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Mepianym

O opog Affective Computing ypnoipomoteitat yio Tig Te(VOAOYIEC TOV YPNCILOTOIOVVTOL Y10
TNV oVOyvmOPLoT GLVOIGONLOTOS TOL avOp®dTov amd £vav vmoloyiotr. Kdtt to omoio pumopet
vo yivel pe v gpnon dapopmv teXVoroylidv mov dafdlovy gite TNV 0TAGT COUOTOG gite
EKQPACELS TOL TPOoOTOV. EQapoyég vdpyovv mapa moAAES Kol KUPImMG 6€ AVTIGTIKG GTOWO
N dTopo pe TANPY COUATIK TAPIAVLOT, TOL £YOVV OVOKOAMES OTNV £KQOPACN TV
cuvasOnuatov toug KobMg kol oe dtopo mov macyovv oand areSiBopio Mmopovv va
YPNOLLOTOMNOOVV amd TOVG YOVEIC, TOVG BEPATEVTEC 1) TOVG VOGOKOUOUS TOV GUYKEKPIUEVOV

aTOL®V.

YUYKEKPYLEVO GE QLT TN OUWTAMUATIKY] GKOTOC NTAV 1) OVAYVAPLoT GLVOICONUOTOS GE €val
oeVAPLO TTaLyVIiov LE TN ¥PNOoN TOV COUUTIK®V Kivicemv kot EEG kot xatd moco pmopet 1o
oy vidl va petaPfAnbel yloo va KpaTnoeL TEPIGGOTEPO TO EVIAPEPOV TOV TAIKTY KOl VO, TOV

KaveL va to amolapavel TEPIOGOTEPO.

Tnv avayvopion COUATIKOV KIVAGE®V OV TNV XPNCLOTOMGAULE 0TO TEAOG AGY® EAAEYMG
YPOVOL OAAG Kotoypdyape dedopévo mov pmopel v ypnowwonombovv w¢ database yia

HEALOVTIKY| Ypn oM.
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1.0 Eiocaywyn

To m6co cuveyilel va Aappdvel pépog oe £va Touyviol évag maiktng ennpealetor mépo ToAD
amd TN ovvasHnuatiky tov Koatdotaor. Av yio mopddstypo Poapétor, SVoKOAELETAL
vrepPolikd Kot vidber didpopa Al apynTikd cvvoicOnuato givor moAd mlavo va
OTOLOTNOEL TO oy Viol 1 va waiEel kdmolo aAlo moaryviol. Avtifétmg étav to motyviol Tov
TPOGPEPEL EVYOPIGTNOT Kot EvPopia eivar oAV Thavo g Ba cuveyilel va acyoieital e o
010 moyvidl. Av Aowmov petafdArlovpe to mayviol avédioya pe to cvvoicOnua Tov moik
161 B0 UTOPOVUE VO KPOTNOCOVUE TOV TOIKTN OTO TOLYViIOl Yo TEPICCOTEPO YPOVIKO
dwaotnua. O topéag peAétne ta ATOUIKNG ATTA®UATIKNG LoV gpyaciog EUTITTEL GTOV TOUEN

tov Affective Computing.
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1.1 Tt eivau To Affective Computing;

H AéEn Affection onuaivel cuvaiocOnuo. Movo pe tov 6po avtd givar e0kolo va KoTovondel
Tt onuaivel o 6pog «Affective Computing». O 6pog avTdg YPNOLLOTOLELTAL Y10, OTIONTOTE EXEL
ox£0MN UE VTOAOYIOTEG Kot TEPIAOUPAVEL GUVAICOMUO. ZVYKEKPIUEVO OVOPEPETE GTNV UEAETT
Kol T Onuovpyiot TANPOPOPIKOV GCLOTNUATMOV KOl GUOKELMOV Ol ONOiec E£Yovv TNV
duvatodmto va ovayvopilovv, va petaepalovv vo emeepydlovror Kot va ppodvton
avOpomva cvvorsOnuata. Ta ocvotquota oavtd avaioyo pe TtOo  ovvaicOnua  mov
avayvopilovv pmopodv gite va divouv ava@opd o©To ¥PNoTN TOVS N VO UETAPAAAOLY TIC

paéelg Toug avaAoya pe To Tt aviyvevovv. [9]

1.2 Ykomo¢ kat ovvoAikn Siadikaoia tng ATouikny¢ AIMAWUATIKYG
Epyaciag

2Komog NG AmMA®UATIKNG VTS epyaciag etvar 1 dnuovpyio €vOG GLOTNUATOG Kot piog
Baong dedopévv pe KATOYPAUUEVEG KIVIOELS TTOV OVIITPOCSHOTELOLY cuvaucHnuata. Ao
onuovpynBet pio epappoyn 1 omoia ¥PNCILOTOIOVTAS TO OEGOUEVO TV TEPAUATOV Hog Oa
ekmondevtel ko Qo pmopet mAéov kar pe v ypnon tov Microsoft Kinect kot to Emotiv
EPOC va avayvopilel ta cuvaicbnpata evog avBpomov and ta Body Signals, kabmg kot amd
ta Brain Signals. ‘Etot dowtdv, kabmbg avamtdcoovior o motyvidle ote omoio 0 YpNnotng
YPNOOTOlEl OAOKANPO TO CAOMN TOV Yid Vo AdPel pé€pog ota mouyvidlo, mpoomafodue vo
ONUIOVPYNGOLE Mo EQAPLOYT TOV VO uropel va avayvopilel To cuvolsOnpate Tov oKt
Kot vo pmopet va petaffdAdletl to moryvidl avédioya e To cvvaicOnua tov. Eniong avtd umopei
VO EQOPUOCTEL KOl € KOTAGTAGELS € amd matyviown. [ mapddetypa o€ dropa pe avTIGHo
OV OLGKOAEVOVTOAL VO EKOPAGOLY TNV ATOYN TOLG Kol TO TL VidBovv kot ot Tpdéelg toug.
Towg oe peAloviikd otdoo vo pmopécel va fondnocet dtopa pe areSiBouio va ekppdcoovyv 1o

cuvaicOnpo Tovg GToVG AAAOVG.

211 SUTA®UOTIKY 00T KoToypayape dtdpopeg popeés Body Signals yio cuvaicOnpata odrd
npoonadfooue va Bpovue t cvoyétion tov EEGS pe 1o cvvaicOnuo. Ta Body Signals dev
TOL (P CLUOTOUCALE YO OVOLYVAOPLOT GLVOIGONHOTOG Topd povo onpovpynoape pio faon

OEQOUEVMV Y10 LEAALOVTIKT] LEAETN.
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1.2.1 T elvar ) aAe€lOvpic;

AAe&iBopia eivor n katdotaon mwov yapokmpilel Toug avOpodmovg mov dVoKoAEHOVIOL 1
YEVIKGL €lval OVAUIIOPOL VO, EKPPACOVY 1 Vo KaTavonoovy 1o ouvvoicOnua tovg. [1] Ot
avBpwmotl mov Ppickovionl 6TV KATAGTACT TOL TEPYpdpeTon w¢ aielifvpia £xovv TepdoTia
dVoKOAiD 6TO VO avayvmpicovy cuvalcsOnUaTIKES KaTaoTAcElS kKabmg exkdnidvovtal. Mmopel
va €govv o aicBnon, otav Ppickovror oe po ToAD dvvary cuvolsOnuatikn) Kotdotoom,
omwg OAlyn pe ddkpva M acvykpdtntog Bopdc, aAld otav mpoomafodv va Kataddfovv Tt
TPOKAAEGE ALTY| TV KOTAGTACT], Ogv LTOpovV va KaBopicouv Tt Tav ovTd oL TOoVG £pEBLCE.
O meprocdtepotl pmopel va ocOdvovrar dfoia, cav KaTL va aALALEL GTO GOUO TOVG, OTMGC
avénuévn Kopdlakn mieon 1 mOVOL 610 GTOMdyL, Kou Otav miElovion va e&nynoovv ta
cuvasOnuata Tovg dev €govv ALEelg Yoo v mpospépovv. Mmopel va mpootabncovv e
00£E10 TPOTO VO ODCOVV L1 OPIGTOTEYVIKY] OTdvTNoT), I6MG Vo AmavIGouV oTd oL BEAOLY

ot GAAOL Vo akoOGoLV, 1| aAd va aALGEoVY BEpa oty KovPévTa.

Eniong, to dropo pe are€iBopio pmopel vo mopepunvedoel T COUOATIKY EKQPOGCT TOV
cuvasOHaTog cav copatikny Ekepacn acbeveldv. o Tapddsrypo, o ddKpva 6T PLéyovAd
dgv givar EkQpaon oTEVOYDOPOC, CALE AVOLOATN GTOVG dOKPLIKOVG OOEVES 1] 0L KOPOLA TTOV
wéAAeTol duvoTd Kot ypnyopa Ady® mabovg epunvedetonr ¢ mpoPfAnuatikn PBaifidoo otnv
Kapdld KAT. Avéioyo pmopodv va BempnBodv ot cuvalcONUOTIKEG EKONADGELS ®C
OmOTEAECUO. TOV  TEPPAALOVIOLOYIK®DY GLVONKAOV (LOAVCUEVOS 0€pOs, OAAOYT] OTNV

OTLOGQALPIKN TiEST KAT).

"Etot pe ™ PonBeta Tov cuotpatog to dtopo ovtd Bo propovv vo avaryvepilovv kot ot idtot
aKpag Tt vidBovv kat tn otiyp| mov Eekivnoe 10 cuvaicOnua tovg avtd, Bondmvtag Tovg

€101 va Bpovv Kot Tt TPOKAAESE TO GLVVAIGHN L TOVS OV TO.

OvolaoTikd €va T€T010 GVOTNUO pmopel vo ypnotpuedoel oty Bepaneia kKabmg kol otnv

EVKOAOTEPT] EKPPOCT] TETOLOV ATOUMV.
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1.3 Ti eivar To ovvaioOnua;

OMot yvopilovpe 6Tt T0 cvuvaicOnua eivor pio Katdotaon mov dev Exel oYEom e TNV AOYIKN
kot 10 «COylopo» tov mOovOV emAOYOV 0ALG gival TEPIGGATEPO GLVOESEUEVO e TOV
wapopuNTIcHd. I'evikd Opmg vdpyet pio tepdotio acdeeio Yopw omd 10 cuvaicOnuo Kot Tt
etvai. [ToArol Ba movv ot etvan kaBapd Bpa g yoyne. Kamolor akdpa motehovv tmg to

ocuvaicOnua edpevet oty kKapdd. Tt etvar Aowmdv to cuvaicOnua;

To cvvaicOnua gival por GOVOETN VTOKEEVIKT] GUVELONTY] EUTELPIN | GUVOVOGHOG VONTIKMV
KOTOGTAGEWDV, YUYOCOUOTIKOV EKPPAGEDV KOl PLOAOYIKAOV avTOpAcE®V TOV chpotoc. Eival
avtd mov évag dvBpmmog «aicBdvetay, Ot ®g anAn aichnon aArd mg Katt Babb, ecwTtepiko,
oV EMOPE 0T0 oMU (T KoPIOKOS PLOUOG) KOl TNV «Yuyn» TOL KOl GYEOOV TAVTO
exppaleton (0T0 TPOGMTO, GTN MV, GTN GTACT] TOV GMOUATOS) KOl VOl TOPATNPNCIHO OTd

TOVG GALOVG.

1.4 Iponyovusvn Epyacia otov Touéa

O Topéag HEAETNG TNG OTAGMG TOL GAOUOTOS KOl SLPOP®V KIVIIGEMV KOl 1] GXECT] TTOL £YOVV

pe to cvvaicOnua stvor ToAy peyaiog.

1.4.1 Brain Reaction when viewing emotions

Eivor amodedetypévo 61t 1 Apoyddia tov €yke@drlov (to onueio mov eivor vmevBovvo o
TAUTOALES Aettovpyieg Tov €yKe@AAov, pior omd avtég eivar 10 cvvaicOnua) avtidpd pe
SAPOPOLG TPOTOVG AVAAOYA e TO cuvaicOnua Tov PAEREL. e TOAAEG OUWOG OO TIG LEAETES
aVTEG aoyoAnOnKav UOVO HE TIC EKQPACELS TPOCMOMTOV KOl TNV GLOYETIOY TOVG UE TO

ovvaicOnua. [2]
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1.4.2 Brain’s Reaction When viewing emotion expressed solely by Body
Posture

Ye npocearto Paper tov Nwkorao Xappa, Alfonsina Scarinzi koar Nadia Bianchi-Berthouze
TPoEParoy OAOKANPO ML avOpOTOL e TO TPOS®TO BoAmUEVO £T01 DoTE va petpn el kotd
000 1 GTAGT TOL GMUOTOG Kol LOVO UTOPEL VO, ETNPEAGEL TN avtidpact e Apvyddias. [3]
Amodeiytnre Aoudv e TV TPOPOA VTOV TOV EIKOVOV GE «TTEPUUATOCMO Kot TN HETPNOT
TOV EYKEPUAMKAOV GNUATOV TOV EKTEUYAY avdAoya pe v ekova mov ERAemav Bpednke oti
10 ovOpAOTIVOG EYKEPAAOG PTOopel va eKAGPEL TOo cuvaicOnua Tov dAlov atdpov Oyl Lovo amd
™V £KPPOCT TOV TPOGAOTOL OAAGL Kot amd Tn otdon Tov cmdpatos. Etot Aowmdv agol o
avOpoOTIvog eykEPaAog £xel TNV duvaTdtnTo Vo ovoyvopilel 1o cuvaicOnuo povo amd
OTAGCT TOV COUOTOC TOTE Bo pmopovoe va, dnuovpyndel £va VTOAOYIGTIKO GVGTNLO TO OTTOT0
B0 YPNOYLOTOUOEL TN YVMOGT, TOV AOKTOVUE LE TNV UEAETT TOL avOp®Tivov gykepdAov, Yo

mv avayvapion ovlporivov cuvaisbnuatog povo pe t ypron tov Body Posture.

1.4.3 Creating a System that recognizes Emotion using Body Posture

e dAlo paper tov Xdapn Zoyopdto, Xpioto 'katlovin kot [dpyo XpvcdvOov, pedétoay
KOTA OGO £vol CUOTNUO UTOPEl VO EKTOOEVTEL Yo v avaryvepilel cuvaicOnua pe povn
€16000 T otdon tov copatoc. [4] Exovav didpopa melpdpoata ce eeyyOuevo meptBaiiov
dH0 TUKTOV Kot THpavV HETPNGELS e T ypnon evog Kinect. Ot maikteg Emoulov mayvidia 610
Xbox360 pe ™ ypnon Kinect yio va pmopovv va kivodvtar gledBepo Kot vor givon opKeTd,
ekppaotikoi. Xpnowomowdvtag aryopiduo Back-Propagation exmaidevcav Eva cdoTHH TO
omoio avayvaopile cvvarsOnuata. To cOotnuo avtd eiye pHeydAo mOGOGTO EmMTLYIOG GTNV

avayvmplon Tov cuvarsHnpatog aAld dev tav 100% op0o.
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1.4.4 Real-time EEG-based Emotion Recognition and its Applications

Y10 paper avtd acyoAndfkay pe v dnuovpyia evog real time cvotiuartog mov vo
avayvopilel cuvaoduata ypnowonowwvrag Electroengephalophy [12]. Anuotdpynoay 6o
oet mepapdatov pe auditory stimuli. To éva amoteleito amd Tpayovdia vOg Aemto To, 0Toia
Katnyoplromoinoav o€ sad, fear, pleasant, happy xat angry. To devtepo meipapio amoteAreito
amd Nyovg wov mhpav arwd to IADS (Inernation Affective Digitized Sounds). To IADS
napéyel Eva oet amod standarized fyoveg mov omookoToHV 6TV TPOEEVIGOVY GUYKEKPIUEVO
ovvaicOnpo avarloya pe tov nyo. ['a mv kotoypoaen tov EEG ypnoonoincav to Emotiv

OV YPTCLUOTOINCOLE KOl ELLELS.

Mo v avayvapion cuvarcsOnpatog ypnoomoincav poévo ta niextpodia otig Béceg AF3,

F4, FC6 kot oto band 2-42 Hz.

1.4.5 EEG-based Emotion Recognition, The Influence of Visual and Auditory
Stimuli

210 paper avtd ypnoporomcoy HAektpoeykealoypaenpo yio tnv Kotoypopt] EYKEQPUAIKTG
dpaotnprotntog Ko oyt pio consumer based cvokevr] [13]. Xpnowonoincav Linked Ears
nebodoroyia (5.3 Different EEG methodologies) yio v xataypapr tov EEGS kot povayo
Tpio NAEKTPOdIO. ZuyKeKPIEVH ToToBET GOV NAekTpodia otig Béoeic Fpz, F3 kot F4 pe Bdon
1o International 10-20 System (5.3 Different EEG methodologies). Anpiovpyncov éva
cLGTNO TTOV VA ovayveopilel cuvausOnuUaTiKn d1éyepon kot npepia. Agv acyoAndnKav pe

CLYKEKPIUEVO CLVALGONLOTOL.
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Ke@alaio 2: ZvAdoyr) Asdopévmy - Metpapata - TexvoAoyleg
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2.1 Mikpn teprypapn) Microsoft Kinect

To Kinect givan pio ocvokevry mov Katackevdomke and v Microsoft yo to Xbox360.
YKkomd¢ KATAGKEVNG TNG NTAV, KATAPYAC 1 amdvinon e katt kodvtepo oto Wii tng Nintendo,
aAAG Kupimg 1 dnovpyio evOg VEOL TOTTOV TALYVIOIDV TTOV eV YPELALETOL 1] YPT|OT| KATOL0VL
YEPLOTNPIOVL TOPE HOVO HE KIVIOELS YEPLOV TOJMV Kol YEVIKA TOV 6MUATOS. Agrtovpyel pe
™mv xpnon veépuhpov axtvdv mov eedyovv amd to Kinect ktumodv 610 cdua Tov ToikTm
KOl OVTOVOKAOVTOL Tio® otnv cvokevt. H cuokeun dwafalet Tig aktiveg kol ovaloyo pe tnv
yovio pe v omoio ETEGTPEYE Kal TOV ¥POVO TOL TOVS TNPE Y10 VO, ETICTPEYOLY dNUovPYEl
10 okeletd Tov avBpomivov copatoc. H Microsoft to defpovdapio 2013 kvklopdpnoe

emionuo APl yw dmuovpyia gpappoydv pe ) yxpnon tov Kinect yuo to PC. Eixe
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KuKAo@opnoetl ponyovuévmg APl o open beta distribution aAid to @efpovdipro tov 2012
KUKAOQPOPNOE emionun

VIULTI-A

Figure 1: Microsoft Kinect

oloKANpoUEV €kdoom Olopbdvoviag OAa TO GOOALOTO KOL OTAOTOIOVTOG TTOAAEG
Aertovpyieg. H yAdooa omv omoia pmopel 1o APl va ypnotpomomdel evkoldtepa kot pe
nepLocdTeEPEg duvatotnteg eivar 11 C# alhd pmopel emiong va ypnowomomOei pe Visual
Basic. Epeic npotyunoape C# yio va égovpe mepiocotepn erevbepio oto Tt {ntodue amnd 10
cvotnuo pog Kabmg kot emedn givor pio YA®GoH OV YPNCLUOTOEITE TEPICCOTEPO GTO

eundpio mopa 1 Visual Basic.

2.2 Tpomog ovAAoyij¢ Sedouévwv - Mleipauata

H ovAloyn dedopévov €ytve og 600 otdola. Kot yia tig dvo mepumtmwoelg (ntioape amd
QOITNTEG Ko U1, avopeg kat yovaikes, nikiag 20-25 gtdv va pog Bondncovv ota meipdpoto
pog. To «mepopatolmoy Hog KOAOUVTOV Vo GUUUETACKOVY GE £va oL vidl dV0 TUKTMV.
YKxomdg Hog NTaV vao Katoyplyovue Kivioelg cuvousOnudtov pe Bdon aAinienidopacr dvo

atopwv. Tovg Balape oe eheyyouevo mepifarlov va maiovv €va matyviolr 000 TUIKTOV Kot
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KOTOYPAPOLE TIC KIVAGELS TOVG. Xvykekpipéva Eranlav moryviol oe Xbox360 pe v ypnon
tov Kinect éto1 dote va umopolv va Kivovvtol ehevbepa. Me v ypfion TOV GMOUOTOG TOVGS
oG yepomplo PAEMOLIE TEPLGGOTEPEC KIWNOES oLVOUGONUOTOC KOOMDC Kol GvveXn
Katoypaen OAwv tov Kivinoewv. o mapdadetypo otav Emoulov moddGQalpo SLOPOPETIKA
KA®Toovoay TNV UIdAa OTtav £xovoy Kot dtpopetikd 6tav képdlav. Tovg dmcape T€Toton
gidovg mayvidlo va mai&ovv, Kinect kot two-player kot paiota tpocmadovoape va givat 0o
dropo Yvootd petald tovg, £I61 MOTE Vo €ivol TO EKPPACTIKOL HeTaED TOvG Y®PIg va
viooovv vipont]. ‘Htav 6la groups tov 600 atopwmv (6ta omoio KoToypagope 10 £€vo AToLO)
dubpketag 5-10 Aentov. Kot petd evorlioyn peta&d tov 600 1 sloaywyn dogbtepov group. Xta
HWod Tepdpoto Katayphyaue Ty Kivnon tovg pe ) ypnon tov Kinect kot to Brain Signals
ue v xprion tov Emotiv kot oto dA e (o kataypdyape Ty Kiviion Toug He T ¥pnon e
Motion Capture ctolng mov mapéyet n Phasepace kot dev pmopodoaple v KoTaypayovpe to
brain signals 810t yio v kataypagn g BEong g KeQOANG ol ypfoteg ypelalotav va
QOpPAvVE £va KOTEAAKL MG HEPOG TNG GTOANG Kot OV LITAPYE SLVATOHTNTA VO, £XOVV TOLTOYPOVOL

670 KEPGAL TOVG TO Emotiv

2.3 YAomoinon kwdika Kinect

Xpnowomomoaue to Kinect kat to APl tg Microsoft yuo va dnpovpynoape pio epappoyn
N omoio Katoypdeel TIG KIVAGES TOV GULUUETEYOVTO oTO Telpapo poag. O Kodwkog givor
ypoppévog oe yaAwooa C# pe Object Oriented kor Event Driven Aoywm. Eivon pioa WPF
epapuoyn. Tnv xotaypoaen Oedopéveov Tov OKEAETOD 0OpyIKOC OKOmMOG MNTAV Vo TNV
ypnowonomoovpe v o Emotion Recognition oAAd telkd Smuovpynoape pio Paon
dedoUEVOV Yo LEALOVTIKY] avdAvom Kabdg Kot Le avTd SNUOVPYNCALE £VOL EPOTNULATOAOYIO

ywo. Data Validation.
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2.3.1 Skeleton Data Capture

H Egoppoyn ovt) kotaypleel TG CLVIETAYUEVEG, GTOV TPLOOIACTATO YMPO, NG KaOe
KAEdWONC, TIC YOViEG O OYEON LE TOV TATEPA TNG KAOE KivnUaTIKnG oAvcidog Kabmg emiong
KOL TNV XPOVIKH GTIYUN TNG KOTOYPOENE TOL OKEAETOV. Zuykekpiuéva aipvooue 60 frames
TO OELTEPOAENMTO KOl KATOYPAPOLLE TNV YPOVIKN OTIyUn o€ akpifela péypt y1Mootod
devteporémton. AmoOnkevovtolr OAa. To dedopévo o€ €va apyeio popeng Xt yoo va

ene&epyacTovV apyoTEPQL.

O kmdikag givar avaptnuévog oto Tapaptua A.1: Kodwkag Kinect yio Data Capturing

2.3.2 Converting Clock ticks to timestamp

Enmedn omv kataypaen Tov 0edopévav Lo xpetaloLacToy ToyLTNTO Kot TOAAN
frames/second dev voAoyilape to timestamp v oTiyur ¢ Kataypaeng TV SE60UEVOV
LOG Y100 VO, LELWGOVLE TNV TOAVTAOKOTNTO TOV KMAKa. o var punv xabel dpmg o xpovog (éva
dedopévo ToAD onuavtikd oto mepapata poag) arodnkevope to clock ticks. Metd ypayape
uia dwapopeticr epappoyn (Console Application) e C# pe v onoia dofalope to kabe

apyeio tov Skeleton Data ko maipvope ta clock ticks kot ta petotpénape e timestamp.

O kddwag givar ovaptuévog oto Tapaptnua A.2: Koddwkag yo petorponr tov clock ticks

og timestamp

2.3.3 Real-Time On screen Skeleton Rendering

H epappoyn extdc and v kataypagn tov dedopévav xet £va interface to omoio deiyvel o
TPAYLOTIKO ¥pOvo TN BEomn Tov oKkeAeToD Kt TG KAEWWdoelg Tov. To interface avtd yphotnke
oe yhodoooa XAML. Ta dedopéva v otiypun mov vmoroyilovial, TovTOXPOVOL HE TNV
amobfKELOT  TOVG, YPNOLUOTOOVVTIOL Yo VO ONUIOVPYNGOLV  TOV  OGKEAETO  TOL

«@ePAPaTOlmovy Kads kol Tov okehetd Tov cvuumaiktn tov. To On Screen Rendering tov
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OKEAETOV TO YPNOLUOTOMGCOUE Yo Tr Onpovpyio. evog epmTnuatoloyiov mov Oa pog

BonBovoe 6To KaAVTEPO annotation TV cuVGOMUATOV TOL PPNKOLLE.

O kddwkag eivar avaptnuévog oto Iapdpmmua A.3: Koddikag yio On Screen Rendering tov

OKELETOV

2.3.4 Kinect video Stream

To interface tg epaproyng nag eKTOC 0md TOVE OKEAETOVG TAPEYEL KO cuveyEg Video stream

TV Toukt®v. To video stream mov pog mapéyet n camera tov Kinect pog fonnoe va Bpodpe

dpopa cuvonsOfpata omd To TEWPEAT [LOGC.

Figure 2: Screenshot of Kinect App for Skeleton Data Capturing

2.3.5 Screen Recording

Kd0Oe neipapo mov tpéyape KoToypaeope cuvexds Kot tnv 006vn tov vmoAoytotn. To video

aLTO TO YXPNCLOTOMGALE Y1 VO Bpodpe akpiBdg TIC OTIYIES OTIC OTTOlEG VITAPYEL EKPPOUCT
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ovvailcOnpotog (video stream kot timestamp) kot kévovtag Crop to Video kot TaipvovTog
LOVO TOV OKEAETO OMLLLOVPYNOOUE EPMOTNUATOAOYLO LE TIG CUYKEKPIUEVES GTLYHES OVTEG Y10l

va pag ponbnoovy oto kakdtepo annotation twv cuvalcOnudtmv Tov BpHKope.

2.4 Kinect Data Smoothing

Ymv mopeion cLAAOYNG TV dedouévav mpocesaue OtL elyape Aiyo 0opvfo. T va
e Tpdpovpe Aowmmdv ta dedopéve pag omopacicaps vo ypnowporomoovpe tig built-in
uebodovg kot kKhaoelg mov pag mpoopépel to Kinect APl Oco mepiocdtepo QIATpAPIGHLOL
OUmG yivetol 1060 TO apyd yivetow To cVuoTnUa. AVTo cvpPaivel ek EUoEMS S10TL TAEOV
eneepydlovtan Ta dedopéva Tpv KoTaypapovv dpa yperaletar pio aApa kabvotépnon mpv
mv Kataypaen. [Ipoomadnoape Aowrdv va Bpovue v ypvon toun peta&d Kabvotépnong
Kol QUATpopiopotog pe ddpopovg melpapatiopovs. o va epappoctel 10 QlAtpdpioua
yperaletarl n Muovpyic EVOG OVTIKELEVOL TOV TOUPVEL GOV TAPOUUETPOVG KOVOVIKOTOIUEVES

Tipég (0-1) yu
1. Smoothing: Ty Yo o 660 O PILTpapovLE Ta dEdOUEVA. LOG.
2. Correction: T ywo to ©6c0 Oo dropBdcovue Ta dedopEVA Hag.
3. Prediction: Ty yia 1o moca frames Oa mpoPréyovpe oto péAov to Tt Bo cuuPet

4. JitterRadius: Twf mov vwodnidver Ty axtiva 6 PETPA OTOVL Oo HELDGOLE TNV

TOPULOPPOOT)

5. MaxDeviationRadius: H péyiotn duvatn andkAion tov QIMTPAPIGUEVOV dEG0UEVOV

omo Ta raw data

I'o To smoothing ka1 to correction av ddocovue v T 0 TOTE HOG EMOGTPEPOVTAL TOL FAW

data.

TpéEape dtbpopa mepdpaTa yio va Bpovpe Tig 1ovikég TiéS Yo Smoothing kot Eekvnoaype

amd TV apyn TNV KaToypoer vEmv dedopévay yopic 06pvfo.
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2.5 Emotiv

o v xotoypoen tov Brain Signals ypnowomomooue v ovokevry Emotiv EEG
neuroheadset. To Emotiv éyet 14 mAektpddio. oL AgLTOLPYOVV G ouoONTAPEG Yoo TNV
Kataypaen tov Brain Signals kot yopookomio og 2 dEoveg yio TV KaToypapy TOV KIVHGEDV

™ kepaing. [epiocdtepec mAnpogopiec oto Kepdraro 5: EEG Analysis

2.6 Mocap - Phasespace

"o motion capture data ypnoonomocape 600 dapopeTikovg Tpomove. O Evag ftav ue v
ypron tov Microsoft Kinect kot o dAlog pe ™ ypnon otoAng Motion Capture omd
Phasespace. Xe kdmowo and ta mepdpoto Aowrov (nthoape amd tov éva omd Tovg 80O
ovppetéyovteg (owtov mov Ba kataypaeape pe to Kinect) va gopéoet otodr; Motion Capture
¢ Phasespace yio vo mépovue Oedopéva OKEAETOV Kol KAEWODOE®MV LE TEPIOCOTEPN
axkpifela yio va kticovpe v peaMoTIKO YOPAKTIPA TOL VO OVOTAPAYEL TIG KIVI|OELS OVTEG

£T01 MOTE VO, gival E0KOAN avayvmpicipeg and tovg responders tov pmTUAToA0Yiov.

Figure 3: Mocap Data Visualization

H otoAf] tg Phasespace @épet 42 markers. To 6Ao cvotnuo amoteAsital omd TV 6ToAN, 4
Kauepeg ne 2 «pdtion 1 kabe o, tov server, éva LED Controller xafdg kou to tracking

software.
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O1 42 markers Aettovpyovv pe active LED teyvoroyia. H teyvoloyio avt) pog Pondé moAd
evKkolo. vo ovayvopiocovpue tov kabe marker kobmhg exkmépmovv OAOL KOKKIVO QMG
OLPOPETIKNG cvyvotntac o kdébe évag. 'Etol Aowmdv n kdébe kdpepo pmopel €dxolo va

avayveopiost molog marker givot molog Bacn thg cuyvOTNTAS TOV POTOG TOL EKTEUTEL.

H xé0e kqpepa ivor epodroopévn pe 600 patio. Avtd eivar veepPoikd ypoiLo Kabdg pog
BonBdetr va Avoovpe to TpOPANUa Tov Babovg. Avto yiveton pe akpidg Tov id1o TpOTo TOL

TO KAVEL TO avOp®OTIVO LAt

Figure 4: Led Camera

O LED Controller tg otoAfg givar pio pikpr cvokevn 1 omoia puOuiler tov kabe marker.
Emkowavel pe tov server kat pvOuilel tv cuyvotnto tov kéOe marker yio va ivar dtokprrd
avoyvopicln omd Tig VIOAOITEG Yo, emttdyvvon ¢ dwdikaciog tov tracking. Avtd cov
amOTEAEG O, €XEL TNV KoToypoen meptocdtepov frames ovdé devtepOrento. ZvyKekpiuévo

naipvoope 120 frames 1o devteporento.

Figure 5: Led Controller
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AvetuydG 01 GLVONKEG TOL pyactnpiov dev givar optimal kot ot kdpepeg dev eivor amoAHTMOG
otabepéc. AxOpa kat av KAEIoEL N TOPTA 6TO SUTAOVO 1] GTO TOPASITAL EPYASTHPLO 1 HOVNOoN
LETOQEPETE OL0L LEGM TMV TOIY®V KO 01 KAPEPES LETAKIVOUVTOL 0T Kot Alyo. Etotl kabe véa
TEPAUOTIK pEPO TPEMEL TO OAO0 ovotnua va viver Eavda calibrate. Mio kdmog

emovalopPoavopevn daduacio aAAG amapaitnTn Yo vo Vol cmoTEG Ol LETPNGELS LLOGC.
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3.1 Autodesk Motionbuilder

Xpnowonowwvtag ta Skeleton data tov Motion Capture kot pe ™ Boffeio tov Autodesk
Motionbuilder kticape éva digital yopoktipa yio kébe meipapa yopic Opmg va tpochicovie
facial expressions. A@ol Aowmdv oTN OULVEXEW TOLG YOPOKTNPEG aVTOVG Ba TOvg
YPNOUOTOOVGAUE GE EPOTNUATOAOYIO Yoo Vo Yivouv annotate to kdébe cvvaicOnuoa Mrav
VIOYPEMTIKO va unv tpocbécovpe facial expressions étol dote va unv exnpeactel N Kpion

TOV £pMOTNOEVTO OO TIC EKPPAGELS TOL TPOCGHOTOV TOV TALKTN Kol Vo Umopet va kpiver udvo

oo TIG KIVNGELS TOV GAOUOTOG.

Figure 6: Autodesk Motionbuilder Character Creation
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‘Etor Aowmov mipape too dedopéva amd to Motion Capture to eicdyoue oto Autodesk
Motionbuilder kot dnuiovpynoaue to YopakTipa ywo. Tov Kabe ocvuppetéyovia. Me ta
dedopévo avtd mpape 1o kdbe meipapo kot Pprkape TIc oTiypég Omov vmhpyel £VOEIEN
OLVOLGONLOTOC, TIG ATOUOVAGCOE Kol TIC KAvape eXport oe pikpa video (2-3 devtepdrentar).

[THpape cuvorikd 309 video cuvausHNUOTIKOV EKQPACEDV.

3.2 pwTOo EpWTNUATOAOYLO

Xpnowomowwvtog ta clips mov mApape amd to Motion Capture xow to Autodesk
Motionbuilder dnovpynoape tpio epotuatordyla. To kabe Eva and avtd mepthaupove
100 video pe e€aipeon 1o tpito mov eixe 109. Ta dwondoape o€ Tpiot EPOTNUOTOAOYLO KO
dev 1o BaAape Olo poll yio gukoAia amovINce®wv omd Tovg ¥PNoTeg dOTL B Tav TOAD

KOVPaoTIKO va omavticovy og 309 epotoeig amevbeiog.

Ta dropa mov cuppeteiyov 610 EpOTUATOAGYIO Yo KGO Pivteo elyav va dtodéEovy pia amnd

T1G €ENG TEVTE EMAOYEC:
1. Frustration = similar with — Angry, upset, confused
2. Excitement = similar with - joy , happiness

3. Meditation = similar with - stretching, wondering, relaxed. (a situation when the user

focuses on his own body.)
4. Concentration = similar with - focus, stand by
5. None of the above

Mo v emAoyn T@V GVYKEKPEVOV GLVOLGONUATOV BAGIGTIKOLE GTNV LETATTVUYLOKT
Smlopotikn Tov Ogoydpn Zoyopdtov[S] kabdg kot e avticToryo paper Tov onpocisvce

padi pe toug Naopyog XpvsavOov ko Xpicto ['katlovin[4].
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AVTO TaV TO TPMOTO EPOTNUATOAOYLIO TO 0010 AOY® CALAYNG OTN LOPON KATAYPOUPNG TOV
dedopévav (dev aoyoindnkape pe Motion Capture kabmg pog eumoddile 6Ty Kataypop Tov
EEG) d&v 10 ¥pNOILOTOICOLE.

Mag Boridnoe dumg va avayvmpicovpe 6t dgv vTapyel peydAn dapopd petacy Meditation
ko Concentration. Yap&e apketd uaépdepa amd oG amavTnTéG TOV EPOTNUATOAOYION GTO
mo cvvaicOnua gival o kot To cvumtHéape oe Eva cuvaicOnua (Engagement) yio to

LETOYEVEGTEPO UEPOG TNG OITAMLOTIKTG.

3.3 Mocap Data analysis. Inverse Dynamics

Xpnowonowmvrag To dedopéva mov mpope and to Mocap propovpe vo VToAoYIGOVLE TV
avtioTpoen duvakt Yo Kabe kieidwon. 'Etotl Oa propécovpe ot mopeia va
ONUIOVPYNGOVLLE EVOL GUGTNLLOL TTOV, LLE TOV VTOAOYIGHO TMV SVVAUE®Y TOV AGKOVVTOL GE
K@0e KAeldwon , va pmopéael va suumepdvel To cuvaicOnuo tov yprotn. [a tovg
VIOAOYIGHOVG W TOVG VIIGPYOLV apkeTOl eE0HOIMTEG TOL pe TNV ypNon Tov Mocap data

UTOPOUVV VO. TO KAVOLV.

Ta Mocap data ypnoipomomdniay yuo tnv dnuovpyio evog data bank yio pedhovtikn yprion

ue To OpenSim yuo va Bpovue to Inverse Dynamics.

3.4 OpenSim

To OpenSim gival éva GOGTNUA AVOIKTOD KMOTKA Y10 TNV EUPLOUNYOVIKT LovTELOTTOINoN,
TPOGOUOIMGN Kot avAALGT| . KOTOG TOL £ivar vo TapEyel dmPedY Kot EVPEMS TPocPloiua
epyodeia yio T dteEaymyn g épevvog kot g eppropumyovikns. To OpenSim ypnoiuevet o
éva gupL PAGLO LEAETMV , CUUTEPIAAUPAVOUEVNG TNG OVAAVOTG TNG OLVOLLKNG Kiviomg , TiG
UEAETEC TV OOANTIKOV EMOOGE®V , TPOGOUOIDGELS TOV XEPOVPYIKADV SLOOKOGLDV ,
avVIALON TOV SVVALENDY TOV ACKOVVTOL GTIC KAEWOMDGELS , TO GYESIOGHO TOV 1UTPIKAOV

OLGKEVMOV Kot dnutovpyia animation avOpdnwv kot (Oov .

To Aoyiopikod ektedel avtioTpoPn avaALGT TS SLVALIKNG KoL TPOG T EUTPOG

TPOGOUOIDGELS OLVOIKNG . To OpenSim ypnoipomoleitol 6€ EKOTOVTASES EUPLOUNYAVIKA
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EPYAOTAPLO GE OLO TOV KOGHO Y10l TN HEAETN Kiviomg kat £xEl pia Tepaotion crowdsourcing
Baon amd TPOYPOUUOTIGTEG TOV GVVEXDG GLUPBAAAOVY GT dNovPYio VE®V

YOPOUKTNPLOTIKAV. .

To OpenSim givor pio and t1g flagship epappoyéc e amd Simbios , to Kévtpo Bioiatpikng
[MAnpogopkng oto [Mavemotio tov Stanford . H Simbios, 13pvonke o 2004, kot
QIOCKOTEL GTNV TTOPOYT] KOPLEOIOV AOYIGUIKOD KOl VTOAOYIGTIK®V epyaAieimv yio. tn physics-
based povtehomoinon kot Tpocopoimwon Tov PloAoyik®dv dopdv . To OpenSim oyedtdotnke
v va @O1NoEL TV £pguva TNG EUPLOUNYAVIKTG, TOPEYOVTOS £va KOO TAAIGLO Yo TV Epevval

KoL V0L LEGO Y10 TV AVTOALOYT] TOADTAOK®V LVOCKEAETIKAOV LOVTEAWDV .

H dwdikacio yia vo wépovpe ta Inverse Dynamics nepva and to Scaling, to Inverse

Kinematics kot téhog @uokd to Inverse Dynamics.

Kat 6116 1peig meputtdoelg oav input 61o tool o yprotng divel povo éva Settings file(.xml) to
01010 TEPIAAUPAVEL TOL OVOUATO TV VTOAOIT®V inputs KaOmG Kot S1ipopes puOuicelg yio to

¢ vo Tpé€et To kbe Simulation.

To inputs ko outputs Tov OpenSim meprypapovrar avorvtikd oto Error! Reference source

not found.
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Ke@alawo 4: Anpovpyia Epwtnuatoroyiov, Clip Annotation
KL ZTATLOTIKY AVAAVGT) TOV ATIOTEAEGLATWV

Kepdaharo 4: Anpovpyio Epotnypatoroyiov, Clip Annotation ko XtatioTiki avaivon

TOV QTTOTEAEGILATEIV ...ttt r e b e e s e b e e n e e enns 30
4.1 Anuiovpyia epWTNUATOAOYIOU UE TA KINECE DALA coovvverererseeresssrissisissssisssssissssissssssssssssssssssens 30
4.2 Clip Annotation kat 2TATIOTIKY] QVAAVON) TWV ATOTEAETUATWV vvorrererserissesesisseserisesens 31

4.2.1 Tt €lvor T0 CONEN'S KAPPA .. .c.viiviitiiiiiiieiieiee e 31
4.2.2 TG VTOAOYILOVIE TO KAPPA ..envviieieiiee ittt 32
4.2.3 ZTaTIoTIKY] OVAAVGT] OTTOTEAEGILATIIV «eenvvreenireeeereeesieeessreeessreessneessneesssneesnsneesnnnas 32

4.1 Anuovpyia epwtnuatodoyiov us ta Kinect Data

Metd 10 TPAOTO EPOTNUATOAGYIO TPALE VEL dedopEVA Kat Ta dtoywpioape TAéov o€ 3
cuvaicOnuota avti T€ecepa.

Me v xpnon tov 2.3.3 Real-Time On screen Skeleton Rendering kot 2.3.5 Screen

Recording dnuovpynoape éva epotuatordyto pe ta clips mov Pprkape.

Ao to koTaypappéve Video KOWape oTIC YPOVIKEG OTIYIEG TTOV BpriKope OTL vIdpyEL
EK@pact cuvatsHnatoc. ATo to Koppéva Video amopovOGauE LOVAYO TOV OKEAETO £T01
®ote va unv vrdpyovv facial expressions ota video pag kabamc ta facial expressions
EVKOAVVOLV TNV O10d1KAGT0 amavTnong evo peic O&Aape ol amavintég va Kpivouv pe Bdon

HUOVO TOV GKEAETO.

Anovpynoa éva Google Form kot avéBooca ta 39 video tov otiyudv mov Pprikape Kot 6e
Ka0Oe video o1 ypnoteg giyav v duvatdmra vo eMAEEOLY pia Ao TIG TPELS OTOVINGELS YLo,

K@Oe video, otnv gpmdtnon «Iloto givar to cuvaicOnua oo mo katw Video;»
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Elyav i €€1g tpelg amavinoels:
1. Engagement: Similar with Concentration, Focus
2. Excitement: Similar with Joy, Happiness
3. Frustration: Similar with Angry, Upset, Confused

Ta dedopéva g KAOE AmAVINONG TOV EPOTNUATOA0YIOV amodnKevovTaY Gav EEXWPLOTH

ypouun o€ éva Excel apyeio yia va ta eneEepyactovue apydtepa.

4.2 Clip Annotation ka1 ETATIOTIKY) AVAAVGN TWV ATIOTEAEGUATWV

Xpewlopaotav pio eEakpifpwon yia to 160 0pbég etvar o1 otiypég mov BprKapie o oyéon
Le TV £KQPOGCT] GLVOIGONLOTOS Kot Towo cuvaicOnua etvar avtd. AkorovOnocape pio
emoTNUOVIKT HEB0SO oV ypnoipomodnke kol otnv Metamtuylokn AmAopatikn Tov Xapn

Zayopatov ypnoponoidvrag to Cohen’s Kappa, mov acyolndnke pe mopdpoto 0épa. [5]

4.2.1 Tueivar to Cohen’s Kappa

To cratiotkd Kappa, mov yio TpdT Popd ypnoiomomdnke omd tov Galton (1892), ivon pio
oTaTIoTIKN HETPNON NG aslomotiog amotelespdtov piog épevvag. I'evikd motedeton 0Tt
elval éva o 1.oyvpo HETPO amd TOV ATAG LITOAOYIGUO TNG CLUP®Vi pe Bdom TOlG EKATO

kabmg o Kappa Aappdvel vwdymn Tig amavtineeS ToV GOUPOVOVY Katd Toyn. [6]

To Kappa mapéyet pio pétpnon n omoia deiyvel m6co dvo kpttég , A ko B , cupowvodv otig
avtiotoryeg Ta&vopnoeic N otoryeiov og k katnyopieg mov aAinioamokieioviot . 'Evag
«KPITNG» , 6TO TANIG10 AVTO PTopEl va ivor Evag LEPOVOUEVOS 0VOPDOTIVOS, £Vl GUVOAO
aTOp®V oL TaSvounce ta avtikeipeva N GUALOYIKE , 1} €va TPOYPOALLLO DTTOAOYIGTH I
JyVOOTIKO TEGT , TOL ekTeAel o ta&vounon pe Bdon kabopiopévav kprmnpiov. Aev

naipvovpe To kabapd Toc0GTO TNG CLUPMVING SLOTL TA TOGOGTA UTOPEL va. eivort
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TOPOTAAVITIKA Kot Ogv avTikatontpilovv v Tpaypatikny ewova. O Adyog ivat 6Tt 0
VTOAOYIOUOG TV TOGOGTMV OV AAUPAVEL VTTOWYT TI CLUPWVIES TOV EYOVV LETAED TOVG OL
KPLTEG Kol opeilovTon TV o). XPNOILOTOIDOVTAG T0 TOGOGTH UTOPEL VoL 00N YNGEL GE dVO
KPLTEG VO aivovTal 6Tt GLUEMVOVY TANPMC, 1| TAP TOAD AKOUTN KOl OV £XOVV GUUTAPDCEL

TO EPOTNUATOAGYIO TOVS GTNV TOYN.

4.2.2 llwg vmoAoyilovpue To Kappa

H ovvéptmon yia tov vmoroyiopd tov Kappa eivat:

K= Pr(a)—Pr(e)
~ 1-Pr(e)

Figure 7: Cohen’s Kappa

Omnov Pr(a) eivon n oxetikn cvpupovia peta&d tov kprtdv kot Pr(e) eivor n mbavotnta
oLUEOVIOG KATA TOYN, XPNOLOTOIDVTAG TO OEOOUEVA TOV KPLTMOV Y10 VO VITOAOYIGTOVV 01
TOOVOTNTEG 01 KPITEG VA EMAEEOLY TVY i TIC 101EG Kot yopiec. AV 01 KPLTEG CLUPMOVOVV
TAPpC TOTE T0 Kappa woodvvapei pe 1. Av dgv vrdpyet kKoBoAov cvue®via, EKTOC QLT TOL

avopévetat av emAéEovv Tuyaio anotéleopa, Tote To Kappa icodvvaypei pe 0.

4.2.3 LTATLIOTIKI] AVAAVOT) AMTOTEAEGUATWV

Xpnowomownvrtag Aowmdv To Cohen’s Kappa avoldcape 1o epmTnratoloyio yio va Bpodue

10 cwotd Emotion Annotation tov tunudtov Tov BpriKape.

Eiyoue 4 annotators yio 1o epotnpatoroylo. H cuvaptnon tov Cohen’s Kappa (Figure 7)
VoA0Yilel TNV CLHE®VID TOL £(OVV GTIC ATAVTNOELS TOVG 000 dtopa. 'Etot gpeic mpape tig

6 dVAdEC AmOVINOEMY Kol VITOAOYioaE TNV GupP®Via Tovg pe Baon to Cohen’s Kappa.
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Avaidovtog Aowdv T amoteAésaTa, o To kaOe (evydpt observers, ot Tiuég mov mpo 6To

Kappa yio to kébe (evydpt nTav:

OBSERVER

1 X 0.7 0.63 0.63
2 0.7 X 0.81 0.67
3 0.63 0.81 X 0.74
4 0.63 0.67 0.74 X

Me Baon ) Bewpia tov Cohen’s Kappa o avOponivovg kpitég yio va Bewpnbodv Kord ta

OTOTEAEGLOTO KOt VO, LelBEel TOAD M «katd TOYMV cvpue®vioy Tpénetl va givar miveo omnd 0,7.

I'o va BewpnBodv «opBax» mpénet va eitvon mdve amd 0,8. To Kappa pog oe 0Aa tovg

oLVOVAGOVG Elvarl oyeTIKG KaAd aALd yior TeEAKO annotation emAéEape to Cevydpt e to

kaAvtepo Kappa mov sivan o Cevyapt 2,3 pe Kappa 0,81
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Ke@alaw 5: EEG Analysis

Ke@@Ao1o 51 EEG ANGIYSIS ..o 34
5.1 To OUVAITONUA KAL O EYKEPAAOG covvvrrrererrirssrsissssisssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssse 35
5.2 TUEIVAL TO EEG uuuoserissserissssrisssssissssssisssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssnss 35
5.3 Different EEG MEtNOAOIOGIES ........cccuverveerimserssirisssirissssssssesissssssssesissssssssssssssssssssssssssssssssssssssssssanss 36

5.3.1 SQUENTIAI MONTAGE......eeueiieeiiieite et 37
5.3.2 Referential MONTAGE ........cccveiiieiiiciece e 37
5.3.3 Average ReferenCe MONTAGE ........uiuvrieieieierie sttt 37
5.3.4 Laplacian MONTAQE .......ccveiieiieeie ettt sttt e e e ste e e ree e e 37
5.4 TO ETNOTIV ccoeeeereeeeeereeeieessesiseesssssaseessssssssesssssssssssssssssesssssssessassssssesssssssssssssssssesssessssesssessssessnsssneesanssanss 38
5.5 EMOTIV SOEUD...curvverrresrssssssrisssisssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssses 38
5.6 EEG PrOCEAUT S c.ouvvvvvresrssrrssssssssssssssssssssssssssssssssssssssssssssssssssssssssasssssssssssssssssassssssssssssssasssssssssssssasssssssnses 39
5.6.1 Exporting data from CSV FIlES........cccviiiiiiiiiee e 39
5.6.2 PrEPIOCESSING .vveuviiteeiteeteetee it e e st e steete st e ste et e s teeste e e e s seesteesseareesbaessessaesteeneesnnenreans 40
5.6.3 EEG Band pass filtering using EEGLAB ..........ccccoiiiiiiiiiiieee e 40
5.6.3.1 TLelvot TO EEGLAB ... 40
5.6.3.2T0Ti e TO EEGLAB ... 41
5.6.3.3 Importing data iN EEGLAB ............cooiiii it 41
5.6.3.4 Band Pass filtering and eXporting ..........ccccoveiiienieninieieese e 42
5.6.4 GYro Data PrOCESSING ....ccvviiiiiiieiiieeiiee ittt ste ettt et ssae e e reeene e 45
5.6.5 Filtered Data PrOCESSING ......ccciviiiiuiiiiieieie ittt 46

B5.6.6 ArtifaCt REMOVAL.... ..o 46
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5.1 To ovvaioOnua kat o eykepaiog

Onwc mpoavaeépape oto 1.3 Ti elvar 1o cvvaicOnua; 1o cuvaicOnua eivor cvuvovacudg
VONTIKOV KOTOUGTACEW®V, YUYOCOUATIKOV EKPPACEDV Kol POAOYIKOV OVTIOPACEDYV TOV

oopotoc. [T6cot Lomdv eivat 11 GLGYETION TOL LE TOV EYKEPOAD;

[Tep1ocdTEPO Omd dLOUIGT YIAMAdES YpoOvia TTptv, o EAAnvac eihdsopog Eniktnrog diathnwoe
0Tl “0 dvBpwmOg 0V cuyKIvelTOL OO TO YEYOVOTA, OAAL OTAMG OO TNV AITOWYT TOL Y10 QVTE”
Me avto, o Eniktmrog donoe va gvvonbet 6t 1 avtiAnym odnyet oto cvvaicOnua, to omoio

LLE TN GELPA TOL 00N YEL G€ Kiviom oL amavTd 6€ avTd T0 cLVAicONa.

20yYpOVOL VEVPOETIGTILLOVEG KOl WYLYOAOYOL £X0VV EPEVVIGEL KOl £XOVV PBPeL OTL 1 OpLYSEAL

TOV £YKEPAAOV KOOMG KOt 0 TPOUETMMLO0G PAOLOG GLVOEOVTAL dppNTa e TO cLuVaicOnua.

‘Etot Aowmdv pe v xpnom evog NAEKTPOEYKEPOAOYPUPTLATOS UTOPOVLE VO LETPT)GOVUE E
KAmolo TPOTO TNV AEITOVPYiD TOV EYKEPAAOL Ko 0mtd avTh va £AYOVpE TO cuvaicOnuo Tov

aTOLOV.

5.2 Tieivat to EEG

O avBpamivog eyk€parog £yl dtoekatoppvplo vevpavec. H Aettovpyia tov eykepdiov givon
EPIKTN XEPV GTOVG NAEKTPKOVS TOALOVS TOV OMOGTEALOVTOL OO TOV £V VELPAOVO GTOV
dAro. Ot niektpwcol maApol ovTiotoyobv G «UNVOLOTO» LE TO OTOi0 ETIKOVOVODV Ol
vevpaveg petald toug. 'Etot Aowmdv pmopodue leic v LETPNGOVLE TOVG TAALOVS OWTOVS KOl
Vo, xaptoypagnoovpe o brain waves tov gykepdiov. To mpdTO NAEKTPOEYKEPUAOYPAPT LLOL
(ElectroEncephaloGram — EEG) dnpovpynonke to 1924 amd tov I'eppavd Hans Berger. Tnv
ONHEPOV MUEPO OL YTPOl Umopovv va ypnoipwonomcovy 10 EEG yo va dwayvocovv v

emAnyio KaBdg kot dAleg TOavES vevporoyikég Tabncelc.
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5.3 Different EEG methodologies

Ynapyoov moArég upebodoroyieg yw kotoypaen EEG data. Kdmoieg ypnoipomolodv
TEPLEGOTEPA NAEKTPOSIA Kdmoteg Arydtepa. Ot ovopacieg Kot ot Tonobecieg v nAekTpodinv

oumg givar Tpokabopiopéveg amd to Internation 10-20 System [11].

Figure 8: International 10-20 System, Electrode Placing and labeling

Agdopévou 01t éva onpa tdoews EEG avtimpocmnevet pia dtapopd petald tov tdoemv o€
Vo NAekTpodia, N amekdvion Kot avayvopion evog EEG propel va cvotabel pe didpopovg

tpomovs . H avarapdotaon tov kavaimov EEG ovopdaletar montage.
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5.3.1 Squential montage

Ka0e kavil avtimpoomnevet T d1apopd petald 600 yerrtovikov niektpodiov . To chvoro

TOov montage amoteAeital amd (o GEPA TOV KAVIADV QVTOV.

INo mapdaderypa, to kavai «FPL -F3» avtimpocmnedel T dtopopd oty Tdon peta&d Tov
nAektpodiov FP1 kot tov niektpodiov F3. Avtictorya to emdpevo kavéil oto montage «F3-
C3» avturpocmnedel T dapopd Tacems HeTasy tov F3 kot C3 , kot 00te kabeéng op

OAOKAN PN TNG CLGTOLYIO TOV NAEKTPOSIWV.

5.3.2 Referential montage

Kd&Be kovalt aviimpocwmedet ) dapopd Hetall evOc GUYKEKPYEVOD NAEKTPOSTOV KoL EVOGC
NAekTPodiov avapopds. Aev vdpyet TomikY| 0€om yio to nAekTpodio avapopds. Etvar
®0TO60 6g dlopopeTikn BEom and Ta NAEKTPOSIO KaTaypapnc. Xvvibmg XpNoIHLOTO100VTOL
Kevipikég Oéoelg yia ta reference electrodes enedn dev evioydovv 10 GO GE Eva NUGEAIPLO

£VOVTL TOV QAAOD.

Mo GAAn dnpogiing Referential montage teyviky sivan «Linked Ears». H pebodoroyio avty
nog oivel tov pabnpotikd péco dpo and dvo reference electrodes ta omoia ivort
tonofetnuéva Ticm and ta 6vo avtid Tov atopov. Etot eivat kdnwg mo axpipr ta

anotedéopota Kabdg xpnopomotet dHo reference electrodes tovtoypova
5.3.3 Average Reference montage

O1 £€0d01 0wV TV reference electrodes abpoilovtat kot 0 voAoyileTor pécog 6poc. Avtdg
0 HECOG OPOG YPNOLLOTOLEITAL MG KOV OVAPOPA Y10 TNV KOTOYPOOT) TWV VITOAOUTMV

electrodes.
5.3.4 Laplacian montage

Ka0e kavél avtimpoocomevet T 010popd petallh evog NAEKTPOdiov Kot TOV GTAOUIGUEVO

HEGO OpO TV YOP® NAekTpodimv. [10]
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5.4 To Emotiv

To Emotiv EEG Neuroheadset eivat pio cOyypovn amAomompévn popen tov tpotov EEG to
omoio onuepa ypedleton povaya 14 aebntipec (MAektpddla) yio 10 «dbPocuo» TV
gykepaMkdv kopdtov. Eivar piag @Bnvr consumer cvokevy ywo. home EEG capture.
JVYKEKPIUEVOL YpNOLLOTOIOVTOS TIS PipAtodnkeg mov mapéyelt n O M eToupeion yoo v
ovokevn ypawyoue pio Windows Console epappoyn oe yhdoco C++ n omoio kataypdpet To
EYKEPOUAKE KOUOTO TOV «IEPAUOTOLmOV» o Yopic va tov eumodilel kabmg 1 GVoKELN
EMKOWVMVEL e Tov vroloylot) péow Bluetooth. ‘Etot dev vadpyovv kaborov cvpupoto vo
eumodifouv 10 mePapatdlmo Kabdg Kol ToV LETAYEVEGTEPO ¥PNON Kot va unv emepfaivet

oTIG KaOnuePvEG TOL Agttovpyiec.

H montage pebBodoroyior mov ypnoipomold to Emotiv yia v koataypaen tov dedopévav

givar n pebodoroyia Linked Ears.

To sampling rate pag sivon 128Hz (captures/second)

5.5 Emotiv Setup

To Emotiv ypeldletor KAmol mPoepynsion ywo. vo UmOpEl Vo AELTOVPYNOEL GOGTA.
Yvykekpyéva to 14 niektpodia yperaletor va givor apketd vypd ®ote va. AapBavovy mo
€0KOAO TOL NAEKTPIKA GTLLATO TOV €YKEPAAOVL. MeTd amd mepapota Pprkape 6Tt T0 VYPO TOV
Aertovpyel G 0 KOADTEPOG Oy®YOS TOV EYKEPOAMK®OV SNUAT®V givol T0 VYPO KABAPIGTIKOV
TV PoK®OV etapnc. Eniong 6tav tomobeteiton to Emotiv oo kepdit tov «mepapatdlmony
npénel va, Tonofetn el e 161010 TPOTO MGTE OAN TAL NAEKTPOOLL VO EXOVV GLLECT) ETOPY| LLE TO
Kpavio xwpig 10 eunddo tov porlmv. Koplog fondog oty tomobétnon tov Emotiv givar to
Emotiv Control Panel 1o omoio &exabapilel mowo niextpddio maipvovy oipa kat mota Oyl
Emiong kabopilel v moldtnta Tov oNUaTog Tov Kdbe nAekTpodiov, TV yOPNTIKOTNTO TNG
uroatapiog koo Kot 1o m1dso dvvatd givol To oNjpa mov AapPdvel 0 VTOAOYIOTNG OO TO

Emotiv.
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i
Apphcation  Tool Emokey Melp
ENGINE STATUS USER STATUS
System Stotus:  Emotiv Engine is ready Headset: User: ‘ l ’
System Up Time: 157166 o =] [facemen ~| epoc control pane
Wireless Signal  Good csese [ j Il , j p p ,
Batery Power roh cene Ao0 usex | | merove usee | [save uses|

_WM:[M«INS-‘: [mnsuelmwau

» |Headset Setup Guide

Step 1

Before putting on the Emotiy headeet, ensure that each of the 16 electrode recesses are ftted
with & moist felt pad. I the pads are not already moist, wet them with saliine solution before
naarting Lo the headset, or, Sternatively, Use & madcne dropper to Carefully momten the pads
while alroady in place.

Step 2 Switch on the Emotiv headset and verfy that the buit-n battery is charged and i
provideg power by locking For the blue LED located near the Dower swtch ot the back of the
Feadset. [F the headset battery needs chargng then set the poser switch to the off postion and

I»

0hug the Boodset inlo the Emotiv Battery charger Lsing the sew-USE cable provided with the
headset. Alow the headset battery to charge for at least 1S minutes before trying aganm.

Step 3 Verfy that the Wirdess Signal recoption is reported a3 Good by locking ot the Engre
[Status box n the Emotiv Control Panel. 1F @ 5 not, mabe sure that the Emotiv Dongle 5 nserted
00 & USE port 0n your comgutor and that the single LED o the top haf of the dorgle is on
contiruously or Fickenng very tapsdly. I the LED is bilrding siowdy or is rot Suminated, then
reenove the dongie from the computer, rensert £, 403 Uy 2080, Remove oy metalic of dense
phiysical obstructions located near the dongie or the headset, and move away from any powerful

scurcos of slactromagretic Fberforenie, such ad sscrowave cvers o high-powered (oo
trargmktters,

Figure 9: Emotiv Setup Guide

Av omv gpappoyn 6Aa ta nAektpodio cupPoiiloviol pe Tpaoivo KOKAO TOTE EYOLUE TNV
KOADTEPT dVVATY KATAYPOET GLOTOC He KaBOAov 1 eAdytoto 06pufo. AviiBEéTmg av Exovpe
kitpwvo 10Te dgv givor 1060 KOAO, KOKKIVO onuoivel KaBoAov kaAd Kot povpo onuoaivel

KaBO6A0L oA,

5.6 EEG Procedures

5.6.1 Exporting data from csv files

Kotd v pekét tov nepopdtov Bpnkape 39 otiypéc otig onoieg vrdpyet £viovn Ekepoon
evog amd to tpio cuvousHnuata mov peretovpe. Etot Aowmdv dnpovpyncape £vo @AKeAo yio
Kabe otryun. tov edkelo tpocbicape Eva apyeio video 1o omoio Kavape Crop 16l OOTE va
eaiveral povayo o okeAetdC TOL atdUoL (€101 dhote va, unv £xovpe facial expressions), oe éva

apyeio .txt to. Kinect Data yio tnv cvykekpylévn xpovikn otiyun Kot g évo apyeio .Csv
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amonkevoape o EEG data ywo v ypovikn otryun avty. £to apygio .CSV amobdnkevovpe Kot

T1G TIES TV 000 yupookomiov (va yia kdOe dEova) Tov Emotiv cav Egympiotéc otnec.

Agtypo tov EEG data pmopei va Bpebei otov axdAovbo ocvvdeouo

https://drive.google.com/file/d/0B1EbI-EMJxmkVHhSelFfNkILVzQ/edit?usp=sharing

5.6.2 Preprocessing

Yav TpdTo 0Tdd10, pe T Ypnon evog Matlab script, dwapdlovue to apyeio .CSV yio 10 KkGOe
clip oty Matlab kot onalovpe ta EEG a6 o Gyro data oe 600 510popeTIKoONg TVOKES Ko
to emotpépovpe. Tov mivaxa pe ta EEG mpotod tov emotpéyouvue Ppickovpe tov
avAoTPOEO TOL KOl EMICTPEPOVUE OVTOV JOTL £TCL LG YPNOUEVEL TEPIGGATEPO Y10 TO

EMOUEVO GTA0.

O kddwag givar avaptuévos oto Iapaptnua Mapaptnpe I'.1: Preprocessing

5.6.3 EEG Band pass filtering using EEGLAB

5.6.3.1 Tueivat to EEGLAB

To EEGLAB &ivaw éva d100pactikd Tokéto gpyoreimv yio v enelepyacio cuveymv Kot
event-related EEG, MEG «xot GAAo mAeKTpOQUGIOAOYIKA OEG0UEVO. TTOV EVOMUOTMOVOLV
avaivon  aveEapmtov  ovvictoodv  (independent  component  analysis-ICA),
xpoOvov/cuyvotrag avdivong, agaipeon BopOPov, event-related ocrtatiotikéc, Kot GAAOVS

YPAOIOVG  TPOTOVE  amewkoviong Tov  dedopéveov. To EEGLAB  onuovpynonke,


https://drive.google.com/file/d/0B1EbI-EMJxmkVHhSelFfNklLVzQ/edit?usp=sharing
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avonTueoeTol Kot cvvimpeitoan and to Swartz Center for Computational Neuroscience tov

University of California San Diego.

5.6.3.2 lNari pe to EEGLAB

To EEGLAB mapéyet pia dtadpaoctikn ypoeikn demapn xpnot ( GUI ), emrpémovtag 6toug
xpnotec va enefepyactovv vyming mokvotntag  EEG kebdg kot dGAlmv  dvvapuikov
OedOUEVMV EYKEPAAOV, EVEMKTO KOl SLOOPACTIKA, HE avOAVLOT aveEdpTNTOV GLVIGTOGMOV
(independent component analysis-ICA). To EEGLAB esvoopotdvel emiong ektetapévo
tutorials kot ta wapdOupa Ponbelog , KabOMG Kot pio Aeltovpyio. 1GTOPIKOD EVIOADV OV VL
dtevkoAvvel ) petdfoon tov ypnotav amd to GUI -based e&gpevvnon tov dedopévav 6to
VO, OIKOSOUNGOLV Kol Vo, Agttovpyodv batch scripts mov va ypnoponotovv tig Bifiodnkeg
tov EEGLAB ot va kdvovv v enetepyacio o ypryopn. To EEGLAB mpoceépet pia
mAnfopo puebddwv yio visualization kot modeling dedopévov mov oyetiCovtar pe tov
eyképoro. Ta éumepovg ypnoteg g Matlab, to EEGLAB mpoceépet éva dopnuévo
TEPPAALOV TPOYPOUUATIGHOD Yo TNV amoffjKevon, TV TpOSPact, T LETPNOT, TO YEPIGUO

KoL TNV omtikonoinomn dedopévav EEG.

5.6.3.3 Importing data in EEGLAB

To EEGLab pog divetr T dvvatdtnta vo dnpovpyovpe datasets ypnoipomoidvtog Tivakes tng
Matlab. Mg v dadikacio Tov avapépovpe 610 5.5.2 kot tov kddko oto mapaptnua I'.1
ondoape 1o apyeio tov kabe clip kot to petatpéyape oty poper mov to déxetan to EEGIab.
Méow avtod onpovpynooue éva dataset yw xéOe band pass filtering mov 6éhape vo

KOVOLLLE.



Page 42 of 70

Matlab variable v Sensars

eegdata

Enter comments

From other dataset

From other dataset
From other dataset

Figure 10: Importing EEGs in EEGLab and dataset Creation

Méow tov mo mhve mapaddpov kabopilovpe oto EEGLaAb mow petapinty va mépel cav
input, Tdg vo ovopdoet to dataset pog kabmg Kat T cuyvOTNTO KATAYPUPNS TOV SESOUEVOV

Hog

5.6.3.4 Band Pass filtering and exporting

A@o¥ Mooy dnpovpynoovpie to dataset TAéov umopovpe vo to ene&epyasTodiE Kot VoL TO
outpdpovpe. Epeic 0éhovpe povVo cuyKeKPIILEVES GLYVOTNTESG VO TEPACOVY. ZVYVOTNTES TOL
avtamokpivovtal og cvykekpéva bands. To EEGlab pog divel tn duvatodtnta va
@utpdpovpe ta dedopéva. pog pe Paon to band mov embopodue va aprcovue va TEPAcEL

amo to eiltpo



Page 43 of 70

Figure 11: Band Pass Filtering

210 o whve Tapdbupo divovpe TIg TAPAUETPOLG LE TIG OToleG BEAOLLE VO PIATPAPOLUE TA
dedopéva pag. Epeig 0éhovpe yio to kéOe clip va mépovpe cuykekpyéva bands wov

AVTITPOCHOTEVOVY GUYKEKPIUEVEC AELTOVPYIEC TOV EYKEQPAAOV.

H gyxepaiikn dpaotnpiotnta Tov avhpmdmov popdaletor o€ técogpa Paoikd bands avdioya
pe v Aertovpyio. Me Alyo Adyla To €yKEQOAKA KOUATO £XOVV GUYKEKPLLEVT GLYVOTNTA

AVAAOYOL LE TO TL OKEPTETOL TO ATOUO TN CLYKEKPIUEVN oTryun. [7]

e Delta 0-4 Hz: T¢to100 €id0V¢ £YKEPAAIKT OPAGTNPLOTNTO GVVAVTATE GE GATOUA TOV

£YOLV UTPOGTA TOVS dPAGTNPLOTNTES TOL OTALTOVV GUVEXNG TPOGOYN

A1) 0z 0.4 'K K] 10

Figure 12: Delta Hz signals Visualization
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Theta 4-7 Hz: "Exet Bpebei e mepuntdoeig 6mov 1o dtopo mpoonadel va KataoTeilel

pia gvépyela 1§ avtidpaon.

I:I:I:I 0.2 0.4 0.6 [ ] 1..I:I

Figure 13: Theta Hz Signals Visualization

Alpha 7-14 Hz: Zyetileton pe tov EAey)0 TG AVAGTOANG TV OPAGEDY EVOG ATOLOV

0.0 0.2 0.4 0.5 0.8 1o

Figure 14: Alpha Hz Signals Visualization

Beta 15-30 Hz: Zyetileton pe evepyn, amacyoAnpévn 1 ayymong okéym

l
A -.I A i i n . |'|I InI -. I-'- .‘
I | | | F || | I|
L I"'n",/' IIIII|||I I|”-..-"'I .Iln -.-lIII I'r \ |II ||I|I II.,.II |||||||.|n. || |I
|.- (1) 1 '
|.I o vl

I:I:I:I 0.2 0.4 0.6 [ ] 1..I:I

Figure 15: Beta Hz Signals Visualization
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Ta piktpopiopéva data ta e&dyovpe oe Egxmploto .CSV apyeio yia kdbe eidovg

QUATpapiopaTos, Yio mepetaipm enelepyacia.

Output file name Browse
Export ICA activities instead of EEG data:
Export ERF average instead of tnals:
Transpose matrix (elec -= rows):

Export channel labels/component numbers:

(&) [« [«] [ ][]

Export time values: Unit {re. sec)

Mumber of significant digits to output: 4

Apply an expression to the output (see "expr’ help):

Help | Cancel

Figure 16: EEGLab data export window

2y mo mive eikova fAémovpe To TapdBupo e&aywyns tov elktpapiopuévov EEG
dedopévav. Emléyovue apyeio amd to browse oto omoio 6o puAGEOLLLE T dEdOUEVA POG
(mpémer va elvan .tXt apyeio) kot kKGvovpe transpose tov mivako Tmv 6edouEvav Yo vo

UTOPOVLLE VO TOL EMEEEPYAGTOVUE TTLO EVKOAO TPOYPOUUOTIGTIKAL.

5.6.4 Gyro Data Processing

Ta dedopéva 1oV yupooskomiov 800 a&dovev tov Emotiv agov ta e&dyovpe amd to .CSV apyeio
mov frav poli pe to EEG ta eneéepyaldpaocte yo vo mpootebodv oto Weka file. Etot
Lowov pe éva Matlab Script dwaffalovpe Tov Tivoka Tov pag ENEGTPEYE 0 KMIKOG, KOl 0md
avto Bpiokovpe Tov p€co 0po kivnong, otov kdbe dEova, TG KEPAANS TOL OTOLOV KOl TOV

amoOnkevovpe o Eeymplotd apyeio ya kdbe dEova.

O kmdikag givar avaptnuévog oto Mapaptnpa I'.2 Gyro data processing
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5.6.5 Filtered Data Processing

Onwg £y mpoavagépetl 010 5.5.3.4 pidtpapape o dedopéva pog ota dtdpopa bands pe v
BonBeto tov EEGLab ka1 dnuiovpynoapue éva apysio yio kéOe band, yio to kabe clip.
AnpobpyNnco 6ToV VITOAOYIGTH LoV Eva GaKeLO Yio. To Kabe band kot péca otov Kabe
@akeAlo dnuovpynoa 14 apyeia .txt pe tig ovopaoieg AF3, F7, F3, FC5, T7, P7, O1, O2, P8§,
T8, FC6, F4, F8, AF4 mov avtiotoyobv otovg 14 neuroreceptors tov Emotiv. Me éva anho
Matlab Script, to omoio cav €icodo maipvel To Gvopa Tov apyeiov mov Ba eneEepyaotel Kot To
€1do¢ tov band filtering mov épacav ta dedopéva Tptv yivovv eXport oto apyeio avto,
naipvel To apyeio kot Bpiokel Tov pEGo 6po yo Tov KGBe Neuroreceptor. Xtn cuvEyet
YPNOOTOL®VTOG TO INput Tov Xprot Yo Tt €idovg band filtered data éxovpe evromilet Tov
cmoTd PaKeAo Kot kavel append oto apyeio Tov ke neuroreceptor ta avrtictorya dedopéva

OV VITOAOYIGE Y10 QVTOV.

O kmdikag givar avoaptnuévog oto Tapaptmua Mapdpmua I'.3 Filtered Data Processing

5.6.6 Artifact Removal

Ta gykepaid Kopato eivor nAeKTpKd ofjpata youning évraons. Katd v didpketa g
Kataypapng toug ypetaletat va evioyvbovv (amplify) yio va propécovy vo kotoypoapodv.
AvT6 Opmg 00MYA 6T0 Vo gVicyveTol Kot 0 B0pvfog. Akdpa Kot To va avoryokAeivel ta pdtio

TOV TO «TEPAUATOLDO» UTOPEL VoL EMNPEACEL TAL HEGOUEVA LLOG KOL TV KOTOYPOPT) QVTMV.

Ta Artifacts etvon £va mpaypoticd TpdPANHA Y10 TOVG KAIVIKOVG Y10TPOVS KO EPEVVNTEC.
Kaver mv kv epunveia tov EEG d0okoAn kot prepdedel ToAD To 0moTEAEGLOTA TG
épevvag. H mapadociokn pébodog omtikov eA&yyov yia agaipeon twv Artifacts and ta
dedopéEVH TV TEWPOUATOV Hog ival avaSlOmIoTY, Kot TOAAEG avTopaToTomUEVeES nébodot
g1odyovv kaAvTepn 010pBmon. Néeg eEelifelc oty eneéepyocio TV CNUATOV oG
emrpémovv va pewcovpe to Artifacts tov EEG, dtutnpovrog oyéoeig pacews. 'Etot

apopovtog ta Artifacts Oo peltwBel o 06pvPoc kot Bo avénbel n avayvopion twv dedoUEVmV.

Aev mpordPape va kdvoovpe Artifact Removal ota dedopéva pag aAld akdpa Kot yopig avtod

TOL OMOTEAEGLOTO OGS EIVOL OPKETA EATTLOOPOPOL.



Page 47 of 70

Ke@alawo 6: Weka Runs
Ke@aAano 6: WEKA RUNS ........ooviiiiiice ettt nneas 47
6.1 TLEIVOL TO WBK, ettt seesseeeseseesessnssesseaseassasasssesseaseassasasssssseasessassnsssssneaseseassssen 47
6.2 TUATL JUE TO WK, covvervvererresesrissrrssssissssisssssisssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssens 48
6.3 APYELD WK ...ovveereeeerisirissserisesesisesesisesesissssesasssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssnsssssansssssans 48
6.4 ETOULAOLA SEGOUEVV .vvrsvveresrrssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssasssssns 49
6.5 FITSt WEKQA RUN couevevesrrerrssrrssssssssssssssssssssssssssssssssssssssssssssssssssssssssssassssssssssssssssssssssssssssssssssssasssssssssssssans 49
6.5.1 WEKA RESUILS ...t 50
6.5.2 FIrSt RUN CONCIUSIONS........cviiiiiiiiiiiiiieieiee e 51
6.6 SECONA WEKA RUN c..corvorrsrissrissrssssssssssisssisssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssssans 51
6.6.1 REMOVE GYIOS ...ttt bbb ne e 51
6.6.2 BAYES NEIWOIK......coeiiiieieiie ettt et re e re e re e 52
6.6.3 SECONA RUN RESUILS ....ocuveiiieiiieie ettt 52

6.1 Tt eivat to Weka;

To Weka (Waikato Environment for Knowledge Analysis) eivat évo toAd yprioipo Kot Told
YVOGTO GOGTNUO UNYOVIKNG LdOnong ypoppévo oty Java kot vAomompévo and to
novemiotio Tov Waikato otnv Néa Zniavdio. [8] To epyoadreio Weka mepiéyet po. GuAAOYH
amd epyareio ametkdviong Kot aAyoptOpong Yo TV avaAvcT 0E00UEVMY KoL TV
TPOYVMOOTIKY povTieAomoino, poall pe ypapikd teptpdAiovta xprotn Yo e0KoAN TpodcPaon
oT1g Aettovpyieg avtéc. H apykn éxdoomn tov Weka giye apyikd oyedactel og £va epyaieio
YL TNV avAALGN TOV OESOUEVOV OO YEMPYIKEG TTEPLOYES, OALA 1) TTO TPOGOATY) TANPWOGS
Java-based éxdoon (Weka 3), yio nv omoia n avdmtoén Eexivnoe 1o 1997, ypnoyomnoleiton

ONUEPQ GE TOALEC OLOPOPETIKES TEPLOYES, KVPIMGS Y10 EKTOOEVTIKOVG GKOTOVS KOl EPEVVAL.
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6.2 larti us to Weka;

To Weka éyet mépo moALG TAEOVEKTHLLOTO LLE TOL KUPLOTEPO, VOL EIVOLL:
1. Awpedv mpocPoomn og OAovg kdtw and To GNU General Public License

2. TImpnc popntotTa KBS gival ypappévo otny Java kot pmopel va tpé€et o€

OTOLOVONTOTE GUYYPOVI TAATPOPLLAL.

3. Tlepiéyet pia ohokANpopéVN cLAAOYN Tpo-enelepyaciog 0ed0UEVOV KOl TEYVIKES

povteAomoinong.

4. Tepdotia gvkorio ypriong Ay® Tov moAd aniov GUI mov mapéyet.

6.3 Apyeio Weka

To apyeio Weka £yt 600 tunpoto. Xto tpdto tunpa kabopiletar to €idog g faonc. Tpénet
umpootd va £yl to String @relation. Xtnv cuvéyela Tov TpdToL TUNMATOS Kabopilovtar Ta
attributes g pdonc pog. Kabe attribute kabopileton pe Eva ocvykekpiuévo dvopa Kot éva
tomo. O tomog Kabopiletar 10 £160¢ TV dedopévmv mov Ba eicaybovv ot Bdon yio To
ovykekpévo attribute. O tomot dedopévov Tov déyetar o Weka givor numeric, nominal,
string xon date. E€ optopo to ototyeio mov yayvovue va Bpodue av umopel va avayvomplotel
LLE CLGTNUOTO, TEYVNTNG VONUOGVVNG gival To Tedevtaio attribute ot Aiota. Apéowc petd.
umaivel n AéEn @data kot oo ekei Eekvovv ta dedopéva pog. Kabe ypappun tepthappavet

6Aa To attributes mov kaAdyape oto header kot ywpilovtor peta&d Tovg pe Eva KOppa.
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6.4 Etouacia Ssdousvwv

Aol 0AoKANpOONKE 1 O1001KAGTI0 TOL EpOTNIATOAOYIOV Kot 1 avaAivon tov EEG wpénetl va
etoywdoovpe to filtered data kou ta Gyro Data yia va siloaybovv oto Weka yia va fpodpe
1660 gvKolo umopei va dnpovpyndet éva cvotnpa Texvntng Nonupoohvng, pe ta dedopéva

mov €yovpe Bpet, To omoio va avayvopilel To cuvaicOnua Tov ¥PNoTN CVTOUOTOL.

Me pio gpoppoyn ot C# maipve 6do ta dedopéva mov €qyape omd to EEGLab ko
dnuovpyd to Weka File. Zav attributes oto apyeio éBaia to kabe band and 6Aovg Tovg

neuroreceptors tov Emotiv kabmg kot tovg dvo dEoveg Tov yupookomiov.

Kabe ypapun Lowdv oto Weka mepildppave 56 apuntikéc typég yuo tovg 14
neuroreceptors, 2 yia Ta yopookoma Kot pio teAk T mov kabopile to cuvaicOnuoe. Me
Baomn mv T avt) {ntovoape and to Weka va pog Bydrel toco prnopei va ovayvmplotel to

ocuvaicOnua pe Baon ta dedopéva Tov ToL dMCAE

O kmdikag g C# gpappoyng sivar avaptmuévog oto apaptmua Mapaptype A: Weka File

Creation source code

6.5 First Weka Run

A@ob dnpovpynooue to apyeio Weka pe ta ototyeio mov mpoovapépape oto 6.4 Etoacio
dedopévav ta poptooape oto Weka kot tpé€ape alyopduo Logistic Regression yia va
dobEe TOCO €VKOAO glvar Yo Eva GLGTNLA VO AvaYVEOPiceL To cuvaicnua pe Baon ta EEG
Data mov tov ddoape. Tov akyopBuo Logistic Regression tov enéhela 6101t €ivan o
aAyop1Oog mTov £0mae Ta KOADTEPO ATOTEAECLATA, TAPA TO YEYOVOS OTL OV lvar kol TOGO

KAAQ.
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6.5.1 Weka Results

Tpéyovrag Aowtov to Weka pe adyopiBuo Logistic Regression to Weka pog £dwoe ta e€ng
OTOTEAECLLATOL:

Correctly Classified Instances 11 28.2051 %
Incorrectly Classified Instances 28 71.7949 %
Kappa statistic -0.0931

Mean absolute error 0.4691

Root mean squared error 0.6767

Relative absolute error 106.8565 %

Root relative squared error 144.1801 %

Total Number of Instances 39

kot To €€ng confusion matrix

A B C
A 6 4 5
B 5 3 3
C 6 6 1

Figure 17: Confusion Matrix for First Weka Run
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Omnov a avtiotoyei oto cuvaicOnua 1 wov Bécape oto data file pag, b 6to 2 ko € 610 3. O1

avtiotolyieg apudv pe ocuvaiodnua eivon 1=Engagement, 2=Excitement a1 3=Frustration.

270 CLYKEKPEVO TTivaka Lo ONAmVeEL o€ KaBe Katnyopio TO avayvopilel To GOOTNUA TO
Kd0e otoryeio ™. AnAadn and ta 16 ctoryeia Tov avrkovy oty Katnyopio a=Engagement
T 7 and ovtd avayvopiloviol cmotd eve ta vroloua avayvopilovtor Aavlaosuéva. ‘Eva
1060610 KaT® 0omd T0 50%. O khplog Adyoc 6Tov omoio opeiheTon To YOUNAO AVTO TOGOGTO
avayvopiong eivar to overfeeding tov dedopévov pag kabmng Exovpe cuvoro 58 attributes

aAAG povo 39 ypoppég dESoUEV®YV.

6.5.2 First Run Conclusions

"Etot Aowdv mpémet vo, fpovpe évo TpdTo va petdcovpie ta attributes, va peivoovv povo ta
onuavtikd mov kabopilovv Ta cuvasOpata Tov BEAovE va avayvopicovpe d10TL avdioya
LLE TO OO0 GLVAicONUA VIMBoLLLE EVEPYOTOLOVVTOL KOl OTEVEPYOTTOLOVVTOL SLOPOPETIKA
TUNHOTO TOV EYKEPAAOV Ko TPEMEL EUELS va, Bpode TN 6OOTH Y€ HETASD OLTOV Yo VoL

YIVEL GOOTN 1N AVAYVAOPIOT OO TO GUGTILOL.

6.6 Second Weka Run

6.6.1 Remove Gyros

Avo attributes mov amogacicope vo apapécove Yopig avorlvTikny HeAét eivor To 600
YUPOGKOTLO TOV GKOTOG TOVS £ivat vo pag 0couvv v B€om Tov KEPAAOD TOL ¥PNoTn o€ 6v0
G&oveg. To ke@dl Tov ypnotn givar £va amd ta joints wov maipvovue pe to Kinect yi” avtd

amopocicape vo To agaipécovpe and to EEG dedopéva pog.
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6.6.2 Bayes Network

Amopacicape vo arlddEovpe Tov alyopiBuo Teyvntig Nonpoohvng tov omoio
YPNOUOTOIOVGALLE Y10 TNV EKTOIOEVGT) TOV GLGTHATOC KO VO, YPNCULOTO|GOVLE EVOL OIKTLO
Bayes. O okomdg ¢ aAhayng ftav to yeyovog ot to Bayes Network givat modd kaAvtepo
otV ekmaidevon otav ta data eivon over-fitted kdtt Tov 1oyveL 6TV TEPiTT®ON pOg KAODS

éyovpe 56 attributes kot poévo 39 ypauuég dedouévmv. [14]

6.6.3 Second Run Results

Tpéyovrag to Weka pe 1o Aiktvo Bayes avti Logistic Regression kafmg kat pe tnv agaipeon

tov GYros Beitiwbnkayv mapa TOAD To ATOTEAEGLOTO LOG. ZVYKEKPIUEVO TPALE TO EENG

OTOTEAEGLLOTOL

Correctly Classified Instances 21 53.8462 %
Incorrectly Classified Instances 18 46.1538 %
Kappa statistic 0.3036

Mean absolute error 0.396

Root mean squared error 0.473

Relative absolute error 89.2869 %

Root relative squared error 100.178 %

Total Number of Instances 39
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Kot Tov o kdte Confusion Matrix:

A B C
A 9 1 5
B 2 3 6
C 0 4 9

Figure 18: Confusion Matrix for Second Weka Run

BAémovpe 6t mAéov dev umepdedovtot Ta oTrydTuma tov Frustration pe to Engagement
kaBmg kot to Engagement £xet tov mo ynAn avayvopion. Eniong PAEmovpe o1 vdpyet
akopo évo pumépdepa petald Excitement kou Frustration. Me to k0pto cuvaicOnua mov vo
unv avoyvopilete kald va givor to Excitement kabog povo tpio and ta 11 clips

avayvopilovtal cooTtd.
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Ke@alawo 7 Future Work

O ovykekplévog Topéag etvor vepPoAKd TEPAGTIOE KO VITAPYOLY TOAAEG LEALOVTIKEG

dlepyacieg o1 omoieg UTopovV va, Yivouv.

[Ma apyn vo eKTEAEGTOVV TEPICCOTEPN TEPALOTO LLE KOVOVPLOL AITOLO £TCL MOTE VO, EYOVUE
TEPLOCOTEPO OEOOUEVQL Y10 OVAAVGT] Y10 VoL fyovV Kot KOADTEP AmOTEAEGHATA. XE £Vl
aAyOpPIOLO TEXYNTNG VONLOCGVVNG OG0 TEPIGGOTEPO. OEGOUEVE TOV dMGOVLE, TOCO KAADTEPT

Ba etvan n avayvopion mov Ba £xet.

Y1 ovvéyeto va ektedeotel to artifact removal mov avagépoupe ko Teptypdoovpe 6to 5.6.6

Artifact Removal.

1 cuvéyeto pmopovue vo, Bpodvpe ta Inverse Dynamics tov clips ypnoiponoidviog to
opensim ko ta Mocap Data mov éxovpe oM kotaypdyet. ‘Etot pmopovpe vo vtoAoyicovpe
T1G QUVAELS TOV AGKOVVTOL GTO KABE KOKOAO 1] KAOE KOUUATL TOV GKEAETOV KT TN JbpKELQ
EKQPOOTG CLYKEKPILEVOL GUVALGHNLOTOG KOl VoL S1LLIOVPYRCOVUE pio Lo potikn
OTEIKOVIOT] TNG GLGYETIONG TOV SVVAUE®V TOL OIoKOVVTOL 6€ KABE KOKaAo e To cuvaicOnua

7oV eKkPpalovv.

Emriong ypnowonoidvrag to dedopéva mov mpape pe to Microsoft Kinect pmopovpue va
Bpovue pia cvoyétion petaé&d tov Skeleton Data kot twv EEG yia kaAbtepn avayvodpion tov

cuvaicOnuorog.
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Mapaptnpa A Kodikag yia Ta §e8opuéva Tov 6keEAETOU

Hapaptnua A.1: Kwéikag Kinect yia Data Capturing

// this code is added to give the software functionality to export skeletal
information captured through the sensors

// a while loop is runs when the RecordTextFiles function is activated through a
button in the interface

// at every frame of the second ,the loop exports the X,Y,Z values of all identified
joints right after rendering

// the skeletal structure

// a Boolean "RecordTextFiles" is set from the interface class "KinectDiagnosticViewer
int i = 0;

JointType[] allJoints = new JointType[20] {JointType.HipCenter, JointType.Spine,
JointType.ShoulderCenter, JointType.Head, JointType.ShoulderLeft, JointType.ElbowLeft,
JointType.WristLeft, JointType.HandLeft, JointType.ShoulderRight,
JointType.ElbowRight, JointType.WristRight, JointType.HandRight, JointType.HipLeft,
JointType.KneelLeft, JointType.AnklelLeft, JointType.FootLeft, JointType.HipRight,
JointType.KneeRight,JointType.AnkleRight, JointType.FootRight};

//an array is created to contain all joint values (X,Y,Z for each joint)

while (RecordTextFiles == true & i < 20)
{

Joint j = this.currentSkeleton.Joints[allJoints[i]];

string output = (j.Position.X + @"," + j.Position.Y + @"," + j.Position.Z + @",");
//append each joint current values to a string

BoneRotation r =
this.currentSkeleton.BoneOrientations[allJoints[i]].HierarchicalRotation;

output = output + (r.Quaternion.X + @"," + r.Quaternion.Y + @"," + r.Quaternion.zZ +
"," + r.Quaternion.W + @",");

System.IO.File.AppendAllText(@"E:\haris\experiment\data\Skeleton" +

currentSkeleton.TrackingId + ".txt", output);

//Append the current values of the joints for the current frame to the exported

file,the file will be name after the

//skeleton tracking Id so that it'd write a different file for multiple skeletons

if (i == 19)

{

long milliseconds = DateTime.Now.Ticks / TimeSpan.TicksPerMillisecond;
System.IO.File.AppendAllText(@"E:\haris\experiment\data\Skeleton" +
currentSkeleton.TrackingId + ".txt", "" + milliseconds.ToString() +
System.Environment.NewLine);

}
//save the current CPU tick at the end of each line
i++; // go to next joint

}

O 1o mavm KOdIKG dNUovpyel éva mivaka 6Tov 0moio va ivar puiaypuéva ola. ta. JoIints tov

okehetov mov Béhovpe va kotaypdyovpe (cvvoro 20) kot otn cvvéyelr pe €vo Loop
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dwaoyiler tov mivaka kot Yo ke Joint amoOnkedel oe Eva apyeio TIC X,Y,Z GUVIETOYUEVEG
tov Joint kabmg, To Tetpadovio (Quaternion) X,y,z ya tnv kabe pia kabbg ko To Orientation

1oV KAOg Joint ue BAcn TOV TOTEPA TOL OTNV KIVIULATIKY 0AVGION TV 0ol aviKeL

Hapaptnua A.2: Kidikag yia petatpomni) twv clock ticks oe timestamp

static void Main(string[] args)
{
String path = args[@] + "\\Skeleton675.txt";
List<String> lines = File.ReadAllLines(path).ToList<String>();
List<String> newLines=new List<string>();
foreach (String s in lines)
{
int locationAt = s.LastIndexOf(',");
string tickString = s.Substring(locationAt + 1);
long ticks = long.Parse(tickString);

long hours = TimeSpan.FromMilliseconds(ticks).Hours;
long min = TimeSpan.FromMilliseconds(ticks).Minutes;
long sec = TimeSpan.FromMilliseconds(ticks).Seconds;
long milsec = TimeSpan.FromMilliseconds(ticks).Milliseconds;

String timestamp = hours.ToString() + +
":" + milsec.ToString();
String newLine = s.Substring(®, locationAt) +

newlLines.Add(newLine);

+ min.ToString() +
sec.ToString() +

, "+timestamp + "\n";

}

File.WriteAllLines(path, newLines);

O mo Tave kndkag dtaPalet To ke apyeio ue ta Skeleton Data, ndel oto TeElevTAIO
otoyeio ¢ kabe ypoappung dapalet tov apOud twv Clock Ticks v otiyun tov Data
Capture kot to petatpénel oe Timestamp. To Path diveton cav command line argument kot to
ovopa tov apyeiov eivan hard coded otov kmdka. Tivetan Eva string concatenation pe ta dvo.
AwBalovtar Odeg ot ypauuég oov Eeywpilotd Strings kot tpooHétovtar o€ pio Aiota.
Awoyileton n Aota, eneepyaleton To kabe String kot dSnpovpyeite Eva véo pe ta

dopbopéva otoryeia to omoio eLAGyeTaL o€ o véa Aota. MOAG olokAnpmBOel n
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enefepyooia t0Te 1 véa AMota amodnkedeTal oto id10 apyeio kavovtag Overwrite ta

nponyovuevo, data.

Hapaptnua A.3: Kwdikag yia On Screen Rendering Tov ckeAeTov

if (this.ShowBones)

{

// Render Torso

this.DrawBone(drawingContext, JointType.Head, JointType.ShoulderCenter);
this.DrawBone(drawingContext, JointType.ShoulderCenter, JointType.ShoulderLeft);
this.DrawBone(drawingContext, JointType.ShoulderCenter, JointType.ShoulderRight);
this.DrawBone(drawingContext, JointType.ShoulderCenter, JointType.Spine);
this.DrawBone(drawingContext, JointType.Spine, JointType.HipCenter);
this.DrawBone(drawingContext, JointType.HipCenter, JointType.HipLeft);
this.DrawBone(drawingContext, JointType.HipCenter, JointType.HipRight);

// Left Arm

this.DrawBone(drawingContext, JointType.ShoulderLeft, JointType.ElbowLeft)
this.DrawBone(drawingContext, JointType.ElbowLeft, JointType.WristLeft);
this.DrawBone(drawingContext, JointType.WristlLeft, JointType.HandLeft);

// Right Arm
this.DrawBone(drawingContext, JointType.ShoulderRight, JointType.ElbowRight);
this.DrawBone(drawingContext, JointType.ElbowRight, JointType.WristRight);
this.DrawBone(drawingContext, JointType.WristRight, JointType.HandRight);

// Left Leg

this.DrawBone(drawingContext, JointType.HipLeft, JointType.KneelLeft);
this.DrawBone(drawingContext, JointType.KneeLeft, JointType.AnklelLeft);
this.DrawBone(drawingContext, JointType.AnkleLeft, JointType.FootLeft);

// Right Leg

this.DrawBone(drawingContext, JointType.HipRight, JointType.KneeRight);
this.DrawBone(drawingContext, JointType.KneeRight, JointType.AnkleRight);
this.DrawBone(drawingContext, JointType.AnkleRight, JointType.FootRight);

if (this.ShowJoints)

{
// Render Joints

foreach (JointMapping joint in this.jointMappings.Values)
{
Brush drawBrush = null;
switch (joint.Joint.TrackingState)
{
case JointTrackingState.Tracked:
drawBrush = this.trackedJointBrush;
break;
case JointTrackingState.Inferred:
drawBrush = this.inferredJointBrush;
break;

}

if (drawBrush != null)

)
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{

drawingContext.DrawEllipse(drawBrush, null, joint.MappedPoint, JointThickness
* this.scale, JointThickness * this.scale);

¥
}

O mopamdve KOdkag etvat vehBvvog yia TV va Tapovctdlel otny 006vn Tov Kabe oKeAeTd
7oL AoUPAVEL HEPOG 6TO TEIPALLO. AVTO TO XPTCLLOTOUGALE Y10, VO KOToypapovpe Video tng
006vnc (Screen Capture) yio vo. S1LIOVPYHGOVUE EPOTNUOTOAIYLN £TGL DOTE VO, YIVOLV

cwotd annotate to clips mov kOyayLe.
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Mapaptnua B: KOSIKaG e@aproync Yyl Kataypo@n Tmv
Brain Signals

#include <iostream>
#include <fstream>
#include <conio.h>
#include <sstream>
#include <windows.h>
#include <map>
#include <time.h>

#include "EmoStateDLL.h"
#tinclude "edk.h"
#include "edkErrorCode.h"

#tpragma comment(lib, "../lib/edk.lib")

EE_DataChannel_t targetChannellist[] = {
ED_COUNTER,
ED_AF3, ED_F7, ED_F3, ED_FC5, ED T7,
ED_P7, ED_01, ED_02, ED P8, ED T8,
ED_FC6, ED_F4, ED_F8, ED_AF4, ED_GYROX, ED_GYROY, ED_TIMESTAMP,
ED_FUNC_ID, ED_FUNC_VALUE, ED_MARKER, ED_SYNC_SIGNAL

1

const char header[] = "COUNTER,AF3,F7,F3, FC5, T7, P7, 01, 02,P8"
", T8, FC6, F4,F8, AF4,GYROX, GYROY, TIMESTAMP, "
"FUNC_ID, FUNC_VALUE, MARKER, SYNC_SIGNAL,TIME,";
const char affectivSuitesName[] =
"Time, Engagement, Frustration,Meditation,Excitement,";

// output files : Affectiv_Data.csv and EEG_Data.csv
int main(int argc, char** argv) {

EmoEngineEventHandle eEvent = EE_EmoEngineEventCreate();
EmoStateHandle eState = EE_EmoStateCreate();

unsigned int userID =0;

const unsigned short composerPort= 1726;

float secs= 1;

unsigned int datarate= 0;

bool readytocollect= false;

int option= 0;

int state= 0;

std::string input;

try {
Std::cout << "—=—================================================================="" <<
std::endl;

std::cout << "This application logs EEG Data and Affectiv Data from
EmoEngine/EmoComposer." << std::endl;



std:
std:
std:
std:
std:
std:
std:
std:

rcout << ">> "
:getline(std::cin, input, '\n');
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:cout << "=========================================z===================z=======" (K
:endl;
:cout << "Press 'l' to start and connect to the EmoEngine "k
:endl;
:cout << "Press '2' to connect to the EmoComposer "ok
:endl;

option = atoi(input.c_str());

switch (option) {

case 1:
{
if (EE_EngineConnect() != EDK_OK) {
throw std::exception("Emotiv Engine start up failed.");
}
break;
}
case 2:
{
std::cout << "Target IP of EmoComposer? [127.0.0.1] ";
std::getline(std::cin, input, '\n');
if (input.empty()) {
input = std::string("127.0.0.1");
}
if (EE_EngineRemoteConnect(input.c_str(), composerPort) != EDK_OK) {
std::string errMsg = "Cannot connect to EmoComposer on ["+ input
+ ll]ll;
throw std::exception(errMsg.c_str());
}
break;
}
default:
throw std::exception("Invalid option...");
break;
}
std::cout << "Start receiving EEG Data and affectiv data! Press any key to stop

logging...\n" << std::endl;

std:

:ofstream ofs("../bin/EEG_Data.csv",std::ios::trunc);

ofs << header << std::endl;

std:

:ofstream ofs2("../bin/Affectiv_Data.csv",std::ios::trunc);

ofs2 << affectivSuitesName << std::endl;

DataHandle hData = EE_DataCreate();
EE_DataSetBufferSizeInSec(secs);

std:

:cout << "Buffer size in secs:

<< secs << std::endl;

while (!_kbhit()) {

state = EE_EngineGetNextEvent(eEvent);
EE_Event_t eventType;

if (state == EDK_OK) {
eventType = EE_EmoEngineEventGetType(eEvent);

EE_EmoEngineEventGetUserId(eEvent, &userID);
EE_EmoEngineEventGetEmoState(eEvent, eState);



// Log the EmoState if it has been updated
if (eventType == EE_UserAdded) {
std::cout << "User added";
EE_DataAcquisitionEnable(userID,true);
readytocollect = true;
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if (readytocollect && (eventType == EE_EmoStateUpdated)) {

EE_DataUpdateHandle(®

, hData);

unsigned int nSamplesTaken=0;

EE_DataGetNumberOfSample(hData,&nSamplesTaken);

std::cout << "Updated " << nSamplesTaken << std::endl;

time_t currentTime = time(0);

if (nSamplesTaken != 0 ) {

double* data =

i++) {

new double[nSamplesTaken];
for (int sampleldx=0 ; sampleldx<(int)nSamplesTaken ; ++ sampleldx) {
for (int i=0; i<sizeof(targetChannellList)/sizeof(EE_DataChannel_t) ;

EE_DataGet(hData, targetChannellList[i], data, nSamplesTaken);

ofs << data[sampleIdx] << ",";

ofs << ","<< ctime(&currentTime) << std::endl;

delete[] data;

}

float affEngegement = ES_AffectivGetEngagementBoredomScore(eState);

float affFrus = ES_AffectivGetFrustrationS

core(eState);

float affMed = ES_AffectivGetMeditationScore(eState);
float affExcitement = ES_AffectivGetExcitementShortTermScore(eState);

printf("Engagement: %f, Frustration: %f,
ofs2 <«

ctime(&currentTime)<<", "<<affEngegement<<
<<","<<std::endl;

}

}
Sleep(100);

ofs.close();
ofs2.close();
EE_DataFree(hData);

}

catch (const std::exception& e) {
std::cerr << e.what() << std

, "<<affFrus<<", "<<affMed<<

::endl;

...\n",affEngegement,affFrus);

non
B

<<affExcitement
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std::cout << "Press any key to exit..." << std::endl;
getchar();

}

EE_EngineDisconnect();
EE_EmoStateFree(eState);
EE_EmoEngineEventFree(eEvent);

return 0;

O nopandve KOSKaS eivor pio epapuoyn 1 omoio emkowvovei e Emotiv EPOC kot
Kataypaeet To brain signals tov meipopatélwov. H epappoyn sivar ypapuuévn oe C++ 81011
ot Biprodnkeg g EMotiv mopéyovtat yio OAa Ta AEITOLPYIKG GVGTAHAT KL £TG1 piot E0KOAN
Kot ypriyopn yAdooo mov tpéyet mavtov givar  C++. Ipénet va Eavayivovv compile oe kabe
Aertovpykd cvuoTa TOL Bl XPNGLOTOMGOVUE TNV cuokeLN. Xperalopaote akpifeta
millisecond ka1 yv’ awtd ypnoponomcaue C++. Mropei ) Java vo amlonotel T1g S10d1Kacieg
YPNOLOTOINOTG TS GUOKELNG GE JLAPOPN AEITOVPYIKA GLGTAUATO CALA 1) LETAPOPE ad
Intermediate Code og JVM Code kat and exei og specific kernel code givor o0 ypovoPopa

Kot pog iva TANpg GyproTo.
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Mapaptnua I': Matlab Scripts

Mapaptnua I'.1: Preprocessing

%This function's main purpose is to read the EEG file and
split EEG from

3Gyro data so it can be proccessed in eeglab

function [or, gyro,sensors] =split (path)

%Read the csv file provided
or=xlsread (path);

% get the gyro data in a separate matrix so we proccess only
EEG data
gyro=or (:,15:16);

%get the sensor data so we can proccess it
sensors=or(:,1:14);

Stranspose the array so it will be in the format that eeglab
accepts

sensors=sensors’';

‘Eva pikpd koupdrtt Matlab kddiko to oroio dwafalet o apyeio pe ta EEG data ko omalet ta

EEG «ot ta Gyro data o€ 600 diapopetikong Tivakeg Kot To, emotpépet. Emiong Ppioketl tov

avaotpopo twv EEG data yio va givar o€ popen mov to. déyeton to EEGLab.
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Mapaptnua I'.2 Gyro data processing

function[]=gyroproccess (gyro)
format long
[rowsg,colsg]=size(gyro);
sumg=zeros (2) ;
sumg=sumg (:, 1) ;
%add contents of each column to get average of GyroX and GyroY
for col=l:colsg

for row=l:rowsg

sumg (col)=sumg (col) +gyro (row, col) ;

end

end

sget average of gyroX and GyroY
sumg (1) =sumg (1) /rowsg;
sumg (2) =sumg (2) /rowsg;
d='D:\Dropbox\data\gyroX.txt';
fid=fopen(d, 'at');
fprintf (fid, '$f',sumg (1)) ;
fprintf (fid, "\n");
fclose (fid);
d='D:\Dropbox\data\gyroY.txt';
fid=fopen(d, 'at');
fprintf (fid, '$f',sumg(2))
fprintf (fid, "\n");

"Eva pikpd script o onoio maipvel 1o devtepo output tov kmoka oto [Mapaptmua E.1 to
emeEepydleTon Kot 1o amodnkevel oe dVO Eeymprotd apyeia. Eva yia tov aEova X kot éva yio

tov dEova Y.
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Hapaptnyua I'.3 Filtered Data Processing

function []=sensorprocessing (path,band)
%read the excel file of the filtered data
filtered=xlsread (path);
%get rows and columns of each matrix
[rowsf,colsf]l=size(filtered);
%remove header line
filtered=filtered(:,2:colsf);
%remove counter
filtered=filtered(2:rowsf, :);
$string of the path of files
str0l='D:\Dropbox\data\"';
screate sum array full of zeros
sumf=zeros (colsf);
sumf=sumf (:,1);
%get rows and columns of the resized matrix
[rowsf,colsfl=size (filtered);
%add contents of each column to get the average of sensors
for col = 1l:colsf

for row = l:rowsf

sumf (col)=sumf (col)+filtered(row, col);

end

end

sget average of each column of sensors
for col=l:colsf

sumf (col)=sumf (col) /rowsf;
end

%concatenate strings for the text file
strO0l=strcat (str01l,band);
strOl=strcat (str0l,'\");

screate an array for the text files represnting each sensor
strSensor={'AF3','F7','F3','FC5','T7','P7','01"','02"',"'P8"', 'T8"
, 'FCo6','F4"','F8"',"AF4"};

[rowsS,colsS]=size (strSensor);

%for each sensor find the proper file, open it and append data
for x=1:colsS
str02=strcat (str0l, strSensor{x});
str02=strcat (str02, '.txt");
fid=fopen(str02, 'at');
fprintf (fid, '$f', sumf (x)) ;
fprintf (fid, "\n");
fclose (fid);
end



Mapaptnua A: Weka File Creation source code

static void Main(string[] args)

{

//Initialize Strings to easier work with paths

String
String
String
String
String
String
String

alphaPath = @"D:\Dropbox\data\alpha\";
betaPath = @"D:\Dropbox\data\beta\";
deltaPath = @"D:\Dropbox\data\delta\";
thetaPath = @"D:\Dropbox\data\theta\";
wekaPath = @"D:\Dropbox\data\eeg.arff";
gyroPathX = @"D:\Dropbox\data\gyroX.txt";
gyroPathY = @"D:\Dropbox\data\gyroY.txt";

List<String> wekafile = new List<string>();
wekafile.Add("@relation eeg");
wekafile.Add("@attribute 'AF3alpha’ numeric");
wekafile.Add("@attribute 'AF3beta' numeric");
wekafile.Add("@attribute 'AF3delta' numeric");
wekafile.Add("@attribute 'AF3theta' numeric");
wekafile.Add("@attribute 'F7alpha' numeric™);
wekafile.Add("@attribute 'F7beta’ numeric");
wekafile.Add("@attribute 'F7delta’ numeric");
wekafile.Add("@attribute 'F7theta’ numeric");
wekafile.Add("@attribute 'F3alpha' numeric");
wekafile.Add("@attribute 'F3beta’ numeric");
wekafile.Add("@attribute 'F3delta' numeric");
wekafile.Add("@attribute 'F3theta' numeric");
wekafile.Add("@attribute 'FC5alpha’ numeric");
wekafile.Add("@attribute 'FC5beta’ numeric");
wekafile.Add("@attribute 'FC5delta’ numeric");
wekafile.Add("@attribute 'FC5theta’ numeric");
wekafile.Add("@attribute 'T7alpha' numeric");
wekafile.Add("@attribute 'T7beta’ numeric");
wekafile.Add("@attribute 'T7delta’ numeric");
wekafile.Add("@attribute 'T7theta’ numeric");
wekafile.Add("@attribute 'P7alpha'’ numeric");
wekafile.Add("@attribute 'P7beta’ numeric");
wekafile.Add("@attribute 'P7delta’ numeric");
wekafile.Add("@attribute 'P7theta’ numeric");
wekafile.Add("@attribute 'Olalpha' numeric");
wekafile.Add("@attribute 'Olbeta' numeric");
wekafile.Add("@attribute 'Oldelta' numeric");
wekafile.Add("@attribute 'Oltheta' numeric");
wekafile.Add("@attribute 'O2alpha' numeric");
wekafile.Add("@attribute 'O2beta’ numeric");
wekafile.Add("@attribute 'O2delta’ numeric");
wekafile.Add("@attribute 'O2theta' numeric");
wekafile.Add("@attribute 'P8alpha’ numeric");
wekafile.Add("@attribute 'P8beta’ numeric");
wekafile.Add("@attribute 'P8delta’ numeric");
wekafile.Add("@attribute 'P8theta’ numeric");
wekafile.Add("@attribute 'T8alpha' numeric");
wekafile.Add("@attribute 'T8beta' numeric");
wekafile.Add("@attribute 'T8delta' numeric");
wekafile.Add("@attribute 'T8theta' numeric");
wekafile.Add("@attribute 'FC6alpha’ numeric");
wekafile.Add("@attribute 'FCébeta' numeric");
wekafile.Add("@attribute 'FC6delta'’ numeric");
wekafile.Add("@attribute 'FC6theta' numeric");
wekafile.Add("@attribute 'F4alpha' numeric");
wekafile.Add("@attribute 'F4beta’ numeric");
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wekafile
wekafile
wekafile
wekafile
wekafile
wekafile
wekafile
wekafile
wekafile
wekafile
wekafile
wekafile

.Add("@attribute
.Add("@attribute
.Add("@attribute
.Add("@attribute
.Add("@attribute
.Add("@attribute
.Add("@attribute
.Add("@attribute
.Add("@attribute
.Add("@attribute
.Add("@attribute
.Add("@attribute

wekafile
wekafile

//create
one for each sensors

List<String>[] alpha =
List<String>[] beta =
List<String>[] delta =
List<String>[] theta =

size of 14,
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'"F4delta’ numeric");
"F4theta' numeric");
"F8alpha’ numeric");
'"F8beta' numeric");

'F8delta’ numeric");
'"F8theta’ numeric");
'AF4alpha’ numeric");
"AF4beta’ numeric");
'AF4delta’ numeric");
'AF4theta’ numeric");
"GyroX' numeric");

'GyroY' numeric");

.Add("@attribute Mood {1,2,3}\r\n");
.Add("@data\r\n ");

an Array of Lists for each band pass filtered data. Array has

new List<string>[14];
new List<string>[14];
new List<string>[14];
new List<string>[14];

//AF3 represents Fpl, AF4 represents Fp2, T7 represents Al and T8

represents A2 in a regular EEG

//An array that contains the names of each sensor

String[] sensors = {

"AF3",
"F7",
"F3",
"FC5",
"T7",
"p7",
"o1",
"02",
"p8",
"T8",
"FC6",
"F4",
"F8",
"AF4"

}s

//get alpha data

for (int i = @; i < sensors.Length; i++)

{

String temp = alphaPath + sensors[i] + ".txt";
alpha[i] = File.ReadAllLines(temp).ToList<String>();

//get beta data
for (int i =

{

0; i < sensors.Length; i++)

String temp = betaPath + sensors[i] + ".txt";
beta[i] = File.ReadAllLines(temp).TolList<String>();

}

//get delta data
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for (int i = @; i < sensors.Length; i++)

{
String temp = deltaPath + sensors[i] + ".txt";
delta[i] = File.ReadAllLines(temp).ToList<String>();

}

//get theta data
for (int i = @; i < sensors.Length; i++)
{
String temp = thetaPath + sensors[i] + ".txt";
theta[i] = File.ReadAllLines(temp).ToList<String>();
}
//get Gyro Data
List<String> gyroX
List<String> gyroY

File.ReadAllLines(gyroPathX).ToList<String>();
File.ReadAllLines(gyroPathY).ToList<String>();

//add the first 16 lines which represent Engagement in a list to write

for (int j = 0; j < 16; j++)
{

String Line =
for (int i = @; i < sensors.Length; i++)

{

Line += alpha[i].First() + "," + beta[i].First() + "," +

delta[i].First() + "," + theta[i].First() + ",";

alpha[i].RemoveAt(9);
beta[i].RemoveAt(0);

theta[i].RemoveAt(9);
delta[i].RemoveAt(0);

}

+ gyroY.First() + ",";

Line += gyroX.First() +
gyroY.RemoveAt(9);
gyroX.RemoveAt(0);

Line += "1";
wekafile.Add(Line);

}

//add 10 lines which represent Excitement in a list to write later
for (int j = 0; j < 10; j++)
{

no,
J

String Line =
for (int i = @; i < sensors.Length; i++)

{

Line += alpha[i].First() + "," + beta[i].First() + "," +

delta[i].First() + "," + theta[i].First() + ",";

alpha[i].RemoveAt(9);
beta[i].RemoveAt(0);

theta[i].RemoveAt(9);
delta[i].RemoveAt(9);

}
Line += gyroX.First() + "," + gyroY.First() + ",";

gyroY.RemoveAt(9);
gyroX.RemoveAt(9);
Line += "2";
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wekafile.Add(Line);

//add the Last 13 lines which represent Frustration in a list to write
later

for (int j = 0; j < 10; j++)

{

nu,
)

String Line =
for (int i = @; i < sensors.Length; i++)

{
Line += alpha[i].First() + "," + beta[i].First() +
delta[i].First() + "," + theta[i].First() + ",";
alpha[i].RemoveAt(9);
beta[i].RemoveAt(0);
theta[i].RemoveAt(9);
delta[i].RemoveAt(9);

+

}
Line += gyroX.First() + "," + gyroY.First() + ",";

gyroY.RemoveAt(9);
gyroX.RemoveAt(9);
Line += "3";

wekafile.Add(Line);

File.WriteAlllLines(wekaPath, wekafile);
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