Intelligent Technologies for Virtual Worlds
Introduction

There are many intelligent technologies use when designing and implementing virtual worlds or communities, and this report aim to explain the major types used in today’s world.

· Data Visualisation
· Visualising Conversations
· Chat Circles
· Loom
· Recommendation Systems
· Speech Recognition Systems
· 3D Web Agents
Data Visualisation 

Data Visualisation can make characteristics or values more apparent by using the graphical representations of information. Visualisation conveys information by employing geometric forms and colours that are mapped to data values in particular ways. The geometric forms may represent real-life objects, such as an airplane or wave guide, or may be graphical elements that indicate data values, such as streamlines or slice planes.
It is important to develop data visualisation, as the human brain has difficulty in comprehending immense arrays of numbers from multiple sources of data. Secondly, more complex data sets necessitate more advanced visualisation techniques. When presented with data, humans will naturally try to use their inherent capacity for visualisation. When the user is using the search engine, and it is implemented with the data visualisation, it means that the information provided by the user must judge whether the hit is relevant to their query. 
Visualising Conversation 

When the users are still new to the internet, they usually like to communicate with each other through asynchronous way, such as email, newsgroup and others. But, it is just plainly text; it sometimes does not bring what the users want. To help the reader apprehend the discussion's structure and history and become familiar with its community, new interfaces for viewing, searching and annotating the amassed material are needed. 

Graphical interfaces can provide a way to see information that is unable to communicate through words and text. A picture means a thousands words, where it also able to highlight certain issues, online chats or discussion. Social visualization is similar to data visualization; we are taking a mass of information and finding ways to represent it visually so that salient information becomes apparent. 
Chat Circle 

Chat systems are a popular form of synchronous communication which is text based. The first multi-user chat system would be IRC (Internet Relay Chat). The message is text base, and is displayed sequentially. Years later, a new development allowed pictures and avatars.
Chat Circles is a graphical interface for synchronous communication that does not make use of representational graphics. Instead of using a character or avatar, each participant is represented by a coloured circle on the screen in which his or her words appear. The colour of the participants will glow lighter if the user send a message, and will fade away if the user did not activate the chat. Participants are free to move their circles around the screen and are motivated to do so by the system's auditory metaphor. The abstract graphics of Chat Circles lends itself to creating a visual archive, one that is self-documenting in its highlighting of salient events.
Loom

Loom is a visualization tool for Usenet groups. It creates visualizations of the participants and interactions in a threaded newsgroup. The renderings reveal patterns indicative of a person's role in the community and of the type of discussion prevalent in a particular group. Individual participants are listed along one axis, time is the other axis - we are experimenting with a series of visualization that highlight patterns of individual activity, thread creation, emotional tone, etc. in the various groups. However, the newsgroup did not fully span that range of emotions; prone to conflict, the classifications fell primarily into the angry and peaceful categories

Recommendation Systems

Recommendation is usually based on the preferences of the recommender. Recommender systems make suggestions to a person by applying statistical data mining and machine learning techniques. As an illustration, they may predict whether a person would be interested in purchasing a particular book. (I.e. provide an advice to a new member of the VC) 
There are many types of recommender systems that have developed during 1990s. The few major types of recommender systems are discussed below:-
 

Content-Based System
Their focus is on the algorithms for learning user preferences and filtering a stream of new items for those which most closely match user preferences.
 

Recommendation Support System
Recommendation Support Systems serve as a tool to support people in sharing recommendations, helping both those who produce recommendations and those who look for recommendations.
 

Social Data Mining System
This system cares about implicit preferences from computational records of social activity, such as UseNet messages, system usage history, citations or hyperlinks. These systems also focus on human-computer interaction issues involved in visualizing the results. This visualization is to aid the navigation of information spaces in the World Wide Web (WWW).
 

Collaborative Filtering System
This system requires recommendation seekers to express preferences by rating a dozen or two items. Hence, this merges the role of recommendation seekers and preference provider. These systems focus on algorithms for matching people based on their preferences and weighting the interests of people with similar taste to produce a recommendation for the information seeker.
Speech Recognition Systems
Speech Recognition technologies allow computers equipped with a source of sound input, such as a microphone, to interpret human speech, e.g. for transcription or as an alternative method of interacting with a computer.

Such systems can be classified as to whether

· they require the user to "train" the system to recognise their own particular speech patterns or not, 

· whether the system is trained for one user only or is speaker independent, 

· whether the system can recognise continuous speech or requires users to break up their speech into discrete words, 

· Whether the system is intended for clear speech material, or is designed to operate on distorted transfer channels (e.g. mobile phones) and possibly background noise or other speaker talking simultaneously. 

· And whether the vocabulary the system recognises is small (in the order of tens or at most hundreds of words), or large (thousands of words). 
3D Web Agents
Intelligent agent whose avatars can interact with users via Web browsers. 
These Web-based 3D Avatars are usually contacted by means of the Virtual Reality Modelling Language (VRML). Their main features are cross platform, mobility, reactivity in real time and flexibility.  
