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Philosophical and Hermeneutic Analysis of Videogame
Player Identity

Video Oyunu Oyuncu Kimligini

>

SVITLANA KHYRIPKO 2 MARITA MALETSKA & VITA TYTARENKO
Borys Grinchenko Kyiv University

Received: 15.08.2022 Accepted: 26.03.2023

Abstract: The article is devoted to philosophical and hermeneutic analysis of
videogame player identity. The purpose of the study is to reveal the general fea-
tures of the videogame player identity, to distinguish it from gamer identity and
to define common levels of its formation, on the basis of which the further
methodology of videogame philosophy may be formed without stereotypical
views. To achieve it, the classification and systematization, as well as the analy-
sis and synthesis, applied to the identity concept in general and studies on gam-
er self-identity in particular, have been used. Considering player identity in
hermeneutic terms, the authors have delineated the main levels of the player
identity formation, namely: videogame preferences, manner of playing and
character / personal profile identity. All this levels not only form player identity
as an individual way to identify oneself, but also act as a ground for further cre-

ation of gamer identity.

Keywords: Videogame, gamer, player, videogame hermeneutics, identity for-

mation, videogame player identity.

Svitlana Khrypko & Mariia Maletska, & Vita Tytarenko
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Introduction

These days, an identity formation and self-identification processes
have received an increased attention of scientists working in different
areas. Identity problems are studied in connection with politics, ethnici-
ty, religion, even employment and self-development. In these areas, the
identity formation processes in the present can be compared to the same
processes in the past; however, informatization and virtualization have
contributed to the establishment of new structures that are changing the
usual way of life and perception of the world. The postmodern era and
types of society formed today correspond to the emergence of new per-
sonal characteristics and reconsideration of self-identity, especially in a
view of social pressure, stigmatization and such phenomena as identity
shopping (Chriss, 2015). New forms of interaction like the cyberspace
form new identities, and their peculiarities may differ from the character-
istics of identities formed in the realities we are used to.
One of the new phenomena that changes an approach to under-
standing identity is the videogame phenomenon. The development of the
videogame reality has contributed to the formation of several totally new
identity types, blended identities which not only characterize a person
inside the virtual worlds and online spaces, but also form the perception
ofthesocal |l ed “real world” and further <ch
One of the central identities of the videogame culture is player identity.
I n many studies, “ pedpire iolé connestedpvighr c e i v e d
the process of playing videogames, however, such an approach limits the
understanding of the impact of videogames on the worldview and behav-
ior. The concept of “gamer”, in turn, i
and there are many studies of it, which are devoted to some of its mani-
festations or features. Videogame scientists are interested in gender, age

of gamers, their relationship and mutual influence. But it forms the par-

Beytulhikme An International Journal of Philosophy

ticular image of the gamer which cannotbe appli ed t o pl ayer s’ id
al | cases when videogames are an i mpor
also different statistics on beth play
er , it has not received proper nconsi dei

al development and formation of their personality. All this leads to the

narrow understanding of videogame subjects and strengthens stereotypi-

V 4 4
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cal view on gamers as a specific subculture which does not include people
for whom videogames are a part of life, but not a hobby, job, self-identity
criterion etc. This, in turn, constrains the formation of general method-
ology of videogame philosophy and game studies as an area of (video)
game research. Due to this fact, studies of the videogame player identity
and systematization of its characteristics and ways of forming, generaliza-
tion of common features and description of the unified structure is still
relevant despite the numerous studies in this area.

Based on the above, the purpose of this study is to reveal the general
features of the videogame player identity, to distinguish it from gamer
identity and to define common levels of its formation, on the basis of
which the further methodology of videogame philosophy may be formed
without stereotypical views.

Methodology

To achieve the stated purpose, it was important to examine the
components of the videogame player identity and parts of videogame
culture that have the greatest influence on them. Due to this fact, both
work with previous studies on peculiarities of identification through vid-
eogames and practical considerations of the process of playing, reviews,
streams, “let’s play” videos ebc.

Q
<
(¢}

ries on the identity formation have also been studied to distinguish the
criteria of further analysis.

We would like to emphasize the importance of the use of practice in
the area of videogame culture. For game studies and videogame research,
only the combination of theoretical and practical approaches allows to
stay unbiased. According to E. Aarseth (2007), three main ways to study
videogames are the consideration

o
eytulhiRme An Interngtional Journal of Philosophy

as game rules, design and mechanics, study of reviews, reports and other
materials made after the process of playing and the process of playing
itself. Without the third way, the effectiveness of research is reduced,
because the point of view “inside” “the
of videogames from the inside of the videogame culture is lost. In case of

studying self-identity, an outside perspective leaves many important de-

tails out of a researcher’ gamdcom-us. The

munities, description of videogames related to the subject of study and

Beytulhikme 13 (1) 2023
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platforms through which the player identity can be studied is necessary
for achieving our purpose.
The main scientific methods of our study used to delineate the vide-
ogame player identity peculiarities and structure have been the classifica-
tion and systematization, as well as the analysis and synthesis, applied to
the identity concept in general and studies on gamer self-identity in par-
ticular. Content analysis has been used to distinguish levels on which the
videogame player identity is formed without biases and stereotypes in-
herent in many narrow-focused studies. The analysis of the opportunities
given to players by such game sales platforms as Steam, Origin, Epic
Games Store etc. has also been an important part to complement the
ways of player self-representation.
The definition of identity and main points of its study
The issues of self-identity and identification started to be actively
considered by scientists in the middle of the 20th century, however, the
first interest inselfper cepti on and i mages may be
works (Matsuda, 2015)Yi ddmtei ttyer fimesr mMa tdi
“identity crisis” in the moderm sense
lation by E. Erikson, who considered the formation of identity, ground
on which it is formed, peculiarities
personality etc. Special attention was payed to adolescence as the time in
which identity usually becomes the focus of concern, however, other
stages of human development were also revealed in connection with iden-
s thoughts

tity changes and transformations (Sokol, 2009). Erik s 0 n
been criticized by many scientists; nevertheless, his ideas laid the basis
for further discussion of this topic in different areas of human life.
With changes in social structure and cultural patterns, the identity
formation process has passed three main stages: from ascription of social
identities and adoption of personality and ego identities to contemporary
identity managing in different areas of society and not even construction,
but discovery of specidtiek, flenga).esDuwd
complicated nature, today, identity is usually considered in both individu-
al (personal) and social aspects. As for individual identity, it is about some
distinctive features that are important for a person to distinguish oneself

from others and, accordingly, about the formation of a particular

Beytulhikme 13 (1) 2023
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worldview, preferences and values; social identity is about belonging to

some social groups or categories that are defined by certain features,

characteristics and r plicg siembefstaptetcd et er mi

(Fearon, 1999). These aspects are interdependent, both of them emerge
within the interaction, they produce similar processes and are similar in
important respects (Jenkins, 2004, p. 15-16), however, there is a difference
in studying them, because in the second case, not the content, but the
sociocultural processes are important for theorizing (Vignoles, 2018). In
addition, in some studies, ego (or felt) identity is also distinguished as a
deep internal concept which is much more fundamental and holistic than
individual identities (Cot é, 1996)

type is not necessarily avowed by the person or ascribed by a group, but is

of Philosophy

>
o

felt as an answer to the question “ Who

of the identity is less concrete and image-oriented than the personal iden-
tity.

Identity can be both formed and discovered. There are many sources
that are the ground for further self-identification in both cases: starting
with genetic inheritance and personal potentials, and ending with sugges-
tions and evaluation by important others. Trying a variety of roles is also
the form of work with a personal identity, which is usually inherent in
adolescence as a time of experimentation with goals, opportunities, values
and beliefs (Waterman, 1984). The level of impact of different sources on
identity formation processes has changed throughout the history of man-
kind. The identity also can be activated, triggered in social situations
when the meanings of the environment match the meanings of the iden-
tity, and controlled by an indivi

a
eytulhikdfre An International Journal

behavior, moral choices and reactions on others (Carter, 2013).

I ndi vi d-idendity isdevsl@dd aind transformed not only with
the impact of the society, feelings and external circumstances, but also in
the process of interaction with art and media. This impact and the very
process of defining personal “sel fAr
world with its const an tualitatioa hasctest+ mat i
ed spaces with new types of interaction between people and communi-

ties, culture products, which has changed the process of personal devel-

opment . The perception of one’'s self

Beytulhikme 13 (1) 2023

V 4 4 4

QO

h

[O2 A I



Beytulhikme An International Journal of Philosophy

V 4 4

Svitlana Khrypko & Mariia Maletska, & Vita Tytarenko

their images not only through real, but also through virtual attributes that
sometimes are even more important for them. The emergence of infor-
mation technologies contributed to the formation of the so-called virtual
identity, an integrated self, created within the cyberspace, which may
differ from the real self. Virtual identities are usually more dynamic and
flexible than real ones (Nagy & Koles, 2014). In addition to identities

formed to represent one’'s persenality

velopment of virtual worlds led to the emergence of identities that go
beyond the cyberspace and may affect the real life.

There are several concepts with the help of which we can refer to
the identity connecting real and virtual worlds. This type of self-identity
may be cal ldednt“iklyéndeandhein onl i ne
mented not only with online, but also with offline personal characteris-
tics, or *
upgraded from the real one (Chen & Lunt, 2021). A virtual self and its
relation to the real one can be considered within one of three main para-
digms: when the virtual self is constructed without complementing it
with the details of the real self, when both of them combine, and when
the virtual self-identity repeats the real one (Davis & Chansiri, 2018).
However, all these options are not suitable for the self-identities formed

within the videogame spaces, even despite the fact that some parts of the

repres

composed identity”, when the

vi deogame culture, namely avatars, pl a

sidered as manifestations of the blended identity (Lim & Harrell, 2015).

In case of the identification in the process of playing videogames and

interacting with videogame <cultur e, a

life in general is not necessarily a basis for the identity formation. Moreo-
ver, in some cases, online experience vice versa becomes the main part of
the real-life way of self-identification. Being a gamer, videogame develop-
er or, for example, game journalist is the real position which is derived
from the virtual space. All cases of identities formed within the video-
game culture have their specific features, which change real social space,
economics and even politics. That is why we see the necessity of the sep-
arate examination of the formation of different identities within the vid-

eogame culture.
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Levels of videogame player identity formation

Videogames are quite unique in comparison with other media. Their
central feature is interactivity, which allows player to be not just reader or
spectator, but a part of videogame worlds (Ogneviuk et al., 2022). In many
games, pl ayer ' s -gohe adrrstive® ¢r Svenctlie ading
world itself, making players responsible for events in virtual realities,
which strengthens thelitf. nfl uence

Games, streams, platforms that produce and sale videogames regular-
ly take part in different social processes. They influence society, politics,
and even religion, in the area of which the videogame space participates
in the formation of attitude towards different denominations, establish-
ment of new religious movements, that may be based on some in-game
events, online spread of existing religious ideas etc. (Boren, 2016). Video-
games can also be a tool of socialization and establishing social contacts,
which are often maintained in
demonstrated during the COVID-19 pandemic, when videogames be-
came one of the limited ways to communicate with others while staying
at home (Zhu, 2020). The social nature of multiplayer videogames re-
duced the feeling of loneliness and distance, online videogames were a
space to meet friends — at least in virtual game worlds. Videogames were
useful to alleviate the feeling of isolation not only from the outside socie-
ty, but also within the family (Barr & Copeland-Stewart, 2021). They be-
came a means of relaxation, stress relief and normalization of mental
health for many people at that time. Thus, videogames become a new
means of communication, which, due to their interactivity, create a feel-
ing of joint activity, belonging to a common cause, etc. Videogame com-
munities are directly connected to the real world and may influence its

processes. One of the example of this is the participation of videogame

players and game sales platforms in sanctions agai nst Russ

(Browne, 2022). All this proves the significance of videogames for the
contemporary society.

Videogames and phenomena formed by the interaction with them
are parts of the so-called videogame culture. It consists of different cul-
ture products and subjects who create game products and interact with

them in different forms: both in the process of direct playing and as spec-
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tators of the playing process. The roles assigned during this interaction
s Play or stream spec

may be temporary (as in case of Le t
the specific self-identity that influences further real-life experience. The
identities formed within the videogame culture can be divided into two
groups: game consumers (players and spectators) and game developers. In
this article, our attention is focused on players as the most influential
category, which evaluates games, determines the game market and is
directly involved into interaction with products of the videogame culture.
The most common bias connected with players is their equation to
gamers according to their activities, which further labels everyone who
plays videogames as gamers. Sometimes, the division is preserved, but
without the clear delineation of the difference. For example, according to
J. Grooten and R. Kowert, the concepts of
divided on the basis of the level of personal importance and duration of
the effect of the socialization:

“

pl ay
the role acquired by the subject while playing a videogame — thus, a per-
son who has never played a videogame will be considered a player the
moment he / she starts interaching wit
cept that reflects the long-term aspects of self-construction and self-
perception, individual and social positioning (Grooten & Kowert, 2015).
According to this statement, in case of a videogame player, games influ-
ence self-identity formation equally to other media and arts; their con-
tent is usually more important than inclusion into the videogame world,
communication or the fact of playing itself. However, we cannot fully
agree with both this idea and the consideration of player status as a tem-
porary one.
To reveal the difference between identification of players and gam-
ers, we would like to st art with the definition o
presented in the work “Cyberculture. T
opinion, describes the category of gamers quite successfully. So, a gamer
is someone for whom playing videogames is a hobby or a serious activity.
This term is considered to be used by those who actively interact with
videogames within the videogame culture (Bell et al., 2004, p. 73). For
gamers, both game consumption and creation of game-related products

may be important; social sphere of gaming and competitiveness are also a
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part of being a gamer, not just a player (Steltenpohl et al., 2021); the term
“gamer” wusually marks identity connect
professional development or at least long-term interaction, the main
focus of which is the acquisition of skills and achievements in the area,
not just the process of playing itself (Milik, 2017).

As can be seen from both definition and specific features, the fact of
playing videogames does not assign gamer identity to a person. Identify-
ing oneself as a gamer occurs in social environment, and the very gamer
identity includes special attitude towards videogames. However, being a
gamer means being a player. So, we can talk about the formation of per-
ceiving oneself as a player as a core for the formation of gamer identity.
Being integrated into the videogame culture and communities through
interaction with other gamers and / or creation of game-based products is
also an important part of identifying a person as a gamer. Therefore,
gamer identity is not just individual, but also social identity due to its
close connection to the social communication and external activity. A
videogame player can be focused on videogames and, at the same time,
uninterested in representing oneself as a part of a virtual game-based
community. The social nature of gamer self-identity changes its peculiari-
ties as a hermeneutic subject of interpreting videogames from the point
of view of the videogame her meneu

o
(7]

works of art is influenced by the social groups and public opinion, and
when we talk about interpreting videogames, gamers often form their
attitude on the basis of a community they belong to; at the same time,
there is no need to take public opinion into account while interpreting
personal experience of playing, which also makes the identity formation
different. Considering all mentioned above, we see it important to study
videogame player identity separately to understand how the main indi-
vidual identity formed in the process of interaction with videogames

emerges and to delineate its difference from gamer identity.

Beytulhikme An International Journal of Philosophy

There is no proper definition of the videogame player because it is
usually ignored in studies related to identities and social roles formed
within the videogame culture. The identity formed during the interaction
with videogames is usually considered less stable than gamer identity due

to its possible temporary nature. It is focused not on the videogaming as
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a separate phenomenon, but on personal experiences and impact of vide-
ogames on one’'s self. While a gamer is
videogame culture, player may enter and leave it freely without losing the
identification with the group or community.

Players are usually divided into categories according to their prefer-
ences and in-game behavior. However, these are not the only features
that form videogame player personality, and, therefore, the way of identi-
fying oneself. In our study, we have distinguished several levels in player
identity formation:

1. Videogame preferences;

2. Manner of playing;

3. Character / personal profile identity.

At first glance, the structure we propose looks similar to, for exam-
ple, the identity structure of fans (Baker, 2009), however, there is an
important difference between being a fan and a videogame player. When
a person reads a book or watches a film, no specific skills are needed to
perceive or understand it. The difficulties may arise in case of foreign
language, unknown terms in the content, but generally, works of art do
not require additional actions that are not a part of everyday life. There-
fore, the content of artworks is defining for uniting people into groups of
fans. In case of music, movie, book fans etc., their identities are usually
connected with one group, genre or type of the media — therefore, with
the particular content, but not with the particular type of interaction.
There are no separate identities of fans of books or films, but we can talk
about identities ofr”r ofcakn sf aannsd, s“oHaa .y
videogame players, we talk about the specific social group united by the
interaction with the culture product different from other media and
forms of art and, therefore, by the specific interpretation of this interac-
tion, particular experience of it. Videogames, unlike other forms of art,

are aimed at the participation of the player in the events. The only genre

Beytulhikme An International Journal of Philosophy

that does not propose interaction at all is the so-called Zero Player
Games (Bjork & Juul , tar?s©hd ginheprodesiandvhi ¢ h a
then acts as a spectator of the real-time gameplay that happens without
his / her direct participation. Other videogame genres make a player the

part of the videogame world and, at the same time, the actor of the multi-
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component event which is quite the same for every videogame. So, in case
of videogames, not only the content, but the very process of playing and
immersion into it make a person a videogame player, contributing to the
formation of the identity based on the player-game temporary or contin-
uous interaction. The ability to interpret videogames also requires under-
standing of human-computer communication (Salin, 2018) and the game-
play as a sequence of inputs that are needed at least to start playing. Each
person may have his / her own manner of this communication, due to
which it is important to consider both way of playing and videogame
preferences. This cannot be applied to other media, because it is difficult
to describe specific manner of watching films or visiting theatres.

The level of character profile is quite optional in case of videogames
where player cannot choose nicknam

(2]
QD

etc. However, today many game selling platforms allow profile customiz-
ing, which makes this level relevant for analysis in our study. The follow-
ing paragraphs describe the process of player identity formation in detail
and reveals key features of each level.

So, when we talk about videogame preferences, it should be noted
that player identity is formed by two main focuses: preferred content of
videogames and game mechanic preferences. Videogame content includes
main ideas, balance of narrative and ludic part, and such things as general

theme, spatial and temporal setting etc. (Lee et al.,, 2014). Gameplay,

Pnternational Journal®of Philosophy

which consi sts of pl ayer’s possible cti
(Fabricatore, 2007) , not only forms pl
ways of interpreting experience, but also becomes the basis for the sec- =
ond level of player identity formation. ;
In case of the manner of playing, formed by preferred game mechan- -
ics and genres, there are differents ad]
gamer’'s) personality and preferenceﬁ’s. )
to communicate within communities and describe personalities of other ;’
/M

gamers; for players, however, they act as a feature of self-identifying and
further forming personality on the basis of previous game experience. It
also forms an attitude towards self and others. For example, players may
hawe a negative attitude towards those d
p | a y eplayer who prefers playing games not posing challenges. Indus-
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try and certain individuals also use t'l
those who are most skillful in playing videogames (Bell et al., 2004, p. 73).
Manner of playing may also vary with the dependence on videogame gen-
re, presence of spectators etc. While for gamers, manner of playing is the
necessary part of their social image, in case of players, it reflects their
character, preferences and attitude towards the game.
In our opinion, a manner of playing also includes the interest in the
socal |l ed “additional content”, such as
information, challenges connected with the game and merchandise with
videogame characters, symbols etc. Social pressure on gamers within the
videogame culture results in the sometimes compulsory interest in details
of videogame development and content related to preferable games.
However, player may ignore this content if it is not interesting for him /
her due to its optional nature. Therefore, even the interest to the addi-
tional content or the reason of its absence is an important part of the
identity formation for a player.
Tal king about ¢ h ars and hiekhames as vords f i | e, a
with some specific names, distinguishing oneself from the others
(Khrypko & Iatsenko, 2019), not all videogames give players the freedom
to choose these settings. In many RPGs focused on the narration, like
classicalas‘yFi nsadr iFeasn,t pl ayer usually czé
names, but cannot create his / her avatar in the videogame world directly.
This opportunity is also unavailable when a particular character is im-

portant for a videogame plot, therefore, the player is required to perceive

it from their point of Vi ew. Ske met i mes
names can be the option given not to e
reveal some details of the videogame \

mentioned, in which the st arting character’s name ¢
responses and, in some cases, the gameplay itself. Due to this variety of

approach to characters features, we c

’
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the videogame player identity, making him / her not only project them-
selves into game worlds, but also construct themselves from different
personal details of in-game characters. All this may influence appearance
of the player’'s personal profile and n

(e.g. Steam, Epic Games Store, Origin etc.). In case of players presenting
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themselves, chosen look and profile details are an external reflection of
his / her videogame preferences and experiences, therefore forming the
third level and completing the identity formation.

Here, the difference between gamer and player identity is obvious.
Due to the soci al natur e, gamer

S i

games and, due to the number of games played and the importance of
external expression, gamer may lose the deep metaphysical connection
between him / her and avatar in the game world. Player, in turn, is often
focused not in the external, social part of playing, but on the gameplay.
Therefore, player’s identity may

(op

Beytulhikme An Internatioréal Journal of Phélosophy
=]
o

tars and characters, but the composition of selves with whom the person
identifies oneself in the process of playing. The stories of these selves and
the metaphysical connection between player and avatar (Day, ) possible
even without customizing an in-game character, makes the player self-
identity more complicated. Being gamer means having one central identi-
ty that is preserved through the experience of playing. In case of player,
self-identity is constructed within the process of becoming, transferring
oneself into the virtual body oreve n  vi rtual creatnur e
trol. So, videogame player identity consists not of the awareness oneself
as a player and construction of a generalized self, but of identifying one-
self with the in-game character and living their lives, changing the atti-
tude towards the videogame worlds and forming the internal self on the
basis of the experience obtained from playing.

Conclusions

Videogame player identity is one of the identities formed in con-
temporary cyberspace. It is different from identities of fans due to the
interactivity of the phenomenon which lies in its ground. This self-
identity plays the key role innthe
ing role in its development.

In game studies, player identity is usually not separated from gamer
identity. However, there is the great difference between them, which is
important for proper studying videogame culture. The gamer identity can
be considered as social identity which usually consists of community-
oriented activities, such as producing game-based content, communi-

cating and competing with other gamers etc. All of this is optional for the
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videogame player identity.

‘We have distinguished three main levels of the player identity for-
mation. The first one is the level that includes videogame preferences.
Not only genres and content are important for its formation, but also
gameplay and game mechanic preferred by a player. Gameplay details
become the basis for the manner of playing, which is the second level of
the videogame player identity. We have expanded this level to not only
the way a player acts in a videogame, but also his / her interest in the so-
called “"additional content”, whi
not necessary for playing a videogame itself. The third level, namely char-
acters’
all external manifestations of the videogame player identity. It is the main
level that connects player and gamer identities, providing the transfer
from the individual and external identity to the social identity.

There is a need to continue study on each of the levels we distin-
guished separately. Being mutually connected, they create the basis for
being a videogame player and for further constructing the gamer identity
in the area of social interaction. Therefore, further research of the player
identity and its relation to gamer identity, their interaction and balance
will help in creation of the general methodology for videogame philoso-
phy.
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Abstract: In German Idealism and in other philosophers of ethics of values
who follow this school of thought, the interpretation of the mind according to
the human is mainly established on the ethical views of Kant on the main cha-
racteristics describing the human namely mind, self-awareness, and freedom of
choice. The subject in the moral philosophy of Kant is kept responsible for
both the structure of the reality belonging to the essence and the moral code as
the self-ruling rational decision-maker. From this perspective, the philosophical
rationalism of the modern period which started with Kant bases the morality of
the human upon his/her capacity of mind and subjectivity. In this period while
the quest for finding a rational basis for morality was prioritized, the subject
was taken as the source of values (values of morality) in the name of morality.
But we should remark that while the moral conception based on the human
mind in parallel with Kant"s ideat
ticized by subsequent German idealists (Fichte, Hegel) and the founder philo-
sophers of ethics of values (Scheler, N.Hartmann). This paper aims to discuss
the interpretation of ethics according to the human by making a critical evalua-
tion of how much trablein étsbkshidg the basi of mdrae

lity from the perspectives of the ethics of values and German Idealism.

Keywords: Ethics, idealism, geist, freedom, self-awareness.
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Giris

Kita Felsefesinin insan anlayi1 si, 17.
gelisimiyle birlikte etkilerinii- gdnimu
sim gecirmis ve insan, kendi sirden har
Il enir dScheler,gg98i1m). Fel sefi anlayi sitaki in:
sim Al man disuncesinde buatidn felsefeenir
Kkurgul anmasi ni kacini | maz k|Im|§t|“E_. K
ahlak felsefesinin kurulmasinda ne$Sned
yani duyan, disundrmen,edkiipidylke yserhiwd h
et mi s [Akarsd i9g4: 56). Bu diustniarlerin insan b
felsefelerinin bir sonucu olarak afl ak
aldiklart, insani Gei,(Bédm")| idduisnien ciesad e tn,
askinsal »,Ben“inin jmektadc'brz[in$<i$reil|niyra:tdiar
ol dugu so6éylenebilir. I nsanin Tin“sgl %
varl i1 ga yiukseltme girisi mi ol ar ak ,gki§i
yuksek varl i1k goéordsuniu de zoruerlu kil m
rul ngaesrieken sAhluakiudutremel ine konul@n b
varl i1 ktirr? Bu kavramin rasyonel big t a
6zglurl dkle bir iliskisi var mi dir? 2

Hemen belirtelim ki, gercekt e Geigst
ni mi Lei mptafizik soyutl amayl a eld% ed
kendi gel i simleri teorisine kadar g;eriy
Gei st dirsaritnin etkisine kapal, b:ilin
kendi belirl enmi sl irgii dgdrec ebklIrd g tkitremeakh | (E
Bu disincede Geist“in fonksiyomu, dlny

bireysel eylemlerin s6z konusu j)utu

rumu ol arak d@dee noBoemxa).i r Ahenalst i boyl e
kl as1 m, Gei st goérisitu Uremilne ohimalknn

rusunu akla getirmektedir. Gercekten
an Geist Uzerine kurulabiliru—mi?,:gAyr
r? insanin yapip etmeleri disunceye k

Gei st kur ami Hegel "ydaek | fagn knl 1a Gbizrm ed il yi

kati Il mak suretiyle mutlaklastiri |l mi
raosd de bu c¢izginin (Hdidegges) mavayps ol ar al
cak, sunu da Beallisritnneeelsiiy iFzi ckhit,e ,ve Hi
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bi Belhk tasiyan bireysel O0znelBeaden ziy
yonel i ktisanlINi tdaBeymd i chi s1 1 1 g1 nin Kant t
Ustine ylUkseltil mesi ndBanStbannkra mH-eng evia rvl e
girna isaret eden , Mntmi skKKrBEemerqyb |l 2Tk vy
Kant “1ymnichinistinde homo nuemenon ol ar ¢
sey (ding an sich) el est iBemnsSigaze Fi cht
hareketine bagl ar ken Hegel s 0z konusu
dénusidnid ahlakin diyal ektAXxr iyoa,umii oH tae
Schelling ve Hegel , Kant “1n 6znelciliic¢
get i r mi(Wihdelbandj 1957: 488). Ni t eki m, Fichte"ye ¢
Beinth varl i g1, insanin ahl aki olsusu i ¢i
tul at ol aidmak gecer|

Di ger taraftan Haemrdldgvameg aSd gkl Ini nog gan
varl i1k olarak degerlendirmislerdir. Bu
Al man ideBéidiimincesiBenpMmt lodlgusal | 1 k (
' i k) ol arak beliilriirs.i Buwe kd i snidrec ecitkeurn atba r e
lir ki boyl e Bbeinrgigleelrieski mbisrcerylis t, 0 bir i

bir O0zneye evril mesi ve nesnellsesmesi di
yonunu as ma, 6zneyi 6zglrl estirme c¢aba
Cinkiu bu diusiunceye go6re ahlaka temel (
il iskisini asan niteligiyBendheadsemsddikz o
i cindeki 6zne ve nesne olarak sonsuz e
yaratici il keyi $ 0 sBselnz'h,dedt nku(Guiplestdn, ol an a:
2010: 14725). Bireysel biling olgusalli kta ke
askiBesklendi ni , i sSBen plodrbylrayael mlar . ”
bilincine s aBneinpslibeure Wbliir etyisrel 6z gur |l Gk c¢ab
iste tam da bu yizden ahlaki bier varl.
ri kil deger eti gini savunan bie filozo
gimiz gibi bu yakl asi ma it iBedez'veet mekt e
bu , Bedm"ylaenraen Tin ahl aki edi min kaynadg
nesnellesebilir olgulardir. Berdlur umda
Tin"den bagi msi z bir mer kez ol an . K

(Akarsu, 1998: 32).

Yukari da da deginil diglii gaerbi m&taafti®z iak
idealizmin soyutlamayla el de edilen r a:
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|l enen, ancak ahl aki degerl erin mutl ak
(Scheler, Hartmann) elestirilmistir.

butdnl Ggadmpenv bruguelyastirilerin bir sonu
yaratan kimligiyle degerlendirilmistir.
kavramlari kullanan filozoflarin farkI:
yazinin bir amac] da a hidtaikiolantGeisme | | endi
kavramindan hareketl e bu farkllllgjf s e
Al man ideal i zmi cercevesinde insan@*n a
yanitini aradi g1 mi z: ismosaun 1ar a hsloayK lel gskmrlt
hangi o6zevllvgi ddo®ryiydeger yargi |l at i ni
yetiye dayanmaktadir? Ahl aki deﬁerléerir

Degerler etiggi aclisindan bak|Id|‘g|nd

varl 1 g1 ni duygu duruml ar | lzerinden ag
ddsiirnl eri ne goére insanin nesnela—varghgl
Il ar degi |, degerl ere dayal./ ol an a;ksiy
gercekl i klere dayanirl ar. Bu g&:-rc;el&likl
keni (seinsoll en) (tuns@llen)ybi:rporuinlﬂhdcsﬂarakger—gken
yuklerl er. Bu diosunurl ere g(‘jr.em—varlglgll
si1z olan dedgerl ere dayanir. ldeal =ger ¢
W by it »,dogru“ ve , gu ZBddhénskiyzary: gi9).l ar in n
Bu cal i1 smadai daggaliicsat [Adrmiami n ve fdege;rler
laritrnin (Scheler, Har t mann) ahlakln; t er
ol an Gei st kavraminin, biri rasyonrel %
farkli1 yoéne dogru giden yorumlarlnli kar
Ahlakii deal i zmin Kurulusu, Fichte ve Ben I

Al man 1idealizminde ahl aki davran5§|n
rasyonel yol dan tasar i mi yukarida da d
ol ustGeisttavr ami tzerinden emselal agmdahni
gecerli sayilan bir ahl ak iIkBeh"bﬁ:araI«
di ssal ol an her seyden ari nmi s i{jzsél y
ge dogru bir ydédnelimden (I ntention) ol
ol arak biusopBent ve bu ,Ben*” 6zglrce,
ol gusallastirmaya yetenekl: bir 6z bel.i
demektir ki ., Bé&nlrmhi kewdadi beésméleni m ve
etkinligi ol gusall ast i r makegliincdéd buol ar ak
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6zu edimsellestirmeye (Cpplekdhmbid: 7701 ar ak ¢
Fichte biri » Mutl ak Ben" di ger i ,» EMpi
,Ben"ligin vHEnpidkB@mnriani garsestalle seylerl e
kendi siyle o@eglsias egMultd akgiBrein®in tam bag
kendisiyle tam bir uygunl uk (Fichte,nde bul
2006: 118). Ancak, Fichte her ne kadar 0zne
., Ben"i birbirinden bilin¢g marifetiyle
bir ayrimdir.

Fichtedo §aya, i nsanin ahl aki etkinligin
o, bu yaklasimyla ahlakli1l1 g1, Tin"se
ol gusall asmasina dogru bir hareket ol a
bir diusunce olarakebhaman)anamar bl usaldli
6zdes tutul masi girisimidir. Bundan do
rak bilingte beliren ,Ben" diusuncesini
ol ar ak a(Copkskoh,aata: 730. Burada soéziu edil el
t s el bir varl i1k ol mayir p aksine eyl emi
bu goéruasuayle bilgi ve degeri birr edi ms
lestirmistir. O"na gore ahlak wviarl 1 gi
Il 1 k gelebilir. | &i¢Benrn"by pPaklaesii mi gin c
Sini miumkion kil an bir edimsellik ol aralk
onun saf etkinlik dedi gi mutl ak il k pr
her seyi kosull ayan bir o6zellliigihe soahi p1
cunda kendini bil mesi kosullu olacagin
bir nesnesi ol acaktir. Oysa isaret edi
dinde toplayan ve kendiliginden edi mde

birlik merkezidir (Ertene, 2018: 73).

Al man i dealizminin Bir Yor umu Ol ar ak
Ozgurl tgu ve Ahl aki Sorumluluk Bilinci

Al man idealizminin ahlak felgsefesini:
|l Ggld probleminin nasi|l cobzumlenecegi 0
ahl aki sawygllam mMdaar@ngidr ol up okFmadi §i
de sorulabilimr Doga veya baska guc¢cler tarafinda
ahlaklil i1 ktan bahsedilebilir mit? Ya da

g1 n bir o0l JBalgetjzoosa)x mi di1 r ?
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Fichteinsani n ne kendi disinda o6zgiar bir
gurl dgunidn bilincinde oOQO"'ammy@Gradg| az g Ermal
bilincg al an i(Hichte, b6t 126d e gOzlgdiirrl itk ancak
Ben"in ortaya ¢1 ki1 s ve dinsanin bunun
Bu ©o6zgirl gk dissal bir vl alirkl 1 ke Gainl dkiary. n
insanin ,Ben“liginde bulunan veé& kendil.|
s1zin hareket eden ve ayni zamakﬂda_:bilr
tir (Ertene, 2018:73). , Ben" kendini edi mdenvar, ede
i ktir. B u n u nkéndini bird edithsellk olgrak pr&ya koydu- °
gunda kendinin bilincine varabil mesi i
nesnel dionyada bir nesneye garpmaélr
kendi edimine karsi duran nesnédu dinryas:!
hale getirme c¢abasi guder . Bu da ojnun
ahl aki agidan en son amacit kur ma dl‘f;‘gijnc
birlik idesi olan mutlak ,Ben®in ygnid
Il ste bu ben ol mayka nsal rkdalrrsuil esncerksubzuaﬁ)gdaebe
gébrev olarak insana yuklenmistier. Anca
reken ayrimi temellendiril memis gt’)rgtlnme
ahl aki ., Ben"e yiukledigi ot onomi dU§Unc
seyin"dBe basl ayarak ,Ben*" i ¢cin ol mas
(Ertene, 2018:89). Fi chte ic¢cin saf ,Ben*" dol‘:‘ayls
bir ilke niteligi tasi maktadir. O"rﬁa g
ol arak zorunluluk T ¢teéekmdliildinrc.i (S[bmaﬁu'l o
(Tatsache) wvarli1 i nda degil, bilr+ edi me
Il eni r . Tin"in akil ol ar ak etkinligj<i'1 mu
ki tdm belirlenmislikler, iIkesini; k e
atar( Oks iz amy. 296128 konusu aklin nrzerk bi
l anabil mesi icin onun kendi disinda bi
gerekmektedir. 5

Ote yandan Kant"i1n ortaya kOeydug”]m S €
nomenler dinyasi nda kendine gercekl ik cﬁaza
tasavvuruna dayanmaktadir. Bunda-bagl
siuncesi aklin otonomisini, do!l &y 1 s1yl a
masini ve buna agl. ol arsana sd @ 1 ke raygmlaumla
tadir. Fichte, Kant "1 n bu goéridgine day

Beytulhikme 13 (1) 2023
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Ziya Yavuz

dan ol mas.| gerekenin, Tin"in doga ile
ortaya ¢l kacagl! ni savunmakt adi #m-. O" na
me | i arayacak wel kegti nmeyndikekendi . Be
meye c¢ali1isacaktir. Bu yodénde c¢alba gb6ste
meni n bir kosuludur . Ozgurl Gk i desini
., Ben“liginden geldigini savunan Ficht e
yetisinin bi r ¢ abasi sonucu ortaya ¢I kmaz. A
bakil diginda vicdan duygusuna (Gewi sser
bir olgudur ( Ok s Uz am61602 0 IF8 chte dzgurl ugu ac1 k
i ki tarl 0 temsili dwignnbel ibuinémirdaal il ik
yoluyla 6zgur edi mde bul unma, iaki nci sir

't edimler oldudgunu savunmaktadir.
Ote yandan Fichte ,Ben“in kemhdinde b

|l ak yasasina temel ol mashamgyascuangiami sai
nur. Bundan dolayidir ki ahlakyyasas:!
naktan beslenen bir il keye goreld ol ma
béyle bir diosiunce Kant“1 n ortaya koydu
anl ayi1 si1 ma yFabcahncei"dyle goére di ssal bir o
yasa insandaki sorumlul uk duygusunu ge
luk ,Ben"in bilingli bir c¢cabast+na daya
ceklesen insana veril:@ bianaht aki | yeae
firndan verilmis olup ahlakilik bilingt
dogaya dstiun kil ar. Boyl ece inskan di ss:
sel til mis( @Ksanakeamsetd72 0 B&I kabul edildi §gir
asan vebaywydsayml arak gerceklestirilen b
yoneli k ol acagi i ¢cin, nesne dinyasi nda
Gzerinden degerlendirilecektir. Ki zat
. Ben"in taninmasi, i nsan daaddan@ak-Gst i bi
t a dAlbayrak, 2018:51. GO6r 0l dugu Uzere Fichte ins
ahl aki sorumluluk tasitmasini askin bir
Fichte"ye gb6re o6zgdur bir bilince sa
» Beinfssani n doBayanhAphebhkgidadenin bu sek
di s bir wvarli ktan tidretil mesi degerl e
Cinku biling insanin bir nesneye yonel.i

yetidir. Kendi hakkindaddius Bemé-i aor Haddi
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l enim c¢cabasinin nesnes iCasdr@, 19610294). edi | mi s
Ote yandan tasavvurumuza yansiyan diny:
yarati |l maz aksine onlar ,Ben"itk eyl emi
tenvarolus halindeki sey sadece kendi o

» Mut | ak (Weiechedel do14: 239).
Benzer bir yakldajg@HJmchheUbirdge“ig&')rul

Ozgiiurl ok, bir biling¢g durumu olarak—ab[ltl'
ol dugundan ,kisi“lerin iradel eret bit ldn
sir. Bu demektir ki » Mutl ak Ber", gér[]\
nim edi mi ile degil ayni zamanda ,,kgi§i“
ol ar ak or@®lalst,@onsgxpskarSchel ling“e goéore , M
gordnumiu (erscheinen) her seyden ('ﬂgce
6zglr !l 0k, en ic¢csel ve mutlak 6ézneniin n
(Soykan, 2006: 132). Ancak,bu yakl asim Schelling"de d
insanin 6zgiarl aggidnid, ,Mutl ak BEaﬂ"ir]; det
fizik anlamda da gecersi z kllmlg,t|r,3s
Fichte"den Hegel"e Iidealizmin Geigst [
Ozgurl Gk :
Ahl aki | deal i zambirfkavraneol@l Geit d U iimc e Si
Hegel diyalekti ginin ayni zamatkda \:arol
tadir. HegeélyailmkGegst kendi kendisiyle
kavram diunyasi, her an degi sen cisi;mle|
kendisinde birlestigi ., Ben"in dUnyES|
. Ben" hic¢cbir degisi kli ge Bd@ylaenaban< bl k
kavranisi ,Ben"in kendi kendi sini (*»Re f |
Zira ide kendinde varl i ktir (Ansic&sei
olan (Anderssein) varliktir. Sadecé , Be
var |l isktei rHegiel e gére insanin bm o6zelli
daki moti fi hem mant i1 ksal hem d&e dd:\(jal
t a dAkdrsu, 1994: 79). ;Z’
Hegel "in, Tin kavraminin arkasinda kezé
yatti g1 ni il eri sidr mesi , Kant "1 n askin
olarak ka b u | edil se de durum bundan farkl.
askin bir yapr veya tim tasar i immkara es
yorum" degil, aksine o6znelerarasi bir

Beytulhikme 13 (1) 2023
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r il kedir. O"na gorid immiclei e ck v r arminn
ndine verebilecedi bir sey degil bil
nda ulasilacak bir durumdur. Bu ol gu
ci s anl ami (degel, Zo8asse7ma Ktaand 1"n n i nsani b
arak goérmesine karsin, Hegel didsince:
esned legmecinde bir arac¢ konumunda gbé6
emel de Tin"sel bir toéz olarak tgor tr. (
ak) olarak surekl:i bir gelisim iceris
bu gelisimeztegentame igdéoyeal ekt edginBuna
potansiyel hal den akt el hal e, kendi si
dissallastirarak gecer ve bu suretle Kk
tari hsel gel i si mdeki biricik zor-unlul ul
tiimeye dodru ilerleyen 6zgurl dggn zorun
sel zihnin 6zgurl dgunden YHegelizothi reyi n
503). Hegel "e gb6re bireysel Tin kaendi ger
sinda yine kendinden dogan o6zgurl ok il
cabasi onl ari1n bira elyil relmi k toel ae yalke nadl el kni
di kkate alindi girnda ,kisi®* ancak bir

bireyin kendi 6znel li gi mutl ak Tin"in

f or mel ol arak kalacakti1r. Di ger taraft
varolu s 1 ¢indedir. Ahl aki toz eyl emsel ol
Kendi Uzerinde diusiunmeyen bu toéz dogal
ne verilmis olarak halk Tin“iniin sonl u
tir. Boyl ece mut | akhaTkiinkatn oslodnusguuz oerytl ae
Bu durum halk Tin"inde oldugu gibi s S
., kendilik bilinci“ne sahip sonlu Tin*"
eyl emsel ol arak ahl a@egel,hdsb: 92thf).Hg-ada ger
gel “e go6re ahl ak, bir baki ma bireysel

nenin evrenselligi dolaysiz etkiledigi
Ancak nesenelkl ebsimme dizendeki formel yasa
(Hegel, 20132: 459). Ahl aki o6znell ik, yani ,kisi®
icin il kesel bir 6dneme sahip oledugundar
ri sadece tarihsel bir kazani mrol mayi1 p
Il ar . Hegel "e go6ére ahlarkibagtks esti sfhedke nay mail
manda O6zgurl 0gu insa etmek anl &ami tasi

- —* 5 0o« O X T
- ® < @

i

r
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siincesine yetenekl:i ve Ozgilarl idge vyat ki
var |l 1 g1 (Hepgelr201ak48d.r Hegel i nsani 6zde va
bilincinin devletin yasalarityla uyumlu
bunu iradelndzayirdiwgiinvasf. ol arak nite

Fichte"de de goérdal duagia uGzere, ashl aki ot
t 1(Kala, 2018: 150).

Di ger taraftan ahlak yasasinin f—EE)rme
Kant "1 n kategorik buyruk diosundesiyl e
taet) kurd u u n u , ancak bunun topl umun atl aki
dahasit O6znelerarasi il iskiye temeliolar
i nsan, bireysel 6zglrl 0gunid kaybetAmmede
degerlerine sayg|ylakka{tmIamll@lkn'ﬁjdoi‘lgeryda
vusacaktir. I nsanin bu sekilde kendi (
eyl emde bul unmas:| ayni zamanda onu:n k €
gelecektir (Hegel, 2013b: 51). Ayrica Hegel, ahlakiz fe
mas | icin nedenselligin, 6zguir ledt k ﬁolu;
dir (Bozkurt, 2014: 180). =

Hegel , Tin"i kavramsal vyoldan aglgklal
icine alan , Mol aalkkTismhimakt adu e-. Onhun
rekliligin (tunsoll en) gercegi ngc:UrI[
Tin"in nesnellikten &Ketvednl20m3g). Breci §i nd
baska deyisle, ahlaki dunya, ahlaki ac
varl i1 grml 1 &d@ali |l vakisinde ortaya ¢i kma

Tin“in hakikatinin ger(Roeknbresotoird)i | mes i ,

Bu acidan bakildiginda, ,06z biling", 0°c¢
Odev bilinci esasen biIiiridisrkiItJe-nd)iIEamzk
minin nesnesini olusturdugu ic¢in e;-qdims
bu edimsellik, akli1n ve duyumsamangln }
birlik durumu olmasi nedeniyleyahl aki

|l ece baslkanmada skagti yle ahl ak igip:n y
birlikte saglanmis ol maktadir. Il ste s0:
di ger bir parcgcasi ol ar aKHeglkzon:k49.i z ahl a
Ve bununla dogrudan bir iliskiaicinde
zanma S | , Kisi“lestirme yoluyla gercekl es
lebilir ki Hegel "in ,kisi?"si topl umun
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ahlaka gore edimde bulunan bireydir. (
» Kisi“de goéruntse c¢he&rair. hgrKhagndgini mi rahg e

degi |l dir. Cinkad ahl ak . Kisi"“sel 6zgdr
(Bozkurt, 2014: 174). insanin ahlaki bir ,kisi®"
onun ancak bir toplum icindeki varl 1§
olabilir. ey nboploumsadi rdidzeni kendinde
birisi degi | bilakis toplumun bdir Gr dni
celeri somut bir ahl aki toplul uk ol mac
ol ustur maz. Bireyin toplum aciassiinndan Kk
onun ahl aki ve rasyonel iradeye kar si
i saretidir. Yani ahl aki irade, vwinsanin
tul masi degi I, onun toplumsall asmasi v
necek olursa irade, bireyinduyg us al diart dal erine karsit &
Gzerine doéndiordl mis ve boylelikle de t
ve ayni zaman@ast,oosr7e.ysel | i ktir

Scheler®in Ahl aki Edim Merkezi Ol arak (

i nsanin ahl aki sayiillaieylhemkkersi niar a
bul goébren bir otorite olmaksizin hangi
Scheler acisindan bu sorunun cevabi Fic
l arina karsin Geist kavraminin duygusa
O" na Qeodirset , ahl aki eylemin arkasi ndaki
rumlarinda ortaya ¢I1 kan, i nsani i nsan
goreli ol arak degerl endi gi bir merkez
yasama z1t 0 (Scheter, 199i8:r67). i | Keeidsi tr, gercekte
sayn temel 6zelliklerinden biridg-ol ar ak
sinmesiyle ortaya c¢it kan bir ni¢teliktir
ketsizdir. Gei st , bir bakima yasam itki
de gu¢ kazanan, kesadilsimgi aidSchaléerj bi 6z § e
1998: 88). i ste insan aslinda kendi si ol an
bulunurken kendini asabilir, kdandi sini
nin nesnesi yapabilir (Scheler, 1998: 78).  Schel er , ahil-aki n i1
g1 ni » Ki si “li k tem@&dlhellereriimebu nyakledsn
. kisi®“, Geist"in ortaya c¢i1 kti1 g1 bir edi

Ancak, burada edim (akt) il eneyl emi
dirmek gerekmektedir. Ozl eri aclsindan
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bir ger ¢cekl)esdmuer ufmualdlaz uogr t aya ¢&i kmakt ac
l esme refleksif bir tarzda oldugdundan
ol sal ar dahi herhangi bir allgkarsm,i n (i ¢

1962: 14). cunka, ahl aki eyl emi gerkicek| est |
. Kl si " Ben bilincine bagqlGokbip, ceodd
25). Ve sadece, Scheler*“in insansn 6zgilr
terdi gi bu ,Ben*" bilinci i nsanan eEIem
pabilir; bu tuarden davranislara de§er
bir troazk oanal ast1 | mamal 1 dir . ,,Ki§i",8ken
edimlerdeki idelere yoéonlendirem ve=-onl
mudur (Scheler, 1998: 96). :
Schel er her hangi bir alglnln[]—kon‘g.lsu
syye aslinda Kant"1n, bt &mi al ditalgd nal ra st
mayan ancak objenin birlik ve (‘jzdeggligi
itiraz etmektedir. Schel er " e g(‘jre,;akt
baglantisi vardir ancak burada akt,isadt
dislUnctaya oc1 kabilir ve ,Bent" birgobje
ol arak tasarl anamaz. Bu durumda ,,k§i§i"
il ke) bilmenin ve bilincin de o6tesiznde
ol arak karsimiza g|kmhktad1|sra.n|Burﬁct‘;bL]mde
yonelim ol madan edimlerin ne oleduguy anl
rini Zamanin vV e mekanin i ¢cine do@ru

(Akarsu, 1962: 20-21). Ayrica Geist"“a ait yasatar,
ol ustur anuywarsladra.r iIbiager tar aft ain bigreyu

duell e I ch), yani ., K1 si “, di s dUnyaoya \
gi bi goreceld degi | mutl ak bir kavEamd
mimkin ol an her §eydemsam1ym1tldajrgajlmtéed|ri
gi bi askirn edimler.i deger yarg|r5|ni'5n n
dir. O nedenle boéyle bir ,,kisi"lesztirl
ahl aki yasantisini bosa c¢1 karmakt ado r.

Ote yandan Schel er, . kidg@ih'a Iém\cregqrmlrln(
idealistlerinin bir gerceklesme- for mu
rami ni da insanin insan olusunun bir Kk
onu reel yasantinin sinirlari di si nda

yapan bu“ddrkehagrkdlcdtl e i nsanin hem dus
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Ziya Yavuz

akt“larini da ic¢cine alan ve kendisi ne s
her seyi nesne yapabilen bir il kedir.
dair ne varsa binyesi ndekabar 1 nsdekrldingde
ayr i1 ma t ab(chelerpdow: yo)mat st e, sdéz kionusu G

ylcl sl olarak ,kisi?", kendi yasanti sin
durabildigi, onlari1 denetim altnnnda tut
l ere karsi dnektawvim.tdkismabibloyl e bir g
Gzerine toplayarak yani bir (Sclerh bil i
1998: 71). Bu nedenledir ki bir Geist wvarl:
Gzerinde ideal bir dinya kur mamkabil iye
I i ldizgeildi r . Schel er, Kant "1 n aki|l f or ml
dayanan eylemlerinin bir sijesi oldugu
Geist“i1n fiziki dinyanin realitelerind
savunur . Hegeleli m,) uBiumui matk&n infdsa ki gor
Scheler®e gor e, insan aklinin biatidn vy
i cinde ol uslAkarsu, 19942 164).si HRerrl anacagi ize
. Ki si “yi bir akil varl 1 g1 (Verpounftoper

luyla uyan bir 6zne ol arak diosunmistd.

Scheler “e go6re , ki si nin kendisi hic¢cbi |
. Ben“in bireysel yasantil ar i ni i ¢ goraua
etirebilir. Bir birlik ilkesimolarak
erde goéridndugi gi bik rieleils kyiassia nitc¢iidnadkeik ik
e birlik (Akgsunggxers79)t uDamedenl e Tin“sel ¢
aline getirildikIleri icin ,kisi® akt™
hl aki ., Ki si® ol abil mesinin en 6dnemli
lusudur. Cunkd ,kisi® bir anl am birli /¢
i msel edimlerin gerceklestiricisi ol a
u bakirmdan ,kisi“ anlam birligi ol an
» Kisi®™ ol abiilrmedicniitni kWaes lommum baskasi ni
erini kendi sininkinden ayirt edebil me
z

erinde hakimiyet kurabil mesi @i r. Ahl

c:

nden bir tanesi de suphesiiznsamiuuml ul
ndi varl 1 g1 ile bir 6z iliskeisi i ¢cin
ndir ki hesap verme il e ahl alei aci1 dal
r“in:iAlldeki yserumlul uk, akt"a ari n ge

—a x =
® @ o

Beytulhikme 13 (1) 2023



Al man idealizminde Ahlaki Eyl e. 31

nin kendi ndlnmafsair kwvendtau f ar ki ndal 1 k bili
gercekl esmesidir. Baskasi karsmsindaki
da kendimize karsi sorumlu ol may! da ¢
ahl aki yasanti ni n o (Schdez soas: 507). Buaifa- kosul u
deden de anlasi |l acagr uUzere Scheler, , ki:s
bilince goéreli eyl emi birbirinden ayr.
Scheler~de Kisinin Ozgiurluagio ve AhI—E:aki

Hatirl anacagi! izere Kaetbubugdanl| Ggi,
nitelik olarak tanimlamisti. O“na @9ore
ahl aki acidan sorumlu kilarak ona ©Hdev
Oysa Scheler icin (ileride deginecegi m
0zgur |l 0gun mdca kil mmamisn duygu dukﬂyasg n i
lasim goésterilmelidir. O"na gore (')'z;g[]rl
olan ,kisi“nin bir yuklemidir. o nfdenl
mutl akl 1 g il e kar|§t|r"magmablilddlerg.ergterrk
degerl er ol malarina ragmen ,kisi“nhn 0
,kisi® zorlanmis olarak ,iyi" ®ir davr
Il em ahl aki bir davrani s ol arak kabgl e
bir ,rkaifsiin'datna i r adi ol arak gercekl estir
Il er bu noktada birisi kisisel @—(‘jrl'j|§ ot
mi si ol mak UOzere iki far kIl i ot onomp g o
dedger anl ami acisindamebiki seyins&gndl
da ,kotaoar ol mas:i cok bir sey ifade etn
(gbébrius o6zgurl 0gud) ve ona uygSethder,davganm
2007: §515). Scheler"e goére degeri 6zgdr §rad
l arinda ofkagan“t@doyanNe aki| ne ade gask
tamaz. S6z konusu ,kisi“ UOstaun nit:glik

ve bunu davranisina aktararak ona ;bir
objektif bir nitelik karandikisi. | Okaig
alan onun 0 z@dikud, fioks3:1a9). ani di1 r p:
Scheler®"e gore ,kisi® ne Tin“"le ve ol
Genel ol arak bir insan da ,kisi® degi
(Voll sinnigkeit), olgunlasmayd@ma{ MUndi gk
Yyl gerektirir. o, ahl aki edi mlerin ger
edimsellikte degisi me (Bochensimorg: 170)l ar ak o
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Ziya Yavuz

Bunda dol ayirdir K i i nsani ahl akl vey
kotid olarak nitelememizi safitegranddgegel
l erdir. S8z konusu degderl er » Ki si“nin
gelen degerler olup bunlar yalnizca in
degerin deger yargil si ol arak ortaya ¢
yasanti da kvaihiklaorum$ganmasi ni ger ek
degerler, bilincgli , Kisi“lerce bir nit
Boyle bir iliskisellik basta insanin k-
baglantil ari ni da kapsamalkitaldiisi. PMPemiicl
hem de degerlerin siradiz@®ifin 2a£ 1 S1 ndan
14).

Bu acidan bakildirginda ,kisi®%nin ahl e
yin ahl aki aclrdan gecer|li ol up eol mamas
rininomeynikin oldugu goéridlecekkir. Bu
sek deger mutlakl i1 k anlaminda ahl aki de
ol arak L,kisi®"nin kendisi de en yuksek

ol usunu deger duygusu Ugériendarst ac iaklla
degerler ol mak Uzere degerlerle tasiyl

t1s1 vardir. Nesneler kendi basl ari na |
insanin iradi eyl eml eri . | Yy i(Stheler,eya , ko
2007: 113). De § erede eerhangd durumda bulunurlarsa bulunsunlar

her zaman 06z iliskileri ile birlikte ¢

yasant i ni n (Boehdnekf, dorg:a6k)ur | ar

Daha once de deginildidgi gi bi Al man
,Ben" dislincesinin ydaomda faegktI| ki kIl act

tedir. Ornedin Kant, insana deper bicger
s el bir akil varl 1 gi ol arak el e al mist
bir organizmaya katilan deder Ol c¢clsinde
yiksek ahl aki degeri tasityan ,kisi“nin
topl umsal ahl aki didzen vardir ve insan
verdi gi sirece degerlidir. Yani ., Ben®i
kendi ni ger ¢cekl egstliirgmensin donun cakl al ¢
Ancak Scheler i¢in bir 6z varlir§1 ol ar e
I idir. Hatirl anacag!r Uzere Kant insani
tant ml ami st . i ste Scheler i eKanmtc"tan
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sindan ,kisi?", bir deger kofkasw degi |,
1962:95). Bununla birlikte o, ,bir defalik"®
bireyselligi kendi amac¢salli grnin da bi
Kant "1 n bireyilisti adlkirnnéake |l divainadg
birlik ic¢cinde tani mlanmasi ni mumkun ki
6zne, akla uygun bir akt eyl emi ger ¢e
Ahl aki , Kisi®™ ahlak yasasina inadi—aola
st ndan Kasntte" 1 n yapi |l mas.]i gerekenin #orm
bir yasa ol masi duslincesi ol sun i stoer s
askitn bir aklin modusu ol ar ak dUgUEmel
genel ahl aki bir eistiltil liikgiu gk lusiat Iba reeky sy
mak i nsanin ahl aki acidan geli§meé;ini
bireysel bir ,kisi" olarak degeri .kend
gbre eylemde bulunmaktadir. Ahlakig acil
gormiukiakluaall arla birlikte iste b;u d
(Akarsu, 1962: 98). ,3)
Geist"1n Somutlastiril masi ve Ahl aki
Yoruml anmasinda Hartmann Ornegi g
Degerler etigi aclisindan idea—lizEIin
fir ndiatminb eyl emlerin kendisinden dogdug
tanit ml anmi s ancak Geist"“"in somut v;arll
yapltl amami st . Ay ni gel enegi sUrdU;en
her insanin ahl aki 6zne rodimai k('j"zebiI:I:iigrim
(Sel bstbewusstsein) isaret edere: Sé&z ko
rin bilinci olsa da Tin bundan fazba b
reel butdnl Gglne baglanmis bir dzné ol
bireyinent e me | karakteridir. Onun em o&6neml:i
dinden hareketle kurabil mesidir. Ayric
oznelliktir. ,Kisi“"sel Tin dis diunyada
nesne bilinci sayesinden hgea’bazsamaingpzdnudrel
. Kisi ™ kendini edi ml er i icinde asti1 gl
daha GOstidn bir nit el Bdchemki,zom:2gb)z glir yapil s
Filozof"a go6re insanin ancak ikendi si
si “sel fenomen, i nsanunhumivéndpapapi et i
i ¢ckin, en t emel il kedir. Boyl eebir bil
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Ziya Yavuz

sinin temelini kurar ve insanin davran
bir fenomen olarak varli gini surdar ar .
s Kilsidzsglur!l 0k il kesi ol arak insianin 06zcg
Ci bir gic¢ veHaytmangigq9:m®r20.e zSadhagluer “de ol
gu gi bi Hart mann da ahl aki saylal an eyl e
y I da ,kisi " degeri ol dugu dusi@éncesini
davranisin gerceklestigi eylemin bir n
tarzini karakterize ederl er. , Ki si*®
Scheler“in de vurgul adi g1 nptivdbddicih er ahl
birer giuc¢ ol armakHanrtrmaygran“ca kadgrde i nsani |
rini®* birlik ic¢cinde tutan, » Vi &édan” di
i ngl i bir i ¢ bilgi (Conscientia) vard!
Geist"i1n ortaya ¢ KAkarsg, 1962291 seé @i mnmamk @ :
icinde var olan bu kendiliginden bilin
dodgruya il et en(Hirtminn, thz9e248l i i mi zdi r

nin

Hart mann“a gore ideal anl amda ol mas.|
ken aktiel bir gereklilik formu kazani
birbelirl enim altina girmedir. Cinku akt
ren biricik temel yaptr , ki si nin kendi :
ait bir deger olacaktir. iste ,kisi"ye
gercekl i ge akt greikkl a&dnr rbiyrarcd denr wegearhl ak
nit mdi r . i deal yapitlar ancak buryoll a g
I ar . Yani , aktuoalite kazanirl ar. Kant *®
mann“a go6re reel varl i1 k bir batidn ol ar
kusatir ve onlar. bir arada tutar. Ayni
gercekl ikl eri bir arada tutar. Reel %
gercekl estirmesi icin nesnel bir fenor
nesne iliskisinindadi sideal bol maduguwer e
bagi msizdir. Buna karsil i1k ,aktuel ol m
isleyisiyle 6zneye bagimlidir. iBu demel
l'ik formu vardir ve ,kisi®" k“refedr nvuanru 1 k
bir arada tutan temel il ke olarak zoru
ol an degerler, realitedeki ol gul ar kar s
iliskilerdi dizenleyen metafizik bir ba
bagl anmeslt av,artler g1 ni hi ssedil misidedgerl e

Beytulhikme 13 (1) 2023



Al man idealizminde Ahlaki Eyl e. 35

sinda bul ur. Bununla birlikte o, yine ¢
Burada da gordaldiagda gibi ahlakinn sorun,
daki tutumunun ne o lrmvhiski eylank kastledi-i § i sor
l en sey, her hangi bir degerin gerekIlild@i
degeri amac¢c formuna sokarak hangi ger ¢
ve ona gor e (Hammannaipsmads).n dAml aki 6zne ol ar
basina bitin gerced Naeallkdanya—niBEddQ
yan ve onlarda eksik ol an gergeklig‘gi (

ol an bu ('jzne,*.,,IOiegjie“rdierri(Fmaartsadn')zikg da:
kavrayan ve onlar UGzerinde etkian of-an I
. . . . -

fizi k giuclerinin seviyesine yuksell-ti g,. B

S | olan dzneyi, ayni zamanda ahl aki 0
(Hartmann, 1949:187). K1 saca soéyl enecek olursE\; s
ahl aki deger tastyircitligr, ,,ki§i"|iggi C
Di gttear aftan Hart mann, Kant"taz—old;ugu
gurl Gk ayr i mi yaparak baska bia bef[irl
tion) varl i1 gt ni, degerl er alanlnl—cg b i
(Bochenski, 2019: 252). O" na goére ahlaki , ki-si "g i d
hangi barafsierydan belirl enmemis oIa-g:ak
hareket etme o6zgiurl tgiuanda duyma5|yI§ or
altina sokan da bu baskasi t(Akraral,f|nd;>an l
1994: 183). Buna godre, i deal didnyanitin bir‘; gel
nedensel bel dal egmicglril kIl dg$ nn, var i k
yukaritya dogru geci sli ili§kisiiﬂde;bull
gini gobsteren gerceklikleri ol an dgger
ve O6zgur iradesiyl e, k d rechii mmi, ad uy chtag B oc
reel dinyadaki (H{amanﬁ,m49§6|43n645).bélnisralneﬁ i ¢
dinyasi| i ¢csel ol gul ari1n aki si i(;in:qde b
gerceklestirip gerceklestirmemek inzfanl
o
=a}

“Kisi” (Person) kavrami, Alman idealistlerinde
6neml i kavramlarindan olup bu kavram Hart mann
Hartmann®“i1n “kisi”"si, haRl matidededlair&themnilmadark, ve
icinde bulunan bagimsiz bir varliga (6zne) isar
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Sonug

Buraya kadar yapti g1 mi z igredelbeeme dbe K
man idealizminin ahlak anlayisini ve |
besl enen dederler etigi filozoflarinca
ayni kavramdan (Gei st) hareket reden fi
dir . Eti ki hgehsehdaiminsana di ssal ve as¢
varl 1 gi (Tanri1) Dbir postulat olarak al
6neml i 6zelligi ol an ,akil “dan igc1 kar ma:
gi, Tin“sel bir al ana Xxkebkledie kutlikn s ana i
bir gucin (Tanri1) etkinligi ol arak el e
da insanin ahlakli 1131 ni, dini i nancin
. mutl ak giuc¢" olan Tanrit nin insanda ve
kendini gercekl estirmesi seklindeedegerl e
gin, Fichte"deki soyut . Bent" idesinin
eyl emde, giderek Tanrisal bir niteliKk
Tin®i diyal ekti k bir) vyaaekll agnimliaz errd snrdes 1
bir guce baglamaktadir. Ancak ahl aki €
yiukseltil mesi (mutl ak anlamda Eyinin v
Ci mi ol maksizin kendiliginden g@gercekl e
siyle gremgsikl esklienen eyl emlerini gecge
idealistler bu yakl asi mi soyut bir , B
béyl ece insana di ssal olan ©bir gucid at
nedenle boyle bir ahl aki ryoeumelhrdkendi r me
degerl endirilebilir.

idealistlerin, ahlakiligi, vukar i da
rinden yorumlama gi ri s isamuihae filozoflarcd e § e r mt
. Ben“in somut bir ahl aki varl i1 ga isare
insandan alindi g§i gerekcesiyleael estiri
nin mutlak gercekl i kleri ol arak go6ren |
ahlaki davr ani1i s1 n deger determinasyonu alti|
insanin ahl aki sorumlulugu ancak boyl e
nabilecedini savunmusl ardir. Yani onl a
varl i1k olarak Tanrininewiacil 1 degi ladil mki
determinasyonunu ©O6ne c¢lI karan buw fil ozof
1 g il kesinden hareket et mektedirler.
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edim son noktada insanda dogal aol ar ak
ntm yoluyl aa pgeactiirki I'hmeeysat eyl emi di r . Bu
ahl aka temel olacak ,kisi" diuslincesini
al an Hartmann hem Kant 1 n belirasi z bir
listlerinin ,Ben" ve Tin sonibidkivere !l er i nd
ma doénistarduoga , kisi* dislncesi nden ¢
»Kisi®™ somut gercekl i gi ol an vek—biﬂ?tm
tir. idealistlerin aksine, insanlng*nesr
sey onuponl breakt &endi si degi |, sadece‘; bil
ettigi gibi nesnel Tin, insanaaait=-=bir
kiligi kuran il ke toplumdan, kUItqfrden
(Tanri1) degil i nsanin bizzat kendis;inde

Di ger taraftan ahl aki 6zgurl 0k pxobl
acl kl anmas. en zor ol an sorunudur.: Al

gotiadrdiogimuzde Lei bniz"den baslaya}ak
kaynagi ve ahl aki éngrllmkbisermlunﬂhdg'

ral mektedir. Ancak go6éridyoruz ki b-g; go
icerideki di sa kapal bir monaddang gel
6znenin iradi bir fonksiyonu bulunn:az.
6zgurl Ggu, nbae tedrik birzkurdu alarak teleolojik determi- =
nasyona goreli se¢me glUcli ve sorumlul
ol maktadir. Bu argiumanin sorunun c;g’zi]m
en azindan degerl er etigi ac¢i1isi1ndan, S
Ote yanddan zLesonrasinda Kant“1n aihlal«
ileri sitrdugid dogal determinasyon diI $1 |
l erin kendiligindenligi il kesine g&jre
iradenin kendi belirl eni mi hehdindenda;;ijzg
bulunan bir o6z nitelik ol arak kendj k C
gerektiren bir ozgurl ik anlayrsidirl. Bt
eyleminden sorumludur. ;a’
Kant "1 n ahl aki 6zgurl ugu akil da aran
., Benl"¢i bzdes tutarak doga diunyasinda n
sonsuzca var eden mutlak varli1 g1 n harelk
bir doga wvarl i gi olarak insana ©6zghu, o

dista bulunan neden amahda Kemlindeki In@and mi s | i k
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belirlenmislik parcasini bir arMhada tut
mak degil aksine bir ©6ze baglanmaktir.
bu 06z, insanin iradesinin baglandi g1 as
st m nadpasdliriradenin dislandi §i acl kgca
Hegel de ahlaki ©6ézgurl Ggu, Tin®"in 6zghur
ol arak bireysellestigini savunmaktadir
yani kendisi