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Collaboration

• In my keynote this morning, I spoke of
collaboration between government and citizens,
self-support networks, and how developers can
collaborate with users to make better solutions.collaborate with users to make better solutions.

• Some examples I did not speak of:

– Machine-machine collaboration

– Business collaborating with customers

– Business collaborating with business

• Collaboration is almost everywhere



Collaboration

• Hopefully, this panel will give more examples,
and show how collaboration creates benefits
for the collaborating partners.

• I will start by discussing clusters.• I will start by discussing clusters.



Clusters

• VUC work on industry clusters show that
collaboration can increase value creation
(2+2=5) / Together we are stronger

– Compete on larger contracts needing more– Compete on larger contracts needing more
capacity

– Compete on contracts where outside expertise is
needed

– Discuss how administrative tasks can be done
more effective
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Collaborating – Cooperating and enhancing the capacity of another for
mutual benefit to achieve a common purpose. As a learning activity, it
should be encouraged at all levels of education and professional
life.

Coordinating – Networking and altering activities to achieve a common
purpose.

Collaboration and Technology Advancement

Cooperating – Coordinating and sharing or pooling resources. working
together to accomplish shared goals.

Competing – Exchanging some amount of information, but not
“proprietary” information; altering activities to meet own needs; sharing
resources minimally or with a “hidden agenda.”



Collaboration intensifies the human aspect of learning. It increases our learning
potential and empowers us with the knowledge of others. It is democratic by nature but
require careful organisation of knowledge, monitoring and scaffolding.

Collaboration requires suitable assessment methods that value team work. If
individual achievement is valued, group members will compete.

Collaboration and Technology Advancement

Personality of the learner and teacher contribute hugely to the success of
collaborative learning.

Learning areas allow for different collaborative methods –some knowledge items,
skills and abilities require frontal or individualised approaches.



Closed loop Cycle of Collaboration and
Technology Advancement

Collaboration Technology AdvancementCollaboration Technology Advancement



Summary

Collaboration as a learning activity should be encouraged at
all levels of education and professional life. Present
educational environment is not supportive.

shared learning goals -- desired future state in which people
demonstrate as a group and individually a mastery of the
subject studied

Collaboration and Technology Advancement

subject studied

goal structure -- specifies the ways in which people will
interact with each other during the instructional session
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Problem = Management 
 Millions of 

machines running 
at the same time. 

 Human can not 
monitor and 
manage them all in 
real time. 



Issues 
 How they should be organized 
 How managers should 

collaborate?(protocol) 
 What information they need to 

exchange? 
 When they need to talk to each 

other? ... 



Discussion 



Conclusion: Next Steps 
• Automate the communication itself. 
• Rapid changes, require collaboration. 
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MotivationMotivation
LargeLarge texttext repositoriesrepositories requiresrequires efficientefficient methodsmethods forfor
informationinformation retrievalretrieval

ToTo improveimprove thethe retrieval,retrieval, backgroundbackground linguisticlinguistic
knowledgeknowledge shouldshould bebe providedprovided

TheThe problemproblem isis toto createcreate largelarge linguisticlinguistic databasesdatabases thatthat
provideprovide knowledgeknowledge abutabut relationsrelations betweenbetween conceptsconcepts..

ThisThis knowledgeknowledge cancan bebe storedstored inin manymany waysways:: ontologiesontologies,,
semanticsemantic networks,networks, controlledcontrolled vocabulariesvocabularies.. TheyThey cancan
bebe cratedcrated manuallymanually WordNetWordNet partiallypartially automaticallyautomatically egeg
MindNetMindNet,, oror usingusing crowdsoursingcrowdsoursing egeg.. ConceptNetConceptNet

CooperativeCooperative efforteffort inin manualmanual creationcreation ofof largelarge
dictionariesdictionaries isis errorerror proneprone andand causescauses somesome issuesissues inin
reachingreaching consensusconsensus..



CooperativeCooperative WordnetWordnet developmentdevelopment

http://wordventure.eti.pg.gda.plhttp://wordventure.eti.pg.gda.pl



WordWord GamesGames

TheThe mainmain problemproblem withwith lexicallexical repositoriesrepositories
createdcreated byby handhand isis lacklack ofof theirtheir externalexternal validationvalidation
thatthat wouldwould allowallow correctcorrect thethe storedstored knowledgeknowledge..

OurOur ideaidea isis toto modifymodify thethe lexicallexical repositoryrepository asas aa
responseresponse toto systemsystem interactioninteraction withwith humanhuman usersusers..responseresponse toto systemsystem interactioninteraction withwith humanhuman usersusers..

InteractionsInteractions cancan bebe performedperformed usingusing wordword gamesgames
wherewhere useruser playplay thethe gamegame andand machinemachine completecomplete
itsits knowledgeknowledge withwith thethe humanhuman behaviorbehavior analysisanalysis..

TheThe knowledgeknowledge isis storedstored inin thethe repositoryrepository builtbuilt asas
cognitivecognitive modelmodel ofof humanhuman semanticsemantic memorymemory..



2020 questionquestion gamegame
OneOne ofof thethe participantsparticipants thinkthink aboutabout somethingsomething
thethe secondsecond triestries toto guessguess whatwhat hehe oror sheshe hashas inin
mindmind..

InIn ourour implementationimplementation machinemachine isis askingasking thethe
questionsquestions thatthat narrowsnarrows thethe searchsearch processprocess..questionsquestions thatthat narrowsnarrows thethe searchsearch processprocess..

TheThe algorithmalgorithm isis basedbased onon calculatingcalculating thethe
entropyentropy relatedrelated toto aa particularparticular featurefeature..

AtAt thethe endend machinemachine isis askingasking ifif itit correctlycorrectly findfind aa
conceptconcept aa humanhuman hadhad inin mindmind..

AccordingAccording toto useruser answersanswers thethe knowledgeknowledge
storedstored inin semanticsemantic memorymemory isis modifiedmodified..



AA consensusconsensus reachedreached onon aa levellevel ofof
commonsensecommonsense relationsrelations betweenbetween naturalnatural
languagelanguage conceptsconcepts improvesimproves aa qualityquality ofof
knowledgeknowledge storedstored inin lexicallexical repositoryrepository..

TheThe resultantresultant ofof humanhuman -- machinemachine interactioninteraction
isis aa normalizednormalized (common(common sense)sense) lexicallexical
knowledgeknowledge basebase..knowledgeknowledge basebase..

TheThe knowledgeknowledge basebase findsfinds manymany applications,applications,
especiallyespecially inin informationinformation retrievalretrieval wherewhere itit
improvesimproves thethe searchsearch precessionprecession inin texttext
repositoriesrepositories..

TheThe ideaidea ofof thethe gamegame cancan bebe usedused inin searchsearch
enginesengines toto preciseprecise searchsearch resultsresults..



ActiveActive learninglearning
QuestionsQuestions cancan bebe generatedgenerated fromfrom atomsatoms ofof knowledgeknowledge storedstored inin
semanticsemantic memorymemory inin thethe formform

conceptconcept –– relationrelation typetype -- featurefeature

InIn thethe iterativeiterative processprocess ofof interactioninteraction withwith thethe useruser askingasking himhim oror
herher aa questionsquestions allowsallows toto narrownarrow subspacesubspace ofof thethe mostmost
probableprobable conceptsconcepts.. TheThe processprocess takestakes 2020 questionsquestions oror itit isis
finishedfinished ifif oneone conceptconcept isis leftleft inin subspace,subspace, thanthan systemsystem guessguessfinishedfinished ifif oneone conceptconcept isis leftleft inin subspace,subspace, thanthan systemsystem guessguess
thethe conceptconcept useruser hashas inin mindmind..
IntroductionIntroduction additionaladditional dialoguesdialogues forfor obtainingobtaining newnew knowledgeknowledge
 II givegive upup.. TellTell meme whatwhat diddid youyou thinkthink of?of?
 TellTell meme whatwhat isis characteristiccharacteristic forfor <concept><concept> ??

TheThe answersanswers givengiven byby thethe useruser duringduring thethe gamegame enablesenables
correctioncorrection ofof thethe knowledgeknowledge aboutabout particularparticular conceptconcept
TheThe consensusconsensus onon thethe conceptconcept featuresfeatures isis thethe resultresult ofof
interactionsinteractions (games)(games) inin whichwhich thisthis conceptconcept waswas thethe subjectsubject ofof
thethe gamegame..



GameGame Web PageWeb Page
The game has been
implemented oin restricted
domain of animals n www :
http://diodor.eti.pg.da.pl

Test bed for integration of
different technologies, named
HIT : Humanized InterfacesHIT : Humanized Interfaces

Components of HIT:
• 3D Head with:
• TTS,
• Lips synchronization
• Emotion expression:

happy and sad

Web page for cooperative
lexical knowledge acquisition.



Thank for your attentionThank for your attention

MoreMore detailsdetails::

•• J.J. SzymańskiSzymański, W., W. DuchDuch.. Information retrieval with semantic memory modelInformation retrieval with semantic memory model..

Cognitive Systems Research, 14Cognitive Systems Research, 14(1)(1) :: 8484--100, 2012.100, 2012.

•• JJ.. Szymanski:Szymanski: WordventureWordventure -- CooperativeCooperative WordnetWordnet EditorEditor -- Architecture for LexicalArchitecture for Lexical
Semantic AcquisitionSemantic Acquisition.. Proceedings of the international conference on KnowledgeProceedings of the international conference on Knowledge
Engineering and ontologyEngineering and ontology developemendevelopemen, 2009, 2009



Sven.Rizzotti@unibas.ch

http://ProBindr.com
University of Basel
Switzerland

Trends in Collaboration



COLLA 2012
PANEL DISCUSSION

Collaboration Dreams

Universal

Secure
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Collaboration Reality
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