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Oz

Video oyunlar bir sektor olarak ¢apimni genisletmeye ve yeni hedeflere ulasmaya devam ediyor. Bazilar
icin, sektdriin finansal kazamim ile ¢ok yakindan baglantili olmasmdan 6tiirii, video oyunlarin sanat
eseri sayillamazken digerleri, ilk gruba nazaran video oyunlara kars1 daha sempatik yaklasir ve video
oyunlarm sanatsal potansiyelini irdeler. Durmaksizin gelisen teknolojisiyle, video oyunlar
yapimcilarina degisik hikayeler yaratip video oyuncularla etkilesime gegebilecekleri cesitli yontemler
sunar. Bu olusumun sagladig1 sanatsal 6zgiirliik, gelecegin nasil olabilecegini merak edip, fantezi
kuran sanatgilar i¢in ilging bir arag olabilir. Video oyunlar da kitaplarin ve filmlerin ¢okga inceledigi
transhiimanizm ve posthiimanizm konular: {izerinde durmusglardir. Video oyunlarin, ¢coktan var olan
sanat eserleri ile arasindaki bu benzerlik, video oyunlarmi sanat eseri olarak sayilmasmin vaktinin gelip
gelmedigi sorusunu akla getirir. Bu ¢alisma, son zamanlarda sik¢a adi gegen video oyunlarin sanat
potansiyelini, video oyunlardaki transhiimanist karakterleri incelemek ve var olan sanat dallar
arasindaki benzerlikleri gostererek cevaplandiracaktir.
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Abstract

Video games as an industry continues to grow in scale and reach new milestones. Accelerated
popularity of the medium has surfaced debates among the academia about the nature of video games.
For some, video games cannot be considered works of art due the industry’s relation to financial profit.
While others are more sympathetic than the former and see the potential ways video games can produce
art. With its ever-growing technology, video games provide interesting ways for game designers to
make stories and interact with players on various ways. Artistic freedom the medium provides can be
an interesting tool for those who wish to fantasize and envision what the future may look like. Video
games have explored similar topics of transhumanism and posthumanism that film industry and novels
have discussed. The similarity video games have with existing styles of art raise the question if it is
about time video games should be considered art. This study focuses on the hot topic of video games
as an art form through transhumanist characters seen in video games.
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