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Abstract

The present study has highlighted the relationship between virtual reality and slow journalism in news
presentation and has sought an answer to the question whether this relationship would create a
journalism model that prioritizes sensation and empathy required by the society. To this end, a content
analysis was conducted in the context of slow journalism on a total of 316 news stories on the YouTube
channels of The New York Times and The Guardian newspapers that were prepared with virtual reality
applications. The findings of the analysis have revealed that the news stories (VR news) prepared using
the virtual reality technology hold the potential to enable the users to sense the events more deeply. It has
also been found that VR news stories are mainly selected from timeless topics that are among the most
important elements of slow journalism and prepared and presented with a narrative language. It is
believed that when virtual reality experiences and slow journalism contents are brought together, it is
possible to produce a sensitive journalism practice that has a potential to prioritize sensation, feeling and
empathy and destroy prejudices formed over stereotypes. Through such news, the audience will be able
to feel, sense and finally empathize with the event enjoying the technical features of virtual reality
applications that enable storytelling. Drawing on the fact that media is an important means of cultural
transmission and adopting the principles of slow journalism, it is thought that news content prepared
with the virtual reality technology has a transformative effect on society.

Keywords: Slow Journalism, Virtual Reality, VR Journalism, News Writing.

Oz

Bu ¢alismada haber sunumunda sanal gerceklik ve yavas gazetecilik kavram: arasindaki iliskiye vurgu
yapilmis ve bu iliskinin toplumlarm ihtiyac duydugu duyumsama ve empatiyi 6nceleyen bir habercilik
modeli olusturup olusturamayacagr sorusunun yaniti arannugtir. Calisma kapsamimda The New York
Times ve The Guardian gazetelerinin YouTube kanallarinda yer alan ve sanal gerceklik uygulamastyla
hazirlanan toplam 316 habere yavas gazetecilik baglaminda bir icerik analizi gerceklestirilmistir.
Analizin bulgulari, sanal gerceklik teknolojisi ile hazirlanan VR haberlerin, olaylarin daha derin
duyumsanmasina olanak saglayacak bir potansiyeli koruyarak hazirlandigini ve yavas gazetecilik ilkeleri
ile ortiistiigiinii ortaya koymustur. Ayrica VR haberlerin biiyiik oranda yavas gazeteciligin en 6nemli
unsularidan olan zamansiz konulardan secildigi ve dykiileme anlatim diliyle hazirlanip aktaridi
saptanmugtr. Sanal gerceklik deneyimleri ve yavas gazetecilik igerikleri bir araya geldiginde
duyumsamay, hissetmeyi ve empati yapmay: dnceleyen, streotipler iizerinden olusmug 6n yargilar:
reddeden, duyarli bir habercilik prati§inin olugma potansiyeli bulunduguna inamlmaktadir. Bu haberler
aracigiyla sanal gerceklik uygulamalarimin hikayelestirmeye olanak tanmyan teknik oOzelliklerinden
yararlamilarak, izleyicinin olay: hissetmesi, duyumsamas: ve nihayetinde empati yapabilmesinin de onii
acilmaktadir. Medyanin 6nemli bir kiiltiir aktarimi araci oldugundan hareketle yavas gazetecilik ilkeleri

benimsenerek, sanal gerceklik teknolojisiyle hazirlanmg haber iceriklerin toplum iizerinde doniistiiriicii
bir etkiye sahip oldugu diisiiniilmektedir.

Anahtar Kelimeler: Yavas Gazetecilik, Sanal Gergeklik, VR Habercilik, Haber Yazum.
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Introduction

In online journalism applications, the constantly
updated content during the day enables the users
to access information about the events on the
agenda immediately and rapidly. This easy access
to the contents makes the content rapidly
consumed in the user aspect, while it brings about
the negative result of including too much
information into the without
confirmation in the content producer aspect. On
the other hand, the presence of too much
information
contents to be rapidly consumed and forgotten by
users. In such an environment where speed is
considered more important than everything else,
the fundamental practices of news preparation like
revealing the context of the event in the news story,
conducting in-depth research, applying to the
opinions of different news sources have become
less and less frequently performed. Since the
mentioned journalism practices require focusing
and spending some time at the news preparation
stage, they are gradually becoming less frequently
applied in today’s digital media environment. It
seems more sensible than ever to bring the concept
of slow journalism to question today when speed
is prioritized both in the production and
consumption stages of the news.

When life events are presented as news stories,
it is aimed to create a certain belief, thought and
attitude towards the event in minds. The ability to
comprehend the news as a discourse requires a
sensitive effort to understand the reasons and
reception processes of this discourse (Inal, 1996,
p-22-23). The processes of forming a public opinion
and directing views through the news should not
be seen as solely informing of the readers/audience
about the events. In the era of digital media
revolving around being fast today, where
individuals receive messages one after another and
these messages are confused with the accurate
information, there is a need for
understandings of journalism in order to put the
effort mentioned by Inal and reap its rewards.
Slow journalism comes up as a journalism type
that involves different perspectives, pays attention

circulation
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to the use of sources in the news and confirming
the information and adopts in-depth research. In
the era of digital culture where the news flow is
busy all day, slow journalism comes out with an
understanding that could be accepted as an
alternative to the fast production and consumption
processes.

In such a period with increased news content
that repeats itself, is not confirmed, not well-
researched and has a click-generation focus, the
concept of slow journalism is considered a way of
quality journalism. It is thought that writing the
news prepared with virtual reality applications
(VR news) by adopting the principles of slow
journalism will pave the way for a mutual
interaction that will be reflected on the content
quality and that it will be possible to reduce the
categorizing presentations used by the media with
the examples of slow journalism. In this context,
the aim of the study is to reveal whether the
relationship between virtual reality and slow
journalism in news presentation has the potential
to create a journalism model that prioritizes
sensation and empathy.

An Overview of Slow Journalism

The speed and dynamism presented to individuals
by media and communication technologies is
making it more and more difficult to slow down
and placing the concept of “speed” as the leading
actor in life. It is necessary to understand the slow
movement in the first place in order to
comprehend if slow journalism, which highlights
slowing down and sensation contrary to the rapid
flow of news in the profession of journalism,
involves different perspectives in contents, pays
attention to the use of sources and in-depth
research when producing news, is possible in
today’s digital culture. The slow movement
originated as an opposition to the practice of being
fast introduced to individuals in many fields of
daily and professional life.

The slow movement, advocates a cultural
change that will transform modern consumption
patterns in a wide range of areas, from eating
habits to traffic, journalism and fashion. This trend,
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which can also be considered as an opposition to
speed and global markets, is examined in the
context of slow food, slow city and slow fashion
and slow journalism, slow media, slow travel, and
emphasizes that everything related to daily life
should be experienced slowly (Ozmen et al., 2016).

The beginnings of the discussion over the
concept of slow food constitutes a turning point in
the emergence of the slow movement around the
world. The slow food movement was started by a
group led by Carlo Petrini that protested the
opening of a McDonalds Restaurant in Rome, Italy
in 1986 and is accepted as a movement that
emphasizes healthy eating (Yurtseven, Harman,
2010, p.3-4). Slow food refers to a concept that
basically requires a balance between production
and consumption theoretically and practically and
advocates making local tastes and products more
important and the principle of well-balanced
nutrition (Sezgin, Univar, 2011, p.117).

Petrini (2021, p.159) claims that the slow
movement should be spread so that it would cover
all areas of life and become a dominant part of the
philosophies which attach importance to quality.
Today, the movement has become remarkable as a
trend whose principles have been adopted in many
fields like urban planning, gastronomy, tourism,
architecture, economy, management and media.

Based on the slow movement, Kéhler, David
and Blumtritt (2019) published
declaration explaining the conceptual structure on
which the principles of slow media are
constructed. The declaration consisting of 14
articles include the following principles
concerning the concept of slow media
(http://en.slow-media.net/manifesto);

Slow media contribute to sustainability. Slow
media provokes the full concentration of their
users and promote monotasking. Slow media not
only communicate new developments to the
public, but they also aim at perfection by
continuing to transfer the news accurately.
Standing out from their fast-paced counterparts
with the contextual richness of the content, slow
media make quality palpable. Slow media advance
professional consumers who know what they want
and can develop new ideas. Placing themselves on
equal grounds with their users, slow media try to
understand events slowly, sincerely and rationally,

a written
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pay attention to mutual dialogue, offer rational
solutions and attach importance to question
individuals’” positions from different angles.
Vibrant communities are formed around slow
media; that is, slow media are social media.
Developing a sensitive perspective to their users,
slow media respect individuals. Slow media are
distributed via the recommendations and advice
people give to each other instead of advertising.
Slow media are timeless by producing long-lived
content that is permanent even after years. Slow
media emanate a special aura with the uniqueness
of the content. Accepting speed in necessary
contexts as well, slow media are progressive. Slow
media pay attention to the questioning of the
information source and the validity of the
information when producing and receiving the
content and focus on quality. Making you feel that
behind them are real people, slow media spend
time for confidence and credibility. Today, with
smart phones, mobile applications and portable
computers, media encourage individuals to be
always online and the news about daily life is
constantly renewed on online platforms.

In the media environment we live in, smart
watches can be seen as the most striking dynamic
of the speed factor in journalism. This practice,
which is expressed as look-and-go journalism; a
fluid and short text; It avoids detailed and
unconfirmed information. In check-and-go
journalism, the interest of a subject and its rapid
much more important
phenomenon than its reliability (Narin, 2020:165).
The gradually increasing speed of consumption of
media messages features the need for the latest and
breaking news, which causes the quality of
accuracy that the news must have to be
overwhelmed by speed. Thus, in this process, a
ground is formed on which the principles of
journalism referred as news values and led by
accuracy are compromised.

Greenberg (2007), the first author to
conceptualize slow journalism in the literature,
pointed to a journalism practice in which revealing
information takes time, as an alternative to the
speed-focused journalism. Accordingly, the news
making up the agenda could be reached online on
digital media platforms and the printed media
sector is losing its readers day by day. In such an

transmission is a
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environment where giving the news fast is
considered a significant factor to attract readers,
there is a need for a field that focuses on the stories
missed by the readers. Greenberg defines this field
as slow journalism and highlights a research-
oriented journalism model.

La Masurier (2014, p.149) states that slow
journalism does not claim to replace speed-driven
journalism; instead, it aims to slow down investing
more time in thinking and opening up quality
areas.

In today’s world, the criticism over adopting
speed as a method of production centers around
the idea that the products of speed production lack
quality. Although the idea of making production
in the fastest way and simultaneously seems
effective at first, it results in a decrease in product
quality (Honore, 2008, p.11). Slow journalism
stands out as an approach that finds not enough
time to be devoted to the preparation process of
news contents problematic and emphasizes the
importance of the existence of time necessary for
the verification of the information in the news (Ata,
2019).

In such an era when speed is prominent in
journalism practices as a result of the technological
advances, the concept of newsworthiness as well
as the criteria that determine the news value need
to be redefined Tokgoz (2003, p.200) categorizes
news value under five criteria as timeliness,
proximity, results and drawing
attention. The criterion of timeliness, which is
directly related with the term slow journalism,
refers to the most important issue that mass media
compete for today; that is, the ability to be the first
to communicate a news story to masses.

If an event is significant enough, visual media
broadcast it in a few minutes while print media can
convey information about the given event only the
next day, which makes newspapers and magazines
to focus on why and how the event happened
rather than when (Toruk, 2008, p.174). However,
the consumption era we are living in requires that
the society’s need for being informed be met
immediately and the event be ready for
presentation at any moment. Highlighting that
news production and delivery should be fast; the

significance,
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principle of timeliness constitutes one of the most
essential criteria of news evaluation in the process
of publishing the news story especially on digital
platforms today.

When  the  timeliness  criterion  for
newsworthiness is considered in the context of
news platforms in new media channels, the
acceleration in the news production process comes
to the fore. This leads to a news consumption cycle
that includes too many news articles in number
and too much unconfirmed information. The news
that is put into circulation in new media channels
are communicated by preparing in line with the
principles of timeliness and speed. This practice
comes up as one of the main reasons for
encountering news articles in which the element of
accurate information is missing most of the time.

The concept of slow journalism highlighting the
fact that media messages should be timeless,
contrary to the fast flow of the news on digital
media, adopts the principle that the content
becomes texts that can always be referred to get
information at any time period. Slow journalism
claims that a media content, which stimulates the
reader’s or audience’s senses and is prepared
thoroughly in every aspect could meet the users’
need to get information even if it mentions an older
event.

In traditional journalism, the “5 Ws 1H”
approach, one of the most well-known formulas in
news writing narration, means that news articles
should include the answers to be given to the
questions what, when, where, why, who and how.
These answers to be covered by the news article are
written according to a technique called inverted
pyramid in which the information is presented in
descending importance and the introductory
sentence consists of the newest and most
important element concerning the event. News
stories written using the inverted pyramid
technique use narrative styles like storytelling,
depictive and descriptive and the most crucial part
of the event that is newsworthy is expressed
illustratively. After the introduction, the body of
the article follows an inverted pyramid scheme
that moves from the most important towards the
less important information, rather than the
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chronological order of the events. Despite being
the most widely used technique in news writing,
the inverted pyramid technique is not used in
narrating every event. It is also possible to use the
square technique when all the pieces of
information related to the event are of equal value;
the regular pyramid technique, which allows for
distinguishing a storytelling narration when
communicating an event that requires stimulating
the readers’ senses; and the colloquial language
technique that relies on conveying the event to the
audience in plain language in video journalism.

However, the dynamics of digital media
platforms  that challenge
communicating news fast, causes the necessary
attention in news writing not to be paid most of the
time and the principles of news writing techniques
tobe ignored. As a result of the fast production and
communication of the news, ambiguous and
incoherent sentences become common. The aim of
slow journalism practices, on the other hand, is
that the journalist spares enough time for the news
in the news production process, completes the
unconfirmed or missing elements in the content
and prioritizes quality in their news.

The concept of journalism based on the criteria
of slow journalism highlights that it is important
for media content produced with a provocative
and discriminative discourse to be free of such
language emphasizing that news articles should
use a fair style. Gess (2012, p.61), claims that news
produced with an attentive language could
struggle against the racist and sexist language and
be used as a tool for internalizing social justice.
Gess (2012:61) also objects to the preparation of
media content without in-depth research due to
the fast news production process and the resulting
circulation of inattentive news with missing
information.

Slow journalism differs from other journalism
practices, especially in the way the news is
prepared, and it is seen that journalists in this type
of journalism need a lot of time to research the
event that is the subject of the news and present it
to the public (Duman, 2020). Stating that special
news for which the reporter needs time for detailed
research and confirmation would have a more
effective function in informing the public correctly,
slow journalism emphasizes that today’s degraded

journalists  in
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journalism values should reinterpret the events
and phenomena in the context of cause-effect
relationship and correctly rather than skipping
news, being fast and conveying breaking news.
Slow the profession of
journalism to stay away from the imposition of
technology and new media to be the first to report,
and to prioritize the rules of professional conduct.

Slow journalism in the context of readers makes
it possible to access a higher quality and more
qualified news experience for individuals who are
exposed to a large number of unproven news
messages in the context of the current media order
where commercial interests are at the forefront
(Bilecen, Bayraktutan, 2018). Attempts of slow
journalism that are reader oriented and have
created their proceed  with
subscription and mass funding rather than
advertising. Among the slow journalism attempt
around the world are organizations like Delayed
Gratification, Long Play, Zetland, Jot Down.
Delayed Gratification Magazine, which is one of
the world’s most remarkable practical examples of
slow journalism in the magazine/almanac category
and started publication in January 2011 in
England, consists of timeless news that allow the
reader some time to think, feel and evaluate
instead of speed-oriented and fast news. The
magazine, which presents news prepared as a
result of in-depth research and provides its readers
with the pleasure of digesting what they read, has
the slogan “The world’s first slow journalism
magazine” on its  website
journalism.com). This independent broadcasting
corporation has the subscription system as its main
and does not carry

journalism invites

own masses

(www.slow-

source of income

advertisements.

Virtual Reality in News Presentation (VR
Journalism)

The increase in visualization devices and the
advances in 360-degree video technology
constitute the most significant developments
underlying the technological advancement of the
concept reality. With large-cap
companies starting to invest in digital platforms,
content production processes and the platforms
where these contents can reached have been

of wvirtual
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redefined. This period, defined with the concept of
convergence, has led to an increase in the number
of media companies directing their investments
into the digital field on the one hand, and the
strengthening of individuals” stance on the media
platforms and contents on the other.

Jenkins (2016, p.20) includes convergence
among the main features of digital media and
states that it is a process that means much more
than technological transformation and represents a
cultural change by encouraging the consumer to
seek new information and establish connections
between the scattered media contents.
Accordingly, convergence transforms the
relationships between contents and users, and
enables the content to circulate around different
media platforms through digitizing and the user to
make changes to the content in circulation.

The fact that Web 2.0 technology made it
possible to convey journalism practices into digital
fields has provided the user with the opportunity
to get into interaction with the news content and
make comments on the news as well as accessing
multiple information through videos
accompanying written texts. Fuchs (2011, p.319),
reports that traditional media platforms focus on
information only whereas the internet provides
not only an information environment but also a
circle for communication and cooperation. Many
factors like technological advances, individual
creativity and entrepreneurship are included in the
process of shaping societies, which brings about a
complex process of interaction (Castells, 2013, p.6).
Today; 360-degree reality
practices that can be viewed from all directions
engage the readers with the news and enable them
to be direct witnesses of the event subject to the
news are accepted as one of the entrepreneurship
practices with an influential power on the society
as stated by Castells. In the digital era we are living
in, video news that can be viewed in 360 degrees
with VR headsets immerse the user into the
relevant event subject of the news story, provide
them with the opportunity to witness the story
directly, which eventually points to a new model
of conveying news.

however, virtual
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Virtual reality is defined as an artificial
environment created with computer hardware and
software that visualizes complex data and enables
interaction with them aiming at evoking the
feeling of a real environment in users (Williams,
Sawyer 2001, p.13). Augmented reality, on the
other hand, is considered a type of virtual reality
that combines real and virtual content recorded
three-dimensionally and increases the feeling of
reality (Carmigniani et. al, 2011, p.342). While the
augmented reality technology can be used with
headsets, it can also be enjoyed in smart phones,
and with this technology, users can place virtual
objects into video and photo images using the
smart phone camera. The objects placed into the
image interact with the real object taking the users
into a different communication environment
(Yengin, 2018). The journalism practice, which
conveys news and nonfictional events and makes
the user feel like accompanying the event by taking
advantage of the opportunities provided by virtual
reality and augmented reality technologies, is
called immersive journalism (Jenkings, 2010). In
immersive journalism practices, the user becomes
part of the event in the news and locates himself a
part of the story. Early studies that were conducted
on virtual reality experiences and focused on
whether a connection was established between
users and the event in the news revealed that
people stayed on virtual reality news for a longer
time than a traditional video or text and built deep
emotional connections with the news story. The
findings of the mentioned studies show that users
gave feedback in an emotional context and could
empathize with the news events feeling them
closely (Pena et al., 2010).

The reception study conducted by Nonny de la
Pena and colleagues in 2010, in which the users
watched the news in 360-degree videos with
virtual reality headsets, is of particular importance
as it is the first study to be carried out in relation
with virtual reality practices in the field of
journalism. The finding that the users could feel all
the dramatization elements composing the news
story and the essence of the news completely
brought a different dimension to virtual reality
practices (Seijo, 2017). The findings of the study
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reveal that the virtual reality experience helped
moving beyond the borders drawn by traditional
journalism practices between the user and the
news event and brought sensation into the fore.
Pavlic (2013, p.11) states that the concept of

contextualized journalism has five basic
dimensions; (1) breadth of communication
modalities, (2) hypermedia, (3) heightened

audience involvement, (4) dynamic content, and
(5) customization. Advances in the new media
features the development of new storytelling
techniques enabling the exploitation of available
possibilites such as sound, videos, graphics,
animation and 360-degree videos in addition to the
text. This adaptation is remarkable with its
influential power on users’ sensitivity.

Three-dimensional (3D) storytelling as part of
virtual reality practices is a format used to activate
the reception of the news at the user level. 3D
images and animations are described with the
urban and regional representations obtained with
high resolution, remote sensing satellite data and
other image reception devices. In addition, these
animations are created on the databases known as
geographical information systems and mean much
more than the real environment. 3D news
reporting has the quality of being watched with
attention by all viewers due to its accessibility and
interactivity, and the individualized nature of
online journalism provides the users with a more
contextualized and multidimensional perspective.
Advances in the new media have altered the
nature of news content and storytelling (Pavlik,
2013, p.35-41).

The most critical aims include understanding
the experience, controlling it intuitively and being
satisfied in virtual reality. An ideal virtual reality
system enables the user to move around objects
and to touch these objects as if they were real
(Unalan, 2020). Virtual reality practices that
provide the user with the opportunity to interact
with the computer in the simulated environment
refer to a setting that can change and be improved,
pave the way for experiencing and feeling and
make it possible for the user to experience happy,
gloomy, nervous, fun, scary moments with many
other emotions. Yengin and Bayrak (2018, p.100-
101) remark that everything within a virtual reality
environment is produced and there is no need for
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the objects in the given environment to have
weight, highlighting the fact that, in virtual reality,
codes are written by the designer only and these
codes consist of some forms for interacting with
users.

The interaction in a virtual reality environment
through the reflection of real-life
movements into the virtual reality environment
and the resulting generation of perceptual
responses in the user. Emotional feedback, on the
other hand, occurs when the observer is affected by
the place or act by feeling his own existence in the
(Kayapa, Tong, 2011, p.350).
Storifying nonfiction news events through virtual
reality or augmented reality holds the potential to
provide users with experiences that can be recalled
not only emotionally and mentally, but also
physically. VR news, which provide users with the
opportunity to experience the event in the news
instead of just reading, watching or listening to it,
has the potential to bring new perspectives to
users’ ways of perceiving the world. When virtual
reality experience featuring sensation, feeling and
empathizing comes together with the contents of
slow journalism, which is built upon the same
principles; it has a potential to generate a sensitive
form of journalism that can change users’ ideas
about the groups or concepts they approach with
prejudice.

occurs

environment

Aim and Method

Today, VR journalism is a common practice of
news making that is used by many international
media organizations particularly The New York
Times, The Guardian, The Herald Tribune, The
Washington Post, BBC, Euronews and CNN. The
population of the present study consists of 316
news stories published on the YouTube channels
of The New York Times and The Guardian
newspapers- the first two newspapers to include
VR journalism practices in the world- between
2016 and 2022. The sample of the study accounts
for the entire population. The contents were put
through content analysis within the context of the
main principles of slow journalism and were
evaluated according to the news theme, narration
type used in the news story, whether the news is
timeless or not and the use of data in the news.
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After the content analysis, two VR news stories

that were published on the YouTube channels of

both newspapers and reached the highest rating
were examined descriptively in the scope of slow
journalism.

Content analysis refers to a well-set research
methodology to analyze a wide range of texts,
movie narratives, discussions, television contents,
news and advertisement contents. Media content
analysis is special as it allows for examining the
data with a broad perspective and is a nonintrusive
research model (Macnamara, 2005). On the basis of
these facts, the research questions of the study
were determined as follows;

1. How is the presentation format of slow journalism
principles in VR news?

2. How is the element of timelessness, which is one of the
most basic elements of the concept of slow
journalism, positioned in the VR news under
investigation?

3. Are the narration principles of the concept of slow
journalism appropriate for VR news?

In order to ensure the validity and reliability of
the coding in the study, the coding scale created for
the purpose of the research and to search for the
answers to the research questions was coded
independently by the authors of the study. First of
all, the news to be examined on the subject were
determined and a coding chart was created in
accordance with the criteria of the research. Then,
both coders coded the news according to the scale
prepared independently of each other, and as a
result of the coding, the themes that both authors
coded differently were determined and a
consensus was reached. The findings obtained as a
result of the research are presented in tables in a
simplified form.

Findings

Table 1. Distribution of VR News Stories by Newspaper

Newspapers Number Percentage
The New York Times 301 95,2%

The Guardian 15 4,7%

Total 316 100%

Table 1 shows the distribution rates of the news
on the VR channels of The New York Times and
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The Guardian newspapers. A total of 316 news
stories form both newspapers were included in the
analysis. 952% of these news stories were
published in the The New York Times and 4,7% in
The Guardian. Both newspapers are remarkable
organizations for using the possibilities of the new
media in all areas and including VR news
practices.

Table 2. Distribution of VR News Stories in the

Newspapers by Year

Newspapers2016 2017 2018 2019 2020 2021 2022 Total
TheNew 70 214 3 2 4 3 5 301
York Times 232% 71,1% 1%  06% 13% 1%  16% 100%
The 3 4 2 0 3 1 2 15

Guardian  20%  26,6% 13,3% 0% 20% 6,6%  13,3% 100%

Table 2 displays how the news prepared with
the virtual reality technology is distributed by
years. Both newspapers began to include virtual
reality news in 2016 for the first time. While The
New York Times published VR news stories at a
rate of 23 % in 2016, VR news stories were included
at a strikingly higher rate (71%) in 2017. The
newspaper has remarkable distributions of news
stories of 1% in 2018, 0,6% in 2019 and 1,6% in 2020.
The number of VR news stories presented by The
Guardian, on the other hand, were 3 (20%) 2016, 4
(26,6%) in 2017 and 2 (13,3%) in 2018, while the
newspaper prepared no VR news stories in 2019.
The Guardian published 3 (20%), 1 (6,6%) and 2
(13,3%) VR news stories in 2020, 2021 and 2022,
respectively. In both media platforms examined,
the news stories show a non-increasing tendency
by years. Although it is expected that VR news
stories would increase in number and become
more widespread as virtual reality technologies
further develop, the current state shows that this
expectation has not been met.

Table 3. Use of Graphics and Data in VR News

Newspapers Data Use No Data Use Total

The New York Times 159 142 301
52,8% 47,1% 100%

The Guardian 8 7 15

53,3% 46,6% 100%

Table 3 presents the rates of using graphics and
data in the VR news published by the newspapers.
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Accordingly, rates of data use in VR news occurred
as 53,3% and 52,8% in The Guardian and The New
York Times, respectively. Such data as graphics,
illustrations and tables used in the news help the
audience understand the events more easily with
details. Ensuring that an event is sensed by
individuals, which is among the main objectives of
slow journalism, it is of great importance that the
questions “what” and “how” are answered in the
news. Using data transformed into table, graphic
and illustration formats when conveying the
answers to these questions would enrich VR news
with narrative power in the context of slow
journalism.

Table 4. Distribution of the VR News by Narration Style

Storytelling and impressionistic narration styles-
among the most common language styles of slow
journalism, brings out a news model, which
provides the reader/audience with the opportunity
to feel and sense the news event more strongly,
and to empathize with it eventually.

Table 5. Distribution of the VR News Stories by Topic

Topics The Guardian The New York Times
Witnessing 14 89

93,3% 29,5%
Politics 1 56

6,6% 18,6%
Economy 0 33

0% 10,9%
Foreign News 0 68

0% 22,5%
Culture/ Arts 0 55

0% 18,2%
Total 15 301

100% 100%

Narration Style The Guardian The New York Times
8 79
Storytelling %53,3 %26,2
2 64
Expositive %13,3 %21,2
5 51
Impressionistic %33,3 %16,9
0 52
Argumentative %0 %17,2
0 55
Descriptive %0 %18,2
15 301

Total %100 %100

Table 4 presents the evaluation of the language
used by the newspapers in the VR news.
Accordingly, in The Guardian, 53,3% of the
language is storytelling, 13,3% expositive and
33,3% is impressionistic while there is no use of
argumentative and descriptive narrative style in
the VR news. The VR news of The New York Times
contains 26,2% storytelling, 21,2% expositive,
16,9% impressionistic, 17,2 % argumentative and
18,2% descriptive language in narration. Each
writing technique used in news writing process
requires a different narration style within the text.
While descriptive and expository language is
mostly used in news stories written with the
inverted pyramid techniques, storytelling,
impressionistic and argumentative narration styles
are used in news texts written with the square,
pyramid and colloquial language
techniques. Storytelling, impressionistic and
argumentative narration styles, which help the
reader or the audience feel the news event more
deeply, are seen to be used intensively in the VR
news of both media platforms in question.

regular
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Table 5 shows the distribution of the VR news
of the newspapers by their topics. In the New York
Times, which has the highest volume of news,
witnessing experiences are included by 29%,
foreign news by 22,5%, news about politics by
18,6% and culture/arts news by 18,2%.

The Guardian, on the other hand, includes
93,3% witnessing experiences and 6,6% political
news while no finding could be reached in the
categories of economy, culture/arts and foreign
It is seen that both media platforms
examined give wide coverage to VR news in the
witnessing category. The fact that the VR news
concentrates on witnessing related to the events in
the historical flow, they make the viewer feel as if
they were “there”. Moreover, the language of the
news communication uses a narrative style that
answers the questions “how” and “why” and
follows the principles of slow journalism, which is
considered to increase the sensation evoked in the
audience. The findings reveal that a more
expository narrative style is used when it comes to
foreign news, economy, politics and culture/arts
news in the VR news stories that commonly use
audio/visual elements. However, it seems possible
to write news stories in this category with the
principles of slow journalism, as well. This would
make it possible to evaluate the political, economic
and foreign news stories, which are considered
complex, within a cause-effect context in minds.

news.
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Table 6. Distribution of the VR News by The Timeliness

Principle of Slow Journalism

The New York Times
76

25,2%

225

74,7%

301

100%

The Guardian
0

0%

15

100%

15

100%

Timeliness Criterion
Timely

Timeless

Total

In Table 6, the news stories included in the
study are evaluated in the context of timelessness,
which is one of the most important principles of
slow journalism. It appears that The New York
Times includes 74,7% timeless news and 25,2%
timely news. The Guardian, on the other hand,
presents timeless news completely.

The principle of timeliness answers the
question “when did it occur?” about the event in
the news story and requires that such elements as
being novel, sudden and valid for the event be
present together. The elements of novelty,
suddenness and validity that ensure timeliness in
today’s instrument journalism vary by medium.
While novelty and suddenness are prominent for
the radio in terms of the timeliness of the news
story, validity is important for newspapers, and
novelty, suddenness and validity are considered
significant in the context of television journalism
(Tokgoz, 2003, p.201-203). Timeliness is one of the
most critical evaluation criteria in the process of
decision making on the newsworthiness of an
event in traditional journalism and new media
journalism. On digital media platforms, where
news flow goes on uninterruptedly all day, there is
a click-rate based competition, which leads to
problems about the content of the news. When the
news in question is evaluated, it is seen that a
major part of it is based upon the timelessness
principle, one of the basic criteria of slow
journalism.

Sample VR News Story 1:
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Visual 1. VR News Story from The Guardian titles “The
Party: A virtual experience of autism”

The VR news story titled “The Party: A virtual
experience of autism” on the Youtube channel of
The Guardian newspaper has the highest click-rate
on the channel with a total number of views of 554
B. The news story has received 903 comments
making it one of the highest interaction rates on the
channel. The story is about the reactions in the
inner world of an autistic girl named Layla to a
birthday party organized in her family house and
is 7 minutes 21 seconds long. The news story
touches on the differences between the ways of
perceiving the world of other people around and
Layla, who reports an event she witnesses with an
impressionistic language. Layla struggles to adapt
herself with the environment she is in, while
thinking that she does not belong to the moment
she is living in. There is no image of Layla in the
entire VR news video, but the outer setting is
portrayed with camera recording spots completely
from her angle of sight, which gives the viewer the
feeling that they are walking around the house
with Layla. The feeling that Layla does not belong
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to the environment she is in is conveyed partly
with an impressionistic language and mostly with
an argumentative narration. The VR video answers
all the questions “why, who, where, when, what
and how”, and it ends with an image that shows
white print on a black background explaining
current data about autism syndrome. In addition,
as of the nature of its topic, the VR video is a
timeless news story, and thus includes one of the
important elements of slow journalism. The given
video is noteworthy as a media message prepared
in line with the slow journalism principle of raising
sensation and awareness in the audience.

Sample VR News Story 2:

“LITTLE BOY" BOMB

31,000 FEET ABOVE
HIROSHIMA, JAPAN, 2017
GOOGLE EARTH SIMULATION

BURNIONE | O

Visual 2. The Atomic Bombing of Hiroshima Published in
The New York Times

The VR news story titled “The Atomic Bombing of
Hiroshima”, which was published on the Youtube
channel of The New York Times in 2018, has the
highest click-rate on the channel with a total
number of views of 13 million. With the 9.393
comments it has received, the news story seems to
have one of the highest interaction rates on the
channel, as well. The 3 minute 14 second-long VR
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video shows the effects of the atomic bomb
dropped by the United States of America over
Hiroshima and Nagasaki in Japan in the Second
World War within a historical and social context.
Starting with the radio announcement about the
drop of the atomic bomb, the news story holds the
potential to make the viewer feel that they have
heard the news for the first time in the room where
the radio is on. Reporting the bombing process
didactically with a terminological language, the
news story is also supported with data and
numeric information. The VR news that visualizes
the moment when the bomb was dropped and the
events that occurred afterwards
information transfer in a way that would not leave
any question marks on minds about the horror of
the event.

At the end of the VR video, the original
recordings of the radio program that announced
the bombing to the American people at the
opening scene begin to be heard again and the
viewers are directed to questioning with the
statement “...the abilities of bombs attract human
imagination...” affirming the act of bombing. The
VR news story, which explains the devastating
effects of the bombs dropped over the two cities
with an expository narration technique and
answers the questions “why, how, where, when
and who”, is accepted as a significant example of
giving the audience the chance to sense the horror
of the event. Descriptions that are widely used
throughout the text are remarkable with their
conformity to the principles of slow journalism in
terms of directing the viewer to rethink about the
historical process of the event and develop a
different perception. In addition, the video is
timeless with the selection of its topic, which also
coincides with one of the most important elements
of slow journalism.

ensures

Conclusion

Over the period from the times it emerged to our
day, the profession of journalism has undertaken
important functions in the processes of informing,
creating public opinion, supervising and guiding
the society. In the digital era we are living in, with
new technologies coming out and developing each
day, journalism and the phenomenon of the news
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have gone through a great transformation. Castells
(2016, p.7) sees the digitalization process we are
living through as the information technology
revolution and points to the fact that this
revolution has shaped the social structure.

Although the constantly evolving digital
technologies have created significant changes both
in the social structure and in the field of
journalism, the belief that certain phenomena will
always be permanent should prevail. A fair
understanding of journalism where quality news is
prioritized constitutes the most important one of
these phenomena. In such a digital era when the
news flow is busy all day and the last minute
journalism dominates all media modalities, the
concept of slow journalism attracts attention by
featuring more sensation and feeling and
encouraging the user to empathize. When brought
together with the principles of slow journalism,
with their possible positive effects on social life,
virtual reality practices that are used in conveying
the content in the profession of journalism have the
potential to open the door to a new understating in
journalism. On the other hand, slow journalism
and VR journalism come up as practices that are so
prone to developing separately from their capital
structures on an independent ground. The
emergence of a new understanding of journalism
is inevitable if the content, which is technically
produced with computer software and 360-degree
imaging cameras, is prepared in accordance with
the slow journalism principles aiming at in-depth
researching, confirming the information and
evoking a sensation for the event in the user.

Virtual reality and augmented reality practices
appear as important advancements that mobilize
the texts of slow journalism. The rapid flow of
news throughout the day often leaves the efforts of
individuals  inconclusive; most
individuals attempt to create a meaning using
various alternative methods of receiving news. In
order for these efforts to pay off, news made by
using virtual reality practices prepared with the
principles of slow journalism can be an important
alternative.

In the study conducted on the reception of news
prepared with virtual reality practices, Erken

however,

OPUS Journal of Society Research

opusjournal.net

The New York Times and the Guardian Samples

(2019, p.79) found that VR journalism is more
effective than online reporting in terms of
understanding the news and in a relatively better
position for recalling of the news by users. The
study also concluded that VR journalism could be
more suitable for use in news that convey the
answer to the questions “what, why and how”.
The findings obtained from the evaluation of
the news examined in our study, on the other
hand, reveal the importance of the necessity that
the questions “who, where and when” find a place
for themselves in VR news. The VR news
presented in the news platforms examined can be
considered timeless and permanent content that
can arouse interest in any time period. The present
study advocates that a journalism practice of high
social transformative power will emerge when the
examples of slow journalism that prioritize
impressionistic =~ descriptions  rather  than
definitions are combined with the technical
opportunities of VR journalism. Slow journalism is
believed to be a promising field as long as
individuals are interested in transparent,
profoundly researched and confirmed contents
and to contribute to increasing the relatively lost
confidence in the profession of journalism.

Yavas Gazetecilik ve Haberde Sanal Gergeklik
iliskisi Uzerine Bir Arastirma: The New York
Times ve The Guardian Ornegi

Giris
Cevrimici  gazetecilik uygulamalarinda giin
igerisinde stirekli giincellenen  igerikler

kullanicilarin glindemi olusturan olaylara iliskin
bilgilere aninda ve hizli olarak erismesine olanak
saglamaktadir. Iceriklere olan hizh
kullanic1 boyutunda bu igerikleri hizla tiiketilir
hale getirirken, igerik {iireticisi boyutuyla ise teyit
edilmeden pek ¢ok bilginin dolasima sokulmasi
gibi olumsuz bir sonu¢ dogurmaktadir. Diger
yandan dolasimda fazla sayida bilginin var olmasi,
haber igeriklerinin kullanicilar tarafindan hizla
tiikketilerek ¢abuk unutulmasma yol a¢maktadir.
Hizin her seyden onemli goriildiigii boylesi bir
ortamda habere konu olan olayin baglamini ortaya

erigim,
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koymak, derinlemesine arastirma yapmak, farkl
haber kaynaklarmin goriislerine basvurmak gibi
haber hazirlama siirecinin temelini olusturan
pratikler giderek daha az uygulanir olmaya
baslamugtir. Ifade edilen habercilik pratikleri haber
hazirlama agsamasina yogunlagsmayi ve zaman
harcamay1 gerektirdiginden, giintimiiz djjital
medya ortaminda gitgide daha az basvurulan
uygulamalar olarak belirginlesmektedir. Haberin
hem tiretim hem de tiiketim asamalarinda hizin 6n
planda oldugu gilinlimiizde yavas gazetecilik
kavramini tartismaya a¢mak daha da anlamh
goriinmektedir.

Hayatin icerisindeki olaylar haber halinde
aktarilirken anlatilan olaya iligkin zihinlerde belli
bir inamig, diisince ve tutum olusturmak
amaclanmaktadir. Haberi bir sdylem olarak
kavrayabilmek, bu sdylemin nedenlerini ve
alimlama siireglerini anlamaya doniik duyarl bir
cabayr da gerektirmektedir (Inal, 1996:22-23)
Haberler araciligiyla kamuoyu olusturma ve
kanaatleri yonlendirme okur/izler
kitlenin olaylar hakkinda bilgi almasindan ibaret
olarak degerlendirilmemelidir. Bireylerin ardi
ardina iletiler aldigr ve bu iletilerin bilgi ile
karistirildigl, hizh sekillenen
giiniimiiz dijital medya ¢aginda, Inal’mn ifade ettigi
duyarli cabay1 ortaya koyabilmek icin yeni
habercilik anlayislarina ihtiyag duyulmaktadir.
Yavas gazetecilik, icerisinde farkli bakis agilarin
barindiran, haberde kaynak kullanimini ve bilgiyi
dogrulatmay1 onemseyen, derinlikli arastirmay:
benimseyen bir gazetecilik tiirii olarak karsimiza
¢itkmaktadir. Giin boyu yogun bir haber akisinin
oldugu bir dijital kiiltiir caginda yavas gazetecilik
hizli tiretim ve tiiketim stireclerine alternatif olarak
nitelenebilecek bir anlayis: ortaya koymaktadir.

Birbirini tekrar eden, dogrulanmamais, iyi
aragtirilmamisg, tiklanma odakli haber iceriklerinin
artt1gy, igeriklere olan giivenin azaldig1 ve hizin 6n
planda oldugu boyle bir donemde yavas
gazetecilik kavrami kaliteli haberciligin bir yolu

stiregleri

olma {izerine

olarak goriilmektedir. Sanal gerceklik
uygulamalariyla hazirlanan haberlerin (VR haber)
yavas gazetecilik  ilkeleri ~ benimsenerek

yazilmasinin, igeriklerinin kalitesine yansiyacak
karsilikli bir etkilesimin yolunu acacagl ayrica
medyanin kullandig1 kategorize edici sunumlarin

yavas gazetecilik Ornekleriyle azalma sansi
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yakalayacag1 diistiniilmektedir. Bu baglamda,
calismanin amacini haber sunumunda sanal
gerceklik ve yavas gazetecilik kavrami arasindaki
iliskinin duyumsama ve empatiyi Onceleyen bir
habercilik modeli olusturma potansiyeli tasiyip
tasimadigini ortaya koymak olusturmaktadar.

Yavas Gazetecilik Kavramina Genel Bir Bakis

Medya ve iletisim teknolojilerinin bireylere
sundugu hiz ve devingenlik, yavas olmay1 her
gecen giin daha da zorlastirmakta ve kiiresel cagda
kagmnilmaz bir hal alan hiz kavramini yasamlarin

bagroliine yerlestirmektedir. Gazetecilik
mesleginde hizli haber akisinin  tersine
yavaslamayr ve duyumsamay1 One ¢ikaran,
iceriklerde farkli bakis acgillarimi  barindiran,

haberde kaynak kullanimin1 ve derinlemesine
Onemseyen yavas
giinimiiz dijital kiiltiirinde miimkiin olup
olamayacagini kavrayabilmek i¢in dncelikle yavas
hareketini anlayabilmek gerekmektedir. Yavas
hareketi giindelik ve profesyonel hayatin pek ¢ok
alaninda bireylere sunulan hizli olma pratigine bir
baskaldir1 olarak ortaya ¢itkmustir.

Yavas hareketi, yeme i¢me aliskanliklarindan,
trafik, gazetecilik ve modaya kadar genis bir
alanda modern tiiketim kaliplarim1 dontistiirecek
bir kiiltiirel degisimin savunusu igerisindedir. Hiz
ve kiiresel piyasalara kars1 bir karst durus olarak
da degerlendirilebilecek bu akim, 6zellikle yavas
yemek, yavas sehir ve yavas moda ve yavas
gazetecilik yavas medya, yavas seyahat konulari
baglaminda irdelenmekte ve giindelik hayata
iliskin her seyin yavas deneyimlenmesi gerektigini
vurgulamaktadir (Ozmen vd.,2016).

Diinyada yavas hareketinin ortaya c¢ikisinda
yavas yemek kavraminin tartisilmaya baslanmasi

aragtirmay1 gazeteciligin

onemli bir doniim noktasmi olusturmaktadir.
Yavas yemek hareketi 1986 yilinda Italya’nin
Roma kentinde McDonalds Restorani agilisin
protesto eden Carlo Petrini onciiliigiinde bir grup
tarafindan baslatilmis olan ve saglikli beslenmeye
vurgu yapan bir akim olarak
degerlendirilmektedir (Yurtseven, Harman, 2010:
3-4). Yavas yemek, en temelde teoride ve pratikte
iiretim ve tiiketim arasinda bir denge kurulmasini
gerektiren, yerel lezzetlerin ve tiriinlerin daha
fazla 6nemli hale gelmesini ve dengeli beslenme
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ilkesini savunan bir kavrama isaret etmektedir
(Sezgin, Univar, 2011, 5.117).

Petrini (2012, 5.159), yavas hareketinin hayatin
her boyutunu kapsayacak sekilde
yayginlastirilmasi ve kaliteye 6nem veren diisiiniis
sistemlerinin basat bir parcasi haline getirilmesi
gerektigini ifade etmektedir. Giintimiizde ise
yavas hareketi, sehircilik, gastronomi, turizm,
mimari, ekonomi, isletme ve medya gibi pek ¢ok
alana yayilarak ilkeleri benimsenmis bir akim
olarak belirginlesmektedir.

Kohler vd. (2019), yavas hareketinden yola
cikarak yavas medyanin ilkelerinin kurulu oldugu
kavramsal diizlemi agiklayan yazili  bir
deklarasyon yaymlamiglardir. 14 maddeden
olusan bu deklarasyon yavas medya kavramina

iliskin su esaslara yer vermektedir (http://en.slow-
media.net/manifesto);
Yavas medya  siirdirilebilirlige  katk

saglamaktadir. Yavas medya kullanicinin tiim
dikkatini kendisine odaklanmasini isteyerek tek
gorevliligi tesvik eder. Sadece anlik gelismeleri
kamuoyuna aktarmakla kalmayan yavas medya,
olaylarin devamini da dogru olarak aktararak
mitkemmelligi hedefler.  Hizli rakiplerinden
icerikteki baglamin zenginligi boyutuyla ayrilan
yavas medya, kaliteyi 6n plana cikartir. Yavas
medya, ne istedigini bilen ve yeni fikirler
gelistirebilen ~profesyonel tiiketicileri ortaya
cikarir. Kendisini kullanicilar ile esit bir zeminde
konumlayan, olaylar1 yavas, cana yakin ve akilc
sekilde anlama gayreti iginde olan yavas medya,
karsilikli diyaloga onem vererek akilci ¢oziimler
sunar ve diyaloga Onem vererek Dbireylerin
farkli  agilardan  yaklasarak
sorgulamay:r  Onemser. Birbiriyle etkilesim
halindeki topluluklar yavas medya etrafinda
olusmaktadir, bu yoniiyle yavas medya sosyal
medyadir. Kullanicilarina kars: duyarli bir bakis
acis1 gelistiren yavas medya, bireylere saygi
duymaktadir. Yavas medya, reklam yerine
kisilerin birbirlerine verdikleri oneri ve tavsiyeler
ile yayginlasir. Uzun 6midirlii ve yayinlanmalarimin
tizerinden yillar gegse bile kalici igerik iiretimini
dnemseyen yavag medya zamansizdir. Iceriklerin
sahip oldugu Yavas
medyanin bir aurasi vardir. Gerekli baglamlarda

pozisyonlarina

ozgiinlitk  boyutuyla
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hiz1 da kabul eden yavas medya, ilerici bir yapiya
sahiptir. Iceriklerinin olusturulmasinda ve
alimlanmasinda bilgi kaynaginin sorgulanmasina
ve bilginin gegerliligine 6nem veren yavas medya,
kaliteye odaklanir. Arkasinda gercek insanlar
oldugunu hissettiren yavas medya, giivenirlik ve
inandiricilik i¢in zaman harcar.
medya, akilli telefonlar, mobil uygulamalar ve
tasinabilir bilgisayarlar sayesinde bireyleri daima
cevrimici olmaya yonlendirmekte ve c¢evrimigi
platformlarda giindelik hayata iliskin haberler
stirekli yenilenmektedir. .

Icinde bulundugumuz medya ortaminda akilli
saatler, gazetecilikte hiz faktoriiniin en dikkat
gekici dinamigi olarak goriilebilmektedir. Bak-geg
gazeteciligi olarak ifade edilen bu pratik; akiskan
ve kisa bir metin; ayrintili ve teyit edilmemis
bilgilerin gecmektedir. Bak-geg
gazeteciliginde bir konunun ilgi gérmesi ve hizh
sekilde aktarilmasi giivenilirliginden ¢ok daha
Oonemli bir olgudur (Narin, 2020: 165). Medya
iletilerinin  tiiketim hizinin gitgide daha da
artmasi, en yeni ve son dakika haberlere olan
ihtiyact 6n plana ¢ikarmakta, bu durum da haberin
sahip olmasi gereken dogruluk niteliginin gogu
zaman  hiza diigsmesi
dogurmaktadir. Bu siirecte de haber degerleri
olarak tanumlanan dogrulugun bas1 cektigi
gazetecilik ilkelerinden 6diin verilen bir zemin
olusmaktadir.

Yavas literatiirde ilk  kez
kavramsallastiran Greenberg (2007), hiz odaklh
gazeteciligin alternatifi olarak, bilgileri ortaya
¢tkarmanin zaman aldig bir gazetecilik pratigine
isaret etmistir. Buna gore gilindemi olusturan
haberlere dijital medya mecralarindan gevrimici
olarak ulasilabilmekte ve basili gazetecilikte sektor
okuyucularim gitgide yitirmektedir. Okuyucular:
kazanabilmek i¢in hizli haber vermenin 6énemli bir
unsur olarak goriildiigii bir ortamda, okurlarin
kacirdiklar1  hikayelere odaklanan bir alan
olusmasi gerekmektedir. Greenberg, bu alani
yavas gazetecilik olarak tanimlamakta ve
arastirma odakli bir habercilik modeline vurgu
yapmaktadir.

La Masurier (2014:149), yavas gazeteciligin hiz
odakli gazeteciligin yerine ge¢me iddiasinda

Glintimiizde

onuine

yenik sonucunu

gazeteciligi
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olmadigin1  bunun yavaslayarak,
diisiinmeye daha ¢ok vakit ayirip kaliteli alanlar
acmay1 hedefledigini belirtmektedir.

Glinlimiizde tretim bi¢imi olarak hizin
benimsenmesine yonelik getirilen elestiriler, hizli
iiretim sonucu ortaya ¢ikan iirtinlerin niteliksiz
oldugu goriisii etrafinda toplanmaktadir. Uretimi
en hizli sekilde ve ayn1 anda yapma diisiincesi ilk
safhada etkili gibi goriinse de, iiriiniin kalitesinde
azalmaya sebep olmaktadir (Honore, 2008, s.11).
Yavas gazetecilik, haber iceriklerinin hazirlanma
slirecine yeterince zaman ayrilmamasini sorunlu
bulan ve haberde yer alan bilgilerin
dogrulanabilmesi igin gerekli olan zamanin
varliginin 6nemini vurgulayan bir yaklasim olarak
one gikmaktadir (Ata, 2019).

Gazetecilik pratiklerinde teknolojik
gelismelerin sonucu olarak hizin 6n planda oldugu
bu donemde haber degeri kavrammin ve haber
degerini olusturan kriterlerin de yeniden ele
alinmasi gerekmektedir. Tokgoz (2003: 200), haber
degeri kriterlerini zamanllik, yakinlik, 6nemlilik,
sonug ve ilgi cekme gibi bes kategori altinda
toplamaktadir. Yavas gazetecilik kavrami ile
dogrudan iligskisi bulunan zamanllik kriteri,
giiniimiizde kitle iletisim araglarinin rekabet
igerisinde olduklar1 en 6nemli konuyu yani bir
haberi kitlelere ilk olarak aktarabilme eylemini
ifade etmektedir.

Bir olay eger yeterince 6nemliyse gorsel basin
birkag dakika icerisinde yayma gegerken yazili
basin s6z konusu olay: ertesi giin aktarabilmekte,
bu da gazete ve dergilerin olayin ne zaman
oldugundan ¢ok, neden ve nasil oldugu tizerinde
yogunlasmasi sonucunu dogurmaktadir (Toruk,
2008, s.174). Ne var ki iginde yasadigimiz tiiketim
odakli ¢ag, toplumun bilgi alma ihtiyacinin aninda
giderilmesini ve olaylarin her an sunuma hazir
halde gerekli kilmaktadir. Haber
tiretiminin ve dagitiminin hizli olmasi gerektiginin
altin1 ¢izen zamanlilik ilkesi, glintimiizde 6zellikle
dijital ~platformlarda haberin yaymnlanmasi
stirecindeki en temel haber degerlendirme
kriterlerinden birini olusturmaktadr.

Haber degerine iliskin zamanhlik kriteri, yeni
medya mecralarindaki  haber  platformlar:
baglaminda degerlendirildiginde haber iiretim
stirecinin hizlanma ©n plana c¢ikmaktadir. Bu
durum, sayica ¢ok fazla haber ve dogrulanmamis

yerine

olmasinm
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bilginin ~ bulundugu bir haber tiiketim
dongiisiiniin olusmasma zemin hazirlamaktadir.
Yeni medya mecralarinda dolasima sokulan
haberler zamanlilik ve hiz esasina gore hazirlanip
aktarilmaktadir. Bu pratik, haberin igermesi
gereken dogru bilgi 6gesinin ¢ogu zaman eksik
oldugu haber metinlerinin karsimiza ¢ikmasindaki
temel sebeplerden birini olusturmaktadir.

Dijital medyadaki hizli1 haber akisinin aksine
medya iletilerinin zamansiz olmasi gerektigine
vurgu yapan yavas gazetecilik kavramy, iceriklerin
herhangi bir zaman diliminde bilgi almak iizere
bagvurulacak  metinlere ilke
edinmektedir. Yavas gazetecilik, okuyucunun ya
da izleyicinin duyularimi harekete geciren, her
yoniiyle eksiksiz yazilarak hazirlanmis bir medya

doniigmesini

iceriginin eski bir olayr konu edinse bile
kullanicilarin haber alma ihtiyacini
giderebilecegini iddiasindadir.

Geleneksel  habercilikte,  haber  yazimu

anlatilarindaki en bilindik formiil olan “5N1K”
kurali, haber metinlerinin ne, ne zaman, nerede,
nasil, neden ve kim sorularina verilecek yanitlar:
icermesi gerektigini ifade etmektedir. Haber
metninin igerisinde bulunmasi gereken bu
yanitlar, en 6nemliden daha az 6nemliye dogru
siralandig1 ters piramit olarak adlandirilan bir
teknigine gore yazilmakta ve haberin giris
ciimlesini de olaya iliskin en yeni ve en 6nemli
unsur olusturmaktadir. Ters piramit teknigi ile
yazilmis haber metinlerinin girislerinde Oykiileme,
betimleme gibi anlattm  bicimleri
kullanilmamakta, olayin haber degeri tasiyan en
Onemli bolimii  acgiklayiaa  sekilde ifade
edilmektedir. Giris paragrafindan sonra haberin
govdesinde ise haber olaymin gerceklesme
stirecindeki kronolojik siradan ¢ok en 6nemliden
daha az 6nemli bilgiye dogru ilerleyen ters piramit
seklinde bir sema izlenmektedir. Haber yaziminda
en fazla kullanilan teknik olmasima ragmen ters
piramit  teknigi  her anlatiminda
kullanilmamakta, olaydaki bilgilerin her birinin
Onem baglaminda es deger oldugu durumlarda
dortgen  teknigi, okuyucunun
harekete gecirmeyi gerekli kilan
aktarirken Oykiileyici bir anlatimi 6ne ¢ikarmaya
olanak veren diiz piramit teknigi ve goriintiilii
habercilikte ise izleyiciye olay1 basit bir dille

tasvir,

olayin

duygularini
olaylar1
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aktarma esasma dayali konusma dili teknigi
kullanilmaktadir.

Ancak dijital medya mecralarmnin hizli haber
aktarma konusunda  gazetecileri
dinamikleri, haber yaziminda gereken 6zenin ¢ogu
zaman gosterilememesinin ve haber
tekniklerinin esaslarinin gérmezden gelinmesinin
ontinii agmaktadir. Bunun sonucu olarak haberin
hizli olarak iiretilmesi ve aktarilmasi neticesinde
bozuk climleler ve anlatim bozukluklart olduk¢a
yaygin hale gelmektedir. Yavas gazetecilik
pratikleri ise, haber tiretim siirecinde gazetecinin
habere yeterli diizeyde siire ayirmasini, igeriklerde
dogrulanmamis ya da eksik kalan Ogeleri
tamamlamasini ve haberinde kaliteyi 6ncelemesini
hedeflemektedir.

Yavas gazetecilik kriterlerinin esas alindig:
habercilik anlayisi, hedef gosterici ve ayrimar bir
dil araciliyla tiretilen medya igeriklerinin s6z
konusu bu dilden arinmasinin 6nemine vurgu
yaparak haber metinlerinde adil bir {islup
kullanilmasi gerektigini de 6n plana koymaktadir.
Gess (2012, s.61), Ozenli bir islupla tiretilmis
haberlerin, 1rk¢1 ve cinsiyetci dille miicadele
edebilecegini ve sosyal adaleti i¢sellestirmede arag
olarak kullanilabilecegine vurgu yapmaktadir.
Ayrica hizli haber iiretim siireci nedeniyle medya
igeriklerinin, derinlemesine aragtirilmadan
hazirlanmasina ve bunun sonucunda ortaya ¢ikan
eksik bilgiye dayali 6zensiz haberlerin dolasima
girmesine de kars: ¢tkmaktadir.

Yavas gazetecilik, 6zellikle haberin hazirlanma
bi¢imi boyutuyla diger gazetecilik pratiklerinden
ayrilmakta, bu habercilik tiiriinde gazetecilerin,
habere konu olan olay1 her boyutuyla arastirarak
kamuoyuna sunmalar1 icin ¢ok fazla zamana
ihtiya¢ duyduklar1 goriilmektedir (Duman, 2020).
Mubhabirin detayli bir arastirma ve teyit etme
ihtiya¢  duydugu haberlerin
kamuoyunun dogru bilgilendirilme siirecinde
daha etkili bir isleve sahip olacagina vurgu yapan
yavas gazetecilik, giinlimiizde aginmaya ugrayan
gazetecilik degerlerinin haber atlatma, hizl1 olma,
son dakika gelismesini aktarmaktan ¢ok, olaylar
ve olgular1 neden sonug iliskisi baglaminda, dogru
olarak aktarmaya doniik olarak yeniden
yorumlanmas1 gerektigine vurgu yapmaktadir.

zorlayan

yazim

stirecine Ozel
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Yavas  gazetecilik,  gazetecilik  meslegine
teknolojinin ve yeni medyanin ilk haber veren
olma zorlamasindan uzak durmasi, mesleki etik
kurallar1 6ncelemesi ¢agrisinda bulunmaktadir.

Okurlar baglaminda yavas gazetecilik, ticari
cikarlarin 6n planda oldugu mevcut medya diizeni
baglaminda dogrulugu kanitlanmamis ¢ok sayida
haber iletisine maruz kalan bireyler i¢in daha
kaliteli ve daha nitelikli bir habere erisme
deneyimini miimkiin kilmaktadir (Bilecen,
Bayraktutan, 2018). Okur odakli olan ve kendi
kitlelerini yaratan yavas gazetecilik girisimleri
reklamlardan ¢ok abonelik ve kitlesel fonlama ile
ilerlemektedir. Diinya capinda 6ne c¢ikan yavas
gazetecilik arasinda  Delayed
Gratification, Long Play, Zetland, Jot Down gibi
kuruluslar bulunmaktadir. Yavas gazeteciligin
online dergi/almanak kategorisinde diinyadaki en
Oonemli uygulama Orneklerinden biri olan ve
Ingiltere’de 2011 yilimin Ocak ayinda yaym
hayatina baslayan Delayed Gratification dergisi,
son dakika odakli ve hizli haberler yerine,
kullaniciya diisiinme, hissetme ve degerlendirme
yapabilme siiresi taniyan zamansiz haberlerden
olusmaktadir. derinlikli
aragtirmalar sonucu hazirladiklar1 haberleri ve
sindirerek okuma yapmanin keyfini
derginin web sayfasinda “Diinyanin ilk yavas
gazetecilik dergisi” slogani yer almaktadir
(www.slow-journalism.com). Abonelik sisteminin
en temel gelir kaynag1 olarak 6n plana ¢iktig1 bu
bagimsiz yaymn kurulusunda reklamlara yer
verilmemektedir.

girisimleri

Okuyucularina

sunan

Haber Sunumunda Sanal (Vr

Habercilik)

Gergeklik

Gorsellestirme cihazlarinin  ¢ogalmast ve 360
derece video teknolojisindeki ilerlemeler sanal
gerceklik kavraminin teknolojik  gelisiminin
ardinda  yatan en  Onemli  gelismeleri
olusturmaktadir. sermayelere  sahip
sirketlerinin dijital mecralara yatirimlar yapmaya
baglamasi, igerik tretimi siireclerini ve tiretilen
iceriklere
tanimlamistir. Yakinsama kavramu ile ifade edilen
bu donem, bir yandan dijital alana yatirimlarin

Biiyiik

ulasma mecralarini yeniden
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yonlendiren medya sirketlerinin ¢ogalmasi, diger
yandan da bireylerin medya platformlar1 ve
icerikleri karsisindaki duruslarinin giiclenmesi
sonucunu dogurmaktadir.

Yakisama kavrammi dijital medyanin temel
ozellikleri arasinda degerlendiren Jenkins (2016:
20), yakinsamanin teknolojik doniistimden daha
fazlasim1 ifade eden bir siire¢ oldugunu ve
tiikketicilerin yeni bilgiler aramaya ve daginik
medya icerikleri arasinda baglantilar kurmaya
tesvik edilmesiyle kiiltiirel bir degisimi temsil
ettigini vurgulamaktadir. Buna gore yakinsama,
icerikler ve kullanicillar arasindaki iligkileri
doniistiirmekte, igeriginin sayisallasarak farkl
medya mecralarinda dolasabilmesi ve kullanicinin

dolasimdaki  igerigin  iizerinde  degisiklik
yapabilmesini miimkiin kilmaktadir.

Web 2.0 teknolojisinin gazetecilik
uygulamalarinin  dijital alanlara tasinmasina

imkan tanimasi, kullaniciya haber igerikleri ile
etkilesime girerek haberlere yorum yapabilme,
yazili metne eslik eden videolar ile ¢oklu bilgiye
erisebilme olanagi sunmaktadir. Fuchs (2011,
s.319), geleneksel medya mecralarinin sadece
bilgiye odaklanmisken internetin sadece bilgi
ortami degil ayn1 zamanda iletisim ve is birligi
ortami sagladigini ifade etmektedir. Toplumlarin
sekillendirilmesinde teknolojik yenilikler, bireysel
yaraticilik ve girisimcilik de dahil olmak bircok
etken bulunmakta bu da karmagik bir etkilesim
stirecini ortaya koymaktadir (Castells, 2013: 6).
Gliniimiizde ise kullanicilart haberin igerisine
alarak, habere konu olan olaya dogrudan tanik
olma imkani sunan ve 360 derece izlenebilen sanal
gerceklik uygulamalar1 Castells'in ifade ettigi,
sahip girisimcilik
uygulamalarindan biri olarak
degerlendirilmektedir. Icinde yasadigimiz dijital
cagda sanal gerceklik gozliikleriyle 360 derece
izlenebilen video haberler, kullanicilar1 da habere
konu olan olayin igine ¢ekmekte, dogrudan
hikayeye taniklik etme olanagr sunmakta, bu
durum da nihai olarak yeni bir haber aktarim
modeline igaret etmektedir.

Sanal gerceklik, karmagik
gorsellestirmeyi ve onlarla etkilesim kurmay:

toplumu etkileme giiciine

verileri

saglayan, bilgisayar donanimi ve yazilimlariyla
olusturulan ve kullanicilarda gercek ortam hissi
uyandirmay1 amaclayan yapay bir ortam olarak
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tanimlanmaktadir (Williams, Sawyer 2001, s.13).
Artirllmis  gergeklik ise 1ii¢ boyutlu olarak
kaydedilen gercek ve sanal igerikleri bir araya
getirerek gerceklik duygusunu artiran bir sanal
gerceklik olarak degerlendirilmektedir
(Carmigniani vd., 2011, s.342).Artirilmis gergeklik
teknolojisi gozliik araciligryla kullanilabildigi gibi
akilli telefonlarla da kullamilabilmekte, bu
teknoloji ile kullanicilar akilli  telefonunun
kamerasi ile video ve fotograf goriintiilerine sanal
objeler yerlestirebilmektedir. Gortintiiye
yerlestirilen objeler gercek objelerle etkilesime
gecmekte ve kullanicilar: farkl bir iletisim ortami
icerisine almaktadir (Yengin, 2018). Sanal gerceklik
ve artirllmig gerceklik uygulamalarinin sundugu
olanaklardan yararlanarak haberleri ve kurgusal
olmayan olaylar1 aktaran ve kullaniciya olaya eslik
etme hissi veren habercilik pratigi de immersive
(suiriikleyici) gazetecilik olarak tanimlanmaktadir
(Jenkings,  2010). gazetecilik
uygulamalarinda kullanici habere konu olan
olaymn bir parcast haline doniiserek, kendisini
hikayenin bir parcasi olarak konumlamaktadir.

Sanal gerceklik deneyimine yonelik yapilan ve
kullanicilar ile habere konu olan olay arasinda bir
bag kurulup kurulmadigma odaklanan erken
calismalar, insanlarin izledikleri sanal gergeklik
haberlerinde, geleneksel bir video veya metinden
daha uzun siire kaldiklarii ve haber hikayesi ile
derin duygusal baglar kurduklarmi ortaya
koymaktadir. S6z konusu ¢alismalarin bulgulari,
kullanicilarin duygusal baglamda geribildirimler
verdigini ve habere konu olan olaylar1 yakindan
hissederek empati yapabildikleri sonucunu ortaya
koymustur (Pena vd., 2010).

2010 yiinda Nonny de la Pena ve ekibi
tarafindan yapilan ve kullanicilara sanal gerceklik
gozliikleri  verilerek 360 derece videolarla
haberlerin  izletildigi  alimlama  calismasi,
gazetecilik alanindaki sanal gerceklik
uygulamalarina iliskin gerceklestirilen ilk ¢alisma
olmasi  bakimindan  Onem tagimaktadir.
Aragtirmanin  ortaya koydugu, kullanicilarin
haberi olusturan biitiin dramatizasyon unsurlarini
ve haberin 0ziinii tamamen hissettikleri bulgusu
ise sanal gerceklik uygulamalarina farkl bir boyut
kazandirmistir (Seijo, 2017). Arastirma bulgulari,
sanal gerceklik deneyiminin kullanici ve haber
olay1 arasindaki geleneksel gazetecilik

tara

Siirtikleyici
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pratiklerinin ~ koydugu  smurlarin  Otesine
gecilmesini, duyumsamanin 6n plana ¢ikmasini
sagladigini ortaya koymaktadir.

Pavlik (2013, s.11), baglaml gazetecilik
kavraminin iletisim yontemlerinin genisligi, hiper
medya, yiiksek okuyucu kitlesinin katilimi,
dinamik icerik ve uyarlama olmak iizere bes temel
bakis acgisina sahip oldugu belirtmektedir. Yeni
medyadaki gelismeler, haberlerin metne ek olarak
ses, video, grafik, animasyon ve 360 derecelik
video gibi imkanlarin  hepsinden
yararlanabilmesini saglayarak yeni hikaye anlatim
tekniklerinin gelisimi ©6ne ¢ikarmaktadir. Bu
uyarlama, kullanicilarin duyarlilig: tizerinde etki
giicline sahip olmasiyla 6ne ¢tkmaktadir.

Sanal gergeklik uygulamalarinin bir pargasin
olusturan ii¢ boyutlu hikaye anlatimi, haberlerin
kullanic1 diizeyinde alimlanmasimi etkin kilmak
i¢in kullanulan bir formattir. U¢ boyutlu goriintiiler
ve animasyonlar yiiksek ¢oziiniirliiklii, uzaktan

mevcut

algilanan uydu verileri ve diger goriintii alma
cihazlariyla  saglanan  sehirler ve  bolge
temsilleriyle  betimlenmektedir.  Ayrica  bu
animasyonlar cografi bilgi sistemleri olarak bilinen
tabanlartyla olusturulmakta ve gercek
ortamdan cok daha fazlasini ifade etmektedir. Ug
boyutlu haber muhabirligi erisilebilirligi ve
etkilesimleri dolayisiyla tiim izleyiciler tarafindan
ilgiyle izlenebilir nitelik tasimakta ve online

veri

gazeteciligin bireysellestirilmis dogasi,
kullanicilara daha baglamli ve ¢ok boyutlu bir
bakis acist  sunmaktadir. Yeni medyadaki

gelismeler haber igerigi ve hikaye anlatimmin
dogasini degistirmektedir (Pavlik, 2013, s.35-41).
Sanal gerceklikte deneyimi anlamak, sezgisel
olarak kontrol etmek ve tatmin olmak en 6nemli
amaglar1 olusturmaktadir. Ideal bir sanal gergeklik
sistemi, kullanicilarin nesnelerin etrafinda fiziksel
olarak dolagsmasini ve bu nesnelere gercekmis gibi
dokunmasini  saglamaktadir  (Unalan:2020).
Simiilasyon ortaminda kullaniciya bilgisayarla
etkilesime girme firsati veren sanal gerceklik
uygulamalar1 degisebilir ve gelistirilebilir bir
ortama isaret etmekte,
hissetmenin Oniinti a¢makta ve kullanicilarin
mutlu, hiizlinlii, gergin, eglenceli, trkiitiicii ve
daha pek c¢ok duyguyu barindiran anlar

deneyimlemenin ve
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deneyimlenmesine olanak tanimaktadir Yengin ve
Bayrak (2018:100-101), sanal gerceklik ortaminda
bulunan her seyin iiretildigine ve s6z konusu
ortamdaki nesnelerin bir agirliga sahip olmasina
ihtiyag duyulmadigma dikkat cekmekte, sanal
gerceklikte  sadece tarafindan
kodlamalarin yazildigi ve bu kodlamalarin da
kullanicilarla  etkilesime  girmeye  yoOnelik
formlardan olustugunu vurgulamaktadir.

Sanal gerceklik ortamindaki etkilesim, gercek
ortamda sergilenen hareketlerin sanal gerceklik
ortamima yansimasi ve bunun sonucu olarak
kullanicida algisal tepkilerin olusmasi yoluyla
meydana gelmektedir. Duygusal geribildirim ise
gozlemcinin ortamda kendi varligini hissedip
mekandan veya eylemden etkilenmesi yoluyla
saglanmaktadir (Kayapa, Tong, 2011, s.350).
Kurgusal olmayan haber olaylarini sanal gerceklik
ya da artirilmis gergeklik yoluyla hikayelestirmek,
kullanicilara yalnizca duygusal ve zihinsel olarak
degil aym1 zamanda bedensel olarak da
hatirlanabilecek deneyimler sunma potansiyeline
sahiptir. Haberi sadece okumak, izlemek ya da
dinlemek yerine, habere konu olan olay:
deneyimleme firsati VR  haberler
kullanicilarin diinyayi algilayis bigimlerine de yeni
bakis acilar1 getirme potansiyeli tasimaktadir.
Duyumsamayi, hissetmeyi ve empati yapabilmeyi
one cikaran sanal gerceklik deneyimi, ayn1 esaslar
iizerine kurulu olan yavas gazetecilik icerikleri ile
bir araya geldiginde kullanicilarin Onyarg: ile
baktigi  gruplara ve kavramlara yonelik
diisiincelerini degistirebilecek nitelikte duyarl: bir
habercilik formu ortaya koyma potansiyeli
tasimaktadir

tasarimal

sunan

Arastirmanin Amaci ve Yontemi

VR gazetecilik uygulamalar1 giintimiizde The New
York Times, The Guardian, The Herald Tribune,
The Washington Post, BBC, Euronews, CNN basta
olmak {izere pek c¢ok wuluslararasi medya
kurulusunda kullamilan bir habercilik pratigi
olarak karsimiza ¢ikmaktadir. Bu arastirmanin
evrenini diinyada VR habercilik uygulamalarina
yer veren ilk iki gazete olan The New York Times

ve The Guardian gazetelerinin YouTube
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kanallarinda 2016-2022 yillar1 arasinda yayinlanan
toplam 316 haber olusturmaktadir. Arastirmanin
Orneklemi kargilamaktadir.
Yavas gazetecilik kavrammnin temel ilkeleri
baglaminda igerik analizi uygulanan igerikler;
haberin temasi, haberde kullanilan anlatim tiirt,
haberin zamansiz olup olmadig1 ve haberde veri
kullanimi baglaminda degerlendirilmistir. Igerik
analizinin ardindan her iki gazetenin Youtube
kanalinda yayinlanan ve en fazla izlenme oranina
erismis o iki VR haber de yavas gazetecilik
baglaminda betimsel olarak incelenmistir.

Igerik analizi, genis bir yelpazedeki metinleri,
filmlerin anlat1 yapisini, tartismalari, televizyon
iceriklerini, haberleri ve reklam iceriklerini analiz
etmeye yarayan koklii bir arastirma metadolojisi
anlamina gelmektedir. Medya metinlerine yonelik
icerik analizi, verilerin genis bir bakis acisiyla
incelenmesine izin veren ve miidahaleci olmayan
bir arastirma yontemi olmasiyla On plana
cikmaktadir (Macnamara, 2005). Aktarilan bilgiler
1s181inda bu arastirmanin arastirma sorulari soyle
belirlenmisgtir;

1. Yavas gazetecilik ilkelerinin VR haberlerdeki
sunum bicimi hangi esaslara sahiptir?

2. Yavas gazetecilik kavramimin en  temel
unsurlarimdan biri olan zamansizlik 6gesi, incelemeye
alinan VR haberlerde nasil konumlandirilmaktadir?

3. Yavas gazetecilik kavraminin anlatim ilkeleri VR
haberler igin uygun mudur?

Calismada  kodlamanin
giivenilirligini ~ saglamak
amacina ve arastirma sorularinin yanitin1 aramaya
yonelik olusturulan kodlama cetveli ¢alismanin
yazarlar1 tarafindan bagimsiz olarak kodlanmustir.
Oncelikle konuya iligkin incelenecek haberler
belirlenmis ve arastirmanin konusuna uygun
Olglitlerde kodlama cetveli
Ardindan her iki kodlayic1 birbirinden bagimsiz
olarak hazirlanan cetvele gore haberleri kodlamus,
kodlama her iki yazarin farkh
kodladigr temalar belirlenerek tizerinde fikir
birligine varilmistir. Aragtirmanin sonucunda elde
edilen bulgular tablolar halinde sadelestirilerek
sunulmustur.

evrenin tamamini

gegcerliligini  ve

icin  arastirmanin

olusturulmustur.

sonucunda
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Bulgular

Tablo 1. VR Haberlerin Gazetelere Gére Dagilim

Gazeteler Say1 Yiizde
The New York Times 301 %95,2
The Guardian 15 %4,7
Toplam 316 %100

Tablo 1’de The New York Times ve The
Guardian gazetelerinin VR kanallarina yonelik
haberlerin dagilim oranlar1 gosterilmektedir. ki
gazetede de toplam 316 haber arastirmaya dahil
edilmistir. Bu haberlerin % 95.2’si The New York
Times, %4,7 sinin The Guardian gazetesinde
yaymlandigi goriilmektedir. Iki gazete de VR
haber uygulamalarina yer veren ve yeni medya
olanaklarimi tiim alanlarda kullanan kuruluslar
olarak 6ne ¢itkmaktadir.

Tablo 2. VR Haberlerin Gazetelerde Yillara Gore Dagilim

Gazeteler 2016 2017 2018 2019 2020 2021 2022 Toplam
The New 70 214 3 2 4 3 5 301
York Times %23,2 %71,1 %1  %0,6 %13 %1 %1,6 %100
The 3 4 2 0 3 1 2 15

Guardian %20  %26,6 %13,3 %0 %20 %6,6  %13,3 %100

Tablo 2’de sanal gerceklik teknolojisi ile
hazirlanan haberlerin yillara gore dagilimina yer
verilmektedir. Her iki gazete de ilk kez 2016
yilinda sanal gerceklik haberlerine yer vermeye
baslamistir. The New York Times 2016 yilinda %
23 oraninda VR habere yer verirken 2017 yilinda
carpict oranda fazla sekilde (%71) VR haberlere
yer vermistir. Gazete, 2018 yilinda %1, 2019 yilinda
%0,6, 2020 yilinda %1,6 oranlarinda haber
dagilimlariyla dikkat ¢ekmektedir. The Guardian
gazetesi ise 2016 yilinda 3 (%20), 2017 yilinda 4
(%26,6), 2018 yilinda 2 (%13,3) VR habere yer
verirken 2019 yilinda hig VR  haber
hazirlamamistir. The Guardian gazetesi 2020
yilinda ise 3 (%20) VR habere yer verirken, 2021
yilinda 1 (%6,6), 2022 yilinda ise 2 (%13,3) VR
habere yer vermistir. Incelemeye alinan iki medya
mecrasinda da haberlerin yillara gore artis
gostermeyen bir yapist mevcuttur. Sanal gerceklik
teknolojileri gelistikce VR haberlerin sayisinda

artis gerceklesmesi ve yayginlagmasi
beklenmesine ragmen var olan durum bu
beklentiye uygun sekilde gelismedigi
goriilmektedir.
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Tablo 3. VR Haberlerde Grafik ve Veri Kullanum

Gazeteler Veri Veri Toplam
Kullanilmig Kullanilmamig

The New York Times 159 142 301
%52,8 %47,1 %100

The Guardian 8 7 15

%53,3 %46,6 %100

Tablo 3’de gazetelerin yaymladiklar1 VR
haberlerdeki grafik ve veri kullanimi oranlar
aktarilmaktadir. Buna gore The Guardian gazetesi
VR haberlerde % 53,3 oraninda, The New York
Times gazetesi VR haberlerde %52,8 oraninda veri
kullanim1 gergeklestirmistir. Haberde kullanilan
grafik, illustrasyon, tablo gibi veriler olaylarin izler
kitle tarafindan daha kolay ve ayrinti olarak
anlagilmasinin agmaktadir.  Yavas
gazetecilik kavraminin 6nemli esaslarindan olan
olayin kisiler tarafindan duyumsanmasini saglama
stirecinde, haberde ne ve nasil
yanitlarmin ~ bulunmasimin
bulunmaktadir. Bu sorularin yanitlarin1 habere
aktarirken tablo, grafik ve illustrasyon formatina
dontigtirilmiis verilerin kullanimi, VR haberlere
yavas gazetecilik baglaminda anlatim giicii
kazandiracaktir.

onunu

sorularinin

biiyiik Onemi

Tablo 4. VR Haberlerin Anlatim Tiirlerine Gore Dagilim

Anlatim Big¢imi The Guardian The New York Times
8 79

Oykiileyici %53,3 %26,2
2 64

Aciklayict %13,3 %21,2
5 51

izlenimsel %33,3 %16,9
0 52

Tartismact %0 %17,2
0 55

Betimsel %0 %18,2
15 301

Toplam %100 %100

Tablo 4'de gazetelerin VR haberlerde

kullandiklar1 dil baglaminda bir degerlendirme
gerceklestirilmistir. Buna gore The Guardian
gazetesi %53,3 oraninda
kullanurken, %13,3 oraninda aciklayic dili tercih
etmis, %33,3 oraninda izlenimsel bir dil kullanmig
ve VR haberlerde tartismaci ve betimsel bir
anlatim bigimine yer vermemistir. The New York
Times gazetesi ise yayinladiklar1 VR haberlerde
%26,2 oraninda Oykiileyici bir dil kullanmay:

oykiileyici  dil
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tercih ederken, %21,2 oraninda agiklayici, %16, 9
oraninda izlenimsel, % 17,2 oraninda tartismaci,
ylizde 18,2 oraninda betimsel bir anlatim dili
kullanmay tercih etmistir. Haber yazim siirecinde
kullanilan her yazim teknigi metnin igeriginde
farkli  bir  anlatim kullanmay1
gerektirmektedir. Betimsel ve aciklayic1 anlatim
tiirti cogunlukla ters piramit teknigiyle yazilmis
haberlerde kullanilirken, dykiileyici, izlenimsel ve
tartismac1 anlatim tiirlerinin ise dortgen, diiz
piramit ve konusma dili teknikleriyle yazilan
haberlerde kullanilmaktadir. Okurun ya da
izleyicinin haber olayini1 daha fazla hissetmesine
izin veren Oykiileyici, izlemimsel ve tartismaci
anlatim tiirleri incelemeye alman iki medya
mecrastnin VR haberlerinde yogun olarak
kullanildigr  goriilmektedir. Yavas gazetecilik
tirliniin de en temel anlatim bigcimlerinden olan
Oykiileyici ve izlenimsel anlatim tiirlerinin VR
haberlerde kullanimi, okurun/izleyicinin haber
daha yogun hissedebilmesine,
duyumsamasma ve nihai olarak da empati
yapabilmesine olanak sunan bir haber modelini 6n
plana ¢ikarmaktadir.

tarunt

olayin

Tablo 5. VR haberlerin Konulara Gére Dagilimi

Konular The Guardian The New York Times
14 89

Taniklik %93,3 %29,5
1 56

Politika %6,6 %18,6
0 33

Ekonomi %0 %10,9

Dis Haber 0 68
%0 %22,5
0 55

Kiiltiir Sanat %0 %18,2
15 301

Toplam %100 %100

Tablo 5'de gazetelerin VR haberlerinin

konularina gore dagilimima yer verilmektedir.
Haber yogunlugu en fazla olan The New York
Times gazetesinde %29 oraninda taniklik
deneyimlerine yer verilirken, % 22,5 oraninda dis
haberlere, %18, 6 oraninda politika haberlerine,
%18, 2 oraninda Kultiir Sanat haberlerine yer
verildigi ~ goriilmektedir. = The  Guardian
gazetesinde ise %93,3 oraninda taniklik
deneyimlerine yer verilirken, politika haberlerine
%6,6 oraninda yer verilmis, ekonomi, kiiltiir sanat,
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ve dis haber kategorilerinde herhangi bir bulguya
rastlanmamustir. Incelenen iki mecrada da taniklik
kategorisinde VR haberlere yogun olarak yer
verildigi goriilmektedir. VR haberlerin, tarihsel
akis icerisindeki olaylara iliskin tanikliklar tizerine
yogunlasmasi, izleyiciye hissi
yasatma  potansiyeli  tasimaktadir.  Ayrica
haberlerin aktariminda nasil ve neden sorularina
yanit verilen ve yavas gazeteciligin ilkelerini
barindiran bir anlatim big¢imi kullanilmakta,
bunun da izleyicide yaratilan duyumsamay1
artirabilecegi distiniilmektedir. Bulgular
sonucunda, gorsel ve isitsel unsurlarin kullanimin
yogun oldugu VR haberlerde dis haber, ekonomi,
politika ve kiiltiir sanat haberleri s6z konusu
oldugunda daha agiklayici bir anlatim bigiminin
kullanildigr  ortaya ¢ikmaktadir. Oysa bu
kategoriye ait haberleri de yavas gazetecilik
ilkeleriyle yazmak miimkiin goértinmektedir. Bu
yolla karmasik haberler olarak degerlendirilen
politika, ekonomi ve dis haberlerin, zihinlerde
neden sonug baglami icerisinde degerlendirilmesi
miimkiin olabilecektir.

“oradaymis”

Tablo 6. Yavas Gazeteciligin Zamanlilik Esasina Gére VR
haberlerin dagilim

Zamanlilik Olgiitii The New York Times The Guardian
76 0

Zamanlt %25,2 %0
225 15

Zamansiz %74,7 %100
301 15

Toplam %100 %100

Tablo 6’da arastirmaya dahil edilen haberler
yavas gazeteciligin en Onemli ilkelerinden olan
zamansizlik baglaminda degerlendirilmektedir.
Goriilmektedir ki, The New York Times gazetesi
%74,7 oraninda zamansiz habere yer verirken,
%25,2 oraninda zamanli haberlere yer vermistir.
The Guardian gazetesi ise tamamen zamansiz
haberlere yer vermistir.

Zamanlilik ilkesi, habere konu olan olaya iligkin
“ne zaman ortaya ¢ikt1?” sorusuna yanit vermekte,
olayin yeni, ani ve gegerli olmasi gibi 6gelerin bir
arada olmasini gerektirmektedir. Glintimiiziin ¢ok
aracl gazeteciliginde zamanlilik kriterini saglayan
yenilik, anilik ve gecerlilik Ogeleri mecradan

mecraya farklihik  gostermektedir. Haberin
zamanliligl yoniinden yenilik ve anilik Ogeleri
radyo icin On planda olurken, gazeteler
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bakimindan gecerlilik 6gesi on plana cikarken,
televizyon haberciligi baglaminda ise yenilik,
anilik ve gecerlilik 6nem kazanmaktadir (Tokgoz,
2003: 201-203). Zamanlilik unsuru geleneksel
habercilikte ve yeni medya haberciliginde bir
olaymn haber degeri tasiylp tasimadigina karar
verme siirecindeki en Onemli degerlendirme
kriterlerinden birini olusturmaktadir. Giin boyu
kesintiye ugramaksizin haber akisinin saglandig:
dijital medya mecralarinda tiklanma sayis1 odakh
bir rekabet yasanmakta ve bu durum haberin
igerigine yonelik sorunlar yasanmasina neden
olmaktadir. Incelemeye konu olan haberlere
bakildiginda ¢ok 6nemli bir boliimiiniin yavas
gazeteciligin en temel kriterlerinden biri olan
zamansizlik ilkesi oldugu
goriilmektedir.

tizerine kurulu

Ornek Vr Haberi 1:

Gorsel 1. The Guardian’da yayinlanan “The Party: a

virtual experience of autism”baslikli VR haberinden

goriintiiler
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The Guardian gazetesinin Youtube kanalinda
2018 yilinda yaymnlanan “The Party: a virtual
experience of autism” basglikli VR haberi, aldig1 554
B goriintiileme ile kanalda en fazla goriintiilenen
haber olma ozelligi tasimaktadir. 903 yorum
yapilan haberin, etkilesime girme noktasinda da
kanaldaki en yiiksek oranlardan birine sahip
oldugu goriilmektedir. Ailesiyle yasayan Layla
adli otizmli bir kizin evinde diizenlenen dogum
glinii partisi karsinda i¢ diinyasinda verdigi
tepkileri konu alan haber, 7 dakika 21 saniye
uzunlugundadir. Haberde, taniklik ettigi olay1
izlenimsel bir dille aktaran Laylanin diinyay1
algilayis bi¢ciminin, ortaminda bulunan insanlara
gore olan farkliliklarina deginilmektedir. Layla,
bulundugu ortama uyum saglamak i¢in miicadele
etmekte, Ote yandan yasadig1 ana ait olmadigim
diistinmektedir. VR haber videosu boyunca
Layla'nin goriintiisii hi¢ verilmezken, dis ortam
tamamen onun goriis agisina giren kamera ¢ekim
alanlar1 ile aktarilmaktadir. Layla'min gozlerini
cevirdigi ve gorlis alanina giren her yer VR
videoda goriintiisel olarak aktarilmakta ve bu

durum izleyiciye evin igerisinde Layla ile
dolasiyormus  hissi ~ yasatma  potansiyeli
barindirmaktadir. VR videoda  Layla'nin

bulundugu ortama karsi aidiyet hissedememe
duygusu, yer yer izlenimsel cogunlukla da
tartismaci bir anlatimla aktarilmaktadir. VR haber
videosunda neden, nasil, nerede, ne zaman, niye
ve kim sorularinin tamamina yamnt verilmekte,
buna ek olarak videonun sonunda otizm
sendromuna iliskin giincel verilerin siyah zemin
tizerine beyaz harflerle yazili oldugu bir goriintii
karesine yer verilmektedir. Ayrica ele aldigi konu
itibariyle zamansiz bir haber olarak karsimiza
¢tkan VR haber videosu, bu yoniiyle de yavas
gazeteciligin  Onemli  unsurlarindan  birini
barindirmaktadir. S6z konusu VR haber videosu
yavag gazetecilik anlayisinin, izler kitlede olaya
iliskin bir duyumsama ve farkindalik yaratma
ilkeleri dogrultusunda hazirlanmis bir medya
iletisi olarak da dikkat cekmektedir.
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ORNEK VR HABERI 2:
RML{ v‘u
Il Plune Explosion Kil:

31,000 FEET ABOVE
HIROSHIMA, JAPAN, 2017
GOOGLE EARTH SIMULATION

BURNIONE " (u T

Gorsel 2. The New York Times'da yayinlanan The Atomzc
Bombing of Hiroshima baslikli VR haberinden goriintiiler

The New York Times gazetesinin Youtube
kanalinda 2018 yilinda yayimnlanan “The Atomic
Bombing of Hiroshima” baslikli VR haberi, aldig1
13 milyon goriintilleme ile kanalda en fazla
gorlintiilenen haber olma o6zelligi tasimaktadir.
9.393 yorum yapilan haberin, etkilesim saglama
noktasinda da kanaldaki en yiiksek oranlardan
birine sahip oldugu goriilmektedir. 3 dakika 14
saniye uzunlugundaki VR videosunda ikinci
diinya savasinda Amerika Birlesik Devletleri'nin
Japonya'nin Hirosima ve Nagazaki sehirlerine
attig1 atom bombasinin etkileri tarihsel ve sosyal
baglamda aktarilmaktadir. Atom bombasmin
atildigini duyuran radyo anonsuyla baslayan
haber, bu yolla izleyiciye radyonun dinlendigi
odada haberi ilk kez duyuyormus olma hissini
yasatma  potansiyeli  tagimaktadir.  Atom
bombasinin atilis siirecini terminolojik bir dille
didaktik olarak aktaran haber, veri ve sayisal
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bilgilerle de desteklenmektedir. Bombanin atildig:
an1 ve sonrasinda olanlar1 gorsellestiren VR haberi
izleyiciye hakkinda
zihinlerde soru isareti birakmayacak sekilde bilgi
aktarimi saglamaktadir. VR haber videosunun
sonunda, videonun ilk goriintiisiinde radyoda
bombanin atildigin1 Amerikan halkina duyuran
programdaki orijinal sesler tekrar verilmeye
baslanmakta ve bomba atma eylemini olumlayan
“...bombalarin  yetenekleri insanin hayal giiciinii
cezbediyor...”
yapmaya yonlendirilmektedir. . Iki sehre atilan
bombalarin yarattig1 yikic etkileri, agiklayici bir
anlatim teknigiyle ve neden, nasil, nerede, ne
zaman, niye ve kim sorularinin tamamina yanit
vererek aciklayan s6z konusu VR haberi,
izleyenlerin yasanan
duyumsamasina olanak tanimasi agisindan 6nemli
bir ornek olarak degerlendirilmektedir. Haber
metninin igerisinde yogun olarak kullanilan
betimlemeler, izleyiciyi olaymn yasandig: tarihsel
stireci tekrar diisiinmeye ve farkli bir kavrayis

durumun korkunclugu

ciimlesi ile izleyiciler sorgulama

olaymm korkunclugunu

gelistirmeye yoOneltmesi bakimindan yavas
gazetecilik esaslarina uygunluguyla dikkat
cekmektedir. Ayrica konu se¢imi itibariyle

zamansiz bir haber olma niteligi tasiyan VR haber
videosu bu yoniiyle de yavas gazeteciligin 6nemli
unsurlarindan biriyle de ortiismektedir.

Sonug¢

Ortaya ¢iktig1 donemden giiniimiize kadar gelen
siirecte  gazetecilik  meslegi;  bilgilendirme,
kamuoyu olusturma, denetleme ve toplumu
yonlendirme siireclerinde onemli islevlere sahip
olmustur. Igerisinde yasadigimiz dijital ¢agda her
gecen giin yeni teknolojilerin ortaya ¢ikmasi ve
gelisimiyle gazetecilik ve haber olgusu da biiyiik
bir dontigiime Castells (2016:7)
deneyimlemekte oldugumuz dijitallesme stirecini
enformasyon  teknolojisi olarak
degerlendirmekte ve bu devrimin toplumsal
yapiy1 sekillendirdigine vurgu yapmaktadir.
Gelisimi duraksamaksin devam eden djjital
teknolojiler, gerek toplum yapisinda gerekse
gazetecilik alaninda 6nemli degisimler yaratsa da
bazi olgularin her zaman kalici olacagma olan
inancn  da devam etmesi gerekmektedir.
Arastirma evresine agirhk verilmis, toplumu

ugramistir.

devrimi
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doniistiirticti glicti yliksek, nitelikli haberlerin 6n
planda oldugu diiriist bir habercilik anlayis1 bu
olgularn en Onemlisini olusturmaktadir. Giin
boyu yogun haber akisinin yasandigi ve son
dakika haberciliginin tiim medya mecralarina
hakim oldugu boylesi bir dijital cagda, yavas
gazetecilik anlayisi, daha ¢ok hissetmeyi ve
duyumsamay1 6n plana ¢ikararak kullanicilar:
empatiye davet eden yoniiyle dikkat ¢gekmektedir.

Gazetecilik mesleginde igeriklerin aktariminda
kullanilan sanal gerceklik uygulamalari, yavas
gazetecilik esaslariyla birlikte kullanildiginda,
toplumsal hayatta yaratabilecegi olumlu etkiler
nedeniyle habercilikte yeni bir anlayisin kapilarini
aralama potansiyeli tasimaktadir. Diger yandan,
yavas gazetecilik ve VR gazetecilik sermaye
yapilarindan ayr1 olarak bagimsiz bir zeminde
gelismeye son derece elverisli uygulamalar olarak
belirginlesmektedir. Teknik olarak bilgisayar
yazilimlari ve 360 derece goriintiileme yetenegine
sahip kameralar ile ortaya konan igeriklerin, yavas
gazeteciligin derinlemesine arastirmayi, bilgileri
teyit kullanicida  olaya iliskin  bir
duyumsama yaratmay:r hedefleyen ilkeleri
dogrultusunda hazirlanmas: halinde yeni bir
habercilik anlayisinin dogmasi kaginilmazdir.

Sanal gerceklik ve artirlmis gergeklik
uygulamalar1 yavas gazetecilik metinlerine
hareket saglayan onemli teknolojik gelismeler
olarak karsimiza ¢ikmaktadir. Giin boyu yasanan
hizli haber akisi, ¢ogu zaman bireylerin giindeme
yetisme c¢abalarmi sonugsuz birakmakta, buna
ragmen bireylerin ¢ogu, cesitli altenatif haber alma
yontemlerini kullanarak bir
ugrasist ortaya koymaktadir.
karsiigini alma noktasinda yavas gazetecilik
ilkeleriyle hazirlanmis sanal gerceklik
uygulamalar1  kullanilarak yapilmis haberler
onemli bir alternatif niteligi tasimaktadir.

etmeyi,

anlam yaratma
Bu ugrasmin

Erken (2019, s.79) ,sanal  gergeklik
uygulamalariyla hazirlanan haberlerin
alimlanmasina yonelik gerceklestirdigi

calismasinda VR haberciligin haberi anlayabilme
acisindan g¢evrimici haberlerden daha fazla etkiye
sahip oldugunu ve kullanici haberin haberin
hatirlanmas1 agisindan ise gorece iyi pozisyonda
bulundugunu bulgulamistir. Aym ¢alismada VR
haberciligin ne, neden ve nasil sorulariin cevabini
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ileten haberlerde kullaniminin daha uygun
olabilecegi neticesine varilmistir.

Calismamizda incelemeye alinan haberlerin
degerlendirilmesi ortaya ¢ikan
bulgular ise kim, nerede ve ne zaman sorulariin
yanitlariin VR haberlerde kendisine yer bulmas:
gerektiginin ortaya koymaktadir.
Incelenen haber mecralarinda yer alan VR
haberleri, her donem merak edilecek zamansiz ve
kalic1 igerikler olarak degerlendirmek
mimkiindiir.  Bu c¢alisma, tanimlardan ¢ok
izlenimsel betimlemelerin 6n planda oldugu yavas
gazetecilik Orneklerinin, VR haberciligin teknik
olanaklariyla birlestiginde ortaya toplumsal
baglamda dontistiiriicii giicii yiiksek bir habercilik
pratigi ortaya cikaracagini savunmaktadir. Yavas
gazeteciligin;
derinlemesine arastirilmis, bilgileri teyit edilmis,
seffaf iceriklere ilgi duydugu siirece 6nii agik bir
alan olacagina ve gazetecilik meslegine olan gorece
yitirilmis giivenin artirilmasina katki sunacagina
inanilmaktadir.

sonucunda

onemini

toplumu olusturan bireylerin
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