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https://me.me/i/video-games-why-waste-good-technology-on-science-and-6185993

Orada olma hissini yasamak!

Sanal gerceklik insanlarin duyularini (gorme, duyma gibi) tahliye etmeye calisarak
onlara sanal deneyimleri simule etmeye calismaktadir (Massis, 2015).

Insanlarin gercegin 6tesine olan merakin gidermek icin insanlarin duyu
organlarindan gelen geri donutlerle (gorme, duyma, hissetme vb.) olusturulmus
bir teknolojidir (Bates-Brkljac, 2012).



http://www.thevirtualrealityhq.com/virtual-reality-gadgets/
https://gajitz.com/shadow-hoodie-sweater-flips-to-form-mobile-vr-headset/
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https://www.youtube.com/watch?v=TckqNdrdbgk

Teknolojiyi akill1 yapan sey!
Matrix, | -Robot, Blade Runner...

Makinalara insan zekasi ve insan yetenekleri kazandiran teknoloji! Kisacasi teknolojiyi
“zeki” yapan sey “Yapay Zeka” olarak tanimlanabilir (Whitehair, 2016).

insan zekasinin makinalarca 6zellikle bilgisayarlar tarafindan simule edilmesidir. Bu siirec
ogrenme, mantik ve kendini diizeltmeyi icermektedir (Rouse,t.y)

Hey Siri! Hey CEYD-A!

Hey Siri bu hangi sarki!, Hey Siri Agustos ayinda cektigim fotograflar bul!



https://www.extremetech.com/extreme/223054-storytelling-may-be-the-secret-to-creating-ethical-artificial-intelligence

Simdi size en son teknolojileri
gostermeme izin verin



https://www.youtube.com/watch?v=f-mQIWnO3Ag

Mobilya almadan evi
dosemek!

Var olan yapiy1 bozmadan gercekligin lizerine eklemeler yapan teknolojiler.
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https://www.youtube.com/watch?v=uaxtLru4-Vw

Nesnelerin Interneti (loT)

» “Nesnelerin kendi aralarinda olusturdugu, diinya capinda yaygin bir ag ve bu
agdaki nesnelerin belirli bir protokol ile birbirleriyle iletisim icinde olmalar1”
Nesnelerin Interneti olarak adlandinlmaktadir (Yetimler, t.y.).

» “2020 yilinda yaklasik 26 milyar cihaz internete baglanabilecek”
https://www.youtube.com/watch?v=V4UR2Y _36bs

» “Nest Ogrenen Termostat”

» Bu termostat sizin aliskanliklarinizi ve diizenini 6grenip ev sicakligin1 kendi
ayarlayabiliyor (Teknolo, 2014).
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https://www.bestbuy.com/site/nest-learning-thermostat-3rd-generation-stainless-steel/4346501.p?skuld=4346501



https://www.youtube.com/watch?v=V4UR2Y_36bs
https://www.bestbuy.com/site/nest-learning-thermostat-3rd-generation-stainless-steel/4346501.p?skuId=4346501



https://www.youtube.com/watch?v=ojRc7rE8MtM

Robear

“Yeniden programlanabilen mekanik aksamlara Robot denir” (Ozdemir, 2017).
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~ROBEAR can help a person stand by lifting under the


https://www.youtube.com/watch?v=J3edDaPSdY4

Oyun Teknolojileri

“Oyunlar gercek diinyanin yapamadigini yapabiliyor, insanlar1 édlillendiriyor.
Bizi gercekligin yapamadigi bir sekilde bir araya getiriyorlar” (McGonigal,
2011).

DFC Intelligence tarafindan yapilan arastirmaya gore, 2017 yilinda dunya
capinda orta seviye bilgisayar oyuncularinin sayis1 199 milyon civarinda ve
yaklasik 1 milyar Kisi bilgisayar oyunlar1 oynamistin (Er, 2017 ).

League of Legends - 67 milyon aktif oyuncu! (Onedio,2014).

» [ Steam - 7 milyondan fazla anlik oyuncu! (Hurriyet Haber, 2017).

PewDiePie - 66.077.615’den fazla abone. Geliri 404 bin dolar ile 6,5 milyon
arasinda (Marshall,2014).




Egitimin eglenceli hali!

+—EBUCATION

*Wher, Learningand\il\/léet

https://www.goecraft.com/education/



https://www.goecraft.com/education/

Dijital Lego!

2015 yiinda 18 milyon kisi yalnizca bilgisayar Uzerinden oynuyordu. Bu oyunun Playstation, Xbox
ve mobil cihazlar icin de surumu mevcut! (Erdilek, 2015).

2016 yil1 istatistiklerine gore gunde 53.000 Minecraft oyunu satilmis (Kahraman, 2015).

“MinecraftEdu, herkesin oynadigi versiyondan farkli olarak 6gretmen ve dgrencilere daha fazla
secenek sunan, daha gelismis yerel ag baglantisi 6zelliklerine sahip olan bir siiriim. Oyun piyasaya
¢iktigindan beri Avrupa’nin dedisik lilkelerindeki yiizlerce okulda, binlerce égretmen tarafindan
derslerde kullanilmaya baslanmis. Fizikten programciliga kadar pek ¢ok konuda kullanilan
MinecraftEdu egitimcilerin o kadar begenisini kazanmis ki, 2013 yilinda bir Isvec okulu tarafindan
zorunlu ders olarak miifredata konulmus” (Gungor,2015).

Kuzey irlanda da bir teknoloji
festivalinde 200 okul, 30 kutuphane
ve daha pek cok egitim kurumuna
oyunu sistemlerine kurmalar1 icin
kod dagitilmis (Giingor,2015).

https://www.deviantart.com/derpyd00/art/Twilights-Library-in-Minecraft-First-Floor-320814437



https://www.deviantart.com/derpyd00/art/Twilights-Library-in-Minecraft-First-Floor-320814437
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https://www.youtube.com/watch?v=eEcjqVgAqdw

NATO News Hero: Medya okur - yazarligi.

« Bu oyunda oyuncular bir yayin kurulusundan sorumludur ve yayinlamadan once hangi
hikayelerin gercek oldugunu ve hangilerinin yalan haber oldugu arasinda secim
yapmaktan sorumludurlar.
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PEOPLE GO MISSING AND DEAD
ALIENS FOUND AFTER MYSTERIOUS
FLYING OBJECT'INVADES WESTERN
STATES

FACT CHECKER &

MYSTRRIOUS FLYING OBJECT INVADES WESTERN STATES
LEGENDARY ACTOR MORGAN FREEMAN
DEAD AT AGE 80
Suspected Russian Cocaine Traficker Blames
U.S. For Argentina Bust
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BREAKING NEWS

On Saturday evening at approximately 6 PM
PST, a mysterious light took over the skies in
ajor US cities across the West. People in

ifnrnia Arizana Nevada and even Bl f
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Nato Map Game

» Bu oyun ile oyuncular NATO uyesi ulkelerin haritadaki yerlerini bularak puan
kazanmaya calismaktadirlar ayn1 zamanda bu ulkelerin baskentlerini de
ogrenebilmektedirler.

https://www.nato.int/multi/nato-map-game/public/index.htm



https://www.nato.int/multi/nato-map-game/public/index.htm
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s:/ /www.deviantart.com/gambargin/art/The-Satisfaction-Europa-Universalis-4-
538608303



https://www.deviantart.com/gambargin/art/The-Satisfaction-Europa-Universalis-4-538608303

Video Uygulamalari, Mobil Uygulamalar

» Youtube

» Veritabanlar1 ( Saglik, kisisel gelisim, egitim) You TUI]e
» Udemy

>

Instagram

Instagram

Udemy




Udemy

Udemy, uzman egitmenler tarafindan verilen 80.000'den fazla dersten olusan
kapsamli bir arsivden ogrenerek ogrencilerin yeni becerilere hakim olma ve
hedeflerine ulasmalarini saglayan cevrimici 6grenme ve ogretme icin kiresel bir
platformdur.

( https://about.udemy.com/ )



https://about.udemy.com/
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YouTube Istatistikleri

Her 1 Dakikada

YouTube kullanicilarinin %58’i eglence icin, %47’si SO0 Rtk
ogrenmek, %25’i ozglin icerik icin ve %23’u urun arastirmak VELICLS LYo

amaciyla bu platformu kullanmaktadir (Ferah,2016).

1 milyardan
fazla kullanici
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2017 istatistiklerine gore Instagram, Nisan ayinda 500 milyondan fazla aktif
kullanmiciya sahipken, bu kullanici sayis1 Eylul 2017°de 800 milyondan fazla
kullamciya ulasmistir (Hos, 2017).

Instagram, Twitter’in aylik aktif kullanici sayisini ikiye katlamistir (Hos, 2017).
Instagram’in gunluk yaklasik 500 milyon aktif kullanicis1 vardir (Hos, 2017).
Internet kullanicilarimin % 20’si Instagram kullamyor (Hos, 2017).

Instagram’a her giin 80 milyondan fazla fotograf yukleniyor (Hos, 2017).




New York halk kutuphanesi Instagram Uzerindeki potansiyel kullanici kitlesine erismek icin
Instagram sayfalar iizerinden video formatinda hikaye paylasimi yapmaya baslamistir.

Uygulamanin ad1 “InstaNovel”. Bu uygulama ile New York halk kutuphanesi klasik eserleri
Instagram hikaye ozelligi ile paylasarak kullanicilarina sunmaktadir.

\;3 e Qo

The
Metamorphosis
Franz Kafka -

https://www.nypl.org/blog/2018/08/22/instanovels



https://www.nypl.org/blog/2018/08/22/instanovels

Robotik, kodlama, programlama -



https://www.youtube.com/watch?v=J_KR0qtZwQ0

3B Yazic
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https://www.youtube.com/watch?v=IAq21Z9L5rA

Kent State Universitesi Kiitiiphanesi/ Oyun

Note: Due to the way Flash movies work in Internet Explorer, you may need to click in the white
space around the books first to activate the test.

Put the book in the correct location.

We use cookies to give you the best experience and to help improve our website. View Privacy Statement.

http://www.library.kent.edu/library-congress-tutorial-page-3-tests



http://www.library.kent.edu/library-congress-tutorial-page-3-tests
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https://library.bilgi.edu.tr/index_tr.html

84243 564949423/301 244293994255/7te 2&theater


https://www.facebook.com/istanbulbilgiuniversitesi/videos/vb.184243564949423/301244293994255/?type=2&theater



https://www.youtube.com/watch?v=riEK3vaLGFU

G a m e I_a b SEE SIMILAR SPACES

Digital Media Lab Programming
Workstations

Game Space
VR Studio

VR Usability Lab
-———o

EXPLORE

Gaming

Visualization

-

https://www.lib.ncsu.edu/spaces/game-lab



https://www.lib.ncsu.edu/spaces/game-lab

North Carolina State Universitesi Kiutiphanesi/ Oyun Laboratuvari

Gaming

Game Research, Teaching and
Development

Gaming and development spaces
Library specialist for game research and teaching

Games and consoles

Game development software
STEAM games

SOFTWARE

Autodesk 3DS Max

_Q Autodesk Maya

<« Unity 5 Personal

@ Unreal

https://www.lib.ncsu.edu/do/gaming



https://www.lib.ncsu.edu/do/gaming

North Carolina State Universite Kiituphanesi/ Teknoloji

Technology Lending

Please contact us if you have any questions, special requests, or device requests.

Special Requests

Suggest a Device



North Carolina State Universite Kiitiphanesi/ Teknoloji
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Digital Cameras and Laptops & Netbooks Tablets and E-Readers Cables and Accessories
Camcorders Mac OSX, Windows or Tablets, iPods, and E- Many cabies and smail
Devices for capturing video Google Chrome operating Readers. peripherais
and still images. systems available.
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Makerspace Gaming Audio Preoduction Equipment Projectors and Media

Devices for tinkering and D. H. Hill and Hunt Libraries Devices for creating and Players

prototyping. have game consoles, recording audic. This category includes
controllers, and games for projectors, slide projectors,
checkout. VCRs and DVD players.

Caiculators Design and Modeling Tools Techlending Beta Program

Scienztific, financial and Inciudes calipers, drawing This category houses a

graphing calculators. forms, graphing tablets, and number of different
modeling kits. experimental items. This

includes electronics
protoyping platforms, full
light field cameras and
kicksiaried products.



American Library Association (ALA)
Games & Gaming Round Table

Dunyanin her yerinden oyunlarla ilgilenen kutuphanecileri bir araya getirmek,
kutuphanelerde oyun kullanimi ve oyun oynanmasini desteklemek icin 2011
yilinda “Games & Gaming Round Table” adli bir calisma grubu olusturulmustur.

» Cesitli bakis acilarin1 ve kullanic turlerini kapsamak ve oyunlarin
kutuphanelerde kullanilmasi

» Her turden kutuphanede oyun ve oyun kullanimiyla ilgilenen kutuphanecilerin
is birligi ve paylasim yapmalan

» Kutuphane hizmetlerinde ve kullanicilara hitap etmek icin oyunlarin ve
oyunlastirmanin degeri hakkinda bir farkindalik yaratmak

» Oyun teknolojileri ile ilgilenen kutuphane ve kutuphanecileri bir araya
toplamak

http://www.ala.org/rt/gamert



http://www.ala.org/rt/gamert

My Account ALA ALA Websites Contact ALA GiveALA Join ALA Renew Login

&
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Home Game Library Obstacles and Conferences Committees Events and GameRT Executive GameRT
Resources Resources Challenges Initiatives Interest Form Board Bylaws
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Games and Gaming Round Table (GameRT)

Games and Gaming Round Table (GameRT)

Who We Are

The Games and Gaming Round Table (GameRT) of the American Library Association provides a venue for librarians interested in the use of games and gaming in libraries of all
types a place to gather and share. GameRT was formed in 2011, replacing and extending the pre-existing gaming member interest group. As a round table, GameRT is built
around our shared passion for games and the use of gaming within libraries. With members from all types of libraries, GameRT encompasses a wide variety of viewpoinis,
situations, and user types. For more information about GameRT, you can join us on ALA Connect (even if you aren't an ALA member) or contact one of the officers directly
through ALA Connect. Have an interest in Gaming in Libraries and want to get involved? Volunteer for GameRTI

What We Do
The mission of the GameRT is to provide the following:

+ A forum for the exchange of ideas and concerns surrounding games in libraries;

+ Resources to the library community to support the building and maintaining of library game collections;

+ A force for initiating and supporting game programming in libraries;

+ Create an awareness of, and need for, the support of the value of gaming and play in libraries, schools, and related learming communities;
+ Create an awareness of the value of games and gaming in library outreach and community engagement plans;

s A professional and social forum for networking among librarians and non-librarians interested in games and gaming.



Sonuc ve Oneriler (1)

» Kutuphaneler yeni teknolojileri yakindan takip etmeli ve hizmetlerine entegre
etmelidir.

» Kutuphaneciler icin ortaya ¢ikan yeni mesleki roller kutuphane organizasyona
dahil edilmelidir.

» Kutuphaneler, bilgi okur yazarlig1 egitimlerini gelisen teknolojilere entegre
etmelidir.

» Kutuphaneler, kullanici deneyimlerini ve yeni trendleri takip etmelidir.
» Kutuphane binalar ve kutuphane alanlar yeniden gozden gecirilmelidir.

» Kutuphaneler, kurumlar ve disiplinler arasi isbirligine acik olmalidir.



Sonuc ve Oneriler (I1)

» Yeni teknolojilerin kullanilmasinda, yeni koleksiyonlar olusturma ve
ekipmanlarin saglanmasi asamasinda kiitiiphanelerin basarili olmasi icin
planlama ve strateji onemlidir.

» Kutuphaneler yeni teknolojilerle farkli seyleri glivenli bir sekilde 6grenmenin
eglenceli bir yolu oldugunu kullanicilarina sunmalidir.

» Degisen kullanic1 profilinin yeni teknolojileri etkin sekilde ve uzun sireli
kullandig1 goriilmektedir. Kuttiphaneler bu durumu goz oniinde
bulundurmalidir.

» Yeni teknolojileri etkin kullanan ve bilen ayn1 zamanda kullanicilara
ogretebilen kutiiphanecilerin olmasi onem arz etmektedir.



Power Rangers
Megaforce

The Human Condition

Robo Knight at the Library



https://www.youtube.com/watch?v=wPe4mtR7YnQ
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