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COVID -19 Pandemi Döneminde Sanal Dünyaların 
İşletme ve Pazarlama Eğitiminde Kullanılması

Murat GÜLMEZ1

Giriş

Günümüzde insanlık, dünya üzerinde tüm ülkelerde hayatı durma noktası-
na getiren bir salgın ile yüz yüze gelmiştir. Aralık 2019’da Çin Halk Cumhuri-
yeti, Hubei eyaletinin Wuhan şehrinde deniz ürünleri pazarında açıklanama-
yan şekilde çok sayıda hasta ile gündeme gelen salgın, kısa sürede tüm dünyayı 
etkisi altına almıştır. Dünya Sağlık Ötgütü (WHO), Çin’den sonra başta Asya 
ülkeleri olmak üzere birçok ülkeyi etkileyen salgın nedeni ile 11 Mart itiba-
riyle 114 ülkede 118 bin vakanın görüldüğünü ve 4 bin 291 kişinin hayatı-
nın kaybettiğini açıklayarak Covid-19’u pandemi olarak ilan etmiştir. Yayılma 
hızı önlenemeyen Covid-19 salgının Aralık ayı itibariyle dünya genelinde 63 
milyon insanda görüldüğü açıklanmıştır. (WHO). Ülkeler, toplum sağlığının 
korunması için hızlı bulaş özelliği ve yüksek oranda ölümcül etki gösteren Co-
vid-19’a yönelik katı tedbirler almak zorunda kalmaktadır (Telli Yamamoto ve 
Altun, 2020). Devletler virüsün yayılım hızını azaltmak ve tedavi geliştirme 
çalışmaları için zaman yaratmak adına sosyal mesafe oluşturmaya yönelik ya-
sakları teker teker uygulamaya geçirmektedir. Ülkeler ve şehirlerarası seyahat 
yasakları, kafetarya, lokanta ve eğlence yerlerinin kapatılması, kültür sanat et-
kinliklerinin iptal edilmesi, karantina uygulaması, sokağa çıkma yasağı ve eği-
tim veren tüm kurumların kapatılması gibi uygulamalar bu tedbirler arasında 
yer almaktadır.

1	 Dr. Öğr. Üyesi, Çağ Üniversitesi, mgulmez@cag.edu.tr



COVID -19 Pandemi Döneminde Sanal Dünyaların İşletme, 
Pazarlama ve Eğitimde Kullanılması 19

Kaynakça

1.	 Addo, P. C., Jiaming, F., Kulbo, N. B., & Liangqiang, L. (2020). COVID-19: Fear appeal fa-
voring purchase behavior towards personal protective equipment: COVID-19. The Service 
Industries Journal, 1-20.

2.	 Atli, D., & Can, T. (2015). Advertising in Virtual Worlds: The Example of Second Life. 
Journal of Media Critiques [JMC], 1(5), 104-115.

3.	 Bauch CT, Lloyd-Smith JO, Coffee MP, et al. (2005). Dynamically modeling SARS and 
other newly emerging respiratory illnesses: past, present, and future. Epidemiology. 16, 
791-801.

4.	 Balicer, R. D. (2007). Modeling Infectious Diseases Dissemination through Online Ro-
le-Playing Games, Epidemiology, 18(2), 260-261.

5.	 Bartle, R. A. (2004). Designing Virtual Worlds, New Riders Publishing.
6.	 Baker, S. C., Wentz, R. K., & Woods, M. M. (2009). Using virtual worlds in education: Se-

cond Life® as an educational tool. Teaching of Psychology, 36(1), 59-64.
7.	 Bleize, D. N., Antheunis, M. L. (2019). Factors influencing purchase intent in virtual worl-

ds: a review of the literature. Journal of Marketing Communications, 25(4), 403-420.
8.	 Bell, M. W. (2008). Toward a Definition of ’Virtual Worlds’, Journal for Virtual Worlds 

Research, 1(1), 1-5.
9.	 Burgess, M.L., Slate, J.R., Rojas-LeBouef, A., LaPrairie, K. (2010). Teaching and learning in 

Second Life: Using the community of inquiry (COI) model to support online instruction 
with graduate students in instructional technology. Internet and Higher Education, 13(1), 
84-88.

10.	 Chen, J. C. (2016). The crossroads of English language learners, task-based instruction, 
and 3D multi-user virtual learning in Second Life. Computers & Education, 102, 152-171.

11.	 Cheng, Y., Wang, Shwu-Huey (2011). Applying a 3D virtual learning environment to faci-
litate student’s application ability - The case of marketing, Computers in Human Behavior, 
27, 576-584.

12.	 CurrencyRate (2020). Linden Dollar LD Exchange rates today. Retrived from https://ld.
currencyrate.today/usd in 16.05.2020.

13.	 De Regt, A., Barnes, S. J. (2019). V-commerce in retail: nature and potential impact. In 
Augmented Reality and Virtual Reality, Springer, Cham, 17-25.

14.	 Gallego, M. D., Bueno, S., Noyes, J. (2016). Second Life adoption in education: A motivati-
onal model based on Uses and Gratifications theory. Computers & Education, 100, 81-93.

15.	 Downey, S. (2014). History of the (virtual) worlds. The Journal of Technology Studies, 54-
66.

16.	 Jarmon, L., Traphagan, T., Mayrath, M., & Trivedi, A. (2009). Virtual world teaching, ex-
periential learning, and assessment: An interdisciplinary communication course in Second 
Life. Computers & Education, 53(1), 169-182.

17.	 Jennings, N., Collins, C. (2007). Virtual or virtually U: Educational institutions in SL. In-
ternational Journal of Social Sciences, 2(3), 180-186.

18.	 Jin, S. A. A., & Bolebruch, J. (2009). Avatar-based advertising in Second Life: The role of 
presence and attractiveness of virtual spokespersons. Journal of Interactive Advertising, 
10(1), 51-60.

19.	 Jung, Y., Kang, H. (2010). User Goals in Social Virtual Worlds: A Means-End Chain Appro-
ach, Computers in Human Behavior, 26/2, 218-225.

20.	 Keller, K. L. (1993). Conceptualizing, measuring and managing customer-based brand 
equity. Journal of Marketing, 57(1), 1-22.



Güncel Pazarlama Çalışmaları20

21.	 Kottasová, I., Isaac, L. (2020, 03 04). Italy shuts all schools over coronavirus outbreak. edi-
tion.cnn.com: https://edition.cnn.com/2020/03/04/europe/italy-schools-closures-corona-
virus-intl/index.html

22.	 Lau, J., Yang, B., Dasgupta, R. (2020). Will the coronavirus make online education go viral? 
timeshighereducation.com: https://www.timeshighereducation.com/features/will-corona-
virus-make-online-education-go-viral

23.	 Lyons, M., Plante, A., Jehan, S., Inoue, S., & Akamatsu, S. (1998). Avatar creation using 
automatic face processing. In Proceedings of the sixth ACM international conference on 
Multimedia, 427-434.

24.	 Ludlow, P., Wallace, M. (2007). Second Life Herald: The Virtual Tabloid That Witnessed the 
Dawn of the Metaverse, Cambridge MA, MIT Press.

25.	 Mennecke, B. E., Triplett, J. L., Hassall, L. M., Conde, Z. J., Heer, R. (2011). An examination 
of a theory of embodied social presence in virtual worlds. Decision Sciences, 42(2), 413-
450.

26.	 Messinger, P. R., Eleni, S., Kelly, L., Michael, B., Run H. N., Kristen, S. Stephen, P. (2009). 
Virtual worlds - past, present, and future: New directions in social computing, Decision 
Support Systems, 47, 204-228.

27.	 Minsky, R. (2009). The Art World Market of Second Life. Second Life Community Confe-
rance in Chicago, IL. http://minskyreport.com/artworld_market.pdf.

28.	 Molesworth, M., Denegri-Knott, J. (2007). Digital play and the actualization of the consu-
mer imagination. Games and Culture, 2(2), 114-133.

29.	 Mulligan, M. J., Lyke, K. E., Kitchin, N., Absalon, J., Gurtman, A., Lockhart, S., ... & Li, 
P. (2020). Phase I/II study of COVID-19 RNA vaccine BNT162b1 in adults. Nature, 
586(7830), 589-593.

30.	 Nicola, M., Alsafi, Z., Sohrabi, C., Kerwan, A., Al-Jabir, A., Iosifidis, C., ... & Agha, R. 
(2020). The Socio-Economic Implications of the Coronavirus and COVID-19 Pandemic: 
A Review. International Journal of Surgery, 1-31.

31.	 Özonur, M. (2013). Sanal Gerçeklik Ortamı Olarak İkincil Yaşam (Second Life) Uygulama-
larının Tasarlanması ve Bu Uygulamaların İnternet Tabanlı Uzaktan Eğitim Öğrencilerinin 
Öğrenmeleri Üzerindeki Etkilerinin Farklı Değişkenler Açısından İncelenmesi. Yayımlan-
mamış Doktora Tezi, Mersin Üniversitesi, Eğitim Bilimleri Enstitüsü, Mersin.

32.	 Pfleger, P. (2020). The Challenges Of Online-Only Classes During Coronavirus Outbreak. 
npr.org: https://www.npr.org/2020/03/12/814824067/the-challenges-of-online-only-clas-
ses-during-coronavirus-outbreak.

33.	 Potkonjak V., Gardner M., Callaghan V., Mattila P., Guetl C., Petrović V. M., Jovanović 
K. (2016). Virtual Laboratories for Education in Science, Technology, and Engineering: A 
Review, Computers & Education, 95(1), 309-327.

34.	 Rymaszewski, M., Au, W. J., Wallace, M., Winters, C., Ondrejka, C., & Batstone-Cunning-
ham, B. (2007). Second life: The official guide. John Wiley & Sons.

35.	 Sahrma, R. (2020). People aren’t reading or watching movies. They are gaming. Retrived 
from https://www.nytimes.com/2020/08/15/opinion/fortnite-epic-apple-gaming.html, 
01.12.2022.

36.	 Second Life Grid Survey. (2020). Lindex Daily Market Data Database. Retrived from http://
www.gridsurvey.com/ in 14.05.2020.

37.	 Shelton, A. K. (2010). Defining the lines between virtual and real world purchases: Second 
Life sells, but who’s buying?, Computers in Human Behavior, 26(6), 1223-1227.

38.	 Tasa, B. U. (2009). İçeriği kullanıcılar tarafından oluşturulan 3 boyutlu sanal dünyalarda 
sanat ve mimari tasarım: Second Life® üzerine bir vaka çalışması, Yayımlanmamış Yüksek 
Lisans Tezi, Yıldız Teknik Üniversitesi Sosyal Bilimler Enstitüsü, İstanbul.



COVID -19 Pandemi Döneminde Sanal Dünyaların İşletme, 
Pazarlama ve Eğitimde Kullanılması 21

39.	 Telli Yamamoto, G. (2006). University evaluation‐selection: a Turkish case. International 
Journal of Educational Management, 7(20), 559-569.

40.	 Telli, S. G., Altun, D. (2020). Coronavirüs ve çevrimiçi (online) eğitimin önlenemeyen yük-
selişi. Üniversite Araştırmaları Dergisi, 3(1), 25-34.

41.	 Thomas, A. G., & Johansen, M. K. (2012). Inside out: Avatars as an indirect measure of ide-
al body self-presentation in females. Cyberpsychology: Journal of Psychosocial Research 
on Cyberspace, 6(3), 1-7.

42.	 Tikkanen, H., Hietanen, J., Henttonen, T., & Rokka, J. (2009). Exploring virtual worlds: 
success factors in virtual world marketing. Management Decision, 1357-1381.

43.	 UNESCO (2020). COVID-19 Educational Disruption and Response. Available at: https://
en.unesco.org/themes/education-emergencies/coronavirus-school-closures (Accessed: 30 
March 2020).

44.	 Warburton, S. (2009). Second Life in higher education: Assessing the potential for and the 
barriers to deploying virtual worlds in learning and teaching. British Journal of Educatio-
nal Technology, 40(3), 414-426.

45.	 World Health Organization. (2020). WHO Coronavirus Disease (COVİD 19) Dashboard. 
Retrieved from https://www.who.int/, in 16.04.2020.

46.	 World Trade Organization. (2020). Trade set to plunge as COVID-19 pandemic upends 
global economy, WTO Press, 1-13.

47.	 Verkuyl, M., Hughes, M., Tsui, J., Betts, L., St-Amant, O., & Lapum, J. L. (2017). Virtual ga-
ming simulation in nursing education: A focus group study. Journal of Nursing Education, 
56(5), 274-280.

48.	 Virtual World Best Practies in Education (2020). The 9th Annual Virtual Worlds Best Pra-
ctices in Education Conference. Retrived from https://www.vwbpe.org/conference/prog-
ram, in 02.12.2020.

49.	 Yap, J. (2011). Virtual fun and challenge: Case study of learning cybercrime in second life. 
In 2011 Defense Science Research Conference and Expo (DSR), 1-7.

50.	 Yılmaz, M. A. (2019). Sanal oyun dünyasında motivasyon unsurları ve davranışsal niyet 
üzerine bir araştırma, Doktora tezi, Pamukkale Üniversitesi, Sosyal Bilimler Enstitüsü, De-
nizli.

51.	 Zhou, Z., Jin, X. L., Vogel, D. R., Fang, Y., & Chen, X. (2011). Individual motivations and 
demographic differences in social virtual world uses: An exploratory investigation in Se-
cond Life. International Journal of Information Management, 31(3), 261-271.


