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IS HISTORY REPEATING ITSELF?

#WOMANINMETAVERSE

Dilara UNUVAR UNLUOGLU"

Abstract

The rapid advancement of digital technologies and the emergence of the
metaverse have significantly transformed the ways in which individuals
communicate, interact, and express themselves in virtual spaces. As the
metaverse has become an increasingly integral part of modern society,
the representation of gender, particularly women, in these digital realms
has gained importance. This research aims to explore the multifaceted
evolution of the female figure in the metaverse, examining
representations, identity construction, and the socio-cultural and
socioeconomic implications of these virtual personas. The methodology of
the study adopts a phenomenological design, is exploratory in nature,
drawing heavily on secondary data and empirical information, and
utilizes descriptive analysis to explore the meaning that individuals
attribute to the world they live in, with a particular focus on problems in
the context of behavioral sciences. Through a comprehensive
interdisciplinary analysis, the research sheds light on how the depiction of
the female figure has evolved, the determinants individuals use to shape
their digital identities, and the potential impact on real-world gender
dynamics. As one of the pioneering works on gender effects in the MV,
our findings shed light on how the seeds of gender inequality are still
being sown in different forms in the newly created digital world.
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ve Organizasyon Bolimu. dilaraunuvarunluoglu@eskisehir.edu.tr, Eskisehir/Turkiye.


mailto:dilaraunuvarunluoglu@eskisehir.edu.tr

Is History Repeating Itself? #Womaninmetaverse 325

Keywords: Metaverse, gender, digital world, women studies.

TARIH TEKERRUR MU EDIYOR?

#METAVERSEDEKADIN

(071

Dijital teknolojilerin hizla ilerlemesi ve metaverse'in ortaya c¢ikis,
bireylerin sanal alanlarda iletisim kurma, etkilesim kurma ve kendilerini
ifade etme bigimlerini 6nemli 6i¢iide doniistiirmiistiir. Metaverse modern
toplumun giderek daha ayrilmaz bir pargasi haline geldikge, bu dijital
alemlerde toplumsal cinsiyetin, ézellikle de kadinlarin temsili énem
kazanmistir. Bu arastirma, metaverideki kadin figiiriiniin ¢ok yénlii
evrimini kesfetmeyi, temisilleri, kimlik insasini ve bu sanal kisiliklerin
sosyo-kiiltiirel ve sosyoekonomik etkilerini incelemeyi amaglamaktadir.
Fenomenolojik bir yaklasim benimsenen bu ¢alismada, adirlikli olarak
ikincil veriler ve deneysel bilgilerden yararlanarak kesifsel bir analiz
yapilmakta ve Ozellikle davranis bilimleri badlamindaki sorunlara
odaklanarak bireylerin yasadiklari diinyaya yiikledikleri anlami kesfetmek
igin  kullanilan  betimsel analizden yararlaniimaktadir. Arastirma,
disiplinler arasi kapsamli bir analiz yoluyla, kadin figiiriiniin tasvirinin
nasil  gelistigine, bireylerin dijital kimliklerini sekillendirmek igin
kullandiklari  belirleyicilere ve gercek diinyadaki toplumsal cinsiyet
dinamikleri izerindeki potansiyel etkiye stk tutmaktadir. MV'de
toplumsal cinsiyet etkileri tizerine éncii ¢alismalardan biri olarak bulgular,
yeni yaratilan dijital diinyada toplumsal cinsiyet esitsizliginin
tohumlarinin farkh bicimlerde nasil atilmaya devam ettigini tespit etmis
durumdadir.

Anahtar Kelimeler: Metaverse, toplumsal cinsiyet, dijital diinya, kadin
calismalari.
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1. INTRODUCTION

The unstoppable advance of technology has given rise to various digital
environments encompassing a spectrum of experiences ranging from games to
social networks to augmented reality. These environments not only mirror our
physical world but also offer new dimensions where imagination intersects with
the tangible. The metaverse (MV), a vast and interconnected digital
environment, has led to a paradigm shift in humanity's use of technology, social

interaction, and self-expression.

The concept of the MV, which originated in the 1980s but has had an increase in
popularity in recent times, is a composite phrase derived from the fusion of
transcendence (meta) and universe. The MV refers to a science fiction realm
initially introduced in the novel Snow Crash (Stephenson, 1993). In
contemporary times, the phenomenon of the MV has manifested itself in
diverse representations within our immediate surroundings. Four underlying
factors contribute to this phenomenon. The incorporation of technology
breakthroughs, such as the implementation of 5G networks and the utilization
of 3D rendering techniques, has significantly enhanced the visual quality of
music videos, hence creating a heightened sense of realism for viewers.
Furthermore, the advent of high-speed Internet connectivity has facilitated
uninterrupted access to multimedia content, enabling individuals to fully
appreciate the MV experience without encountering any latency issues.
Furthermore, there has been a notable surge in the need for non-face-to-face
services, particularly in the aftermath of the COVID-19 pandemic. Thirdly, the
emergence of Generation Z, a cohort characterized by their innate familiarity
with digital technology, has exerted a significant impact on cultural

consumption patterns, leading to notable transformations. Furthermore, the
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widespread presence of mobile devices and the evolution of content formats
have facilitated individuals' ability to access the MV at any given time and

anywhere (Ko et al., 2021).

For all these reasons, the increasing interest of individuals in digital worlds has
recently taken its current form with many milestones, such as the rapid
development of technology and the improvement of virtual reality experiences,
making MV such a space that encompasses both reality and unreality across the
various aspects of politics, economy, society, and culture. In this respect, it is
possible to think of virtual reality (VR), augmented reality (AR), blockchain,
cryptocurrencies, the Internet of Things (IoT), and artificial intelligence (Al) as
the core technologies that constitute MV. With all these various tools, MV
today allows societies to provide social interaction, commerce, education, and

many other needs in a digital environment.

Individuals can have interactive gaming experiences in entirely virtual worlds,
create virtual avatars, interact socially with other users, shop in virtual stores,
have interactive experiences in online classrooms or educational environments,
and discover and/or design artworks in virtual galleries, It has become feasible
within the context of the MV world to establish a virtual environment that
closely resembles reality and offer it at a reduced expense. The MVs have the
potential to challenge prevailing conceptions of race, gender, and disabilities
(Duan et al., 2021), hence stimulating scholarly curiosity over their possible
applications (Parmaxi, 2020). The gender perspective, which has been felt in
many sociological, economic, or cultural fields in almost all segments of
societies in this world that have been inhabited for centuries, may also be
taking seed in the new (digital) world order that is now being built from scratch
in front of the eyes of all humanity. As MV provides unprecedented latitude for

self-expression and identity negotiation, the contours of gender, often laden
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with historical and cultural significance, are emerging within this digital world in
ways that both reflect and challenge real-world paradigms. In other words,
from the primitive graphics of early video games to the uncanny realism of
contemporary avatars, the trajectory of the depiction of the female figure

reveals a journey full of complexities and nuances.

Therefore, within this complex tapestry, the representation of gender and its
interaction with identity formation has come to the forefront, leading to a
comprehensive exploration of the evolution of gender. In this context,
portraying gender identities within MV, particularly the portrayal of the female
figure, is considered important. This paper attempts to shed light on the
dynamic interplay between technology, culture, labor markets, and MV in terms
of gender representation. By examining the picture of the female figure in MV
through an interdisciplinary lens that draws on different fields such as
sociology, psychology, economics, and media studies, this paper explores the
transformative potential of these digital personas and the profound socio-
cultural implications they carry beyond the boundaries of virtual realms. By
navigating this complex terrain, we hope to shed light not only on the subtleties
of gender portrayal in digital spaces but also on the capacity of MV to reshape
our understanding of identity, empowerment, and the narratives in which we
live. The findings are crucial in illuminating the current state of digital evolution
and the horizons of transformative potential and ethical imperatives that lie

ahead.

This study aims to uncover the complex interplay of gender representations
within technology, labor markets, culture, and MV. As MV offers unparalleled
freedom for individuals to express themselves and reflect on their identities,
complex historical and cultural dimensions of gender emerge in ways that

reflect and challenge real-world patterns. This cross-country study draws on
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sociology, economics, psychology, and media studies to examine the
representations of female figures in MV and explore the transformative
potential of these digital identities. It also emphasizes that virtual worlds have
profound socio-cultural and socioeconomic implications that transcend their
borders. In navigating this complex space, it is important to focus not only on
the subtleties of gender representations in digital areas but also on the capacity
and potential of MV, as it will reshape our understanding of identity formation,
personal empowerment, and the stories woven around us. The study is
organized as follows to achieve the research goals. Firstly, the literature review
is given with a background from different fields. Secondly, the research design
and methodology are described in detail. Thirdly, the evaluations and a
discussion of the findings in relation to women in the digital world are shared

for a clear outlook on the issue.

2. LITERATURE REVIEW

The representation of gender in digital spaces has been the subject of scientific
research in various disciplines. It has become a field that intersects fields such
as technology, culture, labor, and identity construction. A literature review on

this topic reveals that gender is a significant predictor.

First, Haraway's concept of the "cyborg" (1991) resonated deeply in the MV
context, where the digital world brings together human and technological
elements to shape the digital personalities of its users. Similarly, Turkle (1995),
a pioneering voice in the study of technology and identity, explored how
technological advances in graphics facilitate a greater sense of emotional
attachment and self-expression by examining the emotional bonds users form

with their avatars. Indeed, the emergence of customizable avatars in role-
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playing games heralded a new era of identity exploration, giving users

unprecedented authority to shape their digital personas (Turkle, 1995).

Research by Jenkins (2003) and Nakamura (2002) has shed light on the
perpetuation of gender stereotypes and reinforcement of traditional norms by
examining gender dynamics in video games. Early video games, such as the
iconic "Donkey Kong" and "Pac-Man" were thought to reflect the dominant
cultural norms of the time, with female characters often reduced to damsels in
distress or secondary roles (Jenkins, 2003). While Jenkins' research highlighted
the prevalence of male-centered narratives and the marginalization of female
characters, Nakamura's work revealed the complex interplay between race,

ethnicity, and gender identity in online environments.

Subsequently, Castronova's seminal work on virtual worlds (2005) provided a
panoramic view of online economies, governance, and social interactions,
paving the way for a deeper exploration of how gendered identities manifest in
these immersive environments. It is also thought that the ideas of ancient

philosophers such as Philo and Aristotle that women are "passive," "material,"
and "deprived" continue to be imposed through advertising and media in
today's consumer society. This is because advertising and media images, in
other words, the economic world order, show the female body as an object of
consumption and a remarkable element that "must appeal to the eye." The
female body appears in advertisements as a remarkable "object" and a
decorative part before an audience of women and men. The female body is
objectified by transforming it into the shape of a product packaging and
sometimes into a decorative element that is "incompatible" with the product
and used to attract attention. Through exposure to these forms of

representation and images, the female body becomes an object of consumption

that is "consumed" not only by men but also by women. On the other hand, the
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representation of women in MV is also intertwined with body image concerns
and societal beauty standards. Senft's (2008) research on camgirls illuminated
the multifaceted dimensions of gender performance and identity negotiation in
online spaces, as women use metadata as a platform for agency,

empowerment, and economic independence.

Closer to the present day, the impact of MV on social perceptions and real-
world behavior is receiving increasing attention. Shaw's (2012) research on
gamer identity highlighted the complexity of identity negotiation in virtual
communities, highlighting how individuals' self-identification as gamers
intersects with gender, race, and sexuality. On the other hand, Chess and
Shaw's (2015) research on online harassment, specifically "cyber-misogyny,"
shed light on the darker aspects of MV and highlighted the need for ethical
considerations and measures to counter toxic behavior. The research also
underscores the need for careful guardianship, advocating for establishing
mechanisms that counter online harassment and protect users from the pitfalls
of toxicity. As digital platforms mature, researchers such as Consalvo (2017)
have analyzed cheating and advantage-seeking behaviors in video games. While
the focus is not exclusively on gender, this work has highlighted the nuanced
strategies players adopt to navigate virtual spaces and achieve personal goals.
These strategies, often grounded in notions of agency and empowerment, point
to the potential for users, including women, to challenge the status quo and
assert their presence in digital spaces. In other words, as technology advances
and narrative complexity deepens, one can witness a gradual shift away from
these traditional archetypes. Games such as "Metroid," for example, have
challenged players' assumptions and emphasized the potential for narrative
subversion by introducing the enigmatic bounty hunter Samus Aran, whose true

gender remains hidden until the end of the game (Consalvo, 2017).
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Based on previous studies, there is a correlation between gender differences
and the use of social networking sites (SNS) among young individuals. The
findings of the study revealed that gender disparity played a noteworthy role in
elucidating the phenomenon of content generation on social media platforms.
Instagram, WhatsApp, and YouTube are the most commonly utilized social
networking sites (SNSs) for instructional purposes among students enrolled in
higher education institutions. According to Dikbas Torun (2019), there is
evidence to suggest that females exhibit a more favorable and efficient pattern
of social media consumption compared to males, as indicated by the mean data

and statistical analysis.

All this emerging literature underlines the potential of MV as a dynamic space
for identity negotiation, empowerment, and gender role redesign. However, it
also underscores the imperative to develop an inclusive and ethical digital
ecosystem that respects different identities and minimizes the perpetuation of

harmful stereotypes.

3. METHODOLOGY

This research was designed with a phenomenological (social constructivist)
approach. Social constructivist (Creswell, 2020) approaches aim to explore the
meaning that people give to the world they live in. The research is an
exploratory study in terms of its subject of interest. The exploratory research
design, as the name suggests, is suitable for mixed-methods research in cases
where the first entry into the field is made on a new and current topic or when
measurement tools related to the relevant topic or concept are to be developed
(Creswell, 2015). Secondary data and empirical information were extensively
used within the scope of the research. The findings were analyzed and

interpreted with a descriptive approach. The descriptive approach focuses on
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the current problems in the world and is therefore based on behavioral sciences

rather than theory.

4. 'WOMEN' IN THE DIGITAL WORLD

MV marked a crucial turning point, giving birth to a world of limitless
possibilities. The rise of diverse content platforms has also propelled the
representation of women into a realm of unprecedented diversity and
inclusivity. Individuals have taken the reins of creative control, creating avatars
that transcend established gender norms and embody a range of physical
appearances (Castronova, 2005). Clearly, this shift has highlighted the
transformative potential of MV as a catalyst for challenging traditional gender
structures and amplifying underrepresented voices. MV's architecture of agency
provides fertile ground for individuals, especially women, to assert their
autonomy, challenge prevailing norms, and explore the multifaceted
dimensions of identity. As users navigate this digital expanse, they pass through
a space where traditional boundaries of selfhood are permeable, and identity
becomes a malleable construct that reflects both personal desires and societal
influences. Avatars in the digital world are no longer mere representations but
extensions of the self that can transcend the limitations imposed by physical
reality. The act of freely personalizing avatars is also accepted as a declaration

of the right to shape identity.

This empowerment, as Senft (2008) puts it, is one of the powerful offerings of
MV. In other words, MV becomes a canvas on which individuals can rewrite the
gender script, allowing for fluid transitions between masculine and feminine
qualities and providing a space to challenge the rigid binaries that have
historically defined gender roles. Women, in particular, navigate the MV

landscape with an agency that allows them to transcend societal limitations,
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taking on roles ranging from brave warriors to brilliant scientists, and
charismatic leaders to intrepid explorers. This liberating potential reconfigures
not only the narratives embedded in virtual realms but also the narratives
women weave in their real-world lives, reinforcing the idea that identity at its
most dynamic is not constrained by the physical but blossoms through the

interplay of agency and imagination.

However, this positive picture is not always observed everywhere and for
everyone with the same strength. The concept of 'segregation,' seen in almost
every aspect of society, also finds its place in the new understanding of

'digitalization.'

The concept of the digital divide refers to the disparity in the availability and
utilization of information and communication technologies (ICTs) among various
socioeconomic groups, including individuals, households, businesses, and
geographical regions (OECD, 2001). Nevertheless, it is important to note that
the digital divide is a complex issue that encompasses various dimensions
rather than being a simple binary distinction. These dimensions include
variables such as access to technology, cost of digital resources, quality and
relevancy of available content, and the security of digital platforms (Muller &
Vasconcelos-Aguiar, 2022). At this point, if digitalization were a train, this train
may not stop at your station (accessibility), the tickets may be expensive for you
even though the train stops at the station (affordability), your seat may be
uncomfortable even though you bought a ticket (quality), the train may not take
you to your destination even though you have a comfortable seat (relevance),
and the road to your goal may be risky and dangerous (safety) (Bozyer & Demir,

2023).

In the context of this inequality, an analysis of women's and men's computer

and internet usage in Turkey and other regions of the world shows that women
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are not competing fairly in this new world order, as seen in Graph 4.1. Graph

4.2.,and Graph 4.3.

Graph 4.1: Percentage of the computer usage, Turkiye, 2018 [16-74 age]

58%

m Male Female

Source: TurkStat, Gender Statistics, 2022. TurkStat, Information and Communication
Technology (ICT) Usage Survey in Households and Individuals, 2005-2022

Graph 4.1 shows the gender distribution of computer use in Turkey.
Accordingly, less than 50% of women use computers. On the other hand, 58% of

men in the country actively use computers.

Graph 4.2: Percentage of Internet usage, Turkiye, 2005-2022 [16-74 yas-age]

100
80
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H Male [ Female

Source: TurkStat, Gender Statistics, 2022. TurkStat, Information and Communication
Technology (ICT) Usage Survey in Households and Individuals, 2005-2022
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Secondly, at the scale of Turkey, considering that the Internet is no longer just
computers, Graph 4.2. shows that women have always used the Internet at a
higher rate than men in the last three years. Accordingly, in 2022, 89.1% of men
in Turkey will be using the Internet, compared to 80.9% of women. However,
when compared to previous years, for example, in 2020, 84.7% of men could
use the internet compared to 73.3% of women. In this respect, it is possible to
say that the gender gap in internet usage is closing in Turkey as we approach
the present day. While this finding may result from the inevitable development
of the digital world, this data also indicates that the 'computer' is not much of

an obstacle to access to the digital world.

Looking at the situation of the issue on a global scale, the internet usage rates
of women and men are close to each other in geographies considered to be
predominantly developed. As seen in Graph 4.3, the rates of female and male
internet users in European countries and the United States are the same or very
close to each other. However, in Africa and the Arab States, the differences

between the rates of women and men's internet usage widen.

Graph 4.3: Internet usage rates of women and men (%)
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Source: (UNESCO, 2022)

However, gender diversity is as important as gender inequality in the ICT sector.
Even in developed countries where women have equal access to computers and
the internet, their participation rates in the ICT sector lag far behind men. In
other words, the existence of digital segregation by gender, even in developed
societies and the leading companies in the sector, shows that social stereotypes
have not been moved away, and women are still avoiding jobs considered to be
dominated by men. A survey of 150 companies in the sector found that the
proportion of female employees was 33% of the total number of employees and
22% in technical jobs (WBA, 2001). In Microsoft, Apple, and Meta, the
proportion of female employees in technical positions is 24.4% (Microsoft,

2021), 24.4% (Apple, 2021) and 24.8% (Meta, 2022), respectively.

According to the proportional distribution of bachelor's degree graduates by
field in OECD countries, the ratio of female ICT graduates to all female
graduates is 1.66%. The same data is 8.22% for men, indicating approximately
five times more male ICT graduates than female graduates (WEF, 2022). In
addition, when we examine the countries independently, the rate of female
graduates in ICT in European countries is between 10-20%. This rate is over 45%
in Tunisia, Saudi Arabia, Bahrain, Thailand, and Malaysia (WEF, 2022). There is
no complete data on the number of graduates in Turkey, but Graph 4.4. shows
the distribution of students placed in undergraduate programs according to
gender (YOK, 2023). Accordingly, the gender distribution of university students
studying in the field of ICT in Turkey has been improving in favor of women in

recent years.
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Graph 4.4: Distribution of ICT undergraduate students by gender in Turkey
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Source: (YOK, 2023)

In other words, according to the average of the last three years, 31.36% of
women in Turkey prefer undergraduate programs in the field of information

technologies, and this rate shows an upward trend.

Why women do not pursue ICT education even in countries where there is no
digital segregation in terms of access to technology is the subject of broader
research. Still, it shows that social stereotypes are an obstacle to gender
equality. Women's barriers to entering the ICT sector start as early as their
school years. In the US, it has been observed that although the majority of girls
have higher grades in math and science in high school than their male peers,
they do not choose engineering and technology professions due to the
prejudice that these are "boys' jobs." It has been pointed out that girls from
families with low socioeconomic status feel a lack of self-confidence in entering
the sector and have difficulties in their careers due to sexism in the labor
market (Hill et al., 2010). Just as women's role was limited to housework and
childcare during the transition from hunter-gatherer to agricultural societies,
women face digital segregation in today's society shaped by digital

transformation.
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According to a study on gender diversity by Boston Consulting (BCG) and People
of Crypto Lab, 13% of startups have a woman on their founding team, while
only 7% have a female founder. In addition to this unfair distribution, investors
are four times more likely to back an all-male founding team than an all-female
founding team (BCG, 2023). According to a report on primary and secondary
market sales by ArtTactic (2021), female artists only have a 16% share of the
non-fungible token (NFT) market. In addition, all 19 cryptocurrency billionaires
on Forbes' billionaire list for 2022 are men. Another survey on the use of MV
technologies found that 41% of women and 34% of men have used an MV
platform for over a year. In addition, more women (35%) than men (29%) spend
more than three hours a week on MV platforms (Alaghband & Yee, 2022).
Within the context of artificial intelligence, it has been observed that only 16%
of experts in this field are women. Furthermore, this gender gap increases as
the duration of this domain progresses. According to a report by the European
Institute for Gender Equality (EIGE, 2021), the proportion of women in the field
of artificial intelligence (Al) who possess over a decade of professional
experience amounts to 12% of the total Al workforce. Conversely, women who
have accumulated between zero and two years of experience in Al constitute a
larger proportion, accounting for 20% of Al professionals. According to a report
by UNESCO in 2023, the representation of women in technical roles within
machine learning businesses stands at a mere 20%. Similarly, the global
proportion of women engaged in Al research is reported to be 12%.
Furthermore, the representation of women in the field of software

development is found to be as low as 6%.

All studies show that women are also underrepresented in the labor markets of
the digital world. However, analyzing only labor markets is not enough to
understand the extent of the problem. Stereotypes and social norms prevent

women from getting acquainted with the sector at the education stage, and
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very few women want to study science, technology, engineering, mathematics,
and information and communication technologies. Naturally, the proportion of
women lags behind men in the labor market, and men representing the sector
continue to perpetuate gender norms and stereotypes (Gomez-Herrera &
Koeszegi, 2022). Today, while men are leading the digital transformation,
women can only find a place in the sector with digital assistants and intelligent

robots that look like women (Bozyer & Demir, 2023).

Artificial intelligence has also been tested as proof that gender inequality
continues in the digital world. Artificial intelligence was asked to write a short
story about a doctor and a nurse. This story creation was requested in the same
language (Turkish) each time and was tested 15 times on different days and
user accounts. It was observed that the doctor was given a female character in
only 3 of the 15 stories created by artificial intelligence. In all of the remaining
12 different stories, the character who is a doctor is given a 'male' name, while
the protagonist who plays the role of a nurse is always given a 'female' name.
Secondly, for the story that was requested to be written for a character who
completes the chores at home after the children go to school, it was observed
that in all 15 different essays, the relevant character was given a 'female' name.
On the other hand, in 15 different Turkish stories attempting to create a
successful manager character, it was determined that artificial intelligence
created the main protagonist with a female name in 9 scenarios. This situation,
which can also be associated with the word embedding technique, is open to

change and can be modified.

With the digital transformation, 'new forms of work of the future' are also
emerging. Thanks to technological equipment, existing forms of work have
changed and become independent of time and space. In this way, women have

started to perform the unpaid domestic labor assigned to them in the work-life
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cycle independently of time and space. Thanks to digitalization, it is becoming
more possible for everyone to balance the triangle of work, family, and personal
life. This leads to new cycles between men and women working remotely from
home (UNDP, 2022). At the 21st Eurasian Economic Summit, gender and
equality principles in digital transformation were discussed. The existence of
women in the digital world has been defined as 'Disruptive Women.' Women in
the digital world face many socioeconomic, political, technological, and physical
risks. While this new digital world has created a canvas on which users can
project their aspirations and dreams, it has also raised concerns about body
image ideals and social standards of beauty. In other words, digital
transformation triggers the continuation of the existing masculine order and
brings many risks for women. Analyses have shown that women lack access to

technology, skills, and job opportunities.

In this context, MV is not conceivable as devoid of complexities amidst myriad
opportunities and limitless potential for self-determination. While the
trajectory of representation here has taken steps toward inclusion and
empowerment, the shadow of persistent stereotypes and objectification
remains. This dynamic landscape, with its pros and cons, underscores the need
for continued critical analysis, ethical considerations, and collaborative efforts
to develop an MV that reflects the diverse fabric of humanity. This is because
the hyper-realism of avatars, while enabling better self-expression, also risks
promoting unrealistic beauty standards and triggering body image concerns,
paralleling the impact of offline media on self-perception. Moreover, MV's
unique capacity for identity experimentation can lead to the appropriation of
identities that can lead to cultural insensitivity or misappropriation. As digital
avatars cross cultural boundaries, MV confronts questions of authenticity,

respect, and cultural exchange, a debate that requires introspection.
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For example, MV's double-edged sword of anonymity also has the potential to
magnify issues of harassment and discrimination. Disconnection from real-
world consequences can encourage individuals to engage in misogynistic online
behavior. Or, when avatars navigate such a rich diversity, cultural insensitivity
can occur. Moreover, MV's promise of inclusivity relies on egalitarian
representation that transcends gender, ethnicity, ability, and other dimensions
of diversity. Still, this vibrancy also requires sharing personal data, which raises

complex privacy and security considerations.

As a result, just as gender equality was established at the very foundations of
the real modern world and has evolved over the centuries, it is now being built
from the ground up in front of our eyes in the digital world that will be
tomorrow's reality. Around the world, women are less likely than men in terms

of access to this technology and its use, development, and representation.

4. CONCLUSION

In a space where digital landscapes intersect with the contours of human
experience, MV radiates ripples far beyond its virtual boundaries. The socio-
cultural implications that emerge as avatars navigate this expansive terrain shed
a thought-provoking light on the interplay between digital identity and the
socio-cultural and economic fabric of the real world. MV takes users beyond the
boundaries of societal expectations, and for women, this space allows the
freedom to explore alternative aspects of identity. But as the boundaries of MV
expand, so do the ethical questions that underpin its evolution. As liberating as
this digital environment can be, it can perpetuate certain stereotypes and
expectations. Subverting gender norms can inadvertently reinforce existing

paradigms. Therefore, the complex relationship between digital participation
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and real-world behavior should be explored by examining how digital

interactions can shape attitudes, preferences, and interpersonal dynamics.

The transformation of MV from a pure fantasy world to a nuanced digital
universe requires a comprehensive ethical framework that promotes
empowerment, inclusivity, and responsible cultivation of identities in this
complex terrain, where stakeholders such as users, developers, researchers,
and policymakers need to address these complex issues collaboratively. This
promise of agency in the digital world is intertwined with the ethical imperative
to counter potential pitfalls (objectification, harassment, cultural insensitivity),

promoting a responsible digital ecosystem.

Finally, the evolution of the MV female figure emerges not as a stand-alone
narrative but as part of a complex structure woven into the fabric of
technological progress, cultural transformation, and the search for a more
egalitarian world. Soon, the world of work is poised to transform into e-
business. Therefore, in light of technological developments, the existing and
ongoing inequality between men and women, which has significant potential,
should be eliminated in the new world order. Women should be able to access
the electronic business models that will be realized on virtual platforms on

equal opportunities with men in the future.

Future research efforts could delve deeper into the complex interplay between
multiple layers of identity (gender, ethnicity, sexuality, ability) within MV. By
tracing avatars' evolution across evolving MV episodes, researchers can discern
the enduring resonance of virtual experiences on identity narratives.
Furthermore, comparative studies in different socio-cultural and socioeconomic
contexts can shed light on the interplay between technology, gender norms,

and identity by revealing differences in the portrayal of women.
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GENISLETILimis OZET
GIRIS

Metaverse (MV), dijital teknolojinin durdurulamaz ilerleyisi, oyunlardan sosyal
aglara ve artirilmis gergeklikten olusan gesitli dijital ortamlarin ortaya ¢ikmasina
yol agmistir. Bu ortamlar sadece fiziksel diinyamizi yansitmakla kalmaz, ayni
zamanda hayal giicliniin somutlastigl yeni boyutlar sunar. Metaverse, genis ve
baglantili bir dijital ortam olarak, teknoloji, sosyal etkilesim ve kendini ifade
etme konularinda insanligin teknoloji kullanimi, toplumsal etkilesim ve kendini
ifade etme konusunda bir paradigm degisikligine yol agmistir.

Bireylerin dijital diinyalara olan artan ilgisi, teknolojinin hizli gelisimi ve sanal
gergeklik deneyimlerinin iyilestirilmesi gibi bir¢ok kilometre tasiyla son
doénemlerde mevcut formunu alan MV, politika, ekonomi, toplum ve kiiltiiriin
cesitli yonlerini kapsayan bir alan olarak hem gergekligi hem de gergek disihg
iceren bir alan olma 6zelligini tagimaktadir. Bu baglamda, MV'yi olusturan temel
teknolojiler olarak sanal gergeklik (VR), artiriimis gerceklik (AR), blockchain,
kripto paralar, Nesnelerin interneti (10T) ve yapay zeka (Al) disiinilebilir. Tim
bu farkh araglarla MV, toplumlarin dijital ortamda sosyal etkilesim, ticaret,
egitim ve birgok diger ihtiyacini karsilayabilme yetisine sahiptir.

Buglin bireyler tamamen sanal diinyalarda etkilesimli oyun deneyimleri
yasayabilir, sanal avatarlar olusturabilir, diger kullanicilarla sosyal olarak
etkilesimde bulunabilir, sanal magazalarda aligveris yapabilir, cevrimigi siniflarda
veya egitim ortamlarinda etkilesimli deneyimler yasayabilir ve sanal galerilerde
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sanat eserleri kesfedebilir veya tasarlayabilirler. Ayrica MV'ler, irk, cinsiyet ve
engellilikle ilgili yaygin kavramlar sorgulama potansiyeline sahiptir, bu nedenle
bu konuda akademik merak uyandirmaktadir. Cinsiyet perspektifi, bu diinyada
yuzyillardir yasanmis birgok toplumsal, ekonomik veya kiltiirel alanda hissedilen
bir etki, simdi tim insanhgin gozleri 6nlinde sifirdan insa edilmekte olan yeni
(dijital) diinya diizeninde de kok salabilir. MV, 6zgilin ifade ve kimlik miizakeresi
icin benzersiz bir serbestlik sundugundan, tarihsel ve kiltirel anlam yikli olan
cinsiyetin gizgileri, hem gergek diinya paradigmasini yansitan hem de meydan
okuyan yollarla bu dijital diinya iginde ortaya ¢ikmaktadir.

Konuya dair ilk olarak, Haraway'in "siborg" kavrami (1991), dijital diinya
kullanicilarinin dijital kisiliklerini sekillendirmek igin insan ve teknolojik unsurlari
bir araya getirdigi MV baglaminda derinlemesine etkili olmustur. Benzer sekilde,
teknoloji ve kimlik ¢alismalarinin 6ncl seslerinden biri olan Turkle (1995),
grafiklerdeki teknolojik ilerlemelerin duygusal baglanma ve kendini ifade etme
hissini artirmasini inceleyerek kullanicilarin avatarlariyla kurdugu duygusal
baglari incelemistir.

Jenkins (2003) ve Nakamura (2002) tarafindan yapilan arastirmalar, video
oyunlarinda cinsiyet dinamiklerini inceleyerek cinsiyet sterotiplerinin devamini
ve geleneksel normlarin pekistirilmesini aydinlatmistir. ikonik "Donkey Kong" ve
"Pac-Man" gibi erken video oyunlari, kadin karakterlerin genellikle baskalarinin
yardimina ihtiya¢ duyan ya da ikincil rollerde temsil edildigi dénemin baskin
kaltirel normlarini yansittigl distiniilmustir (Jenkins, 2003).

Ardindan Castronova'nin sanal diinyalar lzerine yaptigl onci galisma (2005),
cevrimi¢i ekonomiler, yodnetim ve sosyal etkilesimlerin panoramik bir
gbriinimini sunarak bu katilimci ortamlarda cinsiyetli kimliklerin nasil ortaya
ciktigini  derinlemesine kesfetme yolunu agmistir. Ote yandan, MV'deki
kadinlarin temsili, beden imaji endiseleri ve toplumsal glzellik standartlariyla da
ic icedir. Senft'in (2008) cam kizlari Gzerine yaptigl arastirma, ¢evrimigi alanlarda
cinsiyet performansi ve kimlik mizakeresinin ¢ok yonli boyutlarini aydinlatmis,
kadinlarin meta verileri kullanarak ajans, gliclenme ve ekonomik bagimsizlik igin
bir platform olarak nasil kullandigini gdstermistir.

Daha yakin tarihli arastirmalar, MV'nin sosyal algilar ve gercek diinya
davranislari Gzerindeki etkisine artan dikkat ¢cekmektedir. Shaw'un (2012) oyun
kimligi Gzerine yaptigl arastirma, sanal topluluklarda kimlik mizakeresinin
karmasikligini  vurgulayarak bireylerin kendilerini oyun oyuncusu olarak
tanimlamalarinin cinsiyet, irk ve cinsellikle nasil etkilestigini géstermistir. Ote
yandan, Chess ve Shaw'un (2015) cevrimigi tacizin, o6zellikle de "cyber-
mizojini"nin (¢evrimigi cinsiyetgilik), MV'nin daha karanlk yonlerine isik tuttugu
ve toksik davraniglari engellemeye yonelik etik disiince ve onlemlere ihtiyag
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duyuldugunu vurguladigl arastirma, ayni zamanda cevrimigi tacize karsl
onlemler getirilmesini ve kullanicilari toksisitenin tuzagindan koruyacak
mekanizmalarin kurulmasini savunmaktadir. Dijital platformlar olgunlastik¢a,
Consalvo (2017) gibi arastirmacilar video oyunlarinda hile yapma ve avantaj
arama davraniglarini analiz etmistir.

Onceki calismalara dayanarak, geng bireyler arasinda sosyal ag sitelerinin (SNS)
kullanimi ile cinsiyet farklari arasinda bir iliski oldugu da gorilmektedir. Dikbas
Torun (2019) tarafindan yapilan arastirmaya goére, kadinlarin, ortalama veriler
ve istatistiksel analizler tarafindan gosterildigi gibi, erkeklere kiyasla sosyal
medya tiketiminde daha olumlu ve etkili bir model sergiledigini gbsteren
kanitlar bulunmaktadir.

Bu karmasik yapi icinde, cinsiyetin temsili ve kimlik olusumu ile etkilesimi 6ne
¢ikmis, cinsiyetin MV igindeki tasvirini incelemek agisindan ¢ok disiplinli bir bakis
acisina sahip bu makale, bu dijital kisiliklerin donisim potansiyelini ve sanal
gergeklik sinirlarinin 6tesinde tasidiklari derin toplumsal ve kdltirel etkileri
kesfetmektedir. Bu karmasik zeminde gezinerek, dijital mekanlardaki cinsiyet
tasvirinin ince detaylarina ve MV'nin kimlik, gliclenme ve yasanilan hikayeleri
yeniden sekillendirme kapasitesine isik tutulmasi planlanmaktadir. Bulgular,
dijital evrimin mevcut durumunu aydinlatmak ve gelecekteki donisim
potansiyeli ve etik gerekliliklerin anlasilmasina yardimci olacagindan oldukga
onemlidir.

Yontem

Fenomenolojik bir yaklasim benimsenen bu c¢alismada, agirlikh olarak ikincil
veriler ve deneysel bilgilerden yararlanarak kesifsel bir analiz yapiimakta ve
ozellikle davranis bilimleri baglamindaki sorunlara odaklanarak bireylerin
yasadiklari dlnyaya yukledikleri anlami kesfetmek icin kullanilan betimsel
analizden yararlanilmaktadir.

Bu galisma, teknoloji, emek piyasalari, kiiltiir ve MV iginde cinsiyet temsillerinin
karmasik etkilesimini acgiga ¢ikarmayl amaglamaktadir. Bu ¢ok disiplinli
calismada, MV'deki kadin figlrlerinin temsillerini incelemek ve bu dijital
kimliklerin donlisiim potansiyelini kesfetmek icin sosyoloji, ekonomi, psikoloji ve
medya c¢alismalarindan yararlanmaktadir. Ayrica, sanal diinyalarin sinirlarini
asan derin sosyo-kiltiirel ve ekonomik etkilere sahip oldugunu vurgular. Bu
karmasik alanda gezinirken, dijital alanlarda cinsiyet temsillerinin inceliklerine
odaklanmanin yani sira kimlik olusumu, kisisel giliclenme ve etrafimizdaki
hikayeleri yeniden sekillendirmeye yonelik kapasitesine ve potansiyeline
odaklanmanin énemli oldugunu vurgulanmaktadir.
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Bulgular

Kullanicilarin kimliklerini serbestce sekillendirebilecekleri bir alan olan MV, ve
bu 6zgirlik, cinsiyet rollerini sorgulamak ve kimliklerin ¢ok yonli boyutlarini
kesfetmek isteyen 6zellikle kadinlar igin uygun bir zemin saglamaktadir.

Ancak, dijital diinyada cinsiyet esitsizligi ve ayrimcilik hala mevcuttur. Dijital
ugurum kavrami, bilgi ve iletisim teknolojilerinin farkh sosyo-ekonomik gruplar
arasindaki kullanilabilirlik ve kullanimindaki farkliligi ifade etmektedir. Bu
kavram, teknolojiye erisim, dijital kaynaklarin maliyeti, mevcut igerigin kalitesi
ve givenligi gibi degiskenleri de icermektedir.

Dijital diinya igindeki cinsiyet gesitliligi, toplumsal cinsiyet normlarini sorgulama
firsati sunsa da, hala kadinlarin dijital sektorde vyetersiz temsil edildigi
gorulmektedir. Bu, sosyal stereotiplerin hala yerlesmedigini ve kadinlarin
erkekler tarafindan hakimiyeti olan isleri tercih etmekten kagindigini
gbstermektedir. Egitim asamasinda kadinlarin sektérle tanismalarini engelleyen
sosyal normlar ve kaliplar da bu esitsizlige katkida bulunmaktadir.

Sonug ve Tartisma

Sonug olarak, MV gibi teknolojiler, temsil eksikligini ele alirken ayni zamanda
cinsiyet esitsizligi ve diger sorunlarin devam etmesi i¢in uygun zemini de
beraberinde getirmektedir. Bu nedenle, dijital diinyanin cinsiyet esitsizligini ele
almak ve cinsiyet normlarini sorgulamak igin etik ve isbirlik¢i ¢cabalarin devam
etmesi gerekmektedir.
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