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• Pleasure

• Competition

Collaborative IR: Opportunities

Latent in many IR settings.  But collaborative 

systems bring these to the fore.

Current work: use these dynamics to improve IR in two senses:

• Better search results

• Better searchers

2



http://gojira.lis.illinois.edu/searchOff

Search Off! A Game with Many Purposes

Please sign up and play.  
N.B.

1)  Sure to be many bugs… your mileage WILL vary.

2) Until official launch, games are likely to be deleted periodically.

3)  While these data won’t be published, your searches will be publicly viewable.
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• A game begins with a seed query.

• Game play builds:

– A ranked list of documents.

– A ranked list of queries.

Search Off! A Game with Many Purposes

Visible to all users at 

any time
– A ranked list of queries.

• Query scoring is key to Search Off’s motivation and 
design
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For A game G that has been played t times so far, 
yielding a set of S “seen” documents.

A new query Q returns a SERP R with a total of N 
documents. 

A Plausible Query Scoring Function

documents. 

R ranks the target at position p.  

ϕ(Q,G) = t ⋅ N − p

N
⋅

R ∉ S

N
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• Is it plausible that this would be fun enough for 
critical buy-in?

• What is critical buy in?

• Are the proposed benefits plausible/non-trivial?
– Improved search results (for what kind of needs?)

Crucial Research Questions (Help, Please!)

– Improved search results (for what kind of needs?)

– More skillful searchers

• Scoring function:
– Transparency vs. ease of cheating

– What kinds of cheating are actually undesirable?

– Does the scoring function need additional criteria?

• How to evaluate a system like Search Off?

9


