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OZET

MARKA FARKINDALIGI YARATMA SURECINCE SANAL ORTAMIN ETKISi:
“ADVERGAMING”

Giizin TARHAN

Gilinlimiizde iiretim kiiltiiriiniin yerini tilketim kiiltiiriiniin, iiriin kiiltiiriiniin yerini marka ve
imge kiiltiiriiniin aldig1 bir gercektir. Farkindalik yaratmak, olumlu bir imge yaratmak, itibar
saglamak, yeni bir imge yaratmak ya da varolan bir imgeyi pekistirmek, bilinirlik oraninda bir
artis saglamak, satiglari arttirmak, markaya arti deger katmak...gibi birgok amag ¢ercevesinde
kullanilan ara¢ ve yontemlerin cesitliliginde de kimi degisimlerin hizla yagandigi da goz

Oniinde bulundurulmas: gereken bir diger gergekliktir.

Caligmamizin tamaminda marka farkindaligi yaratma siirecinde sanal ortam diizleminde yeni
reklam ortami olan “advergaming” etkinliginin tiiketicilerle etkilesimi irdelenmektedir. Bu
dogrultuda, biitiincede “advergaming” uygulamas: diizleminde Tiirkiye’de ilk defa yasam
alam1 bulan ve hedef kitlesiyle bulusan “Efe Raki” uygulama 6rnegi olarak irdelenerek
gorsel gostergebilim yontemiyle ¢oziimlenmektedir. Bu ¢6ziimlemenin sonucunda iiriinle,

markayla hedef kitle arasinda ne tiirden bir bag kuruldugu belirlenmeye ¢alisilmaktadir.

Anahtar Kelimeler: Marka, Marka Iletisimi, Reklam, Yeni Reklam Ortamlari, Internet

Reklamcilig, Sanal Gergeklik, Simiilasyon, Postmodernizm, Advergaming
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ABSTRACT

THE INFLUENCE OF “ADVERGAMING” WHEN CREATING NEW BRAND
NAMES IN VIRTUAL ENVIRONMENT

Giizin TARHAN

Today, we realize the fact that the production concept left its place to the consuming culture,
and the product culture left its place to the importance of brand names and visual arts.
Providing, product differentiation, respectful brand name and market image are some of the
significant factors that will be essential to increase the sales volume of modern companies in

our global economy.

In this study why the implementation of “Advergaming” can be useful in order to increase the
image of brand names has been observed. “Efe Raki” has been the first company in Turkey
which has implemented “Advergaming” successfully as an important tool when introducing
its brand name to its market target. At the end of the study the effects of “Advergaming”

between “The Efe Raki” and the market target will be discussed.

Key Words: Brand, brand communications, advertisement, new advertisement environment,

virtual reality, simulation, internet advertisement, post modernization, advergaming.
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