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ABSTRACT:  
 
Virtual human characters are now seeing effective use for a variety of 
purposes.  They are serving as virtual patients, job interviewers, and 
crime witnesses for training purposes. Additional use cases include 
information guides, psychological therapy screeners and even 
emotionally responsive conversation partners. Virtual humans are 
treated by users as people, with more user disclosure and comfort than 
with in-vivo human interactions. Additionally, intelligent virtual 
humans can transform empty Virtual Reality (VR) spaces into socially 
interactive environments that increase the utility of VR 
tremendously. This presentation will demonstrate and review 
examples of these applications and provide insight to the underlying 
technologies that enable rich high-fidelity virtual human appearance, 
expression and interaction. 
 
 
 
 

SHORT BIO: 
 
Dr. Talbot is the Principal Medical Expert at the USC Institute for Creative Technologies and adjunct 
associate research professor at Keck School of Medicine of USC. Dr. Talbot was the founder of the 
Armed Forces Simulation Institute for Medicine at the Telemedicine and Advanced Technology Research 
Center and established, at the Department of Defense, the nation’s largest medical education focused 
research and development program, encompassing more than $275 million and 150 projects under his 
leadership. He has been at the center of many of the nation’s major medical simulation R&D efforts. At 
ICT, he is designing the next generation of virtual standardized patients. 

Dr. Talbot is a veteran of the US Army with combat experience and has more than 18 years’ experience 
as a medical education developer. As a pediatrician and scientist, Dr. Talbot endeavors to create 
meaningful improvements that will advance the state of the art in medical education and patient 
care. Work interests include serious games, natural user interfaces, virtual and augmented reality, 

virtual interactive humans and microcontrollers.    

 


