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	 DECODING THE MONOPOLY OF SENSECAPE 
ISTANBUL



modul ı

modul ıı

Involves “a workshop on board game coding for Istanbul sensescape”, “neighborhood 
selections by the students”, and “free scale space-perception network studies.”

Starts with “a seminar- mini workshop on virtual to spatial augmented reality” and followed 
by 1/500, 1/200, and 1/50 scale landscape design studies. Module II ends with a workshop on “movie 
manipulation through senses - merging representation techniques.”

0101 DECODING THE MONOPOLY OF SENSECAPE 

STUDIO

General Layout of the Studio:General Layout of the Studio:

By starting from a board game production, this studio deals with discovering the sensescapes of 
Istanbul and de/coding of this discovered space-perception sequence through a landscape design 
approach blended with virtual and spatial augmented reality.

The content of the studio considers;

Focusing on varying senses attached to but also defining the spaces
Discovering through board game playing
Examining the Monopoly of Istanbul-scape to discover the reflection of senses on neighborhood scales
Gaming with senses through virtual to spatial augmented reality
Studying within a multi-scale design setting
Solving complex design issues through developing hard and soft scape detail plans
The studio holds two sequential modules, starting from city-scale to neighborhood and individual 
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ZEYNEP BERFU YILMAZ

 Within the scope of the “Decoding 
the Monopoly Of Sensecape” 
concept, the working area of the 
project was chosen as Yeniköy 
Çamlık Park located in Yeniköy 
district of Istanbul. The park is in 
an 
important location in Yeniköy and 
is one of the two green spaces 
open to public use in this area. 
Çamlık Park, which has a view of 
the Bosphorus, is located on a high 
slope land. There is a 
monumental tree at its entrance. 
Seating areas and children’s 
playground are designed to be 
around this 
tree. Only the flat area at the 
entrance of the park was used, the 
upper levels, which are the view 
points, were not evaluated.

DECODING THE MONOPOLY OF SENSECAPE – ISTANBUL

The park has a total of four entrances:
Main entrance; It is the bus stop at 
the park’s main road close to the main 
road and the entrance that is 
entered in the middle and leads to the 
monument tree from the 3 level.
Second entrance It is the entrance that 
leads to the ramp and the Scrolling 
Path.
Third entrance; It is the entrance to 
the seating areas at the end of the 
park, where it intersects with the 
secondary road.
The fourth entrance; It is the entrance 
to the flat of the ramp and entered 
from the 7 meter level.
The park has four main zones. The first 
one is the “Center”, the entrance from 
the main road and the 
seating areas, the second is “The 
Grove”, the 7-level wooded road with 
the entrance from the 
secondary road, the third one is the 
“Perennial Garden”, which is reached 
by the Scrolling Path, and 
has the pergola, ornamental pool and 
rock sitting areas in it. The fourth one 
is “Vista Point”, which is 
has a Bosphorus view and resting 
point at the highest level of the park.

The Landscape Design II project 
concept is to make a design that 
appeals to the senses. While making 
this design, the principles of Art 
Nouveau movement used, which was 
common in the Ottoman Period 
in Yeniköy. A wide range of colors, 
asymmetrical and symmetrical 
shapes, intensive use of plants, 
wavy lines are some of these principles 
and they all appeal to different senses.
In order to create the areas, the slope 
and elevation analyzes of the park 
were first made. The park is 
on a land that rises from 2 meters to 14 
meters. According to these analyzes, a 
flat area was obtained 
by manipulating the curves at the 
entrance of the park (3 and 4 meters 
elevations). A ramp system with 
a maximum slope of 6% was 
established to evaluate the sloping 
upper levels. A ladder has been 
created to climb from the flat area at 
an altitude of 3 meters to an elevation 
of 4 meters. The ramp rises 
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In addition to the main project, two workshops were held during the semester. The first of these is to 
design a board game on Istanbul, Landscape and Senses. The aim of this board game that I named 

Colors of Istanbul is for more than one player to develop Istanbul in five different areas. The game is 
both a game of chance, decision and strategy. Among the players who progress and decide according 

to the instructions on the cards, the first player to reach a certain score wins.

The park has four main zones. The first one is the “Center”, the entrance from the main road and the 
seating areas, the second is “The Grove”, the 7-level wooded road with the entrance from the 

secondary road, the third one is the “Perennial Garden”, which is reached by the Scrolling Path, and 
has the pergola, ornamental pool and rock sitting areas in it. The fourth one is “Vista Point”, which is 

has a Bosphorus view and resting point at the highest level of the park.
While designing the planting of the park, both the seasonal color range and signature plants of the Art 

Nouveau movement, which is a supplementary trend in the concept, were used. Cupressus 
sempervinens, Wisteria sinensis, Salvia officinalis, Lavandula angustifolia, Digitalis purpurea L. are some of these species. Cupressus 

sempervinens, Cedrus atlantica, Acer saccharum were used to create 
the “Grove” feeling. Echineacea atropurpurea, Euryops pectinatus, Salvia officinalis and Digitalis 
purpurea L. are some of the perennial plants found in the “Perennial Garden”. A large number of 

ground covers are used to provide color diversity. Thymus serpyllum, Cerastium tomentosum, Festuca 
glauca “Elijan Blue”, Viburnum davidii, Calendula officinalis are some of them. The park is 

dominated by green, purple, pink tones in spring, green, purple, pink, orange tones in summer, orange, 
yellow and brown tones in autumn, dark green, brown and red in winter.  In the second workshop, “Manipulation of Senses through 

representation techniques”, a scene 
selected from the movie Forrest Gump is recreated by manipulating the senses and landscape. In this 

workshop, which I named Dream of Jenny, the character “Jenny”, which is important for the main 
character Forrest, changes the surrounding landscape and vision as she approaches the stage.

 In the second workshop, “Manipulation of Senses through representation techniques”, a scene 
selected from the movie Forrest Gump is recreated by manipulating the senses and landscape. In this 

workshop, which I named Dream of Jenny, the character “Jenny”, which is important for the main 
character Forrest, changes the surrounding landscape and vision as she approaches the stage.
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Our main concept within the scope of Landscape 

Design 2 project in the fall semester 2020-21 was 

to perform designs that appeal to the senses. In 

this context, the area where I worked was IDO1 

and IDO2 parks located in Istinye. Istinye is a very 

popular port district from the past to the present.

Sevra tuna

RETROSPECT-ISTINYE

My main concept in the project was to combine these two parks using the 
bostan culture, which has an important place in Istinye’s past, and the rock 
structure that is often seen in the area today, and to design these parks to 
better experience the area.

If I start from the shore, I have designed a 
system that provides more 
convenient access to the sea by creating 
steps and amps on this beach, 
where various activities such as swimming or 
fishing are often performed.
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I designed the parts of IDO1 park near the pier as a 
small square for those who will use the ferry here. 
As I moved away from the pier, I created various 
amps and steps using the slopes created by the 
influence of the topography.
 In order to be a playground (not only for children), 
I tried to give usersdifferent experiences by 
creating triangular network systems under which 
there are various fragrant plants.
I described the densely wooded area at the end 
of the park as a quieter and more hidden area, 
designing it as a getaway, a point of departure 
from the city.
 In order to unite the parks, I aimed to provide 
integrity between the two areas with triangular 
patterns inspired by the rock structure and bostan 
ideas. Natium rem que ni rent.

I basically divided IDO2 Park into 4 zones. 
First area is again in the mood of a small 
square, a region where seating elements 
andplanting design are intense. Second 
area is a region where there are hills 
and tunnels created for children for play 
purposes, and the wall formed with a 
difference in topography is used as a 
climbing wall. Third area is again formed 
by the use of topographic differences 
amp system, thanks to this system, the 
landscape can be experienced much more 
easily. Fourth area consists of a structure 
designed both to experience the highly 
sloping dense woodland at the top of 
the park and to get even more caught 
up in the landscape. as not to disrupt the 
natural structure of the area.
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feel the nature

The project area is Kireçburnu Çamlık Park located in Sarıyer district of Istanbul. The park has a very 
beautiful Bosphorus view due to its location. At the same time, the lower part of the park opens 
to a natural forest. However, this use is not currently available. The park is located in the district 
and serves mostly the people of the neighborhood. Kireçburnu Çamlık Park is designed to be more 
functional with the nature it has, and it is aimed to offer a wide variety of functions to its users. 
The main purpose of the design is to create a peaceful space intertwined with nature. The main 
fiction that shaped the design was topography. The area is a place where there are many elevation 
differences. The design consists of various thematic gardens (smell garden, edible garden, aroma 
garden and discovery garden), playground, activity lawn, seating areas sitting on topography, 
meditation garden, sports garden, hard-floor seating areas and terraces.

yağmur solaz

Considering the functions around the park, many entrances are given to make the park 
more inviting. One of these entrances leads to the bus stops. Thus, transportation is also 
facilitated. Many functions have been defined to make the park a park for everyone. The 
roads are divided into 3 classes in terms of accessibility in the park. First-degree roads 
provide the main pedestrian flow designed as 4m and bring people to the main places. 
Second degree roads are designed as 3m. Third degree roads are roads designed as 1.5 
m passing through thematic gardens. In the middle of the park, there is a large green area 
called event meadow. Here, the local people can participate in various activities. In order 
to benefit from the view better, seating areas have been designed at 65 level, which is the 
highest point of the park.

In addition, terraces were created at the view points. Children’s playground, on 
the other hand, is built on the children who are intertwined with nature and 
create their own games. One of the thematic gardens in the park, the edible 
garden can be cultivated by the park residents. The discovery garden next to 
this garden offers people the opportunity to explore with its vegetal design. The 
fragrance and aroma gardens attract many bird and butterfly species thanks to 
the plants they have. In addition, a pathway was built in the natural forest area 
outside the park, and guests who wanted to visit the forest were also provided. 
Kireçburnu Çamlık Park includes many functions by improving its natural 
beauties and provides people with a peaceful environment in touch with nature.
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During the studio process, various Works 
and studies were conducted in order 
to understand sensecapes and make 
designs based on these understandings. 
The Project site, Kireçburnu Çamlık 
Park, is located at the end of a hill in 
Kireçburnu neighborhood with a view of 
the Bosphorus.
Although the place where the study 
area is located is adjecent to important 
bus stops, it is an invisible space due 
to its surrounding walls. There are no 
important structures or monumental 
trees in the dynamic topography of 
the site, therefore the workspace was 
designed from stratch.
Spaces and uses that appeal to different 
senses and use the landscape potential 
and dynamic topography of the area 
were designed. In accordance with its 
topography, the spaces progress in a 
layered structure and the flow between 
these spaces are provided with roads 
and stairs.

şimal köseoğlu

decodıng the monopoly of sensecape
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