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Bildiri Ozeti:
Bu calisma, agirlikh olarak korku/gerilim tlriinde segilen ve olay 6rglsliniin kapali mekanlarda gegctigi bir
grup film Uzerinden, sinemada “tekinsizlik” hissinin yaratiimasinda 6ne gikan mekansal 6zellikleri ve anlatim

tekniklerini irdelemeyi amaglamaktadir.

Sinemada, kapali mekanlarda gegen ve gerilim unsurunu 6n plana gikaran klasik filmler, mekan tasarimi
acisindan kaliplasmis bazi yaklasimlari gerektirirler. Klostrofobik deneyimlerin 6n plana ¢iktigi bu tir
filmlerde, secilen mekanlarin cogu, genellikle “ev”dir. Klasik “lanetli ev” filmleri, kullandiklari gérsel
malzeme ve bunun kadraja yansitilmasi agisindan benzesir. Bir diger grupta ise, bilingalti ve riiya hallerinden
beslenen daha o6zellesmis mekanlar séz konusudur. Teknolojinin gelisimine paralel olarak, “tekinsiz
mekanlar”, “ev”den “uzay gemisine”, bilgisayar oyunlarinin simulasyonu olan “oyun mekanlari“na ya da
“insan zihnine” genis bir yelpazede varlik gostererek, tasarim agisindan ydnetmene sonsuz olanaklar
saglamistir.

Gorsel dilin egemenliginde, gesitli olaylari ve psikolojik durumlari yarattigi atmosferle seyirciye yasatarak
onu imgeler dliinyasinda gezdiren sinema, bu slirecte, mimarinin en 6nemli bilesenlerinden “mekan”
kullanmak durumundadir. Mekan ise, kavramdan cok, deneyime yakindir, dilin yetersiz kaldigi her alanda
oldugu gibi tekinsizdir (1). Yasanan mekan, fiziki uzay ve zamanin sinirlarindan bagimsiz bir sekilde organize
olarak, riya ve bilingsizlik durumuyla benzesir (2). Bachelard’a gére, dustnceler, anilar ve disler igin en
blyilk birlestirici glglerden biri olan ev, insan ruhunun ¢dézliimleme araci olarak ele alinabilir(3). Freud, dis
yorumlarinda beden ve ev tasarimlari arasinda benzerlik kurar; Ev, hem en tanidik, glvenli olandir, hem de
icinde sirlar barindirir: hem tekindir, hem de tekinsiz(4). Evin tekinsizligi, Rilke ve Baudelaire’in

denemelerinde, Bachelard, Levinas ve Benjamin’in metinlerinde garpici bir sekilde dile getirilir (5).

Edebiyatta gotik tarzinin 6ncisl sayilan E.A. Poe’nun eserlerinde, garip ve lrking olaylar gizemli ve tekinsiz
mekanlarda gecger. “Usher Evi'nin Cékisl” gibi Poe eserlerini sinemaya uyarlayan Corman’in filmlerinde,
heybetli ve drkiticli gorinime sahip satolar, tabutlar, yiksek merdivenler, karanlik koridorlar, gizemli
odalar ve mahzenler, trajedilere mekan olur. Klasik “lanetli ev” ¢ykilerindeki istirap ceken mekanlar adeta
insan zihninin gizli bélimlerini acida ¢ikarma islevi gorurler. Kubrick’in Shining/Cinnet’inde, “Overlook Oteli”,
muazzam salonlari, bu mekanlara acgilan dar, uzun, labirentvari koridorlari ile eski gotik filmlerin satolarini

akla getirirken, bas karakter Jack’in zihinsel bozuklugunun ortaya gikmasinda kétiicll bir gérev Ustlenecek
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sekilde kisisellestirilir. Buradaki mekanlarin tasarimi, ayni ydénetmenin 2001 Uzay Yolu Macerasi'nda yarattigi
bos, 1ssiz ve klostrofobik atmosferi animsatir. Bilimin son asamasini temsil eden temiz, net, parlak
mekanlara sahip 2001 Uzay Yolu Macerasi'ndan on bir yil sonra gergeklestirilen Alien/Yaratik'da, Scott, uzay
gemisi Nostromo'yu karanlhk koridorlari ve Urkltlicld koseleriyle korku filmlerinin tekinsiz mekanlarindan biri
gibi sunar. Amenabar, Others/Digerleri adl filminde, sisli bir peyzajin ortasindaki, kapali perdeli, los odali
malikaneyle, tipik korku filmi mekanlarini betimlerken, psikoloji odakli minimal Uslubu sayesinde, tekinsiz

olanin goésterilmeyen gerilimini yansitir.

Cube/Kip, bir gesit oyun formatiyla kurgulanan, dissel bir durumu anlatan mekanlariyla, bilingalti
korkularinin 6n plana giktigi filmlerdendir. “Bilingalti”nin deneyimlenen mekan haline geldigi 6rneklerden biri
olan Cell/Hicre’de, insan zihninin karmasik yapisi ve imgelem glict g boyut kazanarak perdeye yansir.
Being John Malkovich/John Malkovich Olmak, insan zihnini mekanlastiran bir diger filmdir, 7.5. katin
klostrofobik atmosferinde agilan bir kapidan, gergekiisti bir uzaya, insan zihnine gegis yaplilir.

S6z konusu filmlerde 6zel tasarimh mekanlarin tekinsizlik hissi yaratmasi, perspektif, 1sik-golge gibi gorsel
unsurlarin yani sira, kamera kaydirmalari, hareket, sireklilik, kurgu, fon muzigi gibi sinematografik
yontemler araciliiyla saglanir. Algisal psikolojiye ait gestalt ilkeleri, her sahnenin istenen mesaji verecek
sekilde algilanmasinda devreye girer ve seyircinin "mekan deneyimi" simulasyonuna islerlik kazandirir. Bu

noktada "tasarlanan mekan", filmin atmosferini ve bigemini belirlemede filmin oyuncusu gibi islev gorir.

Anahtar Sozciikler: Sinema, Mekan, Psikoloji, Tasarim, Bilincalti

Abstract

The aim of the paper is to study spatial characteristics and expression techniques used to create a "sinister
sense" in a group of horror films and especially indoor set shots. Tension emphasizing classical movies,
which take place indoors, necessitate some stereotyped approaches regarding the space design. In these
types of movies where the claustrophobic experiences are presented, the selected spaces are often set to be
the “houses”. The classical “haunted house” movies resemble each other, concerning the visual materials
used and reflecting them to the frame. On the other hand, there is another group of specific spaces that are
nourished from the sub consciousness and dreams. As the technology develops, the “sinister spaces”,
evolve from the “house” to the “space ship”, to the “"game spaces” of computer simulations and to “human

mind” providing a wide range of design choices for the director.

Cinema, which takes the audience to a walk in a world of images created through an atmosphere of
psychological situations and events along with the dominance of the visual language, has to use within this
process, one of the most important components of the architecture, i.e. “space”. Space is related with
experiences rather than concepts, it is sinister as the language becomes insufficient; it is the unexplainable
“other”. The circulating body in the space senses the integrity through the wrapped up consciousness and
sub consciousness (1). At this point experience of space becomes important. As always a combination of
external space and inner mental space, lived space resembles the structures of dream and the unconscious,

organized independently of the boundaries of physical space and time(2).

As for Bachelard, houses that are one of the greatest powers of integration for the thoughts, memories and
dreams, can be considered as a tool for analysis of the human soul (3). In his dream interpretations, Freud

establishes a similarity between the body and house designs; whereas the body is known, familiar, and thus
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auspicious such as the house or home. Home (heim) is reliable (heimlich) and also secretive; both
auspicious and sinister (unheimlich) (4). Sinister house is expressed dramatically in Rilke and Baudelaire’s

essays and also in Bachelard, Levinas and Benjamin’s texts (5).

In E. A. Poe’s works that are counted for the pioneers of the gothic literature style, odd and frightening
events take place in mysterious and sinister spaces. In movies of Roger Corman, who films the Poe’s works
like “The Fall of The House of Usher”, tragedies take place in spaces such as imposing and frightening
looking castles, coffins, tall stairs, dark corridors, mysterious rooms and cellars. The suffering spaces in the
classical “haunted house” stories, torture the characters living within themselves physically and
psychologically. Sometimes space functions to reveal the hidden parts of the human mind. In Kubrick’s
Shining, the enormous halls of the “Overlook Hotel” and the narrow, long, labyrinth like corridors leading to
these halls, remind the castles of the old gothic movies, and they are personalized so as to maliciously
function to reveal mental disorder of the main character Jack. The design of the spaces here reminds the
empty, desolate and claustrophobic atmosphere created in the 2001: A Space Odyssey of the same director.
Amenabar, in the movie Others, describes the typical horror movie spaces as the mansion located in a foggy
landscape, with tightly closed curtains and dimmed lights, and reflects the not displayed tension of the
sinister with his psychology focused minimal style. In the mentioned movies, there are huge, isolated
houses with many dark spaces. Here, it can be said that architectural elements, as windows, doors, rooms

and stairs, act like parts of a human body and mind.

In another group, some specific spaces may be mentioned other than "house". In Alien, Scott presents the
spaceship Nostromo with its dark corridors and frightening corners, as one of the sinister spaces of horror
movies. The movie Cube, presents the subconscious fears by being mounted in a type of play format, which
includes surrealistic spaces describing a state of dream. In one of the movies where the subconscious
becomes an experienced space Cell, the complex structure of the human mind and its power of imagination
are three-dimensionally reflected to silver screen. Being John Malkovich is another movie that uses human
mind as a space; through a door opened in the claustrophobic atmosphere of the 7,5™ floor, one is passed
to a surrealistic space that is the human mind. Concept of these movies with spesific spaces like body,
mind, space-ship and cube, refers to the first space of existance (womb), with their claustrophobic, dark

and even sometimes water-filled characters.

In movies, the sinister sense created by the special designed spaces, is provided by visual elements such
as perspective, light and shadow effects as well as the methods of cinematography such as sliding cameras,
motion, continuity, montage and background music. The Gestalt principles of perceptive psychology also
activate the space experience simulation of the audience. At this point, the “designed space” functions as an

actor to determine the style and the atmosphere of the movie.
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