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Abstract

Avatars constitute the user's self-representation in virtual reality (VR) and it is through them
that users explore the world and communicate with other users. Recent technology
development and the introduction of the Metaverse enabling real-time communication
between users, has expanded the use of virtual worlds and avatars for learning as well as for
collaborative learning. Research found that when an avatar closely resembles the user this
leads to higher levels of identification with the avatar (Paleczna et al., 2022) and ultimately
has a positive effect on user performance (Rahill & Sebrechts, 2021). However, when the
avatar represents an ideal or future self-representation there is a delay in performance and in
the perception of self-efficacy (Ratan et al., 2022). Additional uses of avatars in VR learning
have served to create empathy towards other populations in changing attitudes and prejudices
towards those populations (Herrera et al., 2018; Tassinari et al. 2022). This panel opens the
opportunity to discuss various aspects of learning through avatars in VR, the considerations
in building and integrating virtual worlds for learning and the expected opportunities and
challenges in this upcoming learning medium. The panel brings together three different
perspectives relating to VR learning and instruction processes: research, practice and
development.

Keywords: VR Avatar based learning, Collaborative learning in VR worlds, Collaborative
learning through Avatars, VR learning world development.
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