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Degerli Bilim Insanlari,

Ankara Sosyal Bilimler Universitesi Yabanci Diller Fakiiltesi dergisi World Language
Studies’in (WLS) Haziran 2024 sayisint sizlerle bulusturmanin mutlulugu igerisindeyiz.
Dergimizin bu sayisinda dort arastirma makalesi ve bir Kitap incelemesi yer almaktadir. Kazuki
OKADA tarafindan kaleme alinan “A Study on Daily Game Use by Japanese People” adli
calismada, Japonya’da 2020-2021 yillarinda oyun pazarmin gittik¢e yayginlasmasi li¢ arastirma
sorusu iizerinden incelenerek giiniimiizde ve gelecekte oyun kiiltiiriiniin Japon toplumuna
etkileri incelenmis; Kiymet Aybiike AKBAS ve Zulfiya SAHIN’in “NEP ve Kadinlarin
Kurtulusu: A. Kollontay’m "Kiz Kardes" Oykiisii Ornegi” adli arastirma makalesinde,
Aleksandra Kollontay’in “Kiz Kardes” adli Oykiisii  bigcimbilimsel, sozciikbilimsel,
karsilastirma ve edebi yontemlerle analiz edilerek, 1921-1928 yillar1 aras1 Sovyet Rusya’sinda
sosyoekonomik degisimlerin kadin yasamina etkileri ve yansimalar1 incelenmis; Mustafa
Levent YENER’in “Tiirkiye Tiirkcesinde Dolaylamalar Uzerine Bir Deneme” adl
makalesinde, 230 dolaylama yapi 6rnegi tizerinden dolaylamalarin diger kalip s6zlerden
farkliliklari; edebi eserler, yazili ve gorsel basin gibi farkli yerlerde kullanimlart incelenmis;
Mustafa AGBAHT ve Mehmet Hakki SUCIN’in “Hatay Yerlesik Arap Diyalektlerinin
Ogretimine Yonelik A1 Diizeyi Iletisimsel Materyal Tasarimi” adli arastirma makalesinde,
Arap diyalektiklerinin 6gretimine yonelik bir ilk niteliginde hazirladiklar1 “Lehcitna” adli
materyal lizerinden Arap diyalektlerine yonelik materyal tasarimi ve gelistirme siirecleri
calisilmistir; Ulas OZGUN ise, Jeffrey A. Weinstock tarafindan editorliigii yapilmis, alanda
onemli birgok makaleyi bir araya getiren The Monster Theory Reader (2020) adli kitab1

incelemis ve tanitmistir.

WLS Haziran 2024 sayisinin ¢ikarilma asamasindaki destek ve katkilarindan dolay1
ASBU Yabanci Diller Fakiiltesi Dekan1 Prof. Dr. Ismail CAKIR’a, ASBU Kurumsal Iletisim
Ofisi’ne, derginin danisma kuruluna, editdrlerimize, yazar ve hakem olarak katkida bulunan

degerli akademisyenlere tesekkiir ederiz.
Bir sonraki sayida goriismek iizere...

WLS Editor Kurulu
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Genel Kurallar

WLS’in yaym dili Tiirkce ve Ingilizcedir. Editorlerin uygun gérmesi halinde farkl
dillerden de makaleler yayimlanabilir.

Gonderilen makaleler, dil bilgisi kurallarina uygun olmalidir. Tiirk¢e ¢alismalarda giincel
Tiirk Dil Kurumu (TDK) Yazim Kilavuzu, yabanci dillerdeki yazilar i¢in o dilin dil bilgisi
kurallar1 esas alinmalidir.

Sisteme yiiklenen makalenin basinda Tiirkce ve Ingilizce 6zet ve 6zetlerin altinda 3 ila 6
tane anahtar kelime yer almalidir. Gonderilen 6zetler 200 kelimeden az olmamali ve 300
kelimeyi asmamalidir. Ana metin, sonug¢ ve kaynakea kisimlart mutlaka yer almalidir.
Ayrica, tim makalelerin sonuna genisletilmis 6zet eklenmelidir.

Dergiye gonderilen makaleler, yazar tarafindan iThenticate programinda taranmali; ve
aliacak benzerlik raporu herhangi bir filtreleme yapilmadan gonderilen makale ile birlikte
sisteme yliklenmelidir. Cok disiplinli niteligi olan WLS, benzerlik orani ile ilgili bir sinir
vermekten kaginmaktadir. Raporlarin degerlendirilmesi Editér Kurulu'na aittir.

Makale, herhangi bir tez, konferans bildirisi ya da baska bir bilimsel c¢alismadan
tiiretilmigse, makalenin basligina verilecek bir dipnotta belirtilmeli ve tiiretilen ¢aligmanin
ayrintilar1 (makale, tezden tiiretilmisse, ¢calismanin baslig1 ile birlikte tiniversite, enstitiisii,
anabilim dali ve danismanin adi; kongre veya sempozyumda yayinlanmamis bildiriyse
makalenin baslig1, sunulma tarihi, sempozyum/kongre ad1) yer almalidir.

Bir arastirma kurumu/kurulusu tarafindan desteklenen calismalarda (BAP, TUBITAK,
Kalkinma Bakanlig1 vb.), s6z konusu kurumun/kurulusun ve projenin adi, varsa, tarihi ve
sayis1 dipnotla belirtilmelidir.

Kitap tanitim ve elestiri yazilarinda, s6z konusu kitabin kapak resmi ve kiinyesi (basim
tarihi, kaginci baski oldugu, basim yeri bilgileri) bulunmalidir.

Dergimize makale gdnderen/gonderecek iiyelerin, kullanici kimlik bilgilerine ORCID
Numarasi'nt da eklemeleri gerekmektedir. ORCID ID'nin nasil alinacagi hakkinda bilgi

almak i¢in https://orcid.org/ adresini ziyaret edebilirsiniz.

Yazarlar ¢calismalarim1 yayimlanmak tlizere WLS’e gondermekle telif haklarini, Ankara
Sosyal Bilimler Universitesi biinyesindeki WLS’e devretmis olurlar. Yayimlanan
caligmalarin telif hakk: dergiye aittir ve referans gosterilmeden aktarilamaz.

WLS’de yayimlanan ¢alismalarin bilimsel, igerik, dil ve hukuki sorumlulugu yazar/

yazarlarina aittir.
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General Publication Principles

. The publication language of the WLS is Turkish and English. However, articles in different

languages can be published if the editors approve.

Submitted articles must comply with grammar rules. The studies written in Turkish should
be based on the current Turkish Language Association (TDK) Spelling Guide and articles

in foreign languages should follow the grammar rules of that language.

. At the beginning of the article uploaded to the system, there should be Turkish and English
abstracts and below them should be keywords consisting of 3-6 words. Submitted abstracts
should not be less than 200 words and should not exceed 300 words. The main text,
conclusion and bibliography parts must be included.

In addition, an extended abstract should be added to the end of all articles.

. Articles sent to the journal must be scanned by the author in iThenticate program, and the
similarity report must be uploaded to the system with the submitted article without any
filtering. Due to its multidisciplinary nature, WLS avoids placing a limit on the similarity

rate. Evaluation of the reports belongs to the Editorial Board.

If the article is derived from a thesis, conference paper or from other scientific studies, it
should be indicated in a footnote to the title of the article and the details of the derived study
(if the article is derived from the thesis, the title of the study, along with the name of the
university, institute, department and advisor; if the paper is not published in the symposium
or congress the title of the article, the date of presentation, the name of the symposium /

congress) should be included.

. In studies supported by a research institution (BAP, TUBITAK, Ministry of Development,
etc.), the name of the institution / organization and the project and the date should be

indicated in a footnote.

In the book introductions and reviews, the cover image and tag (date of publication, edition,

place of publication) of the book in question should be included.

Members who send/will send articles to our journal must add their ORCID Number to their
user identification information. You can visit https://orcid.org/ for information about how
to get ORCID ID.
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10. By sending their works to our journal for publication, authors transfer their copyrights to
WLS. The copyright of the published works belongs to the journal and cannot be used

without giving reference.
11. Scientific, content-wise, and legal responsibility of the studies published in WLS belongs

to the author (s).
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Yazim Kurallar
1. Makale Microsoft Word ortaminda A4 kagidi formatinda yazilmalidir.

2. Kagit diizeni soldan ve sagdan 2,5 cm yukaridan ve asagidan 2,5 cm olacak sekilde

ayarlanmalidir.

3. Makalenin tiimii (yazar bilgileri, makale adi, 6zet, girig, bagliklar, sonug, kaynakga)
“Times New Roman” yazi tipinde 12 punto ile yazilmali ve ¢aligmalar sag alt koseye

sayfa numarasi eklenerek gonderilmelidir.

4. Ozel bir yaz1 tipi kullanilmis yazilarda, yazar gonderi dosyasina dzel yazi tipi dosyasini

eklemelidir.

5. iIk baslik metnin yazildig1 dilde, 13 punto, ikinci baslik/basliklar 12 punto, tamami

biiylik harflerle, ortalanarak ve koyu yapilarak yazilmalidir.

6. Ana baslik ve alt baslhklar, gerekli goriilmesi durumunda 1, 1.1, 1.1.2, 1.3, 1.4

seklinde numaralandirilmalidir.

7. Tablo, resim ve sekiller sayfanin digina tasmamali ve i¢indeki yazilar 10 punto ve tek
satir araliginda olmalidir. Sekil ve tablolar numaralandirilmali ve igeriine gore

adlandirilmalidir.

8. Kaynak gostermede kullanilan format, APA (American Psychological Association)
olarak belirlenmistir. Alintilamalarda ve kaynak¢a kisminda yazarlar, Amerikan
Psikoloji Dernegi’nin yayimladigi Amerikan Psikoloji Dernegi Yayim Kilavuzu’nda
belirtilen yazim kurallarint ve formatim1 takip etmelidir. Ayrintili bilgi icin

bakimiz: http://www.apastyle.org/learn/tutorials/basics-tutorial.aspx. APA 6'nin

Tiirkge terclimesi i¢in liitfen tiklayiniz.

9. Kisaltma kullanimlarinda Tiirk Dil Kurumu Kilavuzu’nda yer alan kurallar esas

alinmalidir.

10. Dipnotlar, sadece yapilmasi zorunlu agiklamalar i¢in kullanilir ve MS Word
programinda “Basvurular > Dipnot Ekle” komutuyla eklenir. Buradaki atiflar da
parantez icinde yazarin soyadi, eserin yayin yili ve sayfa numarast gelecek sekilde
diizenlenmelidir. Ornek: (Yilmaz, 2017, s. 13). Dipnotta kullanilan eser/eserler

kaynakcaya da eklenmelidir.


http://www.apastyle.org/learn/tutorials/basics-tutorial.aspx
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11. Alintilar tirnak i¢inde verilmeli; bes satirdan az alintilar satir arasinda, bes satirdan
uzun alintilar ise satirin sagindan ve solundan 1.5 cm igeride, blok halinde ve 1,5 satir
aralig1 ile 1 punto kiigiik yazilmalidir. Metin i¢inde gondermeler, parantez i¢inde

asagidaki sekilde yazilmalidir.

Almtilar: Makalede birebir yapilan alintilar tirnak i¢inde verilmeli ve alintinin sonunda

kaynagi parantez icinde APA kurallarina gore belirtilmelidir.

Kagit Boyutu A4 Dikey
Ust Kenar Bosluk 2,5cm
Alt Kenar Bosluk 2,5cm
Sol Kenar Bosluk 2,5cm
Sag Kenar Bosluk 2,5cm
Yazi Tipi Times News Roman
Yazi Tipi Stili Normal
Yazi Boyutu (normal metin) 12
Yazi Boyutu (dipnot metni) 10
Tablo-grafik 10
Paragraf Girintisi (Ilk Satir) lcm
Paragraf Aralig Once 6 nk, sonra 0 nk (Tablo ve
grafiklerde 6nce ve sonra 0 nk)
Satir Araligi (1,5
Kaynakga Asili ve girinti 0,63 cm, Hizalama: Her iki
yana yasla, Aralik 6nce 6 nk, sonra 0 nk,
satir araligi 1,15 cm.
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Author Guidelines
The article should be written in Microsoft Word environment in A4 paper format.

The paper layout should be set as 2.5 cm from the left and right and 2.5 cm from the

bottom.

The entire article (author information, article name, abstract, introduction, titles,

conclusion, bibliography) should be written in "Times New Roman" font with 12 pt.

For articles with a special font, the author must add the special font file to the

submission file.

The first title should be written in the language in which the text is written, in 13 pt.,
the second heading / headings in 12 pt., all capital letters, centered and bold.

The main heading and sub-headings can be numbered up as 1, 1.1, 1.1.2, 1.3, 1.4 if

deemed necessary.

Tables, pictures and figures should not extend beyond the page and the in-texts should
be 10 pt. and single line spacing should be used. Figures and tables should be numbered

and named according to their content.

The format used for citing references is designated as APA (American Psychological
Association). In the citations and the bibliography, the authors should follow the
spelling rules and format specified in the American Psychological Association's
Publication Guide published by the American Psychological Association. For detailed
information, see: http://www.apastyle.org/learn/tutorials/basics-tutorial.aspx. Please
click here for the Turkish translation of APA 6.

In the use of abbreviations, the rules in the Turkish Language Association Guide

should be followed.

Footnotes are used only for mandatory explanations and are added through
“References > Insert Footnote” command in MS Word program. The citations should
be arranged in a way that includes the author's surname, publication year and page
number in parentheses. Example: (Y1lmaz, 2017, p.13). The work / works used in the

footnote should also be included in the bibliography.

Quotations should be given in quotation marks; quotations less than five lines should

be written between lines, and quotations longer than five lines should be indented 1.5

xii
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cm from the left and the right margin, in block form with 1.5 line spacing and 11 type
size. References in the text should be written in parentheses.

Quotations: Direct quotations in the article should be given in quotation marks and at

the end of the quotation, the source should be indicated in brackets according to APA

rules.

Paper Size A4 Vertical

Top Margin 2,5¢cm

Bottom Margin 2,5cm

Left Margin 25cm

Right Margin 2,5cm

Font Times News Roman

Font Style Normal

Type Size (Regular Text) 12

Type Size (Footnote Text) 10

Table-graphic 10

Paragraph Entry (First Line) lcm

Paragraph Spacing Before 6 nk, after 0 nk (Table and
graphic — before and after 0 nk)

Line Spacing (1,5)

References Hanging and indentation 0.63 cm,
Alignment: Justify, Range before 6 nk,
then 0 nk, line spacing 1.15 cm.
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Telif Hakki Politikasi

Yayimlanmak iizere kabul edilen yazilarin biitiin yayin haklart WLS’e ait olup yayincinin izni

olmadan kismen veya tamamen basilamaz, cogaltilamaz veya elektronik ortama taginamaz.

Burada belirtilmeyen hususlarda karar yetkisi, WLS Yayin Kurulu’na aittir. WLS’de
yayimlanan c¢alismanin bilimsel ve hukuki her tiirlii sorumlulugu yazarina ya da yazarlarina

aittir.

oS0

WLS’de yayimlanan makalelerin telif hakki Creative Commons Atif-Gayriticari-Tiiretilemez

4.0 Uluslararasi Lisans1 (CC BY NC ND) ile lisanslanmistir. Bu lisansa gore eser dergiye atif

verilerek indirilebilir ya da paylasilabilir ancak degistirilemez ve ticari amagla kullanilamaz.

Yayimlanan makaleler i¢in yazara telif licreti 6denmez.

Copyright Policy
All publication rights of the articles accepted for publication belong to WLS and they cannot
be partially or completely printed, reproduced or transferred to the electronic environment
without the permission of the publisher.

The decision-making authority on matters not mentioned here is the WLS Editorial Board. All
scientific and legal responsibility of the work published in the WLS belongs to the author or
authors.

OO0

The copyright of the articles published in the WLS is licensed under the Creative Commons
Attribution-Non Commercial-No Derivatives 4.0 International License (CC BY NC ND).

According to this license, the work can be downloaded or shared with reference to the journal,
but cannot be changed and used for commercial purposes. No royalty fee is paid to the author

for published articles.

Xiv
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Ozet

Japonya'da yerel oyun pazarinin biiytikligi 2020 ve 2021 yillarinda iki trilyon Japon yenini
ast1. Japonya'da oyun oynayan niifusun 55,35 milyon yani toplam niifusun yaklasik yarisi
oldugu soylenmektedir. Bu veriler Japonya'da oyun oynamanin ¢ok aktif hale geldigi
gostermektedir. Bu caligmada oyunlarin Japonya'da neden bu kadar aktif bir sekilde
kullanilmaya baglandig1 sorusunu agikliga kavusturmak icin asagidaki ii¢ aragtirma sorusu
belirlenmis ve incelenmistir. (1) Japonya'da oyunlar nasil yayildi?; (2) Japon halki oyunlardan
ne bekliyor?; (3) Oyunlar gelecekte Japonlar ig¢in nasil bir varliga sahip olacak? Birinci
arastirma sorusunda Japonya'daki oyun tarihinin incelenmesine odaklanilmigtir. Sonug
olarak, teknolojik yeniliklerin oyunlar1 kullanicilar i¢in daha tanidik bir alana getirdigini ve
oyun oynamay1 kolaylastirdig1 sdylenebilir. kinci arastirma sorusunda oyun kullanicilarmin
tercihleri ve oyun oynamaktan kopma nedenleri arastirilmistir. Bireysel tercihler kisiden
kisiye farklilik gostermekle birlikte bir oyunla ilgili aktif bir toplulugun varliginin veya
yoklugunun, belirli bir oyuna verilen destegin uzun O6miirlii olmasinda bir faktér oldugu
sOylenebilir. Bagka bir deyisle, kullanicilar oyunlardan sadece oyun igerigi degil, ayni
zamanda bagkalariyla baglanti kurmay1 da bekler hale gelmistir. Ugiincii arastirma sorusunda
oyunlarin egitim amach kullanimi, yasam tarziyla ilgili uygulamalar, ¢cevrimi¢i hizmetlerin
kullanimi, azalan dogum orani ve yaglanan niifus gibi g¢esitli konularla oyunlar
birlestirildiginde oyunlarin gelecekte nasil kullanilmas1 gerektigi tartisilmistir. Bu tartigmalar
dogrultusunda, oyunlarin Japonya'da nasil popiilerlik kazandigi ve gelecekte nasil ele
almacagi agikliga kavusturulmaya cgalisilacaktir.

Abstract

In Japan, the size of the domestic game market exceeded 2 trillion yen in both 2020 and 2021.
The gaming population in Japan is said to be 55.35 million, or about half of the total
population, and it can be pointed out that the use of games in Japan is becoming very active.
To clarify the question of why games have become so actively used in Japan, the following
three research questions were set and examined. (1) How did games spread in Japan?; (2)
What do Japanese people want from games?; (3) What kind of presence will games have for
the Japanese in the future? In research question 1), the discussion centered on a survey of the
history of games in Japan. As a result, we pointed out that technological innovation has
brought games into a more familiar space for users and made it easier for them to play games.
Research question (2) investigated game users' preferences and the causes of their
disengagement from game playing. While individual preferences differ from person to
person, it was pointed out that the presence or absence of an active community related to a
game is a factor in the longevity of support for a particular game. In other words, users have
come to expect not only game content but also connections with others from games. In
research question (3), we combined games with various topics, such as educational use of
games, lifestyle-related applications, use of online services, and the declining birthrate and
aging population, and discussed how games should be used in the future. Through these
discussions, we will clarify how games have gained popularity in Japan and how they will be
treated in the future. The research method will be the so-called narrative review, in which
prior research and case studies that are considered to correspond to each research question
will be collected, organized, and discussed by the author.
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1. INTRODUCTION!?

In 2020, numerous industries were impacted by the global pandemic caused by a new
novel coronavirus. However, according to a report from the Ministry of Economy, Trade and
Industry (2021), some industries experienced positive effects due to lifestyle changes and
increased sales. One such industry was the video game software industry. In April 2020, Japan
declared a state of emergency, urging the public to avoid unnecessary outings and adopt
preventive measures such as using online apps for shopping and working from home whenever
possible. Amidst this atmosphere of self-restraint in Japan, video games (hereinafter referred to

as "games") managed to meet the demands of a substantial number of people.

The Nintendo Switch game "Animal Crossing: New Horizons™ was launched in March

2020, a month prior to the declaration of the state of emergency, and achieved sales of over 20

million copies within its first year of release according to a report in Famitsi.com (7 7 i

.com) (2020). According to Famitsi.com (7 7 3 i#.com) (2022) the domestic gaming

population in 2021 amounted to 55.35 million, with the domestic gaming market size surpassing
2 trillion yen. Consequently, the Japanese industry growth prospects remain promising. As

such, games play a significant role in the Japanese industry.

According to population estimates published by the Ministry of Internal Affairs and
Communications (2024), Japan's population as of January 2024 is approximately 120 million.
The gaming population of 55.35 million means that about 46 percent of the total population of
Japan is accounted for by the gaming population. Moreover, focusing solely on mobile games,
the Game Age Research Institute, Inc. (2023) reported the average monthly cumulative game
playing time by age group in 2022 as follows: 37.5 hours for teenagers, 32 hours for those in
their 20s, 38.7 hours for those in their 30s, 43.4 hours for those in their 40s, 42.7 hours for those
in their 50s, and 40.2 hours for those aged 60 and above. Considering only the time spent on
mobile games, all generations, on average, play games for more than one hour daily. By
examining the recent market size of the gaming industry, the number of gamers, and the time
spent gaming each month, it becomes evident that games have firmly embedded themselves

into the daily lives of countless Japanese-people. The question arises like this: Why have games

11 would like to thank the staff of the Department of Oriental Languages at the University of Nevsehir Hac1 Bektas
Veli for giving me the opportunity to write this paper and for their generous support regarding the rules of writing.
Finally, I would like to express my utmost gratitude to Brad Smith and Davy Claude and Nikola Kovacevi¢ for
their gentle corrections and comments on my English text.
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become such an integral aspect of Japanese people's lives? This paper aims to explore the
connection between games and the daily lives of Japanese people through the following three

research questions:

(1) How did games spread in Japan?

(2) What do Japanese people want from games?

(3) What kind of presence will games have for the Japanese in the future?

A plethora of papers and materials concerning games in Japan exist. We will systematically
organize this information, drawing upon prior research and various survey outcomes, in order

to address these research questions.
2. THE HISTORY OF JAPANESE GAMES

First, let's delve into the initial research question, "How did games spread in Japan?"
How and when did the diffusion of games occur in Japan? What chronological and influential
factors contributed to shaping the contemporary use of games? We aim to discern pivotal
elements by surveying the historical progression of games in Japan. In Kobayashi's study
(2017), the history of the game industry is categorized into three overarching periods: the 1970s,
the 1980s to early 1990s, and the late 1990s and beyond.

2.1. ARCADE GAMES IN THE 1970s

The initial epoch, the 1970s, is characterized as the "dawn of arcade games" by
Kobayashi (2017), marking the era when games began gaining widespread recognition in Japan
(p. 22). A landmark was Taito's launch of the seminal arcade game "Space Invaders" in 1978,
which triggered an immense nationwide frenzy. This game is a shooter where players control a
beam cannon to shoot down enemy characters descending from the top of the screen. Several
anecdotes underscore the game's popularity. According to Computer Entertainment Supplier's
Association (2013), "Space Invaders” sold 2.6 billion yen in just one day in 1979. In THE
SANKEI SHIMBUN (2018), Ishii, who was in charge of "Space Invaders™ sales at the time,
humorously describes the popularity of the game at the time, saying that a coin case that was
supposed to hold about 1,000 coins was overflowing with 100 yen coins, and that the weight of
the car carrying the coins once caused the coins sold to tip backward. Nakamichi (2008)
identifies two significant factors propelling the growth of Japanese video games during this
invader boom. Firstly, it motivated other companies to enter arcade game development, laying

the foundation of the some of the future giants of the industry. Following "Space Invaders;"
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other studios such as SNK, Irem, and Sammy Industries, initiated their own arcade game
production, enriching the diversity of software available. Secondly, it led to a surge in the
number of game arcades. Up to that point, most arcade games were priced at 100 yen for two
plays. However, "Space Invaders™ established a single play costing 100 yen, boosting profits

and contributing to the rise of game centers solely dedicated to arcade games.

The immense popularity of "Space Invaders” in 1978 brought games to public attention,
ushering other companies into game development and leading to a proliferation of game

centers.
2.2. HOME VIDEO GAME PROLIFERATION IN THE 1980s AND EARLY 1990s

The second phase, spanning the 1980s to the early 1990s, is termed the "home video
game diffusion era” by Kobayashi (2017, p. 22). A pivotal event during this period was
Nintendo's introduction of the "Family Computer" home video game console in 1983. THE
SANKEI SHIMBUN (2023) reported that the Family Computer sold a total of 61.91 million
units, including overseas versions, laying the foundation for a blossoming video game culture.
In 1985, Nintendo launched "Super Mario Bros." To gauge the era's focus on games, Mouri's
research (2021) is illustrative. Mouri (2021) examines publications for elementary school
students like Shogakukan's "Shogaku Ichinensei” and "Shogaku Rokunensei,” noting a
significant shift in the number of pages dedicated to game articles around 1984 (p. 27). For
instance, "Shogaku Ichinensei” had zero game articles until 1984, but by 1986, around 200-
page game articles per year were featured. In "Shogaku Rokunensei," the number of articles on
games in 1984 was about 50 pages per year, but by 1986, the number exceeded 250 pages per
year. Nakamichi (2008) contrasts home video game consoles during this period with arcade
games, citing limitations in color range, sprites displayed, and memory capacity. Thus, despite
the NES' popularity, players would still frequent arcades for more visually impressive games.
Nakamichi (2008) also highlights the emergence of PC games too, capable of accommodating
longer gameplay types like adventure games, simulation games, and RPGs. PCs, though
costlier, attracted a relatively older consumer base seeking gaming experiences beyond the

arcade.

The release of the Family Computer in the mid-1980s marked a significant shift,
enabling people to play games from their homes. Yet, the platform restrictions favored arcade

games for expressive gameplay. Concurrently, PC games catered to longer, more intricate
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gaming experiences. Throughout this period, home video games, arcade games, and PC games

evolved separately to meet diverse consumer demands.

Later, in 1993, 3D graphics-based arcade games like "Ridge Racer" and "Virtua Fighter"
emerged. In 1994, SCE (now SIE) unveiled the PlayStation home video game console. This era

saw a rise in games emphasizing realistic graphics and 3D graphics utilization.

2.3. HIGH-PERFORMANCE HOME VIDEO GAME CONSOLES AND THE
EMERGENCE OF MOBILE PHONE GAMES IN THE LATE 1990s AND BEYOND

The third period, the late 1990s, is denoted by Kobayashi (2017) as the era of "high-
performance game consoles and mobile phone games” (p. 23). The foremost significant event
during this phase was the introduction of the PlayStation 2 (hereafter referred to as "PS2") home
video game console by SCE in 2000. The PS2 not only offered even more realistic graphic
rendering but also facilitated internet connectivity by 2002. It was during this time that "online
games,” enabling multiplayer participation via the internet, solidified their place as a game
genre in Japan. A notable example is the release of "Resident Evil: Outbreak™ in 2003, designed
to capitalize on online features. In this game, players select one of eight citizen characters and
cooperate to complete missions. Each character possesses distinct attributes, promoting
cooperative gameplay where players strategically combine these characteristics for efficient
mission completion. While games incorporating online elements were already present before
2000, the number of online games originating in Japan increased significantly due to the PS2's
integration of internet capabilities. In 2002, "Final Fantasy 11" was introduced. As the first
MMORPG in the series, it enabled multiple players to engage simultaneously in online

adventures.

Concurrently, the rapid proliferation of cell phones occurred. According to a report by
EXLINK CO.,LTD. (2014), the penetration rate in 2002 was 55.7%. Ever since then, cell
phones have continued to grow in popularity, and in 2013 the cell phone penetration rate
exceeded 100%. The emergence of "social games" around 2007 instigated a transformation in
the mobile phone game market. Many of these social games operated on a model wherein basic
play was free, while additional fees were charged for game features enhancements. A
noteworthy boost came from the introduction of the "Gacha" system, allowing users to pay for
priority access to items advancing gameplay. Previously, in "buy-one-get-one-free” game apps,

the opportunity to collect fees was limited to one per player at the time of app purchase.
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However, the "Gacha" and other fee-based systems provided apps with multiple chances to

collect fees from a single player.

According to Logitech (2022), smartphones began to gain recognition in Japan around
2008. They boasted greater functionality than conventional cell phones and offered more
flexibility in software development. The release of the smartphone game "Puzzle & Dragons"
by GungHo Online Entertainment in 2012 achieved remarkable success. IRBANK "GungHo
Online Entertainment, Inc. corporate performance™ (2024) reveals a sales increase from 25.8
billion yen in 2012 to 163 billion yen in 2013, marking a 531% surge from the previous year
— an evident impact on the company's business. "Puzzle & Dragons" adopted the "free-to-play
with in-app purchases” model, prompting other companies to subsequently launch smartphone

game services.

In the realm of PC gaming, the most prominent service is ""Steam," which originated in
2003. It serves as a platform for downloading and selling PC games, software, and streaming
video. It supports multiplayer games, user interaction, and various other features. Users can
install and use Steam to purchase a wide array of PC game software online. The platform
includes numerous console ports, such as the "Persona" and "Dragon Quest" series,
strengthening the PC's standing as a gaming platform. An article in "AUTOMATON" (2022),
highlights that Japanese users were relatively scarce until a few years ago. However, Valve's
monthly "Steam Hardware & Software Survey" (2024) confirms the language usage of Steam
users, and the percentage of users with Japanese language settings has gradually increased from
0.56% in March 2022 to 2.34% in April 2022. 34% and 2.82% in June 2023." AUTOMATON"

(2022) summarizes this trend as "PC gaming culture spreading in Japan."
2.4. IMPACT OF INFECTIOUS DISEASES

One factor that has accelerated the use of video games among the Japanese in recent
years is the impact of the new coronavirus. According to an article on Nippon.com (2021),
Japan's first emergency declaration regarding the new coronavirus was issued on April 7, 2020,
when 87 new cases of the virus appeared in Tokyo. A second emergency declaration was issued
on January 8, 2021, but the number of new cases had increased to 2,447 on January 7, the day
before. During this period, various disruptions spread, including the Ministry of Education,
Culture, Sports, Science and Technology (2020) notifying all schools in Japan to close

temporarily on February 28, 2020.
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How has this confusion affected the use of games by the Japanese public? The results
of a "Surveys on Games" conducted by marketing research firm Cross Marketing (2021) offer
a glimpse. The "Surveys on Games" was conducted in August 2021 via Internet research,
targeting 2,195 men and women aged 15-69 throughout Japan. The survey also includes a
"Smartphone Games™ section and an "e-Sports™ section, but this time we will focus on the
"Consumer Games" section, which provides the most detailed description of the effects of the
new coronavirus before and after. 688 respondents reported playing consumer games at least
once during the year up to August 2021.

The "Surveys on Games" asked these 688 respondents whether there were any changes
in "game playing time" and "spending on games" before and after the period of the coronavirus
epidemic. As for "game playing time," 36% of the 688 respondents answered that their game
playing time had increased since the coronavirus epidemic, while 5% answered that their game
playing time was longer before the coronavirus epidemic. Regarding "spending on games," 29%
of the 688 respondents indicated that their spending had increased since the coronavirus
epidemic, while 6% of the respondents indicated that their spending had decreased since the
coronavirus epidemic. Thus, the coronavirus outbreak can be viewed as having increased
people’s game playing time and stimulated consumer game purchasing behavior. In the
"Surveys on Games," it was noted that these results may have been since the outbreak of the
new coronavirus made it difficult for people to leave the house for extended periods of time,
and they sought entertainment that could be used inside the house. In "1. Introduction” of this
report, I mentioned that " Animal Crossing: New Horizons " sold more than 20 million copies
in one year, and the release date of this title was March 20, 2020. The period coincided with a
period of self-restraint from going out due to the new coronavirus outbreak, and this could be
considered as an example of how people's attention was drawn to new games that could be
played at home during the period of self-restraint. Thus, we may see that the unexpected and
sudden event of infection has increased people's exposure to the game.

GameWith, Inc. (2021) conducted an online survey of 485 male and female gamers
nationwide during the Corona Disaster period to find out how the act of playing games had
affected them. The survey found that teenagers spent more time playing games, and that "stress
relief" was the most commonly cited benefit of game playing. Of particular note in this survey
is the question, "Have you ever felt that gameplay has helped relieve feelings of loneliness or
isolation?” The question "Have you ever felt this? To this question, 69.7% of the respondents

answered "Yes, | feel it or have felt it. It is easy to imagine that more and more people feel a
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sense of loneliness at this time of year when they are forced to refrain from going out and cannot
easily meet with others. The results suggest that games were useful as a countermeasure against
such feelings of loneliness. What specific aspects of the game helped counteract loneliness was
not clarified in this survey. However, when asked, "With whom did you start playing new games
under the Corona Disaster situation?" 21.4% said "friends" and 17.5% said "social media or
online buddies. When asked if they had developed new friendships through games, 51.5% of
the respondents answered "yes. The inference may be drawn from this that game playing was
used as a tool to activate communication with others and to build new relationships, thus helping

to counteract feelings of loneliness.
2.5. SUMMARY

Addressing the research question "How did games spread in Japan?" and reviewing
the journey from the 1978 invader boom to the contemporary surge in social games, we observe
the emergence of diverse platforms, game software, and genres, accompanied by evolving ways
of engaging with games. However, it's evident that alongside diversification, significant
changes occurred across three pivotal parts at various milestones. These parts encompass (1)
innovations in information technology, (2) the spatial context of game use, and (3) the methods
of monetization. For instance, with the advent of "Space Invaders” in 1978, game machines
were mainly found in specific locations like game arcades and coffee shops, accompanied by a
standard 100 yen per play fee. When the family computer was introduced in 1983, players were
able to enjoy games at home and pay for the console and game software. By 2002, with the
PS2's introduction of internet connectivity and subsequent online home video gaming
proliferation, players could access online games not only through software purchases but also
by subscribing to a fixed monthly fee. This transition facilitated online gameplay, transforming
the way games were experienced. As social games gained traction in the late 2000s to 2010s
via mobile phones, gaming became possible virtually anywhere and anytime, even offering free
basic play options. However, players had the choice to make in-game purchases for
enhancements or advantageous elements, effectively monetizing the gaming experience.

Moreover, the integration of communication elements enhanced the gameplay.

Each technological innovation heightened the allure of games, positioning them
seamlessly into users' daily lives. Through these evolutionary stages, it's evident that games
have transitioned into an accessible and integral aspect of the lives of Japanese individuals. We
can also point to the effect of the sudden, but worldwide, outbreak of infectious diseases, which

also reduced people's outings and made them turn their attention to gaming.
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3. WHAT DO JAPANESE PEOPLE WANT FROM GAMES?

Next, we aim to delve into the second research question: "What do Japanese people
want from games?" Following that, we will further investigate this second research question,
delving into the intricate range of demands from the Japanese population and how games fulfill
these diverse expectations.

3.1. TRENDS IN PREFERENCES OF MEN AND WOMEN

It is evident that individual preferences vary, but the primary objective of this section

is to identify trends in users' gaming habits.

Nishikata (2011) conducted a survey involving 372 first-year college students at the
university where he was employed. The aim was to explore differences in game preferences
and developmental changes between genders. The survey received a response rate of 80.4%,
with 104 male and 195 female participants. The survey encompassed two main inquiries: (1)
favored game genres and (2) the frequency of game playing during different life stages—Ilower
elementary school, upper elementary school, junior high school, high school, and college. For
(1), various game genres were classified into nine categories, and respondents selected from
four options: "love,” "like," "neither like nor dislike,” and "do not play." Nishikata (2011)
summarized, "It appears that men lean toward games with battle elements, whereas women
prefer games with relatively peaceful themes, like rhythm games or simulation games” (p. 212).
Regarding (2), the survey spanned five time periods and assessed how frequently participants
engaged in gaming. Respondents chose from four categories: "Almost every day,"” "Two to
three times a week," "Occasionally," and "Not at all." The findings indicated that both male and
female upper elementary school students were more likely to answer "played almost every day"
or "played 2 to 3 times a week." The total for male was 80.8%, whereas for females, it was
51.8%. However, the percentage of both genders playing games decreased as they advanced
through junior high school, high school, and college. For instance, during college years, 17.3%
of males and 7.2% of females responded that they played "almost every day" or "2 to 3 times a
week." Nishikata (2011) attributed this decline to changing living conditions, stating, "Due to
evolving living environments and shifting interests, individuals allocate less time to video

games, leading to a relative decline in interest” (p. 211).

Mynavi Corporation (2024) also surveyed college students between the ages of 18 and
23 about their favorite game genres, how long they play games, and how they gather

information about games. The survey was conducted online, and 304 valid responses were
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received. The survey revealed that about half of the respondents play games almost every day,
with men spending "1 to 2 hours" and women "30 minutes to less than 1 hour™ per day. The
favorite game genres varied by gender, with "sports games,” "action games,” and "RPGs"

ranking first, second, and third, respectively, for males, while "puzzle games,” "music games,"
and "simulation games" ranked first, second, and third, respectively, for females. Social media
was the number one means of gathering information about games for both men and women,
and about half of both male and female users seemed to learn about new products through social
media. Smartphones ranked first as the device used to play games at 80.3%, followed by
Nintendo DS at 31.9% and PlayStation 4 at 12.5%. The first-place smartphone usage rate is

overwhelming, far ahead of the second place.

To ascertain the preferences of users of all ages other than college students, the results
of a survey conducted by Nippon Research Center Ltd. (2020) may be helpful. The survey was
conducted online and collected 10,944 responses. The survey targets men and women aged 15
and older throughout Japan, with the survey results presented in the following age groups: "29
and under," "30s," "40s," "50s," and "60s and older. The questionnaire item was "Games | like
and would like to play," and respondents were asked to choose from among 10 game genres,
including RPGs, action games, and puzzle games. Action games ranked first among male
respondents aged 29 and under. RPGs ranked first among males in their 30s, 40s, and 50s.
Board games ranked first among males in their 60s and older. Although the genres preferred by
males varied somewhat by age group, they generally preferred RPGs. For women, puzzle games
were the top choice for all ages, showing a clear trend. For men, puzzle games were ranked
second in the 40s and 50s, indicating that puzzle games are a relatively popular game genre, but
they tend to be preferred by women in particular. The tendency for puzzle games to be preferred
by women also overlaps with the results of the survey conducted by Mynavi Corporation
(2024).

Specifically, these surveys do not tell us what aspects of RPG and puzzle games grab
users' attention, or what specific works they like. We hope that this information can be
recognized only as a rough indication of users' preference trends and gender differences.
However, the results of the Mynavi Corporation (2024) survey indicate that gameplay via
smartphones is becoming mainstream. The popularity of puzzle games could be attributed to
the widespread use of smartphones as a device. To consider the relationship between
smartphones and puzzle games, let's look at the results of a survey on game applications
conducted by STS DIGITAL, Inc (2024). Aucfan Co., Ltd. was also involved in this study.

10
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The survey was conducted online and was answered by 2,413 men and women between the
ages of 20 and 60. The question asked, "Have you ever installed a game application on your
smartphone?" 57.7% answered "Yes" and 42.3% answered "No," indicating that more than half
of the respondents have downloaded game applications to their smartphones. When asked
which game genres they had installed on their smartphones, 59.7% of respondents selected
puzzle games, 27.9% selected nurturing games, and 25.1% selected RPGs. Furthermore, when
asked what they consider most important when selecting a game application, the top answer
was "game genre," at 36.6%. This survey indicates that puzzle games are likely to be adopted
when users play games on their smartphones, and that there is some affinity between puzzle
games and smartphones. The tendency that women tend to prefer puzzle games was confirmed
earlier, but the factors are not limited to the game genre itself; it may be necessary to pay

attention to the characteristics of the smartphone device as well.

3.2. DISPARITIES IN GAME IMMERSION BETWEEN COLLEGE STUDENTS AND
GENERAL ADULTS

Yamamoto, Soga, and Menant (2022) identified "immersion™ as a motive for playing
games. To gauge immersion, they introduced a Japanese version of the Game Engagement
Questionnaire (GEQ), a multidimensional scale assessing immersion tendencies in games. This
survey was conducted to university students and the general adult population, involving 289
university students (194 males and 95 females) and 559 general adults (276 males and 283
females). Participants were queried about the Japanese GEQ, their weekly game playing
duration, and their top three favorite game titles. For the scope of this study, “"games"
encompassed all forms of media including video games, mobile games, smartphone

applications, and PCs.

The average weekly game playing time for college students and general adults was
433.39 minutes and 379.87 minutes, respectively. The GEQ outcomes revealed that college
students exhibited higher levels of "immersion,” including aspects like "playing games for
longer than intended” and "losing track of time during gameplay.” Interestingly, college
students' preferred game titles spanned home console games such as "Winning Eleven,"
"Pikmin," and "Super Smash Bros." Additionally, games with multiplayer or cooperative
elements like "Mario Party,” "Mario Kart,” and "Bomberman" were frequently cited.
Conversely, among the general adult population, games offering a rich narrative, such as
"Harvest Moon" and "Touken Ranbu," resonated deeply with the high immersion group. Those

11
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with low immersion gravitated towards titles with less intricate storylines, like "Candy Crush"

and "Solitaire."

From this study, Yamamoto et al. (2022) made two notable observations. Firstly,
compared to college students, general adults tend to exhibit lower immersion levels in games.
This discrepancy may stem from the greater scheduling flexibility that college students,
enabling them to regulate their gaming time more effectively compared to adults possess.
Secondly, the favorite game titles of college students did not differ significantly between the
high and low immersion groups, but the high immersion group of general adults tended to prefer
games with a strong storyline, while the low immersion group preferred games with a weak
storyline. It can be interpreted that the high immersion group prefers games with strong stories
because they play games seriously, while the low immersion group prefers easy games because

they play games only to pass the time.
3.3. FACTORS BEHIND DISENGAGEMENT FROM GAMEPLAY

Up to this point, we have reviewed prior studies to ascertain the game-playing time
and preferred game genres and game titles of people from different walks of life. Conversely,
what prompts individuals who once indulged in gaming to discontinue playing? Endo and
Mikami (2020) undertook a study on "disengagement” from internet-based gaming. This study
comprised two parts, with the initial segment garnering responses from a total of 1553 men and
women. Participants were asked to outline the reasons for their departure, leading to the
extraction of 64 factors. Subsequently, these 64 factors were classified into 14 overarching
grounds for discontinuation. The second phase of the survey engaged 2417 men and women,
prompting them to identify which of the 64 reasons applied to their situation. Endo and Mikami
(2020) identified six primary factors that exhibited a high withdrawal rate overall (pp. 18-19).
These factors encompassed: (1) external factors such as "I've transitioned to a new lifestyle that
doesn't accommodate gaming," (2) issues concerning the difficulty level, such as "The difficulty
setting is unsuitable,” (3) aspects related to in-game purchases, (4) considerations about level
design like "I feel burdened by unnecessary tasks,” (5) factors pertaining to gameplay
mechanics, such as "requires intricate button mashing," and (6) factors linked to interpersonal
dynamics, including "dissatisfaction with the in-game community's quality.” The most
commonly cited reasons for game departure were: (1) disruptions in gaming routines and (2)
life changes such as marriage and parenthood. Instances of users leaving games due to changes

in personal circumstances, rather than game content itself, were prevalent.

12
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3.4. CONTRIBUTIONS OF GAMES

Hitherto, we have discerned individual playtime and preferences among distinct user
groups such as gender and generation. While discernible trends emerged, substantial individual
variations persisted. Additionally, upon examining the reasons behind game abandonment, it
was evident that external factors, like shifts in personal circumstances, often played a role.
Amidst this complex landscape, it's crucial to consider what game creators provide users

through their offerings.

Kawasaki (2015) highlights that the introduction of gaming consoles in coffee shops
circa 1980 aimed to provide a "novel form of entertainment for office workers, enhancing their
brief respites and facilitating a smooth transition to the workday ahead™ (p. 9). Nakamichi
(2008) states that "from the mid-1980s, game centers began to function as places for players to
exchange information and create a salon-like atmosphere, " indicating that game centers have

matured as a type of community (p. 101).

Nojima (2008) surveyed MMO users to discern "contributing factors to revenue in
MMOs" and categorized these into “"communication,” "growth,” and "identity".

"Communication" encompasses elements like "friendship," "belonging," and "guidance” (p. 50)
"Growth" involves attributes such as "progress,” "comparison,” "advancement,” and
"achievement.” Lastly, "identity" entails aspects like "expression,” "ideal,” "recognition by
peers," and "personality.” Nojima (2008) maintains that incorporating mechanisms stimulating
these three factors could foster long-term user engagement and enhance revenues (pp. 53-54).
Nojima (2012) further investigated user behavior in the context of the "free-to-play and paid
services" revenue model commonly adopted by social games, focusing on the differences
between paying and free users. Notably, this study concerned COGs (Casual Online Games),
not MMOs. Noteworthy findings include the tendency of paid users to exhibit high community
orientation in PC gaming and greater satisfaction among paying users compared to free users.
As a result, although the conditions for paid use were not clear among mobile game users,
among PC game users, the characteristics of paid users appeared to be highly community-
oriented and frequent users. Nojima (2012) also includes the results of a corporate interview
survey conducted by Nojima in 2010 (pp. 84-86). Participating in this interview were the
general managers of business headquarters and new business development promotion offices
of companies that were deploying COG on both PC and mobile devices at the time. First, the
COG providers agreed with the survey results that paid users have a strong community

orientation. Second, the level of satisfaction differs between free users and paying users, and it
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was pointed out that it may not be possible to measure satisfaction on the same scale. The third
point is that users are not divided into free users and paying users from the beginning, and that
free users may grow into paying users as they continue to use the service. In other words, free
users may be converted to paying users if we continue to provide attractive services to them,
and we will reconsider free users as an entity with new possibilities. This shows that games
provide not only "enjoyment" but also "community" as an important element of the game itself.
In the 1980s, shortly after games first became popular in Japan, they were devices for enjoying
leisure time, but in recent years, they are also functioning as devices that satisfy users' needs
for growth and self-realization. As for "community," in the 1980s, specific physical places, such
as game arcades, were the bases for community formation. However, with the development of
communication technology, it became possible to easily form communities online, and
communication in non-physical places became more active. This element of communication
with other players is an imprtant factor for increasing revenue. Players who have achieved
"growth" and "self-actualization” in the game will desire further "growth" and "self-
actualization" by meeting and interacting with other players and will use paid services to gain
some kind of advantage and become more recognized by other players. The reason is that it is

easy to imagine the process of long-term use of online games.

In a survey conducted by ASMARQ Co., Ltd. (2021), it was found that "nearly 70%
of paid service users interact with other players they do not know" in smartphone game
applications. Therefore, the view that the promotion of player interaction leads to increased
revenue is highly credible. In other words, games provide users with opportunities for
enjoyment, self-actualization, and community building, and users pay more for games when
they find them useful to them. Everyone's gaming preferences are different, and only broad
trends can be noted. In addition, non-game factors, such as lifestyle changes, may also cause
users to withdraw from games. Of course, some users also discontinue game use when the game
content does not suit them. Thus, it is very difficult for a particular game to keep users' attention.
However, when a game satisfies user demand and encourages communication among users, the

game creator has a chance for a large increase in revenue.

Users may be seeking opportunities to grow and interact with unknown strangers
through games. Looking at the changes from the 1980s to the present, we can see that the trend
toward game production that satisfies users' deeper needs and the formation of closer and easier
communities with other players will continue to accelerate. and the creation of closer and easier

communities with other players are expected to accelerate in the future. The ability to play
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games via communication means, such as smartphones, is also thought to have more closely

integrated the elements of gameplay and interaction with others.
4. FUTURE DIRECTIONS

Finally, we would like to address the third research question: "What kind of presence
will games have for the Japanese in the future?" we will discuss the third research question,
exploring the potential role of games in the lives of Japanese people in the future. This section
is primarily based on the preceding discussions and the data we have presented; however, please
bear in mind that it might include some of my predictions.

4.1. CULTIVATING GAME LITERACY THROUGH EDUCATION

Numerous studies have explored the potential negative effects of games, such as their
potential to foster dependency and aggression. Concerns arise due to the possibility that games
could excessively stimulate reliance and hostility, leading users to remain engaged for extended
periods. For example, Kansai TV News (2019) reported on a case of a man in his 20s who
played games for 20 hours a day and had not left the house for two years. In addition, excessive
spending on in-game purchases has become a problem, and Moneypost WEB (2021) reported
on a case of a man who paid an exorbitant amount of money, such as 7 million yen, for various

smartphone games.

Various studies have also been conducted on the relationship between game content
and aggression. Suzuki, K. Sado, M. Horiuchi, Y. Hasegawa, M. and Sakamoto, A. (2009)
conducted a thorough questionnaire survey on the relationship between viewing depictions of
violence and aggression when using video games. Questions asked how much time they spend
playing video games, whether they usually watch depictions of violence, whether they exhibit
aggression in their daily lives, whether they behave cognitively, and whether they engage in
socially confrontational behavior. There is. This survey was conducted twice, with 1,194 junior
high school students participating in the first survey. In the second survey, 997 junior high
school students participated. 790 junior high school students continued to participate in the first
and second surveys. These 790 people are the subject of analysis. As a result of the study,
Suzuki et al. (2009) stated, "Total amount of video game use is associated with lower
aggression, but viewing depictions of violence in video games suggests that viewing increases
physical aggression™ (p. 36). Furthermore, boys in the "low" cognitive ability group did not
show any decrease in aggression. Similarly, it has been reported that girls in the "low" cognitive

ability group tend to become more aggressive if they use the device for a longer period. Based
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on this result, Suzuki et al. (2009) concluded that “increasing the tendency to analytically view
images and context during video games may lead to reducing the negative effects of video

games on aggression” (p. 36)

Yamaoka, A. Kobayashi, S. Mouri, M. and Sakamoto, A. (2010) surveyed 33 female
university students to determine whether games designed to provide rewards promote
aggression. The participants were divided into three groups of 11 people each, and each group
was required to play a high-reward game, and a low-reward game, and watch a neutral movie.
The participants then completed a questionnaire survey. As a result of their research, Yamaoka
et al. (2010) stated that "the use of video games promotes aggressive behavior, " and Yamaoka
et al. (2010) further stated that "the rewarding nature of games promotes aggressive behavior

among players " (p. 86)

Horiuchi, Y. Tajima, S. Suzuki, K. Shibuya, A. and Sakamoto, A. (2016) conducted a
questionnaire targeting junior high school students to find out that video game use increases
aggression and has some influence on normative consciousness. The survey was conducted
twice, with 1,355 participants participating in the first survey and 1,306 participants in the
second survey. 1,218 people participated in both surveys. The questions asked about experience
using game software, aggression, normative awareness of violence, and social desirability. As
a result of the survey, it was found that boys who played software with a rating of "C" (target

age 15 and over) had a lower sense of norms.

So far, we have reviewed the results of a study on whether games promote human
aggression. Let us change our perspective and now turn our attention to dependence. To
examine the lifestyle characteristics of game addicts, Suda (2014) conducted a survey of
Japanese high school students. The survey was conducted in May 2011 among 1,730 students
attending a private high school in Tokyo. The survey was conducted in the form of a
questionnaire, with a total of 1559 valid responses. The questionnaire is divided into four parts,
from Part A to Part D. Part C contains 16 questions to examine the "Dependence Tendency
Scale. Question items in Part C include "l am unable to stop playing games or reduce the amount
of time | spend playing games" and "I cut back on sleep and food for games." Suda (2014)
summarized and quantified the responses to these questions and judged respondents who scored
6 or more points as "game addicts. The number of students currently playing games at the time
of the survey was 934, of which 79 students (70 boys and 9 girls) were determined to be addicts.
Suda (2014) further compared the responses of addicts and non-addicts and stated that "addicts

sleep 0.5 hours less than non-addicts™ and "frequency and duration of game playing are almost
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twice as high for addicts than for non-addicts. Interestingly, when asked who they play games
with, addicts were more likely than non-addicts to cite "strangers on the Internet,” indicating
that addicts often try to access the relevant community on the Internet through games. Thus, it
appears that game addicts do not necessarily confine themselves to the game world alone, but
tend to try to communicate with other players via the Internet. The results of this study may
provide insight into the trend that the diffusion of communication methods such as cell phones
IS making games more common as a means of communication and increasing the number of
people who are more into games. Suda (2014), based on these results, points out that mobile
games via cell phones and smartphones, which are closely related to communication activities,

may promote the integration of gaming behavior and online communication behavior.

We have identified negative aspects associated with games, such as aggression and
dependence.While the direct connection between game usage and problematic behavior
remains to be definitively established, it is undeniable that some individuals struggle to maintain
a healthy social life due to excessive game engagement. Yamaguchi (2020) discovered that
playing mobile games for up to 1.5 hours a day increases happiness compared to not playing at
all. However, users who play games for over 2 hours reported reduced happiness levels. Proper
management of game-playing time seems crucial to preserving user happiness and ensuring
games do not negatively impact their lives. Individuals who lack a sense of appropriate
boundaries for game usage may find themselves ill-equipped to address life challenges,

worsening their issues.

Addressing these concerns requires proactive measures. Wada (2010) implemented an
educational practice involving university students selecting ethically problematic games,
analyzing them, identifying areas for improvement, and presenting their findings. As a result,
Wada (2010) states that the hypothesis that "learning to analyze ethical games will increase the
awareness of ethical issues in the games that they have experienced" has been verified (p. 60).
Similarly, Komago (2019) engaged prospective teachers in developing teaching materials and
lesson plans focused on games as part of an educational practice. The students used a variety
of methods, including Karuta?, Sugoroku®, and picture-story shows, to come up with teaching
methods to think about how to relate to games. Both Wada and Komago aimed to encourage

students to think critically about game-related issues and devise strategies to manage them.

2 Karuta : It is traditional Japanese playing cards. A game in which the player quickly selects the cards
corresponding to the sentences read by the reader.

3 Sugoroku : It is a Japanese board game. The object is to navigate a game piece from the start to the finish
according to dice roll.
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Notably, these practices underscore the value of fostering individual reflection on suitable game
use and standards, rather than merely providing answers. Komago (2023) even devised a game-
specific lesson plan for his "Media and Culture™ university course, covering topics like game
history, adverse effects theory, and game center culture in various iterations (p. 150). These
initiatives demonstrate efforts to nurture a form of game literacy by prompting students to

contemplate the significance of games and their responsible consumption.
4.2. LEVERAGING "SERIOUS GAMES" FOR EDUCATIONAL PURPOSES

Some educators are harnessing games to deliver educational content in engaging and
effective ways. Serious games, which offer enjoyment while serving purposes beyond
entertainment, have emerged as tools for pedagogical instruction. Aida, M. Hirakawa, S. Ihori,
N. and Sakamoto, A. (2009) differentiate between games designed for educational intent from
inception, labeled as "educational games,” and analyzed their content using a customized
checklist. Their evaluation identified positive attributes, such as engaging design, accessibility
for children in terms of operation and content comprehension, and a diverse array of learning
materials aligned with learners' familiarity. Nonetheless, the study also highlighted challenges,
including limited avenues for information exchange via websites and online bulletin boards,
necessitating future attention. This underscores the importance of cultivating communication

among users to invigorate game engagement intentionally.

Another approach involves introducing games not initially designed for educational
purposes into academic contexts to enhance educational outcomes. Machida (2008)
incorporated popular video games such as "Dragon Quest IV" (1990) and "Banshee’s Last Cry"
(1994) into junior high school classes. He introduced these classroom practices in his doctoral
dissertation when he summarized his past classroom practices. These works were hugely
popular at the time Machida was working as a junior high school teacher. These games
facilitated creative exercises, like composing poems inspired by background music or crafting
scenarios as dramatic plays. Similarly, "Banshee’s Last Cry" prompted students to generate
unique narrative developments employing the game's choice-driven story system. In both cases,
games were employed not just to capitalize on their popularity but also to encourage free

thinking and stimulate creativity.

Kamakura, T. Tomiyasu, S. Baba, A. (2009) explored history education through the
MMORPG "Uncharted Waters Online" for high school students. Various learning approaches

were implemented, including standard textbook instruction, independent "Uncharted Waters
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Online" gameplay without specific tasks, and gameplay accompanied by assignments directly
tied to history lessons. The study evaluated the impact on content retention. Learner feedback
suggested that sharing in-game experiences and outcomes within group tasks was more

favorably received than unstructured gameplay.

In 2023, Konami Digital Entertainment Co., Ltd. Released "Momotetsu Educational
Edition”. This game is originally a party game where players increase their money while
traveling throughout Japan. Due to the nature of each player's goal of becoming the number one
player in terms of money, they may interfere with the other player in various ways, or events
may occur that cause an unreasonable amount of money to be reduced. Therefore, if this
software is used in schools, it is expected that interpersonal relationships may deteriorate.
"Momotetsu Educational Edition" is equipped with various functions for educational settings,
such as allowing teachers to control the game content so that they can immediately respond
when a problem occurs, and printing out the map of Japan in the game so that it can be used for
the study. This case also highlights the increasing use of remade commercial games for

educational contexts.
4.3. EMERGENCE OF LIFESTYLE-ORIENTED APPLICATIONS

Beyond their educational aspects, games have also emerged that integrate elements of
our daily lives into their mechanics, offering experiences aligned with our routines. A
prominent example is "Pokémon GO," launched in 2016, which utilizes GPS technology to
introduce Pokémon into augmented reality. This encourages users to venture to specific
locations, engaging in activities such as capturing, trading, and battling Pokémon. The game is
free to play and generates revenue through the sale of in-game items. "Pokémon GO" secured
several Guinness World Records, including 130 million downloads within its first month. At
CINRA (2018),Kawashima Masashi, one of the creators of "Pokémon GO", said that apps like

nn

"Pokémon GO" and "Ingress" "encourage users to explore outside the world they would not
normally do, and It provides a fresh perspective on the subject. These prompt users to discover

local history and encounter new experiences.

'

While "Pokémon GO" promotes physical activity, "Pokémon Sleep," introduced in
2023, aims to enhance sleep quality. This app gauges users' sleep patterns and introduces
matching Pokémon, advancing the game accordingly. In an article in Engineer Type (2023),
Pokémon Company President Takato Utsunomiya stated that this app was designed to change

the perception of "sleep” from a negative to a positive one. This suggests that games intertwined
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with daily life will continue to be developed, with the potential inclusion of commonplace

activities like eating and studying as integral parts of the gaming experience.
4.4, UTILIZATION OF VIDEO SERVICES

Advancements in communication technology have led to the rise of games focused on
competitive gameplay, such as shooting and fighting games. Online battles with minimal
latency have become feasible, enabling players to engage in smooth multiplayer interactions.
Additionally, some users have started live streaming their gameplay on platforms like YouTube,
allowing hundreds or even thousands of viewers to observe their matches. This trend extends
to non-competitive games. To safeguard core content, some games permit copyright holders to
share gameplay footage, while others impose restrictions. Some companies, like Spike
Chunsoft Co., Ltd. (2024), have published guidelines for streaming games. Therefore, the
advantages and drawbacks of gameplay videos warrant careful consideration.

Against this backdrop, Yamaguchi (2014) investigated the correlation between gameplay
videos and game software sales. The findings revealed that a 1% increase in views of gameplay
videos correlated with a 0.26% increase in game software units sold. The study also suggested
that more popular video creators had a greater impact on boosting game software sales. Based
on this result, Yamaguchi (2014) states, "Game creators should consider creating games that
encourage posting of gameplay videos"” (p. 195). If this insight holds, game developers could
monetize their games by fostering video streaming during gameplay and optimizing the visual
appeal of their games for video audiences. SHIBUYA109lab (2023) conducted a survey
targeting Generation Z (15-24 years old). It identified "Video distribution service" as the most
common factor influencing game purchase or download decisions (39.6%). A similar trend was
noted for the information referred to after acquiring games (33.2%). These results indicate that
video distribution services are an effective means of attracting younger consumers and
influencing their purchasing behavior. This suggests that user-generated video content will
likely become the primary mode of advertising, surpassing traditional mediums such as
magazines and TV commercials. In essence, each video creator will evolve into a substantial
marketing platform. As viewership of specific video content grows, it's plausible that users will
be inspired to make purchases, share their gaming experiences, and contribute to a vibrant
community. And the mechanisms for monetizing the positive emotions of video viewers are

poised to become increasingly sophisticated in the future.
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45. TARGETING THE ELDERLY

According to data from the Ministry of Internal Affairs and Communications (2024),
the population under the age of 15 as of January 2024 was 14.24 million, a decrease of 324,000
from the previous year. The population aged 15 to 64 was 73,972,000, a decrease of 291,000.
The population aged 65 and over also decreased by 28,000 to 36,228,000. On the other hand,
the number of people aged 75 and over was 19.97 million, an increase of 737,000 compared to
the previous year. This places Japan's elderly population at nearly 29% of the total, and this
figure continues to rise. Japan stands out with an unparalleled proportion of elderly individuals.
Given this context, the gaming industry is anticipated to target not only the younger
demographic but also the elderly population in the foreseeable future.

Of note is the fact that Sega Corporation's puzzle game "Puyo Puyo eSports™ (hereafter
"Puyo Puyo") is being played by senior citizens throughout Japan. For example, The Asahi
Shinbun GLOBE+ (2021) reported that in Kumamaoto Prefecture, people over the age of 70 are
holding weekly gatherings to play "Puyo Puyo." What started as an interaction between elderly
people has expanded to intergenerational play with elementary school students. These
experiences fostered a sense of community and led to social gatherings where participants
shared meals and participated in various activities. According to SAITAMA SHINBUN (2022),
a similar event is being held in Saitama Prefecture. Furthermore, according to TUF (2023), this
is also being done in Fukushima Prefecture. Furthermore, in an online article in PR TIMES
(2022), SEGA Co., Ltd. is also providing opportunities for seniors to experience the game, such
as holding free trial sessions for "Puyo Puyo™ at mobile phone shops in Tokyo and Saitama
prefectures. In other words, SEGA Co., Ltd., the production company of “Puyo Puyo," is
actively working to provide opportunities for seniors to get involved in games in various regions
of Japan. This effort yields potential benefits for SEGA Corporation, local municipalities, and
the elderly alike. Japan's substantial elderly population presents an expansive customer base for
SEGA Corporation's products, such as "Puyo Puyo." Concurrently, local communities stand to
benefit from fostering positive engagement among the elderly through gaming. For the elderly,

esports can serve to establish social connections and engage with others.

Amid the backdrop of rising cases of "lonely deaths," where individuals pass away in
solitude, there's a segment of the elderly population grappling with physical decline, isolation,
and communication challenges. Gaming, particularly titles like "Puyo Puyo," can offer a means
to forge connections and satisfy their desire for interaction. Importantly, "Puyo Puyo"

accommodates both solo and multiplayer modes, minimizing the need for rapid reactions or
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complex maneuvers found in competitive games. Moreover, its multiplayer nature facilitates
interaction among players, even those from different age groups. In regions like Kumamoto
Prefecture, opportunities for interaction extend to elementary school students, bridging
generational divides. As online connectivity becomes more prevalent, it will furnish numerous
opportunities for interactions across different age groups and social categories through online
competitions. Given Japan's distinct demographics, the widespread adoption of games among
all generations, including the elderly, seems likely, making games an integral part of daily life.

4.6. IMPACT OF INCREASE IN ONE-PERSON HOUSEHOLDS

In addition to the increase in the elderly population, another characteristic social
phenomenon in Japan is the increase in the number of one-person households. In its "Future
Projections of the Number of Households in Japan,” the National Institute of Population and
Social Security Research (2024) announced that one-person households will account for 44.3%
of all households in 2050, an increase of 6.3 percentage points from 38% in 2020. It is also
estimated that the average household size will continue to decline as households become

increasingly single-person households, reaching 1.92 persons by 2050.

How will the increase in one-person households affect people's game use? In "2.4" of
this paper, we mentioned the " Surveys on Games " of the consumer game sector conducted by
Cross Marketing (2021), and we can draw certain indications from the rest of this report on the
results of this survey. The survey not only looked at the aforementioned changes in playing
time and amount spent before and after the Corona disaster, but also at the status of consumer

game playing.

Specifically, 556 respondents who play consumer games at least once a month were
asked with whom they play consumer games. The results revealed that the majority of
respondents, 80%, answered that they "play alone. In addition, 76% of those belonging to
Generation Z (15-25 years old) answered that they "play alone,"” while 85% of those belonging
to Generation X (41-55 years old) and the baby boom generation (56-69 years old) answered
that they "play alone. In other words, the percentage of "playing alone" tends to increase with
age. Z In addition to playing alone, 27% of Gen Z respondents play while interacting with an
online team/community, and 17% play while connected to real-life friends, acquaintances, and
family via the Internet or phone. The survey also asked respondents about the occasions when

they play consumer games. Overall, 66% of all respondents said they play consumer games
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"when relaxing at home,” and 49% of Generation Z said they play consumer games "when |

have nothing to do.

From these results, one can imagine that in the future consumer games will be used by
those who live alone at home, either to play alone to pass the time or to connect with real-life
friends and acquaintances through the online environment. Approximately 25 years from the
time of this writing, those of Generation Z will be adults around 40 to 50 years old. Even though
they may physically live alone, each of them will likely adopt games as one of the tools they
use to stay connected. In other words, the increase in one-person households may encourage a
greater emphasis on the connections people form in the online environment through game play,
rather than the connections people form within the physical space. Thus, we can see from the
phenomenon of the "increase in one-person households"” the budding value of forming human
relationships centered on the online environment through games, even without the presence of
a person living in the same residence with them. Naturally, game companies will be more
conscious of creating games that provide players with online connections to others. As
discussed in Paper 4.1, game addicts are likely to be oriented toward online interaction. The
fact that players like them play the game longer and interact more actively online overlaps with
the reality of "paying users" as pointed out by Nojima (2012) in this paper 3.4, in other words,
it increases the possibility of monetization. It should be added, however, that the study by
Nojima (2012) is specific to COGs, and whether it can be applied to other games remains to be

examined.
5. CONCLUSION

Based on an array of previous studies and surveys, this paper delves into the daily
utilization of games by Japanese individuals. The first question was: " How did games spread
in Japan?" Technological advancements have heightened the allure of games, rendering them
more accessible and popular across diverse demographics. Game developers devised systems
to convert this popularity into profits, perpetuating the cycle of creating engaging games. This
iterative historical process is believed to have firmly embedded games into the daily lives of
countless Japanese individuals. Even the accident of an infectious disease epidemic played a

role in accelerating the gameplay of the Japanese.

The second question addressed was: " What do Japanese people want from games?" It
proves challenging to predict the nature of a hit game, given variations in preferences rooted in

gender, age, and other social attributes. Nevertheless, an examination of historical successes
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such as the Invader and social game booms highlights that games emphasizing communal
engagement are more likely to garner recognition, sustain long-term popularity, and secure
substantial revenue. In essence, Japanese individuals are drawn not solely to game content itself,

but also to the opportunity for interaction through games.

The third question explored was: " What kind of presence will games have for the
Japanese in the future?" This analysis suggested various scenarios, encompassing games
becoming further intertwined with daily routines, the escalation of video services propelling
gameplay and influencing purchasing behavior, games transcending generational divides, and
the elderly population increasingly embracing gaming. The expansion of gaming, spanning

multiple age groups, fosters intergenerational connections.

Undoubtedly, the topics covered encompassed a diverse range, with discussion points
dispersed. Nonetheless, this approach was essential to convey a comprehensive overview of the
diverse gaming landscape in Japan. One of the other limitations of this paper is that it dealt with
"games" in a vague way, and thus did not distinguish between arcade games, home video games,
PC games, social games, etc. It may be said that the discussion of the characteristics of each
type of game was not organized and scrutinized, and that the arguments were therefore too
cursory. However, the author feels that one accomplishment was to be able to mention
"monetization™ during the discussion. New game hardware and game genres will continue to
emerge, and it will become increasingly difficult to define the types of games. As one indicator
of this, why not look at "monetization methods"? If games are categorized by their revenue
model, such as whether they charge a fee for each play, whether they are bought outright, or
whether they are basically free..., it may be possible to categorize games in a somewhat
simplified manner. In addition, the author believes that the effective game-making theories will
change for each revenue model, and therefore, the perspective of "how to monetize" is also
important when considering game-making methodologies. Although we assume that e-sports,
video game players, and comments from streaming video viewers are also very important in
terms of "how to boost the excitement of released games," one of our regrets is that we could
not incorporate them well in this paper. Given the focus on Japanese daily life, our discourse
was limited to Japan-related subjects. This, too, would have trivialized the discussion. One of
the purposes of writing this paper was to let other countries know "what kind of discussions are
being held about the existence of games in Japan,” and author think we have achieved that
purpose only a little. However, as highlighted in the "Fiscal 2013 Research Report on
International Expansion and Prospects of Emerging ICT Fields" by the Research and Study
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Department of the National Institute of Information and Communications Policy, Ministry of
Internal Affairs and Communications (2014), the future expansion of the gaming market
necessitates attention to global markets. Therefore, we need to look at discussions outside of
Japan. Crafting products that resonate both domestically and overseas is desirable. As an idea,
if online activities become more active and cooperation with other countries can be obtained,
for example, a game in which non-Japanese speakers and Japanese speakers cooperate to clear
a stage when they do not understand each other's language or a game in which they learn each
other's language, could be realized. Designing games that facilitate communication amid
language diversity might offer promise, aligning with the Japanese inclination for interaction

through games.

If we can encourage interaction with unknown people, we can provide an unknown
gaming experience for the Japanese. If Japanese people are looking for a community formed
through games, it may be worth pursuing this type of game design. But many other themes
remain to be addressed, such as how to shape the mechanisms for users to interact with each
other. In this paper, we have proposed the theory that games may have become popular among
the Japanese not only because of the enjoyment of the game experience itself, but also because
of the expectation of "deep interaction with unknown people through the game experience.
However, this paper alone does not provide a detailed discussion, and further study will be
needed from a variety of perspectives. Although issues remain, we would like to conclude this

paper with the above conclusions.
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EXTENDED ABSTRACT

In Japan, the size of the domestic game market exceeded 2 trillion yen in both 2020 and 2021.
The gaming population in Japan is said to be 55.35 million, or about half of the total population,
and it can be pointed out that the use of games in Japan is becoming very active. To clarify the
question of why games have become so actively used in Japan, the following three research
questions were set and examined: (1) How did games spread in Japan? (2) What do Japanese
people want from games? (3) What kind of presence will games have for the Japanese in the
future? In research question 1), the discussion centered on a survey of the history of games in
Japan. As a result, we pointed out that technological innovation has brought games into a more
familiar space for users and made it easier for them to play games. As technology has evolved,
the number of places where games can be played has gradually increased, including game
arcades, homes, online spaces, and user-owned devices. This increase in game-playing
opportunities is thought to have influenced the increase in game use among the Japanese. The
recent voluntary curbs on going out due to COVID-19 are also thought to have contributed to
the increase in game playing. The results of the questionnaire revealed that some respondents
played games as a countermeasure to the loneliness they felt when they were restricted from
going out. Research question (2) investigated game users' preferences and the causes of their
disengagement from game playing. While individual preferences vary from person to person,
previous research has shown that men tend to prefer action and RPGs, while women tend to
prefer puzzle games, as a gender-differentiated trend. On the other hand, prior research has
revealed that factors that cannot be solved by games alone, such as changes in the user's
personal environment, have a significant impact on the factors that cause users to quit game
playing. In addition, previous research on online games indicated that users who have played a
certain game for a long time and have a high sense of community are more likely to engage in
billing behaviour. In other words, it was suggested that the existence of a community related to
the game is important for "paying users,” who are directly related to the game's revenue.
In research question (3), we combined games with various topics, such as educational use of
games, lifestyle-related applications, use of online services, and the declining birthrate and
aging population, and discussed how games should be used in the future. In particular, the
themes of low birthrate, aging society, and increase in one-person households can be a major
feature of this paper's discussion of "Japanese people," as it deals with social issues unique to
Japan today. Against this social backdrop, we argue that games may have a "function of

connecting individuals to individuals” in Japan, where loneliness is on the rise. The author
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speculates that games will play a role in strengthening relationships among people by increasing
the number of topics of conversation and creating communities through games.
Games are not just a fun way to spend one's leisure time but have come to function as a tool to
give people a common topic of conversation and build community. For today's Japanese, who
tend to feel lonely, a tool with such a function was very appealing. Therefore, in the future,
games will intervene in various aspects of daily life, such as education, sleeping, and walking.

By responding to the various needs of the people, games have increased their revenues.
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KOLLONTAI'S STORY "SISTERS"

Ozet

Yeni Ekonomi Politikast (NEP), Sovyet Rusya’nin 1921 yilinda yiiriirliige koydugu ve
1928 yilina dek varligim siirdiiren, ekonomiyi yeniden diizenlemeye yonelik dnlemlerden
olusan bir uygulamadir. Bu uygulama, ekonomik kosullarda biiyiik ¢apli iyilesmelerin
oniinii agmis ve ayni zamanda toplumsal yasamda koklii degisiklikleri de beraberinde
getirmigtir. Dolayisiyla Ekim Devrimi’nin getirdigi toplumsal degisime uyum saglamak
durumunda kalan Sovyet halki, bir kez daha degisim dalgasi ile kars1 karsiya kalmistir.
flgili dénemde toplumsal degisimin yan1 sira ekonomide daralmaya gidilmesiyle birlikte
igsizlik biiyiikk oranda artmis, kisa siirede iilkedeki en temel sorunlardan biri haline
gelmistir. Bu toplumsal degisimden ve ekonomik kosullardan en fazla etkilenen kesim,
uzun yillar profesyonel ve toplumsal yasamdan kopuk yasamak durumunda kalmis olan
kadinlardir. Kadinlarin bu donemde i¢inde bulunduklar1 kosullar, edebiyatta da yanki
bulmustur. Sovyet Rusya’nin cinsiyet politikasinin belirlenmesinde 6nemli bir rol
oynayan Aleksandra Kollontay da edebi eserlerinde kadin yasamini ele alan isimlerden
biridir. Kollontay’in “Kiz Kardes” (Céctpsl) isimli dykiisii, donemin sartlariin kadin
yasamina etkisini yansitmasinin yani sira bigembilimsel, sdzcilikbilimsel ve sozdizimsel
ozellikleri ile de on plana ¢ikmakta, donemin edebiyat anlayisini yansitmaktadir. Bunun
yani sira eserin hedef kitlesi, yazilis amaci, yapisal ozellikleri ve iislubu arasinda organik
bir bag vardir. Caligmamizda bu organik baga dikkat g¢ekilecek olup yazarmn dil
kullanimindaki bilingli tercihlerin sebepleri irdelenecektir. Caligma esnasinda
bigembilimsel analiz, sozciikbilimsel analiz, s6zdizimsel analiz, karsilastirma, edebi
analiz ve literatiir taramasi1 yontemlerine bagvurulmustur.

Abstract

The New Economic Policy (NEP) is a practice consisting of measures to reorganize the
economy, which was put into effect by Soviet Russia in 1921 and continued until 1928.
Although it is known that this practice paved the way for serious improvements in
economic conditions, it also brought about radical changes in social life. Therefore, the
Soviet people, who had to adapt to the social change brought about by the October
Revolution, were once again faced with the wave of change. In the relevant period, along
with the social change and the contraction in the economy, unemployment increased
significantly and became one of the most fundamental problems in the country in a short
time. The people most affected by this social change and economic conditions are women
who have had to live disconnected from professional and social life for many years. The
conditions of women in this period were also echoed in literature. Alexandra Kollontai,
who played an important role in determining the gender policy of Soviet Russia, is one of
the names that deals with women's life in her literary works. Kollontai's story "Sisters"
(Céctper), in addition to reflecting the impact of the conditions of the period on women's
life, also stands out with its stylistic, lexicographic and syntactic features and reflects the
understanding of literature of the period. In addition, there is an organic connection
between the target audience of the work, the purpose of writing, its structural features and
style. In our study, attention will be drawn to this organic bond and the reasons for the
author's conscious choices in language use will be examined. During the study, stylistic
analysis, lexical analysis, syntactic analysis, comparison, literary analysis and literature
review methods were used.
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1. GIRiS*
Edebiyatin insanlar iizerinde hayata dair gercekler hakkinda bilgi vermekten zihinsel ufuklar1
genisletmeye, duygusal deneyimler yasatmaktan sanatsal ve estetik bir zevk sunmaya dek ¢ok
yonlii bir etkisi vardir. Hayatimizda 6nemli bir yer tutan edebiyat, 6zellikle derinlemesine
diisiinmeyi tesvik etme, diinya goriislerini sekillendirme ve bu goriisleri, bireyin davranislarini
yonlendiren etkili bir giice doniistiirme gibi temel islevleriyle 6ne ¢ikar. Bu baglamda, siyasi
olaylar ve toplumsal ¢alkantilar edebiyata siklikla yansir. Eserler, donemin toplumsal ve politik
atmosferinin bir yansimasi olarak karsimiza cikar. Ozellikle Sovyet dsneminde kaleme alinan
eserlerin propaganda ya da kars1 propaganda amaciyla yazildigi goriiliir. Bu durum, eserlerin
dogrudan toplumsal kosullar ve siyasetle iliskili oldugunu gosterir. Aleksandra Kollontay'in
edebi eserleri de siyasi ve toplumsal olaylara duyarlilik gosteren ve bu konularda derinlemesine

diisiinmeyi tesvik eden ¢alismalar olarak bu genellemeye istisna teskil etmez.

Aleksandra  Mihaylovna  Kollontay, Sovyet Rusya'nin cinsiyet politikalarinin
sekillendirilmesinde kilit bir figiir olarak 6ne ¢ikar. Devrim Oncesinde ve sonrasinda kadin
haklar1 konusunda attig1 adimlarla taninan Kollontay, edebi eserleri araciligiyla da donemin
kadinlarina ulagsmayi amaglamistir. Eserlerinin yapisal 6zellikleri, onun egitimli bir parti
yetkilisi olmasina ragmen bilingli bir sekilde basit bir dil kullanmay1 tercih ettigini ortaya koyar.
Edebi eserlerinin icerigi kadar bicimsel ozellikleri, kelime segimleri ve climle yapilar1 da
dikkate degerdir. Bununla beraber Kollontay eserlerinde bilingli olarak giinliik konusma diline
ozgii ifadeler ve climle yapilarn kullanmaktadir. Tim bu Ozellikler g6z Oniinde
bulunduruldugunda, Kollontay'in eserlerinin edebi degerlerinden ¢ok, toplumsal ve politik

yonleriyle dikkat ¢ektigi ve bu baglamda incelenmesi gerektigi kanisinday

2. YONTEM

(Calismada teorik metotlarin yani sira ampirik metotlar da kullanilmistir. Teorik metotlarin
temelinde eserin sozciikbilimsel, sozdizimsel ve bigembilimsel analizleri yatmaktadir.
Calismanin sundugu yeniliklerden biri, metin analizine dair biresimli bir yaklasim tercih
edilmesi ve teorik analize ampirik metotlarin, Ozellikle de Ol¢glim metodunun entegre
edilmesidir. Metne dair 6l¢limler i¢in A. N. Laposina ve M. Yu. Lebedeva tarafindan gelistirilen
Textometr programi tercih edilmistir. Textometr sistemi acik erisimdedir ve program

biinyesinde metin kontrol siireci birkag etaptan olusmaktadir. Ilgili program, Rus¢a metinlerin

* Ankara Universitesi Sosyal Bilimler Enstitiisii biinyesinde yiiriitiilen 2023 tarihli “Sovyet Rusya’nmn 1917-1924
Cinsiyet Politikas1 Isiginda Aleksandra Kollontay’in “Is¢i Arilarin Aski” Eserinde Yeni Kadin Portresi” baslikli
yiiksek lisans tezinden iiretilmistir.
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analizi agisindan giinlimiizdeki en giincel sistem olarak karsimiza g¢ikmaktadir. Program
araciligtyla yapilan analizde 6ncelikle metinden Rus alfabesi disinda kalan sayilar, sayfa diizeni
Ogeleri gibi tim sembol ve harfler ¢ikarilmaktadir. Ardindan metin lematizasyon, bir diger
deyisle her kelimenin yalin haline, sozliikkteki formuna doniistiiriilmesi stireci
ger¢eklesmektedir. Bu, sozciikbilimsel verilerin elde edilmesi, 6rnegin kullanilan kelimelerin
sikliginin tespiti i¢in hayata gegirilen bir adimdir. Lematizasyondan sonra otomatik morfolojik
analiz asamas1 baglamaktadir. Bu asama, pasif formlar, sifat-fiil kullanimi, zincirleme isim
tamlamalar1 gibi metnin zorluguna etki eden gramer formlarmin tespit edilmesine hizmet
etmektedir. Bunun ardindan ise elde edilen kelime listelerinin kontrolii ve kisaltmalar gibi
sozliikte bulunmayan kelimelerin filtrelenmesi siirecine gecilmektedir. Textometr programinin
Ol¢iimleri araciligryla metnin teorik analizi sayisal verilerle desteklenmistir. Bu sayede teorik
analizden ¢ikarilan sonuglar ve calismanin amaci nesnel bir nitelik kazanmis, metnin icerigi ile

hedef kitle arasindaki yakin iligki kanitlanmistir.

3. NEP DONEMIi

Sovyet Rusya'nin kurulus donemlerinde i¢ savas, kdyli isyanlari, ordudaki huzursuzluk ve
maddi kosullarin zorlagmasi gibi faktorler nedeniyle biiyiik zorluklar yasanmistir. 1920'lerin
basinda tiretimin diismesiyle birlikte Savas Komiinizmi yonetim metodolojilerinin beklenen
sonuglart vermedigi anlasilmis, bu baglamda Rusya Komiinist Partisi'nin onuncu kongresinde
Yeni Ekonomi Politikasi (NEP) kabul edilmis ve 21 Mart 1921'de yiiriirliige girmistir. Bu
politika, 1928 yilina kadar siirdiiriilmiistiir. NEP dénemi boyunca, iilkeyi krizden ¢ikarmaya
yonelik ekonomik, sosyal ve politik bircok yeni yaklasim hayata gegirilmistir. Ticari
faaliyetlere kismi bir doniis saglanirken, biiyiik sanayi kuruluslari, bankalar ve ulagim araglari
ozellestirilmemistir (Stryapihina, 2013, s. 288). Yeni sanayi ve tarim politikalari hizli sonuglar
vermis, 1922 yilinin eyliil ayinda agligin 6nlenmesi ve {iriin sorununun ¢dziilmesi gibi olumlu
gelismeler, yeni politikanin basarili oldugunu gostermistir. Ancak miilkiyetin 6zellesmesi
sonucunda "Nepman" olarak adlandirilan is insanlar1 ortaya ¢ikmig ve bu, Sovyet Rusya'da yeni
bir toplumsal sinifin olusumuna neden olmustur (Golotik, Danilin, Yevseyeva, & Karpenko,
2000). Boylelikle NEP donemi sadece ekonomik degil, sosyal bir doniisiimii de beraberinde

getirmistir.

NEP doneminde burjuvazi ve kiiciik miilk sahiplerinin yeniden canlanmasi ve
geleneksel aile degerlerine yonelik bir doniis egilimi gozlemlenirken, yeni sosyo-politik
kosullar ayni zamanda yeni aile degerlerinin ortaya c¢ikmasma da zemin hazirlamistir

(Aralovets, 2021, s. 33). Bu donemde, Rusya Sovyet Federatif Sosyalist Cumhuriyeti’nde kadin
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ve erkek arasindaki karsilikli sevgi, saygi ve ortak cikarlara dayali esitlik ve ozglrlik
desteklenmistir. Yeni ideoloji, kisisel duygular1 ve arzular1 gz ardi eden geleneksel evlilik
anlayigini elestirmis, ekonomik ve sosyal hedeflere ulasmanin bir yolu olarak kolektivizm ve
diyalektik materyalizmi igeren yeni bir proleter ahlakin ilkelerini tanimlamustir. Psikiyatrist A.
B. Zalkind insan yasaminin biyolojik ve psikolojik yonlerini géz ardi ederek, proletaryanin sinif
cikarlara uygun sosyal ¢ikarlarin hakim olmasi gerektigini savunmustur (Kon, 1997). Yeni
ideoloji, kadinlar1 aile ve toplum arasinda zamanlarin1 bélme konusunda tesvik etmis, ev ici
sorumluluklara olan bagliliklarin1 azaltmis ve egitim ile kisisel gelisimin Gnemini
vurgulamistir. Bu yaklasim, annenin rolii dahil olmak {izere egitimli kadinlarin ¢ocuklarinin

egitimindeki roliinii 6n plana ¢ikarmistir (Avtayeva, 2021).

NEP’in olumlu sonuglarinin yani sira olumsuz sonuglari da olmustur. 1920’lerin ilk
yarisinda issizlik orani diizenli bir artis gostermistir (Kudrina, 2015, s. 1035). Bunun temel
sebebinin Moskova’dan tasralara iletilen 6zel emrin sonucunda gelir-giderlerin birbirine denk
diisecek sekilde diizenlenmesi, devlet kurumlarindaki ve sanayi tesislerindeki personel azaltimi
uygulamalarinin hayata gegcirilmesi oldugu sdylenebilir (Stryapihina, 2013, s. 288). Bunun yani
sitra NEP doneminde {iretimi tesvik etmek amaciyla sanayi alanindaki maaslarin
yiikseltilmesinin bir sonucu olarak 1921 yilinin ikinci yarisinda ve 1922 yilinin basinda kdyden
kente go¢ hareketi baglamistir (Bogdanov & Kucerenko, 2014, s. 143). Tiim bunlarin dogal bir
sonucu olarak issizlikten en fazla etkilenen kesimin kadinlar oldugu sdylenebilir, zira kdyden
kente gociin baglamasiyla sanayi alaninda kadin isgiicliniin yerini erkek isgiicii almaya

baglamistir.

Devrim oncesi donemde kadinlarin ¢ogu ev hanimidir, ¢alisan kadinlar ise genellikle
hafif sanayide istthdam edilmistir. Devrim sonrasinda cinsiyet esitligi ilkesinin benimsenmesi,
kadinlarin diisiince yapisindaki degisim, devletin profesyonel yasama katilimi1 desteklemesi ve
ekonomik kosullarin ¢alismay1 zorunlu kilmasi gibi faktorler kadinlar is hayatina ¢ekmistir
(Danilin, 2001, s. 82). NEP doneminde kdyden kente goc artis1 ve kadinlarin kalifiye eleman
olarak kabul edilmemesi nedeniyle bir¢ok kadin isten ¢ikarilmis veya is bulamamistir (Danilin,
2001, s. 83). A. N. Isayev’e (1924, s. 39) gore, bu dénemde Is Bulma Kurumu’na bagvuran her
yiiz kisiye ortalama 68 bos pozisyon diiserken (Tablo 1), bagvuranlarin yalnizca yarisi ise
alinmustir. Kadinlar igin is firsatlarinin daha da kisitl oldugu goézlemlenmistir (Isayev, 1924, s.
39).
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Tablo 1. 1922 Is Bulma Kurumu Verileri

Aylar BOS POZISYONLAR | Pozisyon I¢in Gonderilenler
Erkek | Kadm | Toplam Toplam

Ocak 94,0 | 36,0 72,8 64,2
Subat 930 | 40,1 73,3 64,8
Mart 94,3 | 34,6 74,6 64,4
Nisan 884 | 31,3 66,7 56,9
Mayis 71,3 | 23,0 52,3 47,7
Haziran | 71,5 | 27,0 56,8 49,3
Temmuz | 89,3 | 36,6 78,1 68,0
Agustos | 82,7 | 38,2 68,6 61,9
Eyliil 88,6 | 381 70,7 66,3
Ekim 853 | 357 70,2 63,3
Kasim 73,3 36,9 64,4 62,4

Yukaridaki tablodaki veriler kadinlara yonelik bos pozisyonlarin erkeklere kiyasla ortalama
yiizde altmis daha az oldugunu gostermektedir. Bununla beraber Isayev’in (1924, 39) aktardig
iizere bagvuranlarin yalmizca yiizde ellisinin ise kabul edildigini g6z Oniinde
bulundurdugumuzda, is arayan kadinlarin en iyi ihtimalle beste birine istthdam saglandigi

sonucuna varmak mumkiuinddr.

Bu bilgilerden hareketle NEP doneminin, kadinlarin ekonomik bagimsizligi 6niinde engel teskil
ettigi yorumu yapilabilir. Bu donemde yasanan ekonomik problemler sosyal kosullarin
degismesine yol agmig, bu durum kadinlarin yagsamini dogrudan etkilemis, bunun bir sonucu
olarak fuhus yapan kadin sayisinda biiylik bir artig goriilmiistiir. Bilimsel Arastirma
Merkezi’nin 1925 yilinda diizenledigi, 539 katilimcinin bulundugu anket sonuglari, fuhsa
bagvuran kadin sayisinin en fazla NEP doneminde artis gdsterdigine isaret etmistir (Irving,
1925, s. 209-210). Kadinlar i¢in agirlasan yasam kosullar1 ve aile hayatinda yasanan biiyilik

degisim, bu donemde verilen edebi eserlere de yansimistir.

Aleksandra Kollontay devlet yonetiminde 6nemli bir rol oynayan ve Sovyet Rusya’nin
kurulmast ile birlikte kadin sorununu daima partinin giindeminde tutan biri olarak edebi eserleri
aracilig1 ile kadinlarin problemlerinin duyulmasini ve topluma yon vermeyi hedeflemistir. Bu
eserlerden biri “Kiz Kardes” isimli dykiidiir. Kollontay, kadin sorununu yakindan takip eden

biri olarak kadinlarin egitim seviyesinin diisiik oldugunu g6z 6niinde bulundurmus ve eserlerini
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basit ve anlagilir bir dille vermistir. Bu 6ykiide de kadinlarin yasadigi problemleri ¢arpici bir

sekilde ortaya koymus ve kadinlar arasindaki dayanigsmanin énemine dikkat ¢ekmistir.

4. KIZ KARDES

“Kiz Kardes” isimli 6ykii, Kollontay tarafindan 1923 yilinda kaleme alinmis ve ilk olarak
Kommunistka dergisinin Mart-Nisan ayinda c¢ikan {giincii ve dordiincii sayilarinda
yaymmlanmustir. Oykiide kadimlarm i¢ yasamina yénelen Kollontay, ilgili donemde kadinlar igin

nelerin oncelikli oldugunu vurgulamis, donemin toplumsal sorunlarina 151k tutmustur.

“Kiz Kardes”, Aleksandra Kollontay’in “Is¢i Arilarin Ask1” (JIro60Bb muén Tpya0OBEIX)
iiclemesindeki ikinci eserdir. Eser, kisa olmasina karsin yazildigi donemde hakim olan sosyal
ve ekonomik esitsizligi kadinlarin tecriibeleri iizerinden carpict bir sekilde yansitmaktadir.
Oykiide ¢esitli sosyal ve ekonomik kosullarin kadm yasami iizerindeki etkisi, bu kosullarin
onlar1 zor kararlar almaya nasil ittigi ve kadinlarin asagilanma ve somiiriiye maruz kaldigi
iizerinde durulmaktadir. Bunun yani sira kadin bagimsizligi ve onurunu korumak i¢in verilen

miicadele de eserdeki temel konulardan biri olarak karsimiza ¢ikmaktadir.

Oykiiniin temelinde yatan diisiince, kadinlarin cinsiyetleri ve sosyal statiileri dolayistyla
dezavantajli konumda olduklar1 toplumda yasadiklar1 sorunlar1 aydinlatmaktir. Eserde
Kollontay’in sosyal esitsizlik kosullarinda kadinlar arasindaki dayanismanin, karsilikli
anlayisin ve destegin gerekliligini giindeme getirdigini de gérmek miimkiindiir. Zira yazar,
degisen kosullarin kadinlar1 birbirinden farkli yollara itebilecegini gosterirken kadinlarin

birbirlerine kars1 anlayisli olmalarinin 6nemini vurgulamistir.

Eserde XX. yiizy1l Rusya topraklarinda kadin yasamini ve sosyal konumunu farkl
perspektiflerden yansitan iki figiiriin varligindan bahsedilebilir. Ilk kadm kahraman, esinin isi
sayesinde toplumun daha varlikli ve diizenli bir yasam siliren kesimini temsil etmektedir.
Egitimli, entelektiiel ve hayata dair daha geleneksel goriisleri olan bir kadindir. Disaridan refah
icerisinde yasadig1 izlenimini verse de evliliginde yasadig1 hayal kiriklig1, kendi kaderini tayin
etme hakki ve bagimsizligi i¢in verdigi miicadele dolayisiyla biiyiik bir ¢ikmazin igerisindedir.
Bu kahramanin sosyal sorumluluk sahibi ve empati yapabilen bir yapida oldugu sdylenebilir.
Ikinci kahraman ile kurdugu iliski bu 6zelliklerini kanitlar niteliktedir. ikinci kadin kahraman
ise gengtir, ilk kahramana kiyasla ¢cok daha caresiz ve savunmasiz bir konumdadir. Isini
kaybetmis ve hayatta kalabilmek adina fuhus yapmak durumunda kalan bir profile sahiptir.
Kollontay’in fuhusla miicadelenin iizerine biiyiik bir dikkatle egildigi ve NEP doneminde

kadinlarin fuhusa yonelmesi sebebiyle bu konuyu giindemde tuttugu g6z Oniinde

40



WLS ~ Cilt/ Volume: IV, Say: / Issue: 1, Haziran / June 2024

bulunduruldugunda, kahramanin bir amaca hizmet edecek bigimde yaratildigi sdylenebilir. Zira
hikayesi ilgili donemde hakim olan toplumsal esitsizligi ve yabancilasmayi gozler Oniine
sermektedir. Geng, caresiz ve hayatin sert gergekleri sebebiyle ahlaki ve etik ilkelerinden 6diin
vermek zorunda kalan kadin portresi, donemin kosullarinin kadinlar {izerindeki olumsuz

etkisini oldukga giiclii bir sekilde yansitmaktadir.

Eserde kadin kahramanlarin da erkek kahramanin da bir isminin olmayis1 ve ciimlelerin
cogunun 0znesiz olmast dikkat ¢ekicidir. Zira bu durumu eserdeki kadinlarin herhangi bir kadin,
erkegin de herhangi bir erkek olabilecegi, dolayisiyla anlatilanlarin dénemin toplumunda sik
karsilagilabilecek bir hikaye oldugu seklinde yorumlamak miimkiindiir. Kollontay, bu oykii ile
tek bir kadinin hikayesini degil, ilgili donemde yasayan bir¢ok kadinin hikayesini anlatmistir.
Dolayistyla kahramanlarin her birinin bireysel dykiilerin yani sira cinsiyet esitligi, sosyal adalet
ve ahlaki ikilemler gibi donemin degisim siirecinde olan toplumunda énem arz eden sosyal

sorunlar1 sembolize ettigi sdylenebilir.

Oykii, olaylarn belli bir sirayla gelistigi dogrusal bir anlatima sahiptir. Eserin
kompozisyonu, iki kadinin yasamda izledikleri yollarin karsithigina dayanmaktadir. Bu durum,
iki kadin arasindaki sosyal ve ideolojik farkliliklar1 da vurgulamaktadir. Eserin kahraman bakis
acistyla kaleme alindigr goriilmektedir. Bununla birlikte kimi zaman diyaloglara ve i¢
monologlara yer verilirken, kimi zaman da anlatima ge¢ilmis, boylelikle esere dinamizm
katilmigtir. Diyalog ve i¢ monologlara yer verilmesi, okurun kahramanin i¢ diinyasina
dalmasina olanak saglarken eserdeki derin duygusal betimlemeler de okur ile kahraman
arasinda kurulan bagi kuvvetlendirmekte, okurun kahramanin hislerini paylasabilmesi

acisindan 6nem arz etmektedir.

Oykii, sdzciikbilimsel ve sézdizimsel analizinden de anlasilacag: {izere oldukca basit bir
dille kaleme alinmistir. Kollontay, kahramanlar1 ve deneyimlerini gercek¢i bir sekilde
aktarabilmek adina dolaysiz bir dil kullanmay1 tercih etmistir. Bunun yani sira dykiide yer alan
climlelerin gilinliik konusma stilinde yazildig1 goriilmektedir. Metinde gecen basit {isluba 6zgii
kelime ve ifadeler bunu kanitlar niteliktedir: “vekilcik” (denecamka), “goriisiiyorsun”
(6udaewvcst), her an (... moeco u enaou), “NEPc¢ilerle” «uonmanosyamuy, “tiksindirici”
«eaonueoy, “arkadaslik etmek” «xomnanuro sooumey, “kizge” «douypkay, “6tkeden kopiirmek™
«pacceupeneemy, “karillar” «babvey, “seks is¢isi” «npocmumymrkay, “kusura kalma” «wue

g3viyu!»°. Eserin giinliik konusma stilinde yazilmis olmasmin ve rneklerdeki gibi basit iisluba

5 Metinde yer alan ilgili ifadeler Tiirkcede basit stilde bir karsiliklar1 olmasi halinde bu karsiliklar: ile, olmamast
halinde ise nétr bir ifade ile ¢evrilmistir.
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0zgii kelime ve ifadelerin sec¢ilmesinin bilingli bir tercih oldugu yorumunu yapmak
miimkiindiir. Bu, egitim seviyesi diisiik kadmnlar i¢in 0ykiiyli daha anlasilir kilmakta, bunun
yani sira kahramanla empati kurmalarini, dolayisiyla onu anlamalarimi kolaylagtirmaktadir.
Kollontay’in, okurlarinin eserin kahramanlarinda kendilerinden bir par¢a bulmasini
hedefledigini sdylemek miimkiindiir. Zira okurlarin, kendilerinden bir parca bulduklari takdirde
kahramanin hayatinda yaptig1 degisikligi kendi hayatlarinda yapma cesaretini toplamalar1 daha

kolay olacaktir.

Eser, basit ve anlasilir bir dille kaleme alinmis olmasina karsin retorik figiirler ve sz
sanatlar1 agisindan oldukg¢a zengindir. Bunun temel sebebinin anlatimi gili¢lendirmek ve
duygusal gerilimi artirmak oldugu sdylenebilir. Metinde retorik sorular, tezat, miibalaga, kat’1
(s0zii yarida kesme sanati, aposiopesis), benzetme, elipsis, asindeton, kisilestirme gibi anlatimi
giiglendiren birgok sz sanatma yer verilmistir. Ornegin yazar, anlatim giiciinii artirmak ve
kahramanin yogun hislerinin okur tarafindan anlagilmasini, tecriibe edilmesini saglamak amaci
ile birden fazla kez sozili yarida kesme sanatina bagvurmustur: “Size geldim ¢linkii gidecek
baska yerim yoktu... Ug haftadir basim1 sokacak bir evim yok... Param yok, sefalet i¢inde
yastyorum...” (A npuwina k 6am nomomy, ymo MHe HeKyOa uomu... Bom yoce mpu nedenu, umo
5 6e3 Kkposa... [enez nem, socums He Ha umo...) 0rneginde goriilebilecegi lizere; sozler yarida
kesilerek kahramanin ¢ekingenligi ve bulundugu durum dolayisiyla ne denli zorlandig1 okura
aktarilmistir. Bunun yani sira bu sz sanati aracilig ile ciimlelerin devaminda kahramanin ne
dediginin ya da diyeceginin okur tarafindan tahmin edilmesine olanak saglanmistir: “Ama
bulusmalar1 huzurlu, neseliydi” (Ho ecmpeuu 6winu ceemavie, padocmmuvie...) Orneginde
gorildiigi lizere; ciftin bulusmalarina iliskin herhangi bir detay verilmeksizin bulusmalarin
keyifli oldugu aktarilmis, okurun bulusmalarin detaylarina iligkin ¢iftin iliski dinamiklerinden

hareketle ¢ikarimlarda bulunmasi beklenmistir.

Mecazli bir anlatima yol agan ve insani 6zelliklerin insan olmayan bir varliga aktarilmasi
olarak tanimlanan kisilestirme de eserde sik kullanilan sdz sanatlarindan biridir. Ornek vermek
gerekirse “...dikkatli, canl, biraz hiiziinlii gozlerle” «... ¢ snumamenvrvimu, scusvimu, uyms
epycmuwvimu enazamuy ifadesinde gozlere insani ozellikler katildig1 goriilmektedir. “kalbi dyle
yalnizdi ki” (...00unoko max na cepoye) ve “onun kalbi ise dyle sizliyordu ki” (4 y camoii
cepoye max u Hoem...) Orneklerinde ise kalbe act duyma gibi insani 6zellikler kazandirilmistir.
Kisilestirmenin, eserde aktarilan durumun yarattig1 hislerin okura ge¢mesi adina kullanildig:

yorumunu yapmak miimkiindiir.
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Eserde dolayli bir benzetme veya kurulan bir ilgi sonucunda kelimelere gercek anlami
disinda bir anlamin yiiklenmesiyle ortaya ¢ikan metaforlara da yer verilmistir. Metaforlarin
agirlikli olarak kahramanin iginde bulundugu durumu ya da duygu durumunu aktarmak adina
kullanildigin1 sdylemek miimkiindiir. Ornegin “Giir kirpiklerin elmas gdzyaslarim tutacak giicii
yoktu...” (I'ycmeie pechuybl He 8 cunax yoepocamo armasnyio ciesy...) itadesinde kahramanin
gbzyaslarinin elmastan oldugu ifade edilerek yasanan durumun ne denli ac1 verici olduguna
dikkat g¢ekilmistir. Zira elmas, en sert madendir ve gozyaslarinin elmastan olmasi yasanan
durumun kahramana taglasmis gozyaslar1 doktiirdiigiinii ifade etmistir. Bunun yani sira bu
metafor, elmasin oldukca degerli bir materyal oldugu gbéz Oniinde bulunduruldugunda,
anlaticinin kahramana yonelik duydugu sefkate de isaret etmektedir. “Cocuk onu yalnizca kisa
bir siire amagclarina giden yoldan saptird1” (Pe6érox ne nadoneo evloun eé uz xoneu.) drneginde
ise «sb10un e€ uz koneuy ifadesi bir metafor olarak karsimiza ¢gikmaktadir ve kahramanin cocugu
diinyaya geldikten sonra bir silire yalnizca onunla ilgilenmek durumunda kaldigini ve
profesyonel ve politik hayattan kisa bir slire uzaklagtigini ancak sonrasinda baska ¢oziimler
buldugunu ifade etmektedir. ““.. . kendimde degilim” (...cama ne ce6os.) ifadesi de kahramanin
yasadig1 olaydan ne kadar sarsildigini aktarmak adina kullanilmis bir metafor olarak karsimiza
cikmaktadir. Dolayistyla yazarin kahramanin duygu durumunu ve i¢inde bulundugu kosullar

aktarirken siklikla metaforlara bagvurdugu sdylenebilir.

Eserde metaforlarin yani sira birbirinin zitti olan duygu, durum ve diislinceleri aym
ciimlede kullanma olarak tanimlanan karsithlk sanatinin (tezat) da yer buldugu
gozlemlenmektedir. “Barigmamiza ragmen kirginhigimiz devam etti” (Ho xoms mer u
npumupuiuce, a obuoa ocmanace.) Orneginde goriilecegi lizere “barigma” ve “kirginhik”
kelimeleri tezatlik olusturmaktadir. “...kirginliklar ve acilar sevgiden daha fazlaydi” (...60nbwe
06uobl 0a eopeuu, yem nooeu) drneginde de ayni sekilde “kirginlik ve ac1” ifadeleri ile “sevgi”
kelimeleri arasinda tezatlik bulunmaktadir. Tezatlik, kahramanin icerisinde bulundugu durumda
yasadig hislerin ¢eliskilerini yansitmak i¢in bir ara¢ olarak kullanilmistir. Ciinkii 6ykiide esini
seven ancak onun kendisine yasattiklar1 ve degisimi dolayisiyla acilar yasayan bir kadinin

diistiigii ikilemlere sahitlik edilmektedir.

Kavramlarin biiyiikten kiigiige (¢oktan aza) ya da kiigiikten biiylige (az miktardan ¢ok
miktara) derecelendirilerek siralanmasi olan tedric (derecelendirme) sanati1 da eserde anlatimi
giiclendirmek adina kullanilan ydntemlerden biri olarak karsimiza ¢ikmaktadir. Ornegin “Ayik,
suclu, uysal” (Tpezeviti, eunosamuiii, obxoouusewiii) climlesinde anlatim kademeli olarak

detaylandirilmakta, zenginlestirilmektedir. ““...uyard1, utandirdi, agladi...” (...npedynpescoana,
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cmulouna, naaxana...) ifadesinde de ayni sekilde kahramanin, esinin durumuna verdigi tepkileri

3

kademeli olarak arttigint gérmek miimkiindiir. “...hi¢bir sey duymamak, bilmemek,
hissetmemek istiyorum” (...xouy Huueco He civluams, He 3HAMb, He UYBCMBOBAMD...)
ifadesinde de benzer bir sekilde anlatim yogunlastirilmakta, detaylandirilmaktadir. Verilen
orneklerden hareketle yazarin bir kez daha kahramanin i¢ diinyasina ve verdigi tepkilerin
altinda yatan sebeplere 151k tutmak adina bu yonteme basvurdugu sdylenebilir. Ancak bunun
yant sira derecelendirme sanati, kahramanin izlenimlerini ve diisiincelerini ifade ederken
duydugu rahatsizlig1 dile getirmekte bir arag olarak kullanilmistir. Ornegin “Bir kadin, geng,
allikli, sarhos...” (Kenwuna, monooas, napymsanennas, noogvinuewasi...) ve “Satilik, sokak -
kadinlarin1” (Tlpodasicuwix, ynuumsix!) climlelerinden goriilebilecegi lizere derecelendirme,

kahramanin gordiiklerinden ve diisiindiiklerinden duydugu rahatsizligi ifade eden bir yontem

olarak karsimiza ¢ikmaktadir.

Soziin etkisini arttirmak amaci ile bir sézciikk ya da soz grubunu tekrarlama olarak
tanimlanan tekrir (yineleme) sanati da metinde onemli bir rol oynamaktadir. Metnin bir¢ok
yerinde bu sanata basvurulmustur, zira tekrir sanati araciligi ile kahramanin bir rutinin
icerisinde olduguna dikkat ¢ekilmek istenmistir: “Bu hikadye onu lizdii, dyle lizdii ki tiim devrim
stirecinde bu kadar tiziildigi olmamist1...” (I pycmuo cmano eii om smozo pacckaza, max
2PYCMHO, KaK ewé HUK020a He ObLIo 3a 6C€ epems pesonroyuu...), “Diislindii, diistindii...” (Bcé
oymana, oymana...), “Konusuyor, konusuyor, susturamiyorsun” (logopum, ecosopum, e
ocmanosu), “Issiz, maassiz” (bes oena, 6e3 3apabomka...), “Ama yine de bekliyorsun, umut
ediyorsun” (A4 e6cé scoéun, 6cé nadeewvca!l..) drneklerinde bir rutine, uzun bir siirece isaret
edildigini sdylemek miimkiindiir. Bunun yani sira ayni paragraf i¢cinde bir kelimenin siklikla

tekrar edildigi ciimlelere de rastlamak miimkiindiir:

Ikisi de Bolseviklere katildi. Ikisi de tek bir inangla, tek bir giiglii istekle yanip
tutusuyordu: “Somiirenlerin iktidarim yikmak”, yeni, adil bir diinya insa etmek. Ikisi
de “kitabr” seviyordu ve kendini gelistirmeye calistyordu. Ikisi de devrimin
kasirgasina kapilmis, o kasirganin etkisiyle doniip duruyordu. Ekim giinlerinde ikisi
de “ndbetteydi”. (Oba winu ¢ b6onvwesukamu. Oba copenu 0OHOU 6epoll, OOHUM
CMPACTHBIM JCENAHUEM — «COPOCUMb 6IACMb IKCIIYAMAMOPO8», NOCHPOUNb
Hoeulll, cnpagednusvii  mup. Qba aOOUIU  KKHUSY» U CIPEMUIUCL K
camoobpaszoganuto. O60uUx nOOXeamul, 3aKpPYJHCUL BUXPL pesoaroyuu... B

0KmMAOPbCKUE OHU — 004 ObLIU «HA NOCTYY.)

Yukarida yer verilen ciimleler tek bir paragrafta yer almakta, arka arkaya siralanmaktadir.

Yazarin “ikisi” (06a) ifadesini bu kadar sik tekrarlamasi, ¢iftin basta bir biitiin olarak hareket
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ettiklerini, aralarinda biiyiik bir uyum ve benzerlik oldugunu vurgulamak i¢in bagvurulan bir
yontem seklinde yorumlanabilir. Birebir tekrara, ayni paragraf icerisinde bir kelimenin birden
fazla kez ge¢mesine bir diger 6rnek “Eve daha da nadir ayik gelmeye baslad1” (Bcé uawe oa
yaue cman o npuxooums oomou Hempeseswiil), “Ona her seyi, her seyi sdyledi...” (Bcé, ecé
emy ckazana...), “Her seyi soOyledi...” (Bcé ckazana...) ciimlelerine ayni paragrafta yer
verilmesidir. Bu climlelerde kahramanin artik “son raddeye” geldigini, sitemkar oldugunu
hissetmek miimkiindiir. Yazarin tekrara bagvurmasinin temel sebebinin de okura gecirilmek

istenen duyguyu giliclendirmek oldugu yorumu yapilabilir.

Anlatilan 6zelligin ne denli fazla veya giiclii oldugunu aktarmak adina bir varlig1 bagka
bir varliga benzetmek olarak tanimlanan benzetme de eserde bagvurulan séz sanatlarindan
biridir. Ornegin “Yalmz kalir kalmaz her yerim &yle bir titremeye basladi ki sitmaya yakalanmus
gibiydim” (4 kax oOna ocmanace, maxk MeHs 6Cl0 MPACMU HAYANO0, MOYHO 8 JUXOpAOKe)
climlesinde sitmanin sebep oldugu fiziksel tepki ile kahramanin yasadiklarina gelistirdigi
fiziksel tepki arasinda siddetleri iizerinden bir benzerlik kurulmustur. Bu baglamda eserde
benzetmenin kahramanin i¢ diinyasinin hayatina yansimasinin siddetinin anlasilmasi i¢in bir

arag olarak kullanildigin1 séylemek miimkiindiir.

Eserde devrik ciimlelerle de karsilasmak miimkiindiir. Ornek vermek gerekirse
«...X0331Cme0 oHa, npaeda, 3anyckanay (...ev islerini, dogrusu, birakti) ciimlesi “nesne + 6zne
+ zarf + yliklem” sirasi ile olusturulmustur. Climle kuralli bir sekilde olusturuldugunda «...ona,
npaeoa, 3anyckana xosaticmeoy seklinde olusturulacak, dolayisiyla “6zne + tiimleg + yiiklem +
nesne” sirasi takip edilecektir. Ornekte goriilebilecegi iizere devrik ciimle odagi eylemin

kendisine ¢ekmek adina kullanilmaktadir.

“Kombina® isleri sebebiyle is gezisine gitmesi gerekti. Ug¢ ay boyunca gezdi.
“Nepgilerle”. Dondii. Hemen derin bir ac1 hissetti: “yabanci” gibiydi. Hikayelerini dinlemiyor,
ona zar zor bakiyordu. Siislenip piisleniyordu hatta parfiim bile sikmaya baslamisti.”
(Ilpuwnoco emy yexamv no Oenam Kombumama, 8 xomanouposky. Tpu mecaya ezoun. C
«Hanmanosyamuy. Bepuynca. U cpa3sy konvHyno: oyomo «uyscoiy. He ciywaem eé pacckasos,
ene Ha Heé ensoum. Ilpunapsouncs, Oadice oywumscsi cman.) cliimlelerinde baglaglarin
kullanilmamas1 yoluyla ifadeye ¢abukluk katmak olarak tanimlanabilecek baglagsizlik figiiriine
(asindeton) bagvuruldugu goriilmektedir. Baglaclarin kullanilmamasi eylemlerin kendilerine ve

stirece degil, sonuca odaklanilmasini saglama amacina hizmet etmektedir.

6 Birkag sanayi kurulusunun birbirine baglanarak tek elden ydnetilmesi ile olusturulmus kurum.
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Bunun yami sira metinde tamamlanmamis climlelerle de karsilasmak miimkiindiir.
Omegin “Cocuk yiiziinden.” (M3-3a pe6énxa.) ciimlesinde 6zne ve yiiklemin, “Evde ise
fazladan bes dakika bile ge¢irmiyordu” (4 Odoma nuwmnux namu muwnym He npobyoem.)

3

climlesinde Oznenin, “...yapayalnzdi...” (...o0unoxko max na cepoye...) climlesinde ise
yliklemin olmadig1 goriilmektedir. Bu baglamda yazarin, anlami bozmayacak sekilde climlenin
kimi Ogelerinin atilmasi olarak tanimlanan eksiltme (ellipsis) yontemine bagvurdugunu
sdylemek miimkiindiir. “Artik kombinada” (...on menepv & xombuname), “Is aileden daha
onemli” ([{eno — eaorcnee cemwu), “Kendine degil, ise 6zen gostermeli” (He o cebe 3aboma —
o oene), “Eve yardima bir kiz aldilar” (/Jesouxy 63s1u — no domy...), “Devrim zamanlarinda
islere kosturmaktan igmeye vakti olmuyordu” (3a epems pesontoyuu, 6 cnewke pabomer — He
00 cnupmnoeo 6wi10!..), “O giin sevingle ise koyuldu” (B mom denv ¢ padocmuio 3a deno
e3sanacy) Orneklerinde goriilebilecegi ilizere yazarin, olaylarin gergeklesme hizini veyahut
kahramanin olaylar karsisinda duydugu heyecan ve endiseyi yansitmak adina bu ydnteme

basvurdugu yorumunu yapmak miimkiindiir. Bunun yani sira bu gibi kullanimlar eserin dilini

giinliik konusma diline daha da yaklastirmaktadir.

Son olarak metinde gergek bir cevap beklenmeyen ve muhatapta bir duygu uyandirmak
yahut konusmacinin hislerini ve diisiincelerini dolayli olarak yansitmasi amaci ile kullanilan
retorik sorulara yer verildigi goriilmektedir. “Ne diye bir anda “kar1” histerilerine kapilacagin
tuttu?” (Yeeco mur 630ymana 6abvu ucmepuxu pazeooums?), ‘“Nereye gidiyorsun?” (Kyoa
uoéww?), “Benden ne istiyorsun?” (Yeco om mems xouewn?), “Artik sevmiyorsa neden
dogrudan sdylemiyor?” (Ecau paznobun — nouemy ne ckasxcem npamo?) climleleri herhangi bir
cevap almak adina sorulmus sorular1 icermemektedir. Bu baglamda anlatim1 giiclendirmek ve
duygu yogunlugu katmak amaclari ile, kahramanlarin duygu durumlarinin daha derinden

anlasilabilmesi i¢in kullanildiklarin1 séylemek miimkiindiir.

Verilen orneklerden hareketle metinde s6z sanatlarmin ve retorik figiirlerin yazarim,
kahramanlarin i¢ ¢catigmalarini ve duygusal krizlerini agiga ¢ikararak duygu durumlarini etkili
bir sekilde aktarmasina olanak sagladigini, bunun yani sira dykiideki yalnizlik, caresizlik ve
kisisel ac1 temasin1 vurguladiklarini sdylemek miimkiindiir. Eserin tarihsel ve sosyal baglamini
ozellikle kadinlarin toplumsal roliiniin algilaniginda gii¢lii sosyal calkantilarin ve degisimlerin
yasandig1 XX. yiizyilin baslar1 olusturmaktadir. Bu baglamda Kollontay’in “Kiz Kardes” isimli
Oykiisliniin edebiyatin sosyal idealleri ve donemin miicadelesini yansitmak, kadin sorunu ve
kisisel ozgiirliik temas1 gibi sosyal sorunlara dikkat ¢ekmek ve toplumu yonlendirip yeni bir

toplum inga etmek amaciyla kullanilmasina 6nemli bir 6rnek oldugunu séylemek miimkiindiir.

46



WLS ~ Cilt/ Volume: IV, Say: / Issue: 1, Haziran / June 2024

Sozciikbilimsel analiz esnasinda metin bosluklar dahil olmak tizere 1.400-1.500 karakter
tizerinden iki boliime ayrilarak Textometr isimli program araciligi ile analiz edildiginde metinde
toplamda 2.964 kelime oldugu tespit edilmistir. Bu iki boliim incelendiginde metinde en sik
kullanilan kelimelerin es, koca (myx), is (memn0), “gitmek, terk etmek” (yxoauts/yiitn), “cocuk,
bebek” (pe6énok), “yasamak™ (xuth) kelimeleri oldugu saptanmistir (Laposina & Lebedeva,
2021). Bu kelimelerin tiim metinde ne kadar sik kullanildigi tarafimizca incelenmis olup es
(my>x) kelimesinin 34, is (zeno) kelimesinin 15; gitmek, terk etmek (yxoauts/yitrn) fiilinin 14,
cocuk, bebek (pe6énox) kelimesinin 10, yasamak fiilinin (;kuts) ise 8 kez kullanildigi sonucuna

varilmistir.

Eserde en fazla kullanilan kelimenin “es” kelimesi olmasi ve en sik kullanilan ilk bes
kelime arasinda sosyalist rejime 6zgii ifadelerin bulunmamasinin “Kiz Kardes” isimli ykiiniin
iiclemedeki diger Oykiilerden belli noktalarda ayrildigim1 gosterdigi kanaatindeyiz. Zira ilgili
Oykiiniin Oncelikli hedefi kadinlar1 sosyalist miicadeleye ¢ekmekten ziyade ev iginde ve
duygusal iligkilerinde yasadiklar1 sorunlarla bas edebileceklerine iliskin onlara bir 6rnek
gostermektir. Hikdyede “es” kelimesinin bu kadar tekrarlanmasi, toplumun yeni ideolojiye
ragmen hala eski erkek odakli diizeni korudugunun, toplumsal yasamda erkeklerin kadinlardan
daha 6n planda bulundugunun, daha fazla imkéana sahip olduklarinin, refahin saglanmasinin
erkeklere bagl ve ekonomik giiciin, dolayisiyla yonetimin onlarin elinde oldugunun bir kaniti
niteligindedir. Bu baglamda ilgili hikdyenin komiinist hayat goriisiiyle yazilmis olsa da kadin

sorununu miinferit bir sorun olarak ele aldig1 sdylenebilir.

Metnin ayrildigr iki boliim Textometr araciligi ile analiz edildiginde birinci boliimdeki
kelime uzunlugunun 4,8; ikinci boliimdeki kelime uzunlugunun 4,5 sembol oldugu sonucu elde
edilmistir (Laposina & Lebedeva, 2021). Ortalama alindiginda ise metindeki kelime
uzunlugunun 4,6 sembol oldugu sonucuna varilmistir. Rusgadaki ortalama kelime uzunlugunun
5,28 sembol oldugu g6z oniinde bulundurarak (Sarov, tarih yok) bu hikayede olduk¢a kisa
kelimelerin secildigi yorumunu yapmak miimkiindiir. Metindeki kelime haznesinin genisligi
analiz edildiginde ise her iki boliimdeki kelime haznesinin degerlendirmesinin 5/10 seklinde
oldugu goriilmiistiir (Laposina & Lebedeva, 2021). Dolayisiyla kelime haznesinin ¢ok genis
olmadig1 sonucuna varmak miimkiindiir. Metindeki kelime ¢esitliligi analiz edilirken
tarafimizca belirlenen ilk boliimdeki kelime c¢esitliliginin degerlendirmesinin 0,39, ikinci
boliimiin ise 0,34 oldugu sonucuna ulasilmistir (Laposina & Lebedeva, 2021). Ortalama
alindiginda ise sonucun 0,365 oldugu goriilmiistiir. Buradan hareketle “Kiz Kardes” dykiisiinde

kelime cesitliliginin ¢ok yogun olmadigi sdylenebilir. Metindeki kelimelerin zorluk derecesi
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analiz edildiginde ise ilk boliimdeki kelimelerin 4/10, ikinci boliimdeki kelimelerin ise 3/10
oldugu sonucuna ulasilmistir (Laposina & Lebedeva, 2021). Bu sonuglarin ortalamasi
alindiginda ise metindeki tiim kelimelerin ortalama zorlugunun 3,5/10 oldugu sonucuna
varilmistir. Analiz sonucunda elde edilen tiim verilerin, metnin kelime se¢iminde anlasilirligi

artirmak adina belli bir strateji izlendigine isaret ettigini séylemek miimkiindiir.

Metin sozdizimsel agidan analiz edilirken yine Textometr araciligi ile eserde toplam 401
cimle oldugu tespit edilmistir. Ardindan ayr1 ayri ele alinan iki bdliimdeki climle uzunlugu
incelenmis olup ilgili web sitesinin analiz sonuglarinin climlelerin igerdigi kelime sayisinin 6,5
ile 8,5 kelime arasinda seyrettigi yoniinde oldugu goriilmiistiir (Laposina & Lebedeva, 2021).
Bu sonuglarin ortalamasi alindiginda ise bu boliimlerdeki ciimlelerin 7,5 kelimeden olustugu
sonucuna varilmistir. Rusca edebi metinlerdeki ctimlelerin ortalama 10,38 kelimeden olustugu
bilinmektedir (Sarov, tarih yok). Buradan hareketle eserdeki cimlelerin ortalamadan daha kisa
oldugunu sdylenebilir. Bunun yan1 sira Rusgada giinliik konusma stiline 6zgii climlelerin 5-9
kelime arasi uzunluga sahip oldugu bilinmektedir (Razgovorniy stil', tarih yok). Bu baglamda

eserde uzunluk agisindan giinliik konusma stiline yakin ctimlelerin tercih edildigi goriilmiistiir.

Tarafimizca eserdeki climle uzunlugunun yani sira ciimle yapisi da incelenmistir. Yapilan
inceleme sonucunda metinde cogunlukla basit ciimlelerin kullanildig1 sonucuna varilmistir. Bu
baglamda eserde yer alan 401 ciimle incelendiginde basit ciimle kullanim oraninin %70,36
oldugu tespit edilmistir. Eserde ciimle uzunlugunun yani sira ciimle tiirleri de incelenmis olup
metinde bir¢ok tek 6geli climle (omHOCOCTaBHBIE TpemIoxkeHus) oldugu sonucuna varilmistir.
Eserde yer verilen climle tiirlerine 6rnek vermek gerekirse: Nominal Ciimleler (Ha3siBHBIE
npennoxenus)’: «BaxkHoe IHIIO. ..», «X03gHCTBEHHHK. ..», «3BoHOK.» (Kollontay, 1923, s. y.);
Belirli-sahisli ciimleler (Onpenenéuno-muunsie npemnoxenus)®: «M He BepHych», «CHXKY
HOYBIO C OOJBHBIM PEeOEHKOM, OJMHOKO TaK Ha cepaue...», «Jlymaro, XOTb C HHM TOpeM
MOJICIIOCH, JIUITb OB TPE3BBINA OKazaics!..», «Ilyctu, xkeHa...», « Buxy — mbsHbIil...», «CHKy,
cama He cBosi.» (Kollontay, 1923, s. y.); Belirsiz-sahisli cimleler (Heonpeaenénuo-nmudmbie
npennoxenus)’. «B aprycre paccumtamm», «Ho yke Hazam He B3AOM...», «A T0YEMy BacC
paccunutanu?», «llo e€ moumHy B palioOHE OpraHuU30BalIu SCIH.», «M OmsATh BpPEMEHHO

otcpounnu pacuét» (Kollontay, 1923, s. y.); Sahissiz ciimleler (besmuunsie npemioxkenns)C:

" Yalmzca 6zneden olusan ve bir nesnenin varligim bildiren ciimleler.

8 Gizli 6zneli ciimlelerdir, eylemi kimin gergeklestirdigi yiiklemin gekiminden belirlenmektedir.

% Oznenin belirsiz oldugu, eylemi kimin gergeklestirdiginden ziyade eylemin kendisine dikkat gekilen ciimlelerdir.
Rusgada bu ciimlelerdeki fiil, {igiincii cogul sahsa gore ¢ekimlenir.

10 Eylemi gerceklestiren yahut durumu tecriibe eden kisiden bagimsiz gerceklesen olaylari veya eylemleri aktaran
climlelerdir.
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«[Ipuxomuiock mpomyckars ciyx0y», «Ho Beap ero Toke HHKOrma He OBLIO JO0MAa...»,
«[Ipummoch emMy yexarhb Mo jJejlaM KOMOWHaTa, B KOMaHJAUPOBKY», «M OmATH jerde cramoy»
(Kollontay, 1923, s. y.), «Ho Beixoaa He 6b110%» (Kollontay, 1923, s. y.); Genel-sahisli cimleler
(O606mEnHO-MuEble  npennoxenns)': «KoHeuno, 4To ¢ mesHOro crpocHib?», «Kax
nonpocuilib?», «/la n He Haiinéub €€, paboTy Teneps...», «Kaxaplil JeHb NPOCHIIACIIbCS C
3TOM HAIEKIOM...», «A Bcé x)naémb, Bcé Hageemncs!..» (Kollontay, 1923, s. y.). Yukarida
verilen orneklerde de goriilebilecegi lizere metinde tek 6geli ciimlelere siklikla yer verilmistir.
Bunun hem okumay1 kolaylastiran hem de anlatimi gii¢clendiren bir faktér oldugunu séylemek

mumkundiir.

Metnin yapisal zorlugu sifat-fiil kullanimi, metinde yer alan pasif yapilarin sayisi gibi
okumay1 zorlagtiran sozciik tilirlerinin kullanimina gore degerlendirilmektedir. Bunun
sonucunda iliclemede yer alan ii¢c oykii Textometr araciligi ile analiz edildiginde Sykiiniin
yapisal zorluk derecesinin 3/10 olarak degerlendirildigi sonucuna varilmistir. Metnin zorluk
derecesi ve hitap ettigi kitlenin seviyesi de ayni program araciligiyla incelenmistir. Ilgili
programda metnin zorlugu ve hitap ettigi kitlenin seviyesi iki kritere gore
degerlendirilmektedir: Yapisal zorluk derecesi ve sozciikbilimsel zorluk derecesi. Bu
dogrultuda “Kiz Kardes” isimli 6ykiiniin zorluk derecesinin 2,35 oldugu sonucu elde edilmistir.
Metnin hitap ettigi kitlenin seviyesi incelendiginde ise 6ykiiniin 25,5/100 seklinde puanlandigi,
dolayisiyla dokuz-on yas (ii¢lincii-dordiincii sinif) seviyesine hitap ettigi goriilmiistiir (Laposina
& Lebedeva, 2021). Bunun yani sira metinde yer alan kelimelerdeki hece sayisi, ctimlelerde yer
alan kelimelerin uzunlugu gibi kriterlere gore degerlendirme yapilmasina olanak saglayan
Flesch kolay okunabilirlik formiiliiniin*? Ruscaya uyarlanmasi sayesinde degerlendirilmis olan
kolay okunabilirlik seviyesinin 6ykiide 81/100 oldugu tespit edilmistir. lgili formiiliin metne
uygulanmasi sonucunda elde edilmis olan puanin yiiksekligi ile metnin kolay okunabilirligi
arasinda dogru orant1 oldugunu sdylemek miimkiindiir, dolayisiyla puan arttik¢a metnin kolay
okunabilirlik seviyesi de artmaktadir (Laposina & Lebedeva, 2021). Bu baglamda eserin yazim

asamasinda kolay okunmasinin hedeflendigi goriilmektedir.

Bir metnin dinamizmi, anlatimin etkileyiciligi ile baglantilidir ve Rusgada tire kullanimi,
eksiltili ve tek ogeli ciimleler metnin dinamizmini artirmaktadir. Buradan hareketle “Kiz

Kardes” isimli oykiiniin dinamizminin 9/10 seklinde degerlendirildigi sonucuna varilmistir.

11 Ogzellikle deyimlerde kullanilan ciimle yapilaridir. Eylemin genis bir kitlece gergeklestirildigini

vurgulamaktadir.
12 Okuma Kolayligi Puan1 = 206,835~ (kelime sayisi/ciimle sayisi x 1.015) + (hece sayisi/kelime say1s1 x 8.46)
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Bununla birlikte metnin agiklamadan ziyade anlatiya yonelik yazildigini sdylemek
miimkiindiir. Bu hususta Textometr aracilig1 ile elde edilmis veriler metnin agiklayiciliginin
1/10 olduguna isaret etmistir (Laposina & Lebedeva, 2021). Tiim bu veriler, metnin dinamik ve
sOz sanatlar ile giliclendirilmis bir dille yazilmasia karsin kadinlarin egitim seviyesi goz

oniinde bulundurularak basit bir dille kaleme alindigina isaret etmektedir.

5. SONUC

NEP donemi ekonomik anlamda olumlu sonuglar vermesine karsin igsizligin artmasi gibi
olumsuz sonuglar1 da beraberinde getirmistir. Issizlikten en fazla etkilenen kesim ise
kadilardir. Issizlikle miicadelenin yan1 sira yeni toplum diizenine uyum saglamaya calisan
kadinlarin yasam kosullar1 ve problemleri kadin edebiyatinda da yanki bulmustur. Aleksandra

Kollontay’in edebi eserleri bu durumun 6rneklerindendir.

Kollontay, “Kiz Kardes” isimli dykiide toplumsal kosullarin kadin yasamindaki etkisi
iizerinde dururken kadin dayanismasinin 6nemini vurgulamistir. Bunu yaparken toplumun her
kesiminden kadinin anlayabilecegi bir dil kullanmistir. Bunun bilingli bir tercih oldugunu
sOylemek mimkiindiir zira edebiyatin egitim seviyesi diisiik kadinlara da ulagabilmesinin ve
onlarin da sorunlarin1 yansitmak icin bir ara¢ olarak kullanilmasinin ilgili donemde topluma

yon vermenin en etkin yollarindan biri oldugu kabul edilebilir.

Aleksandra Kollontay “Kiz Kardes” isimli dykiiyii kaleme alirken kelime se¢iminden
climle yapisina, climle yapisindan ciimle tiirlerine kadar metni olusturan tiim unsurlarda basit
bir dil kullanmaya yonelik tercihler yapmistir. Metnin 9-10 yas grubuna hitap edecek diizeyde
yazilmasi da bunu kanitlar niteliktedir. Bu, donemin kadinlarinin egitim seviyesinin diisiik
oldugunun bir gostergesi olmakla birlikte toplumsal kosullarin edebiyati nasil yonlendirdiginin
bir 6rnegi niteligindedir. Bunun yani sira eserde sz sanatlarina bagvurulmasi, kullanilan basit
dile ragmen esere derinlik ve duygusal yogunluk katilmak istendigine, bu sayede okur ile

kahramanlar arasindaki duygusal bagin kuvvetlendirilmesinin amaglandigina isaret etmektedir.

Yapilan analiz sonuglar1 ve incelemeler, eserin edebi degerinden ziyade toplumsal
yOniiniin daha agir bastigin1 gostermektedir. Bunun yani sira eserin hedef kitlesi ve yazilis
amaci ile sdzciikbilimsel, sozdizimsel, bigembilimsel ve yapisal 6zellikleri arasinda organik bir

bag oldugunu sdylemek miimkiindiir.
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EXTENDED ABSTRACT

The New Economic Policy (NEP), launched in Soviet Russia in 1921, was a set of measures
aimed at improving the economy after the October Revolution, Civil War and economic
difficulties. The introduction of elements of a market economy during the NEP period made it
possible to achieve significant economic and social improvements, prevent famine and solve
the harvest problem. The consequence of the market economy was the emergence of a new
class of business people - “NEPmen”, as well as a whole series of social transformations. The
ideology of New Russia tried to regulate the rights of women and men, and in every possible

way supported relations based on equality and respect between men and women.

However, despite economic successes, the NEP led to an increase in unemployment,
especially among women, thereby complicating their path to economic independence. In
response to these challenges, a representative of the party elite, Alexandra Kollontai, turned to
literature and wrote the story “Sisters” (1923), in which she raised issues of female solidarity,

social and economic inequality.

The story "Sisters" was first published in 1923 in the magazine "Kommunistka". And this,
in turn, is clear proof of the significance and importance of the “women’s issue” during this
period. The story is essentially a reflection of the difficulties that women faced in the early
years of the formation of Soviet Russia. At the center of the story are two women from different
social classes: one of them is educated and wealthy, the other belongs to a poorer class and is
forced into prostitution because she lost her job. The heroines of the story symbolize a wide
range of social problems and inequalities that existed at that time. Along with this, the story
also emphasizes the importance of female solidarity and mutual understanding in the struggle
for personal independence and dignity. In his story, Kollontai uses simple colloquial language
in order to make it accessible to a wide range of readers, and especially to women, whose level
of education at that time was extremely low. And lexical analysis clearly proves this. Thus, it
was found that the most frequently used words were “husband”, “work”, “care/care”, “child”
and “alive”. This choice of words shows that the story focuses on the problems that women face
in their emotional relationships and everyday life. The average length of a word in the text is
shorter than the average length of a word in the Russian language. In the text, the average length
was 4.6 characters. The vocabulary and variety of words in the text are extremely limited.
Syntactic analysis revealed that the sentences in the text are constructed in a conversational
style and have an average length of 7.5 words. At the same time, the use of simple sentences

predominates in the text. The lexical and syntactic analyzes carried out prove that the text was
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written with the goal of making it as accessible and understandable as possible for poorly
educated women of that time. The structural difficulty level of the story "Sisters" was rated
3/10, and the ease of reading was rated 81/100. These data indicate that the text is really easy
to read and the author managed to achieve her goal. The dynamism of the story is quite high -
9/10, but the level of lyrical digressions is extremely low - 1/10. Thus, we can conclude that the
story focused on narration rather than lyrical digressions. Kollontai in his story pays special
attention to the inner experiences of the heroines and puts the involvement of readers at the
forefront. The author skillfully uses various rhetorical figures and narrative techniques, such as
metaphors, comparisons, gradation, rhetorical questions and repetition, in order to enhance the
emotional effect and better convey the inner world of the characters. The story “Sisters” by
Kollontai is a work of its time in the full understanding of these words, aimed at highlighting
women's problems and promoting the ideals of equality and solidarity. The story not only
reflects the social changes of the early 20th century, but also serves as a reminder of the need

for support and understanding in the fight for a better future for all women.
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AN ESSAY ON PERIPHRASIS IN TURKISH

Oz

Bir dilin zenginligi onun adlandirma ve kavramlastirma giiciinde yatar. S6z varliginin beslenmesi ve gelismesi,
dilin ifade giicli kazanmasi sozliige katilacak yeni sozciiklerle miimkiin olur. Adlandirma ve kavramlastirma
dendiginde akla ilk gelen sdzciiktiir ancak sdzciik tanim ve kapsami acisindan genis bir terimdir. Bir adlandirma
yapmak icin kimi zaman tek bir sdzciik yetmez. Bu gibi durumlarda birden ¢ok sdzciikten olugan birlesimlere
basvurulur. Bu tip birimler, tamlamalar seklinde kurulur. Cogu zaman bu tamlamalar uzlagimsallik kazanarak
sozliik birimleri haline gelirler. Bunlarin en yaygin 6rnekleri birlesik sozciiklerdir. Cok sozciiklii sozlik
birimleri birlesik sozciiklerden ibaret degildir. Tiirk¢e dil bilgisi ¢alismalarinda kaliplagsmis sozler olarak
degerlendirilen deyimler, atasozleri, iligki sozleri, 6rtmeceler gibi ifadeler, tamlama veya tiimce olarak
kurularak uzlagimsallik kazanmis ¢ok sozciikli s6zliikk birimleri olarak s6z varligmin énemli bir boliimiinii
olusturur. Bunlar arasinda aragtirmalarda ihmal edilen dolaylamalar da bulunur. Tek bir soézciikle
karsilanabilecek bir varlik, olay ya da olgunun birden ¢gok sézciikle karsilanmasi anlamina gelen dolaylamalar,
kalip sozlerle benzer yapidadir. Tamlama ya da tiimce bigiminde kaliplasmis s6zliik birimleri olan dolaylamalar,
diger kalip sozlerden anlam bilgisi agisindan farkliliklar gosterir. En basta sair ve yazarlar tarafindan estetik
kaygilarla yaratilmis olsalar da dilin ¢esitli katmanlarinda anlatima etkileyicilik katmak, adlandirilan seyi
aciklamak, ozelliklerini vurgulamak gibi amaglarla kullanilirlar. Dolaylamalar, bu bakimdan standard dilde,
agizlarda, toplumun genel yasam tarzindan farkli bir yasam tarzi benimsemis katmanlarinin dili olan argoda ya
da meslek guruplarinin 6zel dilleri olarak kabul edebilecegimiz jargonlarda rastlanabilecek sozliik birimleridir.
Dolaylamalar, bunun yaninda edebi eserlerde, halk edebiyati iriinlerinde, yazili ve gorsel basinda, drtmecelerde
sik¢a bagvurulan bir anlatim bi¢imidir. “Dolaylama nedir? Dolaylamalarin dilin zenginlegindeki katkisi nedir?
Diger kalip s6zlerden anlam bilgisi agisindan farkliliklari nelerdir? Dolaylamalar, edebi eserlerde, halk
edebiyati driinlerinde, yazili ve gorsel basinda, Ortmecelerde hangi tip ifade ve Orneklerle karsimiza
¢tkmaktadir?” gibi sorulara yanit bulmak amaciyla kaleme alinan bu ¢alismada ¢esitli kaynaklardan derlenen
230 dolaylama yap1, kavram ve dil tabakalagsmasi agisindan incelenerek dolaylamalar hakkinda bir siniflandirma
yapilmaya galisiimistir.

Abstract

The richness of a language lies in its denotation and conceptualizing power. Nurturing and developing the
vocabulary and gaining the expressive power of the language are possible with new words added to the
dictionary. It is the word that comes to mind first when it comes to denotation and conceptualization, but the
word is a broad term in terms of definition and scope. Sometimes a single word is not enough for denotation.
In such cases, combinations consisting of more than one word are used. These types of units are established as
phrases. Most of the time, these phrases become conventional and become lexical units. The most common
examples of these are compound words. Multi-word lexemes are not just compound words. Expressions such
as idioms, proverbs, relationship words, and euphemisms, which are considered formulaic expressions in
Turkish grammar studies, constitute an important part of the vocabulary as multi-word lexical units that have
gained conventionality by being formed as phrases or sentences. These include periphrases that are neglected
in research. Periphrases, which mean that an entity, event or phenomenon that can be covered with a single
word is covered with more than one word, have a similar structure to formulaic words. Periphrases, which are
formulaic lexical units in the form of phrases or sentences, differ from other formulaic words in terms of
semantics. Although they were primarily created by poets and writers with aesthetic concerns, they are used in
various layers of the language for purposes such as adding impressiveness to the expression, explaining the
thing named, and emphasizing its features. In this respect, periphrases are lexical units that can be found in
standard languages, dialects, slang which is the language of layers of the society that have adopted a lifestyle
different from the general lifestyle, or in jargons that we can consider as the special languages of professional
groups. In addition, indirections are a form of expression frequently used in literary works, folk literature
products, written and visual media, and euphemisms. This study, written with the aim of finding answers to
questions such as "What is a paraphrase? What is its contribution to the richness of language? What are the
differences in terms of semantics compared to other idiomatic expressions? In literary works, folk literature
products, written and visual media, and metaphors, which types of expressions and examples do they appear
with?", attempts to classify various figurative language structures, concepts, and language stratifications by
examining 230 compiled figures of speech from various sources.
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1. GIRIS

Dil, insanin kavramlar arasinda kurdugu iliskiyi séze doniistiirmek amaciyla ses, yapi,
dizim ve anlam kurallariyla birbirini tamamlayan simgeleri bir araya getirdigi bir dizgedir.
Iletisim ve diisiindiiklerini s6ze doniistiirme ihtiyaciyla dogmus bu dizgenin yapi tas1 sdzciiktiir.
Sozciik, bir kavram ve bir isitim imgesinden olusan bir dil 6gesidir (Saussure, 1998, s. 111). Bu
bakimdan her bir sézciik, bir kavram birimi olarak kabul edilebilir. Kavram “insanin
cevresindeki nesnelere, olay ve durumlara ait, kisisel gozlem ve deneyimlere dayanan
tasarimlarin zihinde yer eden yoniidiir” (Aksan, 1999, s. 41). Sozciikler, evrenimizdeki soyut
ya da somut nesne, varlik, olay, olgu ve durumlar1 zihnimizde kavramlar olarak depolayabilme
ve bunlar1 siniflandirarak diistindiiklerimizi ve hissettiklerimizi yer ve zamana bagli olmaksizin

soze doniistiirebilme imkani saglarlar.

Dil, bir adlandirma ¢abasi olarak gériilebilir. Insan, diisiindiiklerini ve hissettiklerini sdze
doniistiirebilmek icin deneyimlerini adlandirmak zorundadir. “Adlandirma, bir nesneyi,
belirtmek tizere bir gosterge olusturmak™tir (Aksan, 2017, s. 76). Her sozciik, bir varligin,
nesnenin, olaymn veya olgunun adidir. Sozciik, bir varlik ya da nesnenin adi olarak dilin s6z
varliginda yerini alir. Anlatici, sézciiglin ses boyutunu duydugunda isaret ettigi kavrami,
kavrami zihninde tasarladiginda da ses boyutunu hatirlayarak bunlar1 dil dizgesinin i¢inde
kullanir ve anlamlandirir. Bu iki boyut onun evreni zihninde diizenleyip gerektiginde de bu
evreni soze doniistiirmesini saglar (Erkman ve Akerson, 2008, s. 117). Her bir sozciik bu

bakimdan bir ad birimidir.

Insanin bireysel ve toplumsal deneyimi arttikga daha fazla varlik, nesne, olay ve olguyla
karsilagsmas1 onun daha fazla adlandirma ve kavramlastirma yapmasina neden olur. Boylece
dilin s6z varlig1 olusur ve gelisir. “Cagdas dil biliminde bir biitiince i¢inde bir islevi yerine
getiren tiim sozciiklerin listesi ” (Giinay, 2018, s. 31) olarak tanimlanan s6z varligini olusturan
sOzciigiin sinirlarini ¢izmek oldukca zordur. S6zciik; ses, bigim, dizim ve anlam agisindan farkli
tanimlar1 olan bir dil birimidir. En 6nemli 6zelliklerinden biri de dildeki anlam yiikiinii
tagimasidir. “Dildeki bir birimin aktardigi ya da uyandirdig1 kavram, tasarim, diisiince; igerik”
(Vardar, Giiz, Huber, Senemoglu, Oztokat, 2007, s. 18) o birimin anlanmudir. Bu &zelligi
nedeniyle sozciik, bir anlam birimi olarak da kabul edilir. “Anlam1 olan en kiigiik dilsel birim;
dilin birinci eklemlilik diizeyini olusturan en kii¢iik anlamli birimlerin her biri; en ufak
gosterge” (Vardar ve digerleri 2007, s. 19-20) olarak tanimlanan anlam birimi, kimi zaman bir
ek, kimi zaman dil bilgisi islevi tastyan ve ancak bir baska sozciikle birlikte kullanildiklarinda

anlamlar beliren ilgeg, baglag veya adil gibi bir sdzciik olabilir ¢linkii dilde anlamsiz bir birimin
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bulunmasi mantik disidir. Bu durumda bir anlam birimi olarak sézciigiin tanimlanmasi i¢in
baska bir terime ihtiya¢ duyulur. Sozciik, bir i¢erigi bulunan, anlaticinin/alicinin zihninde bir
tasarim ve ¢agrisim uyandiran yani bir kavrami karsilayan bagimsiz bir birimdir. “Ev, aslan,
yiiriimek” gibi dil birimleri dil dis1 diinyadaki bir varligin veya olayin zihindeki yansimasi olan
bir kavrami karsilayan sozciiklerdir ve sozlik birimi (Uzun, 2004, s. 54) olarak
tanimlandiklarinda karmasa ortadan kalkar. S6zliik birimi, “ev, evi, evden, yiirlimiis, yiiriiyor
gibi dil bilgisi varyantlarinin altinda yatan soyut birimleridir. S6zliik birimleri geleneksel olarak
sozliiklerde ayr1 girisler olarak listelenen Dbirimlerdir” (Crystal, 2008, s. 276).
Anlaticinin/alicinin zihninde bir tasarim ve/veya cagrisim olusturan sozliik birimlerinden

tiiretme veya birlestirme yoluyla yeni sozliik birimleri tiiretilebilir.

Bir sozliik biriminin anlam 6zelliklerini dizi iliskileri belirler. Sozliik birimleri dil i¢inde
kullanilirken baska sozliik birimleriyle dizim iliskileri kurar; s6zliik biriminin anlamdas, sestes
veya ¢ok anlamli olugsunu belirlemekte anlatictya yol gosteren bu dizisel iligkilerdir. S6zciigiin
anlam ve gorevini belirleyen baska bir iligki tipi de dizim iligkileridir. “Ay¢a’nin annesi,
cocuklarina bakabilmek icin bir mavi yakali olarak canini disine takip gece giindiiz
calistyordu.” tlimcesinde sozliik birimleri 6beklesmeler olusturmustur. Bu dbeklesmeler dizim
kurallarina gore siiflandirildiginda soyle bir manzara ortaya ¢ikar: “Ayga’nin annesi” belirtili
ad tamlamasi, “bakabilmek i¢in” ilge¢ 6begi, “bir mavi yakali olarak” eylemsi 6begi, “bir mavi
yakal1” sifat tamlamasi, “canini disine takip” eylemsi 6begi ve “bakabilmek™ birlesik eylem.
Bunlar iki ya da daha ¢ok sozliik biriminin 6beklesmesinden olusan birimlerin s6z dizimi
kurallarina gore adlandirilmasidir. Bu dbeklesmeler gecici adlandirmalar olarak bir kavrami
karsilarlar. Tiimcede “mavi yakali” sifat tamlamasindan ‘emekgi, is¢i’, “canii disine tak-"
eylem obeginden ‘biitiin gliciinii harcayarak yapmak’ ve “gece giindiiz” 6beginden ‘araliksiz’
anlamlar1 alic1 tarafindan ¢ikarilir. S6z konusu dbeklesmelerin bu bakimdan niteleme, niceleme
veya tanimlama amaciyla kurulmus gecici birer adlandirmadan ¢ok, kalict birer adlandirma,
dolayistyla birer sozlikk birimi olarak algilandigimi gosterir. Bu dbeklesmeler ¢ok sozctiklii
anlam birimleri olarak uzlasimsallasmis ve anlaticilar/alicilar i¢in kaliplagsmis ifadeler haline
gelmiglerdir. Kaliplagmis sozler basligi altinda degerlendirilen bu s6zliik birimleri temelde iki
baslikta incelenir: Deyimler ve atasozleri. Bunlarin da disinda ikilemeler, dolaylamalar/
periphrase, dualar, beddualar, iliski sozleri ad1 verilen kaliplagsmis sozler bulunur. Bu agidan
bakildiginda “canii disine tak-" deyim, “gece giindiiz” ikileme, “mavi yakali” dolaylama

olarak siniflandirilabilir.
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Kaliplagmis dil birimlerinin belli baslh yapisal 6zellikleri, (1) kaliplagsmis olarak bulunma,
(2) ¢ogunlukla tiimce veya sozciik 6begi dizilisiyle goriinme, (3) belirli tiimce ve sdzciik 6begi
tirlerinde yer alma ve (4) az sayida sozciikten olusma seklinde siralanabilir (Gokdayi, 2008, s.
92).

Dolaylamalar da kaliplasmis olarak bulunan, genellikle s6zciik 6begi dizilisiyle goriilen,
kisa ve etkileyici bir anlatima sahip sozliik birimleridir. Atasdzleri, 6giit veren ve yol gosteren
(Aksoy, 1988a, s. 37), deyimlerse soyut anlagilmasi ve anlatilmasi gii¢ durumlar1 somutlastiran
ifadeler olarak tanimlanirlar (Ozdemir, 2000, s. 152). iliski sozleri dogum, 6liim, evlenme,
ayrilik, hastalik gibi 6zel durumlarda duygular1 dile getirmek, giindelik yasamda iletisimi
stirdiirmek, anlatim1 giiclendirmek gibi amagclarla kullanilan sézlerdir (Gokdayi, 2008, s. 97-
98; Ozdemir, 2000). Kaliplasmis sozlerden sayilan dolaylamalar dzellikle anlam &zellikleri

acisindan digerlerinden ayrilir.

“Daha az sozcligiin daha fazla s6zciikle degistirilmesi” (Bussmann, 1996, s. 879); “bir
tek sozciikle belirtilebilecek bir kavrami bir¢ok sozciikle anlatma (6rn. kisrak yerine disi at
demek)” (Vardar, Giiz, Huber, Senemoglu, & Oztokat, 2007, s. 81); “tek sdzciikle ya da ¢ekim
ekleriyle belirtilebilecek bir kavrami birden ¢ok sozciikle anlatma” (Imer, Kocaman, Ozsoy,
2011, s. 100) olarak tanimlanan dolaylamalarda “dilsel ¢esitlilik, vurgulama veya agiklama
amaciyla bir sozciigiin yerini genisletilmis ve daha renkli bir ifade alir.” (Bussmann, 1996, s.
879).

Shavketovna ve Shavkat gizi “Periphrasis and Figurative Words” adli ¢alismalarinda
renkli ve etkileyici anlatimin bir aract olarak yazili ve sozlii dilde kullanilan sozler olarak

niteledikleri dolaylamalari su sekilde tanimlarlar:

“Dil kaynaklarinda periphrasis, paraphrase, agimlama, yeniden adlandirma, mecazli
ifade gibi terimlerle anilan dolaylama tanimlarindan, dolaylamanin bir sozlikk
biriminin dis ve i¢ dzelliklerine uygun bir kombinasyon kullanip tam, ayrintili olarak
tanimlayarak sanatsal bir bicimde renklendirilmis bir sozliik birimiyle degistirilmesi
oldugu anlagilmaktadir. Agiklama, bir nesneyi veya olay1, adini temel &zelliklerinin

bir agiklamasiyla degistirerek ifade etmenin bir yoludur” (2023, s. 124).

Kaliplagmis sozler konusu iglenirken biraz ihmal edilen dolaylamalar, edebiyat ve s6z
sanatlar1 ile ilgili ¢aligmalarda daha fazla ele alinmistir. Bahadir Giines “Belagatte Soz ve Soziin
Uzatilmasina Dair Terimlerin Tiirkce ve Bati Kokenli Denklikleri Uzerine” adli ¢alismasinda,
dolaylamanin “Bir diislinceyi, olay1 ya da duyguyu dogrudan dogruya anlatma yerine baska

sozciikler kullanarak anlatma” (Gogiis, Oguzkan, Onertoy, Unlii, Kogak, 1998, s. 39)
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tanimindan yola ¢ikarak dolaylamanin belagatte sozii etkileyici ve agiklayici bir sekilde uzatma

sanati olarak belirlenen 1tnab-1 makbil ile denk oldugunu sdyler (Giines, 2023, s. 10).

Oncelikle estetik kaygisiyla, edebi eserlerde kullaniliyor olsa da dolaylamalar dilin gesitli
degiskelerinde karsilagilan bir kullanimdir. S6z varliginin katmanlar1 i¢inde Olgiinli dilde,
agizlarda, toplumun genelinden farklilasan tabakalarma 6zgii dil kullanimi olan argoda
karsilasabilecegimiz dolaylamalar; bi¢cim, anlam ve kullanim amaglar1 agisindan incelendiginde
anlaticinin dolaylama yoluyla tekrar adlandirdigi kavrama yonelik duygu ve tutumlarini

yansitan, yaraticiliga dayali kullanimlar oldugu anlasilir.
2. YONTEM

Bu ¢alisma i¢in Tiirk dili s6zliikleri, s6z varligi ile ilgili calismalar tarafimizdan taranarak
dolaylama olarak kabul edilebilecek drnekler derlenmis ve belirlenen 6rnekler dizim, anlam ve
kavram alanlar1 agisindan gruplandirilarak dolaylamalar i¢in temel bir siniflandirma

sunulmustur.

Calismanin evrenini “Derleme Sozliigii (DS)” (2009), “Biiyiik Argo SozIigi” (Aktung,
1998), “Tiirk Argosu” (Devellioglu, 1980), TDK Giincel Tiirkge Sozliik genel ag sayfasi (TDK
Sozliikleri, 2020) ve Kubbealt1 Sozligii (2023) gibi sozliikler, giinlikk gazete ve dergilerin genel

ag sayfalar1 olusturmaktadir.

Taranan c¢alismalardaki dolaylama orneklerinden 306 sozliik biriminden olusan bir veri
tabani olusturulmustur. Bu veri tabanindaki sozliikk birimlerinin 76 tanesi birlesik eylem ve
fertigi ¢ek-, araza kop-, kahbmm dinlendir- gibi eylem &beklerinden olusur. Isbu eylem
tiriindeki dolaylamalar, bu calismaya dahil edilmemistir. Ad tiirlinden 230 sozliikk birimi
calismada degerlendirilmistir. Bu 6rneklem dolaylamalarla ilgili manzaray1 betimleyebilecek
biiyiikliikte ve kapsamda olmasa da ileride yapilacak caligmalar i¢in bir model olusturmak i¢in
kullanilmistir. Yapilacak kapsamli bir dolaylamalar sozligii, bu ¢alismanin bulgularini ve

sonuglarin1 daha da giiclendirecektir.

230 sozliik birimi kendi igerisinde dizim, kavram ve dilin sosyal tabakalagmasina gore
siniflandirilarak degerlendirilmistir. Bu yolla dolaylamalarin kurulus bi¢cimleri, kavram alanlari
ve sosyal tabakalagsma igindeki konumlar1 belirlenmeye calisilmistir. Her bir bulgu ayrica

say1sal verilerle degerlendirilmistir.

Tekrara diismemek amactyla kavram alanlar1 ve dil tabakalartyla ilgili verilerin sayisal

olarak ve birka¢ 6rnekle agiklanmasi tercih edilmistir.
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3. BULGULAR
3. DiZziM OZELLIKLERINE GORE DOLAYLAMALAR

Dolaylamalar, en az iki sozciikten olusan yapilardir. iki sézciigiin birlikte kullanilmas,
bir dilin dizim kurallarina uygun olarak ébeklesmeler veya tamlamalar kurulmasiyla miimkiin
olur. “Geleneksel dilbilgisinde iki ya da daha ¢ok s6zciigiin dilin kurallar1 dogrultusunda bir
araya gelmesi ile olusan yapilar1 belirleyen terim” (Imer ve digerleri, 2011, s. 237) olan
tamlamalar “cocuk pantolonu”, “eksi elma”, “buz gibi”, “yukari ¢ikip”, “balkonu genis” gibi
ad, sifat, ilgeg, eylemsi ve iyelik Obekleri seklinde olusurlar. Bu obekleri olusturan sozliikk
birimleri bir kavrami tanimlama, betimleme veya agiklama gibi amaglarla bir araya getirilerek

gecici adlandirmalar yaparlar. Kullanimda kaliplasarak, uzlasimsallik kazanmalar1 halinde

kalict sozliikk birimleri haline gelirler.

“Bir tek sozciikle belirtilebilecek bir kavrami birgok sozciikle anlatma” (Vardar ve
digerleri, 2007, s. 81) tanimlanan dolaylamalar bu bakimdan tamlamalar veya baska bir deyisle

obekler halinde bulunur. Dizim 6zelliklerine gore dolaylamalar 11 baslikta incelenebilir:
3.1. BELIRTILi AD TAMLAMASI BiCIMINDE KURULANLAR:

Allah’1n evi “Cami, mescid, Kabe” (TDK Sozliikleri, 2020), Allah'in kihic1 “Halid bin
Velid” (Fayda., 1997), Cankaya’mmn sismam “Turgut Ozal” (Oguz, 2018, s. 89), Ege’nin
incisi “Izmir” (T. C. Izmir Valiligi, 2020), Filenin Sultanlar1 “A Milli Bayan Voleybol
Takim1” (Wikipedia, 2023), imamin kayigy/ imamkayig “tabut” (TDK Soézliikleri, 2020),
Karpatlarin Maradonasi “Gheorghe Hagi” (Cumhuriyet, 2021), mahn gozii “kurnaz” (TDK
Sozliikleri, 2020), Potanin Perileri “A Milli Bayon Basketbol Takimi” (NTVSpor, 2022),
sipin isi “derhal, cabuk, hemen, carcabuk™ (TDK Sozliikleri, 2020), Tiirkiye’nin kalbi
“Ankara” (NTV Tarih, 2010, s. 3), Varhgin Tac1 “Hz. Muhammed” (Kisakiirek, 2009, s. 80).

3.2. BELIRTIiSiZ AD TAMLAMASI BiCIMINDE KURULANLAR:

Allah kelam “Kur’an” (Kubbealt1 Lugati, 2023), Anafartalar Kahramam “Mustafa
Kemal Atatiirk” (Meydan, 2017), anne yaris1 “teyze” (TDK Sozliikleri, 2020), aslan siitii
“raki” (TDK Sozlikleri, 2020), aptal kutusu “televizyon” Asiklar Sehri ‘“Paris”
(CokOkuyanCokGezen, 2017), ata sporu “giires” (Kilig S. , 2020), Avrupa Fatihi
“Galatasaray” (Aksam, 2023), ayak yolu “tuvalet” (TDK Sozliikleri, 2020), baba ocagi “ev”
(TDK Sozliikleri, 2020), baba yaris1 “amca” (TDK Soézliikkleri, 2020), Barajlar Kral
“Stileyman Demirel” (Oguz, 2018, s. 84), Bayrak Sairi “Arif Nihat Asya (TRT Haber, 2021),
Bebek Katili “Abdullah Ocalan” (Sabah, 2023), bel soguklugu “frengi” (TDK Sézliikleri,
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2020), Berlin Duvar1 “Fabio Cannavaro” (Koksal, 2021), Berlin Panteri “Turgay Seren”
(Cakar, 2022), boguntu yeri “Kumar oynanan mekan, kahve, kumarhane; olagandan fazla
hesap 6demek zorunda kalinan yer” (Aktung, 1998, s. 60), bordro mahkiimu “memur” (TDK
Sozlikleri, 2020), Bosna Kasabi “Ratko Mladic” (TRT Haber, 2021), bulgur piiskiirtmesi
“ciban” (TDK Sozliikleri, 2020), Cep Herkiilii “Naim Siileymanoglu” (Vikipedi, Cep Herkiilii:
Naim Siileymanoglu, 2023), cumartesi cocugu “pi¢” (Aktung, 1998, s. 71), capit hastahg
“kolera” (TDK Sézliikleri, 2020), Col Aslami “Omer Muhtar” (Vikipedi, 2023), Dadaslar
diyar1 “Erzurum” (Post Aktiiel, 2020), deniz kurdu “denizci” (TRT Haber, 2021), derya
kuzusu “balik” (Laf Sozlik, 2022), Domates Giizeli “Aysen Gruda” (Biyografilnfo, ?),
donyagi “Soguk, sevimsiz kimse” (TDK Sozliikleri, 2020), Ecel Terzisi “Azrail” (Ospanova,
2014, s. 31; Birsel, 2009., s. 8), edep yeri “Penis” (TDK Sozliikleri, 2020), Efeler Diyari
“Aydin” (Sabah, Aydin Haberleri, ?), ekmek kapis1 “is” (TDK Sozliikleri, 2020), ev tavugu
“ev kadini, evli kadin” (Aktung, 1998, s. 108), file bekgisi “kaleci” (TDK Sozliikleri, 2020),
fiyat ayarlamas1 “zam” (Ustiiner, 2009, s. 169), Gakkoslar Diyar1 “Elazig”
(Elaz1gOnline.com, 2022), gecikme zamm “faiz” (Ustiiner, 2009, s. 169), Giiller Diyar
“Isparta” (IspartaBelediyesi, ?), hayat arkadas1 “es” (TDK Sozliikleri, 2020), hayat kadini
‘fahise’ (TDK Sézliikleri, 2020), imrali Canisi “Abdullah Ocalan” (TamgaTiirk, 2022), it
memesi “¢iban” (DS, 2009, s. 2570), Kainat Efendisi “Hz. Muhammed” (Kisakiirek, 2009, s.
80), kaldirim kusu “fahise” (Aktung, 1998, s. 160), kamis bayram “sevisme” (Aktung, 1998,
s. 162), kamu diplomasisi “propaganda” (Say, 2015), kar pay1 “faiz” (Ustiiner, 2009, s. 169),
kedi bicigi “ciban” (DS, 2009, s. 2718), kedi dasagi “¢iban” (DS, 2009, s. 2718), kedi memesi
“ciban” (DS, 2009, s. 2718), kirik dolii “pi¢” (DS, 2009, s. 2825), kudret topu “gdk giirtiltiisi”
(Bugra, 1966, s. 20; Giineri, 2023, s. 814); kurt lingi “Kosarcasina yiiriimek, tiris” (DS, 20009,
s. 3011), kus kuyrugu (I) “ciban” (Derleme Sozligi, 2009, s. 3017), lokman ruhu “eter”
(TDK Sozliikleri, 2020), Medeniyetler Besigi “Mezopotamya” (Hiirriyet, 2017), medeniyet
yulari “kravat” (TDK Sozliikleri, 2020), memur kebabi “simit” (Eksi Sozliik, 2004), misafir
tohumu “pi¢” (Devellioglu, 1980, s. 185), muhabbet tellali “pezevenk” (TDK Sozliikleri,
2020), ormanlar kralh “aslan” (Tibitak Bilim Geng, 2022), orta mah “fahise” (TDK
Sozliikleri, 2020), 6lii kuyrugu “akrep” (DS, 2009, s. 3335), Oliim Melegi “Azrail” (Hiirriyet,
2020), oliim perisi “Azrail” (Ospanova, 2014, s. 31; Birsel, 2009., s. 350), peygamber tavugu
“kadin” (Kaygili, 2003, s. 68; Mangir Aksu, 2009, s. 332), Peygamberler Sehri “Sanli Urfa”
(UrfaFanatik, 2023), Sanat Giinesi “Zeki Miren” (Vikipedi, 2023), servi alti “mezar”
(Devellioglu, 1980, s. 139), Sirp Kasab1 “Radovan Karadzi¢” (CNNtiirk, 2008), sokak kadini
“fahise” (TDK Sozliikleri, 2020), sokak kiz1 “fahise” (TDK Sozliikleri, 2020), Sark Fatihi
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“Kazim Karabekir Pasa” (Cat, 2019), sehir banyosu “genelev”’, Sehzadeler Sehri “Amasya”
(Atict, 2023), Tahil Ambar “Konya” (Sozcii, 2020), tavuk gotii (1) “yara” (DS, 2009, s.
3851), tilki burnu “giban” (DS, 2009, s. 3933), vatan borcu “askerlik” (TDK Sozliikleri,
2020), Vatan Sairi “Namik Kemal” (Karaduman, 2021).

3.3. SIFAT TAMLAMASI BICIMINDE KURULANLAR:

ac1 badem “kurnaz, akilli” (Aktung, 1998, s. 28), ac1 su “raki” (Ali, 2017, s. 139),
acilkgoz “kurnaz” (TDK Sozlikleri, 2020), Adem baba “parasiz, ag¢, en kotii durumdaki
mahkiim; afyonkes; hayatta hi¢bir seyi olmayan kimse, yoksul” (Aktung, 1998, s. 30), adsiz
parmak “penis” (Bingélge, 2001, s. 23), agir ayak “hamile” (DS, 2009, s. 91), agirbash
“ciddi, vakur” (TDK Sozliikleri, 2020), agir canh “hamile” (DS, 2009, s. 91), agir top “penis”
(Bingolge, 2001, s. 12), ak sakall “yash” (TDK Sozliikleri, 2020), ala genevir “yilan” (DS,
2009, s. 187), ala giiciik (II) “yilan” (DS, 2009, s. 187), ala tengirek “yilan” (DS, 2009, s.
201), Alict Melek “Azrail” (Yurtbasi, 1996, s. 35), alt gecit “tuvalet” (Kilig O. , 2006, s. 9)
altin bilezik “meslek” (TDK Sozliikleri, 2020); Altin Boynuz “Hali¢” (HaberTiirk, 2022), Ana
Vatan “Tiirkiye” (Aydin, 2023), asag1 mahalle “genelev” (Devellioglu, 1980, s. 59), Atom
Karinca “Riza Calimbay” (Vikipedi, 2023), Ay Yildizh Ekip “Milli Takim” (TRTSpor, 2023),
bacasiz sanayi “turizm” (Sabah, 2023), Bay Gol “Osman Arpacioglu” (Fenerbahge, 2021),
beyaz altin “pamuk” (Karar, Beyaz Altin Cokiiste, 2023), beyaz cam “televizyon” (TDK
Sozlikleri, 2020), Beyaz Cennet “Pamukkale” (Yeni Asir, 2023), beyaz perde “sinema” (TDK
Sozliikleri, 2020), beyaz yakal “memur, teknisyen, uzman” (TDK Sozliikleri, 2020), beyaz
zehir “eroin” (TDK Sézliikleri, 2020), biiyiik abdest “disk1” (TDK Sézliikleri, 2020), Biiyiik
Kurtaric1 “Mustafa Kemal Atatiirk” (Cumhuriyet, 2021), Cam Adam “Gokhan Zan” (Fanatik,
2020), Cirkin Kral “Yilmaz Giiney” (Karar, 2021), dar gelirli “yoksul” (TDK Soézliikleri,
2020), delikli demir “tifek” (TDK Sozliikleri, 2020), Demir Leydi “Margaret Thatcher”
(Anadolu Ajansi, 2013), dik siiriingen “insan” (Bugra, 1979, s. 80; Giineri, 2023, s. 814),
dordiincii kuvvet “basin, medya” (Erdogan, 2013), dort kollu “tabut” (TDK Sozliikleri,
2020), ebedi uyku “6lim” (TDK Soézlikleri, 2020), etnik temizlik “soykirim” (Gazetesi,
2023), gara gabarcuk “¢iban” (DS, 2009, s. 1918), giizel agr1 “verem” (DS, 2009, s. 2243),
haci anne “pezevenk” (Aktung, 1998, s. 130), iki canl “hamile” (TDK Sézliikleri, 2020), ince
agn “verem” (TDK Sozliikleri, 2020), ince dert “verem” (DS, 2009, s. 2539), ince hastahk
“verem” (DS, 2009, s. 2539), kaba et “’kal¢a, popo” (TDK Sézliikleri, 2020), kara ¢ikin “6liim,
zatiilcenp” (DS, 2009, s. 2642), kara dam (I) “mezar” (DS, 2009, s. 2642), kara deve “6lim”
(DS, 2009, s. 2643), kara don (I) “¢ocugu olmayan kadin” (DS, 2009, s. 2643), kara elmas
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“komiir” (TDK Sozliikleri, 2020), kara is¢i “giindelik¢i, amele” (DS, 2009, s. 2646), Kara
Kartal “Besiktas” (Foto Mag, 2023), Kara Kita “Afrika” (Diinya, 2018), kara miibarek
“Sirpenge, kan ¢iban1” (DS, 2009, s. 2652), Karaoglan “Biilent Ecevit” (Yenigag, 2020), kara
taban “yara” (II) (DS, 2009, s. 2654), kara tirnak “atmaca” (DS, 2009, s. 2654), kara yol
“olim” (DS, 2009, s. 2656), kara yiizlii “su¢lu, glinahkar” (TDK Sozlikleri, 2020),
karayatahg “tifo” (DS, 2009, s. 2655), kirmizi fener “genclev” (Aktung, 1998, s. 182), Kizil
gezegen “Mars” (Zubrin, 2016), Kizil Sultan “II. Abdiilhamid” (Turan, 2016), Kizilbas “Sii,
Alevi” (TDK Sozliikleri, 2020), kizilca kiyamet “kavga” (TDK Soézliikleri, 2020), kirahk
nazenin “fahise” (Cigiragan, 1945, s. 275), kirli pacavra “kolera” (DS, 2009, s. 2881), kotii
yara “firengi, ciizzam” (DS, 2009, s. 2984), kiiciik abdest “¢is” (TDK Sozliikleri, 2020), mavi
bereli “komando” (CNNTiirk, 2021), Mega Star “Tarkan” (HaberlerCom, 2022), mesin
yuvarlak “top” (TDK Sézliikleri, 2020), Milli Sef “Ismet Inonii” (Bozkurt, 2011), Minik Serce
“Sezen Aksu” (Hiirriyet, 2022), Netekim Pasa “Kenan Evren” (Cumali, 2001), On iki Dev
Adom “A Milli Basketbol Takimi1” (NTV, 2023), Sar1 Firtina “Metin Tekin” (Hiirriyet, 2017),
Sar1 Kanarya “Fenerbahge” (Aktan, 2021), sihirli kutu “televizyon” (PSY, 2013), Siiper star
“Ajda Pekkan” (Vikipedi, 2023), Seriat Dede “Temel Karamollaoglu” (Beki, 2018), Tagsiz
Kral “Metin Oktay” (Vikipedi, 2023), tahta at “tabut” (Kisakiirek, 2009, s. 148), tahtalikoy
“mezarlik, gomiitliik, kabristan” (TDK Sozliikleri, 2020), Tas Bebek “Goniil Yazar” (Hiirriyet,
2019), Ulu Onder “Mustafa Kemal Atatiirk”, uzun bécii/ uzun gelin/ uzun oglan “yilan” (DS,
20009, s. 4055), ii¢ harfli “cin” (Milliyet, ?), vatani gorev “askerlik” (TDK Sozliikleri, 2020),
yavru kurt “izci” (TDK Sozliikleri, 2020), yavru vatan “Kuzey Kibris Tiirk Cumhuriyeti”
(Egemenlik, 2022), yedi tepeli sehir “Istanbul” (Tarim Kiitiiphanesi, 2022), yedinci sanat
“sinema” (Milliyet, 2021), yiyici yara “kanser” (Kog, 2010, s. 94), yiiznumara “tuvalet” (TDK
Sozliikleri, 2020).

3.4. KARMA TAMLAMA BICIMINDE KURULANLAR:

Giizel Atlar Ulkesi “Kapadokya” (Alkan, 2023), on bir aym sultam “Ramazan”
(Babaeski Giindem, 2021).

3.5. IYELiK OBEGI BiCiMiNDE KURULANLAR:

adi bellisiz “verem” (DS, 2009, s. 66), ad1 yaman “yara” (DS, 2009, s. 67), agz1 kara
“bosbogaz, geveze, dedikoducu” (DS, 2009, s. 116), ayag agir “hamile” (DS, 2009, s. 398),
beyni soguk “insan i¢ine karismayan , yabanil” (Baykurt, 2004, s. 50), dini biitiin “inancl,
dindar” (TDK Soézliikleri, 2020), dini egri “kagit oyununda papaz” (Parlakpiar, 2023, s. 78),
eli bayrakh “sirret, edepsiz, kavgaci (kimse)” (TDK Soézliikleri, 2020), kafas1 dumanh
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“Sarhos” (TDK Sozliikleri, 2020), oliisii kandilli/ kinali/ samdanh “soysuz, cibilliyetsiz”
(Devellioglu, 1980, s. 128), ozii kara “soysuz” (DS, 2009, s. 3375), perdesi siyrik/yirtik
“utanmaz, arlanmaz (kimse)” (TDK Sozliikleri, 2020), tersi bozuk “ishal” (Giingér, 2006, s.
89), tikiza1 kirik “kor” (Derleme Sozligi, 2009, s. 3913).

3.6. YONELME OBEGI BiCIMINDE KURULANLAR:
cana yakin “sevimli, sempatik” (TDK Soézliikleri, 2020).
3.7. TEKRAR OBEGI BiCIMINDE KURULANLAR:
ayh giinlii “Hamile” (DS, 2009, s. 425).
3.8. EYLEMSIi OBEGI BiCIMINDE KURULANLAR:

adi batas1 “kemik veremi, siraca” (DS, 2009, s. 65), adi batasica “yara” (DS, 20009, s.
65-66), ahmakislatan “yagmur” (TDK Sozliikleri, 2020), anadan dogma “ciril¢iplak” (TDK
Sozliikleri, 2020), Can Alica “Azrail” (DS, 2009, s. 854), ¢arik ¢ikartmaz “kolera” (DS, 20009,
s. 1081), ¢ifte kavrulmus “deneyimli, olgun (kimse)” (Aktung, 1998, s. 80), i¢ siirme “ishal”
(TDK Sozliikleri, 2020), ileri gelen “saygm” (TDK Sozliikleri, 2020), sonradan gorme
“gorgiisiiz” (TDK Sozliikleri, 2020), yiiz kizartic1 “ahlaksiz, miistehcen, utandiran” (TDK
Sozliikleri, 2020).

3.9. FARSCA TAMLAMA BiCiIMINDE KURULANLAR:

cins-i latif “kadin” (TDK Sézliikleri, 2020), Ummet-i Muhammed “Miisliimanlar”
(Kubbealt1 Lugati, 2023).

3.10. TUMCE BiCIMINDE KURULANLAR:

adini eller alsin “yara” (Kog, 2010, s. 9), dokunmabana “kanser” (Kog, 2010, s. 12),
incitmebeni “kanser” (Kog, 2010, s. 14), iyi saatte olsunlar “cin” (TDK Sézliikleri, 2020),

vurdumduymaz “umursamaz” (TDK Soézliikleri, 2020).
4. KAVRAM ALANLARINA GORE DOLAYLAMALAR

Sozciikler gibi birer kavram birimi olan dolaylamalar, kavram alanlarina gore

dolaylamalar, 27 baglik altinda toplanir:
4.1 AKRABALIK VE TOPLUMSAL ILISKILER KAVRAM ALANI:

anne yaris1 “teyze” (TDK Sozliikleri, 2020), baba ocagi “ev” (TDK Sozliikleri, 2020),
baba yaris1 “amca” (TDK Sozliikleri, 2020), cumartesi cocugu “pi¢c” (Aktung, 1998, s. 71),
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hayat arkadas1 “es” (TDK Sozliikleri, 2020), kirik délii “pi¢” (Derleme Sozliigii, 2009, s.
2825), misafir tohumu “pi¢” (Devellioglu, 1980, s. 185).

4.2 BITKILER KAVRAM ALANTI:
beyaz altin “pamuk” (Karar, 2023).
4.3. CINSELLIK VE CINSIYET KAVRAM ALANI:

agir ayak “hamile” (DS, 2009, s. 91), agir canh “hamile” (DS, 2009, s. 91), ayag agir
“hamile” (DS, 2009, s. 398), ayh giinlii “hamile” (DS, 2009, s. 425), cins-i latif “kadin” (TDK
Sozliikleri, 2020), ev tavugu “ev kadini, evli kadin” (Aktung, 1998, s. 108), iki canli “hamile”
(TDK Sézliikleri, 2020), kamis bayram “sevisme” (Aktung, 1998, s. 162), kara don (I)
“cocugu olmayan kadin” (DS, 2009, s. 2643), kirmizi fener “genclev” (Aktung, 1998, s. 182),
peygamber tavugu “kadin” (Kaygili, 2003, s. 68; Mangir Aksu, 2009, s. 332), yiiz kizartici
“ahlaksiz, miistehcen” (TDK Sézliikleri, 2020).

4.4. DIN VE INANC KAVRAM ALANI:

Alic1 Melek “Azrail” (Yurtbasi, 1996, s. 35), Allah Kelam “Kur’an” (Kubbealt1 Lugati,
2023), Allah’m evi “Cami, mescid, Kabe” (TDK Sozliikkleri, 2020), Can Ahc1 “Azrail”
(Derleme Sozligi, 2009, s. 854), dini biitiin “inanc¢li, dindar” ” (TDK Sozliikleri, 2020), Ecel
Terzisi “Azrail” (Ospanova, 2014, s. 31; Birsel, 2009, s. 8), iyi saatte olsunlar “cin” (TDK
Sozliikleri, 2020), Kainat Efendisi “Hz. Muhammed” (Kisakiirek, 2009, s. 80), kara yiizlii
“suclu, giinahkar” ” (TDK Soézliikleri, 2020), Kizilbas “Sii, Alevi” (TDK Sozliikleri, 2020), on
bir aymn sultam “Ramazan” (Babaeski Giindem, 2021), Oliim Melegi “Azrail” (Hiirriyet,
2020), oliim perisi “Azrail” (Ospanova, 2014, s. 31; Birsel, 2009., s. 350), ii¢ harfli “cin”
(Milliyet, ?), Varhgn taci “Hz. Muhammed” (Kisakiirek, 2009, s. 80), vatan borcu “askerlik”
(TDK Sozliikleri, 2020), vatani gorev “askerlik” (TDK Sozliikleri, 2020).

4.5. BOSALTIM KAVRAM ALANI:

biiyiik abdest “digk1” (TDK Sézliikleri, 2020), kii¢iik abdest “¢is” (TDK Sozliikleri,
2020).

4.6. DOGA VE DOGA OLAYLARI KAVRAM ALANI:

ahmakislatan “yagmur” (TDK Sozliikleri, 2020), kudret topu “gok giiriiltiisii” (Bugra,
1966, s. 20; Glineri, 2023, s. 814).
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4.7. DURUM/ NITELIK KAVRAM ALANI:
sipin isi “derhal, cabuk, hemen, ¢arcabuk” (TDK Sézliikleri, 2020).
4.8. EKONOMI KAVRAM ALANI:

dar gelirli “yoksul” (TDK Sézliikleri, 2020), fiyat ayarlamas: “zam” (Ustiiner, 2009, s.
169), gecikme zamm “faiz” (Ustiiner, 2009, s. 169), kir pay1 “faiz” (Ustiiner, 2009, s. 169).

4.9. ESYA KAVRAM ALANI:

beyaz cam “televizyon” (TDK Sozliikleri, 2020), sihirli kutu “televizyon” (PSY, 2013),
aptal kutusu “televizyon” (Milliyet, 2015).

4.10. GIYIM, KUSAM, AKSESUAR KAVRAM ALANI:
medeniyet yular1 “kravat” (TDK Sdézlikleri, 2020).
4.11. HASTALIKLAR KAVRAM ALANI:

adi batasi “kemik veremi, siraca” (DS, 2009, s. 65), ad1 batasica “yara” (DS, 2009, s.
65-66), ad1 bellisiz “verem” (DS, 2009, s. 66), ad1 yaman “yara” (DS, 2009, s. 67), adim eller
alsin “yara” (Kog, 2010, s. 9), bel soguklugu “frengi” (TDK Soézliikleri, 2020), capit hastaligi
“kolera” (TDK Sozlikleri, 2020), c¢arik ¢ikartmaz “kolera” (DS, 2009, s. 1081),
dokunmabana “kanser” (Kog, 2010, s. 12), gara gabarcuk “¢iban”, gara gabarcuk “¢iban”
(DS, 2009, s. 1918), giizelagr “verem” (DS, 2009, s. 2243), i¢ siirme “ishal” (TDK Sozliikleri,
2020), ince agn “verem” (TDK Sozliikleri, 2020), ince dert “verem” (DS, 2009, s. 2539), ince
hastalik “verem” (DS, 2009, s. 2539), incitmebeni “kanser” (Kog, 2010, s. 14), it memesi
“ciban” (DS, 2009, s. 2570), kara ¢ikin “6liim, zatiilcenp” (DS, 2009, s. 2642), kara miibarek
“Sirpenge, kan ¢ibanmi” (DS, 2009, s. 2652), kara taban “yara” (II) (DS, 2009, s. 2654),
karayatahg “tifo” (DS, 2009, s. 2655), kedi bicigi “¢iban” (DS, 2009, s. 2718), kedi dasagi
“ciban” (DS, 2009, s. 2718), kedi memesi “¢iban” (DS, 2009, s. 2718), kirli pacavra “kolera”
(DS, 2009, s. 2881), kétii yara “firengi, ciizzam” (DS, 2009, s. 2984), kus kuyrugu (I) “¢iban”
(DS, 2009, s. 3017), tavuk gotii (1) “yara” (DS, 2009, s. 3851), tersi bozuk “ishal” (Giingor,
2006, s. 89), tikiz1 kirik “kor” (DS, 2009, s. 3913), tilki burnu “giban” (DS, 2009, s. 3933),
yiyici yara “kanser” (Kog, 2010, s. 94).

4.12. HAYVANLAR KAVRAM ALANI:

ala genevir “yilan” (DS, 2009, s. 187), ala giiciik (II) “yilan” (DS, 2009, s. 187), ala
tengirek “yilan” (DS, 2009, s. 201), derya kuzusu “balik” (Laf Sozliik, 2022), kara tirnak
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“atmaca” (DS, 2009, s. 2654), ormanlar krah “aslan” (Tibitak Bilim Geng, 2022), olii
kuyrugu “akrep” (DS, 2009, s. 3335), uzun bocii/ uzun gelin/ uzun oglan “yilan” (DS, 20009,
S. 4055).

4.13. INSAN KIiSILIK VE BEDEN OZELLIKLERI KAVRAM ALANTI:

ac1 badem “kurnaz, akilli” (Aktung, 1998, s. 28), acikgoz “kurnaz” (TDK Sozliikleri,
2020), adem baba “parasiz, ag, en kotii durumdaki mahk(m; afyonkes; hayatta hicbir seyi
olmayan kimse, yoksul” (Aktung, 1998, s. 30), agirbash “ciddi, vakur” (TDK Soézliikleri,
2020), agz1 kara “bosbogaz, geveze, dedikoducu” (DS, 2009, s. 116), ak sakall “yash” (TDK
Sozliikleri, 2020), anadan dogma “cirilgiplak™ (TDK Sozliikleri, 2020), beyni soguk “insan
icine karigmayan , yabanil” (Baykurt, 2004, s. 50), cana yakin “sevimli, sempatik” (TDK
Sozlikleri, 2020), ¢ifte kavrulmus “deneyimli, olgun (kimse)” (Aktung, 1998, s. 80), dik
siiriingen “insan” (Bugra, 1979, s. 80; Giineri, 2023, s. 814), donyag “Soguk, sevimsiz kimse”
(TDK Séozliikleri, 2020), eli bayrakh “sirret, edepsiz, kavgaci (kimse)” (TDK Sozliikleri,
2020), ileri gelen “saygin” (TDK Sozlikleri, 2020), kafast dumanh “Sarhos” (TDK
Sozlikleri, 2020), kurt lingi “Kosarcasina yiirtimek, tiris” (DS, 2009, s. 3011), mahn gozii
“kurnaz” (TDK Sozliikleri, 2020), oliisit kandilli/ kinal/ samdanh “soysuz, cibilliyetsiz”
(Devellioglu, 1980, s. 128), ozii kara “soysuz” (DS, 2009, s. 3375), perdesi siyrik/yirtik
“utanmaz, arlanmaz (kimse)” (TDK Soézlikleri, 2020), sonradan gorme “gorgiisiiz” (TDK

Sozliikleri, 2020), vurdumduymaz “umursamaz” (TDK Sozliikleri, 2020).
4.14. KIMYA KAVRAM ALANI:
lokman ruhu “eter” (TDK Sozliikleri, 2020).
4.15. MESLEK, UGRAS KAVRAM ALANI:

altin bilezik “meslek” (TDK Sozliikleri, 2020), bacasiz sanayi “turizm” (Sabah, 2023),
dordiincii kuvvet “basin, medya” (Erdogan, 2013), beyaz yakah “memur, teknisyen, uzman”
(TDK Sozliikleri, 2020), bordro mahkiimu “memur” (TDK Sézliikleri, 2020), deniz kurdu
“denizci” (TRT Haber, 2021), ekmek kapis1 “is” (TDK Sozliikleri, 2020), file bekgisi “kaleci”
(TDK Sozliikleri, 2020), haci anne “pezevenk” (Aktung, 1998, s. 130), kaldirim kusu “fahise”
(Aktung, 1998, s. 160), kara isci “gilindelik¢i, amele” (DS, 2009, s. 2646), kiralik nazenin
“fahise” (Cigiragan, 1945, s. 275), mavi bereli “komando” (CNNTiirk, 2021), muhabbet
tellah “pezevenk” (TDK Sozliikleri, 2020), orta mah “fahise” (TDK Sozliikleri, 2020), sokak
kadim “fahise” (TDK Sozliikleri, 2020), sokak kiz1 “fahise” (TDK Sézliikleri, 2020), yavru
kurt “izci” (TDK Sézliikleri, 2020).
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4.16. OLAY, OLGU KAVRAM ALANI:
kizilca kiyamet “kavga” (TDK Sozliikleri, 2020).
4.17. ORGAN ADLARI KAVRAM ALANI:
kaba et “kal¢a, popo” (TDK Soézliikleri, 2020).
4.18. OYUN, EGLENCE KAVRAM ALANI:
dini egri “kagit oyununda papaz” (Parlakpinar, 2023, s. 78).
4.19. OLUM KAVRAM ALANI:

dort kollu “tabut” (TDK Sozliikleri, 2020), ebedi uyku “6liim” (TDK Sézliikleri, 2020),
imamin kayigl/ imamkayig “tabut” (TDK Sozliikleri, 2020), kara dam (I) “mezar” (DS,
2009, s. 2642), kara deve “olim” (DS, 2009, s. 2643), kara yol “6lim” (DS, 2009, s. 2656),
servi alti “mezar” (Devellioglu, 1980, s. 139), tahta at “tabut” (Kisakiirek, 2009, s. 148),
tahtalikoy “mezarlik, gomiitliik, kabristan” (TDK Sozliikleri, 2020).

4.20. SANAT KAVRAM ALANI:

beyaz perde “sinema” (TDK Soézliikleri, 2020), Cirkin Kral “Yilmaz Giiney” (Karar,
2021), Domates Giizeli “Aysen Gruda” (Biyografilnfo, ?), Mega Star “Tarkan”
(HaberlerCom, 2022), Minik Serge “Sezen Aksu” (Hiirriyet, 2022), Sanat Giinesi “Zeki
Miren” (Vikipedi, 2023), Siiper star “Ajda Pekkan” (Vikipedi, 2023), Tas Bebek “Goniil
Yazar” (Hiirriyet, 2019), Vatan Sairi “Namik Kemal” (Karaduman, 2021), yedinci sanat
“sinema” (Milliyet, 2021).

4.21. SAVAS, SIYASET KAVRAM ALANI:

Bebek Katili “Abdullah Ocalan” (Sabah, 2023), Bosna Kasab1 “Ratko Mladic”
(TRTHaber, 2021), Biiyiik Kurtaricr “Mustafa Kemal Atatiirk” (Cumhuriyet, 2021),
Cankaya’mmm sismam “Turgut Ozal” (Oguz, 2018, s. 89), C6l Aslam “Omer Muhtar”
(Vikipedi, 2023), Demir Leydi “Margaret Thatcher” (Anadolu Ajansi, 2013), etnik temizlik
“soykirrm” (Gazetesi, 2023), imrah Canisi “Abdullah Ocalan” (TamgaTiirk, 2022),
Karaoglan “Biilent Ecevit” (Yenicag, 2020), kamu diplomasisi “propaganda” (Say, 2015),
Kizil Sultan “Il. Abdiilhamid” (Turan, 2016), Milli Sef “Ismet Inonii” (Bozkurt, 2011),
Netekim Pasa “Kenan Evren” (Cumali, 2001), Sirp Kasabi “Radovan Karadzi¢” (CNNtiirk,
2008), Sark Fatihi “Kazim Karabekir Pasa” (Cat, 2019), Seriat Dede “Temel Karamollaoglu”
(Beki, 2018), Ulu Onder “Mustafa Kemal Atatiirk”.
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4.22. SILAHLAR KAVRAM ALANI:
delikli demir “tiifek” (TDK Sézliikleri, 2020).
4.23. SPOR KAVRAM ALANI:

ata sporu “giires” (Kilig S. , 2020), Atom Karinca “Riza Calimbay” (Vikipedi, 2023),
Avrupa Fatihi “Galatasaray” (Aksam, 2023), Ay Yildizh Ekip “Milli Takim” (TRTSpor,
2023), Bay Gol “Osman Arpacioglu” (Fenerbahge, 2021), Berlin Duvar1 “Fabio Cannavaro”
(Koksal, 2021), Berlin Panteri “Turgay Seren” (Cakar, 2022), Cam Adam “Gokhan Zan”
(Fanatik, 2020), Cep Herkiilii “Naim Siileymanoglu” (Vikipedi, 2023), Filenin Sultanlar: “A
Milli Bayan Voleybol Takim1” (Wikipedia, 2023), Karpatlarin Maradonasi “Gheorghe Hagi”
(Cumhuriyet, 2021), mesin yuvarlak “top” (TDK Sézliikleri, 2020), On Iki Dev Adam “A
Milli Basketbol Takimi1” (NTV, 2023), Potanin Perileri “A Milli Bayan Basketbol Takimi”
(NTVSpor, 2022), Sar1 Firtina “Metin Tekin” (Hiirriyet, 2017), Sar1 Kanarya “Fenerbahge”
(Aktan, 2021), Tagsiz Kral “Metin Oktay” (Vikipedi, 2023), Kara Kartal “Besiktas” (Foto
Mag, 2023).

4.24. GEZEGEN, KITA, SEHIR, ULKE KAVRAM ALANI:

Altin Boynuz “Hali¢” (HaberTiirk, 2022), Ana Vatan “Tiirkiye” (Aydin, 2023), Asiklar
Sehri “Paris” (CokOkuyanCokGezen, 2017), Beyaz Cennet “Pamukkale” (YeniAsir, 2023),
Dadaslar diyar1 “Erzurum” (PostAktiiel, 2020), Efeler Diyar1 “Aydin” (Sabah, Aydin
Haberleri, ?), Ege’nin incisi “Izmir” (T. C. Izmir Valiligi, 2020), Gakkoslar Diyar1 “Elaz1g”
(Elaz1gOnline.com, 2022), Giiller Diyar1 “Isparta” (IspartaBelediyesi, ?), Giizel Atlar Ulkesi
“Kapadokya” (Alkan, 2023), Kara Kita “Afrika” (Diinya, 2018), Kizil gezegen ‘“Mars”
(Zubrin, 2016), Medeniyetler Besigi “Mezopotomya” (Hiirriyet, 2017), Peygamberler Sehri
“Sanli Urfa” (UrfaFanatik, 2023), Sehzadeler Sehri “Amasya” (Atici, 2023), Tahil Ambari
“Konya” (Sozcti, 2020), Tiirkiye’nin kalbi “Ankara” (NTVTarih, 2010, s. 3), yavru vatan
“Kuzey Kibris Tiirk Cumhuriyeti” (Egemenlik, 2022), yedi tepeli sehir “Istanbul” (Tarim
Kiitliphanesi, 2022).

4.25. TOPLULUK KAVRAM ALANI:
Ummet-i Muhammed “Miisliimanlar” (Kubbealt1 Lugati, 2023).
4.26. YER KAVRAM ALANI:

yiiznumara “tuvalet” (TDK Sozliikleri, 2020).
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4.27. YIYECEK, ICECEK KAVRAM ALANI:

act su “raki” (Ali, 2017, s. 139), aslan siitii (TDK Sozliikleri, 2020) “rak1”, memur
kebabi “simit” (EksiSozlik, 2004).

5. TARTISMA VE SONUC
Incelenen 230 dolaylama igin sayisal veriler asagidaki tabloda gosterilmistir:

Tablo 1 Dizim Ozelliklerine Gére Dolaylamalar

Tamlama Tiirii Adet
Sifat Tamlamasi 101
Belirtisiz Ad Tamlamasi 78
Iyelik Obegi 16
Belirtili Ad Tamlamasi 12
Eylemsi Obegi 12
Tiimce 5
Farsca Ad Tamlamasi 2
Karma Tamlama 2
Tekrar Obegi 1
Yaklasma Obegi 1
TOPLAM 230

Dolaylamalar dizim 6zelliklerine gore siniflandirildiklarinda dolaylamalarin %43,9’unun
sifat tamlamasi bi¢iminde kuruldugu goriiliir. Dilin en Onemli islevlerinden biri
kavramlagtirmadir. Anlatici/alict dis diinyadaki gergekleri gostergeye baglayarak bunlar
benzer ve farkli yonlerini ¢oziimleyerek zihninde tasarim ve/veya c¢agrisimlar haline
doniistiiriir. Daha sonra kavramlastirdig: bu dil dis1 gercekleri belirleyici 6zelliklerine gore
“canli, cansiz, bitki, hayvan” gibi bir siniflandirmaya tabi tutar. Her biri kendi i¢inde alt siniflara
boliinebilecek bu genel kavramlar “kedi, masa, elma, kirlangi¢” gibi daha 6zel kavramlarin

toplamidir.

Anlatici, herhangi bir duygu veya diislinceyi soze doniistlirecegi zaman bu kavramlari
kullanir. Iletinin ve baglamin gereklerine gore bu kavramlarin o6zeliklerini sdyleyerek
benzerlerinden ayirmak amaciyla kavramlar &zellestirmek veya genellestirmek isteyebilir.
Ornegin “Derin, elma yedi.” tiimcesinde “elma” dil dis1 diinyadaki herhangi bir “elma”dur.
Ayni tiimce, “Derin, yesil elma yedi.” seklinde kuruldugunda “elma”, rengi yoOniinden

baglamdaki diger “elma”lardan ayrilir ve 6zellestirilir. “Derin ii¢ elma yedi.” seklinde kurulan
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bir timcede ise ‘“elma” sayist agisindan Ozellestirilir. Bu bakimdan sifat su sekilde

tanimlanabilir:

“Anlamsal olarak genelde, tiimce icerisinde bir ad ile ifade edilen varligi, daha
belirgin bir sekilde, sinirlandirarak niteler veya belirtir. Bu niteleme veya belirtme
sayesinde varlik, tek bir 6zelligi (renk, boyut; yer gibi) ile 6n plana ¢ikarilarak ifade

edilmis olur (kirmizi balon, su adam gibi)” (Cetinkaya, 2019, s. 74).

Sifatlar, anlaticinin varliklara kars1 duygu ve tutumlarin1 da yansitir. Varliklara karsi
takindig1 olumlu ya da olumsuz tutumlar anlaticinin kullandig: sifatlardan ¢ikarilabilir. “beyaz

2 ¢

ev,” “giizel ev,” “cirkin ev” betimlemelerinde kullanilan “beyaz, giizel, ¢irkin” sifatlari
anlaticinin ev hakkindaki yorumlarini yansitir. “Beyaz” sifati varliga nesnel bir yaklagimi
gosterir ancak “giizel, ¢irkin” niteleyicileri anlaticinin “ev” hakkindaki 6znel/ duygusal goriis

ve tutumlarini yansitir. Bu bakimdan sifatlar su sekilde degerlendirilebilir:
“1. Nesnel olanlar: disi, erkek, evli, bekar, {i¢, bes....
2. Duygusal olanlar: acikli, giiliing, dokunakli...
3. Degerlendirici olanlar:
a. Deger Bilimsel Olmayanlar: biiyiik, kii¢lik, uzak, yakin...

b. Deger Bilimsel Olanlar: iyi, giizel, kotii, ¢irkin...” (Kiran ve Kiran,
2013, s. 234-234).

“Dolaylama, bir sozciigii dis ve i¢ 6zelliklerine uygun bir kombinasyon kullanarak
tam, ayrintili olarak tamimlayip bir sozlilkk biriminin sanatsal bir sekilde
renklendirilmis bir sozciik grubuyla degistirilmesidir. Bir adlandirma olarak
dolaylamalar yalnizca nesneyi tanimlamakla kalmaz, ayni zamanda anlaticinin
nesneye karst duygu ve diisiince tutumunu da ifade eder” (Shavketovna ve Shavkat
qgizi, 2023, s. 124).

Dolaylamalarin bu 06zellikleri goéz Oniinde tutuldugunda, anlaticinin duygu ve
diisiincelerini, bir varlik hakkindaki tutumlarimi 6zellikle sifatlarla yansitmasi dogaldir. Bu
nedenle dolaylamalarin biiylik bir boliimii sifat tamlamasi bigiminde kaliplasmis sozliik
birimlerdir. Bir bagka acidan sifat tamlamalari, betimleyici anlatimlarda sik¢a kullanilir.
Varliklarin ayirt edici, agiklayici ozellikleri sifatlarla vurgulanarak alicinin zihninde varligin

tasarimi giliclendirilmeye calisilir.

“Ak sakal-: bilge, yashi” dolaylamasinda sakalin niteligi “ak” sifatiyla vurgulanmistir.

“Ak” sozctigii soyut bir kavram alaninda “temizlik, saflik, yticelik; yasli, deneyimli olma” gibi
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cagrisimlar uyandirir. Bu nedenle bilge kisi dolaylama yoluyla karsilanirken deneyimin
sembolii olan “sakal” bu sifatla nitelenerek alicida “temizlik, saflik, yiicelik; yashilik ve
deneyim” imgeleri olusturulmustur. Ozellikle siyaset, sanat, askerlik, spor gibi alanlarda 6ne
cikarak toplumun hayranligin1 kazanmig kimselerin adlar1 yerine kullanilan dolaylamalarda
onlarin 6ne cikan ozellikleri, kullanilan sifatlarla vurgulanir. Sakatliklariyla dikkati ¢eken
futbolcu Gokhan Zan i¢in lakap olarak kullanilan “Cam Adam” dolaylamasinda kirilganligi
temsil eden “cam” sozciigii sifat olarak kullanilir. Bu sifat, iinlii futbolcuya siirekli sakatlanmasi
ile camin kirilganlig1 arasinda bir benzerlik iliskisi kurularak yakistirilmistir. G6khan Zan adi
yerine kullanilan “Cam Adam” dolaylamasi, anlaticinin bu futbolcu hakkindaki diisiince ve
algisini yansitir. Yine toplum tarafindan saygi duyulan Mustafa Kemal Atatiirk i¢in kullanilan
“Biiyiik Kurtaric1” ve “Ulu Onder” dolaylamalarinda “biiyiik” ve “ulu” sifatlar1 degerlendirici
ve 6znel sifatlardandir. Bu sekilde Mustafa Kemal Atatiirk’ii tanimlayan anlaticinin Atatiirk i
nasil gordiigii belirlenmis olur. Meslek, is kavramini karsilayan “altin bilezik” dolaylamasinda
“altin” kavraminin “yiiksek maddi degeri” nedeniyle kullanilmistir. Bu sekilde meslek ve isin
maddi degeri ve 6nemi vurgulanmis olur. Kimi zaman kullanilan sifatlar anlatilan kavrami tam
tersi bigimde algilatmak i¢in kullanilir. Ozellikle kétii ¢agrisimi olan 6liim, hastalik, cinsellik
gibi kavram alanlarindaki sozciiklerin etkisini azaltmak icin olusturulan ortmecelerde
kullanilan dolaylamalardaki sifatlar olumlu ¢agrisimlara sahiptir. Ornegin verem igin kullanilan
“giizel agr1, ince agr1, ince dert, ince hastalik™ gibi dolaylamalarda kullanilan “giizel ve ince”
sifatlari, “agri, dert, hastalik” kavramlarinin olumsuz duygu degerini hafifletmektedir. Kotii
cagristmi bulunan kavramlardaki bu cagrisimlarin etkisini vurgulamak amaciyla sifatlar
kullanilir. “Mezar” sozciigiiniin duygu degeri olumsuzdur. Bu olumsuzlugu vurgulamak
amactyla kullanilan “kara dam” dolaylamasindaki “kara” sifatt olumsuz duygu degerini

vurgular.

Sozciiklerle resim ¢izme olarak tanimlanabilecek betimlemelerin temel unsuru niteleyici
sozciiklerdir. Sifatlar bu anlamda kavramin agiklanmasi ve alicinin goéziinde canlanmasi
amaciyla dolaylamalarda kullanilmistir. “Tabut” s6zciigiiniin yerine kullanilan “dort kollu”
dolaylamasi tabutun tasinmasi i¢in kullanilan doért kolu olan araci betimler. “Hamile”
anlaminda kullanilan “iki canli” dolaylamas1 hamile kadinin hem kendisinin hem de tasidig:
bebeginin canini bir bedende bulundurdugunu vurgular. “Top” i¢in kullanilan “mesin yuvarlak”
topun yapildigi malzeme ve bigimini alicinin zihninde canlandirmak i¢in olusturulmustur. Yine
Besiktasli futbolcu Metin Tekin i¢in kullanilan “Sar1 Firtina” dolaylamasindaki “sar1” sifati

futbolcunun sarisin olusuna vurgudur.
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Oyleyse sifat tamlamasi bigiminde kaliplasan dolaylamalarda sifatlar kavramin fizik
ozelliklerini betimlemek, anlaticinin kavram iizerindeki duygu ve diisiincelerini vurgulamak

veya alicinin kavrami algilayisini yonlendirmek i¢in kullanilmistir.

Dolaylamalarda en sik goriilen ikinci kurulus bigimi belirtisiz ad tamlamalaridir. “Iyelik
baglantisi ile biribirine baglanmus iki veya daha ¢ok isimden olusan tamlama” (Korkmaz, 1992,
S. 91) olarak tanimlanan ad tamlamalari, Tirk¢ede tamlayan 6gesinin ilgi durumu eki alip
almamasina gore iki tiptir. Tamlayan 6gesi ekli ilgi durumunda bulunan tamlamalar belirtili ad
tamlamasi, tamlayan 6gesi eksiz ilgi durumunda bulunanlar belirtisiz ad tamlamas1 olarak
adlandirilir. Belirtisiz ad tamlamalar1 daha genel kavramlari yansitir. “Cocugun arabasi”
tamlamasinda ‘“araba” kavrami bir ¢ocuga ait olan belirlenmis, 6zel bir kavrami sdze
doniistiiriir. “Cocuk arabasi” tamlamasinda “araba” kavrami genel olarak cocuklar igin
iiretilmis araba kavramini isaret edecek sekilde genellestirilmistir. “Belirtisiz ad tamlamalar1
kaliplagsmaya elverisli tamlamalardir. Tamlayan ile tamlanan arasinda genel bir anlami

2

cagristiran giiclii anlam iligkisi, birlesik kelimenin olusmasini saglamistir.” Aslanagzi,
danaburnu, kedigozii, dilberdudagi, baklagicegi, Beypazari, milletvekili gibi bir¢cok birlesik

sOzciik belirtisiz ad tamlamasi bigiminde kurulmustur (Saltik, 2018, s. 11).

Duygu ve diisiincelerini s6ze doniistiirliirken sozciikleri kullanan anlatici, kimi zaman tek
sOzciikle s6ze doniistiiremeyecegi varlik ve eylemleri s6ze doniistiirmek kimi zaman da daha
genis ve kapsamli bir sekilde dile getirmek i¢in sozciiklerden daha biiyiik ifade birliklerine
ihtiya¢ duyar (Cosar, 1993, s. 3). Tamlama veya 6beklerin sozii edilen amag ve islevleri, tek bir
sozciikle anlatilabilecek kavramlarin birden c¢ok sozciikle dile getirilmesi i¢in kurulan
dolaylamalarin amag¢ ve islevleri kosuttur. Bu nedenle dolaylamalarin bir kisminin ad
tamlamas1 olarak kaliplasmasi dogaldir. Daha genel kavramlar1 adlandirmak i¢in kurulan

belirtisiz ad tamlamalar1 bu nedenle dolaylamalarda sik¢a kullanilmistir.

Akrabalik ve Toplumsal iliskiler Kavram Alani iginde degerlendirdigimiz “anne yarisi,
baba ocagi, baba yarisi, cumartesi ¢ocugu” gibi bircok dolaylama “teyze; aile, ev; amca, pi¢”
gibi genel kavramlar1 adlandirdiklar: i¢in belirtisiz ad tamlamalarindan kaliplasmistir. Yine
yiyecek, icecek kavram alaninda “aslan siitii”; hastalik kavram alaninda “kedi memesi”;
gezegen, lilke ve sehir kavram alaninda “Dadaslar Diyar1”; hayvanlar kavram alaninda “6li
kuyrugu” gibi 6rnekler belirtisiz ad tamlamasi bi¢iminde kurularak kaliplastigi gbzlemlenir.
Esya ve yer adlan tipki birlesik sozciiklerde karsilastigimiz gibi belirtisiz ad tamlamalari

bi¢iminde kurulmustur: “aptal kutusu, Peygamberler Sehri”.
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Daha 6zel ve belirlenmis kavramlar1 adlandirmak i¢in kurulan belirtili ad tamlamalar1 da
dolaylamalarda kullanilmistir. Biitiincemizdeki “Allah'in Kilic1, Cankaya’nin Sigsmani, Egenin
Incisi, Filenin Sultanlari, Karpatlarm Maradonasi, Potanim Perileri, Tiirkiye nin Kalbi, Varligim
Tac1” ifadeleri dikkate alindiginda belirtili ad tamlamasi bigiminde kurulan dolaylamalarin
daha cok savas, siyaset, sanat, spor ve din alaninda 6nemli, degerli veya dikkat ¢ekici olan kisi,

yer ve topluluklarin adlarini temsil ettigi goriiliir.
Iyelik 6begi, yonelme obegi, eylemsi obegi bicimindeki obekler, dolaylamalarin
olusturulmasinda kullanilmistir. Bunlar1 disinda tiimce bi¢imindeki &beklerin kaliplasarak

dolaylama olarak kullanildig1 da goriiliir.

Dizim o&zellikleri goz oniinde tutuldugunda dolaylamalarin deyim ve iliski sozleriyle
benzedigi goriilebilir. Hatta bir kismi 6l¢iinlii dilde birlesik sozciik olarak yer bulur. “Ayakyolu,

yliznumara, acikg6z” bunlardan bazilaridir.

Kavram alanlar1 goz oniinde tutuldugunda dolaylamalarin cesitli kavram alanlarindan

sozctikleri karsiladig1 goriiliir:

Tablo 2 Kavram Alanlarina Gére Dolaylamalar

Kavram Alani Adet
Hastahk 33
Insana Ozgii Ozellikler 23
Gezegen, Kita, Sehir, Ulke 19
Savas, Siyaset 19
Din ve inanc 18
Spor 18
Meslek, Ugras 17
Sanat 12
Hayvan 10
Oliim 9
Akrabalk ve Toplumsal 7
Hiskiler

Ekonomi 4
Organ 4
Bosaltim 3
Esya 3
Mekén 3
Yiyecek, Icecek 3
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Doga Olaylari
Bitkiler

Degerli Tas ve Madenler
Durum/Nitelik

Giyim, Kusam, Aksesuar

Kimya

Olay, Olgu

Oyun, eglence
Silahlar
Topluluk
TOPLAM 230
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Dolayli anlatimlar, dil dis1 gergekligi dogrudan ifade etmenin ¢esitli nedenlerle miimkiin
olmadig1 ya da tercih edilmedigi durumlarda ortaya g¢ikar. Bir dolayli anlatim bi¢imi olan
dolaylamalar da dil dis1 gercekligin ¢esitli nedenlerle dogrudan séze doniistiiriilmedigi
durumlarda kullanilan kaliplasmis sozlerdir. Bu nedenle dolaylamalarin bir¢ogunun
ortmecelerde goriildiiglint sOyleyebiliriz. “Gilizel adlandirma (euphemismus /6rtmece) rahatsiz
edici, ay1p, hakaret sayilacak bir sey yerine 1limli, kulagi tirmalamayan, dolayl bir sozciik ya
da sozce kullanilmas1”dir (Imer ve digerleri, 2011, s. 205). Insanlarda, igrenme, utang, iiziintii
gibi cagrisimlar olusturabilecek kavramlar bu etkileri hafifletmek amaciyla daha olumlu
cagrisimlar yaratacak kavramlarla agiklanmaya calisilirken dolaylamalara bagvurulmustur.
Ornegin “ince hastalik, biiyiik abdest, sokak kadini, uzun gelin” gibi bir¢ok dolaylama; hastalik,
bosaltim, cinsiyet ve cinsellik, hayvanlar gibi kavram alanlarindaki sozliik birimlerine yonelik
kotii ve olumsuz bakis acisini 6rtmek i¢in kurulmustur. Buna benzer sekilde siyaset ve ekonomi
alaninda &rtmecelere de rastlanir. Ornegin faize, inanglari nedeniyle karsi olan kesimi
bankacilik sektoriine ¢cekmek i¢in kullanilan “kar pay1” dolaylamasi veya siyaset alaninda koti
cagrisimlara sahip olan “propaganda” yerine “kamu diplomasisi”, zam yerine “fiyat
ayarlamas1” gibi dolaylamalarin kullanilmasi Ortmeceler niteligindeki dolaylamalarin algi

yonetiminde kullanimina 6rnek olabilir.

Bunun disinda, giizel adlandirmalar olarak degerlendirilebilecek “Imrali Canisi, Bebek
Katili, Sirp Kasab1” gibi dolaylamalar 6rtmeceler de tam tersine adlandirdiklar: kavramin kotii

ozelliklerini 6ne ¢ikarip alicida nefret duygular1 uyandirmak i¢in kullanilmistir.
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Dil, toplumsal yonii olan bir olgudur. Toplum, kisilerin ekonomik, siyasal ve toplumsal
konumlar1 agisindan tabakalagmis bir yapidadir (Tezcan, 2012, s. 95-96). Bu durumda dil de
toplumun bu tabakalagmasina uygun bir tabakalagsma gosterir. Dil bu anlamda 6lg¢iinlii dil, argo

gibi toplumsal degiskelere sahiptir.

Olgiinlii dil; iist diizey, iyi egitimli sosyal siniflara iiye kullanicilarla ve basin; resmi,
politik, bilimsel, sosyal ve kiiltiirel ortamlarla iliskilendirilen dildir. Toplumun biitiin tabakalari
tarafindan kullanilir (Fratila, 2011, s. 142). Dolaylamalarin bir kismi1 bu 6l¢iinlii dilde kendini
gosterir. Olgiinlii dildeki dolaylamalar yazar ve sairler tarafindan estetik kaygiyla
tiretilebilecegi gibi siyasetgiler tarafindan da tiretilebilir. Bunlar 6l¢tinlii dilin s6z varliklarinda
yerini alir ve sozliiklere kaydedilir. “Allah’in evi, aslan siitii, malin gozii, bordro mahkimu”

gibi dolaylamalar Tiirk Dil Kurumu’nun genel ag sayfasindaki sozliikte kaydedilmistir.

Toplumsal tabakalagsma igerisinde toplumun genel yapisina aykir1 yasamlar siiren, kimi
zaman toplumun kiiltliriine bir alternatif olusturan topluluklar, sadece kendi {iyeleri tarafindan
kullanilan ve anlagilan diller gelistirirler. Bunlar, genellikle argo ve jargon olarak adlandirilan

diller tirleri tarafindan temsil edilir.

“Genel dilden ayrilarak, kiiclik, sosyal gruplara bagl kimseler arasinda, az ¢ok gizli
diisiincelerin anlatilmasina yarayan ve canli dillerin ortak mihraki istiinde gelisen bir dil”
(Devellioglu, 1980, s. 13) olan argonun s6z varliginda resmi olmayan ve genellikle kisa dmiirlii
standart dis1 s6zciikler, ifadeler ve anlamlar kullanilir (Fratila, 2011, s. 146-147). Argoda sozlikk
birimleri, genellikle yapilan islerin toplum normlarina uygun olmadigir durumlarda bu isleri
sifreli bir bigimde anlatmak amaciyla olusturulur (Eker, 2011, s. 43). Dil dis1 gergekligi
dogrudan anlatmayan, ¢esitli sembolik ve mecazi anlatimlar altinda gizleyen dolaylamalar
argoda bu amaca hizmet ederler. Yaptigimiz genel taramada karsilastigimiz “asagi mahalle,
cumartesi cocugu, ev tavugu, kamis bayramu, kiralik nazenin” gibi yetmis sekiz ornek argodaki
dolaylama zenginligini gosterir. Bu orneklerin bir¢ogu cinsellik ve cinsiyet kavram alaninda

yogunlasmis dolaylamalardir.

Dil, sadece toplumsal degil; cografi olarak da tabakalagsmis bir dizgedir. Bu
tabakalagsmada dilin bolgeye 6zgili farkliliklarini yansitan lehge ve agizlar bulunur. Tipki
Olciinlii dilde oldugu gibi ortmece veya kotii adlandirma amaciyla olusturulmus birgok
dolaylama agizlarda da bulunur: “it memesi, kedi bicigi, kirik dolii, agir ayak, ii¢ harfli, dzii
kara” bunlarin bazilaridir. Agizlardaki dolaylamalar cinsellik ve cinsiyet, bosaltim, hayvan, din

ve inang kavram alanlarinda kullanilmistir.
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Ozetle dolaylamalar hakkinda sunlar séylenebilir:

En az iki sozciikten olusur. Tamlama ve tiimceler seklinde kaliplagmis sézlerdir. Tipki
atasozleri, deyimler, iliski sozleri, ikilemeler gibi dolaylamalarin dizimleri bozulamaz,

sOzciikleri es degerleriyle degistirilemez: “aslan siitii - raki, Ay Yildizl1 Ekip — Milli Takim”.

Yeniden adlandirma yontemi olarak kullanilirlar. “Yalnizca nesneyi tanimlamakla
kalmaz, ayn1 zamanda yazarin ona karsit duygusal ve diislincesel tutumunu da ifade eden”
(Shavketovna ve Shavkat qizi, 2023, s. 124) dolaylamalar, “metnin herhangi bir kavramini,
fikrini ve igerigini kendi sozciikleriyle tanimlamak i¢in kullanilir” (Shavketovna ve Shavkat
qgizi, 2023, s. 127). Yerine gegtikleri sozciikle tam bir anlamdaslik gosterirler. “Kara elmas-
pamuk, derya kuzusu- balik, ebedi uyku- o6lim” sozlik birimi giftleri arasinda tam bir

anlamdagslik goriliir.

Mantiksal yolla ve sozciik aktarimiyla olmak iizere iki sekilde olusurlar. Sozciik
aktarimina dayanan dolaylamalarda deyis aktarmalari, ad aktarmalar1 ve anlam genislemeleri
gozlemlenir. “dort kollu- tabut, ak sakalli- bilge” gibi dolaylamalarda ad aktarmasi, “Atom
Karinca- Riza Calimbay, Ecel Terzisi- Azrail” gibi 6rneklerde dogadan insana aktarma veya
insandan insan disindaki varliklara yapilmis aktarmalarla deyis aktarmalar1 goriiliir. “Biiyiik
Kurtarici-Mustafa Kemal Atatiirk, Varligin Taci- Hz. Muhammed, fiyat ayarlamasi-zam,

gecikme zammi-faiz” gibi dolaylamalar mantiksal yolla yapilmistir.

Sozciik gibi, dolaylamalar da baglam i¢inde anlam kazanir. Dolaylamanin anlami uygun
baglamda kullanildiginda sezilir. “Babam, ablama diigliniinde altin bilezik takmisti.”
tiimcesindeki “altin bilezik” dbegi ger¢cek anlamindayken “Babam, ablamin egitimine yatirim
yaparak ona altin bir bilezik takmist1.” tiimcesindeki “altin bilezik” ge¢ici adlandirma yapan bir

obek olmaktan ¢ikmis “meslek, is, ugras” anlamina gelen bir dolaylama olmustur.

Dolaylamalar, siradan konugmaya etkileyici bir ton katar. Bagta kurgu metinlerde yazarin
ya da sairin siradan goriinen bir varlik ya da olay1 etkileyici bir sekilde anlatmasini saglar.
Ormegin Attild Ilhan ‘Ayrilik Sevdaya Dahil’ adli siirinde “En gorkemli saatinde yildiz
alacasiin” dizesinde “y1ldiz alacas1” ‘gece’ sozciigii yerine kullanarak dolaylama yapar (Kiran
ve Kiran, 2013, s. 430). Bu durum sairin imgesel anlatimini gii¢lendirir ve etkileyiciligini artirir.
Basin dilindeki kullanimlar1 da benzerdir. Kisiler, varliklar, olaylar ve olgular hakkinda
okuyucunun algisin1 yonlendirmek ve etkileyiciligi saglamak iizere sik¢a bagvurulur: “Bosna

Kasabi- Ratko Mladic, Imrali Canisi- Abdullah Ocalan, Filenin Sultanlari- Kadin A Milli
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Voleybol Takimi”. Ozgiin kullanimlar olarak ortaya ¢ikan bu dolaylamalar, uzlasimsallik

kazanarak genel dile mal olur.

“Belirli sozciiklerin kullanilmasinda dini veya ahlaki bir yasak oldugu, yani konusmanin
tabu oldugu durumlarda kullanilir, ayn1 zamanda konusmayir yumusatma ve giizellestirme
fonksiyonlarin1 da yerine getirir.” (Shavketovna ve Shavkat gizi, 2023, s. 124). Bu nedenle,
ortmecelerde dolaylamalara sik¢a rastlanir. “Oliim Melegi- Azrail, ii¢ harfli- cin, birlikte olma-
sevigme, iki canli- hamile”. Bu 6zellikleri ayrica bir tiir sifreli dil sayilabilecek argoda sikg¢a
kullanilmasina da neden olur: “asag1 mahalle-genelev, peygamber tavugu- kadin”. Ortmeceler
her zaman c¢ok sOzciiklii birimler olarak olusmaz ancak dolaylamalar en az iki birimden
olusurlar. Bu bakimdan Ortmece anlamla, dolaylama dizimle veya bicimle belirlenen bir

olgudur.

Ortmeceler, giizel veya kétii adlandirmalarin yaninda dolaylamalar, kisileri tanimlamak
iizere lakaplarda da rastlanan ifadelerdir. Lakaplar kisilerin toplum i¢indeki yerlerini, fiziki ya
da kisilik 6zelliklerini yansitan ifadelerdir. Sanat¢inin veya siradan insanin s6z konusu kisilere
bakis acisini yansitan yeniden adlandirmalar olan lakaplar kimi zaman ¢ok sozciikli sozliik
birimleri olarak kurulur. Bunlarin kimi kaliplasarak topluma mal olur: “Vatan Sairi- Namik
Kemal, Barajlar Krali- Siileyman Demirel, Cankaya’nin Sismani- Turgut Ozal, Tagsiz Kral-
Metin Oktay, Sanat Glinesi- Zeki Miiren” gibi lakaplar, birer dolaylamadir. Kisileri tanimlayan

ozellikleri, adlandiranlarin ve sonucta toplumun bakis acisini yansitir.

Dolaylamalar 6zel bilesenlerden olusan, fiili bir adlandirma islevi olan, yiiksek
etkileyicilik 6zelligine sahip, alisilmadik bagdastirmalardir. Anlatima retorik bir ton katarlar ve
gereksiz tekrarlarin yapilmasini engellerler. Mantiksal baglanti yasasinin isledigi yapilar olarak

oznel bir yaklagim1 barindirirlar (Shavketovna ve Shavkat gizi, 2023, s. 126).

Tek bir birimle karsilanabilecek kavramlarin birden ¢ok birimle karsilanmasini miimkiin
kilan dolaylamalar; anlatimda tutumluluk ilkesine aykir1 gibi goriinen ifadeler olsalar da “en az

caba yasasinin anlami1 zenginlestirme isleyisiyle ilgilidir” (Karaca, 2021, s. 368).

Dolaylamalar; Tiirkiye Tiirkgesi caligmalarinda atasézleri, deyimler, ikilemeler, iligki
sozleri kadar ilgi gormiis ifadeler degildir. S6z varlig1 calismalarinin bir¢ogunda bu basliklar
bulunmaktayken dolaylama tiirtindeki kaliplasmis sozliilk birimleri ihmal edilmistir. So6z
varliginin 6nemli bir parcasi olan bu ifadeler iizerine tekil ¢aligmalar yapilmali ve s6z varligi

caligmalarinda dolaylamalardan kaliplasmis sozler arasinda s6z edilmelidir.
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Kaynaklar1 agisindan cok cesitli metinlerde karsimiza ¢ikan dolaylamalar, giindelik
konugmalardan gazetelere, yazili edebiyattan sozlii edebiyata anlaticilarin basvurduklar
etkileyici anlatim dgeleridir. Yazarlarin ve sairlerin imge yaratma yollarindan biridir. Ornegin
klasik edebiyattaki “pir-i harabat- meyhane/ tekke; pir-i mugan- meyhaneci/ seyh, servi- revan-
/ sevgili” gibi mazmunlar dolaylama 6zelligi gostermektedir. Yazarlarin 6znel bakislarini
yansitan ve Ozgiin buluslara dayanan dolaylamalarin basta klasik ve modern edebiyattaki
orneklerinin derlenmesi ve degerlendirilmesi yazarlarin zihniyetini, varlik, olay ve olgulara

bakis agilarini ortaya koymak agisindan 6nemlidir.

Dolaylamalar halk edebiyatinda 6zellikle atasézleri ve bilmecelerde sik¢a karsilasilan
ifadelerdir. Bilmecelerde sorulan varligin gizlenmesi i¢in varligin 6zelliklerine dayanarak
varlik tanimlanir. Ornegin bir bilmecede “ay”, “Gece ¢ikar goge, sabah saklanir bir yere.
Gelirse aydinlatir, tam olursa toplanir.” bigiminde tanimlanir. Atasdzleri kimi zaman kastedilen
kavram dolaylamalarla iletir. Ornegin “Meyve veren agag, taslanir.” atasdziinde “verimli,

caligkan (kimse)”, “meyve veren aga¢” sozleriyle tanimlanir (Shavketovna & Shavkat qgizi,

2023, s. 123). Bu durumda atasozleri ve bilmeceler, dolaylamalar yoniinden incelenmelidir.

Yazili ve gorsel basinda olay, olgu ve durumlar yansitilirken ilgi ¢ekme, alg1 yonetimi,
igren¢ ve tepki c¢ekecek durumlart yumusatma gibi amaglarla kullanilan dolaylamalar

derlenmeli ve degerlendirilmelidir.

Ortmecelerin, giizel ve kotii adlandirmalarin dolaylamalar agisindan zengin oldugu
aciktir. Ortmeceler iizerine yapilan calismalar ¢cok olsa da bu drtmecelerde kullanilan dolaylama

yolu ele almmamustir. Ortmeceler bu bakimdan ele almarak degerlendirilmelidir.

Dilin toplumsal degiskesi olarak argo ve jargonlar dolaylamalar agisindan incelenerek

birer 6zel iletisim bigimi olan bu 6zel dillerdeki dolaylamalar derlenmelidir.

Tiim bu kaynaklarin degerlendirilmesi sonunda olusturulacak bir dolaylamalar sozligi
ile dolaylamalarin dizim 6zellikleri ve kavram alanlar1 hakkinda daha agik ve kapsamli bilgiler

elde etmek mimkiun olacaktir.
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EXTENDED ABSTRACT

The richness of a language is directly proportional to the denotation and conceptualizing
power of that language. Although single-word lexical units come to mind when it comes to
denotation and conceptualization, denotation and conceptualization are sometimes carried out
with multi-word lexical units. Although multi-word lexical units have been discussed
frequently and in detail under the title of formulaic expressions as proverbs, idioms and
relational words in Turkish language studies, little has been said about periphrases.

In this study, periphrases are discussed as a way of denotation and conceptualizing. It has
been tried to find answers to questions such as the syntactic properties of periphrases, which
are multi-word lexical units, the distribution of the conceptual areas in which they are used, in
which language layers and in which text types they can be found.

To answer these questions, 306 periphrases were identified by scanning dictionaries,
newspapers and magazines' websites, and 230 of them were classified as nouns. The
classification is made according to the syntactic structures of the periphrases, conceptual areas
and social stratification of the language.

Periphrases, which are multi-word lexical units, are primarily syntactic structures. In the
study, ten different types of clustering that constitute periphrases were determined. The three

most frequently used are adjective phrases, indefinite noun phrases and possessive phrases.

In periphrases constructed in the form of adjective phrases, the adjective is used to
describe the physical properties of the concept, to emphasize the narrator's feelings and thoughts

on the concept, or to direct the perception of the recipient.

The second most common form of periphrase construction is the noun phrase. Indefinite
noun phrases are syntactic forms that make general concept names. For this reason, indefinite
noun phrases are frequently used when conceptualizing and naming. Since indirections are

general concept names, they can be formed in the form of indefinite noun phrases.

When considered in terms of conceptual fields, it is seen that periphrases are used in very
different conceptual fields. The first three concept areas where they are most frequently used

are: disease, human characteristics and place names.

Periphrases in slang generally provide a coded explanation of what is done when what is

done is not in accordance with social norms. Periphrasess in slang are mostly used in the field
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of sexuality and gender. However, when Turkish slang dictionaries are scanned, different

results will be obtained.

Language is also a geographically stratified system. In our corpus, the periphrases we

identified from the dialects were used in the concepts of sexuality, excretion, religion and belief.

Periphrases, which create an alternative way of expressing non-linguistic reality, are
stereotyped elements frequently encountered in newspaper and magazine articles, literary texts,
and spoken language.

Periphrase that describe an entity, event or phenomenon by emphasizing its remarkable
features are used in many areas, from politics to sexuality. It is used in literary texts for an
impressive and original expression. It is used in written and visual media for purposes such as
reflecting events and situations in an interesting way, managing perception, and softening
disgusting and reactionary situations. Euphemisms are also one of the best examples of indirect
speech. For this reason, periphrases are frequently encountered in euphemisms. Also riddles,
proverbs and idioms, folk tales should be evaluated in terms of periphrases. A dictionary of
periphrases should be created.
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HATAY

Oz

Sosyokiiltiire]l mirasin aktariminda essiz 6nemi olan anadilini daha yetkin kullanmak
ve bu dili bagkalarna sistematik bir sekilde aktarmak isteyen birey, bu dilde
materyallere ihtiya¢ duyar. Bu ¢alismada, sadece sozlii kiiltiirle aktarilan ve nesiller
aras1 aktarimi giiniimiizde son derece zayiflayan; ancak yazili bir dili ve materyali
bulunmayan Hatay yerlesik Arap diyalektlerinin (HAYAD) O6gretimine yonelik
materyal ihtiyacinin giderilmesi amaglanmistir. “Lehcitna” adin1 verdigimiz materyal
gelistirilirken 6grenenleri birer “sosyal aktdr” olarak gdren, onlarin sosyokiiltiirel
anlamda aktif katilime1 olmalarini ve o dili iireterek bu anlamda iletisim araci olarak
kullanmalarin1 hedefleyen iletisimsel yontem tercih edilmistir. Bu baglamda
materyalde yer alan temalarin, i¢eriklerin vb. se¢giminde Avrupa Konseyi tarafindan
hazirlanan Diller igin Avrupa Ortak Bagvuru Metni (D-AOBM) esas alinmis ve
dgretim materyali tasarlama ve hazirlama ilkeleri dikkate almmustir. ilgili diyalekte
iligkin bilimsel caligmalar ve metinler olmasi yoniiyle arastirma yontemlerinden
dokiiman incelemesi tercih edilmistir. Arap diyalektlerinin 6gretimine iligkin son
yillarda hazirlanmis bir ilk niteligindeki bu ¢alisma, bu dili 6grenmek isteyenlerin bu
cografyadaki gesitli kiiltiirleri tanimalarina, kendi kiiltiirlerini aktarmalarina katki
sunacagi ve bu tarz ¢alismalara 6rnek teskil edecegi diisiiniilmektedir.

Abstract

Individuals who want to use their mother tongue more competently and transfer this
language to others in a systematic way require materials in this language, which holds
unique importance in the transmission of culture and social memory. This study aims
to address the need for materials for teaching the sedentary Arabic dialects of Hatay,
which have been solely transmitted through oral culture and whose intergenerational
transmission is significantly weakened today, lacking a written language and
materials. In developing the materials called “Lahjitna,” the communicative method
was preferred, viewing learners as "social actors™ and aiming to engage them as active
participants in a socio-cultural context, using the language as a communication tool
through production. The themes and content included in the materials are based on
the Common European Framework of Reference for Languages (CEFR), with
principles of designing and preparing teaching materials taken into consideration. To
ensure scientific rigor and access to relevant dialectal studies and texts, document
review was chosen as the research method. It is anticipated that this study, the first of
its kind in recent years focusing on the teaching of Arabic dialects, will contribute to
individuals seeking to learn this language, enabling them to acquaint themselves with
various cultures in this geographic area and facilitating the transmission of their own
cultures. Furthermore, it is expected to serve as an exemplary model for similar
studies.
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1. GIRIS

Bireyin en basta anneden, sonra yakin aile ¢evresinden, sonra da iligkide bulunulan
cevrelerde 6grenilen, insanin bilingaltina inen ve bireyin toplumla en gii¢lii baglarini olusturan
anadili (Aksan, 1975, 5.427), ayn1 zamanda diinyay1 algilama ve sozciikleriyle diinyaya anlama
kattig1 dildir (Kiran ve Kiran, 2013). Tiim insanligin diinyay1 tek bir pencereden algilamasi
miimkiin olmadigindan dillerin de bolgesel, yoresel, kiiltiirel, toplumsal, siyasal ve daha bir¢ok
yonden farklilik gosterebilecegi asikardir. Ancak anadilinin ekonomik, kiiltiirel, sosyal,
tarihsel, egitsel sebeplerle kullannmindaki azalma insanligin kiiltiirel miras1 olan bir dilin,
lehgenin ya da agzin kaybolmasina neden olabilir. Bu ise tipki tarihsel bir mirasin kaybolmasi
ya da bir canli tlirliniin yok olmasina benzer bir sekilde, insanlik kiiltiiriiniin bir birikiminin

kaybolmasiyla sonuglanabilir.

Tiirkiye’nin en giineyinde yer alan Hatay’da, bir¢ok dilden ve kiiltiirden insanin bir
arada yasadigi bir sehirdir. Bunlardan en 6ne ¢ikanlardan biri de Arap dili ve kiiltiiriidiir.
Nesiller arasi aktarimi gittikge zayiflamis olsa da Arap dili ve kiiltiirii, gegmisten glinlimiize
sozlii olarak aktarilmistir. Bununla beraber toplumsal hafizanin ve Kkiiltiirel mirasin
korunmasinda ve diger nesillere aktarilmasinda sozlii dil ile beraber yazili dilin de ¢ok énemli
bir pay1 bulunmaktadir. Sozellikte dil daha esnek iken, yazili dilde daha sistematik kurallar yer
alir. Bu bakimdan sozlii dil daha cazip olsa da bir¢ok sebeple sozlii dil zayifladiginda yazili dil
bir cankurtaran islevi goriir. Dogal ortamda sozlii olarak yeteri diizeyde anadilini edinememis
bir birey, o dili 6grenmek ve bagkalarina aktarmak i¢in yazili bir dile ve daha da dnemlisi o

dilde materyallere ihtiya¢ duyar.

UNESCO tarafindan uluslararasi dilbilimcilerin hazirladigi Language Vitality and
Endangerment /Dil Canliligi ve Tehlike Cer¢evesi] (UNESCO, 2003) adli rapora gore, bir
toplulugun konustugu dilin durumunu degerlendirmek icin belirlenen dokuz faktérden biri de
“okuryazarlik i¢in materyallerin mevcudiyeti” faktoriidiir (UNESCO, 2003, s. 12). Bu faktore
gore, "higbir yazima sahip olmayan" faktorii bir topluluga ait dilin devamlilig1 agisindan en
tehlike olani olarak betimlenmistir (UNESCO, 2003, s. 14). Bu sebeple tehlike altinda olan
diller i¢in yazim dilinin ve gramerin olusturulmasinin, ¢esitli materyallerin hazirlanmasinin ve

bu materyallerin egitimde kullanilmasinin ne kadar 6énemli oldugu goriilmiistiir.

Bu c¢alismada, dil egitimi ve okuryazarlik i¢in materyal mevcudiyeti baglaminda Arap
diyalektlerinden yazili bir dili ve materyali olmayan Hatay (Antakya) Yerlesik Arap diyalektleri
hedef dili olarak belirlenmistir. Calismada “Hatay yerlesik Arap diyalektlerinin 6gretimine
yonelik A1l diizeyi iletisimsel materyal tasarimi” (Agbaht, Mus., 2022) adli yiiksek lisans
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tezinde izlenen yaklasimlar esas alinmistir. S6z konusu diyalektin belirlenmesinde s6zii edilen
dilin ve sosyokiiltiirel mirasin korunmasi hususlariyla beraber; bu diyalektle ilgili bicimbilim,
sesbilim alanlarinda ¢aligmalar ve metinler olmasi, konusanlarin olmasi ve sayisi (Prochazka,
2002), bu diyalektte baz1 materyallerin halihazirda yapilmaya baslanmasi ve aragtirmacinin bu
diyalekti konusan biri olmasi gibi etkenler etkili olmustur. Bu diyalektin UNESCO tarafindan
hazirlanan raporda tehlike altindaki diller arasinda bulunmamasina ragmen raporun belirttigi
faktorler gbz oniine alindiginda yazi dilinin olmamasi ve nesiller aras1 aktariminin zayiflamasi

gibi sebepler neticesinde tehlike altinda oldugu sdylenebilir.

Smith-Kocamahhul da doktora c¢alismasinda Hatay’da dil degisiminin ilerlemis
oldugunun asikar olmasina ragmen ¢ogu topluluk iiyesinin hala Arapgada bir miktar yeterliligi
olmas1 ve degisimin goriiniiste ivme kaybetmesi hasebiyle iyimser olunabilecegini; bu nedenle
de dili stirdiirmek ve yeniden canlandirmak i¢in saglam bir temel oldugunu belirtmistir (Smith-

Kocamhhul, 2003, s. 211).

Bu caligmada, s6z konusu diyalektin materyal tasariminda, dilin korunmasi ve
stirdiirimii (language maintanence) baglaminda dilin kurallarindan ziyade, dil 6gretiminde asil

amacin s6zlii ve yazili iletisimin saglanmasi olarak goren iletisimsel yontem tercih edilmistir.
1.1. PROBLEM DURUMU

Anadili egitiminde bir diyalektin siirdiiriimiine iliskin bir materyalin tasarimi nasil

olabilir?

Hatay yerlesik Arap diyalektlerine iliskin CEFR’e (Council of Europe, 2001) gore Al

diizeyinde bir 6gretim materyali nasil gelistirilebilir?
1.2. ARASTIRMANIN AMACI

Bu arastirmanin amaci, bu diyalekti 6grenmek veya anlasa da konusamayan kisiler i¢in
hazirlanmis olan bu yayinlar sayesinde dilin gelisimine katkida bulunmak ve sadece dilden dile
aktarilan Hatay Yerlesik Arap diyalektinin siirdiiriilebilirligine katki saglamak i¢in egitim
materyali ihtiyacin1 gidermektir. Ayrica arastirmada, yazi dili gelistirilmemis bu diyalektler icin
esas olarak Arap alfabesini kullanma, bunun yaninda transkripsiyonu bir yardimc1 unsur olarak
kullanma imkén1 yaratmay1, insanlik kiiltiiriiniin ortak miras1 olan dilleri ve bu dillere bagh
diyalekt ve agizlarin korunmasimi tesvik etmeyi; Ogrenenlerin Arap {ilkelerinin farkli
kiiltiirlerini de 6grenmelerini ve kendi kiiltiir 68elerini baskalarina aktarmalarini, 6grenmeyi

ogrenerek hedef dilde kendilerini gelistirmeye istekli olmalarin1 amaglanmustir.
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1.3. ARASTIRMANIN ONEMI

Bu arastirma, Hatay yerlesik Arap diyalektlerinde egitim-6gretim materyali
bulunmamasi ve bu diyalektlerin 6gretimine iligskin egitsel ¢aligmanin olmamasi bakimindan

Onem tasir.
1.4. SAYILTILAR

Bu aragtirmada, bireysel ve kitlesel diizeyde dil yitimi yasanan Hatay Arapga
diyalektlerinin, tasarlanmasi hedeflenen materyal aracilifiyla dilin siirdiiriimiine ve
gelistirilmesine olanak saglayacagi ve bu diyalektleri iletisimsel baglamda 6grenmek isteyen
bireyler i¢in Al diizeyinde Ogrenmelerine imkadn sunmasi dislinilmektedir. Ayrica
arastirmanin, Tirkiye’deki Arap diyalektleriyle ilgili egitsel yonden bir arastirma alani
acilacagi ve yalnizca sozli dili gelismis bu diyalektin yazinsal alana taginmasi yoluyla bir
anlamda kiiltiirel degerlerin de kayit altina alinmasi, korunmasi ve aktarilmasi yolu agilacagi

beklenmektedir.
1.5. SINIRLILIKLAR

Hatay’da kdyden kdye bolgeden bolgeye diyalektler arasinda benzerlikler ve farkliliklar
bulunmaktadir. Bu farkliliklarin tamaminin materyal tasariminda gosterilmesi miimkiin
degildir. Bununla beraber Agbaht’in dile getirdigi gibi Hatay’da konusulan yerlesik Arap
diyalektleri arasinda karsilikli anlagilabilirlik ¢ok yiiksek diizeyde (Mahmut Agbaht, kisisel
iletisim, Mayis 11, 2021) olmasi sebebiyle Hatay yerlesik diyalektler i¢in kullanilabilecek ortak
bir egitim Ogretim materyali gelistirmek mimkiin olmustur. Bu yiizden materyalin
tasarlanmasinda Hatay’da konusulan yerlesik Arap diyalektleri arasindan belli bir diyalektin
temel sesbilim ve bigimbilim 6zellikleri yerine bu diyalektlerin en yaygin ayirici-temel sesbilim
ve bigimbilim o6zelliklerini kapsayan bir yaklasim izlenmistir. Ancak bu 6zelliklerin tercih

durumu da bir sinirhilik olarak sdylenebilir.

Diyalektin sesbilimsel 6zelliklerini Arap harflerinden uyarlayarak Latin harfleriyle
gosteren bir transkripsiyon sistemi tercihi ve bu diyalektleri 6gretecek 6gretmenlerin egitimi de

stnirhiliktir.
1.6. KURAMSAL CERCEVE

Bir insan diger biitlin dilleri, sahip oldugu bir diinya temeli {izerine ve o diinyadan
hareketle 6grenir, sadece anadiline diinya ile beraber sahip olur (Porzig, 1995, s. 62). Bu

bakimdan anadili 6grenimi, sadece yabanci dilin degil, diger egitim alanlarinda da cok
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onemlidir. Devletler de bu bakimdan anadili egitimini Oncelemisler, egitim programlar1 ve
materyaller hazirlamiglardir. Yazi diline sahip dillerin ve diyalektlerin, nesilden nesile
aktariminin, ediniminin ve Ogretiminin materyalsiz ne kadar zor olacag: diisiiniildiigiinde
iilkelerin anadili egitimi tarihlerine bakilarak materyal gelistirme zamanlar1 hakkinda fikir

edinilebilir.

Ulkemizde Osmanli Devleti’nden bu yana anadili, azinlik dilleri ve yabanci dil egitimi
konusunda birgok gelismeler yasanmisg, kanunlar degistirilmis, okullar agilmis ve materyaller
hazirlanmistir. Son yillarda azinliklarin kendi anadillerini 6gretmeleri anlaminda en carpici
gelismeler 2000’11 yillarda baslamistir. Tiirkiye nin Avrupa Birligine 1999 yilinda aday olarak
kabul edilmesiyle beraber Tiirkiye’nin bu yillarda Avrupa Birligi ile biitiinlesme hedefi
dogrultusunda yabanci dil 6gretim programlarinda Avrupa Konseyi’'nin kabul ettigi dil
politikalarina gore diizenlenmeler ve pilot uygulamalar denenmistir. Bu arastirma i¢in ana
caligma gruplarindan biri olan Diller i¢in Ortak Bagvuru Metninde (Avrupa Konseyi, 2009) yer
alan Al diizeyi gibi alti diizeyde her 6grencinin ve vatandasin Avrupa dillerini bilme
diizeylerini gdsteren Avrupa dil pasaportuna sahip olmasimi amaglayan Avrupa Dil Gelisim
projesi, Tiirkiye’de 2001 yilinda baslatilmis ve 2005 yilindan itibaren {ilke genelinde kademeli
olarak yayginlastirilmasi planlanmistir (Demirel, 2005).

2012 yilinda ¢ikarilan 6287 sayili kanunla beraber zorunlu egitim siiresi 12 yila
cikarilmis, egitim de kademeli olarak 4+4+4 olarak belirlenmis ve ortaokuldan itibaren
ogrencilerin 6 ayr1 gruptan olusan dersler segme imkani dogmustur. Bunlarin iginde siiphesiz
en dikkat cekici olan1 “Yasayan Diller ve Lehgeler” grubundaki Kiirtce, Zazaca, Lazca gibi
azinlik dillerin 6gretimi olmustur. Daha sonraki yillarda bu dillerde Talim Terbiye Kurulu
Baskanlig1 tarafindan ders kitaplar1 6gretim programlari gikarilmistir. Ogretim programlari ve
ders kitaplar1 bu ¢alismada oldugu gibi D-AOBM’ye uygun olarak ve metinde yer alan dil
diizeyleri dikkate alinarak hazirlanmistir. Bu baglamda ilk olarak 07.07.2012 tarihli 153 ve 154
say1l1 kararlara istinaden “Yasayan Diller ve Lehgeler” dersinde bulunan 5. Siniflar igin Kiirtce
ile 5, 6, 7 ve 8. Siniflar i¢cin Adigece ve Abazaca dersleri 6gretim programlari kabul edilmistir.
Bu baglamda ayni1 y1l bu derslerin kitaplar1t Milli Egitim Bakanlig1 tarafindan basilmistir ve bu
kitaplar D-AOBM c¢ergevesinde belirlenen diizeylere gore hazirlanmistir. Ertesi yil Giirciice
dersinin, bir sonraki y1l Adigece ve Abazaca derslerinin Latin harfleriyle yazilmis halinin ve
2017 yilinda Bosnakca ve Arnavutca derslerinin 6gretim programlart Milli Egitim Bakanligi
tarafindan kabul edilmistir (Milli Egitim Bakanligi, t.y.). Ders kitaplarinin son halleri ise 2019

yilinda basilmustir.
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Tirkiye’de ve diinyada hiikiimetlerin anadili egitimi ve bu konudaki materyal
caligmalar1 farklilik gostermektedir. Hiikiimetler disinda da hazirlanan ve uygulanan bir¢ok
proje bulunmaktadir. Yerel diizeyde finanse edilen projeler oldugu gibi daha genis ¢apta ve
uluslararas1 oOrgiitlerce finanse edilen projeler de bulunmaktadir. Bunlardan en one c¢ikan
projelerden biri olan ve yine D-AOBM metnine gore Al ve A2 diizeyinde hazirlanan Surayt
adindaki bu proje, Avrupa Birligi'nin Erasmus+ programi tarafindan ortaklasa finanse
edilmistir. Aramaic-Online Projesi (2014-2017) kapsaminda gelistirilmis ve Berlin Free
Universitesi’nin koordinasyonlugunda, Bergen, Cambridge ve Leipzig Universiteleri ile
Hollanda'daki Mor Efrem Siiryani Ortodoks Manastiri’'nin olusturdugu bir konsorsiyum
tarafindan Slomo Surayt adli kitap hazirlanmustir (Talay vd., 2017).

Bununla beraber bu aragtirmada, egitbilim yoniiyle iletisimsel yonteme uygun sekilde
materyal tasarimina odaklandigindan, ozellikle Avrupa Konseyi tarafindan hazirlanan D-
AOBM’ye uygun sekilde hazirlanan bu proje ve diger 6gretim programlar1 ve miifredatlar
incelenmistir. Arap diyalektlerine yonelik olmasa da Arapca boliimlerinin hazirlik siniflarina
yonelik yine bagvuru metnine uygun sekilde hazirlanan miifredat 6nerisi bu alanda 6nem arz
etmektedir (Ozcan, 2012). Internet tabanli ders ve web sitesi olusturan bir yazilim olan Moodle
Egitim Yonetim sisteminin vurgulandigi tez calismasinda miifredatin yaninda 6rnek ders

planlari, tema sec¢imleri ve kazanimlar ayrinti ele alinmastir.

1.6.1. HATAY YERLESIK ARAP DIYALEKTLERI LITERATUR
TARAMASI (HAYAD)

Tiirkiye, tarih boyunca cesitli etnik gruplara ev sahipligi yapmis bir tilkedir ve bu
gruplardan biri de Araplardir. Ozellikle Hatay, Adana, Mersin, Mardin, Siirt ve Sanliurfa gibi
bolgelerde yogun Arap niifusu bulunmaktadir. Tiirkiye’de konusulan Arap diyalektleri, Suriye
Yerlesik, Suriye Bedevi ve Mezopotamya (goltu) diyalektleri olmak iizere 3 ana grupta
siiflandirmistir  (Jastrow, 2006, s.154). Tirkiye'deki Arap diyalektleri iizerine yapilan
caligmalar, bu dillerin dilbilimsel 6zelliklerini, tarihsel gelisimini ve kiiltiire]l baglamlarini
incelemektedir. Bu calismalardan biri de Mardin yoresinde kullanilan Arapganin temel

ozelliklerini inceleyen aragtirmadir. (Cikar ve Timurtasg, 2012).

Tiirkiye'de Arap diyalektlerine yonelik akademik c¢alismalar, dilbilimciler ve
sosyologlar tarafindan giderek artan bir ilgi gérmektedir. Bu ¢calismalar, genellikle diyalektlerin
dilbilimsel 6zelliklerini, kelime dagarcigini, gramer yapilarini ve sosyokiiltiirel baglamlarini
incelemeyi hedefler. Tiirkiye'deki {niversitelerde ve arastirma merkezlerinde yapilan bu

caligmalar, Hatay, Mardin ve Sanlurfa gibi Arap niifusunun yogun oldugu bdlgelerdeki dil
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kullanimlarin1 kapsamli bir sekilde ele alir. Ayrica, bu ¢alismalar yerel diyalektlerin korunmasi

ve yeni nesillere aktarilmasi i¢in stratejiler gelistirilmesine katki saglar.

Hatay’da konusulan yerlesik Arap diyalektlerine iligkin ¢alismalara bakildiginda 20.
ylizyildan basladig1 ve giinlimiize kadar devam ettigi goriilmektedir. HAY AD ile ilgili mevcut
dilbilimsel ¢alismalarin ¢oguna Agbaht’in yiiksek lisans tezinden ulasilabilir (Agbaht Ma.,
2014). Bu caligmalardan simdiye kadar en kapsamli olan calisma, Arnold’un dil atlasi
niteligindeki Die Arabischen Dialekte Antiochiens adli kitap ¢aligmasi bu arastirmanin da ana
kaynaklarmdan biridir (Arnold, 1998). Bu ¢alismada Arnold; Antakya, Arsuz, Iskenderun,
Reyhanli, Samandag, Altinézii ve Yayladag olmak {izere yedi ilgede ve bircok yerlesim
alaninda konusulan diyalektleri Alevi, Siinni, Hristiyan, Yahudi ve Bedevi olmak {iizere bes
kategoride fonoloji ve morfoloji 6zellikleri bakimindan mukayese etmis ve bunlart dil atlasi
seklinde son boliimde gdstermistir (Arnold, 1998). Bu bolgedeki dil tercihi, kod-degisimi ve dil
degisimini inceleyen iki tez ¢aligmasi (Smith-Kocamahhul, 2003 ve Cengiz, 2006), yorenin
sOzlii edebiyatina iligkin Fenn gelenegini barindiran bir ¢alisma (Agbaht Ma., 2018), diyalektin
bagli oldugu Suriye lehgesine yonelik sozliik ¢alismasi (Stowasser vd., 2004) olmasina ragmen
yorede halen Arapca konusanlarin bulunmasi ve Arapganin giinliik yasamda sikca kullanilmasi
bu alandaki ¢aligmalarin zenginlestirilmeye acik oldugunu gostermektedir. Yine de s6z konusu
caligmalardaki verilerin, ortak bir materyal tasarimi i¢in baslangi¢ diizeyinde yeterli veriler

saglayacagi diisliniilm{stiir.
2. YONTEM
2.1. ARASTIRMANIN MODELI

Hatay yerlesik Arap diyalektlerine iliskin bigimbilim, sesbilim alaninda ¢aligmalar,
metinler olmasi ve bu ¢aligsmalarin konunun uzmanlari tarafindan hazirlanmis olmasi yontiyle;
arastirmanin  gegerligini ve giivenirligini arttiracagi disiiniildiigiinden nitel arastirma
yontemlerinden dokiiman incelemesi yontemi tercih edilmistir. Yazili belgelerin icerigini
diizenli bir sekilde incelikle analiz etmek i¢in kullanilan (Wach, 2013, s. 3) dokiiman
incelemesi; ilgili konu hakkinda bir farkindalik olusturmak, anlam ¢ikarmak ve deneysel bilgi

gelistirmek i¢in verilerin incelenmesini ve yorumlanmasini gerektirmektedir (Corbin ve

Strauss, 2008).
2.2. ARASTIRMANIN CALISMA GRUPLARI
Bu aragtirmanin ¢alisma gruplari iki ana baslikta incelenebilir:

1- Arapca Ogretim Programina Iligkin Caligma Grubu:
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Yabanci Dil Ogretim Programlar1 bu c¢alisma grubunun evrenini olusturmaktadir. Bu
alandaki kaynaklar ¢ok genis olmasindan dolay1 evreni en iyi yansitacagi diisliniilen ve bu
alandaki ayrintilar1 belirginlestirmek amaciyla asagidaki ana kaynaklar ¢alisma grubunu

olusturmaktadir:
a. Diller i¢in Avrupa Ortak Basvuru Metni (D-AOBM)

b. Diller igin Avrupa Ortak Basvuru Metni’'ne (D-AOBM) Gore Yabancilara
Yonelik A1-A2 Diizeyinde Arapga Miifredati (Orijinal Adi: 4alll meia (pilalill 4y jal)
O sinsall o bl @ il 55 5Y) ganall JUaY) o b e AL-A2) (Sugin, 2015)

2- HAYAD a Iliskin Calisma Grubu:

Arap Diyalektlerine iliskin kaynaklar bu ¢alisma grubunun evrenini olusturmaktadir.
Arap Diyalektlerinin ¢esitliligi sebebiyle evreni en iyi yansitacagi diisiiniilen ve &zellikle
HAYAD’a iligkin temel sesbilim, bicimbilim 6zelliklerinin belgelendigi ve karsilastirildigt
bilimsel ¢alisma olan su ana kaynak diger bir calisma grubunu olusturmaktadir: Die Arabischen

Dialekte Antiochiens (Arnold, 1998).
2.3. VERILERIN TOPLANMASI

Bu aragtirmada veriler, calisma gruplarinda belirtilen dokiimanlar yoluyla elde edilir.
Hem s6z konusu diyalekte iliskin hem de d6gretim programlarina iliskin bu belgeler konunun i¢

ice olmasini gerektirdigi i¢in es zamanli olarak toplanip kullanilacaktir.
2.4. VERILERIN ANALIZI VE KULLANIMI

Arastirmanin ¢alisma gruplarinda belirtilen dokiimanlardaki énemli verileri saptamak
amaciyla igerik analizi teknigi ve materyal tasarimi siirecinde ortaya ¢ikan ana ve alt temalari
bulmak amaciyla dokiimanlardaki veriler tekrar tekrar inceleneceginden tematik analiz teknigi

kullanilmastir.

Toplanan veriler belirtilen tekniklerle analiz edildikten sonra iletisimsel yonteme uygun
olarak hazirlanan 6rnek materyal tasariminda; D-AOBM’yi esas alan 6gretim programlarinda
belirtilen kazanimlarla ve hedef diyalektlerdeki temalara uyumlu bir sekilde kategorize edilerek

kullanilmastir.
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3. HATAY YERLESIK ARAP DiYALEKTLERINE YONELIK OGRETIM
PROGRAMI VE MATERYALI

3.1. GENEL AMACLAR

Bu program hazirlanirken, dil 6gretim programlari, program yonergeleri gibi hususlar
icin ortak bir ¢erceve belirlemek adina D-AOBM esas alinmistir. Avrupa Konseyi tarafindan
¢ikarilan bu metnin hem 2001°de yayinlanan ilk hali (Council of Europe, 2001) hem de
giincellenen versiyonu (Council of Europe, 2020) goz 6nilinde bulundurulmustur. Bu metinde,
yabanci dil 6grenenlerin, bu dili iletisim kurmada kullanabilmek i¢in neleri bilmeleri ve bu
dilde etkinlik kazanmak i¢in hangi bilgi ve yeteneklerini gelistirmeleri gerektigini kapsamli bir
sekilde agiklanmig ve bu agiklamalar ayni1 zamanda dillerin kurulmus oldugu kiiltiir baglamini
da kapsayacak sekilde sunulmustur (Avrupa Konseyi, 2009). Basvuru metninin Onerdigi
program, dil yapilar1 ve kavramlar1 belli, dogrusal yapida hazirlanmis bir program yerine;
dillerin iletisim araci olarak dgrenilmesi ve 0gretilmesini, 6grenen kisinin sosyal diinyada etkin
olmasini, 6grenme siirecine dahil olmasini ve 6zerk olmasini dnceleyen, ihtiyag analizi esasli,
gercek yasam fonksiyonlarini merkeze alan ve hedeflere uygun kavramlar ve islevlere dayali
bir program onermektedir (Avrupa Konseyi, 2021). Ayrica programin, 6grenenlerin s6z konusu
dilde neleri edinmediklerine iliskin “eksiklik” perspektifinden ziyade, ‘yapabilirlik”
tanimlayicilar1  araciligiyla kazandirllan bir  “yeterlik” perspektifini  kazandirmay1

hedeflemektedir (Avrupa Konseyi, 2021, s. 32).
3.2. D-AOBM ORTAK BASVURU DUZEYLERI

D-AOBM, derslerin diizenlenmesini daha kolay hale getirmek ve hem derslerdeki
gelismeyi hem de dil 6grenenlerin gergeklestirecegi ilerlemeyi tanimlayip bir yol haritasi
sunmak amaciyla dil yeterlilikleri alaninda alt1 Ortak Basvuru Seviyesi sunmus ve {i¢ ana
baslikta tarif etmistir (Avrupa Konseyi, 2021, s. 32). Metinde, bagvuru diizeyleri bakimindan
Al ve A2 (Temel kullanict), B1 ve B2 (Bagimsiz kullanici), C1 ve C2 (Yetkin kullanici)
seklinde ayrilmis olsa da bunlarin degistirilebilecegi, aralarinda keskin ¢izgiler degil de bir
gecislilik s6z konusu oldugu (Sekil 1) ve cogu zaman da alt seviyelere ayrildigi ifade edilmistir

(Avrupa Konseyi, 2021, s. 40).
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Sekil 1. D-AOBM Ortak Basvuru Diizeyleri (Avrupa Konseyi, 2021, S. 40).

Bu béliimde, tiim bu seviyelerin 6zellikleri konuyu asacagindan hazirlanan materyalin
diizeyi olan A1 seviyesi hakkinda bilgi vermekle yetinilmistir. Bu baglamda A1 diizeyi i¢in
ilgili metinde ortak bagvuru diizeyleri baglaminda 6grenenlerin bu seviyedeyken; somut
ihtiyaglarina iligskin giinliik ifadeleri anlayabilecegi ve kullanabilecegi, kendini ve baskalarini
tanitip sorular sorabilecegi, yasadigi yeri, tanisiklig1 olan insanlari, sahip olduklar1 gibi basit
ifadelerle ilgili soru sorup yanitlayabilecegi, bagkalarinin yavas ve acik sekilde konusmasi ve
destek olmasi sartiyla basit sekilde etkilesim kurabilecegi ifade edilmistir (Avrupa Konseyi,
2021, s. 179).

Ayrica bir 6grencinin kendisinin dil beceri diizeyini degerlendirmesi maksadiyla D-
AOBM’nin giincel ve c¢evrim i¢i iletisim ve aracilik yoniiyle giincellestirilmis hali esas
alinmistir. Bu baglamda birkag 6rnek verilecek olursa 6grenenin Al diizeyinde, kendisi, ailesi
ve yakin c¢evresine iliskin aligkin oldugu ifadeleri, baskalar1 agik¢a ve yavasca konustugunda
anlayabilecegi; ilanlarda, posterlerde vb. gegen basit ve bilinen ifadeleri anlayabilecegi,
yasadig1 yeri ve tanidiklarini betimleyebilecegi, cevrim ici formlarda kisisel bilgilerini doldurup
cok basit bir satin alma gerceklestirebilecegi, cok basit diizeyde bir iletisime aracilik

edebilecegi ifade edilmistir (Avrupa Konseyi, 2021, 181-185).
3.3. OGRETIM PROGRAMININ TEMEL OZELLIiKLERI
3.3.1. SARMAL PROGRAM

Sonmez sarmal yaklagimi, yeni dgrenilenlerin 6n 6grenmeler iizerine yapilandirilmasi
temeline dayanan, asamalilik ilkesini goz oniinde bulunduran ve 6grenmelerin yeri geldikce
tekrar edildigi bir programlama yaklagimi olarak tarif etmistir (Sonmez, 2007). Buna gore

Lehcitna Al igerisindeki igerikler duragan veya kesik degil, bir biitlinliik igerisinde ara ara
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ogrencilerin hafizalarini aktif hale getirecek sekilde hazirlanmistir. Ornegin materyalde 2.
temada yer yer meslekler ile ilgili alistirmalar yapilmis ve 3. temada da bu konuyla ilgili farkl

tarzda aligtirmalarla 6grencilere konu pekistirilmek istenmistir.

3.3.2. EYLEM ODAKLI YAKLASIM

“Dili kullanan ve 6grenenleri dncelikle “sosyal aktorler” olarak degerlendiren ve gesitli
durumlarda sadece dille sinirli olmayan gorevlere sahip bu aktorlerin iistlendigi eylemleri genis
anlamda bir sosyal baglamin sonucu olarak goren bu yaklasim, bir sosyal aktor olarak 6grenen
kisinin biligsel, duyussal yonlerden tiim kabiliyetlerini dikkate alir” (Avrupa Konseyi, 2009, s.
6). Bu baglamda Lehcitna Al materyalinde de bu yaklasim kullanilmis ve her temada kiiltiirel
Ogelere yer verilmis, sosyal aktor babinda Ogrenenlerin sosyal baglamda s6z konusu

kabiliyetleri ortaya ¢ikarmalar1 hedeflenmistir.
3.3.3. ILETISIMSEL DIiL YAKLASIMI

Gegmisten gilinlimiize gerek yabanci dil gerekse anadili 6gretiminde bir¢cok yontem
kullanilmigtir. Onlarca yontem olsa da ozetle geleneksel ve iletisimsel (duyussal) olma
ozelliklerine gore yontemleri ikiye ayirmak miimkiindiir (Onay, 1998, s. 28). lletisimsel
yaklasimda gelenekselden farkli olarak dilin kurallarin1 6gretmek dncelenmez, dil bir iletisim
araci olarak goriiliir ve asil gorevinin yazili ve sozli iletisimin saglama olarak kabul edilir.
Burada sozciikler geviri yonteminden farkli olarak tek tek anlamlariyla verilmez, belli bir
baglamda verilir. Kaliplarin ezberlenmesi yerine onlarin iletisimsel baglamda anlasilmasi,
arastirilmasi, kullanilmasi esastir. Dilin kurallar1 6grenildiginde 6rnek climleler kurulabilir ama
bu yaklasimda sadece climleler kurulmasi degil, konunun anlasilmasi, konular 1le ilgili sorular
sorulmas1 ve yanitlanmasi, konuyla ilgili tartismalar yapilmasi yani dili liretken konuma
getirme Onemlidir. Bu da eylem odakli yaklasim dogrultusunda yer almaktadir. Bu baglamda
s6z konusu materyaldeki alistirmalarda bu yaklagimlar esas alinmis ve Ogrencilerin bu

alistirmalar yoluyla dili tiretmesi ve yazili ve sozlii iletisimde kullanmas1 amaglanmistir.
3.3.4. OGRENCI MERKEZLILIK

Anadili egitiminde 6grenci ne kadar aktif kilinir ne kadar ¢gok duyusu uyarilirsa o dildeki
verimi ve basarist o kadar artar (Kavcar, 1999, s. 129). Iletisimsel yontemlerde ise 6grenciler
nesne durumundan 6zne durumuna gegmis ve onlarin 6grenmesinin onlara 6gretmekten daha
elzem oldugu kanisina varilmistir. Bu sebeple iletisimsel yaklagimin bir sonucu olarak

ogrencinin egitimde merkezde oldugu yontem ve teknikler kullanilmaya baslanmistir. Bu
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materyal tasarlanirken de 6gretmenin bir yol gdsterici, 6grencinin de aktif bir 6grenen olmasina

0zen gosterilmistir.
3.3.5. OGRENMEYi OGRENME

Ogrenci merkezlilik esasli egitimin bir sonucu olarak dgretmenin yalnizca bir rehber
konumuna gelmesiyle beraber 06grenciler kendi Ogrenmelerinin farkinda olmaya,
0zdegerlendirme yapabilmeye, istbiligsel beceriler kazanmaya, bir sorun karsisinda problem
cozme ve yaratici diisiinme becerilerini gelistirmeye, is birligine yatkin olmaya ve daha fazla

sorumluluk almaya baglamiglardir.
3.3.6. OGRETIM TEKNIKLERININ CESIiTLIiLiGi

Geleneksel yontemlerde c¢ok kullanilan anlatim, soru-cevap ve ¢oziimleme gibi
teknikler yerini iletisimsel yontemlerde grup ¢alismasi, drama, gosteri, egitsel oyunlar gibi
tekniklere birakmistir. “Anadili egitimi, 6grenme yasantilarini baktirarak degil yaptirarak
gerceklestirilmeli; bir tek yonteme bagli kalmak yerine, yontem zenginligine Onem

verilmelidir” (Kavcar, 1999, s. 129).

20. ytizyildan itibaren her 6grencinin farkli 6grendigi, farkli yeteneklere sahip oldugu,
farklh diisiinme becerileri oldugu gozlemlenmis ve dil 6gretiminde tek tip yontem ve teknik
kullanmanin 6grencileri tektiplestirdigi ve 6grenme siireglerini sekteye ugrattigi anlasilmigtir.
Onun yerine bireysellestirilmis programlar ve birden ¢ok zeka tiiriine hitap eden teknikler
programlara eklenmistir. Bu baglamda hazirlanan materyalde de drama, ikili ve ¢oklu grup
caligmalari, egitsel oyunlar gibi bir¢ok teknige uygun ve farkli zeka tiirlerine hitap eden
alistirmalar dengeli bir sekilde sunulmustur. Bir tane egitsel oyun da Ornek olarak asagida

verilmistir (Sekil 2):
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Sekil 2. Egitsel Oyun Ornegi.

Oyun Tamitimi: Ogrencilere temada dgrenilen simdiki zaman ve genis zaman hakkinda
ufak hatirlatmalar yapilir. Her biri i¢in 6rnek verilir ve daha sonra oyunun kurallar1 anlatilir.
Sinif, mevcuduna gore iki veya daha fazla gruba ayrilir. Oyun tahtaya yansitilabilir, kartona
yapilip asilabilir veya kitaptan takip edilebilir. Her grubun ayri renkte bir tagi bulunur. Her
gruptaki 6grenci sirasiyla bir zar atar ve tagin geldigi yerdeki fiili tekil zamirlere gore gekimler.
Yesil bir yuvarlaga gelirse simdiki zaman, pembe yuvarlaga gelirse genis zamana gore
cekimlemesi istenir. Ogrencinin dogru ¢ekimlemesi halinde gelinen yuvarlakta beklenir, yanlis
cekimlemesi veya bilmemesi halinde eski yerine doner. Ogrenciye bu siiregte hatirlatict sorular
sorularak dogru ¢ekimlemesine yardimei olunur. En sonda yer alan iki fiilden herhangi birini

dogru ¢ekimleyen grup kazanmis olur.
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3.4. OGRENME-OGRETME SURECI

Bir 6gretmenin akademik bilgi diizeyi, 0gretme istegi ve cocuk sevgisi ¢ok yiiksek olsa
da ogrencilerinin 0grenme bigimlerini gbz Onilinde bulundurmazsa Ogretiminin basarili
olamayacagini iddia eden Saban, 6grenme ve 0gretme siirecinin ayrilmaz bir biitiin oldugunu

vurgulamistir (Saban, 2004, s. 1).

Ogrenme-dgretme siirecinin dgretim plani, 6gretim ilkeleri, egitim ortammin diizeni,
ogretim yontem ve teknikleri, materyal secimi ve kullanimi, 6grenci gelisimini takip etme,
Olcme ve degerlendirme gibi etkileyen bir¢ok faktor vardir. Bu etkenlerin farkina varilmasi ve

Ogrencinin lehine diizenlenmesi istenilen hedeflere varilmasi bakimindan ¢ok énemlidir.
3.5. OGRENME-OGRETME ORTAMI

“Lisan tedrisinde en emin usuliin, tabiati taklit etmek, yani bild vasita usiilii kabul
etmektedir” diyen Yiicel, 6rnek olarak da hi¢ Tiirk¢e bilmeyen c¢iraklarin birkag¢ ay iginde
Tiirk¢e 6grendiklerini ifade etmis ve dilin en 1yi, dogal ortaminda 6grenildigini vurgulamistir
(Yiicel, 1994, s. 180). Alkan da Ogrenme-0gretme ortaminin Ogrenme etkinliklerinin
gerceklestigi ve Ogrencilerin konuyla etkilesimde bulundugu kisi, arag, gereg, tesis ve
organizasyon Ogelerinden olusan c¢evre olarak nitelemistir (Alkan, 1992). Bu baglamda,
diyalekt 6gretiminde egitim ortami dogal ve kiiltiirel baglamina ne kadar yaklastirilir ve kisi,
ara¢ vb. 6geler buna ne kadar uygun olursa o kadar verimli bir 6grenme gerceklestirilecegi

asikardir.
3.6. MATERYAL TASARIMI VE HAZIRLAMA

Bir bakima 6gretimin merkezi ve siniftaki siireci iizerindeki en énemli etkilerden biri
olarak tanimlanan materyali gelistirirken dikkat edilmesi gereken faktorler bulunmaktadir.

Howard ve Major bu faktorleri alt grupta incelemis ve materyal gelistirmede;

1- En Onemli faktdriin 6grenciler oldugunu; materyalin onlarin ilgi, motivasyon ve
ihtiyaglarin1 karsilamasina, onlarin 6nceki deneyimleri, hazirbulunusluklari ve 6grenme

tirlerine dikkat edilmesi gerektigini,

2- Miifredat ve baglamin 6nemli oldugunu, miifredatin hedeflerine ve igerdigi igeriklere

ve becerilere dikkat edilmesi gerektigini,

3- Kaynaklar ve olanaklarin énemli oldugunu, teknolojinin materyalin kullaniminda ne

derecede kullanabilecegine dikkat edilmesi gerektigini,
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4- QOgretmenin bilgi ve beceri diizeyinin énemli oldugunu, 6gretmenin materyalde yer alan
etkinlikleri degistirebilecek, uyarlayabilecek, ekleyip ¢ikarmalar yapabilecegi sekilde esnek

olabilmesi gerektigini,

5- Telif haklarma uygunlugun 6nemli oldugunu, materyalde yer alan etkinliklerin ve

igeriklerin 6zgiin olmasina dikkat edilmesi gerektigini ve

6- Zaman faktoriiniin 6nemli oldugunu ifade etmislerdir (Howard ve Major, 2004, s. 52-

53).

Bunlarla beraber materyal tasarlanirken ve hazirlanirken bazi ilkelere dikkat edilmelidir.
Birgok yabanci dil egitim kitabinda bu ilkeler ayrintili bir sekilde agiklanmistir. Tasarlanmis
olan materyal ¢alismasinda tiim bu ilkeler g6z oniinde bulundurulmustur. Bu kisimda ise
materyal tasarlama ve hazirlama ilkelerinden ikiser tane agiklamakla ve materyalden her

birisine iliskin birer 6rnek vermekle yetinilmistir.

Bosluk: Ogretilmek istenen bilginin disinda kalan kisimdir. Bosluklar, 6gretilmek
istenen bilginin daha iyi algilanmasi yoniiyle dnemlidir. Ayrica metin ile sekil arasindaki
bosluklar da 6grenilenin vurgulanmasina yardimci olmaktadir. Sekil 3’te de materyalde yer alan
bir etkinlikte; etkinlik agiklamasi ve resim arasinda, kutucuklar arasinda, resimle sayfa
kenarliklar1 arasinda yer alan bosluklar rahatca goriilmektedir. Bu bosluklar da etkinligin daha

1yi algilanmasina yardimei olmaktadir.
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Sekil 3. Bosluk Ornegi.

Denge: Nesnelerin kendi aralarindaki 6l¢ek kiyasindan sonra baska bir 6nemli etken
nesnelerin dagilimidir. Nesnelerin yatay ve dikey olarak dagilimlarinin veya gorselin ya da

etkinligin tamamindaki dagilimlarinin dengeli olusu da nesnelerin algilanmasina olumlu bir etki
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yapmaktadir. Bu agilardan birden fazla denge tiirleri olabilmektedir. Ornegin tam ortadan ikiye
ayrildiginda nesnelerin dagilimlar1 arasinda simetrik bir durum s6z konusu ise simetrik bir

denge vardir denir.

Tasarlanan materyalin biiyiik bir kisminda gorsellerin, kutucuklarin vb. tiim nesnelerde
bir denge oldugu rahatca goriilmektedir. Bu boliimde ise simetrik denge ile ilgili bir 6rnek

verilerek yetinilmistir (Sekil 4).
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Sekil 4. Simetrik Denge Ornegi.

Bilinenden Bilinmeyene: Egitimde basitten karmasiga, kolaydan zora, somuttan
soyuta, bilinenden bilinmeye gitme esastir. Nasil ki bir 6grencinin hi¢bir konuda bilgisi
olmadan lise diizeyinde 6grenim gérmesi miimkiin degilken, bir egitim materyalinin de baligi,
oltay1, kancay1 tanitmadan balig1 tutmay1 6gretmesi uygun degildir. Ancak tiim arag-gereclerin
nasil kullanilacagi ve baliklarin 6zellikleri agiklandiktan sonra balik tutmak 6grenci igin
anlamli, basit ve yapilmaya deger olacaktir. Sarmal yaklagimda da ifade edildigi iizere,
ogrencilere dnceki bildikleri hatirlatilmali ve yeni bilgiler kiimiilatif olarak eklenmelidir. Sekil
5’te da 6grencinin 6nceki bildigi konu olan eril-disil ve isaret sifatlar1 iki 6rnekle hatirlatilmig

ve 6grenciden kalan 6rneklerin yapilmasi istenmistir.
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Sekil 5. Bilinenden Bilinmeyene Ornegi.

Cok Ornek: Ogretilmek istenen bir kavramin, kalibin, ifadenin, dilbilgisi kuralinin
icsellestirilmesi i¢in tekrarlar ve pekistirmeler vazgegilmezdir. Her 6grencinin o konuyla ilgili
ihtiya¢ duyacag tekrar sayist degisebileceginden ne kadar tekrar yapilirsa o kadar ¢ok
Ogrencinin 6grenme diizeyi artacaktir. Bununla beraber tekrarlarin sadece bir sesletimden ibaret
olmamas1 ve anlamli olmasi da ¢ok dnemlidir. Ne kadar ¢ok baglam i¢inde drnekler verilirse o
konu o kadar pekisecek ve Ogrencinin aklinda daha kalici olacaktir. Sekil 6’da de sifatlar

gorsellerle desteklenmis ve baglam iginde 6rneklendirilmistir.
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Sekil 6. Cok Ornek Ornegi.

106



WLS ~ Cilt / Volume: IV, Say1 / Issue: 1, Haziran / June 2024

3.7. TEMALAR VE iCERIK ONERILERI

Lehcitna Al 6gretim programinda ongoriilen temalar ve temalara iligskin igerik onerileri
ve dil yapilar1 asagida verilmistir (Tablo 1). Bu temalar ve igerikler ile ilgili ayrintili agiklamalar

hemen ardinda yer almaktadir.

Tablo 1. Temalar, Icerikler ve Dil Yapilar:

TEMALAR ICERIKLER
IS S Diyalektte yer alan seslerin Arap harfleriyle ve Latin karsiliklari, karistirilan sesler,
Selamlagma ve harflerin basta ortada yazimi, selamlagma ve tanigma ifadeleri, yas, telefon numarasi ve
Konusma memleket 6grenme, sayma sayilari ve tekil zamirler vb.
Jall s Jisdl Kisa ve uzun inliiler (harekeler ve uzatma harfleri), eril-disil yapisi (L), isaret sifatlari
Hal Sorma ve (bu, su), kisisel bilgiler, tanisma-tanitma, aile, birlikte yasam, sosyal etkinlikler (dogum
Aile giini, tebrik, taziye vb.), hal-hatir sorma vb.
JSYI 5 Jadll Belirlilik (4), basit diizey emirler (gel, git, kapat, ag vb.), eril-disil yapisi (4), meslek
Is ve secimi-tanitimi, gelecegin meslekleri vb., yeme-igme ifadeleri, dgiinler ve besinleri,
Yeme-icme mutfak arag geregleri, yemek tercihi yapma, saati sorma vb.
5303055050 Simdiki ve genis zaman kipi, yer zarflar1 (altinda, iistiinde vb.), yonler, organlar, giinler,

Gezi ve Ziyaret

hobiler, gezi planlari, hafta sonu planlar1 vb., siklikla gidilen mekanlar (dini ve kiiltiirel
mekanlar, okul, hastane, park, miize vb.), kiiltiirel oyunlar vb.

Isim tamlamasi, renkler, ikil, basit sifatlar (biiyiik-kiiciik, yakin-uzak), mevsimler,

daphll § dapall - > e
Dosa ve K& giysiler, hava durumu, yer sekilleri, ¢cevre dengesi, kiiresel 1sinma, karbon ayak izi, bitki
& y ekimi, dogal afetler, ¢gevre sorunlari, temizlik, evin odalar1 vb.
55l e 5 il Gecmis zaman kipi, ¢ogul zamirler, diizenli-diizensiz ¢ogullar, say1 sifatlari, soru
i iVé IZ; i kaliplari, zaman zarflari, adres sorma, fiyat sorma, okulun bdliimleri ve kirtasiye
yﬂiskiler malzemeleri, evrensel, kiiltiirel, ahlaki, dini, sosyal degerler; Atatiirk ve bayrak gibi

milll ve manevi degerler, teknoloji ve teknolojik aletler, giinliik aktiviteler vb.

1. Tablo 1°de yalnizca materyalde yer alan 6 tema verilmistir. Her dil yeterlik diizeyi i¢in
tema seciminde secilmis olan kazanimlar ve agiklamalari ile dil bilgisi konular1 dikkate

alinmalidir.

2. Temalarin hepsinde “icerik onerileri” kisminda yer alan konularin secilmesi mecburi
degildir. Tabloda yer alan konular segilebilecegi gibi, MEB tarafindan yabanci diller i¢in

hazirlanan 6gretim programlarinda yer alan diger temalar veya igerikler de tercih edilebilir.

3. Secilen temalar ve igerikler 1739 sayili Milli Egitim Temel Kanunu’nda yer alan milli
egitimin genel amaclar1 ve temel ilkelerine uygundur ve segilecek temalar ve igerikler bu

ilkeleri uygun olmalidir.

4. Her bir temada 3 ana igerik yer almis ve her icerik 6 ders saatinde islenecek sekilde

ayarlanmistir. Boylece her bir tema icin 18 ders saati ayrilmasi gerekmektedir.

5. Her kitapla beraber iceriklerin bu diyalekti konusanlar tarafindan dogru telaffuz, vurgu
ve tonlamayla okundugu ve bu iceriklerin net olarak anlasildig1 ses kayitlarin1 barindiran
dosya verilmelidir. Karsilikli diyaloglar o diyaloga 6zgii nitelikteki bireyler tarafindan

seslendirilmeli ve farkli kisiler tarafindan okunmalidir.
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6. Butema ve iceriklerde dort dil becerisi dengeli olarak verilmistir.

7. Bu 06gretim programina uygun olarak dil bilgisi etkinliklerine ve kelime bilgisini
arttiracak etkinliklere tiimlesik ve Ortiik olarak yer verilmistir. Bu etkinlikler de
yapilandirmaci ve iletisimsel yontemlerle 6gretilmelidir. Ayrica bu dil yapilar1 6grencilere

bir baglam i¢inde sunulmali ve buldurma/kesfettirme seklinde yaptirilmalidir.

8. Okuma metinleri 6grencilerin yas ve gelisim diizeylerine uygun olarak gercek hayattan

secilmeye calisilmig, haberler, réportajlar, hikayeler, sarkilar, siirlerle zenginlestirilmistir.

9. Dinleme metinleri 6gretmen tarafindan 6grencilere ders sirasinda dinletilmeli ve kitapta
yer alan etkinlikler ayn1 slirede yaptirilmalidir. Ayrica bu metinleri destekleyen konusma-

anlatma ve yazma-anlatma etkinliklerine de yer verilmistir.

10. Kitap diizenlenirken 6grenme alanlar1 baglaminda dort dil becerisine ait bilgilerden

yararlanilmis ve etkinlikler anlamli ve iletisimsel yaklasima gore diizenlenmistir.

11. Temalarin icerisinde bolgenin ve iilkenin bilgisine de ara ara yer verilerek 6grencinin

dis diinya ile kendi bolgesini karsilagtirmasina olanak saglanmistir.

12. Son temada tilkemizin milli ve manevi degerlerine iligkin baz1 etkinlikler yer almistir.
Al diizeyinde gelistirilmis olmas1 hasebiyle ¢ok ayrintili islenmemis olmasina ragmen
ogrencilerin gelisim diizeyi imkani 6lciisiinde 10 Kasim’1 igine alan Atatiirk Haftasi, 29
Ekim Cumbhuriyet Bayrami, 23 Nisan Ulusal Egemenlik ve Cocuk Bayrami ile 19 May1s
Atatiirk’{i Anma ve Genglik ve Spor Bayrami’nda “Atatiirk’iin Hayat1-Atatiirk’iin Ilkeleri,

Atatiirkcii diislince sistemi” konularina da yer verilmelidir.

13. Tlgili materyalde hem kitap girisinde igerik tablosu verilmis, hem de her temada ilgili

igerik, kazanim ve dil yapilar belirtilmistir.

14. Bu materyalin akabinde hazirlanmasi1 gereken 6gretmen kitabinda CD/DVD’lerdeki
dinleme metinleri, yillik plan, ders planlari, proje ve performans gorevleri i¢in konu

Onerileri, temalarin kazanimlar listesi yer almalidir.
3.7.1. KULTUREL OGELER

Her temanin sonunda Hatay ile ilgili olduk¢a 6zgii bazi kiiltiirel 6geler ve 6zelliklerine
yer verilmistir. Boylece bu diyalekti 6grenmek isteyen kisiyi, dilsel-iletisimsel 6geleri 6gretme
amaciyla beraber ayn1 zamanda bu diyalektin hangi kiiltiirel baglamda gelistigine iliskin bilgi

sahibi yapmak amaclanmigtir.
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3.8. KAZANIMLAR VE ACIKLAMALAR

Hazirlanan materyalde kazanimlar belirlenirken 6zellikle D-AOBM’nin giincellenen
versiyonu (Avrupa Konseyi, 2021) esas alinmis; ancak 2001 yilinda yayinlanan hali (Council
of Europe, 2001) de g6z onilinde bulundurulmustur. Ayrica Arap dili 6zelinde Sugin’in
hazirladig: “Diller i¢in Avrupa Ortak Basvuru Metni’ne (D-AOBM) Gére Yabancilara Yonelik
Al1-A2 Diizeyinde Arapc¢a Miifredat1” (Sucin, 2015) dikkate alinmistir.

3.8.1. LEHCITNA OGRETIM PROGRAMI Al SEVIYESI ALIMLAMA
KAZANIMLARI

- Hatay Arap diyalektini dinlediginde ve gordiiglinde diger yabanci dillerden ayirt eder.
- Bu diyalekte ait sesleri birbirinden ayirt eder.

- Metindeki temel noktalama isaretlerini tanir.

- Arapganin harekeleme sistemini tanir.

- Selamlagma ile ilgili ifadeleri anlamlandirir.

- Temel nezaket ifadelerini ayirt eder.

- Dinlediklerinde/okuduklarinda gecen zaman ifadelerini ayirt eder.

- Duydugu/okudugu sozciikleri, vurgu ve tonlamasina bagli kalarak seslendirir.

- Dinlerken/okurken soru kaliplarin1 ve vurguyla soru sorma durumlarini ayirt eder.

- Yavas hizdaki net konugmalarda kullanilan uluslararasi1 sozciikler, isimler ve yerlere
iligkin bilgiyi ayirt eder.

- Dinleme/okuma metinlerinde yer alan 6nemli bilgiyi belirler.

- Smif ortaminda duydugu kisa ve basit yonergeleri takip eder.

- Giinliik konusmalarda/ okuduklarinda gecen basit sayilar1 belirler.

- Gorsellerden ve bagliktan hareketle dinledigi/okudugu metnin igerigini tahmin eder.

- Dinledigi/okudugu metin ile ilgili gorselleri bulur.

- Basit diizeyde acik ve anlasilir telefon goriismelerini anlar.

- Dinlediklerinde/okuduklarinda saatlerle ilgili zaman ifadelerini digerlerinden ayirt eder.
- Dinlediklerinde/okuduklarinda gecen giin, ay gibi zaman ifadelerini digerlerinden ayirt
eder.

- Basit, acik ve anlagilir tariflerden gorsel destegi ile anlamlar ¢ikarir.

- Tablo, grafik, saat okur.

- Bilgi edinmek i¢in okur.

- Dinlediklerinde/okuduklarinda gecen sebep sonug ifadelerini fark eder.

- Dinledigi/okudugu metinle ilgili gorselleri olaylarin olus sirasina gore siralar.
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- Dinlediklerinde/okuduklarinda gecen temel baglaglar1 anlamlandirir.
- Bu diyalektle soylenen bir sarkida bazi kelimeleri anlamlandirir.
- Kendisine yoneltilen basit sorular1 veya kurdugu iletisimde kendisiyle ilgili cimleleri

anlamlandirir.

3.8.2. LEHCITNA OGRETIM PROGRAMI Al SEVIYESI URETIM
KAZANIMLARI

- Arapganin seslerini ortografik sekilleriyle yazar.

- Kendisini s6zlii ve yazili olarak basit climlelerle tanitir.

- Temel noktalama isaretlerini kullanir.

- Basit sayilar1 yazar.

- Insanlar ve yerler hakkinda sayisal ifadeler iiretebilir.

- Provasi yapilmis ifadeleri kullanir.

- Basit diizeyde simif i¢i yonergeler verir.

- Konusmalarinda kisiyi, zaman1 ve mekani belirtir.

- Giindelik konularla ilgili basit sorular sorar.

- Bir baskasinin kisisel bilgilerini basit diizeyde yazar.

- Arapganin seslerini duyarak yazar.

- Basit tablo ve grafikler hazirlar.

- Giinlik yasamina iliskin durumlar basit diizeyde yazar.

- Yasadig1 yeri ve gevresini ¢ok basit ifadelerle yazili olarak betimler.
- Dinledikleri, okuduklarindaki 6nemli bilgileri listeler.

- Ipuglarindan yararlanarak eksik birakilan bilgiyi tamamlar.
- Olaylar olus sirasina gore yazar.

- Yazilarinda temel baglaglari ve harf-i cerleri kullanir.

3.8.3. LEHCITNA OGRETIM PROGRAMI Al SEVIYESI ETKILESIM
KAZANIMLARI

- lletisim esnasinda bir gorselin temel somut niteliklerini tek sdzciiklii ifadelerle tarif
eder.

- lletisim kurarken ifadeleri basit baglaglarla baglar.

- Vurgu ve tonlama kullanarak basit sorular sorar.

- lletisimde say1sal ifadeleri kullanir.

- Temel nezaket ifadelerini sézlii-yazili ve ¢evrim i¢i kullanir.

- letisim esnasinda temel zaman ifadelerini kullanir.
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- Iletisim esnasinda saatlerle ilgili zaman ifadelerini kullanir.

- Iletisim esnasinda gecen giin, ay gibi zaman ifadelerini kullanir.

- Ihtiyag duydugu bir seyi ister veya kendisinden istenen seyi anlamlandrir.

- Kendisine sorulan basit sorulara cevap verir.

- Bagkasi1 hakkinda bilgi edinmek i¢in basit sorular sorar.

- Basit giinliik iliskilerin gerektirdigi durumlara uygun konusur.

- Belli bir konuda bilgi alisverisinde bulunur.

- Tercih ettigi-etmedigi, sevdigi-sevmedigi seyleri yazili-sozlii ve ¢evrim ici ifade
edebilir.

- lletisim esnasinda temel baglaglar1 ve harf-i cerleri kullanr.

- Yazili olarak kigisel bilgiler sorabilir veya yanitlayabilir.

3.8.4. LEHCITNA OGRETIM PROGRAMI Al SEVIYESIARACILIK
KAZANIMLARI

- Arapca harfleriyle yazilmis kisa ve basit bilgileri Latin harflerine aktarabilir.
- Bu diyalekti konusan ama Arapg¢a okumayan/yazmayan birine basit basit diizeyde
aracilik edebilir.
- Arapga yazilmis basit bir duyuruyu, afisi, bildiriyi Latin harfleriyle yazabilir, resmi dil
Tiirk¢eye terclime edebilir, ancak her zaman en uygun anlami segemeyebilir.
- Transkripsiyon sistemi yardimiyla Arapca yazimi okur.
- Bir anonsta, duyuruda afiste dinledigi basit diizeyde sayisal verileri, fiyatlari, saatleri
Latin harfleriyle listeleyebilir.
- Onceden hazirlanarak ¢ok basit gorevlere baskalarinmn katkilarini davet edebilir.
- Kendisine hitap edildiginde anlayip anlamadigini belirterek, kiiltiirleraras: bilgi
aligverisini kolaylastirabilir.
- Glinliik hayatta siklikla duydugu Arapca kelimeleri sozlik yardimiyla Tiirkgeye
aktarabilir.

3.9. OLCME VE DEGERLENDIRME

Yapilan egitim-6gretimin basariya ulasip ulagsmadigini, ne kadar ulagtigin1 gérmek ve

ona gore dgretim etkinliklerini yeniden gozden gecirmek 6gretimin kalitesi bakimindan ¢ok

onemlidir. Bu bakimdan 6lgme, bir niteligin gozlenip sonucunun sayi veya sembollerle

gosterilmesi (Turgut, 1977, s. 11), degerlendirme de 6lgme sonuglarini bir dlgiite gore bir

yargtya ulagsma (Turgut, 1977, s. 225) olarak degerlendirilebilir. Gegmisten giinlimiize 6l¢me

ve degerlendirme tiirlerine bakildiginda geleneksel ve sosyal-iletisimsel yaklasima dayal tiirler
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olmak iizere iki ana baslik ortaya g¢ikmaktadir. Geleneksel yaklasim sonu¢ odakli olup
ogrencinin kendisinden o anda istenen bilgiye ne dl¢lide vakif olduguna bakilirken iletigimsel
yaklasim daha cok siire¢ odaklidir. Genelde yabanci dil 6gretimi, 6zelde diyalekt 6gretiminde
o dilin dil bilgisel yapis1 ve kelime bilgisinin 6l¢iilmesinden ¢ok, 6grencinin o dili iletisimsel
baglamda ne kadar kullanabildiginin degerlendirilmesi daha o©nemlidir. Bu baglamda
ogrencilerin dili 6grenirken yaptigi hatalar geleneksel yontemlerde pek affedilmezken
iletisimsel yontemlerde yaptig1 hata tiiriine gore diizeltmelerde bulunulmasi 6nerilmektedir.
Boylece 6grencinin yaptigi hatalar, o dili 6grenmede engel olmaktan ¢ikmakta tersine yardimei
bile olmaktadir. Ozellikle bu hatalar iletisime engel degilse ve siirekli tekrar edilmiyorsa goz
ard1 edilebilmektedir. Buradaki amag, O0grencinin zamanla bu kiiciik hatalarinin ayirdina
varmast ve 6z degerlendirme yapmasinin saglanmasidir. Boylece 6grenci kendi yeteneklerini
kesfedebilmekte, yaptig1 calismalar1 kendisi degerlendirebilmekte, giiclii ve zayif yonlerinin
farkina varabilmekte, eksiklerini giderebilmektedir. Bu materyalin kullaniominda da
ogrencilerin puanlanmasi ve siralanmasindan ¢ok, dgrencilerin 6z degerlendirme yapmasina

olanak saglanmasi onerilmektedir.
4. SONUC VE ONERILER

Bu aragtirmada, simdiye dek yalnizca sozlii olarak aktarilmis olan ve nesiller arasi
aktarimi son derece zayiflamis, bir anlamda dil yitimi yasanan Hatay Yerlesik Arap
diyalektlerinin yasatilmasina yonelik bir materyal tasarlanmistir. Bu materyalde, materyal
tasarim ve hazirlama ilkeleri gozetilmis ve dil siirdiiriimiiniin daha etkili olabilmesi adina
kacinilmaz olarak iletisimsel yaklasim benimsenmistir. Temalar, icerikler ve kazanimlar
belirlenirken Avrupa Konseyi’nin hazirladig Diller i¢in Ortak Basvuru Metni esas alinmis ve

geleneksel yontemler yerine iletisimsel yontemler tercih edilmistir.

Ayrica bu materyalin, yalniz sozlii dili gelismis olan bu diyalektin yazinsal alana
tasimasiyla beraber bu bolgedeki Araplarin kiiltiirel degerlerinin  korunmasinin = ve

aktarilmasinin yolunu actig1 zannedilmektedir.

Diger bir yonden de bu materyalin tasarimiyla beraber iilkemizde yer alan anadili
egitimi kapsaminda yer alan bir¢cok azinlik dilinin arasinda yer almayan ancak milyonlarca
insanin konustugu Arap diyalektlerinin egitimi agisindan bir ilk oldugu, bu konuda bir alan

yarattig1 ve diger lehge egitim ¢aligmalarina 151k tutacag: diisiiniilmektedir.

Bunlarla beraber bu materyalin, egitim biliminde 6§renim goérmiis, Arap dili alaninda

ve kendi lehgesinde bilgi sahibi olan ve 6gretmen kimligi olan bir kisi tarafindan hazirlanmig
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olmasina ragmen hem baska dil uzmanlarinin hem program gelistiricilerin ve diger egitim
bilimleri uzmanlarmin gelistirmesine ihtiya¢ duydugu asikardir. Uzmanlar tarafindan
gelistirilip egitimde yer alabilecek seviyeye getirilmesi umulmaktadir. Bu baglamda egitim
materyallerinin kullanimna iliskin baz1 oneriler getirilebilir. Oncelikle bu diyalektler olmak
iizere iilkemizdeki ve cografyamizdaki diger Arap diyalektlerinin ve yabanci dillerin egitimi
ogrenci merkezli ve O6grenci lehine olmalidir. Bu caligsmalar, siirekli olarak geleneksel
yontemler yerine yeni, giincel ve daha da yasamla 6zdeslesmis yontemlerle gelistirilmeli ve

uygulanip goézlenmelidir.

Ister bu materyal kullanilsin ister baska materyaller tercih edilsin etkinlikler 6gretilirken
ogrencilerin giinlilk yasamda karsiligin1  gorebilecegi, Ogrendiklerini bir baglamda

kullanabilecegi bir sekilde egitim yapilmalidir.

Bu materyal ilk bakista ne kadar 6gretmensiz kullanilamaz ve bu diyalekti 6grenmek
isteyen tek basina 0grenemez gibi goriinse de bu materyalle bu diyalektleri 6gretecek kisi
kendisini, aktif bir 6gretici ve aktaricit degil, bir yol gdsterici ve bir rehber mesabesinde
gormelidir. Mamafih kendisine biiyiik gorevler de diismektedir. Bu alfabeye asina olmayan ve
bu diyalektleri 6grenmeye mesafeli olan 6grencilere 6gretirken 6gretim ilkelerine dikkat etmeli,
basitten karmasiga, kolaydan zora, bilinenden bilinmeyene dogru ilerlemelidir. HAYAD’a
oldukca vakif olmali, diger dilleri olabildigince az ve zorunda oldukc¢a kullanmalidir.

Ogrencileri 6grenmeye ve 6grenmeyi 6grenmeye tesvik etmelidir.
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EXTENDED ABSTRACT

Hatay, located in the south of Turkey, is a city where people from many languages and
cultures live together. One of the most prominent of these is the Arabic language and culture.
Although its intergenerational transmission has gradually weakened, Arabic has been
transmitted orally from past to present. In addition to this, written language plays a crucial role
alongside spoken language in preserving social memory and cultural heritage and in transferring
it to future generations. While spoken language is more flexible, written language adheres to
more systematic rules. Although spoken language may be more appealing in this respect,
written language acts as a lifesaver when spoken language weakens for various reasons. An
individual who has not adequately acquired their mother tongue in a natural environment needs
written language and, more importantly, materials in that language to learn and transfer it to
others.

According to the report "Language Vitality and Endangerment” (UNESCO, 2003),
prepared by international linguists, one of the nine factors identified to assess the status of a
community's language is the "availability of materials for language education and literacy"
(UNESCO, 2003, p. 12). The report describes the absence of a writing system as the most
dangerous factor for the continuity of a community's language (UNESCO, 2003, p. 14). Hence,
it is evident how important it is to create a written language and grammar for endangered
languages, prepare various materials, and use these materials in education.

This study focuses on the sedentary Arabic dialects of Hatay, which lack a written language
and educational materials, in the context of language education and material availability for
literacy. Factors considered in the selection of this dialect include studies and texts in
morphology and phonology related to this dialect, the presence and number of speakers
(Prochéazka, 2002), the production of some materials in this dialect, and the researchers' fluency
in this dialect. Although this dialect is not listed among endangered languages in the UNESCO
report, considering the factors mentioned, it can be argued that it is at risk due to the absence
of a written language and the weakening of intergenerational transmission.

In his doctoral study, Smith-Kocamahhul noted that although language change is evident
in Hatay, optimism is possible because most community members still have some proficiency
in Arabic, and the change seems to be losing momentum; hence, there is a solid basis for
maintaining and reviving the language (Smith-Kocamahhul, 2003, p. 211). This study adopts
the communicative method, which prioritizes oral and written communication in language
teaching, over the rules of the language, in the context of language preservation and
maintenance in the material design for the target dialect. The purpose of this research is to
contribute to the development of the language and meet the need for educational materials,
thereby supporting the sustainability of the sedentary Arabic dialects of Hatay. These materials
called “Lahjitna” are intended for individuals who can understand but not speak this dialect.
The research also aims to create the opportunity to use the Arabic alphabet for these dialects,
whose written language has not been developed, and to use transcription as a supplementary
tool (Agbaht Ma, 2022). This effort encourages the preservation of languages that are part of
the common heritage of human culture, along with their related dialects. Learners are expected
to familiarize themselves with various cultures in Arabic-speaking regions, convey their own
cultural values to others, and be motivated to improve their target language skills by learning
how to learn. This research is significant because no educational materials exist for the
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sedentary Arabic dialects of Hatay, nor are there any educational studies on teaching these
dialects. Despite differences between dialects from village to village and region to region in
Hatay, mutual intelligibility among the sedentary Arabic dialects is very high (Mahmut Agbaht,
personal communication, May 11, 2021), making it feasible to develop common educational
materials usable for all dialects. Therefore, the material design focuses on incorporating the
most common distinctive phonetic and morphological features of these dialects rather than
those of any specific dialect. Since the Ottoman Empire, many developments have occurred in
mother tongue, minority language, and foreign language education in Turkey. Laws have
changed, schools have been established, and materials have been prepared. Recently, the most
notable development in minority language education was the enactment of Law No. 6287 in
2012. The compulsory education period was extended to 12 years, structured as 4+4+4, and
students were allowed to choose courses from six different groups starting in secondary school.
Notably, this included the teaching of minority languages such as Kurdish, Zazaki, and Laz in
the "Living Languages and Dialects” group. In subsequent years, textbooks and teaching
programs in these languages were issued by the Board of Education affiliated with the Ministry
of National Education in Turkey. These curricula and textbooks were prepared in accordance
with the Common European Framework of Reference for Languages (CEFR), as was this study,
taking language levels into account. Research on the sedentary Arabic dialects of Hatay began
in the 20th century and continues today. The most comprehensive study to date is Arnold's "Die
Arabischen Dialekte Antiochiens,” a language atlas and one of the main sources for this
research (Arnold, 1998). Arnold compared the dialects spoken in seven districts—Antakya,
Arsuz, Iskenderun, Reyhanli, Samandag, Altindzii, and Yayladag—and in various settlements
in terms of phonology and morphology across five categories: Alevi, Sunni, Christian, Jewish,
and Bedouin. The characteristics of the relevant dialect were examined in light of this study's
data, and a curriculum and materials were prepared based on the CEFR, considering principles
of designing and preparing teaching materials. Given the existence of studies and texts in
morphology and phonology related to the sedentary Arabic dialects of Hatay, and their
preparation by experts, the document review method was chosen to enhance the validity and
reliability of the research. Thematic analysis was employed to identify important data in the
documents, with repeated examinations to find main and sub-themes that emerged during the
content analysis and material design process. This research aims to support the maintenance
and development of the Hatay Arabic dialects, which are experiencing language loss at
individual and community levels, through the designed materials. It seeks to enable individuals
interested in learning these dialects in a communicative context to achieve Al proficiency.
Furthermore, the research is expected to open an educational research area related to Arabic
dialects in Turkey and, by transitioning this predominantly oral language to a literary format,
facilitate the recording, preservation, and transfer of cultural values.
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Published by the University of Minnesota Press in 2020 The Monster Theory Reader, edited by Jeffrey
Andrew Weinstock, is a significant contribution to the field of monster studies. Its primary strength lies
in its compilatory nature, as it brings together seminal articles that explore various manifestations and
interpretations of monsters: “One difficulty confronting monster theory researchers, however, has been
the dispersed nature of the scholarship — a difficulty exacerbated by the transnational and
transdisciplinary nature of the investigation” (Weinstock, 2020, p. 1). As such, this anthology serves as
an excellent entry point for academics new to the field and casual readers in providing a concise
overview of the developments in the field of monster studies. The book is divided into four broad parts
of unequal length and number of articles, aimed at encapsulating the spatio-temporal contexts in which
monsters hold significance. These parts are entitled: “Part I. The Monster Theory Toolbox,” “Part II.
Monsterizing Difference,” “Part III. Monsters and Culture,” and “Part IV. The Promises of Monsters.”
This review aims to examine the book section by section and to provide an overview of the book’s merits

and downsides within the context of its current place in monster studies.

Jeffrey Jerome Cohen’s seminal essay titled “Monster Culture (Seven Theses)” is aptly positioned
between the introduction and the aforementioned chapters, whether consciously or unconsciously. This
is because one of Cohen’s theses asserts that monsters “Police the Borders of the Possible” (p. 45). For
Cohen, the monster’s cultural body always resists confinement and, historically, it thrives on notions of
difference, fear, and desire, resulting in its continual evolution and inability to be fixed or located at any
singular point (Cohen pp. 37-56). Despite the monster’s reputation for eluding any definitive definition,
each scholarly work is also cursed with the compulsion to present its own interpretation of monstrosity.
In the introduction, Weinstock acknowledges that any attempt to define the monster will invariably fall
short, lacking inclusivity of various aspects of monstrosity. Consequently, he summarises various
approaches, encompassing a wide array of topics and perceptions historically associated with the
monsters or those that deviate from conventional norms. These include topics of teratology such as
monstrous births, accidents, and genetics; mythology such as monstrous races believed to reside in the
peripheral world, mythical creatures, hybrid bodies of various combinations, and cryptids; or

psychology which considers individuals who may not exhibit outward deviance but are mentally or
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morally divergent from accepted norms (pp. 2-25). Weinstock’s main approach to monstrosity, however,

is not one of somatic deviance but of moral deviance:

I would like to suggest that, from a contemporary perspective, human monstrosity is defined
most immediately by a lack of sympathy on the part of someone committing or contemplating
what are perceived to be physically and/or psychologically harmful acts by an observer who
considers those affected as deserving of compassion — particularly if an individual is driven to
commit harmful acts by either allegiance to ideology antithetical to that of an observer or
sadistic desire. (p. 22)

As is clear, the definition of the monster is severed from their physical deviance, and Weinstock’s

definition covers monstrosity as a divergence from socio-cultural constructions.

The first section partially focuses on the compilation of articles that, while not directly aligned
with monstrosity per se, are integral to the discourse surrounding it, making them essential
reads. These include works such as Sigmund Freud’s “The Uncanny,” Masahiro Mori’s “The
Uncanny Valley” and Julia Kristeva’s “Approaching Abjection.” These works delve deeply into
psychological, aesthetic, and philosophical aspects when examining the concept of the “other,”
thereby exploring the boundaries of human experience and perception. They serve as segways
leading towards theoretical terminology that are indispensable to monster studies. These
psychoanalytical articles are counterbalanced by three other articles that more directly engage
with the concept of monsters. Noél Carroll, in his piece “Fantastic Biologies and the Structures
of Horrific Imagery,” categorises the physical bodies of monsters into distinct tropes: “Fusion,
fission, magnification, massification, and horrific metonymy are the major tropes for presenting
the monsters of art-horror” (p. 145). Robin Wood analyses monsters as representations of our
repressed desires. Manifestations of monstrosity arising out of the conflict between internal and
external aspects of humanity are also touched upon by Jack Halberstam who contends that
“Victorian monsters produced and were produced by an emergent conception of the self as a

body which enveloped a soul, as a body, indeed, enthralled to its soul” (p. 149). This bifurcated
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relationship between soul and body influences one another, manifesting in characters such as

Jekyll/Hyde and Dorian Gray, where deformed morals are reflected in deformed bodies.

The second section specifically focuses on culturally marginalised people and individuals who
have been regarded as monstrous due to their divergence from dominant cultural norms.
Consequently, the articles in this section analyse the process of monsterisation and its
relationship with power, religion, politics, sexuality, and ideology. The contentious aspects of
normality as a means of confinement, which limits the multiplicity of meanings, are scrutinised.
Alexa Wright examines the marginalisation of monstrous races in medieval maps, positioning
them on the peripheries. In a related vein, Bettina Bildhauer explores the portrayal of Jews in
the Middle Ages, emphasising the role of blood — narratives concerning the mutilation of
Christian bodies — in their monsterisation. Bildhauer extends this analysis to the perception of
women, where menstrual blood and its excess were deemed monstrous: “menstrual blood...is
one of the common explanations for ‘monstrous births,” given here in a fifteenth-century
German translation of the gynaecological treatise Secreta mulierum” (Bildhauer, p. 205). In a
related context, Barbara Creed’s article examines the monstrous perception of women in horror
movies through the lens of Julia Kristeva’s concept of abjection. Harry Benshoff and Annalee
Newitz analyse queer identities and racial others, respectively, as society's monstrous others.
Benshoff's article can be divided into two sections: the first deals with the homoerotic
representation of vampires and monsters in movies, which he terms “homo-horror” (p. 231),
and the second section traces this history back to the Gothic tradition. Annalee Newitz finds in
“[z]ombies, vampires, and mummies...signs of great social injustice” and remnants of colonial
discourse in these bodies (p. 243). Elizabeth Grosz primarily focuses on freak bodies, their
bodily differences, and the various emotions these bodies evoke in both the observer and the

observed.
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The third section extends the examination of the socio-cultural perception of the monster. The
demarcation from the previous chapter lacks substantive meaning as the section does not
indicate any significant shift of perspective. The articles within this section continue to explore
themes related to social norms and attitudes toward the self and the monstrous body, while also
incorporating discussions on technology, migration, and terrorism. Stephen T. Asma posits that
monsters captivate humanity because they “can stand as symbols of human vulnerability and
crisis, and as such they play imaginative foils for thinking about our own responses to menace”
(p. 290). In a sense, monsters can be seen as embodiments of our repressed moral sensibilities
controlling us from deviation. Timothy Beal benefits from Freud’s uncanny and analyses the
monster’s fluidity shifting otherness within sameness. Margrit Shildrick argues that monsters
jeopardise the self’s embodied figure as they “threaten to expose the vulnerability at the heart
of the ideal model of body/self” (p. 310). Michael Dylan Foster examines the cultural
transformation of Japanese tanuki, which mirrors Japan’s broader cultural and technological
shifts emblematised by the locomotives. Jeffrey Andrew Weinstock discusses the crises that
emerge when the self’s proper body becomes indistinguishable from the monster’s body. In

contemporary narratives these crises can emerge in four distinct ways:

through the psychopath (and his first cousin, the terrorist) who lives among us and could be
anyone; (2) through the faceless corporation or government agency that finds its impetus in
greed and corruption, and sends forth its tendrils into the cracks and crevices of everyday life;
(3) through the virus that silently infiltrates and infects the body; and (4) through the conceit
of the revenge of an anthropomorphized nature that responds to human despoilment of the
environment in dramatic and deadly ways. (p. 359)

Jasbir K. Puar and Amit S. Rai delve deeply into the constructed relationship between terrorism and

perverse sexuality, serving as a foil to heterosexual patriotism. Jon Stratton’s article concludes this

section by discussing the zombification of refugees, asylum-seekers and illegal immigrants in various

media outlets.
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The fourth section comprises four articles that primarily focus on the future of monster studies. These
articles strive to dismantle the traditional association of monsters with otherness and instead link them
with hope and entanglement, moving away from the connotations of fear and confinement. In this
context, Erin Suzuki analyses monster movies set in the Pacific Ocean, advocating for an “openness to
alien otherness and the potential for chaos” (p. 435). Anthony Lioi adopts an inclusive ecocritical
approach to swamp life. Donna Haraway’s seminal article deconstructs the entrenched binaries of self
and other, urging a rethinking of what constitutes the monstrous. The final article by Patricia
MacCormack examines monsters from a posthuman perspective, highlighting the ways in which
monsters challenge and expand our understanding of what is considered human and nonhuman: “This
mode of teratological experimentation in thought and practice does not need an actual element of alterity
that is not human — animal, machine — but reminds us all that humanity is made up of its own elements
of otherness that are repressed, denied, or cataloged” (p. 537). Consequently, the book ends with a vision

of the monster characterised by a continuous process of becoming, reformation, and redefinition.

The book is a rich collection of articles that offers multi-faceted perspectives on the concept of the
monster. By incorporating various theories and topics ranging from psychoanalytical to ecocritical and
posthumanism, it effectively underscores the monster’s flexibility and relevance to our evolving
corporeal and intellectual tenets. However, the book’s extensive coverage of diverse topics is also its
weak point. Instead of featuring well-known articles by Freud or Kristeva, the limited space could have
been better utilised for more essential and monster-focused articles, such as J.R.R. Tolkien’s “Beowulf:
The Monsters and the Critics” or Michael Camille’s “Rethinking the Canon: Prophets, Canons, and
Promising Monsters.” In addition, the sections lack an overarching theme, resulting in a fragmented
focus. For example, the second and third sections are thematically repetitive, failing to offer fresh
perspectives. While the book aspires to provide a comprehensive account of monsters in a timeless
fashion, the topics of the articles often overlap, diminishing its effectiveness. Weinstock’s suggestion
list for further reading is relatively short for a book aiming at a compilatory book on monsters. It also
omits significant scholars and their works, such as Lorraine Daston and John Block Friedman, among

others. While this collection might serve as a good entry point for casual readers, scholars deeply
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engaged in this subject might find more value in other compilations such as Classic Readings on Monster

Theory (2018), edited by Asa Simon Mittman and Marcus Hensel.
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