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Abstract. This study investigated the use of verbal and nonverbal communica-
tion tools avatar representation in Second Life virtual world. Students’ res-
ponses to a questionnaire and interviews were analyzed. Results showed that 
students found that discourse tools, such as private message and call, very  
useful to increase their communication with peers and get feedback from the in-
structor. Moreover, majority of the participants found the use of peers’ gestures. 
Furthermore, results suggest that different avatars reflect peers’ inner personali-
ties increased students’ communication with peers. 

1 Introduction 

The rapid development of new technologies has changed the way we communicate, 
collaborate, and learn. Three-dimensional (3D) virtual worlds have been one of these 
technologies that provide us new opportunities. Recently virtual worlds have been 
used for different purposes, including education, commerce, medicine, and military 
training. Development in wireless computing, audio and video technologies as well as 
the ubiquity of multimedia and Internet made the 3D virtual worlds more practical 
and usable (Dalgarno & Lee, 2010; Dickey, 2005; Warburton, 2010).  

Second Life (Linden Lab, San Francisco) and Active Worlds (Active Worlds Inc., 
Las Vegas) are some of the examples for virtual worlds. Second Life is one of the 
popular one, and statistics showed that 30 million registered SL users as in July 2012 
(Linden Research, 2012). 

As the use of virtual worlds have been increasing, examining the experiences of 
individuals in virtual worlds and the way they communicated by using both verbal 
and nonverbal communication tools have become an important issue. The purpose of 
this study was to examine how the affordances of virtual worlds affected the expe-
riences of preservice teachers during the learning of collaboration learning techniques 
in Second Life virtual world. Specifically, the study aimed to examine to how does 
verbal communication (voice, audio, chat), non-verbal communication (gestures), and 
avatar representation (unique identity) affected their experiences. 
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One student said: “Even we were at the other side of the virtual classroom or isl-
and, we were still able to communicate with our peers. It was very good.”  

Although most of the students saw the benefits of discourse tools to increase com-
munication, 20% of the students found it difficult to use. They said that especially the 
group chat deficit their attention and they found writing and following all the discus-
sion at the same time difficult.  

Students said that they had problems at first, but then they got used to it. One stu-
dent said: “When one peer ask or make a comment on something in group chat, there 
were more than one answer or comment. This was a little bit chaotic. But, I think it 
was because we had just started using the tool in this kind of environment.” On the 
other hand, 60% of the students did not have problems about discourse tools. 

In terms of use of gestures, all of the participants used basics, including raising 
hand, clap, agreement, disagreement. As shown in figures, majority of the participants 
found the use of gestures important, 45% very much, and 22% extremely. However, 
22% of them found it somewhat important, and 11% of them found a little important. 
Participants’ ratings for the importance of the peers’ avatars use of gestures showed 
similar results. Majority of the participants found the use of peers’ gestures 35% very 
much, 26% somewhat. On the other hand, 26% of them found it somewhat important, 
and 11% of them found a little important, and %2 of the found not important at all. 

In terms of avatar resemblance, results showed that almost half of the participants’ 
avatar resemble to themselves. Moreover, while 37% of the participants’ avatar beha-
vior and personality resemble to their real behavior and personality very much, 13 % 
does not resemble at all. While 35% of the participants found resemblance of their 
avatar is important for them, 35% percent found it is not important at all. 

Questionnaire results of the importance of the use gesture and expressions and ava-
tar representation is shown in Figure 2, 3, 4, 5, 6 and 7. 

 

Fig. 2. Importance of the use of gestures and expressions  

a little
11%

somewhat
22%

very much
45%

extremely
22%

How important for you to use gestures 
and expressions with your avatar?



 Communication and Avatar Representation during Role-Playing 213 

 

 

 

Fig. 3. Importance of the use of peers’ gestures and expressions 

 
 
 

 

Fig. 4. Avatar resemblance 
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Fig. 5. Avatar behavior and personality 

 
 
 

 

Fig. 6. Importance of avatar resemblance  
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Fig. 7. Importance of peers’ avatar resemblance  
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