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List of all technology tools for
supporting mediators
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Dialogue games
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Data driven

((pause)) 013 M: Well ]
W's not saying anything  Lg— - +  Asserting | M:’cause you're not sEying anything
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idea what's geaing on some [.) ides what's going an

() that wouldn't be, 4
: Default Infarence  #——————— . Arguing o TA

[Well I plan I'm gonna ()] [ * +

it W feets ke well okay this is the M : becausea if sha faals like, you

plan, something definite W know wel okay this is the plan,
who [does ] but as ' ! Asserting — o )

long as, [she should ()] (go CTTRET something definite she, she

ahead)= 019 M: [his mother's] | understands

= L) I'm |

:rving t's W end H's privete business  .f—— ——————————  Asserting
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& | ()  corpora.aifdb.org/mediation ¢ | (Q search

I‘AI E:ib Corpora

Dispute mediation

Download full corpus: tar.gz | zip

Argument Map 9082

that’s right Ann's dreaming into this all kinds of wonderful things that she thinks that don’t exist at all they weren't
wonderful just for your information that’s not Ann's idea of a wonderful thing, having Philip put his big fat hand on
her knee Philip's never put his hand Ann, Philip and...

Download: SVG | PNG | DOT | JSON | LKIF | RTML | RDF | PL Edit: OVA | OVA+

wart Pstsart be s any
cumbocdy of ihe childoen

Argument Map 9083 || i e e

Natalie'd rather the full custody Natalie would you go along with that too Natalie would not go along with that xotis

ot Infermncs

why Matalie doesn't want Robert to have any custody of the children...

Download: SVG | PNG | DOT | JSON | LKIF | RTNL | RDF | PL Edit: OVA | OVA+

Dodaust Gonslict

’

Argument Map 9373

Eric would like Viv to become part, a productive member of the team Eric would you like xxx out of today Eric and
Viv are a team and, Viv was appointed to be Eric's equal Viv would like xxx out of today Some feeling of trust that |
can do the job Viv has done other jobs, and she needs to be able to,...
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Data

<%' i) | analytics.arg-tech.org/overview.php?c=mediation

/1 Argument Analytics

Corpus mediation - Overview

INFORMATION NODES

Argument Maps

Argument Map 082

Argument Map 2068

Argument Map 2087

AVERAGE WORDS PER NODE

11.53

Argument Map 2083

Argument Map 2159
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CONFLICT NODES SUPPORT NODES

259 877

Argument Map 9373 Argument Map 2035

Argument Map 2085

. Ann noticed when Ann firs
Prolessor designed this joined the program that
program fof these people Professce wis vary haiptul
L l 4 Ann as an academic

Dl Conllict

that shouid not give Professor

Argument Map 2161




Reqgularities

analytics.arg-tech.org/stats.php?c=mediation

1 Argument Analytics

i

Argument Analytics

mediation - Detailed Statistics

Counts
Item

Asserting

Asserting in Transition
Asserting in Locution
Disagreeing

Disagreeing in Transition
Disagreeing in Locution
Arguing

Arguing in Transition

Arguing in Locution

Agreeing

Agreeing in Transition
Agreeing in Locution
Assertive Questioning
Assertive Questioning in Transition
Assertive Questioning in Locution
Restating

Restating in Transition
Restating in Locution

Pure Challenging

Pure Challenging in Transition
Pure Challenging in Locution

2 e El e
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Item

Explaining

Explaining in Transition

Explaining in Locution

YA

YA in Transition

YA in Locution

Rhetorical Questioning

Rhetorical Questioning in Transition
Rhetorical Questioning in Locution
Assertive Challenging

Aszertive Challenging in Transition
Assertive Challenging in Locution
Weak Asserting

Weak Asserting in Transition
Weak Asserting in Lacution
Directive Questioning

Directive Questioning in Transition
Directive Questioning in Locution
Ironic Asserting

Ironic Asserting in Transition

Ironic Asserting in Locution

Slvcing

Item

Rejecting

Rejecting in Transition
Rejecting in Locution
Accepting

Accepting in Transition
Accepting in Locution
Offering

Offering in Transition
Offering in Locution
Default Conflict

Default Inference

Default Paraphrase
Direct Ad Hominem
Reframing

MA

RA

Anzlogy

Populzar Opinion
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Mediation dialogue game

Players: Px, Py and M

Locution rules:
M can Question (PQ, AQ), Challenge (PCh) or Restate (R)
Px and Py can assert (A), withdraw (W),
agree (Agr) or disagree (Disagr)

Commitment rules (only for Px and Py):
After A(p), performed by Px, pis added to Com-x
After W(p), performed by Px, pis removed from Com-x
After Agr(p), performed by Px, pis added to Com-x
After Disagr(p), performed by Px, pis added to Com-x
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Mediation dialogue game

12 structural rules:

(1) Px and Py can only perform one move per turn

(2) M can perform a maximum of two moves per turn iff the
first move consists of restating (R)

(3) The dialogue starts with M seeking Px and Py's respective
points of view:
« M moves first with PQ(¢) addressed to Px
« After that, Px must answer with A(p)
e Then, M moves with PQ(t) addressed to Py
* Next, Py must answer with A(Qg)

(4) The second step Is to discover Px and Py's grounds for p
and g, therefore:
« M performs PCh(p) addressed to Px
« After that, Px must answer with A(r)
« Then, M performs PCh(qg) addressed to Py
* Next, Py must answer with A(S)
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Mediation dialogue game

(5) After Px performed A(p), M can perform:
* PQ(p) addressed at Py
« AQ(p) addressed at Py
« PCh(p) adressed at Px
(6) After M performed PQ(p) addressed at Px, Px can perform:
* A(p)
« A(not-p)
(7)After M performed AQ(p) addressed at Px, Px can:
* W(p)
* Agr(p)
« Disagr(p)
(8) After M performed PCh(p) to Px, Px can:
* A(g)
« W(p)
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Mediation dialogue game

(9) After Px performed W(p), M can:
« AQ(not-p) addressed to Px
* PQ(qg) addressed either to Px or Py
« AQ(qg) addressed either to Px or Py
(10) After Px performed Agr(p), M can:
* PQ(qg) addressed either to Px or Py
« AQ(g) addressed either to Px or Py
(11) After Px performed Disagr(p), M can:
 PQ(qg) addressed to any player
* R(not-p) addressed to Px and Py
(12) After M performed R(not-p), M must either:
« AQ(not-p) addressed to Px I.e. the player who previously
disagreed on p, or
« PCh(not-p) addressed to Px I.e. the player who previously
disagreed on p
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System{Mediation{

turns{magnitude:multiple, ordering:strict}
roles{speaker, listener, Mediator, Party}
players{min:3, max:3}
player{id:Mediator, roles{Mediator}}
player{id:PartyOne, roles{Party}}
player{id:PartyTwo, roles{Party}}

store{id: CommitmentsPartyOne, owner:PartyOne, structure:set, visibility:public, {""}}
store{id: CommitmentsPartyTwo, owner:PartyOne, structure:set, visibility:public, {""}}
backtrack{on}

/* -- Rules -- */

rule{id:StartingRule, scope:initial,
{ assign(Mediator, speaker)
& move(add, next, PureQuestion, PartyOne, {p}, Mediator)
}

}

/* Interactions */

interaction{PureQuestion, $Participant, {p}, PureQuestioning, {p}, "Do you believe $p?",
{ move(add, next, Assert, {p}, Target)
& move(add, next, Assert, {!p}, Target)
}

}

interaction{AssertiveQuestion, $Participant, {p}, AssertiveQuestioning, {p}, "Do you agree $p?",
{ move(add, next, Withdraw, {p}, Target)
& move(add, next, Agree, {p}, Target)
& move(add, next, Disagree, {p}, Target)
}
}

interaction{PureChallenge, $Participant, {p}, PureChallenging, {p}, "Why $p?",
{ move(add, next, Assert, {q}, Target)
& move(add, next, Withdraw, {p}, Target)
}

interaction{Assert, {p}, Asserting, {p}, "l assert $p",

if{ player(PartyOne) } then
{ store(add, {p}, CommitmentsPartyOne, PartyOne)
& move(add, next, PureQuestion, PartyTwo, {p}, Mediator)
& move(add, next, AssertiveQuestion, PartyTwo, {p}, Mediator)
& move(add, next, PureChallenge, PartyOne, {p}, Mediator)
}

{ store(add, {p}, CommitmentsPartyTwo, PartyTwo)

& move(add, next, PureQuestion, PartyOne, {p}, Mediator)

& move(add, next, AssertiveQuestion, PartyOne, {p}, Mediator)
& move(add, next, PureChallenge, PartyTwo, {p}, Mediator)

& assign(Mediator, speaker)

}
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interaction{Withdraw, {p}, Asserting, {p}, "Withdraw $p",

}

if{ player(PartyOne) } then
{ store(remove, {p}, CommitmentsPartyOne, PartyOne)
& move(add, next, AssertiveQuestion, PartyOne, {!p}, Mediator)
& move(add, next, PureQuestion, $Party, {p}, Mediator)
& move(add, next, AssertiveQuestion, $Party, {q}, Mediator)
}

{ store(remove, {p}, CommitmentsPartyTwo, PartyTwo)

& move(add, next, AssertiveQuestion, PartyTwo, {!p}, Mediator)
& move(add, next, PureQuestion, $Party, {p}, Mediator)

& move(add, next, AssertiveQuestion, $Party, {q}, Mediator)

}

interaction{Agree, {p}, Asserting, {p}, "l agree with $p",

}

if{ player(PartyOne) } then
{ store(add, {p}, CommitmentsPartyOne, PartyOne)
& move(add, next, PureQuestion, $Party, {q}, Mediator)
& move(add, next, AssertiveQuestion, $Party, {q}, Mediator)

}

{ store(add, {p}, CommitmentsPartyTwo, PartyTwo)

& move(add, next, PureQuestion, $Party, {q}, Mediator)

& move(add, next, AssertiveQuestion, $Party, {q}, Mediator)
}

interaction{Disagree, {p}, Asserting, {!p}, Disagreeing, {<{!p}.{p}>, DefaultConflict, "I disagree with $p",

}

if{ player(PartyOne) } then
{ store(add, {!p}, CommitmentsPartyOne, PartyOne)
& move(add, next, PureQuestion, $Party, {p}, Mediator)
& move(add, next, Restate, {!p}, Mediator)
}

{ store(add, {!p}, CommitmentsPartyTwo, PartyTwo)

& move(add, next, PureQuestion, $Party, {p}, Mediator)
& move(add, next, Restate, {!p}, Mediator)

}

interaction{Restate, {p}, Restating, {p}, "$p",

{ move(add, next, AssertiveQuestion, $Party, {p}, Mediator)
& move(add, next, PureChallenge, $Party, {p}, Mediator)
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}
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if{ player(PartyOne) } then
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& move(add, next, AssertiveQuestion, PartyOne, {!p}, Mediator)
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& move(add, next, AssertiveQuestion, $Party, {q}, Mediator)
}
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}
interaction{Agree, {p}, Asserting, {p}, "l agree with $p",

/* Interactions */
interaction{PureQuestion, $Participant, {p}, PureQuest
{ move(add, next, Assert, {p}, Target)

}
}

interaction{AssertiveQuestion, $Participant, {p}, Assert|

} then
dd, {p}, CommitmentsPartyOne, PartyOne)
add, next, PureQuestion, $Party, {q}, Mediator)

& move(add, next, Assert, {Ip}, Target) h t tp . / / ar g o t ecC h / MD G add, next, AssertiveQuestion, $Party, {q}, Mediator)

dd, {p}, CommitmentsPartyTwo, PartyTwo)

{ move(add, next, Withdraw, {p}, Target)
& move(add, next, Agree, {p}, Target)
& move(add, next, Disagree, {p}, Target)
}

}

interaction{PureChallenge, $Participant, {p}, PureChallenging, {p}, "Why $p?",
{ move(add, next, Assert, {q}, Target)
& move(add, next, Withdraw, {p}, Target)
}

interaction{Assert, {p}, Asserting, {p}, "l assert $p",

if{ player(PartyOne) } then
{ store(add, {p}, CommitmentsPartyOne, PartyOne)
& move(add, next, PureQuestion, PartyTwo, {p}, Mediator)
& move(add, next, AssertiveQuestion, PartyTwo, {p}, Mediator)
& move(add, next, PureChallenge, PartyOne, {p}, Mediator)
}

{ store(add, {p}, CommitmentsPartyTwo, PartyTwo)

& move(add, next, PureQuestion, PartyOne, {p}, Mediator)

& move(add, next, AssertiveQuestion, PartyOne, {p}, Mediator)
& move(add, next, PureChallenge, PartyTwo, {p}, Mediator)

& assign(Mediator, speaker)

}
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add, next, PureQuestion, $Party, {q}, Mediator)
& move(add, next, AssertiveQuestion, $Party, {q}, Mediator)
}

}
interaction{Disagree, {p}, Asserting, {!p}, Disagreeing, {<{!p}.{p}>, DefaultConflict, "I disagree with $p",

if{ player(PartyOne) } then
{ store(add, {!p}, CommitmentsPartyOne, PartyOne)
& move(add, next, PureQuestion, $Party, {p}, Mediator)
& move(add, next, Restate, {!p}, Mediator)
}

{ store(add, {!p}, CommitmentsPartyTwo, PartyTwo)

& move(add, next, PureQuestion, $Party, {p}, Mediator)
& move(add, next, Restate, {!p}, Mediator)

}

}

interaction{Restate, {p}, Restating, {p}, "$p",
{ move(add, next, AssertiveQuestion, $Party, {p}, Mediator)
& move(add, next, PureChallenge, $Party, {p}, Mediator)




Dialogue execution

PROTOCOL LIBRARY MIXED INITIATIVE ARGUMENTATION DIALOGUE
DIALOGUE GAME
DESCRIPTION LANGUAGE
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Executing MDG

arvina-=-—
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Executing MDG

Eric s o .
‘ The amount of work is suitable for the hours she is contracted

Viv Mediator:
Eric, why is "I've only given Viv what her contract says" the case?

Viv:
Yes, | have been given too much work for the hours | have

Case notes

. Mediator:
\ Viv, do you believe you are overworked?

No, I've only given Viv what her contract says

Mediator:
Eric, do you believe Viv is overworked?

Ask: | Eric B wh

| have been given too much work for the hours | hawe ﬂ S'ﬁnd
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Concluding Remarks

Find out more at Come to the Investigate the
http://arg.tech ESSLLI 2017 Tutorial datasets at
(iIn Toulouse) http://aifdb.org

chris@arg.tech
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