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OZET

Yirminci ylizyilda ortaya ¢ikan bilgisayar teknolojisi, mimarlik alaninda mekan
kavraminin yeniden degerlendirilmesine yol a¢mustir. Bu ¢alismada, sanallik-
gerceklik baglaminda ele aliman mekan kavrami; fiziksel mekan, bilgisayar
teknolojisinin iiriinii siber mekan ve zihnin iiriinii sanal mekan olarak ayrilmistir. Sanal
gerceklik teknolojisi ile deneyimlenebilme olanagina sahip oldugu icin giiniimiizde
sanal mekan olarak adlandirilan Metaverse platformlari, internet ortaminda,
eszamanli, siirlayicilarin olmadigi, “bulunusluk hissi” ve “dalma hissi” yaratan sanal
bir ortamdir. Sahip oldugu NFT teknolojisi ile, degistirilemez sanal varliklarin aliciya
sunulmasi i¢in tiim platformlarda ¢ok sayida sergi mekani olusturulmustur. Calismada,
sanal ortamda mekanin, fiziksel ve siber mekanlardan hangi noktalarda farklilastigi,
fiziksel ortamdaki 6gelerin sanal mekéanda taklit edilmesinin kullanicilarda yarattigi
etkiler, kullanicilarin sanal mekanda bulunma hissinin ve mekanla olan etkilesiminin
ne Olciide gerceklestigi, platformun sanal ortamin sundugu sinirsiz olanaklari nasil
kullandig1 ve saf sanal mekan kavramina ne derece yaklastigi sorularina cevap
aranmistir. Calisma kapsaminda, Metaverse platformlarindan, biri “Spatial.io” digeri
“Decentraland”de bulunan iki sergi mekani segilerek, 6zelliklerinin hem kendi i¢inde
kiyaslanmast hem de fiziksel ortamdaki mekanlarla sanallik-gerceklik baglaminda ve
sergi mekanlar1 6zelinde karsilastirilmasi amaglanmigtir. Alan ¢alismasi ile, 25 ig
mimarlik 6grencisinin VR araciligiyla bu mekanlarda verilen gorevleri yerine
getirmesi saglanmis ve katilimcilara, caligmanin veri toplama araglart olan
“Bulunusluk Olgegi” ile 2 adet acik uclu yapilandirilmis goriisme sorusu
yoneltilmistir. Elde edilen veriler igerik analizi ile desifre edilmistir. Calisma sonunda
Metaverse platformlarinin soyut ve alisilmadik mekanlar barindirdigr fakat bu
mekanlarin fiziksel ortamdan asina olunan mekanlari/dgeleri/eylemleri kopyalama
egilimi gosterdigi, fiziksel kisitlarin olmadigr bir alanda sanallifin sagladig:
avantajlar1 tam anlamiyla kullanamadig1 ve bir¢cok yonden saf sanal mekan kavramina
yaklagamadig1 sonucuna ulasilmistir.
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ABSTRACT

The emergence of computer technologies in the 20th century has prompted the
reevaluation of the concept of space in the field of architecture. In this study, the
concept of space that is investigated in the context of virtual reality, is categorized as
physical space, cyber space the product of computers and virtual space the product of
mind. Metaverse platforms, which are considered virtual spaces due to having the
opportunity to be experienced via virtual reality technologies, are synchronous,
unrestricted virtual spaces that provide a sense of presence and immersion on the
internet. Utilizing the NFT technology that is present, numerous exhibitions across all
platforms were created to present the non-fungible virtual assets to the customers. In
the study, the differentiation of the virtual space from physical and cyber spaces, the
resulting effects of imitation of the elements in the physical space in virtual space, the
degree of immersion and interaction experienced by the viewers in the virtual space,
the closeness to the pure virtual reality of the platforms and how well the limitless
potential of the virtual space is utilized in these platforms have been investigated. In
the scope of the study, from the Metaverse platforms, an exhibition space had been
chosen from “Spatial.io” and “Decentraland” each and these have been compared both
between themselves and with the physical spaces in the context of virtual-reality and
considering only the exhibition spaces. As a field study, 25 interior architecture
students were asked to perform tasks via virtual reality in these exhibitions and the
participants were asked two open ended structured interview questions constructed
with the “Presence Questionnaire”, which is the data collection tool of this study. The
acquired data was evaluated using content analysis. In the light of the study, it was
concluded that even though Metaverse platforms contain abstract and unorthodox
spaces they are not close to the pure virtual space concept in numerous ways, that the
platforms displayed a tendency to imitate the familiar spaces/elements/acts from
physical space and lastly, that they do not utilize the advantages provided by the
virtuality in a space not confined by physical bounds to its full extent.
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