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Abstract

This work presents an ontology for digital game-based
occupational therapy. The object is to design a reference
structure for activity analysis of digital games. And let it

be easy to store and reason about the analyzed instances.

We combined a total of 269 domain concepts reside in
occupational therapy and game design into this Digital
Game Therapy Ontology, in which it contains logical
relationships between ability demands of the game
components and the corresponding clinical training

items.

By the multiple inheritances of classes and the inverse
slots we set, the ontology has the capacity for storing the
activity demands of a game and the descriptions about
training value of a specific game component in the

knowledge base.
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