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This paper will examine the representational mechanisms of embodiment 
employed to represent avatars in games, and the ways in which they can 
affect the players’ embodied experience in the light of (co)presence. 
Quasi-corporeal agents (hereafter referred to as ‘avatars’) are perceived 
as vehicles of human presence that exhibit a set of embodied 
characteristics (Soeffner C Chang, 2007). Avatars may influence various 
aspects of the player’s behaviour - as per, for instance, Calleja’s (2011) 
model of involvement (which includes aspects such as kinaesthetic, 
spatial, and shared involvement), and ‘the Proteus Effect’ (Yee C 
Bailenson, 2007; Liu, 2023). The manner in which an avatar is represented 
can affect engagement, the sense of immersion, presence, and the 
performance of a player (Rahill C Sebrechts, 2021). Anthropomorphic 
avatars, for instance, can be regarded as characteristics of games with a 
significant impact on immersion (Paleczna et al., 2022), while less 
anthropomorphic avatars exhibiting sensorimotor and social skills can be 
perceived as co-present embodied entities (Mantovani C Castenuovo 2003). 
Avatar motion is a significant factor influencing the manner in which it is 
perceived; a less anthropomorphic avatar that moves in a realistic manner 
can have a greater impact on the sense of co-presence than an 
anthropomorphic avatar with less realistic sensorimotor skills (Casanueva 
C Blake, 2000). Additionally, a correlation between the extent of the 
representation of movements performed by an avatar and the extent to 
which players identify with the avatar has been postulated (Hamilton, 
2009). 

Previous research (Papasarantou C Gavrilou, 2014) has explored the 
representation of avatars in an abstract manner that denotes the sense of 
presence through various embodied qualities. This research focused on the 
field of choreography and the employed notational systems for 
representing bodies in motion. Through the analysis of William Forsyth’s 
diagrams in “Synchronous Objects” (Synchronous Objects, 2007) and Matt 
Pyke’s methods for representing traces of embodied entities in “Presence” 
video installation (Universal Everything, 2009), a number of guidelines for 
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representing embodied presence in an abstract manner were derived. 
Based on these guidelines, an avatar consisting of trails moving in a 3D 
virtual space was generated. This avatar was utilised as part of an 
experimental process designed to test its impact on users’ embodied 
experience as a co-present embodied metaphor (Papasarantou C 
Rizopoulos, 2015). Findings indicated that this kind of representation, in 
conjunction with the use of embodied interaction techniques that relied 
on the users’ embodied skills, could enhance their experience and blur the 
lines between virtuality and physicality. 

This paper builds upon the existing framework by examining how embodied 
skills are represented in video games, aiming to enhance existing 
guidelines and the derived representational mechanisms on aspects that 
pertain to the design of embodied representations. From a historical point 
of view, virtually every game that is not entirely text-based includes 
embodied entities of one form or another (from the realistic to the 
abstract). Furthermore, the majority of third-person games provide a 
mostly humanoid avatar, while some games, such as Stray (BlueTwelve 
Studio, 2022), opt for non-humanoid representations. This study will 
attempt to apply the visual / diagrammatic language mentioned above to 
indicative games spanning various positions along the continuum ranging 
from completely abstract to completely realistic bodily representations, 
with the aim of highlighting the ways different representations of 
corporeal entities (in terms of both appearance and movement) can affect 
the embodied experience of players. 
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