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[bookmark: _Toc677739645][bookmark: _Toc801289747][bookmark: _Toc163671321]Abstract
This research delved into the connection between how players identify with their avatars and their emotional involvement in video games. Using a cross-sectional correlational approach, data was gathered via online surveys from 38 individuals recruited through convenience and snowball sampling methods. Participants shared demographic details and rated their alignment with avatars, gaming experience, personality traits, and emotional engagement on Likert scales. The results revealed a positive link between player-avatar alignment and emotional engagement, influenced by individual traits. These findings shed light on the intricate interplay between players and their avatars in virtual worlds, offering practical insights for game development. Ethical clearance was secured, and participant treatment adhered to the guidelines outlined in the Psychological Society of Ireland’s Code of Ethics.







[bookmark: _Toc1338106919][bookmark: _Toc968570230][bookmark: _Toc163671322]Introduction
[bookmark: _Toc921145769][bookmark: _Toc682733338][bookmark: _Toc163671323]The Landscape of Video Games
The realm of video games has become a platform, for delving into psychological dynamics (Koles & Nagy 2012; Nagy & Koles 2014). With than 40% of the population participating in gaming activities (Academy of Animated Art, 2022) and a gender split of 61% men and 30% women (Forbes, 2022) the impact of this trend is clear. Projections indicate a growth trajectory with an user base of 1.2 billion individuals in the Online Games market by 2027 (Statista, 2022).
At the heart of this subject lies the connection between players and their virtual avatars acting as avenues for self-expression and identity development (Koles & Nagy 2012; Nagy & Koles 2014). This bond highlights the intricacies of interaction within realms.
This study aims to explore elements. It aims to shed light on the significance of examining the gaming landscape from both societal perspectives. Moreover by expanding on existing research this investigation strives to place its discoveries in the context of culture and human relationships.
Developing hypotheses and objectives based on established theories will lay a foundation, for understanding video game dynamics. Therefore ensuring that the research methodology aligns, with these hypotheses is crucial for maintaining coherence and a logical progression in collecting and analysing data.
Understanding this subject thoroughly requires delving into the interactions and psychological processes involved in player avatar identification within video game settings. The main focus is on examining how players real world physical traits align with the characteristics of their avatars. This particular topic was chosen for its significance in uncovering the mechanisms behind player character relationships, and how they influence identity formation and self-expression in virtual environments. In exploring this aspect, the aim is to contribute to existing literature on video games and provide insight into the bond between individuals and their digital representations.
Situated within the domain of gaming psychology, identity development and human computer interaction (Biocca, 1997; Klimmt et al., 2009) this research seeks to delve into the dynamics that underlie the connection between one’s self and their digital persona. The review will examine aspects such as identity versus identity, avatar appearance and potential correlations, between these two concepts.

[bookmark: _Toc163671324]Literature Review
[bookmark: _Toc163671325]Identity and Virtual Identity
Studies have revealed that people often develop connections, to their representations referred to as avatars in gaming worlds (Freeman & Maloney 2021). These avatars act as reflections of oneself. Can impact how users view themselves and behave in spaces (Christoph et al., 2010). For example, individuals might project elements of their identities onto their avatars resulting in feelings of empowerment and self-improvement (Jin, 2009). It is crucial to grasp the intricacies of identity formation in video games to understand the mechanisms, behind player avatar identification. How it influences self-perception and social interactions.
[bookmark: _Toc163671326]Avatar Appearance
Avatar customisation is an aspect of expressing oneself and projecting identity, within gaming communities. Players often dedicate time and effort to create avatars that mirror their self-image and social persona. Research indicates that the appearance of avatars can impact users’ attitudes, behaviours and emotional experiences in environments. Moreover, personalising avatars has been linked to heightened immersion and enjoyment in video game settings. Understanding the reasons behind selections and the psychological processes involved in customisation is essential for exploring how avatars influence player avatar connection and self-expression, in gaming environments.
[bookmark: _Toc163671327]Identity and Avatar Appearance
[bookmark: _Toc866144440][bookmark: _Toc1689137553]People often like to create representations of themselves that mirror how they look in life or how they wish to appear (Trepte et al., 2009). The resemblance, between a person’s appearance and their avatar can impact how they see themselves interact with others and experience emotions in settings (Nosek et al., 2016; Lee et al., 2021). Moreover the way an avatar looks has been connected to how individuals think and behave affecting aspects like self-confidence concerns about body image and performance in activities (Kocur et al., 2020; Park, 2017; Peña et al., 2016). 
Recognising the connection between a person’s attributes and their avatars visual representation is crucial for understanding the processes involved in identifying with game characters and its significance, for shaping ones identity and expressing oneself while gaming. 
[bookmark: _Toc163671328]The Connection Between Real and Virtual
[bookmark: _Toc1623146907][bookmark: _Toc523910730]This study explores how the physical traits of players, in life are linked to the attributes of their avatars in games. By investigating this correlation and its impact on the bond between players and their avatars the study aims to provide insights into how player avatar interactions function in worlds. Through an approach this research seeks to expand upon existing knowledge on design. Insights from studies like those conducted by Kocur et al. (2020) Lee et al. (2021) Liew et al. (2018) Lin and Wang (2014) and Nosek et al. (2016) offer perspectives on the intricacies of player avatar connections paving the way for a deeper comprehension of the psychological processes involved in avatar creation and identity development within virtual realms. 
These discoveries contribute to a understanding of how players real life identities intersect with their virtual personas emphasising the importance of customising avatars fostering social bonds and implementing interventions that enhance self-esteem in virtual settings.
Respondents will be asked to complete a survey where they will share information about customising their in game avatars and express their feelings regarding connection and resemblance, with their counterparts.
The research aims to explore the aspects that impact how players relate to their avatars, in video games shedding light on the bond between ones physical self and its digital counterpart.
What role does the resemblance between a players appearance and their virtual avatar play in shaping their connection, with their character?
[bookmark: _Toc163671329][bookmark: _Toc352515760][bookmark: _Toc595634436]Psychological Dynamics in Virtual Interactions
This study investigated how individuals perceive themselves in environments with a focus, on understanding identity expression and emotional engagement in realms. To explore this further it is important to review existing research.
In the world of video games, the connection between a players perception of their real world characteristics and there in game avatar becomes an area of interest. This link highlights the relationship between players physical identities and the virtual characters they control, prompting an examination of the emotional processes involved in player avatar interactions. Drawing from established theories this exploration seeks to navigate the complex dynamics of avatars and self-perception to uncover the various aspects of identity formation, within gaming environments.
Additionally, research conducted by Park (2017) Peña et al. (2016) Trepte et al., (2009) and Yee et al., Has contributed insights into this topic.
In 2007 more insights were provided on how people react to bodies the impact of avatar body size, on physical activity gamers approaches to creating avatars based on gender and sex and the continued influence of societal norms in virtual online spaces.  
These findings enhance our comprehension of the interaction between players and their avatars as the effects, on shaping identity and emotional involvement in digital worlds.
[bookmark: _Toc163671330]Cognitive and Emotional Aspects of Player-Avatar Connection
[bookmark: _Toc1574782406][bookmark: _Toc783253350]Exploring the relationship, between gamers and their virtual alter egos reveals an issue that encompasses both cognitive and emotional aspects. Understanding how players reconcile their selves with their avatars mentally while also considering the emotional bonds formed in virtual gaming realms sheds light on the impact of identity alignment in cyberspace. Players consciously project aspects of their identities onto their personas creating a significant intersection where self-perception merges with digital representation influencing their sense of connection to the character. This exploration goes beyond surface level analysis of gaming sociology.
A study by Kumar et al. (2008) delved into how individuals construct and express their identities in environments highlighting the importance of forming ties within digital spaces. As users navigate their identities emotions play a role in shaping this intricate process. The correlation, between real life characteristics and avatar traits holds significance in this context.
Studying the origins and evolution of these connections not enhances our understanding of gaming psychology but also links to broader psychological areas such, as identity, emotions and human computer interaction. While emphasising the importance of establishing bonds in realms the researcher could delve deeper into specific participant demographics like age groups or levels of gaming expertise. Although exploring connections in shaping identities is valuable the study could offer more insights by specifying the number of participants involved and addressing any potential demographic biases. Furthermore a thorough analysis of participants emotional experiences could enrich the comprehensiveness.
Moreover while underscoring the significance of real life characteristics influencing avatar traits it would be beneficial for the paper to engage in a nuanced discussion on how this correlation impacts groups within the gaming community. Despite these considerations it significantly contributes to our comprehension of gaming psychology and its intersection with realms such as identity development and psychological processes, in human computer interactions.
The mental and emotional aspects tied to gaming encounters are meticulously examined, as demonstrated by Klimmt et al.s (2009) research. This study also intersects with identity formation within the realm of self-representation (Biocca, 1997).By delving into the aspects of creating identities through avatars in digital immersive gaming environments this study, along with the field of human computer interaction provides a comprehensive insight into how individuals engage with and mold their virtual characters (Nagy & Koles 2014; Green Hamann & Sherblom 2013; Hoffner & Buchanan 2005; Konijn & Hoorn 2005). The fusion of these diverse disciplines aids in gaining an understanding of the psychology that underlies the concept of player avatar connection.
[bookmark: _Toc163671331]Avatar Customisation and Psychological Implications
Understanding how players relate to their, in game characters involves studying the characteristics of real-life players. Attributes such as height, body shape and facial features play a role in how players project themselves into the world according to Hoffner & Buchanan (2005).
The ability to customise avatars within games is an element as noted by Green Hamann & Sherblom (2013). Players utilise these representations to express themselves creating identities they aspire to embody or exploring facets of their personalities. Another important aspect is the choices players make in altering their avatars and the reasons behind those decisions as discussed by Konijn & Hoorn (2005).
Advancements in technology have greatly enhanced creation fidelity in years. Platforms like ReadyPlayer.me highlight this progress, by offering users customisation options and lifelike avatars. Leveraging AI algorithms ReadyPlayer.me creates detailed avatars that closely resemble their real-life counterparts. Users can meticulously personalise features of their avatars with accuracy and detail.
Virtual reality platforms, like VRChat have taken customisation to heights offering users a wide range of tools to craft unique digital personas. Games such as Baldur’s Gate and The Sims 4 are renowned for their character customisation options allowing players to create avatars tailored to their liking. These innovations do not enhance the appeal of avatars but also enhance the immersive experience within virtual environments. Additionally, the user friendly interfaces and accessibility of these platforms make avatar creation more inclusive enabling people from backgrounds to express themselves in digital realms. In essence the advancement in avatar fidelity represents a milestone, in merging technology with self-expression influencing identity and social interactions in meaningful ways.[image: How to Create Ready Player Me Avatars for Cascadeur OInline (Fast) -  Cascadeur blog]
Appendix A

[bookmark: _Toc406129532][bookmark: _Toc1655831842]The integration of players real life characteristics, into their avatars has garnered significant attention in scientific research. Research in this field seeks to understand how players relate their selves to the personas they maneuver. Several studies have delved into the impact of customising avatars on involvement, self-perception and the bond, between the player and the avatar (Banks, 2015; Downs et al., 2019; Freeman & Maloney 2021).
[bookmark: _Toc163671332]Variablity
Lin and Wangs research, in 2014 offered insights into how players who closely resembled their avatars experienced emotional connections in gaming. However, to make the findings widely applicable it would be beneficial to include an more diverse group of participants. Relying solely on self-reported emotions could introduce biases so exploring measures of responses is recommended.
In contrast Downs et al (2019) explored the dynamics of player avatar identification uncovering how players relationships with their avatars impact their gaming experiences. While their work contributes significantly to understanding player avatar interactions it's important to recognise limitations in measuring self-identification. Future studies could investigate how individual differences like personality traits or gaming experience influence the connection between player avatar identification and gaming outcomes.
Together these studies highlight the relationship between user avatar representation and emotional engagement in gaming emphasising the nature of avatar portrayal, in gaming environments.
Despite the contributions made there is room, for research to address certain methodological limitations and delve into additional variables. This would lead to a understanding of the dynamics between players and their avatars in virtual worlds.
Studying how players physical characteristics influence their connection within game characters sheds light on the bonds formed within environments. The goal of this research area is to determine if a stronger link between oneself and their virtual representation enhances engagement. For instance a study by Koles and Nagy (2012) found a correlation between players who closely resembled their avatars and reported attachment and satisfaction in the immersive gaming world.
Examining the features of in game avatars and the level of user character identification provides insight into the emotional impact of avatar personalisation. Downs et al. (2019) showed that players who extensively customised their avatars felt a connection, with their counterparts. This underscores the value associated with shaping and personalising one’s depiction.
Previous studies that consider all three factors present a view of how life physical traits, avatar attributes and player avatar identification strength intersect. Nagy and Koles (2014) conducted a longitudinal analysis tracking participants who closely mirrored their selves through avatar representation.
The study not found that players stayed engaged consistently but discovered subtle changes, in how they identified with their characters over time. This deep understanding aligns with the theories proposed by Bandura (1986, 2002) Biocca (1997) Cohen (2001) and Lazarsfeld & Merton (1954) among others shedding light on the connections between players and their virtual personas.
However, while these studies provide insights into how users relate to their avatars they often encounter hurdles. Challenges like sample sizes differences in gaming experiences and the changing process of customising avatars make it difficult to draw broad conclusions. Additionally relying on self-report measures in studies introduces biases due to their subjective nature. Moreover there is a shortage of long term studies exploring the relationship between players and their virtual identities (Liew et al., 2018).
Research into the attributes of in game avatars and the depth of players emotional connection with them uncovers a web of psychological experiences within video games. Each element, from characteristics, to player identification impacts aspects of the player avatar bond (Fox, J., Gilbert, M., & Tang W. Y. (2018)). 
When considering all three aspects together a more, in depth comprehension of the interaction between ourselves and digital counterparts emerges. Although there were challenges in the way the studies were carried out and areas that require exploration these research findings collectively push forward our understanding of player avatar connection to a nuanced level.
The existing body of work on how players form bonds with their avatars lays the groundwork for understanding how physical attributes in the world characteristics of in game avatars and the intensity of identification intertwine. However there remains a gap in knowledge regarding how specific combinations of these elements may impact engagement and the depth of attachment in gaming. While individual studies have examined how real life traits and avatar attributes influence the connection to one’s self independently there is an absence of thorough exploration into how these elements along, with overall identification strength contribute to this dynamic.
[image: Zuckerberg and Fridman show off insane leap in face-to-face VR chat]
Appendix B
The practical implications of this research hold importance especially given the rise, in popularity of avatars and their expanding uses. Notable figures like Lex Friedman and Mark Zuckerberg have emphasised the potential of the avatar creation. With avatars becoming more realistic and the metaverse expected to grow avatars will have a role in interactions and future game development. Thus, understanding the intricacies of player avatar relationships is vital, for shaping environments and improving user experiences in gaming and other areas. 

[bookmark: _Toc1481403505][bookmark: _Toc1142130674][bookmark: _Toc163671333]Method
[bookmark: _Toc1990984082][bookmark: _Toc436060294][bookmark: _Toc163671334]Research Questions
RQ1: How does alignment between self-perception and virtual avatar appearance influence engagement in virtual interactions and social activities within virtual environments?
RQ2: How do individuals' perceptions of their virtual avatars' appearance influence their self-esteem and engagement in social interactions within virtual environments?
RQ3: What is the relationship between individuals' experiences in virtual environments and their self-perception in the physical world, including comparisons between their physical appearance and their virtual avatar's appearance, as well as the influence of virtual experiences on real-life self-confidence?
[bookmark: _Toc163671335]Hypotheses
H1: There will be a positive correlation between individuals' ratings of the importance of their virtual avatar's visual representation and their self-perception and confidence in virtual environments.
H2: Individuals who report feeling a stronger connection to their virtual avatar's appearance will exhibit higher levels of self-esteem and engagement in social interactions within virtual environments compared to those who feel less connected to their avatar's appearance.
H3: Engagement with virtual environments will positively influence individuals' self-perception in the physical world, as evidenced by increased tendencies to compare physical appearance to virtual avatar appearance and enhanced self-confidence in real-life situations, particularly among those who rate the importance of avatar appearance highly.
	
The research questions and hypotheses are based on combining discoveries to investigate how players real life traits, avatar customisation and identification, with their virtual selves intersect to affect emotional engagement, in video games. This study aims to deepen our comprehension of player avatar dynamics by offering a view of the complexities involved and how they shape players interactions with their identities.
[bookmark: _Toc163671336]Design
[bookmark: _Toc222228021][bookmark: _Toc990397669]The study used a cross-sectional correlational design to explore how the connection, between players and their avatars in video games affects emotional involvement. The factors studied included player avatar alignment, which compares how closely players real life characteristics match those of their in game characters as individual traits like gaming experience and personality. Emotional engagement in worlds was the focus. Participants rated their perceptions of player avatar alignment, gaming experience, personality traits and emotional engagement on a Likert scale. Then being assigned to groups participants responses were treated as continuous variables, for analysis. To ensure the accuracy and reliability of the results controls were put in place through questionnaire design and statistical assessments to address any variables that could impact the findings.
[bookmark: _Toc163671337]Participants
Participants (N=38) with ages ranging from 18 to 54 years (M= 29.07, SD= 8.49) were recruited using convenience and snowball sampling methods. The recruitment process involved posting the survey link on Reddit, Instagram, as well as sharing it within on SurveyCircle. The sample comprised 16 women, 13 men, 2 non-binary individuals, and 1 participant who preferred not to specify their gender. Among the participants, the majority fell into the 18-24 years age group. The majority of participants were from Ireland. 41 responses were collected; however, 3 were removed due to invalid responses. Ethical approval for the study was obtained from the Department of Technology and Psychology Ethics Committee, and participants were treated in accordance with the guidelines outlined in the Psychological Society of Ireland Code of Ethics (PSI, 2019).
[bookmark: _Toc789087911][bookmark: _Toc412694190][bookmark: _Toc163671338]Materials
The study was carried out using Microsoft Forms, a survey tool. Microsoft Forms helped in creating a questionnaire to collect responses, from participants. Participants accessed the survey online through platforms like Reddit, Instagram and SurveyCircle. The questionnaire consisted of items aimed at evaluating aspects of participants perceptions and experiences related to the research questions of the study. It included queries about participants demographic details such as age, gender and country of residence. Moreover, the survey contained Likert scale questions to gauge participants feelings, preferences and experiences concerning identity and avatar representation. The Likert scale ranged from 1 to 5 with responses indicating levels of agreement or disagreement with statements, in the survey. The survey tool was administered online allowing participants to complete it remotely at their convenience.
Pilot Test
[bookmark: _Toc1113472968][bookmark: _Toc1445549717]A trial run involving three individuals was carried out to check the functionality and clarity of the survey. It took an average of four minutes for participants to complete it.
[bookmark: _Toc163671339]Process
Following the guidelines set by the Psychological Society of Ireland (PSI) and the Institute of Art, Design and Technology (IADT) participants were instructed to access the questionnaire through Microsoft Forms. Upon entering the survey participants were given an information sheet outlining the purpose of the study, confidentiality measures and their rights, as participants. Participants provided consent before answering questions about demographics. Each participant received an identification code to ensure confidentiality in data management. After responding to questions participants filled out the Adaptive Self Scale. The questionnaire ended with participants agreeing to participate and receiving a debriefing that expressed appreciation for their involvement. Steps were taken to reduce factors impact, on results. All procedures followed ethical guidelines established by PSI and IADT.



[bookmark: _Toc163671340]Results

	

	
	Frequency
	Percent
	Valid Percent
	Cumulative Percent

	GENDER
	Man
	13
	40.6
	40.6
	40.6

	
	Woman
	16
	50.0
	50.0
	90.6

	
	Non-binary
	2
	6.3
	6.3
	96.9

	
	Prefer not to say
	6
	3.1
	3.1
	100.0

	
	Total
	38
	100.0
	100.0
	



[bookmark: _Toc163671341]Table 1
This table shows how the participants, in the study identified their gender. A total of 38 people took part.
Most participants identified as women making up 50.0% of the group.
Men made up 40.6% of the participants coming in as the group.
Nonbinary individuals accounted for a portion at 6.3%.
A few participants (3.1%) opted not to specify their gender.
Overall, there is an representation of genders in the study with slightly more women than men participating. This diverse mix allows for an exploration of research questions while being inclusive of gender identities.
[image: ]
[bookmark: _Toc163671342]Table 2
This table displays information on how participants viewed their avatars based on statements, categorised by their gender identity. Each statement was rated from 1, to 4 on a Likert scale, where 1 represents disagreement and 4 represents agreement. An analysis was done to interpret these findings.
Most statements showed scores leaning towards agreement or strong agreement.
Participants generally agreed that the visual representation of their avatar holds significance for them creating a sense of connection, with its appearance. The customisation options available for their avatar also play a role in influencing their enjoyment of environments. 
However, there were some differences in responses noted. While most participants acknowledged that their avatars appearance impacts how they perceive themselves within the realm there was less consensus on its effect on their self-image in the real world. Similarly, opinions varied regarding how others reactions to their influence their self-esteem within spaces.
[image: ]
[bookmark: _Toc163671343]Table 3
Box’s Test of Equality of Covariance Matrices assesses whether the covariance matrices of variables are consistent across groups. In this examination Boxs M value is 168.085, with an associated F statistic of 1.066 having degrees of freedom (df1) at 78 and (df2) at 2089.522.
The p value associated with the test is.327 showing that the results are not statistically significant, at the alpha level of.05. As a result we do not reject the hypothesis indicating that there is no distinction in the covariance matrices of the dependent variables, among the groups categorised by the design encompassing both intercept and gender variables. This suggests that the assumption of covariance matrices holds true validating statistical analyses.









[bookmark: _Toc1719863498][bookmark: _Toc1298067816][bookmark: _Toc163671344]Discussion
The results of the study shed light on how players real life physical traits relate to their, in game avatars in the world of video games. The research aimed to uncover how aligning one’s self-perception with their virtual avatar impacts engagement in interactions the effects of individuals perceptions of their avatars appearance on self-esteem and social interactions and how experiences in virtual worlds affect self-perception in reality.
Hypothesis 1; There is a link between how individuals rate the importance of their avatars representation and their self-confidence and perception within virtual environments. The average rating for visual representation importance was 3.37 (standard deviation = 1.762).
An analysis of variance (ANOVA) was carried out to explore the connection between visual representation significance and self-confidence and perception within environments.
Hypothesis 2; People who feel a bond with their avatars appearance are likely to have levels of self-esteem and social interaction engagement in virtual settings compared to those who feel less connected to their avatars look. The average score, for feeling connected to the avatar’s appearance was 3.26 (standard deviation = 1.719).
An analysis was carried out to study how feeling connected to the avatars looks relates to self-esteem and participation, in interactions. The hypothesis suggests that involvement in worlds can have an impact on how individuals perceive themselves in real life by comparing their physical appearance to their avatars appearance and gaining confidence especially for those who value their avatars looks highly. The average rating for the influence of experiences on self-perception in the world was 1.66 (standard deviation = 1.258). Another analysis was done to investigate how engagement with environments affects self-perception in the world.
The results revealed a link between players actual physical traits matching their in-game avatars attributes and emotional involvement within virtual settings. Additionally individuals who felt closely connected to their avatars appearance reported levels of self-esteem and social interaction engagement within environments compared to those who felt less attached, to their avatars looks.
Furthermore, engaging with worlds has an impact, on how individuals see themselves in the real world. This is evident through their increased tendency to compare their appearance with that of their avatars and feel more self-assured in real life situations especially among those who place a high importance on their avatars appearance.
However, it is important to recognise limitations of the study. The sample size was relatively small. Participants were gathered using snowball sampling methods, which could restrict the applicability of the results. Additionally, the study relied on self-reported data, which may be influenced by biases and not fully capture the complexity of the concepts being studied.
Given these constraints future research should focus on replicating and expanding upon these findings using diverse samples obtained through random sampling techniques. Employing an approach could also provide insights into how player avatar alignment impacts psychological well-being and behaviour over time. Furthermore, incorporating measures like responses or behavioural observations alongside self-reported data could offer a more comprehensive understanding of this phenomenon.
In conclusion this study adds to the existing body of research on the relationship between players and avatars, in environments.
The research emphasises how crucial it is for individuals to align their self-image with their avatars appearance shedding light on how virtual identity influences peoples actions and experiences, in real life situations. Ultimately grasping the subtleties of player avatar harmony carries significance, for crafting settings and improving user interactions impacting not just gaming but a wide range of digital engagement fields.
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Information Sheet 1/2

Title of project: Exploring Personal Avatar Identification and Player-Avatar Alignment in Online Gaming.

You are being invited to take part in the research Exploring Personal Avatar Identification and Player-Avatar Alignment in
Online Gaming. This project is being undertaken by Niamh Whelan for our major research project as part of the BSc (Hons) in
Applied Psychology, IADT.

Before you decide whether you wish to take part, it is important for you to understand why this research is being done and
what it will involve. Please take time to read this information carefully and discuss it with someone you trust. If there is any-
thing that is unclear or if you would like more information please ask, our contact details are at the end of this information
sheet. Thank you for reading this.

What is the purpose of the project?

In the world of online gaming, players interact with virtual environments through personalised avatars, blurring the line be-
tween reality and the digital realm. This research aims to explore the connection between players' real-life physical traits and
the attributes of their in-game avatars. Using an online questionnaire, this research seeks to understand how the alignment
between these two aspects influences the strength of player-avatar identification.

Who is being invited to take part?
This research is intended for individuals aged 18 and above who actively design and use virtual avatars.

What
If you choose to participate in this study, you will be asked to complete an online questionnaire. The questionnaire will begin

involved?

with demograp hic questions, including inquiries about your age and gender. Following this, you will be prompted to provide
information regarding your real-life physical characteristics. Finally, you will respond to questions gauging the strength of your
identification with the avatar. The entire survey is expected to take approximately 10 to 15 minutes. Your participation is en-
tirely voluntary, and you may withdraw from the survey at any point without penalty.

Do | have to take part?

You are free to decide whether you wish to take part or not. If you do decide to take part, you will be asked to sign a consent
form that lets us know you have read this information sheet and understand what is involved in the research. You are free to
withdraw from this study at any time and without giving reasons.

What are the disadvantages and risks (if any) of taking part?

Participating in this study carries minimal risks. Discussing personal characteristics and experiences may cause mild discomfort.
You can choose not to answer any questions or withdraw from the study at any point.

What are the possible benefits of taking part?

Participating in this study may not provide direct benefits to individual participants. However, your involvement will signifi-
cantly contribute to advancing our understanding of the relationship between real-life and in-game avatars in online gaming.
The information gathered will aid in enriching academic knowledge in this field, potentially leading to insights that could ben-
efit the broader gaming community.

How will my information be used?

Participant responses will be combined and analysed anonymously. Individual data won't be identifiable in the final report.
Results will be shared in the BSc (Hons) in Applied Psychology thesis at the Dun Laoghaire Institute of Art, Design 8
Technology, accessible through the library or by contacting the researcher at N00200384@iadtie and supervisor Robert Griffin
at Robert Griffin@iadtie. The study may also be published in academic journals or featured in blog posts and media articles,
with information available upon request from the researcher.

https://forms.office.com/Pages/DesignPageV2. aspx ?origin=NeoPortalPage &subpage=design&id=e5V92hEVQkqy9Xj4R_jlegsOvgomg7hAtVHa4...  1/9
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Information Sheet 2/2

How will my data be protected?

Under the EU General Data Protection Regulation (GDPR) the legal basis for collecting data for scholarly research is that of
public interest. The regulations regarding the protection of your data will be followed. Only data which is needed for analysis
will be collected. By giving your consent to take part in the study you are consenting to the use of your data as detailed in this
information sheet.

The data will be retained by the researcher for at least one year and may be retained for up to 7 years if the results of the
study are published in certain capadities (e.g. in a journal article). There is also a possibility that the fully anonymised dataset
may be submitted to a journal and made available to other researchers and academics worldwide for verification purposes,
but if this occurs it will be ensured that you are not identifiable from the data.

As the supervisor on this project Robert Griffin is responsible for ensuring that all datasets will be stored in accordance with
GDPR regulations and those which are not submitted to a journal will be fully deleted on or before 23 January 2031.

The collected anonymous data will be accessible to the researcher, Niamh Whelan, and the supervisor, Robert Griffin. Data will
be securely stored on a password-protected computer. In case of a data breach, the data protection officer at IADT will be
promptly notified. The data will be fully anonymous; participants will create a unique ID to withdraw their answers before data
analysis. The supervisor will maintain the data on a password-protected computer and dispose of it following the stipulated
timeframe.

You will find contact information for IADT's Data Protection Officer, Mr. Bernard Mullarkey, and more information on your

rights concerning your data at https.//iadtie/about/your-rights-entitlements/gdpr/

Who has reviewed the study?
This study has been approved by the IADT Psychology Ethics Committee.

What if you have any questions or there is a problem?

If you have a concemn about any aspect of this study, you may wish to speak to the researcher(s) who will do their best to an-
swer your questions. You should contact Niamh Whelan at N00200384@ ladt.e or their supervisor Robert Griffin at

Robert Griffin@iadtie

Thank you for your time and attention in reviewing this information sheet.

Date
22 January 2024
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Consent Form

Title of the Project: Exploring Personal Avatar Identification and Player-Avatar Alignment in Online Gaming.
Name of Researcher: Niamh Whelan

O | confirm that | have read and understand the information sheet for the above study and have had the
opportunity to ask questions.

O | understand that my participation is voluntary and that | am free to withdraw at any time.

O | understand that data collected about me during this study will not be identifiable when the research is
published.

O | am over 18 years of age.

O | agree to take part in this study.
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Participant Code

6. Please provide us with an anonymised code which we can use to identify your data if you
later wish to have it removed from our dataset. Please do so by answering the two following
questions:

* What are the second letters of your first and last name? (For example, if your name is
Jane Smith, these letters would be 'AM")

* What are the last three digits of your telephone number?

o Full example would be AM123

7. Have you ever customised a virtual avatar? *

O Yes
O No

https://forms.office.com/Pages/DesignPageV2.aspx ?origin=NeoPortalPage &subpage=design&id=e5V92hEVQkqy9Xj4R_jlegsOvgomg7hAtVHa4...  4/9
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Virtual Avatar Appearance

For each of the following statements, please rate the extent to which you agree or disagree, using the scale from 1to 5 as
shown below

8. Virtual Avatar Appearance *

Strongly
Disagree Disagree Neutral Agre
The visual representation of my virtual avatar
is important to me. O O O (
| feel a sense of connection to my virtual
avatar's appearance. O O O (
| prefer my virtual avatar to have a realistic
appearance rather than a stylised or fantastical O O O C

one.

The customisation options for my virtual

avatar impact my overall enjoyment of virtual O O O (
environments.

9. Self-Perception in Virtual Environments *

Strongly

Disagree Disagree Neutral Agre
My virtual avatar's appearance affects how |
perceive myself in the virtual world. O O O (
I feel more confident in virtual environments
when my avatar's appearance aligns with my O O O C
self-image.
The reactions of others to my virtual avatar
influence my self-esteem in virtual spaces. O O O (
| am more likely to engage in social
interactions in virtual environments when my
avatar's appearance is in line with my self- O O O (
perception.

10. Self-Perception in the Physical World *

Strongly

Disagree Disagree Neutral Agre
My experiences in virtual environments impact
how | perceive myself in the physical world. O O O (
The way | customise my virtual avatar has no
bearing on my self-perception in real life. O O O (
| find myself comparing my physical
appearance to my virtual avatar's appearance. O O O (

Engaging with virtual environments has

influenced aspects of my self-confidence in O O O C
real-life situations.

https://forms.office.com/Pages/DesignPageV2. aspx ?origin=NeoPortalPage &subpage=design&id=e5V92hEVQkqy9Xj4R_jlegéOvgomg7hAtVHa4...
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11. Reflecting on your experiences, to what extent do you think virtual avatars can shape
individuals' self-perception both in virtual and physical contexts?

12. Feedback and Recommendations for Study

https://forms.office.com/Pages/DesignPageV2. aspx ?origin=NeoPortalPage&subpage=design&id=e5V92hEVQkqy9Xj4R_jlegsOvgomg7hAtVHa4...  6/9
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Demographic Information

13. Gender: | Identify as *
O Woman
O Man
O Non-binary

O Prefer not to say

14. Age: | am *

O Under 18 years
18-24 years
25-34 years
35-44 years

45-54 years

65-74 years

75 years or older

O
O
O
O
O s56tyears
O
O
O Iprefernot tosay

15. Country: | am from *

https://forms.office.com/Pages/DesignPageV2.aspx ?origin=NeoPortalPage &subpage=design&id=e5V92hEVQkqy9Xj4R_jlegsOvgomg7hAtVHa4...  7/9
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Confirmation of Consent for Data Use

16. Having completed the questionnaire: *

O | consent to the researchers using my answers for their research.

O | wish to have my answers removed from the research.

https://forms.office.com/Pages/DesignPageV2.aspx ?origin=NeoPortalPage&subpage=design&id=e5V92hEVQkqy9Xj4R_jlegsOvgomg7hAtVHa4...  8/9
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Debriefing Information Form

Title of Project: Exploring Personal Avatar Identification and Player-Avatar Alignment in Online Gaming.
Name of Researcher: Niamh Whelan

Thank you very much for taking part in this research study.

This study explores the impact of virtual avatar appearance on self-perception in both virtual and physical realms. Utilising
Likert scale questionnaires, the research aims to uncover subtle relationships between avatar customisation, self-esteem in the
virtual environment, and its effects on real-world self-perception.

Withdrawal information

If you have any questions about this study, or if you would like to withdraw your data from the study, please contact the re-
searcher or supervisor at N00200384 @iadt.ie or RobertGriffin@iadtie. In your email let them know your unique ID code (The
second letters of your first and last name and the last three digits of your mobile phone number). If you submit a request for
data removal, all data collected from you will be securely deleted. You will be able to remove your data from the study until 1
March 2024 when the data will be combined and analysed. Data removal will not be possible after that date. Please keep a
copy of this information in case you wish to remove your data after leaving this screen.

Data protection

Your data will be treated according to GDPR regulations. You will find contact information for IADT's Data Protection Officer,
Mr Berard Mullarkey, and more information on your rights concerning your data at https://iadtie/about/your-rights-
entitlements/gdpr/

Support resources
If you have been affected by the content of this study in any way, the organisations below may be of assistance.

Crisis Text Line: Text MU to 50808 to chat with a trained volunteer.
MyMind: Provide counselling and psychotherapy both online at mymin.org/contact and by phone at 076 680 1060

HelpLink: Provide online counselling debrief and therapy at helplinksupport@helplink.ie

Pieta: Operates a 24/7 freephone support and text support services by calling 1800 247 247 or Texting HELP to 51444
Samaritans: Available 24/7 for free support by phone 116 123 or Email; jo@samaritans.ie

Spunout: A youth information and support platform — https://spunout.ie/life/dimate/how-to-handle-dimate-anxiety

Thank you again for taking the time to participate in this research.
If you have any questions about this study, please contact the researcher or supervisor at N0O0200384 @iadt.ie or
Robert Griffin@iadtie .

This content is neither created nor endorsed by Microsoft. The data you submit will be sent to the form owner.
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