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chapter 6 

collaboration in Virtual Space in  
Digital Humanities

Laszlo Hunyadi1

Introduction

The introduction of computing methodologies into the humanities has brought 
DERXW� VLJQL¿FDQW� FKDQJHV� ERWK� LQ� WKH� VFRSH� RI� KXPDQLWLHV� UHVHDUFK� DQG� LQ� WKH�
way that research is to be carried out. These new methodologies have offered 
the chance to ask questions that have never been asked before and to give 
new and more satisfying answers to questions previously asked. Importantly, 
LQWHUGLVFLSOLQDULW\�DV�D�VFLHQWL¿F�DSSURDFK�WR�WKH�VWXG\�RI�FRPSOH[�LVVXHV�KDV�JDLQHG�
more and more importance, and technological advances, together with the need 
for interdisciplinary studies, have made it increasingly essential to do research 
in collaboration. The development of humanities computing has been noticeably 
enhanced by the various emerging forms of virtual collaboration offered by the 
use of the internet. To name a few pioneering initiatives without trying to give a 
comprehensive overview, HUMBUL, which started in 1985, offered catalogued 
and reviewed websites relevant to the humanities at a time when today’s search 
engines did not even exist. Nearly ten years on, the book The Whole Internet 
(Krol, 1992) could still be printed on a few hundred pages. The discussion group 
Humanist started in 1987 and is probably one of the oldest existing international 
RQOLQH� VHPLQDUV� VWLOO� LQ� H[LVWHQFH� DQG� ÀRXULVKLQJ� WRGD\�� $QG� RI� FRXUVH� WKH�
humanistic disciplines themselves have been enhanced by the emergence of easier 
and faster ways for colleagues to collaborate across the boundaries of subjects, 
institutions and countries.

The emergence of international organizations for humanities computing attests 
WR�WKH�UDSLG�JURZWK�LQ�FRPPXQLWLHV�LQ�WKH�¿HOG��WKH�$VVRFLDWLRQ�IRU�/LWHUDU\�DQG�
Linguistic computing (ALLc), founded in 1973, and the Association for computing 
in the Humanities (AcH), founded in 1978, initially served the communities 
mainly in Europe and North America, respectively, and the new publications—
Literary and Linguistic Computing and Computing and the Humanities—which 
WKH\�HVWDEOLVKHG�RSHQHG�QHZ� IRUXPV� IRU� VFKRODUO\�ZRUN� LQ� WKH�¿HOG� WKURXJKRXW�
the world. community building and support has been continuous ever since: the 

1 This article was partly supported by the joint Hungary–EU Grant No. TÁMOP 
4.2.2-08/1-2008-0009.
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emergence of the Alliance of Digital Humanities Organizations (ADHO) in 2007 
as the umbrella organization of ALLc and AcH is a natural consequence of the 
growth and globalization of computing in the humanities. Other organizations are 
encouraged to join ADHO, and the Society for Digital Humanities/Société pour 
l’étude des médias interactifs (SDH-SEMI, founded in 1986 as the consortium for 
computers in the Humanities/consortium pour ordinateurs en sciences humaines) 
has recently done so. ADHO hopes to promote the emergence of new, online 
SXEOLFDWLRQV� LQ� WKH� ¿HOG�� VXFK� DV�Digital Humanities Quarterly (DHQ), which 
began publication in 2007.

In general, the emergence and development of interdisciplinary research in 
the humanities has been accompanied and/or supported by the emergence and 
development of various forms of collaboration in the past decades. The two 
seem to go hand in hand, one facilitating the other and offering new perspectives 
both for academic studies and research activities. what seems to be shared by 
many of these efforts is preference for virtual, online forms of collaboration. 
In what follows, we will give examples of virtual collaboration as it appears 
in today’s practice, ranging from academic education to academic research to 
R&D activities. This attempts to show how digital humanities can contribute to 
DGYDQFHV�LQ�RWKHU�UHVHDUFK�¿HOGV�DQG�DOVR��YLFH�YHUVD��KRZ�LW�FDQ�EHQH¿W�IURP�
traditionally “remote” disciplines.

The activities and thoughts associated with and inspired by the idea of 
FROODERUDWLYH� ZRUN� GHVFULEHG� LQ� WKHVH� SDJHV� DUH� VWURQJO\� LQÀXHQFHG� E\� WKH�
intellectual spirit I had the chance to encounter through the many years of my 
acquaintance with Professor Harold Short. One main message that has remained 
for me as a guiding light ever since is that we have to turn to our fellow colleagues 
with a keen interest in their work, offer and incorporate new ideas, and seek 
further and ever more productive forms of interdisciplinary research. The 
international community of digital humanities has always been a “safe haven” for 
me where I could experience a warmly welcoming and stimulating, but critical, 
intellectual environment for the development and testing of innovative ideas on 
WKH�FURVVURDGV�RI�H[FLWLQJ��PXWXDOO\�FRPSOHPHQWDU\�DV�ZHOO�DV�FRPSHWLQJ�¿HOGV��
It has been motivating for me to see a new discipline emerge and to understand 
WKDW�WKLV�QHZ�GLVFLSOLQH�ZLOO�OHDYH�HQRXJK�URRP�IRU�RXU�RULJLQDO�¿HOGV��OLQJXLVWLFV�
in my case) while creating a “virtual cloud” of collaboration within and across 
individual disciplines. I can only hope to be able to contribute to handing over 
this spirit to the next generation.

Collaboration in Virtual Centers for “Real” Education

There is a perception in a number of universities in Europe that humanities 
faculties are currently facing troubled times, only partly shared by some other 
academic disciplines. The decrease of state funding has noticeably affected the 
humanities, while the number of students enrolled in many traditional majors 
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is stagnating or even gradually falling. The cut in state funds has affected the 
humanities especially badly because—in contrast to the sciences—external 
funds are much harder to generate. whereas in the sciences demands for 
technological advances obviously generate additional funds, the traditional 
approach of the humanities, not being technology- or even “consumer”-oriented, 
results in the humanities disciplines becoming less competitive in the race for 
funds. In addition, the decrease of enrolments is ominous: fewer students choose 
traditional humanities disciplines, mainly due to market pressure—they wish to 
have a degree which opens their way to a decent career and prestige. Regardless 
of sound argumentation based on well-tested traditional values, entering the 
competition both for funds and for students with old perceptions seems not too 
promising. However, studying present-day and prospective future demands may 
offer a solution: the introduction of computing in humanities education and 
research may have the effect that, similarly to the introduction of computing in 
several other disciplines, the use of computing methodologies might enhance 
traditional studies in the humanities and result both in new answers and new 
discoveries. This is the route some leading universities in Europe and America 
have chosen. They introduced computing in various aspects of the humanities, 
thus enhancing and further widening the scope of humanities computing for 
education, research and application development. One of the institutional 
forerunners in humanities computing was King’s college London, where a 
new department was set up to pursue the goal of institutional development of 
humanities computing. The emergence of digital humanities (DH) as a new 
discipline, as we know it now, was the result of continuous development in many 
areas of humanities computing, both in education and research. The idea was 
JUDGXDOO\�GHYHORSHG�WKDW�'+�DV�DQ�DFDGHPLF�RIIHULQJ�FRXOG�¿QG�LWV�SODFH�DPRQJ�
disciplines in the humanities and even offer a contribution to disciplines beyond 
the humanities as well.

:KHQ�ZH�DW�WKH�8QLYHUVLW\�RI�'HEUHFHQ�ZHUH�¿UVW�FRQWHPSODWLQJ�LQWURGXFLQJ�
humanities computing into the Faculty of Humanities, we hoped that by doing 
so we could give fresh momentum to humanities education and humanities 
research. we expected that, as a result, we could build a community that would 
bring about a substantial renewal of the practice of traditional humanities 
and create a new, more comprehensive “space” for humanities education and 
research. we discovered, however, that to start a new program with no history 
LQ� WKH�FRXQWU\�DW�DOO� LV�QR�HDV\�PDWWHU�� ,W� LV�¿UVW�QHFHVVDU\� WR�HVWDEOLVK�'+�DV�
a recognized academic discipline and then get the accreditation to begin a 
program in a particular institution. Both requirements need an institutional 
background that we, at the outset, equally lacked. Normally, the traditional way 
of running an academic program is to associate it with a single (rarely more) 
academic discipline, but we soon realized that DH cannot be associated with a 
single “traditional” humanities discipline. Therefore our endeavor was twofold: 
establish a single organizational unit for DH and then a single discipline 
associated with it.
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Initially, we were aware that there were individual academics teaching a subject 

that in one way or another included some applied computational methodology. 

There was, however, no collaboration or any other professional relationship 

DPRQJ� WKH� LQGLYLGXDO� WHDFKHUV��7KXV��ZH�GHFLGHG�DV� WKH�¿UVW� VWHS� WR�HVWDEOLVK�D�
community that would later on undertake the education as well.

In order to build the institutional background necessary for any hope of success 

in national accreditation, we needed some traditional form of organization that 

would submit the proposal for accreditation, either a department or a research 

FHQWHU��6LQFH�'+�ZDV�D�QHZ�GLVFLSOLQH�QRW�EHORQJLQJ�WR�WKH�SUR¿OH�RI�DQ\�H[LVWLQJ�
department or research center, we decided to establish a new, virtual center for 

Digital Humanities. It needed to be virtual because it would rely on existing 

teaching positions; these positions would remain in their respective departments 

and offer an extra service to run courses in humanities computing as well.

The center for Digital Humanities set out its program: it planned to elaborate 

a proposal for an MA in Digital Humanities, secure the teaching staff, and offer 

additional activities. The proposal was essentially based on two sources: similar DH 

programs elsewhere for reference, consultations, and possible co-operation; and 

the availability and interest of the potential teaching staff. The two specializations 

RIIHUHG� E\� WKH� SURJUDP�ZRXOG� UHÀHFW� WZR� FODVVHV� RI� EURDGHU� LQWHUHVW�� cultural 
heritage preservation and language technology. The disciplines that are thus 

represented are quite numerous, enabling students to enter the program with a BA 

in, among other subjects, modern and classical languages and literatures, history 

and ethnology. The disciplines taught in the MA program range from classical 

humanities and information science to music, even to related issues in architecture 

and the sciences.

:H�FDQQRW�OHDYH�WKLV�VWRU\�ZLWKRXW�GRFXPHQWLQJ�LWV�RXWFRPH��,Q�WKH�¿UVW�URXQG��
our submission for recognizing DH as an independent discipline was unsuccessful. 

For the second submission, we had to convince the respective bodies that: (a) what 

we offer is not information science proper, but a humanities-oriented teaching 

and research scenario with a strong reliance on approaches, methodologies, and 

techniques of IT; and (b) what information science, especially some exams, such 

DV�(&'/��RIIHUV�GRHV�QRW²FRQWUDU\�WR�VRPH�VXSHU¿FLDO�DVVXPSWLRQV²FRYHU�WKRVH�
¿HOGV�WKDW�DUH�WKH�FKDUDFWHULVWLFV�RI�'+��WKH�LQWHJUDWLRQ�RI�KXPDQLWLHV�DQG�VRPH�
other disciplines with information science from a particular, unique perspective. 

Based on strong arguments supported by spectacular achievements in the wider 

¿HOG�RI�GLJLWDO�KXPDQLWLHV��'+�ZDV�¿QDOO\�UHFRJQL]HG�DV�DQ�LQGHSHQGHQW�DFDGHPLF�
discipline at the masters level. Shortly after that, the University of Debrecen 

received national accreditation to also run the program. Following a successful 

series of lectures in 2010 as an introductory course, with the enrollment of more 

than two dozen students with a wide variety of subjects as their primary humanities 

EDFNJURXQG��ZH�ORRN�IRUZDUG�ZLWK�HQWKXVLDVP�WR�ODXQFKLQJ�WKH�¿UVW�IXOO�ÀHGJHG�
program in 2011. Beyond its own advancement, DH will also serve as an example 

in Hungary of how interdisciplinary co-operation across traditional academic 

boundaries can contribute to the modernization of higher education.
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9LUWXDO�6SDFH��7KH�$FDGHPLF�%HQH¿W�RI�3URIHVVLRQDO�&ROODERUDWLRQ

Today’s technology allows us to disseminate knowledge to a much wider audience 
than is possible in a traditional classroom setting. To reach as wide an audience as 
possible is especially important in the case of a new discipline such as DH.

This is what led us to make our participation at the annual European 
Researchers’ Night, an international event, through videoconferencing. In the 
last three consecutive years our hub in Debrecen has connected participants from 
Debrecen, Budapest, Oulu and Dublin via cyberspace. As in an ordinary event, 
we had “plenary talks” and “round table discussions” alike. The audience from all 
VLWHV�FRXOG�HQMR\�WKH�HYHQW�DQG�EH�SDUW�RI�LW�E\�DVNLQJ�TXHVWLRQV�DQG�UHÀHFWLQJ�XSRQ�
any issues arising. A videostream was also broadcast to enable “unregistered” 
viewers to participate. The impact of these two events on the audience was quite 
measurable: being mostly students, they received the talks and discussions with 
PXFK�HQWKXVLDVP��(YHQ�VRPH� WHUP�SDSHUV�RULJLQDWHG� IURP� WKHP�DV�D� UHÀHFWLRQ�
RQ� WKH� VFLHQWL¿F�PHULW� RI� WKHVH� HYHQWV�� VXJJHVWLQJ� WKDW�'+�KDV� IRXQG�D� IUXLWIXO�
ground to further grow and develop. The impact on students of these events is also 
measurable by the fact that last year’s was organized and run by PhD students, 
suggesting that DH will have its future among the younger generation.

In addition to these European Researchers’ Night events, the same technology 
has also been tested and utilized in further educational activities within the 
framework of our culture and Technology Seminar Series. The series were jointly 
designed by the universities of Debrecen, Leipzig, Oulu, and King’s college. 
Later Glasgow, Bologna, and Dublin also joined in our effort to bring the major 
ideas of DH closer to undergraduates in the respective universities. Students of 
various disciplines across the continent were connected weekly by the central idea 
as well as the technology. Professors from the respective universities (E. Burr, D. 
Buzzetti, L. Hunyadi, w. Mccarty, M. Moss, L.L. Opas-Hänninen, and others) 
gave inspiring talks on their research, all focusing on a particular aspect of digital 
humanities, ranging from linguistics to literature, history, computer science and 
engineering. Later, as interest grew, calls for participation were also extended to 
PhD students. we had exciting and highly motivating presentations by graduate 
students from Bologna, Debrecen, and Dublin, three universities located far away 
from each other but connected in the virtual space by a common interest in DH. 
$OUHDG\�WKH�IDFW�WKDW�UHJXODU�VFLHQWL¿F�PHHWLQJV�LQ�VXFK�D�YLUWXDO�VSDFH��XQGHU�WKH�
umbrella of digital humanities, was made possible shows that DH as a discipline 
has found its place in higher education.

The idea that culture and technology could organically meet, sharing the 
DSSURDFK� RI� '+�� ZDV� IXUWKHU� GHYHORSHG� LQ� /HLS]LJ� ZKHUH� WKH� ¿UVW� 6XPPHU�
Schools in culture and Technology were held in the summers of 2009 and 2010. 
There are further plans as well: based on the success of seminars run by doctoral 
students, we intend to offer a virtual conference for young scientists in DH, to be 
organized simultaneously at various university sites in Europe and broadcast to the 
participating institutions and possibly beyond. we hope that such a conference will 
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EHFRPH�\HW�DQRWKHU�PHDQV�RI�VFLHQWL¿F�PRWLYDWLRQ�IRU� WKRVH�\RXQJ�SHRSOH�ZKR�
are engaged in any aspect of DH and are interested in developing collaboration 
without borders. This is how the inter- and multidisciplinary concept of DH 
equally inspires the “virtual” and the “real.”

7KH�%HQH¿W�RI�3URIHVVLRQDO�&ROODERUDWLRQ�LQ�9LUWXDO�6SDFH�IRU�5HVHDUFK�DQG�
Development

'LJLWDO� KXPDQLWLHV� LV�� E\� GH¿QLWLRQ�� LQWHU�� DQG�PXOWLGLVFLSOLQDU\�� %HLQJ� SDUW� RI�
WKH�'+�FRPPXQLW\��RQH�KDV�D�VWURQJ�VHQVH�RI�WKH�EHQH¿WV�RI�FURVVLQJ�WUDGLWLRQDO�
academic boundaries in order to collaborate with respective partners from other 
disciplines in order to “arrive home,” that is, to give answers to questions often 
SURYLQJ�WRR�FRPSOH[�IRU�RQH¶V�VLQJOH�SULPDU\�GLVFLSOLQH��:H�FDQ�VHH�WKH�EHQH¿WV�
of such collaboration in at least three areas: (a) at the institutional, organizational 
level; (b) in activities of dissemination; and (c) in running individual projects. 
%HORZ��,�ZLOO�VXJJHVW�VRPH�FRQFUHWH�H[DPSOHV�RI�WKHVH�EHQH¿WV�

�D��$W�WKH�LQVWLWXWLRQDO��RUJDQL]DWLRQDO�OHYHO��ZH�PXVW�JLYH�FUHGLW�WR�D�VLJQL¿FDQW�
event with far-reaching consequences for the future of DH, originally initiated and 
gradually pursued by Harold Short and John Unsworth, backed by their respective 
organizations: the “merger” of ALLc and AcH under the umbrella of ADHO. 
Originally, ALLc and AcH used to function on a semi-geographical basis; by 
the establishment of ADHO (Alliance of Digital Humanities Organizations: 
<www.digitalhumanities.org/>) in 2005, the DH community has come of age by 
offering global collaboration and expandability, while at the same time preserving 
the “local” focuses of the constituting organizations. Going global means that, 
based on previous successful large-scale projects and both geographically and 
professionally wide scope actions, it has now become possible to institutionalize 
the achievements and concentrate our academic, human, and material resources to 
DFFRPSOLVK�HYHQ�IXUWKHU�UHDFKLQJ�JRDOV��7KH�¿UVW�LPSDFW�DW�WKH�RUJDQL]DWLRQDO�OHYHO�
was the joining in 2007 of SDH-SEMI, the canadian organization for DH, a move 
that simply accomplished a professionally supported natural process. Recently, 
this movement towards globalization is perceived more and more strongly with 
UHJDUG�WR�-DSDQ��WKH�HVWDEOLVKPHQW�RI�$'+2�JDYH�VLJQL¿FDQW�LPSHWXV�WR�VWUHQJWKHQ�
and further enhance the presence of DH in that country, with the possibility of 
establishing a regional chapter some time in the future. It is also expected that the 
increasingly global reach of DH through ADHO will result in further academic 
and organizational advances in other parts of the world as well.

(b) Activities of dissemination are very important in the development of an 
ever growing community, through making available new advances and sharing 
EHVW�SUDFWLFH�LQ�SDUWLFXODU�¿HOGV��6HYHUDO�VHPLQDUV�DQG�RWKHU�VLPLODU�HYHQWV�KDYH�
been initiated or run by the constituting organizations of ADHO in many parts of 
the world. I will only give one example here, that of a conference and seminar 
organized by the west Bengal University of Technology, Kolkata in 2007, where 
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experts from ALLc were invited to participate. This conference dealt with the 

issue of digitization of a vast number of Indic languages, languages that either 

did not have at that time any encoding system or, on the contrary, had more 

than one but none of them appropriate for standard machine representation and 

analysis. The participation of delegates from ALLc was judged to be very useful 

in that, step by step, they were guided through actual and accomplished projects 

of digitization as possible examples of the use of standard methodologies. The list 

of local participants included a wide range of professions, from linguistics to IT 

to engineering and even nuclear physics, showing that these professionals deeply 

understood the needs of their country in the preservation of objects of their cultural 

heritage. Regardless of their academic orientation, they were ready to contribute to 

WKLV�PDJQL¿FHQW�JRDO�E\�VWDUWLQJ�IURP�WKH�YHU\�EDVLFV�DQG�PRYLQJ�VWHDGLO\�WRZDUGV�
accomplishment. ALLc was proud to be a contributing part of this—in a sense—

historic moment.

(c) The essential strength of inter- and multidisciplinary approaches is clearly 

shown in joint projects requiring the contribution of DH (by itself multidisciplinary) 

to the accomplishment of tasks involving further disciplines beyond DH. Below, 

we will give an account of some leading ideas behind a fairly complex project 

involving traditional humanities, information science, and engineering, with 

FRPSXWDWLRQDO�OLQJXLVWLFV�SOD\LQJ�D�VLJQL¿FDQW�UROH�
The project HucomTech (“The Theoretical Foundations of Human–computer 

Interactions”: <http://hucomtech.unideb.hu/hucomtech>) at the University of 

Debrecen is based on the general observation that man–machine communication 

systems usually lack that “appeal” of naturalness which makes such an interaction 

easy and straightforward for the human participant. The reason is not just the fact 

that computer graphics are still in the phase of development (on the contrary, 

many games or even movies can now be made to appear realistic) or speech 

recognition systems are still restricted to a special or specialized vocabulary, but 

that we do not yet know enough about human–human communication in general. 

The underlying idea is that, if we know how to formally represent the structure 

of a given human–human interaction, we can build computer systems that will 

“behave” in a similar fashion. But the major problem is that, being dependent on 

PDQ\�LQGLYLGXDO�DQG�LQ�FDVHV�QHYHU�UHSHDWHG�IDFWRUV��SUR¿OH��RQWRORJ\��EDFNJURXQG�
knowledge on the one hand, and given psychological, cultural, moral, and so on, 

settings on the other), human–human interaction seems to be hard to represent in 

a regular form. The aim of the project, then, is to learn the regularities of human–

human interactions based on type scenarios and respective ontologies, separate 

these regularities from their context-dependent individual characteristics, and 

¿QDOO\� EXLOG� DQG� LQWHUSUHW� D� FRUUHVSRQGLQJ� VWUXFWXUH� IRU� WKH� JLYHQ� LQWHUDFWLRQ��
This task requires the collaboration of many people from various disciplines, and 

the project thus involves computer scientists, engineers, computational linguists, 

specialists in communication, as well as psychologists. The task is inspiring and 

at the same time challenging for all. The novelty of research is mainly represented 

by its special interdisciplinary nature and the way in which it contributes to the 
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completion of the research program: it is its cross-disciplinary DH approach 
that unites the often seemingly incompatible counterparts. The major issue, as 
mentioned above, is that of the formal representation of human communication. 
Although several theories exist for communication, most of them miss the criteria 
of formal description necessary for implementation by the computer. Our task, 
then, is to search for and identify those building blocks of communication that, in 
an orderly fashion, contribute to what we can tell the computer as structure. It is the 
computational aspect of DH that leads us in the search for implementable structure 
DQG�WKDW�GRHV�QRW�OHW�XV�JR�DVWUD\�XQGHU�WKH�LQÀXHQFH�RI�FHUWDLQ�IXQFWLRQDO�IHDWXUHV�
inherent in any communication, but that go beyond the scope of a technologically 
implementable human–computer interaction system.

Accordingly, the focus of the project is to propose a model inspired at the 
crossroads of the humanities, engineering, and information science, and to validate 
this model in a practical, working implementation. Supported by approaches 
aiming at unveiling the formal basic structure of communication and also at 
the model-based technological implementations of an arbitrary communicative 
event (cf. Polanyi, 1988, 2004; Jurafsky, 2004; Thione et al., 2004a, 2004b), but 
extending the scope to multimodality and bidirectionality, our model itself is 
generative (cf. Hunyadi ,2011): it inherits its approach from theoretical linguistics 
(the latter originally inspired by the needs of computational linguistics for language 
WHFKQRORJ\���7KH�DSSURDFK�LV�PRGXODU��D�VLJQL¿FDQW�SURSHUW\�HTXDOO\�LPSRUWDQW�DQG�
manageable for theoretical linguistics and technology. Namely, the complexity of 
the issue of understanding the basic underlying structure of communication and 
implementing it within technology can be reduced and, consequently, relatively 
FRQYHQLHQWO\�KDQGOHG�E\�VXEGLYLGLQJ�WKH�ÀRZ�RI�FRPPXQLFDWLRQ�LQWR�D�QXPEHU�
of self-contained but structurally interrelated modules for the description and 
JHQHUDWLRQ� RI� DSSURSULDWH� DQG� VSHFL¿F� LQWHUQDO� UHODWLRQV�� ,Q� RXU� PRGHO�� WKHVH�
modules are assumed to be responsible for (a) the generation of the formal skeleton 
of all possible communication events, (b) the functional extension of the formal 
basis of a given event, and (c) the pragmatic extension of the functionally already 
extended, rich formal basis. This latter module contains the interface between the 
verbal (and, from a technological point of view, informal) description of an event 
DQG�LWV�IRUPDO�WHFKQRORJLFDO�LPSOHPHQWDWLRQ��$OO�WKLV�LV�GRQH�LQ�D�XQL¿HG�PDQQHU��
HDFK�PRGXOH�FRQVLVWV�RI�D�¿QLWH�VHW�RI�SULPLWLYHV�RQO\�VSHFL¿F�WR�WKH�JLYHQ�PRGXOH�
DQG�D�¿QLWH�VHW�RI� UXOHV�RI�GHULYDWLRQ� WR�GHULYH� WKH�VHW�RI�DOO�SRVVLEOH�VWUXFWXUHV�
within that given module. Modules are connected by applying the same unifying 
principles and rules to them within a structural hierarchy. The big challenge is how 
to map non-formal, practically verbal descriptions of events of communication 
onto formal, parametric data, the latter being the only possible input relevant to 
technology. This is where our approach is thought to offer a strong theoretical 
contribution to the problem. Applying to our model the theory of fuzzy systems 
to capture linguistic descriptions of certain cognitive concepts (cf. Zadeh, 1965; 
Bunt and Black, 2000), we map linguistic variables onto technological parameters 
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LQ�RUGHU�WR�KDQGOH�WKH�WZR��FRQFHSWXDOO\�DSSDUHQWO\�YHU\�GLVWDQW��¿HOGV�RI�KXPDQ�
FRPPXQLFDWLRQ�DQG�WHFKQRORJ\�LQ�D�VLQJOH�XQL¿HG�V\VWHP�

,Q� DGGLWLRQ�� D� IXUWKHU� EHQH¿W� RI� DSSO\LQJ� D� �KXPDQLWLHV�EDVHG�� JHQHUDWLYH�
model to the technology of human–machine interaction is that this model is 
then bidirectional: it equally models analysis and synthesis, two aspects of 
communication that virtually happen at the same time but that are usually 
implemented as two independent and (at least partly) incompatible models. Instead 
of building separate systems for analysis and synthesis using principally different 
models, our generative model allows for capturing the relevant aspects of human–
human communication as they exist in unity in our own behavior. Even though 
WKH�WDVN�LV�GH¿QLWHO\�KLJKO\�FRPSOH[��ZH�EHOLHYH�WKDW�DQ�DWWHPSW�WR�WHFKQRORJLFDOO\�
implement at least a restricted subset of communicative relations can serve as a 
means of validation for the model and its application.

The complexity of the issues described above suggests that this project can 
only be carried out in strong co-operation by a number of disciplines. There are 
many challenges: linguists, engineers, and IT people have radically different 
conceptual and working methodologies and cultures. we believe that DH that is 
inter- and multidisciplinary by itself can effectively contribute to the successful 
establishment of synergy between these groups that are professionally distant but 
FORVHO\�UHODWHG�E\�WKH�GH¿QLWLRQ�RI�WKH�¿QDO�JRDO�

Our virtual center for Digital Humanities, which has already proved to 
be successful in making a proposal for the academic program MA in Digital 
Humanities and which has led further academic activities in virtual space, plays a 
leading role in this technological project, with the hope that the complex approach 
of DH will bring this project to successful completion.

Multidisciplinary Collaboration in a Virtual Lab

:LWK�VLJQL¿FDQW�DGYDQFHV� LQ�FRPSXWLQJ�DQG� WKH�XVH�RI� WKH� LQWHUQHW�� LW�KDV�EHHQ�
made possible to share one and the same physical infrastructure among a number 
of researchers and research communities, both for individual projects that are 
connected by way of the use of the same infrastructure and for joint complex tasks. 
I will present here our current effort to build such a shared physical and virtual 
research infrastructure, where traditional disciplines of the humanities reach out to 
and become an integral part of engineering application development.

As a logical continuation of the HucomTech project mentioned in the 
previous section, we at the University of Debrecen are in the process of creating a 
cognitive robotic lab that is: (a) real (physical) in the sense that it is based on a real 
technological implementation of a primary lab, with all the necessary components 
like testing space, robots, external sensors, and a complex computing system; and 
(b) virtual in the sense that we can network into this system a number of “stripped 
down,” secondary labs which lack the robots but which each has a testing space 
and is equipped with the necessary external sensors and the appropriate computing 



1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
36
37
38
39
40
41
42
43
44

1
2
3
4
5
6
7
8
9
10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
36
37
38
39
40
41
42
43
44

Pro
of C

opy 

Collaborative Research in the Digital Humanities102

system. These two kinds of labs are integrated into a single research space using the 
VIRcA (Virtual collaboration Arena; cf. <www.virca.hu/>) framework. There are 
DW�OHDVW�WZR�IDU�UHDFKLQJ�EHQH¿WV�RI�WKLV�UHVHDUFK�VHWWLQJ���D��HDFK�RI�WKH�VHFRQGDU\��
robotless labs can carry out experiments with the robot of the distant primary lab; 
(b) our labs (either the primary or the secondary) can also be integrated into a 
larger network of similar labs running the same protocol. As a consequence, it is 
not only the case that we can use the infrastructure of other distant labs, but we 
also have the opportunity to invite remote projects to join us and carry out joint 
research and experiments with and within our project.

what is the role and interest of humanities and digital humanities in building 
the above network of real and virtual labs, if the setting seems to be so technical 
DQG�WHFKQRORJ\�RULHQWHG"�:H�OHDUQ�VRPHWKLQJ�VLJQL¿FDQW�IURP�HQJLQHHULQJ�DQG�WKH�
application of computing methodologies: it can be said that the humanities is strong 
in building theories such that their validation is usually done by testing their logical 
consistency. On the other hand, engineering and computing are also necessarily 
supported by theories, but the nature of their disciplines requires validation by 
WHVWLQJ� WKHP�DJDLQVW� WKHLU� SK\VLFDO� LPSOHPHQWDWLRQ��6HFRQG��ZKHUHDV�¿QGLQJV� LQ��
DPRQJ�RWKHUV��SK\VLFV�RU�FKHPLVWU\�DUH�YHUL¿HG�LQ�UHDO�ZRUOG�WHVWV�DQG�H[SHULPHQWV��
KXPDQLWLHV�ZLOO�DOVR�KDYH�D�VLJQL¿FDQW�FRQWULEXWLRQ�WR�HQJLQHHULQJ�DQG�HVSHFLDOO\�
robotics only if any appropriate theory aimed at engineering development is 
exposed to testing through and within technology. It is especially true of a theory of 
communication aimed at cognitive robotics, where any theory has to be tested against 
WKH�³EHKDYLRU´�RI�WKH�JLYHQ�URERW��,Q�WKLV�ZD\�D�KXPDQLWLHV�WKHRU\�FDQ�EH�YHUL¿HG��
UH¿QHG�� RU� UHMHFWHG� DV� D� UHVXOW� RI� H[SRVXUH� DQG� WHVWLQJ� DJDLQVW� LWV� WHFKQRORJLFDO��
robotic implementation. The network of real and virtual cognitive robotic behavior 
with humans will be able to remotely manipulate the behavior of robots and observe 
their response, and, ultimately, test the validity of a given theory of human behavior.

we are aware that the use of a network of real and virtual labs as described 
above reaches beyond the scope of humanities and even digital humanities, but we 
also believe that the establishment of such a research environment is very much in 
line with the general purpose of DH: we need to include in humanities research the 
power and possibilities of computing in order: (a) to offer a more complete answer 
to some traditional issues in humanities; and (b) to reach out to multidisciplinary 
research where we believe our knowledge and methodologies can contribute to the 
understanding and implementation of more complex issues, that are traditionally 
QRQ�VSHFL¿F�WR�KXPDQLWLHV��7LPH�ZLOO�VKRZ�LI�WKLV�GLUHFWLRQ�WKDW�ZH�DUH�WDNLQJ�QRZ�
by building an infrastructure of real and virtual labs will indeed yield the results we 
are envisaging at present.

Summary

The purpose of this chapter has been to show through some concrete examples that 
humanities research has come a long way since the introduction of computational 
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methodologies, to develop into a new discipline called digital humanities. The new 

technologies adopted from computing have made it possible to introduce novel 

VFLHQWL¿F�SHUVSHFWLYHV�E\�IDFLOLWDWLQJ�WKH�HPHUJHQFH�RI�IXUWKHU�IRUPV�RI�FROODERUDWLRQ�
among scientists. Inter- and multidisciplinary research has become a “must” to solve 

certain emerging new issues, giving rise to virtual research collaboration as well. 

Research, academic education, and technological advances go hand in hand while 

transforming the whole long-established landscape of humanities, leading it into the 

digital era which promises so much. Pioneering institutions and organizations, as 

well as newly emerging ones, lead this march, with the indispensable participation 

and co-operation of a rapidly growing number of single individuals.

References

Bunt, Harry and william Black, ‘The ABc of computational Pragmatics’, in Harry 

Bunt and william Black (eds), Abduction, Belief and Context in Dialogue: 
Studies in Computational Pragmatics (Amsterdam: John Benjamins, 2000): 

1–46.

+XQ\DGL�� /iV]Oy�� µ0XOWLPRGDO� +XPDQ௅&RPSXWHU� ,QWHUDFWLRQ� 7HFKQRORJLHV��
Theoretical Modeling and Application in Speech Processing’, Argumentum 

(2011 [in press]).

Jurafsky, D., ‘Pragmatics and computational Linguistics’, in Laurence R. Horn 

and Gregory wards (eds), Handbook of Pragmatics (Oxford: Blackwell, 2004).

Krol, Ed, The Whole Internet: User’s Guide and Catalog (Sebastopol, cA: 

O’Reilly & Associates, 1992).

Polanyi, L., ‘A Formal Model of Discourse Structure’, Journal of Pragmatics 12 

(1988): 601–39.

Polanyi, L., ‘A Rule-based Approach to Discourse Parsing’, in Proceedings of 
SIGDIAL ’04 (2004), Boston, MA.

Thione, G.L., M. van den Berg, ch. culy and L. Polanyi, ‘Hybrid Text 

Summarization: combining External Relevance Measures with Structural 

Analysis’, Proceedings of the ACL Workshop Text Summarization Branches 
Out (2004a), Barcelona.

Thione, G.L., M. van den Berg , ch. culy and L. Polanyi, ‘LiveTree: An Integrated 

workbench for Discourse Processing’, Proceedings of the 2004 ACL Workshop 
on Discourse Annotation, 25–26 July 2004, Barcelona, Spain (2004b): 110–17.

Zadeh, I.A., ‘Fuzzy Sets’, in Information and Control 8.3 (June 1965): 338–53.


