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ABSTRACT

Animation and toy industries, as two important parts of the concept of entertainment, are in a relationship that
nourishes and shapes each other. Toys have a long history as entertaining and educational tools that develop
children’s imagination and creativity. At the same time, popular animated characters and stories play animportant
role in the design and marketing of toys. Children may prefer to collect toys representing their favorite animated
characters, which may increase interest in the animation industry. On the other hand, a successful animated film
or television series can create a potential to generate additional income through toy and product sales. Therefore,
the relationship between the toy and animation industries is of great importance both commercially and culturally,
creating an ecosystem that supports each other and grows together. With the rise of digitalization, especially in
the new millennium, internet-based platforms have started to change viewing practices. This change has also
affected the development of the aforementioned industries. In the article, the historical development of the toy
and animation industry was examined; expert opinions and concrete data were conveyed through description and
content analysis methods. The study concluded that a strong relationship exists between the toy and animation
industries, a connection that has been further reinforced by the widespread use of digital platforms. In addition, it
is aimed to create a Turkish resource for stakeholders and literature on the subject.
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Introduction

The proliferation of the internet in the 1990s marked the beginning of a new era in
communication technologies. With the rise of the internet, websites rapidly became widespread,
and the increased sharing and accessibility of information created new opportunities for the
provision of various products and services. The new interactive space, supported by the internet,
television, and virtual reality, implies that individuals can now reach the world without having to
leave their homes (Stevenson, 2008: 328). From the early 2000s onward, social media platforms
began to enter individuals’ daily lives. With growing interest, the number of social media users
increased rapidly. Mobile solutions such as smartphones, tablets, and laptops have enabled
people to spend time on the internet regardless of location. This technological evolution has not
only reshaped individuals' consumption needs but also transformed their expectations from the
media industry. Compared to traditional shopping habits, factors such as flexibility, speed,
accessibility, consumer feedback, and savings in time and energy have led to a shift in attitudes.
A portion of consumers now evaluate their shopping preferences through online marketplaces.
The commercial volume in this area continues to grow day by day.

The development of technologies in the field of communication, in parallel with the internet, has
led to the digitization of traditional analog broadcasting. As a result, there has been a marked
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improvement in the quality of both visual and audio technologies. Moreover, with the
widespread use of the internet and increased connection speeds, internet-based digital
platforms have emerged alongside satellite broadcasting. The viewer experience has undergone
a fundamental transformation, enabling consumers to access the content of their choice at any
time (Yildinm, 2022: 92-93). In addition, viewers who are able to provide feedback on the
programs they enjoy have begun receiving personalized content recommendations from
providers based on their preferences. Consequently, digital television broadcasting has become
significantly more personalized, diversified, and accessible. Traditional viewing habits have
experienced a profound transformation.

The developments and transformations in broadcasting have also brought about changes in
advertising strategies. In addition to promotional content broadcast during commercial breaks,
products have increasingly been integrated into productions in a more natural and seamless
manner. A wide range of products directly aligned with the content has been introduced to
viewers. Historically, collaborations between interrelated sectors have intensified and
strengthened. One illustrative example of such cooperation can be seen in the relationship
between the animation and toy industries. As foundational elements of creativity and
entertainment, the animation and toy sectors frequently come together, engaging in a mutually
reinforcing and shaping relationship. Toys often hold a significant place in people's lives,
beginning in childhood, contributing to creativity and development. Animation productions, by
appealing to a broad audience, not only serve as a form of leisure entertainment but also
generate cultural and commercial impact. Their mutual support and co-development shape the
connection between these two industries.

A popular animated series, character, or storyline can generate significant demand in the toy
industry, leading to the creation of toys that capture the imagination of children. In such a
scenario, animations can facilitate the marketing and sales of toys, while toys can augment the
popularity of animations and assist them in reaching a broad audience. Furthermore, the
production of animations is not limited to entertainment; some animations are created with a
specific objective in mind, which is the promotion of toys. In addition, some toys are designed
and produced based on popular animated characters. This interplay has been demonstrated to
increase commercial success and to establish a bond between audiences, thereby allowing
them to experience the world of animation physically. Furthermore, the animations and the toys
produced in parallel with them have an impact as a cultural product. Consequently, the
relationship between the toy and animation industries is of significant commercial and cultural
importance. Consequently, the prevailing hypothesis suggests that these two sectors constitute
a structural arrangement that is mutually reinforcing and exhibits synergistic growth.
Consequently, the study is predicated on the assumption that the relationship between the
animation and toy industries persists and fortifies through digital platforms.

Method

Within the scope of this study, in order to identify the relationship between the two sectors, a
purposive sampling method (typical case sampling) was employed. On May 4, 2024, the most-
watched children's animated film and series on the Netflix on-demand platform were selected
as samples. The animated series Masha and the Bear and the animated film Minions: The Rise
of Gru were examined through descriptive and content analysis methods, with an aim to
determine how these productions were transformed into consumer products within the toy
industry. In this context, the names of the animated productions were searched using the
"www.google.com" search engine under the shopping tab, with the keyword “toys” selected as
the category. The resulting images were then evaluated. Efforts were made to identify relevant
products on e-commerce platforms operating in Turkey. Product variety and quantity were
assessed based on the three most-visited online marketplaces in Turkey. Products other than
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toys were excluded from the data. Within the limitations of the study, it was not possible to
access data on whether the toys were officially licensed. It should also be noted that Minions:
The Rise of Gru is a sequel to the 2015 film Minions and a spin-off of the Despicable Me trilogy.
Although search engine results referred only to Minions: The Rise of Gru, toys labeled under the
broader term “Minions” and included within the franchise were incorporated into the dataset.

Historical process in the relationship between animation and toy

The word “toy” generally refers to objects or items that are typically associated with enjoyable
childhood activities and are thought to influence creativity. However, assuming that toys are
solely intended for children can be misleading, as there are also toys specifically designed for
adults. Moreover, some toys attract interest regardless of age. This phenomenon is closely tied
to the meanings and emotions that individuals assign to objects. In fact, objects designed for
entirely different purposes can also function as toys. According to Katriina Heljakka, toys are
objects designed for play, regardless of the age or gender of children, adults, or animals (2008:
271). While toys have prehistoric roots, their transformation into commercial commodities has
led them to form close collaborations with numerous industries. Notably, the connection
between toys and animation stands out. The animation and toy industries are two significant
sectors with long-standing histories, both of which have greatly shaped the world of
entertainment. The relationship between these industries began during the formative years of
contemporary animation.

Simple toys that supported children’s play in ancient times evolved, taking on different forms as
art and technology progressed. Meanwhile, the origins of animation can be traced back to the
early 20th century. Animated film is one of the oldest methods of filmmaking. Each frame is
created manually. Animators have passed on their skills through an apprenticeship system and
have risen within a structured work hierarchy that has existed since 1913" (Sito, 2013: 218). Early
attempts at animation aimed to create moving images and narrate stories. Although there was
no direct connection between toys and animation in the early stages, both served as vital tools
for stimulating imagination and creativity. One of the devices considered foundational to
animation and cinema—the zoetrope—can also be seen as one of the first objects to represent
the connection between toys and animation. The zoetrope, which gives the illusion of movement
through static images, consists of a cylinder with slits around its sides for viewing (Bendazzi,
2016: 13). Devices like the zoetrope, which were primitive examples of cinema and animation,
are also referred to as optical toys. In the early 21st century, advances in technology made the
connection between toys and animation even more explicit.

Early animation characters were frequently produced as wooden or plush toys (see Figure 1).
During this period, particularly under the leadership of figures like Walt Disney, animated
characters were commercialized as toys and marketed to wide audiences. Through Walt
Disney's creative vision and innovative approaches, characters such as Mickey Mouse, Donald
Duck, and other popular animated figures were transformed from screen-based images into
tangible products. These toys enabled children to physically interact with their favorite
characters and further expand their imaginations.

Known as the world's favorite mouse, it did not take long for Mickey Mouse to become a
popular figure with a life outside the movies. In the early 1930s, Disney began selling and
promoting the character in earnest through a variety of means, including the sale of Mickey
Mouse merchandise and weekly Mickey Mouse Club matinees (Figure 2). In the early
twentieth century, other companies began licensing comic book and animated characters
such as The Yellow Kid and Felix the Cat. But Disney's sales became an unprecedented
phenomenon in this field. By the mid-1930s, the company was selling hundreds of consumer
products worldwide, including toys bearing the Mickey Mouse image (Furniss, 2016: 96).
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Figure 1 (Left) Image of Schoenhut's wooden Felix the Cat toy, 1922.
Figure 2 (Right) Image of Mickey Mouse perfume and figure toy, 1930s.

Disney’s strategic marketing campaigns and licensing agreements enabled these toys to reach
a broad global audience, enhanced the popularity of the characters, and reinforced the cultural
influence of the brand (Barrier, 1999: 125). During this period, toys based on animated
characters became valuable not only for children but also for collectors and adult fans. As a
result, a strong synergy emerged between the animation and toy industries, allowing characters
to establish a lasting presence both on-screen and in everyday life. From this point onward, the
relationship between the animation and toy sectors deepened and evolved into a mutually
sustaining ecosystem (Barrier, 1999: 570-574). Animated series and films became powerful
marketing tools for toy manufacturers, leading to the development of broad product lines
centered around popular characters, settings, and narratives.

Collaborations between the toy and animation industries were established not only in the United
States but also in many other countries, resulting in the production of a wide array of products.
Notably, in Japan, one of the leading nations in the animation industry, various innovative
experiments were undertaken. Between early and mid-1963, most of the advertised Astro Boy
(Atomu) character toys were directly modeled after licensed Disney merchandise sold in Japan
at the time, such as inflatable beach balls and swimming rings (see Figure 3). A noticeable shift,
marked by the rise of metal toys, can be traced through advertisements from Asakusa Toys in
August 1963. These advertisements are considered among the first indications that character-
based toys were gaining attention and that the Astro Boy image was beginning to serve as a
model for the toy industry (Steinberg, 2012: 114). One such toy featured the Astro Boy character
with a wind-up propeller attached to its back—clearly designed to be launched into the air (Figure
4).

Figure 3 (Left) Image of Astro Boy sea toys, 1963.
Figure 4 (Right) Image of Astro Boy figure toys, 1963.

The Japanese animation and toy industry is home to many popular series such as Sailor Moon,
Pokemon, and Gundam. Sailor Moon, a classic nineties anime series about girls with magical
powers battling evil, has gained a huge fan base, especially among young girls. Pokemon is
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known for its fun monsters and adventures, and has connected with a large global audience
through interactive games and various toys. Gundam, on the other hand, is a “mecha anime”
classic that depicts epic battles between giant robots and often deals with deep political and
philosophical themes. The universe created by Gundam is centered around gigantic robots
called “Mobile Suits”, machines built for war. The Gundam series especially emphasizes the
moral, ideological, and humanitarian aspects of war. These Gundam series have left important
traces in popular culture and have provided commercial movement in many fields. Especially
the scale model kits (Gunpla, Gundam Plastic models) produced by Bandai have attracted great
attention all over the world. These kits, which are much more than toys, are plastic models with
high detail that users/collectors must assemble themselves (Image 5). Intensively produced
since the 1980s, the kits are still in existence. They are sold globally in many countries, including
Turkey.

Figure 5 Mobile Suit Gundam The Witch from Mercury Aerial Gundam Model Kit image by Bandai
Namco, 2025.

These are just a few examples of the wide diversity and global influence of the Japanese
animation and toy industry. The animated series, each with a unique universe and characters,
have become a cultural phenomenon with millions of fans, reaching huge audiences.

Bandai, the Japanese toy giant, was extremely successful globally, especially in the girls' market,
with Sailor Moon products in the 1990s, taking its products beyond the borders of Japan and
turning them into a fashion product (Allison and Cross, 2006: 159). The long-legged, big-eyed
girl characters, each with their own hair, clothing, color, transformation, and magic features, who
have the classical anatomy characteristics of Japanese anime, were conveyed in animated
series with a moderate love and good/evil battle storyline (Figure 6). Figure toys that were as
faithful as possible to the characters in this series were also released by Bandai around the
same time (Figure 7).

Figure 6 (Left) An image from the Sailor Moon animated series, 1992.
Figure 7 (Right) An image of Sailor Moon figure toys by Bandai, 1996.

The 1980s and 1990s represent a period of profound transformation for the toy and animation
industries. When examining the milestones of this transformation, certain productions stand
out as particularly influential. During this time, especially following the end of the Cold War, many
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countries began integrating more extensively into global markets. The rise of globalization and
consumer culture intensified competition among toy manufacturers, propelling industrial rivalry
to a new level. The increasing influence of communication tools such as television and cinema
further boosted the popularity of animated productions and revealed their commercial potential.
Typically aimed at children, these animations secured a prominent place in the toy market, with
toys based on animated characters becoming children’s favorite playmates. As this field
evolved, the collaboration between the toy and animation sectors intensified, allowing for a
wider and more exciting range of products to be offered to consumers.

Political shifts in the United States had a significant impact on the regulation of television
broadcasts. The stringent media regulations of the 1970s underwent substantial changes
during Ronald Reagan’'s presidency, which began in 1981. The FCC (Federal
Communications Commission) eliminated several rules that had previously constrained the
production of television series for children, including those involving animation. These
deregulations facilitated the proliferation of "half-hour commercials” or product-driven
television shows designed to promote toy sales. As a result, many animated series produced
in American studios during the 1980s were primarily developed to market specific products
(Furniss, 2016: 230).

Transformers was launched by Hasbro during a period when the company sought to compete
with its major rival, Mattel, in the field of animation. Originally a family-run business that had
begun manufacturing pencils in the early 20th century, Hasbro gradually transitioned into toy
production. Following the death of Stephen Hassenfeld, the company rose to prominence under
the leadership of his brother Alan, becoming a major force in the American toy industry
(Perimutter, 2014: 218). Two of the most commercially significant television deals in TV history
were associated with the promotion of toy lines—G./. Joe and Transformers—both developed by
Hasbro, which had by then become the world’s largest toy manufacturer (Furniss, 2016: 230).
The term G.I. Joe originates from a comic strip of the same name created by David Breger in the
1940s. During World War I, it became a widely recognized term for the average American
soldier. In 1964, Hasbro released a set of twelve-inch G.I. Joe action figures—recognized as the
first of their kind—and after their tremendous success, began producing 3.75-inch models in
1982 (Furniss, 2016: 230; see Figure 8). “As a friendly, one-sixth-scale replica of the soldiers it
represented, G.I. Joe lent the image of the U.S. military a trustworthy, appealing, and childlike
face, much like the heroes of many Hollywood war films” (Hall, 2004: 35). One of Hasbro's
longest-running toy lines, whose fortune rose in parallel with the popularity of the American
military, G.I. Joe did not refer to a single character but rather to a military force in conflict with
the villainous Cobra organization (Perlmutter, 2014: 219). Around the same time, Marvel Comics
began featuring G./. Joe figures in its publications, and in the mid-1980s, the animated series G.1.
Joe: A Real American Hero (see Figure 9) premiered (Furniss, 2016: 230).

BATTLE GRIP'

Figure 8 (Left) Hasbro's G. I. Joe toy image, 1982.
Figure 9 (Right) An image from the G. |. Joe animated series, 1985.

Animated/toy collaborations such as Transformers, Care Bears, and G.I. Joe became a staple
of weekday afternoons for children across the United States. While in 1982 there was only
one television program linked to a toy line, by 1986, six out of seven animated shows aired
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between 3:00 and 5:00 p.m. on weekdays were associated with toys. Among these were
Transformers, G.I. Joe, and He-Man and the Masters of the Universe. In the same year, at a
television trade fair held in New Orleans, producers presented 30 programs involving toy
partnerships, marking a decisive turning point in the history of children’s television
(Hernandez, 2003: 4).

While the toy-animation synergy progressed along similar lines in the United States and Japan,
in Europe, particularly through the Franco-Belgian comic tradition, animated adaptations gave
rise to a different model of collaboration, wherein figurines based on comic characters were
introduced to the market. These adaptations have exerted a lasting influence, and many of the
resulting toy figures continue to be collected today. The Smurfs (Les Schtroumpfs) represent
one of the most prominent examples of this model (Solomon, 1989: 247).

The editor of The Smurfs comics, Dupuis, first commissioned the production of Smurf
figures in 1959. The initial series featured three figurines—Papa Smurf, a standard Smurf,
and Grouchy Smurf—each measuring approximately five centimeters (two inches) in height.
In the following years, larger versions of these figures were released. Initially sold only in
French- and Dutch-speaking countries, it was the German company Schleich that, in 1965,
created the first truly mass-produced collection of Smurf figurines. The first three figures in
this series were the standard Smurf, the Golden Smurf (see Figure 9), and Brainy Smurf
(Hugues, 2018: 110).

Another significant example of an animated adaptation from the Franco-Belgian comic tradition
is the Asterix series. Created by René Goscinny and Albert Uderzo, Asterix is set in ancient Gaul
and follows the struggle of the Gauls to maintain their independence during a time when Julius
Caesar's Roman legions sought to dominate the region. The protagonist, Asterix—a diminutive
but clever warrior—fights alongside his strong companion Obelix, whose strength is derived
from a magic potion. While the series chronicles the humorous and courageous adventures of
the Gaulish village, it also offers satirical commentary on political, social, and cultural issues of
the time. Despite the abundance of allegorical and ideological references, the creators have
consistently insisted that their sole aim was to entertain (Stark, 2002: 228). The tremendous
success of the comic books led to the production of animated adaptations, which, with their
vibrant characters and humorous dialogue, attracted a wide audience and further cemented
Asterix's place in cultural history. Subsequently, numerous toy figures based on the series were
released, including various figure sets produced by the Playmobil company (Figure 11).

Figure 11 (Right) Asterix figure set image by Playmobil, 2024.

Having evolved from a small carpenter’s toy workshop in the 1930s into a global multinational
company (Zhou, 2023: 2016), the LEGO Group has forged numerous collaborations with
animation and digital gaming companies. The company has achieved considerable success
with its animation series and toy lines. Since the early 2000s, LEGO has captivated its audience
through diverse toy/animation franchises such as LEGO: City Adventures, LEGO: Ninjago, and
LEGO: Friends, taking fans on engaging and imaginative journeys. The LEGO: City Adventures
animated series features adventures set in a city inspired by real life, populated by various
characters such as police officers, firefighters, rescue teams, and construction workers. The
settings and vehicles in the series are derived from classic LEGO sets. The corresponding toy
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line has won multiple awards, including the "Activity Toy of the Year" accolade from the Toy
Association in 2008 (Toy Association, 2008). The series features a distinct narrative structure
and character development and is available on video-on-demand platforms such as Netflix and
Amazon Prime, where it can be accessed through child and adult profiles (see Figure 12). LEGO:
Ninjago centres on a group of young ninja trainees who, under the guidance of Sensei Wu, battle
dark forces while confronting personal challenges. The presence of a legendary dragon, creative
combat sequences, and deep character development are among the features that distinguish
this series. Meanwhile, LEGO: Friends focuses on the friendships and adventures of five girls—
Andrea, Emma, Mia, Olivia, and Stephanie—who reside in Heartlake City. Each character has her
own passions and interests, creating relatable and engaging narratives for children. The primary
target audience of the series is largely composed of young girls (see Figure 13). LEGO-themed
animated series appeal to viewers across various age groups, highlighting the brand's
commitment to creativity, entertainment, and educational value. These series support LEGO'’s
broader marketing mix by reinforcing the brand’s imaginative world. The company aims to build
strong connections with its target audience by producing distinct storylines and animation/toy
franchises tailored to different age groups. In 2024, LEGO achieved significant recognition by
ranking 58th on Interbrand’s annual list of the world's top 100 brands, with a brand valuation of
S14 billion (Interbrand, 2024).

> _
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Figure 12 (Left) Lego: City Adventures animated seri, 2019,
Figure 13 (Right) Lego: Friends animated series, 2012.

As one of the developed countries, South Korea's recent breakthroughs in the cinema/animation
sector have enabled it to produce products for the animation/toy market and export them
abroad. Animations such as Super Wings, Robocar Poli, Tayo, etc. have gained significant
success and have become known all over the world. The animated series Super Wings tells the
story of a group of small plane rescuers who are known worldwide and sometimes visit various
countries around the world. Jett, Dizzy, Jerome, Donnie, and other colorful characters are
equipped with various vehicles and encounter different rescue missions and events in each
episode (Figure 14).

Another animation/toy production with a similar theme is the Thomas and Friends series. The
beginning of the series was created by Rev. W. Awdry as a children's book, and then animated
adaptations were produced for television. When the general theme of the series is examined, it
is seen that it is a railroad adventure set on the Island of Sodor. The adventures of various
railroad locomotives, including Thomas, are described. Each character has their own personality
and strengths. This can convey important references to children about accepting differences
and cooperating. There are many animated and toy versions of the series, produced with
different techniques (Figure 15).

Figure 14 (Left) An image from The Wonderful W—ings animated series, 2016. -
Figure 15 (Right) An image from the Thomas and Friends animated series, 2021.
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Produced in Canada, one of the leading countries in the video game and animation industry,
Paw Patrol tells the story of a dog rescue team led by Ryder in the town of Adventure Bay. Chase,
Marshall, Skye, and other lovable dogs come together to solve different emergencies in each
episode. Paw Patrol is not only a television program, but is also supported by an extensive toy
line. The toy line ranges from figures of the characters kids love to vehicles and play sets. These
toys allow children to recreate the adventures they watch on screen with their own imagination.
Paw Patrol is a successful example of how the animation and toy industries feed each other,
and continues to attract children's attention and provide fun and educational content.

Mattel, which has an important position in the toy industry, is a toy manufacturer operating on
a global scale. The company's first venture into the toy industry was to produce dollhouse
furniture using plastic and wooden materials left over from the production of picture frames
(Oppenheimer, 2009: 42). The company has a wide range of products aimed at developing
children's imagination and creativity. Its sub-brands include Barbie, Thomas and Friends, Hot
Wheels, and Monster High. The Monster High brand is a popular and unigue toy line from Mattel.
In this line, classic monster characters are reinterpreted in a modern style. Although Monster
High products include different dolls, accessories, and play sets that appeal to various tastes
and age groups, it can be said that the primary target audience is girls (Figure 16). Hot Wheels,
another sub-brand of the company, stepped into the world of animation following the success
of its toy products, and the adventures of Hot Wheels were brought to the Netflix pick-and-watch
digital platform. Hot Wheels: Let's Race! takes children on a fascinating journey through the
fantastic world of Hot Wheels cars. These series tell a story in which characters and vehicles
use mechanics similar to real-world toy sets, and focus on boys with a theme of racing and
competition (Figure 17).

Figure 16 (Left) An image from the Monster High animation seris, 2023.
Figure 17 (Right) An image from the Hot Wheels Let's Race! animation series, 2024.

It is possible to say that these animated series attract children's attention with their colorful
characters, entertaining stories, and positive messages. In addition, toy and animation
collaborations can have multifaceted cultural effects. Animated films are considered to be
important tools for conveying certain cultural codes, norms, and values to the audience.
Animations, which can have an impact especially on young people and children, can be useful
for young people to learn social norms, while they can also convey various ideological
orientations. In addition, some animated films can contribute to the preservation of cultural
heritage by introducing the mythology, folklore, and history of a particular culture. A toy that is
transformed into a cultural economy through animation can convey the messages around it
with a similar effect (Aslan, 2021: 1066). Animated films and toys can strengthen cultural and
national identity and ensure its transmission to new generations. Movies and related toys can
represent the beliefs and values of a society through cultural icons and symbols. For example,
animals, plants, or mythological figures attributed to a particular culture can be conveyed to
children/young people in an entertaining way.

Studies on the relationship between animation and toys

Communication tools hold a significant place among leisure activities for individuals, whether
children or adults. In particular, television broadcasting has reached a new dimension through
digital platforms in recent years. The ability for individuals to choose both what they watch and
when they watch it has driven rapid growth in this field. The limited or entirely absent advertising
time on digital platforms has brought product placement strategies to the forefront of marketing
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approaches. The commodifiable nature of objects and characters featured in animated films
makes them especially well-suited to the toy industry, resulting in increased production in this
sector. In other words, the fact that most visuals in animations can be transformed into
marketable products effectively turns the animation itself into a form of advertisement. The
colorful and dynamic atmosphere of animated films, coupled with the typically young age of
viewers, enhances their appeal. Some broadcasters who view television’s primary function as
marketing argue that the most effective way to sell toys to children is to integrate those toys
into animated productions (Capli, 2002: 136). This viewpoint is supported by several studies in
the literature.

In their study, The Effects of Cinema Animation Films on Children’s Purchasing Behavior, Tulay
Yazicl and Deniz Aktin conducted in-depth interviews with the parents of ten children (five girls
and five boys) aged between 5 and 10 to investigate whether animated films influence children's
purchasing decisions. Their findings revealed that cinematic animated characters significantly
affect children's demand and preferences for related toys and merchandise (Yazici & Aktin,
2018: 422-423). Another relevant study by Nilsun Sariyer and Hayat Ayar involved a survey of
200 children who had watched the animated film Toy Story 3, measuring their ability to recall
brands and products embedded in the movie. The results indicated that children were indeed
able to remember the placed brands, with many recalling three distinct brands with ease (Sariyer
& Ayar, 2013: 92-93). In another study examining the influence of cartoons and toys on
consumer behavior through the lens of cultural industry theory, Ahmet Taylan conducted
interviews with ten children and ten parents. He observed a tendency among families to prefer
consumption products associated with cartoon characters (pp. 87-96). Similarly, Mochamad
Faizal Rochman highlights the importance of character construction in his research on the
animation and toy industries. He argues that heroized characters in animated films foster
identification among children, thus influencing their purchasing decisions. According to
Rochman, a toy without a story is nothing more than a piece of plastic (Rochman, 2022: 117).
These studies collectively suggest that films and characters significantly shape consumers’
purchasing behaviors concerning animation-related products.

In addition to these academic works, the documentary series The Toys That Made Us, directed
by Tom Stern and featured on the Netflix digital platform, deserves attention. First released in
2017, the series explores globally successful toy lines and their connections to films, television
series, and animated productions (Stern, 2017). Each episode focuses on a specific toy series,
delving into how the toys were designed, planned, manufactured, and eventually rose to
popularity. The series includes interviews with key figures in the toy and film industries and
provides detailed insights into the economic, social, and cultural implications of the relationship
between toys and media.

Evaluation of animated movies and series broadcast on the Netflix digital platform
in the context of toys

Within the scope of the study, the first most watched children's animated film and series in the
children's category of the Netflix digital platform on May 04, 2024, were selected as the sample.
The animated productions named Masha and the Big Bear as a television series and Minions 2
The Rise of Gru as a movie, which were purposively selected with the typical case sampling
method, were evaluated by description and content analysis method (Figure 18). The related
productions were compared with the toy products in the market in the category of characters
and objects in their content. In this direction, the names of the animated productions were
scanned with the keyword “toy” as a category in the shopping tab through the search engine
“‘www.google.com”, and the images were evaluated. It was found that there are products related
to Masha and the Big Bear on 24 different shopping sites in Turkey. As for Minions 2: Rise of
Gru, it was found that there were products on 18 different shopping sites. Accordingly, the
variety and number of products were analyzed on the top three electronic marketplace sites with
the highest interaction traffic in Turkey. According to data from Gemius, a digital media research
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and technology firm that measures the behavior of users in 2024, Trendyol, Hepsiburada, and
Amazon, an e-commerce giant that has been investing in Turkey for years (ekonomim, 2024).
Regarding Masha and Big Bear, 130 different products were found in Trendyol marketplace, 106
products in Hepsiburada marketplace, and 26 products in Amazon Turkey. Regarding Minions
2 Rise of Gru'nun, 43 different products were found in Trendyol marketplace, 77 products in
Hepsiburada marketplace, and 37 products in Amazon Turkey. Non-toy products were not
included in the count.
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Figure 18 Most watched TV series and movies in the kids category on Netflix digital platform, May 2024.

Masha and the Bear is a Russian animated series, ranked number one on the list of popular TV
series. Director and designer Oleg Kuzovkov's animation, based on Russian folk tales, is about
the adventures of a girl named Masha and a bear named Mishka. Masha, one of the characters
with a very cute and sympathetic design, gets into various difficult situations with her curious
character, while Mishka is a protector who keeps her away from dangers. There are many toys
produced for the characters of the animation, which is popular in many countries (Figure 19).
The 2009 animation was a series that revitalized the Russian animation industry, which entered
a period of crisis after 1990, and attracted attention all over the world (Sevindi, 2022: 39).

Masha and the Bear Simba Masa lle Karikatlr anime Masa Ve Koca Ayi 5 ADEL OYUNCAK Masa ve Koca Ayl
Masha Doll 12cm Koca Ayl - Masha bebek Kawaii Li Karakter Seti Masha Ve Koca Ay Masha lle Oyun Seti
and Bear 25cm,... And The Bear Doll... Masha ve ayi gocu... Masha Koca Ayi... Ovyuncak Figur Set... MHA22000
£520,00 £1.199,50 £257,69 £599,00 £411,84 £1.499,99
Amazon com. tr Trendyol AliExpress.com ciceksepeti.com Trendyol Trendyol
(157) Ucretsiz gdnderim Ucretsiz gbnderim (6)
Ucretsiz gonderim Ucretsiz génderim

Figure 19 Toy visuals for the animated series Masha and the Bear, May 2024.

When the toy visuals are analyzed, it is understood that figure-style toys for the main characters
(Masha and Mishka) stand out. In addition, it is seen that other objects, such as side characters
and various decor objects, which are also compatible with the content of the animated series,
are productized, and various dioramas are enabled. In the designs of some toys, although color
palettes that are largely compatible with the animation are used, slight changes are also noticed.
Similar color and design differences are observed in clothing and accessories.

Minions 2: The Rise of Gru, the first most-watched animation in the Movies category, is the
sequel to the 2015 US animated film Minions. Directed by the trio of Kyle Balda, Brad Ableson,
and Jonathan del Val, the movie focuses on the hilarious adventures of the yellow, cylindrical,
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clumsy, and cute creatures that have existed since the creation of the universe and were created
to serve evil masters. The movie was a huge hit in the countries where it was released, and
hundreds of different toys were produced. According to Noel Brown, “Minions are ideal vehicles
for global multimedia exploitation. Beyond vague (and possibly deliberate) behavioral
associations with incomprehensible yellow spots, human infancy, and animality, they have no
language or cultural identity that could narrow the film's potential international market” (2021:
19). Thus, it is quite easy for connected products to be sold and adopted globally. When the toys
related to animation are analyzed, it is seen that figures especially for the main characters (Bob,
Kevin, Stuart, Gru) stand out (Figure 20). It is also understood that vehicles and various
accessories compatible with the filmic content are included in the designs along with the toys.
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Minions Oyuncak Minyonlar 2: The Minions figlr 10 lu Takara Tomy ruya Childrenworld $C4088 Young Gru
Karikatlr Rise of Gru - Paten set Tomica Minions Boo Minionlar Stsleme Minions 2 Karton
Despicable... Stuart ve 70'ler Bo... Ya Stuart sevimli... Duisik Kokulu... Kesim, Dogum...
+627,85 41.036,55 +£799,00 134,84 +496,14 $1.737,83

ni1 Amazon com fr Bodrum Toys AliExpress com ni1 Amazon com fr
Ucretsiz gonderim Ucretsiz gonderim Ucretsiz gonderim Ucretsiz gonderim

Figure 20 Toy visuals for the animated film Minions 2: The Rise of Gru, May 2024.

Due to the limitations of the article’s sample, several productions that are included in Netflix's
catalogue but were excluded from the analysis, despite being toy-based and adapted into
animated content, should also be acknowledged. Hot Wheels Let's Race!, for instance, is an
American animated children’s television series based on the Hot Wheels toy line, produced by
the major toy manufacturer Mattel. Similarly, globally recognized toy company Lego has
released several animated series closely linked to its product lines, such as Lego: City
Adventures, Lego: Ninjago, and Lego: Friends, all of which are currently available on various
streaming platforms.

The range of merchandise produced in relation to the animated films under study is not limited
to toys alone. A wide variety of products—ranging from textiles, bags, keychains, stationery
items, and personal care products (e.g., toothbrushes and toothpaste) to food and beverages—
are offered to consumers. This indicates a strong connection between the animation industry
and numerous other sectors. Additionally, it has been observed that animated content is also
integrated across different communication media. For example, digital games adapted from
films and designed for various platforms constitute a separate media space presented to users.

Beyond serving as a medium for artistic storytelling, animated films are also considered to
possess the potential to influence or reinforce cultural identities (Kaba, 2014: 169). Particularly
when consumed during childhood, animated productions can significantly shape individuals’
aesthetic perceptions and value systems. Animated films may function as tools for representing
and promoting cultural identity by visualizing a commmunity’s traditions, history, and mythology.
One example from the sample is the animated series Masha and the Bear, created by designer
Oleg Kuzovkov and inspired by Russian folk tales; it incorporates numerous elements of Russian
mythology and culture. Similarly, the animated film Minions 2: The Rise of Gru features various
themes reflective of the American lifestyle and cultural values. The narrative structure and visual
aesthetics of the film are predominantly influenced by American cultural codes. Reinforced by
the toy industry and various other sectors, this situation contributes to the spread of cultural
elements and the expansion of commercial markets. In conclusion, it is possible to infer that
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animated productions play a significant role in the dissemination of cultural influence and the
enhancement of global trade.

Conclusion

The widespread use of the internet in the early 1990s marked the beginning of a new era in
communication technologies. During this period, websites rapidly proliferated, increasing the
sharing of information and creating new opportunities for various products and services. From
the early 2000s onward, social media platforms became an integral part of daily life. Mobile
devices, particularly smartphones, enabled internet access from anywhere, altering
communication habits. This technological development led to changes in the media industry,
bringing digital broadcasting to the forefront. The viewing experience gradually became more
personalized. Digital television broadcasting has become specialized, widespread, and easily
accessible. Traditional viewing habits have undergone a significant transformation.

The evolution and transformation of the publishing sector have also led to the adaptation of
advertising strategies to the new era. In addition to traditional advertising formats, in-program
promotions have gained a more organic appearance, offering a wide range of products to
viewers that align with the content. Collaborations between relevant sectors are increasing and
strengthening. For example, the animation and toy industries, as key players in the
entertainment sector, come together to nurture and shape each other. Toys play a significant
role in children's lives and contribute to their creativity, while animation productions target a
broad audience, creating both cultural and commercial impact. The connection between these
industries is built on mutual support and growth. Concrete collaborations exist between
animation studios and toy companies. In particular, the global reach of animated films provides
marketing opportunities for toy companies. Additionally, the use of characters/objects from the
films in design accelerates the sector and minimizes commercial risks. Through animation, toys
that will be released to the market are essentially pre-advertised, and the market condition is
prepared for sales. Another crucial point in terms of marketing is the presence of numerous
characters and design objects in animated films. This provides a product variety advantage for
toy companies.

Popular animated films can be interesting not only for children but, in certain cases, also for
adults. Particularly for toy collectors, animated films can become quite appealing. Limited
edition, niche-designed toys especially capture the interest of collectors, which has a positive
effect on sales. As a result of this study, a wide variety of toy products related to animated films
and series examined within digital platforms have been identified. It is thought that the
collaboration between digital television platforms and the toy industry will continue to
strengthen. Moreover, animated productions are found to have a product range that extends
beyond the toy sector. In addition, animated productions can also be featured in other
communication media, such as digital games, with their unique content. This enables the
animation industry to integrate into a vast commercial ecosystem beyond its own boundaries.
It can be concluded that animated productions create an expanding cultural and economic
impact area that can be linked to various sectors. It has been observed that the animated
productions under study carry cultural and aesthetic references to the society from which they
were produced. In this regard, academic research on the cultural and commercial impacts of
animated productions could be a significant field of study in areas such as art, sociology,
economics, and communication.
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Dijital platformlarda yayinlanan animasyon yapimlar ve oyuncak
endiistrisi arasindaki iligki: Netflix ornegi
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OZET

Animasyon yapimlar ve oyuncak endustrileri, eglence kavraminin dnemli iki pargasi olarak, birbirlerini besleyen ve
sekillendiren bir iliski icerisindedir. Oyuncaklar, cocuklarin hayal guclerini ve yaraticiliklarini gelistiren, eglenceli ve
egitici araglar olarak uzun bir tarihsel gegcmise sahiptir. Ayni zamanda, populer animasyon karakterleri ve
hikayeleri, oyuncaklarin tasariminda ve pazarlanmasinda onemli bir rol oynamaktadir. Cocuklar sevdikleri
animasyon karakterlerini temsil eden oyuncaklari koleksiyonlarinda gormeyi tercih edebilmekte bu olgu
animasyon endustrisine olan ilgiyi artirabilmektedir. Diger yandan, basarili bir animasyon filmi veya televizyon
dizisi, oyuncak ve Urlin satislari yoluyla ek gelir elde etme potansiyelini yaratabilmektedir. Dolayisiyla, oyuncak ve
animasyon endiistrileri arasindaki iliski hem ticari hem de kiiltiirel acidan blyiik éneme sahiptir. iki sektor,
birbirlerini destekleyen ve birlikte blytiyen bir ekosistem olusturmaktadir. Ozellikle milenyumla birlikte yiikselise
gecen dijitallesmeyle birlikte internet temelli platformlar izleme pratiklerini de degistirmeye baslamistir. Bu
degisim adi gecen endustrilerin de gelisimini etkilemistir. Bununla birlikte makalede oyuncak ve animasyon
endustrisinin tarihsel gelisimi irdelenmis; uzman gorusleri ve somut veriler, betimleme ve icerik analiz yontemiyle
aktarilmaya calisilmistir. Calisma kapsaminda oyuncak ve animasyon endustrisi arasinda yogun iliski oldugu
sonucuna ulasilimis, dijital platformlarin yayginlasmasiyla bu iliskinin giglendigi kanaatine variimistir. Bununla
birlikte konuyla ilgili paydaslara ve literatlre bir Turkce kaynak olusturulmasi hedeflenmistir.

ANAHTAR KELIMELER

Animasyon yapim, ¢izgi film, oyuncak, cocuk, dijital platformlar, sec-izle.
Giris

1990 yillarda internetin yayilmaya baslamasi, iletisim teknolojileri agisindan yeni bir donemin
baslangicina isaret etmektedir. internetle birlikte web siteleri blyik bir hizla yayginlasmis,
bilginin paylasimi ve erisiminin artmasiyla birlikte ¢esitli Urtin ve hizmetlerin sunulmasi ic¢in de
yeni firsatlar ortaya gikmistir. internet, televizyon ve sanal gergekligin destekledigi yeni interaktif
uzam, evde oturan kisinin hareket etmesine gerek kalmadan dinyaya ulasabilir hale gelmesi
demektir (Stevenson, 2008: 328). 2000'li yillarin basindan itibaren sosyal medya platformlari
bireyin gundelik hayatina girmeye baslamistir. Buyuyen ilgiyle sosyal medya kullanicilarinin
sayisi hizla cogalmistir. Ozellikle akilli cep telefonlar, tablet ve dizisti bilgisayar gibi mobil
¢ozUumler insanlarin mekandan bagimsiz olarak internette vakit gecirmelerini saglamistir.
Buradaki teknolojik evrim, bireylerin tuketim ihtiyaglarini  degistirmekteyken medya
endustrisinden beklentileri de degistirmis/donusturmustur. Geleneksel aligveris anlayisina gore
sunulan esneklik, hiz, ulasilabilirlik, tiketici donutleri, enerji ve zaman tasarrufu gibi etmenler tavir
degisikligine neden olmaktadir. insanlarin bir bolumi artik alisveris tercihlerini sanal
pazaryerlerinden ¢evrim ici olarak degerlendirmektedir. Bu alandaki ticari hacim gun gectikce
buyumektedir.
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lletisim alaninda teknolojilerin internete paralel gelisimi, geleneksel analog yayinciigin
dijitallesmesini saglamistir. Boylece gortntl ve ses teknolojisinde belirgin bir kalite artis
yasanmistir. Ayrica internetin yayginlasmasi ve baglanti hizlarinin artmasiyla, uydu yayinciliginin
yaninda internet tabanli dijital platformlar kurulmustur. izleyici deneyimi kdkten bir degisime
ugramis, tiketiciler istedikleri zaman, sectigi igerige erisim imkani kazanmistir (Yildirm, 2022:
92-93). Ayrica hoslandidi program hakkinda geri donusler saglayabilen izleyicinin bedenilerine
gore, icerik saglayicisi tarafindan oneriler sunulmaya baslamistir. TUm bu dondsidm sonucunda
dijital televizyon yayinciligi ¢ok daha kisisellesmis, cesitlenmis ve ulasilabilir hale gelmistir.
Geleneksel izleme aligkanliklari derin bir degisiklige ugramistir.

Yayincilik alanindaki gelismeler ve donusum, reklam stratejilerinin de degismesine neden
olmustur. Program aralarinda reklam kusaklari seklinde yayinlanan tanitim faaliyetleriyle birlikte,
yapim icerisinde daha dogal bir goruntmle Urtnleri sunma yoluna gidilmeye baslanmistir.
Bununla birlikte direk igerikle uyumlu ¢ok genis yelpazede Urln gesitleri izleyicilere sunulmustur.
Tarihsel olarak birbiriyle iligkili sektorlerin is birlikleri daha da artmaya ve guclenmeye
baslamistir. Bu is birliklerine ornek olabilecek bir iliski animasyon filmler ve oyuncak sektoru
arasinda gorulmektedir. Animasyon ve oyuncak endustrileri, yaraticilik ve eglence dunyasinin
temel taslari olarak sik sik bir araya gelerek, karsilikli olarak birbirlerini besleyen ve sekillendiren
bir iliski icinde bulunmaktadir. Oyuncaklar, insanlarin yasamlarinda genellikle cocukluktan
itibaren onemli bir yer isgal ederken, onlarin yaraticiliklarina ve gelisimlerine katkilar
sunabilmektedir. Animasyon yapimlar da genis bir izleyici kitlesine hitap ederek, bos zaman
e@lencesi olmanin yani sira kulturel ve ticari bir etki yaratmaktadir. Bu iki endustri arasindaki
baglanti, birbirlerine destek olmalari ve birlikte buyumeleriyle sekillenmektedir.

Popduler bir animasyon serisi, karakteri veya hikayesi, oyuncak endustrisinde buyuk talep
yaratabilmekte ve cocuklarin hayal dunyasini stsleyen oyuncaklar haline gelebilmektedir. Bu
durumda animasyonlar, oyuncaklarin pazarlanmasina ve satislarina ivme kazandirirken,
oyuncaklar da animasyonlarin populerligini artirarak genis kitlelere ulasmasina yardimci
olabilmektedir. Ayrica bazi animasyonlar ozellikle oyuncaklarin tanitimi i¢in yaratilirken, bazi
oyuncaklar da populer animasyon karakterlerine dayali olarak tasarlanip Uretilebilmektedir. Bu
karsilikli etkilesim, ticari basariyi artirdigi gibi, izleyiciler arasinda bir bag kurmayi ve animasyon
dunyasiniizleyicilerin fiziksel bir sekilde yasamalarini saglayabilmektedir. Ayrica animasyonlarin
ve onlara paralel olarak Uretilen oyuncaklarin kultdrel bir Grdn olarak da etkisi oldugu
gorulmektedir. Dolayisiyla, oyuncak ve animasyon endustrileri arasindaki iliski hem ticari hem
de kultdrel acidan buyuk bir oneme sahiptir. Dolayisiyla iki sektordn birbirlerini besleyen ve
birlikte buyudyen bir yapi olusturdugu dusuntlmektedir. Bu dogrultuda calisma, animasyon ve
oyuncak sektoru arasindaki iliskinin dijital platformlar yoluyla devam ettigi ve guclendigi
varsayimindan hareket etmektedir.

Yontem

Calisma kapsaminda, aradaki iligkiyi tespit edebilmek igin, amagl orneklem yontemiyle (tipik
durum orneklemesi) 04 Mayis 2024 tarihinde Netflix seg-izle platformunda en ¢ok izlenen gocuk
animasyon filmi ve dizisi orneklem olarak segilmistir. Televizyon dizisi olarak Masa ile Koca Ayi
film olarak da Minyonlar 2: Gru’'nun Yukselisi, adli animasyon yapimlar betimleme ve igerik analizi
yontemiyle degerlendirilmis, oyuncak sektorunde drtine dontusum durumlar tespit edilmeye
calisilmistir. Bu dogrultuda Animasyon yapimlarin isimleri “www.google.com” arama motoru
araciligiyla alisveris sekmesinden kategori olarak “oyuncak” anahtar kelimesi ile taranmis ¢ikan
gorseller de@erlendirilmistir. Turkiye'de faaliyet gosteren cevrimici pazaryerleri Gzerinde Urtnler
belirlenmeye calisiimistir. Turkiye'nin en fazla etkilesim trafigine sahip ilk U¢ gevrimici pazaryeri
sitesi Uzerinden drun gesitligi ve sayisi degerlendirilmistir. Oyuncak haricindeki diger cesitli
drunler veriye dahil edilmemistir. Arastirmanin sinirliliklarn kapsaminda, oyuncaklarin tescilli olup
olmadigina dair veriye ulasmak mumkun olmamistir. Ayrica Minyonlar 2: Gru'nun Yukselisi adli
yapimin, 2015 yilinda vizyona giren Minyonlar filminin devami oldugu ve Cilgin Hirsiz
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Uglemesinin “spin-off"u (farkli yonlere odaklanan anlati) oldugu belirtiimedir. Arama motorunda
clkan sonuglarda sadece Minyonlar 2. Gru'nun Yukselisi tanimlamasi kullaniimis ancak
“minyonlar” ifadesine ve “franchise”a (imtiyaz haklari) dahil oyuncaklar veri seti icine alinmistir.

Animasyon oyuncak iligkisinde tarihsel siire¢

Oyuncak kelimesi genellikle cocukluk yaslarinda hosga vakit gecirmeyi saglayan, yaraticilik
Uzerinde etkileri oldugu dusunulen, objeleri/nesneleriisaret etmektedir. Ancak oyuncagin sadece
gocuklara hitap ettigini dustinmek yaniltici olabilir. Clnku yetiskinlere yonelik olarak tasarlanan
oyuncaklar da bulunmaktadir. Bununla birlikte bazi oyuncaklarin yastan bagimsiz olarak ilgi
gektigini soylemek dogru olacaktir. Bu durum insanin nesneye yukledigi anlam ve duygu durumu
ile iliskilidir. Hatta farkli amaclarla tasarlanmis objeler de oyuncak olarak islev gorebilmektedir.
Katriina Heljakka'ya gore oyuncak cocuk, yetiskin ve hayvanlarin yas ve cinsiyetleri dikkate
alinmaksizin oyun oynamalari igin tasarlanmis objelerdir (2008: 21). Kokleri tarih oncesine
dayanan oyuncaklarin, ticari bir meta haline gelmesiyle beraber bircok endustri ile is birligi icinde
oldugu gorilmektedir. Ozellikle oyuncagdin animasyonla olan iliskisi dikkat gekicidir. Animasyon
ve oyuncak endustrileri, uzun bir gecmise sahip olan ve eglence dunyasini buyuk olgtde
etkileyen iki onemli bileseni olusturmaktadir. Bu endUstrilerin birbirleriyle olan iliskisi ise ¢cagdas
animasyonun temellerini attigi donemlerde baglamistir.

Antik donemlerden itibaren cocuklarin oyunlarini destekleyen basit oyuncaklar, zamanla
geliserek sanat ve teknolojinin ilerlemesiyle birlikte farkli formlara burinmistir. Ote yandan,
animasyonun da tarihgesi 20. ylzyilin baslarina kadar uzanmaktadir. “Animasyon film, sinema
yapmanin en eski yollarindan biridir. Her bir kare tek tek el ile yapilir. Animatorler, becerilerini
ustadan ciraga aktanr ve 1913ten beri var olan siniflandinimis bir is sistemi araciligiyla
yukselmislerdir” (Sito, 2013: 218). ilk animasyon denemeleri, hareketli gérintilerin yaratiimasi
ve hikayelerin anlatiimasi amaciyla yapilmistir. Animasyonun ilk donemlerinde, oyuncaklar ve
animasyonlar arasinda dogrudan bir iligki bulunmasa da her ikisi de insanlarin hayal gticinu ve
yaraticihgini besleyen onemli unsurlar olarak varliklarini stirddrdudgu gortlmdstur. Animasyonun
ve sinemanin temelini olusturdugu dusundlen aygitlardan olan “zoetrop”, oyuncak ve animasyon
iliskisinin ilk objelerinden biri olarak degerlendirilebilir. Statik resimleri hareket ediyormus izlenimi
kazandiran zoetrop, etrafinda izleme oyuklar bulunan bir silindirden olusmaktadir (Bendazzi,
2016: 13). ilk donemlerde sinema ve animasyonun primitif bit rnegini olan zoetrop ve benzeri
cihazlar, optik oyuncaklar olarak da aniimaktadir. 21. yutzyllin bagslarinda, teknolojinin
gelismesiyle birlikte oyuncaklar ve animasyonlar arasindaki baglanti daha da belirgin hale
gelmistir.

Erken donem animasyon karakterlerinin tahta veyahut pelustan oyuncaklari dikkat cekicidir
(Gorsel 1). Bu donemde, ozellikle Walt Disney gibi isimlerin 6nculiginde, animasyon
karakterlerinin oyuncaklari Uretilmis ve pazarlanmistir. Walt Disney'in yaratici vizyonu ve yenilikci
yaklagimlari sayesinde, Mickey Mouse (Miki Fare), Donald Duck (Ordek Donald) ve diger popliler
animasyon karakterleri, ekranlardan cikarak somut Urtnler haline gelmistir. Bu oyuncaklar,
cocuklarin sevdikleri karakterlerle fiziksel olarak etkilesime gegmelerine ve hayal gtglerini
genisletmelerine olanak tanimistir.

Dlnyanin en sevilen faresi olarak bilinen Miki Fare'nin filmlerinin disinda bir hayat stiren
popdler bir figlr haline gelmesi uzun sirmemistir. 1930’larin baslarinda Disney, Miki Fare
drdnlerinin satisl, haftalik Miki Fare Kulibl matineleri de dahil olmak Uzere gesitli yollarla
karakterin ciddi bir sekilde satisina ve tanitimina baslamistir (Gorsel 2). Yirminci ylzyilin
baslarinda, diger sirketlerde The Yellow Kid (Sari Cocuk) ve Felix the Cat (Kedi Felix) gibi gizgi
roman ve animasyon karakterleri igin lisans vermeye baslamistir. Ancak Disney'in satislari
bu alanda benzeri gordlmemis bir olguya donismustur. 1930'larin ortalarina gelindiginde
sirket dunya capinda Miki Fare imajini tasiyan oyuncak da dahil yuzlerce tuketici Grunu
satmaya baslamistir (Furniss, 2016: 96).
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Gorsel 1 (Sol) Schoenhut firmasinin tahta Kedi Felix oyuncagi goriintisi, 1922.
Gorsel 2 (Sag) Miki Fare parfim ve figiir oyuncagi gorintist, 1930’lar.

Disney'in stratejik pazarlama kampanyalari ve lisans anlasmalari, bu oyuncaklarin dinya
genelinde genis bir kitleye ulasmasini saglamis, karakterlerin populerligini artirmis ve markanin
kilttrel etkisini pekistirmistir (Barrier, 1999: 125). Bu donemde, animasyon karakterlerinin
oyuncaklari sadece ¢ocuklar i¢in degil, ayni zamanda koleksiyoncular ve yetiskin hayranlar igin
de degerli objeler haline gelmistir. Boylece, animasyon ve oyuncak endustrisi arasinda guclu bir
sinerji olusmus, karakterlerin hem ekranda hem de gunluk hayatta kalici bir yer edinmesi
saglanmistir. Bu noktadan itibaren, animasyon ve oyuncak endustrileri arasindaki iliski giderek
derinlesmis ve birbirlerini besleyen bir ekosisteme dontsmustir (Barrier, 1999: 570-574).
Animasyon dizileri ve filmler, oyuncak ureticileri i¢in guclu bir pazarlama araci haline gelmis,
populer karakterler, mekanlar ve hikayeler etrafinda genis urun yelpazeleri gelistirilmistir.

Sadece Amerika Birlesik Devletleri'nde degil dunyanin bir¢ok ulkesinde oyuncak ve animasyon
endustrisi arasinda is birlikleri yapilmis, ¢esitli Urlnler ortaya cikanlmistir. Animasyon
endustrisinin lokomotif ulkelerinden biri olan Japonya'da da farkli denemelerin yapildigi goze
carpmaktadir. 1963'Un baglarindan ortalarina kadar, reklami yapilan Astro Boy (Atomu) karakter
oyuncaklarinin gogunlugu o donem Ulkede satilan lisansli Disney oyuncaklarindan (sisme deniz
topu, sisme deniz simidi vb.) oding alinmistir (Gorsel 3). Metal oyuncaklarla dikkat geken bir
dontsumun baslangici, Agustos 1963'te Asakusa Toys'un reklamlarindan anlasilabilmektedir.
Bu reklam, karakter oyuncaklarinin ilgi gordagunun ve Astro Boy imajinin oyuncak endustrisi igin
bir model olusturmaya basladiginin ilk gostergelerinden birisi olarak kabul edilmektedir
(Steinberg, 2012: 114). S6z konusu oyuncak, Asakusa’nin tzerinde kurmali pervane bulunan ve
belli ki oyuncagi havaya firlatmak igin tasarlanmis Astro Boy karakteridir (Gorsel 4).

Gorsel 3 (Sol) Astro Boy deniz oyuncaklari goriinttsd, 1963.
Gorsel 4 (Sag) Astro Boy figlr oyuncaklari goriintiisi, 1963.

Japon animasyon ve oyuncak endustrisi, Sailor Moon, Pokemon, Gundam gibi birgcok populer
seriyi barindirmaktadir. Sailor Moon, doksanli yillarda sihirli giclere sahip kizlarin kotulukle
savasini konu alan klasik bir anime serisi olarak, 6zellikle geng kizlar arasinda buyuk bir hayran
kitlesi elde etmistir. Pokemon, eglenceli canavarlari ve maceralariyla taninirken, interaktif oyunlar
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ve cesitli oyuncaklar araciligiyla genis bir kuresel takipgi kitlesiyle bag kurmustur. Gundam ise,
devasa robotlar arasindaki epik savaslari anlatan ve genellikle derin politik ve felsefi temalar
isleyen bir “mecha anime” klasigi olarak one ¢ikmaktadir. Gundam’in yarattigi evren, devasa
robotlar olan “Mobile Suit” adi verilen savas amaciyla Uretiimis makineler etrafinda
sekillenmektedir. Gundam serileri 0zellikle savasin ahlaki, ideolojik ve insani taraflarini one
clkarmaktadir. Gundam’in bu serileri populer kulturde onemli izler birakmis, birgok alanda ticari
olarak hareket saglamistir. Ozellikle Bandainin Urettigi olgekli model kitler (Gunpla, Gundam
Plastic models), tim dinyada buyUk ilgi gormustir. Bir oyuncaktan ¢ok daha fazlasi olan bu
kitler kullanicilarin/koleksiyonerlerin kendilerinin birlestirmesi gereken yuksek detay iceren
plastik modellerdir (Gorsel 5). 1980'lerden itibaren yogun bir sekilde Uretilen kitler halen varhigini
surdurmektedir. Kuresel olarak Turkiye dahil birgok tlkede satisi bulunmaktadir.

Gorsel 5 Bandai Namco firmasinin Mobile Suit Gundam The Witch from Mercury Aerial Gundam Model
Kit goruntusu, 2025.

Bu seriler, Japon animasyon ve oyuncak endustrisinin genis cesitliligini ve kuresel etkisini
yansitan sadece birkac ornek olarak one cikmaktadir. Her biri benzersiz bir evrene ve
karakterlere sahip olan animasyon serileri, milyonlarca hayrani olan kulttrel bir fenomen haline
donusmuds, buyuk kitlelere ulagmustir.

Japon oyuncak devi olan Bandai, 1990'larda Sailor Moon drunleri ile kiiresel anlamda 6zellikle
kiz cocuk pazarinda son derece basarili olmus, trtnlerini Japonya sinirlarinin 6tesine tasiyarak
bir moda drinl haline getirmistir (Allison ve Cross, 2006: 159). Japon animelerinin klasik
anatomi ozelliklerini barindiran uzun bacakl, iri gozlu, her biri kendine has sag, kiyafet, renk,
donusum ve sihir ozellikleri olan kiz karakterleri; ol¢ulu sayilabilecek bir ask ve iyi/kotu savasi
hikdye orglslyle animasyon serilerinde aktariimistir (Gorsel 6). Bu serideki karakterlere
olabildigince sadik kalan figtr oyuncaklar da ayni donemlerde Bandai firmasi tarafindan
piyasaya surtlmustur (Gorsel 7).

Gorsel 6 (Sol) Sailor Moon animasyon serisinden bir goriintd, 1992.
Gorsel 7 (Sag) Bandai firmasinin Sailor Moon figlr oyuncaklarinin goriintist, 1996.

1980'li ve 19901 yillar, oyuncak ve animasyon endustrileri igin dontstmun belirgin oldugu bir
zaman dilimini temsil etmektedir. Bu donudsumdeki kilometre taslarl incelendiginde bazi
yapimlarin on plana ¢iktigi gorulmektedir. 1980'ler ve 1990'larda, Ozellikle Soguk Savas'in
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sonlanmasiyla birlikte, birgok tlke ekonomilerini daha fazla kiiresel piyasalara agmaya baslamis,
kiresellesme ve tlketim kdlttrdnun yukselisi, oyuncak ureticisi firmalar arasindaki rekabeti
koriikleyerek endustriyel rekabeti yeni bir boyuta tasimistir. Ozellikle televizyon ve sinema gibi
iletisim araclarinin etkisinin artmasiyla birlikte, animasyon yapimlarinin popdlerligi artmis ve bu
yapimlarin ticari potansiyeli kesfedilmistir. Genellikle gocuklara yonelik animasyonlar, oyuncak
pazarinda onemli bir yer edinmis ve animasyon karakterlerine dayall oyuncaklar, gcocuklarin en
sevdigi oyun arkadaslari haline gelmistir. Giderek gelisen alan, oyuncak ve animasyon
endustrileri arasindaki is birliginin kuvvetlenmesini saglamisg, boylelikle tiketicilere daha cesitli
ve heyecan verici Urtnler sunulmaya basglanmistir.

Amerika Birlesik Devletleri'ndeki siyasi degisimler, televizyon yayinlarinin ne olcude
kisitlandigini etkilemis; 1970'lerdeki kati medya duzenlemeleri Ronald Reagan’in 1981'de
baskan oldugu donemde buylk oranda degismistir. FCC (Federal iletisim Komisyonu),
animasyon da dahil olmak Uzere cocuklara yonelik televizyon dizilerinin yapimini etkileyen
bazi kurallari kaldirma kararr almistir. Bu ve buna benzer adimlar, oyuncaklarin satisini tesvik
eden ‘“yarm saatlik reklamlarin” veya urdn odakli televizyon dizilerinin g¢ogalmasini
saglamistir. Sonug olarak, 1980'lerde Amerikan stidyolarinda ortaya ¢ikan televizyon igin
yapilmis animasyon dizilerinin gogunlugu, bir tir Griint satmak igin tasarlanmistir (Furniss:
2016: 230).

Transformers, Hasbro firmasi tarafindan en biyuk rakibi Mattel ile animasyon alaninda rekabete
girmeyi hedefledigi donemde, bir dizi oyuncak serisi olarak uretilmistir. Sirket, 20. yUzyilin
baslarinda kalem Uretimine baslayan ve yavas yavas oyuncak imalatina da eklenen bir aile
sirketidir. Hasbro, Stephen Hassenfeld'in lumunden sonra kardesi Alan'in liderliginde, Amerikan
oyuncak endustrisinde buyik bir glic haline gelmistir (Perlmutter, 2014: 218). Televizyon
tarihinin en buyuk ticari satis anlagsmalarindan her ikisi de 1980’lerde dunyanin en buyuk oyuncak
firmasi haline gelen Amerikan sirketi Hasbro tarafindan Uretilen oyuncaklarin tanitimiicin yapilan
G. |. Joe ve Transformers serilerine odaklanmaktadir (Furniss: 2016: 230). G. |. Joe terimi, David
Breger'in 1940'larda yazdigi ayni isimli bir gizgi romandan gelmektedir. ikinci Dinya Savas
sirasinda terim, ordudaki ortalama bir askeri tasvir edecek popdler bir ifade haline gelmistir.
1964 yilinda Hasbro, ilk aksiyon figurleri olarak tanimlanan on iki inglik G. I. Joe oyuncaklarindan
olusan bir set piyasaya surmus, bu setlerin buytk basarisindan sonra, 1982'de Ug¢ buguk ing
olgekli model setlerini Uretmistir (Furniss: 2016: 230), (Gorsel 8). “Temsil ettigi askerlerin dost
canlisi altida biri boyutunda bir replikasi olan G. I. Joe, birgok Hollywood savas filminin
kahramanlari gibi, ABD ordusunun imajina guvenilir, sevimli ve gocuksu bir yuz kazandirmigtir”
(Hall, 2004: 35). Hasbro’nun en uzun omurli oyuncaklardan biri olan ve Amerikan ordusunun
popularitesiyle serveti artan seri, bir bireye degil, seytani Kobra orgutuyle catisan bir savas
glicine gonderme yapmaktadir (Perlmutter, 2014: 219). Marvel Comics, hemen hemen ayni
donemlerde G. I. Joe figlrlerini gizgi romanlarda on plana gikarmis ve ardindan 1980'lerin
ortasinda G. I. Joe: Gergek Bir Amerikan Kahramani adli bir animasyon dizisi (Gorsel 9)
yayinlanmaya baslamistir (Furniss: 2016: 230).

g

GIIOE=

BATILE GRIP!

Gorsel 8 (Sol) Hasbro firmasinin G. I. Joe oyuncak gorintist, 1982.
Gorsel 9 (Sag) G. I. Joe animasyon serisinden bir gorintd, 1985.

Transformers, Care Bears (Sevimli Ayiciklar) ve G. I. Joe gibi animasyon/oyuncak is birlikleri,
Amerika Birlesik Devletlerinin her yerindeki cocuklar icin hafta ici 6dleden sonralarinin
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vazgecilmezi haline gelmistir. 1982 yilinda oyuncak baglantisi olan tek bir televizyon
programi varken; 1986'ya gelindiginde, hafta igi her gin saat 15:.00 ile 17:00 arasinda
yayinlanan yedi animasyon programindan altisi oyuncaklarla iligkili hale dondsmustdr.
Bunlarin arasinda Transformers, G. |. Joe ve He-Man ve Kainatin Hakimleri sayilabilir. Ayni
yil, New Orleans'ta gerceklesen bir televizyon ticaret fuarinda yapimcilar tarafindan oyuncak
is birligini iceren 30 program sunulmus, ¢ocuk programlari bir daha asla eskisi gibi
olmayacak bir yone dogru evrilmistir (Hernandez, 2003: 4).

Amerika Birlesik Devletleri ve Japonya'da animasyon/oyuncak is birligi bahsi gecen sekilde
ilerlerken, Avrupa tarafinda oOzellikle Fransa/Belgika ¢izgi roman ekolinden uyarlanan
animasyonlarin oyuncak figtrlerinin piyasaya surtldugu, gecmisten ginimuze gucli bir etki
yarattigi ve halen bu figurlerin koleksiyonerler tarafindan toplandigindan soz edilebilir. Sirinler de
bu uyarlamalarin 6nemli drneklerinden biridir (Solomon, 1989: 247).

Sirinler ¢izgi romanlarinin editord Dupuis, ilk kez 1959'da sirin figUrlerini Grettirmis, ilk sirin
figUrleri olarak Sirin Baba, Normal ve Huysuz Sirin'in bes santimetre (yaklasik iki ing)
ylksekliginde g heykelcik serisi ortaya cikarilmistir. Sonraki yillarda figiirlerin daha blyiik
versiyonlari Uretilmistir. Bunlar yalnizca Fransizca ve Hollandaca konusulan dlkelerde
satilmis, 1965 yilinda bir Alman sirketi olan Schleich, gercek anlamda ilk seri Gretim olan Sirin
koleksiyon figdrlerini yaratmislardir; ilk Gg figlrd Normal Sirin, Altin Sirin (Gorsel 9) ve
GOzIUklG Sirin olusturmaktadir (Hugues, 2018: 110).

Bir diger onemli Fransa/Belgika ¢izgi roman ekolinden uyarlanan animasyon serisi ise Asteriks
serisidir. Asteriks, René Goscinny ve Albert Uderzo tarafindan yaratilan antik Galya'da gegen bir
cizgi roman serisidir. Julius Sezar'in Romali ordularinin hukmetmeye calistigi bir donemde,
Galyalilarin bagimsizlik mucadelesini konu almaktadir. Asteriks, kicuk boyuyla birlikte gutclu
dostu Hopdediks ve sihirli karisimli icecek sayesinde guclenen bir Galyali savascidir. Seri, Galya
koyunlin cesur ve mizahi maceralarini anlatirken, donemin politik, toplumsal ve kultdrel
meselelerine de gondermeler yapmaktadir. ideolojik sayilabilecek alegori ve géndermelerin
cokluguna ragmen yazar ve cizerin, Asteriks'i yaratirken “sadece insanlari eglendirmek istedik”
soylemlerine guvenilmesi gerektigi disinulmektedir (Stark, 2002: 228). Cizgi romanin buyuk
basarisi, animasyon serilerini de beraberinde getirmistir. Animasyon serileri, Asteriks'in renkli
karakterleri ve eglenceli diyaloglaryla genis bir izleyici kitlesine hitap etmis ve Asteriks'in kulturel
mirasini pekistirmistir. Sonrasinda bu serinin de pek gok oyuncagi uretilmis, ozellikle Playmobil
firmasi tarafindan birgok farkli figlir setleri piyasaya surdlmustir (Gorsel 11).

Gorsel 10 (Sol) Schleich firmasinin Altin Sirin figlir gorin
Gorsel 11 (Sag) Playmobil firmasinin Asteriks figlr seti gortintstd, 2024.

1930'lu yillarda kuguk bir marangozun oyuncak atolyesinden kuresel c¢ok uluslu sirkete
donismis Lego firmasi (Zhou, 2023: 2016) animasyon ve dijital oyun firmalar ile ¢cokca is
birlikleri kurmaktadir. Lego firmasi animasyon serileri ve oyuncaklari ile buyuk bir basari
yakaladigi soylenebilir. Milenyumun baslarindan itibaren Lego firmasi, Lego: City Adventures,
Lego: Ninjago ve Lego: Friends gibi gesitli oyuncak/animasyon serileriyle hayranlarini etkilemis
ve onlari eglenceli bir yolculuga ¢ikarmistir. Lego: City Adventures animasyon serisi, gercek
hayattan esinlenen bir sehirde gecen maceralari icermektedir. Polis memurlari, itfaiyeciler,
kurtarma ekipleri ve insaat iscileri gibi ¢esitli karakterlerin yani sira klasik Lego setlerinden ilham
alinarak yaratilmis mekanlar ve aracglar bu seride yer almaktadir. Oyuncak serisi bircok odul
kazanmis, Toy Association tarafindan 2008 senesinde “Yilin Aktivite Oyuncagl” segilmistir
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(ToyAssociation, 2008). Serinin kendine has karakter 6rgiisii/hikaye yapisi bulunmakta ve
Netflix, Amazon Prime vb. Seg-izle (Video on Demand) platformlarinda yer alan gocuk/yetiskin
profillerinde izlenebilmektedir (Gorsel 12). Lego: Ninjago, bir grup geng ninja 6grencisinin, Sensei
Wu rehberliginde kotl guglere karsl savasmasini ve kendi i¢ mucadelelerini konu almaktadir.
Efsanevi Ejderha’nin varlig, yaratici dovus sahneleri ve derin karakter gelisimi, bu seriyi benzersiz
kilan ozellikler arasinda sayilabilir. Lego: Friends ise Heartlake City'de yasayan bes arkadasin:
Andrea, Emma, Mia, Olivia ve Stephanie'nin dostluklarini ve maceralarini ele almaktadir. Her
karakterin kendi tutkulari ve ilgi alanlari vardir. Bu yapi gocuklar igin ilgi ¢cekici ve 6zdeslestirilebilir
hikayeler sunmaktadir. Serinin oncelikli hedef kitlesinin buyuk olctide kiz cocuklarindan olustugu
ifade edilebilir (Gorsel 13). Lego temali animasyon serileri, gesitli yas gruplarindan izleyicilere
hitap ederken, Lego'nun yaraticiligi, eglencesi ve ogretici degeriyle one ¢ikan dunyasini izleyiciyle
bulusturmakta ve Lego'nun pazarlama karmasina yardimci olmaktadir. Sirket her yas grubu igin
ayri hikayeler ayri animasyon/oyuncak serileri Uretmekte hedef kitlesiyle guclt bir bag kurmayi
amaclamaktadir. Lego firmasi, Interbrand marka danismanlik kurulusunun her yil belirledigi
dunyanin en buayuk 100 markasi listesinde 2024 yilinda 58. Sirada yer almis 14 milyar dolarlik
sirket degeriyle dnemli bir basari elde etmistir (Interbrand, 2024).

ADVENTURES

Gorsel 12 (Sol) Lego: City Adventures animasyon serisinden birgb’rUntU, 2019.
Gorsel 13 (Sag) Lego: Friends animasyon serisinden bir gorintt, 2012.

Gelismis Ulkelerden biri olan Guney Kore'nin sinema/animasyon sektorundeki son yillardaki
atilimlarr animasyon/oyuncak pazarina yonelik Urtnleri dretmesi ve Ulke disina ihrag etmesine
olanak saglamistir. Super Wings (Harika Kanatlar), Robocar Poli, Tayo vb. animasyonlar nemli
basarilar kazanmis ve tUm dunyada bilinir hale gelmistir. Harika Kanatlar animasyon serisinde,
dunya ¢apinda taninan bir grup kiiguk ugak kurtaricinin hikayesi anlatiimakta ve bazen Dinyanin
cesitli Ulkelerine ziyaretler gergeklestiriimektedir. Basroldeki Jett, Dizzy, Jerome, Donnie ve diger
renkli karakterler, cesitli araclarla donatilmis olup her bolimde farkl kurtarma gorevleri ve
olaylarla karsilagsmaktadir (Gorsel 14).

Benzer temaya sahip bir diger animasyon/oyuncak Uretimi ise Thomas ve Arkadaslari serisidir.
Serinin baslangici Rev. W. Awdry tarafindan bir ¢ocuk kitabi olarak yaratilmis sonrasinda
televizyon igin animasyon uyarlamalar Uretilmistir. Serinin genel temasi incelendiginde Sodor
Adasi'nda gegen bir demiryolu sertveni oldugu gortlmektedir. Thomas dahil olmak tzere cesitli
demiryolu lokomotiflerinin maceralari anlatiimaktadir. Her karakterin kendi kisiligi ve guglu
yanlarl vardir. Bu da ¢ocuklara farkliliklari kabul etme ve is birligi yapma konusunda onemli
referanslar iletebilmektedir. Serinin birgok farkli teknikle uretilmis animasyon ve oyuncak
versiyonu bulunmaktadir (Gorsel 15).

Gorsel 14 (Sol) Harika Kanatlar animasyon serisinden bir goruntd, 2016.
Gorsel 15 (Sag) Thomas ve Arkadaslari animasyon serisinden bir goriintd, 2021.
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Video oyun ve animasyon endustrisinin oncu ulkelerinden Kanada'nin yapimi olan Paw Patrol
ise, Adventure Bay kasabasinda Ryder liderligindeki bir kopek kurtarma ekibinin hikayesini konu
almaktadir. Chase, Marshall, Skye ve diger sevimli kopekler, her bolumde farkli acil durumlari
¢ozmek icin bir araya gelmektedir. Paw Patrol sadece bir televizyon programi olarak kalmamis,
ayni zamanda genis bir oyuncak serisiyle de desteklenmistir. Oyuncak serisi, cocuklarin sevdigi
karakterlerin figtrlerinden, araglarina ve oyun setlerine kadar genis bir yelpazeye sahiptir. Bu
oyuncaklar, cocuklarin ekranda izledikleri maceralart kendi hayal gucleriyle tekrar
canlandirmalarina olanak taniyabilmektedir. Paw Patrol animasyon ve oyuncak endustrilerinin
nasil birbirini  besledigine dair basarili bir ornek olup, c¢ocuklarin ilgisini ¢cekmeye ve
e@lenceli/ogretici icerikler sunmaya devam etmektedir.

Oyuncak endustrisinde onemli bir konuma sahip olan Mattel, kiresel dlgekte faaliyet gosteren
bir oyuncak dreticisidir. Sirketin oyuncak sektorune yonelik ilk girisimi, resim gergevesi
dretiminden arta kalan plastik ve ahsap malzemeleri kullanarak bebek evi mobilyalari tdretmek
seklinde olmustur (Oppenheimer, 2009: 42). Sirket, cocuklarin hayal gictni ve yaraticiligini
gelistirmeyi hedefleyen genis bir Urin yelpazesine sahiptir. Alt markalar arasinda Barbie,
Thomas ve Arkadaslari, Hot Wheels ve Monster High sayilabilir. Monster High markasi, Mattel'in
populer ve benzersiz bir oyuncak serisi olarak nitelendirilebilir. Bu seride, klasik canavar
karakterleri modern bir tarzda yeniden yorumlanmistir. Monster High drunleri, ¢esitli begenilere
ve yas gruplarina hitap eden farkli oyuncak bebekler, aksesuarlar ve oyun setleriicerse de birincil
hedef kitlesini kiz gocuklari olusturdugu soylenebilir (Gorsel 16). Firmanin bir diger alt markasi
olan Hot Wheels oyuncak Urdnlerinin basarisinin ardindan animasyon dunyasina adim atmis ve
Hot Wheels'in maceralari Netflix sec-izle dijital platformuna tasinmistir. Hot Wheels: Hadi
Yarisalim! gibi animasyon serileri, cocuklari Hot Wheels arabalarinin fantastik diinyasinda
etkileyici bir yolculuga ¢ikarmaktadir. Bu seriler, karakterlerin ve araglarin gergcek dinyadaki
oyuncak setlerine benzer mekaniklerin kullanildigr bir hikayeyi anlatmakta, yaris ve rekabet
temaslyla genelde erkek cocuklarina odaklanmaktadir (Gorsel 17).

Gorsel 16 (Sol) Monster High animasyon serisinden bir goriintd, 2023.
Gorsel 17 (Sag) Hot Wheels Hadi Yarisalim! animasyon serisinden bir goriintt, 2024.

Bu animasyon serilerinin, renkli karakter, eglenceli hikayeler ve pozitif mesajlariyla cocuklarin
ilgisini kazandigl soylemek mumkundur. Ayrica oyuncak ve animasyon is birlikleri kulttrel agidan
da ¢ok yonlu etkiler yaratabilmektedir. Animasyon filmleri, izleyicilere belirli kulturel kodlari,
normlari ve degerleri aktarma noktasinda énemli olabilecek araglardan sayilmaktadir. Ozellikle
gengler ve gocuklar Uzerinde etkiye sahip olabilen animasyonlar, genclerin toplumsal normlari
ogrenmesinde faydall olabilirken, gesitli ideolojik yonelimleri de aktarabilmektedir. Ayrica bazi
animasyon filmler, belirli bir kdlttrdn mitolojisi, folkloru ve tarihini tanitarak kultdrel mirasin
korunmasina katkida bulunabilir. Animasyon araciligiyla kultir ekonomisine dontstdrulen bir
oyuncak da benzer etkiyle etrafinda olusan mesajlari aktarabilmektedir (Aslan, 2021: 1066).
Animasyon filmler ve oyuncaklar, kulttrel ve ulusal kimligi gtclendirebilmekte ve yeni nesillere
aktarilmasini saglayabilmektedir. Filmler ve bagintili oyuncaklar kilttrel simgeler ve semboller
aracilidiyla bir toplumun inanclarini ve degerlerini temsil edebilir. Ornegin, belirli bir kiltire
atfedilmis olan hayvan, bitki veya mitolojik figtrleri, cocuklara/genclere eglenceli bir sekilde
aktarabilmektedir.
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Animasyon oyuncak iligkisine dair galigmalar

Gocuk veya yetiskin olsun bireylerin bos zaman etkinlikleri arasinda iletisim araglari dnemli bir
yer tutmaktadir. Ozellikle televizyon yayinciligi giinimizde dijital platformlar araciligiyla yeni bir
boyuta erismistir. Bireylerin izleme araligini ve izleyecegi temalarini kendi belirleyebilme
0zgurlugu bu alanin hizla buytmesini saglamistir. Dijital platformlarda reklam ile ilgili strelerin
olduk¢a kisith olmasi veya hi¢ olmamasi durumu, drun yerlestirme yoluyla pazarlama
stratejilerinin daha fazla one ¢ikmasini saglamistir. Animasyon filmlerinde yer alan obje ve
karakterlerin metalastirimaya oldukca uygun olmasi, 6zellikle de oyuncak endustrisine kaynak
olusturmasi, bu alanda uretimin artmasiyla neticelenmektedir. Diger bir deyisle animasyonda yer
alan ¢ogu gorselin Urdn olarak degerlendirilebilmesi, animasyonun kendisini de ayni zamanda
bir reklam filmine donusturebilmektedir. Animasyon filmlerinin renkli ve canli atmosferi, izleyen
bireylerin genellikle kiiguk yas grubunda olmasi dolaslyla ilgi ¢ekiciligini kolaylastirmaktadir.
Televizyonun temel islevinin pazarlama oldugunu dusunen kimi yayincilar, cocuklara oyuncak
satmanin en iyi yolunun oyuncag! bir animasyon ile birlestirmek oldugunu aktarmaktadir (Capli,
2002: 136). Literatiirde bu gorist destekleyebilecek bazi galigsmalar da bulunmaktadir.

Tulay Yazici ve Deniz Aktin yaptiklari “Sinema Animasyon Filmlerinin Cocuklarin Satin Alma
Davraniglarina Etkisi” adli ¢alismada, 5-10 yas araliginda bulunan 5 kiz ve 5 erkek gocugun
ebeveynleri ile derin odak gorismesi yaparak, animasyonlarin cocuklarin satin alma
davraniglarinda filmlerin etkisi olup olmadigi konusunda bir galisma yapmislardir. Calisma
sonucu elde ettikleri veriler dogrultusunda cocuklarin “film karakterlerine ait triin/oyuncak satin
alma talep ve tercihlerinde sinema animasyon film karakterlerinin belirleyici oldugu” kanaatine
varmislardir (Yazici ve Aktin, 2018: 422-423). Konuyla ilgili diger bir calismada Nilsun Sariyer ve
Hayat Ayar animasyon bir film olan Toy Story 3 (Oyuncak Hikayesi 3) filmini izleyen 200 gocuk
uzerinde bir anket ¢calismasi yaparak film igine yerlestirilen marka ve trtnleri hatirlama oranlarini
olgmuslerdir. Arastirma sonucunda “filmi izleyen ¢ocuklarin yerlestirilen markalari hatirladiklari
tespit edilmistir. Hatta arastirmanin 6rnek kitlesini olusturan cocuklar, tg¢ farkli markayi rahatlikla
hatirlayabilmiglerdir” (Sariyer ve Ayar, 2013: 92-93). Kdltir endustrisinin  kavramsal
gergevesinden, gizgi film ve oyuncaklarin tiketim davraniglari Uzerine etkisini inceleyen Ahmet
Taylan, 10 gocuk ve 10 ebeveyn lzerinden yaptigi mulakatlarda ailelerin gizgi film karakterlerini
iceren tlketim UrUnlerini tercih etme egiliminde olduklarini gozlemlemistir (87-96). Mochamad
Faizal Rochman’in animasyon ve oyuncak sektoru ile ilgili calismasinda, karakter insasinin
oneminden de bahsetmektedir. Animasyon filmlerinde kahramanlastirilan karakterler,
oyuncaklari tercih etmede cocuklarin 6zdeslesmesini kolaylastirarak satin alma kararlarini
etkilemektedir. Yazara gore, hikayesi olmayan oyuncaklarin plastik parcasindan ote bir degeri
olmayacaktir (Rochman, 2022: 117). Yapilan galismalar, izleyici kitlesinin animasyonlarla ilgili
dretilen Urunleri satin alma davranislarinda filmlerin ve karakterlerin onemli bir etken olabilecedi
sonucuna varmaktadir.

Bu ¢alismalarin disinda Netflix djital platformunda yer alan yonetmenligini Tom Stern’'in yaptigi
“The Toys That Made Us” (Bizi Biz Yapan Oyuncaklar) adli belgesel dizi serisi dikkat ¢ekicidir.
2017 yilinda baslayan seri dunya ¢apinda buyutk basari kazanmis oyuncaklar ve bunlarla bagintili
filmler, diziler ve animasyon yapimlari ve konu edinmektedir (Stern, 2017). Her bolimde belirli
bir oyuncak serisine odaklanilmistir. Oyuncaklarin nasil tasarlandigl, planlandigi, Uretildigi ve
nasil populer hale geldigi detaylica islenmektedir. Belgesel serisinde oyuncak ve film
endustrisinin onemli isimleri ile roportajlar bulunmaktadir. Oyuncak ve film endUstrisi arasindaki
baglantilar, bu unsurlarin ekonomik, toplumsal ve kulturel olarak etkileri detaylica gozler onine
serilmektedir.

Netflix dijital platformunda yayinlanan animasyon film ve dizilerin oyuncak
baglaminda degerlendirilmesi

Calisma kapsaminda, Netflix dijital platformunun cocuk kategorisinde 04 Mayis 2024 tarihinde
en ¢ok izlenen ilk siradaki gocuk animasyon filmi ve dizisi orneklem olarak secilmistir. Amagsal
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olarak tipik durum orneklemesi yontemiyle secilen, televizyon dizisi olarak Masa ile Koca Ay,
film olarak da Minyonlar 2 Gru'nun Yukselisi, adli animasyon yapimlar betimleme ve icerik analizi
yontemiyle degerlendiriimeye alinmistir (Gorsel 18). ilgili yapimlar, igeriklerinde yer alan karakter
ve objeler kategorisindeki piyasadaki oyuncak Urdnlerle karsilastiriimistir. Bu dogrultuda
Animasyon yapimlarin isimleri “www.google.com” arama motoru araciligiyla alisveris
sekmesinden kategori olarak “oyuncak” anahtar kelimesi ile taranmis c¢ikan gorseller
degerlendirilmistir. TUrkiye icerisinde Masa ile Koca Ay ile ilgili baslica 24 farkl alisveris
sitesinde Urtn bulundug@u tespit edilmistir. Minyonlar 2 Gru'nun Yukselisi ile ilgili olarak ise
baslica 18 farkli alisveris sitesinde Grtn bulundugu anlasiimistir. Bu dogrultuda TUrkiye'nin en
fazla etkilesim trafigine sahip ilk Uc elektronik pazaryeri sitesi Uzerinden Urin cesitligi ve sayis
incelenmistir. 2024 yilinin kullanicilarinin davranislarini dlgen dijital medya arastirma ve teknoloji
firmasi Gemius'un verilerine gore Turkiye'de Trendyol, Hepsiburada ve Turkiye'de yillardir yatirm
yapmakta olan e-ticaret devi Amazon'nun oldugu gortlmektedir (ekonomim, 2024). Masa ile
Koca Ayi ile ilgili olarak Trendyol pazaryerinde 130 farkl drin, Hepsiburada pazaryerinde 106
urdn, Amazon Turkiye'de ise 26 drun bulunmustur. Minyonlar 2 Gru'nun Yukselisi ile ilgili olarak
da Trendyol pazaryerinde 43 farkli triin, Hepsiburada pazaryerinde 77 Grtin, Amazon Turkiye'de
ise 37 urun bulunmustur. Oyuncak disi drunler sayima dahil edilmemistir.

Tiirkiye'de Bugiiniin Top 10 Cocuk Dizisi Listesi
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Gorsel 18 Netflix dijital platformunun gocuk kategorisinde en gok izlenen dizi ve filmler, Mayis 2024.

Populer dizi listesinde birinci sirada yayinlanan Masa ile Koca Ayi, Rus yapimi bir animasyon
dizisidir. Yonetmen ve tasarimci Oleg Kuzovkov'un Rus halk hikayelerine dayanan animasyonu,
Masa adinda bir kiz gocugu ile Miska adindaki bir ayinin maceralarini konu almaktadir. Oldukga
sevimli ve sempatik tasarima sahip olan karakterlerden Masa, merakli karakteri ile ¢esitli zor
durumlara duserken, Miska onu tehlikelerden uzak tutan bir koruyucu konumundadir. Bircok
ulkede popduler olan animasyonun karakterlerine dair dretilmis c¢ok sayida oyuncak
bulunmaktadir (Gorsel 19). 2009 yilinda ortaya ¢ikan animasyon 6zellikle 1990 sonrasinda kriz
donemine giren Rus animasyon endustrisini, yeniden hareketlendiren ve tim dunyada ilgi
gormesini saglayan bir seri olmustur (Sevindi, 2022: 39).

Masha and the Bear Simba Masa lle Karikatlr anime Masa Ve Koca Ay 5 ADEL OYUNCAK Masa ve Koca Ayl
Masha Doll 12cm Koca Ayl - Masha bebek Kawaii Li Karakter Seti Masha Ve Koca Ay Masha lle Oyun Seti
and Bear 25cm,... And The Bear Doll... Masha ve ayi gocu... Masha Koca Ayi... Ovyuncak Figur Set... MHA22000
£520,00 £1.199,50 £257,69 £599,00 £411,84 £1.499,99
Amazon com. tr Trendyol AliExpress.com ciceksepeti.com Trendyol Trendyol
(157) Ucretsiz gbnderim Ucretsiz gbnderim (6)
Ucretsiz gonderim Ucretsiz génderim

Gorsel 19 Masa ile Koca Ayl animasyon dizisine dair oyuncak gorselleri, Mayis 2024.
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Oyuncak gorselleri incelendiginde ana karakterlere dair (Masa ve Misgka) figlr tarzinda
oyuncaklarin one ¢iktigl anlasiimaktadir. Ayrica yine animasyon dizisinin icerigiyle uyumlu yan
karakterler ve cesitli dekor nesneleri gibi diger objelerinde urunlestirerek cesitli dioramalara
imkan verildigi gorulmektedir. Bazi oyuncaklarin tasarimlarinda buyuk olglide animasyonla
uyumlu renk paletleri kullaniimasina ragmen ufak degisikliklerin de oldugu fark edilmektedir.
Kiyafet ve aksesuarlarda da benzer renksel ve tasarimsal farkliliklar gozlenmektedir.

Filmler kategorisinde yayinlanan ve en ¢ok izlenenler arasinda birinci sirada olan Minyonlar 2
Gru'nun Yukselisi adli animasyon, Minyonlar adli 2015 ABD yapimi animasyon filminin devami
niteligindedir. Yonetmenligini Kyle Balda, Brad Ableson ve Jonathan del Val Ug¢lUstnun yaptigi
film, evrenin yaratilisindan itibaren var olan sari, silindir sekilli, sakar ve kotu efendilere hizmet
etmek icin yaratiimis sevimli yaratiklarin komik maceralarina odaklanmaktadir. Gosterildigi
ulkelerde cok buyuk ilgi gorerek yiksek hasilat yapan filmin ytzlerce farkli oyuncagi dretilmistir.
Noel Brown'a gore “Minyonlar kiresel multimedya somdrusu igin ideal araglardir. Anlasiimaz
sari lekeler, insan bebekligi ve hayvanlikla ilgili belirsiz (ve muhtemelen kasitl) davranigsal
cagrisimlarin otesinde, filmin muhtemel uluslararasi pazarini daraltabilecek hicbir dil veya
kilttrel kimlige sahip degildir” (2021: 19). Boylece baglantili Uretilen Urtnlerin kiresel olarak
satilmasi ve benimsenmesi oldukga kolaydir. Animasyona dair oyuncaklar incelendiginde
ozellikle ana karakterlere yonelik (Bob, Kevin, Stuart, Gru) figdrlerin 6ne ¢iktigi gortlmektedir
(Gorsel 20). Ayrica filmsel icerik ile uyumlu araclar ve cesitli aksesuarlarinda oyuncaklarla
beraber tasarimlara dahil edildigi anlasiimaktadir.
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Minions Oyuncak Minyonlar 2: The Minions figlr 10 lu Takara Tomy ruya Childrenworld $C4088 Young Gru
Karikatir Rise of Gru - Paten set Tomica Minions Boo Minionlar Sisleme Minions 2 Karton
Despicable... Stuart ve 70'ler Bo... Ya Stuart sevimli... Duisik Kokulu... Kesim, Dogum...
4+627,85 41.036,55 4£799,00 4134,84 +496,14 $1.737,83

ni1 Amazon com fr Bodrum Toys AliExpress com ni1 Amazon com fr
Ucretsiz gbnderim Ucretsiz gdnderim Ucretsiz gdnderim Ucretsiz gdnderim

Gorsel 20 Minyonlar 2: Gru'nun Yikselisi animasyon filmine dair oyuncak gorselleri, Mayis 2024.

Makale ornekleminin sinirliliklar dolayisiyla incelemeye dahil edilmeyen ancak Netflix segkisinde
yer alan, oyuncak firmasi olup animasyona uyarlanmis yapimlar da bulunmaktadir. Hot Wheels
Hadi Yarisalim! Devasa oyuncak firmasi Mattel'in Hot Wheels oyuncak serisine dayanan bir
Amerikan animasyon gocuk televizyon dizisidir. Benzer bigimde yine kiresellesmis bir oyuncak
firmasi olan Lego’nun, Lego: City Adventures, Lego: Ninjago, Lego: Friends gibi oyuncak Urin
gamiyla dogrudan iliskili yapimlarinin da gosterimde oldugu gozlenmistir.

incelemeye konu olan animasyon filmler hakkinda retilen Grinler oyuncakla sinirli da degildir.
Cesitli tekstil mallari, cantalar, anahtarliklar, kirtasiye malzemeleri, kisisel bakim drinleri (dis
firgasl, macunu vs.), yiyecek, icecek gibi onlarca farkli kategoride ¢ok genis bir Uriin yelpazesi
tuketicilere sunulmaktadir. Bu durum animasyon sektortyle iligkili onlarca is kolunun da
baglantisini isaret etmektedir. Animasyon sektortinin diger sektorlerle birlikte farkl iletisim
mecralari igin de sunulmus igeriklerin yer aldigi gordlmektedir. Filmlerden uyarlama olarak gesitli
platformlar icin hazirlanmis dijital oyunlarin da ayrn bir mecra olarak kullanicilara sunuldugu
anlasiimistir.

Bununla birlikte animasyon filmlerin sanatsal bir anlatim yolu olmasinin disinda kultdrel
kimliklerin  sekillenmesini  etkileyebilecek/pekistirebilecek niteliklere de sahip olabildigi
distnllmektedir (Kaba, 2014: 169). Ozellikle gocukluk donemlerinde daha yogun bigimde
tuketilen animasyon yapimlar bireylerin estetik algilarini, deger yargilarini sekillendirmede onemli
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olabilmektedir. Animasyon filmler, bir insan toplulugunun geleneklerini, tarihini ve mitolojisini
gorsellestirerek kdltirel kimligi yansitma ve tanitma islevi gorebilmektedir. Orneklem dahilinde
olan tasarimci Oleg Kuzovkov'un Rus halk hikayelerine dayanan animasyon dizisi Masa ile Koca
Ayi, Rus mitolojisi ve kulttridne dair birgok unsur barindirmaktadir. Benzer bir sekilde Minyonlar
2: Gru'nun Yukselisi adli animasyon filmde Amerikan yasam tarzi ve kdlttrel degerlerine yonelik
Ogeler icermektedir. Amerikan tarzi anlatim ve gorsel estetik animasyon filmin geneline
hakimdir. Oyuncak ve birgok farkli endustrisi ile pekistirilen bu durum kdltirel unsurlarin
yayllimini ve ticari hacmini buyutmeyi saglamaktadir. Sonuc¢ olarak animasyon yapimlarin
kulturel etkinin yayllmasi ve kuresel ticaretin artirnlmasi agisindan onemli oldugu ¢ikarimini
yapmak mumkunddr.

Sonug

1990'arin baglarinda internetin yayginlasmasi, iletisim teknolojilerinde yeni bir cagin baslangicini
gostermektedir. Bu donemde web siteleri hizla yayginlasarak bilgi paylasimini artirmis ve gesitli
drdn ve hizmetler icin yeni firsatlar dogurmustur. 2000'lerin basindan itibaren sosyal medya
platformlan gunluk yasantinin bir pargasi olmustur. Mobil cihazlar, 6zellikle akilli telefonlar,
internete her yerden erisimi mumkun kilarak iletisim aligkanliklarini degistirmistir. Bu teknolojik
gelisim, medya endustrisinde degisime yol agarak dijital yayinciligi one gikarmistir. izleyici
deneyimi giderek kisisellesmis bir hal almistir. Dijital televizyon vyayinciligi ozellesmis,
yayginlasmis ve kolay ulasilabilir hale gelmistir. Geleneksel izleme aligkanliklari biytk degisim
gecirmistir.

Yayincilik sektorindeki evrim ve donusum, reklam stratejilerinin de ¢aga uyarlanmasina neden
olmustur. Geleneksel reklam formatlarinin yani sira, program igi tanitimlarin daha organik bir
gorunum kazanmasityla birlikte, icerige uygun genis bir Urln yelpazesi izleyicilere sunulmaktadir.
ilgili sektorler arasindaki is birlikleri artmakta ve gliclenmektedir. Ornegin, animasyon ve oyuncak
endustrileri, eglence sektoruntin onemli aktorleri olarak bir araya gelerek birbirlerini beslemekte
ve sekillendirmektedir. Oyuncaklar, ozellikle cocuklarin yasamlarinda onemli bir rol oynamakta
ve yaraticiliklarina katki saglamaktadir. Animasyon yapimlar ise genis bir izleyici kitlesine hitap
ederek kulturel ve ticari etki yaratmaktadir. Bu endUstriler arasindaki baglanti, karsilikli destek ve
bluydime Uzerine kuruludur. Animasyon studyolart ve oyuncak sirketleri arasinda somut is
birlikleri bulunmaktadir. Ozellikle animasyon filmlerin kiresel olarak gigli yayilma etkisi,
oyuncak sirketleri icin pazarlama anlaminda firsatlar sunmaktadir. Ayrica tasarim agisindan
filmdeki karakterlerin/objelerin kullanilmasi sektore hiz kazandirmakla beraber ticari riskleri
minimize etmektedir. Animasyon yoluyla bir anlamda piyasaya surilecek oyuncaklarin on
tanitimi yapilmis olmakta, pazarin durumu satis acisindan hazirlanmis olmaktadir. Pazarlama
acisindan diger onemli bir nokta, animasyon filmlerde birgok karakter ve tasarim objeleri
olmasidir. Boylece oyuncak firmalari agisindan Urun gesitligi avantaji saglanmaktadir.

Populer animasyon filmleri sadece ¢ocuklar icin degil, kimi durumlarda yetiskinler iginde ilgi
gekici olabilmektedir. Ozellikle oyuncak koleksiyonculari igin animasyon filmler gekici bir hale
gelebilmektedir. Ozellikle sinirl sayida tretilen daha nis tasanim oyuncaklar, koleksiyoncularin
ilgisini cekmekte ve bu durum satis yonunde pozitif bir etki saglamaktadir. Calisma neticesinde,
dijital platform 6zelinde incelenen animasyon filmler ve dizilerle ilgili olarak piyasada oldukga
genis cesitlilikte oyuncak urin oldugu tespit edilmistir. Bu dogrultuda, dijital televizyon
platformlaryla birlikte sektorel birlikteliklerinin - daha da guglenerek devam ettigi
dusunulmektedir. Bununla birlikte animasyon yapimlarin, oyuncak sektoru disinda birgok alanda
drdn yelpazesi oldugu anlasiimaktadir. Ayrica animasyon yapimlar, diger iletisim mecralarinda
(dijital oyun gibi) da 6zgtn igerikleriyle yer alabilmektedir. Boylece animasyon endustrisi sadece
kendi sinirlarinda kalmamakta c¢ok genis bir ticari ekosisteme entegre olabilmektedir.
Animasyon yapimlarin, diger sektorlerle iliskilendirilebilecek giderek genisleyen kdltdrel ve
ekonomik bir etki alani yarattigi sonucunu cikarmak mumkdnddr. Arastirmaya konu olan
animasyon yapimlarin dretildigi topluma dair kdlturel ve estetik referanslara da sahip oldugu
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gorulmustur. Bu dogrultuda animasyon yapimlarin kilttrel ve ticari etkileri Uzerine yapilan ve
yapilabilecek akademik arastirmalar sanat, sosyoloji, ekonomi ve iletisim alanlar agisindan
onemli bir inceleme sahasi olabilmektedir.

Yazar Katki Oranlan

GCalismaya 1. Yazar: %50, 2. Yazar: %50 oraninda katki saglamistir.

Cikar Gatigmasi Beyani

“Dijital platformlarda yayinlanan animasyon yapimlar ve oyuncak endustrisi arasindaki iliski:
Netflix ornegi” baslkli makalemizin herhangi bir kurum, kurulus, kisi ile mali ¢ikar gatismasi
yoktur. Yazarlar arasinda da herhangi bir ¢ikar catismasi bulunmamaktadir.
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