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Background

Avatars are important for interacting in virtual environments

It is important to understand how the relationsship between user and

avatar works
Group 1

There are many ways avatars can look like and many different contexts Work Context

for virtual environments

This study determines the influence of different contexts and represen-
tations on the perceptions of avatars

Methodology

Quantitative online survey with 126 participants

Participants randomly divided in 3 groups

E Group 2 o) Group 3
Game Context e  Friends Context

Choice of avatar representation form

Research Question1:
. . - 1]
What influence does the representation form (realistic, low poly, co-
mic—like) have on the user-avatar relatiOnShip N diﬁerent contexts Query for user avatar relationship for each avatar representation based on user-avatar typology by Banks [2]
(work, game, meeting with friends)? Avatar-as-Object: The avatar is a tool for me through which | can interact

with the environment.

Avatar-as-Me: The avatar should reflect me and represent me exactly as

Research Question 2: | am.

Which form of representation (realistic, low poly, comic-like) his pre- Avatar-as-Symbiot: The avatar should represent desirable characteristics

ferred in different contexts (work, game, meeting with friends)?

and/or allow me to take on a different role.

Avatar-as-Social Other: The avatar is a character of its own for me, with
individual character and | feel friendly feelings towards it.

[2]

Results

User-avatar relationship:
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Relation between representation and

user-avatar relationship:
® Across all contexts and in single contexts
I significant

e Difference of work and game context re-

I I I I I garding representation & avatar percep-

cbject  symbiote  social other tion as self-representation is significant

e Comparison of game context and friend
context is significant

e Comparison between work context and
meeting with friends is not significant

e object  symbiote  social other Perception of user-avatar relationship:
® 50.00% perceive the realistic represen-
2, Friends tation as self-representation
. ®54.76% perceive the abstract low-poly
representation as a tool
15
©42.86% perceive the comic-like repre-
10 . .
sentation as a friend
S . . . .
I I I - * The Avatar-as-Symbiote relationship is
R oot o socalother not directly related to a representation
B Realistic Comic M Low Poly
Figure 1:

Representation form and chosen avatar perception for all contexts
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Avatar representation choice:

Working context: low poly was chosen by 47,6%
Gaming context: no clear preference

Meeting with friends: realistic representation was
chosen by 42,1%
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Figure 2: Avatar representation choice for each context
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