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Ozet

Artirillmis gerceklik ile sanal gerceklik arasinda karma gerceklik olarak koprii kuran
metaverse son yillarda popiiler hale gelmistir. Metaverse ile teknolojik ve sosyal yasamda
birgok degisimin olacagina yonelik 6n goriiler arastirmacilarin ilgisini ¢ekmektedir. Egitim
arastirmacilari ise bu kavrama yeni yeni ilgi gostermektedir. Covid-19 salgini1 ve beraberinde
gelen uzaktan egitim ile arastirmacilarin yeni egitim-6gretim platformlarina ilgileri artmaktadir.
Bu yeni arayislardan birisi; metaverse ile egitimdir. Metaverse ile egitim-0gretim (meta-egitim)
yeni bir kavramdir ve kavramsal-kuramsal temeli heniiz netlestirilmemistir. Yine de ilgili
literatiirde bu konuya iligkin az sayida ¢alisma bulunmaktadir. Ancak; kavram ve kuramsal
temellerinin meta-egitim ile iliskili oldugunu diisiindigiimiiz STEAM egitimi ile meta-egitim
iligkisinin kuruldugu bir ¢alismaya rastlanmamistir. Bu c¢alisma, Meta-egitim anlayisinin
kavramsal temellerinin SETAM egitimi ile iligkili olduguna yonelik kanitlar sunmayi
amaclamaktadir. “STEAM?” bilim, teknoloji, miithendislik, sanat ve matematik gibi disiplinlerin
biitiinlestirilmesine dayanan kisaltma bir terimi ifade etmektedir. “STEAM egitimi” bir¢ok
disiplinin entegrasyonuna dayanan bir diisiinme seklini ifade etmektedir. STEAM egitimi meta-
egitim gibi birgok disiplinin bakis agisini igermektedir. Bu baglamda meta-egitim ile STEAM
egitiminin birlestirilmesi olan ve arastirmacilar tarafindan nerilerin “Meta-STEAM” kavrami
bu ¢alisma kapsaminda irdelenecektir. Son olarak Meta-STEAM anlayisina yonelik teorik bir
cerceve sunulacaktir.

Anahtar kelimeler: Meta-egitim, Meta-STEAM, Metaverse, STEAM, egitim-
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The metaverse, which bridges augmented reality and virtual reality as mixed reality, has
become popular in recent years. The predictions that there will be many changes in
technological and social life with the Metaverse attract the attention of researchers. Education
researchers, on the other hand, are showing new interest in this concept. With the Covid-19
epidemic and the distance education that comes with it, the interest of researchers in new
education platforms is increasing. One of these new quests; is education with metaverse.
Education-teaching (meta-education) with the metaverse is a new concept and its conceptual-
theoretical basis has not been clarified yet. There are few studies on this subject in the relevant
literature. However, no study has been found in which the relationship between STEAM
education and meta-education, which we think is related to meta-education, is conceptual and
theoretical foundations. This study aims to provide evidence that the conceptual foundations of
the Meta-education understanding are related to SETAM education. “STEAM” refers to an
abbreviation term based on the integration of disciplines such as science, technology,
engineering, art, and mathematics. “STEAM education” refers to a way of thinking based on
the integration of many disciplines. STEAM education includes the perspectives of many
disciplines such as meta-education. In this context, the concept of “Meta-STEAM”, which is
the combination of meta-education and STEAM education and suggested by researchers, will
be examined within the scope of this study. Finally, a theoretical framework for the
understanding of Meta-STEAM will be presented.
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