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DIGITALIZATION AND PHYGITAL PUBLIC SPACES

SUMMARY

Space and thus cities are dynamic organisms which tend to evolve according to their
surroundings including not only the physical environment but also through
surrounding innovations and advancements. Thus, there is a need of reconceptualizing
public space, taking into consideration of the digital age since it is no longer limited to
its physical dimensions. Through this shift, there are possible “phygital” spaces that
can act as both digital and physical within urban environment blurring certain
boundaries and disadvantages of each other. This could be a chance to reflect the
activation in these spaces to underutilized spaces as revitalization potential taking into
consideration how these spaces are shaped by sociopolitical and technological factors,
as well as how they affect participation, accessibility, and inclusion.

The aim of the thesis is to investigate and understand the role of phygital public spaces
in redefining and transforming space by transcending physical limitations. The thesis
intends to help rethink public spaces in the digital age by investigating the interaction
between digital and physical layers and providing insights into their changing function
to reveal some of the opportunities and challenges related to the design of phygital
public space. It further examines the potential and power of phygital spaces may have
in redefining and transforming public spaces by overcoming conventional limitations
such as size, capacity, and location and their function for leisure activities while
questioning how the inclusion of phygitality into urban spaces could bring additional
values to underutilized public areas and add value to the vitality of the urban
environment by emphasizing user experience and social interaction.

The research employs a qualitative methodology, integrating literature, case studies
and thematic and framework analysis based on various experts’ opinions about the
issue to explore both today’s standpoint and future trends and perspectives. The data
collection process involves semi-structured interviews with a questionnaire that
consists of 10 questions which was designed to gather insights into the transformation
of public space from 10 field experts such as urban planners, architects, and digital
technology experts that had previous research or work intersecting public space and
digitalization. The questions were created to address the research objectives focusing
on how they define phygital spaces and how these spaces might be created and their
potential of being used to revitalize underutilized urban spaces comprising how they
are perceived by these professionals in the field. Their responses were analyzed to
identify common and key themes, emerging patterns, conceptual shifts and potential
future scenarios. The literature review and case studies support the analysis by
examining previous studies on digital urbanism, digital placemaking and phygital
spaces. The framework analysis allowed for a comprehensive understanding and
inferences of the experts’ points of views.

The findings mostly show that there is a consensus that phygital spaces are appearing
in different forms and shapes for the various needs of the people who use digital
elements in their daily lives in public spaces. They also show how experts define the
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term phygital space or generally digital advancements in public space and how they
differentiate traditional public space from phygital space with different viewpoints due
to the difference of focus in their individual work. Generally, it can be said that experts
agree that digitalization has an impact on urban structure and life and use of
digitalization can be used to improve the situation of underutilized spaces when
combined with existing methods of creating a well-designed space and improving the
quality of life in a harmony with fundamental urban design principles. While some
experts argue that technological improvements in an urban setting could encourage
individuality, some of them suggest that it can help with improving social interaction
and engagement when implemented with this focus. Some of the key themes that
emerge from expert interviews are: the increased attractiveness and responsivity public
spaces might have through digital extensions; the importance of context related design
that enhances local values; the potential of underutilized urban spaces to become active
through digital improvements; the evolving role of urban designers and planners in
integrating digital layers into physical spaces; challenges related to digital divides such
as data privacy, and governance in phygital environments. Another significant finding
of this study is that by offering adaptable, scalable, and flexible solutions, phygital
spaces may be able to overcome urban constraints. Significant obstacles are presented
by problems including the commercialization of public domains, security risks, and
unequal access to digital infrastructure.

Phygital spaces have a potential that can help contribute to a new perception of public
space with today’s needs while creating solutions with a novel perspective to some of
the problems of extreme growth in cities and ensuring a new and more interactive way
to enjoy both leisure time and public space. Underutilized spaces in cities can also be
addressed in a manner that incorporates both digital technology and design principles
to revitalize them to be more attractive and functional spaces. This can result in a more
sustainable approach to the land-use of any settlement with being in touch with the
digital advancements. It also emphasized the significance of participatory design
opportunities in creating inclusive and democratic physical public places. Urban
planners, designers, and policy makers must work together as digital infrastructures
become more integrated into urban environments to guarantee that public interest is
always prioritized. The long-term viability of phygital places should also be the subject
of future research, with an emphasis on the social, economic, and environmental
effects. In the end, our research adds to the larger conversation about the future of
urban public areas by highlighting the necessity of flexible, adaptable people-centered
strategies. Phygital public spaces may be dynamic venues for democratic engagement,
artistic expression, and community development by bridging the gap between digital
technology and urbanism.
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DIJITALLESME VE FiJITAL KAMUSAL MEKANLAR

OZET

Mekan, kamusal mekan ve dolayisiyla kentler, yalnizca fiziksel ¢evreye degil aym
zamanda toplumsal, ¢evresel, ekonomik ve teknolojik yenilikler yoluyla da degisme
ve evrilme egiliminde olan dinamik organizmalardir. Son yarim yiizyilda yasanan
ciddi ve hizli teknolojik gelismeler ve degisimler ile birlikte mekan ve mekan algisi
degismis ve bununla beraber yeni ihtiyaglar dogmustur. Bu ihtiyacglar baglaminda
dijitallesme ve bunun mekansal yansimasi da 6nem kazanmustir.

Kamusal mekan da yasamin var oldugu yer oldugundan bu algi1 degisiminde biiyiik bir
rol oynamaktadir. Fakat kent yasamina etkisi yalnizca bireylerin giindelik deneyimleri
tizerinden karsilagtirllmamali, aksine ayni zamanda kamusal mekanlarin tanimi ve
islevini de cesitlendirmesi iizerinden incelenmelidir. Bu baglamda, teknolojik
gelismelerle beraber artik kamusal mekan yalnizca fiziksel boyutlartyla sinirl degil ve
hibrit bir sekilde de deneyimlenebilir hale gelmektedir. Kamusal mekana deger
katilmast ve kullanimimin 6neminin yeniden vurgulanmasi i¢in dijital ¢ag icinde
oldugumuz gergegi gdz oniinde bulundurularak yeniden kavramsallagsmasi gerekmekte
ve kamusal mekanla birlikte bunlarin deneyimlendigi sosyal yasam da bu
degerlendirmeye dahil edilmelidir. Bu degisim sayesinde, kentsel ¢evrede hem dijital
hem de fiziksel olarak deneyimlenebilen, birbirlerinin siirlarin1 ve dezavantajlarini
bulaniklastirirken faydalarin1 destekleyen olasi “fijital” mekanlar bir potansiyel olarak
goriilmektedir. Bu potansiyel fiziksel ve dijital 6gelerin biitlinlestigi ve geleneksel
kamusal mekan anlayisinin Otesinde yeni bir mekansallik tanimlamaktadir. Bu
mekanlar ayn1 zamanda atil mekanlarin yenilenmesi ve canlandirilmasi i¢in bir yontem
olarak kullanilabilir. Dolayisiyla da hem bu mekanlar hem de cevresi igin sosyal
etkilesim ve mekani diriltmek i¢in de bir sans ve potansiyel olarak goriilmektedir.
Ayrica, bu mekanlarin sosyopolitik ve teknolojik faktorler tarafindan nasil
sekillendirildigi ve katilim, erisilebilirlik ve kapsayiciligi nasil etkiledigi de
incelenmektedir.

Tezin amaci, fijital kamusal mekanlarin fiziksel sinirlamalari agarak mekan1 yeniden
tanimlama ve doniistiirme roliinii incelemektir. Bu rol boyut, kapasite ve konum gibi
geleneksel sinirlamalarin dezavantajlarini elimine ederek bu mekanlarin potansiyel ve
giicii ve bos zaman etkinlikleri i¢in islevlerini 6n plana ¢ikarmaktadir. Ayn1 zamanda
fijitalligin kentsel mekanlara dahil edilmesinin atil kamusal mekanlara nasil ek
degerler saglayabilecegini, islevselligini arttirabilecegini ve kullanicit deneyimini ve
sosyal etkilesimi vurgulayarak kentsel ¢evrenin canliligina nasil fayda saglayabilecegi
sorgulamaktir. Calisma, dijital ve fiziksel katmanlar arasindaki baglantiy1 ve etkilesimi
aragtirarak fijital kamusal mekan tasarimiyla ilgili bazi firsatlar1 ve zorluklar ortaya
cikarmaktadir. Bunun i¢in degisen islevlerine iliskin i¢goriiler saglayarak dijital ¢agda
kamusal mekanlarin yeniden diisliniilmesine yardimci olmay1 da amaglamaktadir.
Bunu yaparken de, bu firsat ve zorluklarin kullanilmayan ya da az kullanilan 6rnegin
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tek islevli mekanlarin tasarimina ve gelecegine sosyal ve tasarimsal olarak neler
katabilecegi arastirilmaktir.

Arastirma, hem bugiiniin bakis agisin1 hem de gelecekteki egilimleri ve perspektifleri
kesfetmek icin literatiirii, vaka g¢alismalarimi ve ¢esitli uzmanlarin konuyla ilgili
goriislerine dayanan tematik ve ¢erceveleme analizini entegre eden nitel bir metodoloji
kullanmaktadir. Bu metod 6zellikleri geregi politika gelistirmek i¢in kullanilmakta
olup, varolan bilgiler ve uzmanlarin fikirlerini en iyi sekilde yorumlamak igin
secilmistir. Literatiirde heniliz mekansal olarak yeni kullanilmaya baglanan bir terim
oldugu icin fijital terimi ve genel olarak mekansal dijitallesme siiregleri ve oneminden
bahsedilmistir. Vaka calismalarinda ise Tiirkiye ve dilinyadan farkli yillardan,
seviyelerden ve bigimlerden 6 fijital mekan 6rnegi verilmistir. Veri toplama siireci ise,
daha 6nce kamusal mekan ve dijitallesmenin kesistigi arastirma veya c¢aligmalar1 olan
sehir plancilari, mimarlar ve dijital teknoloji uzmanlar1 gibi 10 alan uzmanindan
kamusal mekanin doniisiimii hakkinda bilgi ve i¢gorii toplamak icin tasarlanmis agik
uclu 10 sorudan olusan goriismeleri igermektedir. Sorular, arastirma hedeflerine
yonelik olarak, fijital mekanlar1 nasil tanimladiklarina, bu mekanlarin nasil
yaratilabilecegine, ne gibi bir etkisi olacagina, kullanicilarin mekan algisinda ne gibi
degisiklikler yaratabilecegine ve atil kentsel mekanlar1 yeniden canlandirmak icin
kullanilma potansiyellerine odaklanarak, bu alandaki profesyoneller tarafindan nasil
algilandiklarini ve yorumlandiklarini icerecek sekilde olusturulmustur. Uzmanlarin
verdikleri yanitlar, ortak ve Onemli temalar1, ortaya ¢ikan Oriintiileri, kavramsal
degisimleri ve potansiyel gelecek senaryolarini belirlemek iizere analiz edilmistir.
Literatiir taramas1 ve vaka caligsmalari, dijital sehircilik, dijital mekan olusturma ve
fijital mekanlar {izerine yapilan Onceki calismalar1 inceleyerek analizi
desteklemektedir. Tematik ve c¢erceveleme analizi, uzmanlarin bakis agilarinin
kapsamli bir sekilde anlasilmasina ve ¢ikarimlarda bulunulmasina olanak saglamistir.

Bulgular ¢ogunlukla, kamusal mekanlarda giinlik yasamlarinda dijital unsurlar
kullanan insanlarin ¢esitli ihtiyaglarina yonelik olarak fijital mekanlarin farkli boyut
ve bicimlerde ortaya ciktigi konusunda bir fikir birligi oldugunu gostermektedir.
Ayrica, uzmanlarin fijital mekan terimini veya genel olarak kamusal mekandaki dijital
gelismeleri nasil tanimladiklarini ve bununla beraber geleneksel kamusal mekana fijital
mekandan farkli bakis acilariyla nasil ayirdiklarini gostermektedir. Bu bakis acilarinin
farkliliginin en temel sebebi bireysel ¢alismalarindaki odak farkliligindan dolay:
oldugu goriilmektedir. Genel olarak, uzmanlar dijitallesmenin kentsel ¢cevre ve yasam
tizerinde bir etkisi oldugunda anlagsmaktadirlar ve duyusal deneyimi arttirdigini
dolayisiyla da yer kimligini giiclendirici nitelikler tasidigini belirtmislerdir. Ayni
zamanda dijitallesmenin kullanilan bir mekan yaratma veya buna katki saglamasi igin
bir mekanin ancak mevcut temel kentsel tasarim ilkeleriyle uyumlu bir sekilde ve
yasam kalitesini artirmaya yonelik bir odakla kurgulandiginda atil mekanlarin
durumunu iyilestirmek ve kent sistemine kalict bir sekilde katmak i¢in
kullanilabilecegi konusunda hemfikir olduklar1 sdylenebilir. Baz1 uzmanlar kentsel
ortamdaki teknolojik gelismelerin bireyselli§i ve izolasyonu tesvik edebilecegine
inanirken, bazilar1 da toplumsal bir vurgu ile uygulandiginda -birbirini tanimayan
insanlarin daha kolay etkilesime gecebilecegini sagladigindan- sosyal etkilesim ve
katilimi gelistirmeye yardimet olabilecegine inanmaktadir.

Uzmanlarla yapilan goriismelerden ve cergeveleme analizinden ortaya ¢ikan ana
temalar sunlardir: kamusal mekanlarin dijital uzantilar yoluyla ¢ekiciliginin ve
duyarliliginin artma potansiyeli; yerel degerleri 6ne ¢ikaran ve baglama sadik kalan
tasarimin 6nemi; atil kentsel mekanlarin dijital iyilestirmeler yoluyla aktif hale gelme
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potansiyeli; dijital katmanlar fiziksel mekanlara entegre etmede kentsel tasarimcilarin
ve plancilarin gelisen rolii; veri gizliligi gibi dijital ayrigsmalarla ilgili zorluklar ve
fijital ortamlarda yonetisim. Bulgular, fijital kamusal mekanlarin algilanisinin
mekansal aidiyet, katilim, duyusal ve duygusal deneyim ve mekan kimligi gibi ¢ok
boyutlu parametlere sahip oldugunu ve bu parametlerin mekanin ¢ok boyutlu bir
sekilde etkinlestirilmesine katki saglayabilecegini gostermektedir. Bu katkilardan en
onemlilerinden biri olan kiiltiirel anlati, fijital mekanlarla birlikte c¢ok daha
bilgilendirici, akilda kalic1 ve ilgi ¢ekici bir bigime biirlinebilir ve bu sayede mekan
algisina ve aidiyet hissine ciddi bir katkida bulunabilir. Calismanin bir diger 6nemli
bulgusu, uyarlanabilir, 6l¢eklenebilir ve esnek ¢ozlimler sunarak fijital mekanlarin
kentsel kisitlamalarin iistesinden gelebilecegidir. Burada kastedilen, fijital mekanlarin
mekanin ihtiyacina, boyutuna ve altyapisina gore farklilasabilecegi, ayn1 zamanda da
kalic1 veya gegici olarak tasarlanabilecegidir. Bu 0Ozelligiyle atil mekan lar1 ve
dolayisiyla tek islevli mekanlari, ana islevleri kullanilmadiginda degerlendirebilecek
ve kent dokusuna katabilecek imkani saglamis olmaktadir. Kamusal mekanlarin
ticarilestirilmesi ihtimali, giivenlik riskleri ve dijital altyapiya esit ve adil erisim
sikintilari gibi sorunlar 6nemli engeller tegkil etmektedir ve biitiin uzmanlar tarafindan
cok dikkat edilmesi ve diizenlemesinin tasarimla beraber kurgulanmasi gereken bir
husus olarak tanimlanmistir. Uzmanlarin cevaplarina dayanarak fijital mekanlarin
cekici, kullanilabilir, erisilebilir ve kapsayici olmasi i¢in mekan, igerik ve baglama
Ozel, yoOnetisim cergevelerine ve temel tasarim ilkelerine uygun bir sekilde
tasarlanmasi sarttir.

Fijital mekanlar, glinimiiziin ihtiyag¢larina uygun yeni bir kamusal mekan algisina
katkida bulunabilecek bir potansiyele sahip olmakla birlikte, kentlerdeki asiri
biliylimenin getirdigi bazi mekansal sorunlara siirdiiriilebilir yeni bir bakis agisiyla
¢Ozlimler tretebilir ve hem serbest zamanlarin hem de kamusal mekanin tadini
¢ikarmanin yeni ve daha etkilesimli bir yolunu saglayabilir. Kentlerdeki atil mekanlar
da hem teknoloji hem de kentsel tasarim ilkelerini bir araya getirecek sekilde ele
alinarak daha ¢ekici ve islevsel mekanlar olarak yeniden canlandirilabilir. Bunlar,
dijital gelismelerle temas halinde olan herhangi bir yerlesimin arazi kullanim
konusunda daha siirdiiriilebilir bir yaklasimla sonuglanabilir. Katilimcr tasarim
firsatlarinin kapsayici ve demokratik fiziksel kamusal mekanlar yaratmadaki 6nemi de
calismada vurgulanmaktadir. Dijital altyapilar kentsel ortamlara daha entegre hale
geldikge, sehir plancilar, tasarimcilar ve karar alict birimler kamu yararinin her zaman
on planda tutulmasini saglamalidir ve bunun i¢in birlikte calismalidir.

Tez, dijitallesmenin kamusal mekandaki mekansal, sosyal, kiiltiirel, ekonomik ve
cevresel etkilerini biitlinciil bir yaklagimla ele alarak fijital mekanlarin kamusal
mekana karsi olan ilginin artmasi i¢in ve atil mekanlarin etkinlestirilmesi ve kent
sistemine katilmasi i¢in bir alternatif olarak onermektedir. Fijital mekanlarin uzun
vadede yasanabilirligi de bu etkilere vurgu yapilarak gelecekteki arastirmalarin konusu
olmalidir. Sonug¢ olarak, arastirmamiz esnek, uyarlanabilir ve insan merkezli
stratejilerin  gerekliligini  vurgulayarak kentsel kamusal mekanlarin gelecegi
hakkindaki daha genis tartismaya katkida bulunmaktadir. Fijital kamusal mekanlar,
teknoloji ve sehircilik arasindaki boslugu doldurarak insanlarin sadece iginden
geemekten ziyade icinde bulunmak ve zaman gecirmek isteyecegi, katilim, sanatsal ve
kiltiirel bilgi ve ifade ve toplumsal gelisim gibi etmenleri igeren dinamik mekanlar
olabilir
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1. INTRODUCTION

According to Lefebvre (1991), space is a dynamic and complex byproduct of social,
political, and economic processes rather than just a geographical position. With the
incredible advancements of digital technology for the last half century, this definition
of space has gained even more importance. Most people use different types of digital
technology in their daily life as it makes life easier in many ways and simply because
they had to at some point. Cities and public spaces in specific are one of the places
where the outcomes can be seen and experienced since they are the stage for daily life.
Although the main design and roles of public space somewhat stay the same for
centuries, they do adapt as they are a crucial part of any type and size of a settlement.
They serve as the city's center and are a real representation of the variety of an urban
community (Deore & Lathia, 2014). Due to its nature, public spaces, social life and
where it is experienced has also changed drastically throughout the centuries and will
continue to transition and evolve. In this study, one of the outcomes of the transition
of social life with digitalization in the context of urban public space and how they can
affect the city and citizens will be investigated. It is critical to see the
reconceptualization of space as a dynamic term to be able to have alternative and
functioning public spaces in the future. There are new possibilities since urban public
space is no longer limited to its physical dimensions and limitations. This thesis has
importance in terms of integration of these new possibilities with digital technologies
into our daily lives and contribution to public space in terms of possible “phygital
spaces”, foreseeing the advantages and disadvantages of them thus evaluating it as a
new type of placemaking. The term “phygital” means in many contexts the
combination, relation, and blend within physical and digital. There are many different
interpretations of the term, in terms of spatiality, it is mentioned by academics to refer
to a location or area where there is an overlap of digital and physical space. (Mele et
al., 2022). This also allows for a potential as a revitalization option for underutilized
spaces that are mono-functional or neglected entirely in an urban setting. These
leftover urban spaces result in lost spaces that lack connection, functionality, and

connectivity, often reflecting the prioritizing profitable areas while sidelining others.



Underutilized spaces are urban spaces for public use, which aren’t attractive or active
anymore due to limited or poor accessibility, lack of planning etc. (Gehl, 2011; Jacobs,
1961). These types of spaces arise from a disconnection between their planned
purpose-conceived space-and actual use-lived space-examples of which range from
plazas and neglected parks to vacant lots, and urban voids beneath infrastructure. They
have incredible potential for transformation -especially in times that we need every bit
of space in cities- that would reintegrate them into the urban network by creating

attachment by people, an identity.

Despite the increasing intersection of physical and digital spaces, there is a limited
understanding of how this transition might happen and how it impacts the public
space. The study aims to explore these shifts and their implications for urban design

and planning. To guide this investigation, the following research questions are posed:

e What is the potential for phygital space to transform public space socially and
spatially?

e How can they be used to enhance the value and functionality of underutilized

public areas?

e How do individuals perceive public spaces that integrate physical and digital

elements?

1.1 Purpose of Thesis

The aim of the thesis is to investigate and understand the role of phygital public spaces
in redefining and transforming space by transcending physical limitations. It further
examines how public space changes with contemporary technological developments,
the potential and power of phygital spaces may have in redefining and transforming
public spaces by overcoming conventional limitations such as size, capacity, and
location and their function for leisure activities while questioning how the inclusion of
phygitality into urban spaces could bring additional values to underutilized public
areas and add value to the vitality of the urban environment by emphasizing user
experience and social interaction. This study intends to help rethink public spaces in
the digital age by investigating the interaction between digital and physical layers and
providing insights into their changing function to reveal some of the opportunities and

challenges related to the design of phygital public space. And while doing so, looking



into what these opportunities and challenges could bring to unused or underutilized

spaces’ design and future.

1.2 Method of Thesis

The research employs a qualitative methodology, integrating literature, case studies
and a thematic and framework analysis based on various experts’ opinions aggregated
through interviews about the issue to explore both today’s standpoint and future trends
and perspectives. Literature review and case studies have firstly supported the creation
of the content of interviews, themes and secondly analysis and interpretation of

interview results creating the outline for thematic and framework analysis.

Literature review provides the theoretical basis of the study, where definitions,
research and discussions of key concepts such as public space, digitalization, phygital

spaces, underutilized areas and their relations to one another are compiled.

Case studies that are digitally enhanced public spaces are presented to be able to
deliver a broader understanding of phygital spaces in real-world applications

showcasing a wide range of examples from around the world.

Expert interviews that were conducted with 10 professionals from academia and
practice such as urban planners, architects, interior and landscape architects and digital
technology experts, gather interpretive insights on the possibilities of impact and

implementation of phygital public space design.

Selection of the experts was based on their experience and involvement in projects
related to intersection of public space and digital transformation. The selection also
aimed for disciplinary diversity, geographic variation, and representation of both

academia and practice.

Literature review and case studies prepared the ground for the creation and
development of the questionnaire for interviews to gather insights and orient experts
to the key themes of the thesis. The questionnaire, which consists of 10 questions, was
designed as 4 sections to gather opinions on phygital spaces, transformation of public
space, space activation and their impact on urban environments. Additionally, key
words from the literature also took part in the questionnaire such as accessibility,
inclusivity, perception, and user experience. The questions were created to address the

research questions and objectives focusing on how experts define phygital spaces and



how these spaces might be designed and their potential of being used to revitalize
underutilized urban spaces including how they are perceived by these professionals in

the field.

The data collection process involved semi-structured interviews as the questionnaire
is made of purposefully with open-ended questions to allow experts to express their

opinions without limitations and give examples of their experiences and fields.

Responses of experts were transcribed and analyzed to identify common and key
themes, emerging patterns, conceptual shifts and potential future scenarios and
comparing these to interpret a conclusion. This analysis was made through the
combination of thematic and framework analysis. Thematic analysis was conducted
manually creating codes from the data of interviews and literature and later
summarizing them into themes. Literature and case studies helped to fill in the
differences between expert opinions for a better structure and organization of existing
and emergent themes. After the creation of 6 themes, a framework was created to apply
further data from experts’ insights under the themes. These were charted into multiple
matrixes by each theme to be able to identify key dimensions such as agreements and
conflicts. The quotes and expert views presented in the findings are selected to show
these key dimensions and to show how they relate to broader literature. The framework
analysis allowed for a comprehensive understanding and inferences to be made by the
experts’ points of views blending them with literature and case study outcomes. This
methodology supports a detailed and reliable discussion of how phygital layers

influence the perception and use of contemporary public space.



2. CONCEPTUAL FOUNDATIONS OF SPATIAL DIGITALIZATION

As cities evolve and change with time, the influence of digital technologies change
them spatially and socially. This chapter explores the conceptual foundations of these
changes providing a theoretical and historical perspective to understand the emergence
of spatial digitalization introducing concepts of public space in the digital world such
as phygital public spaces. The integration of physical and digital layers challenges the
traditional notions of public space, interaction, sense of belonging creating new ideas
how could public space be produced, experienced and reconceptualize in an urban

setting.

2.1 The Production of Space, Public Space and Placemaking

Public Space has been one of the most important parts of a settlement throughout
history mainly because it was a space where commerce and politics took place. Next
most important function of public space was the social aspect of it. This goes hand in
hand with commerce and politics since a social environment is required to achieve
both these functions in the first place. “Public spaces are where people can meet,
socialize, discover common likes and passions, affirm their shared rights to the city,
organize, and where they can demonstrate to defend or champion commonly held
rights or demands.” (Garau, 2014, p.1). As Carr et al. (1992) puts it “public space is
the stage upon which the drama of communal life unfolds”. It is a space where
everyone can represent themselves and be a part of the city and thus community. There
are various functions, branches, and understandings for public space. Since it is an
extremely important part of the city and our daily life, many influential scholars,
sociologists, planners, architects, and geographers did research about this issue to
understand them as much as possible so that public space can be attractive, useful,
accessible for everyone. Habermas (1962) is one of the first ones to dive into the term
of publicness through his definition of “public sphere” and he discusses how it is a
space for civil society and political interactions. Gehl (2011) highlights the importance

of public space design in the human scale since we use it as such. He argues that the



city changes depending on our perspective and perception so a human-centered
approach must be implemented for public spaces to be attractive and used. Sennet
(1974) emphasizes that the randomness of actions and differences of people and
patterns must be welcomed and celebrated in public space to create a public culture
and community. In fact, Whyte (1980) created evidence of people’s behavior and
usage of public space as a way of creating more vibrant spaces by small but effective
changes. He suggests that elements that spark interaction are the way to create lively
public spaces, and it should include all the different types of people or citizens in a
city. Similarly, De Certeau (1984) stresses the importance of public space design from
a bottom-up approach for the space to be actually used. He thinks of public space as
not only a physical entity, but a lived experience shaped by countless individual acts
of resistance and appropriation. Carr et al. (1992) further implies the significance of
social inclusion of all parts of the city dwellers, integration of natural elements and
comfort in terms of visual, safety and readability for an inviting public space.
Montgomery (1998) emphasizes the importance for a well-designed public space of a
variety with different functional usages, time of these usa ges, sizes, ownerships. And
Harvey (1973&2000) and Mitchell (2003) both argue that the public space must be a
place for people to use for whatever reason they want rather than being an asset for
profit and privatization. Activities in public space are necessary activities, optional
activities and social activities (Gehl, 2011). With these activities that are diverse,
public space blends together different parts of society maintaining the soul of the city
(Jacobs, 1961). All the ideas and approaches of the scholars mentioned above have
common ground that public space is for everyone, thus it should be designed in a way
that everyone can benefit from, socialize in and interact with. Lefebvre (1991)’s spatial
triad to explain the production of space emphasizes the need for the social part for a
space to exist. With this production of space comes the feelings of perception,
conception, identity and belonging which are extremely subjective. Yet, when the
experience is a communal one, it creates shared memories of space from different
perspectives. Placemaking is creating shared memories through various social groups
and improving quality of life enhancing participation and engagement (Chen et al.,
2022; Pavlaki, 2021). It is an approach for creating human-centered public space that
includes the key themes of accessibility, comfort, sociability and activities (PPS, n.d.).
These are all crucial for a public space to function and attract people, which is the core

of it nonetheless.



2.1.1 Theoretical perspectives of public space

One of the most fundamental theories for understanding how space is produced is by
Lefebvre (1991) in which he refuses to consider space as a merely a physical place.
Instead, he advances that space is actively produced through social practices, shaped
by the interactions of individuals culturally, politically, and economically. He sets up
the triad framework to understand space. Spatial Practice (Perceived Space) is the
tangible-physical feature of space, where everyday life takes place. It involves the real
built environment, infrastructure, and the everyday practices of people within the city.
Representations of Space (Conceived Space) is an abstract and conceptualized space.
It is an area created by the work of designers and policymakers. Examples of these
representations include maps, models and plans for defining how space is to be used
and organized. Spaces of Representation (Lived Space): This is the symbolic and
experienced aspect of space. It captures how any individual or group experiences and

interprets the space on a personal or collective level.

Thirdspace, as explained by Soja (1996), takes this thought by Lefebvre a little farther
and argues in a more flexible way that these dual terminologies (the physical and
digital) do not really have much conceptual relevance to this age. According to Soja
(1996), it is possible to conceptualize three components in analyzing the practice of
space very similar to Lefebvre. Firstspace which would consist of the real feature of
space. Secondspace which is the abstract mental, and conceptualized dimension of
space. And Thirdspace which is a hybrid, lived space where the physical Firstspace
and conceptual Secondspace meet and create new opportunities and meanings.
Thirdspace cannot be restricted into categories and forms a space where the
imagination and real life come together, and where the material and the symbolic are

dynamically intertwined.

Interrelating Lefebvre (1991) and Soja (1996)’s perspectives in the context of phygital
public spaces creates an essential framework to understand these spaces at the
intersection between the physical spaces and their digital layers. These are mixed
environments that become fluid, multilayered, as a function of physical infrastructure
and intervention through digital means, creating a mixture in a way that generates fresh
forms of social interaction, perception, identity, and community. Because of this the
Lived Space & Thirdspace allows us to capture the complexity of phygital spaces. In

addition, the digital layer laid on the physical space transforms these three dimensions



and analysis of their interaction calls for a redefinition of publicness and public spaces

in contemporary urban spaces.

2.1.2 Historical evolution of public spaces in urban environments

Public space have played a crucial role on the development of civilizations and thus
spatial organization. They serve as arenas for economic, political, social and cultural
activities. The evolution of these spaces reflects socio-economic, technological, and
political transformations within societies. Understanding this historical progression
provides insight into the changing nature of urban life and the shifting priorities of city
planning. The concepts of private and public space were firstly mentioned as a part of
ancient Greek settlement. However, there were advanced civilizations with publicness
that came before that such as Mesopotamia, Egypt and India making use of temples
and palaces as marketplaces and religious reasons. Inspite of that public space is traced
back to the Agora since there wasn’t a three-dimensional area as a “square” in these
civilizations (Zucker, 1959). Agora/Forum was the heart of the city-states in both
ancient greek and roman times which also created a sense of belonging and
community. Roman public spaces were more structured due to the developments of
engineering and infrastructure at the time. These have become later the fundamentals
of urban planning of European cities. After Christianity spread around Europe, the
dominance of religious institutions resulted in a merging of commercial spaces with a
religious building. However, the concept of public space declined in the feudal times
due to the economy being based on landed property and agriculture until the reopening
of foreign markets thus trade in the 12" century (Hilberseimer, 1955). Some public
spaces in the east weren’t quite similar to the ones in the west. “The concept of privacy
in Islam has shaped the urban space by causing an interesting land ownership
understanding and transformation created by the covered narrow and dead-end streets”
(Kubat, 2018). For instance, the importance of religion in Ottoman societies and the
influence of social control on urban order have led to a high sense of privacy in
connection with private property (Yerasimos, 1999). Inspite of this privacy role in
Islam, religious structures and marketplaces’ function was quite similar to the squares.
The position of marketplaces as public spaces -even though sometimes they weren’t
open space or restricted- were also prominent on the other parts of the globe such as
Africa, Southeast Asia, Indigenous America and Far East. Nonetheless, our

contemporary understanding of publicness is still very tied to the rise of bourgeois



society from the feudal way of production and transformation of city squares even
though the spatial organization of settlements didn’t change before and after medieval,
feudal Europe (Habermas, 1962). Roles of public space also developed into a more
complex state on top of their traditional functions after the Baroque and Neoclassic
periods by being a central hub for mobility, a general central element to the urban
structure, creating secondary urban centers and residential facilities and open space for
leisure activities (French, 1978, p.84). Coming to the modern urban environments and
the functions of public space drastically changed due to the Industrial Revolution.
Mumford (1961) emphasizes the dehumanizing effects of industrialization, such as the
separation of work and home, the rise of slums, and the loss of community. The
mechanization of production of goods and mass production abilities drove people to
the cities changing the urban scapes. In addition, new needs emerged that had to be
met such as the need of better transportation which at the end enabled urban areas to
grow and be connected with others (Wright, 1932). Therefore, after the industrial
revolution came the need for healthier and more humane cities due to the physical
conditions of early industrial cities which resulted in new development patterns in
cities and new problems that need to be solved through means of urban planning
(Howard, 1898). Also, having to deal with the outcomes of world wars in cities, urban
planning has taken an important role as rebuilding with all the information gained from
centuries for public spaces (Geddes, 1915). Moreover, the technological advancement
that starts with the industrialization, popularity and easily accessible private transport
modes, and the rise of the information technologies have played a significant role in
shaping the urban environment (Castells, 1996). This process has gained speed also
with globalization and with it the ease of connecting (Sassen, 2011). After all these

changes in the world, public space is defined much more than a local level.

2.2 Digitalization, Public Space and Digital Placemaking

In the digital era there are many side definitions of public space and how it is created.
As De Certeau (1984) states, people themselves change their surroundings according
to their own needs and demands. And in this time, globalization and
telecommunications are important factors influencing how urban space is organized
(Sassen, 2011). This restructuring includes changing the built environment's

topography to accommodate these activities as well as spatially virtualizing an



increasing variety of social and commercial activities (ibid.). The creation of public
space in the physical world is due to it having an importance on trade, sentimental
value or a transport hub to reach the surrounding spaces. In the digital world, it is a
new way of forming various relations to people and organizations as it is a big cause
and outcome of globalization. The creation of such spaces is also in line with global
effects. Maybe the most important effect is that digital technologies can create public
spaces inside our homes (private spaces), creating a new blend of spaces and also
decreasing our dependency on physical space to simply go by our day. Mostly we can
observe that social media and communication technologies are seen as a public entity
and space after having the proper tools for communication and socialization (a smart
phone/computer & internet connection) and the required digital facility and literacy.
Also, in our age the ease that comes with digitalization in cities is not having to be in
certain spaces for certain activities such as appointments, meetings etc. Especially after
the pandemic, these tools enabled many people to continue their lives without missing
a beat as education, work, healthcare, commerce, and cultural events. 5 years after, we
are still using similar methods that helped us through the pandemic since they are

easier and more efficient in some cases to communicate.

Webber (1968) prophesized this type of spatial change depending on science and
technology in his work “The Post-City Age” where he envisioned the decrease of
importance of physical proximity and space leading to a redefinition of urban spaces.
He explored a new type of urbanism that shifts the importance of space in social
interactions and economic activities to digital connectivity which would be less
dependent on geographic location. Some parts of his ideas came to life while some of
them didn’t since his accusations were rather strong, even if he wrote it almost 60 years
ago. Similar to Webber (1968), since 1990s there is an emerging literature regarding
the intersection of digital technologies in urban life (Aurigi & De Cindio, 2008). On
the contrary, Sassen (2011) states that this hasn’t happened yet, since big metropols
such as New York, Tokyo and London are still growing in terms of population, wealth
and power as of the information revolution. However, she also states that this might
not be the case for smaller cities where they once were secondary most important
cities. She gives an example that while Paris is growing, Marseilles is declining in
terms of wealth, population and power. These are all different indications and

possibilities on what can happen in the future for public spaces. We cannot say
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anything for sure but it is obvious that the digital world has entered our daily life in
most aspects, and most likely will continue to do so. To use this to physical public
space’s advantage, digital placemaking may be the way to revitalize them. Digital
placemaking initiatives that prioritize user experience and engagement are a new way
of placemaking since they expand on the basis of tactical placemaking and add digital
layers and interfaces (Pavlaki, 2021). This general term is the expansion of
placemaking as understood is a version that exceeds limitations of placemaking such
as the risk of just being objects, its nature of trial and error in a permanent sense,
decreasing value of public spaces (Chen et al., 2022). Morrison (2018) defines it as
augmenting physical places with digital services to improve the quality of these spaces
thus attracting people and enhancing social, cultural, environmental and economic
value of places. According to Chen et al. (2022), the importance of digital placemaking
is due to “extending the resilience of sociability in public space, strengthening material
plasticity in public space, and forming subjective diversity in public space” (p.31)

which are all crucial aspects of public space.

2.2.1 Digital technologies in cities

When different types of public, residential, commercial, green, cultural space and
many more come together, they create the city. Whilst it is discussed previously in
terms of public space only, the same principles for the increase of digitalization
continue in cities as well. As with most other new ideas, developments and shifts in
cities, technologies are also a part and an outcome of a demand. Although there are
many leading points and various actors to this outcome, this demand is already here in
terms of cities. Of course, coming to this point in time these advancements didn’t
happen instantly, we can see traces of different technological developments shaping
the built environment in different ways in different time periods. This process of
transformation from industrial to post-industrial and modern to post-modern
characteristics, and of financial structures from Fordist to post-Fordist modes are the
traces left in contemporary urban studies (Cybriwsky, 1999). With the technological
development and digitalization that we have today, it can be said that digitalization is
used daily by a large portion of the population that lives in urban areas since it does
make life relatively easy in many aspects such as transportation, socialization and

public services.
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There are many other elements and features being included in this demand or
opportunity of digitalization due to the nature of the cities. For example, if we take
economy as a feature, cities had what economics referred to as ‘“agglomeration
economies” (Sassen, 2011). Now in the digital age, information can reach any location
in the world just right away (Castells, 1996; Sassen, 2011). In a sense, when the
conventional spatial boundaries give way to a more complicated and fragmented
situation, “the fifth dimension of space” is here (Badel & Lopez Baeza, 2021, p.130).
A similar kind of thinking and proposition also comes from Couclelis (2004) where
she introduces the construct of the digital city concept that refers to a web-based
representation or reproduction of various aspects and functions of a real city. She does
this by considering different examples, issues, and critiques related to digital cities and
outlines a theory of the digital city that is situated at the intersection of a physical urban
area, the communities associated with that area, and the possibilities and constraints
of the evolving information society, encompassing technological, socioeconomic, and
ideological factors. Actually, there were real examples of the city metaphor at the start
of the 1990s to represent the setting of an ideal social order in addition to staging an
ideal knowledge space (Apprich, 2009). As a result, this concept led to the creation of
several Digital Cities in the early years of the Internet, in Amsterdam in 1996, Berlin
in 1995 and Vienna in 1995 (ibid.). Apprich (2009) states that the leftovers of this
ideals are a capitalistic marketplace rather than anticipated ‘“‘electronic agoras” and
their democratic ideals. Even though he has some valid points, much has changed since
his work in 2009 with the overextension of digital technologies. There are many people
who have access to a mobile phone and internet even in the most rural and/or
economically disadvantaged places. Capitalist approaches caved and sped up the way
to the accelerating digital technologies, but they are the main drivers of many
developments since the industrial revolution. Today in 2025, we are using digital
technologies daily as a way to connect to others in our proximity and/or around the
world, for further information, education, learning and training in any way, for digital
public services or simply to work. It is hard to grasp the technological developments
that happened within the last couple of years (such as Al, digital currencies,
autonomous cars etc.) let alone the last 15 years. In the face of the long-lasting lack of
predictable possibilities in the long-term future due to the complex structure of
contemporary urban societies, there is a need for a more creative and productive

approach to urban design and planning (Caligkan, 2019).
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2.2.2 Public space in the digital age

Public space has various shifts and changes in different times mainly since people’s
needs and expectations of space change through time. Although the main concepts stay
the same, how these concepts interrelate, function and used can be very different. In
terms of leisure time, there is a decline of public space by usage and function compared
with the past with the improvements of digitalization as Webber (1968) predicted in a
sense. Lee (2020) states that “As the city’s population grows, so does the need for
public space.” (p.378), yet, it is too expensive to create and maintain public space in

key locations with high land prices.

There are a lot of public spaces that aren’t attractive for users due to various reasons
such as privatization, lack of gathering and sitting places, inaccessibility, domination
of space by vehicles, zoning issues etc. These are examples of the core design problems
that push people out of the public space. Examples of public spaces losing value can
be seen worldwide due to various reasons. Cybriwsky (1999), states in his work where
he compares patterns of change in urban public spaces in New York and Tokyo, that
some of Tokyo's remaining urban voids were expansive public spaces that were
inaccessible to the local community and as a result utilized by a small number of
individuals. He also emphasizes that his findings align with results of other
observations in academic and planning literature and shows how our environment is
becoming increasingly “globalized, internationalized and homogeneous” (ibid.,

p.230).

Automobile culture is another example of digitalization that shaped the urban
environment and kind of decreased the public space’s value in some cases (Badel &
Lopez Baeza, 2021). The ease of use and dependency for cars has shaped many cities,
especially in North America, spatially undermining the importance of having
pedestrian-scaled public spaces in urban areas. It is widely accepted that some post-
modernist approaches where technology is the focus of the design lack the fundamental
design rules and approaches today, where people living inside it are disregarded. The
lack of mindset from an individual in a city causes problems that make public spaces

less valuable.
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According to Akkar Ercan (2016) another example of this can be Genglik Parki in
Ankara. Though the park has great historical and functional importance, it has started

to lose value due to various reasons throughout the past 50 years (ibid.).

According to Bazzanella et al. (2014), one of the main squares of the city which is
“Piazza Madonna delle Grazie” was losing its primary function as a marketplace
creating a massive gap in a key location. The void of the square is so large that it could
fit in with the entire population of the town, which is 14000 inhabitants. Along with
this, it is obvious that in many cities, a number of public spaces that were critical before

are becoming transitory areas that people only use to go from point A to B.

The literature from the 90s also argues that the emergence of new electronic spaces -
and with them virtual communities- have contributed to the decline of “real” material
public places being in favor of online communication, social networking sites and

digital communities (de Freitas, 2010).

Moreover, the change for leisure time activities that don’t require the old pattern of
space and regulations can bring a different conceptualization of public space which
can affect the physical environment as well. Even though there might be solutions to
these issues with better design approaches, it doesn’t guarantee if space will earn its
value back with the coming generation. With technological advancements and the
previous epidemic, most of the world is now quite adaptable to being able to meet their
needs by not necessarily having to leave their houses. In addition, since there are a lot
of people who were born into technological developments, (thus making them more
involved, immersed and maybe addicted in and to digital technology), they might feel

the need of a public space less than the older generations.

To avoid the same problems caused by misinterpretation of technological
improvements, stakeholders who are responsible for public spaces must be aware of
the threats to these. According to Akkar Ercan (2016) the aggregation of both new and
old may be the best scenario as it preserves urban space's invariants while offering
opportunities to create new ones. If space could preserve the uniqueness and inherent
values of the moments while enabling the creation of new values by adjusting to space
in line with the new seeds and aspirations of urbanization, society, and communities,
the evolution of place and its identity would be more just and sustainable (ibid.). Ada

(2023) points out that spatial designers should look for methods to incorporate digital
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elements into their physical designs as they can no longer overlook digital layer of
society. In addition, Mumford (1961) imagined a future where technology is a way to
increase quality of life taking into consideration the ecological and sociological effects

as well.

2.3 The Concept of Phygital Public Spaces and its Potential of Transformation

The perception of public space both in the digital and the physical world changes
continuously. And as public space loses value in certain contexts, this continuous flow
of innovation of digital world is pushing the public space to change in the same
direction as it does (Del Vecchio et al., 2023). To keep up with these changes and
create new ways for people to experience and live in their surroundings, the concept
of unification or merging of physical and digital layers can be seen since the start of
the internet and its wide use globally (de Freitas, 2010). Since there are many different
definitions and intents of digitalization, this merge also varies widely. Some of the
names of these spaces can be labelled as hybrid, mixed or phygital spaces. They
represent the intersection and interweave of digital and physical realms where the
boundaries of these two realms are blurred (Mele et al., 2022). In these areas, digital
tools including sensors, interactive displays, augmented/virtual reality (AR/VR) are
used to enhance and enrich the way individuals interact with their environment and

sometimes with each other (Brusaporic&Maiezza, 2021; Bazzanella et al., 2014).

The internet or the digital world was seen as an alternative universe in the 1990s,
replicating physical spaces such as virtual malls, spaces, cities (Hamm, 2006). It was
seen as an extra platform for political and social movements when people started to
experiment with it (ibid.). However, they are not entirely separated from the physical

space as we can see today, both have direct effects on each other in various ways.

Batty and Miller (2000) note that even though physical space predates cyberspace,
both may still be analyzed and addressed to some extent on their own and it must be
admitted that the two are no longer complete on their own since information space
must be viewed as a simultaneous result of both. Crang (2000) also thinks that digital
space shouldn’t be an alternative, but it has potential as novel ways to think about
different forms of space such as social, physical and political. Somewhat similarly,
Light (1999) agrees that these must be addressed together but emphasizes that digital

or virtual spaces are not disassociated from physical space, in fact they help with real
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life connections and improve real city spaces. There are also opposing thoughts that
although digital space might be considered public, it wouldn’t mean that it is “in”
public (Mitchell, 2003). With all these different thoughts, we should be aware that late
90s and early 2000s were quite effected and immersed by these digital and real
approaches to physical spaces in as a starting point. Now after 25 years we can discuss
different themes in different contexts such as phygital spaces and their modern way of
usage. For example, Ada (2023) states in spite of various potentials of the digital
world, we will always need physical space, thus the digital place must be added onto
physical space. In such a space where the wanted characteristics of the real world could
be combined with the digital one could form a new and revitalized urban environment
where public space is rebuilt as a novel and democratic way of “digitized architecture”
but the experts have dismissed these potentials as “unreasonable and utopian” rapidly.
(de Freitas, 2010, p.631). Phygital spaces might be considered as a part and outcome

of the evolution of these ideas as digitalization continues to develop since then.

As opposed to traditional public spaces which are dependent on their physical existing
situation and attributes, phygital spaces have elements that have the power to alter how
people view, perceive, move through and engage within these environments while its
feet still kept on the ground. This concept might play a crucial role in shaping the
future of cities since it offers opportunities to reimagine urban space in an enhanced
way and thus create new forms of social interaction and public engagement. Through
these opportunities, phygital spaces propose novel ways to experience, interact and
socialize ultimately with the potential of transforming how we think about public
spaces in the digital era by blending the tangible and intangible. As Forlano (2008)
puts it, “The next decade of the Internet will be characterized by materiality; or,

rather,the integration of digital information into physical spaces” (p.180).

According to Nofal et al. (2017), some key qualities of mixed, phygital spaces are that
they provide access to vast forms of information creating an immersion, physical
affordance and situatedness. Phygital spaces provide access to vast of information,
since they can deliver clear layers of information in an immediate and interactive way
(ibid.). They help users to be immersed in the information and experiences by engaging
and enhancing multiple senses thus granting users to interact with content in a more
intuitive and memorable way (ibid.). Phygital interfaces can also increase

understanding by using tangible elements that mimic real-world interactions with
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physical affordances (ibid.). Furthermore, physicalization techniques help transform
abstract information into solid forms, improving understanding and engagement.
Situatedness has an effect on how information is perceived, with phygital applications
enhancing contextual interpretation by incorporating digital projections with physical

environments (ibid.).

Phygital spaces present a compelling transformation potential by merging digital and
physical realms to reconfigure how public space is perceived, accessed, and engaged
with. They enable temporary activations of space that transcend material constraints
and adapt to varying sociocultural contexts. In terms of content, they help for
collection of real-time feedback, interactive storytelling, or augmented navigation
which offer tools for more inclusive and responsive urban design. The transformation
is not limited to spatial form but extends to temporal routines, user activity, and spatial
memory, redefining the stage of publicness in the digital age. Thus, these spaces may
pave the way for new forms and functions of public spaces as they are flexible and
adaptable creating a novel way to interact with our environment and each other with
the potential of being understood as a tool for urban transformation that extends

beyond surface aesthetics into socio-political and experiential dimensions.

2.3.1 Defining “phygital” spaces and their areas of use

The term “phygital” was first coined by an Australian marketing company Momentum
in 2013. In the field of marketing, it is a conceptual idea that connects the digital
presence of a brand or product to an “immersive real-world experience” where a digital
or physical action can trigger a reaction on the other realm (Nofal et al., 2017, p. 220).
Although it is still widely used as a marketing term, there are many different branches
and depths to the term other than marketing now as seen in the literature. Ytice et al.
(2021) defines “the concept of phygital” as something that “expresses the integral
wholeness of the digital and physical” (p.2). Del Vecchio et al. (2023) defines it as a
“promising topic” where it is bridging the physical and digital world with the reason
of creating “a unique interactive experience for the user” (p.1). Sui & Shaw (2022)
explain the term as “a seamless integration of both physical and digital” (p.4) where it
can capture best features of both the virtual and physical world to maximize and
optimize our experiences in both in terms of new human dynamics. Nofal et al. (2017)

also point out that these two aspects don’t simply complement but strengthen each
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other. According to a holistic literature review done about the term’s definitions so far

is by Mele et al. (2022). He divides the term to 4 “items” to define the term “phygital”.

Mele et al. (2022)’s division of the definitions are presented as such:
1) Phygital objects and applications
i) Phygital context (space/place)
iii) Phygital customer journey

1v) Phygital shopping (retail) experience

From the definitions made conducting research about all possible definitions, phygital
context by space and place and phygital customer journey are the most relevant ones
in terms of the context of this thesis. Phygital context (space/place) refers to a frame
where one or more processes combine to create an overlap between real and virtual
realms. And phygital customer journey is characterized by methods that advancements

in digital technology blur the line between reality and virtuality (Mele, 2022).

Removing the barriers between the actual and virtual worlds and establishing a link
between disconnected space and place promotes the development of a phygital context.
Users' decision-making is influenced by the usage of phygital resources and the
creation of the phygital context. “Physical and digital experiences combine, and the

intention is to tap into the best of both worlds.” (Mele, 2022, p.334).

Another critical literature review is made by Del Vecchio et al. (2023) where he

structures the term into 5 “areas” of use.

Del Vecchio et al. (2023)’s areas of use are constructed as such:
1) Marketing and Consumers' Behaviour: pillars of phygital customer
experience.
ii) Cultural Heritage, Tourism and Urban Development: The interplay of
phygital environment,
1i1) Education and Learning: phygital technologies for students;
iv) Social issues and Politics: phygital for citizens' engagement,

V) Technical and legal Issues: phygital for gaming industry.

Even though cultural heritage, tourism and urban development are intertwined topics,

they can be discussed separately in order to further explain their characteristics.

In terms of cultural heritage, Brusaporic and Maiezza (2021) stress that digital

technologies favor phygitality since it adds a digital layer that supports the traditional
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layout. In their work where they create 3D past versions of St. Basilio square and St.
Salvatore Hospital in Italy that is showcased with AR technologies, they state that
phygital applications provide the chance to analyze and clarify the changes that have
happened in terms of urban and architectural configurations thus emphasizing the
structures’ significance. They link the tangible idea of an area and the intangible
cultural concept as perceived by people into one as a concept of cultural and smart
heritage with these projects. The general goal is to create some type of digital museum
of the historic center, where the city is set up as a museum unto itself, and visitors can
freely access the knowledge by exploring its areas and structures

(Brusaporic&Maiezza, 2021).

In addition, Andrade & Dias (2020) highlights that even though these phygital
approaches don’t solve functional problems, they raise the awareness and reputation
of the area, enhance cultural marketing, diversify the experience in a cultural heritage
site and attracts new audiences. Studies on cultural heritage AR experiences
demonstrate a paradigm shift from passively absorbing information to actively

learning, which is helped by personalization and co-creation of digital storytelling.

(ibid.).

Regarding tourism, Liu et al. (2022) emphasizes the role of the phygital space and its
impact on transforming the visitors’ experience and behavior. Mele et al. (2021)
supports this by underlining that phygital solutions blur the line between reality and

the envision for users who move through spaces and places.

In the urban planning and development context, it strives to improve urban
environment management, design and user experience. The emergence of the
phygitality originated from the necessity to read urban settings using new digital
technology in the fields of urban planning and design. This required the employment
of technologies for simulation and the creation of digital twins of actual buildings and
architecture (Del Vecchio et al., 2023). People are both passive users and creators of
the meaning of new public places in urban phygital (physical and digital)
environments, which serve as a foundation for new intentional or unintentional
community sharing (ibid.). The potential of phygital spaces as unintentional factors
can be used as a new way of transformation of space and how it is perceived. As
Bazzanella et al. (2014)’s work is a pioneer in an urban scheme in terms of phygital

spaces, where they define urban phygital spaces are the “stage for community sharing”,
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in which individuals both actively shape the meaning of new public spaces and act as
passive users. The study, which was carried out by the Polytechnic of Turin in
partnership with the Municipality of Volpiano, highlights how digitalization, open
data, and digital communication can turn conventional urban areas into dynamic
networks that improve community involvement. The study suggests a community-
centered planning approach that empowers residents to actively engage in the design

of sustainable urban regions through virtual platforms such as AR technologies.

This brings us with the relation of urban environments to social issues and politics
where the pyhgital solutions can play an important role in which it can generate
potentials for social inclusion and sustainable development creating a linkage between
citizens and their representants (Del Vecchio et al., 2023). Cevallos Andrade & Del
Blanco Garcia (2025) further states that it creates an encouraging process of
“collaborative and co-creative experiences brought to the public sphere democratizes

the exchange of information” (p.176).

Phygital emphasizes its potential as a groundbreaking invention that helps build a
better society and enhance living standards by indicating chances for cross-
disciplinary research affecting the field of business management, strategic
management, urbanistic and architectural disciplines, regulatory and administrative

laws (Del Vecchio et al., 2023).

Furthermore, Del Vecchio et al. (2023) stresses that the literature on phygital has no
coherent structure and falls well short of providing a comprehensive understanding of
its implications and meaning. In addition, due to this term being still “a newly
emerging paradigm”, the regeneration of traditional urban areas may benefit greatly

from this digitization (Ada, 2023, p.247).

2.3.2 Digital, virtual, and hybrid public spaces

Digital, virtual and hybrid spaces have been researched since the start of the 1990s
when internet and terms such as cyberspace started to be used widespread since it
allowed a new type of network to communicate and interact in. Since then, new types
and forms of these spaces extended with social media, Al technologies and sensors
creating new communities resulting in public spaces. As Crang (2000) states these new
digital realms were created and improved as representations of actual urban public

areas where people could experience a feeling of connection and belonging without
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the anticipated threats of the increasingly impersonal and divided modern city. One of
the most important common point of digital, virtual and hybrid public space is the fact
that they could exist both globally and locally in a limitless electronic space (de Freitas,
2010). The localness creates opportunities for the physical world while the globallness
creates an immense communication network. To explain further and emphasize the
similarities and differences of these terms, they will be discussed separately and further

compared.

Digital public spaces are online environments where individuals communicate,
interact and engage in activities. They were and are seen as a new continent or an
electronic agora in the eyes of many researchers. Bettivia and Stainforth (2022) use
the term to refer to a platform that provides a space of engagement and a forum for
digital public audiences. Netto (2014) also defines the term as an overlap to the
physical space that has an “invisible network of interactions and information” (p.141).
He also states that they are considered as new space-time experiences where
“multiplicity and simultaneity” of events appear clear and possible more than it ever

was.

Virtual public spaces can be an outcome of digital public spaces or entirely simulated
environments mostly where virtual reality (VR) technologies are used. They enable a
new type of platform to nourish human activities and interactions (Sui & Shaw, 2022).
They replicate real public spaces that result in a virtual community since it allows for
social interaction and collaboration. Because of this aspect of virtual spaces, they offer
more immersive experiences. Due to this immersive effect, Castells (1996) also
stresses that virtual experiences feel as real as physical ones in terms of their ability of
causing emotional and biological responses. We can see these similarities of virtual
and physical spaces as Apprich (2009) states virtual environments are filtered by

“cultural interfaces” just like in real urban areas.

Hybrid public spaces are when these virtual or digital aspects become intertwined with
the real world. Yildinm and Asiliskender (2022) states that hybrid spaces are “a
transitional form between physical and virtual space” (p. 62). Van den Akker (2018)
defines the term as conjunction of “the realm of atoms and bits” (p.12) in everyday
life. He also sees the production of hybrid spaces as a social space where it is really
similar as a framework to Lefebvre (1991). In addition, Kluitenberg et al. (2006)

stresses that this term can be helpful as to define the complex bond between digital
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technology and information to society and space referring to Castells” work. Sassen
(2006) also defines it as real and local contacts in solid space but while being connected
to a global network. Even though the term “hybrid” space is used as similarly to
phygital, there are some differences. As de Freitas (2010) states, it is insufficient to
just characterize modern public space as hybrid or layered with digital and physical
components as a dualistic manner. He also highlights that the modern urban public
spatial space is a complex and interrelated fusion of digital and physical elements that
is always changing (ibid.). He suggests that urban public spaces must be located
"between" the physical and digital realms and must inevitably broaden their focus
beyond the conventional theoretical and methodological limits of physical space
(ibid.). Batat (2022) also states that hybrid space is often used as an analytical concept
in literature as it started out with the relationship between mobile technologies and
urban sociology, whereas phygital carries a connotation of designed experiences that
seamlessly integrate two realms. Phygital spaces also carry the user experience
emphasis on them that came from the start as a marketing term. In other words, hybrid
space is more descriptive and analytical (what is the effect of any digital addition),
while phygital is more prescriptive and intentional (how these realms are

combined/designed to achieve a goal) (Table 2.1).

Table 2.1: Comparison of phygital and hybrid space.

Phygital Space Hybrid Space
Enhances physical environment with Expands physical spaces into digital
digital additions realms
Immersive & Interactive Non-immersive & May or may not be
interactive
Emphasis on user experience Emphasis on coexistence of two realms

Public Art, Digital Feedback Systems, = Mobile Devices/Apps, Digital Museums,
AR/VR Installations, Interactive Screens Social Media, Virtual Meetups

Despite the difference in framing, these terms are used in complementary ways by
many researchers such as Onafuye (2020), Bazzanella et al. (2014), Mieli et al. (2024).

However, both concepts reject the separate binary of physical and digital/virtual and
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instead they are recognized as socio-technical mixes in today’s urban life. Therefore,
the line between hybrid and phygital is still often blurred with phygital space
sometimes viewed as a new rebranding or a specific part of hybrid spaces focused on

user experience and design.

To compare these spaces, it can be said that all virtual spaces are digital spaces, but
not all digital spaces are virtual spaces. A digital space can be as simple as an online
document, while a virtual space is designed to replicate real-world presence and
interaction. And their mix in any shape or form with physical space creates hybrid
spaces where physical spaces are integrated to digital. To sum it all up, we can argue
that “digital spaces have the potential to add new dimensions to existing notions and

conceptualizations of public space.” (de Freitas, 2010, p. 632)

2.3.3 Digital tools (AR, VR, IoT, Al) in public spaces

The integration of digital tools into public spaces can entirely change and enhance
public spaces -thus how they are perceived- as they create new layers of interaction,
engagement and accessibility. They also contribute vastly to phygital spaces since
these are really important to achieve a digital layer on top of physical space. These
types of “digital recreations” of physical public space outperforms them in terms of
location awareness, scope/timeliness of the content and real time potentials (Liao &

Humphreys, 2014).

Augmented Reality (AR) in material public spaces overlays a digital coat that can be
achieved quite easily, especially with a mobile phone individually that creates an
interactive aspect to the physical environment. They are already used immensely in
terms of cultural heritage, urban navigation and art. Brusaporci & Maiezza (2021)
states that AR creates an opportunity that enables them to interact all over in real time.
Additionally, mobile augmented reality (AR) enables the presentation of information
without any actual contact, such as the use of any material system like sensors, tables,
or even QR codes (ibid.). In terms of cultural heritage, Andrade & Dias (2020) stress
that it addresses many requirements and demands from cultural heritage sites and
professionals, while simultaneously appealing to different and a variety of publics.
Mortara et al. (2014) further adds that augmented and virtual experiences help people
to have more awareness and entertainment since it is responsive and easier to

personalize.
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Virtual Reality (VR) in public spaces enables an immersive experience to the user
creating ease and more room for information independently of location, physical
constraints, or material limitations. VR has almost all the qualities and outcomes of
AR but since it requires additional technological devices, it is less personalized and
limited. However, it enables users to navigate through stimulated 3D worlds that result
in settings where it creates a more efficient learning environment (Nofal et al., 2017).
Therefore, they are again used efficiently in cultural and educational experiences, but
it isn’t limited to that since they are very useful in terms of participation, social and
recreational uses. Belaroussi et al. (2024) created a case study in Paris, France to assess
the quality of public space by VR especially in terms of pedestrian experience and
walkability. They found out that support of VR use collects the ideas and preferences
of possible future users of the site by proposing several design solutions. They also
point out that the results and trends are appropriately accurate to evaluate a real estate
project in an earlier phase. Another example of participation related VR usage is from
a study in The Hague, Netherlands where the municipality used VR tools in the
redesign of a public park (van Leeuwen et al., 2018). They state that people were more
likely to engage on the decision-making process and more curious about the public
space and its outcome creating a co-design environment. Although VR tools are mostly
used in fixed location, there are also examples of VR as interaction spaces in public

transport systems (Schmelter&Hildebrand, 2020).

Internet of Things (IoT) usage in public spaces connects the real time data from the
physical world and enables extremely responsive and sustainable solutions for
especially the physical environment and infrastructure. Direct definition of IoT is “A
global infrastructure for the information society, enabling advanced services by
interconnecting (physical and virtual) things based on existing and evolving
interoperable information and communication technologies.” (ITU, 2012, p.1). They
are basically interconnected things that create a network based on physical
environment (Anthopoulos, 2017). When enhanced by the IoT technologies, the space
becomes a smart environment that can change with our needs, preferences and habits
responsively (Andrade & Dias, 2020). [oT also allows for machine-to-machine
communication, continuous data collection and response to such data, self-learning,
auto-regulation, and artificial intelligence (Al) (ibid.). Popular usage of [oT’s are smart

cities or spaces where sensors are used as a way of environment monitoring, traffic
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planning, lighting etc. They are essentially very useful since they give exact data of
when, how long, by how many people, and for what a space is used, thus enabling
designers to create public spaces that meet the needs of the people with an accurate
guess. Cities can enhance safety, manage resources and customize the needs and

demands of people with IoT sensors and data analyses (Hany & Khaled, 2024).

Artificial Intelligence (Al) facilitates automation, personalization and decision making
since it is responsive, adaptive and data-driven which enhances user experience and
efficiency in public spaces. They can be used for urban management when in contact
with sensors, interactive and more sustainable public spaces and public safety. They
can also be used as a design tool for enhancing participation. Guridi et al. (2025)
created a case study where they used Image Generative Al to create future visuals for
a landfill being transformed into a park in Los Angeles, USA. They created workshops
where they discussed with the citizens to understand their demands better before
repurposing. In addition, since Al can also create data about usage patterns of users,

they can create spaces where it meets the needs of different user groups (Li et al., 2023)

The integration of these digital tools could help reshape urban environments by adding
value to them in a sense that creates innovative solutions to modern problems. They
are at an important place in terms of phygital spaces and can help with fostering new
forms of social interaction and urban life if they can be used within the ethical

framework.

2.3.4 Merging physical and digital layers

Up to this point physical and digital layers have been discussed both separately and
together. Merging them in different ways and levels result in different outcomes. Yet,
all types of merging of these layers create opportunities to add value to a physical
space that wouldn’t be able to be achieved otherwise. “The digital space constitutes a
mirror which interfaces the experiences of virtual reality and real life”” (Apprich, 2009,
p.3). Apprich (2009) makes this mirror metaphor from Foucault’s thoughts about
mirror being a placeless place where it is both a digital space that is behind the surface
and a heterotopia since mirror is a real life object. This can be perceived as an example
of a merged physical and digital layer. Another example can be a different analogy
from laconesi and Persico (2013) where they state that we are now able to fill space

and time with digital information layers, allowing cities with potential information and
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interaction. These are some outcomes of the digitalization in public space, digital tools
and phygital approaches that have been discussed so far. Merging these two realms
creates a different type of reaction that results in a novel way to interact with space
and with people since it blurs the boundaries of our realities. Therefore, it can be said
that this integration doesn’t only have the potential to change spatial settings but also
how we perceive, engage, experience and thus use our surroundings. It’s not only a
technological shift but a social shift as well. They create a new understanding of
dynamic and responsive environments facilitating efficiency, accessibility, identity
and connectivity. On the contrary, these same key words can be used for counter
arguments. This means that merging of these two layers should be designed and
regulated in such a sense that they should promote advantages -the positive side- of
both of them. As they get interrelated, intertwined and interweaved with time,
connectivity and access to digital environments become just as focal as open access to

physical space (de Freitas, 2010).

2.4 Evaluation of the Chapter

In this chapter, the conceptual foundations of spatial digitalization starting from basics
of space to its future have been explored. As basics, theories of production of space,
public space as its different definitions and forms throughout history and placemaking
were explained. Later on, public space in the last 50 years, today and future were
investigated with the focus on digital technologies in cities and public space in the
digital age. Lastly, the term phygital and phygital public spaces were introduced and

explained in detail.

Even though the term phygital is quite new, especially in urban planning, literature
reveals that public spaces are increasingly shaped by digital technologies, giving rise
to new spatial typologies such as hybrid and phygital spaces. In summary, this chapter
provides a theoretical foundation for understanding how space is produced and how it

can be adapted into our life in the 21st century.

The next chapter dives into the focus of user experience in these spaces and if
underutilized spaces can be activated by increase of users due to new attractive

opportunities explained above.
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3. DIGITALIZATION AND THE TRANSFORMATION OF PUBLIC SPACE

The spread of digitalization and digital technology has influenced our daily activities,
thus public space. This chapter investigates the transformative role of digitalization in
redefining public space in terms of user experience and built environment. Shifting
perceptions of public space by people creates a different public sphere socially and
spatially fostering new modes on interactivity and engagement. It also reflects how
important concepts from basic design principles such as accessibility, inclusivity,
adaptability and identity are reinterpreted through digital layers and how can
underutilized spaces can have a second chance with digital enhancements for

activation.

3.1 Perceptions of Public Space in the Digital Age: User Experience

Phygital approaches bring the possibilities and opportunities that it can offer for a
transition of how leisure time is spent (user experience) and with it the physical
reflection of this spatially to the city (physical environment). This works of course
vice-versa where the physical environment shaping user experience. Both of these
effects depend on the perception of public space in the eyes of the users. Public space
is for people, and they are designed for people, to their use and liking. They are spaces
everyone should be able to use, acces, spend time in and enjoy. And as people do all
of this in a public space to their liking, they get attached, create an identity for this
place. Lynch (1960) emphasizes the role of user experience in shaping the
understanding of urban spaces. He points out that the physical structure of the city
plays a crucial role in how users perceive, navigate, and emotionally connect with
urban environments. Spaces “may have a range of values for different individuals or
groups” (ICOMOS, 2013, p.2) and also can evolve over time (Sui &Shaw, 2022). This
is also the case for digital and phygital public spaces. With digitalization and digital

tools this perception of space and sense of belonging varies vastly creating new needs,
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demands, voices and experiences in public spaces. Tuan (1977) states that experience
is a combination of “sensation, perception and conception” (p.8) and with thought and
emotion. Digital tools enable for immediacy (ensuring things happening at a precise
moment), immersion (user being a focal actor for experience), and interaction
(continuous communication activating emotional and material parts of an experience)
(Sui &Shaw, 2022). These may start the chain of novel experiences -in the context of
Tuan’s (1977) definition- resulting in a new type of information-source, curiosity and
identity. Additionally, Del Vecchio et al. (2023) states that in terms of research on
future studies in urban development, including the potential use of phygital may create
a people-centric administration of urban environments and governance of cities. Since
they add new layers to the physical space, they create novel experiences and point of
views from the users as well. These elements help people to engage more actively and
freely also because they are interactive, and people are curious most of the time thus

making the space more attractive in many cases.

3.1.1 Role of digital technology in reshaping spatial and social interactions

The other theoretical perspective of the thesis on the digital technology side is from
Castells’ theory of generally the Network Society (1996) and specifically of “Space of
Flows and Space of Places”. He is a leading theorist of the information age and offers
a critical framework for understanding the spatial and social outcomes of digital
technology. He says that “space is the material support of time-sharing social
practices” and that dynamics of social structure forms the space, thus the meaning of
space is shaped by culture (Castells, 2010, p.441). Therefore, he states that spatial
transformation should be identified in the context of social transformation; “space does
not reflect society, it expresses it, it is a fundamental dimension of society, inseparable
from the overall process of social organization and social change” (Castells, 2004,
p-83). As digital technology and digital tools developed and found ways to get
integrated into our daily lives, they became a part of the social interaction since they
help provide or enhance it. Some of these are referred to as spaces of flows; Castells
(2010) states that society is structured around different types of flows such as capital,
information, technology, organizational interaction, images, sounds and symbols.

Space of Flows are networked, global, digital and placeless space where information
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and capital circulate through telecommunication technologies. Space of Places are
traditional, local and physical where people really live their daily lives with face-to-
face interactions. In today’s society, both these spaces are intertwined and necessary.
Flows of information, capital and ideas often shape the places where people go, live,
work and the meaning of place is highly influenced by the flows of connectivity.
Castells (2004) states that a new theory of urbanism, such as hybrid cities made up of
the blending of flows and places, may be based “on the contradictory and/or
complementary relationships between new metropolitan centrality, public space
practice, and new communication patterns arising from virtual communities” (p.87).
He states that these reconstructions are possible through planning, architecture and
urban design. Additionally, he points out that technology and culture can be connected
through design by creating a common identity and meaning thus restructuring public
space in today’s context. However, he emphasizes that this is only possible “with the
help of innovative urban policies supported by democratic urban politics” (Castells,

2004, p.92).

3.1.2 Changing user experiences and interactivity

The rapid integration of digital technologies into daily life has altered the way users
interact with their environment, especially in public spaces. As digital tools and
networks become more embedded in everyday life, the experience of public space is
getting expressed through interactive platforms and digital interfaces more and more
each day. This transformation has led to a shift from passive consumption of space to
active, participatory engagement, where users are not only consumers of space, but
also co-creators of the meaning and functions of these spaces. This may have a
significant role on supporting the creation of the sense of belonging and identity in
these days where we don’t look up or around from our phones. In this context,
interactivity plays an important role in shaping the way users interact with public
spaces and each other, as it allows for real-time customization of their environment,
sharing experiences and blurring the boundaries between physical and digital spaces.
The sharing experiences part is also supported by Whyte’s (1980) “Triangulation”
which means through a stimulus (could be physical object or sight) people feel

connected and thus they are more open to interaction and communication with each
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other. This is an organic opportunity of gathering and bonding for people, of course
this could be a special landmark, a body of water or any other special thing on the
public space but digital additions are also an essential part especially because they are
mostly a design, an art form that attracts people. Another factor that draws individuals
is their curiosity, desire for exploration creating active participation which Carr et al.
(1992) thinks is crucial for public spaces. An example of improvement in user
experience and satisfaction after digital interventions are from Baghdad, Iraq where
Ajina & Al-Saaidy (2025) created a survey and asked people about their perceptions
of a park before and after the digital enhancements. This study showed that user’s
perceptions of the park changed positively, as the rates of sociability, frequency of
visits, desire to stay, attractiveness and distinctiveness increased by 35% in total within

all these aspects.

It can be said that since these digital enhancements are designed for people and their
interactivity and interaction, they may give a chance to create human-centered spaces

in many places that wouldn’t be possible.

3.1.3 Concept of placelessness in the digital age

To be able to grasp the concept of placelessness in terms of this thesis, there is the need
to see the difference between place and space first. Many scholars have investigated
these terms, their differences and similarities. One of the most influential perspectives
about the issue is from Tuan’s (1977) “Space and Place: The Perspective of
Experience” where he states that space is abstract, neutral that lacks human attachment
and place is meaningful and lived in. Another scholar that examines the term place and
placelessness is Relph (1976) where he also defines “place” as something with
meaning, authenticity and identity, thus “placelessness” is somewhere that lacks these
values and is standard, mass-produced. As a result, Lefebvre’s (1991) “lived space”
can be seen as equal to “place”. It is quite normal that they made these definitions from
their perspective — which is still valid today-, yet the additions that came with
information technologies and many more after its leadership included new layers and
perceptions to these terms as well. In the digital age where we can do most of our

compulsory tasks without leaving a certain place, the notion of placelessness can be
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reinterpreted not only as a loss of identity or meaning in physical spaces, but as a
condition that allows individuals to operate beyond spatial constraints. It is crucial to
underline the difference that the term placelessness that is discussed in this thesis is
the opposite of the understanding that it lacks identity, it only means something that
isn’t tied to a fixed geographical location — so placeless. Today we can feel belonging
to a place that doesn’t exist physically but has the potential of interaction with others.
Bauman (2000) coined a term called “liquid modernity” where identities,
relationships, jobs and even physical locations can become fluid and flexible in the
modern world. This main idea is the same with Castells’ (1996) the Networked
Society, Gordon & Silva’s (2011) Net Locality and Sheller & Urry’s (2006) Mobile
Technologies of the City. This redefinition of placelessness reflects a shift from a
purely physical understanding of space to one that is more fluid, hybrid, and dynamic.
In the regard of its physical reflection -since phygital spaces provide an experience by
disabling the context of time and space- “placelessness” brings more freedom into
choosing the space/place where digital additions can be implemented. Because it is not
entirely dependent on the physical limitations of space/place, when we consider
capacity, site selection and its size, the implementations can be made with less
responsibility and thought, thus much easier than traditional material changes to the
urban area which are mostly binded by law and many governmental and private actors.
They are also highly adaptable to different cultural, functional and spatial contexts.
Their temporary or changeable nature means that they can be modified, scaled, tested
to the people’s liking. This flexibility is a crucial point in urban environments where
they grow and evolve rapidly instead of permanent structures. In this sense,
placelessness becomes a focal feature and possibility of contemporary urban life,
shaping how publicness is defined and experienced and how spatial belonging is

reconceptualized in a phygital context.

3.1.4 Accessibility, inclusivity, identity, adaptability

Firstly, it is vital to realize that all these terms are somewhat interrelated due to their
nature of being dependent on people’s perceptions and conceptions. Therefore, they
are also necessary to understand the impact of phygital transformations might have on

public space.
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The conventional definition of accessibility is “the ease of reaching destinations”
(Duranton&Guerra, 2016). Geographer Hansen (1959) defined accessibility as "the
potential of opportunities for interaction” ( p.73) that are between different locations
shaped by the spatial organization of necessities and opportunities for people’s
mobility such as work. However, accessibility can be conceived as many different
branches such as the physical, social and economic conditions thus ability to use a
service in the urban context. Although, it is used widely as transportation, public
service or physical accessibility, it has a broader context in terms of social, cultural
and entertainment aspects ensuring everyone can participate meaningfully in daily life
(Soldetal., 2018). As public space changes these definitions also evolve with additions
such as access to digital infrastructure. True accessibility in public space must now
address both material and immaterial barriers, ensuring that everyone, regardless of

digital fluency or income, can engage in civic life in this context.

Inclusivity is the practice of ensuring that diverse groups -across race, gender, ability,
or socio-economic status- have access to and can participate in social, cultural and
economic life. The main point isn’t avoiding exclusion rather designing spaces that
welcome and serve everyone in an urban context like UN-Habitat’s (2017) principle
of "cities for all". The implementations of these can be achieved by design that allows
people from all types of different backgrounds to claim the space and shape it with
meaning and thus creating functioning public spaces (Amin, 2008). Inclusion in terms
of the digital age might raise some concerns rather than opportunities for some due to
issues such as inequal access to digital infrastructure, digital literacy etc. However,
when this space is designed with the goal of uniting and co-designed these risks can
be prevented. Jonescu et al. (2022) emphasizes that design through augmentation of
physical spaces doesn’t have to mean that it is preventing inclusivity and that it should

stick to principles of equal and equitable access for all with an addition.

Identity contains the social, cultural, and personal characteristics and experiences that
define individuals or groups. It is a mix of feeling of attachment, cultural practices and
physical setting (Relph, 1976). For Lennard & Lennard (1987), it is the sense of
belonging that keeps people in a space and removes the feeling to go further/elsewhere

with design. However, it can be an identity that has been formed before and have an
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effect on space as cultural heritage which is “the legacy of physical artefacts and
intangible attributes of a group or society that are inherited from past generations,
maintained in the present and bestowed for the benefit of future generations”
(UNESCO, n.d.). Zukin (1995) emphasizes that culture of cities are a combination of
material (built environment) and immaterial (community, heritage) things that create
the identity in public space which is dynamic and formed by interaction with space
and people. In the digital age, it can be seen that spatial identity gets more complicated
and enriched with digital advancements since they are a really good way of catchy and
effectual storytelling. As if'it is a shortcut from “space to place” with a collective sense

of place (Relph, 1976).

Adaptability is needed to be able to keep all the positive terms that have been discussed
before which make public space approachable and attractive. It describes the capacity
of systems, individuals, or environments to adjust to changing conditions. Brand
(1994) discusses that good architecture/space isn’t about just design but about
flexibility, responsiveness and user-driven evolution. It is the capacity that can evolve
over time in relation to changing needs to avoid obsolescence (ibid.). In the urban
context, adaptable spaces support temporary uses, various activities with the shaping
of community needs so that space remains attractive and relevant. Digital interventions
adds new layers and opportunities to adaptability as they can be very flexible,
interactive and responsive -since they can be data driven- even allow for adaptability
for individuals as in personalization of space. Foth (2009) highlights that it isn’t only
related to digital technology but also inclusiveness and co-creation to make sure that

digital interventions evolve with people not over them.

To sum it up, it can be said that in a liveable and human-centric urban setting,
accessibility and inclusivity together shows who gets to shape and use spaces and
identity and adaptability shows how places retain meaning and function over time.
With adaptability mixed with inclusivity and accessibility create identity that is all it

takes for a public space to thrive also in the digital era.
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3.2 Digitalization as a Tool for Reclaiming Underutilized Spaces

In the contemporary urban setting, digitalization is increasingly recognized not only
as a transition tool in daily life but also a strategic tool in planning and design.
Digitalization offers novel opportunities for transforming underutilized spaces in
modern urban environments. By taking advantage of digital tools and technologies,
these spaces that are often neglected and overlooked can be integrated into the broader
urban and functional system. This is very much needed since cities keep expanding at
a rapid pace resulting in spatial scarcity, population growth and environmental
pressures. Digitalization as a tool can be a promising way to use and revitalize any
space that is vacant, inaccessible and/or monofunctional. This process involves
investigating and determining the root cause of the abandonment and rethinking the
potential, function and purpose of such spaces aligning them with contemporary needs
and demands. Since all types of urban design and planning needs a context that is based
on the strengths and weaknesses of space, it can be determined how, why and when
these places deteriorated and how these factors can be reversed with adaptable phygital
approaches. Digitalization creates possible new ways to engage in and thus can
activate underutilized spaces from digital placemaking to interactive mapping and
augmented reality. It can be used as an excellent tool for human-centered and bottom-
up design since it can be very interactive and interesting for users by being a way to
demolish the social barriers. Therefore, it would also create a safe space for the users
to interact in and result with forming of sense of belonging and identity, redounding

the space back to the people and the city.

Furthermore, they allocate for more flexible, adaptable and hybrid uses of urban
settings which might be a potential for traditional limits such as location, size and
physical infrastructure. Of course, not all principles are applicable in every urban
context in terms of unused and underutilized spaces. However, a key possibility for a
project that is oriented in this way is the existence of underutilized space, its flexibility
and its transformational possibilities, just like phygital spaces (Di Giovanni, 2018).
Additionally, as discussed above, because of their flexible nature, they can be
implemented faster and more efficiently, even temporarily. This approach is also

supported by the concept of “temporary urbanism” where it has the power to stimulate
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markets, shift the image of some neighborhoods and revitalize vacant sites (Bishop &
Williams, 2012). Since they are relatively informal, the temporariness enables a more
laid-back urban design framework, leading to liberate the space from planning
approvals, rules and regulations that have to be followed (ibid.). Just like this example,
these revitalization processes of course must go hand in hand with universal design
elements to provide a solution and unlock new opportunities that would be sustainable
and useful for the city dwellers. This way public spaces might function in an inclusive
and flexible way incorporating digital solutions transforming underutilized spaces into

lively components of the urban fabric.

Here, it is clearer that pyhgital spaces can be one of the choices for redevelopment of
an underutilized space with needs and purpose that comes with the digital age. An
example of this is from Perth, Australia where Jonescu et al. (2022) offered ways to
revitalize 9 laneways (narrow pedestrian paths) by focusing on AR technologies as it
is cost-effective, non-permanent and adaptable. Although these laneways were close
to busy streets, they were “observably underutilized” (p.411) because of their mono-
functionality of being a work district and also physical built structures were prohibited
(Jonescu et al., 2022). They propose that the implementation of Augmented Reality
and Augmented Environment (where a personal device isn’t needed), the area would
attract interest and social interaction “through information delivery and competitive
game play” (ibid., p.417). These are also embedded in the city policies to ensure that
“through virtual technologies, it could be utilized to activate disused spaces that no

longer interact or physically ‘socialize’ with adjoining spaces in cities” (ibid., p.398).

However, challenges emerge here as well just like every other new usage of digital
technology such as possibilities of digital exclusion, surveillance, platform capitalism,
and data privacy issues (Greenfield, 2017; Zuboff, 2019). Because of this, it is crucial
to have ethical frameworks and inclusive policies during transformation of these

spaces that guides digital interventions.
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3.2.1 Underutilized spaces

Unused and underutilized urban spaces are a byproduct of growth in every city on
Earth. While some spaces self-actualize themselves by getting accepted by the people
and be used, some simply don’t. For instance, superficially "over-planned" areas can
become underutilized or abused, leading to areas that are ultimately unwanted
(Hwang& Lee, 2019). Although the roots of reasoning why they appear are based on
many different reasonings, there are some basic causes such as if’/how the city was
planned, but it sometimes happens naturally as well. Since the city or any kind of
settlement is a dynamic organism that has changed and will change -any time in the
future-, sometimes it doesn’t catch up to its surroundings, becoming an
un/underutilized space. These areas are “vacant, unkempt, and underutilized”; they
serve no clear purpose and are frequently in between phases of official development,
waiting endlessly for future use (Azhar et al., 2020). They create discontinuities in the

urban fabric, which leads to unplanned, pointless urban settings (ibid.).

Trancik (1986) is one of the pioneers in academic research on how to define the term
most holistically and in which way this happens. He refers to it as “antispace” and “lost
space”. There are many similar different terms and definitions in the literature to
explain these unused/underutilized spaces such as idle, neglected, lost areas (Lynch,
1960), border vacuums (Jacobs, 1961), heterotopias (Foucault, 1967), vacant urban
land (Northam, 1971), lost space (Trancik, 1986), thirdplace (Oldenburg, 1989), waste
space (Lynch, 1990), non-places (Auge, 1992), terrain vague (De Sola-Morales, 1995),
cracks in the city (Loukaitou-Sideris, 1998), interdictory spaces (Bauman, 2000),
leftover space (Madanipour, 2004), loose spaces (Franck and Stevens, 2007), urban
voids (Akkerman, 2009). Though underutilized spaces have been given different
names throughout history and in different contexts, the scale, spatial quality, and
usability stay as the true factors with which to describe them (Azhar et al., 2020). It is
preferred as unused/underutilized spaces in terms of urban settings as an umbrella term
for similar ones. In many instances, the processes of losing or reducing the value (i.e.,
the meaning and use) of certain areas of the city can be identified as the root cause of

the events that resulted in the creation of empty urban spaces (D1 Giovanni, 2018).
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It is also crucial here to acknowledge that neither underutilized urban spaces nor the
cause of them are homogenous, they emerge from diverse conditions. There is clearly
something inconvenient or missing that repels people either physically or socially in
different forms. Ther are multiple categories of underutilized spaces, including: (1)
physically/visually inaccessible or isolated areas (i.e., underpasses, rooftops, dead-end
streets) as results of unplanned/underestimated growth and development and lack of
policies and designs towards this (Lynch, 1960,1990; Trancik, 1986; De Sola-Morales,
1995), (2) legally or bureaucratically ambiguous zones (i.e., privately owned but
publicly used lots) (Loukaitou-Sideris, 1998; Madanipour, 2004; Franck and Stevens,
2007 ), (3) culturally or socially disconnected spaces (i.e., post-industrial sites, spaces
with negative associations) (Foucault, 1967; Oldenburg 1989; Augé, 1992; Bauman,
2000), and (4) temporally underused areas (i.e., schoolyards after hours, parking lots
at night) (Trancik, 1986). Di Giovanni (2018) states that up until the early 2000s,
before the global financial crisis, the urbanization process may have been the primary
cause of empty spaces due to its quantity (uncommon) and quality (not very compact
in the urban form that it has developed in many contexts). According to the 2018
revision of World Urbanization Prospects roughly 750 M people were living in cities
in 1950 worldwide, 2000 M in 80s and this number is now around 4500 M and
estimated to be 7000 M in 2050 (UN, 2018, p.13). The intense and poorly managed
city growth processes that began in the early 1980s led to non-continuous urbanization,
creating countless leftover places in the newest towns (Di Giovanni, 2018). This means
that any omission or fallacy that has been made then in terms of urban development is
now multiplied as the population did as well. In addition, since urban growth differs
from different areas within a city, it is nearly unreasonable to follow only one

development model which inevitably creates patches (Turok & McGranahan, 2013).

Trancik (1986) mostly criticizes the drastic urbanization approaches that result to lost
spaces at that time in his book “Finding Lost Space” such as top-down design
approaches, disconnectivity within the surroundings and public space, lack of “a real
understanding of human behavior”, prioritizing economic growth, infrastructure etc.

And after their creation or formation, it is mostly an unsafe place for many to avoid
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and a place for “the formation of urban objects lacking semantic, aesthetic, or useful

value” (Di Giovanni, 2018, p.5).

Shao & Liu (2018) also highlights that a decline in function within the area might come
from the complete development of the physical empty space at the spatial level, leaving
unused space at the functional level. These can result in monofunctional spaces which
means designed and used for a single, specific purpose, covers just one activity and
one group of users often with little flexibility or overlap with other functions. It is the
most generic approach that was used to designing urban space so many existing space
have been created with such approach (Ghafouri & Weber, 2020). Examples of
monofunctional spaces are business district, industrial zones, event areas, sport
complexes and many more with their own parking spaces also being monofunctional.
On the other hand, an area might face the risk of creating an underutilized space on a
physical level if it is left unutilized to accommodate greater functional needs. The two
categories of idle space grow linked over time and frequently influence one another
(Shao & Liu, 2018). It can be said all of these types of differently rooted underutilized
spaces present unique challenges but also specific opportunities for activation and

transformation.

There are many suggestions to reclaim a space with purpose out of underutilized
spaces by scholars, planners and municipalities. Azhar et al. (2020) expresses that any
development relies and will rely on many different aspects such as the existing
infrastructure, topography, financial resources, traditional and cultural desires,
institutional scope for planning, and political stability for growth control.
Underutilized spaces have an advantage over new settlements or already packed areas
by having many of the positive sides of being intact with infrastructure without the
crowds and regulations. It is crucial to look at the possible worth and use of
underutilized land in existing built parts of cities as they spread across productive land
(Azhar et al., 2020). Moreover, these spaces’ value comes from their capacity to

connect and regenerate the surrounding urban environment (Sameeh et al., 2019)

Many studies emphasize that reusing lost urban space is a good way to create
integrated community urban spaces. Di Giovanni (2018) states that unused spaces,

which are thought to be places where human activities and social meaning are
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uncommon, might be viewed as open space for social engagement. Therefore, they
should be analyzed as an outcome of an ongoing interaction between the built
environment, civic processes, and human experience since an urban setting exists not
only as a physical environment but also as a shared space for individual views and

experiences (Azhar et al., 2020).

Sameeh et al. (2019) points out that a revitalizing approach benefits to achieve these
main goals: using the existing urban fabric for more greenery, creating open areas that
can boost pedestrian comfort and quality of life, producing a cohesive and
interconnected urban fabric in both new and existing city cores, highlight and
showcase the possibilities of lost urban space. Also, according to Ciorra and Marini
(2012 as cited in Di Giovanni, 2018) below three design philosophies can and are being
applied more frequently to address unused spaces in modern urban environments by
recycling structures or portions of them to create new urban equipment, repairing
existing and abandoned urban services and spaces, repurposing degraded and
underutilized urban spaces and buildings for various purposes. The intention and act
of revitalizing unused spaces is also a more sustainable approach as to designing and
building new areas for some certain functions. It is in a way reusing and recycling
space. As stated before, the creation of a system of meanings, values, and potential
roles that is defined with the help of a large portion of the local population is one of
the first fundamental requirements for stepping up unused space. If this is not possible
it is necessary to increase the spontaneous activation of certain urban populations that
have expressed interest in taking into consideration, modifying, and making use of
some of these abandoned urban spaces. This is an essential component of sensemaking
and the necessity of giving the urban area a purpose in all of its components (Di
Giovanni, 2018). And thus, this would result in the space that is being unused or

underutilized to be revitalized by people.

3.2.2 Digital interventions for space activation

Even though underutilized areas is a relatively new term (since industrialization), it
exists in every urban context and is a problem. They hold a lot of potential for

interaction and expression so to be able to solve this problem there is a need of
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activation, engagement, life in space so basically people. Digital interventions can be
a way of revitalizing underutilized spaces through making the public space more
engaging and active. The potential of revitalization should also be evaluated taking
into account of the reason of inactivity. As discussed before, digitalization thus
indirectly digital interventions and tools can serve as ways to meaningful human-space
interaction (Pavlaki, 2021). These interventions are quite adaptable most of the time
ranging from interactive and temporary installations to more complicated and durable
versions, contributing to an inclusive and vibrant environment (ibid.). Miiller et al.
(2010) also highlight that digital interventions, so interactions need to spark people’s

attention, create options for them and encourage collaboration.

Casagrande (2005; 2013) makes a metaphor of healing urban spaces with therapeutic
acupuncture, ‘“urban acupuncture” where an wurban planner/architect is the
acupuncturist who is targeting tense spots, releases a flow of energy and thus healing
that spot which ends up healing the surrounding urban space as well. This is seen as a
way of place activation by Houghton et al. (2015) “creating energy and interest in a
place and a community” (p.5) with minimal but strategic actions. Digital technologies
offer a novel form of this which is digital urban acupuncture which makes this process
participatory to make sure that the space will be adopted by the people to have real and
permanent activation (laconesi & Persico, 2017). With a certain starting point, digital
urban acupuncture gives a makeover to a tense spot in a city with iconic, suggestive,
immersive experiences to enact inclusive outcomes healing a particular underused
space and its surroundings (ibid.). The fact that these interventions are most of the time
participatory and adaptable allows the users to co-create the space assuring a stronger
sense of belonging and ownership which activates the space. Chen et al. (2024)
discusses that with playful digital interventions in public space that have a wide
spectrum of interactive experiences that blend digital and physical space promoting

exploration, spontaneity and creative engagement.

In recent years, they have been used as a promising strategy for activating spaces by
creating phygital spaces. Within the framework of phygital public spaces, such
interventions don’t only serve aesthetic or entertainment purposes, but actively create

social interaction by changing the experience and perception of space. For example,
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one of the most representative example is the AR game Pokemon Go which
encouraged a lot of people to engage with the space and each other (Chen et al., 2024).
According to Pavlaki’s (2021, p.214) case study comparison in Manchester, a
particular public space called Mediacity’s population increased by double its previous
size during the presence of digital installations. Another example is from a festival in
Brisbane, Australia where the goal is to use both digital and physical interventions to
apply hyper-local treatments to the underutilized spaces of this city (Houghton et al.,
2015).

These examples support the idea that digital tools -when they are used correctly- can
provide space activation with dimensions of attachment and engagement creating a

new version of public space.

3.3 Case Studies

Case studies are a way to explore and explain more complex concepts with real-life
contexts to create a better understanding. They are used widely in urban and spatial
research to emphasize the necessary points to be made (Brkovi¢, 2019). This section
analyzes a selection of case studies around the world to give examples of different
approaches to phygital public spaces. These cases show how digital interventions can
differentiate spatial experiences and perceptions of space. Each case was chosen to
reflect different goals and have different types of technologies, cultural dimensions,
spatial organizations to emphasize various ways phygital spaces can affect space and

people.

3.3.1 Selection criteria for case studies

A well-defined selection process facilitates to recognize the underlying patterns,
contrasts and insights of projects. By applying a structured approach to this part of the
thesis, it is aimed to create a better understanding of phygital spaces. The most
important aspect of the selection of the case studies in this research is the need to
examine as wide a spectrum of these areas as possible. As Seawright and Gerring
(2008) states there are seven broad case selection strategies depending on the type of

case: typical, diverse, extreme, deviant, influential, most similar, and most different.
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In terms of this research, since it is such as new subject, it is crucial to understand the
mindset behind the creation of these various types of phygital public spaces with the
available means which is why there was a need to select a wide range of case studies.
Hence, the selected case studies represent different types and ratio of physical and
digital intersection and diverse approaches in public spaces demonstrating in general
how digital technologies can enhance urban environments and people’s perceptions of
space taking advantage of storytelling, interactivity, novel experience and creating a
bond to space/place resulting with the sense of belonging. These examples vary in
scale, purpose, and stakeholder involvement, offering insights into how digital
interventions transformed public spaces in the past—whether by revitalizing neglected
areas, deepening cultural engagement, or fostering community identity. Applying this
framework, the chosen case studies represent a spectrum of phygital spaces, varying
in temporality (temporary vs. permanent), interactivity (interactive vs. non-
interactive), thematic orientation (heritage and culture-focused vs. entertainment- or
infrastructure-driven) and public accessibility (open public spaces vs. controlled
environments) that have an impact on urban and social dynamics somehow with a
diverse set of stakeholders. Additionally, it is important to grasp that these innovative
ideas need an extensive budget which make them prone to privatization of some sort.
If we were to arrange these case studies in terms of most public (free, accessible,
community-driven) to most private (commercial, exclusive, profit-driven) the sorting
would be as such; Basel Cathedral, Luminous Pathway, Rel:attiva Presenza, Hagia

Sophia History and Experience Museum, The Sphere (Figure 3.1).

Luminous
The Sphere Hagia Sophia History Rel:attiva Pathway
and Experience Museum Presenza
Basel
Cathedral

Figure 3.1: Spectrum of publicness of the case studies.
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3.3.2 Case studies: phygital public spaces in action

This part describes an organized set of case studies showcasing the variety of
differently made and used phygital public spaces in different urban, technological and
cultural conditions (Table 3.1). Differences in urban conditions in terms of the size,
typology, function and the spatial setting in general are taken into consideration. This
aspect influences both the design strategy and user interaction in terms of the urban
fabric, specific type of space, the type and size of the installations and the user’s
general behavior in this urban environment. Differences in technological differences
are the type, complexity, cost, interactivity level which might end up in very different
results. For example, the type of digital technology can be an mobile installed AR app
or immersive screens which have different maintenance requirements. And most
importantly, the differences in culture shape the phygital environment in terms of
purpose, function and narrative. This is the part where people bond over digital
enhancements in a place that creates the identity depending on how much harmony it
has with the values and traditions of a culture. This may enhance existing heritage or
create new ones with potential of both public or private driven incentives that may be

created for a specific group (local/visitor) or everyone.
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Table 3.1: Comparison of case studies.

Case Urban Technological Cultural Financial Location
Study Context Approach Dimension  Accessibility
Basel Enhancing Projection Cultural Free Indoor
Cathedral cultural mapping heritage exhibition
heritage preservation in public
and narrative space

Rel:attiva Narrating Projection Explanation Free Indoor
Presenza local mapping of the exhibition

neighborhood identity of a in public

history neighborhood space
Luminous  Promoting Interactive Everyday Free Square
Pathway, social Lighting urbanism
QDS interaction with artistic
approaches
Hagia- Enhancing 3D Cultural Paid Indoor
Sophia cultural animations heritage museum
entrance
H&E heritage . . preservation
immersive
Museum . and narrative
environment
The Transforming High-res LED  Futuristic Paid Indoors
Sphere the immersive  entertainment venue
entrance
silhouette environment

Every example provides unique information by further exploring how phygital spaces

are created in the public space. By placing each case within its socio-spatial context,

the analysis of case studies uncovers both the potential and limitations of phygital

interventions to create inclusive, adaptive, and attractive urban public spaces. The goal
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in this sense is to clarify and elucidate the complex interrelations between physical and
digital content and human experience in the contemporary world rather than

generalizing.

3.3.2.1 Basel cathedral, krypta unter der vierung (Basel, Switzerland)

The installation Krypta unter der Vierung is a permanent and immersive archeological
and historical exhibition installed beneath Basel’s main and oldest cathedral, Basler
Miinster. The installation was opened in 2019 to commemorate the 1000 anniversary
of the church that was standing there before the Cathedral since the ruins of that
structure is still seen on the crypt of the church (Bernasconi et al., 2019). Its
development indicates a critical step in how historical urban layers are made publicly
accessible through digital storytelling. The crypt that is used for the installation had
been buried and was inaccessible since the 19" century until getting transformed into
a phygital space today (Figure 3.2, Figure 3.3). It is also quite unique since it is one of
the few locations that the remains of earlier phases of the cathedral are still visible.
The exhibition takes approximately 20 minutes and happens in German, French and
English alternating each time. It is a governmental project made by Archeological
Landresearch Basel (Archéologische Bodenforschung Basel Stadt) so both entering
the cathedral and participating in the exhibition is free of charge. The key theme of the
exhibition is that it has a narrative with animations, lights and projections that tells the
story of architectural and historical evolution of the cathedral and its urban context.
There is also an app that supports the exhibition additionally to gain more insight and
information through QR codes. This way, the physical remains of the earliest structure
gains an identity through the users eyes and creates a unique experience blending the
digital and physical. Bernasconi et al. (2019) states exclusively that the space isn’t
only informative but also involving because of the mystic surroundings as its own and
since it acts as a time machine. It is a great example where the public history, inclusive
design and adaptive usage meets under the umbrella of digitalization allowing for
spaces to be designed more creatively. This project shows how the spaces that are often
overlooked can be revitalized as phygital spaces to make them more attractive without
having to change anything permanently. In this case it’s certain to say that physical

authenticity and importance meets with digital technology and is augmented even

45



more by virtual storytelling resulting in adaptive heritage design in public spaces. It
exemplifies how digital technological interfaces can mediate between the past and

present, enabling cities to reinterpret underused or hidden spatial layers.

asg 2 Mediale Inszenierung in der Krypta
unter der Vierung: Kaiser Heinrich IL [als Buch-
stifter] und Bischof Adalbero IL, wahrend
dessen Amtszeit das frishromanische Minster
erbaut wurde. Foto: Philippe Saurbeck.

Figure 3.2: A part of the exhibition (Bernasconi et al., 2019, p88-89).
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ase.28 Die in der Mitte des 19. Jahrhun-
derts zugeschiittete Vierungskrypta de]
1966 bei Renovationsarbeiten im Basler

Miinster wieder freigelegt. Aufnahme aus
der szenografischen Inszenierung in der
neuen Informationsstelle. Foto: Philippe
Saurbeck.

Figure 3.3: A part of the exhibition (Bernasconi et al., 2019, p.114-115).
3.3.2.2 Rel:attiva presenza (Mexico City, Mexico)

Rel:attiva Presenza was a prototype developed within the scope of a research for
revitalization of historical centers by the Italian Cultural Institute in Mexico in 2008.
It focused on the idea of architecture and the built environment as a “mediator” of the

urban space both in the past and in the future (Iaconesi &Persico, 2013). It was a
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projection mapping and a sound environment of Coyoacan neighborhood in different
periods “to describe the mutation of the neighborhood across the years” to create a
narrative of the culture (Figure 3.4, Figure 3.5) (ibid.). This settlement is an old one
dating back to a pre-colonial village and being headquarters since the beginning of the
colonial era in 16 century (Bolafios & Ayala, 2007). It has crucial value because of
its layered history and now is a significant sub-center after years of growth since the
1940s (ibid.). Additionally, Rel:attiva Presenza is one of the oldest implementations
of digital technologies that aimed to tell the story of a neighborhood to its current
residents. The images were matched and complemented with their accurate
geographical location and the land use thus, creating a time lapse video of many years
in the neighborhood showing the transformation (Iaconesi &Persico, 2013). The
sounds were also manually created with the help of residents from the daily life
including street noises, markets, voices of the people etc., grounding the installation in
the lived experiences of the community (ibid.). With visuals, sounds and the emotion
that came with it, it was an immersive experience for back then to live through the
surroundings as if it was real in time with multiple perspectives towards its current
state. Seven scenes were projected onto an artifact that represented 7 stages stacked
with virtual and physical domains, creating hybrids (AOS, 2008). It was also
interactive meaning it used people’s movement to create sounds, images and other
parameter values (ibid.). It “can be thought of as a practice of archival of the
perceptions, experiences and narratives of the people who live in the territory, and as

research into their accessibility” (Iaconesi &Persico, 2013, p.81).
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Figure 3.4: A part of the exhibition (AOS, 2008).

Figure 3.5: Conceptual render of the exhibition (AOS, 2008).

It was seen as “an accessibility layer” for the history and emotions of the residents.
This approach aligns with contemporary conversations on participatory urbanism and
the role of digital media in public history. By transforming architectural surfaces into
narrative canvases, the installation challenges traditional notions of public space and
heritage interpretation, “transforming a public square into an interactive location for

mixed-media urban dialogue”’(AOS, 2008). It emphasizes the potential of digital
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interventions to show historical narratives, allowing communities to reclaim and
reinterpret their urban environments. In addition, its emphasis on user generated
content and immersive storytelling offers an outline for similar initiatives aiming to

foster a deeper connection between residents and their neighborhoods.

3.3.2.3 Luminous pathway / parcours lumineux (Montréal, Canada)

Luminous Pathway is a visionary media architecture and urban design project in
Montréal in Quartier des Spectacles (QDS) which is the city’s vibrant cultural district
now (Quartier des Spectacles, n.d.). The area was one of the biggest red light districts
during 1920s and was demolished during the modern era and urban highways until the
deterioration of the district in the 1970s (Guinard & Margier, 2018). Public authorities
decided to make changes in 2001-3 by bringing many public and private stakeholders
and the municipality together to revitalize this area by highlighting the concentration
of cultural activities in the area to bring it back to life (ibid.). The funding is provided
by the City of Montreal, but the Quartier des Spectacles Partnership (PQDS) -which is
an NPO founded in 2003 for this project- can finance up to 75% of the cost of each
project (Quartier des Spectacles, 2013). The whole space covers for 1 km? including 8
public spaces, 80 venues and 50 festivals a year as seen in Figure 3.6 (Quartier des
Spectacles, 2015; Quartier des Spectacles, n.d.). It features “luminous signage,
architectural lighting, permanent urban video projection sites and temporary luminous

installations” (Media Architecture Biennale Awards., n.d.).
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Figure 3.6: Quartier des spectacles in 2023 (Quartier des spectacles, n.d.).

This journey of digital installations in this square started out in 2006 with just red dots
to emphasize the cultural venues later transforming into being a big adaptable,
interactive built environment that helps to create an identity and supports local artists
(Charpin, 2012). Within this transition, the next step after the red dots (on the ground,
referring to the red carpet) were the facades of more than 20 buildings around the
square (theaters, concert halls, galleries) (ibid.). This is now widely used within
important buildings around Europe to use it as a narrative by emphasizing the buildings
features with projections. And there are large scale digital canvases consisting of
multiple buildings for one project as well. They change regularly according to the most
current art event happening in Quartier des Spectacles (Figure 3.7, Figure 3.8).
Additionally, there is a criterion for the work to be presented such as providing a
playful experience for audience interaction, being adaptable to smaller or bigger
spaces, spark the interest of people in all age groups, being outstanding in both day

light and night etc. (Quartier des Spectacles, 2015).

The aim of this project in general is to “capture people’s attention, encourage them to
participate, amaze them, entertain them and make them think” (p.5) and help people
to experience the space with a different point of views. (Quartier des Spectacles, 2015).

It also plays an important role for a seasonal festival in the area which is Lumino
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Thérapie which enables for interactive and immersive digital installations in another
level (Quartier des Spectacles, 2015). Culture and art being incorporated to urban
fabric through digitalization created the global identity of Montreal being known as
“the city of festivals” and attracting more than 9 million visitors (Guinard & Margier,
2018). Although having this many visitors, the municipality didn’t want the area to be
a ghost town after the events so they created actually working urban fabric with
different housing options including social housing, educational institutions (Bild et al.,

2021).

Figure 3.7: An interactive installation, 1 (Ulysse Lemerise-OSA Images, 2021).
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Figure 3.8: An interactive installation, 2 (Ulysse Lemerise-OSA Images, 2021)

This layering of digital and physical space promotes the accessibility, curiosity,
wayfinding and aesthetic pleasure of the square making it a place to spend time in and
not only being used for transient use. It is also a cultural branding for the district
supporting the social interaction. A resident said that “the presence of festivals did
make them engage more with the neighborhood, using the public spaces and
participating in more social activities like exploring the festival area with friends.”

(Bild et al., 2021, p.9)

It makes the square more attractive especially in the night-time, actually indirectly
making use of underused space (due to time). It is a great way to reimagine the
relationship between urban digital infrastructure and cultural identity employing the
light in many forms to engage the people. It serves as a benchmark for experimental
urbanism and media architecture where light acts as a spatial setting to change the

perception and use of public space creating a sense of belonging.
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3.3.2.4 Hagia sophia history and experience museum (Istanbul, Tiirkiye)

This museum is a pioneering approach on experience museums in Tiirkiye blending
the cultural heritage and digital technologies to create an immersive story telling of
one of the world’s most iconic monuments Hagia Sophia in Istanbul with the
sponsorship of Turkish Ministry of Culture and Tourism by DEM Museology. It is
located 5 minutes away by foot to Hagia Sophia Grand Mosque in another historical
building called Defter-i Hakani in Sultanahmet Square. The entrance is with a fee of

425 b in 2025.

The aim of this museum is to transform the traditional and static historical narrative
how everyone knows to an interactive experience with hopes of keeping the visitor’s
curiosity active diving into layers of memory (Celik & Kahraman, 2025; DEM
Museums, n.d.). The museum has 3 stories and 13 rooms with different technologies
like AR, VR, interactive screens to tell the story of nearly 1700 year history of Hagia
Sophia (Celik &Kahraman, 2024). Visitors are guided through a chronological journey
from a pagan temple to a Byzantine cathedral and to an Ottoman mosque including the
stories of all 3 versions of rebuilding Hagia Sophia. Visitors are guided with earphones
that tell the story designated to each visual creating an immersive atmosphere (Figure

3.9) (Celik &Kahraman, 2024).
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Figure 3.9: An art piece from the museum. (Ministry of Culture and Tourism, n.d.)

One of the most notable features of the museum is “Halls of Immersia” where events
like the coronation of Byzantine emperors, riots and architectural innovations made
throughout both Byzantine and Ottoman times are represented with the help of high-
resolution projections and spatial audio. This approach contributes to the ease of
information received and makes the history more tangible and engaging. At some point
of the exhibition, there is a room that shows the collapse of the dome at 558 due to an

earthquake in an immersive way (Figure 3.10) (Ugurluel, 2023, 12:30).
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yioneer in the world that lets you
travel through history,

Figure 3.10: The collapse of the dome (Dem Museums, 2024a, 7:19)

One story of the museum is also devoted to historical artifacts from different periods
of Hagia Sophia (Erdogdu, 2023). Some of these artifacts are the ones from the visuals,
creating a more impressive conception to the user (Figure 3.11, Figure 3.12) (Celik &
Kahraman, 2025).

Figure 3.11: Artifacts presented in the museum (Celik & Kahraman, 2025).
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Figure 3.12: Artifacts represented in the immersive visuals (Celik & Kahraman,
2025).

The same point of strengthening the existing artifacts can be implemented to the Hagia
Sophia as a structure itself and its surroundings, the interactive and immersive designs
shape the users’ spatial perception and strengthen their attachment to the space. The
important point is that while telling the story of Hagia Sophia, the story of Istanbul is
also revealed and relived as Hagia Sophia was standing since the beginning of the city.
Because of this, with Hagia Sophia, its surroundings in different periods of time are
also a subject to the museum (Figure 3.13). This is the hippodrome in the Byzantine
times where important events such as the sports, riots, celebrations that happened and
later the Blue Mosque in the Ottoman times (Figure 3.14). It has an urban memory
and an urban perception in it that comes with such an important structure that shapes
people’s perception of the area after the visit of this phygital space adding another

layer of importance and emotion on the visitor’s eyes.

57



andjhow. the Site infél}a;cf“éd with other structuresiin its
environs during different periods.

Figure 3.13: Animation of Hagia Sophia (DEM Museums, 2024b, 2:12)

the remnants of the Hippodrome are visible.

Figure 3.14: Animation of the surroundings of Hagia Sophia (DEM Museums,
2024c, 1:49)

3.3.2.5 The sphere (Las Vegas, USA)

The Sphere is an entertainment venue that provides a unique immersive experience
designed by the architectural firm Populous and developed by Sphere Entertainment
Co. which is 34 meters in height and 157 meters in width with a construction cost of

approximately $2.3 billion (Florian, 2023). It is located in Las Vegas, USA meeting
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the expectations of the area in terms of consumption and luxury. The capacity of it is

nearly 20,000 people including standing room, designed to host a variety of events,

from concerts to cinematic experiences (Figure 3.15) (Nisa, 2023).

Figure 3.15: The inner design of The Sphere (Florian, 2023).

The interior of the sphere has 16K resolution LED screen with 270 degrees angle of
view for the audience with 4D physical effects, including haptic seats and
environmental simulations and the exterior has around 50.000 m? LED panels (Nisa,
2023). This creates a phygital experience both inside and outside of the sphere (Figure
3.16, Figure 3.17). The outside also allows for creative designs in a huge scale
transforming the skyline of the city and serve as a phygital landmark. In addition to
the visuals, advanced audio technologies like beamforming and wave field synthesis
are used and they improve the experience and results in a more immersive environment
(Nisa, 2023). It is extremely enhanced by digital technologies to the point it seems

unrealistic which creates the complete phygitality.
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Figure 3.16: Inside the Sphere (Fury, 2023)
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Figure 3.17: The Sphere from the outside (Willems, 2023)

Beyond entertainment, its design and digital technology set an example for the venues
worldwide influencing future developments in immersive architecture and
experimental design. It is now a part of the city and its perception due to its
fun/relatable use that created a bond with the users. Gu et al. (2023) state that the
sphere is an example of Harvey’s spatial theory (2006) by executing the concept of
“relative space” through its physical design which is suitable for its surroundings and
“related space” and “time-space compression” by increasing accessibility in the area.
These statements might be correct in terms of its surroundings as there are copies of
Eiffel Towers, Egyptian pyramids, Roman fora and larger-than-life medieval Venetian
landmarks (Kucharek, 2024). However, to have a holistic approach, it is necessary to
point out that this structure is profit-oriented and not accessible to many parts of the

public. Moreover, its stance in terms of sustainability is also arguable.

3.4 Evaluation of the Chapter

This chapter investigated transformation of public space through digitalization with
emphasis on spatial and social aspects especially in underutilized spaces. Key themes
such as experience, accessibility, inclusivity, adaptability, identity, placelessness,

interactivity, immersivity have been researched in detail in terms of this
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transformation, yet these concepts remain mostly independently defined in the context

of digital-physical integration in existing literature.

In addition, underutilized spaces were introduced in this chapter with depth and

respectively space activation potentials through digital interventions were discussed.

Moreover, much of the existing research emphasizes spatial digitalization as
information and communication technology (ICT) or smart city narratives, with
limited focus on how individuals perceive, appropriate, and interact within these

evolving public environments.

The following chapter aims to help understandings of literature presented so far on
different types, sizes and focuses of spatial digitalization and phygital spaces and how
they active space through real examples of case studies from around the world.
In this chapter, examples of phygital public spaces of many different forms, sizes and
emphasis from around the world were explained thoroughly for a better grasp of the
term and outcomes of it. These case studies are based on either one or many of the
emphasis such as culture, community, interactivity, history and entertainment with
different levels of publicness for being able to see the many opportunities of them

being designed.

However, due to the novelty of the term naturally there needs to be additions of
empirical studies that explore these transformations from the perspective of users and
how they should and can be designed in real-world contexts. The following chapter
exhibits the qualitative research design employed in this study for experts’ insights on
phygital spaces. It details the selection of expert participants, the development of
interview questions, and the analytical methods used to interpret their insights on

phygital public spaces.
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4, METHODOLOGY

The methodology of the thesis is a qualitative method that includes a mixture of both
thematic analysis and framework analysis based on various experts’ opinions about
digitalization in urban space, phygital public spaces, underutilized spaces and the
potential of transformation of space regarding these topics. The data collection is done
through a questionnaire that consists of 10 questions with semi-structured interviews.
Their response was analyzed to identify common themes and patterns through the
thematic and framework analysis in relation with the prior literature review and case

studies.

4.1 Selecting and Consulting Experts

The criteria for selection of the experts were based on two points: willingness to
participate in the interview and reflect critically on the questions, and experience in
the topic intersection of public and digital space. Selection of experts was made on a
purposeful decision to include professionals with experience on intersecting the
themes of public space and digital transformation meaning both public space in terms
of urban planning and digitalization of some sort to get supported by their theoretical
and practical experience and interdisciplinary insights. In total ten experts have
participated in the research consisting of urban planners, architects, researchers and
digital technology practitioners who have had engagement and experience with the
intersection of public and digital space. The experts who contributed to this research

are as follows:

e Assoc. Prof. Dr. David Calas: Associate Professor of Architecture and Urban
Design, German International University, Berlin, Germany; Director, Studio
Calas, Vienna, Austria.

Expertise: Urban transformation, architectural design, and interdisciplinary

urbanism.
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Dr. Emilia M. Bruck: Urban Planner; Researcher, Institute of Spatial
Planning, Vienna University of Technology, Vienna, Austria.

Expertise: Urban planning, automated mobility, spatial digitalization and
explorative learning spaces.

Deniz Aydemir: Computer Scientist; Research Assistant at Massachusetts
Institute of Technology Senseable City Lab; Founder of MIX Experiences, a
platform for immersive geospatial augmented reality experiences to activate
urban spaces with new forms of art, USA.

Expertise: Spatial computing, urban-scale augmented reality, geospatial
technologies, immersive digital experiences

Cem Ada: Architect, Netherlands.

Expertise: Architectural design, experiential design, design visualization, Al,
user-centered design and phygital public space (based on thesis research).
Prof. Dr. Anli Atadv: Professor of Urban Planning, Department of City and
Regional Planning, Middle East Technical University, Ankara, Tiirkiye.
Expertise: Urban design, participatory planning, and environmental
aesthetics.

Dr. Selen Aksoy: Architect and Landscape Architect; Lecturer at Istanbul
Bilgi University, Istanbul, Tiirkiye.

Expertise: Architectural computational design, data-driven urbanism, urban
metabolism, and spatial transformation

Assoc. Prof. Dr. Orkan Zeynel Giizelci: Associate Professor, Department of
Interior Architecture, Istanbul Technical University, Istanbul, Tiirkiye;
Researcher at Digital Fabrication Laboratory, University of Porto, Portugal.
Expertise: Computational design pedagogy, machine learning in architecture,
and smart/sustainable interiors.

Prof. Dr. Olgu Caliskan: Professor of Urban Design and Morphology,
Department of City and Regional Planning, Middle East Technical
University, Ankara, Tiirkiye.

Expertise: Urban morphology, generative urbanism, and design thinking.
Assoc. Prof. Dr. Eda Unlii-Yiicesoy: Associate Professor, Department of
Urban and Regional Planning, Istanbul Technical University, Istanbul,

Tiirkiye; Senior Researcher at the Centre for Urban Studies.
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Expertise: Urban planning, public space, spatial relations, and urban
transformation.

e Assoc. Prof. Dr. Derya Giileg Ozer: Associate Professor, Department of
Architecture, Istanbul Technical University, Istanbul, Tiirkiye.
Expertise: Architectural computational design, digital heritage studies,

gamification in cultural heritage, and augmented reality applications.

While their professional titles varied, the aim of this was to create relevant and
informative data from different points of view. Their diverse backgrounds, research
and work created an environment to gain enrichment of data with various perspectives
on phygital public spaces. The geographical diversity of experts also contributed to the
richness of the dataset, resulting in many different examples of case studies given by
the experts. This helped to achieve a more holistic and comparative understanding of
different phygital spaces that are already implemented and might be in the future. The
inclusion of both academic and practitioner voices was crucial to have a variety of
outcomes that aren’t stuck to only theoretical discussion but also implementation
potential and practical strategies. The main reason for consulting expert opinions is to
obtain current and practical knowledge and insights from professionals and academics
with field experience. These opinions enabled us to conduct a multidimensional
analysis that is not limited to literature and to approach the phenomena from different
perspectives. The main areas where expert opinions that were seeked are urban
planning and design, to understand the physical transformation of public spaces and
their spatial use; digital technologies, to examine how digital applications relate to
space and how digitalization transforms public experience; sociology and theories of
public space, to evaluate social dynamics such as user behavior, spatial belonging,
social inclusion. The expert opinions in these fields both strengthen the theoretical
background of the research and enable me to make more in-depth inferences in the
case studies and findings section. Generally, this process prioritized different opinions
from different perspectives to create a relevant dataset to interpret forming a

foundation for the qualitative analysis.
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4.2 Creating the Questionnaire

The interview questionnaire was developed in alignment with research objectives and
questions trying to clarify the definition, creation and perception of digitalization in
public spaces, phygital public spaces and their use in underutilized spaces by the
experts. A semi-structured format was adopted, and the questions were open-ended so
that there was room for reflective responses that have more depth to encourage
participants to elaborate on their experiences, insights and interpretations. This format
was based on a two-step logic, the first one being the analytical framework from which
was derived from prior academic research and the second one being creating the
questions to map to these conceptualizations while still being general enough. This
enabled the experts to follow the fundamental principles while also answering in a
dynamic and unique way referring to there area of knowledge and expertise. For
example, the first question “How do you evaluate the impact of merging physical and
digital environments on public spaces?” pointing out the most basic pillars of the
research and warming the ideas up and planting the seeds for upcoming more specific
questions. This intentional format confirmed that the questionnaire could generate data

which could get rich content with a structure.

To be able to be more explanatory in this section, the research questions are presented

again with numbers for easier details further:
1. What is the potential for phygital space to transform public space socially and
spatially?
2. How can they be used to enhance the value and functionality of underutilized

public areas?

3. How do individuals perceive public spaces that integrate physical and digital

elements?

There were 10 questions with 4 sections which were made based on the recurring
themes about the issue that were adapted from the literature review, especially from
the phygital space research and its different dimensions on spatial, social and digital

technological context.

The first section focused on general definitions and the conceptual framework,

motivating the experts to reflect on the fundamental concepts of the emerging
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typology.

1. How do you evaluate the impact of merging physical and digital environments on
public spaces? This question was formed to understand how the experts view the topic
generally (positive/negative, ordinary/futuristic) and how they would define these
physical and digital environments at first glance to be able to answer the 3™ research

question.

2. What are the main advantages and disadvantages of phygital public spaces
compared to traditional public spaces? Tip: Consider aspects such as accessibility,
user engagement, privacy, economic opportunities, and overreliance on technology.
This question was formed to have an fundamental understanding of the difference
phygital space could bring both positive and negatively so that the following questions
can examine how it could be used for reconceptualization of public space. Here is the
first time the term phygital is used after the general introduction and it is also meant to
get more insight about the term as a start while they answer the question. Additionally,
some of the key words from literature is used here as a tip to encourage experts to add
specific details for these key words. This question is for answering the 1% research

question.

The second section explored the transformation of public spaces through digitalization,
questioning an assessment on how these innovations reshape and reconceptualize our

surroundings socially and spatially.

3. Which urban challenges can be addressed through digitalization in public spaces?
Tip: Some key challenges include overcrowding, rigid spatial configurations, lack of
engagement in planning, inefficient land use, and public safety concerns. This question
focused on more of the positive effect phygital spaces might have spatially following
the acknowledgement of advantages and disadvantages of both traditional and phygital
spaces in second question. The examples on key challenges which came from the
literature were given to elaborate on advantages of phygitality generally trying to

answer the 1% research question more in depth.

4. What are the key drivers accelerating digitalization in cities? Tips: Factors may
include urbanization, technological advancements, smart service demands, digital
governance, sustainability goals, and citizen engagement. This question was created

to analyze if the experts acknowledge -and at which level- rapid digitalization spatially
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and see it as something of demand from the people, and/or a strategy for policies. This

question was planned to answer some parts of 1% and 3™ research questions.

5. What aspects of digitalization contribute most to user experience and satisfaction
in public spaces? Tip: Think about factors like education, entertainment,
personalization, and engagement. This question was formed to further elaborate on
what the experts think about a demand and usage potential from people and to
understand in the case of these what would be some useful approaches for this demand
to be met and the space to be actually used by people from their perspective. The
factors from tips come from the case studies that are already designed and used these

ways.

6. Do you think phygital public spaces are effective in enhancing social interaction?
Under what conditions are they more effective? Tip: Social engagement could be
influenced by factors like design, ease of use, or cultural acceptance of technology.
This question was made to relate the approaches experts provided on the previous
question with the term phygital. To further understand how they would create a cause
and effect relationship in the case of phygital spaces being used and fostering social
interaction. Another goal of this question was to make them give examples on phygital
spaces that they can think of enhancing or not enhancing social interaction off the top
of their heads. The tips on the question is again to trigger both a comparison and blend
of traditional and phygital space in terms of both design, function and content.
Both 5" and 6™ questions are made to answer the 3™ research question in depth and

different perspectives.

The third section examined the potential of transforming unused and underutilized
spaces, especially focusing on the potential of phygital spaces have on revitalizing

them in a more sustainable and adaptive way.

7. What are your thoughts on transforming unused or underutilized urban spaces
through phygital approaches considering limitations of size, capacity, and location?
Tip: Examples include turning abandoned lots into interactive parks or using
projection mapping to revitalize historical sites. This question introduced
underutilized spaces after the experts embrace and understand the term phygital and
can now possibly link it as a way of creating a potential solution. The root of the

question is to emphasize the flexibility of phygital spaces and encourage experts to

68



talk about the functional aspect of phygital spaces. The tips also help to grasp the

concept with examples coming from the literature as examples.

8. In your opinion, can the integration of digital technologies provide a sustainable
solution for revitalizing underutilized spaces? Tip: Consider environmental,
economic, and social sustainability in your response. This question was formed to
emphasize the revitalizing (adding value) potential that phygital spaces might have and
encourage experts to give details about this potential both positively and negatively.
Both 7" and 8" questions are made to answer the 2™ research question in a detailed

way.

Finally, the fourth section addressed the need to reconceptualize public space and final
recommendations gathering experts’ opinions on limitations, possibilities and

generally the future implementations.

9. Do you think phygital public spaces can help create more attractive, functional, and
sustainable urban environments? If so, how? What are the biggest barriers to
implementation, and how can they be addressed? This question is made as a wrap-up
of the previous questions to gather general insights and investigate more of how these
reconceptualizations can be done in their point of view. This is the most complicated
and important question of the whole interview trying to extract experts’ conclusion of
their general idea, stand point, suggestions and where they foresee future problems. It
is also as a place that they can openly and comfortably disagree with anything that was
presented or came up in the questionnaire before. This question hopes to answer all

three research questions connecting them to one another.

10. Do you have any additional insights or perspectives on phygital public spaces?
This question is formed to not miss any additional opinions that might not be

considered while the creation of this questionnaire that the experts might add on.

The questions acted as both prompts for their reflection and data collection field that
can be connected to the theoretical framework and literature review. The questionnaire

can be found both in English and Turkish in the Appendix of this thesis.
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4.3 Procedure of the Interviews

All interviews were conducted one-on-one with online conferencing platforms based
on the availability of the experts. The length of interviews were between 45-75
minutes. The interviews were conducted either in English or Turkish, based on the
preference of the expert and they were recorded to be able to be transcribed later with
the participants’ consent. For non-English interviews, transcripts were analyzed in the
original language and translated into English for cross-case comparison later. All
transcripts were anonymized to protect participant identity. Digital files were securely

stored and organized with reference codes for each participant.

Before the interview, each participant was provided with a short summary of the
research topic, the aim of the thesis and interviews and ethical consent details. The
flow of the questions followed a relaxed narrative first with broad questions to get their
general ideas and gradually branching into more complex reflections. Experts were
encouraged to reflect on challenges, limitations and opportunities based on their filed
of expertise. If an expert emphasized a particular dimension of the topic, this was
motivated to get more insights beyond the scope of the original framework. There were
few themes that were pointed out by most of the experts, unanticipated which later
ended up giving new perspectives to the research due to this flexibility. This approach
signifies the importance of semi-structure that was used so that it supports not only the
targeted outcome but diverse perspectives and realities. Overall, the questionnaire was
a dynamic tool or a guide to understand the expert’s opinions in a way that it would be
easier to interpret what they mentioned. This flexibility in addressing the questions in
the interviews enabled to have a structured outcome with consistent data with various

different opinions.

4.4 Data Analysis Method

The collected data -their opinion, idea and responses to the questions- were analyzed
through a combination of thematic and framework analysis techniques. Thematic
analysis is a qualitative research method that is used to identify and categorize patterns
within the data that organizes the data in detail resulting in a good chance of
interpretation in the research topic (Braun & Clarke, 2006). Steps for thematic analysis

are familiarizing with the data, creating initial codes and then summarizing them into
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potential themes. Framework analysis is another qualitative research method that is
more systematic with predefined themes and is mostly used for applied policy research
(Goldsmith, 2021; Ritchie & Spencer, 1994) . Steps for framework analysis after the
thematic analysis is creating a framework, applying the data to the framework
(indexing), charting and mapping and interpretation. Framework analysis is as a deeper
continuation of thematic analysis. This dual and complementary approach allowed for
identifying the key themes and concepts that come from both the experts and the

literature to ensure a structured categorization and accurate interpretation.

Firstly, a preliminary analysis on recurring themes were taken from the literature about
phygital spaces, underutilized areas and digitalization in public space. These are the
core objectives that aim to answer the research questions. This first part of the literature
guided the coding process by delivering already defined thematic categories in an
organized way for the framework analysis. After transcribing the interviews, the data
was coded manually in Word into broader understandings for each question which
resulted in the word clouds that acted as a basis for the themes. And then compared
with each expert to be later coded into the key themes extracted from all the interviews
with the light of important terms and understandings that came from the literature in
Excel. This was needed in order to be open for emerging ideas from the experts that
were missing from the existing literature also using a thematic analysis still. This
process inside the thematical analysis enabled a reflexive dialogue between theory and
practice, wherein the empirical insights either confirmed, nuanced, or challenged the
theoretical assumptions found in the literature. Although the literature and expert
insights matched most of the time, the literature evolved repeatedly. The coding
structure was not rigidly applied but adjusted in response to the insights gathered,

allowing for a grounded theory approach.

Afterwards, a matrix structure was created in consideration of the framework analysis
that includes the responses from the experts under these key themes and sub-themes
previously defined -x-axis being the themes and sub-themes and y-axis being the
experts-. This helps to reveal a cross-cutting pattern and differences of experts’
perspectives such as positive and negative opinions on the effect of technological
developments on the social life and socialization possibility in public space. This
approach was used in order to later analyse how, on what and why the experts agreed

and disagreed.
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In the end, both the predefined themes that were supported with literature and emergent
themes from the interviews were combined to interpret how experts conceptualize and
evaluate phygital spaces. Their insights and ideas were also contextualized with the
boundaries of literature, allowing for a deeper understanding of possibilities in public
space in the digital age. This methodological integration helped to develop a more

practice-oriented and context-sensitive understanding of phygital public spaces.
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S. FINDINGS AND DISCUSSION

The findings of this research generally reveal that the integration of digital
technologies into public spaces -which result in phygital environments- change user’s
perceptions of space thus their experience and interactions. Key themes have emerged
through qualitative analysis of literature, case studies and expert opinions. The results
not only strengthen but also expand on the existing limited literature offering an
analysis of the valuable expert insights to the issue to understand if and how phygital
spaces could reconceptualize public space more. The reflection and discussions aim to
blend empirical data with academic discussions to pave the way for possible design

and policy strategies.

5.1 Expert Insights: Interview Results

In this section the answers of the questions will be presented under each question as a
summary with no interpretation. In general, the experts’ insights were mostly based on
similar ideas and approaches with basic design principles in mind but with some twists
due to their various past experience and perspective about the issue which created a
rich dataset. They all investigated WH- questions for almost every question and

situation that added on to the richness.

1. How do you evaluate the impact of merging physical and digital environments on

public spaces?

There was a general consensus that phygital public space has the potential to enrich
urban environments with innovative ideas enhancing user experience through a
different spatial perception. Majority of the experts agreed that the blending of digital
and physical spaces are already happening and emphasized that it should be an addition
on top of the physical space meaning to improve the conditions for a space, physical
measures of effective and decent design principles must be followed first and that
should go parallel to a digital enhancement. Further topics agreed by the experts can

be seen in Figure 5.1.
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Figure 5.1: Common expert insights.

2. What are the main advantages and disadvantages of phygital public spaces
compared to traditional public spaces? Tip: Consider aspects such as accessibility,

user engagement, privacy, economic opportunities, and overreliance on technology.

Unexpectedly, majority of experts assumed automatically that the phygital space is
suggested as a disregard and replacement of physical public spaces which created a
prejudice around the issue for the first few questions and after the explanation of a few
case studies they were more open to the idea and the positive effects. Therefore, many
of the experts pointed out that comparing the traditional space to an digitally enhanced
space to find out advantages and disadvantages of phygital spaces wasn’t relevant
because each had its own way of function and purpose. However, a general analogy
was made between the traditional physical public space and a designed phygital space
in terms of the senses and emotions. Many experts compared the daily sensations and
perceptions like noises of people, smell of a coffee place etc. to the potential perception
of phygital spaces. Some thought that the traditional way is more crucial and valuable
than the phygital one because the phygital one can be controlled and designed or
simply because the traditional one is more familiar in terms of daily life. On the
contrary, some of the experts thought that the interactive and immersive nature that is
a multiplication of different perceptions and sensations would make the phygital
experience more valuable and urge people to create a memory or meaning out of space.

Many experts emphasized that the information that phygital interfaces provide is much
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more memorable and integrated than traditional space. Because of this they can be a
great way to create a collective memory and reinforce local identity with urban
narratives, digital storytelling, gamification through spaces that have historical and

cultural value. Further topics agreed by the experts can be seen in Figure 5.2.
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Figure 5.2: Common expert insights.

3. Which urban challenges can be addressed through digitalization in public spaces?
Tip: Some key challenges include overcrowding, rigid spatial configurations, lack of

engagement in planning, inefficient land use, and public safety concerns.

Majority of experts agreed that digitalization can create innovative solutions for
practical issues like communication between users and stakeholders especially due to
the responsiveness potential of it. Almost half of the experts thought that digital
approaches are a great way to overcome rigid spatial configurations or investment
hardships in congested urban areas due to phygital space’s temporality opportunity
and flexibility in terms of space and context. While some experts mentioned that these
interventions would create safer environments, some pointed out that this would be
too controlling and they wouldn’t see it as an alternative for safety issues and rather
support the design and creation of socially controlled spaces for public safety. Further

topics agreed by the experts can be seen in Figure 5.3.
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Figure 5.3: Common expert insights.

4. What are the key drivers accelerating digitalization in cities? Tips: Factors may
include urbanization, technological advancements, smart service demands, digital

governance, sustainability goals, and citizen engagement.

Several experts agreed that all the factors given were drivers and highlighted the
importance of institutional adaptability and local implementation in these to really be
useful and accelerate digitalization. Also, many of them underlined that a demand or
need of these spaces must be recognized in order to create them in an equitable way.
They highlighted that these spaces must be accessible and inclusive for people to
match with public space design approaches that ensure a liveable and attractive
environment. Especially concerns of privately owned phygital spaces -even public
initiatives that require a profit- were raised because a digital addition would need a
budget and infrastructure and that would bring a more controlled area that could limit
community interaction, engagement and organic changes resulting in companies
deciding on who participates and what is the content of the phygital space. In contrast
to these perspectives, some experts were quite positive that local regulation and design
for phygital spaces from the municipality could create an open space where people can
express themselves. Overall, all experts underline that there is a need for thoughtful
design, ethical frameworks and governance models that pay attention to equity and
long term spatial justice. Further topics agreed by the experts can be seen in Figure

54.
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Figure 5.4: Common expert insights.

5. What aspects of digitalization contribute most to user experience and satisfaction
in public spaces? Tip: Think about factors like education, entertainment,

personalization, and engagement.

Majority of experts agreed that the most crucial thing to boost user experience and
satisfaction would be the extra knowledge they could get from digital interventions
that normally couldn’t be possible. Almost all of them gave examples of some type of
this and said that this would bring more awareness to existing space. Additionally,
many experts stressed the potential for data collection through these systems to achieve
a better designed space that comes from people’s choices rather than their statements
meaning a unique type of co-design. Generally, there is a consensus that these spaces
could be a game changer in a design process for something more permanent, they can
be used for collecting data and also creating a new way of participation for people.
Since they are very adaptable and sometimes interactive, people can change things in
a space to their liking allowing to express their ideas for the space and a personalized
public space for a limited time. Further topics agreed by the experts can be seen in

Figure 5.5.
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Figure 5.5: Common expert insights.

6. Do you think phygital public spaces are effective in enhancing social interaction?
Under what conditions are they more effective? Tip: Social engagement could be

influenced by factors like design, ease of use, or cultural acceptance of technology.

Some experts stated that because digital technology is generally a more individual
practice it would limit social interaction or social interaction wouldn’t have any
relation to digital enhancements, rather it would be related to the existing design of a
place. Yet, some experts stated that they can also be a great way of social interaction
because they can break down the wall of social anxiety and spark conversations
between strangers that normally wouldn’t happen or that they can be “things to point
at together” with people that could boost an interaction. In addition, they stated that
people might spend more time in a public space with these phygital qualities creating
more opportunities for this. Almost everyone stated the importance of design and ease
of use of phygital spaces to be able to attract people and create a satisfactory trace of

space. Further topics agreed by the experts can be seen in Figure 5.6.
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Figure 5.6: Common expert insights.

7. What are your thoughts on transforming unused or underutilized urban spaces
through phygital approaches considering limitations of size, capacity, and location?
Tip: Examples include turning abandoned lots into interactive parks or using

projection mapping to revitalize historical sites.

The necessity of existing physical design principles coming first is highlighted again
in terms of underutilized spaces by eight out of ten experts. Although many emphasize
there are many advantages and opportunities of flexibility of size, capacity and
location of phygital spaces, almost all experts argue that an underutilized space can be
fully transformed only with the help of physical improvement. Most of them thought
that digital tools should follow such a transformation, not preceding. But
monofunctional spaces that are underused with existing infrastructure is either seen as
an exception for experts or not even considered. Few examples that is given by experts
are using office parking lots for social meetups that use digital solutions temporarily
to its context’s advantage or using big venues in the same temporal way that are mostly
empty due to lack of purpose all the time. Further topics agreed by the experts can be

seen in Figure 5.7.
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Figure 5.7: Common expert insights.

8. In your opinion, can the integration of digital technologies provide a sustainable
solution for revitalizing underutilized spaces? Tip: Consider environmental,

economic, and social sustainability in your response.

The responses were again similar to the previous question. Majority of the experts
stated that basic design principles in physical space came first to create a permanent
effect. However, majority of experts said that revitalizing underutilized spaces would
be socially, economically, and spatially sustainable through digital additions.
Especially as reusing spaces for different purposes in different times were highlighted
again as socially and spatially sustainable. Some of the experts pointed out that
economic sustainability could be achieved maybe easier through this because it would
bring more people to the area of the underutilized space so after social sustainability.
Additionally, several experts mentioned that this can be a temporal way to confirm a
permanent project before being done in underutilized spaces. Further topics agreed by

the experts can be seen in Figure 5.8.
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Figure 5.8: Common expert insights.

9. Do you think phygital public spaces can help create more attractive, functional, and
sustainable urban environments? If so, how? What are the biggest barriers to

implementation, and how can they be addressed?

Majority of experts answered this question positively stating that they could be helper
but with careful integration, inclusive design, governmental/municipal inclusion and
continuity. All of the experts stated that for it to be permanent, it has to fit into the
cultural scheme of the public space and daily life. Many of them stated that the biggest
barriers could be funding and few stated age and digital literacy. But generally, they
agreed that this could be a placemaking potential through digital augmentation. Further

topics agreed by the experts can be seen in Figure 5.9.
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Figure 5.9: Common expert insights.
10. Do you have any additional insights or perspectives on phygital public spaces?

Additional emphasis was on real world relevance of phygital public spaces and public
awareness towards it with transparent processes. Many of them stated that
neighborhood scale co-design practices would be the best approach on phygital public

spaces.

5.1.1 Overview of results

Three out of five urban planners that have participated were very positive of the
general idea of the thesis and they assumed and adopted the phygital idea to open
public space directly. Two out of four architects were also positive about the general
idea but interpreted the questions more as a facade of a building or an indoor space.
While the digital technology expert was more oriented and following the questions,
other experts answered the questions intertwined with each other. Most of them gave
insights of future questions without even being asked. Additionally, in the beginning
it wasn’t very clear and far too general for the experts in which context these spatial
digital interventions could be which resulted in conflicted opinions. When they heard
digitalization for the first time with no context, many things came into their mind such
as social media, digital governance apps, smart city technologies like sensors, [0Ts,
smart urban furniture etc. and it was hard for them to orient through the questions apart

from these different forms and meanings of digitalization. These questions were
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clarified through the interviews for better understanding of them and for easier
understanding a word cloud is prepared for each question (Figure 5.10). Additionally,
below is a heatmap with important themes and how many experts responded to them

for each question (Table 5.1).

Table 5.1: Heatmap of expert insights per question.
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Overall, the majority of the experts have a recognition that public space is no longer
purely physical anyways, digital layers of many scales are embedded in urban life now.
Even when there wouldn’t be a large scale digital enhancement, everybody has their
phones which already changes the use of public space continuously (mostly said in a
negative way). Therefore, there is a need of developing new approaches -that is
appropriate to the context, culture and local cycle of life- of creating space that is
actually used, by planners, designer, policymakers and many more stakeholders and
phygital spaces could create alternative multifunctional and attractive public spaces

when the negative sides of digital technology can be manipulated accordingly.
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Figure 5.10: Word cloud for each question.
5.2 Integrating Expert Perspectives with Literature and Case Studies

The experts’ insights and perspectives generally aligned with the literature review and
case studies analyzed through the research. The recognition for our endless outreach
for a space we can use, live and occupy and digital world being rooted in our life
resonates with frameworks of Lefebvre (1991), Soja (1996) and Castells (1996).
Additionally, other great minds’ concepts that emphasize the importance of design
principles and high-quality public space match with experts’ observations and
conclusions. The concern and wish of a better design that serves the people was

generally the idea by the experts which was the driving point of many cases and
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examples discussed within the literature in relation with digital improvements. Case
studies were a good reflection of what the experts emphasized as there were mentions
of amix of cultural, historical, entertainment, public/private owned, used/underutilized
examples. Especially, the comments on space activation with the support of senses and
interactivity that affects the change of perception were common points with the
research. There were also parts from experts’ perspectives that complement new
additions to the research that wasn’t a part of the literature in detail. These were the
concerns for ethics and need for some type of regulation for phygital spaces and the
intense emphasis on the importance of the context. All experts were quite persistent

on these two topics that resulted in a richer integration of theory and practice.

Through this integration, it is obvious that expert insight not only support but extend
the theoretical and practical frameworks from the literature with fresh dimensions
confirming the transformative potential and complexities of phygital public spaces in

a contemporary urban context.

5.3 Thematic and Framework Analysis

Firstly, complementary thematic and then a framework analysis were conducted
systematically to be able to analyze and interpret the vast interview data to have the
most clear and useful information and policy recommendation from the experts.
Thematic analysis was used as the basis and starting point of the framework analysis
due to the similarities of both methods. First, all interviews were transcribed, and the
data was familiarized. After that, codes were created for each expert to estimate their
opinion in the best way possible, and themes were created with the guidance of the
codes. The themes were reviewed multiple times according to the research questions
and had additions that came from the literature and case studies to explain the idea
behind the theme better. Then the interviews were indexed with the determined themes
which means that they were applied and assigned to parts of the interviews. Then
multiple matrixes were created with the summarized data from the indexing to be able

to compare experts’ opinions on the themes and interpret.

5.3.1 Development of analytical themes

The orientation and guidance of the interview questions intended to enable the experts

to express their opinions on the issues in their way openly and clearly, thus causing
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the themes to simultaneously be fully accurate with the issue and open to new point of
views. After the thematic analysis process, there was 6 themes developed with sub-
themes to capture more details from the insights. The first theme is “Blending of
Digital and Physical Experiences in Public Spaces” with 2 sub-themes which are their
evaluation of phygital spaces and its comparison to traditional space. This first theme
originated from the answers of the first section of the questionnaire that has 2 questions
to understand the conceptual framework and general definitions from the experts. The
second theme is “Social Dynamics” with 3 sub-themes interaction, participation and
engagement/co-design that was a result of mostly the second section but also of overall
indications in the questionnaire. The sub-themes were separated purposefully to
enhance the difference of levels and meaning of these terms which are fundamentally
respectively encounters of people, an active taking part and cognitive, emotional and
behavioral involvement. Third theme is “Governance, Ethics and Regulation of
Phygital Spaces” with 3 sub-themes ownership, accessibility and inclusivity. The sub-
themes are integrated deeply with the literature due to being crucial terms but the
theme itself was an offering from the semi-structured questions. The fourth theme is
“Revitalization and Sustainability of Underutilized Spaces” that originated from the
third section in the questionnaire that investigated its transformative potential. The
fifth theme is “Space Activation with Digital Tools” with 5 sub-themes that are
enhancement of sensation/perception, emotion, memory, experience and urban
narrative which derived from overall answers. The sixth theme is “Context Specific
Design and Local Adaptation” which is also a result of the experts overlapping opinion
that initiated from the last section of the questionnaire where it was asked for future

recommendations.

5.3.2 Interpretation of themes to the framework

After the development and indexing of the themes and sub-themes, the framework was
developed with the summaries of the raw opinions of experts through six themes.
There are six matrixes in more detail assigned to each theme and a big matrix including
all themes for a better understanding of the outcomes. The detailed matrixes will be
explained first so that the holistic matrix can be understood more clearly. The
outcomes aren’t identical to each other with sometimes more details for some themes
and sometimes gaps within the matrixes depending on the experts’ own perspective

and background.
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5.3.2.1 Theme 1: Blending of digital and physical experiences in public spaces

Eight out of ten experts agree that there is some level of integration of digital and
physical experiences in public spaces and additional thoughts vary from
positive/negative impact to sensors and infrastructure in detail. Six experts see phygital
spaces as a new experience through it being a digital addition to physical space that
would benefit the existing physical space. Generally positive comments predominate
in terms of the basics of phygital spaces. A word cloud is presented below for better
understanding for frequency of topics mentioned as Figure 5.11 along with the

respective matrix for the theme (Table 5.2).
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Figure 5.11: Word cloud for the 1% theme.
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Table 5.2: Blending of Digital and Physical Experiences in Public Spaces.

Experts Their evaluation Comparison to traditional Keyword
space

A Integration of these is quite Traditional public space is the Integrated,
seamless nowadays but digital is inevitable goal and digital is an Layer
an augmentation that always addition to it.
reflects the precise moment where
it is used in physical space.

B It is more of a digital People don’t see traditional and Amenity
infrastructure, sensors and service enhanced space the same, so they
in public space don’t try to act like it but to immerse

themselves in the digital parts more
individually.

C There are many aspects to it like Digital enhancements create an Diverse,
sensors, the environment and an alternative to a permanent physical Alternative
interface level with people. infrastructure, maybe creating

simpler solutions.

D - Users of merged digital and physical Layer
spaces can only compare the two
with answering what value it brings.

E They could be both a bad As the experience enriches space, it Potential
experience that disconnects might be a way of getting people’s
people from space with personal attention more.
devices and also good one with a
design that utilizes digital tools
well.

F There is a new type of physicality It changes the perception of public Enhanced
created through digitality which is  space maybe by creating awareness
a new cross-section. for the existing space.

G The integration depends on the - Dependent
users and their interest and
background.

H As of now, such a discourse of - Unrealistic
integration or blending of digital
and physical spaces is too bold.

I The boundaries of such a - Integrated
distinction of digital and physical
space no longer exist.

J The integration of these spaces With new layers like visuals, Innovative

are positive because of an
information layer that doesn’t
need effort.

narratives and information, our
experience in space changes than the
traditional space (which is a different
and still valuable experience as is)
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5.3.2.2 Theme 2: Social dynamics

Half of the experts think that digital additions have a positive effect on social dynamics
in terms of interaction, participation, and engagement. Two of them think that they
don’t play a part in social dynamics and social issues should be dealt with basic design
principles mainly. And two other experts are neutral to their usage but are warning that
they should be used discretely to serve these social dynamics only. The possibility of
data collection in public space is also one of the important topics discussed in this
matrix. A word cloud is presented below for better understanding for frequency of
topics mentioned as Figure 5.12 along with the respective matrix for the theme (Table

5.3).

connection feedback inclusiveness
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Figure 5.12: Word cloud for the 2™ theme.
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Table 5.3: Social Dynamics.

Experts Interaction Participation Engagement/  Keyword
Co-design

A Digital enhancements Allows us to have more - Irrelevant
don’t necessarily improve  ideas of the residents
social interaction.

B It generates different types Might create better - Diverse
of interactions but that outcomes because it is interaction
might not be the result of  used to get data
digital technology.

C Pointing at things together ~ Adding a digital layer They canbeused  Convenient
is the core of interaction makes it possible for a to show a
and digital enhancements  lot of people to preview of space
could create many things participate in the while being
to point at with people. imagination of what a designed to make

public space can be. decisions on it
with the people.

D A digital layer must be Personal devices must - Dependent on
designed in a way that not be the approach to design
would enhance interaction  create a suitable
than diminishing it. environment for

participation.

E They help the creation of  The interactive nature makes participation Easier
an arbitrary collective and engagement to space easier and more
formed by users. effective maybe.

F People are attracted to space through digital tools and ~ Adding digital Communi-
meet in physical spaces enhancing interaction that layers to design cation
makes them spend more time there than usual. processes is

much more
meaningful than
seeing it as a
billboard.

G Social interaction is Working with different - Goal
crucial in phygital spaces  types of people is
which is what is aimed. beneficial for

participation such as age,
gender etc.

H Interaction is encounters Community engagement and participation Irrelevant
of people and aesthetic cannot be discussed through these digital
experience is individual enhancements because there is very little
not social. material to talk about.

I It can increase interaction. It could be used to get There isnotyeta  Method for

data about the demand. bottom-up design
approach on
these spaces.
J It is an effective way to - Gamification of Effective

increase interaction.

spaces can be a
great way to co-
design and
engage people.
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5.3.2.3 Theme 3: Governance, ethics and regulation of phygital spaces

Six of the experts’ state that regulation and conduct is necessary for phygital space
especially since they can become controlled spaces either by the government or a
private company. The general idea is that this controlling aspect could limit the
accessibility and inclusivity of space because the question of “who can use?”. They all
made sure that accessibility and inclusivity are must components of public space in
any case so there isn’t any difference in terms of this aim with a digital reasoning
behind. A word cloud is presented below for better understanding for frequency of
topics mentioned as Figure 5.13 along with the respective matrix for the theme (Table

5.4).

governance

ownershlpethics
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Figure 5.13: Word cloud for the 3" theme.
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Table 5.4: Governance, Ethics and Regulation of Phygital Spaces.

Experts  Ownership Accessibility Inclusivity Keyword
A Digital enhancement of - People who are Controlling
any kind requires a disadvantaged such
budget, even through a as homeless people
public entity it will have a might not be
profit-driven or welcomed in these
controlling approach that spaces.
needs a digital conduct to
be developed.
B They create a controlled - Might create Controlling
space either by a private or inclusivity issues
government. There should
be implications and more
research on the effects.
C Ethical barriers like It must be made sure that public space is still Inclusivity
privacy or publicness of truly public and available and free for
space are difficult everyone. Digital additions might only serve
problems. privileged groups if not community oriented.
D A digital layer means Space can be more - Reachable
controlled and regulated accessible through a
which can be both good digital layer in terms of
and bad so there must be a  time of the use.
balance of openness and
security.
E - Accessibility and inclusivity are about the basic  Irrelevant
design principles so the physical part not the
digital one.
F The borders and level of - - Prepared
digitality must be
determined to decide on
what should be regulated
and controlled.
G - Public space must be accessible and inclusive Irrelevant
in any case, here the difference can be to
determine who demands the digital additions.
H The digital space is Digitalization is a tool =~ Because of the high Controlling
controlled and limits the of inequality now; possibility that these
publicness of space. there is a serious spaces are private
difference between and for a fee, it is
societies that can semi-public so not
access digital entirely inclusive.
technology and those
that cannot.
I - The accessibility of - Promising
digital technology
might be limited
because of
infrastructure but will
be overcomed with
time.
J - - - -
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5.3.2.4 Theme 4: Revitalization and sustainability of underutilized spaces

While three experts suggest that phygital space interventions in underutilized spaces
are an exceptional potential to activate these spaces and incorporate them into the
urban fabric, seven experts think that they can be a supporting way of this but shouldn’t
be the main approach for a transformation in underutilized spaces. Some state that for
a full transformation there must be something permanent that can fit into someone’s
routine, and they don’t see digital interventions as such. Especially, spaces with
existing infrastructure are seen more positively for such a transformation because the
missing physical aspects are seen as already existing in this space and it is still
underused so digital touches can be a way to revitalize. Additionally, because of this
most experts see this approach as socially, economically, and spatially sustainable
through repurposing/refunctioning. A word cloud is presented below for better
understanding for frequency of topics mentioned as Figure 5.14 along with the

respective matrix for the theme (Table 5.5).

infrastructure

“reuse
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Figure 5.14: Word cloud for the 4 theme.
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Table 5.5: Revitalization and Sustainability of Underutilized Spaces.

Experts

Keyword

A

The biggest advantage of digital advancements is an opportunity to gain
attention for certain underused and unrecognized spaces. It is sustainable
socially and spatially.

Integration of digital technologies can provide a sustainable solution for
revitalizing underutilized spaces under circumstances, they can support
the process, but they aren’t transforming space by themselves.

Digital could be a few steps ahead of physical but ultimately physical
investment must happen to really revitalize the space, it could be used as
a drive to engagement and investment that would result with the aimed
physical redevelopment.

It is a good way to activate space in a flexible and temporary way without
physical investment needed. But there needs to be supporting reasons to
use a particular underutilized space, digital things aren’t enough by itself.
The reason behind why this space isn’t used must be investigated and
connected to a supply demand approach.

A well-designed physical space is needed for revitalization, digital
technology or digital tools are an addition of support.

It is a great opportunity to revitalize the underutilized spaces from big
parks to facades which would be very sustainable spatially.

There is a potential of revitalization that would direct people into these
areas providing economic, social and spatial sustainability but it is
important to decide the reasoning behind it. If it is profit-driven, it might
as well stay as it is.

There is a temporary possibility of transformation of underutilized spaces
but just because there aren’t many examples yet, it is not likely that a
low-quality space is transformed with increased user experience. And
sustainability shouldn’t be searched with digitalization.

It has a great potential for especially monofunctional spaces with an
existing infrastructure to integrate them into the urban fabric.

Underutilized spaces must be transformed without digitalization first and
be in someone’s routine, after that it can be an addition.

Intriguing

Secondary

Temporal

Temporal

Secondary

Potential

Potential

Temporal

Potential

Secondary

5.3.2.5 Theme 5: Space activation with digital tools

The opinions of experts differed greatly in this theme where some of them mentioned

all the sub-themes and some were more superficial. Eight out of ten experts thought

that perception of space changes in some way when digital tools are incorporated.

Many of them also mentioned that this change of perception comes with the change of

sensing the space differently, most of them referring to at least one of the senses being

augmented with digital tools. Two of the experts directly linked the enhancement of

emotion directly to this change of perception. While three of the experts suggest that
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the digital interventions made space more memorable and created a collective memory
when directly connected to social interaction, one expert thought that this wouldn’t be
the case because it is happening in an unnatural way and others didn’t mention this
sub-theme. Unlike six of the experts that see the experience of phygital space as an
addition to the physical space, two experts thought that it would be an entirely new
form. Also, for the same sub-theme, two experts didn’t mention anything relevant. In
terms of urban narrative, six of the experts pointed out that digital interventions would
be positive to create more interaction and information in and about space. These were
seen as cultural, historical and social aspects of urban life that could be improved. One
of the experts was neutral about the effect and two experts didn’t mention anything
relevant about the urban narrative. A word cloud is presented below for better
understanding for frequency of topics mentioned as Figure 5.15 along with the
respective matrix for the theme (Table 5.6).

heritage

sense

rELGg”lLlUn
Cu tu r-ue BXperlence
storytelling .
connection engagement representation perception

Figure 5.15: Word cloud for the 5 theme.
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Table 5.6: Space Activation with Digital Tools.

Enhancement of..

Experts Sensation/ Emotion Memory Experience Urban Keyword
Perception Narrative

A Digitaliza- - - It might bring - Collective
tion has a a collective
chance to experience for
synchronize people in an
the existing
perceived physical
space with public space
inhabitants
in public
space.

B They affect - - - They affect Minor
how we how we difference
perceive navigate
space space.

C - Telling the story of a - Digital Identity

space that includes storytelling
curiosity, and playfulness enhance
adds emotion and attachment
memory to everyday to places
spaces through
layered
historical
or cultural
narratives.

D The triggers - - Adds an Sensations  Novel
of space are experience to  could be experience
the basics traditional integrated
like senses space which with the
to make a makes it digital
place. multifunctiona  application

l and that is

interactive. projected
onto urban
space.

E They stimulate the senses Has an Creates anew  Gives the Adaptable,
and load information impacton type of reality  possibility  Identity
triggering perception and collective  within of space
thus emotion and changing ~ memory, physical design
the meaning of space. its space, even on a

constructio changing the blank
nandthe experience of  canvas that
creation of the space and  can be
aculture. activate changed
sensory ones.  constantly.

F It changes - - Additions of Public spac  Activating
the whole experiences is used
perception and playful more
of public interactivity actively,
space. can boost a effectively,

sense of for longer,

belonging. activating
the
physical
space.

96



Table 5.6 (continued): Space Activation with Digital Tools.

Enhancement of..

Experts Sensation/ Emotion Memory Experience Urban Keyword
Perception Narrative
G - - The When the Irrelevant
experience identity of
should be cities and
mild enough  their
to blend in physical
with the reality don’t
physical create a need
environment  for
interaction,
digital
technology
may not be
necessary.

H This can give a different It wouldn’t It has the - Cautious
form to the processes of create potential to
sensing, feeling and memory  transform
mutual learning. because it  the organic

is not experience,

organic. into another
form that is
created with
predefined
content. We
cannot
anticipate
the
outcomes
yet.

1 It gives a - It multiplies It provides Impressive
new the new ways of
perspective experience urban
and by inverting  historical
perception the narrative
of the relationship  that could be
space at of the user very
the same and space informative.
location with being
and time impressive
especially and
when immersive.
supported
with
senses.

J The spatial The aim It would It can Expansion
perception should be create anew  increase the of
can be tocreatea  type of awareness of understand
enhanced memorable learning an urban ing
with digital environme  experience space with
tools. nt seamless

information
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5.3.2.6 Theme 6: Context specific design and local adaptation

All experts argued that any level or kind of phygital space must be context based which
includes the content, culture, scale, location, existing situation of the physical
environment, users and many more. They all think without a context of specific space
the evaluation of the phygital space is impossible since the context might vary vastly
especially in different cultures but also in the same city or even the same
neighborhood. It depends on the people’s existing perception of that space to be able
to assess the change. A word cloud is presented below for better understanding for
frequency of topics mentioned as Figure 5.16 along with the respective matrix for the

theme (Table 5.7).
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Figure 5.16: Word cloud for the 6 theme.
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Table 5.7: Context Specific Design and Local Adaptation.

Experts Keyword

A A context-oriented design approach is needed to have a certain Consequence
observation and outcome with an emphasis on where the digital
enhancement is done, by whom and how it could impact the public
space.

B Technologies aren’t the fast and easy solution; purposeful Dependent on
implementation is needed depending on the context. Social innovation,  policy
political will and change in public administration processes are needed.

C Digital technologies are tools, not solutions. A sustainable integration Need-driven
must be adapted to local social, cultural and political contexts and must
match people’s needs rather than just being aesthetic or entertainment
functions.

D The design can never be disconnected from the context and the people. =~ Dependent on

design

E It depends on the place, scale, need and context. It might not be Conditional
possible in every culture or urban environment.

F Design has an important role here. Digital additions can be integrated Dependent on
according to its scale, context, need, demand, user profile and usage design
patterns.

G The concept of phygital depends on the design, location and situation Acceptance
such as ease of use or cultural acceptance.

H It is necessary to create a discourse of meta-digitalization formed by Open to
associating the typologies of different types and contexts with how the  correction
experts evaluate them through a feedback mechanism.

1 The most important aspect is to integrate culture and locality into these  Integration
spaces that would spark the interaction and participation.

J The local adaptation and harmony of space is very important for people Acceptance

to accept it.

5.3.2.7 Overall analysis

The general matrix, including all themes helps for a holistic understanding of the

experts insights on phygital spaces and its different layers (Table 5.8). Overall, it can

be said that the majority of the experts see phygital spaces as an opportunity for

promising space activation and enhancement but without forgetting the essentials for

proper design and planning structures and principles. They see it is an added value to

a space, and that public space should already be of high-quality, accessible for all,

inviting and welcoming both physically and by digital content. There is a tie in terms

of if social interaction could be achieved in phygital spaces mostly because of digital

technologies’ way of personalization and individualism. When the warning of careful

use is added to the agenda, most experts state that digital interventions (DI) have
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positive outcomes for social dynamics. Majority of experts also state that there should
be regulations or any kind of set of rules to make this space more accessible and simply
available. Moreover, most of the experts think that digital additions should be more of
a supporting tool rather than the main approach for revitalizing an underutilized space
next to infrastructural and economic investments that are needed to happen to the space
in the meantime which they see as physical. The greater part of the experts also think
that space can be activated through digital tools, and it is most of the time an effective
or easier way to do it. Finally, all of the experts stated that phygital spaces depend on
the context and can be successful only if it matches the physical, cultural, social and

political sphere of the designated space.
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Table 5.8: Consolidated Framework Matrix

Themes Blending of Digital Social Dynamics: Governance, Revitalization and Space Activation with ~ Context
and Physical Interaction, Ethics and Sustainability of Digital Tools Specific Design
Experiences in Participation, Regulation of Underutilized Spaces and Local
Public Spaces Engagement Phygital Spaces Adaptation

Experts
A is happening, DI doesn’t have an effect is needed DI is an excellent opportunity DI doesn’t have an effect, is needed
digital is an addition to for this depends on basic design principles
existing space.
B is happening, DI has a positive effect, is needed Dl is a supporting tool but not - is needed
it should be seen as a but not necessarily needed the main
service/infrastructure.
C is happening, DI has a positive effect, is needed Dl is a supporting tool but not DI has a positive effect, is needed
is a temporary alternative to is very useful the main can be an effective way
physical
D - Neutral, is needed Dl is a supporting tool but not DI has a positive effect, is needed
DI must serve social dynamics. the main is stimulating & interactive
E is happening, DI has a positive effect, - Dl is a supporting tool but not DI has a positive effect, is needed
depends on the intention to makes social dynamics easier the main is stimulating & interactive
be something beneficial.
F is happening, DI has a positive effect, is needed DI is an excellent opportunity DI has a positive effect, is needed
is an addition to existing increased time in public space for this is stimulating & interactive
space.
G could happen, Neutral, - Dl is a supporting tool but not DI doesn’t have an effect, is needed
depends on users. DI must serve social dynamics the main may not be necessary
H won’t happen soon DI doesn’t have an effect is needed DI is a supporting tool but not DI doesn’t have an effect is needed
the main
I is happening DI has a positive effect - Dl is an excellent opportunity DI has a positive effect, is needed
for this. is stimulating & interactive
J is happening, DI has a positive effect, - Dl is a supporting tool but not DI has a positive effect, is needed
is an addition to existing is an efficient way for social the main is stimulating & interactive
space dynamics
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5.4 Reflections and Discussion

To go beyond what was found through literature, experts’ views and explain why the
findings matter, how they can be used and what they can add to the field, this section

is crucial for the research.

The thesis has addressed the potential for phygital spaces to transform public space
socially and spatially, the way that it can enhance the value and functionality of
underutilized public spaces and the change of perception of users regarding these
spaces. It has explored these transformative effects and outcomes on public space to
revitalize space and create a safe space for social interaction, sense of belonging and
new possibilities. The findings support that people’s perception changes with digital
interventions incorporated in space and thus transform and re-integrate underutilized

spaces into the urban fabric by making them more attractive, accessible and flexible.

To be able to interpret the results from the interviews in detail, it is crucial to see the
patterns and inconsistencies of consensuses and conflicts. Questions of what the
meanings behind the findings are, how they can be used, how they match and
contradict with literature, what they contribute to literature and why experts disagree
will be discussed below in detail. In a general sense expert opinions were a great match
to the fragmented insights from different scholars in the literature review. The theories
that came from literature match with the majority of the outcomes of the expert’s
opinions. However, integration of expert interviews and literature together allowed the
literature to evolve from a predominantly theoretical and descriptive analysis -
although there are some case studies in literature- into a more grounded, practice-
informed, and critical perspective. Initially, the literature provided a conceptual
foundation and basis framework for the thesis but later expert insights introduced real-
world complexity that revealed and anticipated both the positive transformative
potential and limitations of phygital interventions that would present itself in the
potential design and development period thanks to experts’ professional experiences.
Literature often being only positive about the issue and skipping very important details
such as governance, ethics and context was enhanced with real world possibilities of
limits. As a result, literature evolved to embrace a more critical, contextual, and
reflexive understanding of phygital public spaces shifting from a more abstract concept

to an actionable framework grounded in lived professional experience.
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Generally, it is vital to point out that although experts’ backgrounds were influential
in terms of results, all occupation groups’ ideas were quite sharply divided in all
questions. Half of the experts were positive about the phygital approach while the other
half were more critical for each question independent from the questions. The
disagreements coincide neither with questions nor the professional backgrounds of the
experts and it is interesting and odd that this 50-50 split is maintained even when the
profile of experts and questions change. This suggests that the nature of the topic is
polarizing and that individual experiences or perspectives might play a bigger part.
However, it is crucial to also acknowledge that there were aspects that all experts
agreed and even brought up without being asked because of their common background
from basic design knowledge and approach which contributed immensely to the thesis.
When looking at the majority of the experts, it seems that digital interventions are seen
as a layer and addition but not one that can be attached and detached immediately with
no context and background. First of all, the case studies show that these interventions
are designed not simply to deliver information or enhance efficiency like the earliest
implications of technological use in cities, but to reshape spatial narratives, influence
emotions and behaviors, and foster new forms of interaction and co-presence. Also,
experts interviewed in this research consistently emphasized the need for intentional,
embedded design where technology is not isolated and isolating but woven into the
material, social, and symbolic fabric of space. Therefore, although digital technology
is conceptualized verbally as a supplementary feature by many experts, it still seems
to be made as an embedded agent of space to be able to support basic design principles

and spatial transformation.

5.4.1 Integration of physical and digital spaces

Although the term phygital was new to many experts -which is why there weren’t
many relevant comparisons to its definition in their eyes-, majority of experts agreed
that the blending of digital and physical spaces is already underway. All urban planners
emphasized that digital interventions are additions, overlay to space no matter how
seamlessly integrated and immersive a space is. It can be inferred from the findings
that phygital spaces were perceived as a replacement and threat for physical public
space when asked to compare both which ended up triggering experts to protect and
defend physical public space. This is thought to be due to the dependency on digital

technologies people have now and the probability of increase in the future. On the
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other hand, the information layer is stated as an advantage to create more attraction
and awareness in space. The findings can be used both to internalize the importance of
physical public space regardless of any addition and to be open for new alternatives

for designers and stakeholders that are responsible for these spaces.

Experts’ insights prioritizing public space as primarily physical match with opinions
of scholars Crang (2000), (Mitchell, 2003), Sassen (2011), Ada (2023) and contradict
with opinions of Weber (1968), Light (1999), Batty and Miller (2000), de Freitas
(2010), Bettivia and Stainforth (2022) that see physical and digital as a whole.

Findings of integration of digital and physical contribute to the literature showcasing
both advantages and disadvantages that the layers added to physical space can bring.
The disagreements predominantly emerged from differences of profession. While
urban planners were more critical of the concept generally emphasizing the importance
of physical public space, architects and digital technology experts were more open and
positive towards the idea. This is thought to be due to the political background of urban
planning that results in warnings in urban planners’ perspectives especially when

compared to traditional space.

5.4.2 Sensory experience and memory

Key findings indicate that experts emphasize the potential of a positive and enhanced
experience in phygital spaces that triggers senses, emotions and thus collective
memory creation. It can be used very efficiently to deliver a story of a certain space
contributing to the greater urban narrative. Furthermore, digital layers can reveal
hidden histories, create multisensory immersion, thereby extending the spatial
experience beyond visual aesthetics or functional use, simply providing a layer of an

urban environment that cannot be found otherwise.

Key themes from the literature review such as digital placemaking, space activation
through digital interventions (Pavlaki, 2021; Chen et al., 2022) were mentioned by
almost all of the experts in a positive way complying with each other. Especially the
cultural values and leisure time activities in public spaces were very visible in many
of the case studies. Additionally, opinions of enhanced experience, perception,
sensation, emotion, and thus identity matched with examples from laconesi & Persico

(2013), Liao & Humphreys (2014), Nofal et al. (2017) and Ajina & Al-Saaidy (2025).
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Although these topics are frequently covered in literature, the impressive and
immersive experience that comes with a playful and interesting learning experience
are additions to literature from expert opinions. There were many differences of
opinions and disagreements due to personal standpoint on if/how these key words -
sensation/perception, emotion, memory, experience and urban narrative- can be
enhanced. Although everyone that had a positive approach towards phygital spaces
linked enhancement of sensation/perception and experience in a positive way, only

four experts connected these further into emotion and memory.

5.4.3 Practical benefits and data utilization

The findings revealed that digital technologies are seen both as individual and social
from different perspectives. However, majority of experts agreed that digital
technologies can create innovative solutions for practical issues such as participation,
co-design and engagement potential due to phygital spaces’ responsiveness. Although
experts envisioned many different ways to create phygital spaces, many stated the
opportunity of data collection of people’s ideas and behaviors. These findings can be
used to emphasize the potential of design of phygital spaces that centralize bottom-up

design principles in a novel way.

Some particular and quite crucial examples from the literature match exactly for
potentials of participation and co-design in phygital spaces such as the phygital project
made in Volpiano, Italy to engage people to participate in the design process of a
square by Bazzanella et al. (2014) and further designs made with this concept from
van Leeuwen et al. (2018), Brusaporci & Maiezza (2021), Belaroussi et al. (2024),
Cevallos Andrade & Del Blanco Garcia (2025), Guridi et al. (2025). These examples
further support the idea that phygital spaces can be tools for integrating people to
design processes and contribute to literature as a possibility of data collection from

citizens in the process in various ways.

Half of urban planners and some architects were more judgmental about if phygital
spaces can create more social interaction and participation mostly because of assuming
that digital technologies are something individual. However, the rest of the experts
were positive about the idea. The reason for disagreement here was personal views of

effects of digital technologies.
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5.4.4 Temporality, flexibility and revitalization

The findings exhibit that for a full revitalization it is a fact that basic design principles
should be prioritized. These spaces can be activated through digital additions but that
has to comply with design principles to integrate it into the surroundings of that place.
These sharp outcomes can be useful to have a holistic approach integrated with
characteristics of the surroundings when designing these spaces with the goal of

activation.

Key words from the literature that was stated as a contribution to the value of phygital
spaces such as interactivity and adaptability is matches with experts’ positive attitude
(Bishop & Williams, 2012; Nofal et al. 2017; Giovanni, 2018; Ajina & Al-Saaidy,
2025). However, revitalization potential of these spaces contradicts slightly between
the literature and expert opinions. While many experts insisted that phygital spaces
cannot be used as the only method for revitalization, examples of previous case studies

in literature from Bazzanella et al. (2014) and Jonescu et al. (2022) show otherwise.

There wasn’t much disagreement about revitalizing underutilized spaces but for those
who did, it was because of the difference in perspectives arising from the difference of
professions. While many experts supported the revitalization potential of such spaces,
they all -especially urban planners- underlined that basic design principles are needed
to support this process. The disagreements were whether it should be used as a
temporary or permanent way. Mostly architects thought that a physical investment is
mandatory for permanent revitalization and phygital approaches can activate the space

and its surroundings enough for a physical investment.

5.4.5 Critical perspective, ethics and governance

The findings show that there was a negative prejudice on phygital spaces from the
experts about the governance of these spaces. This negative prejudice most probably
comes from technologies’ ties to standardization, privatization and limiting possibility
of public space being accessible for only a part of society rather than its essentials
which should be a space for everyone according to the fundamental values of urban
planning and architecture. These ties come from the fact that digital interventions may
require more funding initially, so an outside hand -that is there for profit- might be
needed which would result in profit-oriented, one-size-fits-all digital solutions or

universal design templates that ignore spatial, historical, or community-specific
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characteristics. They showed that context-specific approaches are critical for the actual
use of these spaces and should be one of the pillars of design in this sense. The findings
can be used to implement necessary needs and demands while taking into
consideration of cultural appropriateness and locality, simply people. And when
phygital layers are designed with this sense, it makes them more legible, relatable and

embraced by the community.

Therefore, it is important to see both sides of the coin, even though these interventions
may need more budgets at the beginning, because of the freedom of implementation,
content and context of them, they may be powerful alternatives as a design strategy
when ethical safeguards are proactively embedded. These findings can be used to
design spatially and socially just phygital public spaces. It is also very remarkable that
they were emphasized with such importance and should be derived lessons from for

future implementations.

All experts brought up opinions about the importance of context and content
themselves without asking, supporting the context-specific designs especially from
case studies, but also context-based definitions of phygital spaces made by Nofal et al.
(2017) and Vecchio et al. (2023) and concerns of controlled spaces and data privacy
issues stated by Greenfield (2017) and Zuboft (2019). Majority of experts thought that
phygital spaces could limit accessibility and inclusivity so suggested that there should

be a conduct in the making of phygital spaces to avoid a misusage.

It 1s such a new topic with such small amount of implications in urban planning -and
mostly with good content and examples- that necessities of governance details weren’t
discussed as an issue in the scanned literature review. The contribution here lies in
framing governance and ethics not just as an option but as a must-have policy and an
important reminder for different stakeholders to consider the location, need, demand,
user profile, culture, and patterns of usage specific to the designated area to be able to
have functioning phygital public spaces. There was no disagreement on these aspects
because of experts’ emphasis on basic design principles that emphasizes the

importance of design considerations that prioritize users’ well-being and right to space.
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5.4.6 Suggestions of practical design principles

After a rundown of reflections and personal perspective on the constructed themes, it

is essential to suggest some practical design principles in accordance with the findings.

Therefore, design principles that emerge from each theme are presented below.

Design Principles from theme 1: Design phygital spaces as cohesive experiences, not

separate layers.

Favor augmentation over replacement: digital features should reveal or deepen

spatial meanings already present.

Integrate digital experiences that evolve over time and adapt to user

engagement patterns rather than relying on one-time events or installations.

Avoid treating digital technologies as afterthoughts or visions; they should be
meaningfully embedded into the spatial logic and use-patterns of the place.

Design Principles from theme 2: Design for attention of users that results in interaction.

Encourage interaction among users to support social dynamics -not just
between individual and screen through layered access to digital interventions-

combining physical cues, instructions, and alternative analog interaction points

Allow for adaptive participation strategies; meaning users can participate in

shaping the content

Include co-design practices that invite both citizens and local stakeholders into

the conceptualization and implementation of the space

Design Principles from theme 3: Embed transparency, accessibility, and inclusivity in

the design of digital layers.

Centralize accessibility and inclusivity into the core of phygital design by

offering multiple interfaces, alternatives and culturally responsive content
Make data use, ownership, and digital rights clear and visible to users

Establish public ethic and governance conducts and regulations to control

private digital interventions in shared spaces

Design Principles from theme 4: Employ phygital design as a tool for tactical and

narrative urban revitalization.

108



e Use the potential of flexible and adaptable digital interventions to test the needs

and stimulate underutilized areas

e Focus on revealing the existing and underlying value, memory, or potential of

underutilized spaces to avoid superficial implementation

e Implement possibilities for a variety of underutilized possibilities in terms of
size, function and existing quality to differentiate necessary actions -i.e.

different needs for monofunctional or neglected spaces-

Design Principles from theme 5: Design phygital experiences that trigger sensation,

emotion for new perceptions

e Use sound, light, interactivity, and storytelling to trigger emotional connection

and collective memory.
e Ensure content is locally meaningful, not just visually impressive.

e Allow space for uncertainty, interpretation, and slowness -not all interaction

must be immediate or gamified.

Design Principles from theme 6: Design with existing conditions of local, spatial,

social, and cultural values.

e Consider spatial and ethnographic research before design; treat digital design

as basic and place-based design principles
e Ensure continuity with local customs, values and daily life patterns.

e Discard universal templates; prioritize form, content, and interaction modes to

the site’s specific character and community

These design principles were developed by paying great attention to existing
guidelines and suggestions of space production both as basic and urban design in the
digital age, and experts that have proficiency and many years of experience in their
fields. They hope to offer a practical framework for guiding digital interventions in
physical public space ensuring for digital layers to be created to serve spatial, social

and cultural reliability.

Thus, urban planners are encouraged for collaborating with other disciplines such as
digital technologists, artists, and also communities to co-create phygital spatial

interventions that are responsive to local needs, cultural narratives, and social
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inclusion. Digital technologies should be embraced as integrative and innovative tools.
Moreover, they should always stay in the lines of basic design principles and prioritize
quality of life and space, and well-being of citizens. By implementing digital
technologies to public space in accordance with basic design principles and urban
planning goals, they support a promising idea of creation of equitable phygital spaces
that prioritize users and spaces that can introduce new layers of meaning, identity and

usc.

5.4.7 Weaknesses, strengths and contributions of the thesis

For a holistic discussion, additions and comparisons of weaknesses, strengths and

contributions must also be acknowledged.

Certain weaknesses such as the reliance on a small sample size of expert opinions limit
the generalization possibility of findings and the study’s focus to only urban context.
In addition, urban space activation was investigated in a sense of a developed or
developing country approach of public space. Therefore, the findings are not
statistically generalizable but offer rich and contextual insights to the topic from
competent professionals. Further research with broader representation in terms of

users’ experience within an extensive sample size is needed to be able to generalize.

Since the term of phygital is relatively new and quite rarely used in terms of spatial
aspect, the strength of this thesis lies in its original contribution to the growing
literature particularly through its combination of gathering theoretical insights from
the literature, diverse case studies and expert opinions. This contribution to the
discourse is through its comprehensive research on the effect of spatial digitalization
on public spaces, the term phygital spaces in an urban context and digital placemaking.
Moreover, it gives concrete examples of case studies organized under the term phygital
which wasn’t encountered through literature review. Additionally, the importance of
the findings contributes to digitalization examples and chances in an urban context by
emphasizing the impact of digital interventions being social, experimental and
spatially sustainable rather than only aesthetic or profit based. This is stressed as an
alternative in real urban practices of participatory and inclusive design approaches and
governance mechanisms as an addition of value to physical public spaces both to

enhance its perception and reintegrate underutilized spaces to the broader urban
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organization. The thesis also provides a foundation of what to do and what not to do

as a guide to real world application potential.

The interdisciplinary approach in the thesis allowed for a holistic understanding of
spatial and social transformation possibility through digitalization in public spaces. By
placing expert perspectives within the context of real cases from around the world and
expert opinions, this research bridges theoretical themes with practice, offering a new
framework to evaluate digital interventions in urban environments in accordance with
enhancing a public space socially, culturally, economically and spatially. With careful
and thoughtful design focusing on quality of public space and well-being of people,
risky bits of phygital spaces can be filed and the emphasis on user experience can be
emphasized only for the goal of public welfare. This adds onto a speculative yet
promising line of possibilities to existing implementations of these spaces in real life
regarding a set of criteria that is the themes from the results to ensure future phygital
spaces to act as an inclusive and accessible space for all that can be used to revitalize

underutilized public spaces.

Generally, the findings express the transformative capacity of phygital approaches in
shaping quality spaces and social concepts. This approach of urban planning is situated
as an extension to planning theories by emphasizing the hybridization of spatial
experience and the integration of digital interventions into the built environment.
Fundamentally, planning theories are based on material space, physical infrastructure
that are rooted in tangible geographies. But recent paradigms -particularly
communicative ones- emphasize for interpreting space more as a co-design place in a
faster process and feedback environment. The phygital approach in the thesis aligns
with this closely especially in terms of experience of user, interactivity and
adaptability. It moves discourse beyond only comparing the realms and treating digital
components not as distractions or overlays but as integral to the social production of
space. Thus, it positions itself as a transformative option that can redefine the

responsibilities and focuses of designers of space.

111






6. CONCLUSIONS AND FUTURE IMPLICATIONS

This thesis explored and investigated the evolving nature of public spaces in the digital
era through the lens of the term “phygital” to show the ongoing intersection of digital
and physical spaces from a different point of view than the usual. It aimed to display
how these spaces can transform public spaces by overcoming conventional limitations
and enhancing underutilized spaces through space activation and social interaction.
Literature review about many dimensions of the related issue was made and supported
with case studies exemplifying different types and levels of phygital spaces. A
thematic and framework analysis was conducted with the outcomes of interviews with
10 experts to explore their perspectives about phygital spaces for future implications.
Blending findings from both of these methods, phygital spaces are decided to be
potential for a different form of public space and a way of revitalizing underutilized

public spaces.

6.1 Summary of Key Findings

The findings for both literature review, case studies and the analysis of interviews with
experts showed that there is a potential for phygital spaces to be a way of transforming
public space that in some cases and times need activation these days due to lack of

quality and identity resulting it to become only transitory spaces.

Findings from literature showed that while key themes that prepared the foundations
of the thesis such as production of space, public space criteria, role of digitalization in
transformation of space, revitalization of underutilized spaces and digital placemaking
are grounded research investigated by many scholars, literature about phygital spaces
in an urban context goes back to 10 years ago in a more blurry setting and still being
used complementary to other terms such as hybrid and mixed. Case study findings
showcase examples of real-world applications of phygital spaces in many contexts
such as cultural, historical, community-based and entertainment enabling for a better

and broader perspective for phygital spaces.
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Key findings from the analysis of interviews confirmed many aspects from literature
and case studies further adding valuable insights from perspectives of experienced
designers. These key findings are stated below as a summary of the interviews and
analysis respectively presented with 6 themes extracted from them: Blending of Digital
and Physical Experiences in Public Spaces; Social Dynamics; Governance, Ethics and
Regulation of Phygital Spaces; Revitalization and Sustainability of Underutilized
Spaces; Space Activation with Digital Tools; Context Specific Design and Local
Adaptation.

Experts widely agreed that integration of physical and digital spaces are an alternative
potential of design and digital interventions add value to the existing space in a unique

way that is more free than traditional implications.

This was supported through the potentials of social interaction, participation and
engagement in a sense that additional layers can be used in many ways such as creating
more material to talk and interact about, data collection possibilities from citizens for

their needs and demands of space and allowing them to co-design.

Through these processes, it was also stated by almost all experts that regulations of
phygital spaces are vital to ensure an equal and ethical public space that aims to create

accessible and inclusive environments for these spaces.

Additionally, experts agree that phygital spaces can lift the burden of conventional
limitations like size, capacity and location physically and rigid construction codes
legally enabling more freedom in production and design of space which creates new
opportunities for underutilized spaces that range from abandoned and neglected to

monofunctional spaces.

This approach can be used as a way to revitalize underutilized public spaces in a way
that empowers, activates and fosters social interaction, participation and engagement
to create a belonging to the space by the enhancements of perception, sensation,
experience, memory and urban narratives. The change of perception and experience of
space triggers a series of events that would make people see space differently, as a
place. It was heavily underlined that this should be supported by basic design
principles to create a holistic design approach for the space to be attractive and inviting

and to be able to reintegrate into the urban fabric successfully and permanently.
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It was also emphasized that freedom of phygital spaces brings flexibility and
adaptation possibilities to space which makes it applicable to many scopes taking the
local context into consideration while doing so. The importance of content and context
in these spaces was also focused on designing phygital spaces in a way that it can be

accepted and used by people.

Overall, it can be said that phygital spaces are an alternative of reconceptualizing
public space with today’s opportunities creating a memorable experience for the users
enhancing perception and sense of awareness to their surroundings and contribute to

more responsive and participatory urban environments.

6.2 Contributions to Public Space and Digitalization Research

The thesis has built a comprehensive and interdisciplinary body of research by
exploring and exemplifying important themes and aspects in the context of physical
and digital spaces in terms of urban public spaces emphasizing the term phygital. The
thesis contextualizes phygital public spaces within synthesizing broader theoretical
frameworks about public space and digitalization. It also offers an applied
understanding through the case studies to show how digitalization and digital tools can
mediate spatial practices, functions and perceptions. Practically and methodologically,
it has compiled ideas with expert-based qualitative research providing a way of
developing policies for future studies on the issue which is replicable. The critical
evaluations of experts contribute to the literature that highlights the answers of “how
phygital spaces should be designed?” “What are the impacts of phygital spaces to
urban environments?” in a human-centered urban planning approach rather than
technical, profit-based and one-size-fits-all approaches. Through the urban planning
approach, experts highlighted both positive and negative outcomes that phygital spaces

might produce, enabling for objective evaluation of phygital spaces.

In addition, two remarkable addings were achieved through experts’ insights which
are the importance of governance of phygital spaces for inclusive design and context-
based design approaches that emphasize local values and thoughts. These must be used

as guides to design phygital spaces that welcome and appeal to all.

Most notably, the thesis highlights these phygital spaces as not just technical

innovations but as meaningful socio-spatial interventions that are capable of
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reconceptualizing public space in the future with an emphasis on underutilized space

activation.

6.3 Policy and Design Recommendations

With the guidance of literature and analysis, policy frameworks and different designs
can be developed and implemented to accommodate the hybrid nature of contemporary
daily life in cities. This way, one of the reasons that people don’t use public space as
often anymore can be used as a method to activate space. Phygital spaces give a chance
for an alternative approach to urban planners, designers and policy makers to activate

a space in the digital era that fosters a responsive, adaptive and interesting public space.

Designing them as cohesive experiences that deepen spatial and social meanings can

ensure that they result in continuity and sustainability of these spaces.

Moreover, the aim of these spaces should be interaction, especially as different ways
to encourage people to internalize and use public space and participate and engage in
the production process. This can be achieved with responsive and interactive

characteristics of phygital spaces.

Establishing a governance mechanism that protects people’s rights and clarify the
digital content while ensuring data privacy and equal access to digital layers is
necessary and can encourage people to use these spaces even more removing concerns

of controlled spaces.

Flexible and adaptable aspects of phygital spaces should be used as advantages of
design possibilities firstly to be able to create an opportunity of revitalization in various
underutilized spaces from major neglected spaces to small monofunctional areas
taking into account of existing use and value, and secondly to support both temporary
and experimental usages as to have multifunctional entities in space and as a

prerequisite approach for large scale implementations.

Opportunities of additional knowledge, sensations and emotions that phygital spaces
might bring should be highlighted to attach people to space for forming an especially
collective identity through making use of its interactive, immersive and user-based

nature.
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Cultural, locational and content specific examples must be used for real and valuable
space activation that ensure harmony of local values and daily life patterns to add new

experiences especially for leisure time in public spaces.

When the above topics are guaranteed in phygital space design processes, they can be
easily used as an effective way for social interaction hubs for more accessible and
inclusive spaces that enhance social and spatial qualities of public life. Finally,
interdisciplinary collaborations should be supported by governmental institutions that
have planners, artists, technologists, sociologists and other local stakeholders so that
they can develop phygital public spaces that are not only technologically or digitally

innovative but also spatially just and socially meaningful.

6.4 Limitations of the Study

Even though the thesis provides a lot of content in terms of the research topic, there
are several limitations to be noted. Firstly, because the main term of the thesis and
generally the idea of blending digital and physical spaces in this way is relatively a
new concept, there were limitations and hardships during the literature phase such as
lack of relevant studies and examples. Secondly, the sample size of expert interviews
- although with saturated content- might not capture the maximum diversity of
perspectives across different geographic and disciplinary contexts. Thirdly, some of
the selected case studies are still quite new or were temporary interventions that
resulted in assumptions for the future rather than proven facts. Fourth, the study didn’t
include direct user opinion or public survey about the subject which could have
enriched the data for a better understanding of everyday phygital space experience.
Lastly, as with any qualitative approach, the organization and interpretation of
interview data include subjective judgements although it was given specific attention
not to. As a researcher with a planning background, I may have been more focused to
interpretations and discussions on the effects of phygital spaces rather than the making

of them.
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6.5 Future Research Directions

Building on the findings of the thesis, future research could expand in many directions
to further improve the understanding and application of phygital public spaces to clear

the air around them.

Large scale surveys or sensor-based research that examine behavioral shifts can help
to assess how a variety of users -locals and tourists- in an urban space perceive, engage
in and navigate within phygital spaces. Such a dataset could be very influential in
measuring the effectiveness, inclusivity and long-term fate of phygital interventions
which is a very important aspect to see how these interventions evolve with time in an

urban setting.

A cultural comparison-based study would be a great way to emphasize the context of
phygital spaces since public spaces are bound with the cultures’ past, politics and
social situations. Therefore, a comparison across different geographic and socio-
economic settings would help to understand the outcome if digitalization enhances or

inhibits inclusivity and accessibility -or neither, both- in specific cases.

Additionally, future studies could explore on different types of emerging technologies
like Al and their role in creating new ways of governance, engagement or
personalization in public spaces since they are both promising and risky in terms of

ownership issues and surveillance as discussed in this thesis as well.

Finally, to further add onto possibilities, politics and power dynamics of phygital
public spaces could be investigated more to observe who designs and controls the
content of these digital layers, who uses and benefits these spaces, what are the urban

futures and possible spatial imaginaries for them and evaluate accordingly.

By expanding and exemplifying different goals and approaches -such as more critical
or interdisciplinary/cultural ones- towards phygital public spaces, they can be designed
and evolve in ways that are just in terms of social interaction and participation,

culturally relevant and spatially meaningful.
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APPENDIX A: Expert Interview Form

EXPERT INTERVIEW FORM UZMAN GORUSME FORMU

Research Title: Digitalization and Phygital Public Spaces: Transforming Unused
Urban Spaces

Arastirma Bashgi: Dijitallesme ve Fijital Kamusal Mekanlar: Atil Kentsel Mekanlarin
Doniistiiriilmesi

Researchers/Arastirmacilar: Berna Giirkan & Prof. Dr. Fatih Terzi

Research Subject:

This research explores the concept of Phygital Public Spaces, examining how the
perception and function of public space evolve when integrating a spatial perspective
of digitalization. The study aims to understand the implications of phygital
environments on urban spaces and their potential benefits, particularly in activating
underutilized areas.

Arastirma Konusu:

Bu aragtirma, dijitallesmeye mekansal bir bakis agis1 katarak, kamusal mekan algisinin
ve islevinin nasil gelistigini inceleyen Fijital Kamusal Mekanlar kavramim
arastirmaktadir. Calisma, fijital ortamlarin kentsel mekanlar iizerindeki etkilerini ve
ozellikle atil mekanlarin etkinlestirilmesindeki potansiyel faydalarini anlamay:
amaclamaktadir.

Individual Consent for Participation:

Your participation in this study is entirely voluntary. You have the right to withdraw
at any stage without providing a reason. By agreeing to participate, you confirm that
you have been informed about the study and consent to your responses being used for
research purposes.

Bireysel Katilim Onayi:

Bu calismaya katiliminiz tamamen goniilliiliik esasina dayanmaktadir. Herhangi bir
asamada sebep gostermeksizin geri ¢ekilme hakkina sahipsiniz. Katilmay1 kabul
ederek, caligma hakkinda bilgilendirildiginizi ve yanitlarinizin aragtirma amaciyla
kullanilmasina izin verdiginizi onaylamis olursunuz.

Estimated Duration of Participation:

The interview is expected to last approximately one hour.
Muhtemel Katilim Siiresi:

Gorlismenin yaklasik bir saat stirmesi beklenmektedir.
Publication of Information:

The information you provide with the personal information you’ve given below will
be included in the research findings and published as part of the master’s thesis. The
study adheres to academic and ethical guidelines, ensuring responsible use of all
collected data.

Bilgilerin Yayimlanmas:
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Asagida vermis oldugunuz kisisel bilgiler ile sagladiginiz bilgiler arastirma
bulgularina dahil edilecek ve yliksek lisans tezinin bir parcasi olarak yayinlanacaktir.
(Calisma, akademik ve etik kurallara bagh kalarak toplanan tiim verilerin sorumlu bir
sekilde kullanilacagini temin eder.

Data Recording Consent:

Audio and video recording will be conducted during the interview process.
Veri Kaydi Onay1: Gorlisme siireci boyunca ses ve video kaydi yapilacaktir.
Researcher/ Arastirmaci:

Interview Date/ Goriisme Tarihi:

Expert’s Name/ Uzmanin adi:

Profession/Field of Expertise/ Meslegi/ Uzmanlik Alani:

Institution/ Kurum:

Years of Experience in the Field/ Alandaki Deneyim Yili:

SECTION 1: GENERAL DEFINITIONS AND CONCEPTUAL FRAMEWORK
BOLUM 1: GENEL TANIMLAR VE KAVRAMSAL CERCEVE

Guidance: The term phygital public spaces refer to the blending of physical and digital
elements in urban environments. This integration can take various forms, such as smart
infrastructure, augmented reality, or interactive digital features in public spaces. In this
section, we aim to understand how experts define this concept and their perspectives
on its role in urban transformation. Kilavuz: Fijital kamusal mekanlar terimi, kentsel
ortamlarda fiziksel ve dijital unsurlarin harmanlanmasini ifade eder. Bu entegrasyon
akilli altyapi, artirllmis gergeklik veya kamusal mekanlardaki etkilesimli dijital
ozellikler gibi gesitli sekillerde olabilir. Bu bdliimde, uzmanlarin bu kavrami nasil
tanimladiklarin1 ve kentsel doniisiimdeki roliine iliskin bakis agilarin1 anlamay1
amacliyoruz.

1. How do you evaluate the impact of merging physical and digital environments on
public spaces? Fiziksel ve dijital ortamlarin birlestirilmesinin kamusal mekanlar
tizerindeki etkisini nasil degerlendiriyorsunuz?

2. What are the main advantages and disadvantages of phygital public spaces
compared to traditional public spaces? Fijital kamusal mekanlarin geleneksel kamusal
mekanlara kiyasla baslica avantaj ve dezavantajlari nelerdir?

Tip: Consider aspects such as accessibility, user engagement, privacy, economic
opportunities, and overreliance on technology.

Ipucu: Erisilebilirlik, kullanict katilimi, mahremiyet, ekonomik firsatlar ve teknolojiye
asirt bagimhilik gibi unsurlar: géz éniinde bulundurun.

SECTION 2: TRANSFORMATION OF PUBLIC SPACES AND
DIGITALIZATION

BOLUM 2: KAMUSAL MEKANLARIN DONUSUMU VE DIJITALLESME

Guidance: Digitalization is changing the way people interact with public spaces and
each other. Smart cities, interactive installations, and digital governance tools are
reshaping how these spaces function. This section explores the evolving role of public
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spaces in the digital era and benefits, and challenges of integrating digital technologies
into public spaces.

Kilavuz: Dijitallesme, insanlarin kamusal mekanlarla ve birbirleriyle etkilesim kurma
bigimlerini degistiriyor. Akilli sehirler, interaktif enstalasyonlar ve dijital yonetigim
araclar1 bu mekanlarin islevini yeniden sekillendiriyor. Bu boliimde dijital cagda
kamusal mekanlarin degisen rolii ve dijital teknolojileri kamusal mekanlara entegre
etmenin faydalar ve giicliikleri ele alinmaktadir.

3. Which urban challenges can be addressed through digitalization in public spaces?
Kamusal mekanlarda dijitallesme araciligiyla hangi kentsel sorunlara ¢oziim
saglanabilir?

Tip: Some key challenges include overcrowding, rigid spatial configurations, lack of
engagement in planning, inefficient land use, and public safety concerns.

Ipucu: Bazi temel sorunlar arasinda asirt kalabaliklik, sabit mekdansal diizenlemeler,
planlamadaki katilim eksiklikleri, yetersiz arazi kullanimi ve kamu giivenligi endiseleri
ver almaktadir.

4. What are the key drivers accelerating digitalization in cities? Sehirlerde
dijitallesmeyi hizlandiran temel etmenler nelerdir?

Tips: Factors may include urbanization, technological advancements, smart service
demands, digital governance, sustainability goals, and citizen engagement.

Ipuclari: Faktorler arasinda kentlesme, teknolojik gelismeler, akilli hizmet talepleri,
dijital yonetisim, siirdiiriilebilirlik hedefleri ve sivil katilim yer alabilir.

5. What aspects of digitalization contribute most to user experience and satisfaction in
public spaces? Dijitallesmenin hangi yonleri kamusal mekanlarda kullanict
deneyimine ve memnuniyetine en ¢ok katkiy1 sagliyor?

Tip: Think about factors like education, entertainment, personalization, and
engagement.

Ipucu: Egitim, eglence, kisisellestirme ve katilim gibi faktorleri goz oniinde
bulundurun

6. Do you think phygital public spaces are effective in enhancing social interaction?
Under what conditions are they more effective? Fijital kamusal mekanlarin sosyal
etkilesimi artirmada etkili oldugunu diistiniiyor musunuz? Hangi kosullar altinda daha
etkililer?

Tip: Social engagement could be influenced by factors like design, ease of use, or
cultural acceptance of technology.

Ipucu: Sosyal katilim; tasarim, kullanim kolaylig1 veya teknolojinin kiiltiirel acidan
kabul gormesi gibi faktorlerden etkilenebilir.

SECTION 3: TRANSFORMING UNUSED SPACES
BOLUM 3: ATIL MEKANLARIN DONUSTURULMESI

Guidance: Many urban areas contain underutilized or abandoned spaces that could be
revitalized through digital technologies. Phygital approaches may provide
opportunities to reimagine these spaces for cultural, social, or economic purposes.

Kilavuz: Birgok kentsel mekan, dijital teknolojiler araciligiyla yeniden
canlandirilabilecek atil veya terk edilmis mekanlar igermektedir. Fijital yaklagimlar bu
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mekanlarin kiiltiirel, sosyal veya ekonomik amagclarla yeniden tasarlanmasi igin
olanaklar saglayabilir.

7. What are your thoughts on transforming unused or underutilized urban spaces
through phygital approaches considering limitations of size, capacity, and location?
Boyut, kapasite ve konum smirlamalarini géz ontinde bulundurarak, kullanilmayan
veya az kullanilan kentsel mekanlarin fijital yaklagimlarla donistiiriilmesi
konusundaki diisiinceleriniz nelerdir?

Tip: Examples include turning abandoned lots into interactive parks or using
projection mapping to revitalize historical sites.

Ipucu: Ornekler arasinda terk edilmis arazileri interaktif parklara déniistiirmek veya
tarihi alanlari yeniden canlandirmak igin izdiisiim gonderimi kullanmak sayilabilir.

8. In your opinion, can the integration of digital technologies provide a sustainable
solution for revitalizing underutilized spaces? Sizce dijital teknolojilerin entegrasyonu,
at1l mekanlarin yeniden canlandirilmasi i¢in siirdiirtilebilir bir ¢6ziim saglayabilir mi?

Tip: Consider environmental, economic, and social sustainability in your response.

Ipucu: Yamitinizda cevresel, ekonomik ve sosyal siirdiiriilebilirligi gdz oniinde
bulundurunuz.

SECTION 4: RECONCEPTUALIZING PUBLIC SPACE & FUTURE TRENDS
AND RECOMMENDATIONS

BOLUM 4: KAMUSAL MEKANLARIN YENIDEN
KAVRAMSALLASTIRILMASI & GELECEK TRENDLER VE ONERILER

Guidance: As technology evolves, so do our expectations of public spaces. This section
explores future trends and emerging technologies that may shape public spaces in the
coming decades and aims to collect additional expert insights, potential research gaps,
and practical challenges for future implementation.

Kilavuz: Teknoloji gelistikce kamusal mekanlardan beklentilerimiz de degismektedir.
Bu boliim, gelecek yillarda kamusal mekanlar1 sekillendirebilecek trendleri ve
gelismekte olan teknolojileri arastirmakta ve gelecekteki uygulamalar i¢in ek uzman
goriisleri, potansiyel arastirma bosluklari ve uygulamadaki giicliikkleri derlemeyi
amaclamaktadir.

9. Do you think phygital public spaces can help create more attractive, functional, and
sustainable urban environments? If so, how? What are the biggest barriers to
implementation, and how can they be addressed? Fijital kamusal mekanlarin daha
cazip, islevsel ve siirdiriilebilir kentsel ¢evreler yaratmaya yardimci olabilecegini
diisiinliyor musunuz? Eger cevabiniz evetse, nasil? Bunu uygulamanin oniindeki en
bliyiik engeller nelerdir ve bunlar nasil asilabilir?

10. Do you have any additional insights or perspectives on phygital public spaces?
Fijital kamusal mekanlar hakkinda ek goriisleriniz veya perspektifleriniz var m1?
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APPENDIX B: Transcriptions of Interviews

Expert A:

Speaker 1

OK. So. I already did like some of the explanatory parts, but generally my research is
about digital public spaces examining how the perception and function of public space.
Evolve could evolve when integrating a spatial perspective of digitalization. And this
study aims to understand the implications of digital environments on urban spaces and
their potential benefits. Particularly in activating underutilized areas. So firstly I want
to ask some questions about the general definitions and conceptual framework. So
digital means mix of a digital and physical, and this integration can take various forms
like the smart infrastructure, sensors, art Al or interactive digital features in public
spaces. So to understand your perspective on this, how do you evaluate the impact of
emerging physical and digital environments on public spaces?

Speaker 2

Well, it depends. How long you look back in history, but some mistake has had always.
And so this is always recognized in public spaces. Has always someone looking at the
public space. The hidden I don't know behind the window. In the best case or behind
the machine here which is the filter between the public space and the look up. To the
person. So for me. The impact of the physical visit nowadays is. Seamless. So it's
happening. Area by using our devices. So it's a contemporaneity of two spaces that
merge into one, which is the public space where our feeds are standing, but probably
also our mind or our thoughts are wandering inside through the device in other physical
concepts of space is. So it's difficult to evaluate the impact on the on the, on the
physical space because you have these different. And different coinages of how people
use it. So the most I just read the news, and Denmark. Now Sweden wants to ban
smartphone uses for children under 13. So probably. When these policies going to be
realized or implemented, all those. Young people using public spaces under 13 are the
ones that are really just in the physical. And probably with 14 they augmented space
by through digital behaviors. So. So for me it's interesting not in the better. How the
physical changes, but how the perception of the physical space changes by using digital
devices which on one hand have also positive impacts. For example for women at
night. The physical spaces they use their devices to feel more secure or to be connected
in case of hopefully of an event to someone else or to. And on the other. Hand you see
physical spaces being used. In a totally different way with not appreciate the physical
space. So the impact has so many layers that trying to define digitality. Is quite an
impossible thing, like a lot of definitions in the digital era like Smart City, the finest
smart city you know, there are so many. So the digital is. Context oriented impact on
a space on which a certain observation is being carried out. If you, if you if you look
at the space in Vienna. Which you can't generalize. For example eating plots or cattle
plots and so on. So you have. Just a moment of time, time, framing moment that you
can reflect as digital from that precise moment. The day after, I don't know, Sun is
coming out or some news are crashing headlines. It's the space differs from it because
the consumption of information in the public space is completely differently. Or what
I remember when the terrorist attacks were carried out happened here in Vienna and
right before the 1st lockdown, I think. Y ou saw people using. Or running around public
spaces, sidewalks and so on with their smartphone in their. Hands. As it appeared to
be, let's say the one where everybody was expecting news, how being able to access?
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In areas, for example, in the first district, and so on. So the digital is the augmentation.
Which is always reflecting the precise moment where it's used.

Speaker 2

Yeah. Thank you. Yeah, going on to the second question, I can ask, what are the main
advantages and disadvantages of digital public spaces compared to traditional public
spaces like you kind of mentioned some of them, but aspects such as accessibility,
engagement, privacy. Economic opportunities or in a negative way, over reliance on
technology.

Speaker 1

This depends on the context, not just the context of the physical environment, but also
of the context of. For example, this was what is kicking in now in my mind is who is
the provider of the Internet. For example in Ukraine. Elon Musk would turn down.
How is it called Starling from 1 moment to the other? How would that impact the
public space?Or at least how the public space is perceived. Not having this layer of
digital information anymore. So. To me. To categorize advantages and disadvantages
like black and white. Might be a 2. And short sighted view and the feature space
because a disadvantage. Of. Continues. Reachability could be an advantage. In a
second. Moment like video surveillance, video surveillance is the is the best case? It's
promoted the security. But at the same time, it's surveillance. Yeah. Or we recognize
it as surveillance. But where we get assaulted in public space or something happen in
public. Base it could be an advantage because you have digital documentation. What
happens in it. So compared to the traditional public space then of course. You have to.
Think. Think about what traditional public space means. You know, is it, is it the
Piazza? The Roman Piazza? Is it the Greek 1? The agora? Is this the traditional 1? I
don't know what you were referring to.

Speaker 2

Yeah, [ was kind of referring to a square. Like in in my mind, I mean it could be more
general, but yeah.

Speaker 1

Yeah. OK. So the square that has always been there since the. The medieval time the
Roman time. OK. Because. Yeah, layering of time happens not just in the physical.
Or. Probably not in the physical, just in the digital so. But yeah. For me, a traditional
public space is also. A vacant space, A vacant space that is publicly accessible, for
example. Yeah, I mean you could also, I now I understand that you don't have a like a
black white answer, but yeah, you could interpret questions however you like, that's
like. OK, so if if I have the chance say something so there is no advantages, advantages
and disadvantages it has to be. The uses or to understand the users from a positive or
a negative perspective. Could just happen. In a really narrowed down time frame. So
for example, this morning I was posting to my public square and. I saw a lot of
youngsters falling down altogether on one smartphone. They were laughing at it and
then that sprawled out and went to the playground and stuff like this. So I don't know
where they were looking at. But it seemed like they were looking at a I don't know, a
stunt or something, or someone doing parkouring in urban spaces, and then they try to
replicate it in their physical space. So for me this was kind of a nice situation, you
know, but if you have, if you have, if you. In the morning, sometimes you have a great
morning and you walk to the park and everybody is is, let's say, neck broken on the
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smartphone. Then I say, OK, the the quality of the public space is not appreciated
because they are totally different environment or sphere.

Speaker 2

Yeah, [ understand. Thank you. Yeah. Yeah, you could. You feel free to. Yeah, answer
the questions however you like. That's like I'm I will just try to make some inferences
from your end.

Speaker 1

Well, those are also my questions. So sometimes I, I I could respond with the question
because it's a space of bargaining, it's the digital is a space where privatization happens
100 times faster so 1000 times faster than in the physical realm. So It's kind of
something that you have to consider also when speaking about traditional. With this,
the traditional public space, you know, nowadays also with this privatization, which is
happening in public spaces. Actually, digitalization is kind of the key to that. Or
question is, for example Piazza Navona in Rome. Very known or Sienna? The campus
Sienna. It has video surveillance. So is it a traditional public space? Yeah. Yeah, it's
not. Yeah. For for me, for me. OK, there are public cameras or the institution is the is
the City Hall. So the municipality which is putting those cameras on. But you have
another layering now and you have not the combo. Even this this size, the physical
appearance, it's always the same. As in four more times. Yeah, visually nothing
changes, but it has another layer.

Speaker 2

Yeah. So going on to the second section. It's about the transformation of public spaces
and digitalization. So because it kind of changes how we interact in public spaces and
with each other. UM, these tools are reshaping how also space functions and to
understand this a bit further from you, I want to ask which urban challenges can be
addressed through digitalization in public spaces.

Speaker 1

Quite every urban challenge, but also rural ones. We are doing a lot of. Participation
for small village towns, so public spaces and we are offering a digital response system
for our Google Questionnaire, you know. So this is this is the really basic thing, so
we're challenges. Talking about or thinking about the public space or even being in the
public space and filling out the questionnaire gives you direct feedback of it. This was
also a little bit what I introduced back then when I was giving this lecture. When I
referred to urban synchronization. So the digitalization has the big chance to
synchronize a little bit more with what inhabitants or even people staying in public
spaces can feel of the perceived space. So, sensing those things, The crucial element
is and also the challenge how you read it. You know how you read all those
informations, how to read the flows, how to read someone which is. Evaluating a
public space with one star. What must this person have experienced in a certain
moment of the day? In a certain point location of? A square of light walk. I don't know.
So if we talk about challenges, it's really making sense of the sensing. And how to
sense in in an inclusive way, yeah.

Speaker 2
Yeah. Thank you for the answer. So following up on that, what are the key drivers?

Speaker 1
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It's a little it's a quite a provocative question, because for me, the drivers are the Big 5
fives you know. Social media, Facebook, Instagram, Google those are the real drivers
of digitalization. Airbnb. Or those or those uh food delivery systems that rely on digital
systems. Those are sadly the drivers, so there is no data sovereignty. There is which,
which is owned by the by the public. It's all privatized. You don't feel that the space is
privatized, but how it is used. Is connected to big multinational companies which are
offering a digital space and impacting the physical. So those those sadly, are the
drivers. And of course if you if you if you because you have, you're also government
sustainability goals citizen engagement of course cities try to catch on like Barcelona,
like Valencia like also Belgrade is having those. Apps and so on. Also, China with
WeChat is one of the biggest uniform apps where everything is concentrated from
renew your passport until food delivery, let's say so for me. It's more a question what
we expect from the from the drivers. Is it an exploitation of an economic system where
we rely on? And what are they giving back to the? To not just take public space, but
also the private spaces. I'm just thinking about all those policies that are now put in
place to limit Airbnb uses because they are. Also somehow influenced in the public
space that how it is used. Also here. Advice from my side to. Also differentiate what
what drivers do you have. You have private and you have public drivers. And the
private are the ones that are 90% present. Approximately, in the digitalization process
of urban spaces. Yeah, so providing service. And creating new needs to be met, yeah.
Service for money. Yeah. Yeah. So. What aspects of digitalization contribute most to
user experience and satisfaction in public spaces? In your opinion, this also includes
some of the privatization and personalization because they give a big importance to
the user experience in a way. But when you look from the. Municipalities that are
trying to catch up to it, it could mean something more socially engagement way. Yeah.
It was this this app, this mobile app from the City of Vienna. It was cultural talker, was
developed on a blockchain and the more you use public transport. The more coins you
gain and you can. Use those coins for. I don't know for having a discount on opera
tickets or cultural activities. So this is purely nudging, you know, it's the home losers.
So they play human. But on the other hand, it's fostering a use of public transport, so
there is a totally positive aspect in it. So for me also to generalize. What aspects of
digitalization? Can contribute to user experience and satisfaction in public space. It's
who. Is providing it. So in this case it's a public provider, so they are respecting certain
laws. The service structure is in Europe, not somewhere else. Where you have say. A
blurring of pitch to rights. So it's for me, it's a question who is open. Bring it. And for
which cause? And in a second, in a second layering you can. You can you can see what
people get out of it. So it's the public space used more widely through the use of digital
tools or not. But the digitalization in itself has also this saturation effect. So when
people do not want to have mobile phones anymore that have digital access, this is a
trend which I experienced in the Lim JC generation, which are not having a mobile
phone. Yeah, they have a mobile phone, but not the one with Internet connection. So
a really old one. Classic mobile phone is not smart. Because they say the digital is
oversaturating, their experience among friends, and probably also through the public
space. So.

Speaker 2

Definitely. Yeah, thank you. And following that, do you think digital public spaces are
effective in enhancing social interaction? And under what conditions are they more
effective so? This could be influenced by the factors like design, ease of use, so
something integrated into physical space that helps people to point at something
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together in a way. Or, yeah, cultural acceptance of technology. Also, digital illiterates.
Yeah. If you can use digital something digitally or not.

Speaker 1

I had a longer period where 1. And I think this goes in this direction where I saw the
expression of the digital by changing the physical appearance. But being on this topic
over the last 10 years, more than having QR codes on, let's say pavements on on walls,
stuff like this and some plugins and open Wi-Fi in public spaces. I don't see a
significant change in the in the physical appearance or in the public furniture. If you,
if you, if you mean that. So for me. The social interaction is the one that you cut out
from digital. If you are alone, you know who you are interacting with. And I see also
different behaviors. If you are, let's say, going out with your dog. Other type of pet you
know. Hmm. Because the it's. It's a matter of attention. So the attention in public space,
if you are alone. 70 to 80% is connected to the smartphone use. The other ones is
connected. If you are let's say. If it's two of you. Walking next to each other, it's
unpolite. If someone is having a smartphone, and so there is a set of rules which are
kicking in. And where people change their behaviors, but it has. To do more with. With
singular presence in the public space. And in a group of two or more, and with the
presence of more than humans, I would say with the dog, for example, dog users don't
use smartphone or less smartphone than because they are basically walking alone with
the dog. But dog needs a certain attention. This is something I've. I observed because.
Living in the district here in Vienna, where a lot of people have dogs, usually those
with the dogs, they don't have their smartphones in their hands. The social interaction.
And this is also. It's referring to the wording in itself. Social interaction needs more
than one person. But there is. Meet the level in it because if you. If you walk around
with your smartphone and I'm going to. Drop you a message. Social interactions giving
even if I'm sitting on a bench in a park alone.

Yeah, I understand. There's like many different layers. Yeah, this blurry boundaries,
this blurry bound, it's everything is blurring, you know, through this, this, this digital
because it's so invisible.

Speaker 2

Yeah. Yeah. Thank you. And moving forward to the transforming new spaces. This is
like. The underutilized spaces could be revitalized through digital technologies like
this is a potential and. It may provide opportunities to reimagine these spaces for
cultural, social or economic purposes. I also found out from someone else that [ was
talking to that in Vienna. There's an app that people share their unused spaces and
other people can see it there and do something there and etcetera. And also you gave
a lot of nice examples .To generally get your insights, what are your thoughts on
transforming unused or underutilized urban spaces through these digital approaches,
considering limitations of size, capacity, and location? Because they're kind of, they're
kind of more flexible through these since they don't need to be rigidly. Following
maybe a spatial zoning law or something. So yeah, maybe an example could be turning
abandoned lots into interactive parks or using projection mapping to revise like some
historical sites, or maybe even using just a empty parcel between two buildings to
something else, yeah.

Speaker 1

Indeed, I think this is the this is the biggest advantage that we can hack. And we can
use. The digital to gain attention for certain underused and unrecognized spaces. This
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goes there is this huge, huge. Group on Instagram lost places, which are sometimes
also publicly used before and lost places and lost place tourism also Vienna.
Neighboring towns, they go around and search for these unused spaces effectively, and
the organization form. Always follows digital initiation so. Yeah. For me, for me, this
is the this is the biggest advantage. If you would, I would name it that way that that
the sterilization has leading people to certain places they wouldn't have seen without
using a mobile phone or without using social media or without. Using the chat
function. I don't know, you know. So indeed. But also there you have different shapes
between those who are more in the cultural awareness bubble. And those who want to
gain information about it to develop. It. So there are also these two ways. Yeah, the
carnage of the digital can be always both ways, but also three ways in between. You
know, like those in other towns. Among developers and real estate developers, there
is this trend of misuses which attracts a lot of creative people on first hand. Through,
I don't know, vacant free lots where they eventually size the whole thing, have a great
social media marketing strategy behind and gain a lot of attention which remains. Also,
through the development process and afterwards, so they have potential customers that
going to buy or rent out spaces there. So heading towards the digital space and merging
it with the physical, if you go in the direction of the conditions and having clear
answers to that, you might miss the point. This is the reason I always try to understand
situations. And deduct certain consequences of it. Which might trigger a reflection
process and also a policy and also another way how to deal with the physical space on
the first hand. But profit is the DNA also now of the digital. Most of it is. To make
money also, if you can't see that something is. Say producing a business case. Yeah.
Even when it's something to do with the municipality or governmental.
Speaker 2

Yeah. Yeah. So, in your opinion, can the integration of digital technologies provide a
sustainable solution? For reverting, rising and using these underutilized spaces.

Speaker 1

Of course can, but not should so. It should. It should. Open this option, but this comes
in with a set of rules with code of conduct. Digital conduct for the for the provider and.
Stuff like this. So it's always yes, of course. But let's look what it's let's have a look
what's in the back end? The front head. It's always nice. But what lays behind is it's
also like the public space, or what is perceived sometimes as public space. You have
been here in Vienna, the museum's quarter. You have been there. Probably it's a private
space. But it has all the elements of a public, open, tolerated space. But you never see
a homeless person there. Because it's not allowed. They have their own security system
which distances unpleasant people from this. Perceive public space. And. If, if if the
physical space is already. So. It's a blurry. How much blurrier is a digital space? The
seller definition of framework of back end of provider structures, potential revenue
streams if it's open communicated. This is also why I said certain apps and now they're
starting to implement it or certain digital services. Need, uh. Let's say digital nutrition
template. You know, like we have when you when you buy, I don't know, Muesli bars
or you buy you have the calories you have how many fats, how many sugars is it in it.
So you can say OK it looks like a nice product but it's very unhealthy. So it's your
conscious decision, OK, I'm going to take it and damage my body and my brain with
it or no, I put it back to the shelves and move on. And digitally, you don't have it. Yeah,
because it's part of the marketing stretch, but having something OK, this is using you
your data to forward the potential further uses are business case is this and this. This
would be, let's say, taking better sovereignty of data and also of digital behaviorism.
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These are just thoughts. You know, I never come to the end. The reason I also had to
had to distance myself because you know, you're starting to spring.

Speaker 2

Yeah, they're really open to philosophical also thoughts and changes, yeah. Yeah. So
as the last section to see the potential of maybe reconceptualizing public space and
future trends and recommendations. So do you think digital public spaces can help
create more attractive, functional and sustainable urban environments? If so, how and
what might be the biggest barriers to implementation? How can they be?

Speaker 1

Think those are the ones that I already mentioned? So they're. I think to sum. It. Up
it's uh. To look close into this blurring boundary between the physical and the digital,
to understand how the physical and digital is operating in a certain period of time. And
with the deductions. Create diagnosis by saying OK, this is sustained is socially
sustainable. This makes sense for the for the broader community or for those people
using this space or not. So it's like, you know the the doctor which is which is. Looking
at you and. You look, I don't know, healthy, but then he checks your. Your blood, he
checks your heart rate and so on and can do a diagnosis out of it. So for me, this is
something which should happen, or it's an old research field and also as a Vienna is
getting it. How are those physical spaces and digital spaces even structured? So for me
the, the, the, the, the biggest thing is to have not another tool, but the awareness to read
between the lines of the digital. In order to understand how the physical is, is exploited
or not. Now they're in. Ghana there is a huge exhibition about this whole food delivery
systems. How they are, how they are connected, how they are exploited. With all the
tracking systems they are having, how many people they sent in certain districts
because they're the amount of orders is much higher. How much space they consume
and this is this is the type of analysis which is only possible in curatorial systems.
Where a criticism is facing. But you don't have the chance to do it by your own. Or
yeah, you have to hand in a research proposals to get the funding, but you are not able
to understand it. You need a visualization process and this is this is this is missing and
therefore the IT remains a still black box for mid black box is a right term for the
feature space.

Speaker 2

Yeah, whenever I talk, like almost everyone I talked with, they're like, yeah, we're
using it right now, actually, but it's always seen as a yeah layer on top and they're kind
of different in a way from like the most people. And these things that go behind the
back that have. That are the issues for also many other things are sometimes
overlooked, yeah.

Speaker 1

Yeah. Indeed, indeed. Yeah, I would push it forward. So it's not a layer on top. It's the
layer. It's the layer in your hands. You have the feet on the ground, but the hands are.
That one.

Speaker 2

Yeah. So yeah, do you have any additional insights or perspectives on physical spaces
that you would want to share?

Speaker 1
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But it would be great. It's like a wish thinking Ethiopian thing. It would be great to
have, let's say like we wear glasses. You know, if you want to understand how many
information is sucked out, how much, how much is happening because. You see a
physical space. You see the form, you see the furniture there and so on. But we don't
see the digital. So for me it would be great to have. Nowadays we are talking about
artificial intelligence. You have a glass that you can put on and see all the information
that. Produced it's connected. What is happening in this public space, the mood and so
on. So this would be a real game change of then you can say, OK, this looks like a
space where people are happy and engaging or sad. And I don't know, you know. The
layer is something. This was also the creepy line when Google developed the I don't
know the smart glasses. You know, where you had the screen implemented. They had
no success because at the beginning they wanted to implement the screen inside the
eye and there is in let's say there is also some smaller ethics in these in these big
companies, but and it's called the creepy line. And they said themselves OK, we are
crossing a creepy. Line we are stepping back on this.

But imagine if you have or just an A device that you can hold like a lens and see what
is going on and. Then. Then then for every for every question that you pose, you could
have defined A defined answer, but just for the moment you are looking through it
because it can change.

Expert B:
Speaker 1

I'm aiming to understand. How you would define this concept and your this perspective
from this role in urban transformation? So to start with the first question, if it's OK,
how do you evaluate the impact of merging physical and digital environments on
public spaces?

Speaker 2

I think like from my work. I can't say that I can evaluate it. I can share how we've
qualified it and also my observations and also my like my thinking about it. I think
that. One thing that you mentioned is sort of infrastructural elements that are integrated
into public space. That could be Wi-Fi hotspots in my understanding, or it could be in
New York and in London there was the NYC link. Which was like. A digital screen
that not only provided information but also and support for navigation, but actually it
provided an access to the Internet. For people in public spaces, and so if we think of
those type of infrastructures that are integrated, I think there is one aspect of them is
that they're new infrastructural nodes in public space. But that they are different than
how we would understand infrastructural nodes traditionally which can support or
facilitate centrality and can actually enhance potentially social interaction. So if we
think of the infrastructure. Mode in mobility, for instance, would be a bus stop or a
subway station or a. A train station. So important hubs in the end of different sizes in
the city where people cross paths and for that reason there's a concentration of
interactions and it has a social impact and social value to it. And I think with digital
infrastructure. And those type of nodes or established or emerge in public spaces,
they're a lot more subtle. They're a lot smaller. Often we don't receive them as such
necessarily, and they have a different function because people don't necessarily go
there to that node to be physically present and interact with each other. But what they're
actually doing is immerse themselves in the virtual space. Or they use it in a utilitarian
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way to just charge their phone. So if I think of examples in Vienna, I don't know if
you. Came across them. While you were here, but there is a research project that during
the pandemic tried to introduce outdoor workspaces in park. So because a lot more
people were working from home due to the sort of. Health restrictions they wanted to
sort of emphasize or support the fact that people also go outside, spend time in nature,
but then also around other people. And so they installed these sort of benches and
tables with outlets. So you can charge your computer. And I think there. We're also.
I'm not sure if they also had a sort of a Wi-Fi access integrated, but it definitely was a
charging station, so you can set up your laptop there and work from the park. And also
that I think can potentially be a note of some sort there. Also there were other benches
introduced in front of schools where students or. Use can charge their phone so they
can be potentially nodes, but again I think that the specific aspect of digital tools and
devices in that sense is that it's actually always an access point or an entry point into
being somewhere else rather than being physically present. And I think that's one
category of infrastructure that we see. There are a lot of other categories, So what I'm
thinking of as well is for instance sensors, environmental sensors that are integrated or
CCTYV cameras and they have a lot more subtle sort of impact on how we move through
space, how we interact with space. So there are a lot of studies on how CTB. Or CCTV.
Sorry has affected due to the fact that it's used as a surveillance technology affects the
question of who can access or not access. Public space, certain areas, and it goes to
you know, it touches on the question of inclusion and exclusion in public space. And
to me, I think it raises this really important aspect of our spaces that are surveilled and
that lead to maybe even. Not just sort of policing on a sort of enforcement level, but
also self policing that we self sort of censor our behavior. Are there really? Public and
understanding of a public space which should be open to all and integrated. So I think
that's an important aspect to sort of debate. And I think the last point that I'd like to
raise here when you. Ask sort of how does. It impact sort of this merging of the digital
and the physical is or the question. Of. What are vital? Spaces to me, I think the
question is. In times of mobile technologies, GPS and Wi-Fi almost ubiquitous Wi-Fi
in a lot of spaces, especially urbanized spaces. Are there spaces that are not physical?
Aren't, isn't aren't we actually in a different situation nowadays, especially in urban
sort of urban agglomerations, urbanized areas? Where? It's become increasingly
difficult to actually carve out spaces, moments, situations where we are oftline, where
we are digitally free, where we are not within the reception of GPS or whatever. And
so I think. I think in certain areas we actually have to put the frame the question
differently, like what are the spaces that are not affected at this point because we are
constantly carrying our smartphones. People have smart watches and. These things.
Affect how we navigate space. They affect how what spaces we sort of frequent, they
affect how we perceive space. They affect our interaction with other people and so. I
think the interesting aspect at this point in time with digital technologies is that they've
become extremely pervasive. They're really affecting all spheres of life. And you
know, from our bedrooms to the public space and. Yeah, I think the question is more
where are the moments in this space is. But we're not digitally connected.

Speaker 1

Yeah, you're really right. Thank you for that. And the second question is what are the
main advantages and disadvantages of digital public spaces compared to traditional
public spaces? Like you said, this could be over reliance on technology. For
accessibility, engagement, privacy, economic opportunities, etc.

Speaker 2
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You know, like when if I think of I, I think I'd rather be talking about sort of the mobile
technologies than the infrastructural interventions, because I find that the mobile
technologies are interesting because one, they're not really visible as much, they don't
affect design of space as much, but they very much. Affect our behavior in space and
therefore how we produce space and? And it's a lot harder, I think, to grasp. And to
establish the correlation between digitization and sort of those social changes. And so
I think that's what I'm personally interested in. My research actually is sort of those
non visible digital. Impacts and. In my research we are and work that I've done with
colleagues. We sort of distinguish between direct and indirect effects of digitization,
so direct effect. So. So because you're trying to sort of understand the causality of how
digitization is affecting spatial development and urban design. And so it a direct impact
would be is if we really. Integrate infrastructure as you say, like the NYC link, the.
The Wi-Fi sort of hotspots, the server farms, the. You know the fiberglass cables, all
these type of things. These are direct effects, infrastructure effects on space, but
indirect effects are when they when digitization changes are organized forms of
organizing business models, social interactions and also how we think about space and
also how we plan space. So and those indirect. Indirect interactions or dynamics I think
are L. I find it really interesting. And so digitization has a lot of positive aspects, of
course, when it comes to flexibility of using space information access, how immediate
we can sort of also process services for instance. I think it's really interesting in the
government, for instance, when we're able to instantly have access to certain public
services, it can overcome physical sort of distances and divides in the sense that people
that are immobile are gaining access that they would otherwise not have. So I think
that. There are on. Many levels, and I think there's a lot of literature on what the
advantages of digitalization are. I think what we've largely underestimated is its social
impact. And in in sociology, they speak about the cultural lag. So that means that. The
technological developments and advancements are much faster, but the way that we as
a society and as a culture adopt them and then find ways to effectively use it and maybe
mitigate negative impacts and side effects takes much longer. And I think what where
the situation that we're in right now since like the 2000 Tens, I find where like the
other side of social media has come up also now with the pandemic, we have an
acceleration of digitization. We see a lot of other effects that we weren't didn't see as
strongly. I think we are in this cultural lag. We're struggling to out how do we actually
integrate these technologies in a sensical way in our society. And so, I mean, I was a
little bit on a tangent. It didn't directly answer to your question the negative impacts, |
would say. Are. [ mean in if we. Think of public space specifically. I think it comes
back to what I addressed earlier this question of. Creating exclusionary processes and
public spaces that are not visible and physically not visible and. Or maybe. They're
very, very they're very intangible, I would say as well. And. Might also. Yeah, they
definitely aren't talked about enough. So I think there is a lot of more discussion to be
done. I don't want to. Say that we. All need to. Regulate your planning everything. I'm
a bit reluctant. To say that, but some people say that there needs to be. More regulation.
And more enforcement. But yeah, I think I think that's to me, what is the most
interesting. How does it affect inclusion and exclusionary processes in public space?

Speaker 1

Yeah. Thank you. Yeah. To move on to the transformation of public spaces with the
utilization. Yeah, since it changes how we interact with the space and also each other.
These new digitalization types are. Shaping how the spaces function, because it
depends on us on how we live in that. Place. So yeah, now in this section I want to ask
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more about those impacts and the outcomes of the digitalization. So which urban
challenges can be addressed through digitalization in public spaces? In your opinion,
this could be, yeah, overcrowding some rigid. Facial configurations that come with
law that depends on maybe each city or. Yeah, stuff that cannot be changed so easily
in the real life physical world, lack of engagement and planning on how to yet be more
dependent on the people. Who live there? Inefficient venues because sometimes some
things are. Umm. Banded to the zoning laws that were before 30 years 40 years ago,
so that has some. Problems and yeah, public safety concerns because. Yeah. Think
what you're dress are two. There are a number of different layers in there because I
think some of those things are dress planning. More. Actually in the. Planning process
and less actually the public space of how it's. Lived and used, right? Yeah, yeah, if you
if you think of sort of citizen engagement and participation or land use changes. UM.
I think, yeah, I think it's quite broad. I mean, I think interesting applications are
definitely when we think of, you know, how can environmental sensors be integrated
and provide better sort of? Data sources for analytics to especially also foresight, full
planning, preventive sort of planning, early warning systems be it storm water be it
heat be it energy shortages these type of things I think. I think that's really interesting
and I think it's a great addition to. To our planning processes and how to create more
informed and effective and impactful for public planning and. I think that in. Traffic
the application, so if we think. Of sort of. Smart traffic management systems, I think
we can. Improve the efficiency of traffic flows. I think there is potential to also.
Mitigate better sort of reckless or risk full behavior if we think of sort of speeding of
cars running a red light or going in bike lanes. These type of things, I think there can
be potentially automated enforcement as well there. There could be potential also in
pricing strategies. So what I'm interested in traffic and mobility. Especially, you know,
one of the main measures that has been known for years, but it's very difficult to
implement in planning in on a political level is sort of Rd. tolls or. Congestion pricing.
So that car is coming into the city need to pay if they drive in peak hours, for instance.
And especially if it's a single use vehicle and so through pricing strategies, you can
incentivize people to either use the public transit or you can incentivize people to share
cars and thereby reduce the number of vehicles on the road. And of course, that is a
very controversial sort of measure. And there are a lot of politicians are reluctant to
implement. That. But I do think that, you know digitization there could you know help
us to implement these things more efficiently, more effectively if I think of curbside
management strategies where there could be, you know sensors that detect free parking
spots and reduce. Idling in the roads, so cars that just run around in traffic looking for
a for a parking spot, I think it can have environmental impacts and if we reduce that
idling and people find a spot faster and these type of things of course I mean
digitization is important where? Where everywhere in mobility, where it's about
integration integrating different modes transfers creating more seamless travel. I think
there is there is. A lot of potential. I do want to say that I think with all of these
applications, so even us. So if we think of planning processes and citizen participation,
we do have to acknowledge the fact that. Technologies are not a silver bullet. They
will not solve all the problems just by themselves and in many of those applications,
what we do need to see is not just the technological innovation, but we also need to
see a social innovation. We need to see a political will to. Implement change. But we
also need to see that. Either the way that certain. You know, be public administration
that needs to reorganize and change their processes internally, be it how the public
interacts. You know there needs to be social innovation in parallel with technological
innovation for it to have the. Societal and environmental impacts, I think, are
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interesting studies and there are not enough studies. I think there should be more down
in this direction on what are the environmental impacts of digital technologies. Are
they in fact really? Supporting those. Our efficiency gains also leading to
environmental benefits, so a reduction of emissions, a reduction of you know. Yeah.
Emission reductions resource like reduction of resource depletion, reduction of spatial.
The use of space etcetera, like the number uh, like how much space is used. And so |
think there needs to be more critical research done on these aspects because some of
the studies that we see is. In fact. That if there is no social innovation and only the
technological innovation implement. That. We actually have rebound effects. Yeah.
So the efficiency gains themselves will lead to an overconsumption. And as you said,
like technology over reliance and technology is 1 aspect. But for instance, in mobility,
it is, if you know, traffic flow is more efficient because of all these technologies that
we implemented. Then people end up driving more, not less, because it's easier. And
so that's one of the side effects.

Speaker 1

Yeah. Yeah. Thank you. So. What are the key drivers accelerating digitalization in
cities, in your opinion? You kind of also talked about it, but yeah.

Speaker 2

Yeah, I think very briefly, 1 is definitely technological advancement. As you say. I
think you mentioned it for sure sort of a drive to innovate definitely. I think another
big part of it is you know, consumer interests. Consumers play a big role in pulling
technologies into the market, or especially into the policy debate. So very fast
adoption. We saw that, for instance. Platform based, you know, ride sharing. So Uber,
Lift, all these company. They overwhelmed many cities and in part they did so because
consumers were very quick to adopt them. And so at some point there was such a
public actually interest to keep those companies in place, the cities were forced to
accept and. Find a way of how to regulate them and and let's say and get them into the
urban sort of environment. So I think. A big driver is consumer interest. The big driver
is industry. And a big drivers as well, sort of. Political and public interests by cities
themselves to maintain a position of competitiveness. Right, so we have a competition
between cities. Cities want to be attractive for both residents, but for investments and.
Having an image that is open to innovation can be beneficial to cities that rely on sort
of industry investment and companies setting up their shops. Yeah. So those are those
are important drivers as. Well, yeah, true.

Speaker 1

Thank you. Then the next question is, what aspects of digitalization contribute most to
the user experience and satisfaction in public spaces? So it's kind of what you said is
the demand and need of new digitalization cities.

Speaker 2

But do you mean user experience of digital devices or user experiences in public
spaces?

Speaker 1

I mean as in public spaces, not like in a Ul UX in an app way. So what, like users of
the public space?

Speaker 2
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Well, I think the satisfaction I. So I think I need to break it down to like a very specific
case. Like one thing that I'm looking at right now, like my current research is on
platform based delivery services. Mm-hmm and. And I did that research in in Toronto,
in Canada and. One of the issues that came up really was that phones and smartphones
have become so important for not just navigational purposes, but they're so present
that they really affect how. People interact with each other, so let's say start with the
example of the delivery riders themselves. So the workers, their phones are of course
important because it's their working tool, so they receive orders through them, but they
also use them to navigate. And they, especially for workers who have recently. Drive
to city who are new to a city. It is important actually for them to. Find their way around.
It's also their main communication tool. At the same time, because they're so dependent
on it, they're very often using it while they're cycling, and they're also very, very often
using headphones at the same time. And so it leads to a situation where they're often
not aware of their environment. Where other people perceive them as being distracted
where other people perceive that. They're not cautious enough of people around them,
so careful in how they interact with others. And. And so I think there it has, it has a
negative impact and I think I wanted to address that earlier. It affects how we perceive
space in our sort of ability to focus and sort of be present. So there is a level of
disassociation with space. And so being dissociated because you're mentally actually
either listening to something else on your phone or you're looking at your phone and
you're listening to something else on your headphones, or you're looking on your
screen, either communicating with somebody else or navigating and not being sort of
alert. For what your environment is? But I think those that this association isn't specific
to delivery riders or workers, but it's interesting sort of example where my research
found that it really affected how they interacted with others and how other people
perceive them. So it would have like a negative image or. That would affect people
having a negative perception of them and a negative image of workers because they're
on their phones and they're sort of sort of distracted at the same time it's also and also
as part of that study. Something that is, you know, it's not just specific to the drivers,
pedestrians do that too. So cyclists have told me numerous, numerous times that one
of the dangers that they encounter when they cycle is pedestrians walking out into the
street because they. Are unaware that somebody's coming because they're either
looking at the screen or. They're on the headphones, sort of. Block out any sound and
they're not aware of a bell being rung or something like that, so it's also pedestrians.
And it's also drivers. So because one of the questions is like, how do they, you know,
what are some of the? Barriers that. Delivery riders experience and one of the barriers
has is always interaction with cars and drivers and so. Several have mentioned also the
fact that traffic has become more difficult to navigate. There is more sort of, let's say,
danger in traffic because of destructive driving. And one of the reasons why drivers
are distracted is because they have their phones and they're not just using them for
navigation. But they're using it to watch videos while they're driving. They're using it
to communicate with others while they're driving, and so I think. To me, that is a very
interesting sort of example of how. Again, mobile technologies are affecting. Our
behavior in public space and. And contribute in this case actually to. I mean negative.
Effects or impacts? Although I don't want to just say that it's only negative like I do
want to say that there are reasons why it's valuable to have access to it. But. At the
current. Moment, I think, and at the current scale at which they're being used in the
way that we're using it without thinking about it, I think it has a negative impact.

Speaker 1
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OK. Yeah. Thank you. So do you think phygital public spaces are effective in
enhancing social interaction and under what conditions are they more effective? This
could be make like an outcome of a more inclusive and accessible space, and could be
influenced by the design. Ease of use or cultural acceptance of technology, digital
illiteracy, alliteration, etcetera.

Speaker 2

I think it's a really difficult question to answer, I think. I think. You know, like the
introduction of digitization like our digital technologies does lead to different forms of
interaction. I'm again thinking more of platform based users like or platform workers
when they interact with their clients. When they interact with like restaurants that they
need to pick up orders from like there are social interactions that result from this new
infrastructure. That facilitate. And mediates essentially the labor process. So I think
it's a, it's a mediation like a digital mediation. Of social interactions. I don't think I can.
Say that I have evidence for it. To. Necessarily. In this case of what I'm looking at
right now, I don't want to generalize that. I really want to be specific to my case, that
I'm looking at. I don't know that the digital technology. Has. Necessarily leads to a
more positive social interaction. I think it. Generates more are different kinds of
interactions, but whether or not the interaction in its quality is positive and more
effective, I'm not sure that that's really a result of technology. You know what I mean?
L. I think I think it's a, it's a very, it's a very hard question. I don't know what would
you? What would you think of? What is what is for you? An example of an effective
enhancement of. So generic.

Speaker 1

UM, so while I was researching there, I found. The positive side of this could be so.
In Istanbul, there is now a Hagia Sophia Digital museum where people mostly go 1st,
and it's kind of like an immersive thing. Talks about the history of it and it it's it. It is
in the building right across Hagia Sophia. So I think most people go to their first and
learn some. Things that they otherwise they wouldn't have. And go to the. Yeah, the
real thing and maybe look at it with different eyes with all these knowledge and after
these. Digitalized storytelling experience how they perceive it differently. I also saw
it in Brazil in the main monster in the main church. They there's it was kind of like
built on top of some other. Religious buildings. So at the basement of it, they had. A
digital installation where it was the like. The surroundings normally are Roman ruins.
If I mean ice, I saw Roman ruins like detached to churches a lot, but this one was more
effective because they kind of told the story and made a storytelling. Out of it's kind
of like a. Video as I was inside the video, so that was more. Yeah. Then I got more
excited. So I started researching and I started. I found out so many things that otherwise
I wouldn't have. And I of course like I was alone doing these things so I could only
talk this talk about this with my friends. But if I was travelling with my friend or like
if I had known perfect German or perfect French to. Talk to people. Then maybe it
could be like talk meeting someone there and talking about the experience and the
environment, yeah.

Speaker 3

Yeah. Yeah. I think those are great examples. Yeah, I think. And my research, I'm not
looking as much on those examples right now. So that's. Where I really see that it
enhances social interactions is. During and that's more of an anecdotal sort of story
than from my research. But you know, when we. When we had a lot of people coming
in from the Ukraine. Fleeing the war. Two or three years ago, and as people living in
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Vienna, we tried to support them in arriving, finding homes, finding places to sleep,
etcetera, or continuing on their journey. And of course, we didn't speak the language.
And so with their phone and a lot of them already knew that. I learned that from people
coming from the Ukraine is they just used their phone and, you know, used automated
Google Translate either. If I had, like, a document, they would just hold the Google
lens on top and. Have it translate or when I would say something we would use it to
translate immediately and I find like that helped us interact fundamentally. You know,
I couldn't have helped that person in that moment as well. If I if we didn't have this
tool with us that helped us bridge this sort of this language divide. So yeah, I think I
think those tools. Can be really critical. When it comes to access to information
facilitating sort of. Yeah, communication integrating different types of data sets,
definitely, yeah.

Speaker 1

Yeah. Thank you. Yeah, moving on to the third part about. The maybe the potential of
transforming a new spaces because I mean a new spaces or underutilized spaces can
be transformed with other forms. Of course it's not that maybe. Yeah, creating a more
the main part is creating a more attractive environment. I'm just trying to see if
digitalization could somehow play a role in it to make this space more used or more
attractive. It doesn't mean that it could only be done by digitalization or it could just
be the cherry on top. Of. People trans trying to transform a place that is not used
because that is. Now there's so many people. We need space everywhere and due to
some many issues, there is a lot of also unused spaces, sometimes inside the city,
sometimes in the peripheries, or sometimes it's just like in between two buildings. But
it could be a nice approach to yeah, give a chance to maybe transform these spaces in
this sense in the distillation sense. Yeah. So what are your thoughts on transforming
unused or underutilized urban spaces through physical approaches, considering
limitations of size, capacity and location? Because digitalization also brings the type.
Of. Free being more free to do, to change some things and to do things. So maybe it
could be faster or easier, or maybe not really. Looking at something with how big, how
big it should be, how many people it can have, or the location of the place really.

Speaker 2

Yeah. I think again, I think did you guys, I think it's important that we think about
digitization as a mediating tool and not a tool that is going to. Transform space in itself,
like the what is going to transform your space or a space is still. You know the
regulatory framework, the vision, the, the implementation of a design, so I think.
Digital tools can support that process and I think an example that our colleague of mine
is working on and we're considering to do a joint research project on here in Vienna
and maybe beyond Vienna and Austria is on actually using, looking at underutilized
spaces in the city that. Have been offered on a platform called in Kletzel. I'm not sure
if you've heard about it when you were in Vienna. It's. A. Community based platform
that has been around I think since 2016, seven. And people that have spaces can put
them online and offer them for independent. And creative sort of entrepreneurs,
especially people that work, you know, have their yeah, independently run little
business or practice so they can temporarily use those spaces or not just not just
temporarily, but they can use those spaces, some certain amount of time. And so it's a
digital platform. Making those spaces visible, and I think it also is because it's
community run. It's not about making a commercial profit, but actually supporting
each other and especially smaller businesses in. Gaining access to affordable space in
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the city, and I think that's really interesting case. There's actually an informal
organization. To activate under units utilized spaces and how those spaces then are
transformed, that's you know, open to whoever either offers the space or uses that space
right? That platform doesn't solve that, but the platform establishes the infrastructure
to. Make them visible to give access and to and increase the reach and so I think that's
areal sort of advantage of digital tools is that it increase the amount of people that are
reached with a certain service and offer that are informed about it and. That I think
that's a great potential. At the same time, I think it also requires that we're conscious
of how we're, you know, who offers it, who do we cater to, who is our audience. Yeah.
Who do we? Who do we sort of incentivize to use this or not because this again speaks
to a certain or caters to a certain clientele or group of people or user group and maybe
doesn't to others. And then I think there's always this question of you know what about
the people that don't have access to these platforms or aren't informed about these
platforms. How can we bridge that digital divide again? But yeah, I think I think when
it comes to activating transforming under use utilized on use basis, I think this is a
really interesting example. Of how to facilitate that process. And then you know the
temporality that you addressed is an interesting aspect with that, you know, like it can
be more flexible or flexibly used because the way that it's organized is different. It's
not, no, no longer sort of rigid necessarily in who owns it. But it's a user based model.
Yeah, that is temporary and more flexible in that sense.

Speaker 1

Can I ask if like these people who are posting these unused spaces, do they own that
space or is it just maybe publicly owned and they're like?

Speaker 2

Posting it no, as far as I know, they're all owners that offer it. Yeah. Yeah. I'm not sure
that it's because it's really a community run thing. I'm not sure that the spaces are
publicly owned. I would have to double check for you.

Speaker 1

So yeah, in your opinion, can the integration of digital technologies provide a
sustainable solution for revitalizing underutilized basis?

Speaker 2

I think under circumstances, yes, you know and another way of using digital
technologies is as you mentioned. You know, integrating it into the planning process
and thinking about different scenarios and visualizing scenarios. Visualizing it also for
the user group and saying is that something that you'd be interested in. So I think it can
be a really important communicational tool in the process of making planning
decisions. But again, I think at the end planners, designers, politicians will have to
make the decision in the end or users and the owners of the space. So. I think also
sometimes I think I'm also more reluctant than I used to be when it comes to sort of
the potentials is because one thing is that years ago we did studies on automated
driving, self driving vehicles. And one aspect that was sort of talked about in this
context was I mentioned it before, sort of the curbside. Management. So how can we,
you know, all this space in the city that is currently parking and St. side parking, which
1s in my eyes underutilized space because it's mainly occupied by sort of parked cars
rather than sort of as an active public space? So 1 hypothesis is if. We use sensors,
integrate them in public space. We can use those sort of based park parking spots more
flexibly and we could dynamically sort of alter what the function is and so. And I think
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it's a nice design idea sort of to play in it with architecturally, you know, kind of be in
the morning. A pick up and drop off spot and then at lunch it is, you know. A food
truck station and then in the afternoon somebody has, you know, a little parklet or a
party or something else is, you know, and. And we're sort of having this visions and I
think a little bit idealistic ideas of how flexibly we could do these things. If it were
more. Dynamic. I think at the end of the day, I don't think that we need the technology
to do that. You know, if we really wanted to increase that flexibility of how that space
is used, we could do that without the smart sensors, you know, like we can already
regulate the times of day that vehicles could be using that space. We can already say
that. Designate a certain stretch of the road as a shared space, rather than saying that
this is, you know, a normal Rd. where parks have priority, we can say this is a shared
space and vulnerable mobility members have right away you know, so pedestrians.
Cyclists have priority in all motorized vehicles have to yield. You know, they're we
have concepts already in planning that create more inclusive spaces that create more
flexible use of space. It doesn't rely on digital technology.

Speaker 1

Yeah. Thank you. Yeah, to kind of. Sum it up and. Yeah, to kind of see if this is a
chance to reconceptualize public space and the future trends and your
recommendations, do you think digital public spaces can help create more attractive,
functional and sustainable environments? If so, how and what do you think? Are the
biggest barriers to implementation, and how can they be addressed?

Speaker 2

I mean. I think we've touched upon these questions. I think. Digital public spaces. Can
be more attractive. Yeah, more functional, more sustainable. If digital technologies are
implemented and use in a specific. Way I think. It has to be purposeful. I think the
public sector has, you know, an important role to take. I also think that users need to
sort of think about how they're using technologies. I think that. It generally needs and
I think that the Section 4 has a very good title reconceptualizing public space. I think
it's very topical on something that I'm also concerned with a lot sort of what does public
space mean nowadays because of the pervasiveness of digitization. Because of. Us
being present and unpresented mentally at the same time because of how. Digitization
contributes to surveillance. It is a, you know. Shoshanna. No, I forgot her last name.
Talked about surveillance capitalism. You know, all the data that is being sort of
generated in the end also contributes to us being. You know, leaving. Digital footprints
everywhere and being surveilled, whether we want it or not. So. I think we need to do
more. Theorizing and more debate on what public space and publicness really means
nowadays, given these circumstances. Yeah, so I think. Under certain circumstances,
space public spaces can become more. Functional more sustainable? But I think we
need more, better, a better understanding. You know. What the guidelines are, how do
we how do we regulate that? Yeah. Yeah. And I and I. Think the biggest barriers right
now is I think that we're still. Catching. Up, I think we're still, you know, like I'm really
glad that you're doing this. This thesis, because you know, they're not enough students
that do these questions and also address these questions and address these questions
critically. And I feel like there is not enough research being done in urban planning
and urban design and asking these questions, not just how do we implement it. There
is a lot of question of how do we integrate it, how we develop it, how do we. You
know, apply it. I'm more interested. What are the impacts and the consequences and I
think there's not enough research on sort of the implications and the effects of
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technologies or immune technologies emerging technologies and. So yeah, I think the
biggest barrier is that we have more learning to do.

Speaker 1

Yeah. Definitely. So yeah. So the last question, do you have any additional insights or
perspectives on digital public spaces?

Speaker 2

No, I think we had a very interesting conversation. Curious what you will write about
and to read about your thesis and your what your analysis will be. Yeah, I think it's a
very, very interesting subject.

Speaker 1

Thank you. Yeah, I will. Yeah, it's more most of the time it's either profit based. So
someone is gaining money and that's why they're doing it. Or it's really a social thing
that's been that is being made by the municipality. So there's no kind of there either.
Both of them are trying for what a purpose and it's so some of these are just really.
Yeah, not. Research enough to understand it more so it could be maybe better, yeah.

Speaker 2

Definitely has to do who develops the technology? Yeah. Is it? Is it the private interest?
You're doing it for profit? Is it the public sector who's trying to generate a broader
social value? Or is it the community? Themselves as trying to use technologies in a
bottom up. Way we didn't. We didn't talk about that very much, but I think there is
also potential from for bottom up applications bottom up and empowering sort of.
Users and communities. Through these tools, for sure I don't. I don't want to exclude
that. Yeah, I, but I. Do want to just. Highlight like the critical lengths of like. Digital
tools are not going to be the solution in and of themselves if we don't think of how we
have to innovate on a social level as well. Yeah. And I think that counts for community
groups as much as it does for the public sector or industry.

Expert C:
Speaker 1

So. If I. Should start by. Telling you about the thesis for a bit. I will try to. So I'll try
to see what digitalization changes as a function or people's perception of the public
space and how it can be used to transform or better use on your spaces generally in
public space, it could be maybe empty. Places in between buildings or like a whole
underused place. Could be a big one or a small. So for the first section I want to ask
about more the general definitions and conceptual framework. Of the thesis. The vital
public space vegetal basically means physical and digital, and it is a term that is used
mostly by marketing. But now it's starting to be more used in a sense of space and
place. And this integration can take various forms like the Smart Cities digital twin.
Means AR, VR or any other types of interactive digital features in public spaces. So
the first question is how do you evaluate the impact of emerging physical and digital
environments on public spaces?

Speaker 2

Evaluate, I guess an interesting, I guess first three things you did mention the different
types of ideas in digital. And that's the way they get interesting, I think. I guess there's
sort of two things that you mentioned is the types of ideas in digital. Smart City, smart
infrastructure AR, things like that. I think it I do sort of separate what I think of as kind
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of sensors and reading of the environment there's a lot of digital work happening there.
In a way, it's kind of like data collection, but it's in a way, it's sort of ambient, right?
It's not impacting people who are moving through public spaces. And then there's
things that are sort of more interface level to actually people are interacting with digital
interfaces. Whether it's AR or screens or what have you, right. So I do sort of separate
those two out. And I think you asked a lot of good questions, so I won't get into
everything here. I guess in terms of evaluate, I do think it's essentially the two things
like I would I would tend to think about 1 is like are we doing something? Physical
digital with the digital edition, which in that with the physical right, so that's. Are we
unlocking something that we weren't able to do? Maybe it's simply making something
easier to do than it would have been if we like. Maybe we can build some
infrastructure. Avoid building some physical. Infrastructure. If we add some digital.
Elements. That's sort of 1/2. Criteria of evaluation, I think. And then. The other is. The
word I would use is compelling. Are we actually doing anything compelling? Are we
actually doing something that? Kind of creating joy creating. And actually high quality
experience for users. Again thinking more about the interface side, less about the
sensor side. But on the interface side there's a lot of playing. I think in this space I'm
playing in this space as well. Figuring out how we can extend our physical
environment with digital interfaces but. It's very hard to sort. Know whether we're
actually doing something else, like better than what the like, what the physical
environment already, or at least. Like. The sort of interaction of having to use your
phone to do something right, like quick examples. When you have a rush start and you
can, sometimes there's a screen that will tell you when the next bus is coming or you
can just like a very analog thing. Let's say it says 5 minutes away. Or you can say
Texas member to see. How many minutes away the bus is and just having to interact
with just phone to kind of get basic it should. Be kind of. Basic services from the city
are we think that that's something that [ do. So are we doing something that we couldn't
do before? So maybe it's more accessible. Maybe it's easier to you. Don't have to be.
There to see it but. Is it actually a better experience for the? Rider of the bus. We're
doing we're. Doing it in a way that's actually compelling. And usable and kind of that
user experience is actually that value. That's a. That's a thought.

Speaker 1

Thanks, the other question is what are the main advantages and disadvantages of digital
public spaces compared to traditional public spaces? To dive into more? What kind of
again separating what could be done? In the physical space with digitalization kind of
like putting something on top of it in, in a aspect of accessibility, engagement, privacy,
economic opportunities, etcetera.

Speaker 2

Yeah, I think I think there are a few there that you're hinting at and I think they're
almost, you know, I think. That. They're obvious, but they're really. Sort of, but they're
very important. And they are kind of obvious, actually. I mean privacy for sure.
Thinking about as you sort of start to use your own personal devices as you start to get
tracked in your use of your interface is privacy is a concern, how that information is
being used, who owns that information? The economic opportunities is interesting
because. In a way, yeah, like the leader, it almost forces you to become a. To be a sort
of a useful. Or like a productive. To take the most advantage of your public space, do
you now have to have a smartphone? Do you now have to have Internet connectivity
right? All these sorts of different things that should kind of be rights for citizens are
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they sort of being transitioned into kind of privileges that you get if you have certain
extra things on the. One person right? So I think that's something that like if we move
towards this vital, there's a huge sort of work to do of like making. So that the public
spaces are still truly public and available and free to everybody. So that might mean
understanding what the device or connectivity

But actually the sort of you'll see. I'll try this a little bit to my perspective, which these
questions are like exactly the kinds of questions I've been thinking a fair amount about.
So we'll. I try not to carry too much on about them, but. I think sometimes a little less
obvious is is the fact that it's. I mean it is also kind of blown out, but. Like. The idea
that this is hidden so as you get more fidget, all the physical is very visible. You get
very sort of in a way, there's a kind of equity to the physical environment that
everybody move. So it has to move through the same physical environment. But once
you add digital elements, especially if they are personalized digital like AR things that
you're willing for personal devices, they become hidden in a way. And so like making
sure that there's. So understanding. So how? There's a thick pair of assets that could
happen essentially like how do we communicate? What is fear in physical
environments? Of course the interfaces matter. I mean, there's things like imagining
the future where you have glasses. Maybe that's much more visible now because you
kind. Of walking around but. Even then, there's a lot of nuance into how you
communicate what's there. What does everybody see? What do? And some people see?
What do I see that nobody else sees? So that's like that is a truly kind of unique problem
to digital add-ons to physical space, especially in public spaces. I think I have some
opinions about this is like ethical ways to do that, which essentially are like everybody.
Needs to be seeing the. Same exact things, just looks like in. The physical environment.
Things you need to be. Able to move about like. Move within these digital
environments in a way that's very similar to how you move. To physical environments
like. Scarcity is also important, like you can only see a building on one side, you are
one when you're looking at a building on one side of the building and everyone next
to you. Is. On that same side, that place is kind of scarcity that I think is important. It's
a sort of subtle thing, but I think that that's sort of an important thing that we always
think about, like it's something bad. Thanks. Happens in the physical environment only
happens in one. Place. If there's a track towards those. What have you? So when you
think about doing, all you have to kind of almost recreate the things you take for
granted. And physically, it's just like. News instantly from 1 from 1 place to another
that you cannot see everything from everywhere. Sort of interesting. I guess other than
the first. Things to consider when. Thinking about moving away from traditional.
Yeah, there's a lot to. Yeah, I don't think talking. Most about the interface side of
things, of course. That's it. That's the first game seagoing.

Speaker 1

Yeah. Thank you. Yeah, from moving on to. More of the transformation of public
spaces and aspects of digitalization. Because it is changing the way people interact
with the space and each other, it's kind of creating these new needs that we weren't
seeing. Smart cities are part of it, in fact installations. Art, culture, leisure, time,
activities. And digital governance tools are kind of having a say in the public space
and they're helping people to have more say in what they want in the public. Space
than what? They don't. So to dive into that more, the third question is, which urban
challenges can can be addressed through digitalization and public spaces like? From
Istanbul, like overcrowding some rigid special configurations that come from law and
that that kind of depends on each country and each city and each municipality even
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lack of engagement from the community and planning inefficient land use. Zoning
laws and public safety concerns.

Speaker 2

Hmm. Yeah, I'll I. Think there's a lot to? One is I'll kind of leave the because you talk
about transforming unused spaces later. I'll kind of hold on those thoughts for now
because I think that's definitely one of the challenges that you address, but. The sort of
rigid spatial configurations in life of engagement I think they were sort of to stick out
to me. One is for sure this idea that with the digital one of the probably the biggest
advantage of digital. Addition to physical space is like the low costs. To add to the
physical environment in a way you know you don't have to actually build a sign or
build a building to show something in a physical space. I think that. That's.
Compelling. I think that that makes it possible for a lot more people to participate in
the imagination of what a public space can be. That's a lot, actually about what I'm
really working on. To democratize that in terms of allow for creatives for. People in
their communities to actually. Use digital interface just to sort of reimagine what their
public spaces could be. Like I think. There's a sort of the long term. There is actually
no way. Because that sort of brings you back to the physical right, like the digital is
almost a tool to reimagine the physical, not a permanent installation on top of the
physical. That's one way to think about it. But I think that that's like a really compelling
use case, even if the digital is never meant to be permanent. There's a world where. I
think there's a world where this, like digital is this is a transient thing, right? Like the
digital, just our imagination is in the future or the. In the future. But we all really. Will
want things to come back to physical. It's possible. Like if we want food like, I think
that there's all sorts of ways to do suicidal and and ask us some questions that we'll get
to this later too. But I think there's one world where actually the digital is like a way
for us to imagine futures and and rather than like. Think of it as a permanent stage
where the digital and physical must always live side by side in the same state. The
engagement is also an important part right? Like showing things to people against that
imaging it's about. Creating potential futures, but then it's also about community.
Potential future. So you have this ability. To sort of. What you can. I'm not always
showing to you or you can't always really visualize the words you know you can
actually show on physical space on site. I'm perhaps you know, than there is a company
in New York that is doing. They're pretty much they take 3D models of buildings that
are going to get developed and they'll put them up on their app. And so you can kind
of walk around New York and see. And all sorts of. City. You can see what the future
developments going to look like. They see an empty plot of. Land and you. Can see
what the building. Look like there and people. Can see would be a sort of tool for
community engagement. So I think urban challenge is very. One other thing is one
other way to put it is. Urbanism, right, like. The modern and sort of really. Yeah, I
guess kind of. Like. Organized with physical space in a digital environment so that
you can kind of communicate that or convince people that that's important.

Speaker 1

OK, Yeah. Following the third question and the 4th one is what are the key drivers
accelerating digitalization in cities now we're kind of experiencing. Rapid acceleration
and of course for example, I was born into technology, but it's still going on so fast
and we. Daily we adapt to the each new thing. Now it's the Al. Maybe next year it will
be something else, so and they do have an impact on cities. And yeah, through that,
the urbanization, technological advancements, smart, smart service demands and
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digital governments governance sustainable. Force and citizen engagement. These also
adapt with the digitalization in cities. So what do you think are the key accelerator?

Speaker 2

Yeah, I mean. I do think. Data gathering. Is a big one and this is again maybe more to
the sensor side, but it's not only limited to that. I think that idea that. There. Also,

Here a little. Bit like there's a lot of interest from a lot of different. City governor. Data
providers to gather more data about how people are moving about moving to cities,
how people behave in cities. Just to be able to better health, it can be both the profit
motive and also for improving depending on the. City. So I think that there's a. Lot
actually that's at the end of the day, there are things that really move. I think the actual
acceleration of digital tools in cities. I just think, yeah, I think that there's. [ mean, it's
kind of basic. Answers but like just. Proliferation of what you like of smartphones, of
connectivity, and of what you can do. So smart service to just kind of continue this
right like. If you have. Either or you're starting. To order taxis. With the phone or
sustain all the food, because this song is unattractive, like location of your package,
you know, as it arrives to your front door, all these things are kind of just getting us
because you're already in the front. There's a lot more and that that in a way is like
opens up this. Ability for cities to say. OK. Like we're not making easier for a lot of
money and they're now, but now you can also see a QR. Crazier on billboards and
things like that. Success. There's there's a subtle it's kind of obvious, but it's also, in a
way, sort of. Suburb now just. Evasive I think that is, I think. That we're not. I don't
think he figured out like. Yeah, there's proliferation connectivity. These are all. [ don't
think you guys see, I don't think there's much that's accelerating this work right now
in a way that I should choose. Their experience of walking around cities. Again, I think
about that. What are we actually improving the sort of experience of a resident of bees
walking to the grocery store or going out in this to the downtown for one reason or
riding public transit? In any way that is not simply a merely functional thing, right? So
functional things like when is my next train raising your stop? A lot of navigation
based stuff, so that's new to me, but it's but we haven't. I don't think we've done this
since that's what actually she's experiencing, moving to the city. That's why it ends up
being, you know, you think to your phone and I can gather a lot of data that seems to
be that this morning.

Speaker 1

And. Yeah. What aspects of digitalization contribute most to user experience and
satisfaction in public spaces? So like the citizen or tourist? And in terms of education,
entertainment, personalization and engagement.

Speaker 2

Yeah. And this is kind of where I might have to I'll. Probably move a little bit between.
What I think. Should be the case versus what maybe is actually the case today. I'll
speak to what I. Think is I think maybe that's one of my more unique perspective. I
think that. Satisfaction user experience like you know where you the technology
actually needs to almost disappear, right? That's sort of one of my beliefs. So in a
digital version of or a digital interface or a digital layer on your on your sort of public
space, how can the technology really disappear? It's not obvious, but like. It's actually
subtle. Things can sometimes. Through this, like it's nice to walk around the city with
an audio bag because you can look up with your head up, right that you can see like a
video guide or a map or something on your phone, like the act of walking in a public
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space, having to look down at your phone in the various sort of uncomfortable physical
experience. Right. So that's like a subtle. That's level, but it's a very. Sort of kind. Of
in a way. The user experience side of that I think is really important. I think there are.
Some. So I think there's a button there. You know how you can get the technology to
fade away. One other thing is. How can you? This is where I'm not talking about in
reality, but like, how do you make it so an apostle is another question, but one of my
philosophy is like point. The spatial interfaces they need to allow you to. And so in a
way, when your digital interfaces are, you know, spatial environment, they need to
maintain their space, which means that the object in front of these right systems are
away. They we expect them to be even in. The move away from them come back.
Being able to point at. Things is kind of hints at the social aspect. Right, it's me. If me
and you are somewhere. And I'm pointing to something. You need to be able. To
understand what I'm pointing out for you to see at the center that I see it, this is I think
it's.That's it. It's something that is a little more hostile than my, you know. Aspect of
this same digital environment I think is actually critical to what I call. Somebody
change but does see two things. I mean one, one more, just to a point. For you I. I think
that. This kind of this idea is like what can you do this digital? That's some worse.
Maybe some other section of the phone or whatever interface you're dealing with, so
maybe there's entertainment is kind of what I'm doing, OK? Maybe there's some sort
of story that you can tell some sort of way. You can tell a story that you couldn't have
done. Any physical environment? Maybe you can even keep his attention to things,
but they would not have had. That the amount of senior gone to in the spaces that you
can. Corner right here is where this thing happening historically. Yeah, is why this fire
hydrant is painted this color. You know, you can imagine sort of tourism, things like
that. And I think that there's there's some interesting things. Something you can do
right if you have audio touching, but they're also versions of augmented reality.

Speaker 1

Yeah. Thank you. Yeah. My next question is, do you think digital public space are
effective in enhancing social interaction? And under what conditions are they more
effective? Yeah. In terms of design, ease of use or culture, expect acceptance of
technology, maybe digital alliteration. Yeah.

Speaker 2

Mean. I think the pointing thing I've I said last question is part of it right? Like if you
have a truly augmented reality interface, I think. They would be ineffective and social
interaction and enhancing social interaction if they didn't allow you to. Point at things.
I think. Once you are so much of being social, I think is about being in the same space
as somebody. You know, in a restaurant, it's like we're sharing the sort of ambiance,
right, the noise level. If if for some reason those factors are starting to differentiate.
Like if I have even the subtlety of like having air pods in that cancel background noise
for me, but not for you. Starts to just starts to move each other away from, like having
a truly social enhanced social, engaged social interaction just often, but those sorts of
things like the more our experiences deviate. Diverge from each other. So I think
almost having the same exact experience. In the same way we do physically, I mean,
maybe I'm being unimagined with this sort of like my intuition is that. You have to
really almost be strict about how you deal with spatial spatiality. Of the digital.
Interfaces. Again, bias talking about are there other digital interfaces that already have
that they don't experience necessarily? So, but I think what was it? So yeah. The other
element is like Audi used. This is where a little bit more of the story telling a little bit
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more of. The sort of almost. Immersion, or gaining the thing that almost like game I
think would be a little bit, is like a chance to do something we can't do physically, like
maybe to play games with our physical and something that. I think could be. I'm
imagining like. I imagine things like give those scavenger hunts. For books like people,
go to get to go to places like Disneyland theme parks. To themed restaurants to have.
Sort of a little bit of a. Family groups or friend groups in their service. Element earth.
Escapism should have a chance to also be told the story. Be participate in something
that is. On. A little bit stakes that attention to to Anderson really interesting potential
of how you can do that so. In the cities in public spaces, this good stuff that the one of.
The first questions about. So how do you do that? And like? What if I have this? In
Tucson Square or something, right and. You light that up. We're kind of seeing
different things in the same place that's sort of against my initial philosophy, which is
like everybody needs to see the same things. There's a lot of sort of stuff to figure out
there, but I think that the way the sealing. Of how the quality with social interaction
we have, I think does get out right because of all those stories. You can tell how we
can typically we can change things, everything. You come back to some space and this
is the things that Constable. I think those things are potentially socially. I don't know.
Probably simple things. More social elements that I think are interesting.

Speaker 1

Thank you. And we moving on to the unused spaces. Uh. And it's obvious that we
could transform unused spaces in different in different ways, like creating a more
attractive environment for people to use the space or making it more safe so it's more
accessible to maybe children, elderly woman, etcetera. This is just the way that. This
is just another way of making use of the unused space. And. A chance to revitalize
through digital technologies. And yeah, this could really. This could be opportunities
to reimagine these spaces for cultural, social or economic purposes. So what are your
thoughts on transforming unused or underutilized urban spaces through digital
approaches? Considering limitations of size, capacity and location. What I mean by
that is. You could do something. Attractive in terms of Environment and in a digital
way that maybe you couldn't have done. With in a more maybe in a such a big place.
Or maybe it needs to be in the center or close to the transportation hubs, or it needs to
have a certain capacity of people. So you could make this project etcetera. And yeah,
an example is of turning abandoned lots into interactive. Parks or using projection
mapping to revitalize historical sites or just basically using? An empty in between
buildings like parcel to do something fun digitally.

Speaker 2

Yeah. Yeah, I think that there's a lot of potential, but mediate thought for me is that. I
think you cannot. It cannot be disconnected. From the physical reality of this type
forward, in the sense of like. I don't think there's a, at least anytime soon, a world where
you can turn a truly abandoned site. Really revitalize it with only digital elements,
right? So I think that that's my intuition is that. You. You know, maybe it's like an
abandoned law, right? And you can do a sort of installation, maybe there an interactive
sort of digital installation. But in a way, there's nothing that that there's something.
There's nothing, there's not something sustainable there. And there's something kind
of. About the again, I'm kind of appealing to my intuition here, but like something
about the feeling of. You don't want the digital to be disconnected 100% from the
physical in that way. They're like, wow, they're creating a really exciting, fun
experience, but. If you look up. If you take the glasses. Off or whatever the interface
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is. You're kind of confronted with that, sort of. Negative or just destitute kind of reality
that Disconnect. That's what dissonance almost is not like. I don't imagine being
sustainable. So I think there's that you could do that. You could do something
temporary that's going to go on a ban a lot and you don't need to slowly start investing
in the building with the physical. So I think that there's kind of this like the opportunity
to transform these underutilized spaces. But they kind of need to almost. It's like a
digital can be like 2-3 steps ahead of the physical, but you kind of want them to track
together. And that's like using this digital to invest in the physical reality of that space.
That's my sort of intuition so that there's a there's a group here I can point you to if
you'd like. And I see that's there's very early stage startup. They're just kind of.
Thinking about ideas, but they want to transform like heavy spaces that are not like
this. Like underutilized but especially near local small businesses that maybe are
struggling, right. And so there's kind of this multiple stakeholders that are interested,
the city is interested in. On their walkable areas, bases and these with abandoned
spaces, these these businesses looking for revenue, people walking in the door and
maybe they're artists. Or maybe they're they're not thinking about. But I've talked to
them because I'm facing this format in these spaces, so it is definitely a thing that.
Makes sense to do together. But it's it's a very sort of exciting. The subtleties of. Yeah,
I think you can't do that alone with digital alone. Just like assume that they will fix it.
I do think there's there's something just get back to the exact question. Yeah. So. Yeah,
I think that I. Think it's totally fascinating and I think. The positives where like.
Because my carpet mix is, it's the loud. Using local artists crypto arts. On those issues
that cities. And there's really no reason why, like in a ways we have a set of people to
using the products for like looking at a map of the things and they see all this interesting
on this location and happens to have been abandoned place. It's a place where the local
small businesses are struggling. It's at least in that community. To these different parts
of the city, but I think it's a pool too, so. Suggestion nothing. By the way, is an
interesting product. How to send? You things that can happen as well. To our tribe. I
do get him right. Almost. That's also that's also interesting because it doesn't before
like being able to this stuff is hitting the projection mapping and there might be some
ways that you'd actually want to have these. Organization techniques. Disadvantage.
Sort of as to driving a as well, there's sort of some interesting thoughts there that I
haven't fully formed. Yeah, different things that tend to separate.

Speaker 1

So. Thank you. And so kind you kind of also answered the eight question, but I will
still ask it in your opinion, can the integration of digital technologies provide a
sustainable solution for revitalizing under utilized spaces? In terms of environmental,
economic and social sustainability.

Speaker 3

Yeah, yeah. I guess I'm essentially I'm saying no, at least alone. Let me think about it
just for another second. Yeah. I mean, there's there's sort of interesting futures right
where like. We are interacting with digital environments almost as soon as we do with
physical environments, so that in those sort of. Future some of this goes. Gets the the
some of these some of. These chambers, right like. For example, yeah, I just think
about signage. Just a good example. If we interact with if, if all of our one thought
experiment is what if every single sign we see with text was actually digital? Right.
And you say you're wearing glasses, right? All the physical stuff is the same, but like
now it's like this. This whatever this. Italian restaurant changes into a. Cloud. The main
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changes and it only takes a digital thing to change, but the main is still there on top of
the building or a street sign is digital or like you kind of have spaces for like cause
people put up temporary signs when they're they're being closing the street for some
for dining. Or. Or you're even navigating traffic, right? Like this is the direction to it.
This this square is that that's where. If if we got. To a point where there was so much.
Pervasive use of. Digital technology as a layer on top of physical infrastructure. Yeah,
maybe, maybe, maybe you really just like actually? You're doing things in in just in
the digital sphere that really are like moving people to different places and kind of get
to kind of be. Dynamic about how we. All of a sudden, like the lighting, you know,
region. It's determined digital. Yeah, that's a crazy feature where you can. Imagine it.
You don't have to. Yeah. So now if you don't need to put up, you know, like that's like
nobody ever. Takes off the glasses. Where maybe you could sort of do things really
that truly vitalize. This is just using visual infrastructure, but that's pretty. That's pretty
wild, just just on the future. I think overall, yeah, I think you need to bring a physical
investment.

Speaker 1

Yeah. Thank you. To so to kind of sum it up. How to reconceptualize the public space
and future trends and your recommendations? So yeah, our expectations of public
space changes and. This. Yeah, these new technologies may shape public spaces in the
future and yeah. What I'm going to ask your insights and possibilities. Maybe. So do
you think public spaces can help create more attractive? Functional and sustainable
environments? If so, how and what are the biggest barriers to implementation and how
can they be addressed in your opinion?

Speaker 3

Basically, yes they can. I think it I think it does kind of fall into two buckets. And
again, I'm, I've kind of stopped talking about sensors. You kind of get that I'm talking
about interfaces that impact people while they're moving through the environment.
Umm. So sensors can do a whole. Bunch of interesting. Yeah, but the interfaces I think
there are essentially 21 is like imagining futures that we kind of talked about. I think
that is that can help create. Better futures like it. It's a tool for communication. It's a
tool for. Engagement. It's a tool for. A play or like kind of experimentation, right?
Democratizing we can sort of experiment with the built in. That's I think. You can do
all three of those things. It can be more attractive, more functional, more sustainable,
more equitable. But that is, but that is essentially digital as a tool for the physical right
for this life. Imagining physical changes, too difficult environments, the other is OK
what if? What about percentages that are like storytelling which you know? Or yeah,
like social experiences. Does that does that? Does that actually help create more
money? I think it does in a way. I think of it as it raises the ceiling, but not but not. It
doesn't really have the flow like I think it makes it possible to really imagine some
more compelling futures, like some. Yeah. Again, stories that you could tell. You didn't
look for to do an office that you couldn't do in certain places. Scale you can place like.
You can kind of. You can build things first bigger, physically, digitally than you could
only see physically ultimate middle of Times Square. You can't do much but with
digital you can do things. So attractive is the word that's most. That's most achievable.
You know, it's like really playing. With. Compelling experience is interesting
experiences. The real question that. We don't actually do you. Raise the ceiling on the
functional and sustainable urban gardens. Did build tools? Yeah, I think. Digital tools
can make us more sustainable. Again, that sets an inch towards the senses. So me
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thinking about the interfaces. You can tell my bias and I'm really annoyed. I think that
there's been a lot of joy and create a lot of, like, I'm really reimagining the way you
think about placemaking. So maybe there's, like, a turning the refrigerator.
Placemaking, right? That's sort of something that. Is sort of functional, but really
maybe it's missing. About how we identify. These having these spaces and how joy
into searching for these immediate, you know, sort of helpful and. So I think I think
can really change the sound. I think that we can do a lot more cool things, but still like.
All the physical things that I think. That's still the store, so. I think there's a little bit
of, I'm not sure about that. And if so, how? I'm gonna kind of sauce the way down. It's
my background check guy, I guess. And and I think at the end of the day. Scientists
and privacy is sort of like some ethical barriers. These are not. You cannot solve this
type of problem. Florence. Like it's just now coming truth. So I think there's. Some
sort of real sort of important sort of sort of. How you doing? What sort of difficult
things are you? How do you move about physical spaces with those things? You know
like like that. Is a super difficult. It's a tech problem. It's an ethical problem. It's like a
social problem because it has that whole thing we talked about. Like, do you see what
I see all. These things like how do you manage the? Public and the private spaces all
of'a. Sudden, I guess you were planning, right? So like. There's a lot of like. My device
series about like what is, what is the public right of way or what is like? What is access
to public space have space? Those are still on us. All the you know. We now have any,
in theory in digital, anything can be insane. So. You have to kind of almost create a
new. Is. Yeah, system of delineating these and the phrases in mobile forest and the tap
like what's possible the the technology and then how do you actually have that out?
Because a lot of credit companies for their institutions step forward and runs this
barrier, in my mind is that sort of.

Speaker 1

OK. Thank you. Lastly. Do you have any additional insights or perspectives on? This
for public spaces.

Speaker 2

Yeah, I think I got to most of my thoughts in sort of a hodgepodge kind of random
order, but yeah, OK, first I. Mentioned then this these. Questions are super interesting.
I think this is sort of. It's it's cool. To see that people are thinking about this stuff.
Because it's kind of. Yeah, it started off years ago. I was thinking about, like, OK, like
heads up displays and cars like. Why do we don't need? On the highway, it's like, what
if your navigation was? On the signs. In the on the road rather than on your phone, and
then from there you start to imagine what there's sort of this interesting question of
like what is exactly useful in its physical form and what is. Translatable to the digital
form. Signage is kind of the easy kind of version. Imagine you're able to see digital
things here. Digital things have a kind of full sensory digital augmentation. Doors have
to remain physical. Air. So this through them. Right. So there's kind of this interesting,
like maybe there's kind of first principles thinking that could happen one day of like if
we could turn everything possible digital to save money, make it more accessible. You
know, maybe there's benefits to things being digital. So we want. To make everything
digital that we can. That's very debatable.But then while it stays physical like the
bricks, the doors, you know the the sound I. Don't know you know. It's interesting sort
of question. Maybe we'll there's something very in the future where we're walking
through like skeletons. But that to me is kind of like your unused spaces. It's like. But
then, like I think it's the end. Of the day like. Covering the ceiling, the most joyful
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thing is like you have. Physical environments that have been greatly augmented, great
augmentation of the great physical environment. And when those two start to like
really deviate, why are you losing about, you know, it's strange thing and I do think
like physical proximity to other humans. Very valuable. So I don't imagine a future
where, like we're all on VR, we fix whatever headsets, you know. I don't think that's
and physical movement is also about the spatiality of movement physically is really
important. That's why I was. Metaphors like yeah, I think. One, like it's come up time
and time in my mind is like if you can't point at something. You're essentially in VR
all of a sudden. You're essentially like you've lost the point of being in a space with
somebody else and their other version. Of that, they're. Hearing each other, hearing
that you're to my left versus to my right. And when I turn, you should do to to stay for
sound but. Mostly I think I I got it. Yeah, I. Do think that the. The duality of like.
Imagining physical features like what, what is digital because it needs to trickle to
physical versus wasn't what is digital as we truly play. It truly sort of, and I think it has
to be played. I mean, at least today like you can't have like. Life saving infrastructure
only in visible form, so it's a really great space for raising for creating new, compelling
experiences. That those are the things that I think can live in the digital sphere. Pipe.
Well, at least exist, period. But there's sort of a difference between digital health tool
for physical digital as like a space for player and imagination and creativity. Yeah,
yeah, I think that's most of my thoughts.

EXPERT D:
Speaker 1

So yeah, so there's 4 sections for this questionnaire and the first section is about the
general definitions and conceptual framework. I know that you're already really not
eligible about this issue, but with the new. Like from to get to know your perspectives
and to create a new kind of literature in a way. I want to ask you about some general
questions. So the digital public spaces can be.

Speaker 2

Maybe. Maybe before we proceed, but maybe can you first explain me what the goal
is of this interview? Like what? What is it that you that you're aiming to get from this
interview?

Speaker 1

So I when I tried to research about this issue like I tried to find some case studies and
something that really was made mostly by the municipality or somehow not a private
way and I couldn't really find something that resonated with that. So I decided not to
like there. There are museums. That are like experienced museums where like AR
technologies or some other type of technologies are into. Incorporated. But they are
kind of still in a private sense and like there are some other examples that are, for
example, horrific and adults like art pieces that they are kind of like digital installations
kind of. Enhances the physical environment. I'm kind of taking this term digital as
something a digital layer on top of the physical one that enhances it somehow. This
could be also like sensors or some other type of data collecting devices. So because I
couldn't really. Check out a case or I didn't, because if the mass is not so case oriented
and I couldn't really find anything that I could. Put or try something into. So I want to
do kind of a theoretical or literature supporting thesis to maybe support not only by the
means of the term phygital, but also generally digitalization and how it affects the
spatial environment in terms of cities, so. I'm talking to you that some someone who
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knows the term and someone who knows what digitalization can bring more to the
public space to see your insights and what how you would. Interpret these questions
for the research to come. I can't just take like a building because that wouldn't really
fit the public open space and I'm not really capable or qualified to do a research about
something on open space. Kind of. And yeah, like there are some, like, legal restraints.
And yeah, that's why I'm going this way. So I'm focusing on this digitalization and
fetal spaces, fiscal public spaces in terms of how it can transform underutilized spaces.
If it has the potential to kind of revitalize some spaces in a different way.

Speaker 2

OK, OK. So you're using it as a means to rehabilitate or repurpose unused or neglected
public space?

Speaker 1
Yeah, exactly.
Speaker 2

OK. OK, that's interesting and. Like the what's the the, you know, the study that you're
doing? Is it architecture or is it built environment?

Speaker 1
It's urban planning.
Speaker 2

OK. Then I'll have at least some contextual information, so that's clear now. So I I
think we can proceed with your.

Speaker 1

OK, thank you. You can interrupt me anytime you have questions or anything. Else.
Yeah. So to go to the first section, the general definitions and conceptual framework
in terms of urban planning, these digital public spaces are a bit like smart infrastructure
or augmented reality. Or interactive digital features in public space such as squares or
some other places. Taking into consideration, how do you evaluate the impact of
merging physical and digital environments on public spaces?

Did you by the time? I shared a book. It was called like digital. And urban machines
in digital. Yeah, it's funny because what you're saying is true at that time, I also had a
lot of difficulties finding, you know, accurate literature on the term. It's quite new and
it's surprising me that we still have like 5 or 6 years data that is still kind of so new.
Yet despite the fact that that artificial intelligence exploded in the meantime. So. I
think still in that book they have this guy journal Retha or something. The writer is
called he's. Mentioning some very valuable things I think because well, how I think
it's it referring back to your question I think it depends on what you're trying to. Uh.
What? What? You know what the. Depends on the design of the public space and
what's you know, what's the emerging aspect like the physical aspect, it's clear it's a
public space. It could be a square, but what's the digital layer? I think it's important to
have that a bit more clear before we can, you know. Emerging. Yeah, so. We had the
impact of. Emerging physical and digital environments on public spaces. Well, I think
it's very dependent on the application itself. But for example, if if I would think of a
public square where things with holograms and is is being tested or like more kind of
art sculpture integrated with Al. Testing this means that you have to at at you know
some. Somehow you have to measure. There. The way that people react. Like. I think
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it's. Because in the end the users, the end users of public space, they should be the one
that are evaluating and. Giving a score to how this is experienced, I think so in a digital
era, as we're living in, I think the easiest way is through a phone of course and some
sort of. Yeah. A survey or like. But yeah. Then again, people are very lazy, so they do
not want to have, you know, they don't want to have fill in surveys. So then again, I
might think of, you know, observing people's behavior in public space. Is merged with
digital layers. Like, how are they in in the end, public space is created for people to
live in, to walk in, you know. To wander in and what makes this digital layer, what
kind of difference makes it to how people react and behave in these public spaces? So
I think that might be an interesting question. Sorry, but leaks are just entering the room.
But it says it says something that you can is that somehow a question to your sorry
answer to your question.

Speaker 1

Yeah, yeah, I would say so. I mean, there is no right or wrong answers to the questions.
I'm just going to interpret what you said in terms of how like how it fits the theme and.
Yeah, a general thing, yeah.

Speaker 2

Yeah, I think I think that's the most that would be my most. Inform. Part of the answer
like. Public space is eventually created for the people. And yeah, for how they behave
and how they walk and how they live and how they experience this public space. I
think that's the part that you should evaluate or or like. Yeah, observe and somehow
with sensors maybe or. Yeah, that part is also coming. That type of questions. Yeah.
So if I move on and learn from things. 2nd. One, what are the main advantages? OK.

Speaker 1

Yeah. So moving on to the second question, what are the main advantages and
disadvantages of digital public spaces compared to traditional public spaces such as
accessibility, user engagement, privacy, economic opportunities and over reliance to
technology?

Speaker 2

Yeah, maybe I would. I would reframe it as like what what's the added value instead
of? Advantages or disadvantages to the public space? I mean it adds value as it adds
like a new layer, a digital layer. I think in terms of for example accessibility. I mean
we have if you think of public space right now. It's either public space and you can
enter it or it is like a prohibited space. You can let you cannot enter it after. Maybe like
I don't know, a certain time in evening. And I think that more space will become
available when you can monitor and regulate these spaces. With a digital layer with
technology so that you can have more access to more space in in this town and you
have less neglected space or space that is behind bars and you know, I think you can.
You can create more co-used space. So for example parking lots that are not public but
that are belonging to an office for example, could be accessible to public general public
by using a digital. Mayor that you know, because they don't. Want. Just random people
wandering around on a parking lot. That's not. Public because, yeah, you don't know
what they're going to do or hijack a car or something, but if it's monitored, then it's
accessible through the digital layer and you have to have a profile where your
information is clear and people can always get to you. Then there's also like a. In that
way, more of a control. Of the public space. So. That's one thing I can think of. That
also includes privacy. Uh huh. That's good. Yeah, maybe economic opportunities. As
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I said, I think because of the fact that you can, there are. You know go use space is not
a new term. They've been trying to do that for like decades now. And I think the
interesting thing with digital layer that's added onto the physical space is the fact that
you can have, you can have it integrate, integrate it completely with. You know, there's
something like a a, A need and. Just a second. Uh. There's something like supply and
demand, and through the digital layer you can get access to these to this to this data
like very easily for example, if you think of a Facebook poll that's been, you know
that's been there for all also 10 years now, but if. If some kind of a a poll is integrated
with the peoples data. And you have like a a digital layer and if it not, if it's not just
like a digital layer, but if you would think of public space as a not. Completely
permanent space, so if the digital layer as I proposed in my. Thesis if the if the physical
space has somehow a kinetic element to it, so it could be as simple as opening the gates
to like moving walls or whatever like. You can. It can get as complicated as you want,
but if it is kinetic in some ways then it could be integrated with all these digital
connections and data. Like for example if if there is a parking lot that's being empty at
night because. Because it's connected to an office and people work from 9:00 to 5:00
and you know in the evening hours, this parking lot is empty. But it is like. A huge
space in the middle of a of a city's dense urban city. So in in that manner you could
just activate these poles and look for the supply and demand. If that is like for, for
instance in the, I don't know, like a theater or something. Or. Hip hop gathering or
whatever and it could, and then it could take place at this public space because it's. It's
flexible in that way because it is. It has either kinetic elements or you could still of
course do this. With human hands like having a a decor set up or whatever. So I think
that might be a an added failure too. Yeah, it's a long. It's a long answer. [ will try to
be more accurate.

Speaker 1

No, no, the longer the better. So I can take as much as like many things from it. Yeah.
Thank you. Those type of questions are also coming. So. This takes us to the second
section, where it's about transformation of public spaces and digitalization. So it's
more. Again, digitalization is a bit general here, but you can also answer it however
you'd like or. Yeah, I can focus you somewhere. If you want. So since it kind of
changes how we interact with space and each other, it has some type of spatial
outcomes and also social outcomes. And through there I want to ask. Which urban
challenges can be addressed through digitalization and public spaces? In your opinion,
such as maybe overcrowding rigid spatial configurations, which is what you kind of
talked about, lack of engagement in planning inefficient land use and public safety
concerns can be examples.Yeah, exactly. Yeah. I think that's a bit of that's in line with
what I said earlier. I think the most valuable thing right now, maybe not in the future,
but the most effective thing in the contemporary times is the fact that you can have.
Supply and demand. Much more accurate and much more, because for example, if we
would design A public space or a build. Building. It would take at least four or five
years until this building is built or the public space is built is being built, so that's why
we we have a a lack in this system in this and and that's where I think.And Al and
more accurate data comes in because you can measure supply and demand much more
faster and in that manner I think we can. Fasten up the whole process of building. In
general, so also in terms of urban challenges, I mean urban challenges occur and you
know when they're addressed, it might. Be over 5 or 6 years when it's too late, when
there are already emerging new and new urban challenges. So I think that with this
digital layer we can act much more, you know, much faster.
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Speaker 1

Yeah. Thank you. Yeah. And what are the key drivers accelerating digitalization in
cities? In your opinion, these are kind of like they're connected, but yeah, such as
urbanization, technical, technological advancements, smart service demands, digital
governance, sustainability goals and citizen engagements.

Speaker 2

Well, for example, sustainability people think of bio based and that kind of stuff, but I
think that sustainable in terms of. You know the endurance of public space and
buildings is also very important. So if you can, but then again if you can, you know
why I keep on connecting to the supply and demand, sorry is because we architects
and urban planners. Always have been guessing around what the people would like to
have in the most simple words. Like what? What is it that they need, what is it that the
people demand from public space or from buildings, and we address it in, in, in terms
of our own. Interpretations and we try to, you know, we try to make a guess and we're
not like we're not anthropologists or you know. Psychic side dress or whatever. So we
just it's that's not our discipline, but with this new digital layer where all these these
kind. Of. Data is all there we can integrate. It. Much more into our designs. Because
it's already there. And also if you would think of what's it called again like? Do you
know Grasshopper is like a design to what's it called? The general term for?

Speaker 1
Yeah, I do, yeah.
Speaker 2

But this way of designing where you can adjust like. Oh yeah, parametric design. So
if. Parametric design with the most current data of the demand of supply is being
integrated into our design process. I think we can react much more faster to the
demands and the needs and also address. I think that would be a more sustainable way
of building in general, like that would be my definition of sustainability like you
address. Supply and demand in such a way that is so accurate that you don't have to
make guesses anymore, and so that you don't make public space or buildings that are
not wanted or that are like out of demand after 10 years or after five years. I mean,
how often do we see public spaces? That are getting neglected in just like 2 years or
three years because people are just simply not using it. So I think that's that might be
an interesting added value.

Speaker 1

OK. Thank you. Yeah, now going into more the user engagement part, what aspects
of digitalization contribute most to user experience and satisfaction in public spaces?
In your opinion, such as education, entertainment, personalization, engagement?

Speaker 2

User experience in public space. Yeah. I think. Well, it's a bit hard to think of without.
Like. A concrete. Example. But I can think of for example. Augmented reality is
something that's not new. But if you would integrate that with artificial intelligence,
then you can transform the public space. Custom made anyhow and anyone like
depending on the individual and how the individual you can look more into not a
general demand but more like a individual demand because we. Design public space
and we cannot design it for every individual apart, but we design A public space that
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serves the public realm, so that's a bit of that's general and I think where the personal
demands can be. Uh. Yeah, I think I think where you can really add to the personal
demands of the individual is by adding this digital layer where they can. You know,
they can add their own needs in terms of, you know. Yeah, I think if if you understand
what I'm. And what I'm trying to say. Like. That's that's. That's the part of augmented
reality where they can transform the this already designed general public space into
more custom made public space for themselves based on what they need or want.
Yeah. So that's one thing I I can think of.

Speaker 1

Yeah. Yeah, it's kind of. Yeah, that's an aspect. But if I were to give an example. So
for example, in Montreal, there's like a big square that they like each week, a new type
of, like every corner has a different kind of digital thing going on. And each week or
each month it also changes. So people are always kind of. Engaged in it, and since it
changes, it doesn't really get boring, I would say, and it's like a transportation hub. So
people already go through these spaces, but this way they look around, yeah. And that
kind of gives the yeah, the experience and satisfaction in this example, but yeah, it
might vary a lot.

Speaker 2

Yeah. Yeah, I can. Yeah, I can see how it might draw, draw their attention to public
spaces where they would wouldn't even look at in in other circumstances. So in that
way, of course, you can have.l think adding the digital layer might also address
resolving like neglect neglected public space and yeah. I think that's a good example.

Speaker 1

Yeah. And through there, do you think digital public spaces are effective in enhancing
social interaction and under what conditions are they more effective, effective and
these could be influenced by factors like design, ease of use or cultural acceptance of
technology?

Speaker 2

Yeah, I think what's important is, is also something that I am mentioned in in my thesis
like. The more connected we we get, the more anonymous. On the other hand we we
get like because people are so dived into their screens. You know when they're at at
their office, when they're home behind their TV screens, or even when they're in
public, they're walking around and.

Speaker 2

That's the one thing I I think we should be aware of. If you design vital space or public
space that with a digital layer, we should really think about how we add this digital
layer. So for example the the augmented reality example that I just mentioned. Could
also be very, uh. Could also add a negative value to the to the public and to how we
interact as people, because if it means that we have to walk around with, you know,
with Oculus or whatever where we. Create even more social distance than it would be
a problem. So I think an interesting question would be how can you create a digital
layer on top of public space physical public space? Both addressing the individual as
well as the public. In the collective, because otherwise we would all be wandering
around in our own worlds without any form of interaction, and one of the most
important elements of public space, like a square, is this interaction of of people
between people, [ mean. So that's I think that's some very interesting point that you're.
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Describing. That would be well, in my opinion, that would take some design options
and philosophy to just, you know, think of ways how to interact or create or enhance
interaction between. People. Because that's one thing that we are already seeing. Is that
people are so being isolated completely by their phones. So if if we would take this
even further and people would wear apple glasses or whatever and walk around with
that in public space, I think that would be a killing for like a social interaction. So
maybe and then and that's why I'm. That's the point that I want to make, for example
Pokémon. Go. Was a very good example because. Yes, people were looking at the
screens and walking around like looking, you know, just just like zombies, but. If you
could think of. An application where they would where the interaction between people
would also was also being integrated into this phenomenon. Then I think people would
not just be sucked up in their phones, but also yeah. Will have to interact with each
other and then again, maybe you should not think of the phone as as the as the platform
for that. Maybe the public space itself should be the platform for that. So. Yeah, you
can think of holograms in the most simple terms, but that's not. That's not something
new. So that's why I'm saying, if you would, if you would think more on this topic, I'm
sure that that you can, you know, find some examples where. You go a little bit deeper
into this topic and can think of more integrated ways of. Yeah, of having a digital layer
on top of the physical space. Yeah, from here. We're going into the. Under utilized
spaces and the potential that these digital layers that. Could transform them. UM. So
what are your thoughts on transforming unused or underutilized urban spaces through
digital approaches, considering limitations of size, capacity and locations? Because as
you said, they are like these these digital layers are really flexible and you don't really
need to have the same laws or. Any other type of configurations that you would have
with something physical that would stay for longer. So yeah, these examples, they're
kind of general, but it could include turning abandoned lots into interactive parks for
some time, or using projection mapping to revise slice historical sites. Yeah. So then
again the the example. Of of Pokémon Go. Was also funny because. If you would force
people to go to places that they would do not want to be, I mean, it's not without a
reason that public space gets neglected, neglected, or unused is because people. Don't.
Don't want to be there? So then you should think of of of reasons for people to go
there. And Pokémon Gold was one of these reasons. But if you can think of more
examples in line with this Pokémon Go or that go even beyond that, I mean this in this
book urban machines, they had all kinds of artworks or pavilions designed, you know,
with and. I think it's it's like the base. If you go back to the basics, the things that are
triggering people is light is sense, you know sensing fragrances or or smelling, you
know? These kind of basic elements could also be integrated with the digital and
physical application that is projected onto the this urban space. So I think the the main
point that I'm trying to make is. What? What reason would people have? Or can you
give people by using digital layer to go to these unused public spaces? Or if you turn
it the other way around, why is? Why is this space unused? But that would take a lot
of research, like what are likable places for? Have you also researched like non spaces?

Speaker 1
Yeah, I'm kind of looking at all like underutilized space terms.
Speaker

It's. Non spaces. Are they like the? Well, it's also a term in in urban, yeah, terminology
day. It's I forgot about, I think I mentioned it in my. Thesis. But it's play and then these
are places that are. It's interesting because it's not really designed, for example as a
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square, but people are using it as a square so so that's that's one. That's the other way.
Wrong. So what makes people go use that place rather than going to the place that is
designed for it? So I think. Artificial intelligence and digital tools might help with that.
I mean. Yeah, very simple example. If you would have to do some research 10 years
ago or even five years ago, you would have to dig in. And scientific articles and and
that kind of stuff. And now you can just ask ChatGPT. What makes people want to go
to public urban spaces and what kind of elements of this public space are likable and
what do they use and what do they know? You know so and well the other way around.
I mean, what makes unused public space, I think. I think in that way, but that's I think
there's also a difference between how digital tools and IE tools can help you during the
process of design and how it can use, how how it can be used. After the design is
completed and in this case like it's already there, it's a public space and how can it?
How can it be seen as a digital layer that is being added to this public space? So yeah,
so I think that in that case you would come back to. Just now I was thinking of do you
know this? App is called too good to go. Yeah, maybe something like that, but not for
food, but for public space.

Speaker 1

There are some type of examples like that in Vienna. That yeah, people post these, this
space that is not used and some other people see it and kind of rent the time to use,
like, do something there.

Speaker 2

Yeah, I think I think. Coming back to this supply and demand, that's the main factor
why people do not use space because it's not connecting to their demands. So I think
the most important part that a digital layer would have to play is looking for this
demand and it can be in. Thousands several ways, like having polls or you know. Or
not. Only researching why they do not want to use it, but looking for ways and and
reasons why they should use it. So I think that in in this case that would be the most
important part of a digital layer. And then again, if you think of an application or think
of a design proposal, vegetal design proposal, then also you can add this digital layer
as a design tool. Like using lights or using holograms or using augmented reality or
whatever.

Speaker 1

Thank you. And in your opinion, can the integration of digital technologies provide a
sustainable solution for revitalizing underutilized basis?

Speaker 2

Yeah. Can the integration of digital technologies provide a sustainable solution? But I
think that that we already discussed these, this this question in the things that we said
like.

Speaker 2

Yeah. And I, [, yeah. Then again, I think. While it can be used. To provide sustainable
solutions and to revitalize unused public space is because you can address. This
demand much more accurate. I think that's the most important part and what you also
mentioned like you can make space more interesting. Because when you're walking.
Around, you know, when you're walking on a regular pavement. I mean, these are tiles
that everyone has seen all their lives. It's just a tile, you know, and this tile can be very
amazing, amazingly designed, but still, it's just a tile. But if you project, for example.
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With holograms, little bugs on it. Or a snake. That is. Are you having or your projecting
a game or something like that on this, on this pavement, then this pavement gets
another function. And I think that making public space interesting is. Breaking this
line of justice walking, I mean, you have to stop and your attention has to be has to be
drawn to something in order to make it interesting. But if it is just a continuous line of
of walking. Then there is no interception and no interesting point to be. Yeah, to be
here. Stationed as as a person or an individual. So I think that's also an interesting
design to research.

Speaker 1

Yeah. Thank you. Kind of summing it up. I want to ask two more questions about
Reconceptualizing public space and future trends and your recommendations so. Do
you think digital public spaces can help create more attractive, functional and
sustainable urban environments? If so, how and what are the biggest barriers to
implementation? How can they be addressed?

Speaker 2

Yeah. Well, to begin with, the biggest barriers I think we already mentioned that that's
the fact that you do not want people to be isolated even more than that they are already
doing by the phones. So we should. So how can it be addressed? That's by thinking of
ways or thinking about designs. That are really into. Created because for us now you
have a phone that's disconnected from. I mean, you can have your phone anywhere
and everywhere. It's not connected to the public space. And one of the most, you know,
one of the golden rules of designing from an architectural or urban point of view. Is
that it can never be disconnect. Your design can never be disconnected from the
context. You have to connect it to the context. So in in that way, [ would say you have
to think of a digital design as an added value to the public space. The public space
itself, OK. So two ways. One way is assuming that the public space is already being
used. And being loved by the people. So then you have to think. Of a digital layer that
makes it even better. That adds value to this already nice public space, and the other
way is revitalizing unused public space. So how can you add value in that way like.
You have to. Yeah, literally revitalize the public space so that I think these are different
ways of looking at it because, for example, when [ was designing the theater that I did
as a as a my graduation project. UM, at one point my my professor, he said. At first
you have. To think of a theater that is already. Really good. Like how? How do they
use a theater? What are nice spaces? What are like? Yeah. What? What are how can
you design A space that is already? Good for itself without the digital layer because
the digital layer should be an added value. So how can you then when you're 1 should
you've designed the building or the public space? Think of this digital layer as a means
to even make it better and what 1. I personally how I interpret the inter. Pretended that
and whatever was. Making this public space or your design A adjustable to the needs.
By integrating it with artificial intelligence and data and. By integrating it with kinetic
elements so that you have like a base that is permanent because that's one of the things
that we have. Been struggling with since the get go of public space and architecture
like. We design buildings that are. Sometimes I mean they did it more before than they
are doing it now, but timeless buildings, they will always be there and they will always
be used. Both now in this time we're just designing for 30 years for a 30 year span or
20 years or 10 years. So how can you think of a structure that is good, good in itself
but that has some room for flexibility so that it can address? The changing supply and
demands. Uh for every time like I think. And I think that there. The digital layer comes
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in and will have to play a very important part so. Yeah, coming back to how I started
like some factors that are very important are, as I said, like how can you connect the
digital design to your? Physical design. So how can you have integrated phygital space
and digital design instead of having a public space and a digital layer that can be
added? In any random public space, for example a phone, I mean with your phone, so
you should be very you should be designing very context oriented and also you should.
See that as a means. To try to to not disconnect the people. So then again the phone
will be a a bad example because anyone can dive into his phone, but then the
interaction between people, one of the main functions of public space will be the the
Minish. So. I think that's an important one. And the thing that I just mentioned. Just
now about, yeah.

Speaker 1

Yeah. Thank you. Do you have any additional insights or perspectives on physical
public spaces?

Speaker 2

Uh. Yeah, maybe. Uh. Because since. When I was researching this five years or six
years ago. There's, there's been a lot of new developments and times have really
changed because now people are, I mean, artificial intelligence is now almost
integrated in our in our lives, so that makes. This topic even more. That somehow
difficult all the way around. Maybe not difficult because you can really look look up
some examples where they have integrated artificial intelligence into in their jobs or
in their in the use of of of space or in you know whatever and maybe. You can think
of because I I was mentioning this phone. But artificial intelligence is now also
recognizing your voice and also responding in, you know, it's voice to voice. So maybe
we won't even need a phone anymore. So maybe you can think of scenarios in the
future where you can interact with. Both public space, because public space is
responding to you because it's connected. With artificial intelligence and technology
and data, but also interacting with people still because, yeah, we have physical
interaction and we have digital interaction. Maybe there is like a a new scope on this
because of the things that we we have seen lately, all the new developments on, on
artificial intelligence, if you could think of you know if you could just? Forget about
the phone. And think of a way. How this is integrated into more integrated into how
you. Now you experience public space because you don't have to use screens anymore
because it's may be integrated into. I don't know the. I mean that would be of course a
very dramatic future scenario. But there are also talking. About chips and how it will
be integrated into your eyesight and whatever. But maybe it's interesting to have this
very to just sketch a very dramatic outcome, both in a negative and a positive way, and
on the basis of that, maybe you can do a recommendation for. Future students. So that's
that's what I can think of now. Uh. But yeah, maybe maybe if I come up with some
other stuff, I will let you know.

Expert E:
Speaker 1

Tamam, tesekkiir ederim. Genel olarak kavramsal ¢er¢ceveden bahsedecek olursam.
Tekrardan fiziksel ve dijital unsurlarin belli bir mekanda harmanlanmasini ifade
ediyor. Bu terim akilli altyapi, artirilmis gergeklik veya kamusal alanlardaki
etkilesimde dijital 6zellikler gibi 6rnekleri var. Sizin de bu konuyla alakal fiziksel ve

171



dijital ortamlarin birlestirilmesinin kamusal alanlar iizerinde etkisini nasil
degerlendirdiginiz sorabilir miyim?

Speaker 2

Tabii ben su agidan yani mekan deneyimi {izerinden diisiiniiyorum. Bu konuyu onunla
ilgili seyler soyleyebilirim. Simdi mekan deneyimi sey olarak baktigimiz zaman dijital
iste telefonlar1 bir arag¢ olarak baktigimiz zaman aslinda mekandan koparan bir sey.
Ama yani. O diinyaya girme konusu o bagka bir konu tabi. Fakat dijitallesmeni iyi
kullanan bir mekan tasarimi diye baktigimiz zaman o dijitallesme insanlar1 bir sekilde
duyusal. Deneyimlerini aktif etmeye yariyabiliyor. Yani bu gerek iste 1sikla olsun.
Gerek sesle olsun gerek iste animasyonla olsun gerek iste. Bir takim ekranlarla mesela
iste aletin kisiyi algilayip gelecegi Project eden bir iste. Gorsele doniistiirme iste aleti
falan gibi seyler olsun. Yani biraz onlar aklima getiriliyor acik¢asi.Ve tabii hani bilgi
verme bilgi almadan. Ondan sonra uyarma falan gibi. Kisinin oradaki yani meydandaki
acik alanlardaki kentsel alanlardaki deneyimini tetikleyen, degistiren iste uyarak.
Bagka bir yone yonlendiren, yani sadece hani algisal olarak degil, o algisal lizerinden
bir iste belki duyguyu tetiklemek yani mesela diyelim ki miizik ¢aliyor bir sey yapiyor
ya da bir renk o renk hosa gidiyor ondan sonra ve oraya yaklastirtyor, oradan gegiriyor.
Oradan Obiir tarafa gotiiriiyor falan gibi yani. Diimdiiz gececeginiz bir seyde.
Meydandan diyelim ki boyle bir hani dijitalin de kullanildigi bir mekan tasarimi
oldugu zaman oradaki. Seyi yani o hafizay1 ya da o deneyimin hafizasini degistirerek
yeni ingalar kurarak yeni bir seye doniistliriiyor. Yani yeni bir hafizaya. Ben biraz
boyle algiliyorum yani seyi ama dedigim gibi seyin yani telefonlar iizerinden yani
mekke'da. O mekan deneyimini yasamak OO biraz daha baska yerlere gotiiriiyor.
Sanki yani oradaki deneyimi bagin bagskalastirtyor, belki kopariyor. Oradaki
gerceklikten bagka bir gergeklige sokuyor falan gibi. Ama mekanin bir unsuru oldugu
zaman o zaman mekan deneyimini de degistiriyor gibi sey yapiyorum. Yani
diistinliyorum.

Speaker 1

Evet. Evet, yani ilk bahsettiginiz hakkinda ben birazcik daha fazla ¢alistyorum mesela
11 Sultanahmet meydaninda Ayasofya deneyim miizesi diye bir miize yapildi. Yeni
iste biitiin biiyiik ekranlar var ve kulaklik giriyorsunuz iste. Storytellingle ayasofya'nin
normalde yani turistlere yonelik daha ¢ok ya da lokal turistlerde daha dahil bunun
icinde ama hani normalde kendisinin. Ugrasip da edinmeyecegi bilgileri bu miize
sayesinde edinince ayasofya'ya ve oradaki meydana ve oradaki yapiya karsi bakis
acisini ve duyguyu degistirmis oluyor. Bu sekilde

Speaker 2

Evet, evet, evet, yani bir seyleri tetiklemesi o bir seylerin yani algiy1 tetiklemesi alginin
duyguyu etkilemesi. Ve anlam. Degistirmesi gerek iste duyulari tetikleyerek gerek de
bilgi yiikleyerek yani bilgi vererek. Bunlar evet ¢ok miimkiin. Yani sizin gibi duruyor.
Oyle anliyor. Oyle oldugu anlasiliyor.

Speaker 1

Evet, peki dijital kamusal alanlarin geleneksel kamusal alanlara kiyasla baslica avantaj
ve dezavantajlar1 sizce nedir? Bunun igin de erisilebilirlik kullanici katilimu,
mahremiyet ekonomik firsatlar ve teknolojiye asir, bagimlilik gibi unsurlar olabilir.

Speaker 2
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Hihi. Yani avantajlar dezavantajlar ben. Diye bence. Ben 0yle gérmem yani yeni
deneyimler diye goriirim aslinda. Deneyimimi hapsetmedik silirecine yani. Cergeve
cergevelemedigi siirece zenginlestigi siirece o bir o her zaman bir avantaj olabilir.
Avantaj da demeyeyim. Yani yeni deneyimlere deneyimleri. Deneyimlere firsat verir
diye diislinliriim. Agikgasi yani 0yle daha obresel bir sey lizerinden, yani mekanin
parcast olan bir sey ise eger. Tabi hani. Hi¢ bilmedigimiz bir takim bilgileri aktarmasi
acisindan sey yani belki avantajli olabilir yani kisinin. Oyle gelip gectigi bir yerden
bilgilenerek ge¢cmesi daha farkinda olarak ge¢mesi bir daha gectigi zaman oradan
baska seyleri gormesine firsat verir sekilde. Gegmesi belki avantajlar olarak hani biraz
daha farkinda. Mekan mekansal olarak daha farkinda. Mesela mekanla ilgili iste.
Sadece Ayasofya olmaz da, yani herhangi boyle bir etki bir. Seyin orada bir toplulugun
yaptig1 bir ne bileyim sanat gosterisi olmustur da orada dyle bir olay olmus da onu onu
verir yani. Bir sekilde kolektif hafizaya gotiiren oraya baglayan, ondan sonra o anin
kolektif hafizasini. Insa ettirten yani yeni eski seylerle de yani ve oradan bagka
ilhamlara gotiiren falan bir takim avantajlart olabilir. Yani geleneksel ac¢ik alan hani
tasarimi1 degil mi? Acik alan tasarimi. Yani bunlar nasil tasarlanmis olduguna da
bakmak lazim. Yani o kadar iyi 6rnekler var ki diinyada ya da tiirkiye'de de. Orada da
olmak yani dijitalle olmadan da c¢ok keyifli ve ¢cok hos olabilir. Ve hani mekanin
tarihini, kiiltiirtinii, dahasini, osunu busunu. Full yagamaniza sey veriyor olabilir, yani
firsat veriyor olabilir. Baska hi¢bir seye ihtiyaciniz yoktur. Orada dijital e ihtiyaciniz
yoktur. Yani biraz sey spesifik herhalde konusmak daha dogru avantaj dezavantaj
olarak ama biitiin bunlar sey de. Sey de olabilir yani bizim profesyonel gozliiklerimizin
bir yanilsamasi da olabilir ¢iinkii. Hani Oyle arastirmalar var ki bizim kendi
yaptigimizda arastirmalar bizim ¢ok begenmedigimiz. Diyelim ki meydanlar birileri
icin ¢ok anlamli meydanlar oluyor ve i¢inde bir dijitallesme de yok higbir sey. Sey de
yok, geleneksel degil modern diyebiliriz. Diyelim ki ondan sonra iste agac yok sey
yok. Anlatabildim mi? Yani dyle bir bizim alisik oldugumuz tiirde ya da iste iyi ve
dogru oldugunu 6grendigimiz tiirde bir meydan degil diyelim ki. Ama birileri i¢in ¢ok
anlam bu da olabiliyor. Cok kararli sey spesifik bunu ¢alismak lazim. Yani cafe
spesifik ¢aligsmak lazim ama buradan yola ¢ikarak da hani deneyim esash bir sey bu
yani o ylizden yani ve kimlerin o deneyimi yasadigiyla esasli. Bir sey. O an i¢in yani.
Bizim begenmedigimiz bir takim meydanlar. Diyelim ki birileri i¢in aslinda ¢ok
anlamli ve hos ve keyifliyken orada bizim i¢in dijitallesmenin avantajlar gibi goziikiir
ama orasi onlar i¢in gdziikmez. Yani biraz. Deneyim goreceli bir sey bence bu avantaj
dezavantaj meselesi. Ama tabii mekanla ilgili. Bilgi vermesi ondan sonra yeni uyari.
Bu cagda o6zellikle iste. Yani bir hani zombi ylirlime seyi yayginlastigi bir donemde
yani yani. Insanlar telefonlarina bakarak yliriiyor artik. Yani ¢evreye bakmadan
yluriiyor. Yani boyle bir ¢agda hani ne kadar fazla uyarici ve ne kadar fazla mekanla
ilgili bilgi? Aktarma ya da bilgi alma seyleri varsa o kadar mekana baglar diyebiliriz
aslinda. Yani burada mekana baglamasi ve o deneyimi kiside hani. Mekansal
farkindalik ve kendi deneyim farkindalig1 igerisinde bu seyi bu siire bu seyden akmasi,
yani o seyden siirecten akmasi en avantajli olur diye hani diisiiniiriim. Ama deneyim
esastir yani. Diye diisiinliyorum. Bir takim seyler kullandin. Nerede? Onlar iste
ekonomik dedin bir sey dedin ha erisilebilirlik kullanici katilim1. Yani mesela. Simdi
mesela kullanict katilim1 meselesi, yani orada bulunan herkes bir sekilde. O mekan
seydir yani angajedir oraya katiliyordur. Hani gerek oturarak bakarak yapar, gerek
gecerek yapar, gerek konusarak, sosyalleserek yapar. Yine bu deneyim esashi bir seydir
yani ama belki. Oyle bir dijital bir seyi var ki pargasi var ki iste iizerine bast1§1 zaman
oradan oraya attig1 zaman sesler ¢ikartiyor diyelim ki yani. O oyunsallagtiriyor.
Oradaki deneyimi tabii bu orada daha fazla kalmasi oyunlastirdig: i¢in eglenceli bir
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duygu haline girmesi o eglenceli duygunun onda kalict bir antya doniismesi gibi
avantajlar1 olabilir. Erisilebilirlik tabii bu daha fazla erisilebilir yani. Oyle bir dyle
tasarimlar oluyor ki dijitali de kullanan ve iste meydan Oyle bir noktalarda dyle
yerlerde oluyor ki aslinda herkese ulasilabilir. Herkese erisilebilir bir seyde de oluyor.
Yani 111 ama tabii erisilebilir meselesi. Oraya gelinceye kadar ki erisilebilirdik. Baska
bir konu. Seyin yani meydanin ya da agik alanin tasarimiyla ilgili olan kisimda yani
onun igerisindeki erisilebilirlik ayr1 bir konum. Bu genel bir konu gibi geliyor bana
yani ama ne kadar ¢ok tabii. Davetkar olursa tiim herkes i¢in yani iste bu dizayn for al
dedigimiz sey aslinda o evrensel tasarim ilkeleriyle ¢ok alakali bir sey diye
diislinliyorum ve bunun i¢inde dijital damar, dijital olmayan sey unsurlar da var. O
biraz bdyle sadece dijitalle alakali degil, biraz daha evrensel ilkelerin uygulanip
uygulanilmamasiyla alakal1 bir konu gibi geliyor bana. Yani, eger seyin bir parcasi
olarak da tasarlanirsa, dijital meselesi teknoloji. Asir1 bagimlilik. Yani ondan emin
degilim orada. Clinkii bir pargasi yapiyorsunuz. Yani mekanin bir parcasi oluyor ama
dedigim gibi 6yle mekanlarda aslinda o ya da daha sakin ve daha hani yalin bir mekan
arayist ya da istegi olabilir ki o bagimlilik degil de artik tercihler girer gibi geliyor.
Ben bir. Bagimlilik. Yaratacagini falan diistinmiiyorum onu ama telefon bir bagimlilik
yani o elde olan sey yani o seyler. Ekonomik firsatlarla ilgili. Cok sey yapamiyorum,
yani iligkilendiremiyorum. Yani sdyle belediyeler anlaminda ya da onu onu insa
edenler anlaminda belki bir sey var yani. Diyelim ki ¢ok ekonomik giicii. Yiiksek
olmayan belediyeler diyelim ki ya da iste yerler yerlesimler. Oralarda bu tiirden seyler
yerine daha geleneksel acik alan kentsel alan tasarimlari ve insast olacaktir. Ama bu
burada. Hakikaten ben. Yani bir hani our dizayn iyidir ya da dizayn iyidir noktasinda
degilim. Yani tamamiyla ¢ok. Hadi bir ne bileyim iste toprak pargasi ve iste ne bileyim
birtakim daha yaratici oturulma alanlar1 ve iste yesil unsurlarla ve alt alanlarla falan
bezenmis bir seyin. Ne bileyim bir iste acik alanin fazla tasarimi1 olmayana, hatta hic
tasarim1 olmayan, kendiliginden olusmus. Yani boyle diinyada hatta tilkemizde yerler
var. Yani kendiliginden olusmus, keyfinden doyum olmuyor. Mesela gibi ¢ok. Iste
onlarla alakali. Dil gibi yani hani ¢ok bdyle illa ki bir seyleri biiyiik tasarimlar
icerisinde yaparak sey yapmak zorunda degiliz yani. Olusturmak, iiretmek, yeri
iretmek zorunda degiliz. Kendiliginden iireyen alanlar hi¢bir sey olmayan alanlar
bazen ¢ok zevkli ki keyifli alanlar kii¢iik alanlar olabiliyor. O yilizden bunlar hep boyle
goreceli konular yani diye diisiiniiyorum.

Speaker 1

Tesekkiir ederim. Buradan biraz daha. Kamusal alanlarin doniisiim potansiyeli ve
dijitallesmeyle alakali. Ikinci boliime ge¢iyoruz burada yani dijitallesme artik bizim
birazcik hem alan hem mekanla hem de birbirimizle iletisim kurma seklimizi farkl
yonlerde degistirdigi icin. Mesela akilli seyler, interaktif enstalasyonlar ya da dijital
yonetim araglar1 bu alanlarin iglevini daha da farklilastirarak gelistiriyor bu. Konuda
kamusal alanlarda dijitallesme araciligiyla hangi kentsel son sorunlar1 ¢oziim
saglanabilir sizce? Mesela genel olarak bazi temel sorunlardan bahsedecek olursak,
asir1 kalabaliklik, sabit mekan, sag diizenlemeler, planlamadaki katilim eksiklikleri,
yetersiz arazi kullanim1 ve kamu giivenligi endiseleri gibi seyler yer almakta.

Speaker 2

Iste mekansal konfigilirasyonlar demissin ya. Yani onlara bir sey olabilir, hakikaten
acilimlar olabilir, agilim olabilir. Ozellikle bu interaktif enflasyonlarin ben ¢ok
isledigini diisiiniiyorum. Yani. Mesela moral de bu bu c¢ok yapiyorlar. Kent
meydaninda, kent merkezinde. Sanat plazasi diye bir alan tanimladilar. Yani ¢ok
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festivaller seyi kenti ¢ok. Konser oluyor, festival oluyor yani biitiin y1l boyunca yani
eksi 30 derecede bile disarida konserler diizenliyorlar. Tam opera binasinin oldugu
alanda onun hatta yapilirken de ben oradaydim, 2000 kagti. 2008de galiba 2008de
oray1 yapiyorlardi. Sonra da iste 2013 15 aras1 da orada yasadik. Yani hani orada
kaldik. O sanat plazasi aslinda iste bir blok, bir blogun bir meydana doniistiiriilmiis
hali i¢inde sadece yani diimdiiz alanlardan bahsediyorum ama i¢inde boyle ufak tefek
seyler var. Ne derler boyle? Kulaga oturma, bulusma falan seyleri var. Yazin sey
oyunlar1 yapiliyor, su oyunlar1 yapiliyor ama normalde hani diiz bir alan, diiz bir alan
yani ve bu festivallerle yani mobil enstelasyonlarla. Dontistiiriiliiyor. Her festival i¢in
yazlarn kiglari da. Bu enteratif enflasyonlar yapiliyor, yazin da yapiliyor farkli
yerlerinde ama hep ayni1 yerde degil ve siirekli degisen bir. Sey var orada yani? Mekan
tasarimi var, siirekli degisiyor, mekan liretimi var, siirekli degisen. Simdi bunlarin ben
hakikaten seye bu hani baktiginiz zaman biz. Im mesela stiidyolarda falan 6yle meydan
yaptigimiz zaman ya bu ne ya? Bunun da bir sey yokmus yani anlatabiliyor muyum?
Oyle O basit o sadelikte yani o sadelikte dikeyden degisiyor siirekli yani dikey bir
seyler ¢ik iniyor, konuluyor. Festival bir festival bitiyor, onun temasi var, onu
goriiyorsunuz sonra o kalkiyor, 6biir temasi obiir tema geliyor falan gibi seyler. Ve her
yaz ve her kis ¢ok yaratic1 kebekli. Sanatcilarin yaptiklari ve esitli alana yayilan yiik
alanlara yayilan ve farkli iste duyulart harekete geciren ve muhakkak ki beyin bir
seyini ya da sanat kiiltiirlinii simgeleyen onu ifade eden objeler, enstolasyonlar,
bunlarin hakikaten bu tasarim mekansal tasarimlar1 kirdigini diistinliyorum yani O ¢ok
giizel dornekler var. Orada gordiim orada. Seyi miithis kapsayici bir seyi var, yani etkisi
var yani iste cocuklar, gencler, yaslilar. Orada bir isten ¢ikanlar her tiirden sey her
nasyonaliteden kisiler. Handikapler sunlar bunlar orada yani zordan gecerken oradan
geciyor zaten ya da gecgerken duruyor falan gibi ve herkese ulagabilir. Yani bunun bu
2 seyi ¢cok. Orada gordiim yani yasadim. Stirekli ve o degisen seyler ve miithis bir artis.
Sanat seyi var. Gorlintiisii var 0yle diyeyim. Bedenlesmesi var. Sanatsal bedenlesme
var. Ikincisi de herkesi kapsiyor ¢linkii duyuya hitap ediyor. O yiizden deneyimi
onemsiyorum. Yani seyde agik alan degildigi zaman. Yani tabii. Yani yine aslinda
rigid spatial configuration'a ¢ok iligkili iste. Yani daha kral da yaratabilir yani kral da
yaratabilir bence yani o bir problem degil de, ¢linkii insan ¢ekiyor. Muhakkak insan
ceker gekiyor dyle seyler yani. Ondan sonra. Ama bu bir sorun mu yani? Orada iste o
enstelasyonun olarak, c¢iinkii onlar1 ¢ok gii¢lii oldugunu diisiinliyorum ve benim
aklimdaki de o zaten yani. Dijital yonetisim araglari ¢linkii biraz daha sey fonksiyonel
bir sey var orada. Iste akilli sehirler kapsaminda da, ama yani nereye onu?
Konumlandirdigimiz nereden iste neyle iliskilendirdiginize falan gore yani. Bir sorun
olmayacagini ben diisiiniiyorum yani? Bagka. Iyi gelen challengelar. Anlaminda yani
bunlar. Ornegin challengelar1 adres ediyor, aynen yani olumlu bir sekilde adrese
diyor.Bu 2 sey deneyimli zenginlestiriyor. Yani tekdiize, deneyimler ve insanlarin.
Hafiza iiretmedigi bir mekansal deneyim seyini zenginlestirip oyunlastirip duygu
yaratip yani duyularina sey yaparak yani duyularini tetikleyerek duyularini aktive de
ederek. Orada baska duygular tiretmesini bagka duygu iirettigi icin de o mekani da bir
hafiza mekan ile ilgili bir hafiza yaratmasina o kolektif hafizaya da ¢ok etki ettigini,
olumlu tesir ettigini, onun insasini ve bir kiiltiir olusturdugunu, yani acik alan kentsel
alan kullanim kiiltiiriinii olusturdugunu diistinliyorum. Yani Oyle bir. Seyi var. Yani
bunun challenge nedir? Challengei o kiiltiiriin o hafizanin giderek yok olmasidir. Yani
o ¢alinca cevap verdigini diigiiniiyorum.

Speaker 1
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Evet. Tesekkiir ederim hocam. Rica ederim buradan daha ¢ok nedensellige gecersek
sizce sehirlerde dijitallesmeyi hizlandiran temel etmenler neler olabilir, iste
kentlesmeye, teknolojik gelisme, akilli hizmet talepleri, dijital yOneticimi,
stirdiirebilirlik hedefleri ve sivil katilim yer alabilir.

Speaker 2

Yani. Dijitallesme ¢ok genel bir soru oldu. Simdi degil mi? Agik alanlardaydin sen.
Kentlerde dijitallesme, simdi scale biraz biiyiittiin sanki degil mi?

Speaker 1

Evet. Yani o tarafa o aslinda sizin daha once konustugumuz seylere daha c¢ok
odaklaniyorum ama birazcik hani bagka seylere de agiklayarak gittigim i¢in boyle bir
sey de var.

Speaker 2

Yani bu anlamda bir yani tabii engel olunamaz bir hiz var bu anlamda. Ama yani biraz
dengede kalinmasi gerektigini diisiinliyorum ben. Yani mesela son yapilan
caligmalarda bu saatler var ya akilli saatler stirekli iste kalp hizin1 sdyliiyor. Yok nabzi
bilmem ne yapiyor falan boyle siirekli boyle self karsist bir hal olusturuyor. Yani
stirekli bilgiyi aldigin verdigin bilmem ne yani boyle bir. Maraton. Biraz rahatsiz edici
olabilir gibi geliyor yani. Hani tabi bu tam bu sorunun. Seyi degil ama evet yani driver
dedigin zaman evet teknoloji, gerek servis seyleri gerek smartlar dijital. Falan filan
ama bunlar ya ¢ok genel seyler, genel konular bence. Yani bunu biz dyle bir cagdayiz
ki su anda patlama var, dijitallesme konusunda. Ve biz insan olarak yani insan varlig1.
Olarak da. Bunun da mesafemizi ayarlamaya c¢alisiyoruz.E yani onun kolesi de
olabiliriz. Onun efendisi de olabiliriz. Orada bir denge var. Yani biitiin bu olaylar
teknoloji. Evet hepsi var var ama biz insan olarak bunun neresinde duracagiz, ne kadar
yaklasacagiz, ne kadar kullanacagiz?Nelerden vazgecmeyecegiz? Bence asil sey bu
yani asil konu bu. Yoksa bu saydiklarinin hepsi zaten. Buna zaten hizmet ediyor. Yani
orada Oyle bir yonlendirme var zaten ve gidisat da o yani gelismeler de o yonde. Ama
tabii iste bir akilli sehir sey mantiginda, yani c¢ercevesinde tikir tikir hani seyin
otobiislerin ne zaman geldigini biliyor olmak hangi dakikada iste nereye yanastigini
biliyor olmak, hepsini tak tak tak gorebiliyor olmak falan. Bunlar tabi ¢ok rahatladi
seyler. Yani biiylik sehirlerde 6zellikle. Ondan sonra bir. Sehirlerde dyle o. Bir seyi
sagliyor. Yani gercekten o kaosu kaostaki hareketi rahatlatiyor yani diyeyim. O kaotik
yasamdaki seyi. Cilinkii hayat ¢ok yogunlastt ve hizla hizlandi. Yani stirekli. Bir
yetisme is bitirme bilmem ne bdyle bir sey var, yani bir eskisi gibi degil kentler yani.
O yiizden onu kolaylastiran bir sey. O teknolojik seyler. Evet, ¢ok rahatlatic1 falan
filan ama mekanin dijitallesmesi anlaminda. Orada baska tiirlii bir sey komponhane
orada bence insan1 insanla birlikte diisiinen bir tavir var. Yani anlatabiliyor muyum?
Daha 6yle yani teknolojinin yonetilmesi meselesinden ¢ok teknoloji insana servis etme
yani. Meydan mekan1 ve mekanla birlikte insanlarin servis etme seyi var. Birazcik
farkli sanki seyi ama bunlara katiliyorum tabii yani.

Speaker 1

Evet, tesekkiir ederim. O zaman sonraki soruda da dijitallesme biraz konustuk aslinda.
Ama dijitallesmenin hangi yonleri?

Speaker 2

Evet, ben tamamiyla bunu anlattim zaten. Evet.
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Speaker 1

Aynen kamusal alanlarda kullanic1 deneyimine ve memnuniyetini en ¢ok katkiy1
sagliyor?

Speaker 2

Evet, evet, yani burada bence farkindalik en sey yani. Mekansal deneyimde kendinin
farkinda olmas1 ve mekanla ilgili farkindaliklar yani. O anlamda yani education yine
boyle biiyiiksehire sokuyor. Yani orada bireyin bireysel olarak o deneyimden
kazandig1 learning demek daha dogru. Yani anlatabildim mi yani? Ciinkii bir seylere
var oldugun zaman bir learning siireci i¢erisindesindir.

Speaker 2

Ana tabii bilgi vermek anlaminda yani hani bilgiyi aktarma, mekanla ilgili tarihle ilgili
falan orada bir tabii education pek seyi yapilabilir. Ben biraz daha. Isin daha
dogacglama olan kismiyla da ilgileniyorum. Integration demem de joy derim. Mesela
ona use experience dedigim zaman yani. Evet, bir engegementda involment dyle bir
actif acaba engagement var. Yani aktif olarak seye katilma meselesi var. Evet,
deneyimin belki bireysellesmesi var ama bir yandan da bir kolektif seye de hizmet
ediyor o eksperiens yani. Kolektif kolektif deneyime de hizmet ediyor falan gibi
ozellikle bu interaktif seyler enstiirasyonlar ya da onu herkesle birlikte bir toptan 6biir
topa atliyorsun ve ses ¢ikiyor. Mesela yine moral de bir sey vardi. Enstelasyon sey
nedir? Salincaklar yani ikili salincak ve. Iste 6 tane ikili salincak diisiin yerlere piyano
piyano seyleri tuslar1 konulmus beyazlar siyahlar falan filan. Sallandik¢a bir nota
caliyor. Cira, herkes boyle dagindan falan filan orada bir tin1 olusuyor. Kolektif bir tin1
yani o bireysel bir deneyim ama aslinda kolektif bir tin1 deneyimi yasiyorsun gibi.
Rastlantisal ama kolektif aynen yani orada ve o 6miirce diyor orada, yani planl degil,
tamamiyle dmerce diyor. Bir tanesinin bir salinacagin kullanilmiyor olmasi1 da 6nemli
degil yani gibi. Yani, dolayisiyla orada bir kolektif sey de var.

Speaker 1

Evet. Yine benzer bir yerden devam edersek dijital kamusal alanlarin sosyal etkilesimi
artirmada etkili oldugunu diisiinliyor musunuz? Hangi kosullar altinda daha etkililer?
Yine konustuk ama burada birazcik daha seyi soruyorum 11 teknolojinin kiiltiirii
acidan kap1 gormesi ya da dijital okur yazarlik da birazcik isin i¢ine giriyor. Bu
noktada hani ne kadar artik herkes teknolojiyi kullanabiliyor olsa da belli bir seviyede.
Hani yine belli bir yas iist listii i¢in ya da her zaman ulagsamamuis biri i¢in biraz daha
zor olabiliyor. Boyle seyler o agidan sdyledik.

Speaker 2

Yani nasil bir dijitallesmeden bahsediyoruz yani ben hep. Iste parcasi olan bir obje
mekanin, meydanin, seyin public, pasif

Speaker 1
Evet, 0yle bir seyden bahsediyoruz.
Speaker 2

Diye diisiindiigiin i¢in. Oyle bir seyden diisiiniiyorsak o zaman dijital okuryazarlikla
ilgisi yok. Bunun yani seye oturdugunuz zaman tabii biraz yas ileri birisi salincak,
belki kullanamaz ama yani sonugta bir unutma oturabilir. Oraya oturdugu zaman biraz
gidip gidip gelebilir. Gittigi gibi geldigi zaman da biz ses ¢ikarir o gibi yani onun ¢ok
okuryazarlikla seyi oldugunu diisiinmiiyorum ama tabii sey olay1. Yani mesela. Eger
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sOyle bir sey varsa karekodlar vardir, bir yerlere konulur ve o alandaki mesela tarihi
verir iste o kare kodu okutma beceremeyebilir yani. Ama social interaction dandigi
andan itibaren bir kere, yani Oyle bir dijital bir seyden bahsediyoruz ki dijitallesmis bir
alandan bahsediyoruz ki o zaman o ona ¢ikarina hizmet edecek niteliktedir o zaman.
Yani. Herhalde iste bu evrensel tasarim ilkeleri baglaminda diisiinmek yani giivenli
olmasi erisilebilir olmas1 ondan sonra katilimi seyi, kapsayiciligi tetiklemesi falan gibi
sart. Lar saglandig1 zaman o zaman. Daha etkili olacaktir diyebiliriz herhalde.

Speaker 1

Evet, evet, tesekkiir ederim. Buradan da {igiincii boliime gegiyoruz. Bu dijitallesmenin
atil alanlar1 doniistiirme potansiyeli bu evet hep genelde zaten kullanilan bilinen
mekansal alanlarda yapilan seyler cok fazla var. Ama bu birazcik daha hani ¢ok
kullanilmayan ya da belli sebeplerden dolay1 kullanilmayan ya da tek fonksiyonlu
mekanlar i¢in bir potansiyel olusturabilecegini diisiindiigiim i¢in bdyle bir boliim
ekledim. Ayn1 zamanda dijitallesmenin biraz daha flexible ve adaptable bir dogasi
oldugu i¢in. Bunun belki atil alanlar1 daha canlandirict bir etkisi olabileceginden
kaynakli. Bu yilizden boyut kapasite ve konum sinirlanmalarini goéz Oniinde
bulundurarak kullanilmayan veya az kullanilan kentsel alanlarin dijital yaklagimlarla
doniistiiriilmesi konusundaki diisiinceleriniz nelerdir? Mesela terk edilmis bir arazinin
interaktif parka doniistiiriilmesi ya da tarihi alanlar1 canlandirmak i¢in iz diisiim
gonderimi kullanmak ya da 2 bina arasindaki yine belki gelisen bir mekanda bir dijital
bir sey yaparak oraya insanlar1 ¢gekmek gibi seyler olabilir.

Speaker 2

Veya olabilir. Tabii bu atil alanlarin aslinda yani. Bence hani tek ¢6ziim olarak hani
bir sey diistinmek biraz belki yetersiz olabilir diye diisiinlirim. Yani oranin atil
olmasmin bir nedeni vardir. Cilinkii bagska nedenleri vardir yani. Dijitallesme yol
hayatin1 kurtarir m1? Dendigi zaman belki yetersiz kalabilir gibi geliyor bana. Simdi
bu mesela bahsettigim sey tam merkezi bir yerdeydi. Biitlin metro istasyonlarinin
bulustugu yerde bir iste shopping mall derken bir iste aligveris merkezi opera falan
Oyle bir konum ki zaten hani.O sanat sanat bulusmasinin oldugu bir yer. Simdi atil
alanlarda herhangi bir yerde bunun yapilmasi baska seylerle desteklemek gerekir.
Sanki gibi geliyor. Evet, evet, daha kapsamli yani ulasilabilirlik, erisilebilirlik,
insanlarin gelip gectigi yer olmasi konusu sosyoekonomik durum yani ¢evredeki seyin.
Alanlarin sey saveti meselesi, giivenlik falan filan. Yani biitlin bunlarla birlikte
diistindiik art1 oradaki hani kimler geliyor, kimler kullaniyor? Meselesi onlarin iyi
arastirilip bence dyle konumlandirmak. Dogru olur. Yani atil alanlar1 baska sartlara
baglayarak bence diisiinmek daha anlamli olacaktir diye diisliniiyorum.

Speaker 1

Bu aynm1 zamanda sizce dijital teknolojilerin entegrasyonu atil alanlar1 yeniden
canlandirilmasi i¢in siirdiiriilebilir bir ¢ozliim saglayabilir mi?

Speaker 2

Bence sey dedigim gibi? Yani siirdiiriilebilirlik. Siirdiiriilebilirligin bir insan tarafi var,
bir de iste ¢evre tarafi var, mekan tarafi var ve ¢ok Olgeklilik meseleleri var orada.
Evet, yani atil alan yani. Olgeklere gore diisiin. Mek ondan sonra seylere diger kentsel
fonksiyonlarla birlikte diistinmek. Bina mahalle kent 4 nokta falan filan gibi
yani.Ondan sonra toplum tarafi yani egitim yonetisim iste. Kurumlar aras1 bilmem iste
1§ birligi falan filan gibi farkindalik su bu konular geliyor yani. Burda. Yani yine aynm
seyi sOyleyiyorum. Evet, yani tek tarafli bir sey olan olamiyor, olamayacagini
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diisiiniiyorum. Teknoloji bunlardan bir tanesi. Siirdiiriilebilirlik kavraminin zaten
teknoloji gelisimi seylerden bir tanesi ama diger sartlar1 da saglam sartlamada da
saglamasi lazim ki o da yerini bulsun. Onlarla diger seylerle birlikte ¢aligsin diye
diistintirim.

Speaker 1

Evet. Evet, tesekkiir ederim.Ve son olarak da genel bir toparlayacak olursam.
Beklentilerimizin kamusal alandan degismesinden kaynakli yani bizim daha
teknolojik olmamizdan kaynakli kamusal alanlarin yeniden kavramsallastirilmasi ve
gelecek trendler ve sizin Onerilerinizle alakali ilk soru soracagim. Dijital kamusal
alanlarin daha cazip, islevsel ve siirdiiriilebilir kentsel ¢evreler yaratmaya yardimei
olabilecegini diisiiniiyor musunuz? Eger cevabiniz evetse nasil? Ve bunu uygulamanin
oniindeki en biiyiik engeller nelerdir sizce ve nasil aligilabilir?

Speaker 2
Bir daha sorar misin? Onu tam sey yapamadim.
Speaker 1

Fiziksel kamusal alanlarin daha cazip, islevsel ve siirdiiriilebilir kentsel ¢evreler
yaratmaya yardimci olabilecegini diisiiniiyor musunuz? Eger cevabiniz evet size nasil?
Ve bunu uygulamanin 6niindeki en biiyilik engeller nelerdir? Bunlar nasil agilabilir?

Speaker 2

Iste aslinda ilk ilk soruya verdigim cevapti galiba bunu uyuyor yani. Daha cazip neye
gore cazip islevsel olabilir, siirdiirtilebilir kentsel yaratir m1? Yani. Belki yani bir bir
tarafindan tutabilir ama Gyle bir 6lgekten bahsediyoruzdur ki gerek yoktur. Mesela.
Ama tabii sdyle, bu bir firsat, yani bence 0yle bakmak lazim. Ve o firsat1 da ve boyle
bir sey var. Yani boyle bir trend var. Yayginlagsmasi var falan filan neden olmasin ama
her yere olur mu? Olmaz yani.Yerine gore 0lgegine gore, ihtiyaca gore baglama gore.
Bunlar bence entegre edilebilir olabilir yani. Her kiiltiirde olur mu olmaz, her kentte
olur mu? Olmaz yani olmayabilir. Evet yani ¢ok sey toplumun pardon kubi.

Sey toplanti. Seyin, yani toplumun ve kentin ihtiyaglar1 ve. Beklentileri, baglantilar,
gergekleri. Uzerinden bence kurgulanabilir ha, bazen dyle bir sey olur ki sigratabilir
bence. Yani Oyle bir yenilik bir sey gelinir ki o arasini sigratabilir olabilir. O da olabilir
ama hig ilgiyi de gosterilmeye de bilir. Mesela sey beni ¢ok etkilemisti. Hollanda'da,
rotterdam'da. Oraya da bdyle iste doksanlarin sonunda falan bdyle ¢ok gitmistim.
Meydanlarda hareket eden seyler vardi, siirekli objeler yani mesela ¢ok basit sdyle bir
sey artik, yani belki o bile sey kaliyor yani eski kaliyor. Su anda ¢ok yiiksek seyler,
151k lambalar ve parcali pargali ve asagida bir diigme var. O diigmeye bastigin zaman
asag1 iniyordu 1s1k. Yani meydana kadar iniyor, kalkiyor falan filan tiiriinde. Baska bir
meydanda sey vardi. Mesela hareket eden sadece yani konser i¢in mesela o halk oraya
gidiyor, buraya gidiyor, yukar1 kalkiyor falan filan yani. Bu da bir dijitallesme seyi
aslinda yani bir teknolojinin girdigi bir sey, yani bir hareket.Basiyor yani. Hangi
Olciilerde ne yaptiginiz bence 6nemde nereli ne yaptiginiz? Yani bir yerlere bu dl¢iide
bu kadar yetiyordur. Obiir tarafta daha biraz daha fantastik bir takim seyler yapilmasi
daha ilgi ¢eker. Geng niifus vardir, cocuk niifus genis ¢ok fazladir falan filan yani.
Ama hani kamusal alanlar1 daha cazip. Her zaman degil, bazen de itici yapabilir bence
yani onu sdylemeyi konusuyorum yani yani o samimi bir seyin iste. Kevin Lynchin
seyleri var ya klasik ya ben O onun da halen ¢ok cazip oldugunu diisiiniiyorum. Yani
insan Ol¢egi tarifleri var, meydan tarifleri var. Mesela agik kalan tarifleri var. Yani 14
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metreye 7 m 8 m diyor bu kadar. Yani hani sey i¢inde arasinda yani konut alanlar
igerisinde. Bana gore bu cazip yani. Kiic¢lik bir kiigiik bir bilmem ne ne bileyim ben
pati sdyleyeyim bir sey yani orada bir oturma yeri vardir, o caziptir yani hani orada bir
bulusma alan1 mesela venedik'e gitsen venedik'e gitsen venedik'te boyle koseler var,
insanlarin bulustugu farkli jenerasyondaki kisilerin falan. Kose kdsede bir iste sey var,
bar gibi bir seyler var. Onun disinda oturuyorlar mesela orasi mesela acgik hala kamusal
alan. Yani nerede yaptigina gore degisir zannedersem ama mesela Venedik festivalini
bu sene ¢ok sey yaptilar. Fantastik yaptilar. O 151k oyunlar1 bilmem iste sey kanallarda
bir seyler yani. Biraz haytek bir sey olmus, ben gitmedim ama yani disar1 seyden
izledim. Yani sevildigim kadar ¢ok. Yani ¢ok baglam bagimli bir soru bence bu yani.
Oyle oldugunu diisiiniiyorum.

Speaker 1

Evet, peki konu hakkinda ek goriisleriniz veya perspektifleriniz var m1?
Speaker 2

Yani galiba herseyi soyledim.

Expert F:

Speaker 1

Eee evet genel olarak fijital alanlar aslinda daha ¢ok bir pazarlama terimi olarak
kullanip boyle baslamis yani ama su anda daha bdyle sehir kalkindirmasi, turizm iste
sosyal interaksiyonlar agisindan da ¢ok fazla kullaniliyor ve literatiirde de bu sekilde

geciyor.
Speaker 2

Ben ben kamusal alanla ilgili de aslinda ¢alismalarim var. Belki seninle onlar1 sonra
paylagirrm. Aslinda ben de ilk kamusal alanla baslamistim. Bu dijitallesme
caligmalarina hatta verileri kullandigim bir ¢alisma olmustu. Eger 6yle veri cekme gibi
bir sey ilgileniyorsan.

Speaker 1

Aynen. Aynen yani aynen. Evet, ben biraz daha sehir planlama iizerinden giderek dyle
bir kamusal olandan bahsederek ilerliyorum. Bu da dijital ve fizikselin birlesimi
anlaminda kullaniliyor ama biraz hibritten ya da mix space ten biraz daha farkli yonleri
var. Biraz daha fiziksel alana dijital sekilde gelistirerek olabilecek yeniliklerden
bahsediyor mesela. Hani bizim su anda yaptiZimiz konusma bu baglamda dogru
sayllmayan bu terim cerceveler igerisine girmiyor. Ozellikle de mesela belki
gérmiissiiniizdiir. Ayasofya deneyim miizesi var. I sultan Ahmet meydaninda orada
iste biiylik, yani ben m gitmedim heniiz ama internetten, youtube'dan gordiigiim
kadariyla su sekilde oluyor, iste kulakliklariniz oluyor ve ¢ok biiylik ekranlar oluyor.
Bu sekilde size bir hikaye anlatilarak tarihten ve ayasofya'dan ve ¢evresindeki alandan
bahsediliyor. Bu sekilde insanlarin yani ziyaret edenlerin. Alanla alakali farkindaligim
arttirtyor ve normalde belki de ulasmayacagi ulagsamayacagi degil ama kendi bilinciyle
ulagmayacag bilgiler gelistirmesini saglayarak biraz o alana daha fazla bir aidiyet
hissetmesini sagliyor diyebilirim. Ya bu turistler i¢in tam olarak gecerli olmasa da
attyorum. Istanbul'da yasayan biri i¢in bdyle bir alana gittiginde farkli bir farkindalik
kazanmasina. Yol agabiliyor. Biraz buralardan ¢ikarak aragtirmaya yapmaya basladim
ama yine de dijitallesme genel olarak 11 sehirlere olan mekansal katkis1 veya aldiklar
bakimindan da. Bu sekilde baslayarak daha sonra fizitale evriliyor. In1 ¢alismamda
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diyim. Burdan da 4 ayr1 boliimii ayirdim. 10 tane soruyu ilk bdliim genel tanimlar,
tanimlar ve kavramsal ¢ergevede sizin bu konular hakkinda ne diisiiniilebileceginizi
ogrenmek igin olan boliim. Ornek olarak entegrasyona akilli altyapi, artirilmis gercek
veya kamusal alanlardaki etkilesim, dijital 6zellikler gibi 6rnekler verebiliyorum. Bu
baglamda fiziksel ve dijital ortamlarin birlestirilmesinin kamusal alanlar tizerindeki
etkisini nasil degerlendirirsiniz?

Speaker 2

Fenomonoloji iizerine sonra kamusalligin fenomonolojisi diye su an minimumda olan
bir yazim var. Tam aslinda bununla ilgili iste fiziksel ve dijital ortamlarin birlesmesi.
Fiziksel yani dijitallik iizerinden yaratilan yeni bir fiziksellik algisina yol aciyor. Bu
da iste instagram mesela burada ¢ok etkili instagram verilerini toplayamadigimiz igin
tam olarak o ¢alisma sonlanamadi. Ciinkii instagram verileri kapali yasak kullanmak
ama instagramin kamusal alanlar {izerinde yarattig1 ¢cok biiyiik bir sey var. Bir etki var
yani bir mekanin oradaki acidan paylasildigi o fotografin sen artik hep fotografi
yakalamaya calisiyorsun ya da gittiginde oray1 o fotografin. Uzerinden algilamaya
basliyorsun, o ylizden hani dijitallesme ve dijitallesmenin bdyle bir dolasima girmesi.
Kamusal alanin biitiin algis1 degistiren bir sey ve bence ¢ok dnemli ve ¢ok da giizel
yani konunun o yiizden ilgimi ¢ekti bayagi. O yiizden neydi? Soru bdyle tam soru
cevabin gibi cevaplayamadim ama kanit olanlarin tizerindeki etkisi evet iste aslinda
ok etkili. Yani yeni bir dijitallik {izerinden yeni bir fiziksel mekan algisi. Oyle olmak
zorunda degil. Evet. Sagliyor ama kamusal ortamlarin birlestirilmesi burda eger bir
yer gibi seylerden bahsediyoruz galiba artirilmis gerceklikten falan.

Speaker 1
Ya bu bir 6rnegi ama sizin dediginizde bagka bir dali yani baska bir kism1 da olabilir
Speaker 2

Bu arada ¢ok dnceden o derste de bir tam bu konuda sunum yapmistim. Orada da
mesela pokemon go oyununu Ornek vermistim. O da hani yeni bir kamusal alan
yaratiyor, orada birlestirerek gibi yani yepyeni bir ara kesit, Hani orada o ¢akistirmay1
iste fiziksel ve dijitalin ¢akistirilmasi olarak anlatiyordur.

Speaker 1

Ikinci soruya gececek olursam, dijital kamusal alanlarin geleneksel kamusal alanlara
kiyasla baglayici avantaj ve dezavantajlar sizce nelerdir? Bunun i¢in de erisilebilirlik
kullanict katilimi, mahremiyet ekonomik firsatlar ve teknolojiye bagimlilik gibi
unsurlar olabilir.

Speaker 2

Tamam. Evet, sonra ben de tam o dersten sonra ikide bir tane proje dersi verdim ve
cocuklara bu konuyu verdim. Boyle kiigiik seyler tiretmislerdi aslinda fiziksel alanin
dijitallesmesiyle beraber iste yeni kamusal alan kamusallik katmanlar tiretmislerdi.
Ciinkii iste yashlar daha c¢ok katilabiliyor. Cocuklar daha c¢ok katilabiliyor ya da
insanlar orada dijital kamusal alan {izerinden bulusup fiziksel kamusal alana daha ¢ok
katilim saglayabiliyor ve boyle daha. Aktif daha etkin, daha uzun saatler kullanilan ya
aslinda fiziksel alanin aktiflestirilmesini sagliyor gibi bir sey diyebiliriz. Evet. Yani
daha ¢ok avantajlarindan diyebilirim.

Speaker 1
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Burdan ikinci bdliime geciyorum. Burada da kamusal alanlarin doniisiimii ve
dijitallesme hakkinda sorular olacak. Dijitallesmenin bizim hem mekanda hem de
birbirimizle. Kurdugumuz iliski birazcik degistirmesinden kaynakli iste akilli seyler,
interaktif enflasyonlar, dijital yonetim araglar1 farkli katmanlar yaratiyor. Burada
buradan ilerleyecek olursak, kamusal alanlarda dijitallesme araciligiyla hangi kentsel
sorunlara ¢Oziim saglanabilir sizce? Mesela temel sorunlardan gidiyorum ve asiri
kalabalik sabit mekansal diizenlemeler planlamadaki katilim eksiklikleri, yetersiz arazi
kullanimi1 ve kamu giivenligi gibi endiseler var.

Speaker 2

Aslinda bunlart keske bilmiyorum. Simdi sen benim Kkonustuumu yaziya
cevireceksin. Belki ben yazsam daha da iyi olabilirdim. Soyle bence. Biitlin o kamu
gilivenligini falan gecelim. Evet, onlar zaten ¢cok tahmin de edilebilen seyler ama bence
bir aynilagma yani kamusal kamusallik da yani kamusal alansiz uygulananinda bir
aynilagsma. Ve kamusal alanin tasariminda bir aynilagsma s6z konusu olabilir. Cilinkii
sosyal medya gibi dijital araglar ya da iste yani bu dijitalligin ¢ok fazla iist iiste {ist iiste
binmesiyle boyle bir genel bir. Anlamadim nasil diyeyim. Hani yapay da kendi
verilerim verilmesi gibi bdyle deme tabi de. Cok fazla birbirine benzeme durumu
ortaya c¢ikiyor. Yani siirekli bir seyleri goriiyoruz ve onu dogru kabul ediyoruz ve
zihnimiz oyle ¢alisiyor, iste tasarimeilar sonra o ¢ok like aldig1 i¢in ona ¢ikan benzer
bir meydan tasarliyor. Sonra insanlar orada benzeyen o meydanda ¢ok fazla fotograf
cekiliyor ve cok fazla kullanildig1 i¢in yine daha fazla like aliyor. Daha fazla dolagima
giriyor ve bu dolagima girdik¢e hep bdyle bir aynilagma tasariminda aynilasmaya yol
aciyor diyebiliriz. Bence zarar olarak. Dijitallesme tabi bir de soyle bir sey de var, yani
her yerde sensorlerin oldugu bir meydanda insan kendini ne kadar ifade edebilir o da
iste. BOyle herkesin aslinda kendine bdyle bir eskiden nickname takardik. Bizim
zamanimizda iste attyorum ve chat odalarinda nickname ile konusulurdu. Acaba o
zaman kamusal alanda da insanlar artik boyle siirekli sen soylerle gozetlendiklerinden
dolay1 hani bdyle kendilerine yeni bir kimlik mi iiretmeye basliyor? Tam olarak
kendileri bir kontrol edilme kaygistyla. Tam olarak kendilerini ifade edemiyorlar mi1?
Hani boyle bir durum olabilir negatif olarak. Avantajlari tabii ki sey yine erisilebilirlik,
olay, ulasim ve kontroliin getirdigi tabii ki yararlar da var. Simdi bdyle hep safe
caligmalar1 var. Belki goriisiin iste hani yapay zeka bilmem, ne sensorlerle bir mekanin
safe olup olmadigini hangi sokaklarin daha sevkte olup olmadigin1 Olgliyorlar.
Giivenlik algisini 6l¢iiyorlar m1? Bunlar i¢in iyi. Dijitallesmen ama bir yandan mesela
bilisimde yine benim aldigim derslerde ¢cok konusulan bir seydi. Mesela yiiz tanima
sistemleri. Iste insanlarin i¢cinde ¢ok fazla insanlara puan verilen kamusal alanlarda
insanlara puan veren sistemler var. Belki bakarsin hani bunlar insanlarin iste gergekten
o oray1 nasil kullandigin1 ¢ok etkiliyor. Yani dijitallesmenin de boyle bir sinirlar
olmast lazim gibi. Hani belki onunla ilgili neler olabilir, atiyorum belediyelerde
bununla ilgili departmanlar agilabilir. Bu dijitallesmenin seviyesi belirlenilebilir. Yani
hani ne kadar sansiir kurulacagi, nelerin kontrol edilip, nelerin edilmeyecegi, hani
nelerin? Ya fayda saglayacak sekilde dijitallesmenin boyle sinirlandirilmasi anlaml
olabilir gibi seyler aklima geliyor. Hangi kentsel sorunlari ¢éziim saglayabilir demissin
aslinda. Evet. Giliven, giivenlik i¢in iste evet, ¢6ziim saglayabilir ama bir yandan of
¢Ozlim yani asir1 bir giivenlik kaygisiyla hani insanlar rahat kendini ifade edemeyebilir.
Ciinkii kamusallik sadece parklarda oynamak kosmak degil. Bir yandan meydanlarda
eylem yapmakta bir kamusal alan aktivitesi. Hani o noktada onun bir. Sinir1 olabilir
belki hani bu kadar dogru ve dijitallesmenin? Evet boyle diyebilirim. Onun disinda
mesela sey de olabilir. Yani Macka parkina gidiyorum, oturacak yer bulamiyorum.
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Hani boyle oranin da bdyle ben bilsem. Keske oranin giinliik kalabalik oranini falan.
Hani 6yle seyler de olabilir. Yani bunun ¢ok katmanli seyleri var. Boyle bir siirti
baslikta ele alinabilir aslinda mesela. Iste google'da arastiriyoruz. Bir kafenin en
popiiler saatlerini gorebiliyoruz ama farkinda. Gergi gorebiliyoruz artik. Hani onun
daha detayli incelemesi olabilir. Onun. Beni sinirda kalmasi gerek ki, insanlar
gercekten rahat orayr kullanabilsin. Dogru. Ya boyle konusarak c¢ok yardimci
olabiliyor muyum bilmiyorum ama ben sana boyle bildigim bagka kaynaklar ve seyler
sonradan aklima gelirse de.

Speaker 1

Bir sonraki sorum sehirlerde dijitallesmeyi hizlandiran etmenler sizce nelerdir?
Kentlesmeye teknolojik gelisme. Talep. Siirdiiriilebilirlik hedefleri ve sivil katilim gibi
cevaplar verebilirsiniz.

Speaker 2

Dijitallesmeyi hizlandirilmis ve dijitallesme deyince de boyle ani olarak dijitallesme.
Dijitallesme olarak ne kastediyorsun mesela sen?

Speaker 1

Burada biraz daha genel bir kavram kullaniyorum. Yani bizim normalde
telefonunuzdan eristigimiz bilgiler lizerine hareket etmemiz de dahil oluyor. Bunun
icine ama iste bir belli bir fiziksel mekanin bir sekilde dijital olarak farkli bir katman
eklenmesi de dahil oluyor diyebilirim.

Speaker 2

Gosterlesmeyi hizlandiran etmenler aslinda genelde mesela ben hollanda'daydim.
Orada hep stirdiiriilebilirlikle ilgili o kadar kaygilar1 var ki boyle her seyi o yiizden
Ol¢iiyorlar. Bigiyorlar iste. Oraya sensor, buraya bilmem, ne oraya havadan bakip yesil
alanlarin hesabini yapalim falan genelde siirdiiriilebilirlik ve trafikle ilgili endiseler bu
dijitallesmeyi hizlandiriyor ama. Tabii oradaki iste oraya o sensore eklemek oradaki
sirdiiriilebilirligi 6lcerken baska bir kamusal iligkiyi de ortaya ¢ikarabilir. O da aslinda
tam olarak o senin ara kesisim dedigin seyi hizlandirabilir. Hizmet talepleri diyoruz
iste ya tiirkiye'de hizmet talepleri oluyor mu? Bu konuda bilmiyorum. Genelde
giivenlikle ilgili olabilir. Suraya daha ¢ok kamera takim buras1 daha iyi izlensin falan
gibi ama. O tam olarak o istedigimiz kamusal ve o dijital kamusal alan1 yaratirma emin
degilim. Katilim. Yani, evet, burada ¢ok belediyelere ¢ok biiylik roller diistii ve onu
ne kadar hakkiyla gergeklestirebilirler. Ondan da emin degilim. Evet bu kadar
herhalde.

Speaker 1

Tesekkiir ederim. Buradan da biraz daha. Sosyal tarafima gec¢iyorum ve
dijitallesmenin hangi yonleri kamusal alanlarda kullanici deneyimine veya
memnuniyetine en ¢ok katkiy1 sagliyor? Egitim, eglence, kisisellestirmeyen.

Speaker 2

Dijitallestirmenin hangi yonden? Bence bir mekan1 kendi bulundugu lokasyondan
cikarip bagka bir lokasyonda da bilinir hale getirmek takip edilebilir hale getirmek ama
bu takip takip edilebilirlik kamerayla oranin izlenmesi degil. Yani o mekanin tam
olarak bizim telefonlarimizda hangi saatte hangi etkinligin oldugunu gérebilmek ya da
fotograflarina erigsebilmek. Ama yine o kontrol amacli fotograflardan bahsetmiyorum.
Bence o alaninin kamusalligin1 arttirabilir gibi geliyor bana burada da. Bu yani bunu
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bdyle ilk baglatan sey ne olabilir? Tabii ki. Oraya eklenen attyorum. Bir heykel olabilir.
Yani benim bununla ilgili tam olarak biitlin katmanlar1 sey yapan bir sunum vardi, onu
sana yollayacagim mesela bdyle heykeller ama hani biraz daha iste bir mesela 6rnek
hatirliyorum. Bir farkin meydanin ortasinda bdyle bir heykel koymuslardi. Hani o
aslinda cok fazla insanin onayl etkilesim saglamasini sagliyor. Ciinkii oraya bakip
gecene bilirsin. Sadece fiziksel bir kiip yani bir atiyorum, bir iste Veniis heykeli gibi
de olabilir. O senin i¢in herhangi bir iste roma heykeli gibi. O senin aslinda o mekanla
etkilesime girmeni sagliyor ya da iste bu pokemon world i¢inde bir siirii oyun var.
Boyle iste sehirlerde oyunlar var. Mac sus mu bir oyun vardi bilmiyorum onu olsun
mumda bulmustum. O oyunlar aslinda o meydanin iste oradaki meydandaki ¢esme'nin
iste Ustline bir seyler koyuyor. Sen telefonunla oraya bakiyorsun ya da gozligiini
takarak hani orayla direkt etkilesime gegiyorsun, boyle seyler de olabilir. Bunlar boyle
ilk olarak o mekani aktiflestiren adimlar olabilir. Sonra oranin tabii ki. Kullaniminla
artmasiyla da o az 6nce sOyledigim boyle siirekli takip edilebilir bir hale gelmesini
saglayabilir. Yani dijitallestirme tabii ki de kamusal alanlar i¢in ¢cok 6nemli. Cok fazla
oranin gergekten kamusallagmasini saglayabiliyor gibi geliyor bana.

Speaker 1

Evet, tesekkiir ederim. Peki buradan 1 dijital kamusal olanlarin sosyal etkilesimi
artirmada etkili oldugunu diisiinliyor musunuz ya zaten cevap verdiginiz birazcik ama
ve hangi kosullar altinda daha etkililer? Yani bunun i¢in de birazcik sosyal katilimin
hem tasarim kulagimi kolayligi, teknolojinin kiiltiirii agidan kabul gérmesi ya da dijital
okuryazarlikla da birazeik ilgisi oldugu i¢in.

Speaker 2

Evet, evet, dijital okur yazarlikla ilgisi var. Bir de tasariminda nasil diyeyim. Tasarimin
da burada etkisi biiyiik yani. Tasarlama siireclerindeki dijitallik de bence etkili olabilir.
Simdi digeri tasarlarken oradaki halkin. Beklentisi ya da beklentisi demeyeyim ¢iinkii
Avrupa i¢inde bekledigini de bazen bilmiyorum bazen oranin kullanimindaki bdyle
ortiikk bilgiden olan kesfetmek gerekiyor. Orada da iste veri kullanimi bence ¢ok
onemli. Yani data analitik yaklasimlar. Bu noktada o kamusal alandan ne
cikabilecegini bize sodyleyebilir. Yani illa ki anket yapip iste Ahmet amca sen ne
istiyorsun? Bunu sormak degil. Oradaki Ahmet amcanin giinliilk yasamdaki
hareketinin izlerini takip ederek aslinda yol rotasini takip ederek yada girdigi i¢in. Giin
icindeki diikkanlar takip ederek orada nano sunabilecegine karar verebiliriz. Yani
oradaki bankin nerede olabilecegine kadar ya da orada bir ¢gesme olmali m1? Ya da
cocuk oyununu alani o parkin i¢inde olmali m1? Belki o ¢ocuk oyun almanin parkin
icinde olup olmamasinin iste o mahalledeki verilerden karar verecegiz. Hani aslinda
dijitallesmeyi sadece. Aksine koyulan bdyle dijital bir billboard gibi degil de tasarlama
stireglerine bence dahil etmek yok cok anlamli oluyor. Gibi diislinliyorum, hatta o
public dersinin ikinci yarisinda da bu tasarlama siireglerinde bunu nasil kullanabiliriz
diye. Boyle analizler yapmistik. Yani g¢ocuklar bir yere tasarlarken o kentteki
verilerden oray1 nasil bir sey tasarlayacaklarma karar veriyorlardi. Hani keske oyle
yapilabilse yani Oyle zamanlar olsa projeler hazirlanirken ve &yle baglansa
bilmiyorum. Belki yapiliyordu da. Daha o ya o ¢ok katmanli bir siire¢ yani. Siirii veriyi.
Ulasmak, yorumlamak, sentezlemek falan iste sensin. Bulup aslinda biraz bunlarla
ugrasiyor. Ben o ylizden oraya gitmek istemistim hep. O da bence iste alanlarin daha
aktif kullanilmasina imkan sagliyor, daha reaktif bir sekilde.

Speaker 1
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Evet. Eee buradan da. Bu teknolojinin de dijitallesmenin ya da dijital alanlarin, alt
alanlarin doniistiirtilmesinde bir rol oynayip oynayamicagi ya da bir potansiyelin olup
olmadig: tarafin irdelemeye basladi.

Speaker 2

Evet, ondan ben daha onu konut baglaminda yapiyorum. Yani komuta ¢evirme
acisindan ama evet kesinlikle ¢ok biiyiik rol oynuyor yani. Ciinkii o sekilde karar
verebilecegi yani biiyiik bir karar sistemi sunuyor bu dijitallesmen. Ciinkii hem ya
aslinda bir hile de olabilir. Mesela sen bir parkin ortasinda bir sey koyarsin ve o iste
sey illaki sensor boliimiinde olmak zorunda olmayabilir. Bir kahve makinesi olabilir.
Mesela oradan kag kisinin kahve aldigini1 oradan tespit edebilirsin. O alan insanlarin
cinsiyetini tespit edebilirsin ve aslinda o alana gelen insanlarin da profilini
anlayabilirsin gibi yani o da sana. Evet analiz olabilir hem yani nasil diyeyim iste
katilimceilik gibi yani ama anket gibi degil ¢linkii. Anket yapmak ¢ok iyi ama tam
olarak soru sorunca onlarin istedigi cevaplar1 veriyorsun. O yiizden. Iste yapamadim.
Evet, atilligin yeniden canlandirilmasi i¢in igte evet. Ben mesela datalar kullaniyorum,
onlara karar vermek i¢in. Siirdiirtilebilir bir ¢dziim saglayabilir mi? Zaten aslinda atil
alanlarin  yeniden degerlendirilmesi tamamen kendisi siirdiiriilebilir. Evet.
Stirdiiriilebilir olsun diye aslinda atil alanlar1 yeniden degerlendiriyoruz. Dijital
teknolojilerin entegrasyonu bunlarin mesela yeniden kullanilmasi i¢in de ¢ok dnemli
attyorum. Terk edilmis bir. Park var ve sen oraya dijital bir sey getirdiginde orasi
bambagka bir seye doniisiir. Onunla ilgili yine 6rnekler vardi. Mesela bdyle bir bir
binanin bos bir cephesi var. Atil bir alan var oraya bdyle bir oyun koymuslar, insanlar
iste nasil diyeyim iste satran¢ oynuyor ama kendi bedenleriyle yani falan hani dyle
seyler var. Mesela bir cepheye bir sey yansitiyordu ornek. Sen, twitter'dan bir sey
giriyorsun, o bos terk edilmis alandasin ama gordiigiimce beni rengini degistiriyorsun
o etki senin o alanda tutuyor. O alanin ¢ekis yani ¢ekici bir yer yapiyor ve insanlar
oraya gelmeye bagliyor. Orasi artik terk edilmis bir yer olmaktan ¢ikiyor falan gibi ya.
Cok yiizeysel tabi suan bu sdyledigim seyler boyle belki diislinlip yazsam daha farkl
yazabilirim ama.

Speaker 1

Tesekkiir ederim. Burada aslinda 2 soruyu da cevapladiniz ama ben bir de bir seyi
merak ettigim i¢in ayrica sormak istiyorum. Ben burada birazcik suna parmak basmaya
calistyorum. Dijital bir seyin bir sekilde olusturulmasi, iste fiziksel bir ortamin iistiine
dijital bir sey konmasi. I birazcik normal, yani fiziksel bir sey. Bir yerde fiziksel bir
miidahaleden ¢ok daha kolay. Ciinkii iste baz1 kanunlardan belki daha kolay ya da hani
enstalasyonu daha kolay. Yani orada ¢ok uzun siire kalmak zorunda degil ve bu bir
problem degil yani o ylizden boyut, kapasite ve konum gibi normalde.
Diisiindiiglimiizde bunun iizerine hareket ettigimiz kentteki degisimleri daha kolay ve
daha. Yani rahat bir sekilde yapmamiz1 sagliyor. Benim arastirdigim ve diisiindiigiim
kadariyla. Bu konuda ne diisiindiigiiniizii sormak istiyorum.

Speaker 2

Evet. Anladim yok. Evet dogru yani siz dediginiz gibi. Bir bir kullanilmayan bir
cephenin ya da 2 binanin arasindaki bir seyin ya oraya fiziksel bir sey yapilmas: daha
fazla para, daha fazla iste asilmasi gereken seviye iste belediye tarafindan iste oradaki
miilk sahil bir ne bileyim hak sahipleri ya da etraftaki insanlar bakimindan daha zor ve
daha mesakkatli bir siire¢c. Onun yerine orada daha ya bilmiyorum. Tam olarak 6rnek
ve ne verebileceginden emin degilim ama dijital ve daha hemen. Oraya bir heykel
yapmak lazimsa Refik anadolu'nun bir seyini yansitmak. Evet oray1 kisa siireli ¢ekici
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kilar. Daha az maliyetli, daha ekolojik. Ve evet, evet, yani giiniimiizde bu ¢ok daha
miimkiinliikten. Evet, o ylizden ¢ok mantikli bagka ne gibi bunun seyler olabilir?
Kullaniciyla etkilesime gegmesi daha rahat olabilir. Bu bdyle bir esneklik de saglar.
Yani siirekli kullanici taleplerine gore o bir ona ¢ikar bir sey eklenebilir. Yani
attyorum, bir ay baska bir sey eklenebilir. Obiir ay baska bir sey eklenebilir. Iste belirli
giinlerde baska bir sey eklenebilir. Evet, esneklik saglayabilir.

Ama fiziksel olarak uygun olmali . Yani evet o 0yle o yanlis bir yaklasim diyemem
ama simdi kamusal alandan bahsediyoruz ya. Aslinda kamusal alan sey de degil yani
bence hani bir kal nasil diyeyim. Meydan désemesinin kirik olmasi evet bizi yani o
mekan o kadar hosumuza gitmeyebilir ve orada durmak istemeyiz. Ama hani belki
orada ¢ok kotii tasarlanmis bir bank var ve iste bir park ya da bir meydan ya da ¢ok
kotii cepheli binalar var. Evet ama yani senaryo Oyle bir sey yaparsin ki oradaki
insanlar1 bulusturan ve belli bir s6z sOyleyen bir hale getirebilirsin. Hani yani tam
bdyle cok rafine bir kamusalliktan diislinliyorum ben galiba. O yiizden hi¢ Oyle
disiinmedim. Yani kamusallik illa ki boyle ¢ok tasarlanmis. Cok estetik olmak
zorunda m1? Belki de degil yani. Ciinkii onun amaci o degil insanlar1 birlestirmek.
Olay, dijitallesme bunu bence ¢ok iyi saglayabilir. Yani tasarim nasil diyeyim. Tasarim
stiper harika olup. Boyle atil kalan alanlar da var hani yani o yiizden. Aslinda kullanim
kullanict profili neden geldigi orada ne kadar zaman gecirdigi gegmek i¢in yani bir
yerden mesela hep bir boyle bir meydan vardir. Hep oradan kisa yolluyor. Bu oradan
geemek istersin. Hani orasi ¢ok siiper tasarlanmis bir yer alabilir ama boyle ¢ok 1ss1z
olabilir ya da yani. Yine ge¢mek istemeyebilirsin. Aslinda hep kullanim ve
kullaniciyla iligkili tasarim bu noktada 6nemli ama. Ilk sirada m1? O gorsel estetigi
emin degilim. Yani tasarim Oonemi de iste tasarim, gorsel estetik mi? Hani ¢ok kotii
tasar ¢ok kotii malzemeler ve tasarlarsa ama rotay1 o kadar iyi tasarlarsin ki o ¢ok iyi
bir kullanim olusturur ama malzemeler baya battir. Yani tabi oda tasarima giriyor
aslinda. Hani yer yon ve c¢ok basit bir vaziyet plani iligskisinden bahsediyorum ama
yine dijitallesme bence bunu ¢ok potansiyelini agabilecek bir sey gibi geliyor.

Speaker 1

Anladim, tesekkiir ederim buradan da yani direkt sorular okumadim olmasi zaten
cevapladiiz. O ylizden ekstra. Gerek yok diye diisiiniiyorum. Buradan da son béliime
geciyorum. Biraz daha kamusal alanlarin yeniden kavramlagtirilmas: ve gelecek
trendler ve sizin Onerileriniz bakimindan. Dijital kamusal alanlarin daha cazip, islevsel
ve slrdiiriilebilir kentsel c¢evreler yaratmaya yardimci olabilecegini diislinliyor
musunuz? Eger cevabiniz evet sen nasil? Ve bunu uygulamanin 6niindeki en biiyiik
engeller nelerdir? Bunlar nasil asibilir?

Speaker 2

Evet, diisiiniiyorum. Bunun 6niindeki en biiyiik engel de sey oluyor iste bu dedigimiz
seyler bazen sinirlayict olabiliyor. Daha siirdiiriilebilir bir sey kesinlikle yaratir.
Dedigim gibi yani oranin. Daha yesil olmas1 i¢in karar vermemiz gerek. Karar vermek
icin data kullanmamiz gerek. Data kullanmak i¢in dijital bir seyler olmasi lazim ya
oraya yani ya oraya biz kendimiz bir sey koyacagiz ve oradaki dijital etkilesim takip
edecegiz ya da iste sey kullanacagiz. Oraya gelen insanlarin atiyorum cep telefonu
verirsin ama ulagsamayabiliriz. Avrupa'da ve tiirkiye'de bunlar yasak. O zaman biz
oraya bir sey koyup o verileri ¢ekecegiz. Yani bak boyle seyler geliyor aklima tabii ki
benim direk ama. Siirdiiriilebilir ¢evreler yaratmaya yardimci olabilir. Insanlar ya
mesela sOyle seyler de vardi, hani oraya bir cok koyuyor, dijital bir ¢ok ama doniisiim.
Sey. Herkes insanlar, sirf onun cazibesinden dolay1 onu kullaniyorlar. Yani boyle. Cok
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basit, ¢ok basit miidahaleler var. Bdyle parkin ortasinda iste dijital konusan ¢cok ¢ok
boyuyor. Seni goren taniyan iste ¢ocuksan ¢cocukmus gibi konusan hani onu algiladigi
icin yani boyle daha iste etkilesime gecen kentsel mobilya diyebiliriz. Onlar bile
aslinda o insanlarin kullanilmasini sagliyor. Yani ilk bagka bir yere atacagi oraya atiyor
ve geri doniisiime sokmus oluyor. Falan gibi onun. Disinda fiziksel kamusal alanlarin
dijitallesmesi hep ben sosyal medya lizerinden de diisiinliyorum. Yani bir sey koymak
degil de oray1 diriimtal alanda dijital kamusal dahil etmek gibi. Ciinkii bence su an
kamusal alanlar artik sokaklar, parklar degil, biraz da iste sosyal medya ve o ikisinin
kesigmesi aslinda ikisinin de devamli kilan bir sey. Yani tamamen evde oturup yazi
klavye basinda yazi yazarak. O kamusal da elde edemeyiz tamamen sokaklarda da elde
edemeyiz. Artik ikisini kesistigi nokta bence gelecekte kamusal alanin devamliligin
saglayacak.

Speaker 1
Evet. Fijital alanlar hakkinda ek goriisleriniz veya perspektifleriniz var mi1?
Speaker 2

Iste bunlar diyebilirim yani? Ek goriis olarak. Kolay gelsin. Cok giizel bir konu ve
boyle icine girdik¢e agilan bir konu.

Expert G:
Speaker 2

Buradaki fijital kamusal fijital alan aslinda hibrit alanla ya da karisik alanla ingilizce
hibrit yada mix alanla ayni1. Yani ¢ok benzer seyler sadece hibrit alan deyince insanin
aklina yani literatiirde gordiigiin iizere cok daha farkli seyler geliyor. Tabi ki dijital ve
fizikselin birlesimi olarak da algilanabiliyor. Ozellikle pandemi déneminde yapilan
caligmalarda ama ayni zamanda bagka bir seylerin hibriti ya da sadece dijitalin
kamuasi, dijitalin gercek hayati olan etkisini anlatmak i¢in yani tek yonlii bir etki
anlatmak icin de kullanilabiliyor. O ylizden bu terminolojiyi se¢tim. Daha dnce de
kullanilan bir terminoloji ve buradan ilerliyorum bu aslinda. Yani fiziksel ve dijital
tarafinin birlesimi olarak adlandirilan ve kamusal alanda girdiginde dijitallesmeye
mekansal bakis agis1 kalkmaya ¢alisarak bunun gelecegini ya da su ana kadar var olan
teorileri birazcik kapsayan bir ¢aligma yapmaya ¢alistyorum.

Speaker 1
Iste fijital alan tanimi1 nedir acaba? Bu bahsettigin?
Speaker 2

Hocam aynen daha ¢ok daha mekansal olarak goriilebilen bir seyler. Soyle
sOyleyebilirim iste, dijital enflasyonlar, sensorlii seyler akilli sehir uygulamalarinda
kullanilabilen seyler. Ya da yani herhangi bir mekansal alan1 ha biz o mekansal alanin
icinde bulunarak. Dijitallestiginde daha iyiye getirebilecek hersey gibi biraz genel bir
tan1 evet. Burada size 10 tane soru soracagim. 4 boliimden olusuyor. Birinci boliim
genel toplar ve daha kavramsal bir c¢ergeveyi anlayabilmem i¢in olan bir bolim.
Artilmis gerceklik ya da viyar akilli altyapt yada kamusal alandaki etkilesim, iste
ozellikler gibi cesitli sekillerde olabilecegini. Diyorum. Sizin bu kavramlarda nasil
tanimladiklariniz? Ya da kentsel doniisiimdeki roliine kars1 goriisiiniizii 6grenmek i¢in
boliim ayr bir sekilde yapildi. Birinci soruya gececek olursam, eger sorunuz varsa bu
arada sorabilirsiniz. Herhangi bir olunca. Fiziksel ve dijital ortamlarin
birlestirilmesinin kamusal alani {izerindeki etkisini nasil degerlendiriyorsunuz?

187



Speaker 1

Nasil yani? Simdi kamusal alan1 ikiye béliiyiim. Once hani kendi isimi bu baglaminda
bir bdyle bildigimiz kamusal alan hani hi¢c mekana? Degmeyen seyler. Uge de
ayirabiliriz. Burda bina cepheleri de var tabii ki hani bina kabuk kabuklar1 var. Bir de
ic mekan var. Ve bunu. Tabii ki en fazla etkisini gordiigiimiiz yer i¢ mekan olabiliyor.
Ciinkii daha kontrollii bir alan ama binlerce cephelerinde de gene dijitallesmeyi, hani
gorevleri sadece bir reklam paralarina falan bahsetmiyorum iste. Video esrasyonlar
olsun vesaire aydinlatma becerileri dijital bir takim oyunlar bu. Rada biraz daha fazla
gorebiliyoruz ama dogrudan hani kamusal alan dedigimiz a¢ik alanda bunun etkisinin
daha az gorebiliyoruz diyebiliriz. Bir de bunun etkisi bir de kisi bazli bence degisiyor.
Simdi daha sanata veya mimariye yatkin kisilerin buna bakis agis1 farkli oluyor. Bir de
giindelik gelir gecer kisilerin bakisi farkli oluyor. Hani dert iste okur yazarligi olmayan
birisi. Hani bunun oldugunu anlayamiyor hani. I¢ mekan baglaminda da baktigimizda
biraz daha kullanicilar artryor. Daha kontrollii bir almak i¢cin o mekani ziyaret edenler
veya iste bu mekan kullanicilari. Ve hatta ¢ocuklar. Bile hani dijital ortamlara ig
mekandaki aslinda. Aslinda oralar1 daha sik kullaniyor ya interaktivite kattig1 i¢in
diyorum. Oyle.

Speaker 2

Evet. Peki bu fiziksel kamusal alanlarin geleneksel kamusal alanlara kiyasla baslica
avantaj ve dezavantajlar1 nelerdir burda? Iste iste isin icine erisilebilirlik kullanici
katilimi pa mahremiyet ekonomik firsatlar ve teknolojiye asir1 bagimlilik gibi
unsurlarda géz onilinde bulundurabilirsiniz.

Speaker 1

Evet. Yani bir dezavantaj yaratacak bir durumu oldugunu diistinmiiyorum. Hani?
Avantaji. Kisitli olabilir hani? O da seyden kaynakliyor iste bu use engajman
dedigimiz hani hani kullanic1 katilimin1 eger iyi planlanmadiysa o iste U/UX dizayn
mi1 diyorlar. Hani arayiiz tasarimi aslinda arayiiz tasarimi. Eger iyi degilse, hani veya
iste gergekten oradaki bilgi dogru aktarilmiyorsa, bize ya da verilmek istenen algi
dogru aktarilmiyorsa orada iyi bir basar1 elde edemeyiz. Hani ama? Avantajli olma
tabi ki ihtimallere her zaman var. Bir ekonomik opportunity anlaminda ekonomi.
Kullanicinin ekonomisine degil de belki iiretici ve saticinin belki ekonomik yonlerini
kuvvetlendirebilir. Hani onlara bir takim kar? Olusturabilecegi diye diisiiniiyorum.
Hani erisilebilirlik konusuna gelince. Yani bunlar kamusal i¢in zaten herkesin erisise
erisebilmesi gerektigini diigiiniiyorum. Bakalim bagka teknoloji, asir1 bagimhilik ya
zaten. Teknoloji, asir1 bagimlilik konusu. O da bence algisal bir durum. Hani kisiden
kisiye degisiyor. Hani o acgidan bir bagimlilik yaratacak bir durumu olmayacaktir diye
diisiiniiyorum. Ciinkii sey kamusal alanda oldugu i¢in. O sey falan konular1 var mi1?
Bu pokemon golar vs onlar sonra fijitallere mi giriyor mesela?

Speaker 2

Evet, biraz onlar da giriyor ¢ilinkii sonugta dijital bir bir. Etki dogrultusunda kamusal
alan kullanilmaya devam, yani artiyor kullanilmasi. Daha ¢ekici hale gelmis oluyor.

Speaker 1

Evet, yani o tiir seyler var ama mesela onu fijital olmas1 hi¢ gerek yok. Dogrudan
dijitalde mesela bir tablet telefonda da o bagimlilik saglama saglanabiliyor. Yani o
acidan bunun bdyle bir onu dezavantaji olarak gérmiiyorum.

Speaker 2
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Bi sanki bdyle ger¢ek olursak burda biraz daha. Kamusal alanlarin doniisiim ihtimali,
potansiyeli ve dijitallesmeli olan ilgisi hakkinda sorular soracagim. Dijitallesme
sonrast insanlar hem c¢evresiyle hem de birbirleriyle ¢ok farkli sekillerde iletigim
kurmaya baslad1 ve etkilesime girmeye basladi. Bu da giinliik hayatimiz1 etkiledigi
icin dogal olarak etrafimizdaki cevreyi de etkiliyor. Yani sonu¢ olarak. Eee akilli
sehirler, interaktif enstalasyonlar ve dijital yoneticis araglar1 bu alanlarin islevini
yeniden sekillendiriyor. Burada sormak istedigim ilk soru, kamusal alanlarda
dijitallesme araciligiyla hangi kentsel sorunlar1 ¢6ziim saglanabilir sizce? Bu bunlar
bazi temel sorunlar 6rnek verecek olursam asir1 kalabalik kalabalik. Sabit mekan, sag
diizenlemeler yani yasaya olan bagliligimiz planlamadaki katilim eksiklikleri, yetersiz
arazi kullanim1 ve kamu giivenligi gibi endiseler ve bakabilirsiniz.

Speaker 1

Evet. Ya simdi. Kentsel sorunu da ikiye bolelim. Hani bir anlik sorunlar diye
bolebiliriz. Hani biraz kisa diyorum. Hani asir1 kisa sormakta giinliik anlik seyler bir
de daha kalic1 problem olarak ikiye bole deriz ya bu kisa siireligine seyden bahset iste
bu sizden bahsetmeniz iste. Asir1 kalabalik meselesi iste bir yerde kag otopark var iste
o glinkii oran1 mesela hava kondisyonu nasil hani girsem o i¢ mekana hasta olur
muyum? Hani gibi boyle durumlar veya iste otobiis kacta geldi, kagta gitti? Hani gibi
onlar hani iyi islendigi durumda bence. Cok olumlu etkiler yaratabilir insanlariz da
artik bunu bunu okuryazarligini elde etti. Hani herkes onlara bakiyor, o tolar
kullantyor vesaire. Yani o a¢idan bence gayet sey. Olasi onlar hani oradaki etkilesim
bence iyi. Diger taraftaki etkilesim okuyunca bu katilimcilik iste arazi kullanima,
giivenlik gibi meselelerde ben. Ve sOyle bir sikintt var. Mesela o katilimcilik
konusunda bir sey bir ankete katildik diyelim, hani dijital ortamda veya iste bir sey
secti, bir seye miidahil oldu, katki koydu, arspation anlaminda onun. Gergeklige
doniisiip doniismeyecegi konusunda bir bence ¢ekince var hani. Veya diger gene
konularda hani kamusal konularda onlarin bir anlik bir sey olmadig1 i¢in biraz daha
mutlu olmadigr i¢in o katilimin neye doniisiip doniismeyecegi belli olmadig: igin
oradaki ciddiyetle bence azaliyor ve tabi sey var. Insanlarin da bdyle bir rant odak
meselesi oldugu i¢in hani? Kendi seyine gelmeyen, menfaat dahil olmayan bir sey i¢in
hani bir. Anda teknolojiden uzaklasamiyorum. Mesela sey vardir iste bu bir sey
izerinden sey kontrolii. Hani iste kagak yapip oturur falan. Hani bizim i¢in ne kadar
aslinda 6nemli bir sey. Yani olmasi gereken bir sey ama hani. Ama bak bir bagkasi i¢in
hani o kacak kullanimi. Yapan biri i¢in hani belki bu terk edilebilir veya
kullanilmamasi gereken bir teknoloji olabilir? Hani orada bir samimiyetsizlik durumu
var hani yani sdyle toparlayayim, hani giindelik konularda evet ama gergekten insani
bdyle bir maddi durumunu etkileyecek durumlarda hani? Bir kullanim seyi zorla
olusabilir orada. Veya iste yanhs kullanilma kullanilmamaya egilim gibi seyler
olusabilir.

Speaker 2

Tesekkiir ederim. Peki sizce sehirlerde dijitallesmeyi hizlandiran temel etmenler
nelerdir? Yani kentlesme, teknolojik gelismeler, akilli hizmet talepleri. Dijital
yoneticinin ve siirdiiriilebilirlik hedefleri ve sivil katilim yer alabilir.

Speaker 1

Ve bence. Temel etmeler sudur, hani oncelikle politika sey politikasi, hani kent
politikasi, hatta iste iilke politikas1 iste bu iste sifir karbon meseleleri var. Mesela
kentlerin sonlara boliiniip baz1 zonelara. Arag girip girmedigi meseleler iste bazi
zonelara sadece elektrikli araglarin girdigi mesela simdi bunlar boyle kolektif bence
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bilingle oluyor. Hani biri gelip de ya ben niye giremiyorum demiyor mesela hani bence
hani ilk ilk olarak hani. Karar vereceksin. Karar verilen kararlar daha sonra ondan
sonra kolektif bilingle birlikte. Bunlar olabilir diye diisiniiyorum. Dijital etmenler
baskani olabilir. Tabii sey, teknolojiler meselesi var. Hani bir takim teknolojiler diinya
genelinde kullanilmaya basladiginda hani o genel olarak hizlica kentlere de hani
sehirlere de hatta eger biiylik kent olmasina gerek yok, hani daha kiigiik 6l¢ekli yerlere
de bu hemen yansir diye diisiinliyorum. Yani o agidan hani kullaniciya indiyse o
teknoloji o otomatik olarak sehirde de dijitallesmeyi belki saglayabilir. Kazandirir en
azindan.

Speaker 2

Anladim, tesekkiir ederim. Peki sizce dijitallesmenin hangi yonleri kamusal alanlarda
kullanic1 deneyimine ve memnuniyetine en ¢ok katkiy1 sagliyordur? Bu iste egitim,
eglence, kisisellestirme ve katilim gibi faktorleri goz dniinde bulundurabilirsiniz.

Speaker 1

Evet. Yani. En ¢ok egitim, eglence kismi1 yani bizim bunu bu sehirde yasayamadigimiz
icin Onlem kisisellestirmek de ¢cok yani egitim konusunda bilmiyorum. Hani o ¢ok sey
gelmiyor bana ne? Tabii ki bekledigimiz bir sey o belki biraz daha aligtigimiz kamusal
alan degil. De iste gene kamusal i¢ mekanlarda daha tiirkre edilmis bir takim
enstelasyonlar, bilgi panolari aplikasyonlarla belki hani olabilecek. Yani bunu yani
bildigimiz kamusal alan dis mekanda hani onun olabilecegini diisiinmiiyorum.
Eglence, keza o da belki i¢ mekanda olabilir ama dis mekanda hani olabilecegini
diisiinmiiyorum. Piksellestirmede c¢ok zor yani biiylik kentlerde. Insanlara kendi
kisisellestirme olanag1 artik ¢cok kisitli. Hani belki doksanli yillarda dyle degildi belki
iste bilim mahallede bir kdse basini falan tutabiliyordum ama suan onu yapmak. Bak
¢ok miimkiin degil. Soruyu bir daha okuyayim. Yani en fazla su oluyor ben dijital
simdi. Mesela giindelik bilgi aktarimi belki olabilir iste dedim ya hani iste o giinkii
hava durumu o giinkii araglarin durumu vesaire gibi veya iste bir orada bir olay var
mi1? Orada bir o giin bir etkinlik var mesela sey oluyor iste. Kadinlar Giinii oluyor,
metro kapaniyor, biz sonradan haber aliyoruz falan. Hani bdyle o tiir seyler oluyor.
Biraz daha boyle bir bilgilendirme sistemi hani? Gibi ¢aligmasi bence en fazla o agidan
yardimc1 olabilir, geliyor. Seyden dolay1r ¢iinkii yani egitim, eglence ve
kisisellestirmenin mega kent dlgeginde samimiyetine ya da olabilirligine inanmadigim
icin mesela o ylizden kaynaklaniyor. Yani o yiizden hani iste liretkenlik katmasi
acisindan hani iste zaman planlamasi agisindan iste bilgi vermesi agisindan ancak bize
sey yapabilir.

Speaker 2

Evet anladim, tesekkiir ederim. Peki dijital kamusal alanlarin sosyal etkilesimi
artirmada etkili oldugunu diisiiniiyor musunuz? Hangi kosullar altinda daha etkiler
sizce? Burda iste sosyal katilim, tasarim, sosyal katilim sunlara bagli tasarimi,
kullanim kolaylig1 veya teknolojinin kiiltiirel agidan kabul gérmesi ya da sizin
dediginiz gibi dijital okur yazarlik gibi etmenler.

Speaker 1

Evet, evet, yani bu bunlarin bence hepsi. Onemli efekt seyler. Iste kondisyonlar yani
gercekten mesela dizayn tasarim O6nemli kullanim kolayligi. Gene Kkiiltiirel agidan
teknolojinin kabulii meselesi. Simdi. Tabi burada sey var, hani sosyal medya. Sosyal

medya, sosyal interction hani bu sosyal etkilesimi bir arayan insanlar barbie aramayan
insanlar var hani? Giinlimiizde o da degisti hani? Iste biz boyle sokakta biiyiliyen bir
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nesil olarak hani sey bekliyorsun insanlarin su an biitiin sosyal medya araglar1 var.
Elinin altinda iletisim ¢ok da kolay hem de. Ama bu belki bir yandan negatif eski de
yaratiyor. Hani insanin kendi i¢ini kapanmasi gibi konulari sey yapiyor. Yani o agidan
bence bunu farkli gruplarla sey yapmakta fayda var. Hani burada bence expert yola
hani daha yag olarak kii¢iik olanlarin buna verecegi soru iste cevap farkli olacaktir.
Hani burada. Soyle diyeyim. Ya bu sosyal interaksiyon olumlu bir sey mi? Olumsuz
bir sey mi? Hani bence olumlu bir sey hani? Ciinkii insan sosyal bir varlik. Ve kamusal
alanda ya da fijital alanda sosyallesmek hani 6nemli biz onu artyoruz. Mesela bir proje
yaptigimizda da sey diyor iste. Burada insanlar nasil? Bir araya geliyor iste, nasil temas
ediyor falan gibi. Ama belki bir baska yas grubu i¢in bu social interaction denen sey
hani negatif bir olgu ya da doniismiis olabilir. Anon o agidan ben pozitif tarafindan
bakinca bu sizin belirttiginiz faktorler bence evet. Olumlu etki yapabildigi
diisiiniiyorum. Ama ama. Veya soru da hemen olumsuz olarak da baska birileri
tarafindan sey yapilabilir. algilanabilir.

Speaker 2

Ucgiincii boliime gegicek olursak burda daha atil alanlarin déniistiiriilmesi icin belki bir
potansiyel veya. Bu dijitallesmenin bir giicii olabilir, olabilip olabilme ihtimalini
konusmak i¢in bdyle bir boliim var. Tabi ki de sunu sdylemeye ¢alismiyorum. Yani
atil alanlara doniistiirmenin ¢ok bagka yollar1 da var iste onlar1 kalkindirmanin baska
yollar1 da var. Sadece dijitallesme belki bunlarin iistiine gelebilecek ya da bunlara belli
yerlerde bir segenek olabilecek bir durumda. Bu agidan da dijital teknolojiler
araciligiyla yeniden canlandirilabilecek atil veya terk edilmis alinarak hakkinda
sorular soracagim. Boyu sizce boyut kapasite ve konum sinirlamalarini géz oniinde
bulundurarak kullanilmayan veya az kullanilan kentsel alanlarin dijital yaklasimlarla
donistiiriilmesi konusundaki diisiinceleriniz nelerdir? Mesela terk edilmis araziler diin
interaktif partilere doniistiirmek ya da tarihi alanlar1 yeniden canlandirmak. Bunun i¢in
de sadece sey de gelebilir. Yani bu kadar biiyiik bir alan olmasina gerek yok. Hani 2
binanin arasinda kalmis bos bir parselde bu altlanlarin i¢ine girebilir. Bu sekilde.

Speaker 1

Evet, evet. Yani iste bu. Boyut meselesine lizerinden gidersek hani boyle bir takim.
Arazi olsun iste. Halbuki alanlar olsun vesaire ben zaten yeterince informasyon
bombardimana ugradigimiz icin siirekli hani kent i¢inde. Ben buralarin boyle hani
oldugu gibi birakilmasi yani is tekrar iglevlendirilerek hani hi¢ dijitallesmeye maruz
kalmadan. Birakilmasi gerektigini diisiiniiyorum. Clinkii sey insan bir yerde de o artik
enformasyon almak istemiyor. Hani bdyle bir. Aval aval boyle iste duvara bakayim
modu da bence var. O a¢idan hani o mekanlarin oldugu gibi olmasi gerektigini
diisiiniiyorum ama. Ozellikle boyle iste kiigiik parsellerden bahsettiginiz durumda,
oralarda kentteki duruma gore hani kullanimi teknolojinin tabi ki olabilir. Ama o da
birazcik sey oldu tabii hani. Gene ticari kaygi ¢iinkii yani bos olan bir yerde hemen
degerlendirmek. Oray1 yani bos tutmanin da bir bedeli oluyor hani? O bedel de tabii
ki iste reklam veya iste. Veya iste para kazanacak baska bir metodla. Kullanmasini
gerektiriyor o acidan ben. Kullanilmayan yerlerin dyle kalmasini hani hig bir fijital bir
sey olmamasini diisliniiyorum.

Speaker 2

Evet, tesekkiir ederim peki. Sizce dijital teknolojilerin entegrasyonu atil alanlarin
yeniden candir canlandirilmasi i¢in stirdiiriilebilir bir ¢6ziim saglayabilir mi?

Speaker 1
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Saglayabilir tabii yani. Ozellikle iste kent ici yonlendirmelerde hani o alanlara
yonlendirme gibi konular olabilir iste etki etkinlikler anlaminda hani olabilir. Hani o
alanlarda etkinlikler onlarin bilgilendirmesi gibi konular olabilir. Ya bu tabii seyi hem
ekonomik, hem sosyal siirdiiriilebilirligi kapsar. Cevresel siirdiiriilebilir bence ondan
bagimsiz da hani olabilir ¢iinkii. Cilinkii insan diizgiin davraniglar1 bulunursa, hani iste
cevresine saygili, dogru tliiketim metinlerini izlerse zaten cevresel siirdiirebilir.
Kendinin de hani bence yola gelir diye diisiinliyorum. Onun haricinde ekonomik ve
sosyal stiriicliyii birlik agisindan hani dijital tekneler, teknolojiler sey olabilir. Hem atil
alanlari. Tekrar canlandirabilen kentsel alani daha iyi hale getirebilir. Hani
kullanilabilir tek durumdaki.

Speaker 2

Tamam, tesekkiir ederim. Son bolimde de kamusal alanlarin  yeniden
kavramsallastirilmas1 ve sizin gordiigiiniiz gelecek trendler ve onerileriniz hakkinda
sorular soracagim. Beklentilerimiz teknolojiyle beraber degistigi i¢in bu boliimde
gelecekte yine kamusal alanlar1 ve beklentilerimizi sekillendirebilecek trendleri ve
gelismekte olan teknolojileri. Arastirmakta ve gelecekteki uygulamalar igin sizin
goriislerinize bagvuracagim. Dijital alanlarin sizce dijital alanlarin daha cazip, islevsel
ve siirdiiriilebilir kentsel cevreler yaratmaya yardimeci olabilecegini diisiiniiyor
musunuz? Eger evet ise nasil? Ve bunu uygulamanin onilindeki en biiyiik engeller
nelerdir sizce ve bunlar nasil asilabilir?

Speaker 1

Simdi sOyle diyeyim, gathering meselesine 6nce bakalim simdi. Halihazirda ki kentsel
alanda veya iste public space de oray1 etkin kilan bir alt yap1 zaten varsa bence buna
cok fazla gerek yok. Mesela seyden bahsediyorum. Hani avrupa'nin
biiyliksehirlerinden bahset mesela roma i¢in hani zaten halihazirda orada fiziksel bir
gerceklik var. Hani insanin siirekli gérmek istedigi zaten yollar ona gore belirlenmis.
Belki iste 1000 yillik yollar var. Hani function anlaminda da bayagi oturmus bir. Kent
hani burada tabi en biiyiik sey sorun sa senimelti hani oluyor. O halini kendini
sirdiirmek. Ciinkii iste cok fazla. Sey aliyor iste. Ziyaret aliyor mesela hani o
konularda. Yani. O acidan baktigimda da ¢ok da teknolojiye ihtiya¢ var m1? Fijital
biseylere gerek var mi bilmiyorum. Ciinkli ortada hani insanlarin kendi sunmus
paternleri var. Gene mesela atiyorum bir sey diyor iste. Ben sana iste 3 yilda bir paris'e
gidelim. Suralari, suralar1 gezerim. Hani gibi konular var bunlarda ya en biiyiik bariyer
arasinda bu. Hani seydeki insan aligkanliklar1 o kentsel paternlar, hani bir dinler seyler,
bilinen seyler bilinen sehirlerde teknolojinin kullanimi aslinda ¢ok da gerekli kilmiyor
yani mesela. Venedik gibi bir yerde ¢ok da bir teknolojiye gerek yok. Hani bir tek
teknen olsa daha biiyiik bir efekt senin i¢in daha olumlu. Bunu nerede yani gorebiliriz.
Daha boyle arayisin oldugu bir takim yerlerde gérmek miimkiin. Hani o da sey uzak
doguya gitmedim ama hani uzak doguda mi1 acaba seyler mesela ne bileyim dubai'de
mi ben acaba? Hani? Ciinkii ben mesela ona anlamlandiramiyorum iste insanlar diyor
ki iste seyde dubai'ye gittim diyor mesela hani niye gittin, hani sey yok zaten 15 yillik
bir yer hani totalde. Sey desen, doga desen yok, hani tarihi eser desen yok. Sey, desen,
kiiltiir turizmi, desen yok. En iyi miize degil. Yani niye gittin simdi bilmiyorum mesela
Las Vegas 0rnegi var mesela Las Vegas. Hani orada seyi gorebiliyorsun. Yani boyle
adim adimini attiran ne kadar elektrik harcandigini gorebiliyorsun mesela. Sehirde iste
her yerde boyle bir takim dijital ekranlar bilgilendirme. Enformasyon mu vardi? Yani
gibi bir durum var hani o yiizden aslinda bunu 2 ikiye bolebiliriz gene. Kendi kimligi
olan ve kendi fix ziyaret¢isi olan sehirlerde bir fijital space in anlam1 ¢ok olmayabilir
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ama o. Bahsettigim faktorlerin olmadig1 seylerde bir interaction yaratmak icin hani
veyahut genelde ettirecek sey yapmak i¢in diyebilirim. Su anki kullanimda hani.
Ciinkii hem interaction yaratip hem bunun c¢evreci oldugunu, ¢evresi olarak
stirdiiriilebilir oldugunu sdylemek ¢ok zor. Ya diyorum ya, mesela iste gidiyorsun
bdyle zaten. Goriliyorsan diinyanin yarisini orada harciyorlar hani? Las Vegas'ta koca
bir sehir kadar belki sey harciyor veya iste Dubai bir o kadar harciyor iste klima olsun,
elektrik olsun, yemek olsun. Consumption her tiirlii. O agidan hani. Bir yonde yaratiyor
aslinda. Simdi kendisi cevap verdiklerimi okuyunca simdi fijital publics denen sey
boyle gerceve ¢izilemedigimiz bir sey oldugu i¢in bdyle hani o her yer aslinda hani her
yer olabilir ya boyle su kadar da olabiliyor, bina da olabiliyor iste kentte olabiliyor ya
ben o yiizden hep mesela sey gibi diisiindiim iste acik alan hani. Bileseni olarak duvar
gibi iste bir sey. Hani bir yiizey. Ve i¢ mekan gibi diisiindiim yani. Mesela seyi iste
diyelim, o roma'da insanlar o gezdigi sokaklar1 fijital mesela fijital public space olarak
da degerlendiremedim mesela. Oyle bdyle bir sikint1 olusan bende hani ya bu seyine
gbre o biraz oluyor. Yerine ve durumuna gore bu olusuyor. Hani her yerde biitiin
sehirlerde mesela olusmuyor. Evet ya bu iste siz mesela burada i¢ mekan bdyle.
Olgeginde bir aslinda. Egitim veya iste bir bilgilendirme sunup, hani ondan sonra
fiziksel mekan1 sunmak iizerinde mesela bir bir kurgu var hani. Bu bence sey tabii.
Hani geleneksel bir yaklasim. Hani o olmasi ilk agamada olmasi gereken igte ama bunu
boyle caktirmadan yapmak nasil olur? Hani kentte bence esas konu o yani hani ve
bunu yaparken de tabii seyi bozmamak lazim. Onun bir oraninda olmasi lazim hani. O
hep bahsetmisti o bilgi yiiklemesini de yapmamak ama o da o da ben sana baska
sorunlar ¢ikartabilir. Hani yorgunluk olur sey olur, algida diisiikliik olur, vesaire sinir
olur, vesaire bdyle seyler olur hani. Iste o acidan bence ¢ok sey bir durum bu. Yani
bunun sehrin gelenegine yaymak. Hani public’e yaymak tehlikeli de olabilir. Onu kim
talep ediyor? Yani kim talep ediyor ki yapiliyor hani sey sonucta dayatmayla yapilacak
bir sey degil yani. Iste o mesela ihtiya¢ nereden kaynaklaniyor falan mekan ihtiyaci
nereden kaynaklaniyor? Mesela bu soru sorabilir. Ya insanlar sadece bilgilenme
amaciyla m1? Hani? Veya iste ekonomik bir seyse eger o ekonomik seyin bana ne
faydasi1 var? Hani gibi boyle sorular.

Expert H:
Speaker 2

Genel olarak aslinda tezim dijitallesme ve dijital alanlar ve bunun alanlara olan etkisini
aragtirtyorum. Dijital aslinda hibrit mekanla hemen hemen ayni noktaya gelen bir sey.
Yani dijitallikle fizikselligin bir mekanda ayn1 anda bulunmasi. Ama farkli. Hibrit
mekan deyince biraz daha farkli seyler giriyor isin i¢ine. Mesela sosyal medyanin
kullan1lmasi, kamusal alanda ve ona etkisi gibi seyler. Ben biraz daha gercek hayatta
gorebilecegimiz bdyle katmanlarm birlesimi gibi bir seyi arastirryorum. Iste.
Experience deneyim miizeleri var. Ya da bu sekilde dijital olarak arttirtlmis bir
kamusal alanin etkisini arastirtyorum. Ama genel olarak literatiirde de hani biitiin bu
dijitallesme ile alakali kentsel olarak arastirmalarin hepsinde neredeyse bir parmak
basiyorum ve genel bir 6zet seklinde yapiyorum. Normalde dijital pazarlamada
kullanilan bir terim ama mekansal olarak mimarlar ya da plancilar da su ana kadar
caligmalar yapmis insanlar var. Metodolojimde su sekilde. Sizin gibi 9 kisiyle daha
goriisiiyorum iste bir yerden tanidigim tanidigim hocalar genel olarak bu. Yani hem
kamusal alanda hem de iste mekanin gelecegi ve dijitallesme ile alakali ¢aligsmalar
yapmis bu insanlar. 10 tane soru hazirladim biraz daha genel olarak. Tamamen
verdiginiz cevaplar sizin kendi diisiincenize gore olabilir. Ben daha sonra bu verilen
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cevaplar. Uzerine bir tematik analiz yapacagim, betimsel analiz yapacagim ve bu
expert opinion iizerine olan bir metodoloji var. Sorularimi paylasacagim.

Speaker 1

Dijitalden ne kastediyorsun? Fiziksel ve dijitalin mi? Bu sentez mi? Aynen. Oyle mi
geciyoruz? Uluslararasi yurtdisi literatiirde.

Speaker 2

Oyle. Gegenler de var, hibrit olarak gecenler de var. Bu biraz daha fiziksel alanin
iistiine hibrit denilince birazcik sey geliyor. Yani bu iki terimin farkini anlatayim.
Hibrit denince biraz daha sosyal medyanin i¢inde oldugu ya da bizim iste Foursquare
ile ya da herhangi baska bir mekansal sey igeren epidemi anlattigimizda hibrit
taniminin i¢ine giriyor. Benim bahsettigim, fiziksel tanimi mekansal bir yerde olan
dijital seyler iizerine Mekansal alanin nasil degistigi biraz daha buna odaklandigi i¢in
bu sekilde ikiye ayriliyor. Ama evet, yani yabanci kaynaklarda da olan bir terim.

Speaker 1
Tamam tamam fiziksel degil. Neydi? fijital tam olarak.
Speaker 2

Bu soru boliimii dort alandan olusuyor. Genel tanimlar ve kavramsal ¢ergeve hakkinda
sorular soracagim. Daha sonra kamusal alanlarin doniisiimii ve dijitallesme ile ilgili,
daha sonra katilanlarin doniistiiriilmesi potansiyeli ile ilgili ve daha sonra genel olarak
her seyi toparladim. Son bir boliim 10 tane soru var sadece. Fiziksel ve dijital ortamda
birlestirmesinin kamusal alan tizerindeki etkisini nasil degerlendiriyorsunuz?

Speaker 1

Iste demin soziinli ettigim makalenin seyiydi bu agikcasi. Yani bu soruyu
yanitlayabilmem i¢in dijital ortamlardan ne kastediyorsun onu anlamam lazim. Clinkii
herkesin farkli bir dijital ortam seyi var ¢linkii. Yani demin anlattigin sey fiziksel
ortamda bulunup bodyle bir virtual reality ya da extended reality ortaminda ki
deneyimde bir ¢esit birlestirme. Su an yaptigimiz seyde bir birlestirme, ikimiz fiziksel
mekanday1z ama seyde birlesiyoruz. Dijital ortamda birlesiyoruz. Farkli yani. Bana bu
birlesme ya da dijital ortam seyini yapmadan, tanimint yapmadan soruyu
yanitlayabilmem olanaksiz. Bilmiyorum diger katilimcilar nasil yanitladi. Cok
ylzeysel bir sekilde yanithiyor olabilirim. Yani anladigim sey nedir? Dijital sen senin
¢ercevendi, arastirma ¢ergevendi.

Speaker 2

Sizin gibi bu soruyu soran ¢ok kisi oldu ama ben birazcik ucu agik sorular sormay1 ve
sizin bir yonlendirme olmadan cevap vermenizi diisiinerek Bdyle sdylemistim. Ama
daha Once bahsettigim gibi. Biraz daha extended reality ile alakali. Yani bizim su anda
yaptigimiz degil ama mekansal alanda, yani kamusal alanda ikimizin. Su anda ikimiz
de ikimiz de su anda private bir yerdeyiz, kendi evimizde ya da bagka bir yerde ve bu
sekilde public olabiliyoruz. Bundan bahsetmiyorum. Yani zaten public olan bir yerde
olan bir seyden bahsediyorum.

Speaker 1

Yani public alan icgerisinde bir dijitallesmeden s6z ediyorsunuz degil mi? Yani fiziki
olarak public olan bir yerde evet diyebilirim. Bu durumda 6zel alan da yani konutun
ici de ¢ikt1 disinda Benim degerlendirme g¢ercevem disinda kaldi. O zaman soruyu
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sanki offical public domain and Digital Environment desek daha iyi olabilir. Digital
Environment den kastimiz seyi anliyorum agik uglu sormaya calisiyorsun ama
bilmiyorum ben kag¢inct seyim. Goriismenin biraz yarist yapilandirilmis sekilde
yonlendirmek senin agindan sonrasi i¢in daha kolay olabilir. Seninle alakas1 olmayan
yanitlar alabilirsin. Mesela digital environment dedikten sonra parantez igerisinde for
instance i. Extended reality bir sey ugmented reality. Yani sdyle insanlar kafalarina bir
sey gecirecekler ve kamusal alanda yer alacaklar degil mi? Boyle bir 6ngorii var.
Evimde degilim, evimde sey oynamiyorum, PlayStation oynamiyorum. Anlatabiliyor
muyum? Herkesle iletisim halindeyken kafama bir sey gecirdim ve dijital bir
ortamdayim. Aslina bakarsaniz bana benden onu soruyorsun degil mi?

Speaker 2
Evet.
Speaker 1

Yani bugiin i¢in ¢ok biiyiik bir etkisi var. Ama hani bizim tek basimiza yaptigimiz bir
eylem olarak degil de su sekilde de sOyleyebilirim. Yani iki kisi veya daha fazla kisinin
de etrafindaki dijital seylere karsi olan etkisi de olabilir. Dijital alanin disinda olan
insanlarin iizerindeki etkisini mi soruyorsun bu durumda? Ayni zamanda.

Speaker 2
Bu dijjital alanda birden bir kisi olmak zorunda degiliz, iki kisi de olabilir.
Speaker 1

Tabii ki, tabii ki. Yani ben kafama bir sey gecirip yansitip oradaki impact sey
yapmiyorum, diistinmiiyorum. O kamusal alandaki herkesle o dijital ortamda olabilir
ama bugiinkii kullanim alani ¢ercevesinde bu tiir seylerin deneyimlerinin yalnizca
arastirma alanlariyla sikistirilmis olmasi, bize bu soruyu net bir sekilde yanitlamamiz
icin sey yapmiyor, yeterince malzeme sunmuyor, cok spekiilatif kaliyor, onu
sOyleyebilirim. Yani kamusal alani sey olarak kullanmiyoruz, platform olarak
kullanmiyor. Gozleyebildigim kadariyla dijital platformlar onu bir onu bir eylem alam
olarak heniiz gérmiiyor. Kamusal denetimli bir kamusallik ¢ercevesinde bir arastirma
seyl domain igerisinde ele aliyor. Biitiiniiyle disaridan goézlemledigim igin,
deneyimlemedigim i¢in bilmiyorum, bu sekilde yanitlayabilirim ama kamusal alan
igerisine yeterince erismis degil. Bu soziinii ettigimiz yeni gerceklik seyleri, dijital
platformlar1 ne olur sorusuna spekiilatif bir sekilde yanit vermek gerekirse. Yani bu.
Bugiinlerde soziinii daha fazla ettigimiz insanlarin yiiz yiize iletisimdeki ndral
baglantilari. Dan olusan karsilikli etkilesim. Affect sey. Nasil sdyleyeyim.
Duyumlama. Duygu. Duygulanma ve 6grenme, karsilikli 6grenme siireglerini sekteye
ugratmasi ya da ortadan kaldirmasa bile bagka bir forma biiriindiirebilir. Bugiin en
fazla konusulan seylerden birisi kamusal alandaki insan deneyiminin karsilagmalar.
Encounter dedigimiz karsilastirmalar, karsilagsmalar seklinde. Birbirlerinin hareketi,
birbirlerinin Onyargilari, birbirlerine dair ortaya koyduklar1 hareket kaliplarini
ortaklastirma, birbirine birbirine komsu olmasi, birbirine yakinlagmasi, 6grendikce
family familiization olmas1 yani bir tiir farkindalik yaratmasi, benzeme, benzesme
yaratmasi nedeniyle insanlar arasinda dijital ortamlarda, 6zellikle sosyal medyada olan
bu yarilmay1 dnleyici etkileyici potansiyeli tartisiliyor. Simdi bu kamusal alanin bu
sekilde dijitallestirilmesi. Bunu ben biraz agikcasi biraz science fiction, biraz kurgusal
olarak spekiile ediyorum. Insanin bu deneyimini, bu organik deneyimini baska bir
forma biiriindiirme potansiyeline sahip. Oradan ne ¢ikar? Onu ne ben bilebilirim ne de
bu konuda arastirma yapanlar bilebilir bunu. Yasam yeni yasam formu acgiklayabilir
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diye diisiiniiyorum. Ama su an itibariyla bu tiir bir biitlinlesme gibi bir séylemi ¢ok
iddiali oldugunu diisiiniiyorum agik¢asi. Merak etme yani. Clinkii hala dijital platform
kendisini kamusal alanda, bildigimiz fiziksel, kamusal alanda ¢ok fazla sey yapmiyor.
Gostermiyor. Deneyimletmiyor. Buna dair elimizde sey done ipucu ¢ok az. En azindan
senaryosu boOyle olursa ne olur? Senaryosu yazabilmek icin yeterince elimizde
malzeme yok. Sey yapabiliriz, hayal edebiliriz, imagination olabilir ama hepsi o yani
diye diisiinliyorum. Imagination i¢in bile bir sanki bir bilgi temeline ihtiya¢ var.
Kognitif bir bilgi diizeyine ihtiyag¢ var. O da bende yok. Agikcasi. Ben basit bir sehir
plancist. Bir i¢in bunu sdyleyebilirim.

Speaker 2

Tesekkiir ederim hocam. Ikinci soruya gecersem, dijital kamusal alanlarin geleneksel
kamusal alanlara kiyasla baslica avantaj ve dezavantajlar1 nelerdir? Simdi birinci
soruda birazcik tanimlama tizerinden gittigimiz i¢in sdylemek istiyorum biraz. Bunu
su sekilde diisiinebilirsiniz. Yar1 kamusal olabilecek. Ciinkii genelde dijital seylerin
olugmasi i¢in belli bir paraya ihtiya¢ oluyor ve bu para da dolayli bir sekilde bir profit
isteyen bir yerden geliyor. Dolayisiyla hani herkesin kullanabildigi ama yar1 kamusal
olan bir mekan olarak diisiinebilirsiniz. Burada da yani agik veya kapali bir alan
olabilir bu alan. Burada da erisilebilirlik, kullanic1 katilimi, mahremiyet, ekonomik
firsatlar, teknolojiye asir1 baglilik gibi unsurlart goz oniinde bulundurursaniz
sevinirim.

Speaker 1

Avantajlart neler olabilir? Yani hala kafamda ne tiir bir. Yani? Ne tiir bir. Mekan ve
mekansal deneyim sordugum net olmadig1 i¢in tam yanitlayamiyorum. Yani kafamda
neyi sorduguna dair bir sey ¢iksa yanit da veremeyecegim. Bilmiyorum diger
arkadaglar nasil yanitladi bu soruyu ama yani benim hala bilebildigim fiziksel ortamda
deneyimlenen sey. augmented reality yani var olmayan ama arttirtlmis bir gerceklik
seyiyle i¢cinde bulunmadigim, daha extend etmis gelismis bir seyi deneyimleme
bicimim. Kafama ge¢irdigim sey de hareket etme. Sabitim burada. Yani bunu mu kast
ediyor? Soru Ben ¢ok anlayamiyorum. Ne demek? Bu tanimi yapmazsan ben bunu
yanitlayamam. Sorular1 yanithyor.

Speaker 2

Ama sizin de dediginiz bir 6rnek olabilir. Ama sdyle bir drnek verebilirim. Daha
kolaylastiracaksa. Mesela Ayasofya Miizesi diye bir miize var Sultanahmet
Meydani'nda. Burada yani bir miizecilikten gelen bir kamusallik ve bundan profil
saglamaya calisan bir sirketin yaptig1 ortak bir durum. Burada Ayasofya'nin tarihi
anlatiliyor iste. Olan seyler anlatiliyor falan ama her tarafta ¢ok biiyilik ekranlar var.
Immersive bir ortam gorsel ve duyusal etmenlerle desteklenmis. Ornek olarak da iste
belli bir noktada Ayasofya'nin tavani yikiliyor tarihte bir noktada ve iste bunun igin
iistlinde bir ekran var, iste iistlimiize yikiliyor falan. Cok fazla detay1 veren bdyle
storytelling bir ortam iste. Yiiriiyerek gidebildiginiz ve gezebildiginiz biitlin binay1.
Bu da Ayasofya olan bakis agisin1 da degistiriyor. Clinkii ¢cok fazla bilgi veriyor
insanlar normalde ulagsmasi ya da umrunda olmadig1 diyeyim, turistler acisindan
konusursak birazcik iste. Yani hem fiziksel bir alanda olup miize olmas1 ve dijital bir
sekilde extended olmasiyla gercek alanda olan bir gercek. Bir mekani ve 6nemi,
onemli bir mekani, bir katki sunuyor. Dolayisiyla bu mekanin da bulundugu bdlgeye
de yani oradaki meydan diyebiliriz mesela oraya da bir katki sunuyor. Bunlar zaten
onemli mekanlar. Bunlar olmasaydi zaten oras1 6dnemli bir mekan olacakti. Ama bu
boyle bir farkli bir deger getiriyor diyebilirim. Bunun yurt disinda da boyle 6rnekler
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var. Ya da iste Las Vegas'taki o biiyiik sifir falan bunlardan bahsedebiliriz. Yani bunlar
zaten var olan, kamusal mekanlarda olan seyler.

Speaker 1

Ama Refik Anadol'un enstalasyonlar1 falan mesela diyebiliriz.
Speaker 2

Aynen.

Speaker 1

Tamam ben bu sekilde netlestiriyorum su an kafamda. Fiziksel ortamin
dijitallestirilmesi, fiziksel ortamda dijital. Nasil sdyleyelim? Yazilimlarla Deneyimin
sey yapilmasi, zenginlestirilmesi. Onu ariyoruz su anda sorularda degil mi? Evet
anladigim kadariyla. Tamam tamam tamam anladim. Yani bu sekilde baktigimiz
zaman iste o zaman sey bir deneyim olmuyor yalnizca. Kafa kapali bir bireysel
deneyim olmuyor. Kafamiza degil, herkesin acik bir sekilde deneyimledigi bir dijital,
dijital, kamusal alan sey yapiyorum. Diisiinliyorum. Tamam yani. Soruyu bdyle 6zet
olarak kamusal alan, dijitallestirilmis fiziki kamusal alan desek sanki daha net olacaktir
gibi geliyor. Yani dijital olarak gii¢lendirilmis kamusal alan Arayisimiz var. O
anlamda erisilebilirlik, kullanici katilimi, mahremiyet, ekonomik firsatlar sdyle. Hala
klasik kamusal alanin fiziki kamusal alan aslina bakarsan tasarlanmis bir zeminde,
daha onceden kullaniciya sunulmus bir zeminde. Kullanicinin kendi performansiyla
tanimladigi, dolayisiyla bir ¢esit identity yaratti§i, ondan sonra space place haline
cevirecek bir. Memory. Bir hafiza deneyimi birikimi yarattig1 bir seydi. Fiziksel.
Kamusal alan. Dijital. Kamusal alan ise created bir sey. Birinin birinin igerik belirli
belirledigi bir sey. Simdi ikisinin arasindaki temel fark su. Biraz akademik olarak
bakalim. Bilmiyorum yani teknik olarak. Ciinkii ben fiziki kamusal alandaki insan
deneyimi ucu agik, yani kiirasyonu seye tabi farkli toplumsal gruplarin ve kimlik
Ogelerinin antagonistik hatta catigmasina tabi olan ve bu catismayla bir bir sey
yaratilan bir ortak kolektif bellek ve kiiltiir seyi formu yaratan bir platformdu
Bildigimiz meydanlar. Ondan sonra acik alanlar, parklar, her sey, her neyse Ve biz
bunun toplumsal rotasyonunu gergeklestiriyordu kusaklar boyunca. Ama dijital
mekanlardaki kiirasyon igerik seyi Birisi sana ne yapiyor? Sagliyor ve onu. Sen pasif
seysin. Deneyimcisin. Oyle baktigimiz zaman cok distopik bir sey cikiyor ortaya. Bu
ne zaman karsilikli etkilesime. Interaksiyona olanak verecek arayiiz teknolojileri ile
ortaya c¢ikar. Ben o zaman o kiraz kiirasyona tabi olmus icerigi dijital platform
igerigine doniistiirebilirim, yonlendirebilirim ve evriltebilirim. Anlatabiliyor muyum?
O zaman iste kamusal olur. Su haliyle kamusal alanin igerisine yerlestirilmis herhangi
bir dijital gdsterim seyi, kamusal paylasim ortami ve kamusal degildir. Kamusal
olmasi i¢in Kamusal olmasi i¢in. Her seyden 6nce alanin. Construct edilmesi, insa
edilmesi gerekiyor. Iste o durumda kullanici bir sey degil. Consumer degil. Tiiketici
degil. Pasif bir sekilde ve kolektif bir sekilde. Uzun erimli iiretim siirecinin bir aktorti,
bir eylemi, eylem seyi, ajan1 olarak karsimiza ¢ikiyor. Boyle ele aldigimiz zaman iste
o seyin de, bu tiir mekanlarin da bu degil miydi her sey Spectacle lizerine yazan gdsteri
toplumu seyi, ona da bakmanizi 6neririm. Biz de bir sey yapmistik. Tiirkcesi de var.
Uzun siiredir. Sey bir saniye o kitab1 da Onereyim. Onun bir yiiksek teknolojili
versiyonundan oteye gecmiyor. Simiilator lizerine yapan, tartisan gosteri toplumu Guy
Debord'un Society of the Spectacle. Ona bakmani 6neririm. Yani su anki bana biraz
boyle. Kamusal alandaki dijitallestirme biraz boyle. Yurttas1 kullanict degil tiiketici,
aktor degil tiiketici haline getiren bdyle bir sey. Marksist bir elestiri yapabilirim
acikc¢asi. Yani boyle bir sey acisindan. Aktif yurttas kimligi tizerinden, yani bu 50 yil
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sonra, 100 y1l sonra nasil bir forma biiriiniir? Bu yaptigimiz tanimlar gegerliligini ne
kadar korur onu bilmiyorum agik¢asi. Ama kamusal alan dedigimiz sey fiziksel
deneyimin Gtesinde social contract bir domain. Dolayisiyla bu tiir bir dijitallesmeyi bu
perspektiften bagimsiz olarak degerlendirmek bence ¢ok olasi degil. Olursa da ¢ok naif
bir degerlendirme seyi ¢ikartir. Cikartir sanirim. 2. Bu sekilde yanitlayabilirim.

Speaker 2
Tesekkiir ederim hocam.
Speaker 1

Bazi kavramlar planlamada katilim. Ile ters arazi kullanimi endiseleri yer almaktadir.
Hmmm Tamam. Ne tiir challenge'lar var diyor. Yani ¢ok yaygin bir sey. O kullanim
alan1 olmadigi icin soziinii ettigim seyler hala boyle bir miizecilik. Sey nasil diyeyim.
Sanat seyleri. Ortamlarinda gecgerli oldugu icin boyle bir seyden su an itibariyla s6z
edemeyiz. Yani bir urban challenge olabilecek bir sey degil. Olas1 urban challenge'lar
ne olabilir? Yani ben boyle fiziksel olarak gormiiyorum. Special configuration dedigin
sey tasarimla asilabilecek bir durum. Engagement planning her zaman. Yani sirf bu
dijitallesme konusunda degil, fiziki doniisiim ve miidahale siireglerinin hepsi icin
gecerli ve planlama siireglerinin etkinligi vesilesi ile Fland'dan kastin ne onu
bilmiyorum. Yani sOyle. Sevgi dedigimiz sey biraz da c¢ok katmanli bir konu.
Karmagik bir konu. Ciinkii sevgi dedigimiz sey kentsel tasarim yazilimi ve sosyoloji.
Ona onu ona binaen sosyoloji yazilimi ¢ok farkli sey yapiyor, degerlendiriyor. Yani
bir kamusal alan kontrollii ve sinirli ise, erisim siirliligina tabi ise m1 daha giivenli,
yoksa farkli kullanic1 deneyimlerine agik bir mekan sallik icerdigi zaman mi1? Daha
sey dedigimiz sey. Yani kamusal alanin tistiindeki géziin pasif varligi, anonim varligi,
disa disaridan gelen yabancinin, dolayisiyla baskalari i¢in bir tehdit unsuru haline
gelemeyecek kadar kontrollii denetim dedigimiz sey gerceklestiriyor olabilir. O ¢ok
dispute bu ikincisinden yana koyuyor. Daha fazla sey yazin, daha agik sehircilik
diisturu baglaminda. Yani bu tiir dijitallesme ortamlarinin ne kadar agik sehircilik
prensibi ne kadar kapali, kontrollii deneyimler yaratacagi seyi anlamak i¢in heniiz
elimizde yeterince ipucu yok. Su an itibariyla yar1 kamusal. Yani gidiyorsun, biletini
alarak gidiyorsun, deneyimliyorsun, paran yoksa o deneyim sana erisilebilir degil
seklinde daha yar1 kamusal erisim kontrollii bir sey Oyle bir form alir ki, tiim kamusal
alana tiim kamuya erisim kisit1 olmadan sunulabilir. Iste o zaman bence, demek ki
sOzlinii ettigimiz sey, bu deneyimin ne kadar farkli kullanici gruplari tarafindan satin
alinabilecegi ile ilgili bir seyden s6z ediyoruz. Yani benimsenebilir deneyime agik hale
getirilmesiyle iligkili bir sey. Yani bir seyin create edilmesi, o anlamda onun
kamusalligini da kisitlayici bir faktor haline geliyor. Yani sen orada dyle bir estetik,
Oyle bir politik icerik, dyle bir kiiltiirel kodlama yaparsin ki belirli gruplar1 diglarsin, o
da istedigi kadar Taksim Meydani'nin gobeginde olsun, o insanlar1 seyden cekip Ekip
Fener Balat'tan sonra Besiktas'tan ¢ekip farkli kullanici profillerini ayni potada
eritecek bir kamusalliga sahip olmayabilir. Burada 6nemli olan fiziksellik degil,
kamusal alanin deneyimsel mesaj ozIli kiiltiirel kodlarla tanimli igerigidir diye
diisiiniiyorum. Iste bu da buna bu anlamda en biiyiik challenge. Fiziksel degil
iceriksel olabilir. Yani tiim, tiim, tim bu kamusal alanda yer alan farkli kullanici
gruplarini bir araya getirecek bir genis kamu tanimina nasil sahip olabilir Dijital kamu?
Senin tabirinle. Dijital mekanlar diye diisiiniiyorum, i¢erik dnemli burada. Fiziksellik
degil bence. Yani yiiz vs falan artik sey olmaya bagliyor. Bunun i¢in bence asir1 teknik,
pragmatist konular olmaya basliyor. Ya da planlamanin igerigi vs. Burada daha ¢ok
onemli olan sey bence neyin dijital olarak kamusal alanda iiretildigi ile ilgili. Create
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edilme diyordum, Tiirk¢esi ne onu bilmiyorum. Bu arada dordiincii soruya gecelim
deriz.

Speaker 2

Sehirlerde dijitallesmeyi hizlandiran temel etmenler sizce nelerdir?
Speaker 1

Hizlandiran etmenler, onu zorunlu kilan m1 yani?

Speaker 2

Evet. Teknolojik gelismeler, akilli hizmet talepleri, genel olarak talepler dijital
yonetisim olabilir. Ornek olarak.

Speaker 1

Simdi her tiirlii dijital platformdan s6z etmeye bagladik degil mi bu anlamda? Yani
trafikte giderken otomatik olarak cezanin kesilmesinden tut da. Siraya girmemek igin
aldigimiz randevuya kadar. Yani sOyle bir¢ok biirokratik seyi engelliyor agikgasi
stireci aradan cikartyor. Bence dijitallesmenin Oniinii agan en biiyiik sey verimlilik.
Yani kullanic1 deneyiminin daha verimli bir akis icerisinde kendini ortaya koymasi
diye diisiiniiyorum. Sey acisindan da devlet agisindan da. Precision yani. Kesinlilik
diyelim ona. Yani. Bir degerlendirme, 6n degerlendirme siireglerine tabi olmadan.
Devletin farkli hizmet kurumlarimin tiim yurttaslara. Etkin bir sekilde erisimini
saglayan sey. Bence Tirkiye'deki merkezi olarak en iyi sey e-devlet mekanizmalari
oldu. Bunun seydeki yereldeki yansimasi. Cok lokalize olmadigi. Yani yerellesme de
nasil olabilir bu merkezdeki dijitallesme LESME siirecinin yereldeki seyi ne olabilir?
Belki yerel katilim mekanizmalarinin arttirilmasi olabilir. Ciinkii insanlar, yani evinin
yani basindaki. Yogunlugu ile ilgili olarak belediyeye gidip bir talep, sikayet vesaire
unsuru belirtmektense bunu dogrudan dijital bir platform araciligiyla yapabilmesi daha
bana sey geliyor olasi geliyor. Boyle yerel katilim mekanizmalarinin 6niinii agacak bir
sey olabilir. Bu dijitallesme o anlamda bir barkod okutturan sokak iizerinde yapilacak
bir seye dair diizenleme, bir meydan, bir pazar yerindeki diizenleme ya da ona dair
alternatif segeneklerin sunuldugu platformlar1 biz en son Taksim Yarismasi'nda
denedik. Taksim yarigmasinin esdeger birincileri seye acildi. Oylama tabi tutuldu.
Gruplardan birisi de bendim. Orada bdyle bir sey yarattik. Halk, halkin anlayabilecegi
bir dil yarattik ve bunu farkli dijital platformlarda, sosyal platformlarda sunduk. Bir
seyin promosyonunu yaptik. Tasarimin bdylelikle bir metropoliten alan dl¢eginde de
bir katilim stirecinin farkli bir aragsallig1 ortaya konmustu. Agikcast onu goriiyorum.
Onun disinda en biiyiik challenge ise dijital okuryazarligin sey olmasi, Bugiin itibartyla
hala sinirli olmasi, Yani belirli bir kullanic1 grubunu dislama riskine sahip olan bir
siirecten sO0z ediyoruz. Iten faktorler kadar ceken faktorleri de g6z Oniinde
bulundurmakta yarar var. Hem teknolojiye olan erisimin, ozellikle bizim gibi
ekonomik anlamda sikint1 yasayan toplumlarda kisitli olmast sey degilse de, kullanici
diizeyinde ise dijital okuryazarligin esitsiz dagilimi bu konudaki en biiyiik challenge
olarak gortiniiyor diye diislinliyorum. Evet.

Speaker 2

Tesekkiir ederim. Oradan oraya yavas yavas geliyoruz Hocam siz basladiniz cevap
vermeye ama sormadan. Dijitallesmenin hangi ydnleri kamusal alanlarda kullanici
deneyimine ve memnuniyetine en c¢ok katki sagliyor olabilir? Egitim, eglence,
kisisellestirme ve katilim gibi faktorleri goz onlinde bulundurabiliriz.
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Speaker 1

Ama. Eglenceyi eve tasidigi i¢in ya da. Sosyallesmeyi eve tasidigi i¢in. Sosyal
mekanda dijitallesme anlaminda bir sey géremiyorum agik¢asi. Ciinkii genisletilmis
bir dijitallesme var su an tartistigimiz bu soruda. Yani o anlamda bdyle bir fiziksel
kamuoyu ne kadar destekleyecegi. Contribute etti daha dogrusu. Dolayisiyla boyle bir
kullanic1 tatmini, kullanim tatmini yarattifina dair bir sey kamusal alanda ¢ok soru
isareti gibi geliyor. Yani. Cok sey. Bir konu iizerine ¢alistyorsun. Nasil soyleyeyim
Cok konutasyonu olan. Yani deneyim fiziksel olarak daha c¢ok &zel alanda,
evlerimizde, odalarimizda. Ama deneyimin kendisi kamusal yani. XXL Instagram'da
birinde fikir kamusal, 6teki estetik kamusal. Anlatabiliyor muyum? Bir digeri eglence
kamusu. Belki Facebook onun karmasi. Yani bu filmde bildigimiz kamusal mekan,
fiziki, kamusal mekan yok. Yani dolayisiyla etkilesimi ve onun ona dair, oradaki
bildigimiz, tanidik oldugumuz, yani asina oldugumuz kullanici deneyimi ve tatminine
dair bir interaksiyondan s6z etmemiz olanaksiz. Yani ben gittigim zaman bos bos bir
Bakirkdy meydaninda oturup, bir yerde kahve icip ¢cevreme bakarken, gezinirken,
orada iste gazete satan bir politik gruptan bir sey alirken, onlarla ayakiistii konusurken
aldigim deneyimle diger kamusal arasinda herhangi bir etkilesim yok. Yani su an
itibartyla yok. En biiyiik derdi de bu zaten sorunun. Yani biz onu nasil bir araya
getirebiliriz seyi bir araya getirilir mi? Bilmiyorum. Belki de gerek de yok buna.
Dolayisiyla bu soru bana biraz normatif geliyor. Ona nasil katkida bulunur?
Contribution Su an itibariyla dyle bir seyden s6z edemiyorum ben. Yani nasil bir sey
bulunur? gatnos yani o kadar ucu agik ve komplekste su diizeyi yiiksek bir konu ki.
Yani ben o spekiilasyonu ¢ok yapamiyorum agikg¢asi. Belki contribution contribution
olacak. Yani onu, onu geriye alacak insanlar biitiiniiyle atomize olacak ve ben onu sey
yapmiyorum, Ongdérmiiyorum. Ciinkii hep yiiz yiize iletisimin, etkilesimin ve bir arada
bulunmanin evrimsel acidan, en azindan kendi tiirlimiiz a¢isindan bir temel gereksinim
oldugunu diisiinerek sey yapityorum. Ama burada dijital kamunun igerigi ile iliskili bir
degerlendirme yok, bir etkilesim yok. O biitiiniiyle bizim kognitif yapimizla iligkili bir
sey. Durumdan s6z edebilirim. Contribution nedir, ne deriz? No any. Clearence Yani
evet tesekkiir ederim. Neler neler diisliniilmeli onu sdyleyebilirim. Ama buna bir
yanitim su an itibariyle ne yazik ki olamiyor.

Speaker 2

Yani hig¢bir sorunun dogru veya yanlis yanit1 yok ya da yok.

Speaker 1

Ders ders metot da dyle biliyorum zaten. Sey artyorsun sen, yorum bigimi ariyorsun.
Speaker 2

Siz nasil yaklasirsaniz ben daha sonra ona gore analizin i¢inde bahsedecegim.
Speaker 1

Stiper! Do you think digital public space is the social interaction? Simdi tekrar seye
dondiim. Dijitallestirilmis fiziksel alan deneyimine bir seyin export edildigi, ondan
sonra bir tiir galeri ortaminda sunuldugu, paylasildig1 seylere ben burada en fazla
birka¢ deneyimde gergeklestirdim. Yani sey hissettim. O da bdyle bir miize, miizecilik
seyiydi. Kiirasyon muydu? Birisi daha bdyle sanat kiirasyonu vesaire. Oralarda bir
etkilesim goremedim. Social Interaction ona yani. Ciinkii estetik deneyim sosyal bir
deneyim degildir. Estetik deneyim birey ¢ok bireysel bir deneyimdir. Yani bu estetik
deneyim politize oldugu zaman ya da nasil soyleyeyim toplumsal. Giindemi de ele alan
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bir icerige kavustugu zaman bir etkilesim olabilir belki. Deneyimin kendi siiresince,
bir Deneyimden sonra olabilir. Bir tartisma platformu yakin ¢evresinde yaratiyorsa
sayet. Ama onun disinda boyle bir toplumsal etkilesimden s6z etmek olanaksiz. Ama
dedigim gibi burada hep bu tiir aksiyonla. O izleyici kitlesi arasindaki monolog
cergevesinde sey yaptyorum. Yani birisi sunuyor ve sen aliyorsun onu hep. Aliyorsun.
Iste bu noktada bir seye zaten olanak kalmiyor. Alan insanlar tekil tekil ortaya ¢ikiyor.
Onlar arasindaki bir etkilesimi yaratan sey zaten estetik deneyim degil. Daha politik
bir deneyim olabilir. Sonrasinda olabilir. Kendi siiresince zaten olanaksiz. Su an
itibartyla bize veriyorlar o dijital seyi. Ben ne zaman icine girerim? Ben onu
degistiririm. Onu yaparken de karsilikli etkilesim durumu dijital platformun icerisinde
embed olur, yerlesir. Iste o zaman bir etkilesimden sz edebiliriz. Ama su an igin sey,
bu tiir arastirmalarin ne yazik ki en biiylik zaafi mevcut teknolojik gelisimle sinirh
olmasi. Yani biiyiik bir olasilikla tezin 4 5 sene sonra, belki bir kag sene sonra gegersiz
olacak. Anlatabiliyor muyum? Yani bu. Bu sorularinizin her biri mevcut teknolojik
deneyimin sinirliliklart igerisinde anlamli. Yani bu, bu, bu bu seyi. Bir bes sene sonra
yapsam gorlismeleri eminim ¢ok farkli bir feedbackle karsilasacaksin. Niye dersen,
yalnizca teknolojinin ilerlemesi degil, belki 6ngormedigimiz deneyim bigimlerini de
yasamis olacagiz. Yani mevcut teknolojik diizeyi ile birlikte. Dolayisiyla o zaman
bakisimiz degisecek, atadigimiz anlamlar da degisecek. Degerlendirme bi¢imimiz
degisecek. Ama su an itibariyla biraz nasil sdyleyeyim, Sosyal deneyim iizerine yine
konusabilecegimiz malzeme c¢ok fazla sunmayan bir diizeyde, teknik diizeyde diye
diisiiniiyorum. Yani angajmani ¢ok az. Toplumsal angajmani Evet evet.

Speaker 2

Yani bu benim de arastirma yaparken karsilastigim sey, yasadigim sey. Arastirma
yapmak ger¢ekten ¢ok zor, ¢cok az. Kaynak var ya da insanlar kendi yorumlarini
yapiyorlar dogal olarak. Yani ben de su anki durumu ve onlarin sdyledikleriyle beraber
bir analiz yapmaya ¢alistyorum.

Speaker 1

Yani aynen evet evet yani bagka bir sey arastirma yontemi bu. Bu konu agisindan ne
olabilir? Bu isin Ar-Ge'si olabilir. Yani onun bir teknik arayiizii, onun prototipini
gelistirip insanlar tizerinden hani bdyle bir sey. Ama o ciddi bir teknik bilgi gerektiren
bir alan. Tabii ki o bir proje olabilir. Anlatabiliyor muyum? Cok disiplinli bir proje
haline getirilebilir, o ilging olur agikgasi. Evet.

Speaker 2

Burada daha sonra bunun belki atil alanlarin déniistiiriilmesine olabilecek. etkisi veya
katkis1 diyebilirim. Bu konuda sorular soracagim. Yani bu. Tamamen sizin kendi
yorumunuzu bekliyorum buradan. Boyut, kapasite ve konum sinirlamalar1 derken bu
tarz seyler yani biiyiik bir yer olabilir. Yani kullanilmayan biiyiik bir yer olabilir. Ya
da bir iki bina arasinda kalmis kiigiik bir parselde olabilir. Birazcik dijitallesme bu
alanin daha verimli kullanilmasia yol acabilecegi i¢in ya da farkli sekillerde
kullanilmasina yol acabilecegi i¢in bir potansiyel yaratiyor. Bu yiizden boyut, kapasite
ve konum sinirlamalarini géz 6niinde bulundurarak, kullanilmayan veya az kullanilan
kentsel alanlarin dijital yaklagimlara doniistiiriilmesi konusundaki diisiinceleriniz
nelerdir?

Speaker 1

Yani sdyle Ben boyle bir sey géormedim agikcasi, Nasil soyleyeyim ornek géormedim.
Dijital seylerle, ekipmanlarla, araytiizlerle kent agisindan sey bir. Inferior. Daha diisiik
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nitelikli. Bir alanin, bir bdlgenin ya da bir mekanin yiiksek kullanici deneyimine haiz
olarak sunularak déniistiiriildiigiinii, onun yeniden islevlendirin Ornegini gérmedim.
Okumadim da ¢ok fazla agikcasi. Ama tabii boyle bir potansiyel var. Niye var? Ciinkii
hala en azindan bizim evlerimizin disina ¢ikmis bir kamusal, fiziki, kamusal alanda
olusturulmus bir genis kamuya hitap eden bir dijitallestirme 6rnegi ¢ok az ki. O
nedenle iste. Iste Refik soyadi. Anadol'un seyleri. Belirli galerilerde, yani ziyaretgiye
acik bir sekilde gergeklesiyor. Ciinkii ayricalikli bir deneyim sunuyor. Anlatabiliyor
muyum? Iste bu ayricalikli deneyimi kentsel mekana sunup, erisim kisitindan bagimsiz
bir sekilde kamulastirirsan, ancak o mekanin fiziksel doniigiimii agisindan bir
potansiyel haline gelebilir. Su an itibartyla hala bir anlamda kapitalist bir siirecin ve
{iretim ve tiiketim siirecinin bir bileseni olarak duruyor. Iste bu durumda. ézellikle
yerel yonetimlerin, ondan sonra kamu ydnetimlerinin buna yatirim yapabilecegi bir
diizeyde degil. Bu cok biiyiik biitceler gerektiriyor. Bilebildigim kadariyla Simdi bu
durumda. Boyle bir doniisiim etkisine dair olan sey, biz hala potansiyelini konusmak
diizeyinde kalabilir. Olur mu olur. Ama bu potansiyel gegici olur. Anlatabiliyor
muyum? Yani ¢linkii insanlarin buna dair olan seyi, deneyimi ¢ok yeni oldugu i¢in,
deneyimi ¢ok yeni oldugu i¢in ne olabilecektir? Etki diizeyi yliksek olabilecektir. Yani
insanlar bunu talep eder, merak eder gider. Cekici faktdr olma niteligi daha fazla olur
Ama bir siire sonra artik bu ¢ok yayginlasinca, onun bir 6zel bir nitelik olmaktan ¢ikip
hayatlarimiza giren yeni bir sey i¢in ben seyi hatirliyorum. Modem ile baglandigimiz
internet modemle baglandigimizda hatirliyorum, bizim i¢in wi fi miithis bir yenilikti,
pat diye girebildigimiz vesaire. Anlatabiliyor muyum yani? Iste o zaman biz ona
yoneliyorduk. Teknoloji. Simdi Oyle bir sey olacak ki ¢ok jenerik hale gelecek bir siire
sonra, iste o zaman onun etki giicii fiziksel alanda onun aragsalligini. Cok etkileyecek
sekilde diisecektir diye diisiiniiyorum. Dolayisiyla su an icin olabilir ama bir 10 yil
sonra, 15 20 yil sonra o doniistiirlicli potansiyeli kalmayabilir. Ciinkii zaten
hayatimizin bir parcasi haline gelebilir. Yani evimizin bir odas1 gercekten dijitalize
edilmis bir oyun. Sinema deneyimi ya da yeni bir giinliik televizyon kullanimina tabi
olan ya da insanlarla seninle su an yaptigimiz gibi uzaktan etkilesim arayiizii haline
geldigi zaman, platform haline geldigi zaman mekansal olarak screen iizerinden degil,
bunun kamusal alanda oluyor olmasi. Kamusal fiziki kamuyu doniistiirecek kadar bir
etki yaratmayabilir. Ciinkii artik siradan siradanlagir. Teknolojinin siradanlagmasi diye
bir sey var yasamimizda, ilk girdigi zaman ki bu pozitif sok etkisi zamanla diisiiyor.
Dolayistyla bugiin i¢in boyle bir dijital platform vesaire falan dedigimiz sey gelecek
icin ¢ok da etkili olmayabilir diye diistinliyorum agikcas.

Speaker 2

Peki sizce dijital teknolojilerin entegrasyonu, atilanlarin yeniden canlandirilmasi i¢in
stirdiirtilebilir bir ¢6ziim saglayabilir mi?

Speaker 1

Siirdiiriilebilir olmayabilir. Yanitim buydu. Yani bu teknoloji bu teknolojinin kullanici
tizerindeki etkisiyle iliskili bir sey. Anlatabiliyor muyum? Yani bu siradanlasma
durumu bunun aragsal olarak kullanilmasindaki siirdiiriilebilirligi diisiiriir. Yani o bir
stire sonra artik insanlar bunu zaten deneyimlemistim deyip, o atil mekan her ne ise
oraya gitme seyini, edimini, eylemini A¢isindan ¢ok provoke olmayabilir. Dolayisiyla
stirdiiriilebilir olmayabilir. Yani siirdiiriilebilirligi ariyorsak dijitallesme disinda.
Aramakta yarar. Dijitallesme bunun bir bagka katmani olabilir. Ama dedigim gibi.
Onun garantisi bence yok. Daha daha nasil sdyleyeyim, insan biligsel yapisi iste. Ne
bileyim sense of security mi yani bir sey hissi, giivenlik, daha temel duyulan,
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gereksinimleri, biligsel kaygilarina hitap eden diizenlemeler bir mekanin ¢ekim
gliciini  artirir, kullannomimi  arttirir.  Dolayisiyla  gilivenligini  arttirdl.  Artirmak,
dijitallestirme buna yalnizca destek olabilir bence tek bagina bir ara¢ olmayabilir diye
muhafazakar bir. pozisyon.

Speaker 2

En sonunda bunun belki kamusal alanlarin yeniden kavramsallastirilmasina olabilecek
etkisi, gelecek trendler ve Oneriler hakkinda bazi sorular soracagim. Dijital kamusal
alanlarin daha cazip, islevsel ve siirdiiriilebilir kentsel ¢evreler yaratmaya yardimei
olabilecegini diisiinliyor musunuz?

Speaker 1

Aslinda ¢ok iligkili bir soru oldugu. I¢in. Yabancilarla yaptigim bu roportaj1 Tiirkiye
disinda da insanlar var m1? Niye soruyorum biliyor musun? Yani bu sorular ¢cok. Biraz
bdyle deneyimle birebir kosullanabilir bir icerige sahip. Cilinkii benim deneyimimde
yurt disinda baska bir insanin deneyimi, diizeyi, daha dogrusu ¢ok ¢ok farkli olabilir.
Anlatabiliyor muyum? Yani. Ne diisiiniiyorsunuz? Cok biiyiikk bir soru. Yani bir
diistinliyor musunuz iki. Evetse nasil? 3. Uygulamanin 6niindeki engeller nelerdir?
Yani sondan baga gideyim. Uygulamanin 6niindeki engeller. Bu teknolojinin pahali
olmasi, erisilebilir olmamasi daha fazla. Yani kamusallik bir sey istiyor. Yani. Belirli
bir kamu yatirim giicii istiyor. Isin i¢inde devletin olmas1 gerekiyor. Ya da giiclii sivil
toplum inisiyatiflerinin olmasi gerekiyor. En biiyiik sey ekonomik. Eger kullanilacaksa
nasil kullanilabilir, yardimci olabilir? Kentsel tasarim kentsel c¢evrelerin
niteliklendirmede nasil kullanilabilir? Ekranlar nasil ise yarayabilir? Ya da. Yani
sOyle. Tamam, bunu yaratmis olabilir. Yeni bir muhafazakar goriisii olabilir. Bizim
bildigimiz kamusal mekandaki kullanici deneyimi, fizik kullanic1 deneyimini yiizde
yiiz degistirmek degil de onu kolaylastiracak sekilde oldugu zaman olabilir. Yani illa
biz bu miithis, boyle dijital ortamlara girdik, sanal ¢evreler vesaire gibisinden boyle
bir onboard bir alana girmek zorunda degiliz. Kamusal alanda dijitallesmeden s6z
ediyorsak, hayir, tam da bu. Yani akilli kent uygulamalarinda kullanildig1 bi¢imiyle
bizim kentteki hareketimizi, deneyimimizi duruma edinmemizi, etkilesim
bi¢cimlerimizi kolaylastiran her sey, her tiirlii teknolojik sey bence seyin, mekanin,
fiziki mekanin dijitallestirilmesi anlamina gelebilir. Bize bdyle bir goriintii ariyoruz.
Tamam. Dev ekranlar artyoruz vs. Ama dijitallesme dedigimiz sey aslina bakarsan bir
data unsurunun isin i¢ine girmesi. Bizim gérmedigimiz bilgi ve veri isleme
stireclerinin ile iligkili bir sey. Biz bunu zaten deneyimliyoruz. Yani arabaya binip
telefonumuzu koyup siseyi agtigimiz an, GPS'i agtigimiz an dijital bir alandayiz. Bu
kamusal alan degil ama kentsel, kolektif bir alan. Anlatabiliyor muyum? Yani bunun
kamusal alandaki etkisi su Kamusal alanda gittiginiz yerdeki katilimi zamaninda
gidebiliyorsunuz, rahatca gidebiliyorsunuz. Stres diizeyini artirtyor, azaltiyor, pardon
arttirtyor, ondan emin degilim. Ondan sonra ya da stirekli bir Biiyiilk kamuyla olan
etkilesim diizeyimiz artiyor yani. Ya da 6zel alanla olan etkilesim kamusal alanda iken
ben hala evimi kontrol edebiliyorsam, security bakimindan, 1sinma diizeyi
bakimindan, kedimin mamasi bakimindan onu anlatabiliyor muyum? Ve gelen giden
seylerden haberdar olma bi¢imi bakimindan, sorma bi¢imi bakimindan. Ben o zaman
kamusal mekandaki deneyimi farklilastiran ve belki de bir anlamda konfor
standartlarim yiikselten bir deneyim oluyor. Iste o zaman dijitallesme iste bu nedenle
bence seyi ¢ok iyi tanimlamalisin. Net degil su an itibariyle. Yani dijitallesme tanimi
bu. Ben bunu bu sekilde ele alabilirim demeniz. Su an bir seyi atliyoruz, data space'e
atliyoruz, data skype atliyoruz yani bir seyi peyzaj1 Veri peyzaj1 atliyoruz. Bir kullanici
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deneyiminin atliyoruz. Bazen sosyal medya vs atliyoruz. Yani dijitallesme dedigimiz
sey ¢ok katmanli. O yiizden soruyorum acaba nasil? Fijital tanimliyor diye. Yani bence
aragtirmanin en nazik kismi bu. En kirilgan kismi da. Bu sorular boyunca farkli
dijitallesme seylerine atladim. Atlamak zorunda kaldim ¢iinkii. Ciinkii bazen
kullanicinin etkilesimi ile iliskili sey yapiyoruz, bazen fiziksel mekanin dontigimii.
Bunlarin her birindeki aktor, dijital aktor farkli olmaya basliyor. Kimisinde veri akisi
sistemi networkii oluyor, isletim sistemleri oluyor, Kimisinde dijitallestirilmis
arayiizler, gorsel arayiizler oluyor, kimisinde sosyal medya oluyor. Hepsi de farkli bir
dijital platform sunuyor. Yani bu da burada biraz aragtirmanin. Bir konuyu. Ele alma
bicimindeki kag¢inilmaz belirsizlikleri olarak. Goriiyorum ve nagizane sana onerim her
seyi yaparken, dengini yaparken bu goriismelerin daha farkli ilk basta tanimlama
tanimlamay1 ihtiya¢ duyan dijital. Mekanlar. Dijital ¢cevreler. Tiplestirilmesi tipolojisi
de gonderme yapacak sekilde her cevabi ona oradaki slotta atayacak, gonderme
yapacak. Oyle bir algoritma ¢ikmali ki, farkli tiplerin tipolojilerinin ne dair bir
feedback mekanizmasiyla uzmanlar tirnak igerisinde ne diyorsa onlarin
iliskilendirilmesiyle olusturulmus bir meta dijitalizasyon sdylemi yaratmak gerekiyor
diye diislinliyorum. Ciinki tek tip dijitallesmeden s6z etmemiz olanaksiz. Tiim bu
sorular boyunca son soruya gelirken sunu sdyleyebilirim. Farklilastirmak zorunda
kaldik hep birlikte diye diislinliyorum. Dijital kamusal alanlar hakkinda goriisleriniz
ve perspektifiniz var mi1? Var. Bunun ayri1 bir sey oldugunu diisiiniiyorum. Su an
itibartyla esitsizlik araci oldugunu diisiiniiyorum. Yani bu teknolojiye sahip olan
toplumlarla olmayan toplumlar arasinda ciddi bir sey farki ¢ikiyor. Bu zamanla asiliyor
mu? Evet, teknoloji daha erisilebilir, daha portable ve maliyeti karsilanabilir hale
geldigi zaman yavas yavas bunlar evrensellesiyor, kiiresellesiyor ve dolayisiyla bir
esitsizlik kaynagi olmaktan ¢ikabiliyor. Ama su an itibariyla olduk¢a Bati merkezli bir
seyden soz ediyoruz. Soylemsel likten soz ediyoruz ¢iinkii bunun teknolojinin
uretildigi, bunun agiga ¢iktig1 yerler, odaklar belli. Dolayisiyla boyle bir evrensel bir
kamusal alan tartigmasini yapmak bana biraz su an itibartyla zor geliyor agik¢asi. Ama
bunu tiim bu mevcut kisithh kosullardan bagimsiz olarak yaptigimiz zaman boyle bir
potansiyel goriiyor muyuz doniisiimiine dair goriiyoruz. Ama bunu bdyle bir gorsellik
acisindan degil, bir gorsel deneyim ve birebir nasil sdyleyeyim. Kinestetik deneyim
tizerinden degil yani hareketi de isin igine katan bir deneyim {izerinden degil,
ozellestirilmis bir deneyim acisindan degil de dedigim gibi kamusal alandaki hareketi
kolaylagtiran, belki giivenlik kaygilarini farkli bir sekilde doniistiirebilen, dolayisiyla
sehirdeki de kamusal, fiziki, kamusal alandaki alandaki konfor standartlarimizi
gelistirebilme potansiyeli ag¢isindan su an itibartyla gorebiliyorum. Ama su an bugiine
kadarki seyimizden sanirim az Once gonderdigim makalemiz deki iyimserlige ¢ok
fazla sahip degilim. Onun naif bir iyimserlik oldugunu diistiniiyorum. 2006'daki o
makalede sdziinii ettigimiz boyle bir yeni bir kamusallik yaratilabilir mi? Insanlar,
farkli gruplar bir araya gelebilir mi? Encounter mekanizmasi haline gelebilir mi? Ne
yazik ki olmadi. Ama en azindan sosyal medyanin yarattig1 kamusallik biitiiniiyle
par¢alanmis, polarize olmus ve insanlar arasindaki Onyargilari, gruplar arasindaki
kimlik catigmalarint agiga ¢ikartan bir kamusal alan yaratti ne yazik ki. Bu kendi
igerisinde bir katilim, bir arada olma, bir miizakere platformunu da ortadan kaldirdi.
Bunu bilgisayar ortamindan ¢ikartip fiziksel kabuguyla biitiinlestirdigin zaman ne
olur? Farkli bir sey olur mu? Onu bilmiyorum. Bence su an o teknolojiyi iireten, onun
senaryosunu yazan insanlarin da bildigini sanmiyorum. Ciinkii 6zellikle teknoloji ve
sosyal alandaki seyler, etkilesimler bence ongoriilemeyecek kadar yiiksek belirsizlige
sahip bir sey. O konuda son okuma onerimde seyin. Daron Acemoglu'nun Teknoloji
ve Iktidar kitab1 olsun senin seyinle iliskili bir sey oldugunu diisiiniiyorum. Ciinkii

204



kamusal alan1 iktidar, hegemonya, ondan sonra kimlik, antagonizma, miicadele alani
seyinden, tanimindan ¢ikartarak ne yazik ki degerlendiremeyiz. Degerlendirirsek biraz
naif olur. Bizim 2006'daki makalemiz gibi olur. Bu arada. Yani buradan bakip buradan
bir nane olmaz olmaz dememek gerekiyor. Anlatabiliyor muyum? Ciinkii yani
teknolojik gelisim bugilinden yarina olan bir sey degil. Yiizyillardir gerceklesiyor ve
biz o teknolojik gelisimle de yeni iirettik. Bagka bir kamusallig iirettik. Yani bugiin
benimsedigimiz bence yani onore ettigimiz bir¢ok kazanim, kamusal alandaki bir¢ok
kazanim aslina bakarsan teknolojik gelisimle de sey oldu, desteklendi. Dolayisiyla
stiper negatif bir bakis gelistirmeye gerek yok. Ama elestirel bir perspektif
gelistirmekte yarar var. Ciinkii séziinii ettigimiz, 6zellikle ilk basta tanimladigin o sey
dijitallestirilmis fiziki mekan deneyimi ¢ok seckinci. Diglayici, farkli toplumsal
gruplara hicbir sey sunmayan ve erisim olanagi sunmayan bir tirnak igerisinde
kamusallik barindirtyor. Yani. Ama kentsel kamu dedigimiz zaman bambagka bir
kamudan s6z etmek durumundayiz. Iste bunun seye olan entegrasyonu, iist genel,
kamuya olan entegrasyonu konusunda araglar neler gelistirilebilir? Bunlar zamanla
deneysel pilot calismalarla ortaya c¢ikip, ondan sonra buna dair bir modelleme ve
spekiilasyonun senaryo yaziminin ortaya ¢ikmasi gerekiyor. Ona dair ¢ok fazla
ipucumuz yok. Beni biraz da zorlayan o oldu bu sdyleside acgikcasi. Anlatabiliyor
muyum? Durum bundan ibaret. Umarim yeterince sey input girdi saglamigimdir.

Speaker 2

Tesekkiirler hocam. Yani ben Zaten ben de bir seyleri anlamaya c¢alistyorum. O yiizden
yorumlariniz ¢ok degerli evet ama.

Speaker 1

Ben de c¢ok ufak bir seyim olsun bence. Bugiinden yarina olan degisime bakistaki
degisimi sey yapmak yani etmek de iyi bir arastirma olabilir. Anlatabiliyor muyum?
Yani bizim entelektiiel seyi mizi nasil sOyleyeyim? Alanimizi haritalamak da iyi
olabilir. Bu yeni bir sey degil, tartisma degil. Biz seyde de cok referans verdik.
Makalemizde Martin Weber isminde bir sey ilk basta sey yapiyor. Diyor ki dijitallesme
diyor. Fiziksel mekani ortadan kaldiracak, friksiyon ortadan kaldiracak, insanlar daha
domestik olmaya baslayacak ve kamusal alan tanimi kendisi. Onunla baslamalisin ilk
boyle sey. Anker Weber Ondan sonra, ondan sonra boyle bir sey nasil donlismiis, bakis
nasil degismis vesaire. Ondan sonra bizim o makalede en azindan Tiirkiye'de bu
konuyu giindeme getiren ilk seylerden birisiydi. Cok fazla hala bdyle sey vardi.
Yalnizca neler vardi? WhatsApp bile yoktu, falan filan vardi. Anlatabiliyor muyum?
Etkilesme seyleri yavas yavas ortaya ¢ikiyordu. Daha sonraki tartismalar bambagka
yerlere evrildi. Onu haritalamak ve boyle bir entelektiiel tarth yazimi da bulunmak,
seyle iliskili olarak farkli teknolojik gelismelere paralel olarak sey yapmak. Boyle ikili
bence ¢ok ilging bir sey yaratabilir. Arastirma seyi ¢ikartabilir. Yani hep gelecege dair
bir ne olacak sorusunu sormak yerine Neydi, Nasil degerlendirdik, Nasil algiladik,
Nasil yorumladik ve ne oldu? Ondan sonra su anki ipuglari ile neler olabilir? Su an
itibartyla seyler diislinen insanlar, bu konu {izerine diisliinen insanlar buna nasil
bakiyor? Sey yapmak iyi olabilir. O noktada da yerli oldugu kadar yabanci
katilimcilarla da birlikte olursa ¢ok iyi olur. Ciinkii teknoloji tireten yerler ne yazik ki
iilkemiz odakli degil. Yani kiiresel bir sey de konusabiliyoruz. Bu baglamda evet.
Basarilar dilerim.

Expert I:
Speaker 1
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Fijital alanlar diye bir terim var. Bu terim hibrit mekan1 da ayn1 zamanda ¢ok benziyor
bazi. Baz1 terimsel farkliliklar var ama genel anlamda ayni semsiyenin altina
diisiiyorlar diyebilirim. Yani dijital ve fiziksel ortamin ayn1 ya da beraber bir sekilde
kullanilabiliyor olmasi. Simdi bu soracagim. Sorular tamamen sizin yorumunuza
bagli, dogru yanlis veya olmasi gereken bir cevap yok. Tamamen sizin soyledikleriniz
tizerinden ben yorum yap. O yiizden o sekilde ilerleyebiliriz. Ayn1 zamanda bu fijital
alanlarin agatili olanlara olabilecek etkisi potansiyeli ne? Bunu anlamaya calistyorum
tezde.

Speaker 2
O fijital alan dedigin seye biraz boyle 6rnek verme sansi var mi yani?
Speaker 1

Tabii, soyle farklr sekillerde de kastediliyor yani genel olarak hibrit denildiginde biraz
birbirinin {istiine geliyormus gibi bir anlam1 olusuyor. Literatiirde, yani fiziksel iistiine
gelen dijital gibi fiziksel de biraz daha bunlar i¢ ige gegmis ve i¢ ice gegmis ve sekilde
kullanilmas1 kullanilabilir gibi bir anlami1 var ben. Dijitallesmeden de girdigim i¢in iste
biraz seyle de arastirtyorum iste birgogu space sosyal medya iste. Genel olarak diger
hayatimiza girmis. Artik stirekli kullandigimiz, kullandigimiz sayilabilecek seyler.
Sensorler iste dijital yoneticim gibi seylerden de bahsediyorum ama genel anlamda
biraz daha etrafta mesela dijitallik inversive bir ortamla bizim fiziksel alanda daha
dijital bir tecriibe yasadigimiz seylerden bahsedecegim. Daha yogunluklu olarak.
Mesela Ayasofya Deneyim miizesi ne duydunuz mu bilmiyorum biraz onun gibi bunun
yurt disinda da etki bunlar gibi 6rnekler var falan yani genel bir tez olacak ama o tarafa
dogru biraz daha yoneliyorum.

Speaker 2
Anladim tamam. Okey, tamam, tamam.
Speaker 1

Genel. Genel tarimlar ve kavramsal ¢er¢eveden devam edecek olursam iste buna tekrar
sOyledigim gibi akilli altyap: arttirilmis gerceklik veya kamusal alandaki etkilesimde
dijital 6zellikler gibi ¢esitli sekillerde olabilir. Sizin bu tanimlar nasil tanimladiginizda
nasil gordiiniiz? Uzerinden birkag soru soracagim. Ilk soru olarak fiziksel ve dijital
ortamlarin  birlestirilmesinin  kamusal alanlar iizerindeki  etkisini  nasil
degerlendiriyorsunuz?

Speaker 2

Yani olumlu degerlendiriyorum diye baslayayim. Ciinkii artik hani bu ayrimin. Hani
olmasimin. Yani boyle bir ayrim artik sinirlar1 ortadan kalkiyor. O yiizden bu tiir baz1
hani st liste binmeler aslinda her 2 alanda calisanlar1 mesela diyelim ki yerel
yonetimleri o konularda zenginlestirebilir. Bu konularda ¢alisan plancilar ya da iste.
Kullanicilart o konulara dogru daha farkli bilgiler almaya yonlendirebilir. Bununla
ilgili hani olumsuz diyebilecegim sey, 6zellikle bunlarin altyapilarinin saglanmasi
olabilir. Hani bazen sdyle. Eger ki birbirini desteklemezse bu 2 sistem bdyle arada
bosluklar olabiliyor. Kullanici agisindan o tabii o zaman olumsuz 6zellikler yaratabilir.
Yani benim aslinda diislincem genelde bunun olumlu bir fayda saglayabilecegi
yoniinde.

Speaker 1
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Anladim, tesekkiir ederim. Peki dijital kamusal alanlarin geleneksel kamusal alanlara
kiyasla baslica avantaj ve devam dezavantajlar1 neler olabilir? Bunlar iste
erigilebilirlik, katilim, mahremiyet, ekonomik firsatlar veya teknolojiye asir
bagimlilik ya da teknolojik seyleri ne kadar kullanilabildigi, bu da yagla gelen bir sey
gibi unsurlar1 yazin da bulunabilirsiniz.

Speaker 2

Hihi. Yani aslinda tabii s0yle bunun. Simdi her 2 sey aslinda bizim her forma
ithtiyacimiz var. Su anda illa birinden birini segmek zorunda miy1z? O konuda bir ne
biliyim. Kapand1 bir soru isareti var, birinden birini se¢gmek zorunda degiliz. Hani
aslinda bu bdyle ¢oklu bir sey sagliyor ve bu ¢oklu alan i¢inde. Ama biz boyle
hangisinden neyi alabilecegimizi 6grenmek i¢in biraz daha bu dijital. Okuryazarla
herhalde daha ¢ok ihtiyacimiz olacak. Hani belki de bu aslinda otomatikman nesillerle
iligki verdiriliyor ama. Bence bu dijital okulda yazarlik meselesi daha farkli bir sey bu.
Ozellikle yani yasla ilgili bir sey degil. Hani yasli, cok geng olan ama dijital kurnazarla
cok diisiik bir sey de olabilir ve bu gercekten o dijital dedigimiz seyi anlamaya da bilir.
Ondan tam faydalanmayabilir. Bence orada bir yasa da teknolojik bagimliliktan 6te
orada dijital. Cevre, dijital ¢evrenin seyleri nasil diyeyim? Kullanimi ve onun mesela
acilimlar1 falan gibi seyler bence daha 6nemli olabilir. Yani bence geleneksel kamusal
alanlara tabii ki ihtiya¢ var. Ben de tamamen dijital kamusal alanlar1 da ihtiyag var.
Ciinkii bir takim bizim géremedigimiz hani hemen fiziksel olarak var olamadigimiz
bazi seylere erisimde bunun ¢ok biiyiik bir faydasi var ve kolaylig1 da var. Dijitalde
biiyilik ihtimalle dyle bir sey yaratabilir diye diisiiniiyorum ama dedigim gibi burada
simdi sOyle bir sorum var, bir yani teknolojiyi. Nasil kullandigimiz énemli insanlarin
nasil bilgilendirdigimiz bir de, yani bunun tabii ki zaman i¢inde bir etegi ve davranis
kodlar1 da olusacak. Yani bu tabii su anda olusma evresinde yani ve biz maalesef hani
bebek adimlarini gérdiiglimiiz i¢cin onun biitlin aslinda problemlerine maruz kaliyoruz.
Ama herhalde benim tahminim bir. Yani 30 yil sonra bu tamamen asilacaktir.
Tamamen hani bu tiir seyler boyle bir konsensus. Yani olacaktir gibi geliyor bana.
Simdi teknolojik, yani ben agikgasi boyle bir bagimlilik gibi bakmiyorum ama
insanlarin herhalde c¢esitli yani uzun vadede bu iste senin dedigin fijital kamusal
alanlar1 kullanmasi i¢in biiyiik ihtimalle bu kamusal yani tanimlarinin i¢inde yeni
hibrit tanimlar olusacak. Ornegin iste mesela biz simdi ne diyoruz? Kamusal alan icin
herkese acik iste herkesin erigebilecegi. Simdi dijital dedigin sey zaten otomatikman
erisimi falan bir soru isaretini koyuyor. Ciinkii sen zaten bir teknolojik arayiiz
kullaniyorsun. O ara yliziin erisimi zaten bir soru isareti olacak. Yani bu tiir boyle bir
coklu kamusalliklar ¢coklu. Sey c¢oklu alanlar ve o ¢oklu teknoloji kullanimlarindan
ortaya ¢ikan bence daha aslinda biiylik zengin. Bir seyle karsilagsma ihtimalimiz var.
Tabii bu iyi senaryo. Hani bu bunun bir negatif senaryosu dimi artabiliyor. Anti
senaryosu da tabii ki var. Hani bir yandan da bu bize iyice hassas hale getirecek iyice
her seyin mesela s0yle diisiin aslinda biz su anda tam bu seyin bu devrimin bdyle
kiyisindayiz ve heniiz daha seylerini ¢ok gor. Yani teknolojinin hep biz iyi yonlerini
goriiyoruz ve onu hemen her giin boyle ona uyum sagliyoruz iste pandemi oluyor
mesela hemen mesela iste bir teknoloji bir atilim yapiyoruz. Zulmag: iste bununla ilgili
sosyalliklere ya da daha onun Otesi seylere geciyoruz ama mesela heniiz daha seyi
yasamadik. Giineste ciddi beklenen patlamalar1 yasamadik. Simdi bunlarla o
teknolojik, o hani bilgi iletisim. Altyapilarini zarar gérmesi durumunda tabii bu boyle
bir anti bir bosluk seyi olusacak. O ylizden de bizim hala seyleri karsilayabilecegimiz
geleneksel seye de ihtiyacimiz var. Onuda tutmak zorundayiz. Yani bir sekilde. Hem
herkesin bilgisinde tutmak zorundayiz hem de herkesin erisimini ve onunla olan
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etkilesimini saglamak zorundayiz. Daha zor bir aslinda goriiyorlar. Su anda evet
tesekkiir ederim.

Speaker 1

Eee buradan biraz daha. Kamusal alanlarin doniistimii. Ve dijitallesmeyle alakali
birazcik bizim giinliik hayatta 6zellikle giinliik hayatta etrafimizda ve birbirimizle
etkilesim kurmamizi birazcik degistirdigi i¢in bu sorulari sormak istedim iste buna
akilli sehirler, enstelasyonlar, dijital yOnetisim gibi. Mekansal olarak da etkisi
olabilecek dijitallesmelerden bahsediyorum. Sizce kamusal alanlarda dijitallesme
aracilifiyla hangi kentsel sorunlart ¢oziim saglanabilir? Mesela 6rnek olarak
olabilecek olan seyler asir1 kalabalik, sabit mekan, sag1 diizenlemeler, planlamadaki
katilim eksiklikleri, yetersiz arazi kullanimi, kamu gilivenligi ve benzeri.

Speaker 2

Yani bence bu. Tabii ki temel bir siirii seye biz sey bulabiliriz ama simdi soyle bir sey
var, simdi biz insanin. Nasil diyeyim. Cognet kapasitesini ve onun bilgiyi hizli. Isleme
hizina heniiz teknolojik agidan erisemedik.o baska bir asamaya gecis olacak herhalde.
Oyle olunca biz tekrar o teknolojinin verdigi kisitlar igerisindeyiz. Yani sdyle diisiin
yani sdyle bir sey sOylilyorum, simdi biz diyelim ki biz simdi. Mesela belediye simdi
bir 6rnek vereyim, IBB'yi ariyorsun sey beyaz masa, beyaz masa simdi seni beyaz
masadaki teknolojinin o iste o dijital seyde. Yiriittiigli misteri seyi o kadar uzun ki
bilmem neyseniz ikiye bakin. Onu yaparsaniz dorde basin bilmem kimseniz bir de
kalin alan gibi aslinda maalesef teknolojinin bu hani hala boyle bir robotik, o sey tik
tik tik bdyle isleyen boyle bir flow da devam eden seyini. Ama. Mesela soyle diisiin,
bir sorunumuz oldugunda biz bunu ¢dézdiiglimiizde in. San beyni bunu ¢ok hizli bir
sekilde proses edip, madem sdyle bir seyim var, bunun bdyle sort katlarindan falan
gidiyor. Ve boyle tak diye bir sey soyleyebiliyor ve biz bu aslinda alisigiz. Hani?
Ozellikle kamusal hizmetlerin saglanmasinda falan filan. Simdi dyle olunca bu tiir
seylerin biralayip bence bir. Doniisiim gegirmesi gerekiyor. Bilgisayarciligi ¢linkii
sOyle bir sey diyorsun, adam bunu bdyle bdyle bir sey yapmak istiyorum. Boyle bir
katilim modelleri yapmak istiyorum. O yiizden bdyle bir veriye ithtiyacim var diyorsun
hi¢ sana gdyle bir ama o program onu yapiyor. Yapmaz e ben biliyorum zaten onu o
programi yapmadigini benim merak etti§im biz insan oldug§umuz i¢in onu o programi
ek olabilecek bir sey yapabilir miyiz ve bunu yaptirabilir miyiz? Zaten ben onu dyle
olsam onlarin altinda dyle galiba bir sekilde yasarim. Simdi sey konusu. Burada bence
teknolojinin aslinda bu kamu hizmetleri ve seyde her seyi yapabilir. Potansiyeli var
ama. Heniiz daha Oyle bir servis agma, 0yle bir bunu yapabilecek bir aydinliga
erisemedik. O yiizden de su anda hala seye ihtiyacimiz var. O yiiz yiize seye ya da iste
farkli insani ara kesitleri onu yapabilecek olan seye ihtiyacimiz var ben tam. Devam
edelim, cok zor yani belki su belki yapay zekaya bir hani doniis olursa o yapabilir
clinkii yapay zeka makinay1 6nlenmesinden farkli makine 6grenmesi bunu yapamuyor.
Onu kesin biliyoruz. Ciinkii makine 6grenmesi nasil tanimlarsan sistemi onun i¢inde
kaliyor ama yapay zeka bagka yonlere eger sey atabilirse baska alanlara gecisler ve
sey. Boyle bir. Alanda kalmayabilirse o onu yapabilir o zaman olabilir. Simdi konuyu
dagitmis gibi oldum. Kusura bakma sey yani bence yani bence olabilir ama. Bunda
tabii ciddi seyler var yani ve bence bu sorunlar biraz teknolojik sorunlar gibi geliyor.
Biraz bdyle insanlarin konuya bakistaki aligkanliklari gibi geliyor ya da mesleki
sinirlar gibi geliyor yoksa yani mesela ben acgikgasi sdyle diisiiniyorum, biz ¢ok rahat,
bugiin bir ¢akch.ch p ye siiper bir imran ¢izdirebiliriz gercekten. Dogru komutlar
gercekten 1yi bir seyi verebilirsek ve bizim aslinda planci olarak bir imar plam
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cizmemize gerek yok. Ciinkii onu yapabilir. Ama o iste senin bir planct olarak iste
hangi seye gore nasil diyeyim. Bir hangi grubun, hangi iste siyasi. Siyaset hangi sosyal,
kiiltiirel, ekonomik o seyi yapip? Geldiler alip onu 6ne ¢ikaracagini yapamayabilir.
Hentiz. Hani o yiizden de biz bunu yapabiliriz ama hala daha seye ihtiyacimiz var gibi
geliyor bana. Ama mesela bence seyde ¢ok rahat kullaniriz. Simdi seatezon science
var. Mesela bu vatandas katilimi bence mesela tiirkiye'de ve diinyada diinyada biraz
daha iyi kullaniliyor. Yavas yavas ama tiirkiye'de ¢ok daha iyi kullanilabilinir. Pek ¢cok
sey yapabiliriz yani? Yani, ¢linkii her bir de biz aslinda hani bunda tabii yerellik de
var. Simdi biz cep telefonuna konusmay1 sevdigimiz i¢in kullantyoruz. Biliyorsunuz
Tirkler en ¢ok konusan millet iste bir de bizi herhalde ispanyollar zorlar bir de iletin
Amerika falan zorlar benim tahminim ama biz mesela bunu bir de diisiiniin veri i¢in
kullanabilsek ya da boyle bir kamu hizmetlerine ya da sikayette bulundugumuz seylere
karsi. Sikayet olmadan hani veri olarak kullanabilirsek tabi ¢ok hani faydasi olur.
Tamam hihi. Yani aslinda sdyle, dijitalin saglayici olanaklar var. Yani diisiinsene
herkes su anda akilli telefonu bir sekilde kullaniyor ama akilli telefonu nasil
kullandiginda 6nemli. Deger ne tiir yani, aslinda onun kiiltiire uygun sekilde o katilim
yollarin1 agabilecegi sekillerde kullanilmast var. Bir de mesela biz. Iste amerika'nin
Amerikan toplumu c¢in yaptig1 ¢esitli aplicationlarin tiirkiye'de uygulamasi olarak
geldigi icin kullanim biiyiik dl¢lide kullanilmayan ve kimsenin de ilgilenmedigi bir
slirii uygulama var yani. Yani bu ben burada yerelligin mesela ¢ok ya énemli olunca
diisiiniiyorum ya barcelona'da hani o 6rnegi bilmiyorum ama tahminim. Hani sey, hani
bu yerelligi nasil alacagiz? Biz bu dijitallesme meselesi. Ve en 6nemlisi kiiltiirii nasil
isin i¢ine katacagiz? Yani aligkanliklar, oradaki sey hani o birebir sey hani biz de
mesela simdi mesela kayitlar1 online yapiyoruz biliyorsun ama mesela bir problem
ciktiginda diyoruz ki ali ikideyim kendim goriiseyim. Ben mesela biitiin proje
stireclerimi soyle yiiriitiyorum, online yiiriitlilyorum ve telefonda goriisiyorum. Sonra
ama bir kere seye gittim. Hani ben sizle tanismaya geldim diye gittim. Ciinkii o sey
bizim, yani bizim jenerasyonun sizin. Oyle. Yani bu herhalde éniimiizdeki bir 30 yila
kadar devam eder. Bir boyle bir tensel bir seyi olacak. Hani dyle bir sitesi sonra
degisebilmis ¢cok pardon bir kap1 ¢alintyor, ona bakacak.

Speaker 1

Tamam. In bir sonraki soruya gegebilirim, aslinda hafiften buna da cevap verdiniz
ama. Eee sehirlerde dijitallesmeyi hizlandiran temel etmenler sizce nelerdir?
Kentlesmeye, teknolojik gelismeler, akilli hizmet talepleri. I, siirdiirtilebilir hedefleri,
suya katilim gibi seyler yer alabilir.

Speaker 2

Aslinda hepsi herhalde, yani sey, clinkii s0yle kentler biiyiidiik¢e tabii. Hani yerel
yonetim ya da merkez yonetimin o kentle iliskin yapabilecekleri ¢ok. Kisitlanmaya
basliyor ve bunlarin bir. Kismin1 mecburen teknolojinin yardimiyla saglamaya
calisiyorlar ya da saglayacaklar. O yiizden o olacak. Teknolojinin gelismesi tabii ¢ok
onemli yani ama teknolojinin gelismesine bagli olarak bence o teknolojik gelistiren ve
o ara eleman olan yani insan kaynaginin olmasi da ¢ok 6nemli. Mesela biz de su anda
bence olmayan o ara elemanlar. Yani iste hani o nasil olacak yani gercekten nasil
verecek o seyi? O kisim ¢ok 6nemli. Yani aslinda sdyle, herkes boyle sey gibi bir sey
konusuyor ama bence insanin o seyi yonlendirmesi hala énemli olacak. Geliyor bana.
Kentlerde de yani mesela sdyle diisiin sen diyelim ki. Mesela bir belediye. Hani bir
ilcede yasayanlarin iste ¢esitli hani goriisleri, sorunlarini alacaksin ya da onlar1 ¢6ziim
bulacaksin. Hala bu boyle bir geleneksel sor cevap ya da boyle seylerle gidiyor. Yani
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oysa bizim orada bir ara bir takim bodyle daha yenilik¢i seylere ihtiyacimiz var
dokunuslara. Ve zamaninda kazandiracak veya oniinti gorebilecek seylere ihtiyacimiz
var. Hani o kisim ben o kisim ara seylerin etaplari ¢ok diisiiniilmedigini diisiiniiyorum.
Hani genelde ve de onlarin aslinda 6nemli oldugunu diisiiniiyorum. Hani uzun vadede
dijitallesme yolunda ¢iinkii yani dijitallesme dedigimiz sadece altyap1 degil mesela bir
de soyle bir sey var. Mesela simdi siz. Ben benim mesela oturdugum mahallede aslinda
istanbul'un ¢ok eski mahallesi degil ama buna ragmen sey. Bir. Biz en. Fazla 100
megabayt alabiliyoruz. Sey hizmeti mesela 500 alamiyoruz. 5 yiize yazildik ¢ikmadi
bize simdi anlatabildim. Hani bunun s0yle bir sey var mesela senin aslinda kullandigin
dijital hizmetlerin verimliligi de bu sefer diisiiyor. Sag uzun siire kilosun daha baska
seylere ugruyorsun veya iste.Yani falan ya da mesela ben evimde belli isleri yapmay1
diistinmiiyorum. Atiyorum. Hani benim mesela sey. Diyelim ki ben bir oyun iizeri. Bir
kariyer yapmaya karar verdim. Bizim mahallede oturarak miimkiin degil gibi. Yani bu
tiir seyler var. Yani aslinda hala insanlar o kendilerini verilen siirliliklar i¢indeler.
Yani teknoloji bir agilim evet ama sinirlilik. Ciinkii telefonuyla baglananlarin zaten
belirli bir seyleri var, hizlar1 veya sey var ya da iste o onun ekranindaki seyler haberdar
olabiliyorsun, daha fazlasindan degil. Hih1. Birimiz daha bence bu tiir seylerin artmasi
lazim, yani fazlalagsmasi lazim mesela. Iste baska tiir baska tiir araclar1 bizim yavas
yavag diisinmemiz lazim. Mesela su kullanma sensorleri olabilir iste ¢op sensorleri
olabilir, elektrik olabilir veya iste depreme dayali biliyorsun bina sensorleri hani simdi
bizim bina dayanikli m1? Evet yani diyoruz ki 1990 dan 6nce yapildiysa degildir. Yani
bu tabii biiylik bir yalan. Yani hani sey. Ciinkii yani 1950 de yapilmis ¢ok 1yi yapilmis
bir bina dayanabilir. Higbir seyi yok. Ama bizim bu konudaki bdyle hep seylerimiz.
Oliim belli sinirlar belli, bdyle tanimlar iizerinden gidiyor. O yiizden de bence mesela
bir belediye ve dijitallesme meselesi i¢in hani sordugun sorunun cevabi ve her sey ve
de higbiri gibi oluyor bilmiyorum. Nasil bunu sey yapacaksin? Analiz edeceksin ama
herhalde seyle bagli yani. O dijitallesmeyi belki biraz daha. Alt basliklarini ayirmak
da fayda olabilir.

Speaker 1

Evet, evet, yapacagim onu. Tesekkiir ederim. Dijitallesmenin hangi yonleri kamusal
alanlarda kullanic1 deneyimine ve memnuniyetine en ¢ok katkiyr sagliyor. Sizce
egitim, eglence, kisisellestirme, katilim bir faktorler géziinde bulunabilirsiniz?

Speaker 2

Bana aslinda sdyle bence bir sey sagliyor da bir memnuniyet sagliyor mu konusunda
benim biiyiik bir soru isaretim var orada. Evet katilim1 saniliyor yani biz ¢linkii soyle
diyoruz, iste bunu yaptiysa katilim saglamistir gibi diisiinliyoruz. Yani aslinda
katilimin da yani bir siirii seyi var. Nasil diyim farkli durumu var, o yiizden de. Bu
dijitallesme ve kamusal an dedigimiz hep yani seyde fayda sagliyor. Ornegin mesela
iste vergini yatirmak i¢in vergi dairesine gitmen gerekmiyor. Siiper bence iste dil
sinavina gireceksin. Bagvurunu buradan yapiyorsun spor ama bunlar ¢ok hani bundan
cok basit seyler ve bunlara katilim falan biz diyemeyiz. Yani bu bdyle sey isler, yani
senin baginda devletten istedigin bir hizmeti almak i¢in gerekli iste mesela ikametgah
almak istiyorsun e devlete giriyorsun, aliyorsun. Siiper ama sdyle diisiin. Sen diyelim
ki seyle ilgili ¢ok 1yi bir fikrim var. Geri doniisiimle ilgili veya geri doniisiimle ilgili
mahallede bazi seyleri yapmak istiyorsun. Hatta oralarda kapali. Yani katilimin
kamusal alandaki katilim seyleri yine devletin aslinda elinde ya da o teknolojiyi
gelistiren, yani bu devlet derken yarar yonetim ya da merkezin fark eder. Onun elinde
yani o sana kaliplarini veriyor. Katilimin kaliplarin1 ve yine de aslinda asagidan yukari
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bir katilim seyi yok. Bulamiyorsun yani onu? Ya da belli konularda sdyle diisiin, hani
bu simdi sey gibi? O pandemide mesela eba sey yapt1 degil mi? Eba'yla degil mi? Ama
sey egitim. Yapti ama o bdyle sey tek tarafli bir ekran. Cok biiyiik bir faydasi oldu mu?
Bilmiyoruz ya olmustur mutlaka. Yani ¢ocuklarin hig¢birinin okula gidemedigi ve ¢ok
hani ani gelisen kriz kosullarinda tabii ki. Ya da bunlar kullanilabilir ama bunlarin
boyle memnuniyet, katilim falan gibi Ol¢iime de ¢ok ben yetersiz olacaginm
diisiiniiyorum ve hani olmadigini diisiiniiyorum. Yani agik¢asi kamusal alanda bu
seylerini su anda zayif oldugunu diisiiniiyorum. Ciinkii alttan gelen yeni bir seyin
mesela girebilecegi bir. Kanal yok tek kanal var orada 6ziir dilerim tek kanal var o da.
Twitter. Sosyal medya sadece ama o da tabi dogru bir kanal degil. Ciinkii o medya.
Tabii yani o bagka bir alan yani hani o bagka bir sey katilim arac1 degil yani o yiizden
de hani bunu dyle yapmamak lazim. Hani boyle iste Twitter boyle diyorlar ya mesela
seyde iste hani bela haber kanallar1 sey diyor iste twitter'dan bize yazan katilim falan
ya o bir katilim degil yani o bir sey o bir iletisim yani o bir medya iste o kadar yani
simdi medyay1 katilim ayni1 sey degil evet. Tamam.

Speaker 1

Tesekkiir ederim ve bu boliimiin son s6zii olarak dijital kamusal alanlarin sosyal
etkilesimi artirmada etkili oldugunu diisliniiyor musunuz? Hangi kosullar altinda daha
etkililer? Burada biraz daha bdyle bir meydanda bir olabilecek dijital enstelasyon ya
da dedigim gibi bdyle. Belki. A¢ik kamusal alan degil ama kapali kamusal alanda
olabilecek dijital bir seyin etkisinden bahsetmeye ¢alistyorum. Burada sosyal katilim,
tasarim kullanimi, kolayligi veya teknolojinin kiiltiirii agidan kabul gérmesi gibi
faktorlerden etkilenebilir.

Speaker 2

Yani bence soyle tabii ki simdi s0yle. Sadece tekil deneyimin oldugu bir mekana, yani
bdyle bir fiziki deneyimin oldugu bir mekana sii koydugun zaman nasil diyeyim.
Boyle daha dijital bir sehir ¢ok etkileyici oluyor bu iste. Refik anadolu'nun mesela
biiyiik alanlarda, meydanlarda yaptig1 o sey deneyimi yani simdi o tabii tamam
goriince de enteresan oluyor ama i¢ine olunca daha etkileyici oluyor mekanin. Ciinkii
algisint degistiriyor. Mekanin olan iligkini aslinda ters yiiz ettigi i¢in deneyimi
arttirtyor. Yani mesela hani insanlar i¢in deneyimi mesela pekistiriyor o ylizden. De
biraz da bdyle ¢ok sevilen ve sey. Hani istenen bir sey de oluyor. O dijitallik ya da iste
bu sey evet meselesi agment reality meselesi insanlarin. Ciinkii mekan deneyimini
bdyle bir boyle bir sana bir twist veriyor orada. Yani sen tekil baktigin ve iginde
oldugun mekani ayn1 anda baska bir gézle gérme sansina sey yapiyorsun yani garpi 2
yapiyorsun aslinda ya da carp1 3. O tabii insanin deneyimini ¢ok arttiran bir sey. Dogal
olarak bu sey gibi yani sensorii sey de olur ya simdi mesela. Soyle diisiin. Galata
kopriisiinde yiirliyorsun ve hi¢ ses yok mesela bence miimkiin degil. Yani bir garip
olur ama orada simdi marti sesli olacak. Trafik ses olacak, insan konusma ses olacak.
Ne bileyim mesela veya yiiriiyorsun. Kokusu yok? Cok garip olur. Simdi biz bunu
mesela ve ylirlisek ve deniz kokusu olmasa deniz ki bir sey oluyor. Garip bir gariplik
var. Hani biz onu mesela hem kokusu hem goriintiisii, hem sesi hepsini seviyoruz. Bir
de ona diislinsene mesela elinde bir sey tutuyorsun. Program mesela bir uygulama seyi
gosteriyor, boyle yiiriidiiglin yerin iste onun. Dokuzuncu yiizyildaki halini gosteriyor
mesela sana o boliim sey ay ne hos falan gibi bakiyorsun ya da geceki halini gosteriyor.
Sen aslinda giindiiz orada giindiizsiin. Gece orada olamayacaksin giindiiz goriiyorsun
bdyle ag falan. Bunlar hep boyle bence olumlu seyler olarak birer ama tabii sey. Ne
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demisti yani bence seyi arttirir. Hani o seyi dogru kullanim. Bana arttirir gibi geliyor.
Ama tabii hani isteyen i¢in arttirir herhalde. Hani istemeyene falan durmaz? Evet.

Speaker 1

Ugiincii  boliim olarak ags1 alanlarin  doniistiiriilmesi bu sizin dediginiz gibi
yaklagimlarla biraz istiine koyan bir sey oldugu i¢in insanlara daha ¢ok belli
mekanlara ¢ekebilme giicline sahip olabilir diye bir ¢ikarima ulastim. O yiizden de bu
neden atla alanlarim belki baska bir sekilde degerlendirilmesi ve kullanilmasi veya
zaten. Yapilabilecek normal fiziksel bir tasarimin {istiine konulmasinin etkileri i¢in
sorular soracak. Sizce boyut kapasite ve konum sinirlamalarinin géz Oniinde
bulundurarak kullanilmayan veya az kullanilan kentsel alanlarin dijital yaklasimlarla
dontstiiriilmesi konusundaki diisiinceleriniz nelerdir? Mesela tert edilmis bir arazinin
interaktif parka doniistiiriilmesi veya tarihi alanlar1 canlandirmak i¢in iz diisiim
gonderimi saglamak. Yani bu illa bir. Belirli bir yer olmak zorunda degil. Yani 12 bina
arasinda kalmis bir parselde. Bunun i¢in diisiiniilebilir. Bos bir parsel. Ama biraz bazi
siirlar1 agabildigi i¢in bu soruyu soruyorum.

Speaker 2

Simdi sOyle, bu atil alan meselesi tabii bence 6nemli ama atil alani ¢ok iyi tanimlamak
lazim. Simdi mesela atil alan dedigin mesela dolgu alinirsa. Bence olabilir ¢ilinkii
mesela simdi bakiyorum seydeki alan miting yapilmadigi zaman yenikapidaki mekan
yani tamamen anlamsiz ve biiyiikliik zaten yani. Hani o tiir seylerde belki olabilir ama.
Zaten bana gore mahalle arasinda falan dyle altina olan olmamasi lazim ¢iinkii zaten
hani. Kent mekani1 ¢ok degerli, onun aslinda kesinlikle atil halde bulunmamasi
gerekiyor. O yiizden ben oralara ¢ok bdyle onlar1 boyle. Degerini artirip onun bdyle
farklh tlir algilanmasini saglayacak bir sey yapilmasinmi kisisel olarak cok istemez.
Sebebi de su, onun zaten kente katilmasi gerekiyor. O alanin o alanin bir fonksiyonu
almas1 gerekiyor. Atil kalmamasi1 gerekiyor yani. Sebep o ama mesela sey konusu
diyelim ki. Bekleyen seyler bak sey meselesi olabilir. O konu ayr1 mesela tescilli arsa
tescilli parsa. Mesela olabilir ¢linkii tescilli parsel ne demek tescilli sey parsel vardi.
Orada bir bina vardi ve biz o binanin orada oldugu i¢in o pargavi orada biz tutmak
istiyoruz. Sadece yedikteki. Ama oras1 su anda otopark siileymaniye'de. Simdi mesela
Oyle bir sagma ki biz onu zaten o parsel'de biz otopark olsun diye tutmuyoruz ki biz o
parsel tutmamizin sebebi oradaki yapinin hala orasi i¢in ve o parsel biiyliklerinin bir
miras1 yonelik bir katki yaptigini diisiindiiglimiiz i¢in simdi o zaman orada olur orada
hatta bence mutlaka olmali. Ama seyde atiyorum iste. Avcilardaki bir seyin. Parselin
bence bunda degerlendirilmesine gerek yok ¢iinkii oranin hala hazirda dyle olmamasi
da gerekiyor zaten hani. Bos olmamasi gerekiyor. Yani bence bu atillik meselesini ya
yani atillik tanimi1 ¢ok 6nemli. Yani seyde dedigim gibi mesela. Sey yapilan olabilir
yani bu mesela. Karasurlar1 falan gibi béyle daha biiyiik sey. Zorlasilan hani algis1
zorlanan ve veya iste bu tescilli parseller gibi bizim mesela zorlayan seyler hani
olabilir kullanim1 hemen doniisemeye ama mesela bos alan bence kesinlikle dyle bir
seyin konusu olmamali. Cilinkii o bos olan olmamasi zaten diye diislinliyorum ben.

Speaker 1

Evet. Anladim, tesekkiir ederim hocam. Peki sizce? Teknolojilerin entegrasyonu,
altlanlarin yeniden canlandirmasi i¢in siirdiiriilebilir bir ¢6zlim saglayabilir mi? Bunu
yine kendi yanitimiz ¢ergevesinde de verebilirsiniz.

Speaker 2
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Tabii bence mesela sey icin ¢ok iyi olur. Ornegin iste siileymaniye'deki sey olmus
yapilamayan tescili parsellerin yeniden o siileymaniye'nin kimligine katilmasi igin
tabii stiper olur. Keza iste seyler i¢in bu tek. Fonksiyonlu yapilmis bu dolgu alanlarinin
mesela kente biraz daha katilmasi i¢in falan siiper olur. Onlar tabii ¢ok ¢ok iyi olur.
Hani 0. O baglamlarda iyi aman. Obiir tiirlii ya atil dedigimiz seyi biz. Béyle hani
nasil? Ya nasil? Ile ilgili iste evet, yani sey belki. Belki de bu benim dedigim alanlar.
Alan degil zaten. Hani aslinda bir fonksiyonu var, o fonksiyonel alan yani onun
gliclendirilmesi konusunda olumlu seyi olur.

Speaker 1

Ve son olarak da bu alanlarin yeniden kavramsallastirilmasi ve sizin gelecek icin
Onerileriniz nelerle alakali? Sizce dijital kamusal alanlar daha cazip, islevsel ve
stirdiiriilebilir kentsel ¢evreler yaratmaya yardimci olabilir mi? Eger evetse cevabini
nasil, nasil ve bunun uygulamanin 6niindeki en biiyiik engeller nelerdir ve nasil
asibilir?

Speaker 2

Yani tabii ki evet yani bunun bu zaten gelecek. Yani bundan bdyle kagis yok diye
diistinliyorum ben. Ama, bunun iste insanlarin bunu nasil kullanacagi énemli, yani
bunu nasil bu yani sey gibi diisiin mesela bu bir hani Google gozIliigii vard: ya bir ara
¢ok hani boyle o giinlerde sey olan daha ¢ikmadi o ya da az ¢ikt1 ya da hani var ama
hani yok gibi hani mesela simdi onun ¢iinkii boyle bir seyin nasil bir faydasi olacagin
biz ¢ok sey yapmiyoruz. Su anda bu, yani biz bu deneyimi nasil aslinda
destekleyecegini tam kurgulamaya calisiyoruz herhalde. Bunu da o yiizden. Belki
sOyle diistinmek lazim. Yani belli sektorlerde bence hemen uygulanabilir iste mesela
tarihi alanlar ya da iste. Diyelim ki bir seyin deneyimi ya mesela simdi seye gidiyorsun
mesela bergama'ya gittim, bergama'da simdi bir kazanilmig kisim var bdyle sey.
Akropol geziyorsun falan ama aslinda sehir senin aslinda gordiigiinde de devam
ediyor. Yani altinda devam ediyor. E orada tabii bdyle bir sey olsa wordy reality oranm
sen canlandirsam orada giindelik hayatinda tatli olur yani bdyle hani gergekten
istiyorsan hani dyle bir uygulama olsa ben ona mesela para verirdim herhalde onu
gérmek icin ve o benim mesela o tarihi alana bakisimi belki degistirirdi. Hani oradaki
sonra oradaki deneyimi farkilastirir falan filan. Yani o tiir seyler bence mesela belirli
sektorlerde kesinlikle ¢ok iyi. Ya da mesela iste sey mesela dizaynetegation dedigimiz
afet seyinde kesinlikle ¢ok iyi olur. Simdi mesela ¢alisiliyor ya da veya ¢alisanlar var.
Yani bu dijitallesmeyle birlikte mesela sen diyelim ki sey var. Soyle diigiin deprem
oluyor ve sen aslinda o Google gozliigii taktin. Ve sana o mesela belli komutlari aninda
veriyor. Suradan ge¢ bu yoldan git suradan ¢ik hani tsunami riski var. Yukarida su
yonden gidersen iste sag nasil diyeyim. Giivenle olacaksa bence siiper hani boyle bir
sey de tabi ama onun disinda bize hala o herhalde sosyal olarak sosyal bir sey
oldugumuz i¢in o seye ihtiyacimiz olacak. Hani yine bdyle bir aralik falan meselesinde
Oyle bir tensel bir seye ihtiya¢ olacak herhalde. Yani onu tam yani destekler diye
diistinliyorum. Maalesef heniiz sey arada yok yani mesela kamusal hizmetlerde ¢cok
yani smirli mesela gidiyor veya iste boyle bir asagidan yukari olan sey. Cok kapali
hala. Yani o seyin gelisimindeki o ara sey insanlar miidahale. Hala yani. Onun gelisimi
kat belki ama o iste ya asilacak ya da asilayacak bana alisacagiz. Oyle olabilir.

Speaker 1

Evet, tesekkiir ederim. Boliim son hakkinda ek goriisleriniz veya perspektifleriniz var
mi1?
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Speaker 2

Rica ederim. Yok, onu giizelmis. Umarim sevdigim istedigin gibi de devam eder.
Gortismeler tekrar sey yaparsin. Giizel bir konteks edinmigsin. Kolayda bir konu degil.
Hani sey giizel insanlarin tabi seyi ¢ok 6nemli kiiltiir buna yaklagim buna bdyle nasil
diyeyim yatkinlik. Evet. O dijitale aciklik kapalilik yani iste bir yandan mesela sey yas
falan diyoruz da mesela bazen 80 yasindaki insanlar ¢ok a¢ik olup her sey
kullantyorlar. Abi bakiyorsun bazen de 15 yasindaki insanlar hi¢ alakalar1 yok yani
higbir seyle yani bunu belki boyle o kaliplarla degil de baska tiirlii nasil geleneksel
kaliplarla bagka tiirlii incelemek lazim. Nasil bu iste aligkanliklar ya da bir sey olur
gibi? Hani ama tabii ben kesinlikle artacagim diisiiniiyorum. Ozellikle hizmetler
ozellikle sey ozellestik¢e daha da hani olacak. Umarim daha da iyiye dogru gider.

Expert G:
Speaker 1

Genel olarak arastirma konum, dijitallesmeyle mekansal bir bakis agis1 katarak
kamusal alanin algisini ve islerini nasil gelistigini inceleyen fiziksel kamusal alanlar
kavramini arastirtyor. Bu kavram zaten su anda var olan bir sey. Genelde fijital
kavrami pazarlamada kullaniliyor aslinda ama yeni yeni mekansallasmayla da
ilgilendirilmeye baslaniyor. Hibrit mekan olarak da bahsediliyor ama baz
arastirmacilar bunlarin farkin1 yapmislar yani ilerledik¢e bu konudaki degismeler. Bu
konu hakkinda ki sizin fikirlerinizi anlamak ve bu konunun tam olarak kullanilmayan
alanlara belki etkisine faydasini incelemek adina ugragmayip.

Speaker 2
Kullanilmadan kastin ne yani sehir i¢indeki kullanimi ve atil falan olan boliim.
Speaker 1

Evet atil onlar yani eksik kalmis, bos kalmis belki bina ¢apinda bile diistliniilebilir, yani
tagkisla nin bodrum kati olabilir. Bu gibi alanlarin yani kiiciik 61¢ekten biiyiik 6lcege
bliyiik dlgekten kiiciik 6lcege bu sekilde potansiyelini arastirmak istiyorum.

Speaker 2

Atillik durumunu biraz sey yapmak lazim. A¢mak lazim mesela simdi dedin ya sen
bodrum kat1 dedin. Bodrum katta aslinda ¢ok fazla islevi var. Bakarsan sey degil. Hani
atil kavrami biraz islevinde olmamasi kimsenin ugramamas: falan. Hani boyle bir
sekilde sey olarak da hani insan yogunlugundan da uzaklagmak gibi ya? Orasi1 o kadar
degil. Bir ¢ok aslinda islev var. Girilen c¢ikilan bir yer. Ama ne zaman gitsen tabii
kimse yok gibi goriiniiyor. Ciinkii belki mesela bu aydinlatmasi olabilir iste orada belki
her seyin ¢ok kapali yerlerde iste atdlyeler var, stiidyolar var hep kapali kapali da
oldugu icin belki hani insanlarin ¢ok boyle paylasamadigr bir alan oldugun olabilir
dedigin gibi mesela onu diisiinmek lazim. Nasil bir atillik?

Speaker 2

Evet, evet, sen peki bunu simdi kentsel mekanda m1 konusalim? Dimi sey yapmiyoruz.
Tamam bir yapi igerisinde gibi bakmiyor.

Speaker 1

Yok, hayir kentsel mekanda. Evet genel olarak. Genel kavramsal cergcevede
tanimlardan bahsetmek istiyorum. Kentsel ortamlarda fiziksel ve dijital unsurlarin
birlesimini anlatiyor. Akilli altyapi, artirilmis gerceklik veya kamusal alanlarda ki
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etkilesim, dijital ozellikler gibi ¢esitli sekillerde olabilir. Siz bu kavrami nasil
tanimlarsiniz? Ve bu bunun doniisiimdeki rolii ne? Bakis acilarmi anlamaya
amacgliyorum. Bu bdliimde oncelikle ilk soru olarak fiziksel ve dijital ortamlarin
birlestirilmesinin kamusal alanlar tizerindeki etkisini nasil degerlendiriyorsunuz?

Speaker 2

Simdi soyle, kendi alaninda mi1 anlatacagim, simdi kamusal alanlar1. Simdi deneyim
de fiziksel dijital deyince benim aklima bizim de bdyle. Son donemde ¢alistigimiz hani
aslinda sey ortamlarda geliyor. Bazi oyunlastirmayla mesela doniistiirebilecegimiz
ortamlar geliyor. Cok bu ara oyunlagtirma {izerine ¢alistyorum. Burada da mesela
boyle bir kamusal alan tarihi bir alan olabilir. Burasi genelde biz bir hikayesi veya bir
Oonemi olan bir yerde yapiyoruz. Hani kamusallik tercih ettigi bir parkta yapilabilir,
neden olmasin veya bagka bir iste toptanli alaninda da bu yapilabilir? Deprem
sonrasinda celigkili ama bizim yaptigim mesela bir tarihi bir mekan iizerinden aslinda
bu oyunlastirmayla o mekanin bilgisini ve iste farkindaligini arttirmak {izeredeydi.
Boyle bazi ¢aligmalar yaptim. Ben bunu 6nemsiyorum ¢iinkii sadece fiziksel olan bir
durum iste. Ne bileyim elinde bu haritayla gezmek aklima onlar1 getiriyor. Kamusal
alanda bir haritayla o mekani anlamaya calisiyor. Bak iste, onu sadece bir metni
okumaya ¢alismak 6nemli bir yerde bir kisitlayadabiliyor. Orada bazi iste mesela fizik
dijitalde baz1 seslerin geliyor olmasi, bir anlatinin olmasi iste veya iste gorsel olarak
dijitalde iste baska katmanlarin {istiine geliyor olmasi tabi bilgiyi artirtyor. Bu
bakimdan ¢ok bence olumlu, sonugta da var. Siz de hani 6l¢tiik boyle olumlu tarafi
var. Istersen ikinci soruya da bir yandan geceyim, ciinkii orada sanki. Seye de mi
soruyorsun? Oradan iste beyin efendisi'nin elbise falan. Evet. Evet, ikiye de
geciyorum. Bu arada simdi sdyle de bir sey var. Simdi tabii kamusal mekan su degil,
yani gelenekselle kamusal mekan ve hani fiziksel. Simdi kamusal mekan, kamusal
mekan yani onu deneyimleme bi¢cimimiz biraz degisimimiz. O bakimdan sey degil
yani hani bu kamusal mekanin bilmiyorum, yani kalitesini arttirir mi1 azaltir m1? Ciinkii
bunlar degisebilirler. Yani dijital bir durum. Evet onun bilgisini arttirabilir bu kesin.
Bilgi artiyor ¢linkii ses iste goriintii tamam mi? Bagska sey katmanlar geldigi i¢in
buradaki tabii katmanlagmayla birlikte oradaki deneyimledigimiz durup kesinlikle
artiyor. Ama bir yandan da hani geleneksel olan da su da var. Yani bir oraya bagka
tiirlii bir deneyimdi. Yani hani oturdum bir kahve icmek ve bir bir yerin kokusu. Simdi
bunlar da aslinda gelenekselle ilgili baz1 durumlar. Bunlar da ¢ok iyi. Ben kentsel
mekanda neresinde degilim iste bir yurt disina gittigimde giizel bir meydanda. Hani
meydanlar benim i¢in ¢ok keyiflidir. Meydanlarla ¢iinkii anlat anlarsin bir Avrupa. Bu
e orda evet oranin bi sesini duymak bi suyun siriltis1 bi boyle bi koku gelmesi, bi kahve
icmek. Hani bunlar da nemli ama tabii ki bu dijital medyanin tabii arttirilmasiyla hani
onlarla da bir deneyim yapilabiliyor ama bu mesela sey bir deneyim degil yani tamam,
ben burayi bununla gezdim. Senelik belki bir sey. Bir anlamayla ilgili o alani
anlamayla ilgili bir sey. Hangisini tercih edersin gibi belki sorsan. Bir anda hani boyle
bir belki daha hos bdyle? Uzun siireli bir deneyim i¢in koku ve seyi. Kattig1 icin.
Gerekse de bazi yonleriyle tercih ederim, onu da sdyleyeyim ama bir yandan da
dedigin gibi seyler. Bu tarafta da. Bana bdyle bilgi vermeyle ilgili kamu Ahmet giiniin
kamusal mekan de ¢ok genis birakmigsin ama gelme iste tarihi mekansa ben benim
oraya bir sekilde 6grenmem gerekiyorsa veya bir bilgi vermek i¢in bir egitimsel bir
yonde de gelistiriyorsak belki bunu hani o zaman ger¢ekten faydali olur. Yani bir
kerelik 2 kerelik hani o 6grenciye veya o kisiye onu §gretme anlaminda kesinlikle
faydasi olur. Ama birka¢ kere gidelim edelim orada o mekan1 hani seviyoruz. Hani
mesela sevgi ve aligkanlikla ilgili durum bence kesinlikle geleneksel de var. Hani
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ondan hi¢ ya da sey yapmiyorum. Yani o c¢ok ¢ok keyifli kamusal alan. Onu
birakamayi1z yani o 0yle dijital diinya stirekli hani sey olacak bir sey degil de boyle bir
katki saglayacak bir sey degil ama o geleneklerinde baska tiirli keyifleri var.

Speaker 1

Evet, burada da biraz kamusal alanlarin doniistimii ve dijitallesmenin. Hem bizim
kendi sosyal hayatimiza hem birbirimize nasil etkilesime girdigimizle alakali.
Taraflarini irdelemek istiyorum. Bu konuda igte kamusal alanlarin bazilarinin degisen
rolii ve dijital teknolojileri buralara entegre etmenin faydalar ve giigliiklerinden
bahsedecegiz. Sizce kamusal alanlarda dijitallesme araciligryla hangi kentsel sorunlara
¢Ozlim saglanabilir? Burada temel sorunlar yer alabilir. Kalabalik baz1 yasal seylere
bagli olmamasi, katilim eksiklikleri, yetersiz arazi kullanimi, giivenlik gibi endiseler
ben bahsedebilirsiniz.

Speaker 2

Anladim. Yani kalabaliklikla ilgili onlar aklima gelmedi. Yani sen bunu sdylediginde
ben yine kentsel sorun anlaminda tabii yani bir su olur, yani daha hizli bir. Mesela
belediyeyle oranin seyiyle, yerel yonetimiyle daha hizli bir iletisim kurma bence iyi
oluyor ki. Oradaki diyelim bir ¢op sorunu var, bir giivenlik sorunu var. Bunu hemen
iletebilmek aninda onun duyup yani orada bakin burada bir sorun var diyebilmek bence
dijital. Cok hizli saglanabiliyor. Sosyal medyada eger bunu katiyorsan, o da bence
benim. Benim tek seyim oralarda maalesef yani bizim kendi cihazlarimizin daha iyi
calismasi ama maalesef bu kamusal mekanlara konulan hani o tiir cihazlarda yani ben
de boyle maalesef gene ¢alismayacak m1? Gene tam bdyle. Clinkii kamusal alanda
oldugu icin de ¢ok fazla kullanilan dolay1 iste tepki vermesinde calismasinda bir
sikintilar olabiliyor. O rahatsiz edecegiz. Yani o onu nasil agildi demiyorum yani.
Ciinkii gergekten cok kullanildigr icin insanlar belki dogru kullanmadig: icin fazla
bastig1 icin Olmaya bagliyor ve. Gergekten bir rahatsiz edici bir sey yapiyor. Bununla.
Ugrasacagim, suradan yazarim veya bir yazili olarak bir indirim gibi olabilir. O daha
once belediyeyle iliski acisindan ¢ok ¢ok Onemli. Yani hizli bir sekilde ¢oziim
saglanabilmek. Bu dedigin gibi ama yetersiz arazi kullanin bir bilmiyorum yani orada
yine bu sekilde yerel yonetimlerle aslinda hizli bir sekilde iletisim kurmak icin
belediyeler bunu kesinlikle kullanabilirler. Bence hani OO noktada sey olabilir. Bagka
kamusal mekan. Tam yani mesela ne bileyim ¢ok kendi iste komsuluk. Oniindeki belki
farkla ilgili yani bende de ayni sekilde var ve ¢ok kullandigimiz bir fark var iste. Onu
cok fazla ilk baslarda ¢cok sorunu vardi. Ondan sonra iste bu veya baska bir bir mesela
aksamleyin belli zaten. Sonra ¢ocuklarin ¢ocuk parki 1siklar1 yanmiyor gibi ¢cok aslinda
temel sorunlar ve ¢cok hizli tepki verilmesi gereken ¢oziilmesi gereken sorunlar. Ama
iste orada ekiplerin gelip kontrol etmesi falan ¢ok. Oldugu i¢in. Bu hizlica dijital
araclarda aslinda ya o iligkinin kurulmasi bence ¢ok 6nemli olur. Ciinkii bakarsan yani
aslinda bir kamusal mekani1 ne kadar boyle? Hani istanbul gibi biiyiik bir 6l¢ekli kentte
bile farkli mekanlar1 kullansak da aslinda herkes kendi ¢eperindeki kamusal mekan
cok kullantyor. Yani iste parka gidiyoruz, onu orada bir yliriiyiis yapiyorsun, cocuguna
gotiirliyorsun gibi yani aslinda hepimiz kendi ¢evremizdeki kamusal alanlara. Konuyu.
O ylizden hani o yani hani bana ne deniyoruz? O yiizden hani bak boyle bir sey
oluyorsa hemen sdyleyelim ki hemen bir aksiyon alirsin, diizgiin bakilsin iste ¢igekler
falan o kadar ekildi edildi. Gergekten ¢ok ciddi bir emek veriliyor. Hani onlarin
yasanmasi da ¢ok dnemli. Bu noktalarda ben olumlu olacagini diisiiniiyorum.

Speaker 1

Diger bir soru, sehirlerde dijitallesmeyi hizlandiran temel etmenler nelerdir?
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Speaker 2

Dorde mi gectik? Ya bu. Bi Kere aslinda en 6nemli sey her seyin ¢ok takibi tamam
mi1? Yani dijitallestirme en 6nemli, buna yartyor aslinda. Belki burada bu dijital twin
kavramindan da dijital cins kavramindan da bahsedebiliriz. Cok ¢ok hizli bir sekilde
aslinda yapisal olarak. Hem ilk kamusal alandaki iste aydinlatmalardan tut oradaki
yani bir¢ok tabii sensorle o. Yada, ki eksikliklerin iste ve kameralarla 1 t tespit edilmesi
bir birebir dijital modeliyle birlikte cok hizli bir sekilde aslinda tepki verilerek onlarin
tamami iste ne bileyim bakimmin yapilmasi tamam. Bu bende dijitallerin de
dijitallesmenin en 6nemli seyim. Kamusal alan i¢in. Ciinkii diger tiirli gergekten is
cok yavag yani yonetilmesi de zor bir hale geliyor. Bu benim hi¢ 6nemli ve burda tabii
bunun i¢ginde. Var iste. Saglarim golden ¢ok dnemli. Mesela iste parkin iste sulamasi
ne kadar su harciyor, hangi mesela bugiin kar yagiyor, bugiin ne kadar sulama
yapilmali, tamam m1? Az yapilacak biiyiik ihtimal diine gére ondan sonra onun hesab1
yapilmasi ona gore su verilmesi. Yani bunlarin hepsi eger birebir eger dl¢iimlerle su
anda topragin nemi eger Olglilerek hemen bir digeri gidip de eger sulamayi
etkileyebilirse tabii bir ¢ok ¢ok 6nemli. O ylizden bu siirdiiriilebilir kavramina ¢ok
biiylik. Besleyebiliyor en biiylik seylerden bir tanesi o evet. Ya ben yine yerel
yonetimlerin hani kamusal alanlarin 6zellikle bakimi ve siirdiiriilmesi konusunda ¢ok
biiylik. Oldugunu diisiiniiyorum. Bu iste tavrindan.

Speaker 1

Bir sonraki sorum, dijitallesmenin hangi yonleri? Kamusal alanlarda kullanici
deneyimine ve memnuniyetine en ¢ok katki sagliyor.

Speaker 2

Yani sonugta. Sonuca bakarsak sonugta eger orasi bakimli ve sey olarak kaliyorsa, hani
ve tabii ¢ok bir stirdiiriilebilirlik konusu. Mesela ¢ok insanlarin gorebildigi bir sey
degil. Hemen benim belediyemin veya ¢evremin buna duyarli oldugunu bilmek tabii
beni yani duyarli vatandas olarak mutlu eder ama ben bunu direkt géremem. Yani ben
stirekli boyle ne kadar s1 harcaniyor benim simdi diye bakamiyorum. Bu tabii biraz
alttan giden hani alt. Ilgili bir. Oldugu i¢in hani halk neyi anlayabilir orada aslinda?
Kendi. Sorumlulugu ile ilgili kendi veya sikayet oldugu bir konuyla ilgili aslinda ne
kadar hizli tepki alindigin1 6nemser ya bu bu gayret ¢ok 6nemli. Ya ben orada bir cok
fazla, ¢ok yolsa almiyor dedigim zaman ve ertesi giin gittigimde eger onlar toplandiysa
benim o giivenim de artiyor. A diyorum, hemen hizli bir sekilde bir takip ediyoruz, sey
yapildi. Ben bu noktada hani yiirliyorum. Kamusal alanlarla ilgili yine mesela kamusal
olma seyler de girebilir. Sadece acik alan degil biitiin bunun bakkallar1 var seyi var.
Oradaki mesela gegen giin iste oradan iste pub 1sinmas ile ilgili sikintimi dile getirdim.
Hizli bir aksiyon beni aradilar. Yani yine dijitallestirmenin aslinda arayiizlerin hizl
calistigimi ve hizli tepki alindigini goriiyorum. Bu yonden de hani bu bir vatandas
olarak aslinda. En biiyiik seyi o artis1 o diye diisiiniiyorum. Yani hemen ben duyarliyim
veya x gibi duyarli olursam veya duyarli olmaya tesvik edersek. Dolayli olmay1 tesvik
edersek hani boyle hani bana ne degil de gercekten yani bir sikint1 varsa sdyliiyor ki
diizeltsin ¢linkii bu sonugta orada da bir film insan galisiyor ve yonetimi de zor
degilmis. Belediyecilik o bakimdan sey faydasi oldugunu diisiiniiyorum. Yani isin
tabii egitimi, eglencesi biraz daha isin seyi. Cok da hani? Daha eglencesi yani biraz
fotografta egitim konusunda kesinlikle hani artis1 olabilir ama kamusal mekanlardaki
egitime. Ne kadar var bilmiyorum ama mesela soyle bir egitim ¢alismamiz da oldu
dedim. Mesela yine bu elektrik seylerinin kullanilmasi konusunda insanlari
bilinglendirme ¢alismalar1 yaptik ve bunu dijital bir ara yiizde iste sey yaptik hani.
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Ciinkii insanlarin sunu mesela bilmiyorlar iste o mesela o arayislar1 2 kisi biniyorlar.
Veya sadece scooter siliren degil de. Ara siiriiciisii de ¢ok farkinda degil bu araglarin.
O yiizden hani onlar egitmek i¢cin mesela bir arayiiz olarak gelistirdik. Mesela bu da
aslinda bir egitim motive olarak distlniilebilir. Cok faydali. Hani eger
yayginlasabilirse insanlara kullanmasi saglanirsa hep de hani kiiciik yaslardan beri bu
biraz da dyle bir sey. Yani kiiciik yasta aslinda egitmeye, bag ana okuma, kresha bu tiir
egitim yani dijitallestirme durumunun oralardan verilmeye baglamasi lazim ki bunlar
sonrasinda artik. Yerlesmis olsun yani begeni yerlesecek. Ve ondan sonra. Cok daha
daha soracak diye diistinliyorum.

Speaker 1

Tesekkiir ederim. Evet, bir sonraki sorum dijital kamusal alanlarin sosyal etkilesimi
artirmada etkili oldugunu diisliniiyor musunuz? Hangi kosullarda da altinda daha
etkililer? Bunun i¢ine sosyal katilim, tasarim kullanim kolaylig1 ya da teknolojinin
kiiltiiri acidan kabul goérmesi gibi faktorlerden etkilenebilir. Yani bunda sizin
sOylediginiz gibi sOyle bir sey diislinebilirsiniz, tarihi bir mekanda insanlarin etkilesimi
arttirmasi i¢in yapilabilecek herhangi bir dijital enstelasyon.

Speaker 2

Hihi. Ama sosyal etkilesim derken 2 kisinin etkilesimi gibi. Kast ettin.
Speaker 1

Evet.

Speaker 2

Degil mi? Farkli etkilesimler. Yani, ¢iinkii orada bizim 6yle mesela ikili bir etkilesimiz
yoktu. Herhangi bir kisi degil de tekil olarak bireysel olarak kendi gezimle ve kendi
Ogrendim bilincim artti. Mesela o hedefimiz oydu. Biraz daha o alan1 mekansal seyi.
Algiy1 biraz daha arttirabilmek, daha fazla bir akilda kalic1 oynatin1 saglamak gibi
degil aslinda kaygimiz var. Daha ¢ok sosyal etkilesim kurma konusunda tabii aklima
tabii seyler de gelmeye basliyor. Hani sosyal medya araclari hani birbirimize iste
ekledigimiz arkadas oldugumuz yazistigimiz bir ¢ok aslinda sosyal sey aract whatsapp
gibi ama bunlarin bunlar aslinda bilmiyorum. Sant kamusal alan1 herhalde tabi reel bir
alan olarak diisiiniiyorsun ama orada aslinda ¢ok ciddi bir kamusal alana doniisiiyor.
Yani mesela linkedin. Cok ciddi bir kamusal olan. Orda bir siirii yani 1§ insaninin bir
arada oldugu ve islerini paylastig1 bir alan. O da bagka tiirlii bir kamusal atla tarif
edeyim dedi. Isler alanda ama bagka tiirlii bir sey nasil olabilir? He soyle seylerden
ilging olabilir gibi geliyor, belki uygulamalar1 vardir iste. Ne bileyim bizim de boyle.
Mesela bisiklet calismalarimiz var. Bisiklete binmeyi, iste eslik eden. Ondan sonra
hani orada belki iste ya ortak bir kayda da bulusan iste bisiklet siirmek gibi ortak iste
ne bileyim. Belli bir yasta cocugu olmak gibi insanlarin belki bulusmasini saglayacak
orada hani mesela bazi oyun gruplar1 kurduracak annelere veya iste ne bileyim bir
bisikletleri bir araya getirecek bir hadi hep birlikte. Bugiin kaza giinii sunun bisiklet
siirliyoruz, su seye tesvik edecek bu tiir mesela sosyal iliskileri artiran bir sey de ¢ok
keyifli oluyor, yapiliyor da bu arada. Bunlarin da o kamusal alanin da ¢ok ciddi. Ne
mesela iste. Istanbul sahil yolunda ¢ok fazla iste bu tiir etkinlik diizenleniyor. Oranin
kullanim1 artirtliyor, biiylidilkge araciligiyla burada da c¢ok etkili oldugunu
diisiinliyorum. Ciinkii dijital o sey olmasa, yani bdyle bir haberlesme ve sey olmasi da
miimkiin. Bagka tiirlii de olmaz. Yani o haberlesmenin ve iste ger¢ekten o katilimin da
artmasi ¢ok ¢ok dnemli. Diye diisiiniiyorum? Evet.
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Speaker 1

Evet, tesekkiir ederim. Konustugumuz seylerin belki atil alanlara olan doéniistiirme
potansiyeli ve. Yeniden canlandirma potansiyelinden hakkinda sorular soracagim.

Boyut kapasite ve konum sinirlandirmalarini géz oniinde bulundurarak kullanilmayan
veya az kullanilan kentsel alanlarin dijital yaklasimlarla doniistiiriilmesi konusundaki
diisiinceleriniz nelerdir? Mesela terk edilmis arazileri ya da belki tek bir parsel
binalarin arasinda kalmis bir boslugu kopriiniin atildaki bir herhangi bir yeri bu tiir at1l
alanlar interaktif parklara ya da alanlara doniistiirmek veya tarihi alanlarin elinden
canlandirmak i¢in iyi diigiin gonderimi kullanmak gibi bir seyler sayilabilir.

Speaker 2

Evet, evet, simdi tabii bu tiir alanlarin en biiyiik cocuk sorunu en basta giivenlik sorunu
clinkii isterseniz o kadar altinda kaldig1 i¢in belli maddi kullanicilari. Bir sekilde
espriler de oralara yerlesiyorlar. Simdi bdyle bir sorun var. Bir kere Once orayi
atilliktan ¢ikarabilmek i¢in biraz daha insanlarin hepsini kullanimini agmak igin de
once gilivenlik sikintisini bir ¢ozmek gerekiyor diyelim en basta o var. Tabii insanlar
kullanmaya basladik¢a orasi tabii biraz daha doniisiiyor. Bir iste bu atil olmasinin
getirdigi tabi bir pisligin artmasi, belki hizmetlerin oraya gitmemesi, aydinlatmanin az
olmasi gibi durumlarda var. Simdi bunlarin 6nce gercekten arttirilarak oranin bir
yasanir, bir hale getirilmesi lazim. 2 tabii mesela bdyle bir yerde miizik yayin1 gibi ne
bileyim biraz daha. Sesin artmasi insanin girmesi mesela bunlar énemli. O yiizden
once belediyenin yani bu noktalara bazi miidahaleler yaparak baglamasi lazim. Sonra
aklima dedigim gibi mesela bir bos bir partiler arada kalmis sey hep aklima bazi
yiizeyler geliyor. Yani yer belki duvarlar gevresine sey yapan kopriiyii ise kopri atil
hep tabi bu duvarlar sanatla ¢cok yapilabilir. Hani burada tabii aklimiza hemen hani
duvar iste grafiti gibi sanat isleri geliyor. Bunlar tabi daha hani analog yapilabilecek
elle yapilacak igler benim dijital serisi ne olabilir? Ciinkii orada mese olarak yasamaya
thtiyact olmak i¢in isin dijital tarafinda mesela orada nasil bir art1 olabilir? Ama hani
belki bir miizik yayini1 veya birilerinin ¢almasi iste bir sekilde oralarda bagli ¢linkii
ister istemez yani bdyle bir etkilesimli bir duvar veya sey normal bir kontrolii olan bir
mekanda bile ¢ok zor bir sekilde dayanirken hani dedim ya bozuluyor. Geliyor o vardi
ne kadar dayanabilir mesela onlar mesela gergekci degil. O yilizden bir sekilde dnce o
oranin mahalle mahalle halkinin oray1 benimse meslek gidiyor, geliyor olmasi lazim.
Yani ben dijjitallikten once gercekten reel olarak birebir. Cok 6nemli olacak. Sonra
belki dijitalli ve veya dijital mekandan bahsedebiliriz. Yani o orada bence hani asama
asama gidiyorsan dijitallik bence heniiz erken diye diisliniiyorum.

Speaker 1

Tamam, tesekkiirler. Peki sizce dijital teknolojilerin entegrasyonu, atil alanlarin
yeniden canlandirilmasi i¢in siirdiiriilebilir bir ¢6zlim saglayabilir mi?

Speaker 2

Saglayabilir ama. Gibi yani agsama asama oldugu i¢in yani 6nce onun oyuncagi
altiliktan ¢ikarip herkesin ugrak alani haline getirmek gergekten insanlarin birileri
gittigi tabii boyle bir sey de siirdiirmek igin ister istemez orada birilerinin siirekli
oluyor olmasi lazim. Siirekli olma deyince iste oraya bir sey mi agacagiz bir.

Ticaret alan1 gelecek kafe mi gelecek bir sey mi gelecek? Ve bu da sey degil, hos degil
clinkii stirekli. Bir para lizerinden donmesi de gilizel degil aslinda sadece paray1
verenlerin o mekani kullaniyor olmasi. O yiizden bu noktada iste yine aslinda belediye
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imkanlar1 devreye giriyor. Cok daha ucuz fiyata veya seyle hani boyle baz1 mekanlar
sunmasi1? Ciinkii istedigim zaman insanlarin oturmasini sagliyor. Yani kahve aldigim
icin oturuyor veya ne bileyim bilgisayarimi alip ¢alismak i¢in orada oturmaya basliyor
veya ¢ocugunu oynatmak i¢in oturmaya basliyor. Simdi 6nce bir kamusal olani ne igin
kullanildigini da basit bir sey yaparsak asil kim kullaniyor ciddi kullanicist spor yapan
bir kullanabilir. Ondan sonra hani spor aletleri gelebilir veya ne bileyim iste kaykay
yapanlar oraya girebilir yani. Siirekli bir rutinde birilerinin kullanmaya baglamasi
gerek. Ondan sonra dijital araglar evet yavas yavas gelir. Ondan sonra baska
teknolojiler entegre olur. Yani kaykaycilara oray: artik benimsediyse ve artik orada
¢ok onlara da uygun bir yiizey yaptiysak onlarin da keyif almasi i¢in ondan sonra evet
baska teknolojiler entegre edilebilir neden olmasi? Ama bu dedigim gibi biraz asama
asama. Yapilan da bir sey ya sosyal siirdiiriilebilir yani dedigim sey c¢evresel tarafi. Ya
tabii iste yine buranin iste bakimini da olmasi seyi var. Yani demin bakimi iste agac
varsa onun bakimi yilizeylerin bakimi, insanlarin oturabilecegi yerlerin veya ne bigcim
neyse oradaki aktiviteyi desteklemek icin mi bunlarin da boyle bir goz Oniine
alabiliriz? Ama iste dedigim gibi sey de vardi, ekonomik fayda var yani orada eger bir
sey bir ekonomi olarak doniiyorsam bu da Onemli. Yani donmesi de gerekiyor.
Gergekten hani her seyi de bdyle sadece bir yatirnm yapalim sey gibi degildir.
Gergekten bazi ekonomik seyi de donmesi gerekiyor. Dedigim gibi baz1 iste kamusal
kullanimlarla birlikte.

Speaker 1

Sizce genel olarak goriislerinizi sormak istiyorum. Fiziksel kamusal alanlarin daha
cazip, islevsel ve siirdiiriilebilir, kentsel ¢cevreden yaratmaya yardimci olabilecegini
diisiiniiyor musunuz? Eger evet cevabiniz nasil ve bunun uygulama bunu uygulamanin
ontindeki en biiytik engeller nelerdir ve bunlar nasil asilabilir?

Speaker 2

Kesinlikle hep diistiniiyorum. Ciinkii simdi birka¢ tane boyut var dimi yani 6nce bir
islevselleyin. Tamam yani buraya gergekten bu atil bir alan olabilir. Bagka bir sey
olabilir, bir kamusal alan olabilir. Yani iste evin ger¢ekten diizglin atama yani
insanlarin dnce oray1 kullanmaya baslamasini saglamak. Tamam yani burada bu iste
tarthi bir mekan olabilir. Kara surlarinda iste belli yerler hi¢ kullanilmadig i¢in veya
bazi gruplar tarafindan isgal. O yiizden hani seyde yani halk onu kullanamiyor. Boyle
bir durum var yani. Demek ki giivenlik buras1 i¢in 6nemli. Sonra yeni bir islem atama
onemli halkin ¢gogunlugunun kullanmaya baslamasi. Dedigim gibi yani ¢gocugun da
ondan sonra yetigkinin de sporcunun da hani aktif olarak kullanmaya baslamasindan
bahsediyoruz. Ciinkii bir yandan da bakarsak iste dijital araclar maalesef bizi yonden
de etkiliyor. Yani maalesef iste elimizdeki akilli cihazlar bizi rahatlastiriyor. Ne
yapiyor iste? Siirekli oyun oynama, siirekli vesaire o bizi eve tikliyor. Ciinkii kamusal
alan1 istiyoruz ki insanlarin. Gergekten aktif olarak yani kendinden sey yapacak bir
sekilde buray1 sey yapmasini saglamak, kullanmaya baglamasi saglamak. Simdi dijital
araglar bize ancak burada sunu da iste sey yapar iste bu dedigim gibi belediyeyle ve
oranin yoneticisi kimse yani yerel yonetimi. Nasil bir grupsa onlara, 6rnegin direkt sey
vermem birebir iste siirdiiriilebilirligi konusunda. Iste atik yonetiminde olabilir. Bu iste
buna kagitlarinda toplanmasi olabilir, iste sportif faaliyetler. Gergekten kiiltiirel
etkinlikler ¢ok ¢ok Onemli oluyor, iste sportif faaliyetlerin belki sabah yugasi
yapiliyor, iste baska tiirlii kosu ekibi var. Bunlarn sey yaparak halkin katilimini
saglamak, yine oradan iletisim kuruldugu i¢in sdylilyorum. Haberlesme alacagim iste
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ne bileyim bu genelde yaz aksamlar1 daha giizel havalardir iste, ne bileyim miizik.
Konser gibi grup sey. Gece de kullanmak.

Kullanim biraz daha rahat oluyor ama altilar onlarda gece kullanimi. Sikintili
bulabiliyor. Hani aydinlatmalarimin da isin i¢ine girmeye bagladi. Bu tiir etkinliklerin
arttirllmasi iste ne bileyim ¢ogu bu sekilde bdyle ailece yapilabilecek oyunlar biraz
aileyi de ¢ekmek tabii 6nemli. Ciinkii ¢ocugu da tek basina birakabilecegim igin aile
etkinliklerinin de ¢ok yogun bir. Yapilmast gerekiyor. Hep bunlar dijital araclarda
desteklenebilir. Eger dedigim gibi orada eger boyle bir egitimine yonelik ya bu. Tiizel
miras alaninda olabilir, bagka tiirlii bir seyi egitme de olabilir. Belki atik ydnetimi
konusunda ¢ocuklara ara ara egitim vermek. Tamam, bagis yapiyorsunuz ama yeni
nesilde birazcik bu dijital diinyaya ¢ok asina oldugu ve onun da o oyunlastirmay1 falan
da sevdigim i¢in belki onlarin bazi iste bazi arayiizleri onlar1 katarak iste onlarin belli
seyi toplamasini saglamak, eski sey, oyun gibi. Bir ka¢ ¢ocukken sehirde toplu
gbokalamak falan gibi belki o tiir eger veya iste ne bileyim sey oyunlar tabi ¢ocuklarin
da bir yandan daha iyi entegrasyon olmasini saglayabilir. Yani bu tiir hassas
kiiltiiriinde. Giderek sorularinda diyorum. Bunun 6niinde bir engel. Yani nasil var? E
tabii bu ara yiizleri gelistirmek, maliyet belli. Ekiplerin bunlarla ¢aligsmasi ve hani
bunlar1 gelistirmesi gerekiyor. Bence burada yine geng ekipleri. Is diisliyor. Hani geng
ekipler bu tiir arayiizleri oyunlastirma arayiizlerini ¢ok da rahatlikla gelistirebilirler.
Tabi belli bir seye de hitap ediyor. Yani su anda tabi 50. 50 yas diyelim, hani 50 60
yasa kadar dijital okuryazarlik ¢ok tabii yiiksek ama tabii ya su anda 60 ve ne kadar
iste boyle? Sosyal medyay1 da kullansa da yine de bir noktadan sonra hani oraya bir
giivensizlikte var yani aynisini o teknolojik bir giivensizlik olabiliyor. O yiizden boyle
bir bence engeli olabilir. Insanlar da eger bu tabi bu ara yiizlerin iyi ¢alistigin1 ve
oralardan yaptig1 sikayet veya ne bileyim onerileri veya iste oradan bir fayda sagladin
goriirse kullanir. Diye diisiiniiyorum. Bir de son soruya mi1 geldik?

Speaker 1

Son soruya geldik. Fijitaller, kamusal alanlar hakkinda ek goriisleriniz veya
perspektifleriniz var mi1?

Speaker 2

Var, yani gercekten simdi tabii sadece iste dijitallik degil yani kamusal alanin dncelikle
kendi ¢cevremde de kendi sehrimde de ¢ok arttirilmasi bir kere seyim var. Yani bu bu
konuda evet ciddi yatirimlar ve ¢aligmalar yapiliyor ¢linkii maalesef dyle isgal etme
ve hani o alan1 kapatma yoniinde de ¢ok biiyiik boyle seyler var. Onlar1 da goriiyoruz.
O yiizden 6nce bir kamusal alan kavrami bizde bir gelisecek. Yani herkes bunun i¢ine
talep edecek ve hadi sadece istanbul'un boyle yiiksek sehri. Yiiksek gelir ilgeleri degil.
Her ilgede gercekten ve belli caplarda fark iste spor alanlari. Bir kere bunlar ¢ok
artmali. Yani bu bunlar talep de edilmeli. Ya ben bdyle bu ara sokaklarda bu kadar
sikigik bir seyde yasamak istemiyorum zaten deprem gergegi var bizim. Ciinkii o
kamusal alanlar1 bizim. Acil durumda toplanma alaninda kullanmak ve orada yasama
durumumuz da var. Yani bu da bir yer. Ger¢cekten efendim, ben demek ki burada sey
yapacagim ve ben belki bu kamusal alanda acil durum konteynerlerimi iste oradaki
seyimi de tutacagim. Yani bu tiir deprem farklar1 daha da ¢ok vardi. Maalesef azaldi.
Simdi bunlar1 bir kere hemen canlandirmak ve bunun ¢ok ciddi planlamasini yapmak
gerekiyor. O yiizden acil durum planinda hani ger¢ekten benim hangi nerede toplanma
alanim neresi orada neyi elde edebilecegim iste ne bileyim nasil bana bir hizmet
verilecek. Boyle bir acil durumda hazir ¢adirlar var mi, sey var mi1 yani oray1 bir sekilde
insanlarin toplanacagi ve gercekten acil durumda. Sey yapabilecegim barinabilecegi
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bir alan halinde de planlama ¢ok ¢ok 6nemli ama onun disinda normal hayatimizda da
yani buralarin insanlarin her giin nefes alacagi deyip sporunu yapacagi, cocugunu
gezilecegi biri olarak tanimlanmasi gerekiyor. Dijitallikte bunun tabi seyimizin oldu
diyor. Burada i¢cinde bunu noktada gergekten bu dijital araglar bizi bir¢ok noktada iste
faydali oluyor demin de hani 6zet. Dedim, daha ¢ok bir ekleyecegim sey yok ama ne
yapilir? Tabii ki bu araclarin kapasitesi genisletilir. Yani benim buradaki deneyimim
farkli noktalarda arttirilabilir. Yani ben nasil ki benim su anda dijital iste saatim benim
biitiin tansiyonumu filmi 6l¢tiyor degil mi? Yani buradaki park igerisindeki hareketim
de bir ¢cocugun hareketi de belki hangi en en fazla nerede iste ne bileyim sey yapiliyor.
Ona gore belki planlamanin degismesi ben buradan real bir veri alabilsem belki belli
noktalara higbir yatirim bile yapmama gerekir. Oralar kullanilmiyor otomatikman. Sey
olmamis abi ama insan bu tarafi kullaniyor veya bu tarafta yiirlimeyi seviyorlar veya
su agac buraya duacisindan daha az su kullaniyor ya daha iyi bak buranin iklime daha
1yi adapte oldugu bunun bilgisini alsam o agaclar1 ben sey yaparim dimi yani bu tiir
veya buradaki insanlara bdyle biling diizeyi zaten yiiksek. Bak su ¢Opii ¢oregi
atmiyorlar veya bak burada iste demeyelim. Bazi konteynerler koysak iste insanlar.
Eski kiyafetlerini getirirse konusma belediye alsa falan gibi yani bazi boyle
yardimlasma durumlar1 da konabilir. Aklima mesela sey geldi. O ¢ok muhtesem bir
uygulama. Tabii bizde henliz yok iste. Ne bileyim benim attigim ¢opilin de mesela
tartilmast ve ona gore benim aslinda sey yapmam. Mesela vergilendirme ben
mevcutlebiliyoruz. Mesela ne kadar az c¢ok atacagim, ne kadar az plastik
harcayacagim, ne kadar kagit mesela giinde veriyorum. Belki verdigim kagit kadar
veya verdigim sise kadar bana belli kontroller verebilir. Bu sekilde bunlar hafta igsel
araglarla rahat takip edilebilen seyler ve insanlar tesvikte eder. Bu noktada ¢okta biiyiik
fayda saglar diye diisiinliyorum. En biyiik faydasi da gercekten herhalde bunu
stirdiiriilebilirlik noktaminda olur.
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