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Presentation 

My mission at France Télécom 

The Gallery of Innovation  
Goals 
           

mixing of personalities from different 
fields : engineers, ergonomists, 
sociologists, marketers, graphic designers, 
designers, technicians…  
 Vocation   
proposing new concepts of  
services linked to telecommunications. 
 
illustrating futurist services from studies 
on the mental images of customer,researchers, 
and artists. 

Shop window of the FranceTélécom 
Research and Development projects 
for  customers and partners. 
 
Introducing models of services  
using technologies from our 
laboratories. 
 

Maintaining the Gallery of Innovation 
 
Making concepts that have not reached 
maturation yet tangible. 
 
Composing mediator objects that make 
those concepts accessible to the  
public. 
 
Creating simulations that go beyond the 
framework of pure aesthetics. 
 

My mission within the Creative Studio 
 



! Consequences : 
 
-  deepening of the concept of wearable 
technologies. 

-  use of ergonomics for the first time in the 
design of wearable products. 

-  collaboration with designers from fashion 
and multimedia  
-  creation of the first prototype  
-  recognition of the Creative Studio’s work 
and the usefulness of models and applied arts 
within enterprises. 
 
!  Future consequence :  
 
production of a DVD about wearable 
technologies with optical fibres 

The Creative Studio . Residencies 
 L’écharpe communicante 

« the smart scarff » 	


The gallery of the Future 

Several profitable meeting experiences with design 



Du 8 février au 22 avril 2001 
Exposition « Workspheres » au MOMA de New York 
Présentation d’une animation 3D  
 

L’écharpe communicante au MOMA 



Du 8 février au 22 avril 2001 
Exposition « Workspheres » au MOMA de New York 
Scénographie  
 

L’écharpe communicante au MOMA 



2001 L’écharpe communicante Du 8 février au 22 avril L’écharpe communicante au MOMA 



Novembre 2001 
Durée : 2 min. 05 
Réalisation : Jean-Dominique Ferrucci  
Film destiné à un prototype de lunettes ESSILOR pour l’exposition « l’Homme Transformé » 
 

« Écharpe communicante » 



Juin 2002 L’écharpe communicante 
 
Animation de simulation projetée sur une des tables 
Réalisation : Stéphane Robert  



Juin 2002 L’écharpe communicante 
 
Animation de simulation projetée sur une des tables 
Réalisation : Stéphane Robert  



Du 5 au 11 novembre 2001 L’écharpe communicante au SIMO 2001 
Exposition Uni2 au SIMO de Madrid 
 
 
 
 



Du 5 au 11 novembre 2001 L’écharpe communicante au SIMO 2001 
Exposition Uni2 au SIMO de Madrid 
 
 
 
 



Mai 2003 Images Mobiles Portées sur Soi 
 
 
 
 
 

 
 
 
 
 

DVD sur le concept de vêtements communicants destiné à la Galerie du Futur 
Figure au palmarès du festival du Film du Chercheur à Nancy 
 
 
 
 
 
 



Mai 2003 Images Mobiles Portées sur Soi 
 
 
 
 
 

 
 
 
 
 

Jacket du DVD sur le concept de vêtements communicants 
Figure au palmarès du festival du Film du Chercheur à Nancy 
 
 
 
 
 
 



Hors-série design 2003  
 
 
 
 
 
 
 

 
Beaux-arts Magazine  

 





Images Mobiles Portées sur soi 
Mini Auditoires, le magazine d’Auditoire  
 
 
 
 
 

Printemps 2003  
 
 
 



Images Mobiles Portées sur soi 
Mini Auditoires, le magazine d’Auditoire  
 
 
 
 
 

Printemps 2003  
 
 
 



Press Kit 
 



Exposition « Workspheres » au MOMA de New York 
Brochure de l’exposition 
 

8 Février-22 avril 2001  
 
 
 



Exposition « Workspheres » au MOMA de New York 
Catalogue de l’exposition  
 

Février 2001  
 
 
 



Exposition « Workspheres » au MOMA de New York 
Site du MOMA : www.moma.org  
 

Février 2001  
 
 
 



Exposition « Workspheres » au MOMA de New York 
Site du Studio créatif : www.rd.francetelecom.fr/studio-creatif 
 

Février 2001  
 
 
 



Pressentiments, vêtements en fibres optiques  
Dezineo.com 
 
 
 
 

Novembre 2002  
 
 
 



Ouverture du site de la Galerie de l’Innovation 
Site du Studio créatif : www.rd.francetelecom.fr/studio-creatif Janvier 2002  

 
 
 



Annonce des différents événements 
Site du Studio créatif : www.rd.francetelecom.fr/studio-creatif 
 

2001-2002  
 
 
 



Du 24 au 29 septembre 2002 « Villette numérique » 
A La Villette  
Présentation des vêtements en fibres optiques  
 
 



Exposition « L’homme transformé » à la Cité des Sciences et de l’Industrie 
Site de la Cité des Sciences : www.cite-sciences.fr 
 

Mai 2002  
 
 
 



The gallery of the Future 
Several profitable meeting experiences with design	



! equipped with sensors 

! telling of contextualized stories 

! selection of stories according to 
the sensors’ readings 

! downloading of stories from the 
Internet 

Consequence :  

! negotiation with industrial partners 
to develop a first industrial model  
and to think about  means  to optimize          
and miniaturize the interface. 

The simulation of  
the Communicating Teddy bear 

 Release of the prototype 

 



Juin 2002 Le Nounours communicant 
 
Animation de simulation projetée sur une des tables 
Réalisation : Stéphane Robert  



Juin 2002 Le Nounours communicant 
 
Animation de simulation projetée sur une des tables 
Réalisation : Stéphane Robert  



Pressentiments, nounours communicant  
Dezineo.com 
 
 
 
 

Novembre 2002  
 
 
 



Residencies program Partnership between 
   an artistic institution and an industrial 

 
Concept developed by the Creative Studio of France 
Télécom R&D and the Arts Center of Enghien-les-
Bains. 

answers to a mutual wish to experiment with the 
merging of design and emerging technologies. 
 
Goal : detecting new functionalities that will 
enrich the range of tomorrow’s telecommunication 
services. 

  
 

organized in partnership with the Arts Center of Enghien-les-Bains 
Recipients : artists, designers, engineers. 
 
Functioning : provision of facilities, means of distribution, technologies from the Division  of 
Human Interactions, and financial help in exchange for a patent, multimedia illustrations, and 
test products for users.  
 
Goals : 
•  encouraging the creation of synergies between creators and researchers 
•  creating new models of representation. 
•  generating new uses in the area of telecommunication to lead to new services. 

Pressentiments 

Residencies as part of the innovation process 



Du 20 septembre au 3 novembre 2002 Pressentiments v.1 
Au Centre des Arts d’Enghien-les-Bains  
Scénographie des services issus du Studio Créatif 
 
 
 
 



Du 20 septembre au 3 novembre 2002 Pressentiments v.1 
Au Centre des Arts d’Enghien-les-Bains  
Scénographie, détail de services issus du Studio créatif 
 
 
 
 



Du 20 septembre au 3 novembre 2002 Pressentiments v.1 
Au Centre des Arts d’Enghien-les-Bains  
Scénographie, détail de services issus du Studio créatif 
 
 
 
 



Du 20 septembre au 3 novembre 2002 Pressentiments v.1 
Au Centre des Arts d’Enghien-les-Bains  
Scénographie de « Riding the Net » de Christa Sommerer et Laurent Mignonneau 
 
 
 
 



Du 20 septembre au 3 novembre 2002 Pressentiments v.1 
Au Centre des Arts d’Enghien-les-Bains  
Scénographie, détail de services issus du Studio créatif : 
Nounours communicant et tee-shirt en fibres optiques 
 
 
 
 



Du 20 septembre au 3 novembre 2002 Pressentiments v.1 
Au Centre des Arts d’Enghien-les-Bains  
Scénographie de « Riding the Net » de Christa Sommerer et Laurent Mignonneau 
 
 
 
 



September 2002 à september 2003 Residencies program 
 
 
 
 
 

« Mobiles Feelings » from Christa Sommerer et Laurent Mignonneau  
 
 
 
 
 

l  Mobile phones equipped with devices hosting 
sensors and actuators that measure data from the 
user’s body revealing  his emotional state, such as  
his heartbeat, his smell, his pulse, and 
transmitting them to the other connected users so 
they can feel his private sensations. 

Communication through  emotion 
 

 
 
l  Device that can be connected to the 
Internet. 
      
l  Patent 0303280 registered by FT R&D on 
communication through the transmission of 
emotions at the conclusion of the residency 
 
l Presentation at Ars Electronica, in Linz, 
Austria from September 6 to 11 2003 
 



In the networked environment « Maya » the 
communication interface between two(remote) 
participants methaphorizes the translating, 
reinterpreting, and masking potential of the 
computer system. 
By representing the input data, the environment 
identical to the interface, becomes a veil of 
illusion. It is the only layer through which the 
two particpants can perceive each other.  
 

Residencies program 
 « Maia, le voile de l’Illusion » 



Press Kit 
 



Dossier « Les tendances dans le design graphique : le Code » 
Dezineo.com 
 
 
 
 

Février 2003  
 
 
 



Dossier sur Pressentiments  
Dezineo.com 
 
 
 
 

Septembre 2002  
 
 
 



Dezineo.com  
 
 
 
 
 

Novembre 2002  
 
 
 



Edinburgh Napier  University 
 

Companion’s Project, a 4-year, EU funded FW6 
project involving a consortium of 16 partners 
across 8 countries. 
 



Companions Project 



Companions Project 
 Emotional and  

affective interaction process 



Companions Project 
Facial Expressions 



Companions Project 
Facial Expressions 



Companions Project 
Synthetic Emotions 



Companions Project 
 

Embodied Conversational Agents 
 a new form of interaction 



Companions Project 

Sympathe)c:	
  Responding	
  to	
  a	
  nega)ve	
  statement	
  from	
  the	
  user.	
  
2.	
  
Cheerful:	
  Responding	
  to	
  a	
  posi)ve	
  statement	
  from	
  the	
  user.	
  	
  
3.	
  	
  
Inquisi)ve:	
  Subsequent	
  state	
  to	
  “Sympathe)c”	
  or	
  “Cheerful”	
  which	
  	
  aCempts	
  to	
  	
  

	
  	
  	
  	
  	
  	
  	
  determine	
  cause	
  of	
  the	
  user’s	
  nega)ve	
  or	
  posi)ve	
  sen)ment	
  if	
  not	
   	
  	
  
	
  	
  	
  	
  	
  	
  	
  determined	
  by	
  seman)c	
  analysis.	
  

	
  
Surprised:	
  Responding	
  to	
  input	
  from	
  user	
  that	
  is	
  understood	
  but	
  unexpected.	
  
	
  
Confused:	
  Responding	
  to	
  input	
  from	
  user	
  that	
  is	
  not	
  understood.	
  
	
  
Listening:	
  Listening	
  to	
  input	
  from	
  the	
  user	
  
	
  
Idle:	
  Awai)ng	
  input	
  from	
  the	
  user.	
  
	
  
Interrupted:	
  Responding	
  to	
  the	
  user	
  interrup)ng	
  the	
  ECA’s	
  speech	
  

Interaction Strategies  



 Technological University of the Mixtec Region 

Human Computer Interaction (BSc, MSc). 
  
Interaction Design (MSc),  
 
Prototyping with Video & Audio (MSc),  
 
Emergent Technologies (BSc).  

LECTURES 



Technological University of the Mixtec Region 
WORKSHOPS 



Technological University of the Mixtec Region 
RESEARCH 

Craig, P., Roa-Seïler, N., Díaz, M. Martínez, & Rosano, F. Lara. (2014). Evaluating 
the case for computer supported face to face collaborative learning to supplement 
traditional primary learning in the mexican state of Oaxaca. Accepted paper to be 
presented at INTED, Valencia, Spain. 
 
Roa-Seïler, N., Craig, P., Aguilar, J. A., Saucedo, A. Benítez, Díaz, M. Martínez, & 
Rosano, F. Lara. (2014). Defining a child’s conceptualization of a virtual learning 
companion. Accepted paper to be presented at INTED, Valencia, Spain. 
 
 
Craig, P., Roa-Seïler, N., Lara Rosano, F., & Martínez Díaz, M. (2013). The role of 
embodied conversational agents in collaborative face to face computer supported 
learning games. Paper presented at the 26th International Conference on System 
Research, Informatics & Cybernetics, Baden Baden, Germany. Winner of the Outstanding 
Scholarly Contribution Award. 
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The Role of Embodied Conversational 
Agents in Collaborative face to face 
Computer Supported Learning Games  
 
Paul Craig1, Néna Roa-Seïler 1, 2, Marcela Martínez Díaz1, 
Felipe Lara Rosano3  
 
 
 
 
 
1 Universidad Tecnológica de la Mixteca, Huajuapan de León, 
Oaxaca, Mexico.  
2 Edinburgh Napier University, Edinburgh, Scotland, United 
Kingdom. 
3 Universidad Nacional Autónoma de México, Mexico City, Mexico. 

 



���
	



Studies show that face to face collaborative videogames have a great potential to improve the quality of education in the classroom 
of the future. Educational games can help pupils increase cognitive skills, increase motivation and reduce the time taken to reach 
learning objectives. Games used in a group environment can enrich the learning experience further still by helping develop group 
social skills and exploiting social dynamics toward achieving a common learning objective. Despite these advantages the uptake of 
collaborative games as learning tools in the classroom is still relatively low. While collaborative working has proven advantages 
they also suffer from an incompatibility with the ingrained individualism of traditional education. Moreover, collaborative working 
can disadvantage introverted students, suffer from conflicts within a group or allow less motivated students to avoid making a 
contribution.  The  work  described  in  this  paper  investigates  the  viability  of  these  disadvantages  being  managed  through  the 
intervention and mediation of an intelligent embodied conversational agent with awareness of group activity acting as a virtual tutor. 
Here we examine how students perform and collaborate using a variety of games to; learn words in a foreign language, solve 
mathematical  equations,  and  add  missing  words  to  a  paragraph  of  text.  These  respectively  aim  to  develop  the  students’ 
memorization, basic reasoning, and creative vocabulary. Our embodied virtual agent is emulated using a wizard-of-oz set up with a 
human controlling the embodied agent Samuela using a basic scripted interaction strategy. To qualify our results, they are contrasted 
with those obtained with an unsupervised group and a group supervised by a human tutor. 	


	


Keywords: Human Computer Interaction, Educational Videogames, Collaborative Learning, Embodied Conversational Agents 	



ABSTRACT 
 



The set-up of our experiment. 	



The games room where our groups of three students play 
educational video games using a forty-two inch multi-
touch monitor with, or without, the assistance of 
Samuela, the ECA virtual teaching assistant.  



The set-up of our experiment. 	



The control room where the controller can observe 
students in the games room through two-way glass and 
type words into a laptop to control how Samuela speaks-
to and interacts with the children.  



The Videogame	



Mixtec codices used as characters in the 
mathematics and languages videogames: 
muerte and mixteco.  



The Videogame	



Mixtec codices used as characters in the 
mathematics and languages videogames: Jaguar, 
eagle.  



The Videogame���
mathematics 	





The Videogame���
language	





The Videogame���
reading	





Samuela, ���
the ECA virtual learning assistant. 	





The learning platform. 	



How Samuela appears on the screen, and right, 
Samuela interacting with a group of children in the 
games room.  



Results of the experiment	





ASSESSING	
   THE	
   POTENTIAL	
   OF	
   COLABORATIVE	
  
VIDEO-­‐GAMES	
   TO	
   IMPROVE	
   EDUCATION	
   IN	
   LA	
  
MIXTECA	
  REGION	
  OF	
  MEXICO	
  

Paul	
  Craig1,	
  Néna	
  Roa-­‐Seïler	
  1,	
  2,	
  Marcela	
  MarQnez	
  Díaz1,	
  Felipe	
  
Lara	
  Rosano3	
  	
  

	
  
	
  
	
  
	
  
	
  

1	
   Universidad	
   Tecnológica	
   de	
   la	
   Mixteca,	
   Huajuapan	
   de	
   León,	
   Oaxaca,	
  
Mexico;	
  	
  
2	
  Edinburgh	
  Napier	
  University,	
  Edinburgh,	
  Scotland,	
  United	
  Kingdom.	
  
3	
  Universidad	
  Nacional	
  Autónoma	
  de	
  México,	
  Mexico	
  City,	
  Mexico.	
  
	
  



	
  

The	
  study	
  presented	
  in	
  this	
  paper	
  shows	
  how	
  collabora)ve	
  learning	
  games	
  can	
  be	
  used	
  

to	
   improve	
   primary	
   educa)on	
   for	
   children	
   aged	
   eight	
   to	
   ten	
   in	
   la	
  Mixteca	
   region	
   of	
  

Mexico.	
  We	
  developed	
  a	
  series	
  of	
   three	
  collabora)ve	
  games	
  to	
  develop	
  mathema)cs,	
  

language	
   and	
   reading	
   skills.	
   Each	
   game	
   uses	
   elements	
   of	
   either	
   Mixtec	
   or	
   Mexican	
  

na)onal	
   culture	
   to	
   encourage	
   the	
   children	
   to	
   iden)fy	
   with	
   different	
   sides	
   of	
   their	
  

iden)ty.	
  The	
  children	
  were	
  tested	
  before	
  and	
  aaer	
  playing	
  the	
  games,	
  observed	
  during	
  

gaming	
  sessions	
  and	
   interviewed	
  to	
  assess	
   the	
   impact	
  of	
   the	
  games	
  on	
   their	
   learning.	
  

Results	
  show	
  that	
  educa)onal	
  videogames	
  can	
  be	
  used	
  to	
  promote	
   learning	
  and	
  team	
  

working	
  skills	
  as	
  well	
  as	
  directly	
  achieving	
  learning	
  objec)ves	
  in	
  mathema)cs.	
  

ABSTRACT 
 



The	
  Videogame	
  
mathema)cs	
  	
  



Results	
  of	
  the	
  experiment	
  



DEFINING	
  A	
  CHILD’S	
  CONCEPTUALIZATION	
  OF	
  A	
  
VIRTUAL	
  LEARNING	
  COMPANION	
  
Néna	
   Roa-­‐Seïler1,2,	
   Paul	
   Craig2,	
   José	
   Aníbal	
   Arias2,	
   Ariadna	
   Benítez	
   Saucedo2,	
  
Marcela	
  MarQnez	
  Díaz2,	
  Felipe	
  Lara	
  Rosano3	
  

	
  	
  
	
  
	
  
1Edinburgh	
  Napier	
  University,	
  Edinburgh,	
  Scotland,	
  United	
  Kingdom.	
  
2Universidad	
  Tecnológica	
  de	
  la	
  Mixteca,	
  Huajuapan	
  de	
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  México.	
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  Universidad	
  Nacional	
  Autónoma	
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  City,	
  México.	
  



This	
  paper	
  describes	
  a	
  child’s	
  mental	
  model	
  of	
  an	
  Embodied	
  Conversa)onal	
  Agent	
  (ECA)	
  ac)ng	
  
as	
   a	
   learning	
   Companion.	
   Embodied	
   Conversa)onal	
   Agents	
   are	
   characters	
   that	
   interact	
   with	
  
humans	
   through	
   the	
   medium	
   of	
   conversa)on.	
   Ac)ng	
   as	
   a	
   learning	
   Companion,	
   an	
   ECA	
   can	
  
support	
  children	
  or	
  offer	
  guidance	
  toward	
  improving	
  the	
  learning	
  process.	
  When	
  a	
  child	
  uses	
  an	
  
ECA	
  they	
  necessarily	
  form	
  some	
  sort	
  of	
  mental	
  model	
  of	
  the	
  ECA	
  and	
  this	
  will	
  affect	
  the	
  manner	
  
in	
   which	
   they	
   learn	
   and	
   ul)mately	
   determine	
   the	
   effec)veness	
   of	
   their	
   learning.	
   This	
   paper	
  
considers	
  what	
  a	
  child’s	
  natural	
  mental	
  model	
  of	
  an	
  ECA	
   is,	
  and	
  how	
  we	
  can	
  best	
  develop	
  an	
  
ECA	
  interac)on	
  strategy	
  to	
  fit	
  that	
  mental	
  model.	
  

	
  
Keywords:	
  Mental	
  Models,	
  User	
  requirement,	
  Learning	
  Companions.	
  	
  

ABSTRACT 



Experiment	
  Set	
  Up	
  



Learning	
  	
  Companions	
  



	
  
Learning	
  	
  Companions	
  



Learning	
  	
  Companions	
  
adjec)ves	
  to	
  define	
  features	
  	
  

AdjecPves	
  to	
  define	
  Samuela	
  	
  
Physical	
  

Appearance	
  	
  
	
  

Func)onality	
  	
  
	
  

	
  
Percep)on	
  

preCy	
  	
  
beau)ful	
  	
  
ugly	
  

looks	
  like	
  a	
  cartoon	
  
thin	
  
tall	
  

bruneCe	
  	
  
short	
  Hair	
  	
  
Humana	
  	
  

It	
  is	
  an	
  image	
  	
  
It	
  is	
  a	
  Robot	
  	
  

Lives	
  in	
  computer	
  	
  
young	
  	
  

sober-­‐minded	
  

help	
  	
  
list	
  	
  

intelligent	
  

liar	
  	
  
amicable	
  	
  
friendly	
  	
  
imaginary	
  	
  

She	
  is	
  a	
  teacher	
  
She	
  is	
  a	
  lady	
  



Percep)on	
  Test	
  
Seman)cal	
  Differen)al	
  



Children’s	
  Mental	
  Model	
  	
  
of	
  Learning	
  Companion	
  



Conclusions	
  

Physical	
  appearance:	
  a	
  learning	
  companion	
  needs	
  to	
  
project	
  joviality	
  and	
  aesthe)cs.	
  

Personality:	
  he	
  needs	
  to	
  be	
  empathe)c	
  (nice,	
  
friendly,	
  loving,	
  kind,	
  funny),	
  friendly	
  and	
  intelligent.	
  

	
  FuncPon:	
  a	
  learning	
  companion	
  needs	
  to	
  provide	
  
assistance	
  to	
  students,	
  have	
  a	
  role	
  of	
  teacher,	
  and	
  
provide	
  knowledge	
  
	
  

	
  

	
  


