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Dear Readers,

We are delighted to present you the Nowember 2022 issue of the Journal of Limitless
Education and Research.

The aim of our Journal, which has been published continually by the Limitless Education and
Research Association (SEAD) since 2016, is to contribute scientifically to the field of education and
research. For this purpose, priority is given to publishing theoretical and applied studies and sharing
scientific information at national and international level.

The Limitless Journal of Education and Research is published three times a year, scanned in
various national and international indexes, and receives numerous citations. Our Journal with an
impact factor of 0.5 in SOBIAD 2021 is among the first 90 journals published in our country.

SEAD Journal is published with the scientific contributions and support of academicians
working in Turkey and abroad, such as articles, research and projects. Our journal has been
publishing for six years without compromising its academic and scientific quality. We would like to
thank all the editors, writers, referees and translators who contributed to the preparation and
publication of our journal.

In this issue of our journal, as in other issues, eight scientific research and articles related to
education are included. These studies are presented in two languages, Turkish and English.

We hope that our journal will make significant contributions to the field of education and
research. With our best regards.

LIMITLESS EDUCATION AND RESEARCH ASSOCIATION




Sinirsiz Egitim ve Arastirma Dergisi, Cilt 7, Sayi 3

The Journal of Limitless Education and Research, Volume 7, Issue 3

Degerli Okuyucular,

Sizlere Sinirsiz Egitim ve Arastirma Dergisinin Kasim 2022 sayisini sunmaktan mutluluk
duyuyoruz.

Sinirsiz Egitim ve Arastirma Dernegi (SEAD) tarafindan 2016 yilindan bu yana kesintisiz olarak
yayinlanan Dergimizin amaci, egitim ve arastirma alanina bilimsel yonden katki saglamaktir. Bu
amagcla kuramsal ve uygulamali calismalari yayinlamaya, bilimsel bilgileri ulusal ve uluslararasi
dizeyde paylagsmaya oncelik verilmektedir.

Sinirsiz Egitim ve Arastirma Dergisi, yilda Ug¢ sayl olarak yayinlanmakta, gesitli ulusal ve
uluslararasi indekslerde taranmakta ve cok sayida atif almaktadir. SOBIAD 2021 yil etki faktérii 0,5
olan Dergimiz, lilkemizde yayinlanan ilk 90 dergi arasinda yer almaktadir.

SEAD Dergisi, yurt ici ve yurt disinda gorevli akademisyenlerin makale, arastirma, proje gibi
bilimsel katki ve destekleriyle yayinlanmaktadir. Akademik ve bilimsel kalitesinden édiin vermeden
alti yildir yayin hayatini siirdirmektedir. Dergimizin hazirlanmasi ve yayinlanmasinda emegi gegen
bitlin editor, yazar, hakem ve ¢evirmenlere tesekkir ediyoruz.

Dergimizin bu sayisinda diger sayilarda oldugu gibi egitimle ilgili sekiz bilimsel arastirma ve
makaleye yer verilmistir. Bu calismalar Tiirkce ve ingilizce olarak iki dilde sunulmustur.

Dergimizin egitim ve arastirma alanina 6nemli katkilar getirmesini diliyoruz. Saygilarimizla.

SINIRSIZ EGIiTiM VE ARASTIRMA DERNEGI
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Metaphoric Perceptions of Adults on Digital Concepts in
Education

Assoc. Prof. Dr. ibrahim Halil YURDAKAL, Pamukkale University, iyurdakal@pau.edu.tr

Abstract: In this study, it is aimed to determine how teachers and teacher candidates perceive
the concepts related to technology, which have been used frequently in recent years. In this context,
metaphorical perceptions of technology, metaverse, virtual reality, augmented reality, hybrid education
and distance education were investigated. The sample of the study, which was prepared in accordance
with the qualitative research design, consists of teachers working in the central district and districts of
Denizli and teacher candidates studying at a public university. The sample of the study consists of 86
adults. 22 of the participants are teachers, 64 of whom are prospective teachers, 72 of whom are females
and 14 are males. The data of the research were collected via the form prepared by the researcher. The
questions in the form are framed as “metaverse for me..... because....". In addition, explanations consisting
of short sentences about the concepts were also requested from the participants. Research data were
analyzed with inductive content analysis. According to the results of the research, it is seen that when
adults present metaphors about concepts, they especially refer to their functions. Besides, when the
views and metaphors are examined, it could be stated that there are problems regarding the distinction
of metaverse, virtual reality and augmented reality phenomena. In general, it can be said that adults'
perceptions of technology, metaverse, virtual and augmented reality, distance education and hybrid
education are positive. According to the research, especially, the perceptions that socialization problems
could be seen in metaverse and virtual / augmented reality applications are remarkable.
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1. Introduction

Towards the dizzying speed of technology, the phenomena affecting humanity have also
undergone a rapid transformation. Some basic concepts used over the years have been affected
by this transformation with the information age and new concepts have taken their place in the
literature in this process. After the rise of the internet and technology, particularly in the post-
1980 period, concepts such as artificial intelligence, metaverse, virtual reality, augmented
reality, robotic coding, internet of things, industry 4.0, and society 5.0 emerged. However, this
transformation has also changed some of the concepts we know. In this context, the
phenomenon of reading has started to give way to digital reading or screen/tablet reading, the
phenomenon of writing has started to write digitally or keyboard typing, the phenomenon of
books has started to be replaced by e-books, the concept of citizenship has started to be

replaced by digital citizens, and literacy has started to give its place to digital literacy.

To briefly explain the concepts, artificial intelligence could be defined as systems that
imitate human intelligence to carry out commands given by humans and can update themselves
according to the information they collect. Sucu and Ataman (2020, p. 41) define artificial
intelligence as a technological feature that is created entirely with artificial tools, without
making use of a living organism, and that works with the working system of machines by
imitating human-specific behaviors and movements. Humanity is in need of artificial
intelligence, especially, as a result of the growth of information. It is vital to be able to analyze
student characteristics, information they need, their intellectual dimensions, inadequate, or
somehow similar information at a speed, and also provide relevant feedback. Additionally,
artificial intelligence is not just a straightforward system that executes commands, but can also
reach the synthesized information by considering the updated information via Internet. Coding
for computers, tablets, phones, and other such gadgets is connected to robotic coding, a field of
science that deals with the creation and use of robots. It particularly focuses on people's capacity
to create software that could meet their own needs. The relevance of robotic coding is a result
of the shift away from mass education to individual education. The Internet of things, which can
be defined as a communication network where physical objects are connected to each other or
larger systems, is based on the cooperation of different technological devices within the scope
of a common purpose. Industry 4.0 or Industry 4 can be defined as a collective phenomenon
that includes many technological automation systems, data exchanges and production
technologies. It has gained importance especially after the transition to mass production in

industry. Society 5.0, on the other hand, can be described as an advanced or super-intelligent
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society. Artificial intelligence refers to the society that include metaverse or similar concepts
and consist of people with digital competence skills. Particularly today, reading skills or acts from
a book has been replaced by digital reading. In this type of reading, which is also described as
tablet reading or reading from the screen, the change of tool used as the basis is in the
foreground. While the act of comprehending the written texts or symbols detected by the eye
continues in the mind, the only changing thing is that classic books are replaced by tablets,
phones, or computers. Currently, especially the rapid change of information has increased the
importance of digital reading, which could work through connected to the internet. The concept
of e-book is also related to digital reading. Thousands of books can be transported with a small
technological device and books can be purchased at more affordable prices. Although there are
opinions that e-books can replace classical books, these different tools can be used for different
purposes. Especially when reading is done for pleasure, classical books are used, and e-books
are utilized for readings to take a concept or information directly (information-oriented). The
concept of citizenship has evolved with the information age. In this concept, digital citizenship
leaves its place to e-citizenship. The idea of digital citizenship has recently gained popularity. In
2021, Malta announced the world's first digital citizen "Marija". Indeed, the e-government
application used in our country is partly a digital citizenship application. As a matter of fact,

citizenship services can now be applied digitally.

The digital transformation process impacted not only the concepts but also the human
profile. Cut (2017) asserts that we can categorize people into two groups based on the year
1980. "Digital immigrants" refers to people born before 1980 and "digital natives" refers to
people born after 1980. The interaction of people with technology since birth is the key factor
in this distinction. People born after 1980 in particular have been exposed to the internet and
other digital tools since they were born. Those who were born prior to 1980, however, had to

later adapt to these tools and devices.

Technology is the main factor that contributes to this distinction, which can be viewed
both conceptually and as a human profile. Lan and Young (1996) assert the definition of
technology varies, and this is because of the theorist and the discipline in question. This situation
can be attributed to the fact that all definitions that need to be made in this context come from
various points of view and that there are subtle differences between the concepts. According to
Kumar et al. (1999), technology has two fundamental parts. The first component is the physical
structure consisting of items such as products, tools, equipment, plans, techniques and

processes, and the second component can be called the knowledge structure consisting of
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management, marketing, production, quality control, reliability, skilled workforce and know-
how in functional areas. For an ideal and successful technology, these components must be
configured to serve the purpose in a compatible way. MacKenzie and Wajcman (1985) define
technology as the integration of physical objects or artifacts, the process of making objects, and
the meaning associated with physical objects. According to Brey (2009), although it is difficult to
develop a definition for technology, it is argued that people know what technology really is and
can distinguish between man-made things and those that occur naturally. As a matter of fact,
although abstract concepts such as technology are difficult to define, it is easier to distinguish in
between. The word "technology" is derived from the Greek words; "techne" is translated as

art," "skill," "craft," or "the way, style, or means by which something is gained" whereas and

"logos" means the word in which the inner thought is expressed as an expression (Volti, 2009).

Although technology offers many advantages in terms of time and space, according to

Padmanabhan (2020, pp. 139-140), it has the following disadvantages:
e Causes distraction.
® Accessing unnecessary or unneeded information.
¢ Accessing content not appropriate for age or mental development.
¢ Accessed information being incorrect or biased.

e Many transactions are done through technology instead of mind. Especially

performing calculations or basic operations with technological tools can blunt mental abilities.
¢ Maintenance and update cost.

Digital proficiency has been made possible by technology. One of the skills that should
be included in the ideal human profile in the information age is digital competence. In fact, the
European Union identified eight skills in 2006 as "Key Skills for Lifelong Learning" (EU, 2006).
Digital competence is one of the eight fundamental skills, and it is the first skill that everyone in

today's society needs to master. These skills are listed as follows:
e Literacy competence.
¢ Multi-language proficiency.
¢ Mathematical competence and competence in science, technology and engineering.

¢ Digital competence.
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¢ Personal, social, and learning to learn competence.
e Citizenship competence.

¢ Entrepreneurial competence.

¢ Cultural awareness and expression competence.

Digital competence, researching and solving business problems can also be defined as
the ability to adopt and use new or existing information technology to analyze, select and
critically evaluate digital information in order to create a common knowledge unit while
participating in organizational practices in a specific organizational context (Aksu & Surgevil
Dalkilig, 2019, p. 57). Although digital competence is a basic skill today, individuals need to know
some concepts and be able to use technological tools related to these concepts so as to achieve

this competence.

The literature has expanded significantly in recent years, particularly as a result of
technological advancements. The first of these is virtual reality, which is an alternative,
completely separate, digitally created artificial environment, and it can be defined as settings
wherein individuals feel that they are in a different world and that they work in similar ways just
as they would in the real world (Slater & Sanchez-Vives, 2016). Jonathon et al. (2021) define
virtual reality as a technological tool that emphasizes user interaction with the prominent
features of fully synthetic views. Heims (1998), on the other hand, defines it as a technology that
replaces primary sensory input with data generated by a computer, convincing the participant
that he is actually somewhere else. Virtual reality applications should be considered in a wide
framework, from simple desktop applications where the virtual environment is presented in a
window on the desktop, to immersive motion platform systems that provide users with a

complete virtual experience (Burdea & Coiffet, 2003).

Augmented reality is a concept that is especially confused with virtual reality, and it is
actually easy to distinguish between the two concepts. Augmented reality is the process of
adding a new dimension to reality by adding different realities (artificial) to a reality around us,
and virtual reality represents a completely artificial reality. Pokémon Go that has recently gained
worldwide fame can be presented as an example of augmented reality. In fact, players of the
afore-mentioned game were augmenting reality with their phones or tablets so as to create a
new reality. On the other hand, virtual reality is typically experienced through the use of VR

glasses, giving the impression that the environment is entirely digital. Beyond standard virtual
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environments, virtual reality refers to technologies that enhance the real world and provide
users with alternative experiences. These experiences could theoretically be delivered through
a variety of perceptual information channels, including computer-generated virtual content,
sound, sight, smell, and haptics (Narumi et al., 2011). Another concept that gains importance
today with virtual reality and augmented reality is the metaverse. Metaverse was seen in Neal
Stephenson's bestselling science fiction novel ‘Snow Crash’, first published in 1992 (Stephenson,
1992, 15). In the aforementioned novel, Stephenson treats the metaverse as an "imaginary
environment" and "an environment where communication disorders are experienced". The
inclusion of people in virtual worlds using an avatar they design and their ability to participate
in a variety of activities there is known as the metaverse. The term "metaverse," which is the
word "universe" combined with the prefix "meta" (transcendent or beyond), refers to an

imagined artificial setting connected to the real world (Lee, et al. 2021, p. 1).

Metaverse, virtual reality, augmented reality and distance education are not very new,
they started to come to the fore more frequently, especially in education, with Covid-19, which
turned into a worldwide pandemic towards the end of 2019. Teaching models such as distance
education, emergency distance education and hybrid education have started to be implemented
in practice. In fact, the pandemic process has been a driving force for such models and

accelerated the transition to these models.

The kind of education used is another problem where conceptual ambiguity is
encountered, particularly, during the epidemic process. Although terms like Emergency Remote
Teaching, distance learning, and hybrid education are frequently used, misuse stands out in the
literature. To put it simply, distance education refers to online training that is completed without
any unexpected changes and that is planned, whereas emergency distance education refers to
online training that is implemented due to a force majeure event such as an epidemic, war, or
natural disaster (Yurdakal, 2021, p. 292). Distance education can be defined as “the process of
creating and providing access to learning when the source of information and learners are
separated by time and distance or both” (Honeyman & Miller, 1993, p. 68). Distance education
acknowledges the physical separation between teachers and students, and how technological
resources are used to bridge this gap (Casarotti, Filliponi, Pieti & Sartori, 2002). The
preparedness of the instructors and the attitudes of the students are the two most crucial
factors in distance learning. Students won't be receptive to distance learning if they don't see

technology as useful (Christensen, Anakwe & Kessler, 2001, p. 267). In this regard, it is crucial
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that both instructors or teachers and students have favorable perceptions of this model in order

for distance education, which is a necessary outcome in the modern world, to be successful.
Keegan (1980, p. 10) identified six basic elements of distance education:

¢ Differentiation of the environment of teacher and student, different from face-to-face

education.
¢ Having an educational institution that differentiates the process from private lessons.
¢ Use of technical media tools to connect teacher and student.
e A two-way communication.
¢ To provide both informative and socializing opportunities for students.
¢ Creation of an industrial form of education.

Distance education is not a new concept, and in the late 1800s, the first major
correspondence program was established at the University of Chicago, with teacher and student
in separate locations (Gunawardena & Mclsaac, 2004). The main arguments against distance
learning are that it interferes with socialization and some subjects cannot be taught remotely.
Distance learning is thought to present challenges, particularly in subjects requiring highly
developed physical skills (swimming, driving, drama, theater, etc.). These issues are present in
real-world lessons as well. It could be said that a hybrid education model has been proposed as
a solution to this issue. In its simplest form, hybrid education can be described as the use of both
online and in-person instruction in conjunction with specific requirements. It is predicated on
the notion that while theoretical courses and distance learning-focused courses are delivered
online, practical courses are delivered in-person. Ellis (2001) asserts that the hybrid learning
environment allows students the opportunity to comprehend and investigate real-world issues
through authentic learning experiences facilitated in an online learning environment. Hybrid
learning is described by Halverson, Graham, Spring and Drysdale (2012) as "a varied and
expanding field of design and inquiry that combines face-to-face and online models." With the
advent of the information age, technological ideas and applications have begun to permeate
training and educational procedures. Finding out how teachers and prospective teachers view
the topic is critical in this situation. This study shed light on how teachers and prospective
teachers conceptualized technology, the metaverse, virtual reality, augmented reality, distance

learning, and hybrid education.

The questions to be answered within the scope of the research are as follows:
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¢ How are the metaphorical perceptions of teachers and prospective teachers regarding

the concept of technology?

¢ How are the metaphorical perceptions of teachers and prospective teachers regarding

the concept of metaverse?

¢ How are the metaphorical perceptions of teachers and prospective teachers regarding

the concept of virtual reality?

¢ How are the metaphorical perceptions of teachers and prospective teachers regarding

the concept of augmented reality?

* How are the metaphorical perceptions of teachers and prospective teachers regarding

the concept of distance education?

¢ How are the metaphorical perceptions of teachers and prospective teachers regarding

the concept of hybrid education?
2. Method
2.1. Research Design

This study, in which the metaphorical perceptions of adults regarding technological
concepts (technology, metaverse, virtual reality, augmented reality, distance education, hybrid
education) were investigated, was designed with a qualitative design. According to Philipsen and
Vernooij-Dassen (2007), qualitative research focuses on the qualities, manifestations, contexts,
and points of view that can be used to understand phenomena that cannot be directly identified,
such as cause-and-effect, data ranges, and frequencies. Researchers who use a qualitative
approach seek to understand how people interpret their experiences, how they see the world,
and how they see themselves (Merriam, 2013, p. 5). It is the goal of this study to ascertain how

adults interpret technological ideas in this situation.
2.2. Sample / Participants

The data were gathered during the academic year 2021-2022, which falls within the
parameters of the study. Teachers employed in the central district and districts of Denizli as well
as prospective teachers enrolled in a public university make up the research's sample. The
sample was chosen using a practical sampling technique. Convenient sampling is the most
popular but unrecommended method, according to Patton (2005). Despite the weak ability of

the appropriate sample to represent the universe, the presence of the Covid-19 pandemic
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during the data collection process led the researchers in this direction. This circumstance can be
used to demonstrate the study's limitation. The participants are 86 adults. 22 of whom are
teachers and 64 of whom are prospective teachers, 72 of them are female and 14 are male. Their

mean age is 24.8.
2.3. Data Collection Tools and Data Collection

A semi-structured interview form that the researcher created was used to gather the
research's data. Open-ended questions based on the topics the researcher wants to cover are
part of semi-structured interviews. The question's open-ended format clarifies the subject under
investigation while also giving the interviewer and interviewee the chance to delve deeper into
some topics (Mathers, Fox & Hunn, 2002, p. 2). One language expert and one field expert were
consulted regarding the "metaphorical perception form" that was created as part of the
research, and they both provided feedback and corrections. Form questions are " metaverse for
me ...... ”. Because ...." is in the form. The aforementioned form was transferred to the Google
form and conveyed to the participants. However, since there were not enough returns, it was
applied face-to-face to the appropriate participants. Before the data collection process, the
ethics committee approval dated 23.09.2022 and numbered E-93803232-622.02-261660 was
obtained from Pamukkale University Social and Human Sciences Research and Publication Ethics

Committee.
2.4. Data Analysis

The data of the research were analyzed with inductive content analysis. While
performing the analyses, the process model prepared by Thomas (2003, p. 5) was followed. The

analysis process in question is as follows:

1. Preparation of raw data files: Format the collected raw data files in a common format
(e.g., font size, margins, questions, or highlighted interviewer comments). Print and/or backup

each raw data file.

2. Close reading of the text: After the text is prepared, the raw text should be read in
detail so that the researcher becomes familiar with the content and gains an understanding of

the "themes" and details in the text.

3. Creation of categories: The research presents the categories or themes raw to the
researcher. Higher-level or more general categories could possibly be derived from research

purposes. Lower level or specific categories will be derived from multiple reads of the raw data.
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For coding, categories are created from semantic units or actual expressions used in certain text
sections. Various procedures can be used to create categories. Copy and paste the marked
pieces of text into each category (for example, using a word processor). Special software can be

used to speed up the encoding process when large amounts of text data are available.

4. Overlapping coding and uncoded text: Among the widely accepted rules underlying
qualitative coding, two differ from those typically used in quantitative coding: (a) a portion of
text may be coded into more than one category, and (b) a substantial part of the text cannot be

assigned to any category, as much of the text may not be relevant to research objectives.

5. Continuous review and improvement of the category system: Look for subtopics
within each category, including conflicting perspectives and new understandings. Choose
appropriate quotes that convey the main theme or gist of a category. Categories can be

combined or linked under a parent category when the meanings are similar.

In order to reveal the consistency of the codes determined in the research, a percentage
of agreement was calculated for each question. In this process, support was received from
another researcher. In this calculation, the formula "Reliability=Consensus/
Disagreement+Agreement x 100" was used (Miles and Huberman, 2015). A percentage of
agreement was obtained for each question by using this formula. The reliability coefficient for

the question codes varies between 0.71 and 0.89. Code and themes are supported with quotes.
3. Findings

The first sub-problem of the research is “How are the metaphorical perceptions of adults
on the concept of technology?” The answers given by the adults regarding this sub-problem are

displayed in Table 1.

Table 1

Metaphorical Perceptions of Adults on the Concept of Technology
Metaphors f Metaphors f
Need 30 Speed 4
Convenience / Comfort 16 Inspiration 2
Important 11 Savior 2
Enjoyable / Entertaining 7 Fantasy fiction book 1
Indispensable 6 One click 1
Amazing 5 development 1

When Table 1 is examined, the metaphors created by adults regarding the concept of
technology are seen. The most used metaphors are Need (30), Convenience / Comfort (16),
Important (11) and Enjoyable / Entertaining (7). Considering the metaphors in Table 2, two

categories for the concept of technology can be mentioned. These are the features of
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technology and conceptual technology. The categories prepared using metaphors are presented

in Table 2.
Table 2
Metaphors and Themes Related to the Concept of Technology
Themes Metaphors n
Need 30
Convenience / Comfort 16
Important 11
Features . .
Enjoyable / Entertaining 7
Speed
Total 68
Indispensable 6
Amazing 5
Inspiration 2
Conceptual Savior 2
One click 1
Fantasy fiction book 1
Development 1
Total 18
All categories Total 86

Upon considering the categories related to the concept of technology (Table 2), it is
seen that adults generally refer to the technical features of the concept of technology. In
addition, it is noteworthy that there are no negative metaphors among metaphors. Excerpts of

participants' metaphors regarding the concept of technology are as follows:

-Technology is what makes my life easier for me. Because | can easily do all my work with one click.
-Technology is like a fantasy fiction book to me. Because | think it's both amazing and funny. It
inspires me and it's something | enjoy reading about and learning about.

-Technology is a necessity for me. Because it is now an indispensable part of life.

-It is necessary. Because it exists in every area of our lives.

-It is essential. Because | am very fond of my comfort.

-It's important because it makes my life easier.

-It is necessary because it is indispensable for the age.

-Necessity because it is necessary in every field.

-Convenience because it makes my life easier.

-It is important because it is necessary.

-It is important. There is technology in every moment of our lives.

-It's a tool. Because sometimes | use technology to reach my goal.

Metaphors related to technology is shown in figure 1.
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Figure 1: Word Cloud of Metaphors Related to Technology
The second sub-problem of the research is “How are the metaphorical perceptions of
adults regarding the concept of metaverse?” The answers given by the adults regarding this sub-

problem are shown in Table 3.

Table 3

Metaphoric Perceptions of Adults on the Concept of Metaverse
Metaphors f Metaphors f
Game 24 Threatening 4
Communication / Intercommunication 12 Interesting 3
Necessary / Important 10 Fiction 3
Universe 8 Placeless 3
Fun 7 Abstract 2
Virtual world / Virtual reality 7 Expand 2
Shopping 5 Insignificant 2
Curiosity 4 Unlimited 2
Digital 2 Service 1
Wander 2 Dream 1
Unreal 1 Social world 1
Uncertainty 1 Distant planet 1
Untimely 1
Total 109*

* Some participants stated more than one metaphor.

When we analyze the Table 3, metaphors created by adults regarding the concept of
metaverse are seen. The most used metaphors are game (24), Communication /
Intercommunication (12), Necessary / Important (10), Universe (8) and Entertainment (7).
Considering the metaphors in Table 3, two categories for the concept of technology can be
mentioned. These are conceptual and functional based form. The categories prepared using

metaphors are presented in Table 4.
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Table 4
Metaphors and Themes Related to the Concept of Metaverse

Themes metaphors n
Game 24
Communication / Intercommunication 12

Fun 7

Shopping 5

Function placeless 3

2

2

1

Wander

Unlimited

Untimely

Total 56
Required / Important 10
Universe

Virtual world / Virtual reality
Curiosity

Threatening

Interesting

Fiction

Digital

Expand

Insignificant

Abstract

Unreal

Social world

Service

Dream

Uncertainty

Distant planet

Total

All categories Total 109
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When looking at the categories concerning the metaverse (Table 4), it is seen that
adults generally emphasize the functional aspects of the concept of metaverse. Examples of

participants' metaphors regarding the concept of metaverse are as follows:

- Metaverse is a curious event for me. Because | wonder how much the metaverse universe will
expand in the future and in which areas it will serve us.

-l don't have much knowledge, but metaverse is like a dream for me.

-l don't know, it sounds so unrealistic but interesting. It's intriguing, but also threatening. People
may argue about the size and limits of reality, but it seems like they may lose their perception of
reality.

- Metaverse is an obscurity for me. Because | don't have enough information about the subject.
-It's not necessary. | don't like being in the virtual world.

-It's a distant planet. Because the infrastructure of the country is insufficient.

-The virtual investment area will be the new world here.

-It is virtual life because it is virtual reality.

-It is development. | need to learn.

-One thing | don't know is in terms of age.

-It's unimportant because | don't think it will happen.

-It is important. It will become even more necessary in the coming years.

-It's fiction. Because there is less truth in it.
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-Unlimited environment. It is independent of time and space.
Metaphors related to the metaverse is shown in Figure 2.

QU

Figure 2: Word Cloud of Metaverse Metaphors
The third sub-problem of the research is “How are the metaphorical perceptions of
adults about the concept of virtual reality?” The answers given by the adults regarding this sub-

problem are shown in Table 5.

Table 5

Metaphoric Perceptions of Adults on the Concept of Virtual Reality
Metaphors f Metaphors f
Game 26 Invention / Discovery 4
Experience 16 Indispensable / Important 4
Imagination 11 3 Dimensions 3
Entertaining 9 Waste of time 2
Virtual reality 7 Artificial / Virtual 2
Beneficial 6 Timeless placeless 2
Obscurity 5 Imitation 1
Ticket 1 Sense of reality 1
Trickery 1 Fake heaven 1
Fake world 1 New life 1
Combination of reality and fantasy 1 Infinity 1
Total 106

When Table 5 is examined, it is seen that the metaphors created by adults regarding
the concept of virtual reality. The most used metaphors are Game (26), Experience (16),
Imagination (11), Entertaining (9) and Virtual reality (7). Considering the metaphors in Table 5,
two categories for the concept of technology can be mentioned. These are in the form of positive

and negative perceptions. The categories prepared using metaphors are presented in Table 6.
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Table 6
Metaphors and Themes Related to the Concept of Virtual Reality

Themes Metaphors n
Game 26
Experience 16
Dream 11
Enjoyable
Virtual reality
Beneficial
Invention / Discovery
Indispensable / Important

Positive 3D
Artificial / Virtual
Timeless placeless
Sense of reality
New life
Ticket
Infinity
Combination of reality and fantasy
Total
Obscurity
Waste of time
Trickery

Negative Fake heaven
Imitation
Fake world
Total 11

All categories Total 106

P P RPRPERPNNWOWSPMPOONO

Y]
93]

I = = ST

Looking at the categories related to the concept of virtual reality in Table 6, it is seen
that adults generally refer to the positive aspects of the concept of virtual reality. Examples of

participants' metaphors regarding the concept of virtual reality are as follows:

- For me, virtual reality is where real environments are replicated. Because the computer-
generated three-dimensional images appeal to multiple senses, they give the person a sense
of reality without completely severing his connection to the real world.

--It is artificial. It is virtual.

-Virtual reality is fun for me. Because | can have fun without going anywhere.

- For me, virtual reality is like a ticket. It makes me say that it's an invention that makes the
human mind appreciate that it can be a plane ticket. If it leads me somewhere I've never
been but want to visit. It’s like a chance to move from where I'm standing and learn
something new. | believe it might be beneficial. There are a lot of options!

-Virtual reality is a means of entertainment for me. Because it is used extensively for this
purpose today.

-It is experience. It allows to try beforehand.

-Unnecessary. | think it's a waste of time.

-It's a trick. Because it's a trick our brain plays on us.

-The entertainment tool is currently only used for gaming and watching videos.

-Virtual reality is fake heaven for me. Because people who are bored with the monotony of
the real world will seek another life in the virtual world. But whether this false world will
bring happiness is an unknown.

-It is indispensable for the future because many things have become virtual.
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-An area to try | am not yet competent.
-It's unimportant because | haven't had a chance to use it.
-l have no feelings.
-It is important. The combination of reality and fantasy can create many opportunities.
-It's a dream. Because it is abstract.
-Unlimited environment. It is independent of time and space.
Metaphors related to virtual reality is shown in figure 3.
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Figure 3: Word Cloud of Metaphors Related to Virtual Reality
The fourth sub-problem of the research is “How are the metaphorical perceptions of adults

regarding the concept of augmented reality?” The answers given by the adults regarding this
sub-problem are shown in Table 7.

Table 7

Metaphoric Perceptions of Adults on the Concept of Augmented Reality
Metaphors f Metaphors f
Expensive 14 Independence from time and space 3
Dream 11 Fun 3
Need 9 Experience 2
Surprising / attractive 8 The game 2
Interesting 7 Far 2
Insignificant 6 Significant 1
Important 6 Film 1
Real future 5 America 1
Different reality 3 Simulation 1
Interaction 1 Safe 1
Loose contact 1 Truth 1
Hobby 1 Infinity 1
Total 91

When Table 7 is examined, it is seen that the metaphors created by adults regarding
the concept of virtual reality. The most used metaphors are Expensive (14), Imagination (11),
Need (9) and Surprising/ attractive (8). Considering the metaphors in Table 7, two categories for
the concept of technology can be mentioned. These are function/property and conceptual.

Categories prepared using metaphors are presented in Table 8.
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Table 8
Metaphors and Themes Related to the Concept of Augmented Reality

Themes Metaphors

Function / Feature Expensive
Different reality
Independence from time and space
Experience
Game
Loose contact
Simulation
Safe
Interaction
Total

Conceptual Dream
Need
Surprising / Engaging
Interesting
Important
Insignificant
Real future
Fun
Far
Hobby
Truth
Infinity
Significant
Film
America
Total

All categories Total
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Looking at the categories related to the concept of augmented reality (Table 8), it was
determined that adults generally saw augmented reality as an abstract concept and described it
as a utopian / unreachable concept. Examples of participants' metaphors regarding the concept

of augmented reality are as follows:

- Augmented reality is surprising to me. Because | used to say that combining the virtual and
the real only happens in movies.

-It is very interesting because it is very close to reality.

-It is necessary from time to time. Because in some cases it may be necessary.

-It is important. In this way, | can visualize situations that | cannot imagine in reality.

-It's just a hobby tool, people are just getting to know each other.

- Augmented reality is a means of entertainment for me. Because | know it is used for gaming
purposes only.

It doesn't matter, | want to see everything as it is.

-Imagination is still not something to use for me.

-Augmented reality is America for me. It's far away, I've never been able to get in touch. From
what | see and hear from afar, it looks like an interesting world that | want to experience,
ahead of us. But | also have a feeling that my economic situation does not allow...

-It is experience. It allows those who can try beforehand.

529 The Journal of Limitless Education and Research, 7 (3), 513 - 542



(\Szz7 Metaphoric Perceptions of Adults on Digital Concepts in Education
Ibrahim Halil YURDAKAL

-Augmented reality is a field that | find useful for me. Because it is the implementation of a
real-world object or environment as a simulation. For example, piloting, surgery, etc. can be
used in training such as In this way, potentially dangerous situations can be avoided.
-Unlimited environment. It is independent of time and space.
-The truth will come. He paints the imagination.
-Augmented reality for me is changing and augmenting reality by computer. Because it's an
overlay of computer-generated content in the real world. In this way, a more meaningful and
interactive situation is tried to be obtained.

Metaphors related to augmented reality is shown in figure 4.

Pahau

Figure 4: Word Cloud of Metaphors Related to Augmented Reality

The fifth sub-problem of the research is “How are the metaphorical perceptions of
adults regarding the concept of distance education?” The answers given by the adults regarding

this sub-problem are shown in Table 9.

Table 9

Metaphoric Perceptions of Adults on the Concept of Distance Education
Metaphors f Metaphors f
independence from time 17 Blessing 2
Independence from place 15 Pointless/Unnecessary 2
Necessity 12 Method 2
Time saving 11 Penny 1
Weak interaction 9 Non-participation 1
Alternative 8 Rich content 1
Inefficient / Useless 6 Again 1
Beneficial 6 Unhealthy 1
Important 6 Insincere 1
Hard 5 Covid 1
Ease 5 Carelessness 1
Obligation 2 Different experience 1
inconvenience 1
Total 118

When Table 9 is examined, it is seen that the metaphors created by adults regarding
the concept of distance education. The most commonly used metaphors are Time independence

(17), Space independence (15), Necessity (12), Time saving (11) and Weak interaction (9).
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Considering the metaphors in Table 9, two categories can be mentioned regarding the concept

of distance education. These can be listed as positive and negative. Categories prepared using

metaphors are presented in Table 10.

Table 10

Metaphors and Themes Related to the Concept of Distance Education

Themes

Metaphors

Positive

independence from time
Independence from place
Time saving

Alternative

Beneficial

Important

Ease

Blessing

Method

Again

Rich content

Different experience
Total

P PR NN O

~N
(6]

Negative

Difficulty

Weak interaction
Inefficient / Useless
Hard

Pointless / Unnecessary
Obligation
Inconvenience
Unhealthy
Insincere
Carelessness
Non-participation
Penny*

Covid

Total

HI—'I—‘HI—'HI—'NNU‘IO\&O:

S
w

All categories

Total

118

*The participant referred to the concept of worthlessness with this metaphor.

When the categories associated with the idea of distance learning are looked at
(Table 10), it becomes clear that adults generally refer to the idea of distance learning as
being independent of time and location. The following are some examples of metaphors

used by participants to describe the idea of distance learning:

-Distance education is both positive and negative for me. Because | like distance education
in some subjects, but | do not think that distance education can be an alternative to face-to-

face education in some subjects.

-It's a different experience. Because | think it saves time in education.
It's the method I'd prefer last. Because it is far from emotion and sincerity.

-Great makes my job easier and saves time
Distance education is an alternative for me. Because its use has become widespread.

-It's hard to sit in front of the computer, it puts my health in danger.

-Useful time provides mysticism.

-It's unnecessary because | don't think it's efficient. -
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-Referring to the version we have experienced- Distance education is a Turkish penny for me.
Generally inadequate (yet). So, it's worthless. It can be developed and evaluated in the
future. -It can become a useful and time-saving boon.
-Difficult because interaction is low.
-It is alternative. Because | think it should be used when necessary.
-Distance education is a useless field for me. Because it does not give as effective results as
face-to-face training. A student who is not in the classroom will be deficient in issues such as
giving feedback, practicing, and attention span. In addition, they will not be able to fully learn
the courses that require skills through distance education.
-It is disadvantageous. Because | think that the technological infrastructure and support are
still not enough.
-Distance education has positive aspects for me and negative aspects as well. As the positive
aspects of distance education, the themes of being independent of time and space, providing
the opportunity for repetition and providing rich content came to the fore, while the negative
aspects were the lack of interaction, low attendance and decreasing the importance of the
course in the eyes of the students.

Metaphors related to distance education is shown in figure 5
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Figure 5: Word Cloud of Metaphors Related to Distance Education
The sixth and last sub-problem of the research is “How are the metaphorical
perceptions of adults regarding the concept of hybrid education?” The answers given by the

adults regarding this sub-problem are shown in Table 11.

Table 11

Metaphorical Perceptions of Adults on the Concept of Hybrid Education
Metaphors f Metaphors f
Mixture / Blended / Combined 19 Don't repeat 2
Positive / Important / Useful 17 Recording 1
Social Distance 11 Learning space 1
Necessity 7 Savings 1
Uncertainty / Mystery 7 Utopia 1
Epidemic 6 Hope 1
Live lesson 5 Idea 1
Alternative 4 Active participation 1
Education 2 Time saver 1
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Own pace 2 Ballet socks 1
Inefficient 1 Adaption 1
Interaction 1 Confusion 1
Idealism 1

Total 96

When Table 11 is examined, it is seen that the metaphors created by adults regarding
the concept of hybrid education. The most commonly used metaphors are Mixture / Blend /
Combined (19), Positive / Important / Useful (17), Social distance (11), Uncertainty / Mystery (7)
and Necessity (7). Considering the metaphors in Table 11, three categories for the concept of
hybrid education can be mentioned. These are rationale, feature, and conceptual. Categories

prepared using metaphors are presented in Table 12.

Table 12
Metaphors and Themes Related to the Concept of Hybrid Education
Themes Metaphors n
Social Distance 11
Necessity 7
Uncertainty / Mystery 7
Epidemic 6
Rationale Alternative 4
2
1
1

Education

Idea

Confusion

Total 39

Mixture / Blended / Combined 19

Positive / Important / Useful 17

Live lesson 5

Don't repeat 2

Own pace 2

Saving 1

Record 1
1
1
1
1

Feature

Active participation

time saver

Inefficient

Interaction

Total 51

Learning space 1

Utopia 1

Hope 1

Conceptual Ballet socks 1

1
1
6

Adaption
Idealism
Total
All categories Total 96

Hybrid education (Table 12), adults put forward metaphors by referring to the basic
characteristics of the concept of hybrid in general and the reason for the emergence of a need.

Examples of participants ' metaphors regarding the concept of hybrid education are as follows:
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- Hybrid education is unclear to me. Since distance education is both positive and negative
for me, I think that hybrid education is the same.

-l think it can be applied in upper grades because | think that face-to -face education is more
efficient in primary schools.

-It is a suitable method. Because it is necessary for coeducation.

-It is important. Hybrid training should be possible by taking the necessary precautions
against all kinds of situations.

- It is not very efficient, it creates confusion.

- Hybrid training is an alternative for me. Because its use has become widespread.

-It is difficult because continuous face-to-face training is more effective and efficient.

-I'm not proficient.

-It's unimportant because | think face-to-face education is more important.

- Hybrid training is like ballet socks for me? It looks like an adaptive approach. It has some
advantages and disadvantages, but | think it turned out to be a good idea. It's a promising
business.

-It's a mixture. It evokes two kinds of education.

-It is indispensable. Because for me, face-to-face communication is more effective.

- Hybrid education is a type of education that combines in-person instruction with online
learning. It is predicted to be beneficial. Because a dual education can reduce the drawbacks
of both face-to-face and distance learning.

-ldeal. The advantages of both distance education and face-to-face education can be
blended.

-Utopia. Examples in our country are not enough.

- Hybrid education is a positive form of education. Especially during the epidemic period, it
will ensure that a learning space suitable for social distance is created for students and
teachers.

-The fact that the lessons can be recorded and repeated will provide the student with the
opportunity to both repeat the lesson they have attended and listen to, and learn at their
own pace.

- The student can access the lesson simultaneously in a classroom setting or from home using
the internet, giving him the chance to ask the teacher questions about concepts he does not
understand while still actively participating in the lesson. A lot of time and money are saved
by not attending school every day.
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Metaphors related to hybrid education is shown in figure 6
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Figure 6: Word Cloud of Metaphors Related to Hybrid Education

4. Conclusion and Discussion

In this study, it is aimed at scrutinizing the metaphorical perceptions of teachers and
prospective teachers about technology, metaverse, augmented reality, virtual reality, distance
education and hybrid education, which we often encounter in today's information age.
Participants developed a perception in the direction of technology more regarding its necessity
and convenience. Technology-oriented perceptions of all adults participated in the study are
positive. Karadeniz (2012) asserts in her study conducted with teachers and administrators that
the participants put forward positive opinions about technology. When metaphors are
considered, it is seen that concepts such as importance, practicality, speed, indispensable and
fun come to the fore. It is noteworthy that when adults develop a perception of technology,
they refer to the function of technology rather than conceptual perceptions. Karagam and Aydin
(2014), in their research, investigated perceptions of secondary school students on the concept
of technology. Water, human, sun, light, moon, and lamp were the most commonly mentioned
metaphors. Yet, Ozyurt and Badur (2020), in their research with primary school students,
elucidated that the most frequently mentioned metaphors related to technology were
computers, phones, tablets, brains, robots, and science. In this context, the perceptions of adults
and students about technology differ. As a result of the research by Korkmaz and Unsal (2016),
who examined the metaphors of preschool teachers towards technology, it is seen that 14.5%
of preschool teachers used the concept of "technology" with its "negative aspect”, 23.7% with

its "positive aspect”, 10.5% with its "positive aspect" as eternity”, 11.8% as a “living being”,
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31.6% perceive it as "need" and 7.9% as "life". Fidan (2014) tried to determine the metaphorical
perceptions of the prospective teachers on technology in his research. Regarding the concept of
technology, the metaphors of "child", "water", "human" and "life" were mostly developed by
prospective teachers, respectively. In addition, it has been seen that the metaphors related to
the concept of technology are more common in the "developing-changing" category, and it has
been concluded that the perspectives on these concepts are focused on positive categories. In
the research by Durukan, Usta and Hacioglu (2016), it is seen that prospective teachers define
technology as the most informative source. Késem (2017), on the other hand, in her research
with prospective teachers, concluded that although they adopt the concept of 'technology'

more, they have more negative judgments.

Similarly, metaphors related to the concept of metaverse are oriented towards the
function of the concept. Metaphors such as shopping, games, entertainment, traveling and
communication are the most frequently mentioned. The existence of metaphors such as threat
and uncertainty regarding the concept of metaverse reveals the fear of adults that the
metaverse may reveal negative situations in the future. When considered the metaphors such
as unreal, virtual world, fiction, dream and distant planet, it is observed that adults have
perceptions of the metaverse in an abstract context. When the opinions of the participants are
taken into account, it is seen that people who do not know the metaverse fully put forward
negative opinions. As a matter of fact, individuals are afraid of facts of which they have no
knowledge, and this issue may lead them to have negative thoughts. In this context, more
informative news or advertisements should be included in the media and the public regarding
the concept of metaverse. It can be said that the interest in the concept has launched anincrease
by MoNE (Ministry of National Education)'s announcement that it will start to use metaverse

especially in vocational education.

In both virtual reality and augmented reality, the participants mostly referred to the
functional aspects of the cases. Metaphors such as game, entertainment, and experience are
the most repetitive ones. When metaphors are taken into account, it reveals this matter does
not go beyond the structure of the concept, and the participants are not very familiar with these
two concepts. As a matter of fact, they are two concepts that are confused very much even if
augmented reality and virtual reality are similar to each other. Therefore, it could be said that
some of the participants develop negative perceptions towards these two concepts. Perceptions
such as waste of time, deception, falsity, distant and insignificant also reveal this situation. As in

the concept of metaverse, metaphors for communication or interaction remain very barren in
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virtual reality and augmented reality. It is thought-provoking that adults think in this direction,
especially towards these digital tools, which are said to cause socialization problems. As a matter
of fact, Batur and Uygun (2012) concluded in their research that according to the opinions of the
participants, technology separates the individual from social life and isolates them. Although
augmented reality is financially more convenient than virtual reality, 14 people's use of the
expensive metaphor of augmented reality can be attributed to the inability to distinguish
between these two concepts. Although it is easy to implement situations that are difficult,
dangerous or expensive to experience with such technological tools, it is opposite to the
expectation that merely one person presents a metaphor in this direction. Aydin and Sahin
(2021), in their study, put forward that the majority of prospective classroom teachers found
that the use of virtual reality in education is interesting, suitable for students with schematic
and visual thinking styles, encourages students to be active, provides students with a general
idea about the subject, and explains the lesson they are studying. He thinks that it enables them
to review quickly, facilitates the implementation of information, provides fast learning,
facilitates comprehension and requires concentration. Some of the participants stated the
weaknesses of virtual reality as costly, tiring and confusing. Keskin (2017), on the other hand,
stated that virtual reality can be used in education in her research conducted with prospective
mathematics teachers. In addition, it was seen that they agreed that virtual reality facilitates the
application of theoretical knowledge, helps students with visual thinking style to learn, is
suitable for students who get bored quickly, can help students who are prone to schematic
thinking, facilitates comprehension and is interesting. Glircan (2021), in his study, determined
the views of secondary school students on augmented reality, and as a result of the research, it
was stated that students studying in secondary education facilitate learning about augmented
reality technology, helping to embody abstract issues that are difficult to understand in daily
life, providing meaningful learning, and learning environments with augmented reality can
actively learn. They stated their opinions on educational environments where this technology is
available, stating that it will prevent their concentration to be distracted by positively affecting
their interest in the lesson and their attitudes, and that it will facilitate the rapid review of
information and easily eliminate the deficiencies. In their research, Ramazanoglu and Aker
(2019) discussed prospective teachers' views on augmented reality. The opinions of prospective
teachers participating in the research about augmented reality applications were examined in
three different categories. First of all, prospective teachers expressed the most opinions

regarding the use of augmented reality in classrooms, that it attracts attention, provides
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permanent learning and increases motivation. In terms of associating with life, they thought that
it would make it easier to associate with life and real life. They stated that the use of augmented
reality as an educational tool would increase permanence, be beneficial in education, increase
interest in the course and attract attention. The findings reveal that the prospective teachers
participating in the research have a positive view of using augmented reality applications in

classroom environments.

The two most important points regarding distance education are the independence of
space and time, and similar results are asserted in the research. Adults reveal perceptions such
as independence from time, independence from space, time saving and necessity. Hereby, a
negative emphasis was placed on interaction, and distance education was metaphorized with
weak interaction as well. Yurdakal (2019) reached a similar conclusion in his research with
prospective teachers and instructors, and concluded that there are problems in distance
education, especially in lessons comprising listening and speaking skills, and that there are
problems in communication. 118 metaphors for distance education have been identified, and
43 of them have negative content. In the study of Yilmaz and Given (2015), in which they
examined the metaphorical perceptions of prospective teachers about distance education, it
was determined that prospective teachers considered distance education under categories such
as non-interactive, diversity, easy access, and inefficient. Yurdakal and Kirmizi (2021), in their
study with pre-service teachers, found that there were problems such as system and internet
speed in the emergency distance education process, that emergency distance education failed
especially in applied courses such as drama and teaching practice, and that the process required
technological tools and equipment and high-speed internet. It has been concluded that it
imposes a burden on the candidates. In addition, it was determined that the majority of the
candidates did not know hybrid education, and those who knew only heard it by name. Akpolat
(2021), in her study investigating the metaphorical perceptions of secondary school students
about distance education, concluded that students perceive distance education as requiring the
highest level of individual effort. On the other hand, while female students perceive distance
education as requiring more individual effort, non-interaction, saving, enabling and inefficient;
male students perceive distance education as offering more diversity, easily accessible, virtual
and isolating. In addition, students at the lower grade level perceive distance education as more
non-interactive, liberating, entertaining, enabling, providing diversity and easily accessible
whereas higher grade students perceive distance education as requiring more individual effort,

inefficient, virtual and isolating. In the study of Karakus and Karacaoglu (2021), in which they
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tried to determine the metaphorical perceptions of students, teachers and parents about
distance education, it was revealed that distance education is temporary and far from
productive, it is a substitute for face-to-face education and it is expressed as a soulless,
emotionless and socializing process. In the research conducted by Demirbilek (2021) in order to
determine the metaphorical perceptions of teacher candidates about distance education, the
most metaphors were produced by the candidates under the code of "incompetence". Similarly,
in the study conducted by Elkatmis (2022) with university students, it was determined that 70%
of the metaphors produced regarding distance education were negative expressions. It was
concluded that the highest number of metaphors was "Required Distance Education" and the

least metaphor was "Inefficient Distance Education" category.

Upon consideration the metaphors for hybrid education, it is seen that the
characteristics of hybrid education are mostly emphasized. Metaphors such as blended, mixture,
mix, live lesson, repetition, own pace, recording can be given as examples for this situation. 39
metaphors are all about the reason for the emergence of hybrid education. Metaphors such as
social distance, necessity, epidemic and alternative can be given as examples of this situation.
Aykar and Yurdakal (2021), in their research with pre-school teacher candidates, obtained
opinions that hybrid-style education models should be applied by taking into account the
developmental characteristics of the students in the distance education process. In the study of
Kog Akran (2021), in which she examined the perceptions of prospective teachers about hybrid
education, it was seen that prospective teachers developed a total of 49 metaphors related to
the concept of " hybrid education”. Among the metaphors collected in nine categories, the most
emphasized ones were piggy bank, mirror, treasure and scales. Among these metaphors are the
piggy bank and the treasure “earnings”, mirror is in the category of "reflection" and the scale is
in the category of "balance". The following suggestions can be made within the scope of the

research:

¢ Although hybrid education and distance education are different models, they are
confused with each other due to the mistakes made in practice and the lack of theoretical
knowledge. In this context, when applying these two models, it should be designed in

accordance with its essence and applied in this way.

¢ Although the concept of metaverse is widely heard, there are serious problems about
what it is or how to conceptualize it. In this context, the concept of metaverse should be added

to the syllabus, especially in the courses related to technology and informatics.
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e Augmented and virtual reality are two concepts that are confused with each other,
and especially informatics teachers in MEB and CEIT instructors in universities need to explain

the differences and usage purposes of these two concepts to students.

¢ The main criticism of the metaverse is that it hinders the ability to socialize, and if this
appears as a problem, experimental studies should be conducted to solve it, and if it is a
perception-based problem, these erroneous perceptions should be prevented by using media

tools.
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Ozet: Bu arastirmada son yillarda siklikla kullanilmaya baslanan teknolojiye iliskin kavramlarin
o6gretmen ve 6gretmen adaylari tarafindan nasil algilandiklarini tespit etmek amaglanmistir. Bu kapsamda
teknoloji, metaverse, sanal gerceklik, artirilmis gergeklik, hibrit egitim ve uzaktan egitime iliskin metaforik
algilar arastirilmistir. Nitel arastirma desenine uygun olarak hazirlanan ¢alismanin 6rneklemini Denizli
merkez ilge ve ilgelerinde gérev yapmakta olan 6gretmenler ve bir kamu Universitesinde 6grenim goren
O0gretmen adaylar olusturmaktadir. Arastirma kapsaminda veriler 2021-2022 egitim-6gretim yilinda
toplanmistir. Arastirmanin drneklemini 86 yetiskin olusturmaktadir. Orneklemin 22’si 6gretmen, 64’i ise
o6gretmen adayi olup 72’si kadin, 14’0 erkektir. Arastirmanin verileri arastirmaci tarafindan hazirlanan
form ile toplanmistir. Form sorulari “metaverse benim igin ... ‘dir. Cinkd....” seklindedir. Ayrica
katimcilardan kavramlara iliskin kisa cimlelerden olusan aciklamalar da talep edilmistir. Arastirma
verileri timevarimsal igerik analizi ile analiz edilmistir. Arastirma sonuglarina gore yetiskinlerin kavramlara
iliskin metafor sunarken ozellikle olgunun islevine atifta bulundugu gorilmektedir. Ayrica goriislere ve
metaforlara bakildiginda metaverse, sanal gerceklik ve artirilmis gergeklik olgularinin ayrimina iligkin
problemler oldugu séylenebilir. Genel olarak yetiskinlerin teknoloji, metaverse, sanal ve artiriimisg
gerceklik, uzaktan egitim ve hibrit egitime iliskin algilarinin olumlu yoénde oldugu goriilmektedir.
Arastirmaya gore Ozellikle sosyallesme problemlerinin metaverse ve sanal / artirlmis gerceklik
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1. Giris

Teknolojinin bas dondiren hizi karsisinda insanhgi etkileyen olgular da hizli bir
doniisime ugramistir. Yillar boyu kullanilan bazi temel kavramlar bilgi ¢agi ile birlikte bu
donisimden etkilenmis olup bu siirecte yeni kavramlar da alan yazinda yerini almistir. Yapay
zeka, metaverse, sanal gerceklik, artirilmis gerceklik, robotik kodlama, nesnelerin interneti,
endustri 4.0 ve toplum 5.0 gibi kavramlar Ozellikle 1980 sonrasi donemde internet ve
teknolojinin gelisimi sonrasi ortaya ¢ikmis kavramlardir. Bununla birlikte bu dénlisim bazi
bildigimiz kavramlari da donlsiime ugratmistir. Bu kapsamda okuma olgusu dijital okuma ya da
ekran / tablet okumaya, yazma olgusu dijital yazma ya da klavyeden yazmaya, kitap olgusu yerini
e-kitaba, vatandaslik olgusu yerini dijital vatandasa, okuryazarlik ise yerini dijital okuryazarliga

dogru birakmaya baslamistir.

Kavramlari kisaca acgiklamak gerekirse yapay zeka “insan tarafindan verilen komutlari
yerine getirmek icin insan zekasini taklit eden ve topladiklari bilgilere goére kendilerini
glincellestirebilen sistemler olarak tanimlanabilir. Sucu ve Ataman (2020, s. 41) yapay zekayi
canli bir organizmadan yararlanmadan, timdiyle yapay araglar ile olusturulmakta ve insana 6zgii
davranislar ve hareketler gostererek makinelerin galisma sistemiyle ¢alisan teknolojik bir 6zellik
olarak tanimlamistir. Ozellikle bilgi birikiminin artmasi sonucu insanlik yapay zekaya ihtiyac
duymustur. Yapay zeka oOzellikle egitim alaninda kullanilmaya baslamis olup 6grencilerin
Ozelliklerini, ihtiya¢ duyduklar bilgileri, zeka boyutlarini, eksik bilgilerini ya da benzeri bilgileri
hizli bir sekilde analiz edip bunlara uygun donitler sunabilmesi bakimindan énemlidir. Ayrica
yapay zeka sadece verilen komutlari yapan basit bir sistem olmayip internet Uzerinden
giincellenen bilgileri de dikkate alarak sentez bilgiye ulasabilmektedir. Robotlarin tasarimi,
Uretimi ve kullanimiile ilgilenen bir bilim dal olan robotik kodlama ise bilgisayar, tablet, telefon
ve benzeri cihazlarin kodlamalari ile ilgilidir. Ozellikle bireylerin kendi ihtiyaglarina gére yazilim
yapabilmeleri Gzerine odaklanmaktadir. Kitlesel egitimden bireysel egitime dogru yonelim
robotik kodlamanin 6nem kazanmasina yol agmistir. Fiziksel nesnelerin birbirleriyle veya daha
blyuk sistemlerle baglantili oldugu iletisim agi olarak tanimlanabilen nesnelerin interneti ise
farkli teknolojik cihazlarin ortak bir amag kapsaminda is birligi yapmalari esasina dayanmaktadir.
Endustri 4.0 ya da endustri 4 birgok teknolojik otomasyon sistemini, veri alisverislerini ve tretim
teknolojilerini iceren kollektif bir olgu olarak tanimlanabilir. Ozellikle sanayide seri iretime gegis
sonrasi 6nem kazanmistir. Toplum 5.0 ise gelismis ya da sliper akilli toplum olarak
nitelendirilebilir. Yapay zeka, metaverse ya da benzeri kavramlari iceren ve dijital yetkinlik

becerisine sahip insanlardan olusan toplumu ifade etmektedir. Ozellikle giinimiizde kitaptan
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okuma becerisi ya da eylemi yerini dijital okumaya birakmistir. Tablet okuma ya da ekrandan
okuma olarak da nitelendirilen bu okuma tiiriinde temel olarak kullanilan ara¢ degisimi 6n
plandadir. G6z ile algilanan yazilarin ya da sembollerin zihinde anlamlandiriimasi eylemi devam
ederken tek degisen klasik kitaplarin yerini tablet, telefon ya da bilgisayarlarin almasidir.
Ozellikle giinimiizde bilginin hizli degisimi, internete bagl olarak calisabilen dijital okumanin
Onemini artirmigtir. E-kitap kavrami da dijital okuma ile ilintilidir. Binlerce kitap kiglk bir
teknolojik cihaz ile tasinabilmekte ve maddi olarak daha uygun (cretlere kitaplar satin
alinabilmektedir. E-kitaplarin her ne kadar klasik kitaplarin yerini alabilecegi yoniinde gorugler
olsa da farkl bu araclar farkl amaglar icin de kullanilabilmektedir. Ozellikle haz almak icin okuma
yapildiginda klasik kitap, bir kavrami ya da bilgiyi dogrudan alma (bilgi odakl) amacli yapilacak
okumalarda ise e-kitaplar kullanilmaktadir. Bilgi ¢aginda vatandashk olgusu da degisime
ugramistir. Bu kapsamda vatandaslik vyerini dijital vatandashga ya da e-vatandasliga
birakmaktadir. Dijital vatandaslik 6zellikle son zamanlarda 6ne ¢ikan bir kavramdir. 2021 yilinda
Malta diinyanin ilk dijital vatandasi olan “Marija” y1 duyurmustur. Esasen tlkemizde kullanilan
E-devlet uygulamasi da kismen bir dijital vatandaslhk uygulamasidir. Nitekim vatandaslik

hizmetleri artik dijital ortamda yapilabilmektedir.

Dijital donlstm slreci sadece kavramlari degil insan profilini de etkilemistir. Cut’a (2017)
gore 1980 yili baz alinarak insanlari iki kisma ayirabiliriz. 1980 6ncesi doganlara “dijital gogmen
(digital immigrant)”, 1980 sonrasi doganlara ise “dijital yerliler (digital natives)” tanimlamasi
yapilmaktadir. Bu ayrimdaki temel nokta bireylerin dogumlar ile itibaren teknoloji ile
etkilesimde olma durumlaridir. Ozellikle 1980 sonrasi dogan bireyler dogumlarindan itibaren
internet ya da dijital arag¢ gereglerle birlikte blyiumuslerdir. 1980 6ncesi doganlar ise daha

sonralari bu arag-gereclere adapte olmak zorunda kalmislardir.

Gerek kavramsal gerekse insan profili olarak ele alinabilecek bu ayrima yol acan temel
nokta teknolojidir. Lan ve Young (1996) teknolojinin tanimlanmasinda farkhliklar oldugunu bu
durumun da bizzat kuramci ve ele alinan disiplinden dolay! oldugunu 6ne sirmektedir. Bu
kapsamda yapilacak olan tiim tanimlamalarda farkl bakis agilarinin olmasi ve kavramlar arasinda
ndans farkliliklarinin olmasini bu duruma baglayabiliriz. Kumar vd.’e (1999) gére teknoloji iki
temel bilesenden olusmaktadir. ilk bilesen (riinler, aletler, ekipman, planlar, teknikler ve
slrecler gibi 6gelerden olusan fiziksel yapi olup ikinci bilesen ise yonetim, pazarlama, lretim,
kalite kontrol, glvenilirlik, vasifli isglicti ve islevsel alanlardaki know-how'dan olusan bilgi yapisi
olarak adlandirilabilir. ideal ve basaril bir teknoloji icin bu bilesenlerin uyumlu bir sekilde amaca

hizmet edecek olarak yapilandiriimalari gerekmektedir. MacKenzie ve Wajcman (1985)
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teknolojiyi fiziksel nesnelerin veya eserlerin entegrasyonu, nesneleri yapma sireci ve fiziksel
nesnelerle iliskili anlam olarak tanimlamaktadir. Brey’e (2009) gore ise teknoloji icin bir tanim
gelistirmek zor olsa da insanlarin teknolojinin gergekten ne oldugunu bildiklerini ve insan yapimi
seyler ile dogal olarak meydana gelenler arasinda ayrimi yapabildiklerini 6ne strmektedir.
Nitekim teknoloji gibi soyut kavramlarin tanimlanmasi zor olmakla birlikte ayrim yapilabilmesi
daha kolay olmaktadir. Teknoloji kelimesi Yunanca “techne” ve “logos” kelimelerinden
turetilmistir, Techne, sanat, beceri (Volti, 2009) zanaat veya bir seyin kazanildigi yol, tarz veya
araclar anlamina gelmekteyken Logos, kelime, icsel dlsiincenin ifade edildigi s6z, bir s6z veya

bir ifade anlamina gelmektedir.

Teknoloji zaman ve mekan olarak bircok avantaj sunmakla birlikte Padmanabhan’a

(2020, s. 139-140) gore su dezavantajlari vardir:
¢ Dikkat daginikhgina yol agma.
* Gereksiz ya da ihtiya¢c duyulmayan bilgilere erisme.
* Yas ya da zihinsel gelisime uygun olmayan iceriklere erisme.
¢ Erisilen bilgilerin hatali ya da yanli olmasi.

* Bircok islemin zihin yerine teknoloji Gizerinden yapilmasi. Ozellikle hesap makinasi veya

temel islemlerin teknolojik aletler ile yapilmasi zihinsel yetileri kdreltebilmektedir.
* Bakim ve gilincelleme maliyeti.

Teknoloji beraberinde dijital yetkinlik becerisini getirmistir. Bilgi ¢aginda ideal insan
profilinde olmasi gereken becerilerin basinda dijital yetkinlik gelmektedir. Nitekim Avrupa Birligi
2006 yilinda “Hayat Boyu Ogrenme icin Anahtar Beceriler” bashig altinda sekiz beceri
siralamaktadir (EU, 2006). 8 temel beceriden biri de dijital yetkinlik olup glinimiz toplumunda
her bireyin edinmesi gereken becerilerin basinda gortlmektedir. S6z konusu yetkinlikler su

sekilde siralanmistir:
¢ Okuma yazma yetkinligi.
¢ Coklu dil yetkinligi.
¢ Matematiksel yetkinlik ve bilim, teknoloji ve miihendislikte yetkinlik.
¢ Dijital yetkinlik.

¢ Kisisel, sosyal ve 6grenmeyi 6grenme yetkinligi.
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¢ Vatandaslik yetkinligi.
¢ Girisimcilik yetkinligi.
o Kilturel farkindalik ve ifade yetkinligi.

Dijital yetkinlik, isle ilgili sorunlari arastirmak ve ¢ozmek; ayrica belirli bir 6rgitsel
baglamda orgitsel uygulamalara katilirken ortak bilgi birimi olusturmak adina dijital bilgileri
analiz etmek, se¢mek ve elestirel olarak degerlendirmek igin yeni veya mevcut bilgi teknolojisini
benimseme ve kullanma yetenegi olarak tanimlanabilir (Aksu ve Siirgevil Dalkilig, 2019, s. 57).
Dijital yetkinlik giniimiizde temel bir beceri olmakla birlikte bireylerin bu yetkinlige ulasmalari
icin bazi kavramlari da bilmeleri ve bu kavramlara iliskin teknolojik arag-geregleri

kullanabilmeleri gerekmektedir.

Gunumuizde o6zellikle teknolojinin gelismesi sonucu alan yazina eklenen bircok kavram
yer almaktadir. Bunlardan ilki sanal gergeklik (virtual reality) olup alternatif, tamamen ayri, dijital
olarak olusturulmus yapay bir ortam olan sanal gerceklik, bireylerin kendilerini farkh bir diinyada
bulunduklarini ve tipki fiziksel cevrede oldugu gibi benzer sekillerde calistiklarini hissettikleri
ortamlar olarak tanimlanabilir (Slater ve Sanchez-Vives, 2016). Jonathon, vd. (2021) sanal
gercekligi tamamen sentetik gériinimlerin 6ne cikan 6zelliklerine sahip kullanici etkilesimini 6n
plana gikaran bir teknolojik arag olarak tanimlamaktadir. Heims (1998) ise sanal gercekligi birincil
duyusal girdiyi bir bilgisayar tarafindan Uretilen verilerle degistirerek katihmciyi aslinda baska bir
yerde olduguna ikna eden bir teknoloji olarak tanimlamaktadir. Sanal gergeklik uygulamalari,
sanal ortamin masadistiinde bir pencerede sunuldugu basit masalsti uygulamalarindan,
kullanicilara eksiksiz bir sanal deneyim saglayan surikleyici hareket platformu sistemlerine kadar

genis bir cercevede ele alinmalidir (Burdea ve Coiffet, 2003).

Artirllmis gerceklik (agumenting reality) 6zellikle sanal gergeklik ile karistirilan bir kavram
olup esasen iki kavram arasinda ayrim yapabilmek kolaydir. Artirilmis gerceklik temelinde
cevremizde yer alan bir gerceklige farkh gerceklikler (yapay) ekleyerek gerceklige yeni bir boyut
katma sireci olup sanal gerceklik ise tamamen yapay bir gercekligi temsil etmektedir. Yakin
zamanda diinya genelinde Uin kazanan Pokemon Go oyunu artirilmis gerceklige bir 6rnek olarak
sunulabilir. Nitekim s6z konusu oyunda kisiler telefon ya da tabletleri ile gerceklige ek bir
gerceklik katarak yeni bir gerceklik elde etmekteydi. Sanal gerceklik ise daha ¢ok VR gozlikleri
ile kullaniimakta olup tamamen dijital ortamlarda yaratilan bir gercekligi yasama hissiyati
olusturulmaktadir. Standart sanal ortamlarin 6tesine gecen sanal gergeklik, fiziksel diinyamizin

gelistirilmesine odaklanan fiziksel ¢evrelerinde insan kullanicilara alternatif deneyimler sunan,
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teoride, bilgisayar tarafindan olusturulan sanal icerikler, ses, gorseller, koku ve haptikler
(dokunma duyusu) gibi cesitlendirilmis algisal bilgi kanallari araciligiyla sunulabilen
teknolojilerdir (Narumi vd., 2011). Sanal gerceklik ve artirilmis gerceklik ile birlikte ginimizde

Onem kazanan bir diger kavram ise metaversedir.

Metaverse kavrami ilk olarak 1992'de yayinlanan Neal Stephenson 'In ¢ok satan bilim
kurgu romani Snow Crash'te goriilmektedir (Stephenson, 1992, 15). Stephenson s6z konusu
romanda metaverseyi “hayali bir ortam” ve “iletisim bozukluklarinin yasandigi ortam” olarak ele
almaktadir. Metaverse, bireylerin dijital ortamlara olusturduklari bir avatar ile dahil olmalarini
ve bu ortamlarda farkli faaliyetler icerisinde bulunabilmeleri olarak tanimlanabilir. Metaverse,
"meta" 6n ekinin (askin / 6te) "evren" kelimesiyle birlesimi, fiziksel dinya ile baglantih

varsayimsal bir sentetik ortam olarak tanimlanabilir (Lee, vd. 2021, s. 1).

Metaverse, sanal gerceklik, artirilmis gerceklik ve uzaktan egitim gibi kavramlar ¢ok yeni
olmamakla birlikte 2019 sonlarina dogru dinya genelinde pandemiye dontisen Covid-19 ile
ozellikle egitimde daha sik glindeme gelmeye baslamistir. Uzaktan egitim, acil uzaktan egitim ve
hibrit egitim gibi 6gretim modelleri pratikte uygulanmaya baslamistir. Esasen pandemi siireci bu

tarz modeller igin itici bir glic olmus ve bu modellere gegisi hizlandirmistir.

Ozellikle salgin siirecinde kavram karmasasi yasanan bir diger konu da uygulanan egitim
trddir. Acil uzaktan egitim (Emergency Remote Teaching), uzaktan egitim ve hibrit egitim gibi
kavramlar siklikla kullanilmakla birlikte alan yazina bakildiginda hatali kullanimlar goze
carpmaktadir. Genel olarak agiklamak gerekirse, planli bir sekilde higbir ani degisimin yol
acmadigi ve online (¢evrim ici) olarak yapilan egitimlere uzaktan egitim denilirken, salgin, savas
veya afet gibi sebepler ile planlama yapilmadan miicbir sebepler ile uygulanan ¢evrim ici egitime
ise acil uzaktan egitim denilmektedir (Yurdakal, 2021, s. 292). Uzaktan egitim, "bilgi kaynagi ve
o0grenenler zaman ve mesafe veya her ikisi ile ayrildiginda 6grenmeye erisim yaratma ve erisim
saglama sireci" olarak tanimlanabilir (Honeyman ve Miller, 1993, s. 68). Uzaktan egitim
o0gretmen ve 6grencilerin uzamsal boyutta ayri olduklarini ve bu mesafenin teknolojik kaynaklar
kullanilarak dolduruldugunu kabul eder (Casarotti, Filliponi, Pieti ve Sartori, 2002). Uzaktan
egitimle ilgili en 6nemli konu 6gretim elemanlarinin hazirlikli olmalari ve 06grencilerin
tutumlaridir. Ogrenciler teknolojiyi yararh olarak algilamazlarsa uzaktan egitime acik
olmayacaktir (Christensen, Anakwe ve Kessler,2001, s. 267). Bu kapsamda giliniimiizde
kacginilmaz bir sonug olarak uzaktan egitimin basarili olmasi icin gerek 6gretim elemanlari ya da

ogretmenlerin gerekse 6grencilerin bu modele iliskin olumlu algilari olmasi elzemdir.
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Keegan (1980, s. 10), uzaktan egitimin alti temel unsurunu belirlemistir:

e Ogretmen ve 6grencinin yiiz yiize egitimden farkli olarak ortamlarinin farklilasmasi.

e Siireci 6zel dersten farklilagtiran bir egitim kurumunun olmasi.

e Ogretmen ve dgrenciyi birbirine baglamak icin teknik medya araclarinin kullaniimasi.
e Cift yonli bir iletisim.

e Ogrencilerin hem bilgilendirici hem de sosyallesmesini saglayacak olanaklar saglamak.
e Egitimin endustriyel bir bigiminin olusturulmasi.

Uzaktan egitim yeni bir kavram olmayip 1800'lerin sonlarinda, Chicago Universitesi'nde,
ilk buylk yazisma programi, 6gretmen ve Ogrencinin farkli mekanlarda olacak sekilde
kurulmustur (Gunawardena ve Mclsaac, 2004). Uzaktan egitime donik elestirilerin temelinde
sosyallesme problemi dogurmasi ve bazi becerilerin uzaktan 6gretilemeyecek olmasi yer
almaktadir. Ozellikle fiziksel becerileri yogun bir sekilde iceren derslerde (yiizme, araba
kullanma, drama, tiyatro vb.) uzaktan egitimin sorunlar yaratabilecegi distintilmektedir. Nitekim
pratik derslerde de bu sorunlar goriilebilmektedir. Bu problemin lstesinden gelmek amaci ile
hibrit egitim adli bir modelin ortaya koyuldugu séylenebilir. Hibrit egitim temelde uzaktan egitim
ile yliz yiize egitimin belirli 8l¢iitlerde birlikte uygulanmasi olarak tanimlanabilir. Ozellikle teorik
odakli ve uzaktan egitime doniik derslerin uzaktan, pratige donik derslerin ise yliz ylize verilmesi
esasina dayanmaktadir. Ellis’e (2001) gore Hibrit 68renme ortami, 6grencilere g¢evrimigi bir
0grenme ortaminda kolaylastirilan, otantik 6grenme deneyimleri araciligiyla gercek diinyadaki
sorunlari anlama ve kesfetme ayricaligi verir. Halverson, Graham, Spring ve Drysdale (2012)
hibrit 6grenmeyi “yiiz yiize ve gevrimici modelleri birlestiren gesitli ve genisleyen bir tasarim ve

sorgulama alani” olarak tanimlamistir.

Bilgi ¢agi ile birlikte teknolojik kavramlar ve uygulamalar egitim-6gretim sireclerinde
yayginlagsmaya baslamistir. Bu kapsamda 6gretmen ve 6gretmen adaylarinin da konu hakkindaki
algilarini tespit etmek 6nemlidir. Bu arastirmada teknoloji, metaverse, sanal gerceklik, artiriimis
gerceklik, uzaktan egitim ve hibrit egitime iliskin 6gretmen ve 6gretmen adaylarinin metaforik

gorusleri incelenmistir. Arastirma kapsaminda yanit aranan sorular su sekildedir:

e Ogretmen ve 6gretmen adaylarinin teknoloji kavramina iliskin metaforik algilari

nasildir?
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e Ogretmen ve 6gretmen adaylarinin metaverse kavramina iliskin metaforik algilari

nasildir?

o Ogretmen ve dgretmen adaylarinin sanal gerceklik kavramina iliskin metaforik algilari

nasildir?

o Ogretmen ve dgretmen adaylarinin artirilmis gerceklik kavramina iliskin metaforik

algilari nasildir?

» Ogretmen ve dgretmen adaylarinin uzaktan egitim kavramina iliskin metaforik algilari

nasildir?

e Ogretmen ve dgretmen adaylarinin hibrit egitim kavramina iliskin metaforik algilari

nasildir?
2. Yontem
2.1. Arastirmanin Modeli

Yetiskinlerin teknolojik kavramlara (teknoloji, metaverse, sanal gerceklik, artirilmis
gerceklik, uzaktan egitim, hibrit egitim) iliskin metaforik algilarinin arastirildigl bu calisma nitel
desen ile yapilandirilmistir. Philipsen ve Vernooij-Dassen’e (2007) gore nitel arastirma
fenomenlerin dogasinin incelenmesi olup nitelikleri, tezahirleri, ortaya ciktiklari baglam veya
algilanabilecekleri perspektifleri inceleyen neden-sonug, veri araliklari ve siklklari gibi olgular
tespit edemeyen c¢alismalardir. Nitel arastirmacilar insanlarin  deneyimlerini nasil
yorumladiklarini, diinyayi nasil algiladiklarini ve deneyimlerini nasil yorumladiklarini belirlemeye
calisirlar (Merriam, 2013, p. 5). Bu kapsamda bu arastirmada da yetiskinlerin teknolojik

kavramlari nasil yorumladiklarini belirlemek amaglanmistir.
2.2. Orneklem / Arastirma grubu

Arastirma kapsaminda veriler 2021-2022 egitim-06gretim yilinda toplanmistir.
Arastirmanin 6rneklemini Denizli merkez ilge ve ilcelerinde gorev yapmakta olan 6gretmenler ve
bir kamu Universitesinde 6grenim gdéren dgretmen adaylari olusturmaktadir. Orneklem tespit
etmede elverisli 6rneklem metodu baz alinmistir. Patton (2005) elverisli 6rneklemin en ¢ok
kullanilan ancak énerilmeyen bir metot oldugunu belirtmektedir. Nitekim elverisli drneklemin
evreni temsil etme kapasitesi zayif olmakla birlikte arastirma verileri toplanirken Covid-19
pandemisinin olmasi arastirmacilari bu yola sevk etmistir. Bu durum ¢alismanin sinirhhgi olarak

gosterilebilir. Arastirmanin érneklemini 86 yetiskin olusturmaktadir. Orneklemin 22’si 6gretmen,

520 Sinirsiz Egitim ve Arastirma Dergisi, 7 (3), 513 - 542



(%77 Egitimde Dijital Kavramlara iliskin Yetiskinlerin Metaforik Algilari

Ibrahim Halil YURDAKAL

64’0 ise 0gretmen adayi olup 72'si kadin, 14’0 erkektir. Arastirmaya katilan 6rneklemin yas

ortalamasi 24.8’dir.
2.3. Veri Toplama Araglari ve Verilerin Toplanmasi

Arastirmanin verileri arastirmaci tarafindan hazirlanan yari yapilandirilmis goértisme
formu ile toplanmistir. Yar yapilandiriimis goériismeler, arastirmacinin ele almak istedigi konu
alanlarina dayali bir dizi acik uclu soru icerir. Sorunun acik uclu yapisi, arastirilan konuyu
tanimlar, ancak hem gortismeci hem de goriismeci icin bazi konulari daha ayrintili tartismalari
icin firsatlar sunar (Mathers, Fox ve Hunn, 2002, s. 2). Arastirma kapsaminda hazirlanan
“metaforik algi formu” 1 dil uzmanina ve 1 alan uzmanina iletilerek uzman gorisi ve diizeltmeler
alinmistir. Form son hali ile 6 soru ve kisisel bilgi formundan olusmaktadir. Formda yer alan
sorular “metaverse benim igin .....’dir. Canki....” seklindedir. S6z konusu form Google forma
aktarilmis ve katimcilara iletilmistir. Ancak yeterli dontis olmadigi icin uygun olan katilimcilara
yliz ylize uygulanmistir. Veri toplama siireci 6ncesinde arastirma icin Pamukkale Universitesi
Sosyal ve Beseri Bilimler Arastirma ve Yayin Etigi Kurulu’ndan 23.09.2022 tarih ve E-93803232-
622.02-261660 numarali etik kurul izni alinmustir.

2.4. Verilerin Analizi

Arastirmanin verileri timevarimsal igerik analizi ile analiz edilmistir. Analizler yapilirken
Thomas (2003, s. 5) tarafindan hazirlanan siire¢ modeli izlenmistir. S6z konusu analiz siireci su

sekildedir:

1. Ham veri dosyalarinin hazirlanmasi: Toplanan ham veri dosyalarini ortak bir formatta
(6rn. yazi tipi boyutu, kenar bosluklari, sorular veya vurgulanan goriismeci yorumlari)

formatlayin. Her ham veri dosyasini yazdirin ve/veya yedekleyin.

2. Metnin yakindan okunmasi: Metin hazirlandiktan sonra, arastirmacinin icerige asina
olmasi ve metindeki "temalar" ve ayrintilar hakkinda bir anlayis kazanmasi i¢cin ham metin

ayrintili olarak okunmalidir.

3. Kategorilerin olusturulmasi: Arastirma, kategorileri veya temalari arastirmaciya ham
olarak sunar. Ust diizey veya daha genel kategoriler muhtemelen arastirma amaclarindan
turetilebilir. Daha dislik seviye veya spesifik kategoriler, ham verilerin ¢oklu okumalarindan
turetilecektir. Kodlama icin, belirli metin bélimlerinde kullanilan anlam birimlerinden veya
gercek ifadelerden kategoriler olusturulur. Kategori olusturmak icin cesitli prosedirler

kullanilabilir. isaretli metin parcalarini her kategoriye kopyalayip yapistirin (6rnegin bir kelime
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islemci kullanarak). Ozel yazilimlar biyiik miktarda metin verisi oldugunda kodlama siirecini

hizlandirmak igin kullanilabilir.

4. Ortiisen kodlama ve kodlanmamis metin: Niteliksel kodlamanin altinda yatan yaygin
olarak kabul edilen kurallar arasinda, ikisi tipik olarak nicel kodlamada kullanilan kurallardan
farkhdir: (@) metnin bir bélimu birden fazla kategoriye kodlanabilir. (b) Metnin buyuk bir kismi
arastirma hedefleriyle ilgili olmayabileceginden, metnin énemli bir kismi herhangi bir kategoriye

atanamaz.

5. Kategori sisteminin sirekli gozden gecirilmesi ve iyilestiriimesi: Her kategori icinde,
celiskili bakis agilari ve yeni anlayislar dahil olmak Uzere alt konulari arayin. Bir kategorinin ana
temasini veya 6zlini aktaran uygun alintilari sec¢in. Anlamlar benzer oldugunda kategoriler bir

Ust kategori altinda birlestirilebilir veya baglanabilir.

Arastirmada belirlenen kodlarin tutarliligini ortaya ¢ikarmak icin her soru icin bir uyusma
ylzdesi hesaplanmistir. Bu slirecte bir baska arastirmacidan destek alinmistir. Bu hesaplamada
"Guvenilirlik=Gorus Birligi/Gorus Ayriligi+Goris Birligi x 100" formlu kullanilmistir (Miles ve
Huberman, 2015). Bu formul kullanilarak her soru icin bir uyum yiizdesi elde edilmistir. Soru
kodlari icin glvenirlik katsayisi 0.71 ile 0.89 arasinda degismektedir. Kod ve temalar alintilar ile

desteklenmistir.
3. Bulgular

Arastirmanin birinci alt problemi “yetiskinlerin teknoloji kavramina iliskin metaforik
algilari nasildir?” seklinde olup, yetiskinlerin bu alt probleme iliskin verdikleri yanitlar Tablo 1'de

gosterilmektedir.

Tablo 1

Yetiskinlerin Teknoloji Kavramina lliskin Metaforik Algilari
Metaforlar f Metaforlar f
ihtiyag 30 Hiz 4
Kolaylk / Rahatlik 16 ilham 2
Onemli 11 Kurtarici 2
Keyifli / Eglendirici 7 Fantastik kurgu kitabi 1
Vazgecilemez 6 Tek tik 1
Hayret verici 5 Gelisim 1

Tablo 1 incelendiginde yetiskinlerin teknoloji kavramina iliskin olusturduklari
metaforlar gorilmektedir. En ¢ok kullanilan metaforlar ihtiyac (30), Kolaylk / Rahathk (16),
Onemli (11) ve Keyifli / Eglendirici (7)’dir. Tablo 2'deki metaforlar dikkate alinarak teknoloji
kavramina yonelik iki kategoriden bahsedilebilir. Bunlar, teknolojinin 6zellikleri ve kavramsal

teknolojidir. Metaforlar kullanilarak hazirlanan kategoriler Tablo 2'de sunulmustur.
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Tablo 2
Teknoloji Kavramina lliskin Metaforlar ve Temalar
Temalar Metaforlar n
ihtiyag 30
Kolaylk / Rahatlik 16
Ozellikler Onemii 1
Keyifli / Eglendirici 7
Hiz
Toplam 68
Vazgecilemez 6
Hayret verici 5
ilham 2
Kavramsal Kurtarici 2
Tek tik 1
Fantastik kurgu kitabi 1
Gelisim 1
Toplam 18
TUm kategoriler Toplam 86

Teknoloji kavramina iliskin kategorilere bakildiginda (Tablo 2) yetiskinlerin genel olarak
teknolojik kavraminin teknik 6zelliklerine atifta bulunduklari gérilmektedir. Bunun yani sira
metaforlar icerisinde olumsuz metafor bulunmamasi da dikkat ¢ekicidir. Katilimcilarin teknoloji

kavramina iliskin metaforlarina iliskin 6rnekler su sekildedir:

-Teknoloji benim icin hayatimi kolaylastirandir. Ciinkii her isimi rahat bir sekilde tek tikla
halledebiliyorum.

-Teknoloji benim icin fantastik kurgu kitabi gibidir. Ciinkii hem hayret verici hem de eglenceli
oldugunu diisiiniiyorum. Bana ilham veriyor ve hakkinda okumak, 6grenmek keyif aldigim bir sey.
-Teknoloji benim igin ihtiyactir. Ciinkii artik hayatin vazgegilmez bir pargasi.

-Gereklidir. Clinkii hayatimizin her alaninda var.

-Elzemdir. Ciinkii rahatima ¢ok dliskiiniim.

-Onemli ¢iinkii hayatimi kolaylastiriyor.

-Ihtiyactir ¢iinkii ¢agin olmazsa olmazidir.

-ihtiyag ¢iinkii her alanda gerekli.

-Rahatlik ¢iinkii hayatimi kolaylastiriyor.

-Onemlidir, ¢ciinkii gereklidir.

-Onemlidir. Hayatimizin her aninda teknoloji vardir.

-Arag-gerectir. Ciinkii bazi zamanlar amacima ulasmak icin teknolojiyi kullanirim.
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Teknolojiye iliskin metaforlara ait kelime bulutu sekil 1'de gosterilmistir.
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Sekil 1: Teknolojiye iliskin Metaforlara Ait Kelime Bulutu
Arastirmanin ikinci alt problemi “yetiskinlerin metaverse kavramina iliskin metaforik

algilari nasildir?” seklinde olup, yetiskinlerin bu alt probleme iliskin verdikleri yanitlar Tablo 3’te

gosterilmektedir.

Tablo 3

Yetiskinlerin Metaverse Kavramina lliskin Metaforik Algilari
Metaforlar f Metaforlar f
Oyun 24 Tehdit 4
iletisim / Haberlesme 12 ilging 3
Gerekli / Onemli 10 Kurgu 3
Evren 8 Mekansiz 3
Eglence 7 Soyut 2
Sanal diinya / Sanal gergeklik 7 Genislemek 2
Alisveris 5 Onemsiz 2
Merak 4 Sinirsiz 2
Dijital 2 Hizmet 1
Gezmek 2 Rlya 1
Gergek disi 1 Sosyal diinya 1
Belirsizlik 1 Uzak gezegen 1
Zamansiz 1
Toplam 109*

* Bazl katilimcilar birden fazla metafor belirtmistir.

Tablo 3 incelendiginde vyetiskinlerin metaverse kavramina iliskin olusturduklar
metaforlar gériilmektedir. En ¢ok kullanilan metaforlar oyun (24), iletisim / Haberlesme (12),
Gerekli / Onemli (10), Evren (8) ve Eglencedir (7). Tablo 3’teki metaforlar dikkate alinarak
teknoloji kavramina yonelik iki kategoriden bahsedilebilir. Bunlar, kavramsal ve foksiyon bazli

seklindedir. Metaforlar kullanilarak hazirlanan kategoriler Tablo 4’te sunulmustur.
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Tablo 4
Metaverse Kavramina lliskin Metaforlar ve Temalar
Temalar Metaforlar n
Oyun 24
iletisim / Haberlesme 12
Eglence 7
Aligveris 5
Fonksiyon Mekansiz 3
Gezmek 2
2
1

Sinirsiz

Zamansiz

Toplam 56
Gerekli / Onemli 10
Evren

Sanal diinya / Sanal gergeklik
Merak

Tehdit

ilging

Kurgu

Dijital

Genislemek

Onemsiz

Soyut

Gergek disl

Sosyal diinya

Hizmet

Riya

Belirsizlik

Uzak gezegen

Toplam

Tum kategoriler Toplam 109

Kavramsal
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Metaverse kavramina iliskin kategorilere bakildiginda (Tablo 4) yetiskinlerin genel
olarak metaverse kavraminin foksiyonal taraflarina vurgu yaptiklari gérilmektedir. Katilimcilarin

metaverse kavramina iliskin metaforlarina iliskin 6rnekler su sekildedir:

-Metaverse benim icin meraklandiran bir olaydir. Ciinkii gelecekte metaverse evreninin ne kadar
genisleyecedi ve hangi alanlarda bize hizmet edecegini merak ediyorum.

-Bilgi birikimim ¢ok yok ama metaverse benim igin riiya gibidir.

-Bilmiyorum, ¢ok gergek disi geliyor ama ilging de. Merak uyandirici ama tehdit gibi de. insanlar
gercekligin boyutunu, sinirlarini tartisabilir ama o gerceklik algisini yitirebilir de sanki.

-Metaverse benim igin bir belirsizlik. Ciinkii konu hakkinda yeterli bilgiye sahip degilim.
-Gerekmiyor. Sanal diinyada olmayi sevmiyorum.

-Uzak bir gezegen. Clinkii (ilkenin altyapisi yetersiz.

-Sanal yatirim alani yeni diinya burasi olacak.

-Sanal yasamdir ¢linkii sanal gercekliktir.

-Gelisimdir. OGrenmem gerekiyor.

-Bilmedigim bir sey yas itibariyle.

-Onemsiz, ¢iinkii gerceklesecedini diisiinmiiyorum.

-Onemlidir. ilerleyen yillarda daha da gerekli olacaktir.

-Kurgudur. Ciinki gergeklik payi azdir.

-Sinirsiz bir ortam. Zaman ve mekdndan bagimsizdir.
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Metaverseye iliskin metaforlara ait kelime bulutu Sekil 2’de gosterilmistir.

U
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Sekil 2: Metaverseye iliskin Metaforlara Ait Kelime Bulutu
Arastirmanin {lglnci alt problemi “yetiskinlerin sanal gergeklik kavramina iliskin
metaforik algilari nasildir?” seklinde olup, yetiskinlerin bu alt probleme iliskin verdikleri yanitlar

Tablo 5’te gosterilmektedir.

Tablo 5

Yetiskinlerin Sanal Gergeklik Kavramina lliskin Metaforik Algilari
Metaforlar f Metaforlar f
Oyun 26 Bulus / Kesif 4
Deneyim 16 Vazgecilmez / Onemli 4
Hayal 11 3 boyut 3
Eglenceli 9 Zaman kaybi 2
Sanal gergeklik 7 Yapay / Sanal 2
Faydali 6 Zamansiz mekansiz 2
Bilinmezlik 5 Taklit 1
Bilet 1 Gergeklik hissiyati 1
Kandirmaca 1 Sahte cennet 1
Sahte diinya 1 Yeni hayat 1
Gergek ile hayal birlesimi 1 Sinirsizlik 1
Toplam 106

Tablo 5 incelendiginde yetiskinlerin sanal gerceklik kavramina iliskin olusturduklar
metaforlar gortlmektedir. En ¢ok kullanilan metaforlar Oyun (26), Deneyim (16), Hayal (11),
Eglenceli (9) ve Sanal gercgeklik (7)'tir. Tablo 5'teki metaforlar dikkate alinarak teknoloji
kavramina yonelik iki kategoriden bahsedilebilir. Bunlar, olumlu ve olumsuz algilar seklindedir.

Metaforlar kullanilarak hazirlanan kategoriler Tablo 6'de sunulmustur.
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Tablo 6
Sanal Gergeklik Kavramina iliskin Metaforlar ve Temalar

Temalar Metaforlar n
Oyun 26
Deneyim 16
Hayal 11
Eglenceli
Sanal gergeklik
Faydali
Bulus / Kesif
Vazgecilmez / Onemli

Olumlu 3 boyut
Yapay / Sanal
Zamansiz mekansiz
Gergeklik hissiyati
Yeni hayat
Bilet
Sinirsizlik
Gergek ile hayal birlesimi
Toplam
Bilinmezlik
Zaman kaybi
Kandirmaca

Olumsuz Sahte cennet
Taklit
Sahte dinya
Toplam 11

Tum kategoriler Toplam 106
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Sanal gergeklik kavramina iliskin kategorilere bakildiginda (Tablo 6) yetiskinlerin genel
olarak sanal gergeklik kavraminin olumlu yoénlerine atifta bulunduklar gorilmektedir.

Katilimcilarin sanal gerceklik kavramina iliskin metaforlarina iliskin 6rnekler su sekildedir:

-Sanal gerceklik benim icin gercek ortamlarin taklit edildigi alanlardir. Ciinkii bilgisayar
tarafindan olusturulan li¢ boyutlu goériintiiler kisiye, gercek diinya ile iliskisini biitiiniiyle
koparmadan bir gercgeklik hissiyati yasatarak birden fazla duyuya hitap eder.

--Yapaydir. Sanaldir.

-Sanal gergeklik benim icin eglencelidir. Clinkii hicbir yere gitmeden eglenebiliyorum.

-Sanal gerceklik benim igin bilet gibi. U¢ak bileti olabilir, insan aklini takdir ettiren bir bulus
dedirtir bana. Daha énce gitmedigim ama gérmek istedigim bir yere gétiirse. Durdugum
yerden ayrilmak ve yeni seyler kesfetmek igin bir firsat gibi olur. Faydali olabilecegini
diisiiniiyorum. Ihtimaller ¢ok!

-Sanal gergeklik benim igin eglence aracidir. Ciinkii giiniimiizde yogun olarak bu amacla
kullaniimakta.

-Deneyimdir. Onceden denemeye olanak sadlar.

-Gereksiz. Zaman kaybi diye diisiiniiyorum.

-Bir kandirmacadir. Ciinkii beynimizin bize oynadidi bir oyun.

-Eglence araci su an sadece oyun ve video izlemek igin kullaniliyor.

-Sanal gergeklik benim icin sahte cennettir. Ciinkii, gergek diinyanin monotonlugundan
stkilan insanlar sanal diinyada baska bir hayat arayacaktir. Ama bu sahte diinyanin mutluluk
getirip getirmeyecedi ise bir bilinmezliktir.

-Gelecegin vazgecilmezidir ¢linkii bir¢cok sey sanal olmaya baslad..
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-Deneyecegim bir alan heniiz yetkin degilim.
-Cok sanal
-Onemsiz ¢iinkii kullanma firsatim olmadi.
-Bir duygum yok.
-Onemlidir. Gergek ile hayalin birlesimi bircok firsatlar olusturabilir.
-Hayaldir. Clinkii soyuttur.
-Sinirsiz bir ortam. Zaman ve mekdndan bagimsizdir.
Sanal gerceklige iliskin metaforlara ait kelime bulutu sekil 3'te gosterilmistir
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Sekil 3:Sanal Gergeklige iliskin Metaforlara Ait Kelime Bulutu
Arastirmanin doérdiinci alt problemi “yetiskinlerin artirilmis gergeklik kavramina iliskin
metaforik algilari nasildir?” seklinde olup, yetiskinlerin bu alt probleme iliskin verdikleri yanitlar

Tablo 7'de gosterilmektedir.

Tablo 7

Yetiskinlerin Artirilmis Gergeklik Kavramina iliskin Metaforik Algilari
Metaforlar f Metaforlar f
Pahal 14 Zaman ve mekandan bagimsizlik 3
Hayal 11 Eglence 3
ihtiyag 9 Deneyim 2
Sasirtici / ilgi gekici 8 Oyun 2
ilging 7 Uzak 2
Onemsiz 6 Anlamli 1
Onemli 6 Film 1
Gergek gelecek 5 Amerika 1
Farkli gergek 3 Similasyon 1
Etkilesim 1 Tehlikesiz 1
Temassizlik 1 Dogruluk 1
Hobi 1 Sinirsizlik 1
Toplam 91

Tablo 7 incelendiginde yetiskinlerin sanal gergeklik kavramina iliskin olusturduklar
metaforlar goriilmektedir. En ¢ok kullanilan metaforlar Pahal (14), Hayal (11), ihtiyac (9) ve
Sasirtic1 / ilgi cekicidir (8). Tablo 7'deki metaforlar dikkate alinarak teknoloji kavramina yénelik
iki kategoriden bahsedilebilir. Bunlar, fonksiyon / 6zellik ve kavramsaldir. Metaforlar kullanilarak

hazirlanan kategoriler Tablo 8'de sunulmustur.
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Tablo 8
Artinilmis Gergeklik Kavramina iliskin Metaforlar ve Temalar

Temalar Metaforlar

Fonksiyon / Ozellik Pahali
Farkh gergek
Zaman ve mekandan bagimsizlik
Deneyim
Oyun
Temassizlik
Similasyon
Tehlikesiz
Etkilesim
Toplam

Kavramsal Hayal
ihtiyag
Sasirtici / ilgi gekici
ilging
Onemli
Onemsiz
Gergek gelecek
Eglence
Uzak
Hobi
Dogruluk
Sinirsizlik
Anlamli
Film
Amerika
Toplam

Tum kategoriler Toplam
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Artirllmis gerceklik kavramina iliskin kategorilere bakildiginda (Tablo 8) yetiskinlerin
genel olarak artirilmis gergekligi soyut olarak gordukleri ve Gtopik / ulasilamaz bir kavram olarak
nitelendirdikleri belirlenmistir. Katilimcilarin artirilmis gerceklik kavramina iliskin metaforlarina

iliskin 6rnekler su sekildedir:

-Artirilmis gerceklik benim icin sasirticidir. Ciinkii sanal ile gergedin birlestirilmesi olayini
sadece filmlerde olur diyordum.

-Cok ilgi ¢ekicidir, ¢linkii gercede ¢ok yakin.

-Zaman zaman ihtiyactir. Clinki bazi durumlarda gerekli olabilir.

-Onemlidir. Gergekte hayal edemedidim durumlari bu sayede géziimde canlandirabilirim.
-Sadece hobi aracidir insanlar daha yeni tanisiyor.

-Artirilmis gergeklik benim igin eglence aracidir. Ciinkii sadece oyun amagh kullanildigini
biliyorum.

-Onemli degil her seyi oldudgu gibi gérmek isterim.

-Hayal hala kullanabilecek bir sey degil benim igin.

-Arttirilmis gergeklik benim igcin Amerika kitasidir. Uzaktir, hic temasa gecememisimdir.
Uzaktan gériip duyduklarimla bizden é6nde, ilging, deneyimlemek istedigim bir diinyaya
benziyor. Ama ekonomik durumum miisaade etmezmis gibi de bir his...

-Deneyimdir. Onceden denemeye olana saglar.
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-Artirilmis gergeklik benim icin faydali buldugum bir alandir. Ciinkii, gercek diinyadaki bir

nesne veya ortamin simiilasyon olarak uygulanmasidir. Ornedin pilotluk, cerrahlik vb. gibi

egitimlerde kullanilabilir. Bu sayede tehlikeli olabilecek durumlardan kaginilabilir.

-Sinirsiz bir ortam. Zaman ve mekdndan bagimsizdir.

-Gergek gelecektir. Hayali resme déker.

-Artirilmis  gergeklik benim icin gergekligin bilgisayar tarafindan dedistirilmesi ve

artinlmasidir.  Clinkii gercek diinyada bilgisayar tarafindan olusturulan icerigin bir

bindirmesidir. Bu yolla daha anlamli ve etkilesimli bir durum elde edilmeye ¢calisilir.
Artirilmis gergeklige iliskin metaforlara ait kelime bulutu sekil 4’te gosterilmistir

Poha(

Sekil 4:Artinlmis Gergeklige iliskin Metaforlara Ait Kelime Bulutu

Arastirmanin besinci alt problemi “yetiskinlerin uzaktan egitim kavramina iliskin
metaforik algilari nasildir?” seklinde olup, yetiskinlerin bu alt probleme iliskin verdikleri yanitlar

Tablo 9'de gosterilmektedir.

Tablo 9

Yetiskinlerin Uzaktan Egitim Kavramina iliskin Metaforik Algilari
Metaforlar f Metaforlar f
Zamandan bagimsizlik 17 Nimet 2
Mekandan bagimsizlik 15 Amagsiz / Gereksiz 2
Zorunluluk 12 Yontem 2
Zaman tasarrufu 11 Kurus 1
ZayIf etkilesim 9 Katilimsizlik 1
Alternatif 8 Zengin igerik 1
Verimsiz / Faydasiz 6 Tekrar 1
Faydali 6 Sagliksiz 1
Onemli 6 Samimiyetsiz 1
Zor 5 Covid 1
Kolaylik 5 Dikkatsizlik 1
Mecburiyet 2 Farkli deneyim 1
Kilfet 1
Toplam 118

Tablo 9 incelendiginde yetiskinlerin uzaktan egitim kavramina iliskin olusturduklar
metaforlar gérilmektedir. En ¢ok kullanilan metaforlar Zamandan bagimsizlik (17), Mekandan
bagimsizlik (15), Zorunluluk (12), Zaman tasarrufu (11) ve Zayif etkilesimdir (9). Tablo 9'deki

metaforlar dikkate alinarak uzaktan egitim kavramina yonelik iki kategoriden bahsedilebilir.

530 Sinirsiz Egitim ve Arastirma Dergisi, 7 (3), 513 - 542



(%77 Egitimde Dijital Kavramlara iliskin Yetiskinlerin Metaforik Algilari

Ibrahim Halil YURDAKAL

Bunlar, olumlu ve olumsuz seklinde siralanabilir. Metaforlar kullanilarak hazirlanan kategoriler

Tablo 10'de sunulmustur.

Tablo 10

Uzaktan Egitim Kavramina lliskin Metaforlar ve Temalar

Temalar

Metaforlar

Olumlu

Zamandan bagimsizlik
Mekandan bagimsizlik
Zaman tasarrufu
Alternatif

Faydali

Onemli

Kolaylk

Nimet

Yoéntem

Tekrar

Zengin igerik

Farkh deneyim
Toplam

P PR NN OOO O

~
(6]

Olumsuz

Zorunluluk

Zayif etkilesim
Verimsiz / Faydasiz
Zor

Amagsiz / Gereksiz
Mecburiyet

Kulfet

Sagliksiz
Samimiyetsiz
Dikkatsizlik
Katilimsizlik
Kurus*

Covid

Toplam

HHI—‘HI—'HHNNU‘IO\&O:

S
w

Tum kategoriler

Toplam

118

*Katihmci bu metafor ile dedersizlik kavramina atifta bulunmustur.

Uzaktan egitim kavraminailiskin kategorilere bakildiginda (Tablo 10) yetiskinlerin genel

olarak uzaktan egitim kavraminin zaman ve mekandan bagimsiz olma durumlarina atif yaptiklar

goralmastir. Katihmcilarin uzaktan egitim kavramina iliskin metaforlarina iliskin 6rnekler su

sekildedir:

-Uzaktan egitim benim icin hem olumlu hem olumsuzdur. Ciinkii bazi konularda uzaktan
egitimi seviyorum ancak bazi konularda uzaktan egitimin yiiz yiize egitime bir alternatif

olabilecegini diistinmiyorum.

-Farkli bir deneyimdir. Ciinkii egitimde zaman kazandirdigini diisiiniiyorum.
-En son tercih edecegim bir yontemdir. Clinkii duygudan, samimiyetten uzaktir.
-Harika isimi kolaylastirip zamandan tasarruf etmemi sagliyor

-Uzaktan egitim benim igin alternatiftir. Clinkii sadece zorunlu olarak kullanimi yayginlasti.

-Zordur bilgisayar basinda oturmak benim saghgimi tehlikeye sokuyor.

-Faydalidir vakit tasavvufu sagliyor.
-Gereksiz ¢iinkii verimli oldugunu diisiinmiiyorum.-
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-Bizim deneyimlemis oldugumuz versiyonunu kastederek- Uzaktan egitim benim icin Tiirk

kurusudur. Genel anlamda yetersiz (heniiz). Dolayisiyla dedersiz de. ilerde gelistirilebilir,

degerlendirilebilir. Faydali ve zaman tasarrufu saglayan bir nimet hdline gelebilir.

-Zor ¢linkii etkilesim diisiik.

-Alternatiftir. Clinkii mecbur olunan zamanlarda kullanilmasi gerektigini diisiiniiyorum.

-Uzaktan egitim benim icin faydasiz bir alandir. Ciinkii yiiz yiize egitim kadar etkili sonug

vermemektedir. Sinif ortaminda bulunmayan 6dgrenci, geri bildirim verme, alistirma yapma,

dikkat siiresi gibi konularda eksik kalacaktir. Ayrica beceri isteyen dersleri uzaktan egitimle

tam olarak 6grenemeyecektir.

-Dezavantajlidir. Clinkii teknolojik alt yapinin ve destedin halG yeterli olmadigini

diisiinliyorum

-Uzaktan egitim benim icin olumlu yanlari var olumsuz yanlari da. Uzaktan egitimin olumlu

yénleri olarak zaman ve mekédndan bagimsiz olmasi, tekrar imkani sunmasi ve zengin igerik

sunulmasi temalari 6ne ¢ikarken, olumsuz yén olarak etkilesim eksikligi, derse katlhmin az

olmasi ve égrencilerin géziinde dersin 6nemini azaltmasi temalari agirlik kazanmistir.
Uzaktan egitime iliskin metaforlara ait kelime bulutu sekil 5'te gosterilmistir
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Sekil 5: Uzaktan Egitime iliskin Metaforlara Ait Kelime Bulutu
Arastirmanin altinci ve son alt problemi “yetiskinlerin hibrit egitim kavramina iliskin
metaforik algilari nasildir?” seklinde olup, yetiskinlerin bu alt probleme iliskin verdikleri yanitlar

Tablo 11'de gosterilmektedir.

Tablo 11

Yetiskinlerin Hibrit EGitim Kavramina lliskin Metaforik Algilari
Metaforlar f Metaforlar f
Karisim / harman / Karma 19 Tekrar etme 2
Olumlu / Gnemli / Faydal 17 Kayit 1
Sosyal mesafe 11 Ogrenme alani 1
Zorunluluk 7 Tasarruf 1
Belirsizlik / Muamma 7 Utopya 1
Salgin 6 Umut 1
Canliders 5 Fikir 1
Alternatif 4 Aktif katihm 1
Egitim 2 Zaman kazanci 1
Kendi hizi 2 Babet gorap 1
Verimsiz 1 Adaptasyon 1
Etkilesim 1 Kafa karisikhg 1
idealizm 1
Toplam 96
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Tablo 11 incelendiginde yetiskinlerin hibrit egitim kavramina iliskin olusturduklari
metaforlar gorilmektedir. En ¢ok kullanilan metaforlar Karisim / Harman / Karma (19), Olumlu
/ Onemli/ Faydali (17), Sosyal mesafe (11), Belirsizlik / Muamma (7) ve Zorunluluk (7)'dur. Tablo
11'deki metaforlar dikkate alinarak hibrit egitim kavramina yonelik (i¢ kategoriden
bahsedilebilir. Bunlar, gerekce, kavramsal ve Ozelliktir. Metaforlar kullanilarak hazirlanan

kategoriler Tablo 12'de sunulmustur.

Tablo 12
Hibrit Egitim Kavramina iliskin Metaforlar ve Temalar
Temalar Metaforlar n
Sosyal mesafe 11
Zorunluluk 7
Belirsizlik / Muamma 7
Salgin 6
Gerekge Alternatif 4
2
1
1

Egitim

Fikir

Kafa karisikhig

Toplam 39

Karisim / Harman / Karma 19

Olumlu / Onemli / Faydali 17

Canliders 5

Tekrar etme 2

Kendi hizi 2

Tasarruf 1

Kayit 1
1
1
1
1

Ozellik

Aktif katihm

Zaman kazanci

Verimsiz

Etkilesim

Toplam 51

Ogrenme alani 1

Utopya 1

Umut 1

Kavramsal Babet ¢orap 1

1
1
6

Adaptasyon
idealizm
Toplam
Tim kategoriler Toplam 96

Hibrit egitim kavramina iliskin kategorilere bakildiginda (Tablo 12) yetiskinlerin genel
olarak hibrit kavraminin temel 6zelliklerine ve ihtiya¢ dogulmasi gerekcesine atifta bulunarak
metaforlar 6ne sirmistir. Katilimcilarin hibrit egitim kavramina iliskin metaforlarina iliskin

ornekler su sekildedir:

-Hibrit egitim benim igin belirsizdir. Ciinkii uzaktan egitim benim icin hem olumlu hem
olumsuz oldudu igin hibrit egitimin de ayni sekilde oldugunu diisiiniiyorum.

-Ust siniflarda uygulanabilir diye diisiiniiyorum ¢iinkii ilkokullarda yiizyiize egitimin daha
verimli oldugunu diisiiniiyorum.
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-Uygun bir yéntemdir. Ciinkii karma egitim icin gereklidir.

-Onemlidir. Her tiirlii duruma karsi gerekli énlemler alinarak hibrit editim yapilabilmelidir.
-Cok verimli degil kafa karisikligi olusturuyor.

-Hibrit egitim benim igin alternatiftir. Ciinkii sadece zorunlu olarak kullanimi yayginlast.
-Zor ¢lnkii stirekli yiiz ylize egitim daha etkili ve verimli.

-Muamma yetkin degilim.

-Onemsiz ¢iinkii yiiz yiize editiminin daha énemli oldugunu diisiiniiyorum.

-Hibrit egitim benim icin babet ¢orabi gibidir? Adaptasyonel bir yaklasima benziyor. Bazi
avantajlari ve dezavantajlari var ama iyi bir fikir olarak ¢iktigini diisiiniiyorum. Gelisimi umut
vaat eden bir is.

-Karisimdir. Iki tiirlii egitimi cadristiriyor.

-Olmazsa olmazdir. Clinkii benim igin iletisimin yliz yiize yapilmasi daha etkilidir.

-Hibrit egitim yiiz yiize egitimle uzaktan egitimin bir arada oldugu bir egitim modelidir.
Faydali olacagi 6ngériilmektedir. Ciinkii bu ikili egitim hem uzaktan hem de yiiz yiize
egitimden kaynaklanan dezavantajlari en aza indirgeyebilir.

-idealdir. Hem uzaktan egitim hem de yiiz yiize egitimin avantajlari harmanlanabilir.
-Utopya. Ulkemizdeki 6rnekleri yeterli degildir.

-Hibrit egitim olumlu bir egitim seklidir. Ozellikle salgin déneminde, 6grenciler ve
o6gretmenler icin sosyal mesafeye uygun 6grenme alani olusturulmasini saglayacaktir.
-Derslerin kaydedilip tekrar edilebilme ézelliginin olmasi dgrenciye canl olarak katilip
dinledigi dersi hem tekrar etme hem de kendi hizinda 6grenme imkéni sunacaktir.
-Ogrencinin sinif ortaminda yiiz yiize ya da evinde internet aracilifiyla derse eszamanl
erisebilmesi derse aktif katihm saglarken anlayamadigi yerleri 6gretmenine o anda sorma
olanagi verir.

-Her giin okula gidilmemesi hem zaman agisindan hem de maddi yénden olduk¢a 6nemli
tasarruf saglar.

Hibrit egitime iliskin metaforlara ait kelime bulutu sekil 6’de gdsterilmistir

& alan S
Q?}g §Rmm€ Osgeuas\zun / ngmm“@ ®st\°q*9
N o 3 &Y : GITION
gf?“sg f)f/‘ \7>) & S oy Qdi@ N\ - quk.
L ‘%?" ‘p% = & & \6‘1’ <=
o % vy e S
% ﬂ% 90(/0.!:9% % %@ ipealZ
4 <> ".‘;)(?/ §
¢@%e%*?*% % FIKIR X & 06‘0\
o > &

Sekil 6: Hibrit Egitime iliskin Metaforlara Ait Kelime Bulutu

4. Sonug ve Tartisma

Bu arastirmada 6gretmen ve 6gretmen adaylarinin kisaca yetiskinlerin giinimiz bilgi
¢aginda siklikla karsilastigimiz teknoloji, metaverse, artirilmis gerceklik, sanal gerceklik, uzaktan
egitim ve hibrit egitime iliskin metaforik algilarini tespit etmek amaglanmistir. Katilimcilar

teknolojiye yonelik daha c¢ok gerekli ve kolaylik agisindan ele alarak bu yonde algi
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gelistirmislerdir. Orneklem dahil olan yetiskinlerin tamaminin teknolojiye déniik algilari
olumludur. Karadeniz (2012) 6gretmen ve yoneticiler ile yaptigl arastirmada katilimcilarin
teknolojiye doniik olumlu goérisler ortaya koydugunu belirtmektedir. Metaforlar ele alindiginda
onem, pratiklik, hiz, vazgecilmezlik ve eglence gibi kavramlarin 6ne c¢iktig gortlmektedir.
Yetiskinler teknolojiye doniik algi gelistirirken kavramsal algilardan ziyade teknolojinin islevine
yonelik atif yaptiklari dikkat ¢ekmektedir. Karagam ve Aydin (2014) arastirmalarinda ortaokul
ogrencilerinin teknoloji kavramina iliskin algilarini incelemistir. Su, insan, glines, 11k, ay ve lamba
en cok belirtilen metaforlar olmustur. Ozyurt ve Badur (2020) ise ilkokul &grencileri ile yaptigi
arastirmada 6grencilerin teknolojiye iliskin en fazla belirttikleri metaforlarin bilgisayar, telefon,
tablet, beyin, robot ve bilim oldugu sonucuna ulasilmistir. Bu baglamda yetiskinler ile
ogrencilerin teknolojiye iliskin algilari farklilasmaktadir. Korkmaz ve Unsal (2016) okul dncesi
ogretmenlerinin teknolojiye donik metaforlarini inceledigi arastirma sonucunda okul 6ncesi
ogretmenlerin “teknoloji ” kavramini %14,5’i “olumsuz yoniyle”, %23,7’si “olumlu yoniyle” %
10,5’i “sonsuzluk olarak”, % 11,8'i “canli bir varlik” olarak; %31,6’sI “ihtiyac” olarak, %7,9’u ise
“yasam” olarak algiladiklari gorilmektedir. Fidan (2014) 6gretmen adaylari ile yaptig
arastirmada, adaylarin teknolojiye iliskin metaforik algilarini tespit etmeye ¢alismistir. Teknoloji
kavramina iliskin 6gretmen adaylari tarafindan en ¢ok, sirasiyla “cocuk”, “su”, “insan” ve “hayat”
metaforlari gelistirilmistir. Ayrica teknoloji kavramina iliskin metaforlarin “gelisen-degisen”
kategorisinde, daha fazla yer aldigi goriilmis olup, bu kavramlara bakis agilarinin olumlu
kategorilerde yogunlastigi sonucuna ulasilmistir. Durukan, Usta ve Hacioglu (2016)
arastirmalarinda 6gretmen adaylarinin teknolojiyi en ¢ok bilgi kaynagi olarak tanimladiklarini
gorulmektedir. Kosem (2017) ise 6gretmen adaylari ile yaptig1 arastirmada adaylarin ‘teknoloji’
kavramini daha ¢ok benimsemelerine karsin daha olumsuz yonde yargilarinin oldugu sonucuna

varilmistir.

Benzer sekilde metaverse kavramina iliskin metaforlarda kavramin islevine dénuktdr.
Alisveris, oyun, eglence, gezmek ve iletisim gibi metaforlar en cok dile getirilenlerdir. Metaverse
kavramina iliskin tehdit ve belirsizlik gibi metaforlarin varligi vyetiskinlerin gelecekte
metaversenin olumsuz durumlar ortaya koyabilecegine donik korkulari 6ne sermektedir.
Gergek disi, sanal diinya, kurgu, riiya ve uzak gezegen gibi metaforlara bakildiginda yetiskinlerin
metaverse ye iliskin daha ¢ok soyut baglamda algilari oldugu goriilmektedir. Katiimcilarin
gorisleri ele alindiginda daha ¢ok metaverseyi tam olarak bilmeyen kisilerin olumsuz gorusler
One sirdgi gorilmektedir. Nitekim bireyler bilgi sahibi olmadigi olgulardan korkmakta ve bu

durum da olumsuz distlinceler yol agabilmektedir. Bu kapsamda metaverse kavramina donik
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medya ve kamuoyunda daha fazla bilgilendirici haber ya da reklamlar yer almalidir. Hali hazirda
MEB ozellikle mesleki egitimde metaverse kullanimina baslayacagini agiklamasi ile kavrama

donik ilginin arttigi sdylenebilir.

Gerek sanal gerceklik gerekse artiriimis gerceklik konusunda katiimcilar daha c¢ok
olgularin islevsel yonlerine atif yapmislardir. Oyun, eglence, deneyim gibi metaforlar en cok
tekrar edenlerdir. Metaforlar dikkate alindiginda kavramin yapisindan disariya ¢ikilmadigi bu
durum da katihmcilarin bu iki kavrama ¢ok hakim olmadiklarini gostermektedir. Nitekim
artinlmis gergeklik ile sanal gergeklik birbirlerine benzemekle birlikte ¢ok karistirilan iki
kavramdir. Bu gerekge ile sdylenebilir ki katimcilarin bir kismi bu iki kavrama doéniik olumsuz
algilar gelistirmektedir. Zaman kaybi, kandirmaca, sahtelik, uzak ve 6nemsiz gibi algilar da bu
durumu ortaya koymaktadir. Metaverse kavraminda oldugu gibi sanal gerceklik ve artiriimis
gerceklikte de iletisim ya da etkilesime déniik metaforlar ¢ok kisir kalmaktadir. Ozellikle
sosyallesme problemi dogurabilecegi séylenen bu dijital araglara yonelik yetiskinlerinde bu
yonde distinmesi distindirtctdir. Nitekim Batur ve Uygun (2012) gerceklestirdigi arastirmada
katilimcilarin gorislerine gore teknolojinin bireyi sosyal yasamdan koparip yalnizlastirdig
sonucuna ulasmistir. Artirilmis gerceklik esasen sanal gerceklige gére maddi olarak daha uygun
olmasina ragmen ozellikle artirilmis gergeklige iliskin 14 kisinin pahali metaforunu kullanmasi ise
bu iki kavram arasinda ayrim yapilamamasina baglanabilir. Bu tarz teknolojik arag-gerecgler ile
deneyimlenmesi zor, tehlikeli ya da pahali olan durumlarin uygulanabilirligi kolay olmakla birlikte
sadece 1 kisinin bu yonde metafor ortaya koymasi da beklentinin tersi bir durumdur. Aydin ve
Sahin (2021) yaptiklari arastirmada sinif 6gretmeni adaylarinin biiyiik cogunlugu egitimde sanal
gercekligin kullaniminin ilgi ¢ekici oldugunu, sematik ve gorsel diislinme stiline sahip 6grenciler
icin uygun oldugunu, 6grencileri aktif olmaya tesvik ettigini, 6grencilerin konu hakkinda genel
bir fikir edinmelerini sagladigini, 6grencilerin cahlstiklari dersi hizlica gézden gecirmelerini
sagladigini bilgilerin uygulamaya dokilmesini kolaylastirdigini, hizli 6grenmeyi sagladigini,
kavramayi kolaylastirdigini ve konsantre olmayi gerektirdigini disinmektedir. Katilimcilarin bir
kismi ise sanal gercekligin zayif yoOnlerini; maliyetli, yorucu ve kafa karistirici olarak
belirtmislerdir. Keskin (2017) ise matematik Ogretmenligi 6gretmen adaylari ile yaptig
arastirmada sanal gergekligin egitimde kullanilabilir oldugu yoniinde goris bildirdikleri
gorilmektedir. Ayrica sanal gergekligin teorik bilgilerin uygulamaya dokilmesini kolaylastirdigi,
gorsel diisinme stiline sahip 6grencilerin 6grenmesine yardimci oldugu, ¢abuk sikilan 6grenciler
icin uygun oldugu, sematik dislinmeye yatkin 6grencilerin 6grenmesine yardimci olabilecegi,

kavramayi kolaylastirdigi ve ilgi cekici oldugu gorislerine katildiklari gérilmastir. Glrcan (2021)
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calismasinda ortadgretim 6grencilerinin artirilmis gerceklige iliskin gorislerini tespit etmis ve
arastirmanin sonucunda ortadgretimde Ogrenim goéren o6grencilerin artirilmis gergeklik
teknolojisiyle ilgili 6grenmeyi kolaylastirdigi, glinliik hayatta anlasiimasi zor olan soyut konularin
somutlastiriimasina yardimci oldugunu belirterek anlamli 6grenmeler sagladigi, artirilmis
gercgekligin oldugu 6grenme ortamlarinin aktif olarak 6grenebilecekleri igin onlarin derse olan
ilgi, tutumlarini olumlu etkileyerek derse olan konsantrasyonlarinin dagiimasini 6nledigi,
bilgilerin hizlica gézden gegcirilmesini kolaylastirarak eksikliklerin kolayca giderilmesi gibi
faydalarinin olacagini belirterek bu teknolojinin oldugu egitim ortamlarina iliskin goruslerini
belirtmislerdir. Ramazanoglu ve Aker (2019) arastirmalarinda 6gretmen adaylarinin artiriimis
gerceklige iliskin gorislerin ele almistir. Arastirmaya katilan 6gretmen adaylarinin artiriimis
gerceklik uygulamalari hakkinda gorislerini 3 farkl kategoride incelendi. ilk olarak 6gretmen
adaylarinin artirilmis gercekligin siniflarda kullanilmasina iliskin gortslerinde ilgi cekmesi, kalicl
O0grenmeyi saglamasi ve motivasyonu artirmasi yoninde en fazla goris belirtmislerdir. Hayat ile
iliskilendirme konusunda ise en ¢ok hayati ve gercek hayat ile iliskilendirmeleri kolaylastiracagi
goristinde bulunmuslardir. Egitim araci olarak artirilmis gercekligin kullanilmasinin kalicilig
artiracagi, egitimde faydali olacagi, derse ilgiyi artiracagi ve ilgi cekecegi goruslini
belirtmisleridir. Elde edilen bulgular arastirmaya katilan 6gretmen adaylarinin artirilmis gergeklik
uygulamalarini sinif ortamlarinda kullanmaya yonelik gorislerinin olumlu yonde oldugunu

gostermektedir.

Uzaktan egitime iliskin en 6nemli iki nokta mekan ve zamandan bagimsizlik olup
arastirmada da benzer sonuglar ortaya koyulmustur. Yetiskinler zamandan bagimsizlik,
mekandan bagimsizlik, zaman tasarrufu ve zorunluluk gibi algilar ortaya koymaktadir. Burada da
etkilesime donik olumsuz bir vurgu vyapilarak zayif etkilesim ile uzaktan egitim
metaforlastiriimistir. Yurdakal (2019) 6gretmen adaylari ve Ogretim elemanlari ile yaptigl
arastirmada da benzer bir sonuca ulasarak uzaktan egitimde 6zellikle dinleme ve konusma
becerisi iceren derslerde sorunlar yasandigl ve iletisimde problemlerin olustugu sonucuna
ulasmistir. Uzaktan egitime doniik 118 metafor tespit edilmis olup bunlarin 43’G olumsuz icerige
sahiptir. Yilmaz ve Gliven (2015) 6gretmen adaylarinin uzaktan egitime iliskin metaforik algilarini
inceledikleri calismada, Ogretmen adaylarinin uzaktan egitimi etkilesimsiz, cesitlilik, kolay
ulasim, verimsiz gibi kategoriler altinda ele aldiklari belirlenmistir. Yurdakal ve Kirmizi (2021)
o0gretmen adaylari ile yaptiklari arastirmada acil uzaktan egitimi strecinde 6zellikle sistem ve
internet hizi gibi sorunlarin yasandigi, 6zellikle drama ve 6gretmenlik uygulamasi gibi uygulamali

derslerde acil uzaktan egitimin basarisiz oldugu, slrecin teknolojik arag-gere¢ ve yiksek hizli
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internet gerektirdiginden ekonomik olarak adaylara yik getirdigi sonuglarina ulasilmistir. Ayrica
adaylarin biylk cogunlugunun hibrit egitimi bilmedigi, bilenlerin ise sadece ismen duyduklari
ortaya belirlenmistir. Akpolat (2021) ortaokul 6grencilerinin uzaktan egitime iliskin metaforik
algilarini arastirdigl calismada 6grencilerin uzaktan egitimi en yiiksek diizeyde bireysel caba
gerektirici olarak algiladiklari sonucuna ulagmistir. Bununla birlikte kiz 6grenciler uzaktan egitimi
daha cok bireysel caba gerektiren, etkilesimsiz, kurtarici, olanakhlik gerektiren ve verimsiz
seklinde algilarken; erkek 6grenciler uzaktan egitimi daha ¢ok gesitlilik sunan, kolay ulasilabilir,
sanal ve yalnizlastirici seklinde algilamaktadirlar. Ayrica daha kiiglk sinif diizeyindeki 6grenciler
uzaktan egitimi daha cok etkilesimsiz, kurtarici, eglenceli, olanaklilik gerektiren, cesitlilik
saglayan ve kolay ulasilabilir seklinde algilarken; daha biyik sinif dizeyindeki 6grenciler uzaktan
egitimi daha c¢ok bireysel caba gerektiren, verimsiz, sanal ve vyalnizlastirici seklinde
algilamaktadirlar. Karakus ve Karacaoglu (2021) 6grenci, 6gretmen ve velilerin uzaktan egitime
iliskin metaforik algilarini tespit etmeye calistiklari arastirmada uzaktan egitimin metaforik
algisinda gecici ve verimden uzak olmasi, ylz yize egitimin yerine ikame edilmesi ve ruhsuz,
duygusuz, sosyallesmeden uzak bir slirec olarak ifade edilmesi ortaya koyulmustur. Demirbilek
(2021) 6gretmen adaylari ile uzaktan egitime iliskin metaforik algilari tespit etmek amaciyla
yaptigl arastirmada adaylar tarafindan en fazla “yetersiz olmasi” kodu altinda metafor
Uretilmistir. Elkatmis da (2022) benzer sekilde Universite 6grencileri ile yaptigl arastirmada
uzaktan egitime iliskin Uretilen metaforlarin %70 gibi bliylik bir cogunlugunun olumsuz ifadeler
oldugu saptanmistir. En fazla metafor “Gereklilik Olan Uzaktan Egitim”, en az metafor ise

“Verimsiz Olan Uzaktan Egitim” kategorisi oldugu sonucuna ulasiimistir.

Hibrit egitime doniik metaforlara bakildiginda da daha ¢ok hibrit egitimin 6zelliklerine
vurgu yapildigi goriilmektedir. Harman, karma, karisim, canh ders, tekrar, kendi hizi, kayit gibi
metaforlar bu duruma 6rnek olarak gosterilebilir. 39 metafor ise tamamen hibrit egitimin ortaya
cikis sebebi ile ilgilidir. Sosyal mesafe, zorunluluk, salgin ve alternatif gibi metaforlar bu duruma
ornek olarak gosterilebilir. Aykar ve Yurdakal (2021) okul 6ncesi 6gretmen adaylari ile yaptiklari
arastirmada adaylarin uzaktan egitim sirecinde 0Ogrencilerin gelisimsel 6zellikleri dikkate
alinarak hibrit tarzi egitim modellerinin uygulanmasi gerektigine yonelik gorisler elde
etmislerdir. Ko¢ Akran (2021) 6gretmen adaylarinin hibrit egitime iliskin algilarini inceledigi
arastirmada o6gretmen adaylarinin  “hibrit egitim” kavramiyla ilgili toplam 49 metafor
gelistirdikleri gérilmustir. Dokuz kategoride toplanan metaforlar arasinda en ¢ok vurgulanan

kumbara, ayna, hazine ve terazi olmustur. Bu metaforlar arasinda kumbara ve hazine “kazang;
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ayna “yansitma”, terazi ise “denge” kategorisinde yer almaktadir. Arastirma kapsaminda su

oneriler sunulabilir:

¢ Hibrit egitim ile uzaktan egitim farkli modeller olmasina ragmen gerek uygulamada
yapilan hatalar gerekse kuramsal bilgi eksiligi sebebi ile birbirine karistiriimaktadir. Bu kapsamda

bu iki modeli uygularken 6zline uygun olacak sekilde kurgulanmali ve bu sekilde uygulanmalidir.

e Metaverse kavrami ¢ok duyulmakla birlikte ne oldugu vya da nasil
kavramsallastirilacagina iliskin ciddi problemler goérilmektedir. Bu kapsamda 6zellikle teknoloji

ve bilisime iliskin derslerde metaverse kavrami igerige eklenmelidir.

¢ Artirilmis ve sanal gergeklik birbirlerine karisan iki kavram olup 6zellikle MEB’de bilisim
dgretmenlerinin, Universitelerde ise BOTE 6gretim elemanlarinin 6grencilere bu iki kavramin

farkhiliklarini ve kullanim amaclarini anlatmalari gerekmektedir.

¢ Metaverseye doniik en temel elestiri sosyallesme becerisine engel olmasi yoniinde
olup bu bir problem ise ¢6ziimiine doniik deneysel ¢alismalarin yapilmasi, algi bazlh bir problem

ise de medya araclari kullanilarak bu hatali algilarin 6niine gegilmesi gerekmektedir.

CIKAR CATISMASI BEYANI
Yazar bu galismasinda herhangi bir sekilde gikar ¢atismasi olmadigini beyan eder.
ARASTIRMA VE YAYIN ETiGi BEYANI
Yazar bu galismasinda arastirma ve yayin etigine uyuldugunu beyan eder.

Arastirma i¢in Pamukkale Universitesi Sosyal ve Begeri Bilimler Arastirma ve Yayin Etigi
Kurulu’'ndan (23.09.2022 tarih ve E-93803232-622.02-261660 numarali) etik kurul izni

alinmustir.
YAZAR SORUMLULUK BEYANI

Yazar bu calismanin her asamasini kendisinin yaptigini beyan eder.
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