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I.INTRODUCTION

Today, Metaverse is evolving rapidly and
inevitably. The number of people who use
Metaverse is also increasing day by day. Giv-
en this massive growth, it should come as no
surprise that there is already intense conflict
in the Metaverse realm, which was built to
allow humans to achieve anything they can
in the modern world and even more. People
are accustomed to carrying out their jobs
in this universe without ever leaving their
homes, as many businesses have already
established themselves there and many
have begun to sell. However, although con-
flicts increase, since national and interna-
tional regulations specific to the Metaverse
universe have not been prepared vyet, the
problems experienced by Metaverse users
cannot be solved for now, even though this
situation reduces the trust in Metaverse’.

At this point of time, Metaverse is the latest
point of technology visually and experien-
tially. People are able to join this universe
from around the world, they can create their
own avatars and perform almost every ac-
tion that they can do in their daily lives, also
they're able to do even more since there are
no physical impossibilities in the Metaverse
realm. Although a world full of unlimited pos-
sibilities excites people, there is a need for

I. GiRiS

Gunumuzde Metaverse, ¢ok hizli ve énu
alinamaz sekilde gelismektedir. Metaver-
se evrenini kullanan kisilerin sayisi da gun
gectikce artmaktadir. Bu agresif buytmenin,
Metaverse evreninin insanlarin gunumuz
dunyasinda yapabildikleri her seyi ve hatta
fazlasini yapmalariicin olusturuldugu dusu-
nulurse, henuz baslangic asamasinda olan
evrende bile ¢cok fazla uyusmazlik yasaniyor
olmasina sasirmamak gerekecektir. Simdi-
den bir¢ok sirket bu evrende yerini almis,
bircok kisi satis yapmaya baglamis, insanlar
calismalarini bu evrenden ve evinden dahi
ayrilmadan surdurmeye alismis durumda-
dir. Bununla birlikte uyusmazliklar artsa da,
henuz Metaverse evrenine mahsus ulusal
ve uluslararasi regulasyonlar hazirlanmadi-
gindan, Metaverse kullanicilarinin yasadigi
sorunlar, bu durum Metaverse’e olan guveni
azaltsa da simdilik ¢6zum bulamamaktadir™.

Metaverse, teknolojinin goérsel ve deneyimsel
acidan an itibariyla geldigi en son noktadir.
insanlar dunyanin dort bir yanindan bu ev-
rene katilmakta, kendi avatarlarini olusturup
neredeyse gunluk hayatta gerceklestirebil-
dikleri her eylemi, hatta fiziki imkansizliklar
olmadigindan daha fazlasini gerceklestire-
bilmektedirler. Her ne kadar sinirsiz imkanla
dolu birduinya insanlarn heyecanlandirsa da,

regulations in the Metaverse, asin any place
an individual enters. Itis clear that the utopi-
an virtual universes will lead to legal issues
in a relatively short amount of time and on a
broad scale, especially at a time when the
current legal framework cannot keep up with
the speed of technology for the Metaverse
concept.

Il. METAVERSE

A. What is Metaverse?

Metaverse, aka Web 3.0; is a type of decen-
tralized virtual universe system that contains
multiple universes both online and in three
dimensions. In the multiple universe system
people can create avatars, attend concerts;
companies can open a virtual store and sell
items or buy land from there.

Metaverse has attracted the attention of
many world-famous companies with its in-
creasingly widespread usage area, increas-
ing interest and participation of people, and
has increased its popularity and reliability
with the stores opened and sales made
through it. Thereupon, many companies and
brands have tended to enter the technology
“from the ground” by buying land and stores
from virtual universes.

METAVERSE, METAVERSE HUKUKU VE OLASI SORUNLAR

bireyin girdigi her yerde oldugu gibi Metaver-
se'te de regulasyonlara ihtiya¢ duyulmakta-
dir. Eldeki hukuki duzenlemelerin, Metaverse
konsepti i¢in teknolojinin hizina yetisemedi-
gi su donemde, goze simdilik Utopik gelen
sanal evrenlerin, ¢cok kisa surede ve genis
kapsamda hukuki sorunlara yol acacag asi-
kardir.

Il. METAVERSE

A. Metaverse Nedir?

Metaverse, diger adiyla Web 3.0; gevrimici ve
Uc boyutlu, icinde birden fazla evreni barin-
diran bir cesit merkeziyetsiz sanal evren du-
zenidir. Coklu evren sisteminde kisiler avatar
yaratabilir, konsere katilabilir, sirketler sanal
magaza acabilir ve buradan satis yapabilir
veya arazi satin alabilir.

Metaverse; ginumuzde gittikce yayginlasan
kullanim alani, insanlarnn artan ilgisi ve kati-
lim1 ile birgok dunyaca unlu sirketin dikka-
tini cekmis, acilan magazalar ve Uzerinden
gerceklestirilen satislarla populerligini ve
guvenilirligini iyice arttirmistir. Bunun Gzeri-
ne bircok sirket ve marka, sanal evrenlerden
arsa ve magaza alarak teknolojiye “topraktan
girme” egilimi gobstermislerdir.
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The concept of “Metaverse” was first men-
tioned as a concept combining the words
“meta” and “universe” in the science fiction
novel “Snow Crash”, published in 1982 by
a science fiction writer Neil StevensonZ
The Metaverse universe; is a technology
concept fed by four different technology
branches: virtual reality (VR), augmented
reality (AR), mixed reality (MR) and hyper-re-
alitys.

B. Development Process of
Metaverse

Although Metaverse is a new technology,
the development of technologies that en-
able the development of Metaverse is much
older than expected. Sir Charles Wheatstone,
a scientist, came up with the concept of pro-
ducing a three-dimensional visual by making
a picture visible for each of the person’s eyes
in his project termed “binocular vision.” This
effort is regarded as the ancestor to virtual
reality headsets. Science fiction writer Stan-
ley Weinbaum’s idea of eyeglasses in his
work “Pygmalion’s Spectacles” published in
1935, which allows one to experience prac-
tices of another universe with his five senses,
although it has not yet been made real today,
it contains considerable similarities with the
concept of virtual reality“.

Indeed, the first virtual reality device was cre-
ated in 1956 by Morton Heilig. By giving the
user a motorcycle riding experience, Heilig,
supported the approach of three-dimension-
al driving to reality with details such as sound
and smell, as well as the seat that creates the
feeling of being on the motorcycle moving
on the road.

With the “Aspen Movie Map” designed by
MIT in 1970, which is the closest invention
to virtual reality, was designed to familiarize
the soldiers with the region that was to be
occupied, the user was able to walk in an
exact copy of the town, walk on the streets
in a three-dimensional simulation supported
by visual and sound effects, by entering the
three-dimensional version of the town of As-
pen in Colorado®.

Although there are many known small im-
provements, the first big step was the inven-
tion of the virtual reality device called Oculus
Rift VR in 2010, which was invented by an
entrepreneur named Palmer Lucky. With this
VR device, the user is provided with a more

“Metaverse” (evren 6tesi) kavrami, ilk kez Neil
Stevenson adli bir bilim kurgu yazarinin 1982
tarihinde yayimladigi “Snow Crash” adli bilim
kurgu romaninda meta (6tesinde) ve “uni-
verse” (evren) kelimelerinin birlestirildigi bir
kavram olarak gegmistir?. Metaverse evreni;
sanal gergeklik (VR), arttirilmis gergeklik (AR),
karma gerceklik (MR) ve hiper-gergeklik ol-
mak Uzere dort ayn teknoloji kolundan bes-
lenen bir teknoloji konseptidir®.

B. Metaverse’iin Gelisim Sii-
reci

Metaverse yeni bir teknoloji olsa da aslin-
da Metaverse'un gelismesini saglayan tek-
nolojilerin gelisimi, tahmin edilenden ¢ok
daha eskiye dayanmaktadir. Bilim insani Sir
Charles Wheatstone; “binokuler gorus” adini
vererek ana hatlarini olusturdugu projesin-
de kisinin her iki gzt icin de birer resmin
gorunur kilinip ortaya u¢ boyutlu bir gorsel
cikartma fikrini ortaya atmis; bu proje sanal
gerceklik basliklarinin atasi olarak kabul edil-
mistir. 1935 yilinda bilim kurgu yazan Stan-
ley Weinbaum’un “Pygmalion’s Spectacles”
adli eserdeki, kisinin bir bagka evrene dair
deneyimleri bes duyusu ile tecrube etme-
sine yarayan gozluk fikri, hentz ginumuz-
de gerceklestirilemese de, sanal gerceklik
konsepti ile azimsanamayacak benzerlikler
icermektedir?.

Nitekim ilk sanal gerceklik aleti 1956 yilinda,
Morton Heilig tarafindan yaratilmistir. Heilig,
kullaniciya bir motosiklet surme deneyimi
yasatarak, yolda ilerleyen motosikletin Uze-
rindeymis hissi yaratan koltugun yaninda
ses, koku gibi ayrintilarla ¢ boyutlu strasun
gerceklige yaklagmasini desteklemistir.

Sanal gercgeklige en yakin bulus olan 1970
yilinda askerlerin isgal edilecek bolgeye
asina olmalarii¢in MIT tarafindan tasarlanan
“Aspen Movie Map” ile Colorado’daki Aspen
kasabasinin t¢ boyutlu haline giris yapilarak
gorsel ve ses efektleriyle desteklenmis tg¢
boyutlu simulasyonda kullanici, kasabanin
birebir kopyasinda yurtyebilmekte, sokak-
larda dolasabilmekteydi®.

Bilinen bir¢ok ufak gelisim olsa da ilk buyuk
adim 2010 yilinda Palmer Luckey adli bir gi-
risimcinin, Oculus Rift VR adli sanal gerceklik
aletini icat etmesi olmustur. Bu VR cihazi ile
kullanicinin agili goérus sayesinde daha nor-
male yakin bir deneyim yasamasi saglanmis;
bilgisayar islem gucu tamamen yansitilabil-

normal experience by the angled view, since
the computer processing power can be fully
reflected, this invention, which prevented the
primitive experience of previous inventions,
became the ancestor of today’s virtual reality
devices.

I1l. METAVERSE LAW

A. General Framework for
Metaverse Law

It is extremely difficult to develop a legal no-
tion about the Metaverse because the uni-
verse of the Metaverse and the capacity of
the universe in many areas are unknowns at
this time. To handle this situation, legislators
seem to embrace the idea of using existing
laws and legal frameworks that can be ap-
plied to the Metaverse platform, rather than
the idea of creating a new law for now.

The first stop of Metaverse usage will be cre-
ation of an avatar®. The user can build an ava-
tar of themselves in the metaverse by sharing
some of their personal information. Users can
reflect all their physical characteristics on to
their avatars, from clothing to body types, as
well as from hair colours to height, while cre-
ating their Metaverse images. However, for
the creation of the image, the issues of con-
fidentiality, storage and use of the personal
data entered in Metaverse are important. In-
ternational data protection is provided by EU
General Data Protection Regulation.

The personality status of the avatar created
in Metaverse will also be a topic of discus-
sion. Creating an avatar in this universe is an
ego (self-image) status in which the person
creates with awareness that reflects own fea-
tures and represents himself/herself, rather
than the motivation of creating multiple-char-
acters that we were familiar in the games. In
this case, discussions arise as to whether
the bodily integrity of this “self” will be pre-
served, and whether someone else can be
held responsible for violating their bodily
integrity.

B. Problems That May Arise
From the Metaverse System?’

In Horizon Worlds, one of the VR universes, a
woman was harassed physically and verbal-
ly by two male avatars®. In this case, although
there is no international uniform legislation
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digi icin onceki buluslarda yasanan ilkel
deneyimin 6nune gecgen bu icat, ginimuz
sanal gerceklik aletlerinin atasi olmustur.

I1l. METAVERSE HUKUKU

A. Metaverse Hukukuna ilig-
kin Genel Cerceve

HenUz Metaverse evreni ve birgcok konuda
evrenin kapasite bilgisine vakif olunmadi-
gindan, Metaverse konusunda bir hukuk
nosyonu gelistirmek ziyadesiyle gugtur. Bu
durumun ustesinden gelmek igin kanun
koyucular, simdilik yeni bir kanun yaratma
fikrinden ziyade, mevcut kanun ve kanuni
cercevelerden Metaverse platformuna uygu-
lanabilecekleri kullanma goértsunt benimsi-
yor gézukmektedirler.

Metaverse’un kullanim seklinde ilk durak
avatar olusturulmasi olacaktir. Avatar, kulla-
nicinin Metaverse’te kendisini gérmek istedi-
@i ve bunu olusturmak icin kigisel verilerinin
bir kismini paylastigi imajdir. Kullanicilar Me-
taverse imajlarini yaratirken giysiden vucut
tiplerine, sag renklerinden boylarina tim fizi-
ki 6zelliklerini avatarlarina yansitabilmekte-
dirler. Bununla birlikte imajin yaratilmasi igin
Metaverse'e girilen kisisel verilerin gizliligi,
saklanmasi ve kullanilmasi konulari 6nem
arz etmektedir. Uluslararasi boyutta verilerin
korunmasi AB Genel Veri Koruma Regulasyo-
nu ile saglanmaktadir.

Metaverse'te yaratilacak avatarin kisilik sta-
tusu de ayri bir tartisma konusu olacaktir. Bu
evrende avatar yaratmak, oyunlardan asina
oldugumuz coklu karakter yaratma motivas-
yonundan ziyade, kisinin kendi 6zelliklerini
yansittigi ve kendisini temsil ettigi bilinciyle
yarattigi bir benlik hali olmaktadir. Bu du-
rumda; bu “benlik”in vacut butunlagunun
korunup korunmayacagi, baskasinin vucut
butunlugunu ihlalden sorumlu tutulup tutu-
lamayacag tartismalari ortaya ¢ikmaktadir.

B. Metaverse Sisteminin Do-
gurabilecegi Sorunlar?

VR evrenlerden biri olan Horizon Worlds'de
bir kadin, erkek iki avatar tarafindan s6zlt ve
fiziki tacize ugramistir®. Bu durumda kisisel
verilerin korunmasi alaninda oldugu gibi
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as in the field of personal data protection,
national law can be applied in dispute res-
olution. Issue of whether these people will
be held liable in scope of criminal law is a
topic of another debate. Issue of whether
the condition of committing a crime against
a natural person or legal entity is fulfilled that
sought for liability under the criminal law, will
clarify after the personality definitions of av-
atar regulate.

Another possible problem that may be en-
countered in the Metaverse is how the em-
ployment agreements will be drawn up. In
the Metaverse, companies open stores and
employ their employees in these stores as
well, and some of them continue to work in
virtual offices. There are many grey areas as
what kind of regulations will be made in em-
ployment contracts and how the overtime
pays will be set. Whether the employers will
be liable for employees’ act in Metaverse,
whether “strict liability” concept will be
work is among the questions that have not
yet been answered. To explain the situation
with an example, if a store employee in the
Metaverse loses or misplaces the work that
is supposed to be delivered to the buyer in
another virtual office, to what extent the em-
ployer’s responsibility will be lost, is it possi-
ble to recreate the work and perform it, or to
what extent it can hold the worker respon-
sible.

In the Metaverse universe, property concept
is still an unsolved problem. People started
to buy land from the universe by leaps and
bounds, and companies even have moved
their stores to the Metaverse universe, some-
times exactly the same as in our world. Even
today a large part of Istanbul’s land in the
Metaverse has been purchased. In this case,
it is still a mystery to what extent people can
protect their property rights in the Metaverse
universe. Considering that the same lands
are also sold and owned in our world, it is
easy to encounter different people claiming
the same land in the Metaverse in the future.
In this situation, it is still unknown whether
the land registers or Metaverse register will
be considered.

Inthe Metaverse reality, it is still unclear what
will happen to the copyrights for works and
commercials. Will a corporation be able
to exploit its patent rights if the Metaverse
universe makes use of a product covered
by patent rights from our world, or do such
patent rights also apply when a product is

uluslararasi yeknesak bir mevzuat olmasa
da, uyusmazlik c6zumunde ulusal hukuka
basvurulabilecektir. Bu kisilerin ceza hukuku
kapsaminda sorumlu tutulup tutulmayacak-
lari ayri bir tartisma konusudur. Ceza hukuku
kapsaminda sorumlu tutulmak i¢in aranan
gercek veyahut tuzel kisiye karsl islenmis
olma kosulunun saglanip saglanmadigi; ava-
tarlarin kisilik tanimlari duzenlendikten sonra
belli olacaktir.

Metaverse'te yasanabilecek bir diger olasi
sorun, ¢alisanlarin is s6zlesmelerinin nasil
duzenlenecegidir. Metaverse'te firmalar ma-
@azalar acip ¢alisanlarini bu magazalarda da
istihdam etmekte, bazi sirketler sanal ofisler-
de calismalarina devam etmektedir. Bu du-
rumda calisanlarin is sozlesmelerinde ne tur
duzenlemeler yapilacagi, 6rnegin ek mesai
Ucretlerinin neye gore belirlenecedi gibi bir-
cok grialan bulunmaktadir. igverenlerin, gali-
sanlarinin Metaverse'teki fiillerinden sorumlu
olup olmayacag, “kusursuz sorumluluk” kav-
raminin Metaverse'te de isleyip islemeyecei
de henuz cevabini almamis sorular arasinda-
dir. Bir 6rnek olay yaratmamiz gerekirse; Me-
taverse'teki bir magaza ¢alisaninin bir baska
sanal ofisteki aliciya teslim etmesi gereken
eseri kaybetmesi veya zayi etmesi halinde
isverenin sorumlulugu ne derecede kaybo-
lacak, eseri yeniden olusturup ifa imkani var
mi veyahut iscisini ne 6lcude sorumlu tutabi-
lecek gibi birgok soru akla takilmaktadir.

Metaverse evreninde mulkiyet kavrami hala
cozulememis bir problemdir. insanlar buyuk
bir hizla evrenden arsa almaya baslamis,
hatta birgok sirket, magazalarini, bazen dun-
yamizdaki ile birebir sekilde Metaverse ev-
renine tagimiglardir. Hatta gunumuzde Me-
taverse evrenindeki istanbul'un ¢ok buyuk
bir kisminin mulkiyeti alinmig durumdadir.
Bu durumda kisilerin Metaverse evrenindeki
mulkiyet haklarini ne él¢ude koruyabilecek-
leri merak konusudur. Ayni arsalar dunyamiz-
da da satildigi ve malikleri oldugu dusunalur-
se, ileride Metaverse'teki ayni arazi Uzerinde
hak iddia eden farkli kisilerle karsilasmamak
isten bile degildir. Bu durumda tapu kayitlar
mi yoksa Metaverse evrenindeki kayitlar mi
baz alinacak yine bilinmemektedir.

Eser haklarinin, yapilan reklamlara iligkin telif
haklarinin akibeti, Metaverse evreninde bilin-
mezligini korumaktadir. Dunyamizda patent
haklari bir sirkete ait trtin, Metaverse evrenin-
de kullanilirsa sirket haklarini kullanabilecek
midir, yoksa biranlamda “var olmadigi” kabul
edilen bir baska evrende kullanilmasi klasik

used in a different universe that is deemed
to be “non-existent”? Likewise, since selling
products in the Metaverse universe does not
make a difference in the world we live in, it
will be necessary to discuss whether it falls
within our rights protected by the law. In the
same way, the development of an NFT ver-
sion of a work that people in the Metaverse
can buy with cryptocurrency and the ability
to sell it for a price that can be converted to
the currencies we use on a daily basis could
result in the owner of the same work losing
its rights in our reality.

IV. CONCLUSION

Whatever rights are protected in our world,
from personal rights to property rights and
copyrights, will need to be protected in the
same way in the Metaverse. The speed of
development of the universe and its use is
increasing day by day and is becoming in-
accessible. Due to the rapid expansion and
diversification of the actions that avatars can
perform as a result of cosmological develop-
ments, which are distinct from those of ev-
eryday life, the laws that are unique to this
universe are not yet prepared by consider-
ing its needs. In fact, the lack of any notable
advancement in this area is a sign of future
conflicts and major issues.
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anlamda kullandigimiz patent haklarini kap-
samakta midir? Ayni sekilde artnlerin Meta-
verse evreninde satilmasi, icinde bulundu-
gumuz dunyada bir degisiklik yaratmadigina
gore, kanunlarca korunan haklarimizin dahili-
ne girip girmediginin tartisilmasi gerekecek-
tir. Ayni sekilde Metaverse'te yer alan kisiler
tarafindan eserlerin NFT ile satin alinabilen
bir versiyonunun olusturulabilmesi ve gunun
sonunda kullandigimiz para birimlerine do-
nustarulebilen kripto para kurundan satilabil-
mesi, dunyamizda ayni eserin sahibinin hak
kaybina sebep olabilmektedir.

IV. SONUC

Kisilik haklarindan mulkiyet haklarina veya
telif haklarina kadar, yasadigimiz dinyada
korunan ne tar hak varsa, bunlarin hepsinin
Metaverse evreninde de korunmasi gereke-
cektir. Evrenin ve kullaniminin gelisme hizi
her gecen gun artmakta ve erisilemez bir hal
almaktadir. Evrene iliskin gelismeler ve haliy-
le avatarlarin gerceklestirebildigi eylemlerin
bu kadar hizli genislemesi ve ¢esitlenmesi,
Metaverse evreninin bu kadar hizli ve gun-
luk hayattan farkli gelismesi karsisinda, bu
evrene 6zgu ve bu evrendeki ihtiyaclar goze-
tilerek hazirlanmis 6zel kanunlarinin duzen-
lenmemis olmasi ve hatta bu konuda hentz
goze carpan bir gelisme yasanmamis olmasi,
gelecek uyusmazliklarin ve buayuk sorunlarin
habercisidir.
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