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Abstract:
In a Wizard-Of-Oz scenario, most of the current expe-
riments use software platforms very specific to experi-
mental requirements, leading to a very low reusability.
Moreover, once the experiment has been carried out, the
most difficult part is the annotation of the data collected,
which starts from scratch in most of the cases. We present
the Online Annotation Kit (OAK) platform, dedicated to
WOz experiments. OAK is easily customisable according
to the project requirements, and offer some online preli-
minary annotations, designed by the experimenter.
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1 Introduction

In order to formalize interaction models, many
research groups [1] proceed first into a collec-
tion phase. Usually this phase consists into get-
ting human to human or human to computer in-
teraction data, followed by an annotation and
pattern extraction phase, which leads to dia-
logue 1 model. The method of observing human-
computer interaction while the computer is not
fully automated but driven by a human pilot, is
usually called in the literature WOz, mainly be-
cause the subject believes he faces a real Arti-
ficial Intelligence entity, whereas he is deceived
by the person driving it (e.g. the pilot).

Setting up an experiment for this kind of corpus
collection, is usually very time consuming, par-
ticularly during the annotation phase after the
experiment is done. In some other situations,
several other clues observed at the live phase
of the experiments could be lost, because they
are not observed in time. On the contrary, our
approach requires a basic dialogue model, with
some observable interaction states, to be built
before the experiment starts. This can be done
during the experiment formalisation phase, in
a less rich or formalised way, so that OAK is
just acting as a guide to model all these states.
Nevertheless, because human interaction is not

1. In this paper, the terms interaction and dialogue are interchan-
geable, since we refer to interaction models that are only linked with
dialogue (verbal or non-verbal)

predictable, and moreover the purpose of the a
WOz experiment is to extend and validate a ba-
sic model, OAK offer the possibility to define a
set of free context interaction states.

In the next sections we describe how the sce-
nario is formalised in OAK and its architecture.
Some final remarks will conclude this paper.

2 Scenario formalisation

A scenario in OAK consists in a set of states
(which are linked to actions and translated di-
rectly into BML [2] code) and a set of obser-
vations. While the usage of the states is self-
explanatory, the observations are used to keep
a certain logic into the scenario. These obser-
vations are not mandatory or logged, but their
presence keep a logical flow in the scenario. The
usage of a state is logged with the timestamps of
the appearance in the scenario. There is no res-
triction in linking multiple states to each other
or the presence of observations in the scenario,
but nevertheless, to keep the model clean, it is
highly recommended to avoid this.

s1: Hello
o1: Guest says hello

o2: No reaction

s2: Thank you for your visit.
      Goodbye

s3: Would you like a tour
      of our museum ?

o3: No o4: Yes ...

FIGURE 1 – A simple example of a WOz scenario
which can be used with OAK. The boxes represent states,
while the rounded boxes are observations

Figure 1 presents an example of a scenario, with
several states (s1-s3) and observations (o1-o4).
As for experimental purpose, the transitions bet-
ween these states are recorded, there should be
only one logical transition from a state to ano-
ther, through the same observation. In the given
example, if state s1 would have had a transi-
tion leading to s3 independent of the observa-
tion made, the transition model would have been
ambiguous.



FIGURE 2 – The experimental setup of OAK

3 Architecture

Most of the current experiments done in the
WOz perspective are not reusable [5, 3], be-
cause of their strict link to the experimental set-
up. Our system expands the current open source
architecture of SEMAINE Project [6], using the
simulation part of this project, and embedding
new components to gain full control over the ar-
chitecture.

OAK is compound of three major parts :

1. the Semaine Platform, which contains a
component based communication system ;

2. the Greta Agent [4], which is part of the SE-
MAINE project, and has been preserved in
OAK. Potentially, it can be replaced by any
other virtual avatar or robot ;

3. OAK, which consists in a pilot graphical
interface (first image in figure 2), and two
views at the user level (second image in fi-
gure 2) : 1st is an avatar view and 2nd is video
conference view.

All the three views (pilot view and the 2
user views) embed a presentation component,
consisting in a set of images which can be used
to support the interaction. The pilot view, has
also the scenario area, in which the states of the
scenario are modelled, in the bottom of the first
image in figure 2. The free context area, consis-
ting of a library of interaction action, which can
occur at any point in the scenario, can be obser-
ved at the right of the presentation component
in the first image in figure 2.

All the components of OAK are fully customi-
zable, having independent XML based configu-
ration files for each of them. The actions are
translated into BML [2] code by an action in-
terpreter and forwarded to the required agent.

4 Conclusion

This paper presents the OAK system, which is
a graphical user interface which can be used to
drive WOz experiments. It is fully configurable,
on experiment basis and it uses a reliable plat-
form as back-end : the SEMAINE Project. In
a real experimental situation it has been proven
very flexible, with good feedbacks from some
psychologist partners as end users.
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