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ABSTRACT

In mechatronics and robotics, one of the important issues is to design human interface. There are two 
issues on interaction design research. One is the way to education and training to adapt humans for 
operating the robots or interaction systems. Another one is the way to make interaction design adaptable 
for humans. This chapter research at the latter issue. This chapter describes the interactive learning 
system to assist positive change in the preference of a human toward the true preference; then evalua-
tion of the awareness effect is discussed. The system behaves passively to reflect the human intelligence 
by visualizing the traces of his/her behaviors. Experimental results showed that subjects are divided 
into two groups, heavy users and light users, and that there are different effects between them under the 
same visualizing condition. They also showed that the system improves the efficiency for deciding the 
most preferred plan for both heavy users and light users.
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INTRODUCTION

The Role of Mechatronics and Robotics in This Research

In Mechatronics and Robotics, one of the important issues is to design Human interface. As making 
progress on Mechatronics and computer technology, robots will become more integrated into our daily 
lives. Thus, interaction design between humans and systems is one of the main research issues on Human-
robot interaction or Human computer interaction. To realize this issue, Habib (2006, 2007) discusses 
that a unifying interdisciplinary and intelligent engineering paradigm is needed. There are two issues 
on interaction design research. One is the way to education and training to adapt humans for operating 
the robots or interaction systems. It is a machine-centered interaction design. For example, after acquir-
ing the skills of automobile driving, the human is able to drive a car. Another one is the way to make 
interaction design adaptable for humans. In other words, it is a human-centered interaction design. This 
research aims at latter issue.

Interactive Reinforcement Learning With Humans

A long term goal of interactive learning system is to incorporate human to solve complex tasks. Rein-
forcement learning is the Standard behavior learning method for among robot, animal and human. In 
interactive reinforcement learning, there are two roles, a learner and a trainer. The input of a reinforce-
ment learner as a learning goal is called a ‘reward,’ and the output of the learner as a learning result is 
called a ‘policy.’ For example, as training a dog by a human trainer, Peterson (2000, 2001) showed that 
clicker training is an easy way to shape new behaviors. When a dog performs a new behavior to learn, 
the trainer clicks the clicker as a positive reward. Pryor (2006) remarks that clicker training is a method 
for training an animal that uses positive reinforcement in conjunction with a clicker to mark the behavior 
being reinforced under behavior modification principles.

In current researches of interactive reinforcement learning, there are two approaches to support a 
learner by giving feedback as, whether a learning goal (reward based), or a learning result (policy based). 
The former approach is clicker training for the robot, in that a human trainer gives a learning goal to 
the robot learner. In field of robot learning, Kaplan et al. (2002) showed that interactive reinforcement 
learning method in that reward function denoting goal is given interactively has worked to establish 
the communication between a human and the pet robot AIBO. The main feature of this method is the 
interactive reward function setup which was fixed and build-in function in the main feature of previous 
reinforcement learning methods. So the user can sophisticate reinforcement learner’s behavior sequences 
incrementally.

Ng et al. (1999) and Konidaris and Barto (2006) showed that reward shaping is the theoretical 
framework of such interactive reinforcement learning methods. Shaping is to accelerate the learning of 
complex behavior sequences. It guides learning to the main goal by adding shaping reward functions as 
subgoals. Previous reward shaping methods have three assumptions on reward functions as following;



 

 

20 more pages are available in the full version of this document, which may

be purchased using the "Add to Cart" button on the publisher's webpage:

www.igi-global.com/chapter/awareness-based-recommendation-toward-a-

new-preference/226582

Related Content

Information and Communication Technologies for a more Sustainable World
Lorenz M. Hilty (2011). Information and Communication Technologies, Society and Human Beings: Theory

and Framework (Festschrift in honor of Gunilla Bradley)  (pp. 410-418).

www.irma-international.org/chapter/information-communication-technologies-more-sustainable/45309

Co-Designing Wearable Technology Together with Visually Impaired Children
Héctor Caltenco, Charlotte Magnusson, Bitte Rydeman, Sara Finocchietti, Giulia Cappagli, Elena Cocchi,

Lope Ben Porquis, Gabriel Baud-Bovyand Monica Gori (2016). International Journal of Mobile Human

Computer Interaction (pp. 68-84).

www.irma-international.org/article/co-designing-wearable-technology-together-with-visually-impaired-children/162145

Augmented Reality: Panacea or Pandora's Box?
Victoria L. Claypoole, Clay D. Killingsworth, Catherine A. Hodges, Hannah K. Nye, Larry A. Moralez,

Ernesto Ruizand Kay M. Stanney (2021). Human Factors Issues and the Impact of Technology on Society

(pp. 78-108).

www.irma-international.org/chapter/augmented-reality/281749

Rethinking Stakeholder Involvement: An Application of the Theories of Autopoiesis and

Boundary Critique to IS Planning
Jose Rodrigo Cordoba, Gerald Midgleyand Diego Ricardo Torres (2000). Human Centered Methods in

Information Systems: Current Research and Practice  (pp. 195-230).

www.irma-international.org/chapter/rethinking-stakeholder-involvement/22202

A New Perspective for School Management in the Digital Age: Digital Culture
Eren Kesim (2014). International Journal of Information Communication Technologies and Human

Development (pp. 1-13).

www.irma-international.org/article/a-new-perspective-for-school-management-in-the-digital-age/119063

http://www.igi-global.com/chapter/awareness-based-recommendation-toward-a-new-preference/226582
http://www.igi-global.com/chapter/awareness-based-recommendation-toward-a-new-preference/226582
http://www.irma-international.org/chapter/information-communication-technologies-more-sustainable/45309
http://www.irma-international.org/article/co-designing-wearable-technology-together-with-visually-impaired-children/162145
http://www.irma-international.org/chapter/augmented-reality/281749
http://www.irma-international.org/chapter/rethinking-stakeholder-involvement/22202
http://www.irma-international.org/article/a-new-perspective-for-school-management-in-the-digital-age/119063

