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Introduction

his paper discusses the virtual platform

known as the Metaverse. In light of devel-

opments in connection speed, virtual re-

ality (VR), wearable technologies and ar-

tificial intelligence (Al), social interactions
in virtual environments are set take place at an advanced
level. Although this idea is not completely novel, it has be-
come one of the important issues on the global agenda over
the course of the last two years. Though the idea of a new
virtual universe for a world still reeling from the impacts
of first global pandemic in a century is understandably ex-
citing, it raises many questions and numerous concerns.
While the Metaverse is seen by some as the harbinger of a
great and radical transformation, freedom, and commercial
opportunities, for others it mostly represents a compound-
ing of the many threats already facing people in their daily
lives, especially with regards to privacy, consumption habits
and health. In this discussion paper, various aspects of the
Metaverse are explored through an examination of scholar-
ly opinions and discussions on the subject.

Many technological innovations introduced to society
arouse great excitement and curiosity with the promise of
improving people's current conditions and offering new
possibilities. Every innovation deserves a certain excite-
ment and curiosity, however, an exaggerated narrative may
cause misunderstandings, lead to undesirable results, and
engender grievances in society.

The Metaverse was originally conceived in 1992, voiced by
futurists as the next phase of the development of the inter-
net network (Stephanson, 1992). As described in the novel
Snow Crash, where the term is mentioned for the first time,
this platform would offer people what amounts to a sec-
ond, or parallel, universe where they can exist virtually. It
promised opportunities for interaction via highly realistic
high-level imitation accessible by any smart device, regard-
less of location. Hypothetically, as a natural outcome of the
extraordinary development in internet and digital technolo-
gies in recent years, it offers people the ability to perform al-
most all real-world interactions and transactions on a virtual
platform. Moreover, it offers perhaps more freedom of action
than the real world, by eliminating physical limitations and
the laws of physics.

The development of three-dimensional imaging tech-
niques, the increase in processor and internet connection
speeds that greatly increase data transfer capacity, and the
emergence of the opportunity to join a network at anytime
and anywhere are some of the developments underlying the
idea of the Metaverse. All these developments, combined
with the idea of making virtual platforms a meta-platform
that allows switching between them, and giving people the
opportunity to be on the platform through their avatars,

creates a universe of virtual platforms where interaction is
possible at a much higher level than even before. This de-
velopment is also referred to as Web 3.0 or the Metaverse.
(Dionisio, Burns, & Gilbert, 2013).

However, despite all these exciting developments, there are
criticisms that the Metaverse is an extremely vague concept
and something that simply will serve as the next stage of
mass consumerism (Bogost, 2021). Even for the Metaverse
to gain functionality as it is theoretically described, many
different developments are needed in many areas (Cook,
et al,, 2020). Artificial intelligence (Al), virtual reality (VR),
augmented reality (AR), internet of things (IOT), mobile
connection speeds, sensors, cloud, and machine learning
technology are just to name a few. Additionally, even if all
this technological competence can be achieved in the next
10-15 years, it is not possible today to put forward a clear view
as to whether this digital world will contribute positively to
peoples lives or will cause more harm than good (Kim, 2021).
It is quite natural to be concerned about this issue because
when they first emerged, discourses that glorified the posi-
tive aspects and ignored the possible harms were expressed
for many technological developments, including the inter-
net, social media platforms, and smart phones, which have
now become an integral part of life. However, over time, it
has been understood that these technologies, with all the
advantages they bring, have a dark side (Alghamdi, 2016).
Research into the impacts of these technologies points to
many negative effects on people's social interaction, per-
sonal and mental health, work life and learning processes.
There are many suggestions about ways to protect against
some negative effects such as addiction, lack of attention,
and depression linked to virtual environments (Akram & Ku-
mar, 2017). Moreover, data security, privacy, and freedom in
virtual environments along with the ability of tech giants to
use the data they collect to manipulative ends are major top-
ics of discussion (Seetra, 2019). There are findings that large
companies such as Google and Facebook apply deliberate
manipulations in many areas from purchasing behaviour to
political participation. Thanks to the data it collects, Google
can provide information to advertisers about when and un-
der what conditions a product will be purchased. Facebook's
efforts to interfere with political preferences through person-
alized messages has been the subject of legal action. In ad-
dition, there are scientific studies that the enormous amount
of information encountered through all these technological
tools negatively affects people's daily lives (Gazzeley & Ros-
en, 2017). For example, the habit of consuming content from
multiple screens at the same time has been proven to under-
mine focus, planning and task completion skills. Also, many
experiments show that hormonal balance and brain chem-
istry are affected by artificial light and radiation emitted by
technological tools.
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The Bumpy Road to the Metaverse

Throughout history, inventions and innovations have
affected, changed and transformed people's daily lives.
From the way of doing business to transportation, from
communication methods to artistic activities, all areas that
touch people's lives have been affected by technological
progress. We can speak of a cumulative progress (at least
throughout known history) in the use of tools and equip-
ment for societies. In fact, each technological innovation
has been a stepping stone to the next and has served as a
tool to produce a more advanced technology.

These developments, however, are not linear, and there are
periodic leaps in technological innovations and discover-
ies. In other words, scientific and technological develop-
ments that seem to be progressing step by step in a cumu-
lative way can actually occur as a result of leaps and even
some accidents. The term Metaverse, which has recently
engendered comments to the end that we are on the verge
of a big leap, has gained popularity and has drawn signifi-
cant interest from both academia and the media. It is chal-
lenging to offer a clear definition for the Metaverse, which
media organizations have covered with great fanfare as if
anew universe is being created. Some assumptions about
the Metaverse, however, seem exaggerated, particularly
the claim that it will radically transform human society.
Most of the time, they appear as one-sided hypothetical
explanations where many questions that need to be an-
swered remain unanswered.

To analyse the Metaverse in a more comprehensive way,
it is necessary to have some basic knowledge of the
sub-technologies that will make up the Metaverse such as
virtual reality, augmented reality, convergence, wearable
and mobile technologies, Blockchain and NFTs. Getting to
know these sub-technologies can help us to form a more
coherent perspective on what kind of environment will
emerge when all these technologies come together.

The Internet, which started to spread worldwide in the
1990s and is now accessible to a little more than half of
the world's population (Social, 2022), was invented after
the Second World War as a result of efforts to build an un-
interrupted, decentralized communication method that
could not be easily sabotaged. ARPANET, the first exam-
ple of internet technology that is widely used today, was
used for the first time in 1969 as a technology that enables
data transfer between computers over long distances.
This version, later named WEB 1.0, allowed static data to
be transferred from one point to another. Thanks to the
developments that followed, WEB 2.0 became possible.

This concept, which came to the fore in 2004, expressed
the possibility of interaction in the network. In this way,
social media platforms such as Facebook, Twitter, Insta-
gram, TikTok, and video platforms that offer access and
interaction to rich media content such as YouTube, Netflix,
Disney Plus, etc. became possible. Many developments
such as online shopping, financial and official transactions
through the network, and digital publishing have become
a part of daily networked life.

With the development of smart devices that can connect
to the internet, our relationship with the internet expanded
far beyond the personal computer. Smartphones, tablets,
and wearable technologies such as watches and glasses,
and even kitchen utensils, vacuum cleaners, light bulbs,
kettles, ovens, doorbells, and many more everyday items
can be connected to this network. While these develop-
ments were made possible because of microchip and
connection research, studies on machine learning and ar-
tificial intelligence enabled all these networked devices to
work autonomously and in coordination.

With the enormous increase in artificial intelligence, ma-
chine learning, artificial reality, internet of things, micro-
chip transaction volume and internet connection speeds,
we have witnessed changes that have affected daily life in
many areas. All these developments hold the potential to
lead not only to the emergence of technologies that make
daily life more effortless and easier, but also to radical
changes in many areas such as mass production, agricul-
ture, health, law, media, transportation and communica-
tion, security problems and forms of warfare.

In 2021, we witnessed that a drone equipped with artificial
intelligence destroyed a threat without direct human in-
put. The Turkish-made unmanned aerial vehicle Kargu-2
was recorded as the first drone to have determined and
neutralized its target with artificial intelligence. According
to a 2021 UN report, this event, which took place in Libya
in 2020, was a first in this field. The most important feature
of this unmanned aerial vehicle was that it was equipped
with artificial intelligence and presented the first example
on the battlefield of a drone making decisions on its own
(Cramer, 2021).

Modern societies, which are affected by all the techno-
logical developments listed above, have begun to be ex-
pressed as network society (Castells, 2009). As Manuel
Castells, one of the pioneers of this concept, stated, many
social structures have emerged throughout human histo-
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ry, but the most important difference that distinguishes
the network society from previous social structures is the
revolution in information and communication technolo-
gies (SOAS, n.d.). Thanks to developments in electronic
communication technologies based on microchips, peo-
ple can shop online, pay their bills, attend classes, and hold
business meetings. They can even perform many official
actions such as writing a petition, voting, giving a power
of attorney, and paying their taxes. Through many e-gov-
ernment platforms such as turkiye.gov, usa.gov or gov.
uk, transactions that used to take a significant amount of
time can be done in seconds. All these developments not
only made it possible for numerous transactions to be car-
ried out much faster and effortlessly, but also have led to
changes in people's habits. Faster production has enabled
faster consumption, developments in mass production,
transportation and communication facilities have acceler-
ated the processes of cultural interaction and similarity of
societies, thus, all these effects mediated to the emergence
of this new social structure called network society. The
fact that the world is physically surrounded by a network
through fibre optic and copper cables shows that this qual-
ification is quite appropriate.

At this point, it is not difficult to guess that the Metaverse
is actually the next stop of this technological progress. It
can be considered as the inevitable result of the rapid and
uncontrolled technological progress, as described in dys-
topian novels and science fiction films, including Snow
Crash, where the term was first expressed. The main idea
of the different stories told in all these stories is that people
become powerless and incompetent in the face of technol-
ogy. In other words, the technological development, which
should make life easier and effortless, offer many opportu-
nities and innovations, and serve people in every way, has
turned into the biggest problem that people have to deal
with. In all these works of art, the problems are depicted
in various ways, such as not being able to access the op-
portunities offered by technology or not being at the level

of competence, not having enough resources or financial
means to use it. Moreover, the environmental effects of
excessive production and consumption, which is possible
thanks to technology, and the production of weapons that
reach a threat level on a global scale can be perceived as a
threat to all humanity.

The Metaverse concept has also been the subject of sci-
entific studies and conferences, many of which took place
before discussions of the Metaverse were popularized. In
fact, it was a topic that has been discussed among tech-
nology manufacturers and academics as a vision for the
future, and a roadmap was prepared in 2007 (Smart, Cas-
cio, & Paffendorf, 2007). In these and similar meetings,
where predictions about the possibility of the Metaverse
depending on the development of sub-technologies have
been shared, issues such as augmented reality, virtual real-
ity, virtual or mirror worlds, Web 3.0 have been discussed
(Daniel, 2007). Although there is no environment where
the Metaverse can yet be experienced, it aroused great
curiosity in the community and people started doing re-
search to get involved to the Metaverse. The term settled
into the trends in Google searches, causing many to think
that a new economic investment tool, such as a house or
land investment, has emerged.

In the realization of this situation, the efforts of large com-
panies operating in the field of technology to be the pio-
neers and thus to increase their brand awareness have a
great contribution. However, it can be said that both social
and traditional media organizations contributed much
more to the emerging of this exaggerated narrative. The
fact that academics, who were given the opportunity to ex-
press themselves on the screens in a limited time, exagger-
ated their discourses while trying to make the best use of
short time periods, also served to spread this exaggerated
narrative. Of course, the same mistake was valid for pre-
senters, reporters and writers who did not have in-depth
knowledge of the subject.
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Whatis the Metaverse?

There are many definitions for the Metaverse. None of
them fully and comprehensively explain the Metaverse,
however, because it currently does not exist. Predictions
about what it will look like largely consist of describing
faster, more realistic, larger-scale, richer, more interactive,
and more connected versions of existing virtual platforms.
This connectivity and interaction issue not only means
that virtual platforms gain a passivity within themselves,
but also means that the physical universe we live in now
becomes closer to the virtual universe and that our current
reality reaches the virtual-real dimension in an augment-
ed way (Cook, et al., 2020). The convergence of the virtual
and the real, which we can experience as integrated with
physical reality, such as games like Pokémon-Go, holo-
gram screens used in some cars, etc., is considered one of
the most important sub-technologies that will enable the
Metaverse to exist. While people can exist on the virtual
platform through avatars, virtual objects are perceived as
existing in the physical world. In fact, the vital point of this
entire Metaverse discussion lies in this "as if" part. As if it is
real, as if it is there, as if it is real.

As many people who are close to the subject have point-
ed out, in order to produce and use today's technological
tools, we need high amounts of energy, large-scale facto-
ries, plastic, and many other raw materials and minerals.
Although technological tools and virtual platforms come
up with more attractive interfaces and stylish designs ev-
ery day, we have nothing but computer operations that still
take place in a primitive way on physical servers anywhere
in the world, which consume extremely high amounts of
energy (Bogost, 2021). The introduction of cloud technolo-
gy has served to create the perception that we are no lon-
ger directly connected to powerful computers, but that the
data we want to access from the clouds is magically loaded
onto our devices. Similar to this clever naming "cloud’, the
term Metaverse has surpassed the issues such as com-
puters, servers, processors, and the amount of energy re-
quired for their operation, and sustainability.

At this point, as many network society thinkers have ex-
pressed, people experience alienation from technology.
In other words, people are deprived of information about
how the tool or environment they use works. Almost all the
technological devices we use today are effectively a closed
box for us in that while we use them for so much of our
daily lives, most of us know little to nothing about their ca-
pacity and how they work. Most of us can't even change
the batteries of the mobile devices, do any maintenance
on our cars, and even open the lids of these closed boxes.

We have no control or decision at any stage of the process,
whether it relates to hardware or software. While many
people in the previous generation were able to maintain
and repair the vehicles, our interaction with the technolog-
ical tool we use has been taking place at the rate offered by
the interface. The contribution of this situation to the life of
the consumer and the logic of capitalist mass production
has been a matter of debate, especially in the academic
community, and it continues to be discussed. Regarding
the Metaverse, it seems that having less knowledge about
how it works will be a factor that facilitates the integration
of users into the system as a mere consumers.

According to some, the Metaverse is a new marketing uni-
verse that deserves to be described as the "black hole of
consumption" (Bogost, 2021), though many technology
giants proudly tell people about the steps they have taken
on Metaverse. These companies promise a much more ad-
vanced form of interaction, a new world in which we can
do everything much more easily. Many leading platforms
such as Facebook, Microsoft and Linden lab are in a seri-
ous race to present their Metaverse platforms to people.
Large commercial organizations and important brands are
already collaborating in this field to take their place in the
Metaverse and protect their brand values in virtual worlds
(Kim, 2021). A platform where consumers flock with curi-
osity, of course, means a potential market for trademarks.

(Evrim Aydin - Anadolu Agency)
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Is Every Innovation Good for Humanity?

Almost every technological innovation without fail has
come with suggestions that it would make significant con-
tributions to people's lives. Manufacturers and marketers
have always managed to create a discourse that will in-
crease demand and consumption. However, despite all the
laudatory phrases, the internet has become an environ-
ment where complex, harmful, and illegal activities take
place much more easily than the real world where laws,
security forces, and strict scrutiny exist, while providing
easy access to an enormous amount of information. So-
cial media platforms, which were once expressed as the
only means of creating new public spaces, have started
to be seen as one of the biggest threats to democracies,
as can be seen in some conceptualizations expressed as
echo chambers today (Cinelli, Morales, Galeazzi, Quattro-
ciocchi, & Starnini, 2021). With the effect of these negativ-
ities observed in previous technological innovations, the
Metaverse raises concerns about sustainability, data secu-
rity, accessibility, consumption habits and negative effects
on human health.

We are talking about a multi-virtual platform where we feel
as if we are in a virtual environment instead of the virtual
platforms we interact with through the screens although
recommendations have begun to be made, such as short-
ening the screen usage time to reduce the harms of the
screens. There are many questions and discussion topics,
from the size of the technology expenditures that people
must make to access these platforms, to the effect of the
inactive time spent while connected to the metaverse on
human physiology. Moreover, studies on the brain's work-
ing structure and perception level provide a lot of evi-
dence that people falter in the face of multiple stimuli. It
is known that the effort to focus on more than one screen
at the same time negatively affects the performance of the
brain, has a distracting effect, and prevents the successful
performance of mental activities (Gazzeley & Rosen, 2017).
Of course, it is not possible today to know what kind of ef-
fect the Metaverse will have now. However, when we take
a step back and look at the data on the effects of techno-

logical innovations such as social media and smart phones
on human health, we can easily come across findings that
indicate that social media addiction causes anxiety, and
even negatively affects interpersonal communication by
causing loss of self-esteem.

Existing experiences indicate that the ownership status of
virtual platforms can also be a problem. There are many
questions about how decisions are made about which
messages and how often we encounter in social media,
how algorithms work, and more importantly, what exactly
is done with the terabytes of data collected about us. We
have become accustomed to seeing the slightest digital
footprint of any product returning to us as tons of adver-
tisements as an inevitable consequence of digitalization.
However, along with the 2016 US elections, we have wit-
nessed that with the Facebook and Cambridge Analytica
data scandal, virtual platforms can be used as weapons in
manipulating people's political participation behaviours
(Madrigal, 2017).

All these developments, which evoke the feeling that we
are rapidly approaching a future resembling an episode
of the science fiction series Black Mirror, may suggest that
we are on the way to a frightening technological bondage
rather than an exciting vision of the future.

Thanks to the possibilities of current technology, informa-
tion about where we are, what we do, what we like and even
what we might want the next song to be is stored on a serv-
er somewhere, and we are surrounded by the inferences of
the capacity of an artificial intelligence processor that pro-
cesses this data and makes decisions for us. In addition to
facilitating everyday life, smartphones, smart homes and
roads, cars and more have become tools that have more
information about us than we do ourselves. Thanks to all
this advanced technology, it is possible to observe every
single second of any given day. So, what will be the result
when interacting with this technology more closely, for a
longer period and much closer to reality? For now, this is-
sue continues to raise important questions.
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Conclusion

The interactions of societies with technology serve the
transformation of society today, as in every era. Witness-
ing a faster transformation than ever before throughout
known history, modern-day societies have tried to keep up
with the industrial revolution first and then the digital revo-
lution. However, today, nearly half of the world's population
still cannot access the internet, people in many countries
continue to live without adequate health care, education,
infrastructure, food, and security needs. While agricultural
activities are still carried out with the old traditional meth-
ods in some parts of the world, the assumptions that a rap-
id transition to the information society will occur seem to
have not materialized. A society, country, or city that have
completely transitioned to worker-free factories and pa-
per-free digital institutions are not yet possible. Moreover,
with all the developing technology, the problems of the
world are no longer regional. Developing communication
and transportation tools have helped to create global ef-
fects in many problems as well as the benefits they provide.

The Metaverse seems to promise a virtual universe where
almost all needs can be met, from manufacturing to shop-
ping, from meetings to entertainment activities, education,
and health services. According to tech producers, it will
give an opportunity to exist in connected and borderless

virtual platforms with the help of sensors, wearable tech-
nologies, processors, VR and AR. Some argue that we are
only ten years away from this highly intriguing hypotheti-
cal universe. However, others say that it will never be pos-
sible as described, and even if the anticipated technologi-
cal developments occur, it will not contribute to societies
as envisioned. Also, even if the most optimistic forecasts
come to be, it is a serious question to what extent these
technological developments will be made available to the
world's population as a whole.

The Metaverse may serve as a milestone for consumer
society to consume more quickly and effortlessly. As de-
scribed in almost all dystopian science fiction such as the
Matrix, Ready One Player, Al Artificial Intelligence, and
the novel Snow Crash, where the term is mentioned for
the first time, it may also become the new address for the
struggle and protection effort of man against the technol-
ogy produced by his own hand. At this point, we can state
that the area that needs attention is the relationship estab-
lished with the technological innovation rather than the
technological innovation itself. The Metaverse or by any
other name, this digital future will come in some form as
predicted and described, or in a completely different way
that no one anticipated.

(Zhong Zhenbin - Anadolu Agency)
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