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ABSTRACT

In today's world, the impact of contemporary digital culture is more pronounced than ever,
leading to significant changes in our sense of self and our connection to the physical
environment. Before the advent of extended reality technologies, digital culture introduced the
concept of "digital disembodiment”, which refers to a disconnect between the mind and body.
However, with the rise of technologies like Virtual Reality (VR), digital interfaces now create an
immersive experience that feels more like being physically present. Previously, using text-based
digital environments caused a separation between our physical bodies and our minds. In
contrast, the current landscape allows for a "re-embodiment" within digital spaces. The
advanced capabilities of VR technologies enable users to control a digital avatar in these
environments, creating the illusion of presence. This shift in experience also allows for social
interaction—being present with others in a digital reality. This phenomenon is known as "social
presence" in immersive settings.

This paper explores how digital embodiment and social presence transform the learning
experience in art and design education. It examines changes in traditional teaching methods, the
emergence of new forms of expression, and the effects of these technologies on student
collaboration, interaction, emotional exchange, and community building in digital spaces.
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OZET

Cagdas dijital kulturan uzerimizdeki etkilerini gunden gine daha fazla hissettigimiz buglinun
dunyasinda benlik duygumuz ve fiziksel ¢evremiz ile baglantimizda hi¢ olmadigl kadar koklu
degisimlere sahit oluyoruz. Genisletilmis gerceklik teknolojileri 6ncesi dijital kiltir zihin-beden
arasindaki baglantidaki kopmalara isaret eden dijital bedensizlesme kavramini hayatimiza
sokmustu. Bugun sanal gerceklik (VR) gibi teknolojilerin mimkin kildigi oradaymis hissi veren
dijital arayuzler insan bilgisayar etkilesimini baska bir boyuta tagimistir. Daha 6nce metin bazlivb
dijital ortamlara girerken fiziksel bedenimiz ve zihnimiz arasindaki baglantinin kopuklugu s6z
konusuydu.Fakat bu yeni durumda dijital ortamda yeniden bedenlenme s6z konusudur. VR
teknolojilerinin gelismis Ozellikleri dijital uzaydaki dijital bir kuklanin zihnimiz tarafindan
yOnetilmesini ve dahasi bizlere orada bulunma ilUzyonunu yaratmasini mumkuin kilmaktadir.
Alternatif dijital bir gerceklikte var olmanin otesi, digerleriyle birlikte orada olmaktir. Bu durum
Immersive gevrelerdeki “sosyal mevcudiyet” olarak anilmaktadir.

Bu calisma Dijital bedenlenme ve sosyal mevcudiyet’in sanat ve tasarim egitiminde 6grenme
deneyimini nasil yeniden sekillendirdigini (geleneksel 6gretme yontemlerini donustirmesi;



ifadenin yeni bir bicimi olmasi; Dijital spaces’te 68rencilerin isbirligi, etkilesimi, duygusal destek
alip-vermesi ve topluluk yaratmasi Uzerindeki etkileri agilarindan) tartismaktadir.
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