Ending the Tyranny of the Browser - The Semantic
Web in support of the Interactive Experience

David De Roure, Mark Weal, Don Cruickshank, Darishaelides,
Dave Millard, lan Millard and Wendy Hall

Intelligence Agents Multimedia
School of Electronics and Computer Science
University of Southampton, UK
{dder,mjw,dgc,dtm,dem,icm02r,wh}@ecs.soton.ac.uk

Abstract. In this paper we describe a pervasive computimdicgion that uses

Semantic Web technologies in support of creatimggrating and analysing an
interactive multiuser experience. Rather than askiogy to build interactive

applications to use the Semantic Web, our reseasits how to use the
Semantic Web to build such interactive applications

Introduction

As part of the Equator project, which focuses onittegration of physical and digital

interaction, we are utilising the Semantic Webnalde interactive applications using
pervasive computing devices. Our work challenges ¢cbmmon assumption that
interaction with the Semantic Web is about Web lsens and semantically annotated
Web sites, with the de facto point-and-click hypedia interface [1]. One example of
this intersection of Semantic Web and pervasivepuding is the use of Semantic
Web descriptions of user context in support of egaware applications [2], so that
the user receives the right information at theftriiyhe on the right device— this can
be likened to using context as a query. Our emphasithe user is reflected in our
approach to context-awareness, which involves nindedf task and domain as well

as location and device [3]. In this short paper neport on a recently deployed
pervasive computing application that uses Sem&wéb in support of the lifecycle of

an interactive experience from authoring to analyifiustrating the role of Semantic

Web in both designing and delivering the interaetxperience.

The Chawton Experience

Chawton House Library is an Elizabethan manor holae dnce belonged to Jane
Austen's brother Edward, and is now owned by aitzlide foundation that operates it
as a study centre of early English women's writifg further investigate the use of
Semantic Web technologies in the construction ofgmve computing systems, we
have developed a pervasive information system lmwvathe curators of Chawton
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House Library to create user experiences that retfealconnections between the
house and grounds, and that expose the rich hisfobpth. We have been working
with the curators at Chawton and also a local skhioousing on using the landscape
as a writing aide — the teachers leave (digitatrirctions and activities for the
children at various locations around the groundsng with selected audio clips
created by the curators as part of a separat@nrdssiystem. During a trip to the site,
the children record their own annotations for asdater when writing their stories.

The pervasive infrastructure comprised wireless agting, location sensing

technology (GPS and RF pingers) and PDAs carriethbychildren. On top of this

infrastructure sat the generic information systam,orchestration tool (constructed
using EQUIP, the EQUator Infrastructure Platforngngside a triple store (the AKT
3store). This was responsible for delivering infotiorato participants and capturing
information during the interactive experience, whiwas re-used back in the
classroom. Orchestration was based on the childisent context and metadata
attached to the content. For the initial trialsntemt creation involved the in-situ
recording of audio content by the curators whichs w@arked up with appropriate
context metadata. The teachers then constructeddivei scenario of activities re-
using the content produced by the curators.

The RDF content was expressed through a card metaplifferent cards had
different functionality associated with them, faisiance a simple information card
might have a piece of audio attached to it to lage, or an activity card might ask
the children to record a description of the patticpart of the grounds they were in.
Cards can then be arranged into sequences and @eckarticular activities. By
using a standardised ontology for representing#nds, the results of an activity (i.e.
the recording of a description) can be made aJeilabthe other users of the system
as information. Similarly, the information cardseated by the curators can be
included in sequences in the literacy scenarioheytéachers. Logging of activities
occurs using the same ontology, facilitating thenediate re-use of information
during the trials, where the result of one chilakdivity provides content for other
children, and allowing for easy re-use of the aatifected during analysis post trials.
It is anticipated that the information space wWole over time with the further
curated information and accumulation of cards fpmevious activities, supporting all
phases of the creation of future experiences.
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