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A future where technology is enriched with emotion
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1 feel proud when | 1 feel gratitude when someone
accomplish the impossible! goes out of his/her way to help me.

When I’m proud, | feel as tall Gratitude makes me want to embrace the
as a mountain! whole world and especially my friend
who helped me out!
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Positive Design (PosD) Neutral Design ( NeuD ) Negative Design (NegD)

IC Fabrication & Packaging Technology 0 o | 1R3 16 1Al BI0A TION 2 PRCKAGING 1 CHNOLOGY o
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Figure 1: Screen shots of the as Positive Design (PosD), Neutral Design (NeuD) and Negative Design
(NleaasD)
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Affective Computing Tool PowerPoint Slides
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No, that's not really the point. We already
agreed that your work in general is good.

This is beyond discussion. Do you mind if | . A ‘
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Figure 14. Blood volume pulse of a user while reading 3 diffe-
rent html documents. The images between the dashed vertical
lines indicate the user’s expressed interest on each document.
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3: EmoVu

Produced by Eyeris, EmoVu facial detection products incorporate machine learning and micro
expression detection that allow an agency to “accurately measure their content's emotional
engagement and effectiveness on their target audience.” With a Desktop SDK, Mobile SDK, and
an API for fine grained control, EmoVu offers wide platform support, including many tracking
features, like head position, tilt, eye tracking, eye open/close, and more. They offer a free demo
with account creation.

@ —_—

0:00 0:02 0:04 0:06 0:08 0:10 0:12 0:14

9 [ v@Joy  mSurprise  mAttention - mExpressiveness Emotion Lift Valence (-) Mood ]

[s) color.png ~ ‘ Ei 1_Hfi72z-FTwoAtP...png ™ (s article_130942_he...png "™ [si] images (11),jpg ~ ‘ (=) images (10).jpg ~ (s images (6).png



selial Lo il el avas

(primary)
Yello

lo
£
\

(Intermediate)

Orange

(Intermediate)

Red/Orange

(primary)

Red
(Intermediate)

Red/Violet

(secondary)

Violet

Yellow/Orange | | Yellow/Green
1\ /’
(secondary) ., Q _ /Q , (secondary)

(Intermediate)

Green

(Intermediate)
Blue/Green

(primary)

|
I
Blue
(Intermediate)

Blue/Violet




OV G end) e
JEY
G VAN
3aaaa JISEL
lea (35
2 a (';.\MJ
o) Jala
w:_d\
UJJ M}JJSJY\
& Jaall
al=ill (g ginall
(Sl glaall)




B RAPRRINN

53l o)) N1 — Zadlall o 1YY
power hope love Z\Aﬁ\.ﬂ\ Q‘jjy‘ — :\_.15‘.3]\ O‘jjy‘

sophistication simplicity passion

S - oo ) — ) )Y
Ay il ) oY) — L 1YY
O ol — ol — ey

warmth confidence
caution integrity

cowardice tranquility

life
growth
nature
money
freshness




el e el ol ppas
SN

Color and color combinations

Monochromatic Dichromatic (complementary)

Variation of one color Fully saturated Less saturated Maximum contrast

Fig. 1. Examples of systematically derived color combinations as used by Miiller et al. (subm.). Variations of the color cyan and the color combination cyan/red applied to a
multimedia learning material on weather phenomena.
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YELLOW ZONE

Frustrated
Worried
Silly/Wiggly
Excited
Loss of Some Control

RED ZONE

Mad/Angry
Terrified
Yelling/Hitting
Elated
Out of Control
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Positive activating: Negative activating:

ENIQYMENT ANGER/FRUSTRATION
¥ & e aA
Vampy' “Cranky” “Leet” *Slimey *
Positive deactivating: Negative deactivating:
RELAXATION BOREDOM
=g O
“1oafy “ Bl v hot™ “Spidey” " Bools” : “Dusty " y

Figure 7.1 Emotional design via game characters’ color, shape, movement, and sound.
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Figure 4b. Affective Avatars
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