egemio

EGE UNIVERSITESI ILETiSIM FAKULTESI
MEDYA VE ILETISIM ARASTIRMALARI DERGISI

O @

http:/iletivim ege edu tr egemis@mail ege edutr



EGE UNIVERSITESI iLETiSIM FAKULTESI
MEDYA VE ILETiSIM ARASTIRMALARI HAKEMLI E-DERGISI
EGE UNIVERSITY FACULTY OF COMMUNICATION
MEDIA AND COMMUNICATION RESEARCH REFEREED E-JOURNAL

Nisan 2023 // April 2023
Say112 // Vol 12
ISSN 2636-8471

Sahibi // Owner Ege Universitesi iletisim Fakiiltesi Adina Dekan
Prof. Dr. Bilgehan GULTEKIN

Editor // Editor Dog. Dr. Selin BITIRIM OKMEYDAN
Editdr Yardimaisi // Assistant Editor — Ogr. Gér. M. Sebnem CANTURK

Alan Editorleri // Field Editors Dog. Dr. Burcu BALCI
Doc.Dr. Hidaye Aydan BILGILIER
Dog. Dr. ilknur AYDOGDU KARAASLAN
Doc. Dr. Selma Didem OZSENLER
Doc. Dr. Yurdagiil BEZIRGAN ARAR
Dr. Ogr. Uyesi Alahattin KANLIOGLU
Dr. Ogr. Uyesi Murat CELIK
Ars. Gor. Dr. Miray BESBUDAK
Ars. Gor. Beste ELVEREN ARI
Ars. Gor. Selguk BAZARCI

Yazim ve Dil Editérleri // Ars. Gor. Ece Nur KAYA YILDIRIM

Spelling and Language Editors Ars. Gor. Sedef Ege KARATAS
Ars. Gor. Serhatcan YURDAM

Yabanci Dil Editora // Ogr. Gor. Dr. Lale BARCIN AKA

English Language Editor

Grafik, Mizanpaj //Graphic, Layout Ogr. Goér. M. Sebnem CANTURK

Kapak ve Logo Tasarimi // Dog. Dr. Cem GUZELOGLU
Cover and Logo Design
iletisim // Contact Ege Universitesi iletisim Fakdiltesi
Medya ve iletisim Arastirmalari Hakemli E-Dergisi
Ege Universitesi Merkez Yerleskesi iletisim Fakiiltesi
35100 Bornova, izmir, Tirkiye
Tel: 0(232) 311 10 10 - 0(232) 31122 27 - 0(232) 311 16 33
E-posta: egemia@mail.ege.edu.tr, egemiadergisi@gmail.com



Ege Universitesi iletisim Fakiiltesi Medya ve iletisim Arastirmalari Hakemli E-Dergisi (EGEMIA),
2017 yilinda yayin hayatina baslayan ve elektronik ortamda yayinlanan ulusal hakemli bir
dergidir. Her yil Nisan ve Ekim aylarinda olmak Gzere iki sayl halinde yayinlanir. Tlrkge ve

ingilizce calismalara yer vermektedir. Dergide yayinlanan makalelerde ifade edilen gériisler
yazar(lar)in kendi gorisleri olup, tim bilimsel, iceriksel, dilsel, yasal sorumlulugu yazarlarina
aittir. Yayimlanan yazilarin telif hakki dergiye aittir ve referans gosterilmeden aktarilamaz.

Yayin Kurulu// Editorial Board Prof. Dr. Bilgehan GULTEKIN (Ege Universitesi)
Prof. Dr. Ayhan BIiBER (istanbul Arel Universitesi)
Prof. Dr. Aylin GOZTAS (Ege Universitesi)
Prof. Dr. Belma FIRLAR (Ege Universitesi)
Prof. Dr. Burcu OKSUZ (izmir Katip Celebi Universitesi)
Prof. Dr. Elif YILDIZ (Ege Universitesi)
Prof. Dr. Fiisun TOPSUMER (Ege Universitesi)
Prof. Dr. Hiiseyin ALTUNBAS (Selcuk Universitesi)
Prof. Dr. Nesrin KULA DEMIR (Afyon Kocatepe Universitesi)
Prof. Dr. Ozlem ALIKILIC (Yasar Universitesi)
Prof. Dr. Pelin BAYTEKIN (Ege Universitesi)
Prof. Dr. Pelin DUNDAR (Ege Universitesi)
Prof. Dr. Yalcin KIRDAR (istinye Universitesi)
Prof. Dr. Zakir AVSAR (Ankara Haci Bayram Veli Universitesi)
Prof. Dr. Zuhal OZEL SAGLAMTIMUR (Ege Universitesi)

Danisma Kurulu//Advisory Board Prof. Dr. Ayla OKAY (istanbul Universitesi)
Prof. Dr. Aytekin CAN (Selcuk Universitesi)
Prof. Dr. Basak SOLMAZ (Selguk Universitesi)
Prof. Dr. Biilent KUCUKERDOGAN (Hasan Kalyoncu Universitesi)
Prof. Dr. Biilent VARDAR (Beykent Universitesi)
Prof. Dr. Dilek TAKIMCI (Ege Universitesi)
Prof. Dr. Ebru GUZELCIK URAL (Beykent Universitesi)
Prof. Dr. Emel KARAYEL BILBIL (Marmara Universitesi)
Prof. Dr. Erkan YUKSEL (Anadolu Universitesi)
Prof. Dr. Erol Nezih ORHON (Anadolu Universitesi)
Prof. Dr. Faruk KALKAN (Lefke Avrupa Universitesi)
Prof. Dr. Filiz BALTA PELTEKOGLU (Marmara Universitesi)
Prof. Dr. Isil ZEYBEK (istanbul Kiltir Universitesi)
Prof. Dr. Isik OZKAN (Yasar Universitesi)
Prof. Dr. idil SAYIMER (Kocaeli Universitesi)
Prof. Dr. M. Ali BAYRAKTAROGLU (Trakya Universitesi)
Prof. Dr. Mehmet KOSTUMOGLU (Dokuz Eyltl Universitesi)
Prof. Dr. Miijde KER DINCER (Ege Universitesi)
Prof. Dr. Ozlen OZGEN (Atilim Universitesi)
Prof. Dr. Rengin KUCUKERDOGAN (Hasan Kalyoncu Universitesi)
Prof. Dr. Simber ATAY (Dokuz Eyliil Universitesi)



Hakem Kurulu // Referee Board Prof. Dr. Sibel Figan VAROL
Dog. Dr. Esra CiZMECI UMIT
Dog. Dr. Giil Dilek TURK
Dog. Dr. ipek OKKAY
Dr. Ogr. Uyesi Esra SERDAR TEKELI
Dr. Ogr. Uyesi Giilten ARSLANTURK

ICINDEKILER // CONTENTS
Arastirma Makalesi // Research Article

4-24 Gizem CELIK

A New Field In Music Production: Metaverse Concerts// Miizik Uretiminde Yeni
Bir Alan: Metaverse Konserleri

Derleme Makale // Review Article

25-42  Nilufer ATLI SENGUL

Dijital Kuiltiir ve Siberfeminizme Dijital Bélinme Uzerinden Bir Elestiri// A Critique
of Digital Culture and Cyberfeminism Through Digital Divide



Kaynak Gésterimi: Celik, G. (2023). A New Field In Music Production: Metaverse Concerts. Egemia Ege Universitesi iletisim
Fakiiltesi Medya ve Iletisim Arastirmalari Hakemli E-Dergisi, (12), 4-24.

Arastirma Makalesi
(Research Article)

Gizem CELIK'

Orcid No: 0000-0002-4244-8140

' Ars. Gor, Istanbul Yeni Yiizyll Universitesi, iletisim
Fakiiltesi, Gorsel iletisim Tasarimi Bolimi.

sorumlu yazar: gizem.celik@yeniyuzyil.edu.tr

Keywords:
Music, Virtual Field, Metaverse Concerts,

Avatar.

Anahtar Sozciikler:
Miizik, Sanal Alanlar, Metaverse Konserleri,

Avatar.

DOI: 10.56075/egemiadergisi.1230583 Egemia, 2023, 12: 4-24

A New Field In Music Production: Metaverse Concerts

Miizik Uretiminde Yeni Bir Alan: Metaverse Konserleri

Alinis (Received): 06.01.2023 Kabul Tarihi (Accepted): 28.02.2023

ABSTRACT

Music is an important communicative power for humanity and the power of music is
advancing and getting stronger together with the mass media that develops in parallel
with the technological developments. The physical concert structure of music, which only
the immediate environment can access, first turned into an imaginary music field with
the radios. Later, these imaginary musical areas became shows where auditory activities
were visualized with the spread of television. Visual shows, on the other hand, have been
moved to higher levels in digital media, and finally, they are transformed into virtual reality
by passing to virtual environments that are included with avatars. This whole process
transforms the one-way communication style of music into two-way communication. Music
performances, which turned into shows held in virtual spaces, completed the biggest step
towards reaching millions with metaverse concerts, and succeeded in reviving the music
market, which had necessarily stagnated during the pandemic period. Metaverse concerts,
which became widespread in this period, transform the audience, who attend the concerts
with their avatars, from the position of passive concert listeners to an audience profile
that begins to take an active role in concerts and shows. Audiences, who become active
through their avatars, begin to have a direct presence in virtual environments, with their
new position flying, floating, changing costumes and shape-shifting, directing their song
selections, accompanying and dancing songs by interacting directly with singer avatars.
In this study, the freedom environment and comfort of movement provided by metaverse
environments will be emphasized. Examples of metaverse concerts that took place in
recent years and the artist-audience interaction that took place in these concerts will be
given.

0oz

Mdzik insanlik icin 6nemli bir iletisimsel glictiir ve teknolojik gelismelere paralel olarak
gelisen kitle iletisim araclari ile birlikte, miizigin gilict ilerlemekte ve gliclenmektedir.
Muzigin, sadece yakin cevrenin erisebildigi fiziksel dinleti yapisi 6nce radyolarla birlikte
hayali bir muzik alanina donusmis; daha sonra bu hayali mizik alanlan televizyonla-
rin yayginlasmasiyla birlikte isitsel etkinliklerin gorsellestigi sovlar halini almistir. Gorsel
sovlar ise dijital medyada Ust diizeylere tasinmakta ve son olarak da avatarlarla dahil
olunan sanal ortamlara gegerek sanal bir gerceklik haline dontismektedir. TUm bu siire¢
muzigin tek yonlu iletisim seklini gelistirerek cift yonlu iletisim sekline dontstiirmek-
tedir. Sanal alanlarda gerceklesen sovlara donlisen mizik performanslar, metaverse
konserleriyle birlikte milyonlara ulasma yolundaki en buyik adimini tamamlamis ve
ozellikle pandemi déneminde zorunlu olarak duraganlasan muzik piyasasini tekrar
canlandirmayi basarmistir. Bu dénemde yayginlasan metaverse konserleri, konserlere
avatarlanyla katilan izleyicileri pasif konser dinleyicisi konumundan gikararak aktif bir iz-
leyici profili haline dontstiirmektedir. Aktif bir hale gelen izleyiciler avatarlari aracihigiyla,
ucan, yiizen, kostiim ve sekil degistiren, sarki secimlerini yonlendiren, sarkici avatarlariy-
la dogrudan etkilesime gecerek sarkilara eslik ederek dans eden yeni konumuyla sanal
ortamlarda dogrudan varlik gostermeye baslamaktadir. Bu baglamda, bu calismada me-
taverse ortamlarinin sagladigi 6zgurlik ortami ve hareket rahathdi Gizerinde durulacak;
son yillarda gerceklesen metaverse konserleri ve bu konserlerde gerceklesen sanatgi
izleyici etkilesimine 6rnekler verilecektir.



INTRODUCTION

Music is communicational in nature. Throughout human history, sound, as an artistic
performance, has had great importance and vital effects on people as a communicative force,
regardless of what purpose, in which culture or in which place it is performed. The
communicative value of music, especially in terms of its representation potential, has
benefited greatly from the development of mass media. From radio as an imaginary field of
music; and then to television and cinema as ideal places to visualize musical representation;
most recently, it continues to progress on a path towards new digital media environments
where this communicative potential is expanded. These new digital media environments
enable a union between different approaches and the expression possibilities of music,

transforming all forms of audio representation and marking the beginning of a new era.

Prior to the development of the media, spaces devoted to musical performances had to
be places that were easily accessible and known by audience. These physical imperatives
began to gradually disappear with the advent of radio. Music performed in public and
traditional places (theatres, assembly halls, opera houses, etc.) then spread to the modern
world from a single audible source: the radio receiver. The beginning of listening to music
from radio stations with the help of radio receivers allowed the spread and creation of new
music genres. However, the radio provided a one-sided communication and the listener had to
be content with just listening. According to Bruckman (1997:73), radio did not provide a
democratic environment, but music should have two-way communication and the listener
should not be content with just listening. The fact that radio has a one-way communication

due to its nature has led to new searches in the representation of music.

In addition to the auditory power of music, its structure that can be strengthened by
visual performances has made the use of screens an effective area for musical representation.
The musical representations that splashed onto the television screen enabled auditory shows
and visual shows to be intertwined and made accessible from all over the world thanks to the
screens. Television has become the perfect broadcast companion for the musical field as an
extension of what is already happening in radio: a multi-media stage that can reach millions
of seats that would never fit in a theatre, movie theater or stadium. Thus television became a
fundamental representative of music in all its forms, technological changes and

representations.

Despite all this, television found itself in the same position as the radio. Its one-sided
nature made real interaction impossible. In Negroponte's words (cited by Gertrudix §
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Getrudix, 2012:112), television was no longer sufficient, especially in these areas where
interaction is very important. New searches continued to save the audience from the passive
position. Music, which has become a growing force throughout the 20th and 21st centuries,
has started to consolidate the liberation in the field of activity with digital media. Music,
which found different areas and various places in the digital environment, had the opportunity
to rapidly diversify, develop and progress with visual shows. Digital media, like an
ecosystem, has come to be home to the integrated nature of each media genre that enables
multimedia presentation and music streaming worldwide. With the spread of shows in which
the audience takes an active part in various ways, passive positions began to give way to
active positions. Thus, digital media began to expand the potential of musical representation
and become a spider web that connects users regardless of the media used. Relatedly, in this
study, it will be suggested that the communicative power of music has increased with the
development of mass media and its transformation into a two-way communication form
thanks to the freedom provided by virtual environments. The recent metaverse concerts will

be evaluated and the future of metaverse concerts will be mentioned.

VIRTUAL ENVIRONMENTS: AN EFFECTIVE AREA FOR MUSIC
REPRESENTATION

People, who have been a very important part of the story to date, are often lacking due
to the one-way nature of technological innovations such as radio and television. In the virtual
worlds, which are the latest technology, there were activities that audiences were not actually
there and watched only virtually. This absence created major barriers that severely limited
interaction and creativity. However, in general, interactive media offer varying degrees of
digital interaction and experience. It engages users both with their environment and with other
users; they surround the user with different experiences. At the same time, interactive media
is based on strategies that combine transnational, symbolic and sensory factors. Due to its
timeless and placeless nature, it is minimally affected by physical and biological limitations,
that is, digital environments leave behind the limitations imposed by the physical world. The
passive viewer becomes an active user/experiencer. Users' experiences in virtual immersive
worlds help them transform into performing actors, and the lived experience becomes much
more permanent. In such environments, imagination replaces physical reality and the use of
imagination increases. They help the relationship between reality and fantasy by creating a

new environment in which problems can be resolved; they can become an environment that
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also develops their thinking and creation skills, which are very important for the acquisition
of musical skills (Gertrudix § Getrudix, 2012:181).

Virtual world have an environment simulated by a computer, where users represented
by avatars live (Yengin and Bayrak, 2017:32). Avatars (digital representations) are considered
representations of the user on the computer, are usually three-dimensional and used as an icon
in any public Internet space. Some virtual environments have their own ecosystems; they have
existing or subsequently created rules. These environments can be a model of a real
environment or a completely imaginary world. A common area created for all users and a
graphical interface for each user are among the common features for these environments.
Everything happens in real time, so there is a sense of intimacy between users. It is possible to
interact with users in different places and time zones simultaneously. User-generated
personalized content can be continually edited, enhanced, recreated or modified. These
arrangements also proceed simultaneously with a high degree of interaction. Digital
representations of all users are permanent. Even if the user is not connected to the virtual
environment, the included world continues to exist. In addition to all these, the relations and
sociability established within the created community continue to develop and grow in line

with the area of interest organized around it.

The media used can be different types of media and users may be using these media in
different situations from different environments.. The important thing is that the environment
used has a functional expression. The media used should establish a connection, create viable
communication, protect the sound and the quality of the sound recording and transfer it to the
audience (Gertrudix § Getrudix, 2012:156). If the media environment adapts to each change
and the whole, it creates a versatile diversity and increases the potential power of each

element that adapts to the whole.

Virtual concerts can reach a much wider audience than physical concerts. A single
venue and usually a single atmosphere are used in physical concert the place where the
concert will be held should be suitable for transportation and other technical infrastructures.
This severely limits the possibilities of venues for concerts. At the same time, the realization
of physical concerts depends on various factors, with limitations such as distance, time zones,
travel difficulties, physical and biological disabilities of individuals, and financial difficulties.
In addition to all these, the times when social bans are applied also constitute an important
obstacle to the performance of concerts. Virtual concerts held in such limited times can reach

audiences from all over the world at the same time.
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Virtual concerts are live performances that can be watched online. Playing a
previously recorded video is not considered a virtual performance. They are published with
special systems on various platforms. These concerts may be completely free or require
special conditions, such as being an actor of a play. There are also metaverse concerts that can
be watched by purchasing tickets. Viewers who purchase tickets are given access to watch the
virtual concerts live. Audiences can enjoy concerts in their living room thanks to live
streaming services. Virtual performances also provide comfort for artists. Repeated long
shows or near-impossible shows are easily performed. One of the most important features of
performances is to establish a relationship with the audience. The performing artist watches
and observes the audience. The audience is included in the performance and moves according
to the tempo of the audience. Since the artist performs simultaneously, the emotions

experienced also develop simultaneously with the performance.

There are several different ways to create virtual concerts. These concerts are
performed with different software and game infrastructures. Virtual performance is planned
by choosing the most suitable server according to the needs or target audience. A virtual
concert is more flexible than a physical concert. Imagination and creation are endless; the
realization of all the desired opportunities can be achieved with the relevant technological
competence. A performing artist can easily change clothes during the concert or transform the
stage from a space world to an underwater world. The audience can continue a concert they
attended as an astronaut, as an underwater diver. Many shows that cannot be performed at
physical concerts are possible for virtual concerts. Virtual concerts also have a great potential
to be used as an opportunity to market brands or products, and these concerts can help reach
potential audiences that would normally be difficult to reach (Chen, 2022). With the virtual
data obtained, the potential to reach the target audience directly increases. A suitable
environment is provided for the marketing of any product or service. At the same time, since

participant information and data are stored online, post-event reports are easily created.

THE MAGIC OF VIRTUALITY AGAINST REALITY

Metaverse is a huge virtual environment parallel to the physical world, where users
interact with other users or environments through avatars. Users can exist in these virtual
environments simultaneously with the physical world through a representation. While existing
in worlds planned as a navigable universe and designed accordingly, real representations are
replaced by representations formed by the imagination of the users (Celik, 2022:59). Thus, the

representations in this world are not expected to be exactly the same as the physical world.
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Because these environments themselves are planned as digital-virtual; they can be unique
environments created entirely by imaginary representations, or they can be half physical, half
imaginary, blended environments. In these environments, which are far from the structure of
the physical world limited by physical rules, the creativity of the users is at a high level and
this creativity is directly reflected in their digital representations (Celik, 2022:61). Users have
direct interactions with each other and with their environment. With these interactions, the
world in which we live can evolve and evolve towards different options. With the interaction,
the user actively influences the content (Lee et al., 2021:57) and the user moves from a
passive to an active position. Thus, the users are positioned in the center of the virtual world
with their active role (Molo, 2021). With this interaction, user participation increases and
options increase; the user can easily take part in this environment with an avatar that adapts to
his physical reality or is completely imaginative and can turn many activities that are
considered impossible into active. This new positioning strengthens their presence in the

virtual world and makes their position desirable.

Presence in the virtual world consists of online representations. In virtuality, which is
a metaphor for real worlds, users have various avatars that represent their physical selves to
experience an alternative life, environment and relationships. Thanks to these beings
represented in various ways, these new worlds created offer freedom of movement to the
users. Users are in a much more free environment than in their real life. At the same time,
they have the right to remain confidential and to be away from the familiar environment
offered by digital life. The physical and mental freedom that this will provide is as limitless as
the limitlessness of virtual environments. Online life is about being creative and doing things
you cannot do in the physical world (Ludlow § Wallace, 2007:83). Users continue to exist in
both environments. In other words, users simultaneously have a physical existence, that is, a
physical body; they also have a digital virtual existence, namely avatars with body technology
(Moretti § Schlemmer, 2012:155). They have both physical and digital identities.

Virtual environments can change, develop and evolve into different environments over
time. Due to this feature, it becomes especially preferred for entertainment and music
presentations. Atmosphere changes specific to songs or events and the speed of these changes
make the show much more impressive. These environments offer new living possibilities full
of unmatched imagination and limitless possibilities. What is perceived by the mind can be
directly experienced by the user through avatars. There are real experiences in what is called

virtual, and the lived experience situation is real.
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In virtual environments, users can maintain their existence both with their own selves
and with their representative selves. Thus, a single user can exhibit different forms of
presence in different domains (Lee et al., 2021:43). With these new possibilities, the official
and hierarchical structure of the real world disappears, an unrestricted freedom of expression
is offered, and it becomes easier for people to establish personal bonds with each other
(Yengin & Bayrak, 2017:76). The social status, gender, education, language, religion, place,
time and other similar distinctions drawn between users in real life disappear. With the forms
of communication where these distinctions and boundaries disappear, virtual interactions turn

into real experiences.

Nitsche (2012:184) speaks of the existence of a parallel world represented by images,
myths and symbols. Subjects represented by various avatars interact with each other,
embodying these parallel worlds. Together with real interactions such as meetings,
entertainment, concerts in virtual environments, these parallel worlds become a part of real

experiences.

Humanity, which aims to reach more, get more pleasure, achieve more and exceed its
limits, is in a constant and cumulative search. This search continues with the creation of three-
dimensional virtual spaces and the adventure of living their own selves in these spaces.
Barlow (1996:65) defines these three-dimensional worlds as a world that is both everywhere
and nowhere, not just a place where bodies live. It is a world that anyone can enter without
the privileges or prejudices of race, economic proficiency, military strength, and place of
birth. Identities held in the real world are not valid in this world. No innate or acquired trait
will return as privilege or prejudice in this world. In other words, these areas have become
places used to leave real spaces surrounded by social, biological, economic and political
defects beyond physical lives. Individuals have the opportunity to exist independently of any
deficiencies that can be considered as a defect or deficiency in these areas. These areas
continue to provide opportunities for users, who are techno-social beings, to socialize without

including problems such as body, gender, race and identity.

In metaverse environments, the time zone different from today's time zone may apply;
the flow of the day can be much faster or slower.. Environment and atmosphere changes can
be made quite quickly, that is, the communication flow is carried out digitally in a timeless
time. In events such as concerts and entertainment, temporal and spatial limitations are
removed, and users have the opportunity to express themselves in a much more free

environment than in real life. In addition to this, there is an opportunity for users to establish
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personal relationships with people they may never meet. They can interact directly with their
favorite artists, singers or groups, and directly share a simultaneous environment with them.
At the same time, they can establish social relations with users from all over the world who
have common tastes, without being stuck with space and time limitations. Experiences such
as entertainment and listening to music are directly experienced by users. The purpose of
these concerts is to transcend current reality. Metaverse concerts are more a product on their

own than a compensation for real concerts.

METAVERSE CONCERTS

Music experience is rapidly increasing in immersive virtual worlds. One of the first
metaverse environments, Second Life is a platform that hosts multiple virtual worlds (more
than 5,500) where the main content is music, especially live concerts by amateur and
professional musicians who perform their songs on their own computers and even earn money
(Gertrudix § Gertrudix, 2012). The live performance performed by the artist Suzanne Vega in
August 2006 is accepted as the first simultaneous concert given in these virtual worlds. An
audience of 80-90 people watched Suzanne Vega, who sang Tom's Dinner and The Queen
and The Soldier and played the guitar, and the audience in front of their computers
participated in a simultaneous virtual concert through their avatars. This performance is

characterized as the beginning of the simultaneous virtual concerts to be held in the future.

Picture 1: Concert by Suzanne Vega singing Tom's Dinner and The Queen and
The Soldier in Second Life.
Sources: https://www.youtube.com/watch?v=YCLSKTEBj2k

Simultaneous virtual concerts, which increased rapidly after the Suzanne Vega
concert, started to turn into multimedia-related live festivals and reach thousands of users.
Mirror worlds, which are exact replicas of real cities such as Berlin, Singapore, London,

Miami, and New York, were created in 2008 to create these giant organizations (Chen, 2022).

The metaverse environment, whose prevalence and awareness increased especially
with the worldwide pandemic in 2019, became a new exit door for the music world where

bans and strict measures were in place. The fact that the artists were not subject to any
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restrictions while performing their concerts undoubtedly provided them with wide movement
opportunities. The fact that they can suddenly change clothes or recreate their avatars
according to the songs while performing their concerts, give concerts easily in environments
where it is impossible to give a concert, and interact with millions of viewers at the same time
has had positive effects. These positive effects, which also developed the loyalty between the

artist and the fan base, allowed the metaverse concerts to become more and more widespread.

In February 2019, a virtual concert with electronic dance music producer Marshmello
in the game Fortnite made by Epic Game attracted a lot of attention. Actors and viewers
attended the virtual concert with various avatars. 10.7 million people watched the concert
simultaneously. The singer performed each performance in a different environment and

performed impressive visual shows as well as his music.

Picture 2: Marshmello Epic Game Fortnite Concert, February 2, 2019.
Sources: https://mwww.youtube.com/watch?v=NBsCzN-jfvA

In April 2020, in the game called Fortnite made by Epic Game, a concert called Astro
Nomical was performed by singer Travis Scott with his avatar the size of a skyscraper. At the
beginning of the concert, an asteroid crashed from the sky to the ground and the giant Scott
avatar appeared in an explosion singing his popular song Sicko Mode. This event, which
consisted of 5 concerts in total, was followed by more than twelve million live participants in
a single day, and a total of more than 45 million. Throughout the concert, Scott's avatar and
the audience's avatars were able to interact directly. During part of the concert, two stars
descended from the sky towards Scott and brought the ability to fly to both Scott's avatar and

the surrounding avatars, and the avatars began to fly. During the concert, there were various
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visual shows as well as underwater and space sections. Scott chose to announce his new

album with a metaverse concert by singing songs from his new album.

Picture 3: Travis Scott Epic Game Fortnite Concert, April 24-26, 2020.
Sources: https://www.youtube.com/watch?v=wYeFAIVC8qU

Moreover, TikTok was one of the first apps to step into the metaverse during the
pandemic period. At the concert held by The Weekend on August 7, 2020, the artist's avatar
took the stage with the song Blinded By The Lights and performed a dance. In the concert,
where glowing neon signs covered the entire concert venue, specially dressed dancers

performed a virtual performance exclusive to TikTok with glowing sunglasses.

Picture 4: The Weeknd Tiktok Metaverse Concert, August 7, 2020.

Sources: https://www.youtube.com/watch?v=uViueiV8fME

As a result of the partnership between Roblox, another game platform, and Sony,
singer Lil Nas X gave a concert on Roblox in the last months of 2020. More than 36 million
viewers watched the concert, and the actors danced in their Lego-style avatars. Throughout
the concert, Lil Nas X sang, danced and interacted with the audience in a variety of costumes

and settings.
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Picture 5: Lil Nas X, Roblox Metaverse Concert, November 14-15, 2020.
Sources: https://www.youtube.com/watch?v=f12ukZuUwWI

In the Ariana Grande concert, which was performed similarly to the concert performed
by Travis Scott, the giant avatar of the artist took the stage. Epic Game performed the Ariana
concert as the first concerts in the Rift Tour concert series on a larger Fortnite journey and
used this performance as an opportunity to build a bigger world. The avatars of all players and
viewers with animations integrated into the game participated in the concert, which included
the message of "The Moment of Togetherness™. In the statement made by Epic Game (2021)

after the concert, it was stated that the players aimed to support each other in difficult times.

Picture 6: Ariana Grande Epic Game Fortnite Metaverse Concert, August 6, 2021.
Sources: https://www.youtube.com/watch?v=gG YEIBtjytU

Furthermore, in September 2021, Twenty One Pilots held a concert in Roblox. In the
show specially prepared for the game, the fans of the group were also made a part of the event

and the songs to be played were decided simultaneously. Missions to be performed within the
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Metaverse, items specifically designed for use in the show, and more in-game add-ons were
made for the concert, and the concert was described as a high-quality experience (Rees,
2021). The group's creative director, Mark Eshleman (2021), stated that the group aims to
reach more people and thanks to the concert that took place in the metaverse, they interacted
with fans they had not interacted with before. It was emphasized that in the event that took
place, everything that people would expect from a show was available and the concept of
concert was carried much further with these virtual concerts. Thus, it was aimed to turn the
concerts into creative environments where the audience is included and they are transformed
into participants rather than audiences. Together with other viewers, fans decided on the order
of the songs, became part of the show, and were able to engage in live chat with the band

members.

Picture 7: Twenty One Pilots, Roblox Metaverse Concert, September 17, 2021.
Sources: https://www.youtube.com/watch?v=0fAhhoXK120

Festivals could not be held during the pandemic period due to various global health
restrictions. For this reason, the first metaverse festival was held in October 2021 and lasted
for 4 days with the participation of more than 80 artists in Decentraland as an alternative to
physical festivals. During the festival, which was held between October 21 and 24, 2021,
restaurants, bars, food stalls, wearable accessories for avatars, psychedelic experience venues
and portable toilets that dance and jump according to the music played were installed. Various
singers and groups took the stage simultaneously on 7 different stages during the festival. The
scenes, which constantly change the concept, turned into a forest concept, Aztec temple,
space theme, luminous dance floor, volcanic planet and many more different themes
according to the singers or the music. In this festival area where shopping with virtual money
was made, it was possible to interact, dance and exchange with other avatars simultaneously.
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In this festival, where special events and competitions were held, people were also able to
dress their avatars in harmony with the festival decorations. In order to avoid Internet
connection and infrastructure problems, all festival events and shows of some artists were
prepared in advance. In addition, some artists performed simultaneously with the
simultaneous movement feature. The first metaverse festival ended after successfully

completing 4 days and the festival was repeated in 2022.

Picture 8: Decentraland, the first metaverse festival, October 21-24, 2021.
Sources: https://www.youtube.com/watch?v=NzR5gPPfK-E

Moreover, the famous singer Justin Bieber had a concert in November 2021 in the
virtual universe created by Wave, a virtual entertainment platform of which he is also an
investor. Bieber, who started his concert on the streets prepared in parallel with reality, sang
each of his songs in a different environment. Throughout the concert, the singer's fans used
virtual expressions that the singer could see and interacted directly with the singer. Wave
senior official Jarred Kennedy (2021) said that it is now possible for fans to interact with their
favorite artists in real time, wherever they are in the world. He emphasized that bringing
people together and interacting with participants from all over the world is also very

satisfying for artists.
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Picture 9: Justin Bieber Wave Metaverse Concert, December 18, 2021.
Sources: https://www.youtube.com/watch?v=UAhGvhvcoyY&t=1711s

As Another Example, Korean Pop singer Alexa threw a party that took place in space
in November 2021. Thousands of people from all over the world attended this “Global Fan
Party” held with the game company Improbable. Viewers danced and interacted
simultaneously with Alexa's avatar through their digital avatars. Alexa (2021) stated that she
enjoys making unigue and intimate connections with fans from around the world. The avatars,
who danced throughout the concert and shook the lights specially produced for the concert,

were able to interact with each other as well as the singer.

Picture 10: AleXa, Improbable: Global Fan Party, December 20-21, 2021.
Sources: https://www.youtube.com/watch?v=E3NKDWuw5qc

Korean Pop group BTS gave an impromptu concert called Butter § Permission to
Dance with their avatars in the form of Minecraft game characters in Youtube's ESCAPE2021

concert series. Singing and dancing Minecraft avatars also interacted with other player avatars

Egemia, 2023; 12: 4-24 e 17



in the virtual concert. The band members, who took the stage with their pixel avatars under
the sky full of heart-shaped hot air balloons, held the first Minecraft virtual concert and more
than 750 thousand spectators followed the concert.

Picture 11: BTS Minecraft: Butter § Permission to Dance Metaverse Concert, December16, 2021.
Sources: https://www.youtube.com/watch?v=tv-0KMXKFp4

Furthermore, The Roblox gaming platform invited the winning players to the Charli
XCX concert as a result of a five-week gaming tournament consisting of mini-games and
different digital challenges. The actors, who participated in the Superstar Galaxy, where the
Charli XCX concert took place with their avatars, had the chance to interact with the singer
directly on the stage, dance and sing along to the singer's popular songs. In the event, which
was held in partnership with Samsung, players toured a virtual planet, participated in various

activities and were able to interact with other gamer avatars.

Picture 12: Charli XCX, Roblox Metaverse Concert: Super Star Galaxy, June 17, 2022.
Sources: https://www.youtube.com/watch?v=Qn2xatfObRQ
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PubG Mobile game held its first virtual concert with K-POP Group Blackpink. In the
concert held in July 2022, the ever-evolving virtual world of the PubG game was emphasized.
The event was watched more than 15 million times worldwide. The singers' avatars
performed throughout the concert on the tropical island, rainforest, desert, glacier and sea of
flowers. Helmets, airplanes, bullets and aircraft in the PubG game were also used in the

concert.

Picture 13: Blackpink PubG: The Virtual Metaverse Concert, July 23, 2022.
Sources: https://www.youtube.com/watch?v=9WETf-KDts8w

Finally, in 2022, MTV added the best metaverse performance as a new category in its
video music awards to support virtual concerts held on video game platforms in recent years
as a result of in-person concerts being postponed or completely canceled due to the Covid-19
pandemic. In the awards held since 1984, for the first time, 6 different metaverse
performances were evaluated in the metaverse category due to the increase in the number of
artists interacting with their fans through the game. In this category, where BTS, Blackpink,
Ariana Grande, Twenty One Pilots, Charli XCX and Justin Bieber competed, Blackpink won

the Best Metaverse Performance award with more than 320 million virtual votes.

CONCLUSION

Music was spread widely through the use of radios; expanded by interacting with
different genres of music. Later, it was possible to visualize the audible with televisions;
music began to advance with his imagination. Finally, musical performances have become
increasingly dynamic, thanks to the wide availability of digital media. Thus, immersive digital
worlds have become a unique opportunity for musical performances. Impossible or semi-

possible to perform music such as a sunken submarine surrounded by the unique creatures of
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the oceans, exotic temples in different parts of the world, high mountain peaks, unexplored
planets of space, streets of a real or imaginary city, desolate arid deserts, historical ruins,
futuristic cities places began to transform into concert venues offering unique experiences.
Thus, immersive digital environments have become an integral part of musical experiences.
These mediums began to take their place in the music world by relying on the most extreme
limits of imagination and making the impossible possible. At the same time, these
environments are mostly designed to serve users' wishes, turned users into actors who create,
modify or interact with content directly. These virtual worlds, where real people live, have
begun to offer opportunities to construct real life itself (Molo, 2021).

Immersive digital environments are the perfect showcase for musical performances.
Concerts held simultaneously with technological developments and direct interactions with
artists allow experiences to be even more inclusive. Technological developments are making
it more and more possible to share memories, experiences and emotions with other avatars in
virtual worlds by fostering new and constantly changing strategic developments. Experiences
are becoming more and more inclusive with the development of devices that affect all the
senses (including touch and almost smell). Sharing memories, experiences and emotions with
other avatars in these virtual worlds is almost as possible as in real life. The body's own
movements, the use of voice to send messages, and even eye movements began to be
transferred to the avatar in the metaverse as action, sound and movement. Thus, the gestures
and movements of real life have become the best and natural extensions used when interacting
in the virtual world. With these inclusive interactions, the user experience has reached a much

more seductive and highly accessible point.

The user, who easily experiences in a virtual world, can interact in environments that
are perhaps impossible to find in his real life, can get rid of his real identity and
responsibilities, establish completely different relationships and live a different life. They can
easily participate in a concert that they cannot attend due to physical limitations, and they can
act freely in that concert, away from prejudices and reservations, because users are much
more free and more centralized in virtual spaces (Celik, 2022:52). It is easier and possible to

face the challenges or concerns of the physical world in virtual spaces.

It is a fact that users are potential producers and consumers. Therefore, the user can be
both a producer (dancing, singing or playing a musical instrument) and a spectator in the
musical environment. Fans began to be able to enjoy the environment freely and as they

wished, in exactly the same environment as the artists they admire, without gravity or other
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physical rules. This experience is the new reality. Thus, metaverse concerts have already
started to take place as a new era in their own right, rather than a compensation for real

concerts.

It is a fact that online platforms will not replace concerts held in the open air. Having
fun together with your loved ones has a special place, but access to these entertainments is not
easy and not everyone can go to concerts. Concerts cannot exceed certain limits due to
distance, spatial differences, physical and biological barriers. However, the frequencies of the
concerts are increased and diversified through these concerts performed over the metaverse.
Thus, these concerts become accessible to anyone with an Internet connection.

With these concerts, audience numbers that are impossible to reach in the physical
environment began to be reached. 27.7 million people watched the Ariana Grande concert.
The daily audience of Travis Scott's concert exceeded 12 million. The audience of Korean
music group Blackpink's concert exceeded 15.7 million. MTV has added a new awards

section for metaverse concerts to its music competition.

In the post-pandemic world order, real-world concerts have started to become normal
again, and whether metaverse concerts are no longer needed or not has begun to be questioned
again. It would not be a very accurate assessment to evaluate virtual concerts as a substitute
for real-world concerts. While our current experiences come from real concerts and festivals,
the opportunity offered in metaverse environments provides a deeper and different interaction
where as a participant we can do something with other fans and artists from all over the
world. Even if there is no pandemic or global epidemic, there are still difficult aspects of
bringing people together at the same time and in the same place. In addition to logistical
barriers such as finance and accessibility, individuals' physical and biological barriers also
pose many barriers. The magic of the technology behind virtual interactions is seen as
allowing artists to connect with audiences in a way that transcends time and space, providing
opportunities for people from around the world to come together. The magic of more
interactive, more immersive and all-digital spaces continiues to increase. As more people
enter the metaverse and more artists take part in the metaverse, the lines between physical and

virtual reality will continue to blur more and more each day.
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0z

Yeni iletisim teknolojilerinin dijital kultir alani olusturarak yeni bir toplumsal
micadele alani meydana getirerek toplumsal hiyerarsinin yikilacagi diisinilmektedir.
Siberfeminist felsefe de dijital teknolojilerin disil teknoloji olarak ele alinabilecegini ve
bu teknolojinin kadinlara yeni bir alan acarak, varliklarini siirdtrebilecegi fikrini odagina
almaktadir. Bu calismada, dijital teknoloji ve dijital kiltir kavrami Uzerinden soéz
konusu teknolojilerin kapsayicihigi tartisilarak siberfeminist felsefenin bakis acisinin ne
kadar gercekgi olabilecegi tizerine durulmustur. Calismada, dijital bolinme kavramina
deginilerek toplumun her kesiminden bireyin ve kadinin internete erisiminin miimkdin
olamayacagd diistincesi ile birlikte siberfeminist bakis acisinin “ag ttopyasi” olmaktan
Oteye gecemeyecedi cercevesinde bir bakis acisi sunulmustur. Bu derlemenin amaci,
calismada ele alinan temel kavramlar Gzerine literatlr taramasi yaparak siberfeminizm
felsefesini dijital bolinme tizerinden kavramsal bir cercevede incelemektir. Literattir
taramasi sonucunda elde edilen bilgiler gosterir ki dijital teknolojilerin kullanimina
cinsiyet degiskeni Uzerinden bakildiginda kadinlar, erkeklere kiyasla geride
kalmaktadir. Bu dogrultuda, yeni iletisim teknolojilerine kadinlarin erisimi konusunda
ekonomik boliinmenin ve ekonomik béllinmenin toplumsal cinsiyet ile olan iligkisinin
etkili oldugu gortilmektedir.

ABSTRACT

It is thought that new communication technologies create a new field of social strugg-
le by creating digital culture area and social hierarchy will be destroyed. Cyberfeminist
theory also focuses on the idea that digital technologies can be considered as femini-
ne technologies and this technology can sustain their existence by opening up a new
space for women. In this study, the inclusiveness of these technologies is discussed
through digital technology and digital culture and it is emphasized how realistic the
pespective of cyberfeminist theory can be. This study argues that individuals and wo-
men from all parts of the society cannot access the internet therefore the cyberfeminist
perspective cannot go beyond being a “network utopia’, through discussing the con-
cept of digital divide. The aim of this review is to examine the psilosophy of cyberfemi-
nism in a conceptual framework through digital divide by making a literature review on
the basic concepts discussed in the study. The information obtained as a result of the
literature review shows that when the use of digital technologies is viewed through the
gender variable, women fall behind men. Accordingly to this information, it is seen that
the economic division and the relationship between economic division and gender are
effective in women’s access to new communication tehcnologies.



GiRIiS

Icerisinde yasadigimiz ¢ag, dijital teknolojinin yaratmis oldugu degisimlerin bir
sonucudur. Yasanan degisimleri hayatin her alaninda gérmek miimkiindiir. Bugiin medya
iirinlerinin ¢ogu dijital olarak tretilir. Hatta iiretilen her tiirlii bilgi de dijital formda karsimiza
cikar. Giindelik yasamla beraber is ve egitim alanlar1 da dijitallesmeden paymi almaktadir.
Dijital teknolojinin hayatimizi doniistiirmesiyle beraber kiiltiir kavrami da bundan etkilenmis
ve kiltlir de dijital yapi tarafindan kusatilmistir. Sosyal aglar da giderek dijitallesen kiiltiire
katkida bulunmaya baglamistir. Dijitallesme ve sosyal aglarin yani sira, konuya geleneksel
medya lizerinden bakildiginda aslinda geleneksel medyanin da modern toplumu ve kiltiiri
bi¢imlendiren yoniinii gormek mimkiindir. “Medya Kiiltiirleri” kitabinda medyadan
bahsederken “Medya, ise giderken mirildandigimiz reklam miiziklerinden hiikiimetin en son
toplumsal politikalar: hakkindaki fikirlerimize kadar ortak anlayis, bilgi ve dil dizilerimizi
sekillendirmektedir.” ifadesi ile bir tanimlama yapmustir (Stevenson, 2015:310). Buna ek
olarak, Stevenson ¢agdas kiiltiiriin bir kitle kiiltiirii ve insan ¢esitliligini bastiran kiiltiirden daha

cok, cesitlilik gosteren bir popiiler kiiltiir olusturacagini ifade etmistir.

Yeni medya teknolojilerini diistindiigiimiizde kiiltiir anlayis1 farkli boyut bir kazanmig
ve sosyal aglar araciligiyla kullanicilar birer iiretici haline gelerek kiiltiiriin bizzat iireticisi
olmustur. Ayrica yeni medya teknolojileri, ¢evrim dis1 iletisim ortamlarindan etkilendigi gibi
bu iletisim ortamlarmi da etkilemekte ve boylece karsilikli bir iliski olugsmaktadir. Hatta dyle ki
dijital kiiltiir agda olanlarin katkilar1 ile olusurken, yeni medya araciligiyla ¢evrim dis1 ortama

da taginmaktadir. Dolayisiyla tiim toplum dijital kiiltiirden etkilenmektedir.

Yeni medya teknolojilerinin ve sosyal aglarin geleneksel medyaya kiyasla denetimsiz
ve merkeziyetsiz yapist toplumun her kesiminden bireyin sesini duyurmasma ve temsil
edilmesine olanak tanimaktadir. S6z konusu ortamlarin yapis1 dolayistyla dijital teknoloji, disil
bir teknoloji olarak diislinlilmekte ve son yillarda gelisen feminist bir kuram olan
“siberfeminizm” kavramu ile birlikte anilmaktadir. Kadinlarin bu teknoloji araciligiyla seslerini
duyurabilecegine ve varliklarini siirdiirebilecegine inanan siberfeminizm, tahakkiim

iliskilerinin sona erdirilebilecegi bir yeni medya teknolojisi irdelemesinde bulunmustur.

Bu calismada dijital kiiltiir ve siberfeminizm ile beraber dijital teknolojinin kapsayiciligi
ve toplumlarin farkli kesimlerinden bireylerin bir aradalii iizerine kavramsal bir gerceve
olusturulacak ve ardindan “dijital béliinme” kavramu ile dijital teknoloji ve siberfeminizme

yonelik bir elestiri sunulacaktur.
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DIJITAL TEKNOLOJi VE DIJITAL KULTUR

Dijital teknolojinin hayatimizi kusatmis olmasi, daha genis bir fenomenin bir pargasidir.
Kiiresellesme, serbest pazarin piyasada hakim olmasi, iletisim ve bilgi teknolojilerinin ayni
anda her yerde bulunabilmeyi saglamasi dijital teknolojinin gelismesiyle miimkiin olmustur.
Dijital teknolojinin yakinsama ve birlesme 6zelligi, medya ve iletisimdeki tiim gelismelere
hitkmetmesine ortam hazirlamistir (Gere, 2019:16). Olaganiistii bir hizda gelisen teknoloji,
bireyler ile birlikte toplumlar1 da degisime ugratmaktadir. Bireyler ve toplumlar degisirken
degerler, inanclar ve tutumlar da bu degisimden etkilenmektedir. Dijital kiiltiir, 20. ylizyilin
ortalarindan itibaren ve modern kapitalist yasamin yaratmis oldugu ihtiya¢lar dogrultusunda
kendini yenileyen bir olgu olarak tanimlanmaktadir (Gere, 2008; akt. Akdag, 2021:188). Yeni
medya, elektronik enformasyonun biitiin agilimlarin1 kapsarken dijital kiiltiir, ag toplumu ve
kullanici/profil gibi sozciikler de kiiltiirel doniistimii ortaya koymaktadir. Yeni medya dolayimli
iletisim ortamlar1 ¢gevrim dis1 gelisen kiiltiirel, siyasi ve ekonomik siire¢lerden etkilendigi gibi
bu yapilar tizerinde de doniistim yaratmaktadir (Giizel, 2016:85-86). Manuel Castells ise yeni
medya teknolojilerinin toplumsal yapilar1 doniistiirmektense gii¢lendirdigini iddia eder. Kimi
diistiniire ve arastirmaciya gore internet erisimi ve yeni medya, toplumsal hiyerarsileri
yikacaktir. Fakat Castells’e gore hiyerarsilerin yikilmasindansa toplumsal elitlerin kozmopolit
yonelimlerini giiclendirmesi daha muhtemeldir (Stevenson, 2015:314). Castells, bu yeni
teknolojilerin yaratmis oldugu kapitalizm konusunda da olumsuz bir bakis agis1 ortaya koyar.
Esitsizlik ve kutuplasma, Castells’in bakis acisina gore enformasyonel kapitalizmin
dinamiklerine yazilidir ve buna kars1 koymak i¢in bilingli politikalarin uygulanmasi sarttir
(Castells, 2008:496).

Sosyal medya aglar1 kullanicilarin is birligi ile igerik yiiklemesine, kullanicilarin kendi
profillerini olusturmasmna, c¢esitli topluluk ve aglara katilmasmna imkan tanimaktadir.
Kullanicilarin kendi igeriklerini olusturmasi ve bu igerikleri diizenlemesi Web 2.0°1 atalarindan
daha devingen ve demokratik bir ara¢ yapmaktadir. Web 2.0’ bu olumlu yanlarina ragmen
herkes i¢in Web 2.0 hayran1 demek dogru olmayacaktir. Ciinkii kimi elestirmene gore yeni
medyani kullanici tabanli yapis1 yanlis bilgi ve amatorliik kiiltiiniin yesermesine zemin
olugturmaktadir (Laughey, 2010:164). Kullanic1 tabanli yeni medyanin dijital kiiltiire katkisi
oldugunu soylemek miimkiindiir fakat internetin olusmaya basladig: ilk giinden bu yana bu
ortamda {iretilen her sey esasinda dijital kiiltiir 6gesi olarak degerlendirilebilir. Dijital kiiltiir,
hem bu zaman ve uzamda yasayan kisilerin tanik oldugu hem de ayni zamanda aga dahil olarak

agda ayak izi brrakildig1 ve biitiin veriler kayit altina alindig1 i¢in kiiltiiriin bugiinkii seklini
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ortaya koymaktadir (Ozbas Anbarli, 2019:78). Dijital terimi, tarihte bir grubun ya da gruplarin
yagam tarzina atfen sdylenebilir. Dijitallik bir kiiltiir isareti olarak ifade edilebilir ¢iinkii ¢agdas
yasamin sinirlarini ¢izerek digerlerinden ayirir ve yapay dokulari ile anlamlama ve iletigim
sistemlerimizi kapsar (Gere, 2019:18). Kiiltiiriin bilgisayarlastirilmasi, bugiin sadece bilgisayar
oyunlar1 ve sanal diinyalar gibi yeni kiiltiirel formlar1 nitelemekten ibaret degildir. Kiiltiiriin
bilgisayarlastirilmasi var olan gorsel kiiltiirler lizerinde de bir etkiye sahiptir ve s6z konusu bu
kiiltiir iiriinlerinin yeniden tanimlanmasma ortam hazirlamistir (Manovich, 2001; akt. Ozbas

Anbarli, 2019: 81).

Yeni medya teknolojileri, yeni kiiltiirel formlarin olusmasina ortam hazirlarken
toplumsal hareketlerin miicadelelerini duyurmalarina ve farkli toplumlarla baglanti1 kurmalarma
da imkan tanir. Fakat yeni medya teknolojilerinin var olan hiyerarsileri giiclendirecegi
anlayigina sahip olanlar i¢in s6z konusu bu durum toz pembe olmaktan uzaktir. Castells’in
enformasyon ¢aginda kamusal alanin kiiltiirel kosullarina yonelik ilgisi, teknolojik degisimin
etkilerinin izini siirmekten daha fazlasini ifade etmektedir. Castells’e gore yeni medya
kiiltiirlerinin egemenlik ve 6zgiirlesim kavramlar1 dogrultusunda acik ve tutarh bir sekilde
gorebilmemiz miimkiin degildir. Ciinkii Castells’in modern enformasyon kiiltiirlerine yonelik
karmagsik okumasi, medya kiiltiirleri ve teknolojilerinin evrimini siyasal eylemlilik yoluyla

doniistiiriilebilir yapisal bir alanda goren daha ayrintili bir durusa isaret etmektedir (Stevenson,
2015: 314-315).

Dijital teknoloji lizerine gelistirilen diisiinceler bu Orneklerle smirli degildir. Dijital
teknolojinin i§ yasami ve bos zaman arasindaki simirlar1 bulaniklastirdigi ve bir kesisim
olusturdugu diisiiniilmektedir. Kullanicilarin tiretici oldugu bu ortamda, dijital emek kavrami
da tartisilmaktadir. Dijital teknolojilerin sekillendirdigi gesitli is pratikleri, maddi olmayan
emegin merkeziligi, glivencesiz ve sOmiiriilen ¢alisma kosullar1 giiniimiiz kapitalizminin bir
yansimasi olarak karsimiza ¢ikmaktadir. Dijital medyada tiiketici emegi, kiiltiirel iirlinlerin
platformlara yiiklendigi anda el konulmasi ile iireticinin o {irline yabancilagmasini ve verilerin
dijital medya sirketleri i¢in deger {iretmenin temel noktasi oldugunu anlatmaktadir (Jarrett,
2021:139-140). Bu dogrultuda dijital emek kavramu ile beraber toplumsal fabrika kavrami da
dikkat cekmektedir. Post-Fordist donemde kapitalist geligme, kapitalist mantig1 tiim toplumda
yaygmlastrmistir. Biitlin toplumsal faaliyetler kar giidiisliniin bir parcasi haline gelmistir.
Mario Tronti bu durumu “toplumsal fabrika” olarak tanimlamistir (Akgoraoglu, 2019: 535).
Varolusun tamamimnin sermayenin boyundurugu altinda olagandisi sekilde sindirilmesi de

toplumsal fabrikay1 olusturan yasamin, gercek anlamda egemenlik altina alinmasmi ifade
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etmektedir. Toplumsal fabrika, post-Fordist doneme isaret ederken dijital kapitalizmin
endiistrilerini de nitelemektedir. Toplumsal fabrika kavramui ile beraber genellikle kosullarin da
yeni olduguna dair varsayim bulunmaktadir. Fakat beyaz ve erkek olmayan siradan biri i¢in,
sermayenin egemenligi altinda gegen bir yasam igerisinde neyin yeni oldugunu gérmek kolay
degildir. Sermayenin disinda goriilen 6zel ev i¢i alan ve cinsel faaliyetler, esasinda kadmlar,
beyaz olmayanlar ve LGBTQ+ i¢in mecbur birakilan ve karsiligi 6denmeyen is alanlar1 ve
tahakkiim durumlar1 olarak karsimiza ¢ikmaktadir (Jarrett, 2021:141). Dijital kapitalizm de
kapitalizmden farkli degildir. Dijital kapitalizmde de kullanicilar ve kullanicilarin {icretsiz

emegi bu biiylik ekonominin bir pargasidir.

Igerisinde bulundugumuz ¢ag ve toplum, teknoloji ile cepegevre sarilmistir ve agiktir ki
bu teknolojik toplumdan geriye doniis yoktur. Bu toplum, kimi zaman toplumsal iliskileri
doniistiiren kimi zaman ise gii¢lendiren bir forma sahiptir. Calismanin bir sonraki boliimiinde
yeni medya teknolojilerinin gelismesiyle beraber kiiltiirel anlayislar1 yapibozuma ugratma
cabasida olan “siberfeminizm” iizerinde durulacak ve s6z konusu teknolojilerin kadinlar ve

“Otekiler” i¢in bir firsat olup olmadigi sorusu tartigilacaktir.

SIBERFEMINiZM: KULTUREL ANLAYISI YENi MEDYA ILE YAPIBOZUMA
UGRATMAK

“Siber” kelimesi 1980’lerle beraber hayatimiza girmis ve siberkiiltiirden etkilenerek
yasadigimiz anlayis ortaya ¢ikmustir. Gelisen teknoloji sayesinde bugiin siber alisveris yapabilir
ve bankacilik islemlerimizi siber bankacilik yoluyla ¢dzebiliriz. Hatta bu yeni diinyada
siberseks yapmak dahi miimkiindiir. Bu siberkiiltiir i¢erisinde insan ve makine ayrimi giderek
bulaniklasarak “siborg” kavrami ortaya ¢ikmis ve siborglar siberhaklara sahip olarak
siberdemokrasiye katilabilir hale gelmistir. Bu da beraberinde tamamen siber diinya getirmistir.
Bu kiiltiir igerisinde kadinlar “siber Barbie” ve “siber femme-fatale” olarak tasvir edilmekle
birlikte siberseks nesneleri olarak da degerlendirilebilir. Ayrica kadinlar da kendilerine

“sibergrrls” ya da “siberfeministler” adin1 verebilir (Hawtorne ve Klein, 1999).

Siberfeminizm, 1980’lerin sonu ve 1990’larin basinda bilgi teknolojileri ile ilgilenen
feminist teori ve pratiginin kokeni olarak tanimlanir. Ayrica siberfeminizm, orta smif ergen
erkek fantezileri i¢in tasarlanan siberpunk diinyasina karsi kismen bir yanittir (Kember,
2002:627). Teknolojiye yonelik onlarca yil siiren kararsizlik karsisinda feministler i¢in yeni
firsatlar, alanlar ve diigiinceler de bu karmasikligin igerisinde kendine yer bulmustur. Ciinkii
internet, kadinlara sohbet edecekleri, c¢alisacaklari ve oyun oynayacaklar1 bir ortam vaat
etmistir. Bu sanal diinya igerisinde sabit kimlikler de s6z konusu kiiltiirden etkilenmis ve sabit
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kimlikler akiskanlik kazanmistir. Yeni medya teknolojileri, kadmlarin kendi alanlarini
bulabilecekleri bir ortam saglamistir. Siberfeminizm, teknolojinin getirdigi bu olanaklar1, yeni
egilimleri ve olasiliklar1 arastirmaktan ve gézlemlemekten ¢cok daha fazlasini ifade etmektedir.
Sanal diinyalar sadece yeni alanlar agtiklar1 igin degil hem diinya goriisiinii hem de ataerkil
kontrolii baltaladig1 i¢cin 6nemlidir. Ag kiiltiiriine bakildiginda bu kiiltiire hald hem erkeklerin
hem de erkek niyetinin hakim oldugu diisiiniilmektedir. Fakat siberuzam erkek bakisini
sunmaktan daha fazlasma sahiptir. Goriiniisler cogu zaman aldatic1 olmustur fakat glinlimiiziin
teknoloji devriminin simiilasyonlar1 kadar aldatici degildir. Diisiiniilenin aksine bu ag
kiiltiiriinde kadnlar da kendine yer bulmaktadir. Bu dogrultuda gelisen siberfeminist anlay1s
kendini ilk olarak 1990’larin basinda gostermistir. Siberfeminizmin ilk tezahiirlerinden ¢arpici
olany, islek bir Sidney caddesinde reklam panosunda sergilenen “21. Yiizyil i¢in Siberfeminist
Manifesto”dur (Plant, 1996: 325-326).

Internet, yogun tartismalara ragmen cinsiyet¢i bedenleri ortadan kaldirir ve zihnimizi
bi¢imlendirir. Internet, sdylediklerimizin aracidir. Blog yazarak fikirlerin paylasilmasiyla
kamusal alanda entelektiielin yok olmasina zemin hazirlanirken yeni bir feminist hareketin
dogmasma da yine internet tarafindan ortam hazirlanir. Ayrica internetin diinya ¢apinda ayni
anda hem egitim hem de aktivizm igin ara¢ oldugu da tartismasiz bir gergektir. Kadinlar da
internet araciligiyla hem tilke hem de diinya ¢apinda diger kadinlara ulasabilmektedir (Hinsey,
2013:25-26). Kendini feministlerin ikinci koluyla 6zdeslestiren feministler, ifade 6zgiirliigiine
birincil 6nem vererek siberkiiltiirii cinsel aktivizm ve isyanin yeni bir smir1 olarak kabul etmistir

(Hall, 1996:149).

Teknolojinin gelismesi ile birlikte bilim kurgu dergilerine konu olan ortak kiiltiir hizli
bir sekilde normallik haline gelmistir. Canlilarin genetiginin degistirilebilmesi, robotlarin
gelismesi ve aninda iletisim diinyayr kokten degistirmistir. Siberfeminist teori de bu
degisimlere yonelik hem olumlu hem de elestirel yanit verme ¢abasi igerisindedir (Stevenson,
2015:337). Siberfeminizm, kendinden Onceki feminist yaklasimlardan da izler tasiyarak
internet ve teknoloji kiiltiiriinde dogmus bir feminist harekettir. Siberfeminizm i¢in tek bir
tanimlama yapilamamasi ve belirli bir gruba yonelik olmamasi nedeniyle siberfeminizmin
evrensel bir nitelik tasidig1 diistiniilmektedir (Aydemir, 2020:22-24). Fakat siberfeminizm i¢in
internet teknolojisini sadece internetten aligveris yapmak ve “World Wide Web”de
gezinmekten ibaret oldugunu diisiinmeden, bu teknolojiyi baska seyler i¢in kullanan kadinlara
atfen kullanildigin1 sdylemek miimkiindiir. Siberfeminizmi tanimlarken, bu feminist anlayisin

siberuzam ile ilgili olan feminist teori oldugu da sdylenebilir. Siberuzam, bilgisayarlar,
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modemler, uydular ve telefon araciligiyla sosyal etkilesim igin alanlar1 ve firsatlar1 niteler.
Siberfeministler de kadinlarin kendilerini gili¢lendirmesi i¢in internet teknolojilerinin
kullanimin1 diistincelerinin odagma almistir. Ayricalikli olmayan bireyler ve topluluklar i¢in
internetin giliglendirici yoniiniin oldugu diisiincesi, insanlarm acilarini hafifleten ve daha iyi bir
yasam tarzi -hem maddi hem de duygusal anlamda- sunan bilimsel ve teknolojik ilerleme ile
sekillenmektedir. Internetin ve teknolojinin bu giiciine inanan siberfeministler de diinyanin her
yerindeki kadinlar1 bilgisayari, ¢evrim i¢i olmay1 ve interneti feminist amaglar i¢in kullanmaya
tesvik etmektedir (Gajjala ve Mamidipudi, 1999:8-9). Referans olarak alman Gajjala ve
Mamidipudi’nin 1999 yilinda yayimlanan “Cyberfeminism, Technology, and International
‘Development’” isimli bu makalesinde, o donemde internetin insanlarin is ve sosyal
faaliyetlerini doniistiirecegi konusunda radikal degisikliklerin yasanacagi ifade edilmistir. Yine
bu ¢alismada internetin ve internetle baglantili olan teknolojilerin sosyal gruplar arasindaki
bosluklar1 kapatmaya yardimci olacagi belirtilmistir. Hatta bu teknolojiler i¢cin “biiyiik
esitleyiciler” seklinde bir ifade de kullanilmistir (Gajjala ve Mamidipudi, 1999:9).

Bu bilgiler dogrultusunda, siberfeminist felsefenin Oncelikle dijital sdylemler
bakimindan kadin ve erkek arasindaki gii¢ farkmi kabul ettigini sdylemek miimkiindiir.
Siberfeministler, bu durumu degistirmek i¢in yola ¢ikmis ve yeni iletisim teknolojilerinin diinya
capmdaki kadinlar1 nasil etkiledigini goriiniir kilmaya ¢alismistir (Mulyaningrum vd., 2007:1).
Siberfeminizm, tam da bu noktada kadin ve teknolojinin ittifak kurmasi i¢in yola ¢ikan felsefe
olmus ve toplumsal cinsiyet ile kadinin ezilmisligi gibi konularda miicadele etmistir. Toplumsal
cinsiyet esitsizligi ve kadinin ezilmisliginin 6niine gegmek i¢in siberfeministler teknolojiyi bir

kurtulus yolu olarak gérmiistiir (Dursun, 2020:46).

Feminist kurama baktigimizda ikinci dalga feministler teknolojiyi kapitalizmin ve
ataerkil bakis agisinin bir pargasi olarak yorumlamistir. 90’11 yillarin basindan itibaren gelisen
siberfeminist felsefe ise bu karamsar goriisiin aksine teknolojinin eril degil disil nitelige sahip
oldugunu soylemistir. ~ Siberfeministler, endistriyel teknolojinin  ataerkil olarak
degerlendirilmesi karsisinda, dijital teknolojiler kas degil beyne, hiyerarsiye degil aglara
dayandig1 icin dijital teknolojilerin kadin ve makine arasinda yeni bir iliskiye ortam
hazirladigmi diistinmektedir (Wajcman, 2006; akt. Varol, 2014:220). Dolayisiyla yeni
medyanin gelisimi, siberfeministler i¢in erilligi teknoloji, kadinsilig1 ise doga ile ilistiren
kiiltiirel anlayis1 yapibozuma ugratmaya olanak tanimistir. Siberfeminizm ayni zamanda
kadinlarin esit erigsimini gelistirme ¢abasi olan bir stratejiyi de ortaya koymaktadir (Stevenson,
2015:338).
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Teknoloji ve kiiresellesmenin etkisiyle birlikte kamusal alanda kadinlarin varligina dair
degisimin oldugu agiktir. Clinkii teknoloji, geleneksel anlayisin ve ataerkil bakis agismnin kimi
zaman geride kalmasma ortam hazirlamistir. Dolayisiyla ¢agdas toplumda kadmin roli de
doniisiime ugramustir. Teknolojik anlamda yasanan doniisiimler, siberfeminizm i¢in bir olanak
olarak gorilmiistiir. Ciinkii siberfeminizm, teknoloji ve kadmsiligin toplum i¢inde kodlanis
seklini yerle bir etmis ve kadina dair bakis agisin1 da degistirmistir. Siberfeminizm, kadinlari
sefkatli, besleyici ve uysal olarak tanimlayan, teknolojiyi de hiyerarsik, denetleyici ve dislayici
olarak kurgulayan kodlar1 tersine cevirmeye ve bagka olanaklar kesfetmeye c¢alismistir

(Stevenson, 2015:340).

Internet dokusunun disil karakter oldugu diisiincesi, internet teknolojilerinin kadinlarin
yasamini doniistiirecek potansiyele sahip oldugu anlayisii beraberinde getirmistir (Cabuklu,
2021). Siberfeminizm, bu bakis agisi ile birlikte ataerkil anlatiya bir baskaldiri olarak karsimiza
cikmaktadir ve cinsiyet ile dijital kiiltiir arasindaki karmasik iligkiye odaklanan bir kuram olarak
degerlendirilmektedir. Bu karmasik iliskide siberuzam dijital teknolojiyi sanayi teknolojisinin
aksine ataerkil anlayistan uzak bir ortam olarak ele almmaktadwr. Siberfeministler,
teknomaskiilen tavra karsi ag teknolojilerini disilestirmek ve bunlara disil gériiniim vermek i¢in

siberuzami kendileri i¢in bir alan olarak belirlemistir (ThePentacle, 2021).

Siberuzam, dogas1 geregi gelencksel cinsiyet iliskilerinden arinmis bir alan olarak
goriilmektedir. Fakat bununla beraber yeni medyanin halihazirda var olan cinsiyet¢i ve kg1
ekonomik, politik ve kiiltiirel ortamin ¢evreledigi bir sosyal ¢er¢eve i¢cinde oldugunu da
unutmamak gerekir. Bu diisiince dogrultusunda siberfeminist felsefe bir “ag litopyas1” olarak
degerlendirilir ve bu ag iitopyasinin serbest ve denetimsiz ag araciligiyla hiyerarsileri otomatik
olarak ortadan kaldiracagi diisiincesinde oldugu belirtilir. Yeni medyanin cinsiyet¢i ve irkgi bir
yap1 igerisinde varligini slirdiirmesi ise bu ag {topyasmim gergek olamayacagi fikrini
beraberinde getirmektedir. Ayrica bu bakis agisi internetin cinsiyet dist bir {itopya
olamayacagin1 da ortaya koymaktadir. Ciinkii internet bedenlerden, cinsiyetlerden, yastan,
ekonomiden ve sosyal smiftan bagimsiz degildir. Internetin tarihsel olarak savas teknolojisine
hizmet eden bir sistem olarak dogmasi ve erkek egemen kurumlarm bir pargasi olmasi ise

tartigmali bir alan olmasina sebep olmaktadir (Wilding, 1998: 9).

Siberfeminizmin gelismesinde 6nemli bir isim olarak 6ne ¢ikan Donna Haraway,
“Siborg Manifestosu” (2006) eserinde bilim ve teknoloji araciligiyla doniisen toplumsal
iliskilere deginir ve yeni bir tahakkiim anlayismin dogdugundan bahseder: tahakkiimiin

enformatigi. Kadmlarm fiili durumu, tahakkiimiin enformatigi denen iiretim-yeniden tiretim ve
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iletisim sistemiyle biitiinlesme ve o sistem tarafindan somiiriilme durumudur (Haraway,
2006:34). Haraway, s6z konusu bu eserinde bilim ve teknolojinin toplumsal iliskileri ile beraber
kadinlarm durumunun yeniden yapilandigini belirtir. Yeni iletisim teknolojileri, Haraway’in
bakis agisma gore kamusal hayat1 ortadan kaldirmakla beraber ileri teknolojili askeri diizen
getirecektir. Bu yeni diizen ¢ogu insami etkilerken elbette kadmlar kiiltiirel ve ekonomik

bakimdan daha ¢ok etkilenen grup olarak karsimiza ¢ikacaktir (Haraway, 2006:45).

Siberfeminist felsefe icin internet ve onun getirdigi teknolojiler her ne kadar kadnlar:
giiclendirecek bir firsat olarak diisiiniilse de bu teknolojinin erkek egemenliginden ve ayristiric
bakis agisindan bagimsiz olmadigi fikri ayr1 bir tartisjmaya kapi aralamaktadwr. Bu fikir
dogrultusunda, c¢alismanin bir sonraki bolimiinde ‘“dijital bolinme” kavrami iizerinde
durulacak ve yeni medya teknolojisinde kadinlarin ve yeterince temsil bulamayan gruplarin

varlig1 konusunda bir tartigma yiirtitiilecektir.

AG UTOPYASININ KARSISINDAKiI GERCEKLIK: DIJITAL BOLUNME

Dijital boliinme kavramu ilk olarak 1995 yilinda Amerika Birlesik Devletleri’ndeki
birka¢ gazetede kullanilmistir. Dijital bolinmeden bahseden gazete haberleri de o donem
Ulusal Telekomiinikasyon ve Enformasyon Idaresi tarafindan yayimlanan “internete sahip
olanlar ve olmayanlar” seklindeki rapor ile desteklenmistir. Daha sonra kavram, Avrupa’ya ve
diinyanin geri kalanma yayilip dijital ugurum fikri ve sorunsali toplumsal ve bilimsel anlamda
giindem héline gelmistir. Dijital boliinme i¢in kullanilan en yaygimn tanim ise Jan van Dijk
tarafindan “Dijital medyaya erisimi ve kullanimi olan kisiler ile olmayanlar arasindaki ayrim”
olarak belirtilmistir (van Dijk, 2020). Esasinda dijital boliinme kavrami sadece bilgisayarlara
fiziksel erisim ve baglanabilirlikten ibaret degildir. Dijital boliinme ayni zamanda insanlarin
teknolojiyi iyi kullanmalarini saglayacak ek kaynaklara erisimini de nitelemektedir. Dolayisiyla
dijital boliinme kavrami ele alindiginda igerik, dil, egitim, okuryazarlik ve sosyal kaynaklar gibi
kavramlar da g6z oniinde bulundurulmalidir. Dijital boliinme kavrami ayrica iki kutuplu bir
boliinmeyi ortaya koymaktadir. Bu kavram sadece bilgi sahibi olanlar ve olmayanlar arasindaki

ikili ayrimi ifade etmekle kalmaz ayni zamanda bilgi teknolojilerine erisim konusundaki farkli

dereceleri de agiklar (Warschauer, 2003:6)

“Dijital ugurum” olarak da ifade edilen dijital boliinme kavramu, farkli cografi alanlarda
sosyoekonomik kosullar bakimindan farklilik gdsteren ticari isletmelerin ve bireylerin bilgi ve
haberlesme teknolojilerine erisimi ile internet kullanim amacma yonelik genis bakis agisi
sunmaktadir. Dijital boliinme kavrami, sayisal boliinme ile birlikte {ilkeler arasinda ve iilke
icerisindeki farklar1 da ortaya koymaktadir (TK, 2002; akt. Aytun, 2005:24). Bu tanim
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dogrultusunda dijital boliinmenin geligmis tilkeler ile gelismemis tilkeler arasindaki farka isaret
ettigini soylemek de miimkiindiir. Teknolojiye erisim beraberinde bir¢ok tartigmayi getirir
c¢linkii teknolojiye erisim olmadan teknik beceri gelistirmenin zor olacagi diisiiniiliir. Ayrica
teknolojiye erisim olsa dahi eger kullanici onu nasil kullanacagini bilmiyorsa bu erisimin
anlami1 kalmamaktadir. 1990’11 yillarda yapilan ¢ogu c¢alisma, siberfeminist felsefenin
karsisinda bir durus sergileyerek yeni iletisim teknolojilerinin var olan esitsizlikleri iyilestirmek
yerine artirabilecegini 6ne siirmiistlir. Esasinda dijital boliinme kavramini ortaya ¢ikaran da
calismalarin s6z konusu bu bakis agis1 olmustur. Dijital boliinme esitsizlik kaygisi ile beraber
ortaya c¢ikan bir kavram olarak, gelismis ve gelismekte olan iilkeler arasindaki farka
odaklanilirken zenginler ve yoksullar, kadinlar ve erkekler arasindaki erisim iizerinde de
durulmustur. Dolayisiyla dijital boliinme, ¢evrim igi ortamdaki her tiirlii esitsizlik olarak da

tanimlanabilmektedir (Antonio ve Tuffley, 2014:674).

Dijital bolinme tizerine farkli kavramsallagtrmalarin  oldugu aciktir. Bu
kavramsallastirmalar birincil ve ikincil dijital boliinme olarak karsimiza ¢ikmaktadir. Birincil
dijital boliinme, internete erigim farkliliklar1 ile ilgilenirken ikincil dijital boliinme, internet
kullanimindaki farkliliklara odaklanmaktadir (Joiner vd., 2015:74). Toplumdaki ekonomik
esitsizligin olusturdugu sosyal bosluklar dijital boliinmeye neden olmaktadir ancak dijital
boliinme de bu sosyal bosluklar1 yogunlastirma ve yeni bosluklar yaratma giiciine sahiptir.
Sosyoekonomik anlamda daha az giice sahip olan gruplarin teknolojiye erisim giicii de diisiiktiir
ve dolayisiyla bu durum, o gruplar1 teknolojiye erisim konusunda diger gruplara gore
dezavantajli kilmaktadir. Ortaya ¢ikan bu dijital boliinme ise var olan ekonomik boliinmeleri

genisletmektedir (Cooper ve Weaver, 2003:3-4).

Cinsiyet de iletisim teknolojilerine erisim ve bu teknolojileri kullanim konusunda etkili
olan faktorlerden biridir. Son yillarda yapilan ¢alismalar, diinya ¢apinda internet teknolojilerine
erisim ve kullanimda kadin ve erkekler arasindaki farkin giderek azaldigini gosterse de yine
tim diinyada erkekler internet teknolojisini kullanma noktasinda kadinlara kiyasla daha
avantajli konumdadir (Ak¢a ve Kaya, 2016:304). Erkeklerin kadinlara kiyasla avantajli
olmasinin bir sebebi, kadmlarm erkekler kadar is hayatinda istihdam sans1 bulamamasidir.
Kapitalist endiistrinin yaratmis oldugu emek piyasas: kadmlar i¢in diigiik ticretli ve diisiik
statlilii bazi yarim giinliik isler sunmaktadir. Bunun sebebi toplumlarin ortaya koydugu is
boliimiidiir. Is bdliimii, cocuk bakiminim ve ev islerinin kadina, yani bir es ve anne olan kadmna,
yiiklenmesiyle olugmaktadir. Ev i¢i emegi de listlenmis olan kadin bu sartlarda ancak diisiik

statiilii ve diislik iicretli isler yapabilmektedir (Connell, 2019:201). Sanayi kapitalizminin
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yayilmasi boyunca, kadinlar i¢in istihdam olanaklarinin ortaya ¢iktig1 dogrudur fakat
goriilmektedir ki bu istihdam olanaklar1 kadinlarin yiiritmiis oldugu geleneksel islere yakindir.
Kadinlar daha ¢ok tekstil atolyelerinde ¢alismis, bakicilik ve temizlik¢ilik yapmistir. Kadin
istihdamiin yaygin oldugu bu sektorlerde de iicret diizeyleri, erkek kol is¢ilerinin licretlerinin
altindayd1 (Giddens, 2020:115). Dolayisiyla kadinlar sanayilesme boyunca ve sonrasinda her
ne kadar is hayatinda varligini siirdiirmiis olsa da kadnlarin iistlendigi roller ve ticret diizeyleri
cinsiyet ayrimini ortaya koymaktadir. Bu dogrultuda ekonomik bdliinmenin toplumsal cinsiyet

temelli dijital boliinmede etkisinin oldugunu sdylemek de miimkiindjir.

Calismanin bir onceki sayfasinda referans alman Antonio ve Tuffley’in 2014 yilindaki
“The Gender Digital Divide in Developing Countries” isimli ¢aligmasi, kadnlarin biiyiik
cogunlugunun -tahminen beste dordiiniin- gelismekte olan tilkelerde yasadigi ve ¢ogu zaman
gelismis tilkelerdeki hemcinslerine kiyasla cinsiyet ile ilgili ayrimciliga maruz kaldiklarini
anlatmistir. Yine bu ¢calismada, gelismekte olan iilkelerdeki kadinlarin issiz olma olasiliklarinin
daha yiiksek oldugu, dolayisiyla daha az istihdam ve daha az egitim firsatina sahip oldugu
belirtilmistir. Istihdam sans1 bulamayan kadinlarin cogunlukla ev ici emek ile mesgul olduguna
ve geleneksel aile rollerine hapsolduguna da ¢alismada yer verilmistir. Dolayisiyla caligmaya
gore, s6z konusu kadinlarm temel dijital okuryazarliktan yoksun olacagi diisiiniilmektedir

(Antonio ve Tuffley, 2014:675).

Cooper ve Weaver (2003) tarafindan yayimlanan “Gender and Computers
Understanding the Digital Divide” isimli kitapta sosyoekonomik statiiniin bir¢ok konuda
belirleyici oldugundan bahsedilmis ve egitim ve istihdam gibi konularin da bu statiiden
etkilendigi belirtilmistir. Servetin esit sekilde dagilmamas: egitim anlaminda esit olmayan
okullar yaratarak 6grencilerin akademik performansmi etkilemistir. Irk ve sosyoekonomik
statliniin arasmdaki dengesiz iliski de geleneksel olarak yeterince temsil sans1 bulamayan
azinliklarin diisiik akademik performansinin baslica sorumlusu olarak gosterilmistir. Yeterince
temsil edilmeyen azmliklar, diisiik akademik performanstan dolayr daha yiiksek {icretli
teknoloji islerinde rekabet etmek i¢in dezavantajli bir konumda yer almaktadir. Bu durumda
ortaya ¢ikan ise bir dongliye doniismektedir. Tim bu faktorleri cinsiyet durumunda
diigtindiigiimiizde {stesinden gelmek ¢ok daha zordur. Kadmlar ile erkekler arasmdaki
bilgisayar kullanimina baktigimizda kadmlarin erkeklerden daha az temsil edildigi
goriilmektedir. Bunun sebebi ise yukarida sayilan faktorlerden biri olan egitimdir. 2003 yilinda
yapilan bu ¢alismada, kadnlarin lise ve iiniversitede daha az teknoloji dersi aldigindan

bahsedilmis ve iniversitelerde bilisim teknolojileri boliimiinden dereceyle mezun olma
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olasiliklarinin daha diisiik oldugu goriilmiistiir. Dolayisiyla kadinlarin teknoloji ile ilgili is
alanlarinin st diizeylerinde yeterince temsil bulamadigi da belirtilmistir (Cooper ve Weaver,
2003:5).

Tiirkiye Istatistik Kurumunun (TUIK) 2020 yilinda yaymmladig1 “Hanehalk: Bilisim
Teknolojileri Kullanim Arastirmast”na gore Tiirkiye’de 16-74 yas grubunda internet kullanan
bireylerin oran1 %79,0’dur. Orana cinsiyet degiskeni lizerinden bakildiginda erkeklerde %84,7
iken kadmlarda %73,3 oldugu goriilmektedir (TUIK, 2020). 2021 yilinda yapilan ayni
arastirmada ise 16-74 yas grubunda internet kullanan bireylerin oran1 %82,6 olmustur. internet
kullanim orani cinsiyete gore incelendiginde ise bu oran erkeklerde %87,7; kadmlarda ise
%77,5 olarak karsimiza ¢ikmaktadir (TUIK, 2021). 2020 ve 2021 yillar1 zelinde baktigimizda
internet kullanan bireylerin sayisinin giderek arttigi ve bununla beraber kadin ve erkek
kullanicilar arasindaki farkin da azaldig1 goriilmektedir. Fakat istatistikler gostermektedir ki

kadin kullanicilar hala erkek kullanicilarin gerisinde kalmaktadir.

Dijital b6 liinmenin 6niine gegme konusundaki en 6nemli unsurlar kiiltiir, egitim, {iretim
ve yonetim olarak goriilmektedir. Bu unsurlari arasinda egitimin alt1 ¢izilerek “yasam boyu
ogrenme” iilke, kurum ve kuruluslar agisindan rekabette bir avantaj olarak isaret edilmektedir.
Gelisen teknoloji karsisinda insanlarin ¢aga ayak uydurabilmesi ve bilgi yoksulu kalmamasi
icin teknolojik gelismelerden haberdar olmasi gerekmektedir. Dijital bdliinmeyi en aza
indirmek i¢in gelistirilecek politikalar arasinda egitime mutlaka yer verilmesi ve insanlara bilgi
teknolojilerini nasil daha iyi kullanabileceklerinin 6gretilmesi gerektigi diistiniilmektedir (Kilig,
2011:89). Fakat toplumda héalihazirda var olan toplumsal cinsiyet esitsizligi ve bu esitsizlik
icerisinde yasanan dongiiler kadin kullanicilarin erkeklerin gerisinde kalmasina sebep
olmaktadir. Dolayisiyla ¢aligmanin ikinci boliimiinde ele alinan siberfeminist felsefenin
karsisinda iistesinden gelinemeyen dijital bir boliinmenin ya da ugurumun oldugu asikérdir.
Yeni medya teknolojilerinin kadmlar i¢in bir aktivizm alanma doniisecegi ve s6z konusu

teknolojinin firsatlar yaratacagi ise bir iitopya olmaktan Steye gidememektir.

SONUGC

Dijital teknoloji, bugiin yeni bir kiiltiir ortam1 olustururken ve bu kiiltiiriin ¢evrim dis1
ortama da sirayet etmesi ile birlikte hayatin her alaninda yasanan doniisiimleri hissetmek
kaginilmaz olmustur. Yeni medya teknolojisinin yaratmis oldugu yeni iletisim ortamlarmin, bir
kiiltiirtin dogmasina zemin hazirlarken yeni bir toplumsal miicadele alan1 da ortaya ¢ikaracagi
diistiniilmiistiir. Kimi arastirmaci yeni medya teknolojilerinin toplumsal hiyerarsiyi yikacagini
diistiniirken kimi ise bu olumlu bakis agisindan uzak bir tavir ortaya koymustur. Siberfeminist
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felsefe de 1990’larla birlikte internet ve internete bagl teknolojilerin kadinlar i¢in bir firsat
olacagini diistinmiis ve bu dogrultuda ¢aligmalar yapmistir. Endiistriyel teknolojinin eril iken
dijital teknolojinin disil yapida oldugu savunulmus ve teknolojiyi erkegin elinde goren
anlayistan uzak bir tavir ¢izmistir. Siberfeminizm, 6zel alana sikismis ve kamusal alanda
kendine yer bulamayan kadinlar i¢in bu yeni teknolojiyi kadinlarin kendini bulacagi bir ortam
olarak tanimlamistir. Siberfeminist bakis agisina gore kadinlarin varhigmi siirdiirebilecegi bu

ortam, ataerkil anlayisa da darbe vurmaktadir.

Kadinlar i¢in bir miicadele ve baskaldir1 alan1 olarak goriilen dijital teknoloji, aslinda
cinsiyet¢i kod ve oriintiilerden bagimsiz degildir. Cilinkii s6z konusu bu teknolojiler cinsiyetci
ve 1rk¢1 anlayisin cevreledigi bir alanda hayat bulmaktadir. Internetin dogusunun da savas ile
iligkili olmas1 siberuzamin kadin miicadelesi i¢in ne kadar elverisli olacagi konusunda soru
isareti olusturmaktadir. Siberuzam siberfeminist diisiincenin aksine cinsiyetlerden, yastan,
sosyal smiftan ve ekonomiden bagimsiz bir ortam sunmamaktadir. Bu da tiim kadinlarin bu

ortama erigsimi ve bu teknolojiyi kullanim1 konusunda bir tartismaya zemin hazirlamaktadir.

Dijital boliinme kavrami da siberfeminist felsefenin karsisinda duran nihai bir gercektir.
Dijital boliinme, internet teknolojisine erigimi olanlar ve bu teknolojiyi kullananlar ile erisimi
olmayanlar ve kullanmayanlar arasindaki farki anlatmaktadir. Internete erisim ve kullanim
konusunda iilkeler arasinda bir kiyaslama yapmakla beraber iilke icinde de kiyaslama yapilarak
fark ortaya konulabilmektedir. Bu dogrultuda kadin ve erkek arasinda da fark oldugu
goriilmektedir. Her gegen giin internete erisim ve internet kullanicis1 orani artmaktadir fakat
arastirmalar gostermektedir ki tiim bu gelismelere ragmen kadin kullanici sayis1 erkek kullanici
sayisinin geriSinde kalmaktadir. Toplumda var olan ataerkil bakis agisinin hayatin her alanina
sirayet etmesinden dolay1 kadinlar kamusal alanda yeterince varlik gésterememekle birlikte ve
ev i¢i emege sikigmis durumdadir. Dolayisiyla bu durumda kadmlar geleneksel toplumsal
cinsiyet rollerinden siyrilamamaktadir. Bu kosullar altinda kadnlarin teknolojiye erisimi ve
teknolojiyi kullanimi da soru isaretleri altinda incelenmelidir. Ciinkii kadinlar istihdam
konusunda ve birtakim firsatlara erisim noktasinda erkeklerin gerisinde kalmaktadir. Toplumsal
cinsiyet ve ekonomi gibi faktorler bir araya gelerek, siberfeminist felsefenin karsisinda duran

gerceklikler olarak karsimiza ¢ikmaktadir.

Kadinlarin gercek yasam pratiklerinde maruz kaldigi ayrimciligin ve bu pratikler
icerisindeki ataerkil bakis agisinin siberuzama yansimamasi1 miimkiin gériinmemektedir. Ciinkii
yeni medya teknolojileri toplumsal yapilardan bagimmsiz degildir ve bu yapilardan

etkilenmektedir. Toplumsal cinsiyet ve geleneksel roller ile kusatilan kadinlarm yagami
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erkeklere kiyasla dezavantajlidir. Yeni medya teknolojilerinin dezavantajlar1 ortadan
kaldiracag diisiiniilse de bu dezavantajlar siberuzamdaki varligi da etkilemektedir. S6z konusu
dezavantajlar, internet teknolojisini kullanmay etkiledigi gibi bu dezavantajlarin oncelikle

internet erisimine de etkisi bulunmaktadir.

Cevrim dig1 yagsami geleneksel roller ve dezavantajlarla ¢evrelenmis kadinlarin kamusal
alana erisiminin kisitlanmis olmasi internet erisimini de etkilemektedir. Dijital bdliinme
kavrami ile irdeledigimiz erisim ve kullanim konusunun siberfeminist anlayistan farkli bir
durum ortaya koydugu aciktir. Dolayisiyla boyle bir ortamda siberfeminist anlayisin gecerliligi
olacagi da tartigma konusudur. Bu ¢alisma da gostermektedir ki dijital teknolojiler bir miicadele

alan1 olusturmaktansa, gercek yasam faaliyetlerinin etkiledigi ve aktarildigi bir ortamdir.
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EXTENDED ABSTRACT

Introduction

The age we live in is a result of the changes created by digital technologies. It is possible
to see the changes experienced in all areas of life. Most media products today are produced
digitally. In fact, all kinds of information produced appear in a digital form. Along with daily
life, business and education and education fields also get their share formed by digitalization.
Along with the transformation of our lives by digital technology, concept of culture has also
been affected and culture has been surrounded by the digital structure. Social networks have
also started to conribute to the increasingly digitalized culture. When thinking about culture in
terms of digitalization and social networks, when we look back and look at traditional media, it
is possible to see the features that shape modern society. As Nick Stevenson talks about the
media in his book “Media Cultures”, “The media shapes our array of shared understanding,
knowledge and language, from the commercials we hum on the way to work to our ideas about
the government's latest social policies.” made a definition with the expression (Stevenson,
2015:310). In addition, Stevenson stated that contemporary culture would create a diverse

popular culture rather than a mass culture and culture that suppresses human diversity.

When we think of new media technologies, perspective of culture has gained a different
dimension and users have become producers through social networks and become producers of
culture themselves. In addition, new media technologies are affected by offline communication
environments as well as affecting these communication environments and mutual relationship
is formed. In fact, while digital culture is formed with the contributions of those in the network,
it is also transferred to the offline environment through new media. Therefore, all society is

affected by digital culture.

The uncontrolled and uncentralized form of new media technologies and social
networks compared to traditional media makes possible individuals from all society to be heard
and represented. Due to form of these environments, digital technology is thought as feminine
technology and is associated with the concept of “cyberfeminism”, a feminist theory that has

developed in recent years. Believing that women can become popular their voices and maintain
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their existence through this technology, cyberfeminism has examined a new media technology

that can end the relations of domination.

In this study, a conceptual framework will be created on the inclusion of digital
technology and the coexistince of individuals from different segments of society, together with
digital culture and cyberfeminism and then a critique of digital technology and cyberfeminism

will be presented with the concept of “digital divide”.

Methods

The aim of this study is to discuss the concept of cyberfeminism through features of
digital technology and inequalities of digital technology and digital culture. Therefore, in this
study conceptual framework is presented through detailed literature review. Concepts of
cyberfeminism, digital technology and digital culture is examined within conceptual

framework.

Findings and Argument

Intrinsically, cyberspace is seen as a space free from traditional gender relations.
However, it should not be forgotten that the new media is within a social framework surrounded
by the existing sexist and racist economic, politic and cultural environment. That’s why,
cyberfeminist theory is evaluated as a “network utopia” and it is stated that this network utopia
will automatically eliminate hierarchies through free and uncontrolled network. The existence
of the new media in a sexist and racist structure brings with it the idea that this network utopia
cannot be real. In addition, this point of view reveals that the internet cannot be a non-gender
utopia. Because the internet is not independent from bodies, genders, age, economy and social
class. The fact that the internet was born as a system that serves war technology and is a part of

male-dominated institutions that cause a controversial area (Wilding, 1998: 9).

Social gaps caused by economic inequality in society cause digital divide, but digital
divide also has the power to intensify these social gaps and create new ones. Groups with less
socio-economic power also have low access to technology, thus making those groups
disadvantaged compared to other groups in terms of accessing technology. This emerging

digital divide expands existing economic divisons (Cooper, Weaver, 2003:3-4).

Gender is also one of the factors affecting access to and use of communication
technologies. Although studies conducted in recent years show that the difference between men

and women in accessing and using internet technologies around the world is gradually
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decreasing, men all over the world are in a more advantageous position compared to women in

terms of using internet technology (Akga, Kaya, 2016:304).

Conclusion and Recommendations

Digital technology, which is seen as a field of struggle and rebellion for women, isn’t
independent of sexist codes and patterns. Because these technologies come to life in an area
surrounded by a sexist and racist understanding. The fact that the birth of the internet is also
associated with war raises a question mark about how suitable cyberspace will be for women’s
struggle. Contrary to cyberfeminist theory, cyberspace doesn’t offer an environment
independent from gender, age, social class and economy. This leads to a debate about all

women’s access to this environment and use of this technology.

It doesn’t seem possible that the discrimination that women are exposed to in real life
pratices and the patriarchal perspective within the pratices are not reflected in cyberspace.
Because new media technologies are not independent of social structures and are affected by
these structures. The life of women, surrounded by gender and traditional roles, is
disadvantaged compared to men. Although it is thought that new media technologies will
eliminate these disadvantages, the disadvantagedes that exist in real life practices also affect
the existence in cyberspace. These disadvantagedes not only affect the use of internet

technology but also primarily affect internet access.
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