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B BRITE

Emotion is the driving force of user’s sentiments...

Charles Darwin:

* Emotion serves as a purpose for humans in atding
thetr survival during the evolution. !

Emotion stimulates the mind 3000 times quicker than rational
thought!

[1] Charles Darwin. The Expression of Emotions in Man and Animals. John Murray, 1872.
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« FWARIE ( subjective experience )
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O®First raised emotion in machine: Minsky, M. 1986. The
society of mind.

®Give a rough definition of affective computing: Picard, R.
W. 1997, Affectlve computmg
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Adffective Comp I/ctw\,? tn maw? aspects: facial expression recognition §
sywthests, emotional speech ree gm’cww 5 sgwthesus, sentimental analysis
LA NLP,..
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( Herb Simon , 1967 )
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* |EEE Transactions on Affective Computing ( IF7.5 )
* International Journal of synthetic Emotions

* International Conference on Affective Computing and
Intelligent Interaction (ACII)

e Asian Conference on Affective Computing and Intelligent
Interaction (AACII)
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e W3C Emotion Markup Language (EmotionML) 1.0
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http://www.w3.org/TR/emotionml/
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The study and development of systems and devices that can recognize, g |

interpret, process, simulate and mediate human affects. - -} 4
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Contact:jjia@tsinghua.edu.cn
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AniDance: Real-Time Dance motion synthesize to the Song




B BRGTRERA-RER vk




B BRGTENA—IBERS!

Example 1 - | choose

Multimodal Emotion Recognition

emotion demo

normal Example 19
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1. BRMNAFEI ABSFACRIFIR)RR ?
2. SEFRM AABRATMELIRIRR ?

3. BRATEWEE I RNEREE ST ? BIMER TS ?
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B It Is Your Turn
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