosterdigi
degisim Oriintiilerinin de gorsel olarak takip edilmesi miimkiin hale gelmektedir.

Arayliziin sag iist boliimiinde yer alan frekans spektrumu ¢ubuk grafigi (2), EEG
sinyalinin yaklasik 0-70 Hz arasindaki frekans dagilimin1 gorsellestirmektedir.
Farkli renklerle sunulan siitunlar, belirli frekans bolgelerindeki goreli sinyal
giicinii temsil etmekte; siitunlarin ylikselmesi ilgili frekans araligindaki
aktivitenin artisin1 gostermektedir. Grafik {izerinde yer alan beyaz ¢izgi ise dl¢tim
stirecinde degisen anlik sinyal egiliminin gorsel olarak izlenmesini
saglamaktadir. BoOylece EEG sinyalinin farkli frekans bilesenleri ile bu
bilesenlerde ortaya cikan kisa siireli degisimler ayni panel iizerinden takip
edilebilmektedir.

Arayliziin iist kisminda bulunan Wave Quality gostergesi (3), EEG cihazindan
yazilima aktarilan sinyalin kalitesine iliskin bilgi sunmaktadir. Elektrodun ciltle
temasi, referans veya kulak elektrodunun yerlesimi, 6l¢im sirasinda meydana
gelen hareketler ve gevresel elektriksel giiriiltii gibi etkenler EEG sinyalinin
kalitesini etkileyebilmektedir. Bu nedenle EEG tabanli bir aragtirma tasariminda
sinyal kalitesinin Olglim  siiresince izlenmesi, elde edilen verilerin
degerlendirilmesi agisindan dnem tasimaktadir. Wave Quality alaniin yaninda
bulunan Disconnect diigmesi (4) ise EEG cihaz1 ile uygulama arasindaki
baglantiin sonlandirilmasimmi saglayan teknik bir kontrol bileseni olarak
arayiizde yer almaktadir.

Arayliziin sag alt boliimiinde Attention (5) ve Meditation (6) olmak {izere iki ayr1
gosterge bulunmaktadir. Attention gostergesi, EEG sinyalinin yazilim tarafindan
islenmesi sonucunda olusturulan dikkat degerini 0 ile 100 arasinda gorsel olarak
sunmaktadir. Gostergenin daha yiliksek degerlere yoOnelmesi, yazilimin
odaklanma veya biligsel dikkatle iliskilendirdigi sinyal oriintiisiiniin goreli olarak
giiclenmesini ifade etmektedir. Meditation gostergesi ise zihinsel sakinlik,
gevseme veya diisiik uyarilmiglikla iligkilendirilen EEG 6zelliklerini yine 0-100
araliginda gostermektedir. Bununla birlikte her iki gostergenin de bireyin zihinsel
durumunu dogrudan ve kesin bigimde ortaya koyan psikolojik veya klinik
Olglimler olarak degerlendirilmemesi gerekmektedir. Bu degerler, EEG
sinyalinin yazilim tarafindan iglenmesi sonucunda olusturulan goreli
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gostergelerdir ve kullanilan cihazin teknik 6zellikleri, sinyal kalitesi, 6l¢im
kosullart ve bireysel farkliliklar gibi ¢esitli etkenlerden etkilenebilmektedir.

Arayiiziin alt orta boliimiinde bulunan Chart (7), Dynamic (8) ve Game (9)
secenekleri, EEG wverilerinin farkli gorsellestirme bigimleri {izerinden
sunulmasina olanak saglamaktadir. Chart secenegi, beyin dalgasi verilerinin
grafik veya zaman serisi bi¢ciminde izlenebilmesini saglamaktadir. Dynamic
secenegi EEG aktivitesini hareketli ve animasyon temelli bir gorsellestirme
biciminde sunarken, Game segenegi EEG verilerinin oyunlagtirilmis veya
etkilesimli bir ortam igerisinde temsil edilmesine imkan vermektedir. Bu
secenekler, aym1 ndrofizyolojik verilerin farkli gorsel sunum bigimlerine
doniistiiriilebilecegini gostermesi bakimindan dikkat c¢ekmektedir. Bununla
birlikte bilimsel degerlendirmeye yonelik veri sunumu ile oyunlagtirilmis veya
gorsel etkilesimi artirmayr amaglayan gosterim big¢imlerinin islevsel olarak
birbirinden ayrilmasi, verilerin yorumlanabilirligi agisindan 6nem tagimaktadir.

Arayiiziin alt boliimiinde bulunan miizik yiiriitiiciisii paneli (10), EEG 6l¢iimii
sirasinda miizik veya ses temelli uyaranlarin kullanilmasina yonelik yardimc bir
bilesen olarak yer almaktadir. Panel {izerinde bulunan “Please start the music
player” ifadesi, miizik yiiriitiiciisiiniin  heniiz  etkinlestirilmedigini
gostermektedir. Bu tiir bir bilesen, 6zellikle miizik veya diger isitsel uyaranlara
eslik eden EEG degisimlerinin incelenmesini amacglayan olasi arastirma
tasarimlarinin olusturulabilecegini gdstermesi bakimindan 6nem tasimaktadir.
Boylece EEG verilerinin yalnizca duragan bir dl¢tim ¢iktist olarak degil, belirli
medya uyaranlariyla zaman agisindan iligkilendirilebilen bir veri tiirii olarak ele
alinabilmesi miimkiin olmaktadir.

Genel olarak Brainwave Visualizer arayiizii, EEG sinyalinin teknik kalitesini,
frekans bantlarindaki goreli dagilimlarn ve yazilim tarafindan olusturulan dikkat
ve meditasyon gostergelerini ayni ekran {izerinde bir araya getiren biitiinlesik bir
gorsellestirme yapisi sunmaktadir. Bu yapi, EEG tabanli verilerin aragtirmaci
tarafindan es zamanl olarak izlenebilmesine ve farkli gostergelerde meydana
gelen degisimlerin gorsel olarak karsilagtirilabilmesine olanak saglamaktadir.
Dolayisiyla Brainwave Visualizer 6rnegi, EEG cihazlarindan elde edilen teknik
nitelikteki verilerin yeni medya arastirmalarinda kullanilabilecek gorsel
gostergelere nasil doniistiiriilebilecegini ve bu tiir bir aragtirma tasariminin hangi
veri bilesenleri {izerinden kurgulanabilecegini somut bigcimde ortaya
koymaktadir. Bununla birlikte araylizde sunulan gdstergelerin tek basina kesin
psikolojik c¢ikarimlar yapmak amaciyla degil, arastirmanin amaci, Olglim
kosullart ve diger veri kaynaklariyla birlikte degerlendirilmesi gereken
destekleyici gostergeler olarak ele alinmasi gerekmektedir.
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TARTISMA

Yeni medya teknolojilerinin geligsmesi, kullanicilarin dijital iceriklerle kurduklar
iligkinin yalnmizca sozlii beyanlar {izerinden degil, deneyim sirasinda ortaya
cikabilecek fizyolojik ve norofizyolojik degisimler iizerinden de ele
alinabilmesine ydnelik yeni arastirma olanaklar1 ortaya ¢ikarmistir. Ozellikle
dijital oyunlar, sanal gergeklik uygulamalari, ¢evrim i¢i reklamlar ve etkilesimli
kullanicr araytiizleri gibi dinamik medya ortamlari; dikkat, uyarilma, zihinsel yiik
ve rahatlama gibi kisa zaman araliklarinda degisebilen siireglerin incelenmesi
acisindan uygun arastirma alanlar1 olusturmaktadir. Bu tiir siireclerin yalnizca
deneyim sonrasinda gercgeklestirilen goriisme, anket veya odak grup
caligmalarina dayanilarak aciklanmasi belirli sinirliliklar tagiyabilmektedir. Bu
noktada elektroensefalografi, yeni medya aragtirmalarinda 6z bildirime dayali
yontemleri tamamlayabilecek noérofizyolojik bir Olglim yaklasimi olarak
degerlendirilebilir.

EEG'nin yeni medya arastirmalari agisindan tasidigi baslica potansiyellerden biri,
medya igerigiyle etkilesim sirasinda ortaya g¢ikan ndrofizyolojik degisimlerin
zamansal olarak izlenebilmesine olanak saglamasidir. Boyle bir arastirma
tasariminda, kullanicinin deneyim sonrasinda ifade ettigi diistinceler ile icerikle
karsilagtign ~ swrada  kaydedilen  norofizyolojik  degisimler  birlikte
degerlendirilebilir. Bu durum &zellikle belirli bir goriintii, ses, oyun mekanigi,
reklam unsuru veya arayiiz bileseniyle karsilasma aninda ortaya ¢ikan
degisimlerin incelenmesine imké&n saglayabilir. Bodylece yeni medya
aragtirmalarinda yalnmzca “kullanicinin ne soyledigi” degil, medya igerigiyle
etkilesim siirecinde hangi anlarda farkli noérofizyolojik oriintiilerin ortaya ¢iktig
da arastirma kapsamina dahil edilebilir.

EEG verilerinin bireyin diigiince, duygu veya davranislarini dogrudan agiklayan
kesin gostergeler olarak degerlendirilmemesi gerekmektedir. EEG sinyalleri,
kortikal etkinligin kafa derisi diizeyindeki elektriksel sonuglarimi yansittigindan,
belirli bir frekans bandindaki degisim tek basina belirli bir zihinsel duruma
esitlenemez. Yorumlama; 6l¢iim kosullari, uyaranin niteligi, sinyal kalitesi, cihaz
ozellikleri, bireysel farkliliklar ve arastirmanin amaciyla birlikte yapilmalidir.

Brainwave Visualizer 6rmegi, EEG cihazlarindan elde edilen teknik nitelikteki
verilerin  arastirmact tarafindan izlenebilir gorsel gostergelere nasil
doniistiiriilebildigini gostermektedir. Uygulamanin beyin dalgasi frekanslarini,
frekans spektrumunu, sinyal kalitesini, dikkat ve meditasyon gostergelerini ayni
ekran tlzerinde sunmasi, farkli veri tiirlerinin es zamanh bigimde takip
edilebilmesine olanak saglamaktadir. Bu yoniiyle Brainwave Visualizer, EEG
cihazindan gelen sinyaller ile arastirmacinin bu sinyalleri degerlendirme siireci
arasinda gorsel bir araci katman olusturmaktadir. Teknik olarak karmagik
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norofizyolojik verilerin grafikler, renkler, gostergeler ve sayisal degerler
araciligiyla sunulmasi, EEG tabanli bir arastirma tasariminin arastirmaci
tarafindan daha kolay izlenebilmesine katki saglayabilir.

Benzer smirlilik Brainwave Visualizer tarafindan sunulan Attention ve
Meditation gostergeleri i¢in de gegerlidir. Bu degerler, yazilimin EEG sinyalini
isleyerek tirettigi goreli gostergelerdir; klinik veya mutlak psikolojik olgiimler
degildir. Bu nedenle arastirma sonuglarinda hazir gdstergelerin, cihaz ve dlglim
baglami dikkate alinarak destekleyici veri olarak degerlendirilmesi
gerekmektedir.

Bu durum, EEG gorsellestirme araylizlerinin yalnizca teknik verileri ekrana
aktaran araclar olmadigini, ayn1 zamanda verilerin aragtirmaciya hangi bigimde
sunulacagin belirleyen bilgi sistemleri oldugunu gostermektedir. Arastirmact
cogu zaman ham EEG sinyalinin tamamini dogrudan incelemek yerine yazilim
tarafindan smiflandirilan, o6lgeklendirilen ve gorsellestirilen gostergeler
iizerinden degerlendirme yapmaktadir. Bu nedenle kullanilan grafik tiirleri, renk
kodlar, olgekler, gostergeler ve gorsel hiyerarsi, arastirmacinin hangi veri
degisimlerine daha fazla dikkat yoneltecegini etkileyebilir. Arayliz tasarimi
bilimsel verinin kendisini degistirmemekle birlikte, verinin algilanmas1 ve
yorumlanmast siirecinde 6nemli bir araci rol iistlenmektedir. Bu nedenle EEG
tabanli  aragtirmalarda  kullanilan  gorsellestirme — sistemlerinin  teknik
Ozelliklerinin yam1 sira bilgi tasarimi agisindan da degerlendirilmesi onem
tagimaktadir.

EEG'nin goz izleme gibi farkli arastirma teknikleriyle birlikte kullanilmasi, yeni
medya deneyimlerinin daha kapsamli bigimde incelenmesine yonelik bir bagka
olanak olusturmaktadir. G6z izleme verileri kullanicinin ekran iizerinde hangi
bolgelere yoneldigini ortaya koyarken, EEG verileri bu yonelimlere eslik eden
norofizyolojik degisimlerin degerlendirilmesine katki saglayabilir. Boyle bir
coklu yontem yaklasiminda, kullanicinin hangi icerige baktig1 ile o igerikle
karsilagma sirasinda meydana gelen norofizyolojik degisimler zaman agisindan
iligkilendirilebilir. Benzer bicimde EEG verilerinin anket, goriisme veya gézlem
yoluyla elde edilen verilerle birlikte degerlendirilmesi, kullanicinin 6znel
deneyimi ile 6l¢iilebilir nérofizyolojik degisimlerin karsilastirilmasina imkan
saglayabilir. Bu durum, ozellikle kullanici deneyimi, dijital reklam, oyun
aragtirmalari, sanal gerceklik ve arayiiz degerlendirmeleri gibi yeni medya
caligmalarinda c¢oklu veri kaynaklarina dayanan aragtirma tasarimlarinin
gelistirilmesi agisindan 6nem tagimaktadir.

Bununla birlikte EEG tabanli yeni medya arastirmalar1 disiplinler arast bir
yaklasim gerektirmektedir. EEG cihazinin dogru bigimde kullanilmasi,
elektrotlarin uygun sekilde yerlestirilmesi, sinyal kalitesinin izlenmesi,
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olusabilecek artefaktlarin dikkate alinmasi, verilerin iglenmesi ve sonuglarin
yorumlanmas1 farkli teknik ve yontemsel bilgi alanlarmin birlikte
degerlendirilmesini gerektirebilir. iletisim ve yeni medya arastirmacilarinin EEG
temelli bir aragtirma tasarimi olustururken yalnizca arayiizde goriintiilenen hazir
gostergelere dayanmak yerine, 6l¢lim kosullarini ve sinyal igleme siireglerinin
sinirliliklarim1 da dikkate almalari 6nemlidir. Aksi hélde gorsel arayiizlerde
sunulan degerlerin asir1 genellestirilmesi veya arastirma baglamindan koparilarak
yorumlanmasi riski ortaya ¢ikabilir.

EEG tabanli arastirmalarm gelecekteki uygulamalarinda etik boyutun da
aragtirma tasarimimin temel unsurlarindan biri olarak degerlendirilmesi
gerekmektedir. Norofizyolojik veriler, bireylerin dogrudan sozlii olarak ifade
etmedikleri bazi tepkilere iliskin bilgi liretme potansiyeli tasidigindan katilimei
mahremiyeti, agik riza, verilerin saklanmasi, veri giivenligi ve aragtirma amaci
disinda kullanim gibi konular 6nem kazanmaktadir. Ozellikle dikkat, uyarilma
veya duygusal tepkilere iliskin nérofizyolojik verilerin reklam, pazarlama veya
davranmigsal yonlendirme amaciyla kullanilmasi, bireysel 6zerklik agisindan
cesitli tartigmalar1 beraberinde getirebilir. Bu nedenle EEG kullanilan ampirik
arastirmalarda katilimcilarin 6l¢iim siireci, toplanacak verilerin niteligi, verilerin
hangi amaglarla kullanilacag1 ve nasil korunacagi konusunda acik ve ayrintili
bicimde bilgilendirilmesi gerekmektedir.

Genel olarak degerlendirildiginde EEG, yeni medya arastirmalarinda kullanici
deneyiminin yalnizca 6z bildirime dayali veriler iizerinden degil, deneyim
stirecine eslik eden norofizyolojik degisimler iizerinden de ele alinabilmesine
yonelik 6nemli bir aragtirma potansiyeli sunmaktadir. Brainwave Visualizer gibi
gorsellestirme araclart ise bu potansiyelin arastirma pratigine nasil
aktarilabilecegini gostermesi bakimindan agiklayici ornekler olugturmaktadir.
EEG'nin yeni medya arastirmalarindaki bilimsel degeri, yalnizca teknik olarak
veri Uretebilmesine degil; elde edilen verilerin arastirma baglami, cihaz
ozellikleri, sinyal kalitesi, gorsellestirme bi¢imi ve diger veri kaynaklariyla
birlikte dikkatli bicimde yorumlanmasina baghidir. Bu nedenle EEG tabanl
yaklagim, yeni medya arastirmalari i¢in tek basina agiklayici bir yontemden ¢ok,
farkl1 yontemlerle desteklenebilecek disiplinler arasi ve tamamlayic1 bir
aragtirma ¢ergevesi olarak degerlendirilmelidir.
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Yeni medya arastirmalarinda elektroensefalografi (EEG) kullaniminin hangi
olanaklar1 sundugunu ve EEG tabanli verilerin gorsellestirme araglari araciligiyla
aragtirmaciya nasil aktarilabilecegini kavramsal bir ¢ercevede ortaya koymak bu
caligmada amaglanmistir. Literatiirde yer alan bilgiler ve Brainwave Visualizer
ormegi birlikte degerlendirildiginde, EEG verilerinin yeni medya igerikleriyle
etkilesim sirasinda ortaya c¢ikabilecek norofizyolojik degisimlerin izlenmesine
yonelik tamamlayici bir arasgtirma alam1 sundugu goriilmektedir. Bu baglamda
EEG'nin 6zellikle dikkat, biligsel yiik, uyarilma ve farkli zihinsel stireclerle
iligkilendirilen degisimlerin incelenmesinde kullanilabilmesi, yeni medya
arastirmalarinin 6z bildirime dayali yontemlerin 6tesinde farkli veri tiirleriyle
desteklenebilmesine yonelik 6nemli bir potansiyel olusturmaktadir.

Brainwave Visualizer 6rmegi, EEG cihazlarindan elde edilen teknik nitelikteki
verilerin  arastirmact tarafindan izlenebilir gorsel gostergelere nasil
doniistiiriilebilecegini somutlastirmaktadir. Beyin dalgas1 frekans bantlarinin,
frekans spektrumunun, sinyal kalitesinin, dikkat ve meditasyon gostergelerinin
ayn1 arayliz lizerinde sunulmasi, farkli EEG bilesenlerinin es zamanli bigimde
takip edilebilmesine olanak saglamaktadir. Radar grafigi frekans bantlarindaki
goreli degisimlerin, spektrum grafigi farkli frekans bolgelerindeki dagilimin,
Attention ve Meditation gostergeleri ise yazilimin EEG sinyalini isleyerek
olusturdugu goreli degerlerin gorsel olarak izlenmesini miimkiin kilmaktadir. Bu
yoniiyle Brainwave Visualizer, EEG verilerinin yeni medya arastirmalarinda
nasil gorsellestirilebilecegini ve bu tiir veriler iizerine kurulabilecek bir arastirma
tasariminin hangi bilesenlerden olusabilecegini gdsteren agiklayici bir uygulama
ornegi niteligindedir.

EEG tabanli gostergelerin yorumlanmasinda 6l¢iim kosullari ile cihaz ve yazilim
kaynakli sinirhiliklar géz 6niinde bulundurulmalidir. Ozellikle Attention ve
Meditation degerleri, klinik tan1 saglayan veya bireyin zihinsel durumunu kesin
bigimde agiklayan Ol¢limler degildir. Bu nedenle s6z konusu gdstergeler
aragtirmanin amaci, sinyal kalitesi ve diger veri kaynaklariyla birlikte
degerlendirilmelidir.

EEG verilerinin gorsellestirilmesi de yalnizca teknik bir sunum islemi olarak
degerlendirilmemelidir. Araylizde kullanilan grafik tiirleri, renkler, olcekler,
hareketli gostergeler ve gorsel hiyerarsi, arastirmacinin veriyi izleme ve
anlamlandirma siirecini etkileyebilmektedir. Brainwave Visualizer gibi birden
fazla gostergenin ayni anda sunuldugu arayiizlerde veri yogunlugunun artmasi,
gorsel karmagiklik ve biligsel yiik olusturabilmektedir. Bu nedenle renk
kodlarinin agik bigimde tanimlanmasi, grafiklerin 6l¢cek ve zaman bilgilerinin
belirginlestirilmesi, temel gostergelerin gorsel hiyerarsi igerisinde One
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cikarilmas1 ve bilimsel degerlendirmeye yonelik gorlintiileme bicimleri ile
oyunlagtirilmis sunumlarin islevsel olarak birbirinden ayrilmasi, EEG
gorsellestirme sistemlerinin daha anlasilir ve yorumlanabilir hale gelmesine katki
saglayabilir.

Caligmanin ortaya koydugu temel sonuglardan biri, EEG tabanli dl¢iim ve
gorsellestirme araglarinin yeni medya arastirmalarma dahil edilebilecegi ve bu
aracglar lizerinden farkli arasgtirma tasarimlarinin gelistirilebilecegidir. Dijital
reklamlar, sosyal medya icerikleri, dijital oyunlar, sanal ve karma gergeklik
uygulamalari, web siteleri ve kullanic1 arayiizleri gibi farkli yeni medya
ortamlari, EEG temelli aragtirmalar agisindan potansiyel uygulama alanlar
olusturmaktadir. EEG verilerinin goz izleme, anket, goriisme veya gozlem gibi
farkli yontemlerle birlikte kullanilmasi ise kullanicinin medya igerigine hangi
noktada yoneldigi, bu siirecte hangi nérofizyolojik degisimlerin meydana geldigi
ve deneyimi sonrasinda bunu nasil degerlendirdigi gibi farkli veri katmanlarimin
birlikte ele alinmasina olanak saglayabilir.

Caligmanin kapsaminda yeni bir EEG kaydi olusturulmamas, katilimcilardan veri
toplanmamis ve deneysel bir uygulama gergeklestirilmemistir. Brainwave
Visualizer, EEG  verilerinin yeni medya arastirmalarinda  nasil
gorsellestirilebilecegini ve bu tlir bir aragtirmanin hangi temel degiskenler
iizerinden yapilandirilabilecegini agiklamak amaciyla 6rnek bir uygulama olarak
ele alinmistir. Dolayisiyla ¢aligmanin temel katkisi, belirli bir deneysel
arastirmanin sonuglarini ortaya koymaktan ziyade, EEG tabanli norofizyolojik
ol¢timlerin yeni medya arastirmalarinda kullanilmasina yonelik uygulanabilir bir
arastirma yaklagimini kavramsal olarak goriiniir kilmasidir.

Gelecekte gerceklestirilecek ampirik caligmalarda gerekli etik ve yontemsel
kosullar saglanarak Brainwave Visualizer ve benzeri EEG gorsellestirme
araglarinin farkli yeni medya igerikleriyle birlikte kullanilmasi; arayiizde sunulan
gostergelerin farklh uyaranlar kargisindaki degisimlerinin incelenmesi ve EEG
verilerinin goz izleme, anket, goriisme ve gézlem gibi yontemlerden elde edilen
verilerle karsilastirilmas1  Onerilebilir. Bu tiir ¢ok yontemli arastirma
tasarimlarinin, kullanicilarin yeni medya igerikleriyle kurduklari etkilegimin
daha kapsamli ve ¢ok boyutlu bicimde degerlendirilmesine katki saglayabilecegi
diisliniilmektedir.
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