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Abstract 

 
There is an ongoing desire to make virtual humans a more accessible tool 
for use in entertainment, training, and evaluation. From the graphical level 
to the animation level to the intelligence level, complexities abound. As 
research progresses some of these complexities become hidden from the 
end user. Ultimately, we would like to treat agents as real humans and 
instruct and interact with them as you might another person.  
 
This talk will outline a few of the challenges encountered when creating 
virtual humans and approaches for address them. Topics will include crowd 
simulations, behavior authoring and selection, decision making, 
commonsense knowledge, learning, and individual differences, such as 
roles and personality. An open question that pervades is: how does one 
scientifically evaluate research in virtual humans?  
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