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Abstract. The pursuit of new art formed by the integration of digital
technologies with art is used in many areas of architecture, such as facades,
surfaces, showcases, and interiors. The use of art together with the technological
infrastructure, especially on interior surfaces, has enabled artists to develop their
limits of creativity. In this sense, one dimension of creativity is the designs made
through the memory of space. This study focused on how digital artworks
produced through the memory of space are applied in the Alkazar Movie Theater
in Beyoglu, Istanbul and their effect on the user. At the point of transferring
social memory, Refik Anadol’s work titled Alkazar Dream, renowned for its
visualization of memory through digital art, has been effective. The study
examined how this interaction was achieved, using a descriptive-analytical and
qualitative data analysis method. As a result of the study, the effect of
experiencing space and social memory through digital art on the user was
revealed. It was found that the interaction of the user with digital art as a viewer
and participant is an effective method for the preservation and transfer of social
memory into the future.

Keywords: architectural memory; digital art; digital art and space interaction;
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1 Introduction

Digital art and architecture are two disciplines that have become increasingly
intertwined in recent years. The rise of digital technology has enabled new
forms of expression and experimentation in both fields, leading to a range of
innovative and exciting works that challenge traditional notions of what art and
architecture can be.

Architecture and memory, on the other hand, are closely linked; buildings and
spaces often play a powerful role in shaping our memories and perceptions of
the world around us. From childhood homes to iconic landmarks, architecture
can evoke a wide range of emotions and associations, acting as a tangible link to
our personal and collective history. At its core, architecture is a physical
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manifestation of human experience and culture, reflecting the values, beliefs
and aspirations of the societies that created it. Buildings and structures serve as
tangible symbols of the past, embodying the stories and memories of those who
lived in and interacted with them over time. In turn, our experiences in these
spaces leave an indelible mark on our memories and identities. A particular
building or place can evoke a range of emotions, from nostalgia and joy to fear
and sadness, depending on the events and memories associated with it.

Overall, the relationship between architecture and memory is a rich and
complex one, with buildings and spaces serving as powerful vehicles for
personal and collective experiences and memories. The study and exploration of
this relationship therefore offers a fascinating insight into the ways in which
architecture shapes and reflects our understanding of the world around us.

2 Digital Art, Space and Social Memory

Digital art refers to any art created using digital technology, such as computer
graphics, digital painting, or video art. This type of art often involves the use of
software programs, algorithms and other digital tools to create unique and
complex visual experiences [1,2]. Unlike traditional art forms, digital art offers
artists a high degree of flexibility and control over their creative process,
allowing the creation of complex and layered works that can be easily
manipulated and altered. This has led to the emergence of new forms of
expression and experimentation in this field, with artists exploring the
possibilities of technology and digital media to create innovative and boundary-
pushing artworks.

Interior architecture encompasses the design and planning of interior spaces,
taking into account factors such as layout, circulation, lighting, materials,
acoustics and ergonomics. It involves an in-depth understanding of the
interactions between people and their environment in order to create spaces that
are not only visually appealing but also functional and conducive to the well-
being and comfort of building occupants.

Digital art offers a range of media and techniques that can be seamlessly
integrated into interiors, enabling the creation of immersive and visually
captivating environments. From digital projections and interactive installations
to LED screens and augmented reality experiences, digital art brings a new
dimension of sensory engagement and storytelling to interior design. The
integration of digital art into interior design not only adds aesthetic value but
also serves as a means of personal expression and communication. It enables
designers to transform spaces into dynamic, ever-changing canvases that adapt
to users’ needs and desires [3].
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Memory acts as a bridge between our past and present selves, allowing us to
carry forward our personal histories, experiences, and knowledge. It shapes our
perceptions, influences our decision-making and informs our interactions with
others. Our memories help form the basis of our individual identities, as they
contain the stories, events and emotions that have shaped us over time. Beyond
its individual importance, memory also plays an important role in our collective
experience as human beings. Cultural memory, for example, refers to shared
knowledge, traditions and historical narratives passed down through
generations. It forms the basis of cultural identity, helps communities
understand their heritage and provides a sense of continuity and belonging [4].

The full experience of the space is realized when there is contact between the
user and the memory of the space. Memory is considered in psychology as the
ability to store, retain, and recall learned information. When this information is
examined in terms of interior space, it comes to the forefront with its physical
characteristics and sensory qualities such as form, texture, color, light, sound,
smell and material during the storage phase when it is first encountered together
with the space. However, in order for this experience to be stored and recalled,
memories must be formed over time. In this way, it is crucial to pass on the
architectural memory to new occupants in addition to updating the space’s
physical elements [5,6]. A bridge that enables the user to perceive the space
through memory can now be provided by digital art.

Architecture has the power to rouse emotions, stimulate communal memory,
and bind people to their shared histories. People can feel nostalgic, connected to
their cultural heritage, and reinforced a sense of belonging by taking a stroll
through a historic neighborhood or visiting an important structure. Additionally,
by creating areas for group gatherings, cultural activities, and public
conversation, architecture can support social memory [7,8]. Communities are
able to transmit their stories and traditions from one generation to the next
because it serves as a venue for social interactions, rituals, and traditions.
Examples include places of worship, community centers, and open spaces that
offer cultural events and act as gathering places for the community.

The preservation and renovation of architectural structures with social and
historical relevance has drawn more attention in recent years. A realization of
the significance of architectural history in sustaining social memory and
fostering a feeling of continuity can be shown in the preservation and adaptive
reuse of historic structures or the incorporation of memory-oriented design
aspects into contemporary architecture.

This study investigates the issues of ‘Can a space mediate the transfer of social
memory?’ and ‘Can the memory of space be transferred through digital art?” in
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the historical Alkazar Cinema, which was renovated and made functioning on
Beyolu Street in Istanbul, through the work Alkazar Dream. A descriptive-
analytical research approach with qualitative data analysis was employed. The
significance of this study is that it demonstrates how digital art may be utilized
as a medium to transmit to a new generation with their own stories the locations
that have occurred in social memory.

3 Metodology

In this study, unstructured observation was used as a descriptive qualitative
research method. The most important advantage of descriptive research is that
the subject being analyzed is examined completely in its natural environment.
Structured observation is divided into two parts, with the researcher as non-
participant and participant, respectively. In both, the observer focuses not only
on the behaviors observed but also on the context in which the behaviors take
place and thus tries to understand the reasons for the behaviors [9,10].
Participant observation is a type of observation in which the researcher is
involved in the community he/she observes to a certain extent and observes the
subject of the research from the inside by participating in the culture he/she
analyzes. Participant observation not only improves the quality of the data
collected but also provides a more qualified interpretation of these data and
therefore it is considered as both a data collection tool and an analytical tool
[11].

The research universe is the Alkazar Movie Theater in Istanbul, and the sample
is the interactive work titled Alkazar Dreams shown in this venue. In this
research activity, which lasted 20 minutes in total, the researcher took part as a
participant observer. The researcher participated in 4 events consecutively
during one day and observed the other participants. The data obtained were then
analyzed analytically.

4 Alkazar Movie Theater and Alkazar Dreams

Beyoglu, located in Istanbul, Turkey, has a rich history and a vibrant cultural
scene, including an important location for cinema. Beyoglu has been a hub for
film screenings, theatres and film-related events for decades, making it an
important cultural district for cinema enthusiasts. One of Beyoglu’s key cinema-
related landmarks is Istiklal Street, a bustling pedestrian street known for its
historic buildings, shops, and entertainment venues. The street has become a
center of cinema culture with several iconic movie theatres lining its streets [12-
15].
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One of these cinemas, the Alkazar Movie Teather, is one of the most important
buildings in the history of cinema since the 1920s. Until 2010, the building
continued to serve this function, and after the restoration works started in 2016,
it started to serve as a venue for sports and cultural events in 2021 under the
name ‘Hope Alkazar’ [16] (Figure 1).

| /48
Figure 1 Alkazar Movie Theater external and internal appearance.

The historical venue, which hosted many films in the past, was reopened with
an interactive work called Alkazar Dream. Refik Anadol is a contemporary
Turkish media artist who has gained international recognition for his pioneering
work in digital art. He is known for his immersive, large-scale installations that
explore the relationship between memory, space and technology, using cutting-
edge software tools and technologies to create striking visual experiences.
Based on the question ‘Can a space dream?’, the artist transformed the data
obtained from more than 150 film archives shown in the Alkazar cinema into a
physical experience by combining it with artificial intelligence [17].

5 Alkazar Dreams, Space and Memory Interaction

Digital art and artificial intelligence algorithms were used in the Alkazar cinema
as a way of recalling the memory of the place. Alkazar Dreams offers the
opportunity to experience the space and feel this dream with a 20-channel
projector, 28-channel sound, and 4 artificial intelligence cameras with artificial
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intelligence interpreting the data of 150 Turkish films shown in this cinema as
memories of a place. The study consisted of two parts, of 12 minutes and 8
minutes [18], respectively (Figure 2).
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Figure 2 Projection and sound systems in Alkazar Movie Theater.

In the first part, the use of the historical memory of cinema and its transfer to
the space took place in 4 stages;

* In the first stage, 150 works of Turkish cinema that have a place in the
social memory of Turkish cinema representing the memories of the Alkazar
cinema between 1947 and 2010 were examined with artificial intelligence
algorithms. Each of the 150 films was created as a data pool with two
frames per second.

* In the second stage, these films were watched one by one. Among the
artificial intelligence algorithms, especially image recognition algorithms
detected these scenes one by one and had the chance to understand the
objects in them, where and in which direction the characters looked, and
even their emotions. Among the artificial intelligence algorithms, Nvidia’s
StyleGANZ Ada algorithm was trained in two different ways to examine
both the characters and the places in the cinema films. A data planet
emerged from these materials.

* The third stage focused on the script and dialogues. In 150 films, a data
pool representing half a million original words and sentences was created
and the focus was on audio memory. Approximately 300 hours of audio
data were analyzed in this section. A data explorer was obtained by passing
the 10-second audio clips of each film through 3 different artificial
intelligence algorithms to understand the information in them.
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» In the fourth stage, for the sound design, an artificial intelligence algorithm
was trained from all the sound recordings in 150 films, close to 300 hours.
With this sound composition prepared by Kerim Karaoglu, Alkazar Dream
was recreated and experienced both visually and audibly in the mind of an
artificial intelligence.

As a result, a story that takes place in four different data planets emerged. Thus,
for the first time in the world, the historical memory of a historical cinema came
together with artificial intelligence. The form of video and 28 channels of sound
that completely surrounds the audience is defined as the cinema of the future
(Figure 3).

Figure 3 Images from the first section.

The second part is the viewer’s interactive experience of the space. New spatial
experiences are made possible thanks to a software in which the data obtained
are transformed into pigments and different algorithms specific to this space are
redefined within the scope of the project. This interactive section turns the space
into an experience that surrounds the viewer with systems that define the speed,
direction and movement of the viewer by simultaneous sensors and artificial
intelligence algorithms. The simultaneous movement of millions of data
particles from 150 films with the viewer and the redefinition of movement is a
first in the world (Figure 4).
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Figure 4 Images from the second section.

Alkazar Dreams, the interaction between space and memory involves a dynamic
relationship in which digital art, architectural space and collective memory
intersect and influence each other. The work utilizes technologies such as
projections, lights, sounds and interactive elements to evoke emotions, stimulate
the senses and provoke thought. The combination between the physical
surroundings and the digital artwork produces a distinctive environment that
draws people in and takes them to a different world.

Of course, the architectural setting in which Alkazar Dreams is shown has a
significant impact on how the audience experiences and interprets the piece of
art. The ambience, spatial perception, and general atmosphere of the installation
are influenced by the design, arrangement, and features of the space. Walls,
ceilings, columns, and other architectural components as well as particular
qualities of the location are incorporated into the digital artwork and added to
the visual and narrative composition. The symbiotic interaction that results from
the blending of digital and physical elements improves the overall impact of the
artwork and molds the memory linked with the place. Alkazar Dreams also has
the power to alter and mold the memory connected to the actual architectural
area. Viewers may be left with a lasting impression due to the immersive and
compelling quality of the digital artwork since they will be able to connect the
location with their transforming experience. The memory of the location and the
memory of the artwork are intertwined, forming a special fusion that will
influence how people view and remember the location in the future.
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In conclusion, there are many different ways in which Alkazar Dreams, the
space, and memories interact. The immersive experience the digital artwork
generates in the architectural setting affects how viewers experience and engage
with the artwork. The artwork’s atmosphere and spatial perception are shaped
by the architectural space, which also shapes the entire experience and memory
of the space. The architectural setting and the context of the digital art
installation stimulate, connect, and reinterpret both individual and collective
memories. Alkazar Dreams’ connection with the environment and viewers’
memories results in a deep, transforming experience that alters the viewers’
perspectives of the artwork and the environment.

6 Conclusion and Discussions

Architecture, literature, music, art, and other cultural expressions play an
important role in preserving and transmitting social and cultural memory. They
serve as tangible and symbolic artefacts that embody and represent the values,
beliefs and historical narratives of a society. For example, monuments,
museums and cultural institutions serve as repositories of collective experiences
and historical knowledge, becoming spaces where social and cultural memory
converge. In this study, the interaction of digital art, space and memory is
examined through the Alkazar cinema and Alkazar Dreams. Especially in the
re-functionalization of historical buildings, digital art can be used as an
alternative form of reminder at the point of transferring spatial memory.

In the case of the work titled Alkazar Dreams exhibited in the Alkazar cinema,
digital art was used in two ways while transferring the memory of the space.

* The first use is the display of 100 years of memories of the space on all
surfaces of the hall through digital art. With this 12-minute-long
installation, a connection between the viewer and the space is established
with the past. For those who have memories of the place, who have
experienced the place before, the memories come alive before their eyes.
For those who have never experienced the place before, they have the
opportunity to recall the film archive that has taken place in social memory
in the place where it was first shown. For a younger audience, who have
never experienced the venue and have never seen these films before, this
installation turns into a show that will remain in their memory. For all three
audiences, there is a connection with the past through the memories of the
place.

« The second way of use is that the viewer interactively creates a connection
between the space and the future by creating their own memories with their
own movements within the 8-minute data particle created with the memory
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of the space. In this way, a strong memory is formed with that space and the
space continues to create its own memory.

As can be seen, the use of space, people and memory are activated in both
sections. The memory of the users and the space before the interaction starts is
transformed after the event. Thanks to digital art, it causes a new memory of the
past and the future to form in the memory of users as viewers and participants.
This opens the doors to a new experience in terms of preserving and transferring
social memory to the future. The graphic expression showing the results of the

study is given in Figure 5.

BEFORE INTERACTION USER AND SPACE

User

»  Experienced the place,
watched the movies

* Not experienced the
place, watched the movies

* Not experienced the
place, not watched the
movies

-

Space
* Space
* Movies
* Memories of space

INTERACTION - ALKAZAR DREAMS

The First Part (12 min.)
*  Visual and sensory
transfer of memories of
place

The Second Part (8 min.)
* Interactive moving surfaces
with a repository of spatial
memories

AFTER INTERACTION USER POSITION

As a spectator
* Establishing a connection
with the past

-

As a participant
* Establishing a connection
with the future

Figure 5 Alkazar Dreams, space, and user interaction.
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In conclusion, viewers in the first installation connect with the past, while
participants in the second installation connect with the future. As the audience
engage with Alkazar Dreams in the architectural space, it is evident that
memory is at play. The artwork’s visual and experiential cues elicit memories
from both the individual and the collective. Additionally, the environment of the
digital art installation may invoke, question, or reinterpret communal memory,
including cultural, historical, or shared experiences. Memory is combined with
spatial and digital elements to produce a multi-layered, complicated experience
that weaves together individual and group narratives.

The built environment acts as a physical representation of societal experiences,
values, and identities, and as a result, there is a close connection between
architecture and social memory. Architecture has the power to shape and inspire
social memory through its physical presence and its function as a social space
by tying people to their pasts, reaffirming cultural identities, and encouraging a
sense of belonging within a community or society. In this situation, digital art
installations can inspire particular emotions, create focus points, and enhance
the overall air of a room, giving its occupants a distinctive and unforgettable
experience. As a result of people’s daily interactions within a society, social
memory plays a part in the continuing creation and modification of cultural
memory. This is because communal narratives of history and legacy are shaped
through the maintenance, transmission, and interpretation of social and cultural
memory, all of which are essential for maintaining cultural identities.
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