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T o p r a k  F ı r a t
Toprak Fırat �s a d�g�tal art�st, researcher, and computer eng�neer based �n Istanbul, Türk�ye. Toprak exam�nes the fractures and 

contrad�ct�ons �nherent �n contemporary human connect�ons by analyz�ng soc�al metastructures hold�ng soc�etal networks. 
W�th a mult�d�sc�pl�nary approach, the�r work br�dges the f�elds of d�g�tal art, computat�onal research, and soc�al cr�t�que, 

offer�ng un�que �ns�ghts �nto the complex�t�es of modern ex�stence. Through the�r art, Toprak employs cutt�ng-edge 
technolog�es such as real-t�me data process�ng, m�xed real�ty technolog�es and �nteract�ve med�a to create �mmers�ve 

exper�ences that challenge percept�ons of d�g�tal and phys�cal boundar�es.  

BSc. Maths. [2016-2021]
@B�lkent Un�vers�ty. Ankara,TR.

MSc. CompEng. [present]
 @Kad�r Has Un�vers�ty. Istanbul,TR.

ema�l: atoprakf�rat@gma�l.com
�nstagram: @70pr4k

5TH FLOOR ~`L�m�nal Appor�a` [2026]
@CER MODERN, Ankara, TR

Project L�l�k [2026]
@R�ze, Istanbul, TR, as Keter Stud�o, supported by CultureC�v�c 
European Un�on and Saha Assoc�at�on

Detr�mera ~`Repack` [2026]
@Oktowallz, Istanbul, TR, as Keter Stud�o

Our Most Magn�f�cent Garden and Other Myths ~`New:Now` 
[2025]
@CerModern, Ankara, TR

Co�nc�dence ~‘T�meless Cur�os�t�esʼ [2024]
@ISTANBUL MODERN, Istanbul, TR
Supported by Goethe Inst�tut, K�ngdom of The Netherlands.
w�th Yas�n Ar�buga

Co�nc�dence ~‘In Syncʼ [2024]
@Pala�s Festet�cs, V�enna, AU
Supported by No�se_V�enna and P�ksel Creat�ve Solut�ons.
w�th Yas�n Ar�buga

5TH FLOOR ~‘Homeʼ [2024]
@Bar�n Han, Istanbul, TR. Supported by CultureCIVIC European 
Un�on.

OASIS ~‘Sonar+Dʼ [2023]
@Zorlu PSM, Istanbul, TR. Supported by Sonar Mus�c Fest�val w�th 
Beste Iler�.
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Keter Stud�o [2025 - present]
Cofounder - R�ze, TR based des�gn �n�t�at�ve

Innovance [2021 - present]
Sen�or Backend Eng�neer - F�ntech Consultancy

Afterwork [2020 - present]
Art�st - Creat�ve Agency

Converse All Star Art�st [2025-2026]
Selected Art�st

Istanbul Des�gn Museum [2023-2025]
Granted a personal stud�o by Istanbul Metropol�tan Mun�c�pal�ty 
D�rectorate of Cultural Her�tage

Khora [2024]
Augmented Real�ty Adv�sor - AI/AR/XR startup

Creepers and Conundrums [2023]
Cofounder - Webcom�c ser�es
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WNDRLST [2026]
A d�g�tal TCG to recla�m �nternet by gam�fy�ng v�s�t�ng webs�tes. 

Exuv�a [2026]
3D avatar frontend for clawdbot ass�stants.

Converse Cat F�lter [2025]
T�ktok F�lter for CONVERSE s̓ Istanbul A�rport branch promot�on.

RUNSTAR [2024]
An�mat�on v�deo. CONVERSE partnersh�p.

Yanıbaşımda [2024]
AI v�deo. Alg�da, Cornetto partnersh�p.

PIXELVERZ LIVE [2023]
An�mat�on v�deos. Stud�o Mercado and LG partnersh�p.

Yaban� [2023]
L�ve act�on and AI m�xed mus�c v�deo for Seda Erc�yes.

GQ Men of the Year [2022]
3D env�ronments for award w�nners. GQ partnersh�p.

UÇAK [2021]
Promot�onal Un�ty game for the Seda Erc�yesʼ s�ngle.

CultureCIVIC, European Un�on [2026]
Art Product�on Grant for Keter Stud�os̓ L�l�k Project

Ars Electron�ca - Expanded Conference [2025]
Selected Paper & Speaker for the Conference
SENTIMAP: Spat�otemporal Mapp�ng of Emot�ons In H�stor�cal
Newspapers Us�ng LLMs
Co-author w�th Beste Iler�

SAHA Assoc�at�on [2025]
Susta�nab�l�ty Fund for Keter Stud�o

Ars Electron�ca - Pr�x Ars Electron�ca [2024]
Honorary Ment�on w�th Co�nc�dence

ISTANBUL MODERN [2023]
Young Product�ons �n the F�elds of D�g�tal Art
Award / Product�on Grant
Selected Project: Co�nc�dence

CultureCIVIC, European Un�on [2023]
Art Product�on Grant
na+CTRL Art Collect�ve - Art�st
Home Project



PROJECT LILIK (2026)
@Hems�n, R�ze, TR
Soc�ally Engaged Publ�c 
Installat�on 

Tak�ng �ts name from the Hemş�n word for "toy," L�l�k �s a research and product�on project that transforms the endangered oral narrat�ves and mytholog�cal 
creature stor�es of the Hemş�n reg�on �nto large-scale, �nteract�ve publ�c sculptures. Supported by the CultureCIVIC Culture and Art Support Programme, funded 
by the European Un�on, and developed �n collaborat�on w�th Hemş�n Yaşam Derneğ�, the �n�t�at�ve operates at the �ntersect�on of cultural preservat�on, land art, 
and soc�al pract�ce.

The work unfolds through a mult�-phase methodology: beg�nn�ng w�th the arch�val collect�on of surv�v�ng local folklore, progress�ng to the strateg�c �nstallat�on 
of these phys�cal forms �n ecolog�cally s�gn�f�cant locat�ons, and culm�nat�ng �n commun�ty workshops where local ch�ldren help author and des�gn an ent�rely 
new mytholog�cal character to reflect the town s̓ contemporary sp�r�t. Mov�ng away from stat�c representat�on, the result�ng �nstallat�ons are conce�ved as l�v�ng, 
funct�onal works of publ�c art des�gned to be touched, planted w�th seeds, and �nhab�ted as spaces of communal gather�ng. By comb�n�ng large-scale 
3D-pr�nted structural nodes w�th locally sourced and recycled mater�als, the sem�-temporary p�eces �ntegrate seamlessly �nto the natural landscape.

At the conceptual core of th�s work are the creature stor�es themselves, ut�l�zed for the�r �nherent access�b�l�ty and the�r h�stor�cal funct�on as vessels for 
communal memory, soc�al order, and ecolog�cal anx�ety. The project mater�al�zes three spec�f�c l�m�nal be�ngs from local lore, project�ng the�r symbol�c roles 
d�rectly �nto the phys�cal tra�ts and �nteract�ve funct�ons of the sculptures.

The f�gure of Caz�, h�stor�cally a myth�c cop�ng mechan�sm for the traumat�c real�ty of exhausted, overworked mothers �n a soc�ety heav�ly burdened by outward 
male m�grat�on, �s recla�med through a fem�n�st lens, w�th her �nstallat�on funct�on�ng as a ded�cated phys�cal space of rest and repr�eve.

Karakoncolos, trad�t�onally a symbol of w�nter scarc�ty used to keep ch�ldren away from crops, �s subverted �nto a bearer of abundance, featur�ng a body f�lled 
w�th so�l for grow�ng vegetables.

S�m�larly, Ubur, an embod�ment of the deceased return�ng due to ungranted helall�k (forg�veness) and broken communal commun�cat�on, �s turned �nto a s�te of 
reconc�l�at�on; f�tted w�th a comfort�ng hand on �ts back and a shar�ng plate �n �ts chest, the �nstallat�on transforms a symbol of pun�shment �nto an act�ve 
exchange for mutual forg�veness and mater�al shar�ng.

F�nally, culm�nat�ng th�s process of cultural evolut�on, the project �ntroduces a newly authored f�gure: L�l�k. Born from commun�ty workshops where local youth 
drew monsters based on the�r contemporary fears, L�l�k d�verges from trad�t�onal mal�gnant sp�r�ts; �nstead, �t emerged as a benevolent, landscape-scale 
guard�an des�gned to clean the local lakes and protect both ch�ldren and nature. Through these d�rect �nvers�ons and the collect�ve creat�on of a new myth, the 
project rev�tal�zes Hemş�n's oral folklore �nto an evolv�ng, part�c�patory d�alogue embedded w�th�n everyday c�v�c l�fe.



Our Most Magn�f�cent Garden and 
Other Myths (2025)
@CERMODERN
ANIMATION INSTALLATION

Our Most Magn�f�cent Garden and Other Myths maps a landscape of extract�on and pass�ve observat�on. The scene presents a h�ghly ordered ecosystem 
fenced �n by concrete blocks and construct�on cranes. The �mage uses l�teral v�sual mechan�cs to show a soc�ety runn�ng on �ts own deplet�on.   

At the center, a large tree �s susta�ned by an umb�l�cal cord connected to a dra�ned human body ly�ng on the grass. Men �n black su�ts occupy the branches to 
harvest the fru�t. Down on the ground, badgers f�ght v�c�ously over the d�scarded scraps. Th�s central mechan�sm d�agrams a closed loop of hoarded resources 
and manufactured scarc�ty.   

The surround�ng scenes focus on extreme v�s�b�l�ty pa�red w�th total �nact�on. A camera operator f�lms the chaos wh�le a g�ant detached eyeball s�ts on an 
armcha�r, watch�ng pass�vely. Nearby, un�form f�gures march bl�ndly �n a s�ngle d�rect�on across a chessboard. The compos�t�on ends w�th a c�rcle of naked 
f�gures hold�ng hands and danc�ng around a burn�ng o�l drum. These �solated loops of act�v�ty dep�ct a publ�c detached from human connect�on, met�culously 
record�ng a collapse they make no effort to stop.   



5th FLOOR [2024]
@BARIN HAN
An�mat�on and �nstallat�on

5th FLOOR �s a po�gnant explorat�on of memory, loss, and the �nexorable march of urban transformat�on. The art�st, grappl�ng w�th the demol�t�on of h�s ch�ldhood 
home due to urban redevelopment, delves �nto a deeply personal narrat�ve that resonates w�th broader soc�olog�cal themes. By employ�ng photogrammetry to 
scan h�s house before �ts demol�t�on and juxtapos�ng �t w�th scans of the ensu�ng empt�ness and ongo�ng construct�on, he crafts a spectral narrat�ve that osc�llates 
between presence and absence, past and present.

Th�s artwork �s a project�on of domest�c r�tuals, embedd�ng an an�mated reenactment of the art�st's ch�ldhood w�th�n the vo�d left by urban�zat�on. The f�gures of 
the art�st as a ch�ld and h�s mother, suspended �n the a�r of an �nv�s�ble f�fth floor, engage �n da�ly rout�nes am�dst the stark empt�ness of a construct�on s�te. Th�s 
surreal juxtapos�t�on underscores the ephemeral nature of memor�es and the relentless encroachment of urban development.

Urban�zat�on, part�cularly �n �ts vert�cal man�festat�on, fundamentally alters the landscape of our l�ves and memor�es. H�gh-r�se bu�ld�ngs cluster �nd�v�duals �n close 
prox�m�ty, creat�ng a paradox vof �solat�on am�dst dens�ty. We �nhab�t our pr�vate spheres, seem�ngly �nsulated from our ne�ghbors, yet th�s artwork str�ps away the 
walls, reveal�ng the prox�m�ty and the th�n ve�ls separat�ng our �nt�mate l�ves. The art�st's creat�on of a ghost of h�s house serves as a metaphor for the frag�le 
pers�stence of memory �n the face of phys�cal obl�terat�on. 

The artwork also touches upon the soc�ology of urban�sm, h�ghl�ght�ng how urban transformat�on not only reshapes the phys�cal env�ronment but also d�srupts 
the cont�nu�ty of personal and collect�ve memory. The demol�t�on of the art�st's home symbol�zes the broader phenomenon of erasure faced by many �n rap�dly 
evolv�ng urban landscapes. Yet, �n captur�ng and an�mat�ng h�s past w�th�n th�s vo�d, the art�st asserts the res�l�ence of memory and the endur�ng s�gn�f�cance of 
domest�c r�tuals.

In th�s �ntersect�on of memory and urban space, the art�st comments on the d�chotomy of v�s�b�l�ty and �nv�s�b�l�ty w�th�n urban sett�ngs. The �nv�s�ble f�fth floor, 
populated by an�mated memor�es, challenges the v�ewer to cons�der what �s lost and what pers�sts am�d urban change. The artwork prompts reflect�on on the 
nature of home, the permanence of memor�es, and the soc�o-spat�al dynam�cs that def�ne contemporary urban l�fe. Through th�s soph�st�cated blend of 
technology, personal narrat�ve, and soc�olog�cal �nqu�ry, the art�st creates a compell�ng commentary on the �nterplay between memory, urban transformat�on, and 
the r�tuals that def�ne our da�ly l�ves. 



COINCIDENCE [2024]
@ISTTANBUL MODERN
LIVE VIDEO COLLAGE

Co�nc�dence �s an urban synchron�zat�on project that harnesses publ�cly access�ble traff�c and tour�st l�ve camera feeds from Istanbul, transform�ng them �nto l�v�ng 
collages w�th mult�ple scenes that cont�nuously evolve �n real t�me. The project a�ms to re-synchron�ze the ne�ghborhoods of Istanbul under an ongo�ng cultural 
separat�on because of pol�t�cal and �deolog�cal tens�on among d�fferent demograph�cs, by merg�ng seem�ngly unrelated urban structures from var�ous d�str�cts �nto 
collages to create coupl�ngs for the aud�ence to observe and w�tness man�fest a un�son. Observ�ng the collaborat�on of d�fferent p�eces from var�ous camera 
streams �s a complex phenomenon; however, s�nce the collage �s l�ve, there �s a small probab�l�ty that the aud�ence w�ll observe subject�vely h�gher-level harmon�c 
�nstances that generate emot�onal se�sms and perturbate the p�tch of each p�ece toward un�ty. 

S�nce the project ut�l�zes real-t�me camera streams and �s observed l�ve by the aud�ence, the artwork �s prone to potent�al delays and errors, and hence �t �s cruc�al 
to make every process as eff�c�ent and computat�onally safe as poss�ble by cons�der�ng �t to be a safety-cr�t�cal system. To safeguard the artwork aga�nst such 
fa�lures, the ent�re process �s segmented and encapsulated �nto �nd�v�dual scr�pts. Wh�le these scr�pts �nteract and collaborate w�th one another, they also operate 
us�ng parallel process�ng, mak�ng �solated cores work together, result�ng �n software and hardware level collages, parallel�ng the goal of harmony and ampl�fy�ng the 
effect of man�festat�on. 



INSAN SOFRASI (2024)
Post �nternet �nstallat�on, cr�t�cal 
des�gn & med�a f�ct�on

İnsan Sofrası (l�terally “The Table of People”) �s a soc�ally �ntervent�on�st, post-�nternet artwork by Beste İler� and Toprak F�rat. It or�g�nated as an exper�ment �n 
AI-generated mus�c �n Turk�sh, and evolved �nto a full-scale performat�ve f�ct�on, a counterfe�t pop-cultural phenomenon that m�rrored, mocked, and provoked �ts 
own aud�ence. We began by us�ng text-to-mus�c models (Suno) to produce songs �n the �d�oms of Turkey s̓ most monumental genres as Arabesque, pop, 
fantasy/folk,rap, protest rock, even vap�d “sp�r�tual” anthems. Each song m�m�cked the son�c tropes of �ts genre wh�le �nsert�ng strateg�cally abject, �ron�c, and 
pol�t�cally po�nted lyr�cs, such as : a lament for corporate workers f�xated on food-coupon apps; a trag�com�c pop ballad about the d�scovery of a husband s̓ 
fet�sh �n a soc�ety where sexual repress�on �s endem�c; a rap track expos�ng the frag�le, dysfunct�onal self-�mage of Turk�sh “street” mascul�n�ty; a hymn to the 
hollow frenzy of NFTs; an an�me-g�rl love song whose obsess�ve tone revealed the m�sogyn�st undercurrent of many ma�nstream lyr�cs.

The songs were not merely parody but funct�oned as cultural d�agnost�cs, us�ng genre as a sem�ot�c conta�ner that exposes the class, gender, and �deolog�cal 
�mag�nar�es embedded �n Turkey s̓ pop mus�c h�story. We then extended the project �nto a fake album release, complete w�th �nvented s�ngers, a f�ct�t�ous 
product�on company, AI-generated v�suals (v�a M�djourney and RunwayML), a phys�cal launch party w�th celebr�ty guests, a DJ set, des�gned cockta�ls, branded 
wall pr�nts, entrance stamps, st�ckers, v�nyls, even a faux wh�skey sponsor. By m�dn�ght of the launch, the album dropped on Spot�fy; the partygoers posted 
about �t �n costume; real mus�c�ans and �nfluencers reacted onl�ne. Th�s double performance of cultural �ndustry const�tutes the core of the artwork. The project s̓ 
“truth” lay �n the aud�ence s̓ react�ons: the m�xture of confus�on, and compl�c�ty revealed how deeply entrenched genre, celebr�ty, and authent�c�ty myths st�ll 
structure Turk�sh popular culture, and how AI can act as a new m�rror that d�storts and �ntens�f�es these myths.

By stag�ng a plaus�ble yet art�f�c�al cultural event, İnsan Sofrası �nterrogates the commod�f�cat�on of cultural memory and genre as class-coded enterta�nment, 
the gendered and repress�ve sexual scr�pts st�ll prevalent �n ma�nstream pop culture, the fet�sh of “authent�c�ty” �n an era where generat�ve AI can m�m�c both 
sound and spectacle, and the part�c�patory role of aud�ences �n susta�n�ng these cultural r�tuals.

Rather than treat�ng AI as a neutral tool or as a threat to creat�v�ty, İnsan Sofrası uses �t performat�vely, to expose the �nfrastructures of taste, asp�rat�on, and bel�ef 
that underl�e both human-made and mach�ne-made culture. As the project expanded, �t revealed �tself as a mult�-layered organ�sm composed of overlapp�ng 
art�st�c modes: 

Soc�ally engaged �ntervent�on: the project �nf�ltrated real soc�al med�a ecosystems and n�ghtl�fe scenes, prompt�ng genu�ne publ�c react�ons. 

Performance / L�ve art: the launch party funct�oned as a durat�onal performance w�th a part�c�patory scr�pt.

Post-�nternet �nstallat�on: the onl�ne presence (Spot�fy, Instagram, d�g�tal album art, fake personas) and the phys�cal stag�ng (costumes, props, branded 
ephemera) together form the �nstallat�on.

Sound work / Conceptual mus�c: the AI-generated tracks stand as autonomous p�eces but only fully “act�vate” �n the f�ct�onal context.

Cr�t�cal des�gn & med�a f�ct�on: the brand�ng, faked sponsorsh�p, and corporate-style v�suals reveal the operat�onal aesthet�cs of contemporary mus�c culture.



oas�s [2023]
@SONAR+D
VR EXPERIENCE

The artwork �s des�gned to be an ant�-exper�ence as �t does challenges the aud�ence rather than �nv�t�ng. It �s developed as a cr�t�que of the relat�onsh�p between 
advert�s�ng and user exper�ence �n Web2. It �s �ntroduced as a nature and med�tat�on s�mulat�on that the part�c�pant must follow some m�ndfulness tasks for relaxat�on 
but �n fact decorated w�th excess�ve advert�sement pop-ups that challenge usersʼ hab�ts on v�rtual space. The artwork allows to observe the tendenc�es of users �n 
v�rtual space, the cogn�t�ve capab�l�t�es that users augment �n the d�g�tal realm, and understand dynam�c relat�onsh�p between the human part�c�pant and the 
technolog�cal framework.

In th�s per�od of accelerat�ng trans�t�on to Web3,  OASIS developed as an ult�mate cr�t�que of the relat�onsh�p between advert�s�ng and user exper�ence, �s des�gned as 
an exper�ence where the da�ly v�rtual exper�ences of �nternet users, who are exposed to central�zed, man�pulat�ve, and �ntrus�ve market�ng techn�ques, reach absurd 
po�nts. It a�ms to encourage �nternet users who have not yet fully accessed the Web3 real�ty, wh�ch hopes for advert�s�ng mechan�sms based on more control, 
transparency, and secure �nteract�on, to recons�der and exaggeratedly re-exam�ne the problems �n the current dynam�cs. Th�s exper�ence attempts to narrate, through 
an �ron�c all�ance, the cons�stency of expos�ng consumers to cogn�t�ve load explo�tat�on w�th�n a system where sp�r�tual�ty �s commerc�al�zed, v�a �nternet ph�losophy.



des�gn projects

>RUNSTAR [2024] >Yaban� [2023]

>GQ MOTY [2022]

>UÇAK [2021]

>hayırlıçarşambalar [2024]

>ertn - coma sunset [2024]

>ceb�nde akrep m� var? [2024]

>MARAŞ ZAMANI [2023]

>MARAŞ ZAMANI [2023]

>bebeğ�m�z ve ben [2023]


