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ABSTRACT

This paper is in five narratives about first hand experiences with: 1) being present in a virtual environment (VE) such as the 3D Agora AWEDU presented as an avatar; 2) sensation in avatar based interaction; 3) conventions and the breakdown of conventions in avatar meetings and; 4) knowledge sharing based on reflection-in-(inter)action when exploring and experiencing the VE. The form is narrative and the focus is on presence and knowledge sharing in interaction with avatars
 communicating in chat while building a 3D Agora AWEDU world (www.activeworlds.com). The narratives and reflections on knowledge sharing are all produced in explorative sessions carried out in a special interest group (SIG 5) on “Knowledge sharing across knowledge cultures” in the EU project EQUEL on quality in e-learning.

The understanding of social interaction and knowledge sharing in the Agora 3D world is based on explorative and experiential approaches and sessions. Joint explorations have been carried out to facilitate the sharing of experience among participants in the Agora world SIG. The idea with these sessions has been to build a community of shared knowledge based on practicing, acting and interacting with avatars. The underlying assumption being that first hand experience with collaboration and knowledge sharing are essential if we are to get a feeling for the situation in this new, complex and also somewhat unfamiliar 3D environment. A feeling for the situation which is of importance to the process of reflection-in-(inter)action so significant to knowledge sharing.

The five narratives each reflect the narrator’s own choice and selection as to what to communicate based on first hand experience: “Being a novice” is a personal inquiry approach identifying critical incidents in the experience. “My initial experience” is about exploring the Agora world experience from a relatively un-theorised position in terms of: 1) how it was possible to represent a self within an avatar-enabled setting and; 2) the experience with technical and social constraints. “My learning process” is a narrative about preconceptions, understandings, engagement and learning, as well as the influence of social, contextual and personal factors. “Different locations” is an account of attending the Agora world from two different physical locations, and it is a personal inquiry approach that explores collocation, presence and attention in two settings: an office and Learning Lab. In “From novice to skilled avatar” the progress of starting out in the AWEDU universe with the uncertainty of a novice exploring and learning from other avatars and the progress of skills while becoming a more skilled avatar is dealt with. In the conclusion we suggest a concept of “multi-faceted” interaction to be at the centre of further research into 3D worlds, social interaction and knowledge sharing with avatars.
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� An avatar is the figurative representation of actors or participants in 3D worlds or environments.





