DIJITAL DONUSUM
VE
SURDURULEBILIRLIK

Giincel Konular ve Tartigmalar

EDITOR
Dr. Metin SAYGILI



DIJITAL DONUSUM VE SURDURULEBILIRLIK
Giincel Konular ve Tartigmalar

Editor
Metin SAYGILI — ORCID (0000-0001-6920-822X)

ISBN | 978-625-8217-57-5
1. Bask: | Ekim 2022

Bu eserin; yay1n, satig ve kopyalama haklari EFE AKADEM['ye aittir.

KUTUPHANE KARTI

DIJiITAL DONUSUM VE SURDURULEBILIRLIK

Giincel Konular ve Tartismalar

SAYGILI, Metin

1. Basim, 546 s., 160 x 235 mm. Kaynakg¢a var, Dizin yok.

Anahtar Kelimeler:

1- Dijital Doniigiim 2- Cevresel Dontisim 3- Surdirilebilirlik
4- Dontisim 5- Sturdirilebilir Kalkinma

Dizgi | Isa Burak GUNGOR (burakgungor@efeakademi.com)
Kapak Tasarim | Duygu DUNDAR (dundar.duygu@gmail.com)

Sertifika No | 49168
Matbaa Sertifika No | 49168

Efe Akademik Yayincilik | Cagaloglu Yokusu Cemal Nadir Sokak
Biiyiik Milas Han No: 24/125

Fatih/ ISTANBUL

0212 520 52 00

www.efeakademi.com

Efe Akademik Yayincilik | Cagaloglu Yokusu Cemal Nadir Sokak
Matbaa Adres: | Biiyitk Milas Han No: 24/125

Fatih/ ISTANBUL

0212 520 52 00

www.efeakademi.com




ICINDEKILER

BOLUM YAZARLARI ..ottt 3
ON SOZ .. 7

Birinci Kisim
DIiJITAL DONUSUM

BOLUM 1

PAZARLAMA YETENEKLERININ DiJITAL DONUSUM VE
SURDURULEBILIRLIK PERSPEKTIFINDEN INCELENMESI .................. 17
Yahya YAZICI - Metin SAYGILI

BOLUM 2

METAVERSE VE PAZARLAMA UYGULAMALARININ
DEGERLENDIRILMEST .....cooviiiiieeooeeeeeoeeeeeee ettt 49
Nazli Gamze OZEL

BOLUM 3

METAVERSE’TE HAZIR GiYiM MARKALARININ

DIJITAL DONUSUMU........ooiiiiieiieeeceeeeeeeee e 87
Arzu AZIZAGAOGLU

BOLUM 4

DIJITAL PAZARLAMA KAPSAMINDA SOSYAL MEDYA ANALITIiGi:
SOSYAL MEDYA VERILERI iLE DUYGU ANALIZI ........oooooovoeveee 107
Emel Ozdemir AKCAN

BOLUM 5

TUKETICILERIN CEVRIMIiCi ERTELEME DAVRANISLARININ
DIiJITAL PAZARLAMAYA YANSIMALARI ........cooovooviieeeeeeeeeeeeeeeeee, 131
Ozsev BERK

BOLUM 6

TUKETICILERIN ONLINE YEMEK SiPARIS HIZMETi VEREN
UYGULAMALARI KULLANMA NiYETIiNi ETKILEYEN

FAKTORLER ..ottt et ettt ettt ettt ee e e 153
Mert INAL - Erkan BIL

11



BOLUM 7
DIJITAL DONUSUM EKSENINDE DiJIiTAL GIRISIMCILIK ................... 177
Talha Miinci YAVUZ - Hilal DURAK

Ikinci Kisim
CEVRESEL DONUSUM

BOLUM 8
YESIL DONUSUMUN KAHVERENGI DUSMANI: YESIL AKLAMA........ 197

Volkan GOKTAS - Remzi ALTUNISIK

BOLUM 9

SURDURULEBILIRLIK PERSPEKTIFINDEN YESIL VE TERSINE
LOJISTIKTE GUNCEL KONULAR 221
Cagdas ATES - Dilan OZDEMIR

BOLUM 10
URETIM ISLETMELERINDE CEVRESEL SURDURULEBILIRLIK ....... 249
Kadir YILDIRIM

BOLUM 11

SURDURULEBILIR PAZARLAMADA YESIL BILiSIME YONELIK
COZUM ONERILERI ........cocooviiiiiieicicecee e 269
Fatma ISLER

BOLUM 12
YESIL HASTANELER VE SURDURULEBILIRLIK. ............cccocoooovviennnen. 285
Sena PARLAK - Mahmut AKBOLAT

BOLUM 13

SURDURULEBILIR KALKINMA CERCEVESINDE BRICS-T
ULKELERINDE EKONOMIK BUYUME VE ENERJi TUKETIMININ
CEVRE KIiRLILIGINE ETKISI .........c.coooiiviviceeceeeeeeeeeeee e 313
Ahmet KAMACI

BOLUM 14
ENERJi VERIMLILIGI VE IKTISADI SUREKLILIK YAPISAL BiR
ANALIZ 331

Barig AYHAN

12



Uciincii Kisim
SURDURULEBILIRLIK

BOLUM 15
SURDURULEBILIR URETIM PARADIGMASI .....c.oooovieiiieieeeeeeeeeeeeeeenn, 361

Damla CEVIK AKA

BOLUM 16

DUNU, BUGUNU, GELECEGIYLE SURDURULEBILIR FINANS:
HAYATIN SURDURULEBILIRLIGININ FINANSAL

DEGERLENDIRMESI ..o 381
Cem KARTAL - Umran OZTURK CAN

BOLUM 17

FINANSAL iNDIRGEME YAKLASIMLARI VE

SURDURULEBILIRLIK .........c.cocooviiiiiiiiiicieeeeeeeeeveeeeeev et 413
Mustafa Kenan ERKAN

BOLUM 18
SURDURULEBILIRLIK PERFORMANS DEGERLENDIRMESINE COK
BOYUTLU BIiR YAKLASIM: TURK BANKALARINDAN GUNCEL

KANITLAR ..ottt ettt en st n st es e, 429
Mehmet APAN

BOLUM 19

AILE iSLETMELERINDE SURDURULEBILIRLIiK VE HALEFIiYET
SURECINE ETKIi EDEN AKTORLER ............cccococovoviiiiieeceeeeeeeee e 451

Gokhan GURLER - Nuri ERARSLAN

BOLUM 20

SAGLIK iSGUCU VE SURDURULEBILIRLIK ............ccocoooovviiiriiirnnnn, 477
Mahmut AKBOLAT - Safak KIRAN - Ferit SEVIM

BOLUM 21

YALIN SAGLIK VE SURDURULEBILIRLIK ..o, 505

Cigdem UGAN - Mahmut AKBOLAT

BOLUM 22

BIiRLESMIiS MILLETLER (BM) VE

SURDURULEBILIR KALKINMA ..........cocooviviiiiiiiieiieeseteieeee oo 525
Asena BOZTAS - Sibel AKGUN

13



BOLUM 2

METAVERSE VE PAZARLAMA
UYGULAMALARININ
DEGERLENDIRILMESI

Nazli Gamze OZEL

% Ars. Gor., Selcuk Universitesi, Aksehir Tktisadi ve Idari
Bilimler Fakiiltesi, Uretim Yonetimi ve Pazarlama Boliimii

« nazliozel@selcuk.edu.tr
<+ ORCID: 0000-0001-6252-2857

49



Kaynaklar

Abbasi, A. (2022), What we can learn from top brands already in the Metaverse
Erisim adresi:
https://www.forbes.com/sites/forbesagencycouncil/2022/07/15/what-we-can-
learn-from-top-brands-already-in-the-metaverse/?sh=505341ef3a70  (Erisim
tarihi: 24.08.2022).

Akhim, E. (2022), The role of Metaverse in the future of automotive industry. Erigim
tarihi: https://www.hotcars.com/metaverse-future-automotive-industry/
(Erisim adresi: 01.09.2022).

Akkog, S. (2018). Fortnite'in rengarenk diinyasi seni bekliyor!. Erisim adresi:
https://www.redbull.com/tr-tr/fortnite-inceleme (Erisim tarihi: 23.08.2022).

Anderson, J., & Rainie, L. (2022). The Metaverse in 2040 (1st.Edition), Pew
Research.

Ante, L. (2022). The Non-Fungible Token (NFT) market and its relationship
with  Bitcoin and  Ethereum.  FinTech, 1(3), 216-224.
https://doi.org/10.3390/fintech1030017.

Aslan, E. S., & Kolanci, D. (2018). Semantik Web’in marka itibarina etkisi
lizerine bir aragtirma. The Journal of International Scientific Researches,
3(4), 208-220.
https://doi.org/https://doi.org/10.23834/isrjournal.493403.

Ayoubi, A. (2017). IKEA launches augmented reality application. Erisim adresi:
https://www.architectmagazine.com/technology/ikea-launches-augmented-
reality-application (Erisim tarihi: 30.08.2022).

Azuma, R. T. (1997). A Survey of augmented reality, In Presence: Teleoperators and
Virtual Environments, 6 (4): 355-385.
https://doi.org/10.1162/pres.1997.6.4.355.

Ball, M. (2022). The Metaverse and how it will revolutionize everything, (1st Edition),
New York: Liveright Publishing Corporation.

Batty, M. (2018). Digital twins, Environment and Planning B: Urban Analytics and
City Science 45(5), 817-820. SAGE Publications Ltd.
https://doi.org/10.1177/2399808318796416.

Belk, R. W. (2013). Extended self in a digital world. Journal of Consumer Research,
40(3), 477-500. https://doi.org/10.1086/671052.

Berryman, D. R. (2012). Augmented reality: A review. Medical Reference Services
Quarterly, 31(2), 212-218. https://doi.org/10.1080/02763869.2012.670604.

76


https://www.forbes.com/sites/forbesagencycouncil/2022/07/15/what-we-can-learn-from-top-brands-already-in-the-metaverse/?sh=505341ef3a70
https://www.forbes.com/sites/forbesagencycouncil/2022/07/15/what-we-can-learn-from-top-brands-already-in-the-metaverse/?sh=505341ef3a70
https://www.hotcars.com/metaverse-future-automotive-industry/
https://www.redbull.com/tr-tr/fortnite-inceleme
https://doi.org/10.3390/fintech1030017
https://doi.org/https:/doi.org/10.23834/isrjournal.493403
https://www.architectmagazine.com/technology/ikea-launches-augmented-reality-application
https://www.architectmagazine.com/technology/ikea-launches-augmented-reality-application
https://doi.org/10.1162/pres.1997.6.4.355
https://doi.org/10.1177/2399808318796416
https://doi.org/10.1086/671052
https://doi.org/10.1080/02763869.2012.670604

Bibri, S. E., Allam, Z., & Krogstie, J. (2022). The Metaverse as a virtual form of data-
driven smart urbanism: Platformization and its underlying processes,
mstitutional dimensions, and disruptive impacts. Computational Urban
Science, 2, 24. https://doi.org/10.1007/s43762-022-00051-0.

Blanchet, B. (2022). Eminem And Snoop Dogg rap in the Metaverse During VMAS
and Twitter wants out. Erigim adresi:
https://www.huffpost.com/entry/eminem-snoop-dogg-metaverse-
vmas_n_630c1680e4b0da54bae0ae6f (Erisim tarihi: 26.08.2022).

Borget, S. (2021), The Sandbox (SAND): Tokenized assets for gaming ecosystems.
Erigim tarihi: https://www.gemini.com/cryptopedia/the-sandbox-sand-crypto-
nft-virtual-world (erisim adresi: 23.08.2022).

Bourlakis, M., Papagiannidis, S., & Li, F. (2009). Retail spatial evolution:
paving the way from traditional to Metaverse retailing. Electronic
Commerce Research, 9(1), 135-148. https://doi.org/10.1007/s10660-
009-9030-8.

Bradley, S. (2021). What is a Metaverse, why are fortnite and robolox building one?.
Erisim  adresi:  https://www.birminghammail.co.uk/sport/gaming/what-
metaverse-fortnite-robolox-building-21974498 (Erisim tarihi: 23.08.2022).

Cambe, P. (2021). This virtual Gucci handbag as sold on Roblox for $1,000 more than
the real thing. Erisim adresi:
https://www.lifestyleasia.com/sg/style/fashion/gucci-dionysus-bag-roblox-
sale-virtual-fashion/ (Erigim tarihi: 31.08.2022).

Cem, H. (2021). Karma gergeklik. Erisim adresi: https://t24.com.tr/yazarlar/hayri-
cem-haftalik/karma-gerceklik,29959% ftnl (Erisim tarihi: 31.08.2022).

Chalain, A. N. (2021), Welcome to decentraland, the Metaverse world with its own
crypto  where  'land’ is  worth  millions.  Erisim  adresi:
https://www.euronews.com/next/2021/11/29/welcome-to-decentraland-the-
metaverse-world-with-its-own-crypto-where-land-is-worth-millio
(Erisim.tarihi: 23.08.2022).

Clemens, A. (2022). Metaverse for beginners a guide to help you learn about
Metaverse, Virtual Reality And Investing In NFTs (1st ed.).

Clement, J. (2022), Roblox games global DAU as of Q2 2022. Erisim adresi:
https://www.statista.com/statistics/1192573/daily-active-users-global-
roblox/#statisticContainer (Erigim tarihi: 24.08.2022).

Coca-Cola. (2022). Coca-Cola creations gaming-inspired Coca-Cola zero sugar byte.
Erigim adresi: https://www.coca-colacompany.com/news/coca-cola-creations-
zero-sugar-byte-launch (Erigim tarihi: 24.08.2022).

77


https://doi.org/10.1007/s43762-022-00051-0
https://www.huffpost.com/entry/eminem-snoop-dogg-metaverse-vmas_n_630c1680e4b0da54bae0ae6f
https://www.huffpost.com/entry/eminem-snoop-dogg-metaverse-vmas_n_630c1680e4b0da54bae0ae6f
https://www.gemini.com/cryptopedia/the-sandbox-sand-crypto-nft-virtual-world
https://www.gemini.com/cryptopedia/the-sandbox-sand-crypto-nft-virtual-world
https://doi.org/10.1007/s10660-009-9030-8
https://doi.org/10.1007/s10660-009-9030-8
https://www.birminghammail.co.uk/sport/gaming/what-metaverse-fortnite-robolox-building-21974498
https://www.birminghammail.co.uk/sport/gaming/what-metaverse-fortnite-robolox-building-21974498
https://www.lifestyleasia.com/sg/style/fashion/gucci-dionysus-bag-roblox-sale-virtual-fashion/
https://www.lifestyleasia.com/sg/style/fashion/gucci-dionysus-bag-roblox-sale-virtual-fashion/
https://t24.com.tr/yazarlar/hayri-cem-haftalik/karma-gerceklik,29959#_ftn1
https://t24.com.tr/yazarlar/hayri-cem-haftalik/karma-gerceklik,29959#_ftn1
https://twitter.com/euronews
https://www.euronews.com/next/2021/11/29/welcome-to-decentraland-the-metaverse-world-with-its-own-crypto-where-land-is-worth-millio
https://www.euronews.com/next/2021/11/29/welcome-to-decentraland-the-metaverse-world-with-its-own-crypto-where-land-is-worth-millio
https://www.statista.com/statistics/1192573/daily-active-users-global-roblox/#statisticContainer
https://www.statista.com/statistics/1192573/daily-active-users-global-roblox/#statisticContainer
https://www.coca-colacompany.com/news/coca-cola-creations-zero-sugar-byte-launch
https://www.coca-colacompany.com/news/coca-cola-creations-zero-sugar-byte-launch

Creasey, S. (2022), Can drinks brands monetise the Metaverse?. Erisim adresi:
https://just-drinks.nridigital.com/just-
drinks_magazine_aug22/drinks_brands_metaverse_marketing (Erisim tarihi:
26.08.2022).

Celik, R. (2022). Metaverse nedir? Kavramsal degerlendirme ve genel bakig. Balkan
and Near Eastern Journal of Social Sciences, 2022(01), 8-1.

Coltekin, A., Lochhead, 1., Madden, M., Christophe, S., Devaux, A., Pettit, C., Lock,
0., Shukla, S., Herman, L., Stachoti, Z., Kubi¢ek, P., Snopkova, D., Bernardes,
S., & Hedley, N. (2020). Extended reality in spatial sciences: A review of
research challenges and future directions. ISPRS International Journal of Geo-
Information, 9(7), 2—29. https://doi.org/10.3390/ijgi9070439.

Dahan, N. A., Al-Razgan, M., Al-Laith, A., Alsoufi, M. A., Al-Asaly, M. S., &
Alfakih, T. (2022). Metaverse framework: A Case study on e-learning
environment (ELEM). Electronics, 11(10), 1616.
https://doi.org/10.3390/electronics11101616.

Darwesh, S. (2021). Understanding the design space of digital clothing. HCI-E MSc
final project report 2021, UCL Interaction Centre, University College London.

Dietz, M., & Pernul, G. (2020). Digital twin: Empowering enterprises towards a
system-of-systems approach. Business and Information Systems Engineering,
62(2), 179-184. https://doi.org/10.1007/s12599-019-00624-0.

Dionisio, J. D. N., Burns 1ll, W. G., & Gilbert, R. (2013). 3D virtual worlds and the
Metaverse: Current status and future possibilities. ACM Computing Surveys,
45(3), 1-38. https://doi.org/10.1145/2480741.2480751.

Duan, H., Li, J., Fan, S, Lin, Z., Wu, X., & Cai, W. (2021). Metaverse for social good:
A university campus prototype. MM 2021- Proceedings of the 29th ACM
International Conference on Multimedia, 153-161.
https://doi.org/10.1145/3474085.3479238.

Dwivedi, Y. K., Hughes, L., Baabdullah, A. M., Ribeiro-Navarrete, S., Giannakis, M.,
Al-Debei, M. M., Dennehy, D., Metri, B., Buhalis, D., Cheung, C. M. K,
Conboy, K., Doyle, R., Dubey, R., Dutot, V., Felix, R., Goyal, D. P.,
Gustafsson, A., Hinsch, C., Jebabli, 1., ... Wamba, S. F. (2022). Metaverse
beyond the hype: Multidisciplinary perspectives on emerging challenges,
opportunities, and agenda for research, practice and policy. International
Journal of Information Management, 66, 102542.
https://doi.org/10.1016/j.ijinfomgt.2022.102542.

78


https://just-drinks.nridigital.com/just-drinks_magazine_aug22/drinks_brands_metaverse_marketing
https://just-drinks.nridigital.com/just-drinks_magazine_aug22/drinks_brands_metaverse_marketing
https://doi.org/10.3390/ijgi9070439
https://doi.org/10.3390/electronics11101616
https://doi.org/10.1007/s12599-019-00624-0
https://doi.org/10.1145/2480741.2480751
https://doi.org/10.1145/3474085.3479238
https://doi.org/10.1016/j.ijinfomgt.2022.102542

Eftekhari, M. H., Barzegar, Z., & Isaai, M. T. (2010). Web 1.0 to Web 3.0 evolution:
Reviewing the impacts on tourism development and opportunities, In
International Workshop on Human-Computer Interaction, Tourism and
Cultural Heritage (pp. 184-193). Springer, Berlin, Heidelberg In Springer,
184-193. https://doi.org/10.1007/978-3-642-18348-5.

EventX, (2022), Virtual concert in the Metaverse: The future of the musical industry.
Erigim tarihi: https://www.eventx.io/blog/virtual-concert-in-the-metaverse-
the-future-of-the-musical-industry (Erisim adresi: 26.08.2022).

Farshid, M., Paschen, J., Eriksson, T., & Kietzmann, J. (2018). Go boldly!: explore
augmented reality (AR), virtual reality (VR), and mixed reality (MR) for
Business, In Business Horizons, 61(5),657-663, Elsevier Ltd.
https://doi.org/10.1016/j.bushor.2018.05.009.

Flavian, C., Ibafiez-Sanchez, S., & Orus, C. (2019). The impact of virtual, augmented
and mixed reality technologies on the customer experience. Journal of
Business Research, 100, 547-560.
https://doi.org/10.1016/j.jbusres.2018.10.050.

Fortnite, (2020), What s fortnite? Beginner's Guide. Erisim adresi:
https://www.epicgames.com/fortnite/en-US/news/what-is-fortnite-beginners-
guide (Erigim tarihi: 23.08.2022).

Gadekallu, T. R., Huynh-The, T., Wang, W., Yenduri, G., Ranaweera, P., Pham,
Q.-V., da Costa, D. B., & Liyanage, M. (2022). Blockchain for the
Metaverse: A Review. Erigim adresi: http://arxiv.org/abs/2203.09738
(Erisim tarihi: 23.08.2022).

Gibson, D. (2022), 5 brands already boldly embracing the Metaverse. Erigim tarihi:
https://www.thedrum.com/news/2022/01/17/5-brands-already-boldly-
embracing-the-metaverse (Erisim adresi: 24.08.2022).

Givenchy, (2022). Chito X Givenchy NFT. Erisim adresi: https://nft.givenchy.com/
(Erisim tarihi: 26.08.2022).

Goel, A. K., Bakshi, R., & Agrawal, K. K. (2022). Web 3.0 and decentralized
applications. The 2nd International Conference on Innovative Research in
Renewable Energy Technologies (IRRET 2022), 8.
https://doi.org/10.3390/materproc2022010008.

Goncharenko, O. S., Myslovska, M. S., & Zolochevskyi, V. V. (2021). Classification
of virtualization processes of socio-economic systems. Mechanism of an
Economic Regulation, 4, 94-104. https://doi.org/10.21272/mer.2021.94.11

79


https://doi.org/10.1007/978-3-642-18348-5
https://www.eventx.io/blog/virtual-concert-in-the-metaverse-the-future-of-the-musical-industry
https://www.eventx.io/blog/virtual-concert-in-the-metaverse-the-future-of-the-musical-industry
https://doi.org/10.1016/j.bushor.2018.05.009
https://doi.org/10.1016/j.jbusres.2018.10.050
https://www.epicgames.com/fortnite/en-US/news/what-is-fortnite-beginners-guide
https://www.epicgames.com/fortnite/en-US/news/what-is-fortnite-beginners-guide
http://arxiv.org/abs/2203.09738
https://www.thedrum.com/news/2022/01/17/5-brands-already-boldly-embracing-the-metaverse
https://www.thedrum.com/news/2022/01/17/5-brands-already-boldly-embracing-the-metaverse
https://nft.givenchy.com/
https://doi.org/10.3390/materproc2022010008
https://doi.org/10.21272/mer.2021.94.11

Google Trends. (2022). Metaverse. Erigsim adresi:
https://trends.google.com/trends/explore?q=metaverse (Erigim tarihi:
03.09.2022).

Gu, S., Slusarczyk, B., Hajizada, S., Kovalyova, 1., & Sakhbieva, A. (2021). Impact
of the Covid-19 pandemic on online consumer purchasing behavior. Journal
of Theoretical and Applied Electronic Commerce Research, 16(6), 2263-2281.
https://doi.org/10.3390/jtaer16060125.

Efendioglu, I. H. (2022). Metaverse nedir? Metaverse diinyasinda pazarlama. In
Ekonomi, Idari ve Sosyal Bilimler Aragtirmalar: (1st ed.), 133-149. Livre De
Lyon. https://www.researchgate.net/publication/362741850.

Han, J., Heo, J., & You, E. (2021). Analysis of Metaverse platform as a new play
culture: focusing on Roblox and ZEPETO. In Proceedings of the 2nd
International Conference on Human-Centered Artificial Intelligence,
Computing4Human, 27-36. Erisim adresi: http://ceur-ws.org. (Erigim tarihi:
03.09.2022).

Hazan, S. (2008). The Musing Metaverse, heritage in the digital era, multi-science
publishing. Brentwood, Esse, UK.

HoloNext, (2022), Metaverse 101: understanding the seven layers of the Metaverse.
Erigsim adresi: https://holonext.com/metaverse-101-understanding-the-seven-
layers/ (Erigim tarihi: 25.08.2022).

Jarrah, M. A., & Alzubi, A. A. F. (2021). Arab postgraduates’ readiness towards and
effectiveness of utilizing Web 2.0 in language learning. International Journal
of Instruction, 14(1), 673-690. https://doi.org/10.29333/1J1.2021.14141A.

Joy, A., Zhu, Y., Pefia, C., & Brouard, M. (2022). Digital future of luxury brands:
Metaverse, digital fashion, and non-fungible tokens. Strategic Change, 31(3),
337-343. https://doi.org/10.1002/jsc.2502.

Kahraman, M. E. (2022). Blok zincir, Deepfake, avatar, kripto para, degistirilemez
belirtec (NFT) ve sanal evren (Metaverse) ile yaygimlasan sanal yasam.
Uluslararas: Kiiltiirel ve Sosyal Arastirmalar Dergisi (UKSAD), 8(1), 149—
162. https://doi.org/10.46442/intjcss.1106228.

Kalag, G. (2022), Kaynagan evrenler. Erisim adresi:
https://vogue.com.tr/tech/kaynasan-evrenler (Erigim tarihi: 24.08.2022).

Kang, Y.-M. (2021). Metaverse framework and building block. Journal of the Korea
Institute of Information and Communication Engineering, 25(9), 1263-1266.
https://doi.org/10.6109/jkiice.2021.25.9.1263.

80


https://trends.google.com/trends/explore?q=metaverse
https://doi.org/10.3390/jtaer16060125
https://www.researchgate.net/publication/362741850
http://ceur-ws.org/
https://holonext.com/metaverse-101-understanding-the-seven-layers/
https://holonext.com/metaverse-101-understanding-the-seven-layers/
https://doi.org/10.29333/IJI.2021.14141A
https://doi.org/10.1002/jsc.2502
https://doi.org/10.46442/intjcss.1106228
https://vogue.com.tr/tech/kaynasan-evrenler
https://doi.org/10.6109/jkiice.2021.25.9.1263

Kapan, K., & Uncel, R. (2020). Gelisen web teknolojilerinin (Web 1.0- Web 2.0- Web
3.0) Turkiye turizmine etkisi. Safran Kiltir ve Turizm Arastirmalar: Dergisi,
3(3), 276-289. https://dergipark.org.tr/tr/download/article-file/1164473.

Kaplan, A. D., Cruit, J., Endsley, M., Beers, S. M., Sawyer, B. D., & Hancock, P. A.
(2021). The effects of virtual reality, augmented reality, and mixed reality as
training enhancement methods: A meta-analysis. Human Factors, 63(4), 706—
726. https://doi.org/10.1177/0018720820904229.

Kaur, M., & Gupta, B. B. (2021). Metaverse technology and the current
market.Erigim adresi: https://insights2techinfo.com/metaverse-technology-
and-the-current-market/ (Erisim tarihi: 24.08.2022).

Kaya, O. P. (2018), Semantik web’in bugiinii ve gelecegi. Erigim adresi:
https://www.newslabturkey.org/2018/10/09/semantik-web-gelecek/  (Erisim
tarihi: 31/08/2022).

Kozinets, R. v. (2022). Immersive netnography: A novel method for service
experience research in virtual reality, augmented reality and Metaverse
contexts. Journal of Service Management. https://doi.org/10.1108/JOSM-12-
2021-0481.

Kus, O. (2021). Metaverse: ‘dijital biiyiik patlamada’ firsatlar ve endiselere yonelik
algilar.  Intermedia  International  E-Journal,  8(15), 245-266.
https://doi.org/10.21645/intermedia.2021.109.

Kye, B., Han, N., Kim, E., Park, Y., & Jo, S. (2021). Educational applications of
metaverse: possibilities and limitations. Journal of Educational Evaluation for
Health Professions, 18. https://doi.org/10.3352/jeehp.2021.18.32.

Laghari, A. A., Wu, K., Laghari, R. A, Ali, M., & Khan, A. A. (2022). A review and
state of art of internet of things (10T). In Archives of Computational Methods
in Engineering (Vol. 29, Issue 3, 1395-1413). Springer Science and Business
Media B.V. https://doi.org/10.1007/s11831-021-09622-6.

Laukkonen, J.  (2022), What is the Metaverse?. Erisim adresi:
https://www.lifewire.com/what-is-the-metaverse-6260309  (Erisim tarihi:
29.08.2022).

Lee I. (2022), Gucci Just Bought A Plot of virtual land in the sandbox to create themed
experiences in the Metaverse. Erisim adresi:
https://markets.businessinsider.com/news/currencies/gucci-sandbox-
metaverse-land-ethereum-roblox-nft-crypto-vault-2022-2  (Erisim tarihi:
23.08.2022).

Lee, J. (2022). Metaverse. JAHR, 13(1), 177-192. https://doi.org/10.21860/j.13.1.10.

81


https://dergipark.org.tr/tr/download/article-file/1164473
https://doi.org/10.1177/0018720820904229
https://insights2techinfo.com/metaverse-technology-and-the-current-market/
https://insights2techinfo.com/metaverse-technology-and-the-current-market/
https://www.newslabturkey.org/2018/10/09/semantik-web-gelecek/
https://doi.org/10.1108/JOSM-12-2021-0481
https://doi.org/10.1108/JOSM-12-2021-0481
https://doi.org/10.21645/intermedia.2021.109
https://doi.org/10.3352/jeehp.2021.18.32
https://doi.org/10.1007/s11831-021-09622-6
https://www.lifewire.com/what-is-the-metaverse-6260309
https://markets.businessinsider.com/news/currencies/gucci-sandbox-metaverse-land-ethereum-roblox-nft-crypto-vault-2022-2
https://markets.businessinsider.com/news/currencies/gucci-sandbox-metaverse-land-ethereum-roblox-nft-crypto-vault-2022-2
https://doi.org/10.21860/j.13.1.10

Lee, J., & Kwon, K. H. (2022). Future value and direction of cosmetics in the era of
Metaverse. In Journal of Cosmetic Dermatology, John Wiley and Sons Inc.
https://doi.org/10.1111/jocd.14794.

Lee, S.-G., Trimi, S., Byun, W. K., & Kang, M. (2011). Innovation and imitation
effects in Metaverse service adoption. Service Business, 5(2), 155-172.
https://doi.org/10.1007/s11628-011-0108-8.

Liao, R. (2021), South Korea’s naver z launches $100m fund for Metaverse creators.
Erisim  tarihi:  https:/ftechcrunch.com/2022/01/27/south-koreas-naver-z-
launches-100m-fund-for-metaverse-creators/ (Erigim adresi: 24.08.2022).

Lim, W. Y. B, Xiong, Z., Niyato, D., Cao, X., Miao, C., Sun, S., & Yang, Q.
(2022). Realizing the Metaverse with edge intelligence: A match made
in heaven. http://arxiv.org/abs/2201.01634.

Lyles, T. (2020), Over half of US kids are playing Roblox, and 1t’s about to host
Fortnite-Esque virtual parties too. Erigim adresi:
https://www.theverge.com/2020/7/21/21333431/roblox-over-half-of-us-kids-
playing-virtual-parties-fortnite (Erigim tarihi: 23.08.2022).

Lyst. (2022). About us. Erisim adresi: https://www.lyst.com/about/ (Erisim tarihi:
23.08.2022).

Maria, A. (1997). Introduction to modeling and simulation. In Proceedings of the 29th
Conference on Winter Simulation, 7-13.

Marr, B. (2022), The amazing ways Nike is using the Metaverse, Web3 And NFTs.
Erigim adresi:  https://www.forbes.com/sites/bernardmarr/2022/06/01/the-
amazing-ways-nike-is-using-the-metaverse-web3-and-
nfts/?sh=46053de256€9. (Erisim tarihi: 24.08.2022).

Mcdowell, M. (2021). [Inside Gucci’s gaming strategy. Erisim adresi:
https://www.voguebusiness.com/technology/inside-guccis-gaming-strategy
(Erisim tarihi: 26.08.2022).

Meta. (2021). Introducing Meta: a social technology company. Erigim adresi:
https://about.fb.com/news/2021/10/facebook-company-is-now-meta/ (Erisim
tarihi: 03.09.2022).

Moneta, A. (2020). Architecture, heritage and Metaverse: New approaches and
methods for the digital built environment, Traditional Dwellings and
Settlements Review, 32.

Moskov, A. (2022), What is the Sandbox: A guide to the growing crypto Metaverse.
Erigim adresi: https://coincentral.com/the-sandbox-crypto-metaverse-guide/
(Erisim tarihi: 23.08.2022).

82


https://doi.org/10.1111/jocd.14794
https://doi.org/10.1007/s11628-011-0108-8
https://techcrunch.com/2022/01/27/south-koreas-naver-z-launches-100m-fund-for-metaverse-creators/
https://techcrunch.com/2022/01/27/south-koreas-naver-z-launches-100m-fund-for-metaverse-creators/
http://arxiv.org/abs/2201.01634
https://www.theverge.com/2020/7/21/21333431/roblox-over-half-of-us-kids-playing-virtual-parties-fortnite
https://www.theverge.com/2020/7/21/21333431/roblox-over-half-of-us-kids-playing-virtual-parties-fortnite
https://www.lyst.com/about/
https://www.forbes.com/sites/bernardmarr/2022/06/01/the-amazing-ways-nike-is-using-the-metaverse-web3-and-nfts/?sh=46053de256e9
https://www.forbes.com/sites/bernardmarr/2022/06/01/the-amazing-ways-nike-is-using-the-metaverse-web3-and-nfts/?sh=46053de256e9
https://www.forbes.com/sites/bernardmarr/2022/06/01/the-amazing-ways-nike-is-using-the-metaverse-web3-and-nfts/?sh=46053de256e9
https://www.voguebusiness.com/technology/inside-guccis-gaming-strategy
https://about.fb.com/news/2021/10/facebook-company-is-now-meta/
https://coincentral.com/the-sandbox-crypto-metaverse-guide/

Muhammad, 1. (2022), Louis Vuitton’s NFT game amasses more than two million
downloads. Erisim adresi: https://www.beyondgames.biz/22051/louis-
vuittons-nft-game-amasses-more-than-2-million-downloads/ (Erisim tarihi:
23.08.2022).

Murray, A., Kim, D., & Combs, J. (2022). The promise of a decentralized internet:
What is Web 3.0 and how can firms prepare? Business Horizons,
https://doi.org/10.1016/j.bushor.2022.06.002.

Mystakidis, S.  (2022).  Metaverse, encyclopedia, 2(1), 486-497.
https://doi.org/10.3390/encyclopedia2010031.

Nath, K. (2022). Evolution of the internet from Web 1. TechRxiv, 1-12.
https://doi.org/10.36227/techrxiv.19743676.v1.

Ozsoy, C. E. (2015). Diisiik karbon ekonomisi ve Tiirkiye’nin karbon ayak izi. Hak Is
Uluslararasi Emek  ve Toplum  Dergisi, 4(9), 198-215.
https://dergipark.org.tr/en/pub/hakisderg/issue/7583/99549.

Pan, Z., Cheok, A. D., Yang, H., Zhu, J., & Shi, J. (2006). Virtual reality and mixed
reality for virtual learning environments. Computers and Graphics, 30(1), 20—
28. https://doi.org/10.1016/j.cag.2005.10.004.

Parekh, P., Patel, S., Patel, N., & Shah, M. (2020), Systematic review and meta-
analysis of augmented reality in medicine, retail, and games. Visual Computing
for Industry, Biomedicine, and Art, 3(21), 1-20.
https://doi.org/10.1186/s42492-020-00057-7.

Park D., (2022), Who are the biggest players in the Metaverse today?. Erisim adresi:
https://forkast.news/biggest-players-in-the-metaverse/ (Erigim tarihi:
23.08.2022).

Park, S. M., & Kim, Y. G. (2022). A Metaverse: taxonomy, components, applications,
and open challenges. IEEE Access, 10, 4209-4251.
https://doi.org/10.1109/ACCESS.2021.3140175.

Park, S., & Kim, S. (2022). Identifying world types to deliver gameful experiences
for sustainable learning in the Metaverse. Sustainability, 14(3).
https://doi.org/10.3390/su14031361.

Patel, K. D. (2013). Incremental journey for world wide web: introduced with Web
1.0 to Recent Web 5.0-A survey paper, International Journal of Advanced
Research in Computer Science and Software Engineering, 3(10), 410-417.
https://www.researchgate.net/publication/262562142.

83


https://www.beyondgames.biz/22051/louis-vuittons-nft-game-amasses-more-than-2-million-downloads/
https://www.beyondgames.biz/22051/louis-vuittons-nft-game-amasses-more-than-2-million-downloads/
https://doi.org/10.1016/j.bushor.2022.06.002
https://doi.org/10.3390/encyclopedia2010031
https://doi.org/10.36227/techrxiv.19743676.v1
https://dergipark.org.tr/en/pub/hakisderg/issue/7583/99549
https://doi.org/10.1016/j.cag.2005.10.004
https://doi.org/10.1186/s42492-020-00057-7
https://forkast.news/biggest-players-in-the-metaverse/
https://doi.org/10.1109/ACCESS.2021.3140175
https://doi.org/10.3390/su14031361
https://www.researchgate.net/publication/262562142

Pazarlamasyon, (2022), LC Waikiki meta store’un deneme siirimii hazir. Erigim
adersi:  https://www.pazarlamasyon.com/lc-waikiki-meta-store-un-deneme-
surumu-hazir (Erisim tarihi: 24.08.2022).

Peres, R., Schreier, M., Schweidel, D. A., & Sorescu, A. (2022). Blockchain meets
marketing: Opportunities, threats, and avenues for future research.
International Journal of Research in Marketing.
https://doi.org/10.1016/j.ijresmar.2022.08.001.

Pu, Q., & Xiang, W. (2022). The Metaverse and its influence and transformation on
human society. 3(1). https://doi.org/10.54517/met.v3i1.1796.

Radoff, J. (2021). The  Metaverse value-chain.  Erisim  adresi:
https://medium.com/building-the-metaverse/the-metaverse-value-chain-
afcf9e09e3a7 (Erisim tarihi: 25.08.2022).

Road Traffic Technology. (2022). Even Automotive companies are getting in on the

Metaverse. Erisim adresi: https://www.roadtraffic-
technology.com/comment/utomotive-companies-metaverse/ (Erisim tarihi:
26.08.2022).

Scavarelli, A., Arya, A., & Teather, R. J. (2021). Virtual reality and augmented reality
in social learning spaces: A literature review. Virtual Reality, 25(1), 257-277.
https://doi.org/10.1007/s10055-020-00444-8.

Schmitt, B., Josko Brakus, J., & Zarantonello, L. (2015). From experiential
psychology to consumer experience. Journal of Consumer Psychology, 25(1),
166-171. https://doi.org/10.1016/j.jcps.2014.09.001.

Segendorf, B. (2014). What is Bitcoin? In Sveriges Riksbank Economic Review (Vol.
2).

Singh, D., Singh, A., & Karki, S. (2022). Knowledge management and Web 3.0:
Introduction to Future and Challenges (Vol. 2).

Singh, K. P., Bebi, & Gulati, D. (2011). Technological March from Web 1.0 to Web
3.0: A Comparative Study. 49, 146-157.

Sis Atabay, E., & Sar1 Aytekin, S. (2022). Metaverse: Orgut kulturtinun gelenekselden
dijitale evrimi. Uluslararast Iktisadi ve Idari Incelemeler Dergisi, 36, 21-36.
https://doi.org/10.18092/ulikidince.1130922.

Smart, J., Cascio, J., & Paffendorf, J. (2007). A cross-industry public foresight project,
Metaverse roadmap pathways to the 3D Web.

Somyiirek, S. (2014). Ogrenme siirecinde z kusagmin dikkatini cekme: Artirilmig
gerceklik.  Egitim Teknolojisi Kuram ve Uygulama, 4(1), 63-80.
https://doi.org/https://doi.org/10.17943/etku.88319.

84


https://www.pazarlamasyon.com/lc-waikiki-meta-store-un-deneme-surumu-hazir
https://www.pazarlamasyon.com/lc-waikiki-meta-store-un-deneme-surumu-hazir
https://doi.org/10.1016/j.ijresmar.2022.08.001
https://doi.org/10.54517/met.v3i1.1796
https://medium.com/building-the-metaverse/the-metaverse-value-chain-afcf9e09e3a7
https://medium.com/building-the-metaverse/the-metaverse-value-chain-afcf9e09e3a7
https://www.roadtraffic-technology.com/comment/utomotive-companies-metaverse/
https://www.roadtraffic-technology.com/comment/utomotive-companies-metaverse/
https://doi.org/10.1007/s10055-020-00444-8
https://doi.org/10.1016/j.jcps.2014.09.001
https://doi.org/10.18092/ulikidince.1130922
https://doi.org/https:/doi.org/10.17943/etku.88319

Stephenson, N. (2016). Parazit. (1.Baski1). Sibel Hacioglu (Cev.), AltiKirkbes Yayin,
Istanbul.

Sener, E. (2022), Metaverse’ii  insa  ederken.... Erisim  tarihi:
https://www.hurriyet.com.tr/teknoloji/yazarlar/ergi-sener/metaverseu-insa-
ederken-41993834 (Erigim adresi: 27.08.2022).

Tavakoli, R., & Mura, P. (2018). Netnography in tourism — beyond Web 2.0. Annals
of Tourism Research, 73, 190-192.
https://doi.org/10.1016/j.annals.2018.06.002.

Tse, S. (2022), The highs and lows of the first-ever Metaverse fashion week. Erigim
adresi:  https://lwww.elle.com/fashion/a39589084/metaverse-fashion-week-
highs-and-lows/ (Erisim tarihi: 24/08/2022).

Turk, G. D., & Dar1, A. B. (2022). Metaverse’de bireyin toplumsallasma siireci.
Stratejik  ve  Sosyal  Arastirmalar  Dergisi,  6(1), 277-297.
https://doi.org/10.30692/sisad.1074030.

Law, U. (2022). Moda ve hazir giyim sektorii Metaverse’te. Erisim adresi:
https://unsallaw.com/tr/moda-ve-hazir-giyim-sektoru-metaversete/  (Erisim
tarihi: 26.08.2022).

Vans, (2022). Vans launches “Vans World” skatepark experience in the Roblox
Metaverse. Erisim adresi:  https://www.vans.com.sg/news/post/roblox-
metaverse-vans-world.html (Erisim tarihi: 24.08.2022).

Vikipedi. (2022a). Web 3. Erisim adresi: https://tr.wikipedia.org/wiki/Web3 (Erigim
tarihi: 02.09.2022).

Vikipedi. (2022b). Karbon ayak izi. Erisim adresi:
https://tr.wikipedia.org/wiki/Karbon_ayak_izi (Erigim tarihi: 27.08.2022).

Vikipedi, (20214a). Second life. Erisi adresi:
https://tr.wikipedia.org/wiki/Second_L ife#cite_note-
Second_Life_resmi_web_sitesi-1 (Erisim tarihi: 31.08.2022).

Vikipedi. (2021b). Telebulunma. Erigim tarihi:
https://tr.wikipedia.org/wiki/Telebulunma#cite_note-1 (Erisim adresi:
24.08.2022).

Wang, Q., Li, R., Wang, Q., & Chen, S. (2021). Non-fungible token (NFT): Overview,
evaluation, opportunities and challenges. Erisim adresi:

http://arxiv.org/abs/2105.07447 (Erisim tarihi: 24.08.2022).

Williams, G. A. (2021), Dior Enters the Metaverse with customizable avatars. Erigim
adresi: https://jingdaily.com/dior-metaverse-ready-player-me-china/ (Erigim
tarihi: 24.08.2022).

&5


https://www.hurriyet.com.tr/teknoloji/yazarlar/ergi-sener/metaverseu-insa-ederken-41993834
https://www.hurriyet.com.tr/teknoloji/yazarlar/ergi-sener/metaverseu-insa-ederken-41993834
https://doi.org/10.1016/j.annals.2018.06.002
https://www.elle.com/fashion/a39589084/metaverse-fashion-week-highs-and-lows/
https://www.elle.com/fashion/a39589084/metaverse-fashion-week-highs-and-lows/
https://doi.org/10.30692/sisad.1074030
https://unsallaw.com/tr/moda-ve-hazir-giyim-sektoru-metaversete/
https://www.vans.com.sg/news/post/roblox-metaverse-vans-world.html
https://www.vans.com.sg/news/post/roblox-metaverse-vans-world.html
https://tr.wikipedia.org/wiki/Web3
https://tr.wikipedia.org/wiki/Karbon_ayak_izi
https://tr.wikipedia.org/wiki/Second_Life#cite_note-Second_Life_resmi_web_sitesi-1
https://tr.wikipedia.org/wiki/Second_Life#cite_note-Second_Life_resmi_web_sitesi-1
https://tr.wikipedia.org/wiki/Telebulunma#cite_note-1
http://arxiv.org/abs/2105.07447
https://jingdaily.com/dior-metaverse-ready-player-me-china/

Wise. (2022). How much data 1s created every day in 20227 Erigim adresi:
https://earthweb.com/how-much-data-is-created-every-day/ (Erisim tarihi:
03.09.2022).

Wu, J., Liu, J., Zhao, Y., & Zheng, Z. (2021). Analysis of cryptocurrency transactions
from a network perspective: An overview. Journal of Network and Computer
Applications, 190. https://doi.org/10.1016/j.jnca.2021.103139.

Yang, Q., Zhao, Y., Huang, H., Xiong, Z., Kang, J., & Zheng, Z. (2022). Fusing
blockchain and Al with Metaverse: A survey. IEEE Open Journal of the
Computer Society, 3, 122-136. https://doi.org/10.1109/0JCS.2022.3188249.

Yildiz, G. (2022), Unlii sarkict yeni albiimiinii Metaverse’de lanse ediyor. Erigim
adresi: https://www.marketingturkiye.com.tr/haberler/metaverse-konseri/
(Erigim tarihi: 26.08.2022).

Zheng, Z., Xie, S., Dai, H. N., Chen, X., & Wang, H. (2018). Blockchain challenges
and opportunities: a survey. International Journal of Web and Grid Services,
14(4), 352-375. https://doi.org/10.1504/ijwgs.2018.10016848.

86


https://earthweb.com/how-much-data-is-created-every-day/
https://doi.org/10.1016/j.jnca.2021.103139
https://doi.org/10.1109/OJCS.2022.3188249
https://www.marketingturkiye.com.tr/haberler/metaverse-konseri/
https://doi.org/10.1504/ijwgs.2018.10016848



