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Oz

Bu ¢alisma, 2007-2008 yillarinda ytirtitillen ve TUBITAK SOBAG tarafindan desteklenen
107K039 numarali “Dijital Oyun Kulturt ve Tiirkiye’de Gengligin Internet Kafe Kullanim
Pratikleri: Cevrim I¢i ve Cevrim Disi Kimlik Egzersizleri, Hareketsiz Toplumsallasma ve
Sanal Kariyer Yapma-Ankara'da Etnografik Alan Calismas1” baslikli projenin boylamsal
olarak akademik cikt1 ve dnerilerinin degerlendirilmesini icermektedir. Son 10 yilda dijital
oyun alanyazininda ve endustride 6nemli donustimler meydana gelmistir. Bu dontustimler,
arastirma projesinin akademik sonuclarinin ve 6nerilerinin, s6z konusu degisikleri konu
edinen akademik yayinlar tizerinden genel bir degerlendirmesinin yapilmasini gerekli
kilmistir. Calismada, 2017 yihi itibariyle, soz konusu projenin 10 yillik bilancosunun
cikartilmasi; yayinlarinin alanyazindaki roliinin, onlara yapilan auf ve atiflarin baglami
uzerinden ortaya konulmasi ve 6zdustinumsel bir yaklasimla degerlendirilmesi
amaclanmistir. Calismanin temel sorunsali, sz konusu arastirma projesinin akademik
sonuclar1 ve onerilerinin, hangi akademik yayinlari, nasil bir zeminde, hangi izlekte
besledigini ortaya koymaktir. Bu dogrultuda 2007-2017 yillar arasinda, projenin bilimsel
uretimlerine atifta bulunan makale, bildiri, kitap, kitap boltimti ve tezler taranarak,
atiflarin hangi esere, hangi baglamda yapildig1 saptanmustir. Sonug olarak, tlkemizde
dijital oyun endustrisi ve oyun kultirt alaninda var olan akademik ¢alismalarin, soz
konusu projenin bilimsel uretimlerine, yogun olarak dijital oyunun tanimu, ttirleri ve
dijital oyun endiistrisi konularinda basvurduklar: gérilmustur. Incelenen 10 yillik stire
zarfinda dijital oyun alanyazinindaki eserlerin de dijital oyun tirlerine iliskin
simiflandirmalarinda, oyunu mekan ve oyuncu baglaminda da ele almaya agirlik verdikleri
gozlemlenmistir.
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Abstract

This study includes the longitudinal evaluation of academic outputs and proposals of the
107K039 coded project titled “Digital Game Culture and Youth’s Internet Cafe Utilizations
in Turkey: Online and Offline Identity Exercises, Immobile Socialization and Virtual
Career Building- Ethnographic Field Study in Ankara” which is conducted between 2007-
2008 and supported by TUBITAK SOBAG. In the last 10 years, important transformations
have taken place in the field of digital games and in the industry. These transformations
necessitated a general evaluation of the academic results and proposals of the project
through the academic publications about these changes. In this study, it was aimed to
reveal the 10 years old balance of the project by 2017, and to evaluate the role of the
academic publications of the project, through the context of references and citations and
to evaluate it with a self-reflective approach. The main problem of this study is to show
how academic results and proposals of the research project feed academic publications and
on what grounds. In this direction, between 2007 and 2017, the articles, papers, book
chapters and theses which referred the scientific production of the project were searched
and it was determined in which direction and context these references were made. As a
result, it is founded that the academic studies in the digital game industry and game
culture in our country, intensively referred to the scientific productions of the project,
mainly about the definition of digital games, genres and digital game industry. It is also
observed that the works in the digital game area focused on the classification of digital
game and approached game in the context of space and player.
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