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Editorial
by Roberto Cubelli

riting an editorial for the Newsletter of the Italian Association for Cognitive Science (AISC) as the President
of the Italian Association of Psychology (AIP) is an interesting opportunity to reflect upon the relationship
between Psychology and Cognitive Science and the boundaries between these two disciplines that share
scientific projects and research contexts and are characterized by a strong interdisciplinary approach,
both from a methodological and an epistemological point of view.
If we consider Cognitive Science, during the last four decades there has been a wide debate on the grammatical form
of this term and on whether it is more correct to use the singular or the plural form; on the opposition between Computational Cognitive Science and Neuro-cognitive Science, both generally considered as two different versions of the same
approach, though they are sometimes regarded as two different scientific approaches; on whether Cognitive Science
has to be considered as an independent field of study, with its own scientific identity as an academic discipline. These
problems have been discussed in Italy in a large number of publications and special attention should be paid to the papers published on “Storia e Critica della Psicologia” (1984) and “Sistemi Intelligenti” (2002).
The startup of several Second Level (Master’s) Degree Courses in Cognitive Science and the subsequent debate on
the potential job opportunities, is giving a new impulse to this discussion. In English language the plural term “Cognitive
Sciences” includes every discipline dealing with cognition – that is, the ability of any natural or artificial system to acquire
knowledge, communicate and interact with the environment. Therefore, since we are referring to a specific research
subject, in Italian language the singular term “Scienza Cognitiva” - corresponding to the English plural form “Cognitive
Sciences” - can be used to refer to any discipline, such as Psychology, Philosophy or Computer Science, involving,
among other subjects, the study of knowledge and intelligence. So, any discipline investigating these subjects – even if
it includes further fields of interest and application – acts as a cognitive science.
On the contrary, the plural term “Scienze Cognitive” corresponding to the English singular form “Cognitive Science” is
not only used to describe a context where cognition is investigated by several disciplines, each acting within strict methodological and thematic boundaries. The plural form also refers to a coherent and integrated project, a research context
where several disciplines analyze the same problems, each from its specific point of view, and investigate the mental
processes and the ability to select, process, memorize and use information: besides Psychology, Philosophy and Computer Science, also Neuroscience, Linguistics, Social Science, Anthropology, Ethology and Economics take part to the
same project. The term “Scienze Cognitive” refers to a multi/interdisciplinary approach, where each single discipline
makes its theoretical models and empirical data available to the others and modifies its way to work in order to find
shared theoretical and technological solutions and develop specific research paths. For example, in the field of Language
Sciences the need to use different approaches has become a well-established practice: linguists, psycholinguists, neuropsychologists, philosophers and computer scientists are aware that if they want to further investigate language structures and phenomena or communication systems, analyze the cognitive and neural mechanisms underlying the
processes of language production and comprehension or understand the meaning and representation of knowledge,
as well as develop new efficient machines, they can’t ignore the contributions from the other disciplines. Cognitive
Science includes a series of disciplines whose boundaries are not strictly defined: the interdisciplinary method is an integral part of the knowledge and activity of each of these disciplines.
Briefly, each discipline can be “a cognitive science”, but Cognitive Science (“le Scienze Cognitive”) are not a discipline.
Psychologists and philosophers are not necessarily cognitive scientists, but it is impossible to be a cognitive scientist
without being, for example, a psychologist or a philosopher.
The AIP and the AISC have different roles. The former includes all the scientists performing research in the same discipline, while the latter includes researchers with different backgrounds and expertise that work in the same investigation
area. These two associations have been officially and systematically cooperating for a long time and must continue to
develop common scientific, didactic and editorial projects. It is an important partnership, where the growth of each association can foster the development of the other.
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Giocaweb, serious game at
the Genoa Science Festival
by Vincenzo Napolano
here are teaching, learning and communicating instruments to which we are so used that we really
pay no attention either to their technological value
or to the impact they had on our lives. Just think about
books and all the different kinds of instruments used to
write until the invention of printing. We no longer consider
them as “innovating technologies”. However, that is what
they were, and they dramatically changed our way of sha-

ring ideas, information and emotions. This is the simple
but essential starting point of the exhibition “Giocaweb, Learning with New technologies”, curated by the Research
Group on Advanced Learning Technologies - ALT, ISTCCNR, Rome - and the Natural and Artificial Cognition Lab
- NAC, University Federico II of Naples. In this perspective, we have to wonder if what we currently define as
“new” communication and education technologies might
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play a similar role in the future of our society. E-books, Interactive Boards, Computers, I-phones, I-pads and Smartphones can be considered as new learning instruments,
the contemporary and more developed versions of traditional books and blackboards, as well as the modern avatars of cinema, radio and television, which in the past
contributed to develop our sense of citizenzship and continue nowadays to make us part of the global village. So,
it seems legitimate to wonder if the internet, virtual reality
and videogames will form tomorrow’s Italians.
Meanwhile, virtual world avatars, small domestic robots
and augmented reality systems can reproduce a range of
functions and behaviors which can be defined as “intelligent”. They can respond to our requests in original and
unforeseeable ways. They can autonomously adapt to external stimuli. They become new subjects, with whom we
can develop “relationships” and make experience, improving our opportunities to know and grow. Therefore, we
can’t help wondering how their artificial intelligence can
compete or cooperate with us.
Giocaweb, created by Orazio Miglino and Maria Luisa Nigrelli from the ISTC ALT team, designed in cooperation
with CodiCS - Communication in Science – and presented
during the Science Festival of Genoa is obviously not in-

tended to answer to these questions. It is rather designed
to arouse them in the audience, leading the visitors
through some of the prototypes invented, developed and
produced during a many years’ research program, funded
by the EU, in which the two Italian teams of the CNR ALT
and the University Federico II NAC have been actively involved. It is a journey through games, online serious
games, “adaptive” robots, computer simulations and augmented reality systems, and it is intended not only to offer
visitors the opportunity to play and experience new instruments and technologies, but also to stimulate reflection on
the potential questions and issues associated with this
new kind of experience. The game and prototype stations
for educational purposes are positioned and visually connected together so as to form a network representing different functions: the web, the social structure, the neural
network and the electronic circuit network in a microchip…
Visitors can experience a range of different contexts where
the research and development of cognitive models can be
applied to the field of didactics and education. For example, through serious games they can test their ability to
communicate, lead a group, cooperate and listen to others
in different situations of real life: at work, school or in other
social scenarios developed through the Eutopia virtual
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platform. Through “DreadEd”, visitors can also experience
a range of serious games intended to train users to face
extreme situations, resolve conflicts and make quick and
shared decisions. They can also increase their awareness
of the complex dynamics associated to the exercise of leadership, through Learn2lead and Palma.
But the main attractions of Giocaweb are two recreationaleducational applications, two edutainment tools: Roboprof
and Braifarm.
Roboprof is a magic learning room on whose walls a long
time line shows the key moments in the history of technology in Italy (in parallel to the political and cultural history).
Through a sort of technological magic wand - based on an
augmented reality system - players can “animate” images
and objects, discovering curiosities about the great events
which changed everyone’s life, for example when the te-

legraph was invented, the first social network was created
or the first e-mail was sent.
BrainFarm is a factory producing artificial brains for robotic
bodies. This platform can help users to understand how
we can obtain an “intelligent” behavior by simulating the
functioning rules of “natural” brains and bodies.
With BrainFram, visitors can learn to “breed” intelligent robots. Through an online platform they can directly modify
and “grow” a robot’s brain, in order to make it successfully
move across a 3D environment. When the users are satisfied with the performance of the artificial brain they have
created, they will have the possibility to transfer it to a real
robot, which will maintain its avatar’s skills. And the possibility to create an artifact simulating “intelligent” behaviors
is always fascinating, both for young and adult people,
maybe as fascinating as it is for a cognitive scientist.
6

WORK
in

An overview of the activity of the Institutes and Research

P R O G R E S S

Cognitive Sicily
by Ilaria Merciai
he status of Cognitive Science studies and research in Italy
is very varied, and includes different tendencies and approaches that coexist and interact in order to explore new
theoretical frontiers with the relevant applications.
A good example is Sicily, where you can not only find one of the
three Second Level (Master’s) Degree Courses in Cognitive
Science available in Italy (the other two are in Milan and RoveretoTrento) but a very stimulating environment also in other Universities, with many research groups and interuniversity centres. The
range of approaches includes Cognitive Psychology, Neuroscience, Philosophy of Mind, Anthropology, Linguistics, Computer
Science, as well as Artificial Intelligence and Mathematics, and
there are also a large number of international partnerships. «One
of our recent fields of research, investigated in cooperation with
the Centre of Robotics and Neural Systems of Plymouth University, deals with the embodied cognition applied to motility and sport
– explains Santo Di Nuovo, Professor of Cognitive Psychology and
Neuroscience at the University of Catania and Coordinator of the
Interuniversity Centre “Mind in Sport Team”, MiST – and particularly with the development of a simulation model including the
aspects of Motor Performance connected to the use of mental imagery».
The “mental imager” can be considered as a biologic simulation
where mind simulates its own activity. The practice of mental imagery is useful to improve motor performance as - through internal
stimuli – it can add a series of variations to the learned movements
and can be applied to a large number of sports. Data gathered and
published to date demonstrate that simulation of neural networks
offers great opportunities in the field of modelling, as well as new
methodological and test approaches that would never be achieved
through the well-established experimental methods. «The interaction between motor models and mental imagery – continues Di
Nuovo – can have a large number of practical implementations, in
contexts such as early training of children in motor and sport activities; training of athletes for competitive sports; rehabilitation of
athletes following accidents and injuries; improvement of motor
and sport skills in disabled and physically or mentally impaired
people. These kinds of applications are being extensively studied
- mainly through simulation - for assessment and intervention purposes in the most challenging branches of psychology, thus confirming the usefulness of Cognitive Science in its social
applications».
The research Group in Cognitive Science of the University of Palermo is interested both in Experimental Psychology and Computer
Science. «Cognition is a constant subject of study for us, I mean
that series of processes and functions through which any adaptive
system - whether it is a living organism or an artificial agent - knows
its environment, makes decisions and regulates the activities that
put it into relationship with its world - explains Maurizio Cardaci,

T

Maurizio Cardaci

Santo Di Nuovo

Professor of Psychology at the University of Palermo and coordinator of the aforementioned Research Group. Particularly, I have
had the opportunity to investigate several aspects of the cognitive
processes, such as visual perception in newborn infants, Piaget’s
theory, cyberpsychology and internet-mediated experience, decision processes, time perception, as well as the interdisciplinary
potential that new technologies offer in the study of Cognition». All
these aspects are of both theoretical and practical interest. From
an application point of view, educational robotics is of special interest. «Through robots – continues Cardaci – new approaches to
learning can be developed, mainly associated with game playing.
Unlike the disembodied virtual worlds of videogames, learning to
build and programme a robot is an activity that not only allows children to discover the pleasure to manipulate physical objects, but
also stimulates their ability to represent in their mind the functioning
of an artificial mind. From a theoretical point of view, the enormous
data processing power of current computers allows a deep analysis of computationally complex problems. By taking advantage of
this opportunity, we have brought our contribution to a series of researches on social interactions within groups and on the topology
of Facebook communication networks. In other studies we have
used simulation models to reproduce the behaviour of artificial organisms and investigate it to develop psychological theories».
The CITC - Centro Interdipartimentale di Tecnologie della Conoscenza (Interdisciplinary Centre of Knowledge Technology) - founded by Prof. Giorgio Grisanti in 1989, is another important centre
in Palermo; among its main activities there is the organization of
seminars, events and workshops, as well as partnerships in medical computer science, artificial intelligence and cognitive science
fields. The interaction between different skills and disciplines is
key for Cognitive Science and it is very important that young people choosing their university courses can understand this. «Being
trained in Cognitive Science allows young people to acquire a series of “thinking tools” - says Cardaci - that can be useful to understand and manage changes by integrating classical and scientific
studies - two cultural approaches that unfortunately still seem to
be seen as worlds apart. In the job market there is an increasing
need for versatile knowledge, expertise and skills covering several
disciplines, both at a professional and organizational level. This is
the reason why Cognitive Science is likely to become a key “interdiscipline” in the university and professional training of new generations».
7
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By “pretending to do” we can learn…
and have fun!
Learn2Lead is the European Project which allows to play online as if you
were a real leader.
di Elenora Gargiulo
earning and fun go together in
the edutainment approach,
which includes a range of creative methods of communication and information with didactic purposes. The
traditional classroom has been replaced by new learning spaces, a series
of web environments where people
can learn while having fun.
Periodic training in private companies,
public administration and non profit
agencies could be based on new approaches and result in a more immediate and efficient understanding of
some concepts. Surpassing the traditional learning methods, videogames
become a virtual training ground
where players can develop and “bring
out” (e-ducere) new cognitions and
skills, transferring them (de-vertere) to
new contexts, different from the usual
ones.
Learn2Lead has tried to integrate both
these aspects. In the context of this European project a technological prototype has been created, an online videogame intended to train users to manage the complex
phenomenon of leadership. In a virtual environment, within
game levels of increasing difficulty, the player is the leader
of a team of collaborators, each with their needs, motivations and personal skills and he/she must maintain a high
level of performance, while avoiding conflict situations. Moreover, the player takes part to an online championship, so
that he/she can compare his/her performance with the
other players, while taking advantage of a tutorship system
which supports him/her in an experiential journey through
the leadership theories.
The final Conference for the Learn2Lead Project was held
in Rome on the 16th of December, but the scientific cooperation between the European partners started in 2009:
the ALT Research Group – Advanced Learning Technology
from the CNR Institute of Cognitive Science and Technology - the Entropy Knowledge Management, an Italian training service company, the University of Lincoln (UK), the
Universitat Jaume I De Castellón (Spain), the Natural and

L

Artificial Cognition Lab from the University “Federico II” of
Naples (NAC - LAB) and the MF & PARTNERS Consulting
- a French training service company.
Combining the different professional experiences and competencies of these partners, a study has been started in
order to integrate the leadership theories into the practice
of a videogame. The peculiarity of this Project is having
identified a method to implement an experiential laboratory
– that is, the online game Learn2Lead – based on a sound
theoretical foundation developed through a dynamic model
of artificial intelligence.
The starting assumption is that everyone – not only managers – can achieve better team performance if they have
theoretical and practical knowledge of what is needed to
manage a working group. Therefore, an optimal leader profile has been defined, where the key characteristic is the
ability to balance resources based on actual circumstances
rather than a strong personal appeal. The perfect leader’s
avatar can encourage his/her team engagement, improve
his/her personal and his/her collaborators’ performance
and increase group satisfaction. Moreover, this aspect has
8
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Roma 16 dicembre 2011,
Conferenza finale del progetto
Learn2Lead
Sotto e nella pagina a fianco:
un'immagine del web-game
Learn2Lead

been integrated with theories about the employees’ personality traits, their inner and
outer motivation and their personal ability to manage workload. The serious game Learn2Lead has been evaluated
in three pilot studies conducted in Spain, France and Italy,
and has tested the skills of a sample of European managers. Early results show that the simulation context, where
the player “pretends to be” a leader, can not only improve
his/her theoretical knowledge, but also the range of skills
needed to reflect on his/her own daily work. The resulting
personal empowerment is linked to the satisfaction of the

three needs defined by McClelland - need for achievement,
need for affiliation and need for power – amplified by the
pleasure of playing a game.
Actually, one of the most important results is the success
achieved among those who played this videogame. Considering the large participation recorded by the project server and the outbreak of online challenges and
competitions, whose results are published on the website,
it would be reductive to consider Learn2Lead as just a
game for young people!

Coordinators:
Prof. Orazio Miglino
President AISC
Full Professor of General Psychology at University of Naples “Federico II”

President of Graduate School in Clinical Psychology at University of Naples “Federico II”;Associate
Researcher at Insitute of Cognitive and Technologies Sciences, National Research Council, Rome. His
research activity is mainly concentrated on Cognitive Science and Artificial Life. In particular, his interest is
oriented toward construction of formal model based on Neural Networks, and mobile robots that simulate
cognitive, adaptive and learning processes of natural beings. Moreover, his research group try to extend
artificial systems built up in basic research into edutainment context (science centres, e-learning
environments, therapeutic tools).
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Let’s talk about it with…
Marta Olivetti Belardinelli

Psychology and Cognitive Science
Research and Training in “Psychology and Cognitive Science” at the Sapienza University of Rome
interview by Lilia Biscaglia

One of the first initiatives launched by
ECoNA was the Specialization Course
in "Cognitive Psychology and Neural
Networks”, intended for graduates in
Psychology or other scientific disciplines
who wanted to study in detail the modelling of cognitive processes by understanding the psychophysical bases of
these processes and developing their simulation through artificial systems such
as neural networks. During this Course
the students conducted a research project under the tutorship of two professors coming from different scientific
fields and all the completed studies were
published in specialized journals.
When was the Interfaculty Master in
Psychology of Information Processing and Knowledge
Representation founded?
In 2003, when it became possible to modify the University
Statutes, I devoted myself to develop the Interfaculty Master
in Psychology of Information Processing and Knowledge
Representation. This Master’s Degree included a series of
disciplines studied in the Faculties of Engineering, Human
Sciences, Science and Computer Science, as well as the
two Faculties of Psychology of “La Sapienza” University. We
wanted to apply to cognitive studies all the methodological
and technological innovations that were made available by
the science of the time. The Master was a great success,
both from a scientific and a didactic point of view, as well as
a professional training experience. However, La Sapienza
University anticipated the last university reform by establishing that 80% of professors had to be employed under an
open-ended contract. Such a kind of regulation favours the
traditional knowledge of well-established disciplines, while
most courses included in the Interfaculty Master were pioneering disciplines - only just emerging in the field of cognitive
science - and were not available in other Italian universities
and only taught by young postdoctoral research assistants,
engaged in forefront scientific research. Moreover, there is a
tendency to reduce the number of students, because of the
apparently excessive number of psychologists in the job
market. I don’t agree with this; we are too many only if we
want to continue working in the “traditional” clinical settings,
while there are still a lot of opportunities for cognitive psychologists specialized in information processing.
Is there a job market for psychologists specialized in

he application fields of Psychology are related to different cultural and research domains. In Rome “Psychology and Cognitive Science” has been a single,
integrated discipline of study for over 30 years. Marta Olivetti Belardinelli – Professor of General and Cognitive Psychology at the Faculty of Medicine and Psychology of La
Sapienza University - will tell us the history of this special
couple.
When did you start your research activity in the field of
Cognitive Science?
I began in the early ‘80s. At the time the Faculty of Psychology had not been established yet and the Degree Course
in Psychology - launched in 1970-71 by Ernesto Valentini
and other three members of his team, of whom I’m the only
one still involved in research activity - was just one of the
specialization areas offered by the Faculty of Pedagogy.
During those years I was thrilled about the scientific results
I was achieving – sometimes in partnership with the main
international research groups - and I launched the Course
of Cognitive Psychology. This new interest in Cognitive
Science was incredibly fruitful and produced innovating
ideas, successful research results and new didactic approaches. Later, I got in touch with Professors from the Faculties
of Science and Engineering. In the course of a few years
these new contacts and partnerships resulted in ECoNA,
the Interuniversity Centre for Research on Cognitive Processing in Natural and Artificial Systems. Today, ECoNA
includes professors and researchers from 14 Italian Universities and supports the international journal «Cognitive Processing – International Quarterly of Cognitive Science».
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Cognitive Science?
Yes, of course. The students with a Master’s Degree in our
Interdisciplinary Course are easily absorbed in the job market. The goal of our Interfaculty Master was to train qualified
experts in the design and implementation of applications related to the processes of knowledge acquisition and organization in real and virtual settings. The course was divided
into a First Level (Bachelor’s) Degree including basic disciplines such as linguistics, theories related to information
processing, theories and systems related to artificial intelligence, as well as cognitive processing through neural networks, and a Second Level (Master’s) Degree whose
first-year course focused on the development of interdisciplinary knowledge. During the second year students
could choose between six specialization areas corresponding to the different application fields of the theoretical
knowledge and skills they had acquired during the previous years. These specialization areas included “Analysis and Networks for Territory Design”, in collaboration
with the Faculty of Environmental Engineering and “Technology for the Integration of Disabilities”, a discipline
focused on virtual reality as a useful instrument for the rehabilitation of disabled people. Among the other application fields there were Education, Programmed Instruction
and Distance Learning. Then we had Computational Linguistics and Psycholinguistics, as well as Organizational
Networks and Signal Processing, with a special focus on
Cognitive Processing of Music. The students could
choose different application fields and many of our graduates are currently working for Italian and Foreign agencies or companies.
So, which are currently your main research areas?
At the moment I’m very interested in investigating the levels of consciousness and the techniques used to achieve
the so-called “awakenings” in people diagnosed with vegetative state. I’m working with Giulio Lancioni, a colleague from Bari, who has developed a behavioural
technique based on contingent conditioning that has resulted in excellent outcomes for patients. Our theory is
that consciousness and unconsciousness are not so opposite as they are supposed to be in the context of medical diagnosis. As consciousness is an embodied activity,
there is a continuous transition from unconsciousness –
at an inorganic level - to full consciousness. About twenty
people - who were unable to interact with the environment
due to serious brain damage - have been treated through
Lancioni’s technique. They have learned to answer que-

stions according to their residual abilities, for example,
through blinking or by using the forefinger and thumb method. Through these answers they have begun to make
choices. These techniques have been shown to be effective not only in young people, but also in elderly stroke
patients.
Another research topic in which I have a great interest is
sonification of visual data, that is the expression of visual
information – generally of spatial nature - through non verbal sounds. For example, we use musical sounds to describe the trend of the employment rate represented on a
chart. This technique allows a blind person to distinguish
the different countries and levels of employment on a
graph. This is a rehabilitation technique based on a key
question: is visual perception really necessary for the representation of space? And moreover: is the representation of space visual, amodal or crossmodal? This is the
theoretical problem that we are facing and trying to solve
through specific experiments, without forgetting to develop
the relevant applications.
Then we have a large number of partnerships with Foreign
Universities and International Research Organizations, in
which the Laboratory of Psychology and Cognitive Science
is constantly involved. The Laboratory coordinates the
Psychology and Cognitive Science PhD Programme and
I have been responsible for its activity for several years.
For example, we work in partnership with the Fraunhofer
Institut of Magdeburg, with which we are conducting some
studies on virtual reality. These studies have shown that
in virtual space distance evaluation changes according to
the virtual reality system being used and does not correspond to distance evaluation in the real world. So at present, thanks to our PhD students, we are involved in a large
number of partnerships with Foreign Universities and International Research Organizations dealing with Cognitive
Science.
You always use the term “Cognitive Science” as a singular noun…
Yes, of course. I think that there are several disciplines that
contribute to Cognitive Science, however Cognitive Science
remains a single, unitary discipline. In this field, the different
disciplines are based on a shared research interest and therefore tend to interact and integrate with each other. However, nowadays researchers tend to set strict boundaries for
their disciplines, thus forgetting that interdisciplinarity is the
very basis of Cognitive Science.

11

W A T H ’ S

up

Associational life of the AISC

When Cognitive Technology meets the
Science of Hippocrates
8TH AISC MEETING
di Eleonora Gargiulo

hat is the relationship between new technologies, diagnostic classification systems, interactive and empathic processes
and robotic models? They can all be considered as different ways to look at the functioning of the human mind. Year
in, year out, the Meeting of the Italian Association for Cognitive Science confirms its success and strengthens the multidisciplinary and diversified approach that characterizes Cognitive Science in Italy – an approach absorbing and integrating
contributions and suggestions from the neighbouring disciplines. During the 8th AISC Meeting, held on December in Milan, Technology and Human Sciences worked side by side, with an only apparently unusual focus on Medicine and Health Science.
Moreover, the AISC Meeting was held the same day as the MINDset Meeting, an event intended to popularize studies on the
Mind.
During alternate sessions of Science and Medicine, speakers tried to demolish the assumption that the wellbeing of an individual
is only based on the absence of any disease, by demonstrating that – on the contrary – it is affected by a large number of psycho-physical conditions, states of consciousness and cognitive processes, all of which are in turn mediated, built or changed by
the development of new technologies. The Experts, the speakers and the audience, who shared a common ground of scientific
studies and experiences, tried to define and strengthen the points of contact between the two disciplines. Actually, they are not
as unrelated to each other as they seem: the most recent studies and trials in the healthcare field show that e-health and telemedicine are changing the relationship between physicians and patients. When technology is applied to Cognitive Science, it
becomes an artifact that allows modifying the way we conceive the medical-diagnostic procedures, as well as changing the very
nature of the medical science.
The ongoing changes in mental representations were widely discussed during these two days. Technology has become one of
the main factors behind the transformation of pedagogic and learning contexts, by changing knowledge acquisition processes
and encouraging the development of new skills, as it has been shown by several projects carried out in cooperation with some
European partners. Moreover, spaces for social interaction are also changing: just think of how ordinary and frequent web and
forum discussions, as well as the sharing of experiences through the social networks are becoming in our daily life, and how
these new instruments are affecting our way to interact, learn and participate. Through its interaction with Human Sciences, Cognitive Science can modify the reference models related to these processes. This is the case of the studies that were presented
on consciousness and intentionality, two aspects of mind that regulate our daily behaviours such as face to face interactions, or
more complex phenomena, such as responsibility and the moral implications of an action. “Human communication – explains
Marco Cruciani, Professor at the University of Trento and member of the AISC Steering Committee – is transmitted and oriented
through the interlocutors’ knowledge of each other’s interests and purposes”.
And this is not enough; in this journey through the mind, space was also given to Neuroscience discoveries. The identification
of mirror neurons, the RMN results and the cognitive simulations are a further confirmation of the embodied nature of empathic
behaviours and social interactions.
Neural connections can become building elements for neurorobotic models able to simulate empathic knowledge, dyadic cooperation, as well as leadership practice in a working team. A session of this year’s Meeting was devoted to the presentation of
a series of studies on the development of artificial models simulating social expression and behaviour, and more generally, the
different forms of the human intelligence. A special session was dedicated to Valentino Braitenberg, one of the Italian fathers of
the Artificial Intelligence, who has recently died and whose thinking vehicles (made up of simple components) are an experience
of scientific imagination through which man can admire the deepness and complexity of consciousness.
During the Meeting, the AISC also decided to stimulate the development of the association and stated the intention of determining
a special format for meetings and partnerships with foreign countries, also in order to promote the association’s image. Its interest
in both theoretical and application research allows Cognitive Science to follow different investigation paths and try new experiences and interactions with other disciplines. “By investigating both brain and mind, and analyzing how the outside world affects
people’s experiential life – continues Cruciani – our intention is to create a common ground for these different disciplines, in
order to connect the interdisciplinary studies on Mind and make them compatible with each other”.
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THE EUROPEAN CONFERENCE ON VISUAL PERCEPTION IS A TRAVELLING, ANNUAL MEETING

SEPTEMBER 4-8, 2012 - ROME (ITALY)

AUGUST 27-31, 2012 – MONTPELLIER (FRANCE)

ICSC 2012: “Space and Embodied Cognition”
5th International Conference on Spatial Cognition.

ECAI 2012
20th conference
on Artificial
Intelligence
in Europe

We are pleased to announce the 5th International Conference
on Spatial Cognition (ICSC2012). The conference will take
place on September 4-8, 2012, and will be hosted by ‘La
Sapienza’ University of Rome.
This time the conference will be devoted to Space and
Embodied Cognition, thus exploring the links between the
general topic of the conference and an emergent paradigm of
the cognitive sciences.
In order to facilitate interdisciplinary discussion and spread
new, innovative research on spatial cognition, all spacerelated disciplines and approaches (behavioral, cognitive,
computational, developmental, engineering, neuroanatomical,
physiological, social, etc.) will be considered.

ECAI, the biennial
European Conference on Artificial Intelligence, is the
leading conference
on Artificial Intelligence in Europe.
ECAI 2012, the 20th
conference in this series, will be jointly organized by the European Coordination Committee for
Artificial Intelligence (ECCAI), the French Association for
Artificial Intelligence (AFIA) and Montpellier Laboratory for
Informatics, Robotics and Microelectronics (LIRMM).
LIRMM is a research laboratory supervised by both Montpellier University (Université Montpellier 2) and the French
National Center for Scientific Research (CNRS). ECAI
2012 will give researchers from all over the world the possibility to identify important new trends and challenges in all
subfields of Artificial Intelligence, and it will provide a major
forum for potential users of innovative AI techniques.

http://w3.uniroma1.it/icsc/2012/

http://www2.lirmm.fr/ecai2012/

SEPTEMBER 2-6, 2012, ALGHERO, ITALY

The European Conference on Visual
Perception is a travelling, annual meeting dedicated to scientific study of
human visual perception.
ECVP has been held each year since
1978, and attracts a wide variety of researchers and students from fields
such as Psychology, Neuroscience
and Cognitive Science, to present and
discuss new developments in our un-

European Conference on Visual Perception

derstanding of human vision and multisensory processes, as well as their
applications. The conference is open
to young and established scientists
from Europe and other parts of the
world. To encourage the widest possible participation, particularly among
students, the meeting is held in a different European location each year.
Abstracts of the conference will be pu13

blished in the journal Perception.
In addition, ECVP 2012 will hold a
special exhibition called “IllusoriaMente” (in English both illusorily and
the illusory mind) dedicated to the memory of the late Prof. Richard Gregory
and Prof. Tom Troscianko and celebrating the ingenuity and creativity of
both VSAC and ECVP attenders in
producing attractive scientific/artistic
products ranging from visual illusions
to all kinds of experimental tools/procedures to applications/implementations of theories, mechanisms and
principles ruling the visual system.

he main goal of AISC (Associazione
Italiana di Scienze Cognitive) is to
promote Cognitive Science in Italy in
research and its applications. Cognitive
Science is an interdisciplinary approach to
the studies of behavior and cognition which
recognizes the added value of going beyond

T

the boundaries of the individual disciplines
dedicated to the studies of behavior and cognitive capacities. By doing so, various approaches, theories, methods and empirical
data from each discipline are compared and
converged. The disciplines comprising the
field of Cognitive Science include Psychology, Linguistics, Social Sciences, Neuroscience, Biology, Computer Science and
Artificial Intelligence, Mathematics, Physics,
and Philosophy.
Moreover, Cognitive Science creates a bond
between the studies of behavior and cognition as they are expressed in humans and
their society and how they are reproduced in
artificial systems which have the aim of better understanding natural and social phenomena and creating novel technologies. The
Italian Association of Cognitive Science pursues its objective by organizing annual
scientific conferences as well as more specific workshops, interest groups and training
activities, establishing a network between
Cognitive Science in Italy and the rest of the
world.

www.aisc-net.it

