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Sanat ile Fiziksel Mekanin Arasinda

Bati modernizmi 6ncesinde, diinyayi resmetmenin, baska bicimlerde
temsilinin pek de batili olmayan yollari vardi. Japon tarihciler, Japonlarin
duinyayi farkli bir sekilde deneyimledigi, gordtigl ve anladigi bir donem olarak
12. ylizyila isaret eder. Bati ve onun resimsel geleneklerinden farkl olarak

bir perspektif kurali, bir geometriye dayanarak alinan bir odak noktasi ya da
diinyanin nesnelestirilmesi gibi bir bakis s6z konusu degildi. Mekan katmanli
bir yapiya sahipti ve géz yatay diizlemde hareket ediyordu; isin gortldigu

bir bakis noktasi yoktu. Bu da yapitin izlenmesini etkilesimli bir stirec haline
getiriyordu; izleyici adeta yapiti yaratma isine dahil oluyordu. Japonlar 6znel
ve nesnel olani bulaniklastirmis ve resmi iceriden gorsellestirmisti.

Bu tur bir resim izleme veya yapma bicimi Japon cagdas sanat kolektifi
teamLab'in calismalarinin temelini olusturuyor. teamLab, glinimz bilgi
dinyasinda insan davranislarini inceledikten sonra, izleyicinin mizenin fiziki
mekaninin icine dalip aslinda sarmal bir yapidaki tic boyutlu bir mekanin
icinde kendilerini kaybedebilecekleri bir diinya yaratmis. teamLab'in kurucusu
Toshiyuki Inoko bu konunda s6yle diyor:

"GUnumuz Tokyo'su insanlarin yarattig bir gercek ve gercek olmayan
dinyalar karmasasi; tipki manga, animasyon, oyunlar ve internetin
kurgu diinyalari gibi... Gortldtugu tzere Japonlarin her zaman kurgu
ve gercek diinyalari birbiriyle karistirma becerisi olmustur. internetin
ortaya cikisiyla birlikte insanlarin kendilerini yeniden tahayytil
edebilme yollari inanilmaz bir sekilde cesitlenmis ve bu Tokyo'nun
sokaklarina yayilarak yeni bir gercekligi ortaya cikarmistir.”

Inoko’nun bazi sanat formlarinin yarattigi kurgu diinya ile temelde
etkilesimli olan bir dijital sanat yapiti arasindaki farka cektigi dikkati hesaba
katarsak, teamlLab’in amaci belirginlesiyor: gercekle iliskimizi derinlestirmek.
Borusan Contemporary'de goriilebilecek olan Sinirlarin Otesindeki Kelebeklerin
Kanat Cirpisi'nda da goruldugt Gizere sanat yapitinin geleneksel sinirlari
ortadan kalkiyor. Kelebekler projeksiyonun yansidigi duvarda ortaya cikip
duvardan monitérlerin icine ucmaya basliyor. Monitér ve projeksiyonun
yansidigi duvar arasinda ileri geri ucarken bir teknolojiden digerine gecis son
derece miikemmel bir sekilde gerceklesiyor. Bu bize, Andre Malraux'niin

elli yil 6nce gelecegin mizesinin “duvarsiz bir mize” olacagi yonindeki isabetli
tesbitini hatirlatiyor. Yerlestirmenin ve bu yazinin adindan da anlayacaginiz
gibi, teamLab izleyicinin sanat yapitinin mekani ile fiziki mekan arasinda gidip
gelecegi bir deneyim sunuyor.

Ikkan Sanada ve teamLab’e degerli yardimlari icin tesekkdir ederim.

Between Art and Physical Space

Prior to the tremendous impact of Western modernity, there were
non-Western ways of depicting the world, other forms of its re-presentation.
Japanese historians point to the 12" century as a time when Japanese people
had a different way of experiencing, seeing and understanding the world.
Unlike the West and its pictorial traditions, there were no rules of perspective
nor one focal point, based on a geometry or the idea of objectification of the
world. Rather, the space appeared layered and the movement of the eye

was horizontal, so there was no one point from which to view the work.

As such, the experience of seeing the work was interactive, insofar as the
viewer became involved in creating the work itself. In other words, the
Japanese blurred the subjective and the “objective”, visualizing a picture
from the inside.

This way of viewing and making a picture is central to the Japanese
contemporary art collective teamLab. Through their investigation of human
behavior in the information era of today, teamlLab have responded by creating
a world where audiences immerse themselves in the physical space of the
museum and lose themselves in a 3D virtual space that is an immersive
physical space. teamLab founder Toshiyuki Inoko remarks:

“The Tokyo of today is a confusion of reality and the non-real worlds
that people have created; such as the fictional worlds of manga,
animation, game and the internet... As can be seen...the Japanese have
always had this ability to mix the fictional and real worlds. Now, with the
birth of the internet there has been a huge explosion of the ways people
are able to re-imagine themselves, and this has spilled over into the
streets of Tokyo to become the new reality.”



The ambition of teamLab is evident here as Inoko makes a distinction
between the fictional world that some art forms have heightened and the
development of a digital art that is fundamentally interactive, deepening
our relationship with the real. Artworks' traditional boundaries are broken,
as in Flutter of Butterflies Beyond Borders shown at Borusan Contemporary.
Butterflies first appear on the projected wall space, then they fly around freely
from the wall space into the space of the monitors. The transition from one
medium to another occurs smoothly and naturally as they fly back and forth
between the monitors and the wall continuously. This takes us one step closer
to Andre Malraux’'s famous remark, more than fifty years ago, about the future
museum being a “museum without walls". As both the installation and title
of this essay suggests, teamlLab have created an experience where audiences
move freely between the space of art and physical space.

I would like to thank Ikkan Sanada and teamLab for their invaluable assistance.
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(i) Sinirlarin Otesindeki Kelebeklerin Kanat Cirpisi
(ii) Bosluk

(i) Sinirlarin Otesindeki Kelebeklerin Kanat Cirpisi ve (ii) Bosluk projeksiyon ve
doért kanalli monitort birlestiren bir dijital calisma. Bos, aydinlatiimamis bir
duvar tzerinde kelebekler belirmeye basliyor (projeksiyon cihazindan) ve
daha sonra bos monitérlere ucuyorlar. Projeksiyon ve monitor arasindaki fiziki
sinirlar bu iste ortadan kaldiriimis ve ikisi birbirine miikemmelen entegre
olmus durumda. Duvar projeksiyonundan monitére ve monitérden duvar
projeksiyonuna gerceklesen yumusak gecisler bos monitérlerde daha belirgin
ve hayret verici bir hal aliyor. Duvara projeksiyonla yansitilan kelebekler
dokundugunuzda 6liyor, ancak monitérlerin icinde ucusurken hicbir sey
olmuyor. Kelebekler izleyicinin hareketlerine gére ucuyor ve tim calisma
strekli bir degisim halinde ve ayni durum da asla tekrarlanmiyor.

(i) Flutter of Butterflies Beyond Borders
(i) The Void

(i) Flutter of Butterflies Beyond Borders and (ii) The Void create a combined
digital work with both a projection and a four-channel monitor: On a blank,
unlit wall, butterflies emerge on the wall (as a projection) then fly into the
blank monitors. The physical boundaries between a projection and a monitor
are eliminated and connected seamlessly. The smooth transition from the
wall projection to the monitor area (and vice versa) is more evident and
astounding with the blank display monitors. The butterflies “die” when
someone touches them while they are projected on the wall but do not die
when they are flying inside the monitors. The butterflies’ flight is altered by
the behavior of the viewers and the entire work continues to change and the
same state will never be repeated again.

(i) Sinirlarin Gtesindeki Kelebeklerin Kanat Cirpisi
2015
interaktif dijital yerlestirme

(i) Flutter of Butterflies Beyond Borders
2015
Interactive digital installation

(i) Bosluk

2016

Dijital calisma, dort kanalli
Ed.1/6

(ii) The Void

2016

Digital work, four channel
Ed.1/6



Soguk Hayat

Soguk Hayat ¢ boyutlu bir sanal mekédnda modellenmis ve Japonca hayat
anlamina gelen “4" karakterini bir agacin Uistiine yazan bir dizi kaligrafik

firca darbesinden olusuyor. Zaman gectikce, organik tipolojilerin icinde cesitli
formlar cikmaya basliyor. Bilgisayar grafiginde, tipki bu iste oldugu gibi, cok
sayida veri iceren agkafes modeller lic boyutlu nesneler olarak gorsellestirilir.
teamLab Uc¢ boyutlu gorsellestirmeyi en temel sekliyle 6rneklerken yine de son
derece komplike ve ayrintili bir yapiyr korumayi basariyor.

Cold Life

Cold Life is a calligraphic series of brushstrokes, modeled in a virtual three-
dimensional space and metamorphosing the Japanese character ‘4’
(meaning “life") into a tree. As time passes, various forms begin to grow
from within the organic typologies. In computer graphics, similarly in this
digital work, wireframe models with high levels of data are rendered into 3D
objects. teamlLab exemplifies 3D rendering in its stripped-down state while
maintaining a highly complex and elaborate construction.

Soguk Hayat

2014

Dijital calisma
7'15", strekli dongt
Kaligrafi: Sisyu

Cold Life

2014

Digital work
7'15", loop
Calligraphy: Sisyu




Su Parcaciklarinin Evreni

Su Parcaciklarinin Evreni bilgisayarda simule edilmis bir ortamda kurgulanmis
bir calisma: yliz binlerce dijital su parcacigi oyulmus sanal bir kayanin
tepesinden asagi bosaliyor. Tam olarak fizik kanunlarina gére akan bir selale
yaratmak icin de bir bilgisayar bu parcaciklarin hareketlerini hesapliyor.
Parcaciklarin % 0,1'i secilip onlara gére cizgiler cekiliyor. Bu cizgilerin sinls
degerleri, ekranda bir selale olusturan su parcaciklari arasindaki etkilesime
bagli. Bu calisma, doganin yayilarak genislemesi ve yenilenmesinin
sinirsizligina bir 6vgl kabul edilebilir.

Universe of Water Particles

Universe of Water Particles is set within a computer-simulated environment:
hundreds of thousands of digital water particles are poured over a sculpted
virtual rock. A computer calculates the movement of these particles to
produce an accurate waterfall simulation that flows in accordance with physics
laws. 0.1 percent of the particles are selected and lines are drawn in relation to
them. The sinuousness of the lines depends on the overall interaction among
the water particles, forming a cascade on the screen. The work celebrates
nature’s infinite unfolding and regeneration.

Su Parcaciklarinin Evreni

2013

Dijital calisma, stirekli dong

Ed. 4/6

Borusan Cagdas Sanat Koleksiyonu

Universe of Water Particles

2013

Digital work, five channel continuous loop
Ed. 4/6

Borusan Contemporary Art Collection




Siyah Dalgalar

Su, ylz binlerce parcacigin etkilesimi hesaplanip stirekli bir su kitlesi olarak
ifade ediliyor. Bu yaklasim, kayalarin arasindan dokulen su parcaciklarinin bu
sirada birbiriyle etkilesimini kapsayan uzun bir hesaplama sonrasi ortaya ¢ikan
Su Parcaciklarinin Evreni’'ndeki hareketli gértinttlerinkine benziyor. Yalniz Siyah
Dalgalar'daki su dalgalarinin hareketleri bilgisayarla olusturulmus tic boyutlu
bir mekanda simile ediliyor. Dalgalari ve parcaciklarin hareketini cagristirmak
icin suyun ylzeyindeki parcaciklarin bir kismi aliniyor ve parcacik hareketlerine
gore cizgiler ciziliyor. Ug boyutlu mekanda olusturulan tic boyutlu dalgalar,
daha sonra teamLab'in “ultra 6znel mekan" olarak tanimladigi bir video isine
donustaraltyor.

Black Waves

The water is expressed as a continuous body of water by calculating the
interactions of hundreds of thousands of particles. The strategy is comparable
to the moving images of Universe of Water Particles that are created after a
lengthy calculation of water particles falling down through the rocks and
reacting to each other in the process. In this case the movement of waves of
water in Black Waves is simulated in a computer-generated, three-dimensional
space. To express the waves, the behavior of the particles at the surface of the
water was then extracted and lines were drawn in relation to the movement
of the particles. The 3D waves created in a 3D virtual space are then
transformed into a video artwork in accordance with what teamLab considers
as "Ultra Subjective Space.”

Siyah Dalgalar
2016

Dijital yerlestirme
Strekli déngt
Ed.1/4

Black Waves
2016

Digital installation
Continuous loop
Ed. 1/4



Cicekler ve insanlar Kontrol Edilemez,
Birlikte Yasarlar: Her Saat Bir Yil Boyunca

Cicekler ve Insanlar Kontrol Edilemez, Birlikte Yasarlar: Her Saat Bir Yil Boyunca
bir bilgisayar programi araciligiyla gercek zamanli olarak olusturulmus

bir yerlestirme. izleyici ve yerlestirme arasindaki etkilesim yapitin siirekli
degismesine yol aciyor. Karanlik odayi cevreleyen duvarlarda, filizlenip
biiyliyen, cicek acan ve solan cesitli cicekler goriiltiyor. izleyici bir duvarin
bir metre 6nlinde hareket etmeden durdugunda, énlerinde yeni cicekler
filizlenmeye basliyor. Duvardaki ciceklere dokunduklarindaysa, cicekler
yapraklarini birden dokiip soluyor. Bu calisma, insan ve doga iliskisine
odaklaniyor ve doga ile insan, dogum ile 6ltim arasindaki hassas denge ve
mesafenin ne kadar 6nemli oldugunu gosteriyor.

Flowers and People, Cannot be Controlled but
Live Together - A Whole Year per Hour

Flowers and People, Cannot be Controlled but Live Together - A Whole Year per
Hour is an installation created in real time by a computer program. The images
are neither pre-recorded nor played back on loop. The interaction between
the viewer and the installation causes continuous change in the artwork. The
walls surrounding the dark room constantly depict the various flowers that
spring up, grow, blossom and wither. When viewers stand still in front of a
wall about one meter away, new flowers spring up in front of the viewers.
When the viewers touch the flowers on the wall, the flowers start losing their
petals all at once and fade away. In short, this work is about the relationship of
people and nature. It shows how important the delicate balance and distance
is between nature and human, and birth and death.

Cicekler ve insanlar Kontrol Edilemez,
Birlikte Yasarlar: Her Saat Bir Yil Boyunca
2015

interaktif dijital yerlestirme

Ses: Hideaki Takahashi

Flowers and People, Cannot be Controlled
but Live Together - A Whole Year per Hour
2015

Interactive digital installation

Sound: Hideaki Takahashi



Sanatci
Artist

teamlLab
2001 yilinda Toshiyuki Inoko ve dért arkadasinin kurdugu teamLab,
calismalariyla sanat, teknoloji, tasarim ve doganin kesisme noktalarinda
dolanan disiplinlerarasi bir sanat kolektifi. Eski donem Japon sanati ile cagdas
anime formlarina siki sikiya bagli olan teamLab, Japonlara 6zgt bir uzam
algisiyla bilgi caginda insan davranisini irdeliyor ve toplumsal yapinin gelisimi
ile ilgili yenilikci modeller Gneriyor.

2011'den bu yana, Singapur Bienali (2013), Paris'teki Grand Palais'nin
6n cephesine yansitilan bir projeksiyon calisma (2015) ve Harvard
Universitesi'nin Raddcliffe Enstittisti'ndeki JFK Galerisi'nin solo acilis sergisi

(2015) dahil olmak Gizere Asya, Kuzey Amerika, Avrupa'da bircok sergi actilar.

teamLab'i Ikkan Sanat Galerisi (Singapur) ile Pace Galeri (New York)
temsil ediyor.

www.team-lab.net

Founded in 2001 in Tokyo by Toshiyuki Inoko with his four friends, teamLab

is an interdisciplinary art collective whose practice seeks to navigate the
confluence of art, technology, design and the natural world. Rooted in the
tradition of ancient Japanese Art and contemporary forms of anime, teamlLab
operates from a distinctly Japanese sense of spatial recognition, investigating
human behavior in the information era and proposing innovating models for
societal development.

Since 2011 they have had solo exhibitions across Asia, North America and
Europe, including participation in the Singapore Biennale (2013), a projection
work on the facade of the Grand Palais, Paris (2015) and an inaugural solo
exhibition of JKF Gallery at Radcliffe Institute, Harvard University (2015).

They are represented by Ikkan Art Gallery (Singapore) and Pace Gallery
(New York).

www.team-lab.net

Kirator
Curator

CHARLES MEREWETHER

Gurcistan'in Tiflis kentinden yasayan Charles Merewether ayni zamanda
bélgedeki muzelerle de calisiyor. Edebiyat ve felsefe okuduktan sonra sanat
tarihi alaninda doktorasini yapan Merewether Avustralya, Meksika, ispanya,
Kuzey Amerika, Singapur ve Hong Kong'daki Universitelerde ders verdi.
Bugtine kadar Meksika'daki Monterrey Cagdas Sanat Mizesi'nin acilis
kiratorltgt (1990-1994), Los Angeles'taki Getty Center'daki arastirma
enstittstinin ktratorlugt (1994-2003), Sydney Bienali'nin sanat yénetmenligi
(2004-2006), Abu Dhabi'ki Saadiyat Island Cultural District direktor vekilligi
(2007-2008) ve Singapur'daki Cagdas Sanatlar Enstittist direktorlugu
(2010-2013) gibi gorevler tstlendi. Makalelerinin yani sira yayinlari arasinda
After Memory: The Art of Milenko Prvacki, 40 Years (2013) adli monografi,

bir cildinin es editorltgini yaptigi After the Event adli deneme derlemesi
(Manchester University Press, 2010) ve kendi yazdigi Under Construction:

Ai Weiwei (2008) bulunuyor.

Charles Merewether lives in Tbilisi, Georgia, working with museums in

the region. He received his PhD in art history, after studying literature and
philosophy. He has taught at universities in Australia, Mexico, Spain, North
America, Singapore and Hong Kong. He worked as the Inaugural Curator for
the Museo de Arte Contemporaneo de Monterrey, Mexico (1990-1994),
Curator at the Research Institute at the Getty Center in Los Angeles
(1994-2003), Artistic Director of the Sydney Biennale (2004-2006), Deputy
Director of the Cultural District, Saadiyat Island, Abu Dhabi (2007-2008)
and Director of the Institute of Contemporary Arts, Singapore (2010-2013).
Apart from articles, his recent book publications include the monograph After
Memory: The Art of Milenko Prvacki, 40 Years (2013), a co-edited volume

of essays After the Event, (Manchester University Press, 2010) and author of
Under Construction: Ai Weiwei (2008).



Yapitlar
Exhibition Checklist

(i) Siirlarin Otesindeki Kelebeklerin
Kanat Cirpisi

2015

interaktif dijital yerlestirme

(i) Flutter of Butterflies Beyond Borders
2015

Interactive digital installation

(i) Bosluk

2016

Dijital calisma, dort kanalli

Ed.1/6

(i) The Void

2016

Digital work, four channel

Ed. 1/6

Soguk Hayat

2014

Dijital calisma
7'15", stirekli dongt
Kaligrafi: Sisyu
Cold Life

2014

Digital work

715", loop
Calligraphy: Sisyu

Su Parcaciklarinin Evreni

2013

Dijital calisma, stirekli dongt

Ed. 4/6

Borusan Cagdas Sanat Koleksiyonu
Universe of Water Particles

2013

Digital work, five channel
continuous loop

Ed. 4/6

Borusan Contemporary Art Collection

Siyah Dalgalar

2016

Dijital yerlestirme, stirekli dongu
Ed.1/4

Black Waves

2016

Digital installation, continuous loop
Ed. 1/4

Cicekler ve insanlar Kontrol Edilemez,
Birlikte Yasarlar: Her Saat Bir Yil Boyunca
2015

interaktif dijital yerlestirme

Ses: Hideaki Takahashi

Flowers and People, Cannot be Controlled but
Live Together - A Whole Year per Hour

2015

Interactive digital installation

Sound: Hideaki Takahashi

Perili Kosk

Borusan Holding'in ve koleksiyonun ev sahipligini yapan Perili Kosk, kokli ve
6nemli bir tarihi gecmise sahip. Rumelihisari'nin tarihsel acidan en 6nemli
binalarindan ve istanbul mimari mirasinin 6nde gelen érneklerinden olan
Yusuf Ziya Pasa Késki'nlin yapimina 1910'lu yillarda baslandi. Késkin 6zgtin
yapisi teraslar haric dort bucuk katli olmakla birlikte, bitirilemeyen insaattan
oturd ikinci ve Gclinct katlar bos kaldi ve burada rtizgarin yarattigi ugultu,
cevre sakinleri tarafindan binanin “Perili Késk” adiyla anilmaya baslamasina
neden oldu. Diger bir séylentiye gére ise, binada peri gibi glizel bir kiz
yasadigl ve burada hayatini kaybettigi icin kosk bu ismi aldi.

Binanin inceleme ve yenileme calismalari mimar Hakan Kiran tarafindan
1995 ve 2000 yillari arasinda gerceklestirildi. Faaliyetlerini 19 Subat 2007
yilindan itibaren Perili Késk'te stirdiirmeye baslayan Borusan Holding, kosku
2030 yili sonuna kadar kiraladi. 17 Eyltl 2011'den bu yana da bina hafta
sonlari halkin ziyaretine acik bir cagdas sanat mekéani olarak kullaniliyor.

Borusan Contemporary, Borusan Cagdas Sanat Koleksiyonu'ndan
beslenen, sergiler, etkinlikler, egitici calismalar, yeni yapitlar ve mekana
0zgl yerlestirmeler gibi cesitli programlara yer veren bir kurum. Bu
etkinliklerin ortak 6zelligi, en genis tanimiyla, medya sanatlarina, yani
zaman, isik, teknoloji, video, yazilim ve benzeri araclari kullanan sanatcilara
odaklanmalari. Etkinlikler Borusan Holding'in Perili Késk istanbul'daki
ofisinde gerceklesiyor ve bu sayede ofis icinde benzersiz bir miize yaratarak
yeni bir model olusturuluyor. Nefes kesen Bogaz manzarasiyla sergi
mekanlari, ofisler, Miize Cafe, Borusan ArtStore ve teraslar dahil olmak
lizere tim bina hafta sonlari halka acik.



The Haunted Mansion

The building, both home of Borusan Holding's headquarters and a museum,

has a long and important history. The construction of Yusuf Ziya Pasa Pavilion,

which is considered one of the foremost examples of Istanbul’s architectural

heritage and among the most significant and historic buildings of Rumelihisari,

started in 1910s. The construction of the building had to be stopped due to

the World War |. The second and third stories remained empty and here the Degerli katkilar icin tesekkUr ederiz
wind made a sinister noise. Consequently, the building started to be called the With special thanks to
“"Haunted Mansion"” by the local community. According to another anecdote,

a girl as beautiful as a fairy passed away here, and therefore the premises took
the name of “the kiosk with fairies”.

The building survey, restitution, restoration and renovation were performed S BORU_SAN
by the architect Hakan Kiran between 1995 and 2000. Borusan Holding began HOLDING
using Perili Késk in February of 2007 and has a long-term lease agreement

on the mansion extending to the end of 2030. Since September 17, 2011 the
building has been functioning as a contemporary art museum open to the s BORUSAN

general public on the weekends.
MANNESMANN

Borusan Contemporary is a multi-platform program of exhibitions, events,
educational activities, new commissions and site specific installations rooted

in Borusan Contemporary Art Collection. These activities are defined by

their specific focus on media arts broadly defined, ie artists who work with s BORUSAN
time, light, technology, video, software and beyond. Most of the program LOJiSTiK
takes place at Perili Kosk Istanbul, and co-exists with the offices of Borusan

Holding, in essence creating a unique museum in an office paradigm. The
entire building including the galleries, office space, café, Borusan ArtStore and
outdoor terraces with breathtaking views of the Bosphorus are open to the
public on the weekends.
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A. Ahmet Kocabiyik
Z. Nurhan Kocabiyik
Levent Kocabiyik

A. Niikhet Ozmen

YONETIM KURULU EXECUTIVE BOARD
Baskan Chairperson
F. Zeynep Hamedi

Baskan Yardimcisi Vice Chair
Z. Nurhan Kocabiyik

Uyeler Members

C. Biilent Demircioglu
Leyla Hamedi

A. Ahmet Kocabiyik
Levent Kocabiyik
Ash Ozmen

A. Niikhet Ozmen
Agah Ugur

Borusan Contemporary, Borusan Kocabiyik Vakfi Kiltar,
Sanat, Miizecilik, Koleksiyon, Tanitim, Egitim, Ogretim iktisadi
isletmesidir.

Borusan Contemporary is Borusan Kocabiyik Foundation's
economic initiative on culture, arts, museology, collection,
promotion, training and education.

YONETIM MANAGEMENT
Genel Sekreter Secretary General
Canan Ercan Celik

Mali ve idari isler Mtduirt
Finance and Administrative Manager
Hakan Akcimen

Mali Isler Uzmani Finance Specialist
Gokeen Saygi

Kurumsal iletisim Corporate Communications

Sule Yiicebiyik

Borusan Holding Kurumsal iletisim Direktérii

Borusan Holding Corporate Communications Director



SERGI KITAPCIGI
EXHIBITION BOOKLET

SOSYAL MEDYADA BORUSAN CONTEMPORARY
FOLLOW US ON SOCIAL MEDIA

Yayima Hazirlayan Editor
Aykut Sengdzer

Tasarim Design
Emre Cikinoglu

Ceviri Translation
Aykut Sengdzer

Fotograflar Photographs

teamlLab

Ikkan Sanat Galerisi ve Pace Galeri izniyle
Courtesy of Ikkan Art Gallery and Pace Gallery

Uygulama ve Baski Oncesi Hazirlik
Application and Pre-press
Hatice Cavdar (Spot)

Baski Printing

Grafim Grafik, Film ve Matbaacilik AS

M. Nezihi Ozmen Mahallesi Fatih Caddesi
Merter Tekstil Merkezi No: 28

Giingdren 34173 istanbul, TR

Tum gérsellerin ve metinlerin haklari
sahiplerine aittir.

Yayin haklari sanatcilara ve

Borusan Contemporary'ye aittir.

Rights to all images and texts belong
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Copyright to the publication belongs to
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Borusan Contemporary uygulamasi
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Borusan Contemporary application
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Google Art Project'ten ulasabilirsiniz
Borusan Contemporary Art Collection
is accessible via Google Art Project
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