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  Kurgu 
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 Film Karesinde (Plan Sekans) Kurgu 

yitirmeden filmi izlemeye devam eder ve kurgucu kesme gereksinimi duymaz. Bu kurgu 

 da kamerada kurgu olarak ifade edilmektedir 

( .  

 soyut ya da somut herhangi bir nesneyi kavra
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, film 
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1.4.2. Devinim 

nitelendirilebilir 

(www.tdk.gov.tr, 2018). 
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olurken,   senaryosu ile birlikte bu etki daha fazla 

olacak filminde bulunan, 

  

 

1.4.3. Filmsel Zaman ve Uzam 

Filmsel zamanda, 
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 filmindeki Odesa Merdivenleri sahnesi 
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vd., 2013: 38). 
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n ilgilenen Rudolf Arnheim, 
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 (Andrew, 2010: 57).  
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  da benzer 

, 
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2010: 16). 
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lama  (Arnheim, 2010: 18). 

 

benzerliklerini yaratabilir. D

 

  (Arnheim, 2010: 61-66).
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gereken konu ya  
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r (Arnheim, 2010: 67-68).  

Zaman ve uzam kon   n

ular art arda izleyiciye sunulurken 

la 

t

niteliktedir. -

yeni bir 

(Arnheim, 2010: 80). 
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ri insanlar izledikleri ile ilgili 

destekleyici unsurlara gereklilik duyarlar. Ses, koku gibi unsurlar bu gerekliliklerdendir. 
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b

ve 

-97). 

 

1.5.1.3. Sergei Eisenstein 
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2014: 38). 

n de etkisinde 

, 

Grev (1925) filmi devrim 
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 (Eisenstein, 2014: 48-60). 
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ikoloji, felsefe ve antropoloji gibi alanlara ilgi 

 (Andrew, 1976: 45). 

 

 (Eisenstein, 2014: 17).  

 Bu noktada, Leonardo da 
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, 

, 

ve 

 (Eisenstein, 2014: 146). 

 

(Monaco, 2002: 381). 
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 51). 

 

ve bir 

(Eisenstein, 2014: 213).
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, son 
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Theory of the 
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, azaltsa da 

 (Andrew, 1976: 85). 
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kaydedilmesidir. 

de  

29-37). 
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(Abisel, 1989: 
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(Abisel, 1989: 121-122). 

 

1.5.1.7. Lev Kuleshov 
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da sinematografi okulunun kurucusu 

 (Rotha, 1996: 155). 
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art 
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  (Abisel, 1989: 115). 
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1.5.2.1. Siegfried Kracauer 
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y 185-
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eserinde Alman  
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 (Kracauer, 2010: 3-11). 
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kareleri siyah beyaz filmlerden  

  

(Kracauer, 2015: 400-410). 
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da . 

Kracauer ,

  

 

 

 (Kracauer, 1960: 36-39). 
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teknik . 
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filmin sinematik anlam  

belirten Kra teknik 

 (Kracauer, 1960: 27-30). 

 

1.5.2.2.  

nitelendirilen Bazin, Chairs de Cinema (1951) 

Chairs de Cinema -Valcroze 

Jean Luc Godard gibi 
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kurgusal anlamda belirleyici olan 

 Bu durumu klasik kurgu olarak 

: 387-394). 
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1.5.3.1. Jean Mitry 

 olan 

Bu alanda 

 

(1936)   Estetik 

ve Sinema Psikolojisi (1963) ve Sinema Tarihi (1960) isimli,  bilimsel 

meydana gelen  (Andrew, 2010: 289-291).

, -sekans 

,

-

u

-

, 

-

 olursa olsun, her ne kadar uzun olursa olsun mutlaka 

(Bonitzer, 2006: 20). 

i bir duruma en iyi 
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kurgu efektidir. 
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268-270). 

, iyi olarak nitelendirilebilen bir 

, e 

getirir tirebilir.  Mitry, bir noktadan sonra bu duruma da 

 (Andrew, 2010: 271). 

 

1.5.3.2. Christian Metz 

a . Bu 

 (Andrew, 2010: 284). 

Sinemada 

iki 

da kurgu dizimsel, mizansen ise 

dizisel kategoriye girmektedir.  Dizimsellik, ne, neyi takip etmektedir sorusuna cevap 

 (Monaco, 2002: 398). 

. Uygulamadan , film 

. Bu 

 (Monaco, 2002: 211-212). 

 

ayesinde sinema, 
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(www.en-us.waatch.com, 2019: 1). 

 

, 
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, 
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a kadar , belirli kurallar dahilinde 

 

 : 3). 
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 Bu durum 

tur 

(Rotha, 2000: 22). 

, , 

, , 

 

Belgesel filmde 
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5. Ses  
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cak olan , bir 

Ritim, filmin 

olgudur. Belgesel de ritim 

ritim 

Ritmi yaka

da 

elde edilir.  

etkisi 

James Monaco 

ve Mu  

y

, 

178).  

Fi , 

r. 
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ne a

Belgesel filmin 

ilki, , 
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(Kur  

 da maliyeti 

 

anda 

kan ve patlama gibi uygulamal   

nit

Teknolojik gel

 (Austin ve Jong, 2008: 271-273). 
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LINEAR/NON-LINEAR 

 

incelenecektir. A  analog kurgu sistemleri ve dijital 

kurgu sistemleri , dijital kurgu sistemleri 

kurgu   

 

2.1. Teknoloji ve Kurgu 

Teknoloji, bulunan maddenin (ham madde) 

 

kendisini sonr

mekanik 

t 

 

. 

 

,  kadar kayda 

s

yani
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merkezleri, , 24 fps 

 (Canikligil, 2007: 3-4). 

 

 

-2: Eadweard Muybridge, Hareket Eden At. 

(www.medium.com, 2019: 1). 

 

ci

teknoloji sebep  (Arslantepe, 2009: 71). 

 

toplumun alel  ve en 

, (Habermas, 

1993: 54).  
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Star Wars (1977) isimli film serisi

d

 

2 etme 

alel 

bilen bir kavram 

265). 

 

2.2. Kurgu Sistemleri 

-linear kurgu 

k ele 

 

 

 

Analog, 
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ilerek   

Bilinen ilk kurgu odalar film makara geri 

sarmak   

alan  

filmin 

di
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ederdi (Murch, 2005: 65). 

 

 

-3: Kurgu  

(www.filmmakingforactors.com, 2019: 1). 

 

yerleri belirlenip 

makas ya , bir sonraki plana tutkal 

 

 

2009: 42-43). 

G ilk otomatik kurgu makinesi 

Moviola (1924) Iwan Serrurier r. 

www.city-net.com). Bu 

Flatbed, 

 (Dmytryk, 2007: 287). Steenbeck ve Kem isimli iki marka, kurgu 

yarak 

d  birbirleriyl
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2002: 128). 

 

 

-4, 5, 6: Moviola, Flatbed ve Steenbeck 

(Serrurier, 1966: 701). 

 

or , teknik 

neticesinde  

(Murch, 2005: 75).  

 kaset kaydediciler 

e bu sayede 

sinema ve 

-

15). 

zerinde 

-

2000: 52). 



43 
 

 durum 

de 

 (Yolcu, 2003: 97-498). 

 

2.3.2. Dijital (Non-Linear) 

Dijital (non-linear)

sistem www.tdk.gov.tr). Dijital kurgu 

Random Access Nonlinear Editing System yani, 

. Dijital, 

 

dijitalde -  edinilen bilgiler 

rnek vermek 

gerekirse, 

benzetilebilir. 

 

verebilmektedir. Pikselin dijitaldek

 (Durmaz, 1999: 2-3). 
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-7: Piksel 

(www.tech-worm.com, 2019: 1). 

 

Bu durum o zamana kadar  

ucu ,  19

ysa,  (Monaco, 2001: 

128).  

  ), 

olmayan (non-

 (www.web.archive.org). 

-linear) sistem ve hemen 
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ji ve pazarlama 

-75). 
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 kutu manyetik fil

 mm 

kurgucuya a

anda Final Cut Pro kablolu 
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-  

 da 

  ve bilgisayar 

 da . 1989-19

160x120 

1990-19 , 1992-1994 

19

 

(Durmaz, 1999: 266). 

Non-

m
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di , 
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sistemlerde 

 analog filmleri tercih etmektedirler (Canikligil, 

2007: 66).  

Non-

(SSD/HDD

(RAM) ve 

okuma listesinin uzant , netice 

Dijital 

lar 

, 

suretiyle di

durumu 

 

nitelendirilmektedir (Durmaz, 1999: 112-115). 
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2.3.2.1. Dijital (Non-

olarak bilinmektedir (Poynton, 2012: 65-67). 

Dijita

 

(Santa Cruz, 2000: 1-10). 

krar 

-

2010: 15).  
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(www.rimaelektronik.com, 2019: 1). 

 

- olarak 

117). 

  

MOV,  

QuickTime 

(Image 

Compression Manager) 

: 15). 

H.264 / H.265, 

 

san 
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2012: 1-4). 

MPEG-2 / MPEG-4, 

Moving Pictures Experts Group (Hareketli 

Resimler Uzman Grubu), 

-

standart MPEG -

DIVX i -

 

AVI (Audio Video Interleaved), 

r (www.tr.downloadastro.com, 2019: 1). 

 

-  

veya 

animasyonlar ya da di
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2.3.1. Kurgu (Editing) Uygulama ve  

(Random Access Memory) ve 

CPU (Central Processing Unit) 

(Graphic Processing Unit) 

-

 

 

-9:  

(Ubillos, 2019: 3). 

 

boyunca uzanan 

iltre eklenmesi 
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-

paneli 

 

 

 

-10:  

(Ubillos, 2019: 4). 

 

 

Bu saye

 

 

panelleri 

-
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-11:  

(www.coreymondello.com, 2019: 1). 

 

Source Monitor  -

paneldir. 

izlenebilmektedir. 

 -

edilmektedir.  

 -
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 -

 

 

-

ikle 

 

bilgi sahibi olabilmektedir (www.blogs.adobe.com, 2019: 1). 

fark etmeksizin tem
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Adobe Premiere Pro, 

  

 

 

-12:  

(www.malavida.com, 2019: 1). 

 

mat

t

Encoder g  

Final Cut Pro, 
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Bunun nedeni 

 

 

-13: Final Cut Pro X  

(www.videomaker.com, 2019: 1). 

 

iMovie 

 ilgi 

 

Grass Valley Edius, 
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-14:  

(www.sharbor.com, 2019: 1). 

 

Avid Media Composer, Avid Technology 

l olmayan (non-linear) kurgu 
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(www.toptenreviews.com, 2019: 1). 

 

-15: Avid Media Composer 2019  

(www.avid.com, 2019: 1). 

 

Uygulama ve  

-79). 
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olan 

adlan

 

DaVinci Resolve, da Vinci Classic 

 

 

-16: DaVinci Resolve  

(www.creativebloq.com, 2019: 1). 
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-linear

Red Hat Linux 

da 

ku

Black 

Magic Design Fusion 

 

 

Uygulama ve  

06: 30-33). 

kamera izleme (camera tracking), rotoskop (rotoscoping), mavi-  (chroma key), 

 (clone)  (crowd simulation)  

(particles), 3D morfoloji (morph), hareket yakalama ve sanal karakter (motion capture) 
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ile fotogrametri (photogrammetry) gibi Berk ve 

Aslan, 2018: 270). 

 (Camera Tracking); 

 

Rotoskop (Rotoscoping); 

animasyon 

tekniktir. 

devam edilmektedir (Elliott, 1999: 119). 

Mavi- Chroma Key); 

 

1: 284).

 (Clone); 

(Dereli, 2004: 41). 

 (Crowd Simulation); 
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anlamda da kaliteli 

 

 (Particles); 

ve gaz gibi detay gerektiren g

3D Morfoloji (Morph); Willow (1988) 

- The 

Abyss (1989) 

 

Hareket Yakalama ve Sanal Karakter (Motion Capture); hareket ettirilecek cisim 

kaydedilen har

 

Fotogrametri (Photogrammetry); nesneler ya da karakterlerin fiziksel 

1). 
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Adobe After Effects, 

-

(www.ikiteknik.com, 2019: 1). 

-17: Adobe After Effects CC  

(www.comidoc.com, 2019: 1). 
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Photoshop, Adobe Media Encoder, Adobe Illustrator 

 

Autodesk 3ds Max, Autodesk 

. 

 

 

-18: 3ds Max 2019 Aray  

(www.cadpoint.co.uk, 2019: 1). 

 

-
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rcih edilmektedir. 
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sahip 

 

 

 

 

3.1. METO  

 

3.1.1. Problem 

-

1.   

2.  

3. 2d grafikler  

4. 3d modellemeler etkisi nedir? 

5. etkisi nedir? 
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alel olarak dijital kurgu sistemlerindeki (non-linear editing 

system) kurgu 

olanaklar neticesinde National Geographic 

Birlik,  ve  (2018) belgesel filmleri incelenerek elde 

konusu   

 

3.1.3.  

kurgu 

im  

Olaylar ve olgular ile 

  National 

Geographic ve Yap 

 (2018) belgesel filmleri 

dijital materyaller kurgu  

bir konu olan 

  

arz etmektedir. 

 

 

kurgu  
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en filmler

 

 

 

(non- dahilinde 

filmler 

Geographic  Birlik, ve Yap 

 (2018) belgesel filmleri  

, 

 

 

3.1.6. Evren ve  

-linear) 

kurgu sistemleri kurgu 

dijital kurgu 

 ve  (2018) belgesel filmleri 

be  

dakika izleyerek inceliyoruz   dijital kurgu sistemlerinin 

. 

 

 

dijital 

 belgesel 
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rgu diline 

 

sosyolog ar

haritalar gibi 

-

860). Meto

(Harper, 1988: 54; Pauwels, 2010: 546). 

 

3.2. BULGULAR VE YORUMLAR 

 

3.2.1. National Geographic 

l Belgesel Filmleri 

National Geographic, ve merkezi 

bulunan r

organizasyondur. 13 Ocak 1888 tarihinde

olarak kurulan organizasyon, 

 (National 

Geographic People, National Geographic Wild, National Geographic Mundo) ile insan, 

 

 (www. tr.wikipedia.org, 2019: 1). 
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-19: National Geographic Kanal Logosu 

(www.tr.wikipedia.org, 2019: 2). 

 

3.2.1.1. Filmlerin Konusu 

6  olan 

  

 ve  (2018) belgesel filmleri, askerlerin 

uygulamaya tabi tutulacak belgesel filmler, 

ilk kez  ekrana 

 

lerin 

de  

 

 

ikler, uzman analizleri, silah ve 

, 

,  

(Balderrama, 2018: 1). 

 

3.2.1.2. Filmlerin Dijital Kurgu Sistemlerinin Kurgu   

 Analizi  

belirlenen parametreler 

 kurgu dili,  , 
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3.2.1.2.1 (2018) Filmi Kurgu Dili   

Kompozisyon ve ; 

ortamda 

 Belgesel filmlerde 

sanal ortamda tasarlanan ile mizansenler 

 

 

izleyiciye sunulurken  

de  

 

 

-20: , Timecode: 00:01:46:14 

(Balderrama, 2018: 2). 
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-21: Mizansende Kompozisyon, Timecode: 00:00.47:14 

(Balderrama, 2018: 3). 

 

 

 

 

 

-22: , Timecode: 00:22:58:42

(Balderrama, 2018: 4). 
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timecode 00:22:58:42

 

 karakter veya nesne 

 

 

 

 

-23: 3D Karakter Modeli, S , Timecode: 00:22:49:49 

(Balderrama, 2018: 5). 

 

dilini  ir.  

 ve ses ; 

  

,  edilemeyen ve 

Akt; Akikol, 2011: 127). 
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durumda deni

 Fonda perfore (off 

 

 da 

 (Akt; , 2015: 11). 

 

de irdelenmesi 

 

 

t 

Bu 

 

Bu sayede 

izleyici  

 olma  elde etmektedir.  

 kurguda ritim ya da ses 

ritim   
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3.2.1.2.2. Birlik (2018) Filmi Dijital Uygulamalar 

, 

 Buradan 

, 

k  

47). 

 

d

ger

(Monaco, 2002: 142

durum 

 da 

derecededir. 
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3.2.1.2.2.1.  

H  

onu ta  di senkronizasyonu 

olarak yorumlanabilir. 

genel plan e 

00:22:09:22 

 

 

-24:  Timecode: 00:22:09:22 

(Balderrama, 2018: 6). 

 

3.2.1.2.2.2. Rotoskop (Rotoscoping) 

 ya da nesnenin 

ya da nesne modellenen dijital 

Kimi zaman oyuncu 

tasarlanarak zamandan ve maliyetten tasarruf edilmektedir.  
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Birlik (2018) belgesel filmi 

rotoskop 

 

 

3.2.1.2.2.3. Mavi- de (Chroma Key) 

M

timecode 

00:10:37:03 

 

 

-28: Mavi-  00:10:37:03 

(Balderrama, 2018: 9). 

 

3.2.1.2.2.4. Set v  

p 

sahne ve karakter 

00:00:16:26 
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v

r. 

 

-29:  00:00:16:26 

(Balderrama, 2018: 10). 

 

3.2.1.2.2.5.  

ya da nesneleri

 

-30:  00:03:35:27 

(Balderrama, 2018: 11). 
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-31: Simulation) 00:37:83:09 

(Balderrama, 2018: 12). 

 

Timecode 00:03:35:27 ve 00:37:83:09 

 da ordu 

 (Dereli, 2004: 38). 

 

3.2.1.2.2.6.  

00:04:08:52 

an efekttir.  
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-32:  (Particles) 00:04:08:52 

(Balderrama, 2018: 13). 

 

Timecode 01:17:01:30 ve 01:18:03:45 ise  

 

 

           

-33, 34: 01:17:01:30 ve 01:18:03:45   

(Balderrama, 2018: 14). 

 

3.2.1.2.2.7. 3D Morfoloji (Morph) 

 Birlik (2018) Belgesel Filmi 

3D Morfoloji 
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3.2.1.2.2.8. Hareket Yakalama ve Sanal Karakter (Motion Capture) 

dilen hareket verilerinin dijital platformda, 

00:44:56:2

 

 

-35: Hareket Yakalama Ve Sanal Karakter (Motion Capture) 00:44:56:20 

(Balderrama, 2018: 15). 

 

3.2.1.2.2.9. Fotogrametri (Photogrammetry) 

bir tekniktir.  
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-36: Fotogrametri (Photogrammetry), Timecode: 00:46:11:06 

(Balderrama, 2018: 16). 

 

00:46:11:06

 

 

3.2.1.2.3.  (2018) Filmi Kurgu Dili   

  

 ve bir    
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-37: 00:05:57:00 

(Balderrama, 2018: 17). 

 

-38:  Kompozisyon, Timecode: 00:09.26:00 

(Balderrama, 2018: 18). 

 

 

 ile mizansenlerde , 3D 

 Genel ha
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-39: da, , Timecode: 00:10:34:00 

(Balderrama, 2018: 19). 

 

-40: , 00:22:18:05 

(Balderrama, 2018: 20). 

 

 

 film genelinde konuyu destekler n
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yine film genelinde bir ritim ve heyecan duygusu   

Klasik  ,  dahilinde bir 

kronolojiyle verilse de, a

   

 ; 

 

  

 

3.2.1.2.4.  (2018) Filmi Dijital Uygulamalar 

 

3.2.1.2.4.1.  

 

 

 (2018) Belgesel Filmi 

Kamera 

 

 

3.2.1.2.4.2. Rotoskop (Rotoscoping) 

  

edilebilir.  

 (2018) Belgesel Filmi 

Rotoskop 
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3.2.1.2.4.3. Mavi- ma Key) 

y  

 

 

-41: Mavi-  00:12:42:13 

(Balderrama, 2018: 21). 

 

3.2.1.2.4.4. Set v  

 da 

- -
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-42, 43:  (Clone), Timecode: 00:14:11:00 ve 00:14:20:00  

(Balderrama, 2018: 22). 

 

3.2.1.2.4.5.  

birbirlerine benzer karakter ya da 

nesneler

 

00:10:41:28

 

 

-44: (Crowd Simulation) 00:10:41:28 

(Balderrama, 2018: 23). 
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3.2.1.2.4.6.  

enellikle 

00:00:54:20

 

 

-45: (Particles) 00:00:54:20 

(Balderrama, 2018: 24). 

 

3.2.1.2.4.7. 3D Morfoloji (Morph) 

Daha 

  (2018) Belgesel 

Filmi 3D Morfoloji 
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3.2.1.2.4.8. Hareket Yakalama ve Sanal Karakter (Motion Capture) 

Hareketli nesne ya 

00:07:36:82

sergiliyorsa modellerdeki hareketle  

 

-46: Hareket Yakalama ve Sanal Karakter (Motion Capture) 00:07:36:82 

(Balderrama, 2018: 25). 

 

3.2.1.2.4.9. Fotogrametri (Photogrammetry) 

oyna 00:14:41:63 ve 

00:17:44:06
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-47, 48: Fotogrametri (Photogrammetry), Timecode: 00:14:41:63 ve 00:17:44:06   

(Balderrama, 2018: 26). 

 

3.2.1.2.5.  (2018) Filmi Kurgu Dili   

  

Winston 

Churchill 

Churchill ve askerden saparak 

 

00:14.37:11 deki askerler konunun odak 

 

 

-49: 00:19:00:78 

(Balderrama, 2018: 27). 
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-50: 00:14.37:11 

(Balderrama, 2018: 28). 

 

 Genel olarak 

Timecode 00:27:27:10

timecode 00:24:21:35 

 

 

 

-51: Mizansen, , Timecode: 00:27:27:10

(Balderrama, 2018: 29). 
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-52: Mizansen, 00:24:21:35

(Balderrama, 2018: 30). 

 

 

 

dir.   Film 

genelinde klasik kurg  

; film genelinde  

 

3.2.1.2.6. Yap ya  (2018) Filmi Dijital Uygulamalar

 

3.2.1.2.6.1.  

Sanal nesne ya da karakterin 

Timecode 00:07:44:10
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-53:  00:07:44:10 

(Balderrama, 2018: 31). 

 

3.2.1.2.6.2. Rotoskop (Rotoscoping) 

00:17:34:91

 

 

-54: Rotoskop (Rotoscoping) , Timecode: 00:17:34:91 

(Balderrama, 2018: 32). 
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3.2.1.2.6.3. Mavi-  

edilmesindeki neden ise bu renklerin 

00:17:34:71

 

 

-55: Mavi-  00:17:34:71 

(Balderrama, 2018: 33). 

 

3.2.1.2.6.4. Set v  

nitelendirilebilir. Timecode 00:16:34:82 ve 00:16:26:30
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-56, 57:  (Clone), Timecode: 00:16:34:82 ve 00:16:26:30  

(Balderrama, 2018: 34). 

 

3.2.1.2.6.5.  

  

Bunun 

binlerce karakter ya 

 Timecode 00:06:25:85  

 

 

-58: (Crowd Simulation) 00:06:25:85 

(Balderrama, 2018: 35). 
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3.2.1.2.6.6.  

Genelde patlama, yanma, duman ve bulut gibi mikro 

 Timecode 00:30:05:59

 

 

sel-59: (Particles) 00:30:05:59 

(Balderrama, 2018: 36). 

 

3.2.1.2.6.7. 3D Morfoloji (Morph) 

 Yap ya (2018) Belgesel Filmi 

3D Morfoloji 

  

 

3.2.1.2.6.8. Hareket Yakalama ve Sanal Karakter (Motion Capture) 

00:21:05:55

akt  
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-60:  (Motion Capture), Timecode: 00:21:05:55 

(Balderrama, 2018: 37). 

 

3.2.1.2.6.9. Fotogrametri (Photogrammetry) 

00:05:32:62

 

 

-61: Fotogrametri (Photogrammetry) 00:05:32:62 

(Balderrama, 2018: 38). 
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leldir. 

 

ional Geographic 

  

 

 

 

lerin

 

durularak bilgisay

  

vermektedir. 

. 
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Bunun ana neden

etkenlerindendir. areketli b

 

yine bilgisayar 

 

kaynaklardan yola 
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