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Description

How do humans agree and negotiate linguistic conventions? This question is at the root of the domain of experi-
mental semiotics [2], which will be the context of this internship. Typically, the experiments of this field consist in
making human subjects play a game where they have to learn how to interact/collaborate through a new unknown
communication medium (such as abstract symbols). In recent years, such experiments allowed to see how new
conventions could be formed and evolve in population of individuals, shading light on the origins and evolution of
languages [3, 1].

The rules of these interactions are derived from a class of computational models of language formation within
a population of communicating agents, the Language Games [8, 3, 4]. We work especially with a simple version of
those models, called the Naming Game [10, 4], and focus on the influence of active learning/teaching mechanisms
on the global dynamics [5, 6, 7].

In this internship, the goal will be to design, implement and conduct an experiment with humans, in the form of
a Naming Game. Participants will interact through the mediation of a controlled communication system (through a
website), to study whether or not they use active learning/teaching strategies to negotiate new linguistic conventions.
The experimental setup will be implemented on a crowd-sourcing platform or alternatively as a tablet-based game.

The version of the Naming Game that will be used is already implemented in Python, on the team’s github:
https://github.com/flowersteam/naminggamesal

Required skills

• Design of experimental protocols with human-computer interfaces
• Interface design (which information is presented to the user and how)
• Statistical analysis (choose relevant measures)
• Programming in scripting languages (Python, Javascript, ...)
• Experience with crowd-sourcing platforms would be an advantage

Location and supervision

This internship will be located in the Flowers team at Inria Bordeaux Sud-Ouest (https://flowers.inria.fr).
The Flowers team studies the developmental mechanisms that allow organisms to develop sensorimotor, social and
linguistic skills in a lifelong manner, following an interdisciplanry approach at the cross-roads of artificial intelligence,
cognitive science and neuroscience. In particular, the team focuses on the modelling of curiosity-driven learning in
sensorimotor and language development.

The internship will be supervised by William Schueller and Pierre-Yves Oudeyer. To apply, send an email to
william.schueller@inria.fr and pierre-yves.oudeyer@inria.fr.
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(a) Example of a semiotic experiment: 2 participants commu-
nicating through a controlled channel have to agree on a lin-
guistic convention, in order to cooperatively build a predefined
structure. [9]


