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Abstract. Avatars are increasingly recognized as important components of online interactions, particularly within the
context of the Metaverse. However, research on their inclusive representation remains relatively limited. This study seeks
to examine self-representation through avatars, with a particular focus on personalization and its potential implications for
inclusion and diversity. An online survey was conducted with 133 participants to investigate how demographic factors,
such as age and race/ethnicity, may influence preferences for avatar personalization. The findings suggest that age and
race/ethnicity may play a significant role in shaping avatar personalization preferences, with age appearing to have a more
consistent influence. This study highlights the potential importance of considering demographic diversity in efforts to
design more inclusive and representative virtual environments.
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1 Introduction
The term “avatar” originally stems from Indian mythology,
where it refers to a deity taking on a human form to offer hu-
manity new perspectives, self-awareness, and self-realization.
In virtual environments, however, avatars serve as digital rep-
resentations of their users [Bailenson et al., 2008]. Widely
utilized in online games, virtual stores, online messaging, and
forums, avatars have been found to wield influence over users’
perceptions and behaviors. A change in avatar representation
can lead to a modification in user behavior, a phenomenon
identified as the “Proteus Effect” [Yee and Bailenson, 2007].

Avatars play an essential role in diverse virtual con-
texts, particularly as the vision of a Metaverse centered on
avatar-mediated interactions underscores the need for authen-
tic representation [Hourcade et al., 2024]. While customiza-
tion empowers individuals to construct digital versions of
themselves, this process is influenced by a variety of socio-
technical factors. For instance, Wu et al. [2023] found that
self-representation is directly shaped by identity and self-
expression, often navigating the tension between personal
attitudes and societal expectations.

Furthermore, the virtual environment’s context is critical
in determining how users choose to represent themselves.
Consequently, the degree of visual resemblance between users
and their avatars varies according to situational perceptions;
in casual social settings, for example, users tend to be more
open to self-disclosure and are often inclined to customize
avatars that reflect personal ideals or fantasies [Wu et al.,
2023].

Self-representation through digital avatars in virtual

ecosystems has emerged as a pivotal domain of inquiry within
Human-Computer Interaction (HCI) and collaborative sys-
tems. Although previous scholarship has predominantly ex-
plored avatar design and customization within specific, task-
oriented boundaries, there remains a significant empirical
void regarding customization across broader activity spec-
trums. More critically, the promotion of inclusive representa-
tion remains an underdeveloped area of research, particularly
concerning the socio-technical barriers and representational
frictions faced by marginalized groups [Mack et al., 2023;
Zhang et al., 2023; Han and Ho, 2024; Smith, 2024; Oye-
dokun et al., 2024] and [Kosciesza, 2025].

In Brazil, the necessity of advancing ethno-racial and
gender equity within the technology sector is further rein-
forced by the strategic proposal of Sustainable Development
Goal 18 [Visseren-Hamakers, 2020]. This national impera-
tive seeks to guarantee equality across both academic training
and professional practice, aligning with the GrandIHC-BR
2025-2035 roadmap [Neris et al., 2024]. This work identifies
plurality and decoloniality as central challenges for the next
decade of Brazilian computing, emphasizing that digital iden-
tity tools must transcend Western-centric defaults to reflect
the country’s diverse social fabric [Brito et al., 2025].

The primary objective of this research is to investigate
and analyze the factors influencing decisions related to self-
representation through avatars in virtual environments, with
a particular emphasis on assessing strategies aimed at foster-
ing the inclusive self-representation of these avatars. This
involves considering the inherent complexity of the context
and the expression of users’ identities in their online activities.
To achieve this objective, the study adopts a methodologi-
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