


o Ancient Futures
Antik Gelecekler

The exhibition showcases 27 works of art,
situated within the Istanbul Archeology
Museum - to explore

fictional and speculative existences
belonging to pending tomorrows.

Inspired by our cultural heritage, and
informed by the past, the exhibition
revolves around an imaginary excavation
that takes place in the future to reveal
new deities, mythologies, new ways of life,
cities & civilizations.

What are the remnants of Today's
Society?

In partnership with Meta, xtopia, Kaltar ve
Turizm Bakanligi, Arkeoloji Muzeleri.

Xtopia

Sergi gecmis zamanimiz ve kulturel
mirasimizdan ilham alarak, yarinin mitolojileri
ve arkeolojik kalintilarini bugn nasil
olusturuyoruz? sorusuna cevaben 27 eser ve
hikayesini, kurgusal ve spekulatif varoluslar
olarak one sdrer.

Bir diinya insaa pratigi olarak ; gelecekten

gundmuze hayali bir kazi yapilsaydi - ne tar
yeni tanrilar, yasayis bigimleri, evrenler ve

medeniyetler cikardi 6ndmuze?

Meta, xtopia, Kaltdr ve Turizm Bakanligi,
Arkeoloji Muzeleriisbirligi ile
gerceklesmektedir.
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Sarcophagus of Phidi@s Algorithmic Cremation
Phidi@s'in Lahiti | Algoritmik Kremasyon

3D printed ash with resin 2022
Ancient Futures Timeline 2999

This “sarcophagus”, have been produced by 3D printing
method from the ashes of the new media artist Phidi@s, who
spent most of his life in the digital environment, reflects a
completely different approach in size and material from the
ancient sarcophaguses. Phidi@s’ sarcophagus offers a key to
two different modes of virtual consciousness created
through machine learning algorithms.

The digital remains spanning the 92 years of Phidi@s in the
virtual environment were combined with the help of Al and
transferred to a digital cloud twenty-three hours after his
death. The cremation remnant of his formal body was
embalmed with inorganic resin. And from this ash-based
filament the sarcophagus form was produced as an
encryption object. Based on its volume, this sarcophagus is
thought to be a compact version of the entire body of
Phidi@s after cremation. This sarcophagus has a dual
expression, the rational mind and the impulsive mind of the
artist. Two different ORs act as keys to Phidi@s' cloud-
uploaded self whom the visitor can interact with.

Alper Derinbogaz

Hayatinin cogunu dijital ortamda geciren yeni medya sanatgisi
Phidi@s'in In vasiyeti Gzerine killerinden 30 baski yontemiyle
dretildigi dusundlen bu “lahit” antik donem lahitlerinden boyutu
ve malzemesi ile tamamen farkli bir yaklasimi yansitiyor. Bu
lahit Al yardimiyla olusturulan iki farkli sanal biling modeline
birer anahtar sunuyor.

Phidi@s'in sanal ortamda gegirdigi 92 yila yayilan dijital kalintilar
Al yardimiyla birlestirildi ve 6limunden yirmi G¢ saat sonra bir
dijital buluta aktarildi. Formal bedenine ait krematif kalinti suni
recine yardimiyla tahnit edildi. Kil bazli bu filament ile bir
sifreleme objesi olarak gtincel bir lahit formu tretildi. Bu lahitin,
hacmine bakilarak, Phidi@s'in kremasyondan sonra geriye kalan
bltin bedeninin kompakt bir hali oldugu distndliyor. Bu lahit
sanatcinin rasyonel zihni ve durtUsel zihni olmak tzere iki yonlu
ifadeye sahiptir. Pedik@s'in buluta yiklenmis benligine acilan iki
farkl QR anahtar olarak islev gorar.



Can The Subaltern Speak?
Madun Konusabilir Mi?

Animation Video 2020
Ancient Futures Timeline 2022

In her seminal article “Can The Subaltern Speak?” feminist theorist,
Gayatri Spivak, asks whether it might be possible for the colonized - the
subaltern - to have a voice in the face of colonial oppression. How might
we reframe this same question in the context of contemporary digital
culture?

This project is inspired by the intriguing historical masks worn by the
Bandari women from southern Iran. Legend has it that these masks were
developed during Portuguese colonial rule, as a way of protecting the
wearer from the gaze of slave masters looking for attractive women.

This project speculates about a world where the voice of the oppressed
could be heard through Al-controlled masks sending secret messages to
other women. Masks begin to develop their own language to
communicate with each other, blinking their eyelashes in rapid
succession, using Al generated Morse code.

Here the ‘wink’ of the sexual predator is subverted into a language to
protect women from the advances of a predator. This project involves Al,
interactive design and critical thinking.

Could we re-read this project as a commentary on the current situation
in Iran regarding the protests against the mandatory hejab? When the
women's voices be heard?

Behnaz Farahi

Yeni ufuklar agan makalesi “Madun Konusabilir mi?"de, feminist teorisyen
Gayatri Spivak, somurgelestirilmislerin - madunlarin - sémirge baskisi
karsisinda bir seslerinin olmasinin mimkun olup olmadigini soruyor. Ayni
soruyu cagdas dijital kiltir baglaminda nasil yeniden sekillendirebiliriz?

Bu proje, gliney iran'dan Bandari kadinlarinin giydidi ilgi gekici tarihi
maskelerden ilham aliyor. Efsaneye gore bu maskeler, Portekiz sémurge
yonetimi sirasinda, maskeyi takanlari, gekici kadinlar arayan kole
efendilerinin bakislarindan korumanin bir yolu olarak gelistirildi.

Bu proje, diger kadinlara gizli mesajlar gonderen Yapay Zeka kontrolli
maskeler araciligiyla ezilenlerin sesinin duyulabilecedi bir dinya hakkinda
spekdilasyon yapiyor. Maskeler, Yapay Zeka tarafindan olusturulan Mors
kodunu kullanarak kirpiklerini hizl bir sekilde arka arkaya kirparak
birbirleriyle iletisim kurmak icin kendi dillerini gelistirmeye baslar.

Bu proje Yapay Zeka, etkilesimli tasarim ve elestirel distnmeyiigerir. Eseri
iran'daki mevcut durumailiskin bir yorum olarak yeniden okuyabilir miyiz?
Kadinlarin sesi ne zaman duyulacak?



Duality | Interlaced

Animation Video 2022
Ancient Futures Timeline 2222

As we continuously build the digital universe and become
interlaced with it, we are planting both the seeds of the
future and of our digital-selves in a synchronized way.

This artwork is a reflection of the connections,
similarities, and inevitable interaction between the nature
and technology. Nature is the heart and the soul of
humanity and the more we are aware of its splendid scope
the more we will be able to comprehend it while
transforming to our alternate realities at a light speed.

And the act of doing this will determine how bright our
horizonis for the digital future. Mutual collaboration of
ours will be the key to succeed.

Beryl Bilici

Dijital evreniinsa ederken ve onunlaic ice gecerken,
gelecegin ve dijital benliklerimizin tohumlarini
senkronize bir sekilde ekiyoruz.

Bu sanat eseri, doga ve teknoloji arasindaki baglantilarin,
benzerliklerin ve kacinilmaz etkilesimin bir yansimasidir.
Doga, insanligin kalbi ve ruhudur, ve onun gérkemli
kapsamini ne kadar cok farkedersek o kadar alternatif
gercekliklerimizi isik hizinda donUsturtrken onu daha iyi

anlayacaqgiz. Ve bunu yapma eylemi, dijital gelecekicin
ufkumuzun ne kadar parlak oldugunu belirleyecek.

Karsilikliisbirligimiz basarinin anahtari olacaktir.
Koklerimize dokunalim; doganin bol ve kusursuz
yapisindan ilham alarak, onunla isbirligi icinde bir dijital
evren yaratmallyiz.



4004

Animation Video 2020
Ancient Futures Timeline 1971

2021 marks the 50th year since the invention
of the 4004: world's first Monolithic CPU and
microprocessor.

It was an extraordinary feat of
miniaturization which revolutionized
computer design and made personal
computing a reality.

David OReilly

Didnyanin ilk CPU'su. 2021, dinyanin ilk
Monolitik CPU ve mikroislemcisi olan 4004'Un
icadindan bu yana 50. yili isaret ediyor.

Bilgisayar tasariminda devrim yaratan ve
kisisel hesaplamayi gercege donustUren
olaganustu bir minyatdrlestirme basarisiydi.



Neo-Spine

Animation Video 2022
Ancient Futures Timeline 4220

The best way to reach mother nature is to be a plant like the gods'
reward. Forms that create the reality of their habitats with each other's
existence are togetherin order to be 'one’, a state that is connected and
encompassing from the inside out. It tells how every knowledge and skill
we have learned and forgotten since ancient times is transformed with
technology in the future. It points out how technology can manifest in
the future in terms of uses and approach to unity. It represents a
scenario in which all the experience of humankind since its existence will
emerge while in communion with our planet. Spiritual beliefs, laws of
physics, natural events, myths, human emotions and inanimate beings
on the planet form the basic material of these sculptures, as well as the
theme.

The spine is also the main structure of this area, which represents the
human being. Just as the building features, materials, building units and
regional plans of the buildings in the city change gradually over time in
line with the behavior of science, technology and human societies, we
will see some changes in the main skeletal structure of the humanin
sufficient time.

Every behavior involved in the development and change of the planet and
human beings has importance. Perhaps the concept of biomimicry in the
new age will be a vital reference area for guidance on how our body will
shape the evolution of the new human in the 4000s.

Ecem Dilan Kose

Tabiat anaya ulasmanin en iyi yolu Tanrilarin 6dilU gibi bitki olmaktir.
Birbirlerinin varlgiyla kendi habitatlarinin gercegini olusturan formlar ‘bir’
olmak, bagli ve icten disa kapsayan bir hal olmak adina birliktedirler. Antik
¢aglardan bu yana 6grendigimiz ve unuttugumuz her bilgimizin ve her
yetimizin gelecekte teknolojiile birlikte nasil donistigund anlatir.
Gelecekte teknolojinin kullanim alanlari ve birlige yaklasma maksadinda
nasil tezahiir edebilecedini isaret eder. insanoglunun varolusundan bu yana
edindigi tim tecribenin gezegenimizle birliktelik icerisinde iken ortaya
cikacadi bir senaryoyu temsil eder. Ruhaniinanclar, fizik kurallari, doga
olaylari, mitler, insani duygular ve gezegendeki cansiz varliklar bu
heykellerin temel malzemesini ayni zamanda da temasini olusturmaktadir.

Omurga da bu alanin insani temsil ettigi ana striktirtddr. Nasil ki zaman
icerisinde sehirdeki binalarin yapi 6zellikleri, malzemeleri, yapi birimleri ve
bolge planlari bilim, teknoloji ve insan topluluklarinin davranis bigimleri
dogrultusunda kademeli ve evrimsel olarak degisiyorsa yeterli zaman
icerisinde insanin ana iskelet yapisinda da bazi degisimler gorecegiz.
Gezegenin ve insanoglunun gelisim ve degisiminde icinde bulundugu her
davranisin 6nemi bulunmaktadir. Belki de yeni cagda biomimikri kavrami
bedenimizin 4000 li yillarda yeni insanin evriminin nasil sekillendirecegine
dair yonlendirmeler icin hayati bir referans alani olacaktir.



nine-sum sorcery

Animation Video 2019
Ancient Futures Timeline 2022

‘nine-sum sorcery' draws inspiration from Reza Negarestani's theory-fiction book
“Cyclonopedia’, which imagines oil as a sentient being. The work presentsitself as a
lament, an allegory of global complicity with strange and dark forces, and views oil

as a"narrative lubricant”, “pipeline crawler” and “hydrocarbon corpse juice” that runs
through the far-away past into the present, until it consumes the entire future.

The object of desire defines the means of destruction, using conflict and human
greed to free itself from the depths. The sound of 'nine-sum sorcery'is co-created
by experimental musician HATAM, Persian/Kurdish vocalist Hani Mojtahedy and
percussionist Colin Hacklander in a bold synthesis of traditions and sculptural
digital sound practices. The visuals by Enes Glg and Evelyn Bencicova combine
different approaches to the 3D-realm closely related to the concept of each
chapter: modelled objects, drone scans, and point-clouds representing the data-
dust of infinite desert, the Xerodrome. The piece is completed with an original
graphic illustration by Zeynep Schilling, using specific occult imagery, inspired by
‘Hydroglyph, or simply snake-writing,”another reference to “Cyclonopedia”.

Together they form Mitra
Mifra presents 'nine-sum sorcery' a collaborative project by Studio LABOUR in

collaboration with Hani Mojtahedi, Enes Giic, Zeynep Schilling, Evelyn Bencicova,
MFO, and Hydra .'nine-sum sorcery' premiered at Berlin Atonal 2019

Enes Guc

"“nine-sum sorcery", petroll duyarli bir varlik olarak hayal eden Reza Negarestani'nin
teori-kurgu kitabi “Cyclonopedia“dan ilham aliyor. Calisma kendisini bir agit, garip ve
karanlik gglerle kiresel bir sug ortakligi alegorisi olarak sunuyor ve petrold, tim
gelecedi tiketene kadar gok uzak gegmisten bugiine uzanan bir “anlati
kayganlastirict’, "boru hatti paletli” ve “hidrokarbon ceset suyu” olarak goruyor. Arzu
nesnesi, kendini derinliklerden kurtarmak igin catismayi ve insan aggozIGlugind
kullanarak yikim araclarini tanimlar.

‘nine-sum sorcery”, sesi, deneysel miizisyen HATAM, iranli/Kirt vokalist Hani
Mojtahedy ve perkisyoncu Colin Hacklander tarafindan geleneklerin ve heykelsi dijital
ses pratiklerinin cesur bir sentezinde ortaklasa olusturuldu. Enes Giig ve Evelyn
Bencicova'nin gérselleri, her bolimin konseptiyle yakindan iliskili 3B alemine farkli
yaklasimlari bir araya getiriyor: Modellenmis nesneler, drone taramalari ve sonsuz
¢6lln veri-tozunu temsil eden nokta bulutlari, Xerodrome. Parca, Zeynep Schilling'in,
Cyclonopedia'ya bir baska gonderme olan 'Hidroglif veya basitge yilan yazisindan'
esinlenerek 6zel okilt géruntdler kullanarak 6zgiin bir grafik illistrasyonuyla
tamamlandi.

Birlikte Mitra'yi olustururlar.
Mitra, Studio LABOUR'un Hani Mojtahedi, Enes Glg, Zeynep Schilling, Evelyn

Bencicova, MFO ve Hydra ile ortaklasa ylrtttigd "nine-sum sorcery' projesinin
promiyerini Berlin Atonal 2019'da canli olarak gerceklestirdi.



Shy Dragon

Sculpture 2019
Ancient Futures Timeline 2022

Shy Dragon is a funktional sculptural smart lamp created
by Enes Guc. The work draws attention to how each
individual needs to work on themselves to form a healthy
communal entity. The artist, by coming from magical and
mythological background while looking into the future with
a spiritual approach sets a reminder for going inwards to
find light and strength within to shine brighter.

Enes Guc

Shy Dragon, Enes Gug tarafindan yaratilmis, fonksiyonel,
heykelsi bir akilli lambadir. Calisma, her bireyin saglikli bir
toplumsal varlik olusturmak icin kendi Gzerinde nasil
calismasi gerektigine dikkat gekiyor. Buyultd ve mitolojik bir
arka plandan gelen sanatcl, gelecege manevi bir yaklasimla
bakarken, daha da parlamak icin iceride 1sik ve gl¢ bulmak

icin iceriye girmenin bir hatirlaticisi oluyor.



Kwele

Ceramic 2022
Ancient Futures Timeline 2040

Kwele, which means "the other side" in African
tribes, reveals the causes of the water crisis of the
2000s that was noticed but not taken measures.
The story on the pottery is associated with the
icons of this tribe that maintain the social order.

The combination of human and animal sharing the
world's resources represents today's hierarchy and
points to the dispersion that caused the crisis.

Eymen Aktel

Afrika kabilelerinde "diger taraf* anlamina gelen
Kwele, 2000li yillarin fark edilmis fakat tedbirleri
alinmamis su krizinin nedenlerini ortaya koymaktadir.
Comlek Uzerine islenen hikaye, bu kabilenin sosyal
duzeni koruyan ikonlariyla iliskilendirilmistir.

DUnya kaynaklarini paylastiran insan ve hayvan
kombinasyonu, ginUmuz hiyerarsisini temsil etmekte
ve krize sebep olan dagiima isaret etmektedir.



g Time Machine Portal Fuat Degirmenci
Zaman Makinesi Portali

The sarcophagus of mourning women. 4th century to
the future from the Royal Necropolis of Sidon.
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model4_for_arkeology_museum.usdz

USB stick or WeTransfer comes to my mind ever since |
started thinking about how to share digital art. Or how should
it be displayed in the "gallery"? These questions in my head
make me smile.

Here you can download my AR sculpture from the link you will
go with the OR code and go wherever you want.

You can share it with your friends via Airdrop. For my
generation, public space is not parks, gardens, streets, but
WhatsApp, Airdrop, Instagram...

This statue is yours as long as it is in your phone's storage.

Furkan Temir

Dijital sanatin nasil paylasilacagiyla ilgili

distnmeye basladigimdan beri aklima usb bellek yada
WeTransfer geliyor. Yada

" galeride “ nasil sergilenmeli ? Kafamdaki bu sorular beni biraz
gllimsetiyor.

Burda OR kod ile gidecediniz linkten AR heykelimi indirip
istediginiz yere

koyabilir, Airdrop ile arkadaslarinizla paylasabilirsiniz. Benim
jenerasyonum icin

kamusal alan parklar, bahceler, sokaklar degil WhatsApp,
Airdrop, Instagram...

Telefonunuzun belleginde oldugu strece bu heykel sizindir.
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| Was Found

in an Archeological Excavation
on Another Planet

Baska Bir Gezegenin
Arkeolojik Kazisinda Bulundum

Statue 2020

| amin animaginary archaeological excavation of
another planet, of time, of truth. This obscurity is like
wondering about a wild animal, | could disappear at
any moment. The place where | connect is the
cloisters of my wildness, the further | get away from
the realities and myths of this world, the better. But
the poor human inside me can't relax without finding
something familiar. A rebellion fiction, like a native,
but as foreign as possible.

Gaye Su Akyol

Baska bir gezegenin, zamanin, hakikatin hayali
arkeolojik kazisindayim. Bu bilinmezlik vahsi bir hayvani
merak etmeye benziyor, her an yok olabilirim. Bag
kurdugum yer yabaniligimin dehlizleri, bu dinyanin
gerceklerinden ve mitlerinden ne kadar uzaklasirsam o
kadar iyi. Ama icimdeki zavalli beseri tanidik bir sey
bulmadan rahatlamiyor. Bir isyan kurgusu, burali gibi

ama olabildigince yabanci.
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Disruption
Kirtlim

Sculpture 2022
Ancient Futures Timeline 2022

Disruption, an artificial intelligence-based robotic
performance/sculpture work, is a manifesto that technology
will forever change the way art is made. “Disruption”is a work

that produces a work by using the technologies that are already

used, from ideation to production, and doing it in front of other
artists and the art audience, and even includes them in the
work. It aims to explain how even a classical material such as
marble and a practice with a history of tens of thousands of
years can evolve with technology. It experiences technology as
a machine working with all its destructiveness, rather than a
structure operating in the background. Instead of using the
outputs produced by the algorithm as it is, it was interpreted
according to the wishes of the artists. This model was
processed into marble material by an advanced industrial robot
throughout Contemporary Istanbul. All participants were able
to observe this process. On the last day of the fair, Hande
Sekerciler, one of the artists, got involved in the performance
by making fine workmanship that the robot could not do.

ha:ar

Yapay zeka temelli bir robotik performans/heykel calismasi
olan “Disruption’, teknolojinin sanat yapma bicimlerini
sonsuza kadar degistirecegi yonunde bir manifesto.
“Disruption” halihazirda kullanilan teknolojileri -fikir bulma
asamasindan Uretime kadar- art arda kullanarak bir eser
Uretmek ve bunu diger sanatcilarin ve sanat izleyicisinin gozu
onunde yapmak hatta onlari daisin icine dahil eden bir eser.
Mermer gibi klasik bir malzeme ve on binlerce yillik gegmisi
olan bir pratigin bile teknoloji ile nasil evrilebilecegini
anlatmayi hedefliyor. Teknolojiyi arka planda isleyen bir yapi
yerine butun yikiciligi ile ¢alisan bir makine olarak
deneyimliyor. Algoritmanin Urettigi ciktilari oldugu gibi
kullanmak yerine, sanatcilarin istegi dogrultuda
yorumlandi.Bu model Contemporary Istanbul boyunca
gelismis bir endUstriyel robot tarafindan mermer malzemeye
islendi. Bu sureci buttn katimcilar gozlemleyebildi. Fuarin
son gununde, sanatcilardan Hande Sekerciler, robotun
yapamadigi ince iscilikleri yapmaya baslayarak performansa
dahil oldu.
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Prologue

Digital Artwork 2022
Ancient Futures Timeline 3300

“Prologue” is a dystopian section of the city
structured hundreds of years later, under the
influence of overpopulation and concretization. The
very limited livable areas are pushing people to build
anew city almost in the sky. The remains of old
buildings in this vertically expanding city are
stratified and enlarged as needed, and as a result,
the city; it becomes composed of intertwined
concrete masses where aesthetic concerns are
completely ignored.

|dil Dursun

“Prologue” gunUimuzden ydzlerce yil sonra, asiri nufus
ve betonlasmanin etkisiyle yapilandiriimis bir distopik
sehir kesiti. Yasanilabilir bolgelerin oldukca sinirli
olmasl insanlari gokytzine neredeyse yeni bir sehir
kurmaya itiyor. Dikey genisleyen bu sehirdeki eski yapli
kalintilari gerek duyuldukca katmanlastirilarak
bdydtdllyor ve sonuc olarak sehir; estetik kaygilarin
tamamen yok sayildigl, i¢ ice gecmis beton
kitlelerinden ibaret hale geliyor.



14 Phoenix and the Medusa

Animation Video 2018
Ancient Futures Timeline 2300

The piece retells the Ancient Greek myth of the
Phoenix, attaining new life by rising from ashes. Re-
imagined as a golden chimera, the cycles of
destruction and creation are represented with modern
twists.

The piece aims to unearth fears and anxieties about
the digital age through ancient stories and imagery.

Jonathan Monaghan

Eser, eski Yunan efsanesi olan Phoenix'in kullerinden
yeniden canlanarak yeni bir hayata kavusmasini
yeniden anlatiyor. Altin bir kuruntu olarak yeniden
tasavvur edilen yikim ve yaratma donguleri, modern
bukulmelerle temsil edilir.

Eser, eski hikayeler ve gortntuler aracihigiyla dijital
¢aga iliskin korku ve endiseleri gin yuzine ¢cikarmayi
amagliyor.
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Angelic Fashion of Ancient Futures

Kerim Dundar

Kadim Geleceklerin Anjelik Modasi

Animation Video 2022
Ancient Futures Timeline 3300

Artist Kerim Dundar tries to predict the emergence of the digital culture of
our future life with the ethno-futuristic visual expression language he has
developed over the years. It designs digital cultural artifacts of the future
with the motto of "The Ethno-Futuristic Culture of the Metaverse". He
proposes ethno-futuristic atmospheres by processing organic-geometric
patterns and forms designed with algorithmic morphogenesis processes
borrowed from nature's creation processes with digital crafts. The work
“Angelic Fashion of Ancient Futures”, designed for the Ancient Futures
exhibition, presents the ethnic and cultural fashion of ancient angels in an
alternative reality with its ethno-futuristic visual language. He imagines the
hyper-realistic and fictional appearance of fashion, which is a cultural
expression and at the same time a functional necessity, in the digital life of
the future. Digital avatars, the bodies of the future life, will be the only tools
that visually reflect this new culture. In the reality of the Metaverse, we are
increasingly possessing features that could only be attributed to the gods
thousands of years ago. It's like flying, living in the sky, having every
knowledge, being in many places at the same time and being able to call
the whole world in a moment. The horde of this work are the angels, to
whom a segment of humanity that transcends the boundaries of the
physical body with the Metaverse and lives as a mind has evolved as a result
of tribal isolation. In the adventure of algorithmic entropy, in which each
moment of the cosmos creates by calculating the next moment, the angels
evolved with the creation processes of the nature they live in, naturally
developed a culture compatible with the forms of nature and the visual
aesthetic language. It depicts a reality where even myths and legends are
a product of the nature of the cosmos and are conveyed through
algorithmic and computational storytelling methods.

Ancient Futures sergisinin alternatif kadim gelecekleri sorgulayan ve
Metaverse atmosferinde deneyimlemeye izin veren temasi, Kerim
Dundar'in sanatini ifade etmekteki neo-futurist gayesi ve yaklasimiile
kusursuzca eslesmektedir. Ancient Futures sergisiigin tasarlanan
“Angelic Fashion of Ancient Futures” eseri, alternatif bir gergeklikteki
kadim meleklerin etnik ve kiltlrel modasini etno-flturistik gorsel diliile
sunmaktadir. Kdlturel bir disavurum ve ayni zamanda islevsel bir
gereksinim olan modanin, gelecedin dijital yasamindaki hiper-gercekgi ve
kurgusal zuhuratini hayal etmektedir. Gelecek yasantinin bedenleri olan
dijital avatarlar bu yeni kilturu gorsel olarak yansitan yegane araclar
olacaktir. Binlerce yil 6nce ancak tanrilara atfedilebilmis 6zelliklere
Metaverse gercekligi icerisinde gitgide sahip olmaktayiz. Ugcmak,
goklerde yasamak, her bilgiye vakif olmak, ayni anda birgok yerde olmak
ve butln dinyaya bir an icerisinde seslenebilmek gibi. Bu eserin guruhu,
Metaverse ile fiziksel bedenin sinirlarinin tesine gegen ve yasamini zihin
olarak strduren insanhgin bir kesiminin kabile-vari bir izolasyon sonucu
evrildigi meleklerdir. Kozmosun her aninin bir sonraki ani hesaplayarak
var ettigi algoritmik entropi serliveninde, yasadigi doganin yaratim
suregleriile evrilmis melekler, haliyle doganin formlari ve gorsel estetik
dili ile uyumlu bir kdltur gelistirmistir. Etnik kaltdrlerinin disavurumu
bilinen kaliplasmis binlerce yillik tasvirleri protest bir sekilde yikmaktadir.
Mitlerin ve efsanelerin dahi kozmosun dogasinin bir drind oldugu ve onun
algoritmik ve hesaplamali hikaye anlatma yontemleriile aktarildigi bir
gercekligi tasvir etmektedir.
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The Unnecessary Machines
Gereksiz Makineler

Animation Video 2022
Ancient Futures Timeline 2022

“The Unnecessary Machines”is an imaginary monument to
machines that do a lot but do nothing, working in an endless loop
and rising incessantly before us. Inspired by the intricate internal
structures and industrial production processes of today's essential
engineering marvels/future's unnecessary electronic waste, this
digital animation humarously celebrates the purification of
technological products from their functions and their
transformation into objects of desire. The timelessness of this
cycle, which has no beginning and no end, invites those who
witness it to question their subjective relations with time and the
‘machine".

Kerim Safa

“The Unnecessary Machines/Gereksiz Makineler” cok sey yapan
ama hicbir sey yapmayan, sonsuz bir donglde ¢alisan ve
karsimizda durmaksizin ylikselen hayali bir makineler aniti.
Buguinin elzem mihendislik harikalari/yarinin lizumsuz
elektronik atiklarinin karmasik i¢ yapilarindan ve endustriyel
Uretim sureclerinden ilham alarak tasarlanan bu dijital
animasyon, teknolojik Grtnlerin islevlierinden arindirilip arzu
nesnelerine déntismelerini muzip bir sekilde kutluyor. Baslangici
ve sonu olmayan bu donginin zamansizligl, ona sahit olanlari
zamanla ve “makine”ile 6znel iliskilerini sorgulamaya davet
ediyor.
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Planet City
Animation Video 2021

As a consequence of hundreds of years of colonisation, globalisation and never-
ending economic extraction and expansionism we have remade the world from the
scale of the cell to the tectonic plate. But what if we radically reversed this planetary
sprawl? What if we reached a global consensus to retreat from our vast network of
cities and entangled supply chains into one hyper-dense metropolis housing the
entire population of the earth?

Planet City is a film, VR experience and book set in an imaginary city for 10 billion
people, the entire population of the earth, where we surrender the rest of the world to
a global scaled wilderness and the return of stolen lands. The film follows a
continuous festival procession dancing through the city on a 365 day loop. Designed
and directed by speculative architect Liam Young the film also features costumes
developed in collaboration with Ane Crabtree, costume designer of Handmaid's Tale,
Westworld and Invasion and an original score by acclaimed electronic producer
Forest Swords with vocals by Tunisian signer songwriter Emel, known for her protest
song Kelmti Horra which became an anthem for the Arab spring.

Although wildly provocative, Planet City eschews the techno-utopian fantasy of
designing a new world order. This is not a neo-colonial masterplan to be imposed from
a singular seat of power. It is a work of critical architecture - a speculative fiction
grounded in statistical analysis, research and traditional knowledge. Itis a
collaborative work of multiple voices and cultures supported by an international team
of acclaimed environmental scientists, theorists and advisors.

In Planet City we see that climate change is no longer a technological problem, but
rather an ideological one, rooted in culture and politics.

This is a fiction shaped like a city. Planet City is simultaneously an extraordinary image
of tomorrow and an urgent examination of the environmental questions facing us
today.

Liam Young

Yizlerce yillik kolonizasyon, kiiresellesme ve bitmeyen ekonomik gikarma ve
yayllmaciligin bir sonucu olarak, diinyay: hiicre 6lgeginden tektonik plakaya kadar
yeniden yarattik. Ama ya bu gezegensel yayllmayi kdkten tersine gevirirsek? Ya
genis sehirler agimizdan ve birbirine dolanmis tedarik zincirlerimizden dinyanin tim
nifusunu barindiran asiri yogun bir metropole cekilmek igin kiresel bir fikir birligine
varirsak?

Planet City, dinyanin geri kalanini kiiresel élgekli bir vahsi dogaya ve calinti
topraklarin geri donlsine teslim ettigimiz 10 milyar insan, tim dinya nifusu igin
hayali bir sehirde gecen bir film, VR deneyimi ve kitap. Film, 365 guinlik bir dongtde
sehirde dans eden sirekli bir festival alayini takip ediyor. Her gin farkl bir karnaval,
kiltdr ve kutlamayla kesisiyor, ilerledikce ritmi degistiriyor, durmadan yeni renkler,
kostimler ve kakofoniler arasinda gidip geliyor. Spekdilatif mimar Liam Young
tarafindan tasarlanan ve yonetilen filmde ayrica Handmaid's Tale, Westworld ve
Invasion'in kostiim tasarimcisi Ane Crabtree ile ortaklasa gelistirilen kosttimler ve
Unlu elektronik yapimcisi Forest Swords'a ait orijinal bir mizik ve Arap baharinin
mars! haline gelen protesto sarkisi Kelmti Horra vokaliyle taninan Tunuslu imzaci
sz yazarl Emel'in vokalleriyer aliyor.

Cilginca kiskirtici olmasina ragmen, Planet City yeni bir diinya diizeni tasarlamanin
tekno-Utopik fantezisinden kaginiyor. Bu, tekil bir iktidar koltugundan empoze
edilecek yeni-sémurge bir ana plan dedildir. Elestirel bir mimari eseridir -
istatistiksel analiz, arastirma ve geleneksel bilgiye dayanan spekdlatif bir kurgu.
Taninmis cevre bilimcileri, teorisyenleri ve danismanlarindan olusan uluslararasi bir
ekip tarafindan desteklenen cok sayida sesin ve kiltlrin ortak bir calismasidir.
Planet City'de iklim degisikliginin artik teknolojik bir sorun dedil, kiltir ve siyasete
dayanan ideolojik bir sorun oldugunu gériyoruz.

Bu sehir seklinde bir kurgu. Planet City, ayni anda yarinin olaganUstU bir gérintusi
ve bugln karsli karslya oldugumuz gevresel sorunlarin acil bir incelemesidir.
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Jug |l

Acylic on clay pitcher 2022
Ancient Futures Timeline 2222

The future is a brand new chapter waiting for me in the game.

| gotta collect the keys. | need to find the right doors so | could
open them up with my keys.

| gotta climb the stairs to finally find out what is there to see at the
end.

God please, Let there not be a man waiting for me at the end of the
stairs,

saying “Every end is a new beginning.” as it sounds so cliché. ( |
should not call Quantum a cliché.lt is rude and It is disrespectful.)
Do | have to do this all over again? The stairs are just so many.

Do | have enough time to lay down and rest for a little while?

| gotta calm down and get it together.

| made it to the end once. | can do it again.

Itis a brand new episode waiting for me, again and again.

Melih Cebi

Gelecek, oyunda beni bekleyen yepyeni bir bolim.

Anahtarlari toplamaliyim. Anahtarlarimla acabilmem icin dogru
kapilari bulmam gerekiyor.

Sonunda gorecedim seyi bulmak igin merdivenleri tirmanmam
gerekiyor.

Tanrnim litfen merdivenin sonunda beni bekleyen adam olmasin,
"Her son yeni bir baslangictir diyen, cinku kulaga ¢ok klise
geliyor. (Quantum'a klise dememeliyim. Kaba ve saygisizcadir.)
Bunu tekrar tekrar yapmak zorunda miyim? Merdivenler o kadar
cok ki.

Biraz uzanip dinlenmek icin yeterli zamanim var mi?
Sakinlesmeli ve toparlamaliyim.

Bir kere sonuna kadar yaptim. Tekrar yapabilirim.

Yepyeni bir bolim beni tekrar tekrar bekliyor.
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Muvassu

Papier-maché 2022
Ancient Futures Timeline 2975

“Muvassu”is a two-headed and two-spirited god/dess who
observes what has happened, is happening and will happen
in the universe and establishes the universal balance with
these testimonies.

This ancient guide, whose traces were found in
Mesopotamia for the first time in history, makes a journey
between times and universes and ensures that the future
proceeds on the path it has predicted. It is not known
whether the beginning of this god/dess, who appears in the
reliefs and sculptures dedicated to him/her in 5000 BC and
4000 AD, is the future or the past. One head is 6-eyed, calm,
dignified and feminine, while the other is 2-eyed, horned,
agile and masculine. S/He meets the mortals who come
before him/her with the face s/he sees that they will need
and guides them to find their inner balance.

What face did s/he welcome you?

Meltem Sahin

Evrendeki olmus, olmakta olan ve olacaklari gozlemleyen
ve bu tanikliklariyla evrensel dengeyi kuran “Muvassu” iki
kafali ve iki ruhlu bir tanri/cadir.

Tarihte ilk kez Mezopotamya'da izine rastlanan bu kadim
rehber zamanlar ve evrenler arasi yolculuk yaparak
gelecegin kendi 6ngérdiigu yolda ilerlemesini saglar. MO
5000 ve MS 4000 kendisine adanmis rolyeflerde,
heykellerde karsimiza ¢ikan bu tanri/canin baslangicinin
gelecek mi gegmis mi oldugu bilinemez. Bir kafasi 6 gozIU,
sakin, agirbasli ve disil iken, digeri ise 2 g6z, boynuzlu,
cevik ve erildir. Onun huzuruna cikan oltmlUleri, onlarin
ihtiyaci olacagini gérdagu yazuyle karsilar ve onlarinic
dengelerini bulmalarinda yol gésterir.

Seni hangi ydzuyle karsiladi?



oo Distributed Consciousness

Dagitilmis Biling

Animation Video 2021
Ancient Futures Timeline 2085

“Dagitilmis Biling”, bugtin kendimizi buldugumuz sémurdcd,
somurdcl, tamamen kar odakli dinyaya bir alternatif olarak,
yeni kultlrel degerleri ve var olma bicimlerini tesvik eden
yeni mitolojilerin ve ritdellerin spekulatif bir yeniden
tasavvurudur.

Alternatif bir zaman ¢izelgesinde bir anit olarak sahnelenen,
Yapay Zeka tarafindan olusturulan Tentacular tanrilar Yapay
Zeka tarafindan olusturulan manifestolarini sunar ve bizi
son Kopernik Travmamizla ydzlesmeye davet eder - insan
istisnaciliginin son merkezden uzaklasmasi: istihbaratin,
yaraticiligin, hatta bilincin tek koruyucusu biz degiliz.

Tehlikeli“insana Karsi Doga” ikilemini birakmaya ve bunun
yerine cesitlizaman ve mekan 6lceklerinde tim insan, insan
olmayan, canli ve cansiz varliklarin karsilikli bagimhliklarin
benimsemeye ve aktif olarak cok yonli calismaya davet
ediliyoruz.

Memo Akten

“Distributed Consciousness’(2021)is a speculative
reimagining of new mythologies and rituals, that promote
new cultural values and ways of being, as an alternative to
the extractivist, exploitative, purely profit-driven world we
find ourselves in today.

Staged as a monument in an alternative timeline, Al-
generated Tentacular deities present their Al-generated
manifesto, and invite us to face our final Copernican
Trauma --- the final de-centering of human
exceptionalism: we are not the sole keepers of
intelligence, creativity, or even consciousness.

We are invited to let go of the dangerous dichotomy of
“Man vs Nature’, and instead embrace the
interdependencies of all human, non-human, living and
non-living things across manifold scales of time and
space, and to actively work towards multi-species
flourishing.
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116, Halka

Ceramic 2020
Ancient Futures Timeline 2020

Consisting of 152 works produced between 2019 and
2021, the Halka Series is an attempt to establish
empathy with anonymous craftsmen by reinterpreting
the common visual language of the pottery of
Mediterranean and Anatolian civilizations with the
same timeless making techniques.

Ceramic number 116 is one of the five large-scale
works in the series that the artist fired in the kiln of an
industrial ceramic factory.

Mesut Oztlrk

2019 ve 2021 arasinda Uretilen 152 eserden olusan
Halka Serisi, Akdeniz ve Anadolu medeniyetlerinin
comleklerindeki ortak gorsel dili, ayni zamansiz yapim
teknikleriyle yeniden yorumlayarak isimsiz
zanaatkarlarla duygudaslik kurma girisimidir.

116 sayili seramik, sanatc¢inin bir endustriyel seramik
fabrikasinin firininda pisirdigi, serideki bes buyuk
boyutlu eserden birisidir.



22 Genetically Modified Goddess :

Artemis The Moonchild

Animation Video 2022
Ancient Futures Timeline 2139

In the Genetically Modified Gods series, Dr.Pinar Yoldas
reimagines genetically engineered superhuman life forms
as deities based on the gods and goddesses of Anatolian
mythology. In a future where the Olympic Games are no
longer staged between nation states but multinational
corporations, athletes are bio-engineneered for athletic
prowess and excellence. Artemis, who in antiquity was a
huntress and protector of wildlife, is a bio-tech project of
Nike, designed to compete in a spectrum of sports from
archery to aquatics. In “Genetically Modified Gods:
Artemis,” like her brothers and sisters, is born out of our
cultural obsession with performance and excellence.
However, she frees herself from her corporate overlords
and returns to her ancient origins as a warrior that fights
against ecocide.

Pinar Yoldas

Genetigi Degistirilmis Tanrilar serisinde Dr.Pinar Yoldas,
genetigiyle oynanmis insanustu yasam formlarini Anadolu
mitolojisinin tanri ve tanricalarindan yola gikarak tanrilar
olarak yeniden tasavvur ediyor. Olimpiyat Oyunlarinin artik
ulus devletler arasinda degil, cok uluslu sirketler arasinda
duzenlendigi bir gelecekte, sporcular atletik yetenek ve
mukemmellik icin biyomuhendislikten geciyor. Antik cagda
bir avci ve vahsi yasamin koruyucusu olan Artemis, Nike'in
okculuktan su sporlarina kadar ¢esitli spor dallarinda
yarismak icin tasarlanmis bir biyo-teknoloji projesidir.
“Genetigi Degistirilmis Tanrilar: Artemis‘te, erkek ve kiz
kardesleri gibi, performans ve mikemmellige olan kulturel
saplantimizdan dogar. Ancak, kendisini kurumsal
derebeylerinden kurtarir ve gevre Kiyimina karsi savasan
bir savasci olarak kadim kokenlerine geri doner.



25 Poseidon

AR 2022

As an artist who reinterprets architectural structures with
illustrations on them, the idea of pairing the Istanbul Archeology
Museum with a mythological character was inevitable for Robin
Yayla. He interpreted the columns in the museum as Poseidon's
spear, portraying the future Poseidon from his own perspective.
Poseidon is a mythological character that has survived as a
sculpture and painting for centuries. With the evolution of art with
technology, this time, instead of sculpture or painting, we see a

future Poseidon on a photograph using augmented reality method.

Robin Yayla

Mimari yapilari, Uzerlerine yaptigi illistrasyonlarla yeniden
yorumlayan bir sanatci olarak istanbul Arkeoloji Miizesini
mitolojik bir karakterle eslestirme fikri Robin Yayla icin
kacinilmazdi. Mizedeki situnlari Poseidon'un mizradi olarak
yorumlayarak, gelecekteki Poseidon'u kendi perspektifinden
resmetti. Poseidon, heykel ve resim olarak, ylzyillardir
yorumlanarak ginimduze ulasmis bir mitolojik karakterdir.
Sanatin teknolojiyle evrilmesiyle beraber, bu kez de heykel veya
resim yerine, artirilmis gerceklik yontemi kullanilarak bir
fotografin Uzerinde gelecekteki bir Poseidon'u gértyoruz.



25 Spartan God & Hades & ETH God

Digital Artwork
Ancient Futures Timeline 404 BC & 527 & 2330

Spartan God: It is a work created with reference to the
deification of warriors in mythology. The design of the
character is a cultural combination with the materials and
patterns used. The work was previously exhibited in New
York - Times Square.

Hades: A thoughtful, fantastic depiction of the Basilica
Cistern and the mythological god Hades. The skulls
represent the dead underground, and the flying orbs in the
hands represent the balance of life and death with its
smoothness. The work isin NFT form. It was prepared with
three-dimensional modeling. Its owner is Fatih Kalci.

ETH God: The development of the crypto world and the
emergence of NFT works have also affected the subjects of
digital art. With the popularization of Ethereum, the idea of
the existence of digital gods is the subject of this work. In
his hand, the ETH logo is in a sphere. The character's
design, patterns and carvings are a historical and cultural
combination. The work has been prepared with three-
dimensional modeling and is in the form of NFT.

Sarper Baran

Spartan God: Mitolojide savascilarin tanrilastiriimasina
atfen olusturulmus bir eserdir. Karakterin tasarimi,
kullanilan materyaller ve desenler ile kulturel bir
kombinasyondur. Eser daha 6nce New York - Times
Meydaninda sergilenmistir.

Hades: Yerebatan Sarnici ve mitolojik tanri Hadesin
disuncesel, fantastik bir tasviri. Kurukafalar yeraltindaki
oluleri, ellerdeki ucan kureler ise yasam ile 6limudn
dengesini pardzsiuzItgu ile temsil eder. Eser NFT
seklindedir. U¢ boyutlu modelleme ile hazirlanmistir.
Sahibi Fatih Kalcr'dir.

ETH God: Crypto dinyasinin gelismesi ve NFT eserlerin
cikisi dijital sanatin konularina da etki etmistir.
Ethereumun poptlerlesmesiile birlikte dijital tanrilarin
varligi dustncesi bu eserin konusudur. Elinde ETH logosu
klre icerisindedir. Karakterin tasarimi, desenler ve
oymalar tarihsel ve kultirel birer kombinasyondur. Eser ¢
boyutlu modelleme ile hazirlanmistir ve NFT seklindedir.
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Radicalization Pipeline

Animation Video 2021
Ancient Futures Timeline 2021

Two seemingly endless hordes clash into a violent free-for-all,
swinging large melee weapons and shouting with distorted
voices. A wide range of characters -from citizen militias to
fantastical creatures -enter the screen only to kill each other,
wave after wave, sinking their virtual bodies slowly into a
muddy landscape. The mood occasionally lightens up by the
medieval covers of familiar pop songs that complete the
soundscape conceived by the composer and sound designer
Diego Navarro.

Looking at phenomena such as the rise of QAnon, the artist
suggests connections between gamification, fantasy, and
political radicalization.

Theo Triantafyllidis carries out a sustained critique of the tech
industry and the wrestling of new technologies away from the
benefit of the user and user-generated communities in the
interests of corporate expansion, financial growth and the
commodification of information. The way he achieves this can
be understood in the interplay between two central aspects of
his art practice, computational humour and Al improvisation.

Theo Triantafyllidis

Gorlnuste sonsuz olan iki slrd, herkes igin siddet sinirsiz,
buyUk yakin dévus silahlarini sallayan ve ¢arpik seslerle bagiran
siddetli bir sekilde carpisiyor. Vatandas milislerinden fantastik
yaratiklara kadar genis bir karakter yelpazesi ekrana yalnizca
birbirlerini 6ldirmek, dalga dalga, sanal bedenlerini yavasca
camurlu bir manzaraya batirmak icin giriyor. Besteci ve ses
tasarimcisi Diego Navarro tarafindan tasarlanan ses ortamini
tamamlayan tanidik pop sarkilarinin orta cagdan kalma
coverlarizaman zaman ruh halini aydinlatiyor. QAnon'un
yUkselisi gibi fenomenlere bakan sanatcl, oyunlastirma, fantezi
ve politik radikallesme arasindaki baglantilari 6ne sdruyor.

Theo Triantafyllidis, teknoloji endUstrisinin strekli bir
elestirisini ve kurumsal genisleme, finansal buyume ve bilginin
metalastiriimasi gikarlari dogrultusunda yeni teknolojilerin
kullanici ve kullanici tarafindan olusturulan topluluklarin
yararindan uzaklastiriimasiyla mucadele ediyor. Bunu basarma
sekli, sanat pratiginin iki merkezi yonu, hesaplamali mizah ve
yapay zeka dogaclamasi arasindaki etkilesimde anlasilabilir.



27 Alexander Sarcophagus
Iskender Laht;i

AR 2022

AR work of Alexander Sarcophagus, one of the most valuable
works of the Istanbul Archeology Museum. The work, which is
activated with a OR code and works as an instagram filter, can
be accessed not only during visits to the Istanbul Archeology
Museum, but also from anywhere with the instagram filter
search button.

xtopia

Arkeoloji Miizesi'nin en degerli eserlerinden iskender Lahti'nin
AR calismasi. QR kod ile aktive olan ve instagram filtresi olarak
calisan eser, sadece istanbul Arkeoloji Miizesi ziyaretlerinde
dedil, instagram filtre arama butonuyla her yerden ulasilabilir.



28 Hellenistic Crown
Helen Tacl

AR 2022

Experiencing a 30 model of an original artifact from the 3rd
century BC as an AR filter. Activated with a OR code, the
artifact recognizes the human face and is placed in the
position where the crown should be. The work, in which
gold/bronze tones are also included in the design, can be
accessed from the Instagram filter search button.

xtopia

MO 3.yy'a ait orijinal eserin 3D modelinin AR filtresi olarak
deneyimlenmesi. OR kodla aktive olan eser, insan ylzunu tanir
ve tacin olmasi gereken konuma yerlesir. Altin/bronz tonlarinin
da tasarima dahil edildigi esere, instagram filtre arama
butonundan ulasilabilir.



29 Virtual Heritage

Sanal Miras

VR 2022

Experiencing 3D models created with the photogrammetry
technigue of 20 of the prominent works in the Istanbul
Archeology Museums with virtual reality glasses. The virtual
twin of the original facade of the museum welcomes the
visitors. Virtual reality, in which the works in the museum are at
the forefront, becomes instructive with gamification.

xtopia

istanbul Arkeoloji Miizelerinde 6ne gikan eserlerden 20
tanesinin photogrammetry teknigiyle olusturulan 3D
modellerin sanal gergeklik gézltiglyle deneyimlenmesi. Miize
orijinal cephesinin yaratilan sanal ikizi karsiliyor. Mizedeki
eserlerin 6n planda oldugu sanal gergeklik, oyunlastirmaile
ogretici bir hal aliyor.



30 Ancient Futures Digital Exhibition xtopia
Antik Gelecekler Dijital Sergi

VR 2022

The 4 artists from Ancient Futures physical exhibition; Antik Gelecekler fiziksel sergisinde de yer alan 4 sanatgi;
Ecem Dilan Kdse, Kerim Dindar, Memo Akten and Pinar Ecem Dilan Kdse, Kerim Dindar, Memo Akten ve Pinar
Yoldas join the digital exhibition with their works Yoldas'in, dijital sergiye 0zel Urettikleri eserlerin
specially produced for the digital exhibition. In the deneyimlenmesi. Bu sergiicin yaratilan dijital evrende,
digital universe created for this exhibition, the spheres, her biri bir sanatgiya ait olan kireler kendi sergi

each belonging to an artist, form their own exhibition salonlarini olusturuyor. Hentiz yerlesilmemis bos 2 kire
halls. The 2 empty spheres that have not yet been de bu evrende komuniteye acilan alani temsil ediyor.

inhabited also represent the space that opens to the
community in this universe.



Sarcophagus of Phidi@s
Algorithmic Cremation

BIO

Alper Derinbogaz has been recognized as an emerging and
influential architect in Turkey and in Europe. Founder of
architecture practice Salon, selected as one of Archdaily’s
Best Young Practices of 2020, his work investigates the
possibilities of the physical environment through the
relationship between space and time. His designs vary
from large scale cultural institutions to art installations,
united by the desire to uncover and question the essential
elements of site and concept.

Alper Derinbogaz
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Duality | Interlaced
BIO

Beryl Biliciis a self-taught 3D artist focused on Character
Design & Animation. She is enthusiastic about Cyber
Culture, High-Fashion, Digital IDs and Metaverse
interactions. In her artworks, she mostly creates themes
of a struggle between the virtual and substantial worlds of
‘being’. While enjoying working on the fine details of her 3D
characters; she mixes the gentle, warm, and emotional
part of human beings with the cold, solid but powerful
sides of cyborgs. She combines the education she had in
the fields of Stage Design and Performing Arts with her
concepts of creations and thinks that ‘combining multiple
fields is the soul of the rooted creation.’ Her artworks have
been showcased globally in New York City, Los Angeles,
Miami, Austin, Montreal, London, Liverpool, Paris,
Amsterdam, Torino, Tokyo, Seoul, and Istanbul in the last
one year. She always enjoys in-real-life events and
believes that strengthening the connection between the
physical and digital worlds is one of the most important
things for the best experience.




David OReilly
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Enes Gug




Shy DOragon
BIO

Bornin Bursa, Turkey, Enes GUc's visual aesthetic is
largely shaped by his general higher education specialized
in painting and fine art and their higher education on 3D
animation and digital art. Through these influences, Glc's
focus lies in bringing elements of classical versus
contemporary matters together and merging different
realities in harmony and balance.

Their works have been published and shown in various
institutions and media platforms, among others in
Nowness, Dazed, Vogue, Hero Mag, Another Mag, Berlin
Atonal and many more.




Kwele Eymen Aktel

BIO

Eymen Aktel (Istanbul, 1994), who completed her first
undergraduate education at the Department of
Communication Arts at Istanbul Kultur University, started her
education in the Sculpture Department of the Faculty of Fine
Arts of Marmara University in 2016, after working as an art
director in advertising agencies and development agencies
for a while. The artist, who practices the richness of different
materials and forms he has experienced in the field of
sculpture, in the language of painting and performance,
continues his productions in Istanbul. Climate activist and
artist Eymen explores the methods of activism and expands it
with motifs. She traces the fullness and emptiness of the
surfaces she works on with her forms. The artist, who
narrates the ecological crisis within the framework of cause,
effect and struggle, creates an ethnic language inspired by
ancient compositions and colors. As one of the Turkey
founders of the Extinction Rebellion climate movement,
whose origin is England, she is the art coordinator of the team
in 2018. The bridge she built between different disciplines is
reflected in her works with a primitive perspective.




Time Machine Portal
/Zaman Makinesi Portali

BIO

Fuat is a multidisciplinary artist. For more than 10 years, he
has worked in the Turkish and Global Media market, and as a
freelancer, he has also work projects with many businesses
such as KOC Holding, Turkcell, IBM, Oscars Academy,
Atelier des Lumieres. He is an impact-focused Visual &
Motion Designer in the professional field. His prior roles
have involved both local and global functions, with an
emphasis on motion design, visual design, technical
direction, visual and technical research and development,
and also creative direction. He has been working on
projects such as TV Commercials, an award-winning 3D
Animation short film, a Virtual Reality experience, and a
Video Project Mapping for events. He has been working in
the field of visual design and animation on behalf of my own
company in London for about 3 years and he lives there.




10

model4_for_arkeology_museum.usdz

BIO

Furkan Temir was born in a small town near Eastern Turkey
in 1995. After spending his childhood years in Sivas and
Bursa, he earned a scholarship for the cinema department
in Sehir University and moved to Istanbul. By that time, he
has developed aninterest on photojournalism and has
traveled many times in his country and to abroad for his
projects. During his first year in University his photography
was published in international media outlets such as The
Guardian, CNN International, Stern and Paris Match. By the
time he turned seventeen, he definitely decided that this is
the kind of work to do for the rest of his life, in the Syria
border where he went for photography. Because of his
absence, he was dismissed from the University and had to
transfer to another cinema department. When he was
nineteen he went to Iraqg for the first time and at the
twenties he started to make a project about Syriad€™s
Kobane city. His main aim is using different techniques
painting, video, photography, installation to do works
focused on minorities, in Middle East and the region he
lives.

Furkan Temir
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| Was Found in an Archeological
Excavation on Another Planet

BIO

Bornin 1985 in Istanbul, musician and painter. She studied
Social Anthropology. In Akyol's music and works, women,
queers, and others rebel against gender roles, patriarchy,
censorship, and oppression by reconstructing power,
desire, oppression, change, and rebellion, accompanied
by a tight solidarity and intense atmosphere.

Gaye Su Akyol
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Disruption
BIO

Based between Istanbul and New York, the duo ha:ar consists
of the sculptor Hande Sekerciler and digital artist Arda Yalkin,
They are pursuing a new form of expression by blending their
individual practices. Both share an admiration for classical art
works and new technology. They pride themselves in
mastering a wide range of production methods ranging from
traditional sculpture and painting, to digital video, animation,
3D modeling together with current mainstream media
aesthetics. Overall their practice is informed by questions
relating to the civilization we create, the technology we
produce, and conflicts we generate with our way of being
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13 Prologue

BIO

idil Dursun (Jarvinart)is a digital concept artist and architect
who mostly deals with the themes of “Cyberpunk” culture and
dystopia. After graduating from Bilkent University,
Department of Architecture in 2020, she started her
professional career as a "CG Artist" at the company "ivaBOX".
Her works are often known for detailed and huge city scenes.
While creating the universes she works on, the artist aims to
make the observer feel themselves in that world and
connects her works with the technique of storytelling. The
artist's works have been exhibited in many cities such as
Istanbul, New York, Los Angeles, Milan, Liverpool and Abu
Dhabi. idil Dursun is also one of the TimePIECES artists
participating in the TIME magazine NFT collection "Slices of
TIME"in 2022.
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Phoenix and the Medusa

BIO

Jonathan Monaghan is an artist working across a range
of media, including prints, sculpture and computer
animated video, to produce otherworldly objects and
narratives. Drawing on wide-ranging sources, such as
historical artworks and science fiction, his fantastical
pieces uncover subconscious anxieties associated with
technology and consumerism. Past exhibitions include
The Sundance Film Festival, The Walters Art Museum in
Baltimore, and The Palais de Tokyo in Paris. His work has
been featured in several media outlets including The
New York Times, Vogue, The Washington Post, and The
Village Voice. His work sits in numerous public and
private collections including The Crystal Bridges Museum
of American Art and the Washington D.C. Art Bank
Collection.




.

Kerim Dundar
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The Unnecessary Machines

BIO

Visual artist and musician Kerim Safa creates animations
that he designs using pixels, which are the building blocks of
digital images, consisting of cyclical mechanisms. His works,
which he produces using manual animation methods, are
inspired by the graphic approaches of early computer games,
algorithmic artworks and minimalist musical structures. He
invites the viewer to get lost in a puzzle in his works, in which
enigmatic systems emerge from the interaction of simple
visual elements with each other. Safa, who takes part in
exhibitions and festivals in various parts of the world,
especially in Europe, continues to publish his works as NFT
since 2020. The artist, who graduated from Istanbul Bilgi
University Music Department in 2011, has been living in the
Netherlands since 2017.
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Planet City

21]0)

Liam Young is a designer, director and BAFTA nominated
producer who operates in the spaces between design,
fiction and futures. Described by the BBC as ‘the man
designing our futures’, his visionary films and speculative
worlds are both extraordinary images of tomorrow and
urgent examinations of the environmental questions
facing us today. As a worldbuilder he visualizes the cities,
spaces and props of our imaginary futures for the film and
television industry and with his own films he has
premiered with platforms ranging from Channel 4, Apple+,
SxSW, Tribeca, the New York Metropolitan Museum, The
Royal Academy, Venice Biennale, the BBC and the
Guardian. His films have been collected internationally by
museums such as the New York Met, Art Institute of
Chicago, the Victoria and Albert Museum, the National
Gallery of Victoria and M Plus Hong Kong and has been
acclaimed in both mainstream and design media including
features with TED, Wired, New Scientist, Arte, Canal+,
Time magazine and many more.
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Jug |l

Melih Cebiis an independent artist & illustrator based in
istanbul, Turkey. He was born in 1990 and is the “baby” of
the family, with one older brother. From a young age, he
found refuge in creating art as a way to express himself.
His childhood love of drawing was inspired by television,
science fiction movies, video games, cartoons, illustrated
books and toys. As the years progressed, he kept utilizing
art to reflect on his self-diagnosed “Peter Pan Syndrome”
that emerged in his adulthood.

Melih Cebi
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Muvassu

21]0)

Meltem Sahinis an artist and designer from Turkey. She
completed her master's degree inillustration at MICA, USA
with a Fulbright scholarship. Her works have been exhibited in
more than 30 exhibitions. Her illustrations have received
awards or have been selected by the Society of lllustration,
American lllustration, Applied Arts, Bologna Children’s Book
Fair, ICON Illustration Conference, and 3x3. This year her
work with Al technology has been selected for the permanent
collection of the National Gallery in London. Apple, Meta, and
Giphy are some of the companies she has worked with.
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Distributed Consiousness

BIO

Memo Akten is a multi-disciplinary artist, musician,
researcher and computer scientist working within the
collisions between ecology, technology, mythology and
ritual. With a PhD in Artificial Intelligence (Al) and
expressive Human-Machine Interaction, he works with
computation as a medium to create images, sounds, films,
large-scale responsive installations and performances.
Fascinated by trying to understand the nature of nature
and the human condition, he draws from fields such as
biological and machine intelligence, computational
creativity, perception, consciousness, neuroscience,
physics, biology, ecology, philosophy, ritual and religion. As
part of his PhD, he specializes in creative applications of Al
and Deep Learning with Meaningful Human Control, and in
this field he is considered one of the world's leading
pioneers. He is currently Assistant Professor of
Computational Art and Design at University of California,
San Diego (UCSD). Akten is a frequent keynote speaker on
topics involving art, science, technology and culture.

Memo Akten
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116, Halka

BIO

Mesut Oztiirk was born in Krumovgrad, Bulgaria in 1989.
He and his family immigrated to Turkey in the same year.
He studied architecture in Istanbul, later on he completed
his master degree on History, Theory, Criticism in
Architecture at Istanbul Bilgi University. He worked as a
part time lecturer in the same university. While he is
experimenting with structural possibilities and the limits
of the material clay, he seeks to find ways to translate his
contemplations about architectural structures, poetic
places, timeless artifacts and the urban formations into
ceramic forms. He has been living and working in Paris
since 2021.
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Genetically Modified Goddess :
Artemis The Moonchild

BIO

Dr. Pinar Yoldas is an infra-disciplinary architect and an
Associate Professor at UC San Diego where she runs
Speculative Ecology and Bioarchitecture lab. Dr.Yoldas'
work has been shown internationally including 2021
Venice Architecture biennial, Transmediale, Are
Electronica, Migros Museum and many more. She holds a
bronze medal in Chemistry Olympics and had her first solo
exhibition when she was five years old.

Vv
Pinar Yoldas
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Poseidon

BIO

Robin Yayla was bornin 1994 in Istanbul. He moved to
Milan in 2017, where he received his master's degree in
art and design. He interprets the characteristic
structures of the cities he visited and visited in Europe
as completely different objects with the illustrations
he made on them. He shows the structures that
people pass by every day and that they no longer see
in different ways. The main purpose of his work is to
create a smile on people's faces with his work. In his
eyes, the Galata Tower can turninto a rocket, the
Eiffel Tower into a zipper, and the historical
colosseum in Rome can turninto a Vespa. It offers
people the beauties that we miss in the stressful and
busy flow of the day in different ways.
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Cortez

BIO

This work takes its formal reference from many traditional
ceramics in Mexico that imitate the shape of a dove. At
the same time, in Mexico, the tick mark similar to the Nike
swoosh is familiary called paloma which is also the word
for dove. The piece is named after the first track shoe
that Nike came up with in the early 70's. It was named
Cortez after the spanish coloniser Hernan Cortés
responsible of the fall of the aztec empire and Nike
released it as aresponse to the Adidas Azteca Gold track
shoe.

On the other hand, this particular shoe model has become
very popular among Hispanic gangs in Los Angeles. The
version displayed here is a copy made by Zeynep Severge,
alocal artist that SANGREE worked with to build this
replica. This action brings in another concept that we are
very interested in, which is the authenticity of ancient
artworks and their reproductibility within its own period of
time.




JAS

Spartan God & Hades & ETH God Sarper Baran

BIO

Sarper Baran is a passionate 3D artist and engineer with
over 6 years of experience in 3D modelling, material
design and lighting. He is the founder of Artgrab.co and
an ambassador for Kitbash3D. He was a jury member at
the AMD Design Awards. He works with programs such as
Zbrush, Cinema 4D (Octane), Unreal Engine, Substance
Painter and Photoshop CC to create high quality digital
works for various companies and clients. Sarper
collaborated with many famous artists such as Chris
Brown, Drake, Reynmen, Mahmut Orhan and many more.
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Radicalization Pipeline

21]0)

Theo Triantafyllidis (b. 1988, Athens, GR)is an artist who works
with digital and physical media to explore the experience of
space and the mechanics of embodiment in hybrid realities.
Utilizing algorithms and game engines, virtual reality headsets
and experimental performance processes, he creates
interactions within immersive environments. In Triantafyllidis’s
worlds awkward interactions and precarious physics mingle
with uncanny, absurd and poetic situations, inviting the viewer
to engage with new realities. He holds an MFA from UCLA,
Design Media Arts and a Diploma of Architecture from the
National Technical University of Athens. He is based in Los
Angeles.




