
The DARPA's Strategic Social Interaction Modules (SSIM) was launched in 2011: 

http://www.darpa.mil/program/strategic-social-interaction-modules (it is not 

clear from that page whether the project is still active). It funded technology to 

train soldiers who operate in places where the line between civilian and 

combatant is blurred. These soldiers need two types of training: "kinetic training", 

which is about fighting skills, and "blended training", which is about engaging with 

civilians and is therefore about social skills. 

This program involved three lines of research 

1. A psychological/sociological/anthropological research on what constitutes 

good social interaction skills 

2. A VR-based simulation of social interaction 

3. A way to measure the success, to determined what constitutes an effective 

interaction 

The VR simulation was implemented (2012-15) at UC Santa Cruz by Michael 

Mateas'  Center for Games and Playable Media (then called Immerse research 

team), using a massive rule-based AI system. 

SRI Intl was engaged by DARPA to develop the sensing component of this 

project: a multimodal human-like interaction (verbal, gestural, facial 

communication). Most of the work was done at SRI's Vision and Learning 

Laboratory directed by Ajay Divakaran. He is actually at Princeton University. SRI 

decided to use cameras and microphones instead of  the participant observer. 

Cameras and mikes gathered the sociological data. SRI used the dataset of 

annotated gestures prepared by Michael Neffat at UC Davis in collaboration with 

UC Berkeley students. Darius Mehri was doing his PhD in sociology at UC Berkeley 

and came up with the notation to tag the interactions. There was also interaction 

with sociologists. Divakaran even mentioned Marxist sociologist Michael Burawoy 

of UC Berkeley, who is working on a book titled  author of "Global Ethnography". 

Then they used machine learning algorithms to automatically detect certain 

types of social interaction. Mohamed Amer wrote the neural network to analyze 

http://www.darpa.mil/program/strategic-social-interaction-modules


the data. He is at SRI Intl's new office in New York. Technically speaking, he used  

a temporal deep learning model, a variant of the Restricted Boltzmann Machines 

which are fairly state-of-the-art AI. He wrote the paper "Human Social Interaction 

Modeling Using Temporal Deep Networks" (2015). The neural network has been 

extended https://link.springer.com/article/10.1007/s11263-017-0997-7 

In other words, this collaboration between SRI and UC Berkeley yielded: 

1. A publicly available dataset of rich social dynamics, Tower Game, containing 

audio-visual capture of dyadic interactions  (i.e., video-recorded interactions): 

http://ieeexplore.ieee.org/document/7344639/ 

2. A deep-learning system to detect rhythmic coupling (they call it "entrainment 

and attunement"), mimicry and kinematic patterns, i.e. measurable features of 

engaged social interaction (they call them "essential social interaction predicates" 

or ESIPs) 

3. Quote: "The technology developed from the project was incorporated in a 

virtual reality device to train police officers and military personnel on how to 

improve social interaction with civilians." 

Overall their system  

1. investigates the interactive and cooperative aspects of the social interactions 

(i.e. detects ESIPs) 

2. decomposes this meaningful events (these ESIPs) into constituent actionable 

behaviors 

This project sounds closely related to peace technology even if it was funded by 

a military organization. 

For the record, Brian Lande was the project leader of the SSIM. He was a 

research associate at UCSC. He is now the founder of a consulting firm that works 

with "government agencies and companies working to improve law 

enforcement". 
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