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Motivation & Objective

ÁOur contribution is a semantics -based method for 
organizing the various types of data that constitute 
a Virtual Human, in order to foster a common 
understanding and sharing of such complex 3D 
entities. 

ÁThe knowledge related to the synthesis, animation 
and functionalities of VHs is formally specified in the 
form of an ontology. 

ÁThe current ontology provides a good starting point 
towards the creation of a more versatile and 
reusable representation of Virtual Humans.
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Motivation & Objective

ÁThe Virtual Humans (VH) ontology aims at 
organizing the knowledge and data of three main 
research topics and applications involving the 
virtual representations of humans:

ÁGame Industry

ÁSimulation

ÁComputer -aided Design (CAD)
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Game Industry

ÁGame industry
ÁThe use of inhabited Virtual 

Environments is continuously 
growing. 

ÁPeople can embody a human -
like avatar to participate inside 
these Virtual Environments or 
they can have a personalized 
character acting as mediator; 
sometimes they can even 
customize it to some extent. 

ÁThose Virtual Characters 
belong to the software owner, 
but they could be potentially 
shared, exchanged and 
individualized between 
participants, such as already 
proposed by Sony with Station 
Exchange .
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Simulation

ÁSimulation

ÁVH are used to simulate work in process for analysis, 
maintenance operations for training purpose.


