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Sanat Egitiminde Akilli Telefonlarla Glitch Sanat
Yaklasimiyla Gérselin Yeniden Uretimi: Bir Uygulama

Ornegi

Nurhayat GUNES AYTAC', Rozelin ARAS?

Ozet

Bu arastirmada, ylUksek lisans égrencilerinin sanat egitiminde
akilli telefonlarla glitch sanat yaklasimiyla goérselin yeniden
uretimini ve etkinlik surecinde elde ettikleri 6grenme
deneyimlerini sorgulamak amacglanmistir.  Arastirmanin
yontemi durum c¢alismasidir. Arastirmada, durum c¢alismasi
desenlerinden bdutuncdl tek durum deseni  kullaniimistir.
Arastirmanin ¢alisma grubunu, 2022-2023 egitim-ogretim yili
Bahar déneminde Dicle Universitesi Egitim Bilimleri Enstitist
Guzel Sanatlar Egitimi Anabilim Dali Resim s Egitimi Bilim
Dalinda Tezli Yiksek Lisans Odrencisi olan toplam 1 kisi
olusturmustur. Calisma grubunun belirlenmesinde amacli
orneklem yontemi benimsenmistir. Arastirmanin veri toplama
yéntemini katilimer YL Ogrencisi’'nin tasarimina ve etkinlik
surecindeki deneyimlerine yonelik gorusleri ve tasarimini
iceren gorsel dokumanlar olusturmustur. Arastirma verilerinin
analizinde icerik analizi kullanilmistir. Arastirmanin sonuglari;
akilli  telefonlar icin hazir olarak sunulan glitch sanat
uygulamalari ile bilgisayarla yapilan glitch sanat ¢calismalari
gibi  farkli  ve o6zgun c¢alismalar yapilabilecegi, akilli
telefonlardaki glitch sanat uygulamalarinin sundugu bir¢cok
efektin hazir olmasina karsin farkli gérsellerde farkli etkiler
olusturdugu, ayni gorselde Ust Uste farkl efektler kullanilarak
sayisiz varyasyonlar yapilabilecegi, akilli telefonlarla glitch
sanat c¢alismalari yapmanin pratik oldugu, bu sebeple
arastirmacinin bunun gorsel sanatlar dersinde
kullanilabilecegini  kesfettigi, bu ve benzeri etkinliklerin
ogrencilerin ilgilerini ¢ekebilecegi, onlar icin iletisim ve
sosyallesme ortami olusturabilecegini ortaya koymustur.
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Giris

Teknolojinin hizla gelismesiyle birlikte multimedya aygitlarla ¢evrili bir
dunya icine girilmistir. Ozellikle her zaman ve her yerde kullanilabilir
aygitlar olan akilli telefonlar hayatimizin merkezine konumlanmistir.
Akilli telefonlar, iletisim islevinin yani sira fotograf, video hatta cesitli
uygulamalarla artik bilgisayarla yapilan pek cok islevi de yerine
getirmektedir. Bu anlamda gorsel iletisim ve tasarim calismalarinda da
kullanilabilecek uygulamalar icermektedir.

Teknolojinin degisimi ve gelisimi Urunlerde ve hizmetlerde artisi
saglarken hatalari da beraberinde getirmektedir. Ancak goérsel
sanatlar, muzik ve hatta edebiyatta kendini glitchler ve gurultuler
olarak gosteren arizalara artik sadece géz yumulmakla kalmayip, ayni
zamanda onlar “Glitch Sanat” olarak da ovulmektedir (Speiser, 2017).
“Glitch” terimi, genellikle anormal isleyis tarzi, algilanan bir kaza veya
hatayla sonuclanan teknolojik bir sistem icinde beklenen veya
geleneksel bilgi veya anlam akisindan bir kopus olarak
tanimlanmaktadir (Menkman, 2010; Menkman, 2011a). Diger bir deyisle
glitch, bilgisayar ve ag terminolojisinde yanlislik, kayma, duzensizlik,
ariza veya “kucuk bir elektrik hatasl” anlamina gelen yaygin bir ifadedir
(Motherboard, 2002).

The American Heritage Dictionary (2000)'ye goére, “glitch” kelimesi
Ingilizce olarak ilk kez 1962'de Amerikan uzay programi sirasinda
yasanilan problemleri tanimlamak icin astronot John Glenn'in
yazilarinda  kaydedilmistir.  Glenn, daha sonra astronotlarin
benimsedigi bu kelimenin teknik anlamini, “kelimenin tam anlamiyla,
bir aksaklik, bir elektrik akimindaki voltajda bir artis veya degisiklik”
olarak belirtmistir (akt. Moradi, 2004, s. 9). Cok cesitli arizalari ve
aksilikleri aciklamak icin kullanilan glitch, kisa sure sonra bu spesifik
teknik kullaniminin 6tesine gecmistir (Menkman, 2011b).

Beklenen fonksiyonelligin olmamasi diger bir deyisle basarisizlik,
ustesinden gelinmesi gereken bir fenomenken artik bir glitch,
teknolojik veya yorumlama sureclerine daha fazla dahil edilmistir.
Boylece sembolik veya mecazi cagrisimlar alanina acilmis ve hata kati
bir sekilde bilgi veya teknolojik bir gerceklik olmaktan cikip, hesaba
katilmasi gereken daha karmasik bir prosedur sonrasi fenomene
donusmustur (Menkman, 2011a). Baska bir ifadeyle glitch, alternatif bir
temsil bicimi veya farkli bir dil olarak yeni bir seyin yaratilmak Uzere
oldugunu godsteren yaratici bir enerji kivilcimi ortaya c¢ikararak yeni bir
sanat formu olarak taninan bir sekil veya goérunume evrilmistir
(Menkman, 2010).

Glitch sanat ilk olarak “Glitch” adli bir elektronik muzik perdesinden
kaynaklanmistir (den Heijer, 2013). 1990'larin baslarinda Alman ses
deneycileri, cesitli muzik gruplari ve DJ'ler elektronik muzikte bilingli
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arizalar ve hatalar yaratarak glitch hareketinin ortaya c¢ikmasini
saglamistir (Cascone, 2000). Ardindan daha genis alanlara yayilarak
gorsel sanatlar (Go¢ ve Eristi, 2019; Guzel ve Mercin, 2022; Menkman,
2010; Menkman, 20T11a; Menkman, 2020; Moradi, 2004; Moradi, Scott,
Gilmore ve Murphy, 2009; Yildirrm, 2020) hatta edebiyat alaninda
(Mason, 2012) kendini gdstermistir.

“Glitch sanat” terimi, glitchlerin bir sanat eserindeki &zel kullanimi ile
onlarin  sanat disi baglamlarda/islerde kendiliinden meydana
gelenlerini ayirt etme girisimidir (Betancourt, 2014). Bununla birlikte
glitch sanat, “yakalanan” ve sanat olarak yeniden baglamsallastirilan
tum kontrollu (islenmis) (domesticated) ve kontrolsuz (islenmemis)
(wild) glitchler icin gecerli olabilmektedir (Cloninger, 2011, s. 33).

Glitch sanat, yazilimlarda beklenen isleyisi yapibozuma ugratarak,
kusur olarak reddedilen seyi vurgulamakta ve ardindan kazalarin ve
hatalarin da yeni kullanilabilirlik bicimleri olarak memnuniyetle
karsilanabilecegini géstermektedir (Menkman, 2010; Menkman, 2011a).
Dolayisiyla glitch sanat, yapisdokUmcu bir yaklasimla mutlak degerleri
alt Ust ederek 6znel kriterlere sirtini yaslamakta ve teknolojik hatalar
ve elektronik kusurlar Uzerine temellenmektedir. Boylece bozulmus ve
yikilmis alana adim atarak yeni bir anlati dili ve yeni bir estetik dil
olusturmaktadir.

Sekil 1

Michael Betancourt, “The Kodak Moment”, Video Glitch'den Uc¢ Ekran
Goruntusu (Glitchology, 2023)

Literature bakildiginda sanatsal baglamda cesitli glitch tipolojileri
ortaya atilmistir (McKay, 2014; Menkman, 2011a; Moradi, 2004; Sotiraki,
2014). Bunlardan McKay (2014)'In yaptigi siniflandirma glitch sanatin
salt alt turleri olmamakla birlikte glitch sanatinin dogasi hakkinda
genel o6zellikleri sunmaktadir. Sekil 2'de yer alan anahtar terimler
genellikle bir glitch parcasini tanimlamak icin kullaniimaktadir.

Sekil 2
Glitch Sanat Icindeki Ozellikler (McKay, 2014, s. 10)
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Tasarlanmig
Ulagilabilir

Metalasmis

Nostaljik
(Onceden Programlanmis.
Yapay

Saf glitch, kendi estetik degerlerine sahip olsun ya da olmasin,
onceden tasarlanmamis bir dijital eserdir (Moradi, 2004, s. 10).
Kiskirtilan glitch ise kesif odaklidir. islem sonrasi glitch olarak da
isimlendirilir. Bir sistem araciligiyla yapay hatalarin sonucudur. Diger
bir deyisle kasitli olarak bilgi akisini bozmaktir. Bu da c¢esitli yazilimlar
araciligiyla elde edilmektedir (McKay, 2014, s. 13). Kiskirtilan glitch
rastgelelik unsurlarina sahipken, tasarlanmis glitch (sahte, taklit veya
glitch etkisi olarak da isimlendirilir) énceden tasarlanmaktadir.
Tasarlanmis glitch, parmaklarinizin  ucunda, bir akilli telefon
uygulamasinda veya duzenlemeye uygun eklentisinde paketlenmis,
satin alinabilir ve metalastirilabilir. Kesif odakli degil, kar odaklidir.
Estetik olarak, nostaljik filmlerin, ¢izgi filmlerin ve videolarin carpitiimis
uyarlamalarindan olusmaktadir (McKay, 2014, s. 14). Bu arastirmaya
konu olan glitch sanat da tasarlanmis glitch olarak akilli telefonlar icin
hazirlanan uygulamalardir.

Akilli telefonlar ilk olarak 1990'larda Kisisel Dijital Asistanlar (PDA) ile
cep telefonlarinin melezleri olarak ortaya cikmis ve baglanabilirlik ile
cesitli  donanim ve yazilm tabanh islevsellik koleksiyonlarini
birlestirmistir. Akilli telefonlar o zamandan beri 6nemli 6lcude gelismis
ve Apple'in iPhone'unun 2007'de piyasaya surulmesinin ardindan
giderek daha yaygin hale gelmistir. O tarihten bu yana da egitimde
akill telefonlardan yararlanmanin yollari arastiriimaktadir (Woodcock,
Middleton ve Nortcliffe, 2012).

Ogrencilerin ilgili bilgilere erismesine ve baskalariyla kolayca iletisim
kurmasina olanak taniyan akilli telefonlar, yuksek o&grenimdeki
ogrenciler arasinda giderek populer hale gelmektedir (Dukic, Chiu ve
Lo, 2015; Wai, Ng, Chiu, Ho ve Lo, 2018). Prensky (2005), 6grencilerin cep
telefonuyla neler 6grenebilecedi sorusuna verilecek tek dogru cevabin
“biz egitimciler dogru tasarlarsak her sey” olacagini dusunmektedir.
Ona gore, insanlarin 6grenmek icin kullandigr en sik gérulen ve en
etkili 6grenme turu ve suUrecleri arasinda yer alan dinleme,
gbézlemleme, taklit etme, sorgulama, yansitma, deneme, tahminde
bulunma ve alistirma yapma cep telefonlari aracihgiyla
desteklenebilmektedir (s. 2).
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Akilli telefonlar artik hatiri sayilir bir bilgi islem gucUne sahiptir
(Subramanya ve Farahani, 2012; Woodcock ve digerleri, 2012). Akill
telefonlarda bulunan mobil isletim sistemleri, kullanicilarin, yaygin
olarak “uygulamalar” (apps) olarak bilinen, cok sayida uygulamaya
olanak taniyan, oldukca kullanisli ve siki bir sekilde islevsellige odakli
yazilimlari calistirmasina olanak tanimaktadir. Boylece cihazlar,
iletisim, organizasyon, bilgi dretimi ve icerik ydnetimi icin son derece
ozellestirilmis,  kisisellestirilmis  platformlar  haline  gelmektedir
(Woodcock ve digerleri, 2012, s. 2). Akilli telefonlarda yer alan pek cok
uygulama egitim araci olarak da kullanilabilecek olanaklari icinde
barindirarak 6grenmeye yeni, daha verimli, daha ilgin¢ ve daha
kullanish bir yaklasim saglamaktadir (Subramanya ve Farahani, 2012).
Subramanya ve Farahani (2012) bu uygulamalarin baslica faydalari
arasinda ogrencilerin  istedikleri zaman ve istedikleri yerde
kullanabilmeleri, iyi tasarlanmis uygulamalarin eglenceli ve ilgi cekici
olabilmeleri, 6grenmeyi ve akilda tutmay kolaylastirdiglr gosterilen
coklu zengin medyanin (ses, video, grafik ve animasyon) uygun
kombinasyonlarini kullanilabilmeleri ve kesfetmeyi ve denemeyi
kolaylastirmalarini saymaktadirlar.

Akilli  telefonlar icin hazirlanan uygulamalarin  bazilari cihazlara
yuklenmis olarak gelmekte bazilari ise sonradan yuklenebilmektedir.
Bu uygulamalardan biri olan glitch uygulamasinin da akilli telefonlarin
icerisinde hazir sunulanlarinin yani sira Ucretsiz ya da satin alinarak
telefona indirilen versiyonlari mevcuttur. Bircok kisinin varligindan
habersiz kullandigi glitch sanat uygulamalari gorsel sanatlar egitimine
ve sanat tasarim alanina hizmet edebilecek olanaklar sunabilmektedir.
GUnUmuzun neredeyse vazgecilmez teknolojik aracglari olan ve kolay
erisilebilir olmasi ile artik hemen herkesin sahip oldugu akilli
telefonlarin  egitim  icerisinde  farkh  kullanim  olanaklarinin
deneyimlenmesi 6nemli hale gelmektedir.

Bu baglamda akilli telefonlarin egitim surecinde kullanimi ile ilgili
yapilan calismalar tarandiginda; mobil 6grenmenin elestirel dusunme
becerisi Uzerindeki etkisi (Cavus ve Uzunboylu, 2009), akilli telefonlarin
pedagojik olanaklari (Cochrane ve Bateman, 2010), sosyal bilgiler
ogretmen adaylarinin sosyal bilgiler dersinde akilli telefonlarda
kullanilan  uygulamalardan yararlanmaya iliskin  gorusleri  ve
deneyimleri (Ture, Deveci ve Gezer, 2020), yuksekdédgretim
ogrencilerinin akilli telefonlari 6grenme amacl kullanma deneyimleri
ve akilli telefonlarin 6grenmeye uygunluguna iliskin algilari (Dukic,
Chiu ve Lo, 2015), 3G teknolojisi ile gelistirilmis mobil &égrenme
ortamlarina (3GMOO) iliskin 6Jretim elemanlarinin goérusleri (Gunduz,
Aydemir ve lsiklar, 201), akilli telefon uygulamalarinin 6gretmen
adaylarinin egitiminde kullanilabilirligi (Aktay, Hamzacgebi ve Kara,
2021), akilli telefonlarin  okul haritacihginda, okul atlaslarini
goruntulemek icin kullanma olanaklari (Nunez, 2013), bir akilli telefon
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uygulamasinin egitim etkinligine katilimi artirip artirmayacagi ve bu
kullanimin standart testlerde performansa nasil donustugu (Shaw ve
Tan, 2015), cep telefonlarinin ve/veya akilli telefonlarin ve
uygulamalarinin yabanci dillerin, ézellikle de ingilizcenin 6gretiminde
kullanimi (Klimova, 2018), éJrencilerinin yabanci dil olarak ingilizce
ogrenirken akilli telefonlarini kullanma konusundaki gérusleri (Sad,
Ozer, Yakar ve Oztlrk, 2022), resim-is egitiminde &grenim gdren
ogrencilerin mobil teknolojik aracglarin (akilli telefon, tablet bilgisayar,
notebook vb.) atdlye dersleri icin kullanilmasi hakkindaki gorus ve
onerileri (Tagkesen, 2020) seklinde arastirmalara rastlanmistir.

Bu dogrultuda bir uygulama o6rnegdi Uzerine temellenen bu arastirma
ile, sanatci/arastirmaci/6gretmen ve bir 6grenen olarak yuUksek lisans
ogrencilerinin  sanat egitiminde akilli telefonlarla glitch sanat
yaklasimiyla goérselin yeniden Uretimini ve etkinlik surecinde elde
ettikleri  6grenme deneyimlerini  sorgulamak amaclanmaktadir.
Boylece alana iliskin farkli bir bakis acisi sunulmasi umulmaktadir.

Arastirmanin Amaci

Arastirmanin  temel amacl, yuksek lisans ogrencilerinin sanat
egitiminde akill telefonlarla glitch sanat yaklasimiyla gorselin yeniden
uretimini ve etkinlik surecinde elde ettikleri 6grenme deneyimlerini
sorgulamaktir. Bu temel amag dogrultusunda asagidaki sorulara yanit
aranmistir:

1. Akilli telefonlarda glitch sanat yaklasimiyla gérselin yeniden
uretimi nasil yapilmistir?

2. Etkinlik surecinde neler dusunulmus, nasil hissedilmis ve neler
kesfedilmistir?

3. Etkinlik sUrecinde elde edilen 6grenme deneyimleri nelerdir?
Arastirmanin Onemi

Akilli telefonlar tasinmasi, hemen her yerde kullanilabilir ve erisilebilir
olmasi nedeniyle kolaylikla ihtiyaclara yanit vermeyi saglayabilen
cihazlardir. Bir akilli telefonun, icerige neredeyse yaratildigi anda
erisme, onu isleme, Uretme, saklama veya paylasma kapasitesi,
egitimin neden teknolojiyi kesfetmesi gerektigine dair sebepleri
saglamaktadir. Bu cok yoénluluk, egitim iceriginin ve dolayisiyla
ogrenmenin dogasini degistirmeyi vaat etmektedir. Akilli telefonlarin
her gecen gun kullanimina yodnelik ilgi ve yenilikler nedeniyle
egitimcilerin bu cihazlarin 6gretme ve o0grenmedeki potansiyelini
anlamalari onemlidir (Woodcock, Middleton ve Nortcliffe, 2012). Bu
nedenle bu arastirma gunUmuzun neredeyse kacinilmaz teknolojik
araclarindan biri olan akilli telefonlarin sanat egitimine entegre
edilmesini odagina alarak akilli telefonlarla nasil glitch sanat
uygulamalari yapildigini ve bu surecte yuksek lisans égrencilerinin
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ogrenme deneyimlerinin  neler oldugunun belirlenmesi; sanat
egitimcilerine rehberlik edebilecek éneriler getirmesi, arastirmacilara
yeni alanlar acabilecek olmasi ve alanyazina katki sunabilmesi
acisindan onemlidir.

Bununla birlikte egitim baglaminda glitch sanat ile ilgili sinirli sayida
arastirma yapildigi gdézlenmektedir. Ornedin  Sweeny (2020)
calismasinda, glitch sanatini kullanan bazi cagdas yeni medya
sanatcilarinin calismalarini egitim cercevesinde analiz etmistir. Keyes
ve Skinner (2023) calismalarinda, “TakeBreakMake” adli bir medya
sanatlari  programinda glitch sanatini  dgretmenin, programin
mufredatinin gidisatini nasil sekillendirdigi ve genislettigine dair
bilgileri anlati arastirmasi yaklasimiyla ortaya koymuslardir. Grunwald
(2021) calismasinda, kendi 6gretmenlik deneyimlerimden yola ¢ikarak
dijital sonrasi ¢cagda ogretim icin uygun yollar bulmayi glitch sanat
Uzerinden sorgulamistir. Pefla ve James (2016) ise calismalarinda,
cagdas 6grenme ve anlayista cok onemli bir rol oynayan dijital
cihazlarin egitimsel olanaklarina iliskin farkl bir vizyon vermeyi
amaclamislardir. Bunun icin calismada, kasith hatalarin beklenmedik
artnleri olan glitchlerin  pedagojik araclar olarak benimsenme
potansiyelini  érneklendiren dért uygulama sunmuslardir. Bu
uygulamalarin birinde mobil cihazla fotograf cekme esnasindaki
bozulmay! ele almislardir. Yapilan bu calismalar incelendiginde glitch
sanatinin egitim baglaminda akilli telefonlarla ve calisma grubuyla
uygulama boyutunda ele alinmadigi gozlenmektedir. Bu da yapilan bu
arastirmanin 6zgunlugunu ortaya koymaktadir.

Yéntem
Arastirmanin Modeli

Bu arastirma durum c¢alismasi olarak yapilandirilmistir. Durum
calismasi, guncel bir olguyu, ozellikle olgu ile baglam arasindaki
sinirlar acik¢ca belirgin olmadiginda, gercek yasam baglami icinde ve
derinlemesine arastiran ampirik bir arastirmadir (Yin, 2008, s. 18). “Yani
bir duruma iliskin etkenler (ortam, bireyler, olaylar, surecler, vb.)
butuncul bir yaklasimla arastirilir ve ilgili durumu nasil etkiledikleri ve
ilgili durumdan nasil etkilendikleri Uzerine odaklanilir™ (Yildirim ve
Simsek, 2018, s. 73).

Arastirmada, gunumuzde bircok kisinin sahip oldugu akilli telefonlarin
sanat ve egitim araci olarak siniflara tasinabilmesi icin gerceklestirilen
“Diyarbakir'in tarihi ve kulturel varliklarini glitchleme” adli etkinligine
ait sure¢ degerlendirilmistir.

Arastirmada, durum calismasl desenlerinden bdtuncul tek durum
deseni kullaniimistir. Butuncul tek durum desenlerinde “tek bir analiz
birimi (bir birey, bir kurum, bir program, bir okul vb.) vardir” (Yildirim ve
Simsek, 2018, s. 300). Bu arastirmada da analiz birimini katilimci yuksek
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lisans ogrencisinin akilli telefonla glitch sanat uygulamalarindaki
ogrenme deneyimleri olusturmaktadir. Ayrica bu desenin tercih
edilme sebebi daha 6nce calisiimamis bir durum olmasidir. Bdylece
daha sonraki arastirmacilar icin temel olusturacagl dusunulmektedir
(Yildirnrm ve Simsek, 2018).

Arastirmanin Calisma Grubu

Arastirmanin calisma grubunu, 2022-2023 egitim-6gretim yili Bahar
déneminde Dicle Universitesi Egitim Bilimleri Enstitist GUzel Sanatlar
Egitimi Anabilim Dali Resim Is Egitimi Bilim Dalinda Tezli Yuksek
Lisans Ogrencisi olan toplam 1 kisi olusturmaktadir. Calisma grubunun
belirlenmesinde amacgli érneklem yodntemi benimsenmistir. Amacli
orneklem, zengin bilgi iceren durumlarin, arastirmanin amacina
yonelik merkezi 6onemdeki hususlari hakkinda oldukca cok sey
ogrenilebilmesine olanak tanimaktadir. Nitel arastirmalar genellikle
amacll sekilde secilmis kucuk oérneklemlerle, hatta bazen tek bir
orneklemle yarutular. Tek durum ya da ¢cok kuguk érneklemlerden bir
genelleme yapilamaz fakat ileri arastirmalar icin yeni alanlar acilabilir
(Patton, 2014).

Calisma grubunun belirlenmesinde katilimcinin  glitch  sanatla
ilgilenmesi, calisma alaninin grafik tasarimi olmasi, daha o6nce akilli
telefonla glitch uygulamasi yapmamis olmasi ve kolay ulasilir olmasi
etkili olmustur. Katilimciya etik ilkeler geregi arastirma icerisinde “YL
Ogrencisi” seklinde takma isim verilmistir.

Veri Toplama Araglari ve Sureci

Arastirmanin veri toplama yodntemini katilimci YL Ogrencisi'nin
tasarimina ve etkinlik surecindeki deneyimlerine yénelik gorusleri ve
tasarimini iceren gorsel dokumanlar olusturmaktadir (Merriam, 2009;
Merriam, 2018). Gorsel dokumanlar, katilimcinin akilll  telefon
uygulamasi ile “Diyarbakir'in tarihi ve kulturel varliklarini glitchleme”
adll etkinligi kapsaminda glitch sanatina donusturdugu 9 gorseli
icermektedir.

Uygulama sureci katilimciya “Diyarbakir'in tarihi ve kalturel varliklarini
glitchleme” adli etkinliginin anlatilmasi ile baslamistir. Katilimci glitch
sanati ile ilgili detayli bilgiye sahip oldugu icin teorik bilgi verme kismi
atlanmis ve etkinligin uygulama boyutuna gecilmistir. Bu kapsamda
katilimci Diyarbakir ili ile 6zdeslesen tarihi ve kalturel varliklarini tarihi
mekanlari gezerek akilli telefon kamerasiyla fotograflamistir. Elde
edilen fotograflar arasindan glitchleme icin 9 gdrsel secilmistir. Secilen
bu godrseller, katilimci tarafindan akilli telefona “Play Store” Uzerinden
ucretsiz indirilen ve fotograflara glitch efektleri ekleme olanaklari
sunan uygulamalardan biri olan “Glitch Fotograf Duzenleyici” diger
adiyla “GlitchCam” (Surum: 1.181.19) (Sekil 3) ile yeniden uretilmistir.

Sekil 3

219


https://doi.org/10.9779/pauefd

PAUEFD, 63, 212-236 [2025] N. Gunes Aytag ve R. Aras
https://doi.org/10.9779/pauefd. 1366047

Glitch Uygulamasinin Ekran Goruntusu

\2

{n Glitch Fotograf
Dulzenleyici -

Uygulama bilgisi

(5 GlitchCam

Arastirmanin uygulama suUrecinin ardindan sanat¢l/ arastirmaci/
ogretmen ve bir 6grenen (Irwin, 2003; Springgay, Irwin ve Kind, 2005;
Irwin, 2013; Gunes, 2018) olarak katilimci ile gorusme yapilarak
tasarimina ve etkinlik sUrecindeki deneyimlerine ydnelik gorusleri
istenmistir.  Gorusmede yari  yapilandirilmis  gérusme formu
kullaniimistir. Goérusme formu baslangicta 5 soru olarak hazirlanmis
ardindan Guzel Sanatlar Egitimi alanindan iki uzmanin gorusu alinarak
iki soru birlestirilmis ve soru sayisi dorde indirilmistir. Son olarak
uzmanlardan gelen doénutlere gore bir soru da kapsam disi birakilarak
forma son sekli verilmistir. Arastirma icin gerekli izinlerin alinmasinin
ardindan katilimci YL o6grencisi ile internet aracihigi ile video konferans
goérusmesi gerceklestirilmistir. Gorusme esnasinda katilimcinin ikinci
soruya verdigi “bu uygulamalarin  sanat egitimi alaninda
kullanilabilecegini kesfettim” yanitina istinaden ayrintiya yonelik
sondalardan “nasil” sorusu sorulmustur (Yildirirm ve Simsek, 2018, s. 141).
Gorusme formunda yer alan sorular asagida verilmistir:

1. Akilli telefonda glitch sanat yaklasimiyla gorseli nasil yeniden
urettiniz?

2. Etkinlik sUrecinde neler dusundunuz, nasil hissettiniz, neler
kesfettiniz?

3. Etkinlik sUrecinde elde ettiginiz 6grenme deneyimleri nelerdir?

Verilerin Analizi

Arastirma verilerinin analizinde icerik analizi kullanilmistir. “icerik
analizinde temelde yapilan islem, birbirine benzeyen verileri belirli
kavramlar ve temalar cercevesinde bir araya getirmek ve bunlari
okuyucunun anlayabilecegi bir bicimmde duzenleyerek yorumlamaktir”
(Yildirrm ve Simsek, 2018, s. 242). Arastirma verilerinin icerik analizinde
oncelikle gérusmeler yazili metne donusturulmus ve tekrar katilimciya
okutularak ufak duzeltmeler yapilmistir. Ardindan gorisme metni
birinci arastirmaci ve arastirma disindan bir kodlayici tarafindan farkli
zamanlarda kodlanmistir. Daha sonra kodlar karsilastirilarak fikir birligi
saglanmistir. Son olarak kodlardan kategorilere ve temalara
ulasiimistir. Bdylece arastirma kapsaminda elde edilen verilerin analizi
sonucunda 3 tema belirlenmistir (Sekil 4). Temalar: 1- Akill telefonlarda
gorselin yeniden Uretimi, 2- DUsUnceler ve kesifler, 3- Ogrenme
deneyimleri. Ayrica ikinci tema altinda 3 kategori ve ucuncu tema
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altinda da 1 kategori saptanmistir. Bu temalar altinda kodlar
kategorilerine gore yerlestirilmistir. Veriler, katilimcinin goéruslerinden
dogrudan alintilara da yer verilerek sunulmustur.

Sekil 4
Verilerin Analizi Sonucunda Belirlenen Temalar

1. Tema

2. Tema

Bulgular

Arastirma verilerinin analizi sonucunda belirlenen 3 temaya iliskin
bulgular asagida gdsterilmistir.

Akilli Telefonlarda Gorselin Yeniden Uretimi

Fotograflar Uzerinde glitch sanat calismalarina gecmek icin oncelikle
GlitchCam uygulamasinin ilk ekraninda olan “ice aktar” secenegine
dokunarak telefonun fotograflar uygulamasindan “Diyarbakir'in tarihi
ve kultdrel varhklarini glitchleme” adli etkinligi kapsaminda karar
verilen fotograflar secilmistir. Bu fotograflardan ilki Diyarbakir'da
bulunan Surp Giragos Ermeni Kilisesinin arkadan cekilmis gorselidir
(Sekil 5) Katihmci YL Ogrencisi bu fotograf Gzerinde gerceklestirdigi
glitchleme basamaklarini su sekilde aciklamistir:

Baslangicta fotograf Gzerinde GlitchCam uygulamasinin sundugu glitch
efektlerinden bazilarini denedim. Cesitli ugraslarin ardindan “Height”
efektinde karar kildim. Boylece gorsele hareket kazandirmis oldum. Bu efekti
sec¢tikten sonra gorselin altinda bulunan yogunluk oranini ayarlama
cizgisinden cesitli cabalarin sonucunda “17” yaparak gorsele son seklini
verdim (Sekil 5) (YL Ogrencisi).

Barrett (2022)'e gore, ‘“bulaniklasan imgeler hareket izlenimi
uyandirabilir” (s. 212). Katiimcinin uygulamis oldugu efekt ile imgeler
uzayarak giderek siliklesmis ve istenilen dinamik etki yaratilmistir.

Sekil 5
Surp Giragos Ermeni Kilisesinin Arkadan Gérunumd, Glitchleme Asamasi ve
Son Sekli
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Arastirma icin secilen gorsellerden ikincisi “Dort Ayakli Minare"dir
(Sekil 6). Diger gorsellerde oldugu gibi katilimmcr bunda da uygulama
Uzerinde cesitli glitch efektleri denemis ve “V-Extrude” efektinde karar
kilmistir.

Akilli telefonlarda glitch efektleri kullaniciya hazir bir sekilde sunulurken
yogunluk oranlarindaki ayarlamalar kisiye birakilmis. Burada yogunlugu
ayarlarken fotografin ilk cekimindeki isigina, rengine bagli olarak bana gére
en iyi hale getirmek icin cesitli denemeler yaptim. Sonucta efektin
yogunlugunu “-32” olarak ayarladim (Sekil 6) (YL Ogrencisi).

Glitch sanat yapibozum surecleri Uzerine temellenmektedir. Yikmalk,
kirmak kisacasl var olan yapiyl toptan bozarak yeniden insasi ile
ilgilidir. Bu yapilar akilli telefon uygulamalarinda hazir olarak sunulsa
da her biri ayri gorsellerde éngorulemeyen farkli etkiler verebilmekte
ve O0zgun eserler ortaya c¢ikarabilmektedir. Boylece “var olan formlara
eklemlenerek dzerk formlar” yaratilabilmektedir (Eco, 2001, s. 24).

Sekil 6
Dért Ayakli Minare, Glitchleme Asamasi ve Son Sekli

Arastirma kapsaminda secilen uc¢uncu gorsel Diyarbakir Ulu Cami
avlusuna aittir (Sekil 7). Katilimci bu gorsel tzerinde iki ayri glitch efekti
kullanarak géruntuyu ters yuz etmistir. Boylece mekana bakislari
karsidan degil yukari yonlu cevirerek anitsal bir mekan gorunumu elde
etmistir. Menkman (2010)'in belirttigi gibi, glitch, bir nesneyi olagan
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biciminden ve sdyleminden uzaklastiran harika bir kesinti deneyimidir.
Katilimci gérseli yapilandirma asamasini séyle aciklamistir:

Bu gorsel Uzerinde oncelikle “SoftFlip” olarak adlandirilan glitch efektini
uyguladim. Bu efekt ile i¢c ice gecen piksellerin birlesiminden olusan bir
gorunum vererek dogrusallik olarak bilinen glitch teknigini animsatmak
istedim. Bu efektin yogunluk oranini “83” olarak ayarladim. Daha sonra “LO-
2" olarak nitelendirilen ikinci efekti uygulayarak gorselin renk degerlerinde
degisiklige gittim. Bu efektin yogunluk oranini da “100” olarak ayarlayarak
gérseli glitch sanatina dénustirddm (Sekil 7) (YL Ogrencisi).

Sekil 7
Diyarbakir Ulu Cami Avlusu, Glitchleme Asamasi ve Son Sekli

Calisma icin secilen bir diger fotograf “Diyarbakir Hevsel Bahceleri"dir
(Sekil 8). Bu calismada “TV VHS" adli efekti kullandigini belirten
katiimci YL Ogrencisi ayrica sunlari sdylemistir:

Bu gorseli yeniden uretirken uyguladigim efekt, dalgalanma hissi hatta
dokuma bir kumasin ortasindan rastgele bir ip cekildiginde ortaya ¢ikan
kusurluluk géranimdu gibi bir géranim yaratti. Bunun da goérseldeki organik
gorunumle uyumlu oldugunu dusindim. Daha sonra gorselin yogunlugu
icin arastirmalar yaptim ve sonucta “53” olarak ayarladim (Sekil 8) (YL
Ogrencisi).

sekil 8
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Arastirmaya dahil edilen diger bir gérsel katilimcinin belirttigi gibi
Diyarbakir'a 6zgu yéresel kiyafeti ile Mezopotamya ve iran bélgesinde
yaygin olan “Erbane” adli calgi aletini calan kadindir (Sekil 9).

Bu gorselde glitch tekniklerinde parcalanma olarak nitelendirilebilen
cizgilerin ic ¢ce gecmesi ya da ayrismasi ile olusan “Esthetic” efektini
uyguladim. Boylece giderek daha az rastlanan Diyarbakir'in kaltarel giyim
ve muzigine de nostaljik bir gonderme yaptim. Gorselin yogunlugunu ise
“40” olarak ayarlayarak dramatik etkiyi arttirdim (Sekil 9) (YL Ogrencisi).

Sekil 9
Diyarbakir Yéresel Kiyafeti ile Erbane Calan Kadin, Glitchleme Asamasi ve
Son Sekli

Arastirmada secilen gorsellerden biri de “Diyarbakir Hasan Pasa
Hani"dir (Sekil 10). Katilimcr YL Ogrencisi bu goérsel Uzerinde yaptidi
uygulamayi su sekilde ifade etmistir:

Gorsel Uzerinde karmasiklik, kayma ve parcalanma etkisi yaratan glitch
tekniklerinden “BadTV2” adli efekti uyguladim. Bu efektin yogunluk oranini
“73” olarak ayarlanarak goérselin belli yerlerinde ¢izgi parcalanmalari ve bu
cizgiler ile birlikte renk degerlerinde de oynamalar olusturdum (Sekil 10) (YL
Ogrencisi).

Sekil 10

Diyarbakir Hasan Pasa Hani, Glitchleme A

samasi ve Son Sekli

Katilimci secilen “Diyarbakir Surlar” (Sekil 11) adli goérselde ise
GlitchCam uygulamasindaki “Glitch” adli efekti kullanmaya karar
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vermistir. Boylece baslangicta diyagonal bir kompozisyon olan goérsel,
glitch efektinin yarattigi duzlemsel hata etkisi ile yatay bir
kompozisyona donusmustur. Kalitimcr bu uygulama icin sunlari ifade
etmistir:

“Glitch” isimli efektin tam da glitch tekniklerinden parcalanma ve
karmasikligi yansittigini soéyleyebilirim.  Fotografin orijinalindeki isik ve
yogunlugu yeterli gordidgum icin buradaki yogunluk oranini sadece “8”
olarak ayarladim. Bu orani da goérselde uyguladigim “Glitch” efektiyle
gorselin belli kisimlarinda bu etkinin verildigini vurgulamak icin kullandim
(Sekil 1) (YL Ogrencisi).

Sekil 11
Diyarbakir Surlari, Glitchleme Asamasi ve Son Sekli

Arastirma icin belirlenen diger gorsel Diyarbakir Ulu Caminin disaridan
goérunumudur (Sekil 12). Katilimcl bu gorseli yeniden yapilandirirken
yine iki farkli efekt kullanmustir. ilk olarak “RGB” adli efekti kullandigini
not eden katilimci YL Ogrencisi gorselin renklerinde parcalanmaya ve
yansimalara gitmistir. Boylece Futuristik bir yaklasimla dinamik bir
goéruntu elde etmistir. Bu uygulama ile butUnuyle tastan insa edilmis,
katl ve soguk gorunumlu mekanda tezatlk yaratmistir. Bu efekt ayrica
“kronofotografi*” adli teknigin de benzeridir. Katilimci daha sonra renk
parcalanmalarini daha iyi yansittigini dusundugu “Aksaklik™ adli efekti
uygulamistir. Bdylece gdkyuzunde de renkli ice ice gecmis ve
biryandan da parcalanmis cizgilerle tekrarlar olusturarak goérselde
buatunludgu yakalamistir. Katilimci, efektlerin yogunluk ayarlarinda ise
“‘RGB" efektinde “16", “Aksaklik” efektinde 100" oranini kullanilmistir.
Bu sekilde tek bir gorsel Uzerinde birka¢ farkh glitch efektinin de
kullanilabilecegi gérulmustur (Sekil 12). “Bitmis bir yapit, bir sureci
olusturan etkinlik ve karar dizisinin uranudur. Sureg, sanatcilarin ve
tasarimcilarin nesneleri Uretirken gecirdikleri dusunme ve calisma
asamalarini ifade eder. Tek bir evrensel sanatsal ya da yaratici sureg¢
yoktur” (Barrett, 2022, s.18).

Sekil 12

3 Kronofotografi, bir dizi hareket asamasini yakalayan Victoria déneminden kalma bir fotograf teknigidir
(https://en.wikipedia.org/wiki/Chronophotography).
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Diyarbakir Ulu Cami Disaridan Goéranum, Glitchleme Asamasi ve Son Sekli

Arastirmanin uygulama kisminda secilen diger gorsel “Diyarbakir
Surlari2"dir (Sekil 13). Katilimci gérsel Uzerinde glitch tekniklerinden
tekrarlama ve cogaltma etkisi yaratan “Radial” efektini uygulamistir.
Bu efekt, tipki Sekil 12'de oldugu gibi kronofotografi teknigine benzer
olup gdrselde canli ve hareketli bir goruntu yaratmistir. Efekt ayni
sekilde mekanin yapisiyla zit bir yaklasim olusturmustur. Katilimci YL
Ogrencisi diger ayarlamalar icin sunlari sdylemistir. “Gorsele
uyguladigim efektin hangi yonde tekrarlanmasini kararlastirmak icin
denemeler yaptim ve sonucta efektin oranini “50" olarak ayarladim.
Boylece dengeli bir kompozisyon olusturdum (Sekil 13)" (YL Ogrencisi).
Menkman (2011a)'in da ifade ettigi gibi sonucta glitch 6znel bir olgudur
(s. 65).

Sekil 13
Diyarbakir Surlari2, Glitchleme Asamasi ve Son Sekli

Dusuinceler ve Kesifler

“Dusunceler ve kesifler” adli ikinci temaya ait kategoriler ve her
kategori altinda olusturulan kodlar Tablo T'de sunulmustur.

Tablo 1
Dusunceler ve Kesifler Temasina Ait Veriler
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Kategoriler Kodlar

Pratik Her zaman kullanilabilir olmasi
Her yerde kullanilabilir olmasi
Sonuca ¢ok hizli ulasilabilir olmasi

Kesfetme Sanat egitiminde kullanilabilecegini kesfetme
Sanat ve tasarim alaninda kullanilabilecegini kesfetme
Sorgulama Sanat alanina yonelik diger uygulamalar

Tablo 1 incelendiginde dusunceler ve kesifler, “Pratik”, “Kesfetme” ve
“Sorgulama” seklinde 3 kategoriye ayrilmistir. Kategorilerin karsisinda
listelenen kodlar katilimcinin vurgu yaptigi noktalar olmustur. Asagida,
katilimcinin bu kategorilere gore aciklamalari verilmistir.

KATEGORI 1. Pratik:

Bu kategoriyi olusturan 3 kod vardir; “Her zaman kullanilabilir olmasi”,
“Her yerde kullanilabilir olmasi” ve “Sonuca ¢ok hizli ulasilabilir olmasi”.

Katiimci YL Ogrencisi’'nin arastirma kapsaminda yapilan etkinlikle ilgili
dusunceleri, akilli telefonlarda glitch sanat uygulamalariyla sonuca
daha hizli ulasilabildigi ve uygulamanin her yerde yapilabilir olmasi
nedeniyle pratik oldugu yénundedir. YL Ogrencisi bununla ilgili su
ifadelere yer vermistir:

Etkinligin sadece akilli telefonla yapilmasi benim icin ¢ok kolay oldu. Cunku
zaten her zaman yanimda ve baska bir gere¢ tasimama da gerek kalmad..
Fotograflar Uzerinde aninda glitchleme yapmak, sonucu ¢ok hizli gorerek
tekrar fotograf cekmeme ve yeni denemeler yapmama olanak tanidi. Bu
acgidan oldukgca pratik bir uygulama oldu diyebilirim. Ayrica eglenceli bir
etkinlikti.

KATEGORI 2. Kesfetme:

Bu kategoriyi olusturan 2 kod wvardir; “Sanat egitiminde
kullanilabilecegini kesfetme” ve “Sanat ve tasarim alaninda
kullanilabilecegini kesfetme”.

Katilimci YL Ogrencisi etkinlik stirecinde akilli telefonlarla glitch sanat
uygulamalari  yapilabilecegini ve bunun sanat egitiminde
kullanilabilecegini  kesfettigini  ifade  etmistir. YL  Ogrencisi
dusuncelerini su sdzlerle anlatmistir:

Etkinlik surecinde akilli telefonlara Gcretsiz bir sekilde indirebilecegimiz
sanatsal uygulamalarin  yer aldigini ve bu uygulamalarla fotograf
duzenlemelerinde gérsel sanatlar ilke ve elemanlarinin kullanilabildigini
kesfettim. Bu nedenle akilli telefonlarin ve bu uygulamalarin sanat egitimi
alaninda kullanilabilecegini ve sanat egitimine saglayacagi faydalari bu
etkinlik araciligi ile fark ettim.

Katilmcr akilli  telefonlarla glitch sanat uygulamalarinin  sanat
egitiminde kullaniimasinin sebebi ve faydalari konusunda sunlari
eklemistir:
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Teknolgji ile i¢c ice yasadigimiz bu cagda artik bircok ogrencide akilli
telefonlar mevcut. Ancak égrencilerin kullandiklari akilli telefonlarin ...egitim
alaninda nasil kullanilacaginin farkinda olmadiklarini dudstundyorum. Bunlari
ogrenerek akilli telefonlari ve onlar i¢cin sunulan uygulamalari bilingli bir
sekilde sanatsal calismalarda kullanacaklardir. ...gorsel sanatlar dersi icinde
bu ve benzeri etkinlikler yaptirmak égrencilerin akilli telefonlarinda Grettigi
glitch sanat calismalarini  kolayca paylasmalarina firsat verecektir.
Dolayisiyla égrenciler birbirleriyle iletisime ge¢cme, birbirlerinden égrenme ve
sosyallesme olanagi bulacaktir (YL Ogrencisi).

Cagdas dusunur Berys Gault, “sanatin izleyenlerine aktaracagi cok
cesitli bilgi olduguna inanir: dnerme bilgisi, deneyim ya da beceri, bir
seyi deneyimleme bilgisi, kavramsal bilgi ve degerler bilgisi” (Barrett,
2019, s. 103). Bu nedenle boyle bir uygulamada ogrenciler sadece
ureten degil izleyen olarak da birbirlerinin calismalarindan cok sey
ogrenebilir.

Katilimci akilli telefonlarla glitch sanat uygulamalari yapmanin pratik
oldugunu dusundugu icin 6grencilerin glitch sanat c¢alismalarini her
yerde kolayca yapabileceklerini belirtmistir. Bunun sebebini su sekilde
aciklamistir:
Ogrencilerin bircogu bilgisayara sahip olmasa da akilli telefonlara sahipler.
Hem okulda hem de okul disi zamanlarda bu etkinlikleri kolayca
gerceklestirebilirler. Bununla birlikte gorsel sanatlar dersinde farkl bir
materyalle hatta cok sik kullandiklari bir materyalle ¢calismak onlarin ilgisini

cekecektir. Ayrica aksaklik ve bozukluk Gzerine konumlanan bu sanat
dalinda kendilerini basarisiz ve yeteneksiz hissetmeleri cok zor (YL Ogrencisi).

Sweeny (2020)'in  belirttigi gibi, basarisizhgr kucaklamak, asiri
yuklenme anlarini kabul etmek ya da c¢agdas iletisim aglarindaki
gurdltuyd® dinlemek, yeni bir medya sanati egitimiyle sonuclanabilir (s.
25). Bundan anlasildigi Uzere amag, sanatta ve sanat egitiminde
bilinen gercekligi yikmak degil teknoloji bombardimanina tutulmus
bir cagda sinirlari genisletmek ve yeni yollar kesfetmektir.

KATEGORI 3. Sorgulama:

Bu kategoriyi olusturan 1 kod vardir; “Sanat alanina yonelik diger
uygulamalar”.

YL Ogrencisi kesiflerin ardindan akilli telefonlarin sanat egitiminde
farkli kullanim alanlarini da sorgulamistir. Bununla ilgili YL Ogrencisi
su sekilde dusuncelerini ifade etmistir:
Teknolojik gelismelerin sanat alaninda bilinmeyen ya da yeni olan
gelismeleri bu etkinlik veya benzeri etkinlikler dogrultusunda da yapilabilir

mi?” sorusunu aklima getirdi. Bununla birlikte “bu etkinlikte akilli telefon
aracigiyla kullanilan sanatsal uygulama disinda baska sanat alanina

4 Gurilty, glitch sanat icerisinde bir mecaz olarak kullanilir. Kabul edilmeyen sesleri ifade eder: miizik
degil, gecerli bilgi veya mesaj olmayan seyler. Guriilti ayrica yararli veri sinyalinde bir bozulma, kesinti
veya ekleme anlamina gelebilir (Menkman, 2010).
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yonelik uygulamalar da var midir?” diye dusundum. Bununla ilgili calismalar
ve denemeler yapmayi surdidrmek istiyorum.

Eisner (1997) boyle bir belirsizligi, potansiyel bir icgdru kaynagdi, yeni
anlayislar ve birden fazla yorum icin kapiyr acik tutmanin bir yolu
olarak belirlemistir (s. 9).
Ogrenme Deneyimleri

“Ogrenme deneyimleri” adli UcUncU temaya ait kategori ve onun
altinda olusturulan kodlar Tablo 2'de sunulmustur.

Tablo 2
Ogrenme Deneyimleri Temasina Ait Veriler
Kategoriler Kodlar

Bilgisayarla yapilan glitch sanat calismalarina yakin
Ozgunlukte ve kalitede calismalar yapma
Ogrenme Akilli telefonlari sanatsal amacla kullanma
Fotograf cekme kabiliyetini gelistirme
Kulturel varliklara farkli acilardan bakma
Kulturel varliklari detayl inceleme

Tablo 2 incelendiginde o0grenme deneyimleri temasinin altinda
“Ogrenme” seklinde 1 kategori saptanmistir. Asadida, katilimcinin bu
kategoriye gdre aciklamalari verilmistir.

KATEGORI 1. Ogrenme:

Bu kategoriyi olusturan 5 kod vardir; “Bilgisayarla yapilan glitch sanat
calismalarina yakin 6zgunlUuk ve kalitede calismalar yapma”, “Akilli
telefonlari sanatsal amacla kullanma”, “Fotograf cekme kabiliyetini
gelistirme”, “Kulturel varhklara farkli acilardan bakma” ve “Kulturel
varhklari detayli inceleme”.

Katilimci etkinlik dncesinde de glitch sanat ile ilgili calismalar yapmis
ancak bunu sadece bilgisayar ile gerceklestirdigini belirtmistir.
Arastirma kapsaminda yurutulen etkinlik sUrecinde elde ettigi
ogrenme deneyimleri ile ilgili gorusleri, bilgisayarla yapilabilecek
bircok glitch sanat calismasina yakin 06zgunlukte ve kalitede
calismanin akilli telefonlarla da yapilabilecegi yonundedir.

Etkinlik sayesinde yeni olan glitch sanat icin kullanilan tekniklerin sadece
bilgisayar ortaminda uygulanmadigini gelisen teknoloji ile akilli telefonlar
araciligryla da yapilabildigini yaparak yasayarak deneyimlemis oldum. Bu
sayede bilgisayara sahip olallm ya da o/mayo//m her an her yerde sanatsal
calismalar uretilebilecegini 6grendim (YL Ogrencisi).
Glitch sanat ile ilgilenen katilimcinin daha once akilli telefonla glitch
sanat calismasi yapmadigi belirlenmistir. Etkinlikte akilli telefonlar icin
paket olarak sunulan uygulamalardan biri olan GlitchCam uygulamasi
ile bunun yapilabilirligini 6grendigi goérdlmustur. YL Ogrencisi'nin
yorumu su sekildedir: “GlitchCam uygulamasinin nasil kullanildigini,
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uygulamada glitch tekniklerinden hangilerinin yer aldigini 6grendim.”
Katilimci ayrica sunlari  eklemistir:  “Akilli  telefonla daha énce
cogunlukla ani fotografi cekerken uygulama araciligl ile sanatsal
fotograflar da cekmeyi deneyimledim ve bu sayede fotograf cekme
kabiliyetimi gelistirdigimi dusunuyorum.” Ayrica katilimci, etkinlik
sayesinde yasadigl sehri dolasarak zaten bildigi kulturel varhklari
fotograflamasinin onlara farkli acilardan bakmasini ve daha fazla ve
detaylica inceleme yapmasini sagladigini belirtmistir. Greene (2001)'in
belirttigi gibi, insanlarin hayal guclerini serbest birakmalarina,
kendilerini cevreleyen seylere farkli bir sekilde dikkat etmelerine
olanak saglarsak cevrelerine karsi daha farkinda olarak bakacaklardir
(s.170).

Katillmcinin ifadesine goére glitch sanat uygulama sureci, her an
elimizin altinda bulunan ve artik siradanlasan bu cihazlarin sanat ve
tasarim alaninda da rahatlikla kullanilabilecegini gostermistir. Greene
(2001)'nin belirttigi gibi, olagan ve siradan olanin pencerelerini agcmak
hayal gucunuzun olaylara baska turll olabilecekmis gibi bakmasina
izin verir (s. 70).

Sonug, Tartisma ve Oneriler

Arastirmada sanatci/arastirmaci/6gretmen ve &drenen olarak bir
yuksek lisans 6grencisinin sanat egitiminde akilli telefonla glitch sanat
yaklasimiyla gorseli nasil yeniden yapilandirdigi ve etkinlik surecinde
elde ettigi 6grenme deneyimleri Uzerine odaklaniimistir. Arastirmanin
amacina yonelik olarak katilimcinin akilli telefon ile Urettigi glitch
sanat calismalari ve bu calismalara yonelik géruslerinden elde edilen
veriler icerik analiz ile analiz edilmistir. Analizlerden ortaya c¢ikan
sonuclar asagida verilmistir.

Katilimcinin yapmis oldugu glitch sanat Uretimleri, akilli telefonlar icin
hazir olarak sunulan glitch sanat uygulamalariyla bilgisayarla
yapilabilen glitch sanat calismalari gibi farkli ve &zgun calismalar
yaplilabilecegini goéstermistir. Akilli  telefonlardaki glitch sanat
uygulamalarinin sundugu bircok efektin hazir olmasina karsin farkli
gorsellerde farkli etkiler olusturabildigi géralmustur. Uygulama ile ayni
goérselde Ust Uste farkli efektler kullanilarak sayisiz varyasyonlar
yapilabilecegi sonucuna ulasiimistir.

Akilli telefonlarin dogasi olarak her yerde ve her zaman kullanilabilir
olmasi, hizli denemeler yapilabilmesine ve hizli sonu¢ alinabilmesine
olanak tanimasi ile bu cihazlarda glitch sanat c¢alismalari yapmanin
pratik oldugu sonucuna varilmistir. Katilimci ayrica akilli telefonlardaki
bu uygulamalarda goérsel sanatlar ilke ve elemanlarinin
kullanilabilecegini kesfetmistir. Benzer sekilde Taskesen (2020)
arastirmasinda mobil cihazlarin  hizli  ve ulasilabilir olmasinin
ogrencilerin  motivasyonunu olumlu etkiledigini belirtmistir. Ayrica
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atélye dersleri icin mobil cihaz kullaniminin gerekli oldugu, bilgiye
daha hizli ulasma, gorsellere bakma, eskiz olusturma, degisik
programlari (Photoshop, Pixelart, Picsart vb.) etkin kullanabilme gibi
avantajlarinin bulundugu sonucuna ulasmistir. Gunduz vd. (2011) de
arastirmalarinda mobil cihazlarin zamandan ve yerden bagimsiz ézgur
ogrenme ortami saglayacagini, ilgi ¢ekici ve guduleyici olacagini,
bilgiye ulasimi kolaylastirip hizlandiracagini, dersi tekrar etme ve
aninda geribildirim vermeye olanak saglayacagini ve basarlyi
arttiracagini vurgulamislardir.

Etkinligin, katilmcinin kultdrel varliklara derinlemesine bakmasinda
faydali oldugu gorulmustur. Bununla birlikte katilimci, fotograf cekme
yetenegini gelistirdigini dusunmustur. Keyes ve Skinner (2023) de
benzer sekilde arastirmalarinda, glitch sanatinin farkl sosyal sorunlari
ortaya cikarmak icin kullanilabilecegini énermislerdir. Glitch sanatin,
ogrencilerin kolaji ve dokuyu, hafizayr ve kimligi, hatta kederi ve yasi
kesfetmelerinin yollarini actigr sonucuna varmislardir. Katilimci etkinlik
surecinde, akilli telefonlarla glitch sanat ve benzeri uygulamalarin
sanat egitiminde kullanilabilecegini kesfetmistir. Katilimci akilli
telefonlarla glitch sanat uygulamalari yapmanin pratik olmasi
nedeniyle 6grencilerin okulda ve okul disinda bu etkinlikleri kolayca
yapabileceklerini ve bunlarin &grencilerin ilgisini c¢ekebilecegini
dusunmektedir. Sweeny (2020) arastirmasinda glitch sanatin, sanat
egitiminin radikal uygulamalarina yénelik olanaklarin ana hatlarini
cizmek icin kullanilabilecegini ve dijital teknolojiler kullanilarak yapilan
sanatta glitch formunun dudsunmeye sevk ettigini, eglenceli ve
arastirict  yollari  oldugunu  énermistir.  Grunwald  (2021) de
arastirmasinda, glitch gibi fenomenlerin sanat egitimi icin &ézellikle
faydali oldugunu c¢unkd onun &ogrencilerin  gunluk estetik
deneyimleriyle baglantii oldugunu ve her zaman derinlemesine
dusunme kapasitesi gerektirdigini ifade etmistir. Ayrica glitch sanatin
rutin sureclerden ongoérulemeyen sonucglara odaklandigini diger bir
deyisle bir dizi dayatilmis teknik kisitlama dahilinde bulus, hayal gucu
ve dogaclama gerektirdigini dne surmustur. Peha ve James (2016)
arastirmalarinda glitch pedagojisini kavramsallastirarak onun yalnizca
ogrenmenin oyun duygusunu tesvik etmekle kalmadigini, ayni
zamanda hatalarin yirmi birinci yuzyilda bilginin olusturulmasi ve
harekete gecirilmesinin altinda yatan sureclerin (yaraticik, sorgulama,
kavrayis ve kesfin) merkezinde oldugunu ileri sUrmuslerdir. Bu
sonuglar glitch sanatin sanat egitiminde kullaniimasinin  faydali
olabilecegini ortaya koymustur.

Katilimcr ayrica etkinlik sUrecinde, &grencilerin akilli telefonlarla
yapacagl glitch sanat calismalarini paylasma firsati bulabileceklerini
dolayisiyla iletisim, birbirlerinden 6grenme ve sosyallesme ortami
olusabilecegini fark etmistir. Ture vd. (2020) arastirmasinda sosyal
bilgiler egitimine uygun icerige sahip akilli telefon uygulamalarinin
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derslerde kullanilabilecegini ve sosyal bilgiler dersinde 6gretmenlerin
akillh telefon uygulamalarindan etkili bir bicimde yararlanabilecegini
vurgulamislardir. Cavus ve Uzunboylu (2009) da arastirmalarinin
sonunda ogrencilerin  mobil &grenme sisteminin kullanishhgina
yonelik  tutumlarinin  6nemli  dlcude gelistigini, &grencilerin
yaraticiliklarinin dnemli élcude arttigini ve acik hava deneyimlerinin
ogrencilerin  tutumlarint olumlu yénde etkiledigini bulmuslardir.
Klimova (2018) arastirmasinda akilli telefon ve uygulamalarinin
kullaniminin, ingilizceyi yabanci dil olarak 6grenme Uzerinde, dzellikle
de &grencilerin kelime dagarciginin gelismesinde ve ders calisma
motivasyonlarinin artmasinda olumlu etkiler yarattigini vurgularken,
Sad vd, (2022) Universitenin ingilizce hazirlik sinifina  katilan
dgrencilerin - akilli  telefonlarini  ingilizce dinleme ve konusma
aktivitelerine katilmak icin sik¢ca kullandigini, Shaw ve Tan (2015) da
arastirmalarinda akilli telefonlarin ogrencilerin soru-cevap
etkinliklerine aktif katilimini sagladigini belirtmislerdir. Dukic vd. (2015)
arastirmalarinda yuksekogretim  ogrencilerinin  akilli  telefonlari
ogrenme amaciyla yaygin olarak kullandiklarini ve akilli telefonlarin
akademik calismalari icin (ders materyallerine erismek, kutUphane
katalogunu aramak, akranlariyla ders &édevlerini tartismak, not almak
vb.) cok faydali oldugunu gostermislerdir.

Arastirma sonuclart  ayrica katilmcinin  akilli  telefonlarin  ve
uygulamalarin  egitim alaninda nasil  kullanilacaginin  etkinlik
oncesinde farkinda olmadigini ortaya cikarmistir. Woodcock vd. (2012)
yapmis oldugu arastirma da benzer sekilde akilli telefon sahibi
ogrencilerin, 6grenmeyi destekleme potansiyellerinin buyuk olcude
farkinda olmadiklarini ve genel olarak bu amacla akill telefon
uygulamalari yuklemediklerini ortaya ¢cikarmistir. TUm bu sonuclar goz
onunde bulunduruldugunda egitim icerisinde uygun uygulamalarin
kullanilabilecedi ve bunun ogrenciler Uzerinde olumlu etkiler
saglayabilecegi soylenebilir.

Akilli telefonlarla glitch sanat uygulamalarinin 6grenciler Uzerindeki
etkileri icin ayrica arastirmalara ihtiya¢ vardir. Bununla birlikte akilli
telefonlardaki sanat ve tasarim Uzerine hazirlanan farkli uygulamalarin
etkililigi Uzerine arastirmalar yapilabilir. Farkl etkinlik planlari ile farkli
yas gruplarinda bu ve benzeri akilli telefon uygulamalarinin sanatsal
amacla kullanilmasi Uzerine arastirmalar yapilabilir. Diger taraftan
sanat egitimi alan lisans ogrencileri ile benzer calismalar yapilarak
degerlendirilmesi saglanabilir.

Etik Kurul izin Bilgisi: Bu arastirma, Dicle Universitesi Sosyal ve Beseri
Bilimler Etik kurulunun 18.09.2023 tarihli 565327 sayili karari ile alinan
izinle yaratdlmastar.

Yazar Cikar Catismasi Bilgisi: Yazarlarin beyan edecegi bir cikar
catismasi yoktur.
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Yazar Katkisi: Birinci yazarin arastirmaya katki  orani %65
(Arastirmanin  tasarlanmasi,  kavramsal  cercevesi, yontemin
belirlenmesi, veri analizi, bulgular, sonuc ve éneriler bélimleri), ikinci
yazarin arastirmaya katki orani %35 (Arastirmanin bulgular bélimu).
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Reproduction of Images in Art Education Through the

Glitch Art Approach by Using Smartphones: An

Application Example
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Abstract

This study aims to investigate the reproduction of images
through the glitch art approach by using smartphones in the
art education of graduate students and reveal the learning
experiences they have gained during the activity process. The
methodology of the research is based on a case study. In the
research, among the case study designs, a holistic single case
design was employed from. The study group of the research
consisted of a total of one individual who was a graduate
student in the Department of Fine Arts Education, Art Teaching
Branch, at the Institute of Educational Sciences at Dicle
University, during the Spring semester of the 2022-2023
academic year. Purposive sampling method was adopted to
recruit the participant. The data collection tools consisted of
creating visual documents including the participant student's
opinions and experiences during the design and activity
process. Content analysis was used to analyze data. The results
of the research indicate that various and original works can be
created using glitch art applications readily available for
smartphones, as well as glitch art works done with computers.
Moreover, the research reveals that although many effects are
readily available in glitch art applications for smartphones,
they produce different effects in different images. The research
also suggests that it is possible to create numerous variations
by layering different effects on the same image. The research
also found that creating glitch art works with smartphones is
practical, leading the researcher to discover its potential use in
visual arts classes. Such activities and similar ones can attract
students' interest and provide them with opportunities for
communication and socialization.
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Introduction

With the rapid development of technology, we have entered a world
surrounded by multimedia devices. Especially smartphones, which are
always available everywhere, have become central to our lives.
Smartphones not only serve communication functions but also fulfill
many functions which were previously conducted with the help of
computers; such as photography, video, and various applications. In this
sense, smartphones contain applications that can also be used in visual
communication and design studies.

While the change and development of technology has led to an
increase in products and services, it has also led to errors. However, in
visual arts, music, and even literature; errors, which manifest
themselves as glitches and noise, are not only tolerated but also praised
as "Glitch Art" (Speiser, 2017). The term "glitch" is generally defined as a
disruption from the expected or conventional flow of information or
meaning within a technological system resulting from an abnormal
operation mode, perceived accident, or error (Menkman, 20I10;
Menkman, 2011a). In other words, glitch is a common expression in
computer and network terminology meaning a mistake, slip,
irregularity, malfunction, or a “little electrical error” (Motherboard, 2002).

According to The American Heritage Dictionary (2000), the word
"glitch" was first recorded in English in 1962 by astronaut John Glenn to
describe problems encountered during the American space program.
Glenn later specified the technical meaning of this word, adopted by
astronauts as "literally, a glitch is a spike or change in voltage in an
electrical current” (cited in Moradi, 2004, p. 9). Used to describe a wide
range of faults and mishaps, glitch soon transcended this specific
technical usage (Menkman, 2011b).

Whereas the lack of expected functionality; in other words, failure; was
a phenomenon that had to be overcame, now a glitch is more
extensively incorporated into technological or interpretive processes.
Thus, it has opened up into the realm of symbolic or metaphorical
connotations, transitioning from being simply an error or technological
reality, to becoming a phenomenon that requires consideration after
undergoing a more complex procedure (Menkman, 2011a). In other
words, glitch has evolved into a shape or appearance recognized as a
new art form, by sparking a creative energy indicating the creation of
something new as an alternative form of representation or a different
language (Menkman, 2010).

Glitch art originated primarily from an electronic music pitch called
"Glitch" (Den Heijer, 2013). In the early 1990s, German sound
experimenters, various bands, and DJs created conscious glitches and
errors in electronic music, leading to the emergence of the glitch
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movement (Cascone, 2000). It then spread to broader fields,
manifesting itself in visual arts (Go¢ & Eristi, 2019; Guzel & Mercin, 2022;
Menkman, 2010; Menkman, 2011a; Menkman, 2020; Moradi, 2004;
Moradi, Scott, Gilmore, & Murphy, 2009; Yildirim, 2020), and even in
literature (Mason, 2012).

The term "Glitch art" is an attempt to distinguish between the
deliberate use of glitches in an artwork and their spontaneous
occurrences in non-artistic contexts or works (Betancourt, 2014).
However, glitch art can apply to all controlled (processed)
(domesticated) and uncontrolled (unprocessed) (wild) glitches that are
"captured" and recontextualized as art (Cloninger, 2011, p. 33).

Glitch art deconstructs the expected functionality in software,
emphasizing what is rejected as a flaw and then demonstrating how
accidents and errors can be welcomed as new forms of usability
(Menkman, 2010; Menkman, 2011a). Therefore, glitch art, with a
deconstructive approach, undermines absolute values and relies on
subjective criteria, and is based on technological errors and electronic
faults. Thus, it creates a new narrative language and a new aesthetic
language by stepping into the disrupted and destroyed field.

Figure1

Michael Betancourt, "The Kodak Moment," Three Screenshots from Video
Glitch (Glitchology, 2023)

In literature, various typologies of glitch have been proposed in the
artistic context (McKay, 2014; Menkman, 2011a; Moradi, 2004, Sotiraki,
2014). Among these, McKay's (2014) classification is not a mere sub-
genre of glitch art, but provides general characteristics about the
nature of glitch art. The key terms highlighted in Figure 2 are commonly
used to describe a glitch piece.

Figure 2
Characteristics Within Glitch Art (McKay, 2014, p. 10)
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Pure glitch, whether or not it possesses its own aesthetic values, is an
unpremeditated digital work (Moradi, 2004, p. 10). Provoked glitch, on
the other hand, is exploratory. It is also referred to as post-processing
glitch. It results from artificial errors through a system. In other words, it
intentionally disrupts the flow of information. This is achieved through
various software (McKay, 2014, p. 13). Provoked glitch has elements of
randomness, whereas designed glitch (also known as fake, mimic, or
glitch effect) is premeditated. Designed glitch is packaged, purchasable
and commercialized at your fingertips, in a smartphone application or
an editable plugin. It is profit-oriented rather than exploration-oriented.
Aesthetically, it consists of distorted adaptations of nostalgic films,
cartoons, and videos (McKay, 2014, p. 14). The glitch art under
investigation in this research is also designed glitch, prepared for
smartphones through applications.

Smartphones first emerged in the 1990s as hybrids of Personal Digital
Assistants (PDAs) and cell phones, combining connectivity and various
collections of hardware and software-based functionality. They have
evolved significantly since then and became increasingly mainstream
particularly after the launch of Apple's iPhone in 2007. Since then, ways
of utilizing smartphones for educational purposes have been
researched (Woodcock, Middleton, & Nortcliffe, 2012).

Smartphones, which allow students to access relevant information and
communicate easily with others, are becoming increasingly popular
among students in higher education (Dukic, Chiu, & Lo, 2015; Wai, Ng,
Chiu, Ho, & Lo, 2018). In this sense, Prensky (2005) believes that the only
correct answer to the question of what students can learn with cell
phones is "anything if we educators design it right." According to him,
the most common and effective learning types and processes, such as
listening, observing, imitating, questioning, reflecting, experimenting,
predicting, and practicing; can be supported through mobile phones

(P 2).

Smartphones now have considerable computing power (Subramanya
& Farahani, 2012; Woodcock et al., 2012). Mobile operating systems found
on smartphones allow users to run highly functional and tightly focused
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software commonly known as “applications” (apps), enabling access to
a wide range of applications that are highly useful and functional.
Consequently, these devices have become highly customized,
personalized platforms for communication, organization, information
production, and content management (Woodcock et al., 2012, p. 2).
Many applications available on smartphones offer opportunities for
education as well, providing a new, more efficient, interesting, and
useful approach to learning (Subramanya & Farahani, 2012).
Subramanya and Farahani (2012) list the main benefits of these
applications as the ability for students to use them anytime and
anywhere they desire, the potential for well-designed applications to be
enjoyable and engaging, the utilization of appropriate combinations of
rich multimedia (audio, video, graphics, and animation) shown to
facilitate learning and retention, and their facilitation of exploration and
experimentation.

Some of the applications prepared for smartphones come pre-installed
on the devices, while the others can be installed later. Among these
applications is the glitch application, which, alongside those already
pre-installed on smartphones, also has versions that can be
downloaded for free or purchased. Glitch art applications, which many
people use unaware of their existence, can offer opportunities for visual
arts education and art design. It has become important to experience
the different usage opportunities for smartphones within education,
which are almost indispensable technological tools of today and which
are easily accessible and owned by almost everyone.

In this context, when studies related to the use of smartphones in the
education process are reviewed; research has been found regarding the
impact of mobile learning on critical thinking skills (Cavus & Uzunboylu,
2009), pedagogical opportunities of smartphones (Cochrane &
Bateman, 2010), opinions and experiences of social studies teacher
candidates regarding the use of applications on smartphones in social
studies classes (Ture, Deveci, & Gezer, 2020), experiences of higher
education students in using smartphones for learning purposes and
their perceptions of the suitability of smartphones for learning (Dukic,
Chiu, & Lo, 2015), views of instructors on mobile learning environments
developed with 3G technology (Gunduz, Aydemir, & lIsiklar, 2011),
usability of smartphone applications in the education of candidate
teachers (Aktay, Hamzagebi, & Kara, 2021), possibilities of using
smartphones to view school atlases in school mapping (Nunez, 2013),
whether a smartphone app can increase engagement in an
educational activity and how this use translates into performance on
standardized tests (Shaw & Tan, 2015), use of cell phones and/or
smartphones and applications in teaching foreign languages,
especially English (Klimova, 2018), students' views on using their
smartphones while learning English as a foreign language (Sad, Ozer,
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Yakar, & OztUrk, 2022), and opinions and suggestions of students
studying in the field of art education regarding the use of mobile
technological tools (smartphones, tablet computers, notebooks, etc.)
for workshop lessons (Taskesen, 2020).

In this direction, this research, based on an example application, aims
to question the reproduction of images through the glitch art approach
by using smartphones in art education of graduate students as artists /
researchers / teachers and as learners, and to examine the learning
experiences they have obtained during the activity process. The goal is
to provide a different perspective on the field.

Purpose of the Research

The main purpose of the research is to investigate the reproduction of
images through the glitch art approach by using smartphones in art
education of graduate students and examine the learning experiences
they have gained during the activity process. In line with this primary
aim, the following questions were addressed in the current research:

1. How was the reproduction of the image using the glitch art
approach on smartphones carried out?

2. What thoughts, feelings, and discoveries were made during the
activity process?

3. What are the learning experiences obtained during the activity
process?

The Importance of Research

Smartphones are devices that can easily respond to needs due to their
portability, widespread availability, and accessibility for use almost
anywhere. The capacity of a smartphone to access, process, generate,
store, or share content almost instantly provides reasons why education
should explore technology. This versatility promises to alter the nature
of educational content and therefore the nature of learning. Given the
increasing interest and innovations in the use of smartphones every
day, it is important for educators to understand the potential of these
devices in teaching and learning (Woodcock, Middleton, & Nortcliffe,
2012). For this reason, this research is important in terms of focusing on
the integration of smartphones, which are one of today's almost
inevitable technological tools, into art education, determining how
glitch art applications are made by using smartphones and what the
learning experiences of graduate students are in this process; bringing
suggestions that can guide art educators, opening new areas for
researchers and contributing to the literature.

However, it is observed that there are still a limited number of studies
conducted on glitch art in the context of education. For example,
Sweeny (2020) analyzed the works of some contemporary new media
artists using glitch art within the framework of education. In their study,
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Keyes and Skinner (2023) employed a narrative research approach to
explore how teaching glitch art in a media arts program called
"TakeBreakMake" shaped and expanded the curricular trajectory of the
program. Grunwald (2021) questioned finding suitable ways for
teaching in the post-digital era, focusing on glitch art based on his
teaching experiences. Pena and James (2016) aimed to provide a
different vision regarding the educational possibilities of digital devices
that play a significant role in contemporary learning and
understanding. For this purpose, they presented four applications
exemplifying the potential adoption of glitches, the unexpected
products of intentional errors, as pedagogical tools. In one of these
applications, they addressed the distortion during taking photos with a
mobile device. When these studies are examined, it is observed that
glitch art has not been addressed in the educational context in practice
scale with smartphones and study groups. This underscores the
originality of the research.

Method
Research Model

This research was implemented as a case study. A case study is
empirical research that delves deeply into a contemporary
phenomenon within its real-life context, particularly when the
boundaries between the phenomenon and its context are not clearly
evident (Yin, 2008, p. 18). "In other words, factors related to a situation
(environment, individuals, events, processes, etc.) are examined with a
holistic approach, focusing on how they affect the relevant situation
and how they are affected by the relevant situation" (Yildirim & Simsek,
2018, p. 73).

In this research, the process of the activity named "Glitching the
Historical and Cultural Assets of Diyarbakir® conducted to bring
smartphones, which many people have today, into classrooms as an art
and education tool, has been evaluated.

In the research, holistic single-case design, one of the case study
designs, has been employed. In holistic single-case designs, "there is a
single unit of analysis (an individual, an institution, a program, a school,
etc.)" (Yildirrm & Simsek, 2018, p. 300). In this study, the unit of analysis
constitutes the learning experience of the participating graduate
student in glitch art applications with a smartphone. Additionally, the
reason for choosing this design is that it is a previously unexplored case.
Thus, it is believed to lay a foundation for future researchers (Yildirirm &
Simsek, 2018).

Research Study Group

The study group of the research consists of one person who was a
graduate student in the Department of Fine Arts Education, Painting
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Education Branch, at the Institute of Educational Sciences at Dicle
University during the Spring semester of the 2022-2023 academic year.
Purposeful sampling method was adopted to choose the participant in
the study group. Purposeful sampling allows for extensive learning
about the central important aspects related to the purpose of the
research from situations containing rich information. Qualitative
research is often conducted with purposefully selected small samples,
sometimes even with a single sample. Generalizations cannot be made
from single cases or very small samples, but new areas can be opened
up for further research (Patton, 2014).

In determining the study group, the participant's interest in glitch art,
her field being graphic design, not having previously made a glitch
application by using a smartphone, and being easily accessible were
influential factors. In accordance with ethical principles, a pseudonym
"MA Student" has been given to the participant within the research.

Data Collection Tools and Process

The data of the study were gathered through the participating MA
student’s opinions on her design and experiences during the activity
process, and visual documents containing her design (Merriam, 2009;
Merriam, 2018). The visual documents include nine images that the
participant transformed into glitch art within the scope of the activity
titled "Glitching the Historical and Cultural Assets of Diyarbakir" by
using a smartphone application.

The application process began with the explanation of the activity
"Glitching the Historical and Cultural Assets of Diyarbakir" to the
participant. Since the participant had detailed knowledge about glitch
art, the theoretical information part was skipped, and the application
phase of the activity was started. In this context, the participant
photographed historical and cultural assets associated with the
province Diyarbakir by visiting historical sites with a smartphone
camera. Among the photographs obtained, nine images were selected
for glitching. These selected images were reproduced using the
application "Glitch Photo Editor," also known as "GlitchCam" (Version:
1.181.19) (Figure 3) which provides opportunities to add glitch effects to
photos, downloaded for free from the "Play Store" on the smartphones.

Figure 3
Screenshot of Glitch Application

(: Glitch Fotograf
Duizenleyici -

Uygulama bilgisi

r GlitchCam
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After the implementation process of the research, the participant was
interviewed as an artist / researcher / teacher and a learner (Irwin, 2003;
Springgay, Irwin, & Kind, 2005; Irwin, 2013; Gunes, 2018), and asked to
share her opinions about the design and her experiences during the
activity process. A semi-structured interview form was used in the
interview. Initially, the interview form was prepared with five questions,
then two questions were merged based on the opinions of two experts
in the field of Fine Arts Education, reducing the number of questions to
four. Finally, according to the feedback from the experts, one question
was excluded, and the form was finalized. After obtaining the necessary
permissions for the research, a video conference interview was
conducted with the participant MA student via the internet. During the
interview, based on the participant's response to the second question "l
have discovered that these applications can be used in the field of art
education," the question "how" was asked from the probes for detail
(Yildirrm & Simsek, 2018, p. 141).

The questions included in the interview form are provided below:

1. How did you reproduce the image through glitch art approach
on the smartphone?

2. What were your thoughts, feelings, and discoveries during the
activity process?

3. What are the learning experiences you gained during the activity
process?

Data Analysis

Content analysis was used in the analysis of the research data. "The
basic process in content analysis is to gather similar data together
within the framework of specific concepts and themes, and to interpret
them by organizing them in a way that the reader can understand"
(Yildirrm & Simsek, 2018, p. 242). In the content analysis of the research
data, firstly, the interviews were transcribed into written text and minor
corrections were made by having the participant read them again.
Afterwards, the interview text was coded by the primary researcher and
a coder from outside the research at different times. Then, the codes
were compared to reach a consensus. Finally, categories and themes
were reached through the codes. Thus, as a result of the analysis of the
data obtained within the scope of the research, three themes were
identified (Figure 4). Themes:. 1- Reproduction of the image on
smartphones, 2- Thoughts and discoveries, 3- Learning experiences.
Additionally, 3 categories were identified under the second theme and
1 category under the third theme. Codes were placed under their
respective categories within these themes. Data were presented
including direct quotations from the participant's views.
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Figure 4
Identified Themes Through Data Analysis

>/,
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Findings

The findings related to the analysis of the research data on the three
themes are shown below.

Reproduction of Images on Smartphones

In order to move on to glitch art works on photographs, first of all, the
photographs decided within the scope of the activity titled "Glitching
the Historical and Cultural Assets of Diyarbakir"" were selected from the
phone's photo application by tapping the "import" option on the first
screen of the GlitchCam application. The first of these photographs is a
rear view of the Surp Giragos, anArmenian Church located in Diyarbakir
(Figure 5). The participant MA student explained the glitching steps she
performed on this photograph as follows:

Initially, | tried some of the glitch effects offered by the GlitchCam application
on the photograph. After various attempts, | decided on the "Height" effect.
Thus, | added movement to the image. After selecting this effect, | adjusted
the density ratio under the image and, after various attempts, set it to "-17" to
give the image its final form (Figure 5) (MA Student).

According to Barrett (2022), "blurred images can evoke a sense of
motion" (p. 212). With the effect applied by the participant, the images
extended and gradually blurred, creating the desired dynamic effect.

Figure 5
Rear View of Surp Giragos Armenian Church, Glitching Stage, and Final Form
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The second of the images selected for the research is the "Four-Legged
Minaret" (Figure 6). As in the other images, the participant tried various
glitch effects on the application and decided on the "V-Extrude" effect.

While glitch effects are readily available to users on smartphones,
adjustments to the intensity levels have been left to the individual. Here, while
adjusting the intensity, based on the light and color of the photograph taken
initially, | conducted various experiments to achieve the best result in my
opinion. Ultimately, | set the intensity of the effect to "-32" (Figure 6) (MA
Student).

Glitch art is based on deconstruction processes. It is about destroying,
breaking, in short, completely destroying the existing structure and
rebuilding it. Although these structures are presented as ready-made
in smartphone applications, each of them can give different
unpredictable effects in different images and create original works. This
allows for the creation of "autonomous forms appended to existing
forms" (Eco, 2001, p. 24).

Figure 6
Four-legged Minaret, Glitching Stage, and Final Form

The third image selected for the research belongs to the courtyard of
Diyarbakir Great Mosque (Figure 7). The participant inverted the image
by using two different glitch effects on this image. Thus, by turning the
view of the space upwards instead of from the opposite direction, a
monumental space appearance was obtained. As Menkman (2010)
states, glitch is a wonderful experience of interruption that distracts an
object from its usual form and discourse. The participant explained the
stage of constructing the image as follows:

| first applied the glitch effect called "SoftFlip" on this image. With this effect, |
aimed to evoke the linear glitch technique by creating a view composed of
overlapping pixels. | set the intensity ratio of this effect to "83"... Then, | applied
the second effect, referred to as "LO-2", to alter the color values of the image.
By setting the intensity ratio of this effect to "100," | turned the image into
glitch art (Figure 7) (MA Student).

Figure 7
Courtyard of Diyarbakir Great Mosque, Glitching Stage, and Final Form
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Another photograph selected for the research is "Diyarbakir Hevsel
Gardens" (Figure 8). The participant MA student, indicated the use of
the effect called "TV VHS" in this study, and also stated the following:

The effect | applied when reproducing this image created a visual resembling
the sensation of undulation, even akin to the appearance of flaws that occurs
when a thread is randomly pulled from the middle of woven fabric. | thought
this was consistent with the organic look of the image. | then conducted
research on the intensity of the image and ultimately set it to "53" (Figure 8)
(MA Student).

Figure 8
Diyarbakir Hevsel Gardens, Glitching Stage, and Final Form

Another image included in the research, as stated by the participant, is
a woman dressed in the traditional attire specific to Diyarbakir playing
the "Erbane", a musical instrument common in the Mesopotamian and
Iranian regions (Figure 9).
In this image, | applied the "Esthetic" effect, which is formed by the
interweaving or separation of lines that can be described as fragmentation in
glitch techniques. Thus, | made a nostalgic reference to the cultural clothing

and music of Diyarbakir, which is increasingly rare. | increased the intensity of
the image to '40'to enhance the dramatic effect (Figure 9) (MA Student).

Figure 9
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Woman Playing Erbane in Traditional Diyarbakir Attire, Glitching Stage, and
Final Form

One of the images selected in the research is "Diyarbakir Hasan Pasha
Inn" (Figure 10). The participant described her application on thisimage
as follows:

| applied the "BadTV2" effect, one of the glitch techniques that creates
complexity, shifting and fragmentation effects on the image. By setting the
intensity ratio of this effect to "73," | created line fragmentation in certain parts
of the image and alterations in color values along with these lines (Figure 10)
(MA Student).

Figure 10
Diyarbakir Hasan Pasha Inn, Glitching Stage, and Final Form

KA

Regarding the selected image "Diyarbakir Walls" (Figure T1), the
participant decided to use the "Glitch" effect in the GlitchCam
application. Consequently, the initially diagonal composition of the
image transformed into a horizontal composition due to the planar
error effect created by the glitch effect. The participant expressed the
following about this application:

| can say that the 'Glitch' effect perfectly reflects the fragmentation and

complexity of glitch techniques. Since | found the light and intensity in the

original photograph sufficient, | set the intensity ratio here to only "8." | used

this ratio to emphasize the presence of this effect in certain parts of the image
where | applied the 'Glitch' effect (Figure 11) (MA Student).
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Figure 11
Diyarbakir Walls, Glitching Stage, and Final Form

Another image identified for the research is the exterior view of
Diyarbakir Great Mosque (Figure 12). While reconstructing this image,
the participant again used two different effects. Firstly, noting the use
of the "RGB" effect, the participant MA student, employed
fragmentation and reflections in the colors of the image. Thus, she
obtained a dynamic image with a futuristic approach. This application
created a contrast in the overall appearance of the solid and cold-
looking space, entirely constructed of stone. Additionally, this effect is
similar to the technique called "chronophotography?." Subsequently,
the participant applied the "Glitch" effect, which she believed better
reflected color fragmentations. Thus, the participant achieved cohesion
within the image by creating repetitions with colorful, intertwined, and
partly fragmented lines in the sky. Regarding the intensity adjustments
of the effects, the participant used a ratio of "16" for the "RGB" effect and
"100" for the "Glitch" effect. In this way, it has been observed that several
different glitch effects can be used on a single image (Figure 12)."A
finished work is the product of a series of activities and decisions that
constitute a process. The process refers to the thinking and working
stages that artists and designers go through when producing objects.
There is no single universal artistic or creative process" (Barrett, 2022, p.
18).

Figure 12
Exterior View of Diyarbakir Great Mosque, Glitching Stage, and Final Form

3 Chronophotography is a Victorian photographic technique that captures a series of phases of motion
(https://en.wikipedia.org/wiki/Chronophotography).
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Another image selected for the application part of the research is
"Diyarbakir Walls2" (Figure 13). The participant applied the 'Radial'
effect, which creates the impression of repetition and duplication from
glitch techniques to the image. This effect, similar to the
chronophotography technique as seen in Figure 12, has generated a
lively and dynamic image in the visual. Furthermore, it created a
contrasting perspective to the spatial structure. Regarding other
adjustments, the participant, an MA student, stated the following: "l
experimented to determine the direction in which the applied effect
should be repeated, and ultimately, | set the ratio of the effect to '50.
Thus, | achieved a balanced composition (Figure 13)" (MA Student). As
Menkman (2011a) asserts, glitch ultimately remains a subjective
phenomenon (p. 65).

Figure 13
Diyarbakir Walls2, Glitching Stage, and Final Form

Thoughts and Discoveries

The categories for the second theme titled “Thoughts and Discoveries”
and the codes created under each category are presented in Table 1.

Table 1
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Data for the Theme of Thoughts and Discoveries
Categories Codes
Practical Always available
Accessible everywhere
Quick access to results

Discovery Discovering its potential in art education
Discovering its applications in art and design fields
Inquiry Other applications in the field of art

When Table 1 is examined, thoughts and discoveries are divided into
three categories: "Practical," "Discovery," and "Inquiry." The codes listed
across the categories represent the points emphasized by the
participant. Below are the explanations provided by the participant
according to these categories.

CATEGORY 1. Practical:

There are three codes that make up this category: "Always available,"
"Accessible everywhere," and "Quick access to results."

The participant MA student's thoughts regarding the activity
conducted within the scope of the research are that glitch art
applications on smartphones allow for quicker access to results and
that the application is practical because it can be done anywhere. The
MA Student mentioned:

It was very easy for me to do the activity only with a smartphone. Because it
was always with me, and | didn't need to carry any other equipment. Making
glitches on photos instantly allowed me to see the result very quickly, enabling
me to take new photos and try again. From this perspective, it was quite a
practical application. It was also a fun activity.

CATEGORY 2. Discovery:.

This category consists of two codes: “Discovering its potential in art
education” and “Discovering its applications in art and design fields."

The participant stated that during the activity process, she discovered
that glitch art applications can be made with smartphones and that
this can be used in art education. The participant explained her
thoughts in the following words:

During the activity process, | discovered that there are artistic applications
that can be downloaded for free on smartphones, and with these
applications, visual arts principles and elements can be used in photo editing.
Therefore, | realized through this activity that smartphones and these
applications could be used in art education and the benefits they could
provide to art education.

The participant further added the following regarding the reasons and
benefits of using glitch art applications with smartphones in art
education:
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In this age where we are intertwined with technology, many students now
have smartphones. However, | believe, students are not aware of how their
smartphones can be used in the field of education. By learning these, they will
consciously use smartphones and the applications offered for them in artistic
works. Creating activities like this within visual arts classes will allow students
to easily share the glitch art they produce on their smartphones.
Consequently, students will have the opportunity to communicate, learn from
each other, and socialize (MA Student).

Contemporary thinker Berys Gault believes that "art has a wide range
of knowledge to convey to its audience: propositional knowledge,
experience or skill, knowledge of experiencing something, conceptual
knowledge, and knowledge of values" (Barrett, 2019, p. 103). Therefore,
in such a practice, students can learn a lot from each other's work, not
only as producers, but also as viewers.

The participant mentioned that she believes making glitch art
applications with smartphones is practical, so students can easily create
glitch art everywhere. She explained the reason for this as follows:

Although most of the students do not have computers, they have
smartphones. They can easily perform these activities both in and out of
school. Moreover, working with a different material or even a material they
use frequently in visual arts classes will attract their interest. In addition, it is
very difficult for them to feel unsuccessful and untalented in this art form
focused on disruption and malfunctions (MA Student).

As Sweeny (2020) pointed out, embracing failure, accepting moments
of overload, or listening to the noise* in contemporary communication
networks can result in a new media art education (p. 25). As it is
understood from this statement, the aim is not to break the known
reality in art and art education, but to expand boundaries and discover
new ways in an era bombarded with technology.

CATEGORY 3. Inquiry:

There is one code that constitutes this category: "Other applications on
the field of art."

After the discoveries, the MA Student also questioned the different
usage areas of smartphones in art education. Regarding this, the MA
Student expressed as follows:

The question, “Can the unknown or new developments of technological
developments in the field of art be done through these activities or similar
activities?" came to my mind. Furthermore, | wondered, "Are there other
applications for the field of art besides the artistic application used through
the smartphone in this activity?” | want to continue making studies and
experiments about this.

4 Noise is used as a metaphor within glitch art. It refers to sounds that are not accepted: not music, but
things that are not valid information or messages. Noise can also mean a distortion, interruption or
insertion in the useful data signal (Menkman, 2010).
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Eisner (1997) identified such ambiguity as a potential source of insight,
new understandings, and keeping the door open for multiple
interpretations (p. 9).

Learning Experiences

The category belonging to the third theme called "Learning
experiences" and the codes created under it are presented in Table 2.

Table 2
Data for the Theme of Learning Experiences
Categories Codes

Creating works similar in originality and quality to glitch
art made with computers

Learning Using smartphones for artistic purposes
Developing photography skills
Looking at cultural assets from different perspectives
Examining cultural assets in detail

When Table 2 is examined, one category was identified under the
theme of learning experiences as "Learning." Below are the participant's
explanations according to this category.

CATEGORY 1. Learning:

There are five codes that constitute this category: "Creating works
similar in originality and quality to glitch art made with computers,”
"Using smartphones for artistic purposes," "Developing photography
skills," "Looking at cultural assets from different perspectives," and
"Examining cultural assets in detail."

The participant had previously worked on glitch art before the activity
but mentioned that she had only done it with a computer. Her views on
the learning experiences gained during the activity process carried out
within the scope of the research suggest that works of similar originality
and quality to many glitch art works that can be done with a computer
can also be done with smartphones.

Thanks to the activity, | experienced firsthand that the techniques used for the
new glitch art are not only applicable in computer environments but can also
be done through smartphones with the evolving technology. In this way, |
learned that artistic works can be produced anytime and anywhere, whether
we have access to a computer or not (MA Student).

It was determined that the participant who was interested in glitch art
had not previously done glitch art by using a smartphone. It was
observed that she learned about the feasibility of this through the
GlitchCam application, which is offered as a package for smartphones
in the activity. The MA Student's comment is as follows: "l learned how
to use the GlitchCam application and which glitch techniques are
included in the application.” The participant also added: "While | was
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mostly taking snapshot photos with a smartphone before, | also
experienced taking artistic photos through the application, and |
believe this helped me improve my photography skills.” In addition, the
participant stated that thanks to the activity, she traveled around the
city she lived in and photographed the cultural assets she already knew,
which enabled her to look at them from different perspectives and
examine them more thoroughly and in detail. As Greene (2001) noted, if
we allow people to unleash their imagination and pay attention to the
things around them in a different way, they will look at their
surroundings more consciously (p. 170).

According to the participant's statement, the glitch art application
process has shown that these devices, which are now readily available
and become commonplace, can also be easily used in the field of art
and design. As Greene (2001) pointed out, opening the windows of the
ordinary and mundane allows your imagination to see events as they
could be otherwise (p. 70).

Results, Discussion, and Recommendations

The research focuses on how a graduate student, acting as an artist /
researcher / teacher and learner, reconstructs images in art education
through the glitch art approach by using a smartphone and the
learning experiences gained during the activity process. In line with the
purpose of the research, data obtained from the participant's glitch art
productions with a smartphone and her opinions on these works were
analyzed through content analysis. The results of the analysis are
presented below.

The glitch art productions made by the participant have demonstrated
that different and original works, similar to glitch art productions done
with computers, can be created using glitch art applications readily
available for smartphones. Despite the availability of many effects
offered by glitch art applications on smartphones, it has been observed
that different effects can be generated in different images. It has been
concluded that numerous variations can be made by using different
effects on top of each other in the same image through the application.

It has been concluded that creating glitch art works on smartphones is
practical due to the nature of smartphones being usable everywhere
and anytime, allowing for quick experiments and obtaining quick
results. The participant also discovered that visual arts principles and
elements can be utilized in these applications on smartphones.
Similarly, Taskesen (2020) stated in her research that the fast and
accessible nature of mobile devices positively affects students'
motivation. Additionally, it has been concluded that the use of mobile
devices is necessary for workshop lessons, providing advantages such
as accessing information faster, viewing images, creating sketches, and
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using various programs (such as Photoshop, Pixel Art, PicsArt, etc.)
effectively. Gunduz et al. (20T11) also emphasized in their research that
mobile devices would provide a free Ilearning environment
independent of time and place, be engaging and motivating, facilitate
and accelerate access to information, enable reviewing lessons and
providing instant feedback, and increase success.

It has been observed that the activity was beneficial in enabling the
participant to examine cultural assets in-depth. Additionally, the
participant believed that the activity helped in developing her
photography skills. Similarly, Keyes and Skinner (2023) suggested in
their research that glitch art could be used to bring out various social
issues. They concluded that glitch art opens up ways for students to
explore collage and texture, memory and identity, and even sorrow and
mourning. During the activity process, the participant discovered that
glitch art and similar applications with smartphones could be used in
art education. Due to the practicality of creating glitch art applications
using smartphones, the participant believes that students can easily
engage in these activities both in and out of school and that they can
attract their interest. Sweeny (2020) suggested in his research that
glitch art can be used to outline the main features of radical practices
in art education and that the glitch form in art created using digital
technologies prompts thinking, offering enjoyable and exploratory
paths. Similarly, Grunwald (2021) emphasized in his research that
phenomena like glitch are particularly beneficial for art education
because they are connected to students' daily aesthetic experiences
and always require deep thinking capacity. He also suggested that
glitch art focuses on unpredictable outcomes from routine processes.
In other words, it requires invention, imagination and improvisation
within a set of imposed technical constraints. Pefla and James (2016)
conceptualized glitch pedagogy in their research, arguing that it not
only encourages a sense of play in learning, but also that errors are
central to the processes (creativity, inquiry, insight, and discovery) that
underlie the construction and mobilization of knowledge in the twenty-
first century. These findings indicate the potential benefits of using
glitch art in art education.

The participant also realized that during the activity process, students
would have the opportunity to share their glitch art works with
smartphones, thus creating an environment of communication,
learning from each other, and socialization. Ture et al. (2020)
emphasized in their study that smartphone applications with content
suitable for social studies education can be used in lessons and teachers
can effectively benefit from smartphone applications in social studies
classes. Cavus and Uzunboylu (2009) also found at the end of their
research that students' attitudes towards the usefulhess of mobile
learning systems significantly improved, their creativity increased
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considerably, and outdoor experiences positively influenced students'
attitudes. Klimova (2018) emphasized in her research that the use of
smartphones and applications has positive effects on learning English
as a foreign language, especially on the development of students'
vocabulary and increasing motivation for studying, while Sad et al.
(2022) found that students attending the university's English
preparatory class frequently use their smartphones to participate in
listening and speaking activities in English. Shaw and Tan (2015) also
mentioned in their research that smartphones enable students to
actively participate in question-answer activities. Dukic et al. (2015)
showed in their research that higher education students commonly use
smartphones for learning purposes and that smartphones are very
useful for academic studies (accessing course materials, searching the
library catalog, discussing homework with peers, taking notes, etc.).

The research results also revealed that the participant was not aware of
how smartphones and applications could be used in the field of
education before the event. Similarly, the study conducted by
Woodcock et al. (2012) found that students who own smartphones are
largely unaware of their potential to support learning and generally do
not install smartphone applications for this purpose. Considering all
these results, it can be said that suitable applications can be used in
education, and this can have positive effects on students. Further
research is needed on the effects of glitch art applications with
smartphones on students. In addition, research can be conducted on
the effectiveness of different applications prepared on art and design
on smartphones. Research can also be conducted on the use of such
and similar smartphone applications for artistic purposes in different
age groups with different activity plans. On the other hand, similar
studies can be conducted with undergraduate students taking art
education and evaluated.
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