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1l dubbio ¢ l'inizio della conoscenza.

(Cartesio)



Abstract

The Human Robot Interaction (HRI) is a new discipline that has attracted more
attention in the last years due to the increasing presence of robots in people’s
everyday life. It is a field of study dedicated to understanding, designing, and
evaluating robotic systems for use by or with humans. Interaction, by definition,
requires communication between robots and humans.

A social robot is an autonomous or semi-autonomous robot capable of inter-
acting and communicating with humans or other autonomous physical agents fol-
lowing social behaviours and rules related to its specific role.

In order to interact effectively with the human being, a robot must be able
to decode the complex system of human clues during an interaction. This ability
is innate in man, as our brains are accustomed to decoding the behavior and
attitude of those in front of us through not only actions or words but also through
spontaneous signals that show our partners’ intentions.

The goal of my research is to to investigate human’s state, during the interac-
tion with a robot, by the use of human’s biological and perceptual feedbacks.

In particular, I want to provide an answer to the following research question:
is it possible to model human’s response, using features that represent human be-
haviour, during the interaction with a robot?

To investigate my research question, I considered different HRI paradigms cor-
responding to the humans’ perception of a robot. For each paradigm I derived some
features that I explored in a dedicated experimental scenario. The approach used
in my investigation has been multidisciplinary as it required to keep into account
concepts and techniques borrowed from psychology, biology, cognitive science and
medicine.

I considered three state of the art paradigms for human-robot interaction: robot
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as Avatar, robot as Teammate and robot as Social Mediator. These paradigms are
distinguished by the mental attribution that the person gives to the robot and
by the role of the robot within the interaction. In the robot as Awatar the robot
is seen as a projection of the person in charge of it, to communicate or interact
with others. In robot as Teammate paradigm, humans and humanoid robot share
the workspace and the objects to complete a task. in robot as Social-Mediator
paradigm, the robot is used for conveying emotion or to support cooperation or
learning.

The user’s response in the interaction has been modelled deriving different
features. In particular, I considered the following features: Biological feedback
extracted from humans’s neurological activity. Acceptance assessed by questionar-
ies. Trust derived from human’s neurological activity. Honest signals derived from
human’s mimicry. Emotional Response aquired from an audience during a concert.

To realize the experimental set to test each feature, I used four different robots.
The Telenoid robot, which is a humanoid minimalistic robot used as avatar and
social-mediator. The Geminoid robot, which is a human full scale humanoid robot.
The Nao robot, which is a small size humanoid robot and the Kuka KRC 210 which
is an industrial robot.

The experimental results of the experiments carried out to validate the research
showed the validity of the considered features. In fact, from the results obtained
for each study it is possible to derive features to measure humans’ feedback. The
further evolution of this research will be to equip a robot with a system based
on these features to make the robot able to decode human beings mental and

perceptual state and to react accordingly to their states and emotions.



Acknowledgments

This thesis is the expression of human and scientific experience born from my
encounter with many people and special places.

Along this path I found many advisers who dedicated me their precious time
to answer to my questions and to discuss on my beliefs and ideas.

Firstly I wish to thank my mentor prof. Antonio Chella his guidance and
knowledge have been a source of inspiration throughout my doctoral experience.

Secondly, I wish to thank prof. Rosario Sorbello, mentor and friend. He was
the first to believe in me and in the scientific relevance of my project. His tenacity
and guidance helped me even in the most difficult moments.

Special thanks go to Dr. Christopher Guger and all the people who form g.tec
medical engineering for their helpfulness, support and commitment.

A special thought goes to my grandmother, I know that you are proud of me.

I would like to thank my mother and my sister for the support and closeness
and for having always allowed me to believe and realize all my dreams. Without
you, I would never have been who I am and this thesis would never have existed.

Least but not least I wish to thank my girlfriend, Valeria. You were the person
who supported me most, facing with me the challenges I faced every day. Thank

you for the patience, dedication and love you have given me.



Contents

Abstract

Acknowledgments

Glossary

I Foreword

1 Introduction

1.1 Motivations and Goals . . . . . . . . . . ..
1.2 Contributions . . . . . . . . . .
1.3 Publications . . . . . . . . .

1.4 Dissertation Outline . . . . . . . . . . . ..

2 State of the art
2.1 HRI application areas . . . . . . . . . . .. .. ... ... ...

2.2 Social HRI interaction paradigms . . . . . . . . .. ... ... ...

2.3 Evaluating Human Robot Interaction . . . . . . .. ... ... ...

2.4 Brain Computer Interfaces . . . . . . . . ... ... .. ... ....

24.1
24.2
24.3
244
2.4.5
2.4.6

Signal acquisition techniques . . . . . . . ... ... .. ...
Comparison between Brain Computer Interface techniques

Electroencephalograpy and Oscillations . . . . . . .. .. ..
Overview of ERP Component . . . . . .. ... ... ... ..
The Event Related potentials . . . . . ... ... ... ...
The P300 detection paradigms . . . . . . . .. .. ... ...

ii

iv

XV



CONTENTS vi

2.4.7 The Oddball paradigm . . . . . .. ... .. ... ... ... 24
248 Hybrid BCI . . ... .. .. 27
2.49 BClandrobotics . . . . . ... . ... ... ... ...... 28

2.5 The Biological Features . . . . . . . . ... ... ... ... ..... 28
2.6 Trust in robotics . . . . . . ... 30
2.7 Homest Signals. . . . . ... ... 31
2.8 Emotions Representation . . . . . . . . ... ... ... ... .. 33
2.8.1 Music and robotics . . . . .. ..o 35

3 The UnipaBCI Framework 36
3.1 Introduction . . . . . . . . ... ... 36
3.2 Robotic application of BCIs . . . . . . .. ... .. ... .. .... 37
3.3 The framework architecture . . . . . . . .. ... ... ... ... 38
3.4 The UnipaBCI framework . . . . ... ... ... ... ... .... 39
3.4.1 The Acquisition module . . . . . ... ... ... ... ... 39
3.4.2 The Signal Processing module . . . . . ... ... ... ... 40
3.4.3 The User Application module . . . . . ... ... .. .... 42
3.4.4 The Control Application . . . . . .. ... ... ... .... 43
3.4.5 The Flash Optimization module . . . . . . . ... ... ... 44
3.4.6 The Device Controller module . . . . . ... ... .. .... 45

3.5 Online Evaluation and validation . . . .. ... ... ... ..... 45
3.5.1 The precision of the system . . . ... ... ... .. ... .. 46
3.5.2  The speedup factor . . . . . . ... 48
3.5.3 Questionnaire analysis . . . . . ... ... 48
3.5.4 Real Time Capabilities of the UnipaBCI . . . . .. ... .. 49

3.6 Discussion . . . . . . . ... 50
II Robot as Avatar 52

4 Evaluating the Biofeedback factors in a human humanoid robot
interaction 53
4.1 The Architecture design . . . . . . . ... ... L. 54

4.1.1 The Biofeedback System . . . . ... ... ... ... ... .. 56



CONTENTS vii

4.1.2 The Robotic System . . . . . . ... ... ... ... ... . 59

4.2 Assessment of Motivation . . . . . ... ... oL 61
4.3 Neuropsychological testing . . . . . ... ... ... ... ..... 61
4.4 Experimental Protocol . . . . .. . .. ... 62
4.4.1 Environmental setup . . . . ... ... ... ... ... 65
4.4.2 The Results of the experiment . . . . . . . . ... ... ... 66
4.4.3 The analysis of Biofeedback factor . . . . . . . ... ... .. 68
4.4.4 'The results of the Entropy Module . . . . .. ... ... .. 69

4.5 Conclusions . . . . . . . . . 71
5 A BCI Robot mediated human-human interaction 74
5.1 Imtroduction . . . . . . . ..o 75
5.2 The Architecture . . . . . . . ... .. ... 76
5.3 Results and discussion . . . . ... ... oo 78
54 Conclusions . . . . . . . ... 80

6 Exploring humans’ acceptance of a neuro-prosthetic Robot archi-

tecture 81
6.1 Introduction . . . . . . . . .. . . 82

6.2 Experimental protocol and scenario . . . . . . ... ... ... ... 83
6.3 The A3-K3 Architecture . . . . . . .. ... .. .. ... .. .... 83
6.3.1 The Human Machine Interface . . . . . . . . ... ... ... 85

6.3.2 The Network Interface . . . . . . ... ... . ... ..... 88

6.3.3 The Robot Control Architecture . . . . . . . ... ... ... 88

6.4 Results. . . . . . . . 92
6.5 Conclusions . . . . . . . . ... 94
IIT Robot as Teamate 97

7 The analysis of trust in a BCI based Human-Humanoid Interac-
tion 98
7.1 Introduction . . . . . . . . . ... 98
7.2 The conceptual model . . . . . .. ... ... L. 99



CONTENTS viii

7.2.1 Biological feedback features . . . . . .. ... .. ... ... 101
7.3 The Architecture . . . . . . . .. ... 103
7.4 Questionnaire . . . . . . . ... 105
7.5 Model validation . . . . ... ... oo 106
7.5.1 Experimental paradigm . . . . . ... ... 106
7.5.2 The participants . . . . . . . ..o 107
7.5.3 The experimental setting . . . . . .. .. ... ... ... .. 108
7.5.4 The electrode montage . . . . . . . . ... ... 109
7.5.5 Results of scenario 1: Human Opponent cheating during the
match . . . ... 109
7.5.6  Results of scenario 2: Robot Opponent cheating during the
match . . .. ..o 113
7.5.7 Analysis by type of opponent . . . . ... ... L. 115
7.5.8 The questionnaire contstructs analysis . . . . . . ... ... 116
7.5.9 Conclusions . . . . . .. ..o 118
IV  Robot as Social Mediator 121

8 The role of Honest Signal in a Human-Human Interaction medi-

ated by a Geminoid Robot 122
8.1 Introduction . . . . . . . . ... .. 122
8.2 The proposed architecture . . . . . . . .. ... ... 123
8.2.1 The Experimental Setup . . . . . . .. ... ... ... ... 125
8.2.2 Ewvaluation of the Interaction task . . . . . . ... ... ... 127
8.2.3 The mimicry honest signals Evaluation . . . . . .. ... .. 128
8.3 Conclusions . . . . . . . . ... 130

9 Audience interaction with an orchestra mediated by a humanoid

robot 132
9.1 Introduction . . . . . . . . . ... 132
9.2 The Concert Description . . . . . . . . .. ... ... L. 133
9.3 System Description . . . . . .. ..o 134

9.3.1 Emotion Recognizer . . . ... ... ... ... .. .... 137



CONTENTS ix
9.3.2 Emotional Mobile Interface . . . . . . . . . ... ... ... 138

9.3.3 Database . . . . . .. 139

9.3.4 Al Director . . . . . . . . . 139

9.3.5 Robotic Controller . . . . . . . . . . ... 141

9.4 Evaluation . . . . . . . .. 143
9.5 Conclusions . . . . . . . . 145

10 Conclusions 146
Bibliography 152



List of Figures

1.1

2.1
2.2
2.3
24
2.5
2.6
2.7
2.8

3.1
3.2
3.3
3.4
3.5
3.6
3.7

4.1
4.2
4.3
4.4
4.5
4.6

The proposed model . . . . . . .. ... ... ... ... ... .. 4
The Telenoid R1 Robot. . . . . . . . .. ... ... ... ... ... 13
The 10-20 standard. . . . . . . ... .. ... ... ... . ... . 16
Large alpha activity . . . . .. .. .. ... ... 19
Mixture of oscillations . . . . . . ... ... L 21
P300 Paradigms . . . . . . . .. oo 23
Stimuls Representation . . . . . . . .. ... .. ... L. 25
Farwell and Donchin Interface . . . . . . ... ... ... ... ... 26
The Russel Circumplex . . . . . .. . ... ... ... ... .. 34
The architecture of the UnipaBCI. . . . . . . ... ... ... ... 38
UnipaBCI architecture . . . . . . . .. . ... ... ... ...... 39
The architectural schema of Signal Processing Module. . . . . . .. 40
The Operator Console (A) and the User Interface (B). . . ... .. 43
The Control Application module. . . . . . . . ... ... ... ... 44
The experimental environment setup. . . . . . .. . ... ... ... 46
Results of the questionnaire . . . . . . . .. ... ... .. ..... 49
The User Interfaace . . . . . . . . ... . ... .. .. ... ..... 55
The flow chart for execution of Biofeedback System . . . . . . . .. 56
The robotic State Machine and the transition table. . . . . . . . .. 61
the timeline of the experiment. . . . . . .. .. ... .. ... ... 65
HC and ALS results in the Online Session. . . . . . . ... ... .. 67
HC and ALS results for the robotic session. . . . . .. .. ... .. 68



LIST OF FIGURES xi

4.7
4.8
4.9

5.1
5.2
2.3

6.1
6.2
6.3
6.4
6.5
6.6
6.7
6.8
6.9
6.10

7.1
7.2
7.3
7.4
7.5
7.6
7.7
7.8

7.9
7.10

7.11
7.12

HC and ALS Biofeedback factor during online and robotic session. . 70
The Biofeedback trend . . . . . . . .. .. ... ... .. 70
The overall entropy during the experiment for HC and ALS partic-

ipants. . . . . .. L 71
The architectural schema of the system . . . . . . ... .. ... .. 76
(a) User Interface. (b) Operator Interface. . . . . ... .. ... .. 7
The experiments . . . . . . . .. ... 79
The A3-K3 Architecture. . . . . . . . . .. ... ... ... ..... 84
The High level description of the system and of its constituents. . . 84
The KUKA Kr 210-2robot . . . . . . . ... ... .. .. ..... 85
The A3-K3 architecture in action . . . . . . ... ... ... . ... 86
The human machine interaction . . . . . . . . ... ... ... ... 87
The user interface . . . . . . . . . . ... L 87
The information flow . . . . . . . .. ... ... ... ... ... 89
The Insight of the subsystems of the Robot Control Interface . . . . 90
The world representation . . . . . . . .. ... ... ... ...... 91
Questionnaire results . . . . . . ... 94
Trust Architecture . . . . . . . . . .. .. ... .. 100
Trust Architecture . . . . . . . . . . ... ... . 103
Questionnaire constructs . . . . . . ... 105
The interaction scenarios. . . . . . . . . . ... .. ... ... ... 108
The experimental setting. . . . . .. . ... ... ... ... ... 109
The electrode montage. . . . . . . . . . . ... 110
The difference waves for cheating and fair conditions . . . . . . .. 111
The difference waves for Cheat to Win, Cheat to Lose and fair

conditions . . . . . . ... 111
The difference waves for cheating and fair conditions . . . . . . .. 113
The difference waves for Cheat to Win, Cheat to Lose and fair

conditions . . . . . ... 114
The P300 features comparison. . . . . . . . . ... . ... ..... 115

The N400 features comparison. . . . . . . . . . .. ... ... ... 116



LIST OF FIGURES xii

7.13 Construct Saliency. . . . . . . . . ..o 117
7.14 Construct Engagement . . . . . . . . . ... 118
7.15 Construct attribution . . . . . . . . .. ..o 119
8.1 The architectural schema. . . . . . .. .. ... .. ... .. .... 124
8.2 The experimental setup. . . . . . . .. ... 125
8.3 Some of the participants involved in the experiment.. . . . . . . . . 126

8.4 The list of all mimicrys honest signals recognized by the system . . 128

8.5 The mimicrys recognized by the system. . . . . .. ... ... ... 129
8.6 Body markers and reference system. . . . . . .. ... 129
8.7 Examples of mimicrys . . . . ... .. Lo 130
9.1 System Architecture. . . . . . . . ... 135
9.2 Emotion Recognizer module architecture. . . . . . . .. .. ... .. 136
9.3 Emotional Mobile Interface architecture. . . . . . . .. ... .. .. 138
9.4 Al Director architecture. . . . . . . . . . . . .. .. ... ...... 139
9.5 The Concert structure. . . . . . . . . ... .. ... ... ... 140
9.6 The decision process. . . . . . . . ..o 141
9.7 Robotic Controller architecture. . . . . . . . . ... ... ... ... 142
9.8 The four robot directional gestures. . . . . . .. ... ... L. 142
9.9 Users” answers to questions 4, 7and 8. . . . . . .. ... ... ... 143
9.10 The prevalent audience emotions. . . . . . . . . . ... ... .... 144

10.1 The proposed model . . . . . . . ... ..o 147



List of Tables

2.1

3.1
3.2

4.1
4.2
4.3

4.4
4.5
4.6
4.7
4.8

5.1
5.2

6.1
6.2

7.1
7.2

8.1
8.2
8.3

BCI recording technique comparison . . . . . . . ... .. ... .. 19
Results for expert and beginners with row-col matrix . . . . . . .. 47
Results for expert and beginners with single-square matrix . . . . . 48
Neurological assestment . . . . . . . . . ... ... ... 62
Scores at QCM questionnaires for the four motivational domains . . 63
The Demographic data and of ALS and healthy controls assessed

by the neuro-psychiatrists. . . . . . . .. ... ... L. 64
Online Session results for HC. . . . . . . . . . . . . . .. ... ... 66
Online Session results for ALS. . . . . . . . . . . . ... ... ... 66
HC results in robot Session. . . . . . . . . . . ... ... 67
Robot Session results for ALS. . . . . . . . . . . ... .. 68
Entropy values . . . . . .. .. 71
Results in terms of precision and system latency. . . . . . . . . . .. 79
The Questionnaire . . . . . .. .. .. ... oL 80
People details . . . . . . . ..o 93
The full list of answers to the survey . . . . . .. ... .. ... .. 95
Results features for P300 and N400 in scenario 1. . . . . . . . . .. 112
Results features for P300 and N400 in scenario 2. . . . . . . . . .. 114

The statistics related to participants involved in the main experiment.126
The association between score range and qualitative evaluation. . . 127

The results obtained from all the pairs of the experiment. . . . . . . 128



LIST OF TABLES xiv

8.4

9.1
9.2
9.3

Average LR and BF postures. . . . . . .. .. ... ... .. .... 130

Musical Features used for the SVM-based Emotion Recognition. . . 137
Questionnaire and responses . . . . . ... ... 143

Questionnaire and responses . . . . . . .. ... .. 143



Glossary

ALS
AT
BCI
BMI
EEG
ERP
FFI
GUI
HC
HHI
HHI
HRI
KE
LDA
Ml
PA
PET
RRC
SSVEP
SVM

Amyotrophic Lateral Sclerosys
Attribution

Brain Computer Interface
Brain Machine Interface
Electroencephalography
Evoked Related Potentials
Face to Face Interaction
Graphical User Interface
Healthy Controls

Human Humanoid Interaction
Human Humanoid Interaction
Human Robot Interaction
Knowledge and expectation
Linear Discriminant Analysis
Motor Imagery

Perceptual Acquaintance
Positron Emission Tomography
Robot Response Controller
Steady States Visual Evoked Potentials
Support Vector Machine



Part 1

Foreword



Chapter 1

Introduction

1.1 Motivations and Goals

The Human Robot Interaction (HRI) is a new discipline that has attracted more
attention in the last years due to the increasing presence of robots in people’s
everyday life. It is a field of study dedicated to understanding, designing, and
evaluating robotic systems for use by or with humans. Interaction, by definition,
requires communication between robots and humans.

A social robot is an autonomous or semi-autonomous robot capable of inter-
acting and communicating with humans or other autonomous physical agents fol-
lowing social behaviours and rules related to its specific role.

In order to interact effectively with the human being, a robot must be able
to decode the complex system of human clues during an interaction. This ability
is innate in man, as our brains are accustomed to decoding the behavior and
attitude of those in front of us through not only actions or words but also through
spontaneous signals that show our partners’ intentions.

According to the state of the art referred in section 2.1 it is possible to ground
a Human-Robot Interaction, from a human centered point of view, on different
paradigms.

A robot can be perceived as an avatar. According to this paradigm the robot
becomes an extension of the user himself to extend his physical presence, or ac-

complish action on his place. This paradigm supposes that the robot is directly
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teleoperated or supervisioned by the user who gives desires and commands that
are translated into robot actions.

Robot can be perceived as teammate. Accordingly to this paradigm, robot
must be able to interact with humans, showing autonomy and gaining human’s
"trust” to better accomplish jobs or tasks.

Finally a robot can be used as a social mediator to support social interaction
and to facilitate the cognitive and social development for people with disabilities
or to increase the ability of users engaged in the interaction.

The main questions that arises along all these paradigms is: s it possible to
model human’s responses during human robot interactions, using new measurable
features? This thesis is focused in finding an answer to this question evaluating
the interaction between human and robot intended as an extension of the user,
opponent or collaborator and social mediator. The main focus of the research
has been held on human feedback using features to create an evaluation system
of the quality of interaction with a humanoid robot. To evaluate the interaction,
different features have been identified. Those features are a representation of
human’s feedback during a Human Robot Interaction: Biological Feedbacks,
Acceptance, Trust and Honest Signals and Emotional Response.

The proposed researches question is trasversal to the interaction paradigms
referred. 1 summarize the general plan of the thesis into an high level model, has
shown in figure 1.1 where is shown the paradigm analyzed, the features considered
and the studies conducted.

The robot as avatar paradigm has been evaluated using biological feedback
and acceptance. The Biological Feedback is derived from the brain features and
it’s considered as a representation of user’s mental state during the interaction
with a robot. The biological feedback is defined as function of the user’s level
of concentration (Attention), of his mental activity (Mental Workload) and the
level of mental fatigue during task execution (Mental Stress). The test bed for
the model has been a robot interaction for people affected by amyotrophic lateral
syndrome (ALS), who were requested to interact with a humanoid NAO robot
used as avatar of execute actions on their place.

The Acceptance has been validated in a human human interaction, where a

locked-in ALS patient used a robot controlled through BCI to express himself.
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HUMAN ROBOT INTERACTION MODEL

BIOLOGICAL Evaluating the Biofeedback factor in a

FEEDBACK human-humanoid interaction
ROBOT AS AVATAR A Robot mediated human to human
interaction based on BCI
ACCEPTANCE

Exploring humans' acceptance of a neuro-

prosthetic robot architecture é
H B
<—> ROBOT AS A TEAMMATE TRUST The analysis of trust in a competitive game (9] 6

HONEST The role of Honest Signal in a Human-Human
SIGNALS Interaction mediated by a geminoid robot
ROBOT AS A SOCIAL
MEDIATOR EMOTIONAL Interaction of the audience with orchestrals
RESPONSE | through a humanoid robot

Figure 1.1: The proposed model.

The acceptance of a robot as a neuroprosthetic extension has been explored
controlling a Kuka robot through Brain Computer Interface, during the Ars Elec-
tronica Festival 2017 at Linz, in Austria, for the creation of large artworks. The
interaction has been evaluated by visitors to assess users’ acceptance.

To explore the robot as teammate paradigm, it has been realized a test-bed
in which a robot played with a human in a competitive game. In particular a robot
"bargained" on game rules, to evaluate the connection between biological feedbacks
and trust in relation to the robot and to evaluate user’s neural response if trustness
is broken by violating social rules of the game.

To evaluate the role of the robot as a social mediator two studies have been
conducted. In the first one, the Honest Signals ( unconscious signals generated
during a human-human interaction mediated by the Geminoid robot) have been
evaluated. Experiments have been carried out at the ATR Iroshi Hishiguro Labo-
ratories in Kyoto, Japan, where two subjects were asked to collaborate in solving a
problem. In a first phase, the subjects discussed face-to-face. In a second phase, an
interaction with the Geminoid, teleoperated from one subject has been conducted.

The second study has been realized in collaboration with the conservatory

Vincenzo Bellini of Palermo, Italy. The test-bed has been a live concert in which
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spectators, through a dedicated mobile application, could modify the performance
of the concert through a NAO robot. This study explored the role of the robot as
extension of the overall audience.

In conclusion the work of thesis has allowed to explore the human-robot and
human-human interaction mediated by the robot by analyzing biological feed-
backs, acceptance, honest signals, trust and emotional response. The goal
was to define these features as instruments for evaluating human-robot interaction
and human-human robot mediated interaction along the three dimension consid-
ered, for instance robot as avatar, robot as teammate and robot as a social

mediator.

1.2 Contributions

My research contribution can be summarized as follow:

« [ participated in the project "Brain Computer and Robotics in disease man-
agement for patients with ALS (Amyotrophic Lateral Sclerosis)". The project
was born from the collaboration of RoboticsLab, department of Digital and
Industrial Innovation, and the department of Experimental Biomedicine and
Neuroscience, University of Palermo the ALS Center of Palermo and ARISLA
(Italian Research Foundation for Amyotrophic Lateral Sclerosis). It had as
goal investigating the use of humanoid robots, in the management of peo-
ple suffering from Amyotrophic Lateral Sclerosis, through the use of BCI
(Brain Computer Interface) devices. I focused on the concept and the analy-
sis of requirements with patients and shareholders, on the system design and
its implementation. Finally I evaluated users acceptance and performances.
The studies related to this project are presented in Chapter Chapter 4 and
D.

o Collaboration with g.tec medical engineering, Linz, Austria and the serbian
artist Dragan Ilic in the project "A3-k3". The project had as its goal the
development of Brain Controlled system to support the artist in the creation
of artworks. The project was presented in Linz, Austria at Ars Electronica

Festival from 7 to 11 September 2017. In this project I managed the relations
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between the partners, designed the system and collected the users’ data. The

study related to this project is presented in Chapter 6.

« Collaboration with the Osaka University and with prof. Iroshi Hishiguro,
in the project "Evaluation on Neural feedback in Human-Humanoid Inter-
action". The goal of the project was the development an architecture to
evaluate neural and other physiological measurement to assess user’s mental
status of engagement, stress, involvement and trust during the interaction
with a Geminoid robot. In this project I conceptualized the main experi-
ment, designed the architecture and conducted the experimental procedure.

This study is summarized in Chapter 7.

o Collaboration with the Advanced Telecommunications Research Institute In-
ternational, ATR Kyoto, Japan in the project "Understanding and Trans-
mitting Human Presence'. The goal of the project was to evaluate the im-
portance of non-verbal spontaneous gesture during an interaction between
a human and a humanoid (Geminoid) robot to asses users’ involvement in
the interaction. In this project i designed the experiment and evaluated the

results. The study related to this project is presented in Chapter 8.

« Collaboration with the musical school "Vincenzo Bellini" of Palermo in the
project "Humanoid Robot and Music" for the creation of an innovative per-
formance for robot and musical orchestra. The project was presented with
a public performance in September 2016 and June 2017 in occasion of the
celebrations for the 400" anniversary of the foundation of the conservatory.
I followed the whole project from meeting between partners, till the system
design, implementation and data analysis. The study related to this project

is presented in Chapter 9.

1.3 Publications

The studies described in this thesis have been published in international journals

and international conferences:
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1. Tramonte S., Sorbello R., Chella A. (2017) Brain Controlled Architec-
ture for Human-Human Interaction Mediated by a Humanoid Robot. In-
ternational Robotics & Automation Journal 3(5): 00068. DOI: 10.15406/i-
ratj.2017.03.00068. Medcrave.

2. Tramonte S., Sorbello R., Giardina M. and Chella A. (2017, July). Uni-
paBCI a Novel General Software Framework for Brain Computer Interface.
In Conference on Complex, Intelligent, and Software Intensive Systems (pp.
386-348). Springer, Cham.

3. Giardina M., Tramonte S., Gentile V., Vinanzi S., Chella A., Sorce S.,
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1.4 Dissertation Outline

The remainder of the dissertation is organized as follows.

o Chapter 2 presents the scientific literature to provide the conceptual ground-

ing and the related works.

o Chapter 3 presents the UnipaBCI framework, a Brain Computer Interface ar-

chitecture that I designed and implemented to support the latter researches.

o Chapter 4 presents the evaluation the biofeedback factor in a human-humanoid
interaction. The biofeedback factor derived from neuro features evaluated in

real-time from users during a interaction with the NAO robot.

o Chapter 5 presents the A Robot mediated human to human interaction based
on BCI. A Human human brain computer interaction mediated by the Te-

lenoid robot.

o Chapter 6 presents A3-K3 a neuro-prosthetic robot architecture to control a

kuka robot using BCI to produce artworks.

o Chapter 7 presents the analysis of trust in a BCI based Human-Humanoid

Interaction where a human player plays against a barging NAO robot.

o Chapter 8 presents en evaluation of the role of Honest Signal in a Human-

Human Interaction mediated by a Geminoid robot.
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o Chapter 9 presents the interaction of the audience with orchestrals through a
humanoid robot where a NAO robot is used to express the overall audience’s

feeling during a live concert.

e Chapter 10 presents the final conclusions and the future direction of this

thesis.



Chapter 2

State of the art

In this chapter it is presented an insight on the state of the art relevant for this
thesis. First I give an insight on robotics and human-robot interaction providing a
description of the paradigms supporting the interaction models proposed in figure
1.1.

Following, I briefly present the Brain Computer Interface to provide an insight
on the theory related to the extraction of neurological features.

Finally I give a description of the main features considered for this thesis:
biological feedback, based on neurological features; honest signals based on sponta-
neous gestures; Trust based on neurological features and emotional response based

on Russel’s model of emotion.

2.1 HRI application areas

The Human Robot Interaction (HRI) is a quite new discipline that has attracted
more attention in the last years due to the increasing presence of robots in people’s
everyday life.

It is a field of study dedicated to understanding, designing, and evaluating
robotic systems for use by or with humans. Interaction, by definition, requires
communication between robots and humans [1], [2]. Accordingly to [3] it is possible

to underline four main areas of application:

o Human supervisory control of robots in performance of routine tasks.
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e Remote control of robots in hazardous or inaccessible environments.
o Automated vehicles in which a human is a passenger.

¢ Human-robot social interaction.

The Human supervisory control of robots in performance of routine tasks take
in account robots building parts, cutting, handling packages and so on. The HRI
explored this dimension, demonstrating techniques to improve human-robot team
cooperation during routine tasks [4].

The Remote control of robots in hazardous or inaccessible environments have
been explored in many fields along the last years. DARPA (Defense Advanced
Research Projects Agency) started in 2012 a robotic competition with the primary
technical goal to develop human-supervised ground robots capable of executing
complex tasks in dangerous, degraded, human-engineered environments*. On the
medical field, surgical robots like DaVinci [5] and Zeus [6] are used for operation
with the advantage of a minimum invasiveness and the number and types of surg-
eries being performed with robots is increasing rapidly as more institutions acquire
these systems.

The automated vehicles are becoming more popular and mainstream nowadays.
Many automobile manufacturers are developing automated veichles to enrich ve-
hicles skills, for example break systems, pedestrian avoidance, guidance and navi-
gation integration [7]. Meanwhile Google has produced a self-driven autonomous
car guided by artificial intelligence?.

Besides the other areas, in this thesis the main focus will be held on Human
robot social interaction which includes a wide broad of robots and sub-areas,
including robot to provide entertainment and teaching[8], comfort and assistance
for children [9] and elderly [10], autistic [11] and handicapped people [12].

2.2 Social HRI interaction paradigms

People are social beings, and social interaction is relevant in every aspect of our

lives, including our interactions with robots. Sociology, the study of society and hu-

Thttps: /www.darpa.mil /program
Zwww.google.com/selfdrivingcar/
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man social activity, provides socially-oriented models and methods for how people
interact with and understand the world and things [13]. Accordingly to many psy-
chology study, people develop concepts and opinions of subjective "mental states"
[14], [15], such as "desiring", "knowing" and "believing" [16].

Some work in the area of HRI considers how robots themselves develop theories
of people’s minds [17],[18].

Breazeal [19] classifies the modes of interaction with a robotic agent according
to four interaction paradigms. Each paradigm is distinguished from the others
by the human mental model with which the robot must confront. In the first
paradigm, the robot is seen as a tool. The human being perceives robots as a
tool to achieve a goal. In this paradigm human uses social cues merely as a natural
interface for operating (supervising) the robot as a sophisticated tool. This sort of
master-slave arrangement does not capture the sense of partnership that we mean
when we speak of working "jointly with" humans [20] .

Robot as an extension of a human being. In the second paradigm the
robot is a physical extension of a person or part of his body. a clear example is
represented by neuro-prosthetic robots [21], [22]. Although the feasibility of such
robots is being proved there are still concerns related to ethics [23].

Robot as an avatar. The third paradigm describes the robot as a projection
of the person in charge of it, to communicate or interact with others. The robot
provides the sense of physical and social presence to the person [24]. The advantage
of avatars is that they provide a complete body experience and a physical and social
presence [25]. A good example of robot as avatar is represented by the Telenoid
R1 which will be described in the following of this chapter.

Hoffman [26] introduces the Robot as a teammate paradigm. This paradigm
considers a human and an autonomous humanoid robot working together shoulder-
to-shoulder, sharing the workspace and the objects required to complete a task. A
robotic member of such a team must be able to work towards a shared goal, and
be in agreement with the human as to the sequence of actions that will be required
to reach that goal, as well as dynamically adjust its plan according to the human’s
actions . These robots must be equipped with social intelligence so that they can
properly interact with humans following social rules and filters [27], [28].

Finally, a robot can be perceived as a social mediator for conveying emotions
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[29] and to help learning or cooperation [30]. This paradigm is typically used with
vulnerable categories like autistic [31], [32] and aged people [25] but they were also
used for healthy people who are not affected by any pathology [33].

The Telenoid R1 is a teleoperated android robot designed by the University of
Osaka in collaboration with the Advanced Telecommunication Research Institute
International [34]. The name was coined by joining the prefix Tele (like telephone
and teleprocessing) with the Latin suffix - oides (which indicates similarity, as in

humanoid).

Figure 2.1: The Telenoid R1 Robot.

Telenoid has been designed with the purpose of transferring human presence.
Released in August 2011, it is about 80 cm long, weighs about 5 kg and is made
of silicone, to provide a pleasant feel to the touch and simulate skin human. It is
equipped with 9 servomotors that allow the movement of lips, eyes and eyes, neck
and arms.

The teleoperation system is composed by a webcam placed in the center of the
head of the Telenoid and two microphones on the sides. A typical Teleoid use case
is described by Hannibal in [35].

The choice of providing the Telenoid with a minimalist human design where

can be found male and female, young and mature traits provide the ground for
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a personal interpretation of what Telenoid is: if it reassembles a man or woman,
whether young or old, projecting the interlocutor vision on it. Metaphorically
speaking, Telenoid becomes a container that man’s mind fills, allowing people
away from their partners or relatives to feel close to them even if people are far

away [35].

2.3 Evaluating Human Robot Interaction

Traditional HCI evaluation is based on measuring the results in accomplishing
actions, and goals [36], [37]. This trend also exists in HRI where many studies
are devoted to measure performance quality, personal’s tactical awareness of the
robots’ environment and action mistakes [38], [39] and [1].

On the other hand, some researches in HRI specifically targets socially-situated
interactions between people and robots, with a particularly strong focus on hu-
man’s feedback. Much of the research in this area is performed under the title
of affective computing, a domain which explores how interaction with an inter-
face influences the emotional state, the feelings, and the satisfaction of the person
(Picard, 1999), The approach, based on affective-computing [40] focuses on partic-
ipants’ reactions based on personal experiences (and the context within which it
happens). The goal is to describe interaction experience rather than to explicitly
measure it starting from the assumption that it is important to accept the complex,
unique, and multi-faceted nature of experience which is of difficulty decomposition
into constituents [41], [42].

Robots not only provide the cause for explicit social interaction, but are also
integrate into everyday environments as social actors. The involvement of social
structures in social HRI highlights that, since robots are often viewed as life-like
entities (Tisseron 2015), it is possible that person-person structures and norms

may manifest between people and robots [27].
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2.4 Brain Computer Interfaces

Before the introduction of the features presented in this thesis, it is needed a short
degression on Brain Computer Interface to understand some of the concepts and
theories treatises in the follow-up.

Brain Computer Interface (BCI), also known as Brain Machine Interface (BMI)
is a direct method of communication between a human brain and a computer. This
channel of communication is independent from muscular capabilities and it’s used
by people with sever communicative and motor impairments like people suffering
Amyotrophic Lateral Sclerosis (ALS). It measures brain activity associated with
the user’s intention and translates the recorded brain activity into corresponding
control signals for BCI applications [43].

BCT’s studies were started by Hans Berger (1873 - 1941) a psychiatry profes-
sor who first published in 1929 his study on electroencephalography (EEG), the
measurement of electrical potentials generated by synapses with electrodes placed
over the scalp [44].

In 1968 Joseph Kamiya demonstrated the possibility to consciously control the
alpha rythms. First biofeedback projects were geared to the creation of human-
brain interfaces to enanche human cognitive performance for military applications.

In 1973 J. Vidal first coined the term Brain Computer interface, demonstrating
how was possible to use evoked potentials and signal processing algorithms to
control a cursor in a maze. In the last decades the research on BCI system spread
out and many different paradigms and application has been developed.

A first classification of BCI systems considers as discriminating the method of
acquisition of the electrical signal: invasive or not invasive techniques.

In invasive techniques, micro-electrodes are implanted directly inside the
skull (on the bark or within it); the main advantage consists in obtaining a high
signal-to-noise ratio (SNR). This technique brings many questions about long-term
effects and is not permitted by the laws of many countries.

In contrast, non-invasive techniques, characterized by electrodes positioned di-
rectly on the skin (scalp), have a significantly lower signal quality, in favor of a
much higher patient safety and portability that allows a wide use in research and

customer applications.



2. State of the art 16

Non-invasive techniques based on EEG have been broadly explored because of
their low costs and easiness of montage [45], and for the lack of risks for individuals
[46]. Electroencephalogram (EEG) is defined as the measurement of electrical
activity of the brain which is revealed as difference of potential between points on
the scalp and measured in ¢V (micro-volt).

In clinical EEG, electrodes are placed following an international montage method
called 10-20 system [47] which takes its name from the assumption that the dis-
tance between en electrode and the adjacent one is the 10% or the 20% of the
total right to left and front to back distance of the skull. Electrodes localization is
based on the strict relationship between their position and the underlining cerebral

cortex areas. The representation of the 10-20 standard can be found in figure 2.2

Figure 2.2: The 10-20 standard.

2.4.1 Signal acquisition techniques

Brain, together with the spinal cord, constitutes the central nervous system (CNS)
which has the function of interpreting signals, coming both from inside and outside
the body processing the responses.

Various techniques based on different physical principles exist to measure brain

activity. Between the others let’s cite the most used in literature.
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Electrocorticography (ECoG) is an invasive technique with excellent spa-
tial and temporal resolution. It uses electrodes placed directly on the exposed
surface of the brain to record electrical activity from the cerebral cortex. It has
low vulnerability to muscular and environmental artifacts but. Although ECoG
systems have been developed over the last ten years also on human individuals,
they are not applicable on a large scale to portable BCI systems because of their
invasiveness.

Magnetoencephalography has good spatial and temporal resolution, allow-
ing an accurate study of the characteristics of brain signals. This technique, due
to the order of magnitude of the magnetic fields to be measured, is not used for
the implementation of BCI systems intended for large-scale consumption but is
typically used for neuro-physiological investigations.

Positron emission tomography (PET) measures metabolic activity by de-
tecting the activity of radioisotopes placed in the patient. It is not possible to use
this technique for a BCI system because of the low spatial resolution and above
all for the invasiveness and production cost of the radio-pharmaceutical.

Functional Magnetic Resonance Imaging (FMRI) is a non-invasive imag-
ing technique that allows researchers to detect information about brain metabolism
using the BOLD signal (Blood Ozygen Level Dependent), dependent on the degree
of variable oxygenation of different areas of the brain.

Near infrared spectroscopy (NIRS: Near-Infra Red Spectroscopy) is a non-
invasive real-time diagnostic technique, capable of measuring tissue oxygenation
using relatively low cost portable instrumentation. This technique is likely to be
used in the future for the development of BCI applications.

Electroencephalography (EEG) is a technique based on the assumption that
the neurons communicate with each other through electrical impulses. Placing
electrodes on the scalp,it is possible to measure the amplitude of electric impulse.
Frequency range of a normal brain signal is 1 Hz-100 Hz. Generally, the signal
suffers from poor spatial resolution and low signal-to-noise ratio (SNR) since the
evoked response to a stimulus is drawn in the background activity.

While recording a signal, various artifacts are combined with the information
signals [48]. Different kinds of artifacts that affect the signal are blinking of eyes

during signal acquisition procedure, muscular activities, and activities happening
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in the background. Despite poor spatial resolution, EEGs have excellent temporal

resolution of less than a millisecond.

2.4.2 Comparison between Brain Computer Interface tech-

niques

In table 2.1 it is provided a comparison between several of the major recording
techniques along 4 principal dimension: Invasiveness, Spatial resolution, Temporal
Resolution ans Cost. EEG technique is compared with the other classes of tech-
niques that are considered: invasive microelectrode measures (single-unit, multiu-
nit, and local field potential recordings) and hemodynamic measures (PET and
fMRI). ERPs are grouped with event-related magnetic fields (ERMFs), which are
the magnetic counterpart of ERPs and are extracted from the MEG

Invasiveness. Microelectrodes require brain implant directly in the brain.
This led to a small number of individuals who are having electrodes implanted
for medical reasons. PET experiments expose users to radiation and to limit an
excessive exposure, only a small amount of condition can be tested. In contrast
there are no restriction on the amount of ERP or fMRI data that can be acquired
from each subject.

Spatial and temporal resolution. Electromagnetic measures have a tempo-
ral resolution of 1 ms under optimal condition and an undefined spatial resolution
because there are because there are infinitely many internal ERP generator config-
urations that can explain a given pattern of ERP data. Hemodynamic measures
have a limited temporal resolution of hundreds milliseconds and a spatial resolu-
tion in the millimeter range. Microelectrode measures have the best temporal and
spatial resolutions.

Cost. The ERP technique is quite inexpensive compared to other techniques.
An average EEG device costs thousands euros like g.usbAmp, but many com-
mercial solutions are coming on the market at very competitive prices such as the
emotiv Epoch+ amplifier that is sold for less the one thousand euros. On the other
side fMRI is fairly expensive (typically 500euro/ hour), and PET is expensive, pri-
marily due to the need for radioactive isotopes with short half-lives and medical

personnel. Intra-cranial recordings in humans are not extraordinarily expensive
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but it is very difficult to get access to the patients.

Parameter Microelectrode Measures Hemodynamic Measures Electromagnetic Measures
Good (PET)
Invasiveness Poor Excellent (fMRI) Excellent
Good
Spatial resolution Excellent God 82322223/ /gzszeil?gf{?\)ms)
Temporal Resolution Excellent Poor Excellent
Cost Fairly expensive Expensive Inexpensive (ERPs)Expensive (ERMFs)

Table 2.1: BCI recording technique comparison based on Invasiveness, Spatial
resolution, Temporal Resolution ans Cost.

2.4.3 Electroencephalograpy and Oscillations

Brain is permanently active, both when one is awake and when sleeping and present
a constant PSPs pattern variation to internal an external events. Part of this
activity is not driven by discrete events and have an oscillatory nature, reflecting
feedback loops in the brain and are named oscillation or rhythms.

The most prominent oscillation is the alpha wave with a frequency of approxi-
mately 10 Hz (from 8 to 12 Hz) as described in figure 2.3.

100 ms
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Figure 2.3: Single-trial EEG with large alpha activity. Peaks of the alpha rhythm
is separated by approximately 100ms (10 Hz).

Alpha oscillation is most prominent at posterior sites and are particular
evident when individual is tired or has his eyes closed. Usually alpha wave is
reduced when individual is well-rested or engaged with interesting tasks [49].

Theta Oscillation has been implicated in several brain functions, includ-
ing sensory processing, memory and control of voluntary movement [50], [51]. It

presents a frequency from 4 to 7 Hz. In Gallinat et al. [52] theta oscillation is
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defined as a synchronous oscillations at distinct frequency ranges are viewed as
an important mechanism linking single-neuron activity to behavior and mental
disorders. The role of hippocampal theta oscillations (4 - 12 Hz) in mnemonic
processes is increasingly targeted in the accumulating body of literature. Theta
activity located in the hippocampus area[53], is probably a major operational mode
of grouping for neuronal assemblie who cooperates on computational tasks[54].

Beta rhythm is a brain wave with a frequency between 15 and 20 Hz. Beta
waves are usually related to normal waking consciousness. Over the motor cortex
beta waves are associated with isotonic movements and are suppressed prior to
and during movement changes [55]. Bursts of beta activity are associated with a
strengthening of sensory feedback in static motor control and reduced when there
is movement change [56].

Gamma rhythm has a relatively high frequency (30 - 80 Hz). Gamma oscilla-
tion is modulated by sensory input and internal processes such as working memory
and attention[57].

In sensory cortex, gamma power increases with sensory drive [58], [59] and
with a broad range of cognitive phenomena, including perceptual grouping [60]
and attention [61]. At a given recording site, gamma is stronger for some stimuli
than others, generally displaying selectivity and a preference similar to that of
nearby neuronal spiking activity [62], [63].

All these oscillators, delta, theta, alpha, beta, gamma, are usually active in a
random way. However, by the application of sensory stimulation, these rythms are
coupled and act together in a coherent way. This synchronization and enhancement
of EEG activity gives rise to "evoked" or "induced" rhythms. It is possible to derive
amplitude and frequency of the individual sine wave by Fourier analysis as shown
in figure 2.4.

Evoked potentials (EPs), representing ensembles of neural population responses,
were considered to be a result of the transition from a disordered to an ordered
state. The compound ERP manifests a superposition of evoked oscillations in the
EEG frequencies, ranging from delta to gamma natural frequencies of the brain
[64].
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Figure 2.4: An example of mixture of oscillations at different frequencies.Fourier
analysis permits to determine amplitude, frequency and phase of each sine wave
composing the mixture.

2.4.4 Overview of ERP Component

In the present tesis work signals were acquired using Electroencephalography. It
therefore provided an insight on this technique to better address the works de-
scribed in the subsequent chapters.

From the EEG signal acquired during a task, it is possible to extract Event
Related Potentials (ERPs) originate as post-synaptic potentials (PSPs), which
occur when neurotransmitters bind to receptors, changing the flow of ions across
the cell membrane. When PSPs occur in large number of neurons, the resulting
potential is conducted at almost speed of light through the brain thus ERPs pro-
vide a direct, instantaneous, millisecond-resolution measure of neurotransmission
mediated neural activity [65].

ERP components can be either positive or negative since a PSP within a single
neuron creates a tiny electrical dipole, namely an oriented flow of current. The
polarity of the dipole depends on many factors and it is impossible to draw strong
conclusions from ERP polarity. In general, the voltage recorded is positive on one

side of the dipole, negative on the other.



2. State of the art 22

2.4.5 The Event Related potentials

ERPs provide an online measure of the processing of stimuli even when there is
no behavioral response and are typically used to answer cognitive neuroscience
questions. It is possible to detect different peaks, between the others P300 and
N400. Typically an ERP component is defined by a letter and a number; the
letter is traditionally used to indicate positive or negative peaks, respectively,
and the number simply indicates a peak’s position, as time latency (expressed in
milliseconds), within the waveform. Averaged ERP waveforms consist of a sequence
of positive and negative voltage deflections, which are called peaks, waves, or
components defined as ERP waveforms, which is the term ERP researchers use to
refer to waveforms created by averaging together the averaged waveforms of the
person. The use of grand averages [66] masks the variability across people, the
variability makes it difficult to see the similarities but may not accurately reflect
the pattern of individual results.

In my thesis I derived neurological features from the analysis of the P300 and
the N400. The P300 is composed by different distinguishable ERP components.
Squires, and Hillyard (1975) made the first major distinction, identifying a frontally
maximal P3a component and a parietally maximal P3b component. Other stud-
ies have shown that an unexpected, unusual, or surprising task-irrelevant stimu-
lus within an attended stimulus train will elicit a frontal P3-like response (e.g.,
Courchesne, Hillyard and Galambos, 1975; Polich and Comerchero, 2003; Soltani
and Knight, 2000).

Donchin (1981) proposed that the P3 wave is related to a process he called "con-
text updating" (updating one’s representation of the current environment). The
mark of the P3 wave is its sensitivity to target probability: As Duncan-Johnson
and Donchin (1977) described, P3 amplitude gets larger as target probability gets
smaller. Local probability also matters, because the P3 wave elicited by a target
becomes larger when it has been preceded by more and more non targets. In addi-
tion, P3 amplitude is larger when individuals devote more effort to a task,leading
to the proposal that P3 amplitude can be used as a measure of resource allocation
as stated by Isreal et al., 1980.

The N400, is language-related component as first reported by Kutas and Hill-
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yard (1980). The N400 is negative-going wave that is usually largest over central
and parietal electrode sites, with a slightly larger amplitude over the right hemi-
sphere than over the left hemisphere. The N400 is typically seen in response to
violations of semantic expectancy and appears to be generated primarily in the
left temporal lobe.

The amplitude of the N400 response was most susceptible to manipulation
(becoming smaller when factors rendered information more expected and thus
easier to process) and most likely to vary with many of the same factors that

influence RT measures (see overview in Kutas and Federmeier 2009).

2.4.6 The P300 detection paradigms

P300 wave is a Event Related Potential (ERP) elicited by external stimuli. Typi-
cally it is elicited accordingly the three different paradigms [67], as shown in figure
2.5.
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Figure 2.5: The three paradigms used to elicit the P300 ERP: Single Stimu-
lus(upper), Oddball (center) e Three stimuli (lower).

First paradigm, known as the Single Stimulus paradigm, requires that the

target is presented to the subject sporadically in absence of further stimuli. When



2. State of the art 24

the target is observed, a P300 potential can be determined.

The second protocol is the Oddball Paradigm. In this case, a sporadic target is
displayed within a context of standard and repeated stimuli.

The third protocol, known as the Three-Stimuli paradigm, adds distracting
stimuli to the oddball paradigm. The target stimulus is therefore rarely presented
within a sequence of regular standard stimuli and sporadic distractor stimuli.

The P300 wave is measured by evaluating its amplitude and latency. Amplitude
in the order of micro volt (uV') is defined as the difference between the average
reference voltage before the stimulus and the highest positive peak of the ERP
waveform within a time window (usually 250-500 ms). Latency (ms) is defined as
the time elapsing from the start of the stimulus to the maximum positive amplitude
point of the signal within a time window [68].

The P300 wave has an amplitude range between 6 and 20 pV and a latency
between 250 and 400 ms. The peak signal persists at most for 100 ms.

According to studies by Emanuel Donchin [69], the P300 component indexes a
brain activity when an incoming stimulus causes a change to a particular mental
representation.

In particular, an attention driven comparison process evaluates the represen-
tation of a previous event in memory with the representation of the event just
occurred. If no change in the stimulus is detected, the current mental model of
the stimulus is kept in memory.

If a new stimulus is detected, a change or update of the stimulus representation
is performed, resulting in presence of a positive peak of the P300 wave, as shown

in figure 2.6.

2.4.7 The Oddball paradigm

Many works proved that a P300 based Brain Computer interface can be adopted for
long time communication with people affected by latera amyotrophic syndrome.
In particular it has been implemented an interface based on P300. (ALS) [70].
P300 wave was first described by Farwell and Donchin in 1988 [71], who defined
the Oddball paradigm.

In the oddball paradigm a Bernoulli sequence is presented to the user. The
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Figure 2.6: A schematic representation of a change or update of the stimulus
representation in presence of a positive peak of the P300 wave

Bernouilli sequence is composed by a finite or infinite sequence of binary random
variables, so it is a discrete-time stochastic process that takes only two values. The
component variables X; are identical and independent, , canonically 0 and 1.Those
stimuli relate to two conditions, defined in this context as frequent and infrequent.
User is asked to mentally count each time an infrequent condition is shown. [72].
To avoid habituation, conditions are presented in a random order. In Serby et Al.
[73] conditions are presented as stimuli, represented as texture displayed over an
interface organized as a matrix. Each element of the matrix represents an item.
Stimuli cover the items element by element or in a row-column fashion. The use

of matrix is particularly recommended to elicit a stronger P300 response [74].

The Classification methods

There are various classification algorithms for P300. The description of these
methods assumes that the identification of a potential P300 evoked by an EEG
can be considered a problem of binary classification with a discrimination function

having a decision hyper-plane defined by the equation. 2.1.

wf(x)+b=0 (2.1)
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Figure 2.7: Farwell and Donchin Interface

where z is the feature vector to be classified, f(-) is the projection function, w is the
classification weight vector and b is the bias. All methods uses different techniques
to solve equation 2.1 with b and w. Some of the most used in literature are the
Fisher’s Linear Discriminant Analysis (FLDA); the Stepwise Linear Discriminant
Analysis (SWLDA); the Linear Support Vector Machine; the Feature Extraction
method; the Artificial Neural Network.

The Fisher’s Linear Discriminant Analysis is one of the most widely used clas-
sification methods in BCI P300-based systems [75]. The basic idea is to determine
the projection from an N-dimensional feature space to a one dimensional space for
which the relationship between the variance between classes (target and non-target
is maximized, while the intra-class variance is minimized. The optimal projection

is defined by the2.2 equation.

w = (S_1 4+ 81) " (p41 — p) (22)

where S e p define average and co-variance of classes to be divided.
The Stepwise Linear Discriminant Analysis can be defined as an extension

of the FLDA with a feature selection filter. In particular, the method involves
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adding and removing terms from the linear discrimination model, thus producing
an adaptable model to the data used for training [76].

The method starts adding the most statistically significant feature to a linear
discrimination model. It follows a backward analysis to eliminate the least signif-
icant features. This process is repeated until the discrimination function includes
a predetermined number of values.

The basic idea of the Linear Support Vector Machine is to determine the sepa-
ration hyperplane, between two classes, to maximize the distance between the two
classes [77]. By indicating the class labels with y; € [£1], equation 2.1 model can
be reworded as follows:

yi(wf(z;) +0) +m =1 (2.3)

where 7; > 0 represent the separation margin between the two classes.

The feature Extraction based method is another possible linear [78] classifier.
It consists of searching for a subspace that maximizes the mutual information
between the set of projections

Y = {wai}and the corresponding T label set t; = {—1,+1}.

As far as classification through a neural network is concerned, a multilevel
artificial artificial neural network is considered forward with a single hidden layer
and a sigmoidal activation functions [79], [80]. The classifier generated through

such a neural network takes the form defined by the equation 2.4.

y(f,w,b) = fw?F (% wj; fj + bi) +b (2.4)

i=1
where M is the number of hidden layer neurons, N is the number of observed

features, b and w the threshold sets and coefficients weights.

2.4.8 Hybrid BCI

Hybrid BCIs are systems that interlace two BCI system or a BCI system with
another system in sequence [81] or in parallel [82]. The design of a Hybrid BCI
must respect the constraints that are related to the presentation of stimuli that

evoke the particular brain responses to detect. In [83] researchers developed a
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hybrid interface based on gaze and motor imagery while [84] explored how the
simultaneous gaze monitoring in conjunction with motor imagery could improve

the overall performance of the system.

2.4.9 BCI and robotics

A Japanese study conducted by Tanaka collects the results of experiments to
control an electric wheelchair through EEG signals [85].

Vora et al.[86] demonstrates the direct control of a robotic arm for everyday
actions. Waytowich et al. [87] demonstrated that an EEG-based BCI provide accu-
rate and reliable high-level control of a robotic manipulator and a human-machine
interface between the human brain and the robotic manipulator is developed. [8§]
explores a control system for an automated robot, and authors developed a brain-
actuated humanoid robot navigation system that uses an EEG-BCI to translate
different human intentions into appropriate movement commands for robotic ap-
plications.

In [89], Chella et al. demonstrated the possibility to control a robot in a
museum using BCI using a P300 interface.

Alimardani et al. [90] used the Geminoid robot as feedback for motor-imagery
related tasks and [91] used an audio-visual immersive system to improve user’s
performance in a robot control task.

Robotic devices have also been used to provide control of robotic devices to
facilitate stroke rehabilitation and control of orthoses [92], [93]. [92] describes a new
non-invasive brain actuated wheelchair that relies on a P300 neuropsychological

protocol and automated navigation.

2.5 The Biological Features

In this section I give an insight on the grounding theories to support the study
described in chapters 4, 3 and 7.

The P300 component of the event-related potential is a waveform that can be
extracted from the ongoing electroencephalogram through different paradigms [94]

and it is associated with cognitive information processing (e.g. memory, attention,
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executive function) [95].

In statistics, the coefficient of determination, r? indicates the proportion of
the variance in the dependent variable that is predictable from the independent
variable [96]. In [45] it is used to evaluate sensorimotor cortices and in the mu-
and beta-rhythm frequency bands during motor imagery. For Mark et Al.[97], 72
is a good predictor of the P300 BCI performance for ALS people.

In a BCI context, the coefficient of determination is computed over signals that
have been measured under two different task conditions. It is a measure of how
well the original task condition ("user intent") may be inferred from a brain signal?.

Neurological features have been used New hybrid BCIs explores the possibilities
to calculate user’s mental state during tasks and evaluating stress and fatigue
during BCI tasks [98]. Stress, accordingly to [99], can be classified into: mental
stress, emotional stress and physical stress.

The application of the described biological features, related with user’s brain
activity has been mainly explored during BCI task and not applied to the human
robot interaction. My thesis, starting from the referred literature wants to explore
how human robot interaction can be improved by the use of such features.

[100] introduced a Stress Index based on Shannon’s Entropy to quantify the
energy distribution from EEG Power Spectrum due to stressors. [101] used sample
entropy to detect the difference in EEG signals due stress and fatigue condition.

[102] studied the correlation between eeg rhythms and additional information
for characterizing user’s mental states. In [103] a change in the pattern of alpha
wave during drive fatigue has been reported. A method based on Shannon En-
tropy and Kullback-Leibler measured a relative quantification of fatigue based on
spectral analysis of EEG [104].

Entropy describes the distribution of signal components and non-linear entropy
methods describe the complexity of EEG signals [105].

3http:/ /www.bci2000.org/wiki/index.php/Glossary - Accessed 15/05/2017.
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2.6 Trust in robotics

In this section it is provided an insight on the concept of trust, to provide a
theorical support to the study proposed in 7. The research into the meaning and
the conditions of trust has spread from economics, psychology and philosophy to
A.I. and robotics, in which it turns out to be fundamental. It spans the assessment
of user’s acceptance of technology and confidence in agents systems and e-services
[106], [107] the control strategy in using artificial agents and robots [108] the design
of human computer and robot interaction [109].

The research into trust provides such fields with interdisciplinary concepts and
models, which are part and parcel of core questions centred on user experience
and system design. Users trust in artificial systems is a factor of the likelihood
of relying on the functions of computer aided decision systems, communication
and transaction systems [110]. Trust calibration is crucial to select efficient and
adaptive control strategies when users need choosing automation or supervision
on the grounds of the reliability and the capability of the system [111].

As far as human robot interaction is concerned, the issue of trust is extended
to the characteristics that make robots different from computer mediated or au-
tonomous systems such as an embodiment that promotes in the user the sense
of co-localization or even of co-presence with the artificial agent, the increased
flexibility of high level functions supported by the sensory and the motor abilities
of the robotic device, the widening of the operating environment in which more
complex tasks are carried out, which come also close to those users deal with in
ordinary experience [112].

To interact and cooperate with humans in their daily-life activities, robots
should exhibit human-like "intelligence". This skill will substantially emerge from
the interconnection of all the algorithms used to ensure cognitive and interaction
capabilities [113]. Nevertheless, the initiative of a robot during a collaborative
task with a human can influence the pace of interaction, the human response to
attention cues, and the perceived engagement [114].

The issue of trust is scaled up in social robotics [115]. Robots are designed to
embed or let the social intelligence abilities to arise in the situated interaction with

the users, by which they can be recognized as team members or as companions,
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that is to say and partners on a par with human subjects, for work, assistance,
and education [116].

Human-humanoid interaction is indeed a demanding test bed for the adverse
effects on the interactions, which are due to the so-called uncanny valley [117].
For the same reason it is also a promising field to study the conditions at which
the social human-robot interaction may be as much efficient as natural-like for the
users.

There are in fact many definitions of trust, which however recognize the com-
mon character of trust in the willingness to bear the cost of relying upon another
agent in uncertain or risky conditions at which the positive expectations on the
latter weigh against one’s vulnerability or the likelihood of failure [118].

The uncertainty is due to the lack of perfect knowledge of the intentions of other
agents, and the risk is the perceived probability of a loss due to the opportunism
and the free-riding of other agents who may defect instead of reciprocate, for the
relation to be of mutual benefit, once having exploited some gain.

The application of the issue of trust in A.I. and Robotics emphasizes variously
these elements of the concept of trust. Madsen and Gregor define trust as the
confidence and will to act on the basis of the recommendations of an artificial
intelligent decision aid. Lee and See construe trust as the procedural attitude
that guides the reliance on automation to achieve one’s goals at the boundary
conditions, which limit the application of explicit rules and dedicated cognitive
resources. The main limit of the referred state of the art consists in neglecting
the use of neurological. features for trust assessment. My thesis wants to improve
the current state of the art exploring a model of trust derived from neurological
features.

[119] interprets trust as the willingness to accept the information and sugges-

tions of a robot, and to be confident in its behaviour in high-risk situations.

2.7 Honest Signals

In this section it is provided the theorical grounding for the study proposed in
Chapter 8.
The so-called social intelligence, as stated by Albrecht (2005), Ambady and
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Rosenthal (1992) and Walker and Foley (1973) is manifested through the ability
to exhibit and recognize social cues and behaviours. These two elements are an
expression of attitudes which occur during social interactions through a multiplicity
of nonverbal behaviours such as facial expressions and body postures as reported
by Vinciarelli et al. (2009). The social signals, according to Richmond et al.
(1991), represent, therefore, a continuous source of information for establishing
emotions, moods, personality and other traits that are routinely used during the
daily relationships.

Pentland and Heibeck (2008) refer to social signals as honest signals because
they are a separate communication network that allows to accurately predict the
nonverbal signs that typically occur during everyday human interactions. They
also underline how some people often use signals as smile, frowns and fancy clothes
as an expression of who they are or who they want to be. Many people use
consciously this kind of nonverbal signals because they know the social effects that
they can have on the communication.

[120] and [121] propose a set of four non-verbal movement features that char-
acterize human behavior during the interaction.

[122] has extended the theory of honest signalling to strategic contexts in which
humans are engaged in face-to-face or group interactions. Speed dating and salary
negotiations are examples of face-to-face interactions, while tactical decision mak-
ing and coalition membership shifting within and across groups are examples of
social aggregates interactions when conflicting or competing interests hold.

Like in biology, honest signals are unconscious, in the sense that they do not
involve conscious reasoning, normative or linguistic judgments, mandatory and
costly in terms of cognitive resources.

[122] describes four types of honest signals by which agents tune, synchronize
or change cognitive features that are socially salient like attention, understanding,
interest, focus and openness. The first type collects signals of the influence that
agents have in the interaction, which is displayed by the distribution of attention
to control and orienteer the communication and the behaviour.

The second type collects mimicry signals that display the tuning of agents to
each other, like nodding or leaning towards or away, providing feedback for mutual

understanding and cooperation.
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The third type collects signals of the activity by which agents maintain the
interaction, which is displayed by the increase of the energy devoted to making
gestures and sustaining the conversation.

The fourth type collects signals of the consistency of motivation and of deter-
mination of agents in pursuing some goals in the interaction. Those signals consist
in modulating the energy applied to gestures and words and its distribution in
time. To measure honest signals Pentland proposed a sociometric [123].

Discontinuous or smooth modulation and regular or irregular distribution are
signal of the emphasis and the openness of agents as well as of the straightforward-
ness or conflicting interests of agents. Honest signals are traded back and forth by
individuals face-to-face, within and across groups, hence they build "social circuits"
or networks in which the trust and reliability needed by successful interaction are
unconsciously settled.

On this account honest signalling serves as a machine whose function is drawing
decisions and actions out of agents in such a way to solve coordination problems,
when the information is not fully available to all of them.

Because signalling is mandatory [122] and [124] assumed that technological
"socio-scopes" can track honest signals accurately and continuously as extraction
of the of associated physical variables.

The described theory for honest signals have been mainly applied only in
human-human interaction. In my thesis I intend to explore for the first time
if this theory can be applied also in a human-human interaction mediated by a

humanoid robot.

2.8 Emotions Representation

In this section it is provided a description of the theory used as basis for the study
provided in Chapter 9.

Emotions can be described as the human response to adapt himself to the
constant environmental stimuli deriving from one’s circumstances, mood, or rela-
tionships with others. Emotions are the results of complex psychological and phys-
iological systems activated by the perception of significant environmental events.

Many researches have been conducted in order to investigate how to represent
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Figure 2.8: The Russel Circumplex. FEach emotion can be maped on a bi-
dimensional space based on arousal and valence.

emotions and how it is possible recognize them, as shown in [125] or [126]. Among
the many approaches illustrated in psychology, the one based on emotional cate-
gories is one of the most often used in literature [127] , having focus on modelling
emotions according to different and discrete emotion classes and labels. One of the
most used approaches has been developed and described by Paul Ekman in [128].

In his work, Ekman claimed that all the emotions can be mapped into a six-
dimensional space defined by six basic emotions, namely anger, disqust, fear, joy,
sadness and surprise. Using this model it is possible to represent human emotions
as a balance of the six basic emotions.

A two-dimensional, alternative to the Ekman’s model, has been described by
Russell et al. in [129], further extended by Posner et al. in [130]. In these works,
authors defined a "circumflex model of affect” , aimed to accurately describe ev-
ery possible emotion. In particular, authors suggest a two-dimensional structure
in which an emotional event may vary quantitatively along two independent di-
mensional variables. One dimension (valence) describes the degree of pleasantness
or unpleasantness, whilst the other dimension (arousal) indicates the intensity in
terms of physiological activation. The combination of these two dimensions gen-
erates the subjective emotional feeling. By means of this model, every emotion
can be defined as the combination of two different levels of arousal and valence.
The emotional categories may be ordered along the aforementioned circumflex, as
shown in Figure 2.8.

inthe study presetend in Chapter 9, the circumflex model has been used to
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describe the audience emotional responses, as well as the emotional content of the
pieces of music of the composition. This allows us for discretizing the whole spec-
trum of emotions in four "areas" , one for each quadrant of the circumflex. Each of
these areas was associated with a different color: from the first to the fourth quad-
rant, happiness (yellow), anger (red), sadness (blue) and serenity (green). These
colors have been chosen for being associated with the correspondent emotions,
accordingly to findings in [131] [132].

2.8.1 Music and robotics

There are several relevant works in the field of Robotics in musical applications.
Among them, Hoffman et al. have defined the sense and outcomes of sharing an
experience with a robot and this concept has been proposed as Robotic Experience
Companionship (REC) [133].

Lim et al. proposed a unifying framework to generate emotions across voice,
gesture, and music, by representing emotional states as a 4-parameter tuple of
speed, intensity, regularity, and extent [134].

McCallum et al. stated that improvised musical interaction are able to pro-
vide an improvement of social presence and engagement during long term Human
Robot Interaction (HRI) [135]. Burger et al. developed a simple robot with the
goal to display its emotions by performing expressive movements during musical
performances [136].

Brown et al. derived a framework for implementing happy and sad gestures on
a humanoid robotic platform to measure user’s predominant perceived emotions
to enhances the social interaction [137]. This short list show the broad interest
of the scientific community towards the use of (humanoid) robots for conveying
emotions both from and to people in a musical context. The main limit of the
presented literature consists in considering the interaction between a person and
a robot, without taking into account the overall interaction of a group of people.

My thesis wants to explore this neglected field of human robot interaction.



Chapter 3

The UnipaBCI Framework

In this chapter the unipaBCI framework is presented. It is a novel modular ar-
chitecture for Brain Computer Interface. The design and implementation of this
architecture has been a mandatory step to create a scalable, modular and reli-
able architecture to support researches described in the following chapters. A full
description of the UnipaBCI Framework has been presented at the International
Conference of Complex Intelligent and Software Intensive Systems [12]. The chap-
ter is organized as follow: first the introduction on BCI framework is presented.
Secondly, the UnipaBCI framework is described. Thirdly, UnipaBCI performance

are evaluated in a laboratory setting.

3.1 Introduction

The development of BCI based application requires using framework with dedi-
cated features and many BCI software both open source and proprietary have been
developed nowadays.

BCI2000 has been developed since 2000. It is commonly used for data ac-
quisition, and real time applications. BCI2000 supports different device for data
acquisition systems, algorithms for signal processing and paradigms. It provides
an SDK to develop new paradigms and module. The main workaround consists
in developing new modules in a fast way since the framework become quite huge

from its beginning.
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OpenVibe [138] is an open-source software platform to design, test, and use
brain-computer interfaces in real and virtual environments. Composed by many
modules that can be connected and integrated to develop new BCI applications by
source code or graphical block applications. Although is graphical approach based
on module interconnections apears to be interesting, the interconnection with the
g.usb amp, which was mainly used for my research, appears to be not stable and
so it was not possible to use it as a software ground for my research.

IntendiX P300 is a proprietary software developed by g.tec medical engineering
GmbH, Austria. It provides an EEG-based spelling software. It provides visual
simulation, train the classifier and elaborate the data to extract a target character.
It does not provide the opportunity to develop new modules and functions, since
it is a property software.

All the proposed solutions appeared to have limitations for the purpose of my
research and for this reason I started the development of a new BCI framework to

support the subsequent researches.

3.2 Robotic application of BClIs

Brain-computer interfaces have been designed and developed to communicate and
control peripherals that can replace or help users in movements and ations they
may no longer be able to perform. A BCI system, in fact, allows to control an elec-
tronic or electromechanical device through a voluntary modulation of the user’s
brain activity, without the user’s have to use his or her voluntary muscular appa-
ratus. The interface known as Graz BCI, created by Pfurtscheller and colleagues
in the early 2000’s, uses instead the bands and sensory rhythms (SMR: Sensory
Motor Rhythms) and their synchronization-desynchronization for some interesting
applications. This interface has been used to control grasping actions.

This leaded to the design and implementation of UnipaBCI, a dedicated BCI
framework, entirely designed and implemented to realize a real-time hybrid frame-
work interfaceable with different hardware devices, User Interfaces, classification
algorithms and robots. Such architecture has been mandatory to build up experi-

ments and scenarios to test human robot interaction along different set.
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3.3 The framework architecture

The UnipaBCI framework grounds on the architecture designed accordingly to the
key points described in [139], where the mandatory features that a BCI framework
must be equipped with are underlined. It is composed by five main modules:
Acquisition module, Signal processing, User Application, Device Controller and
Control Application as reported in figure 3.1. Each module communicates with
the others through a TCP/IP network protocol.

- )

CONTROL APPLICATION
T l THREAD T j THREAD I l THREAD T 1 THREAD
EEG WAVES CONTROL SIGNALS COMMANDS
ACQUISITION SIGNAL USER DEVICE
—d | ————————— —>
MODULE PROCESSING APPLICATION CONTROLLER
1 I

\ EVENTS j

Figure 3.1: The architecture of the UnipaBCI.

The goal is to realize a real-time BCI system able to convert the brain signals
in commands for the output device controlled. In particular, the User Application
module setups the BCI parameters and provides a GUI for eliciting user’s brain
activity.

The brain signals, extracted in real-time from the user’s brain, acquired by the
Acquisition module, are elaborated and stored in dedicated multi-buffer structures
to keep track of BCI parameters: channels, acquisition rates, filters and event
markers.

The event markers are used by the control application to signal to all mod-
ules the beginning and the ending of the events related to the life cycle of the
application.

The Signal Processing module extracts data from the buffers, elaborates them
and sends the control signal obtained, through the User Application module, to

the Device Control module, to manage the output device.
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In current implementation, the gusbAmp BCI device produced by g.tec! has
been used. The system has been designed to be modular to enable the development

of new BCI paradigms and algorithms and to control different external devices.

3.4 The UnipaBCI framework

The system provides two operative modalities: Training to calibrate the system
over the user and Recognition to use the system, after it is calibrated, to spell
letters and symbols. Next paragraphs will provide an insight on the main parts of

the architecture.
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Figure 3.2: The architectural schema of UnipaBCI framework (Each color of the
blocks is related to a specific functionality).
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3.4.1 The Acquisition module

The system is compatible with the g.usbAmp, produced by g.tech, a high-performance

and high-accuracy biosignal amplifier with 16 simultaneously sampled biosignal

Thttp:/ /www.gtec.at/Products/Hardware-and- Accessories/g. USBampSpecs-features
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channels with 24 bits, connected with USB socket to the PC ( for details please
consult the Guger technology website (http://www.gtec.at). The maximum number
of channels, as well as the sample rates and the applicable filters are fully depen-
dent from the hardware. The framework theoretically works with more than one
g.usbAmp at the same time but only single device tests have been done for the
current implementation.

The Acquisition Module is used to connect to the G.usbAmp and to manage
the recording of the electrical potentials, defined as raw signals, extracted in real-
time from the brain of the user. The acquisition rate was set at 256 Hz and it has
been implemented a Notch filter of 50 Hz. Raw signals are band-passed between
1 and 50 Hz with a 6 — th Order Butterworth filter.

The g.usbAmp supports the following sampling rates: 32, 64, 128, 256, 512,
600, 1200, 2400, 4800, 9600, 19200, and 38400 Hz. The Notch Filtering could
be applied in the ranges of 48-52 Hz and 58-62 Hz. The bandpass filters can be
applied between 0 and 2000Hz.

3.4.2 The Signal Processing module

The signal Processing Module is used to extract relevant features from the raw
signal. This module is composed by a pre-processing module, used to remove arti-
facts from the signal, a training module, dedicated to the computation of weights
of the classifier and a recognition module used to discriminate user’s brain activity.

In figure 3.3 is described the architectural schema of the Signal Processing Module.
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Figure 3.3: The architectural schema of Signal Processing Module.
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Signals, acquired and digitalized by the Acquisition module are down-sampled

to reduce data dimensionality. To avoid aliasing effects, a preliminary study to
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find the best reduction factor has been carried out and, based on findings in [140]
and [141], a reduction factor n = 4 has been set up. In this way, signals originally
acquired at 256Hz are stored with a sample frequency of 64Hz.

The Windsor filter is applied to the signal to cut off the outliers values reducing
their bias effect. The Winsorization module defines a threshold that considers
values as outliers, based on median and inter-quartile range and it takes into
account only 1% of these values. The signal is then normalized using a z-score
method [142]. The algorithm works by subtracting from each feature the mean pu
and dividing it for the standard deviation o.

The Training Module implements a Bayesian Linear Classifier [143] that out-
puts a weights vector to classify the normalized samples obtained from the Pre-
processing Module.

The brain signals acquired are synchronized with the Visual Stimuli related to
two class labels: target and non-target. The brain signals and the class labels are
used by the classifier to discriminate the membership for each stimulus.

Brain signals are inserted in a structure called BSP (Brain Save Potentials),
with dimension [F' * N] where F represents the features extracted and N is the
number of normalized samples extracted for each epoch. The epoch size has been
set to 600 ms.

The Regression Targets Computation calculates the regressions targets from
the normalized samples using the Bayesian Linear Discriminant Analysis (BLDA)
[144] .

BLDA is based on the assumption that regression targets are set as % where N
is the total training samples and N; is the total number of samples for the i—thclass.
The Bias Terms addiction consists in the introduction of a bias term, as a systemic
error due to data modelling.The eigenvectors and eigenvalues calculation calculates
the eigenvectors and the eigenvalues for X = X - X7

The weights are calculated using the following equation:

D15.w) = () el 1w 1) 5.1)

where t represent the regression targets, X are the in the training matrix, D is
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the pair(X,t), § is the inverse of the additive noise and N is the total number of
samples.

To calculate the posterior distribution w it is necessary to calculate the condi-
tional expectation for w given «. This distribution is expressed as a multivariate
Gaussian distribution with zero mean, expressed as:

D 1

p(wla) = 2—1_11 (;;) “exp (—;wT[’(a)w> (3.2)

where I’ (o) is a diagonal matrix with dimension D x D; «; is the inverse of the vari-

ance of the distribution of each weight w; and it’s used to estimate the importance
of w; in the regression model[145].

From this equations, the algorithm iterates the process and calculates the «
and (3 values until they are lower then an error €. The Recognition module is used
to recognize the command selected by the user with the BCI device after w is
calculated.

The recognition module determines a new vector of signal samples as:

m, =Y W . (3.3)

where w is the weight vector and z is the original brain signal. For each k& — th
symbol of the interface the x acquired during the presentation of the k—th stimulus

are summed with the corresponding my:
Vp = Mg + Tk (34)

The k-th symbol, corresponding to the maximum vy is selected as output of the

Signal Processing module.

3.4.3 The User Application module

The User Application module, shown in figure 3.4, consists of the Operator Console
and the User Interface. The Operator Console is used by the experimenter to set
system parameters, choose operational modality (training, recognition), monitor

the experiment and set the network address of external devices.
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The User Interface provides the stimuli interface and it consists by a symbolic
or alphabetical matrix whose dimension and icons are dynamically selected by the
user.

The user aplication module supports single stimulus (here defined as single
square modality) and oddball( here defined as row-column modality) elicitations.
Each item is highlighted with an icon showing the Einstein face, to increase ERPs
response. In fact, findings in [146] demonstrated that well known faces strengthen
the P300 response.

MName:

Flashing modality: lSingIe square -

Dimension of interface: I 3x3 he

Number of calibration target: 3
Target: [1 '] LS v| :9 ':

MNumber of flash: 3
Interface modality: Alphabet Sensor module

IP/Port Telenoid: 198, 153.439 12050

{FI'ART CALIBRATION| |START PREDICTION] [SI'ART PREDICTION FROM FILEJ \

(A)

Figure 3.4: The Operator Console (A) and the User Interface (B).

3.4.4 The Control Application

The Control application module, shown in figure 3.5 consists of the States Manager
as the main controller and by three sub-controllers the Acquisition Controller, the
Interface Controller and the Device Controller.

The States Manager is the core of the whole platform. It is the main thread,
managing all system states. After the platform has been started, it could be in
Training State or Recognition State. For each of the states it manages the execution
and synchronization of the sub-controller.

In Training State it will activate the Acquisition Controller and the Interface

Controller.



3. The UnipaBCI Framework 44

In Recognition State it will activate the Acquisition Controller, the Interface
Controller and the Device Controller. The Acquisition Controller is used to man-
age the EEG signal recording and storing. The Interface Controller manages the
execution of the User Interface and the stimuli synchronization. The Device Con-

troller controls the external device, used as final output of the system.

MAIN THREAD STATES MANAGER

7
Q9 “,
&

8
< 9
ACQUISITION INTERFACE DEVICE
CONTROLLER CONTROLLER CONTROLLER

Figure 3.5: The Control Application module.

QV3YHL

3.4.5 The Flash Optimization module

Accordingly to personal differences (e.g. BCI skills, level of concentration, stress)
it is not possible to have a prior definition of the right number of stimuli needed
to discriminate the P300 potentials.

For this reason, in order to find the correct number of stimuli (flashes) to be
presented to the user during the trials, two modules have been implemented: one
for the training session and the other one for the recognition session.

The Offline Flash Optimization module is used to identify the best number of
stimuli to be presented to the user based on the percentage of symbols correctly
classified in the training set. This modules merges the vector of weights w with
the target id representing the expected symbol of the interface user must mentally
select.

The optimization module calculates the minimum number of flashes needed for
the best precision of the system, intended as the probability of correctly classify
the id of the target.

The Online Flash Optimization is used during the Recognition phase, when
there are no prior informations on the target id that user is going to select.

For the target id selected the Online Flash Optimization evaluates the minimum

number of stimuli for correct selection and set the next iteration stimuli to that
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value.

3.4.6 The Device Controller module

The Device Controller module is used to send commands to an external device con-
nected to the system. In this study, the Device Controller Module sends commands
to the Telenoid R1 robot used as an embodied communicator.

To detach the platform from the device connected it has been implemented a
network interface based on TCP/IP for connection. In this way the robot doesn’t
need to be in the same physical place as user. Each command selected, it is sent
to an Accumulation Buffer, until a termination character is selected. The obtained
string is translated in an audio file using Text- To-Speech API.

The Device module also initializes the Network Connection and sends the vocal
file to the robot to be reproduced. At the end of the reproduction, Telenoid sends
a termination ack to the device module which informs the device controller of the
correct termination of the behaviour and enables the system to perform further

operations.

3.5 Online Evaluation and validation

The experiment has been conducted in a controlled light room under the supervi-
sion of an experimenter. The experimenter controlled all the phases of the exper-
iment and instructed the participants.

Participants were instructed to avoid movements, blinking, swallowing and
speaking. To limit the artifacts, it was asked them to focus on the GUI and to
mentally count each time the expected item was highlighted.

Participants wear a g.Cap with electrodes in Cz, Pz, C3, C4, accordingly the
10-20 montage system [147]. This montage has been empirically eliged because it
provided best results, even with a small number of electrodes.

Participants sit at a distance of 40 ¢m from the interface monitor, a Telenoid
robot was connected to the system to provide feedback to the participants on the
ongoing of the experiment. In figure 3.6is reported a schematic description of

the experimental environment setup. The experiment has been conducted on 20
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Figure 3.6: The experimental environment setup.

healthy participants with a median age of 23 years, 15 male and 5 female,with an
average scholarization of 14 years. 10 of them have been defined as Expert since
they had a prior knowledge in using BCI (more then 10 hours in controlling BCI)
while the others five had no prior knowledge of BCI systems. All the participants

were informed of the purposes of the study and gave their written informed consent.

3.5.1 The precision of the system

An experimental session with expert and non expert BCI users has been con-
ducted. In this experiment it has been investigated the precision of the UnipaBCI
framework accordingly to personal skills and using different operative modality:
single square and row-column with a 5x5 alphabetic interface.

In single square mode each target was highlighted separately while in row-
column mode for each target, all the row or all the column containing it were
highlighted.

The first step consisted in the calibration to train the system over users. For

this step a 5x5 matrix formed by the first 20 letters of the English alphabet was
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Row - Column mode S1 52 S3 S4 S5 S6 S7 S8 59
Experts Precision | 80.00% 80.00% 100.00% 90.00% 80.00% 100.00% 100.00% 80.00% 100.00% 90.00%
Beginners Precision | 90.00% 80.00% 70.00% 90.00% 100.00% 80.00% 100.00% 70.00% 80.00% 90.00%

Experts avg flashes 5 6 6 5 5 4 4 5 3 7

Beginners avg flashes 9 8 7 9 10 8 10 7 8 9

Table 3.1: Results for expert and beginners in terms of precision and average
number of flash with a 5x5 interface and row-column modality.

used. The calibration session was formed by two trials, and each trial was formed
by a sequence of three items. A total of 10 enlightenment for each item have been
shown to each subject. At the end of the calibration session, the system calculated
the attended percentage of success to be used during the recognition session to
achieve a prediction of 100% of success for classification.

All participants successful completed the calibration phase with success. This
result suggests the BLDA algorithm was able to correctly classify the provided s.

In the recognition modality, participants were asked to recognize a total of 20
items randomly chosen by the experimenter from a 5x5 alphabetic interface. 10
item were presented in row-column modality and 10 in single square mode.

The stimuli presentation modality between users has been randomized. Each
item was highlighted from 1 to 10 times for 125 ms accordingly the results provided
by the Optimization Module. Between two subsequently stimuli, a random time
interval between 175 ms and 225 ms was set to avoid users’ habituation.

Table 3.1 reports results obtained in row-column (RC') alphabetic modality.
Experts achieved an hit rate of 90.00%=+ 9.43% while beginners successfully com-
pleted the task with a precision of 85.00%= 10.80%.

Accordingly to the row-column paradigm used, for a 5X5 interface, the total
number of possible target is 10. The average number of flash, set by the Opti-
mization module was 5+ 1 stimuli for Expert and 9+ 1 stimuli for Beginners (all
values are averaged to the closest integer by the Optimization module). In table
3.2 are reported results for the single square modality. Experts achieved an average
precision of 85.00% =+ 13.54% and 80.00% =+ 9.43% for non expert users.

The average number of flash, set by the Optimization module was 541 stimuli
for Expert and7 + 1 stimuli for Beginners.

A statistical analysis of results provided in table 3.1 and 3.2 are reported in

section 8.3.
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Single Square mode S1 S2 S3 S4 S5 S6 S7 S8 S9
Experts Precision 100.00% 90.00% 90.00% 80.00% 100.00% 80.00% 80.00% 70.00% 60.00% 100.00%
Beginners Precision | 80.00% 80.00% 70.00% 80.00% 70.00% 80.00% 80.00% 70.00% 90.00% 100.00%

Experts avg flashes 6 4 5 7 5 4 4 5 6 7

Beginnersa vg flashes 4 6 7 8 9 8 6 8 7 7

Table 3.2: Results for expert and beginners in terms of precision and average
number of flash with a 5x5 interface and Single Square modality

3.5.2 The speedup factor

The speedup factor represents a measurement of the system performances in terms
of bit-rates defined as the number of correctly spelled items. The Optimization
Module provides adaptation on the number of stimuli accordingly to the classifier
results. in particular, the number of stimuli is set at the beginning of each ses-
sion and whenever the classifier prediction reaches 100% the correspond symbol is
provided as output and the remaining stimuli are not presented to the user.

The speedup factor F represents the differences in speed with and without
the optimization module active and improves the bit-rates of UnipaBCI. It could

be described as:
Sk Top x St + 1

Fo —
s S« Tnoopt ¥ St x 1

Where S is the number of participants, T, is the total number of target with
Optimization Module active, Tvoop is the total number of target with Optimiza-
tion Module inactive St is the stimuli duration, [ is the inter-stimuli duration.

Each stimulus lasted 125ms, the inter-stimulus was set between 175 and 225
ms and a total of 10 users accomplished a total of 200 trials for each modality (
Row - Column and Single Square).

Without the Optimization module active, the number of flash was set to 10,
while in table 3.1 and 3.2 are reported the average number of flash used during
the experiment In consideration of this, the speedup factor with the optimization

module active was 1.49 in Row-Column mode and 1.62 in Single Square mode.

3.5.3 Questionnaire analysis

At the end of the experiment, it has been asked have asked participants to fill a

questionnaire consisting of 6 questions to be answered with 3-points Likert scales.
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All 20 participants filled the questionnaire.

The purpose of the questionnaire was to examine the user acceptance of Uni-
paBCI from a qualitative point of view and to have the confirmation that the
proposed system meets all the necessary requirement for a BCI framework.

From results shown in figure 3.7, it is clearly possible to deduce that partici-
pants find unipaBCI easy to use (Q1,Q2); the experiment was well prepared (Q4,
Q5). Although participants found quite demanding to focus during the experi-
ments (Q3), 12/20 participants were overall satisfied while only two participants
were not satisfied (Q6).

20

, -II --I III ] II -II

ae: 1 am overall

=
(=]

(5]

e ; 4: E i tal
QL:Systemis easy Q2: Beginnerscan (3: Using UnipaBCl Q4: Experimen Q5: Flash Timing is

do not require Environment is satisfied by
? ? ?
to use? use thesystem?  \oec of focus? well lighted? proper: UnipaBCI?
M | Disagree 2 2 3 0 0 2
o Neutral 4 2 ] 2 6 6
W | Agree 14 16 6 18 14 12

Figure 3.7: Results of the questionnaire filled from participants after the experi-
ments.

3.5.4 Real Time Capabilities of the UnipaBCI

The framework has been developed using Microsoft Visual Studio 2012 to provide a
complete IDE for the code writing. The operating system used to implement Uni-
paBCI is Windows 10 since it provides more support to the API of the g.usbAmp
hardware device used to test the framework.

C++ was selected as language, because it introduces a low performance over-
head at run-time. GUI and other visual components are implemented in OpenGL.
To test the real time capabilities for the UnipaBCI framework it has been followed
the approach stated in [148]. Test was run on a Intel Core i5-4200M wit 8Gb
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at 2.5Ghz, with 8GB ram and integrated graphic card. The processor load was
always < 30%.

Our test has been run at 256Hz so the acquisition module received a new sample
every 39,06 ms. The ADC latency, expressed as the time to acquire a signal for
each of 16 channel, was below 3.17ms. This result proves that the system is able
to process every sample and store it before a new one is acquire.

The processing latency, expressed as time to get a prediction from the BLDA
algorithm was 4.0224 0.59s. The output latency expressed as the time to send the
command to the robot was < 22ms.

These results suggest that the most demanding operation is represented by the
BLDA algorithm while others operations are done without any significant jitter
so UnipaBCI framework could be effectively used for real-time operations since

prediction is done at the end of each trial.

3.6 Discussion

An unpaired t-test with @ = 0.01 has been conducted to asses the obtained re-
sults. Accordingly to our findings the precision of the system is not statistically
affected (t(40) = 1.7471 p= 0.0887) by flashing modality (Row Columns vs Single
Square) so it is possible to conclude the system could be used indifferently in both
modalities even if users obtained best results in Row Column modality.

Both expert and beginner users achieved good results using UnipaBCI and
expertness doesn’t seems to statistically affect the performance both in row-square
modality (t(20) = 1.1028 p = 0.2846) and in single square modality (t(20)=0.9583
p = 0.3506). It is clearly possible to conclude that the system is performing
accurately and that it works even with non expert participants.

Accordingly to the questionnaire, all users, even beginners, found the system
easy to use. They noticed quite difficult to follow the flash speeds but they were
overall satisfied by UnipaBCI.

Accordingly to the performance test, the system could be used in real-time and
present good signal acquisition rate and fast connection to the external agent. The
most demanding operation is represented by the features classification.

In conclusion the UnipaBCI has demonstrated to be a powerful and reliable
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system able to work efficiently with visual evoked potentials showing a low error
rate with Expert and Non Expert participants. Moreover only a low number of
electrodes have been used.

The flash optimization module proved that the system was able to adapt over
the user expertness by finding the optimal number of stimuli to provide for each
trial to avoid stress in the user.

The system proved to be able to work in real-time and suitable to be the
ground to develop new human robot interaction studies based on Brain Computer

Interface in a fast and reliable way.



Part 11

Robot as Avatar



Chapter 4

Evaluating the Biofeedback
factors in a human humanoid

robot interaction

In this chapter is presented a study conducted with ALS participants to evaluate
the interaction with a NAO robot using Brain Computer Interface for accomplish-
ing their needs. The study presented in this chapter declines the main research

question, proposed in chapter 1 in two sub-questions:
1. Is the NAO Robot able to help a human in accomplishing his needs?

2. Is it possible to derive the humans’ mental state during the interaction with

a robot?

The first sub-question investigates the acceptance of a BCI based interaction to
control a humanoid robot for fulfilling ALS’s needs, comparing these results with
an healthy control group.

The second sub-question has been evaluated defining the biofeedback factor
By, representing the users’ mental state during the interaction with the humanoid
robot. This factor based on users’ Attention, Intention and Focus as feedback of
users’ engagement during the interaction with a robot.

To exclude cognitive disorders and assess motivation the neuropsichiatrists of

the ALS Center of Palermo performed a test battery before the experiment. The
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experiment and the test battery were approved by "the Institutional Palermo-1
Ethics Review Board, Ospedale Policlinico Giaccone, Palermo Italy".

After a preliminary interview to understand patients’ needs, it has been chosen
as experimental task an interaction where the robot had to reach and grasp a
glass of water. The action was triggered by the BCI selection of the command
corresponding to the correct action. During the execution of the tasks, I acquire
the Intention, the Intention and focus which represented a function of the user’s
Biological feedback.

This study has been conducted in collaboration with the department of Ex-
perimental Biomedicine and Neuroscience, University of Palermo (Italy) with ALS
locked in patients. The case of study described in this chapter has been published
in the International journal Frontiers in Human Neuroscience [149] and in the
IEEE Transactions on Neural Systems and Rehabilitation Engineering [150].

The chapter is organized as follow: first the architecture design is provided.
Secondly, the motivation and neurological assessment is provided. Finally, the

experimental protocol and the results are described.

4.1 The Architecture design

The system has been implemented as an istance of the UnipaBCI framework, the
general purpose architecture described in chapter 3. To explore the role of biolog-
ical feedback in human-robot interaction it has been created a use case scenario
where a user had to control a humanoid robot to reach and grasp a glass of water
using high-level BCI commands.

The robot used was the NAO Robot, an autonomous, programmable humanoid
robot developed by Aldebaran Robotics!.

The system was also equipped with a Tobii Eyex’™ 2 a device ables to track
in real time the movement of users’gazes at a frequency of 50 hertz.

The UnipaBCI default Application module has been modified defining a new

User Interface formed by a 3x3 matrix, as shown in figure 4.1, where each item

Thttps://www.ald.softbankrobotics.com/en/robots/nao
2https://www.tobii.com/tech/products/platforms/
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is a command for the robot. The interface implemented two different types of

behaviours corresponding to robot actions:

e Low Level Behaviours: to control the robot by moving it in different direc-

tions;
o High Level Behaviours: to grasp and give back an item.

My preliminary tests demonstrated that a blue background screen with white
symbolic icons provided the right mixture of concentration and contrast to elicit
tasks. During trials, each icons is randomly replaced by Einstein’s face. Two new

modules have been designed and implemented:
o A Biofeedback System based on neurological states and gazes position;

« A robotic system that translates user’s mental activity into behaviours for

the humanoid robot.

Figure 4.1: The VEP User Interface with 6 Low Level Robot Behaviours: Left
(A1), Right(A3), Up (A2), Down(C2), Turn Left (B1), Turn Right(B3)) and 2
High Level Robot Behaviours (Grasp (C1), Give (C3).
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Figure 4.2: The flow chart for execution of Biofeedback System .

4.1.1 The Biofeedback System

The Biofeedback System comprises 4 biological parameters based on the user’s
eyes and brain activity: Mental Attention, Intention, Visual Focus and Stress. It
is composed of modules able to extract these parameters from the user at run-time.
In figure 4.2 the whole Biofeedback System is described.

Accordingly to the paradigm chosen (see section 4.4), users were asked to select
a prior known commands C,, defined by experimenters.

The Biofeedback System checks the equivalence between commands C and C,
and execute an action only if B is greater than a fixed threshold of 60%. Otherwise
no action is executed by the robot.

The threshold has been fixed by a process of trial and error. The Biofeedback
System merges the different bio-parameters, as a weighted sum, and gives as output
By avalue in percentage between 0% and 100% as function of the user’s inner state

as reported in equation 4.1.1:

(4.1)

lelA + oo F 4+ asl Zf(Bf > 60%) && (Ce == C)
By = .
0 otherwise
where A is the level of Attention, I is the intention, F' is the Focus and C' is
the selected command through the User Interface. oy is the weight for Attention,

with value 2, o, is the weight value for Visual Focus, with value % and a3 is the

57
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1
£

Weights for visual focus, user’s Attention and Intention have been set accord-

weight value for Intention with value

ingly to findings in preliminary tests. The following paragraphs describe each

element of equation (2).

Measuring Attention The system provides 9 possible commands, so a 9 classes
decomposition is needed for a correct classification.

In this case, an analysis derived from Fisher’s Linear Discriminant is used to
obtain a subspace which contains all of the class variability with a technique known
as One Versus Rest [151], which maximizes the inter class variance by measuring
the distance of one class from all the others.

The techniques above can determine the features in terms of timing and position
over the brain.

User’s Attention A (expressed as percentage), is classified during the current
task as the sum of recognized stimuli est; for symbol s;, where s; represents the

1 — th symbol of the interface:

A =maz()_ est;) (4.2)

=0

Measuring Intention The Intention value I is measured from the correlation
factor, 72, of the P300 wave during ERPs. This value varies both within and
across participants on different trials. To normalize value, the I,,,;, = min(r®) and
Lnae = max(r?) are calculated during calibration phase.

The Intention I; (expressed in percentage) represents, for each trial, the Inten-
tion of the user in accomplishing the task. It is calculated as described in equation
4.3:

r? —min(I)

I, = 100 - (4.3)

max(I) — min(I)
where rf is the current value of the correlation factor. The new values I,,;, and

Inae are calculated as I, = min(Lym, I;) and Iye, = max(nez, It).
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Measuring visual Focus An eye tracker that follows the user’s gazes has been
used to evaluate visual focus. For each trial the visual Focus Module is able to
detect if the user is focusing on the expected part of the interface or not.

The area is divided in three sub-areas. The first one is the outer focus, rep-
resenting the points external to the boundary box containing the symbol of the
interface. The second area is the lateral focus area, covering the external part of
the symbol and representing a partial focusing of the user.

The third area represents the central focus and represents a complete focus
from the user. The gaze points have been clustered according to the three areas
using 3 classes k-means.

The visual focus V, extracted from user’s gaze is evaluated according to the

following equation:

V=a1F.+ aF, + azF, with Ve[0—100%] (4.4)

where F. represent the percentage of central focus, Fj represents the the per-
centage of lateral focus and F, represents the percentage of outer focus. a; =1,
ay = 1/2, a3 = —1 are three weights to modulate the output of the Focus Module
accordingly to the areas focused. Since it is expected that user focus on icon cen-
tral area, the point inside the central area are considered as full focus and weighted
1, the point in the later area are considered as partial focus and weighted as an
half while the point outside the expected icon are considered as distraction and

therefore subtracted.

Measuring Entropy Accordingly to literature findings [152], it is possible to
find relationship between between entropy and the complexity of brain signal and a
decrease in entropy leads to an increasing in the amount of brain signal information.
on the other side, high entropy appears to be related to stressful situations [101].

Starting from these assumptions, I conducted a post-hoc analysis on sample
entropy to measure users’ stress during the experiment. To obtain sample entropy,

Signals acquired separately from each electrode were averaged into one signal

as mean of the original signals using a technique known as "Grand mean" [153] to
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obtain a single channel signal:

nixT1 + NaXy + ... + Ny
ny + no + ... + N

X = (4.5)

The obtained signal is decomposed into its constituent frequencies using the

Daubechies D4 Wavelet Transform to extract the brain rhythms as:

H(X) g = —c§p<xi>Zn<p<xi>> (4.6)

where ¢ is a positive constant, x; is a 256Hz sample of brain signal, p(x;) is the
probability of z;e X with X defined as a set of finite random variables. x;, moreover,

must satisfy the following equation:

m

ZP(%) =1 (4.7)

i=0
The normalized values of entropy were averaged over the constituent bands to
reconstruct the overall activity over all the rhythms. The entropy value for the
1 — th interaction is evaluated as:
I8,
@:—E%mem>k (4.8)
Where the entropy level for the j — th interaction is represented as the entropy

level of the past k interaction.

4.1.2 The Robotic System

The robotic system represents the output of the system. In particular, two inter-

changeable control modes been developed:

« Navigation mode where the NAO walks in 6 directions (forward, backward,
turn left, turn right, rotate right and rotate left), controlled by user’s mental

activity;

« High-Control mode where the robot can accomplish complex behaviours au-

tonomously such as grasping an object, locating the user, and bringing the
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object back to the user.

Navigation Mode In Navigation mode, the robot acts as an avatar of the user,
who can discover the environment through the webcam present in robot’s head.
Thanks to the network architecture provided, the vision system can be used re-
motely. For safety reasons, it has been implemented a reactive system that incor-
porates sensors such as sonars and bumpers called reactive system.

The reactive system controls the navigation behaviors to assure that the robot
always acts safely, avoiding obstacles or stopping if a danger condition is detected.

This operation modality has been not used in the experiment described in

section 4.4 and it is only described for the sake of completeness.

High-Control mode The high control mode is able to interpret high level com-
mands received from BCI triggering autonomous behaviours on NAO to accomplish

the corresponding task. Nao can execute two different tasks:
« Grasping an object;
« Giving an object.

The high-level commands entail a combination of simple behaviours and robot-
induced activities such as obstacle detection and avoidance. Before moving, the

robot activates its sensors to evaluate obstacles or potentially dangerous situations,

Revealed__Obstacles
distance :

represented by O =

If no obstacles are detected, this function returns zero. Otherwise, it will return
a value which is inversely proportional to the distance. In case O < T pstac1e, Where
Topstacte is the minimum distance to consider a reaction safe, the S; command is
activated on the robot if the By biological factor is not null. Summing up, the

command Ry executed by robot is function of:
Ry, = f(Sk, By, O) (4.9)

where S}, represents the k — th command associated with the stimulus and By is
the factor based on the user’s neurological and biological states recorded by the
Biofeedback System.
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The robot decomposes the complex behaviours in many sub-operations exe-

cuted independently in a state machine fashion, as shown in figure 4.3.
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‘ — {1 )}{e ){1s }{ao ) {Eenp)
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Figure 4.3: The robotic State Machine and the transition table.

Selecting the command corresponding to "grasp" instructs the robot to begin
moving to locate the object (with the help of a marker) and evaluate the distance
from it. After locating the object, the robot finds the shortest path to the object
and begins moving toward it.

When it is near the object, the robot switches to the grasp phase to grasp the

object. Similar states have been implemented for the "give" command.

4.2 Assessment of Motivation

4 Healthy controls and 4 ALS patients took part in the study. To asses partici-
pants’ motivation, a short neuropsychological battery including Mini Mental State
Examination (MMSE) [154], Frontal System Behavioural Scale (FrSBe)[155], Neu-
ropsychiatric Inventory, ALS Depression Inventory (ADI)[156] and Beck Depres-
sion Inventory (BDI) [157] was administered to all the enrolled participants both
ALS (4 participants) and healthy controls (HC) (4 participants). All scores were
within normal ranges so cognitive and/or behavioural impairment were excluded.
In table 4.1 are reported neuropsychological scores for patients and healthy con-

trols.

4.3 Neuropsychological testing

Before starting the BCI session, current motivation was assessed through an adapted
version of the Questionnaire for Current Motivation (QCM, 33). It included 18
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MMSE NPI FrsBeS Beck ADI
Min 0 0 46 0 0
Max 30 120 174 63 28

Cut-off 24 - 60 14 28
ALS 1 30 4 26 6 13
ALS 2  29.86 0 92 12 21
ALS 3  27.62 2 o4 10 15
ALS 4 30 0 48 8 20
HC 1 30 0 48 10 20
HC 2 39 9 59 13 14
HC 3 30 0 58 5 19
HC 4 30 0 46 9 26

Table 4.1: neuropsychological scores for patients (ALS) and healthy controls (HC).

items exploring the four core domains of motivation (mastery confidence, incom-
petence fear, interest, and challenge).

Participants were requested to give a binomial answer (agree/disagree) to each
statement (e.g., I look forward to working with the BCI today). The score for each
domain was equal to the sum of the affirmative answers on the related statements.

Patients performed the questionnaire through their eye-gaze system while con-
trols used a paper and pencil version. In table 4.2 are shown the scores at the four
motivational domains.

The results of the QCM Questionnaire suggest that all participants were highly
motivated to use the BCI. Nonsignificant differences were found between the two

groups in the four motivational domains.

4.4 Experimental Protocol

This section reports the description of the results achieved by the two groups who
took part in the experiment: ALS patients hereinafter defined as ALS and healthy
controls, hereinafter defined as HC.

Four ALS (3 males and 1 female), with a median age of 38.5 years and a median
education level of 13 years, were recruited. Patients n. 1 and 2 were in a locked-in

state, whereas patient 3 and 4 at the time of the experiments preserved residual
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Mastery  Incompetence

Interest confidence foar Challenge
AW s 3/4 0/5 4/4
A s 3/4 0/5 4/4
AW s 4/4 0/5 4/4
A5 s 4/4 2/5 3/4
N 4/4 1/5 3/4
s 3/4 1/5 2/4
T 1/4 3/5 4/4
Y 2/4 1/5 3/4

Table 4.2: Scores at QCM questionnaires for the four motivational domains

arms movements and speech, which was intelligible with repeating.

Four HC ( 3 females and 1 male), with a median age of 31.5 years and a median
education of 15 years were recruited.

In table 4.3 were reported the demographic data and illness parameters of ALS
and the demographic data of healthy controls. The healthy control group included
four healthy participants not significantly different from ALS patients in age and
education.

Participants or their legal guardians signed an informed written consent.

Only one ALS participant had previous knowledge of BCI based system (20
minutes session) while all the other (ALS and HC) were novel to it. All users
were trained to limit movement, speaking, blinking and swallowing during the
experiment and to report any drawback to the experimenter.

The number of stimuli needed to perform a selection was fixed to 15 visual
stimuli to normalize results for all participants.

From preliminary tests, it has been noticed that some of participants obtained

good results even with lower number of visual stimuli. ALS patients who took part
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Time since diagnosis

Participant Age Sex ALS type (Months) Artificial
Nutrition Ventilation

ALS 1 40 F Spinal 180 N Y
ALS 2 71 M Spinal 51 N Y
ALS 3 36 M Bulbar 48 N N
ALS 4 26 M Spinal 12 N N

HC 1 26 F N.A. N.A. N.A.

HC 2 28 F N.A. N.A.

HC 3 41 F N.A. N.A.

HC 4 32 M N.A.

Table 4.3: The Demographic data and of ALS and healthy controls assessed by
the neuro-psychiatrists.

to the experiments were in locked-in states and the commands to be sent to the
robot have been defined a priori. A well defined test-bench to test if the action
required was correctly accomplished has been setup-up.

Furthermore, using this paradigm, users trained over the system since they
had no prior knowledge of BCIs. The experimental procedure is divided in three

phases:
o Training Session;
e Online Session;
« Robotic Session.

Each phase was preceded by a detailed explanation of the objectives and details
of the experiment. Between each phase a resting session of 5 minutes has been
carried out. Between each trial there was a break of approximately 10 seconds to
allow user’s relaxation.

The Training Session was the first phase of the experiment. In this phase, for
each subject, the BCI system was calibrated over his or her’s neural response to
give him full system control.

Accordingly to personal differences, each user ran as many trials as needed to
obtain a prediction of 100% of correctness from the classifier.

In average, for all users, 3 trials were needed for the training phase. In this

phase no feedback was given to the user.
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Each Online Session was formed by trials composed by 2 commands per trial:
grasp and give.

Each command was enlighten 15 times. In this phase the user was asked to
concentrate on the expected command and, in case of error, the user had to repeat
the trial until the correct command was given.

During Online Session, users received visual feedback at the end of each selec-
tion, green for a correct command, red for an incorrect one.

In the final phase of the experiment, the Robotic Session, the user accomplished
5 trials composed of the same two commands, each displayed 15 times.

In this phase the robot was used as feedback and the user’s high level command
was translated into a complex behaviour of the robot.

To access the Robot Session, users must achieve an average level of By grater
than 60% during online session. The overall description of the experiment timeline

is shown in figure 4.4.
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Figure 4.4: the timeline of the experiment.

4.4.1 Environmental setup

The EEG device was connected through USB to the Data PC, which was dedicated
to the analysis of signals and management of the user application. The Data
PC was connected to two monitors, one is used by experimenters to control and

supervise the system, and the other one by the user to run the provided task.
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The Data PC was also connected to the BCI server, used to acquire the signal
from the EEG device and to process it. The resulting commands were sent, over
the network, to a listening NAO server, connected to the NAO robot.

4.4.2 The Results of the experiment

In the Online Session the HC achieved a 100% precision in selection task. The
average level of Attention was of 74.59% (£5.24%).

The average Central Focus level was 99.035% (£0.82%). The average Intention
factor was 43.52(+£ 3.28%). The overall By was 78.15%. The complete list of results
is shown in table 4.4.

Tot Correct  Percentage

g } >~ Attention Visual Focus Intention By
equences Sequences of Success

HC1 20 20 100.00% 72.5% 98.05% 37.81% 75.78%
HC2 20 20 100.00% 68.20% 99.63% 38.83% 74.90%
HC3 20 20 100.00% 78.05% 99.79% 50.53%  81.2463%
HC4 20 20 100.00% 79.60% 98.67% 46.93% 80.69%

Table 4.4: Online Session results for HC.

The results obtained by ALS, during the Online Session, was 77.083%(4 40.47%).
The average Attention was of 69.75%(+15.82%), the central focus of 83.034%(£19.52%
and the Intention factor has been of 39%(£6.06%). The overall By was 79.61%.

The complete list of results is shown in table 4.5.

Tot Correct  Percentage Attention Visual Focus Intention By
Sequences Sequences of Success
ALS1 20 20 100.00% 86.84% 99.76% 50.91% 84.82%
ALS2 20 18 91.67% 75.00% 73.63 % 60.07% 71.05%
ALS3 20 2 20% 46.67% 60.84% 66.07% 56.22%
ALS4 20 20 100.00% 68.25% 99.05% 80.13%  82.95%

Table 4.5: Online Session results for ALS.

Only ALS subject 3 has not been admitted to the Robot Session because he’s
average biofeedback factor was of 56.22%, under the threshold level set to 60%.
Even the percentage of success in selecting the expected command (20%) suggested
poor results.

The overall results are shown in figure 4.5, where are shown the results obtained

by the HC and ALS (excluding subject 3).
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Online Session: Healthy Controls vs ALS Subjects

N *
SUCCESS ATTENTION VISUAL FOCUS INTENTION Bf
® HC 1 0.745875 0.990348713 0.435237404 0.781536966
ALS 0.972222222 0.766973684 0.908140074 0.630067456 0.796058994

Figure 4.5: HC and ALS results in the Online Session.

Although the sample was not big enough to provide statistical significance, it
is possible to derive some interesting consideration from these results.

It is possible to notice how the overall precision for ALS was of 97.22% and
it differs only of 2.78% from HC. The Central Focus achieved by the ALS was of
90.81% (with a difference of 8.22% from HC).

Attention and Intention was slightly better for ALS with 76.70% for Attention
and 63.57% for Intention factor. The overall By value was slighter better for ALS
with 79.61%.

During the Robot Session, the HC achieved 100% of success over 10 trials,
composed by the two command take a glass and give a glass.

The Attention was 69.60%(+8.87%), the Central Focus was 98.49%(+1.97%)
and the Intention factor was 42.98%(£12.21%). The list of all values is shown in
table 4.6.

Tot Correct  Percentage

g ) Attention Visual Focus Intention By
equences Sequences of Success

HC1 10 10 100.00% 75.50% 99.55% 26.91% 74.34%
HC2 10 10 100.00% 58.40% 99.54% 60.66% 75.31%
HC3 10 10 100.00% 77.80% 99.60% 33.91% 77.74%
HC4 10 10 100.00% 77.80% 99.29% 47.73%  75.94%

Table 4.6: HC results in robot Session.

The ALS, as shown in table 4.7 achieved 96.97%(+ 5.25%) of success over ten
trials, each composed by two commands (take glass and give glass).

The Attention was 79.45%(£6.68%), the Central Focus was 96.16% (+ 4.82%)
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Robot Session: Healthy Controls vs ALS Subjects
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SUCCESS ATTENTION VISUAL FOCUS INTENTION Bf
| § HC 1 0.696 0.984940875 0.429772181 0.753788175
| ALS 0.96969697 0.794492424 0.961583205 0.700285643 0.82791058

Figure 4.6: HC and ALS results for the robotic session.

and the Intention factor was 70.03%(% 13.49%). The overall By value was slighter
better for ALS with 84.25%. The results are shown in table 4.7.

Tot Correct  Percentage Attention Visual Focus Intention By
Sequences Sequences of Success
ALS1 11 10 90.91% 87.27% 98.64% 51.06%  84.58%
ALS2 10 10 100.00% 75.20% 90.61% 82.27% 82.58%
ALS3 10 10 95.00% 75.88% 99.23% 77.76%  85.59%

Table 4.7: Robot Session results for ALS.

From the comparison between ALS participants and HC it is possible to notice
a slightly better rate of success for healthy participants with a difference of 3.03%
and Central Focus with a difference of 2.34%.

The Attention was significantly grater for ALS participants with a difference
of 9.85% over the HC as well as Intention with a difference of 27.05 percentage
points.

Analyzing the factor By ALS participants obtained an average value of 84.25%
while the HC achieved the 75.83%, so the ALS obtained a better result of 8.42
percentage points. The results obtained from the comparison are shown in figure
4.6.

4.4.3 The analysis of Biofeedback factor

Accordingly to findings, the biofeedback factor B; has been used to modulate the

robot response accordingly a threshold paradigm as described in section 4.1.1. ALS
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participant 3 has been the only one excluded from the robotic session because of
his low biofeedback factor. In particular, his average B¢ during the Online Session
was under the threshold level of 60%.

In figure 4.8 it is shown his performance during the Online Session, it is possible
to notice that only in trials 1,6,13 and 20 the subject was able to select the correct
command and, in these cases, By was always over the threshold. Although this
result is not supported by statistical evidence, it is interesting to notice that a
relation between By and correct item selection, could be hypotheses.

In general, for wrong selections, the average By was 54.80% (£4.64%) while
the average By in correct command selection was 78.17%(£7.89%). These results
suggest the By was a useful indicator of user’s mental states and could refine the
ERP based selection paradigm.

The By values for each of two phases ( online section and robotic section) were
averaged and compared within the two subject classes ( ALSand HC') by paired
t-test (figure 4.7) due to the limited number of participants. The results of Online
Session were not significant increased between ALS ( M= 0.7961, SD = 0.0747)
and HC (M=0.7815, SD= 0.0327) [p>0.1, t(160) = 1.5950].

By contrast, the results of Robotic Session were significant increased between
ALS ( M= 0.8425, SD = 0.0153) and HC (M=0.7583, SD= 0.0261) [p<0.0001,
t(70) = 22.0216].

In conclusion, over the whole experiment, ALS participants have shown a
stronger By ( 81.20%) rather than healthy controls (76.77%).

These results suggest that both ALS and HC achieved good mental control
during the online Session but during the Robotic Session the ALS performed sta-
tistically better. This conclusion strength the hypothesis that robot is perceived as
a positive reinforcement to enhance user’s performances, with particular attention

to locked-in participants.

4.4.4 The results of the Entropy Module

Accordingly to findings in [101] the variation in entropy could be interpreted as
the variation of concentration for the user. In fact entropy could be considered as

a measurement of the complexity of the information in the user’s brain.
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Figure 4.7: HC and ALS Biofeedback factor during online and robotic session.
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Figure 4.8: The Biofeedback factor trend during the online session for ALS 3
subject excluded from the study. This special case shows that for correct trials
(1,6, 13, 20) the By overcomes the 60% threshold (dark line).

For this study a post-hoc analysis has been conducted to analyze the values
of entropy during the whole experiment. It has been decided to divide the On-
line session in three parts: Initial, median and final and the robotic session in
two parts, Robot Start and Robot End. ALS have shown a significative reduction
of entropy across the experiment while for HC the entropy was not significantly
reduced.

The qualitative model, represented in figure 4.9 shows the average variation of

entropy for ALS participants and healthy control. Table 4.8 shows entropy values
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for both group across the experiment.
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Figure 4.9: The overall entropy during the experiment for HC and ALS partici-
pants.

HC ALS
Initial 0.8768 0.8798
Median 0.8781 0.8829
Final 0.8828 0.8383
Robot Start 0.8722 0.8354
Robot End 0.8740 0.8410

Table 4.8: Entropy values for ALS and HC during Online Session (Initial, Median,
Final) and Robot Session (Robot Start, Robot End).

4.5 Conclusions

This study presents a flexible BCI-Robot system based on ERPs and biological
parameters for locked-in participants to interact with a humanoid robot able to
act as user’s avatar. All participants were able to control the robot through a BCI
interface and it’s therefore possible to conclude that the system is able to help a
human in accomplishing his needs has stated in research question 1.

The architecture was also able to actively measure the Biological factors pro-

viding a measurement of the overall user’s mental states (research question 2).
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Healthy Controls achieved slighter better results in terms of Percentage of
Success and  Visual Focus while ALS achieved better performances in Attention
and Intention and a higher biofeedback factor By along the experiment.

Accuracy results were not effected by postural position which varied between
participants, since ALS 1, 2 and 3 were bed-bound while HC and ALS 4 car-
ried out the experiment in a laboratory setting. The high accuracy rate and the
consequential effective control of the robot.

HC and ALS 4 carried out the experiment in a laboratory setting, whereas
ALS 1, 2 and 3 performed the experiment at their own home. So it is possible to
conclude that participants’ performances were not influenced by posture.

ALS participant 3 was a bulbar-onset patient. Besides the fact that he did
not show cognitive impairment on tests, the low accuracy he showed might reflect
a relatively low capacity to maintain a specific attention/ability to focus on the
task; moreover The low values of this patient on Visual and attention modules
probably reflect an impaired high-level functioning of the frontal lobe. This might
represent a ground for a further high-level cognitive analyses on other bulbar-onset
ALS patients without an overt frontal-lobe related cognitive impairment.

The enhancement of By values for ALS and HC in the Robot Session is con-
sidered as an improvement of participants’ mental state. So robot is perceived as
a positive feedback for both healthy participants and ALS patients in the use of
BCL

Analyzing results of the Entropy Module it is possible to notice a reduction
of entropy. This result suggests an increasing in the complexity of users’ mental
signal.

The presented study validated a new paradigm to interact with a humanoid
robot as avatar providing a positive answer to the proposed sub-question 1: Is the
NAO Robot able to help a human in accomplishing his needs?). This represents
a further step in the studies on Brain Computer Interface where it is is preferred
to use monitor interfaces [158] or synthesized speech processor [159], rather then
robots.

The experimental sessions have shown as ALS participants reach to manage
the system provided with good results as well as HC in terms of performances.

Furthermore, stronger biofeedback factors have been recorded during the use in
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humanoid robot control sessions rather than in the Online ones.

The encouraging results suggest that the architecture proposed can be easily
employed to boost the robot capabilities and consequently the ALS user abilities.

it is possible, to provide an opportunity to patients affected by severe motor im-
pairment to increment their sense of independence thereby reducing consequently
the daily reliance on carers givers.

Not to be underestimated the economic factors that this kind of system can
determinate in terms of benefits deriving from reducing assistive needs and the
psychological help coming from the restored basic forms of independence.

This study

The future direction for this research will enlarge the sample sizes of patients
including people with motor disabilities resulting from other causes(such as brain-
stem stroke or spinal-muscle atrophy) and will expand the range of tasks available
through the humanoid robot. The clinical and demographic variables will be cor-
related with BCI performances of biological user’s parameters without a prior

knowledge.



Chapter 5

A BCI Robot mediated

human-human interaction

In this chapter it is presented a study on human- human interaction mediated the
by Telenoid robot. The main goal is to use an assistive social robots architecture
designed for being used by people with severe paralysis.

The study presented in this chapter declines the main research question, pro-
posed in chapter 1 as follows: Is the Telenoid Robot able to mediate a human-human
interaction based on BCI? The study is inserted into the field of Assistive robotics
is a new field of Human Robotic Interaction that is a new subfield of robotics that
bridges HRI, rehabilitation robotics, social robotics, and service robotics [160].
The architecture has been tested by a user affected by amyotrophic lateral sclero-
sis (ALS) in a locked-in state.

The system allows the patient to communicate with the stakeholders using
a Brain Controlled Interface, based on Evoked Response Potentials (ERP), to
express needing, feelings or writing phases. Stakeholders visualize messages sent
by the patient on a GUI and use a teleoperated humanoid robot as an avatar of
them to extend their physical presence to interact with the patient even when they
are away from him.

The study presented in this chapter has been published in the International

Robotics and Automation Journal and it’s available as open access research item
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5.1 Introduction

Social robots can serve a variety of therapeutically relevant functions, including
providing feedback [161], accomplishing tasks [150] [162], extending user presence
[163] and help in the management of the ALS disease [163].

Telenoid Robot is a small-size Japanese robot developed from the idea of trans-
ferring human’s "presence'. Telenoid was developed to appear and behave as a
minimal design of human features. Its name derived from '"Tele' as teleopera-
tion and "noides" as twin, to reassemble, even in the name, how the robot is an
extension of the user himself [35].

The ALS is a neurodegenerative disease characterized by progressive muscular
paralysis reflecting degeneration of motor neurons in the primary motor cortex,
corticospinal tracts, brainstem and spinal cord. Its incidence (average 1.89 per
100,000/year) and prevalence (average 5.2 per100,000) are relatively uniform in
Western countries. At the moment there are no treatment for this disease and the
only management of ALS is palliative, for this reason it is required a supportive
and multidisciplinary approach [164].

In ALS, paralysis is progressive and leads to death due to respiratory failure
within 2-3 years. During the latter stage of the disease, patients suffer of a locked-
in condition, where their brain maintains all the cognitive functions operating, in
a paralyzed body [165].

Brain Computer Interface allows people in locked-in states to communicate
with the external world and to control the environment using brain waves, rather
than muscles [166]. Among the paradigms presented in literature, it has been used
the P300 oddball paradigm for my architecture.

The architecture has been designed to open a new channel of communication
between a person affected by ALS and his stakeholders. Furthermore, the system
enables the stakeholders to be in a different physical location using the robot as an

avatar to give to the ASL patient the feeling of proximity and embodiment [25].

Thttp:/ /medcraveonline.com /IRATJ/TRATJ-03-00068.pdf
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The architecture has been tested on 1 ALS patient. Although the sample is
really narrow, this is quite usual when working with ALS patients because the

relative incidence of ALS [167] and ALSs’ personal availability.

5.2 The Architecture

In Figure 5.1 is reported the architecture. The system, based on UnipaBCI frame-
work [168] is composed by a GUI which provides feedback to the patient (from
now on defined user) who wears a bio-signal amplifier.

The amplifier acquires EEG signal in real time from user’s brain converting
in messages. A cloud based network system, interlaces user with robot controller,
where the stakeholder (from now on defined operator) visualize the messages. The
stakeholder controls the Telenoid robot in tele-operation mode, in such operat-
ing mode, the Telenoid robot repeats each movement of the operator and speaks

reproducing his voice.

FEEDBACK i J FEEDBACK
[« 3
—
TELENOID
BCISYSTEM ROBOT SYSTEM
I 1 USERGUI —> OPERATORGUI 11— l
USER ¢ OPERATOR
ACQUISTION

1

FEATURE
CLASSIFICATION

— TRACKING MODULE
MODULE ‘— NETWORK MODULE (J'

CAMERA MODULE

Figure 5.1: The architectural schema of the system

The EEG signals are recorded by the acquisition module, from gel based elec-
trodes placed at four locations of the scalp, according to the 10-20 standard system:
P3, Pz, and P4 and Cz. The ground is set at FPz in the forehead and the mass
is set on the left earlobe. The signal is digitized at 256 Hz using the g.usb amp,
developed by the Guger Technologies.
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The signal is then filtered using a Butterworth filter 6th order between 1-40
Hz to reduce artifacts and notched at 50 Hz with a fourth-order notch filter to
suppress power line noise.

User GUI, has shown in Figure 5.2 (a), is a 4x4 matrix containing feelings
(Happy, Sad, Content, Embarrassed, Surprised, Angry, Tired, Annoyed) and phrases
(Thank you, Turn the light off, feeling cold, Move me, Turn PC on, I'm hungry, I
need you, I love you).

Both feelings and phrases has been chosen by the user during a preliminary
screening, selecting them from a list, as the most frequent phrase and feelings he

wanted to express.

@ 0 89

Happy Sad Content  Embarrassed

Thank you Turn Off Feel Cold Turn Me

the Light

Turn on Pc I'm Hungry | Need You Ilove You

® » 6 &

Surprised Angry Annoyed

Figure 5.2: (a) User Interface. (b) Operator Interface.

GUI icons are highlighted 20 times (trials) using the oddball paradigm and
synchronized with the sampled EEG signals. User is request to mentally count
each time the icon of his interest is highlighted. At the end of each trial, the
feature classification module is used to calculate user’s intention.

To use the system user is required to perform a training phase, where he must
mentally count each time known symbols is highlighted to train the classifier over
user’s P300 response.

The obtained windows are labeled with the corresponding icon and one versus
all stepwise linear discriminant analysis [169] is iteratively applied to each window,

considering on window as target class and the others as no-target. At the end of this
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phase, the class with the highest value is selected as target and the corresponding
message is sent via the network module to the Operator GUI.

The Network module implements a Control Protocol/Internet Protocol (TCP/IP)
and it acts as a middle ware between the BCI system and the Robot System. The
Operator Interface, described in figure 5.2 (b) shows the messages sent by the user.

The robot system is natively equipped with a facial tracking system for tele-
operation, whose details can be found in [35] and for each operator’s head move-
ment, the tracking system calculates robot joints movements to replicate them
over the Telenoid. In addition, the camera module shows the scenario captured in
real time from the Telenoid camera to the operator.

The described architecture has been tested in a real-world scenario in Palermo,
via an ALS male patient of 31 years with no prior knowledge of Brain Computer
Interface and robotics.

In figure 5.3 is reported the experimental setting. User lies in this room
(Room2) with a BCI monitor in front of him and wears a G.USB Amplifier, con-
nected to a BCI server. User can see the Stakeholder room by a cam connected to
a secondary monitor.

User controls a BCI system to send messages to the Telenoid Teleoperation
Controller, in Room 1, where Operator sits. The Telenoid Teleoperation Controller
is equipped with tracking software and audio-video connection with the Telenoid
robot, sets in room 2.

Operator answer to the user speaking on his teleoperation console and Telenoid
reacts repeating his head movement and speaking with his voice, giving user the

feelings to be with the operator.

5.3 Results and discussion

A total of 6 sessions of approximately 45 minutes for each session has been run
with only one participant.

System precision and latency has been evaluated. The latency is expressed as
time between the end of a BCI selection and the appearance of the corresponding
message over the operator console. In table 5.1 are reported the corresponding

results.
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Figure 5.3: (a) a) The experimental setting and (b) some snapshots from the
experiment.

ID SESSION # COMMANDS CORRECT PRECISION LATENCY (s)

1 20 18 0.9000 24
2 21 17 0.8095 2.1
3 22 20 0.9091 3.1
4 18 15 0.8333 2.8
5 24 21 0.8750 3.2
6 21 19 0.9048 2.8

Table 5.1: Results in terms of precision and system latency.

The average precision of 90.48 % ( £+ 0.17 %) demonstrates the user’s ability
to mentally select the desired command.

The system latency is calculated as the composition of the classification time
with the network latency. Since the system has been tested over a local Area, the
latter could be considered not significant. The observed average latency over the
whole sessions is 2.734 seconds (+ 0.174).

From the latency it is possible to calculate an average of approximately 22 com-
mands/minutes. The symbolic interface permits to optimize the time for spelling
each command, since using a symbolic interface, user does not need to spell each
letter of the message he wishes to send but he needs only to select one command.

I administered a simple questionnaire To the ALS patient to measure his atti-
tude torward the system. The questionnaire, reported in table 5.2 was composed
only by 3 questions based on 5 points likert scale, where 1 coincided with the
minimum and 5 with the maximum. Because of his pathology, the questionnaire

was administered using a traditional eye tracking system.
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Question Answer
1) Is the system easy to use 5
2) Was the Telenoid Robot able 5
to express your feelings?
3) Are you interested in having this architecture 5

in everyday life?

Table 5.2: The Questionnaire

5.4 Conclusions

This chapter describes a novel interaction system for human-humanoid interaction
mediated by a humanoid robot as the Telenoid robot was never used for a BCI
based communication.

This study is novel in literature, since studies were conducted mainly to in-
vestigate BCI bit/rate [170], system precision [171] and user’s experience [172].
Moeover, the use of robot in A BCI based communication setting, has been quite
neglected since robots were mainly used in controls scenarios [158].

Although the sample is very tight, the results appears to be promising: first, the
brain Computer Interface system enabled an ALS patient to communicate using a
symbolic interface increasing the brain typing speed. Secondly, the Telenoid robot
permitted to communicate, naturally.

Finally, it is possible to conclude that the Telenoid Robot is able mediated a
human-human interaction based on BCI the Telenoid robot is able to represent
human’s behavior as suggested by the user’s ability to control the BCI system in
an accurate way and to express his needs as suggested by the good answer provided
by the questionnaire. The main limit of this study is clearly represented by the
narrow sample, for this reason it must be repeated with a broader number of users,

exploring user’s acceptance and satisfaction in a statistic way.



Chapter 6

Exploring humans’ acceptance of
a neuro-prosthetic Robot

architecture

This chapter presents a study on the acceptance of a brain controlled robot archi-
tecture. The robot acts as user’s neuro-prosthetic extension accomplishing action
in his place as human’s avatar. The study aims in investigating the research ques-
tion Is it possible to model human’s responses during human robot interactions,
using measurable features? measuring the acceptance of a human-robot interaction
in a real-world scenario.

To support the study, I created an architecture, named A3-K3, for controlling
an industrial robot as a neuro-prosthetic extension of a person. The robot used is
a KUKA Series 2000 KR 210-2. The robot was fitted with DI which are drawing
devices that clamp, hold and manipulate various artistic media like brushes, pencils
and pens .

User selected an high level task, for instance a shape or movement, using a
human machine interface and the translation in robot movement was entirely de-
manded to the Robot Control Architecture which defined a plan to accomplish
user’s task.

The architecture was composed by a Human Machine Interface on P300, and

Thttp://www.draganilic.org/
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by a robotic architecture composed by a deliberative layer and a reactive layer to
translate user’s high level command in a stream of movement for robots joints.
The architecture was tested in a real-world scenario, the Ars Electronica Fes-
tival 2017 in Linz (Austria) 2, where the A3-K3 architecture has been used for
painting. Visitors completed a survey to address 4 self-assessed different dimension
related to the interaction between human and robots, for instance the technology

knowledge, the personal attitude, the innovativess and the satisfaction.

6.1 Introduction

In the last years BCI technology started to be used to create or modify art-pieces.
Users can compose art in real time using brain signals with different paradigms.

Many studies used Brain Computer Interface to create a neuro-prosthetic con-
trol systems to stimulates organism to perform arts [173], [174], [175]. In [176] it
was tested the possibility to use BCI for creativity expression as part of a software
package for entertainment. [177] evaluated the results of a painting application
based on brain computer interface on healthy subject and ALS patient. The main
limitation of this approaches consists in the use of invasive Brain Computer In-
terface to achieve devices control. In this chapter I present a novel architecture
for using robot as a neuro-prosthetic extension of the user through a not-invasive
Brain Computer Interface, evaluating its acceptance from an heterogeneous group
of people.

The robot used, Kr-210 series 2000, is produced by KUKA 2, one of the lead-
ing manufacturing companies for robotic manipulators in the world. The KUKA
Kr-210 could be programmed using two general methods: manual programming
systems and automatic programming system with a BASIC-like syntax and simple
commands allocated [178].

I based my work on the library proposed by [179] who implemented a cross-
platform client to control KUKA Kr-210, using its standard kinematics.

https://www.aec.at /festival /en/
3https://www.KUKA.com
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6.2 Experimental protocol and scenario

The A3-K3 has been first presented at Ars Electronica Festival (Austria) from the
7th to the 11th September 2017. During the festival the system was used twice
per day and a total of ten performances, from now on defined as trials have been
held. Each trial lasted 30 minutes and an average of 12 commands per trial were
sent to the KUKA robot.

A total of 120 commands has been executed by the robot during the whole
exhibition.

To train the HMI a training phase was required. In this phase user was re-
quested to select predetermined symbols from the user interface to train the system
over the user’s brain response. This procedure required the selection of five sym-
bols for users and lasted approximately 5 minutes. In this phase the Robot Control
Architecture provided no feedback.

Once the training phase was completed, user tested the correctness of the
training phase selecting at least 3 over 5 correct commands. Finally user was
ready to control the robot using the A3-K3 architecture.

The experimental scenario is described in figure 6.1. User was standing in front
of the KUKA robot, wearing an EEG cap. A 22” monitor has been set at 1 meter
from the user. The RCA Interface has been implemented on a dedicated laptop.
Two painting areas has been set one over the floor, defined Painting area 1 and

one over the wall, defined Painting area 2.

6.3 The A3-K3 Architecture

In this section the architectural concept underling the A3-K3 system and the high
level data flow is presented. Successively, the modules forming the architecture
are presented.

The architecture, described in figure 6.2 provide an high level vision of the full
system. It is composed by two main module, the Human Machine Interface (HMI)
and the Robot Control Architecture (RCA) modules.

The HMI is used to give to the user an interface to control the robot. Signals

were acquired using an EEG amplifier and sent to the bci controller of the HMI .
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Figure 6.1: The A3-K3 Architecture.

HUMAN MACHINE INTERFACE ROBOT CONTROL ARCHITECTURE

foom z 385

BCI CONTROLLER NETWORK
INTERFACE ROBOT CONTROLLER
USER g KUKAKCP KUKAROBOT

Figure 6.2: The High level description of the system and of its constituents.

The Brain Controller classifies the signals and sends a task over the network system
to the Robot Controller Architecture which translated each task in commands for
the robot.

The robot used is a Series 2000 KR 210-2. The KR 210-2 robot is typically
used for industrial applications. It has a total volume of 55 m? and could reach an
extension of 2,700 mm. It provides six degrees of freedom and support a payload
up to 210 Kg, technical details are reported in figure 6.3.

Robot was equipped with DI Drawing devices that clamp, hold and manipulate
various artistic media. For the exhibition pens and pencils have been used, as
shown in figure 6.4.

The presented architecture permits to transmit high level tasks to the robot,
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Figure 6.3: The KUKA Kr 210-2 robot, The robot has 6 degree of freedom and
roto-translations are defined in forward and inverse kinematics.

which execute them calculating the best plan to accomplish user’s intention, re-
assembling the neuroprosthetic concept of extending own abilities controlling a

robot with a Brain Computer Interface.

6.3.1 The Human Machine Interface

The Human Machine Interface is the component of the A3-K3 architecture capable
of handling human-machine interactions. The interface consists of hardware and
software that allow user inputs to be translated as tasks for the KUKA robot.

In figure 6.5 is shown the Human Machine Interface. The interaction is based
on Brain Computer Interface, in particular real time EEG was recorded.

The EEG was recorded using the wireless g. Nautilus (g.tec, Austria) by the
Data Acquisition module.Electrodes were set in Fz, Cz, P3, Pz, P4, PO7, Oz, POS8
according to the international 10-20 system, reference left ear mastoid, ground

Fpz.
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Figure 6.4: Some images of the A3-K3 architecture during the Ars Electronica
Festival 2017

The data were collected using a sampling rate of 250 Hz and were transferred
in real time via Bluetooth to the receiving PC and bandpass-filtered from 1 to
40 Hz by the pre-processing module. A BCI wireless cap has been chosen to give
freedom of movement during the performance to the user.

To elicit user’s response an ERP interface has been used. The interface chosen is
based on the Intendix™ software?, a commercial software developed by g.tec based
on P300 Paradigm. The interface has been customized with icons representing the
action that robot will execute. In figure 6.6 is shown the user interface (a) and the
task associate to each element of the interface (b).

During each trial, user interface was highlighted using the oddball paradigm.
As described in [180] the oddball paradigm elicit an event-related potentials which

occurs in the fronto-parietal area of the brain, approximately 300ms after an in-

4http:/ /www.gtec.at/Products/Complete-Solutions/intendiX-Specs-Features
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HUMAN MACHINE INTERFACE

BRAIN COMPUTER INTERFACE

DATA PRE-
ACQUISITION PROCESSING

FEATURE SIGNAL
EXTRACTION Ml PROCESSING ROBOT CONTROL
ARCHITECTURE
FEATURE
CLASSIFICATI
ON

NETWORK INTERFACE

BCICLIENT KUKA SERVER

Figure 6.5: The human machine interaction interface. It is composed by a Brain
Computer Interface to interact with the user and by a network module to send
commands to the robot controller architecture.

G intendiX - Personal EEG-Based Speing System - o x

o Paint a circle on the left in painting area 2

Output Text: ‘I

Paint a circle in the centerin painting area 2

Paint a circle on the right in painting area 1
Swipe right on painting area 2

Swipe right on painting area 1

Swipe left on painting area 1

Paint a circle on the left in painting area 1

Swipe left on painting area 2

© 00 N oo un b W N B

Paint a circle on the right in painting area 1
(b)

Figure 6.6: (a) The User Interface. (b) tasks associated to each user interface item.

frequent stimulus.

Accordingly to this founding, frequent and infrequent stimuli are presented to
the user, and it is requested to the user to focus on infrequent stimuli, executing
a mental process each time an infrequent stimulus occurs. This operation elicit a
stronger P300 response [181].

The Signal Processing Module mark the real-time EEG with markers which
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represent an event (infrequent vs frequent stimulus occurred) to synchronize the
EEG with the system event. This step is mandatory for the feature extraction
module which extract a time-locked window to locate the strongest P300 response.

To classify the ERP a one versus all LDA algorithm is applied. The LDA
algorithm select one interface item as expected target and considers the other as
no-target. In this way the problem to classify the signal is conducted to a two
class problem, lowering the complexity. The process is repeated for each item of
the user interface and, at the end the one with the higher response is selected as

target and sent to the Network Interface.

6.3.2 The Network Interface

The Network interface is used to interconnect the HMI to the RCA. The Network
Interface is distributed over the HMI and and the RCA. In fact the BCI module
is implemented inside Intendix Software, while the KUKA Server is implemented
on the RCA.

Human Machine Interface sends an UDP packet to the BCI Client, which
resides on the same machine as the HMI. The UDP interface has been implemented
because the command is sent just in one packet. The BCI Client is connected to
the KUKA server via a TCP interface. In this way the KUKA robot can be in a
different physical location from the HMI.

6.3.3 The Robot Control Architecture

The commands received by the HMI through the network interface is received by
the Robot Control Architecture (RCA) as described in figure 6.7 it is based on the
model described by [182].

The RCA is a three-level hybrid architecture, which combine a high level com-
ponent to define plans with a reactive system to ensure system toughness. The
highest level is represented by the World Model that is used to define a strategy
to execute commands.

The Sequencer is the middle level and is demanded to the mediation between

the plan generated by the world model and the reactive layer.
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Figure 6.7: The robotic interface receives commands from the HMI calculates robot
state by the symbolic layer and translates command in coordinates and position
for the joints of the robot. User can also directly control the robot bypassing the
symbolic layer.

The Reactive Layer is directly connected to actuators in a closed loop fashion.
Accordingly to the command received two type of interaction are possible: direct
interaction and symbolic interaction.

Direct interaction is defined as a direct movement command sent to the robot
as direction with a fixed length. Symbolic Interaction represents an action required
to the robot (e.g. swipe left over the painting area 1). In figure 6.8 is provided an
insight of the module which constitute the Robot Control Architecture.
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Figure 6.8: The Insight of the subsystems of the Robot Control Interface

The Deliberative Layer

The Deliberative Layer represents the highest level of abstraction for the robot. It
is composed by several modules to translate an high level command into commands
using a planning approach.

The Behaviour module receives a high level command, defined Task T and

produce a behaviour B where
B ={p; : piepy...prwithk < n} (6.1)
B is composed by a set k of possible n plans P where
P={c : ciecy...cpwithk < n} (6.2)

The emergent plan P is obtained from the planner and it is decomposed into
appropriate "primitive" commands C'e ¢; by the Command Queue module to extract
the most appropriate ¢, from a commands library tailored to the experiment which
constitute the basic building block for robotics actions.

To verify if the plan is executable a binary function is defined as If the direct
control modality has been set the task is received directly from the HMI and no
plan is created. The World model represents the robot position in the environment.

As described in figure 6.9 (a), the environment is represented as an man grid, and
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robot occupies a grid cell.

(m,0) | (m1) (myn) Jg I

(1o) | (11) (1,n)

(0,00 | (0,1) (0,n)

(a) (b)

Figure 6.9: (a)The World is represented as a m x n grid. Robot occupies a position
on the grid. (b) When a command or a direct control is given to the robot, it eval-
uates if it is possible to accomplish it or not accordingly to his world coordinates.

As described in figure 6.9 (b), when a new command C or a direct control D is
received, it is evaluated the current robot position R; and the destination position

Ry using the following function:

C ifw=1

0 otherwise

F(C, W) = { (6.3)
if the action is permitted (in green) , the command is transferred to the Se-

quencer, otherwise no action is performed (in red).

The Sequencer

The sequencer is the module dedicated to produce the low level joints motion
for the robot actuators. The Input Device Module receives the command queue
C producing an output vector which is transferred to the Input Driver Module

connected to the Request Manager module which implements a TCP connection.
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The Reactive Layer

The reactive layer has been implemented over the JOpenShowVar Architecture,
an open-source cross-platform communication interface, developed by [179]. The
input driver sends the command stream to the request manager, connected with the
KUKA controller via Transmission Control Protocol/Internet Protocol (TCP/IP).
It acts as as a middle ware between the network interface and the KRL.

Since it’s not possible to directly set manipulator velocity, using KRC cine-

matic, speed is expressed as

Ty = To + xqAt (6.4)

where x is the target position, x. is the current position, x4 is the expected
final position and dt represent the time interval between two interactions. The
actuators translate x; a vector containing joint configuration accordingly standard
KRL kinematics in the KUKA Proxy.

Actuators states are sent to the variable monitor, which is used to derive current

robot position of the robot z;.

6.4 Results

To evaluate the general attitude toward the A3-K3 architecture and to understand
if people perceived such concept acceptable or not, I prepared a questionnaire
(Cronbach Alpha 0.8917 Std. Alpha 0.894 G6(smc) 0.9388 Average R 0.5131)
which has been submitted to Ars Electronica Festival visitors ® to assess 4 principal
dimension: technology knowledge, attitude, interaction and satisfaction.

The details of people who completed the survey are reported in table 6.1. A
total of 681 people (401 Male, 245 Female, 35 N.A), coming from 4 continents
(America 19.38%, Africa 5.14%, Asia 12.13%, Europe 57.12%, Oceania 6.17 %)
completed the survey. The most representative group age was 30-39 years (33.48%)
and 18-29 years (21.59%).

5Please refer to this link to access the questionnaire:
https://docs.google.com/forms/d/e/1FAIpQLS{F T6wK7RI
p98qnMe2Ec7VksMiAugqV6SBuDJEDUe97Mc2gw /viewform
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18

Age Range 18+ 29 30-39 40-49 50-59  60-69 70+
Number
69 147 228 97 49 48 39
of people
origin America Africa Asia Europe Oceania
Percentage
of 19.38% 5.14% 12.19% 57.12% 6.17%
People
Sex Male Female Prefer not to say
Number of People 401 245 35

Table 6.1: People details in terms of age, provenance and sex.

The questionnaire was composed by the following 3-point likert questions:

1. Did you know the KUKA robot?

2. Did you know the Brain Computer Interface?

3. Do you think robots can be used to create art?

4. Do you think the brain computer interface is a useful technology?
5. Was the interaction between the robot and the artist natural?

6. Was the robot an extension of the artist?

7. Was the performance innovative?

8. Did you enjoyed the overall performance?

Questions 1 and 2 refer to technology knowledge, questions 3 and 4 refers to
personal attitude toward Brain Computer Interface and Robotic arts, questions 5
and 6 refers to the perceived quality in the interaction, questions 7 and 8 refers to
the satisfaction perceived during the performance.

The technology knowledge of BCI and KUKA robots appear to be quite low,
in fact only the 20.56% of people had a previous knowledge of the KUKA robot
and the 17.33% of people known the Brain Computer Interface where the robot is
perceived as a neuroprosthetic extension of the user.

Nevertheless, the personal attitude torward the architecture is well established,
since the 59.03% of people considered possible to use the robot for making art and

the 58% of people considered Brain Computer Interface a useful technology.
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Technology knowledge Innovativeness
80.00% 70.00%
70.00% - 60.00%
60.00% . B Do you think robots can
m Did you know the Kuka 50.00% be used to create art?
50.00% - robot?
40.00%
40.00% - B Did you know the Brain B Do you think the brain
Computer Interface? 30.00% computer interface is a
30.00% - useful technology?
20.00% | 20.00% -
10.00% - 10.00% |
0.00% -+ 0.00%
Disagree Neutral Agree Disagree Neutral Agree
Innovativeness Satisfaction
70.00% 70.00%
60.00% 60.00%
) W Was the performance .
50.00% innovative? 50.00% W Wasthe robot an
exthension of the artist?
40.00% 40.00%
W Wasthe interaction M Did you enjoyed the
30.00% between the robot and 30.00% overall performance?
the artist natural?
20.00% 20.00% -
10.00% - 10.00% -
0.00% -+ 0.00%
Disagree Neutral Agree Disagree Neutral Agree

Figure 6.10: Questionnaire results in terms of Technology knowledge, Innovative-
ness, Personal Attitude and Satisfaction.

The performance has been considered innovative by the 65.20% of interviewed
and the 49.34% of people considered the interaction of the robot with the artist,
natural. The robot has been considered an extension of the artist himself by the
56.98% of people and the 60% of people was satisfied by the whole performance. In
figure 6.10 and table 6.2 it is possible to find the complete list of answer provided

to the survey.

6.5 Conclusions

The study presented in this chapter investigates the research question, Is it possible
to model human’s responses during human robot interactions, using measurable
features? measuring the acceptance of a human-robot interaction in a real-world

scenario over a wide sample.
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Disagree Neutral Agree
Did you know the KUKA robot? 485 56 140
Did you know the Brain

Computer Interface? 437 126 118
Do you think robots can be 153 196 402
used to create art?

Do you think the brain

computer interface is a useful technology? 139 147 395
Was th(.a performance 195 112 144
innovative?

Was the interaction between

the robot and the artist natural? 188 157 330
Were the. robot movements fluid and well 181 112 288
synchronized?

Did you enjoyed the overall 160 11 410
performance?

Table 6.2: The full list of answers to the survey

This study is linked to the emergent question of the scientific community to
provide assessment on robots’ acceptance [183], [184]. Although acceptance of tele-
operated robot has been widely explored, [25], [185], [186], the study presented in
this chapter push forward the current state of the art since there are no prior
examples of bci-based control of an industrial robot used for art creation.

The presented results provide some interesting insights on people’s current
knowledge and predisposition torward robotics. In particular, industrial robots
like KUKA and Brain Computer Interface are still not well known by the majority
of people. Nevertheless people appear to have a positive attitude torward them,
accepting them has useful technology in general and in particular to make art.

The performance has been considered innovative by the majority of people and
only the 18.36% of people didn’t appreciate it.

The most controversial question is about the spontaneity of interaction between
user and robot, since it is not considered "natural" by the 49.34% of people.

A possible evolution of the study presented here presented, should be repre-
sented by testing the system with the low level command modality, where the users

can freely move the KUKA robot on the canvas using BCI. In this was it would
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be possible to explore if the modification of the command paradigm, will raise the
perception of "natural control" in the audience.

Interesting to notice that the 56.98% of people considered the robot as en
extension of the artist and they were satisfied by the whole performance.

In conclusions, this chapter presented a novel interaction paradigm based on
Brain Computer Interface. The architecture has been designed to be modular
with two main systems, the Human Machine Interface and the Robot Control
Architecture.

Robot architecture implemented a deliberative layer to create a plan to ac-
complish a high level command selected by the Human Machine Interface. A low
level command modality has been also implemented but not used in presented
experiment.

Future study will explore how different type of control will change the system
perception. In particular I will investigate if different BCI paradigm and different

command modality will assess different acceptance in the users.
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Robot as Teamate



Chapter 7

The analysis of trust in a BCI
based Human-Humanoid

Interaction

7.1 Introduction

This chapter aims to investigate the role of a robot as a team-mate, investigating
the condition under which it is considered agentic and intelligent. The study
declines the main research question into: Is it possible to derive a model of human’s
trust from human’s brain features during the interaction with a robot?.

In order to investigate the question, I derived a conceptual model, based on
cognitive basis of interpersonal trust, applying it to a human-humanoid interaction.

The conceptual model of trust is derived from the analysis in Heider of the
conditions by which participants abide in perceiving and making sense of the social
environment [187]. The analysis is simplified in a face-to- face game, where it has
been possible to study how the human participants attribute capacity and intention
to the robot, trusting it as a reliable partner or not.

[188] reports that from a human-human cooperation experiment is possible
to demonstrate that an agent’s vision of her/his partner’s gaze can significantly
improve agent’s performance in a cooperative task. Similar results were found

in competitive game, were a direct correlation between gaze contact with a robot
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during a competitive game and the mentalizing, intended as the ability to attribute
mental states to other agents [189]. Therefore a secondary screen was introduced
to take attention away from the robot, to have a measurement of the saliency ex-
pressed as the inversion of the time participant’s had a direct sight contact with the
monitor, rather then with the robot; this value asses the perceptual acquaintance
dimension. [190] and [191] has used the social dynamic of cheating to investigate
perceptions of robot agency.

The conceptual model proposed, has been implemented into an architecture,
which is an instance of the UnipaBCI framework. To validate the model I realized
an experimental scenario, based on a competitive game based on [190] where a
robot played against a human occasionally cheating. To assess the trust level
I measured some ERPs features, that I considered as the neurological features
related to the trust level. In particular I derived such features from P300 and
N400. The P300 is related to the context update, while the N400 is related to a
violation of expectation. From the obtained results, it appears that these features
are spontaneous modulated during the interaction, accordingly to the interaction
events. In particular, it is possible to notice a measurable and significative presence
of N400 and P300 features during a "cheat condition".

Finally I present the obtained results to provide an answer to the research
question of this chapter. The goal is to improve the results obtained in literature,
using features extracted from human’s real time brain activity to measure the level

of trust in a human humanoid interaction.

7.2 The conceptual model

I interpret the Trust as the antecedent condition for participants to engage an
interdependent relation with other agents.

In this sense trust is not solely making a decision, a choice or the selection of
a behaviour like, for instance, cooperating. Trust is modelled as the coordination
of independent cognitive modules, which reduce the variability of the changes
observed in the social environment by linking them to underlying regularities or
invariant dispositions as described in figure 7.1. This definition of trust as well as

the model proposed, in figure 7.1 is strictly derived from Heider [192], [193] and
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[187] as reffered during further discussion .
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Figure 7.1: The model of trust based on neural features.

According to Heider, agents actions bring about changes in the social environ-
ment and introduce variability in the interpersonal relations, which are accounted
for by reducing them to the invariance of the dispositions and the intentions of
agents that emerge to be reasonably stable across similar conditions [187].

This account requires an implicit perceptual knowledge that connects the be-
haviour of others with attribution of another’s capacity to execute an observed
change, The model represents the knowledge and the attribution as two special-
ized modules of perception in the social domain.

The interaction takes place indeed in a shared environment where agents are
free to move and exchange roles. This does not exclude misunderstanding or
delusion in the social domain but constrains them to depend on the expectation
and the prediction of behaviour, which turn out to be possible because of the
attribution of the effects and changes induced by others” actions to their capacity
and intentions.

The proposed model of trust represents the cognitive constituents as three
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separable modules: the perceptual acquaintance, the attribution and the knowledge
of the effects of actions as well as of the aim of the interaction or the task for
restricted settings. The information processed by these modules is provided by
the overt behaviour of other agents: the actions, or the course of movements
selected to carry them out, the changes brought about in the shared environment,
intended in the broad sense of encompassing effects on things and other agents, the
signals that are unconsciously displayed by agents during the interaction, which
have been found to be biologically grounded honest signals [194].

The information is collected under the perception of the trustworthiness of
agents. The model of trust decomposes the antecedent condition to engage an
interdependent relationship in a selected region of the common environment in a
pro-social perceptual loop: an agent endows the interaction with trust in another
agent who signals her trustworthiness.

The risk and the uncertainty are represented as trustor’s withdrawal or dis-
engaging and trustee’s defection or cheating. These options amount to the waste
or the loss of the resources that are at stake in the interaction and that would
have been preserved if agents had remained independent parties in the social en-
vironment. An intermediate module represents the adaptation between agents, by
which trust can be accounted for as distributed along the continuum within and
across people rather than as a single point in all- or-nothing conditions.

The adaptation module serves as weighting function that the three modules
apply to the information. If it is given also a threshold function, the model could
represent how trust develops during the initial, the enduring and the final stages
of the interaction. In this chapter the model is applied to human-humanoid in-
teraction where the human participant is the trustor, the humanoid is the trustee
and the region of the shared environment in which the interaction holds is the

operating environment.

7.2.1 Biological feedback features

In this paragraph are presented now the ERP features used to measure the level of
trust and their contributions. Two features derived from well studied ERPs waves

have been taken into account and more precisely, the analysis have been derived
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from P300 and N400 brainwaves.

The P300 indexes a brain activity when an incoming stimulus causes a change
to a particular mental representation and typically it is located in the parietal and
central area. In particular, an attention driven comparison process evaluates the
representation of a previous event in memory with the representation of the event
just occurred.

If no change in the stimulus is detected, the current mental model of the stim-
ulus is kept in memory. For this reason P300 can be defined as a context update of
a mental representation and his elicited the most by infrequent stimuli or events
[69].

Results from Bell et al. [195] proved that the negative deflection of the P300
during a social game outcome not only from the cooperation or cheating but also
by their social implications and therefore to the attribution of one player to the
opponent.

Starting from these assumptions the hypothesis is that the cheating condition,
if attribution is given to the opponent, should induce a P300 deflection in brain
activity therefore P300 is seen as participant’s engagement in the interaction.

The N400 is negative-going wave that is usually largest over central and parietal
electrode sites, with a slightly larger amplitude over the right hemisphere than over
the left hemisphere. The N400 is typically seen in response to violations of semantic
expectancy and appears to be generated primarily in the left temporal lobe [196].

N400 evidence for interactions of sentence context effects with word frequency,
word level associations, and word repetition revealed that higher-level context
effects tended to override lower-level ones, contrary to the then-prevailing assump-
tions of bottom-up priority for and insularity of word level processing [197], [198].

N400 have been found to be a meaning representations of visual real-world
events, demonstrating that presentation of the contextually inappropriate infor-
mation in a film watching scenario, generates such negativity [188].

Starting from these assumptions, a real world scenario has been created, where
it is introduced an interaction provided by a human or robot opponent, in which
the contextually inappropriate information is represented by the cheating condition
which therefore represent a measurement participant’s violation of expectancy over

the knowledge and expectations on effects.
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The use of features have been introduced in the proposed architecture by the
definition of dedicated modules to extract and analyze user’s P300 and N400 in

real-time, as described in section 7.3.

7.3 The Architecture

The proposed trust architecture is composed by four main functional elements:
Biological Features Extraction, User’s Action, User’s Trust and Robot Response
Controller and is an instance of the unipaBCI framework [12] as shown in figure
7.2.
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Figure 7.2: The trust architecture.

Biological Features Extraction: In this module, the system concurrently
analyses and combines the responses obtained by the g.USBamp brain signals am-
plifier and the Tobii eye-tracking devices, and provides as output three biological

parameters: perceptual acquaintance (PA), attribution(AT) and knowledge and ex-
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pectations on effects (KE). In particular, the tobii eye-tracker is responsible of the
acquisition of the screen coordinates which the user focuses her attention at.

These gaze points based on their spatial coordinates are used and categorized
as visual focus of the user. The g.USBamp bio-signal amplifier provides the raw
brain signals produced by the amplifier itself.

From the brain signals obtained by the g.USBamp device, two waves, P-300
and N-400, identified as engagement and violation are extracted. The process of
features extraction is delegated to obtain from P- 300 and N-400 three values: the
peak amplitude, the peak latency and numerical integration area.

Waveform have been extracted using Erplab, an open source toolkit developed
by Lurk et al. [199]. The peak amplitude is defined as the amplitude of a peak over
a fixed window and it is expressed in micro-volts uV'. The window was set from
250 to 350 ms for P300 and from 350 to 450 ms for N400, to center the window
over the expected peak. To avoid noise, waveforms were filtered using as baseline
period the 200ms preceding the stimuli, for P300 and the 200 ms following the
stimuli for N400 to avoid interference with the P300 waveform. The peak latency
represents the latency of the located peak.

From the peak amplitude, I calculated the numerical integration area, a value
that represents the area amplitude over the selected peak latencies (250-350 and
35-450 ms).

User’s Action: The module receives as input the hand joints acquired from
the Kinect ! recognize the behavior exhibited from the user during the game in-
teraction with robot through the behavior recognition module.

User’s Trust:this module provides the analysis of the three bio-parameters,
representative of the user’s inner state. In particular the user’s Trust module
receives as input three parameters (PA, AT and KE) and produces, using the
adaptation module, the current trust level of user during the interaction with the
robot. Currently the feedback adaption was deactivated since the main focus was
to assess the use of the biological parameters and it is reported just for the sake
of completeness.

Robot Response Controller (RRC): this module is responsible of combin-
ing together the results obtained by the User’s Action and User’s Trust blocks.

Thttps://developer.microsoft.com/it-it /windows/Kinect /hardware
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The robot, through the RRC, takes the user’s behavior and user’s trust (cur-

rently disabled) as input and provides as output a modulated behaviour.

7.4 Questionnaire

I submitted a questionnaire to the participants after the experimental session to
supplement the ERP measures. The questionnaire consists of three constructs
derived from the conceptual model and defined to be representative of the cogni-
tive modules of trust. They are represented in figure 7.3 in order to clarify the

conceptual relations with the model.

|/—— PERCEPTUAL ACQUAINTANCE —j
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OTHERS’ ACTIONS
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Figure 7.3: Questionnaire constructs and conceptual relations.

The first construct is saliency and corresponds to the perceptual acquaintance
of the model. The items regard the extent to which the environment is taken to
be common to both the participants and the robot and whether the effects of
robot actions are attributed to it or to intervening circumstances. The responses
collected for this construct measure the embeddedness of agents in the interaction
and the conditions at which the robot is perceived as an agent, in particular if
its overt behaviour is adequate to give rise to the perception of changes or effects
and if it satisfies minimal criteria of consistency without which no such perception
could occur.

The second construct is engagement and corresponds to the knowledge of the

effects on whose grounds participants form expectations robot actions.
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The third construct is attribution, referring to the human’s expectation that
the robot is equipped with an intelligent system able to act its choices intentionally

rather then to random acts.

7.5 Model validation

The presented model has been validated over humans during a two player com-
petitive game. Starting from the scenario proposed by Short et Al. [190], the
trustworthiness of the interaction has been evaluated using human’s brain activ-
ity. In particular, I evaluated ERPs elicited by external stimuli: the P300 and the
N400. The details of this two waves are reported in chapter 2.

7.5.1 Experimental paradigm

The first player is defined as PI and represents each person who took part in
the experiment. The second player is defined as P2 and represents the player who
bargains over the rules and he has been interpreted by the Telenoid robot opponent
and by a human opponent. To test the proposed model two different scenarios,
based on the type of opponent that P1 has faced have been set up. Regardless of

scenario selection, each game was formed according the following paradigm:

o Fuair Session 1: Opponent plays following the rules;
o Cheating Session: Opponent occasionally bargains over the rules;

o Fuair Session2: Opponent plays following the rules

The competitive game selected for testing the model was a very simple and
well known game: Rock Paper Scissor. This game has been used in a previous
work [190] and because it is well-known and simple game.

Rock Paper Scissor rules is a two player game in which each player simultane-
ously forms one of three shapes with an outstretched hand. These shapes are rock
(a closed fist), "paper" (a flat hand), and scissors (a fist with the index and middle

fingers extended, forming a V). Scissors is identical to the two-fingered V sign (aka
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victory or "peace sign). A simultaneous, zero-sum game, it has only two possible
outcomes other than a tie: one of the two players wins, and the other player loses.

A player who decides to play rock will beat another player who has chosen
scissors, but will lose to one who has played paper a play of paper will lose to a
play of scissors. If both players choose the same shape, the game is tied and is
usually immediately replayed to break the tie.

Fair Session 1 is formed by ten trials where the opponent plays accordingly
to the rules providing audio feedback to the user about the ongoing of the match
saying "I won/lose this trial'.

Cheating Session 2 is formed by a variable number of trial. In this session,
the opponent start to play braking the rules and changing his move every time the
cheating condition is verified (cheat to win or cheat to lose). The opponent will also
give an audio feedback to the user saying "No, My new move is rock/paper/scissor"
and providing information on the ongoing of the match 'l won/lose this trial". The
session automatically ends when a total of 20 cheating trials have been collected.
Fair Session 1 is formed by ten trials where the opponent plays accordingly to the
rules providing audio feedback to the user about the ongoing of the match saying
'T won/lose this trial".

A total of 2 scenarios have been taken into account:
1. Human opponent cheating;
2. Robot opponent cheating.

Each scenario differs from the others for the type of opponent: Human vs
Robot. Inside each scenario two cheating conditions have been evaluated: Cheat
to Win and Cheat to lose the zero condition without cheating was defined as fair.

In figure 7.4 scenarios and conditions are summarized.

7.5.2 The participants

20 participants participated in the experiment with an average age of 22 years ( &
3 years). All participants were students of the bachelor degree in computer Science
13 male and 7 male. Each participant was randomly assigned to one scenario. All

participants were unaware of the cheating session. They were instructed to play
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la - CHEAT TO WIN

1- HUMAN OPPONENT

1b - CHEAT TO LOSE

2a - CHEAT TO WIN

2 - ROBOT OPPONENT

2b - CHEAT TO LOSE

Figure 7.4: The interaction scenarios.

against an opponent at a well known and simple competitive game, namely Rock
Paper and Scissor, to test their brain response during the game and to test the
accuracy of the Kinect system used for tracking their gesture. 10 participants
took part to each scenario. Inside each scenario, 5 players played the cheat two

win condition and 5 player played the cheat to lose condition.

7.5.3 The experimental setting

The experiment was conducted in a quiet environment, under controlled lighting
conditions. P1 sit on a chair at a distance of one meter from P2. P1 wears an
EEG cap to track his real time feedback A Kinect was used to evaluate his play
move. A feedback screen is placed near P1 but outside his direct sight. On the
feedback scren, P1 could see the system gesture recognition and the game score
The experimenter sits in front of P1 and control the experiment with a pc
running the control system. In figure 7.5 is reported the experimental setting with
P2 robot opponent. For the human opponent the setting is exactly the same and

human opponent takes the place of the robot opponent.
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Figure 7.5: The experimental setting.

7.5.4 The electrode montage

The user wears a.gusb amp amplifier with electrodes mounted, accordingly to the
10-20 standard, as reported in figure: 7.6. Electrodes were placed in F8, C3,
T3, Th, Pz, C4, T2, T6, P3, P4 O1 and O2. Five electrodes were placed in the
frontal area(F1 F3 Fz F4), 5 electrodes were placed in the central-parietal area
(C3,C4,P3,Pz and P4), 4 electrodes were placed in the temporal area (T3, T5, T2,
T6) and two electrodes were placed in the occipital area (01,02).

This montage have been chosen to cover all the principal cognitive areas to
asses different cognitive feedbacks in participants brain activity. In particular, for
the analysis proposed in the latter part of the chapter only the central-parietal area
have been taken into account. The data derived from the remaining areas will be
used for further analysis. For each cognitive area taken into account the electrodes
of the area were averaged to obtain a response as the mean of the response in the

corresponding cognitive area.

7.5.5 Results of scenario 1: Human Opponent cheating
during the match
In scenario 1, 10 participants played against a cheating human. 5 participants

played along the cheat to win condition (CW), the other 5 participant played along

the cheat to lose (CL) condition. For player, a total of 20 trials were evaluated
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Figure 7.6: The electrode montage.

for the fair condition and 20 trials for the cheating one. A total of 200 Fair trials,
100 CW trial and 100 CL trials have been collected.

Waveform were grand averaged along all trials and participants. A first analysis
has been conducted considering a general cheating condition as average of the cheat
to win and cheat to lose condition for all participants. In figure 7.7 are presented
the difference waves between the cheating and fair condition.

From the figure, It is possible to clearly notice a difference between cheating
and fair condition around 300 ms and around 400 ms, suggesting a strong presence
of P300 and N400 in cheating condition rather then in the fair condition. From
this first visual inspection a careful analysis of ERP features has been conducted.

In figure 7.8 are represented the Cheat to Win and Cheat to Lose condition
with their difference waves. It is possible to notice different peaks along these to
cheat conditions.

To investigate if that differences could be considered statistically relevant ERPs
related features have been extracted and analyzed. In table 7.2 are reported the
results in terms of peak amplitude, peak latency and numerical area for P300 and
N400.

An independent-samples t-test between Cheat to Win and Fair condition,
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Cheating
Cz ——— Fair Move

Cheating - Fair

Figure 7.7: The difference waves for cheating and fair conditions playing against
a human opponent.

&

Figure 7.8: The difference waves for Cheat to Win, Cheat to Lose and fair condi-
tions playing against a human opponent.

Cheat to Lose and Fair condition and Cheat to Win and Cheat to Lose condi-
tions for Peak Amplitude and Numerical Integration area for both P300 and N400
features.

The P300 peak amplitude presented a strong statistical significance between
CW and Fair condition, £(298) = 11.2690,p = 0.0001. There was no statistical
difference in CL and Fair condition #(298) = 1.9119,p = 0.0569 and a strong
statistical significance between CW and CL conditions ¢(198) = 8.8177, p = 0.0001.
These results suggest a different biological feedback in Cheat to Win condition,

which is not present in Cheat to Lose condition.
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P300 Human Opponent

Fair CW CL
Mean  Variance Mean Variance Mean  Variance
Peak Amplitude 1.436 1.077 3.432 1.991 1.678 0.940
Peak Latency 316.406  12.656  312.500 12.577 320.313 16.016

Numerical Integration Area  0.085 0.035 0.207 0.118 0.046 0.032
N400 Human Opponent

Fair CW CL
Mean  Variance Mean Variance Mean  Variance
Peak Amplitude -2.746 -1.126 -6.250 -3.563 -3.130 -1.753
Peak Latency 414.531 11.836  420.625 15.625 422438 15.938

Numerical Integration Area  0.106 0.043 0.350 0.140 0.073 0.045

Table 7.1: Results features for P300 and N400 in scenario 1.

The P300 Numeric Integration area have been studied to investigate the size
of the P300 peak. From the conducted t-test it appeared that there was a statisti-
cally significative difference between CW and Fair condition #(298) = 13.5009, p <
0.0001 and between CW and CL condition ¢(198) = 8.8177,p < 0.0001. These
results strengthen peak amplitude results.

The N400 peak amplitude presents strong statistically difference between Cheat
to Win and Fair condition #(298) = 14.1272,p < 0.0001 and Cheat to Lose and
Fair condition #(198) = 8.6969, p < 0.0001. A statistical difference has been found
between Cheat to Lose and Fair condition ¢(198) = 2.2943, p = 0.0225.

The N400 numerical integration area scores presents strong statistical signifi-
cance between Cheat to Win and Fair condition, #(298) = 22.6361, p < 0.0001 and
between Cheat to Win and Cheat to Lose condition ¢(198) = 18.8366, p < 0.0001.
Finally, Cheat to Lose and Fair condition presents a statistical difference ¢(198) =
6.1694, p < 0.0001.

Assuming that the P300 peak amplitude is a representation of the context
update of user’s mental model and is representative of the effort that participants
put in the task, as described in Chapter 2, it is possible to conclude the Cheat to
Win condition generated an Evoked Response in participants who played with a
human agent.

On the other side, the N400 over the central-parietal area suggest a surprising
or unexpected event, as well as a language violation error. Accordingly to the

presented results, the Cheat to Win condition generated a stronger N400, compared
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with Cheat to Lose and Fair condition since the unattended event is probably
perceived in participants as surprising or as a violation of their expectancy. For
cheat to Lose condition, both P300 and N400 can be identified but their features
appears to be lower. This result could be linked to a reduction of the effort put to
play with an opponent who plays to lose (P300) and less surprising (N400) rather

then an opponent who bargains to win.

7.5.6 Results of scenario 2: Robot Opponent cheating dur-
ing the match

In scenario 2, 10 participants played against a cheating human. 5 participants
played along the Cheat to Win condition (CW), the other 5 participant played
along the Cheat to Lose (CL) condition. For player, a total of 20 trials were
evaluated for the fair condition and 20 trials for the cheating one. A total of 200
Fair trials, 100 CW trial and 100 CL trials have been collected.

Waveform were grand averaged along all trials and participants. A first analysis
has been conducted considering a general cheating condition as average of the cheat
to win and cheat to lose condition for all participants in scenario2. In figure 7.9

are presented the difference waves between the cheating and fair condition.

Cz
3.5

T T
300 400 501

-3.5 1

-5.3 1 Cheating
Fair Move

74 Cheating - Fair

Figure 7.9: The difference waves for cheating and fair conditions playing against
a robot opponent.
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P300 Robot Opponent

Fair CW CW CL
Mean  Variance Mean Variance Mean  Variance
Peak Amplitude 1.292 0.943 4.012 1.605 0.725 0.580
Peak Latency 316.406 3.164 292.969 8.789 328.125  16.406

Numerical Integration Area  0.062 0.047 0.238 0.117 0.070 0.044
N400 Robot Opponent

Fair CwW CL
Mean  Variance Mean  Variance Mean  Variance
Peak Amplitude -2.230 -1.160 -8.373 -3.684 -1.566 -0.783
Peak Latency 414.063 8.281 414.063  16.563  418.906 7.578

Numerical Integration Area 0.091 0.063 0.409 0.315 0.027 0.014

Table 7.2: Results features for P300 and N400 in scenario 2.

From the figure 7.9, it is possible to clearly notice a difference between cheating
and fair condition around 300 ms and around 400 ms, suggesting a strong presence
of P300 and N400 in cheating condition rather then in the fair condition. From

this first visual inspection a careful analysis of ERP features has been conducted.

& =
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Figure 7.10: The difference waves for Cheat to Win, Cheat to Lose and fair con-
ditions playing against a robot opponent.

In figure 7.10 are represented the Cheat to Win and Cheat to Lose condition
with their difference waves. It is possible to notice different peaks along these
to cheat conditions. In particular strong P300 and N400 peaks appears to be
present in Cheat to Win condition, while no peaks can be located in Cheat to Lose
condition.

To investigate if those differences could be considered statistically relevant
ERPs related features have been extracted and analyzed. In table 7.2 are re-

ported the results in terms of peak amplitude, peak latency and numerical area

for P300 and N400.
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An independent-samples t-test between Cheat to win and fair condition, cheat
to lose and fair condition and cheat to win and cheat to lose conditions for Peak
Amplitude and Numerical Integration area for both P300 and N400 features.

The P300 peak amplitude presented a strong statistical significance between
CW and Fair condition, ¢(298) = 18.3395, p < 0.0001. There is a strong statistical
difference in CL and Fair condition #(298) = 8.5539, p < 0.0001 with a weaker P300
response for CL condition. There is a strong statistical difference between CW
and CL conditions #(198) = 19.2607, p < 0.0001. These results suggest a different
biological feedback in Cheat to Win condition, which is not present in Cheat to
Lose condition. Moreover the CL conditions does not elicit a P300 response in
participants while playing with a robotic opponent

The N400 peak amplitude presents strong statistically difference between Cheat
to Win and Fair condition #(298) = 21.5696,p < 0.0001 and Cheat to Lose and
Fair condition #(198) = 5.1640, p < 0.0001. A statistical difference has been found
between Cheat to Lose and Fair condition ¢(198) = 2.2943, p = 0.0225 with a more
weak N400 in the Cheat to Lose condition while playing with a robtic opponent.

From these results is possible to conclude that the robotic agent elicited a
strong P300 and N400 response during the Cheat to Win condition. No P300 or
N400 can be located for the Cheat to Lose condition.

7.5.7 Analysis by type of opponent

In this paragraph is conducted comparison to evaluate if the biological features
considered as representative of the interaction with a human (Session 1) and a

robot player P2 (Session 2), present similarity.
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Figure 7.11: The P300 features comparison.
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Figure 7.12: The N400 features comparison.
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In figure 7.11 and 7.12 are reported a visualization of the P300 and N400 peak
amplitude and numerical integration are. Both in human and robot session it is
possible to notice a bigger P300 (t(198) = 2.2680, p = 0.0244). For the cheat to win
condition, the P300 peak amplitude was greater in the robot session, rather then
in the human one but the numerical integration area was similar ( t(198) = 1.864,
p=0.0636 ). The N400 shown a greater value in the human session, compared with
the robotic one (t(198) = 4.1423, p < 0.0001). The N400 numerical integration
area appears to be similar ( t(198) = 2.4548 , p = 0.0150).

The fair and cheat to lose conditions have not been taken into account because
results from these conditions in Session 1 and Session 2 proved no relevant ERPs
components. Nevertheless it is possible to notice a general similar trend for ERPs
value both in robot and human session. These results suggest similar evoked
response in participants who took part in the study and therefore similar mental
attribution to the opponent, considered invariant to the type of opponent but

variant to the cheating condition.

7.5.8 The questionnaire contstructs analysis

In this section is presented the results of the questionnaire completed by all partic-
ipants. Although the considered sample appears to be too small to draw statistical
significance conclusion, the reported questionnaire provides an insight of the trend
of responses for participants who took part in the experimental session and are
treated as qualitative measurement of the interaction with a human opponent and
a robotic one along the cheat to win and the cheat to lose condition. All results are

presented as average of participants’ response along all questionnaire constructs.
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To asses questionnaire internal coherence, the Cronbach « was calculated with
a = 0.8675.
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Figure 7.13: Construct Saliency.

In figure 7.13 are presented the results of the saliency construct. It appears
that playing with a human opponent gave participants more feeling of sharing
an environment (Al). The cheating moves were well recognized in all sessions
and conditions ( A2). The cheating was found to be particularly annoying when
playing against a human an in cheat to win condition for robot opponent session.
All participants noticed that the opponents have not played honestly (A3).

In figure 7.14 are presented results related to the engagement construct. All
participants focused on the game but during robot opponent sessions, participants
appeared to give more attention to the secondary screen (B1). The perceived
emotions were mainly surprise and joy with a level of sue fuse for cheat to win
condition in robot session and cheat to lose condition in human session(B3).

In figure 7.15 are presented results related to the attribution construct. Answers
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Figure 7.14: Construct Engagement

to item D1 shows that the opponent changed his strategy with intelligence both
in human and robot session while malfunctions were assigned to the cheat to lose
condition. Item D2 proved that under no circumstances the opponent played
honestly and the malfunctions are confirmed to be the reason of the cheat to lose
condition for robot. On one hand opponents have been being smart in cheat to win
condition both in robot and human session while, on the other hand was considered
stupid during the cheat to lose condition.

The proposed discussion over questionnaire answers along the play sessions
and conditions, appears to strength the hypothesis of attribution and engagement

during a game with a with a cheating robot, especially in cheat to win condition.

7.5.9 Conclusions

The study presented in this chapter provided an answer to the research question Is

it possible to derive a model of human’s trust from human’s brain features during
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Figure 7.15: Construct attribution

the interaction with a robot? My study starts from the assumption of [190] and
[191] who used the social dynamic of cheating to investigate trust and robot agency.
The main limitation of the above mentioned researches is represented by the use
of speech and gestures to investigate the perception of the robot by the user. The
research presented in this chapter provides push forward this limitation introducing
an additional measurement of user’s trust, by the use of BCI features representing
a model based on Heider’s researches on trust [187].

In details, during the Human opponent session, it was recorded a well located
and high P300 and N400 response, especially during the cheat to win condition,
compared with the fair one. These results suggest that the cheat to win con-
dition, being less frequent and not expected from participants it is perceived as
an infrequent stimulus able to elicit the Evoked Response Potentials. During the
Robot opponent session, similar potentials have been recorded in terms of peak
amplitude, latency and numerical area integration.

It is interesting to notice that the responses over the Robotic session was
stronger then in Human session. The result obtained for the cheat to win con-
dition with a robotic opponent is in line with Short et Al. [190] conclusion where
"the robot is perceived as cunning when it cheat to win" but it is strengthen
since the presented chapter provides the biological features to measure the level
of mental attribution in robot, and therefore the trust assigned in the interaction,
as a combination o biological features. It is possible to conclude that the robot

was clearly considered equipped with "intelligence" and able to change its strategy
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therefore he is considered on the participants’ same level and for this reason it is
assumed to be perceived as a Teammate.

Participants, accordingly to the P300 peak, updated their mental context giving
him attribution during all the cheat to win condition and the robotic agent was
found to generate more ERPs then a human agent. At the same time, playing with
the robot, generated stronger N400 ERP in participants. Stated that the N400 is
representative of a wviolation of expectancy, the cheat to win condition appeared
to violate the participants expectancy (based also on questionnaire construct Q2
- B1). It is therefore possible to conclude that the P300 and N400 represents
two component representative of user’s attribution and violation, which in the
proposed architecture, represent the antecedent condition representative of trust.

On the other hand, the cheat to lose condition did not generate any relevant
P300 or N400 in participants during the match with a robotic opponent. This
conclusion is perfectly in line with findings of Short [190] who demonstrate how
a robot cheating to lose is perceived as not operating correctly. Again the use of
the P300 and N400 provided relevant features to define the lower limit to consider
a robot as agentic. In fact participants involved in the experiment considered the
robot cheating to lose as not intelligent (Questionnaire Q3 - D2). Therefore the
robot is no longer perceived on the same level on the participants (a teammate)
but it is recognized as a tool with bad functionalities unable to accomplish the
expected task, for instance playing in a competitive game with participant.

Finally, using P300 and N400 in a tailored interaction experiment, it was pos-
sible to define a lower and upper limit to the trust humans put in the interaction
with a robotic agent, to define the amount of "trust" expressed as the antecedent
condition for participants to engage an interdependent relation with other agents.

The proposed results suggests that is possible to derive a human’s model of
trust based on brain features a further study will explore different brain features

and social game to investigate if these results could be extended.



Part IV

Robot as Social Mediator



Chapter 8

The role of Honest Signal in a

Human-Human Interaction
mediated by a Geminoid Robot

8.1 Introduction

In this chapter it is presented a research on user’s attitude in a human-human
interaction, mediated by a Geminoid Robot considered as a social mediator. The
Geminoid (from the Latin "geminus' meaning "twin" and "-oides" that is "similar
to") is a teleoperated robot which allows a complete social communication between
two people who are physically distant.

The choice of this kind of robot is not arbitrary because the human-like aspect
of Geminoid allows various studies on the characteristics of the communication
between humans and humanoid robot separating body and mind as reported by
[200].

User’s attitude has been measured from honest signalling. As [201] holds, it
is likely that the conditions under which human and robotic agents successfully
interact and pursue common goals are biologically inspired. The work is based
on the theory of honest signalling and sociometrics [123]. The work described in
this chapter has been published in the Biological Inspired Cognitive Architecture

Journal [202]. The study aims is to explore the main research question (is it
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possible to model human’s responses during human robot interactions, using honest
signals?)

To provide an answer, I created and experimental setting were two users who
never met each other must cooperate to solve two priorization tests. One test was
solved face to face, while the second one was solved through the Geminoid robot.
The order of the two test was randomized. the goal was to monitor the difference
in honest signals during a face to face interaction (FFI) and during a Humanoid
Human Interaction (HHI).

During both phases I monitored one user’s mimicry honest signals (since the
other one was then replaced by the Geminoid) through an architecture able to track
user’s mimicry honest signals. In particular I considered the relative position of
one user with respect to his or her interlocutor and mimicry honest signals. The
first hypothesis was that during a successful interaction, which was measurable
by the evaluation of the scoring of the priorization test, the quantity and type
of honest signals should be greater then during an unsuccessful interaction. The
second hypothesis was that the Geminoid Robot was the equivalent of a human
being for honest signal generation.

The obtained results have shown that the Geminoid robot causes a similar
number of honest signals to be generated in humans. The second result obtained
is that the priorization task score was higher in HHI rather than in FFI and
therefore it is possible to conclude that the Geminoid Robot improve participant’s
interaction.

The chapter is organized as follows: first I present the proposed architecture,
which is an implementation of the UnipaBCI framework. Second, I propose an
experimental setting used as test-bed for the architecture proposed in this chapter.

Third, I provide a discussion on results.

8.2 The proposed architecture

The creation of this architecture starts from the assumption that the honest signals
[203] are a form of separate communication network which support successful face-
to-face interactions with clues of reliability and trust among agents. The aim of the

architecture is twofold: to serve as an "signalling machine" that employs specifiable
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Figure 8.1: The architectural schema.

honest signals as testable parameters in a natural like HRI and to use a Geminoid
robot to veicholate such honest signals.

The architecture provides a single shared reference system based on human’
posture to have coherent spatial information. The architecture, shown in figure
8.1, consists of two macro modules: SKFE and GES. The SKE module use a kinect
camera to track the users’ skeletal during their interaction with the Geminoid
Robot. The module is composed by a skeletal tracking and a skeletal reconstruction
block. The first block tracks users’ movements over time through the location of
their body’s joints. The second one, builds the so-called skeleton based on the
joints obtained from the first one. The GES module is composed by a gesture
prediction and a gesture recognition block.

In the Gesture Prediction the stream of features extracted by SKE modules as
skeleton joints are aggregated in a non-overlapping temporal window of 1.5 sec-
onds blocks.The size of the window has been chosen empirically. In the Gesture
Recognition block a SVM classifier has been trained and used to recognize a set of
eight mimicry honest signals: gesticulating, changing position over the chair, rais-
ing folder, lowering folder, touching the head, bending down, writing and holding
the folder with one hand. This actions were selected because they were the most
observed during some preliminary, not-structured interactions used only to define

which mimicry honest signals should be taken into account.
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8.2.1 The Experimental Setup

The experiment took place in a quite room which was ideally divided into two
different parts: one for the human-humanoid interaction HHI and the second one
for the face to face interaction FFI. A detailed configuration of the experimental
environment is shown in figure 8.2. In the room, two Kinect have been positioned
for recording the interactions one for the Face to Face Interaction FFI and the
other one for the Human Humanoid Interaction HHI. In addition to the Kinect
sensors, also two HD cameras have been positioned to record the experiment. Since
at this stage the experiment was conducted with people seated, three chairs were
positioned in such a way that no occlusions between users or between the Geminoid

and the user could occur.

HUMAN HUMANOID %
INTERACTION KINECT AND TELE-OPERATIONS
HD CAMERA CONSOLE

]
L]

GEMINOID

PARTICIPANT’S CHAIR

L™y
O

PARTICIPANT’S CHAIR

KINECT AND HD CAMERA FACE TO FACE
INTERACTION
1

Figure 8.2: The experimental setup.

Twelve paid participants (¥3000 each) have been involved in the experiment
and a questionnaire derived from construct proposed by [25] for the robot assess-
ment acceptance was filled before the experiment. The participants’ details and
their answers are reported in figure 8.1. In figure 8.3 is showed a typical moment
of a face to face interaction.

A total of six experimental sessions of face to face interaction with the Geminoid
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Participants:

-Number of participants 12

-Male 7 (58.33%)
-Female 5 (41.67%)
-Average age 31.33

Previous knowledge or general acquaintance and robotics issue:
Personal attitude to robotics

-Real interest 4 (33.33%)
-Significant knowledge 2 (16.67%)
-Curiosity 9 (75%)
-Suspicious 1 (8.33%)
-Indifference 1 (8.33%)

Degree of agreement on the Acceptance of Robots in the near Future

-Accept as useful tools in jobs 7 (58.33%)
-Accept in all aspects of daily life 1 (8.33%)
-Accept with suspicion 1 (8.33%)
-Accept with nuisance 1 (8.33%)

Figure 8.3: Some of the participants involved in the experiment.

robot have been conducted. Before starting the experimental session, each partic-
ipant has been informed of the session test aims and of its terms and conditions
that had been approved by signing. Moreover, have been provided informative
documents paper in original language.

The experimental session is started when the people take a seat in the chair
placed in front to the Geminoid robot and have an interaction with the Geminoid

robot, trying to execute a provided task.
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8.2.2 Evaluation of the Interaction task

During the survival prioritization task, the participants were invited to collaborate
for solving a problem. In these type of tasks a list of objects is given to each
subject and they had to assign to each object a number which decrease with the
relevance they attribute to the object. This type of exercise is useful because it
forces people to work together overcoming the difficulties in interacting because
it fosters trust and friendship among the people who are involved in. The two
survival prioritization exercises used in the experiments with the same complexity

L and Lost at sea 2.

have been the Survival on the moon They were assigned
randomly to HHI and FFI. The participants have assigned, during the survival
prioritization task, a value to each object, that decrease with the importance of
each of them. The score calculated for each user is compared with a fixed score
given by an expert of survival prioritization problems. In order to compute the
score, first of all, a subtraction between each value given by the participants and
that given by the expert is computed. These differences considered in module are
then summed together. The value resulting from this operation is the total score.
The evaluation attributed to each score range is proposed in table 8.2. A lower

score value indicates a better solution of the provided task.

Score range Evaluation

0-25 excellent
26-32 good
33-45 average
46-55 fair
56-70 poor

71-112 very poor

Table 8.2: The association between score range and qualitative evaluation.

The time available for solving these tasks were of twenty minutes for each.
After each task 5-minutes break has been given to the participants to rest. The
results obtained from the answers given by the participants are summarized in
table 8.3.

The obtained results shows that in the 85% cases it has been collected a better

Thttp: //www.humber.cacentreforteachingandlearning /assets /files /pdfs/ MoonExercise.pdf
2http://www.humber.ca/centreforteachingandlearning /assets/files/ pdfs/MoonExercise.pdf
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Pair Score with Geminoid Evaluation Score in face-to-face Evaluation

1 32 Good 40 Average
2 39 Average 53 Fair
3 55 Fair 56 Poor
4 50 Fair 52 Fair
5 112 Very poor 58 Poor
6 36 Average 38 Average

Table 8.3: The results obtained from all the pairs of the experiment.

score in the HHI rather then in the FFI. This result suggests that the use of
Geminoid have improved the score during the survival prioritization task enhancing

the collaboration between the participants.

8.2.3 The mimicry honest signals Evaluation

Eight mimicry honest signalss were evaluated: (gesticulating, changing position
over the chair, raising folder, lowering folder, touching the head, bending down,

writing and holding the folder with one hand), as reported in figure 8.4.

Figure 8.4: The list of all mimicrys honest signals recognized by the system

From the results, I considered only the three mimicry with the most elevated
number of occurrences: rising folder, lowering folder and touching the head . For
each occurrence of the considered mymicrys, I took into account two constitutive
measurable elements: the left-right and the forward-backward inclinations of the
torso, referred to the coordinate system.

In figure 8.6, are reported the system of reference (A). The joint points chosen
for mimicry evaluation (the yellow points) (B). The reference system origin, which

I set in the spine_base joint point of the user body (C). An example of positive
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Gestures Occurences

Gesture Number of Occurrences Holding the folder with one hand W 1.04%
Gesticulating 131 B
Changing position over the chair 49 Writing  IESEG——— 15.45%
Rising folder 188 Bending down IEEEEEESEN 8 83%
Lowering folder 98 Touching the head 37 24%
Touching the head 464 Lowering folder -
Bending down 110
Whiting 193 REing folder I 15.09%
Holding the folder with one hand 13 Cnanging position over the chair [ 3.93%
TOTAL 1246

Gesticulating NN 10.51%

o 50 100 150 200 250 300 350 400 450 500

Figure 8.5: The mimicrys recognized by the system.

variation during forward body movement (D). An example of positive variation

during left body inclination (E).

(A) (B) HEAD

SHOULDER_RIGHT lnm SHOULDER _LEFT

|
ELBOW_ SPINE_SHOULDER ELBOW,
RIGHT 1 e
60 >0

(© o wnist SPNE WD e
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Figure 8.6: Body markers and reference system.

The mimicry honest signals have been evaluated as follows: for each variation
of the torso from left to right an o angle is calculated and for the ones from forward
to backward a # angle is measured. The angles were limited from -30 to 30 degrees
for the a angle and from -63 to 63 degrees for the 6 angle.

Two examples of an angle variation are shown in figure 8.7. All the measure-
ment are expressed as long sequences. The term longest sequences is referred to
the longest movement in the same direction until the user changes the direction
of his movement. This was done by counting the number of the forward-backward

and left-right moves during mimicrys of each user during the FFI and the HHL
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Figure 8.7: Two examples of forward (A) and backward (B) inclination: the ref-
erence axis, as red segment, and the axis relative to the participant during the
movement, as green segment, are highlighted.

The average values of the total number of left(LT), right(RT), forward(FIW) and
backward(BW) variations for each participant involved in both the experimental
sessions are summarized in table 8.4.
FW BW DX SX
Mean Dev Mean Dev Mean Dev Mean Dev

HHI 76.50 41.39 63.00 41.72 50.60 61.06 50.60 61.16
FFI 76.5 47.68 76.7 4730 56.1 34.16 56.4 34.04

Table 8.4: The average values of the total number of left, right, forward and
backward variations and their standard deviation in a range time of 30 minutes.

Accordingly to a Although the sample is small to draw definitive conclusion,
these results suggest that the Geminoid robot induced a similar number of mimicry
honest signals during the interaction, in fact no statistical differences along all con-
dition (unpaired t-test o > 0.4873 ) could be found in the number of occurrences
for forward, backward, left of right occurrences along HHI and FFI and therefore
it is possible to consider a Geminoid robot the equivalent of a human interlocutor

during a cooperative interaction.

8.3 Conclusions

The study presented in this chapter derive the conditions under which the robot,
is able to generate spontaneous signals in a human, during a human-human in-

teraction mediated interaction. The generation of these signal make the robot a
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social mediator since it is able to provide the base for vehicles human signals in a
measurable way.

My study starts from Pentland’s honest signal theory [122] that I extend to
apply to the research field of human robot interaction. In fact Pentland’s study
was mainly focused on creating a sociometric instrument to measure human-human
interaction [204] while my research goal is to apply honest signals theory to the
human human interaction mediated by a humanoid robot.

The study presented in this chapter achieved two results. First assessed that
using the Geminoid robot permit to obtain better results during cooperative task
between two users who never meet each oter. Second, the Geminoid robot induced
in a human a number of mimicrys comparable to those generated during interaction
with another human being.

Due to the small sample, no definitive conclusions can be drawn on the as-
sumptions. The study therefore aims to be the starting point for future research

on the interconnection between honest signals and humanoid robots.



Chapter 9

Audience interaction with an
orchestra mediated by a

humanoid robot

9.1 Introduction

In the last decade, intelligent humanoid robots started to be used in common
human activities, because of their very "human" aspect. This aspect gives them
the ability to convey emotions during the interactions with humans, and this is
the main reason that boosted up the development of humanoid robots and their
consequent availability for common-life applications. There are a lot of robots that
are specifically designed to convey emotions, and their shape is often fine-tuned
even on the specific emotional field they are intended for.

For example, emotional humanoid robots were used to sustain natural empathic
conversations with elderly people [205], to express emotions and personality [206],
to aid people with cognitive disorders [11] and to support disabled people such as
"ALS" patients [149]. Furthermore, gestures were suitably used both by humans for
the live control of humanoid robots [207], and by humanoid robots to communicate
in a "human" way [35].

The hypothesis is that the Human-Humanoid interaction (HHI) allows the de-

signing of natural-like settings in which humans and robots coordinate behaviours
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and emotions [208] and communicate on the basis of shared phenomenal in a com-
mon environment [209].

The study starts from the emotional representation proposed by Russel [210],
referred to in section 2.8. Starting from these assumptions, I designed a system
for conveying audience emotions during a live musical show, using a humanoid
robot as an orchestra leader. The goal is to investigate capability of a robot to
exhibit affective-expressive movements as an emotional mediator of the feelings of
the human audience during the musical performance of an orchestra.

To test this hypothesis, a concert with real musicians was organized in Palermo,
in occasion of the Celebration for the foundation of the conservatory Vincenzo
Bellini. The concert audience was equipped with a mobile app, which permitted
to express their emotion, and to make musicians aware of it. The Nao robot has
been used to express the predominant emotion of the overall of the audience to
the musicians (sometime referred as orchestra in the following).

The remainder of the chapter is arranged as follows. Section 9.3 includes a
detailed overview of the whole system; Section 9.4 shows the first results of an
evaluation study conducted during an actual deployment of our proposal; finally,
Section 9.5 concludes the chapter and describes future works. The study presented
in this chapter has been presented at the International Conference on Complex,

Intelligent and Software Intensive Systems [29].

9.2 The Concert Description

Before introducing the architecture, I provide a description of the experimental
concert realized in collaboration with the musical conservatory Vincenzo Bellini of
Palermo.

The concert was preceded by a preparation phase aimed at generating the
music to be played by the orchestra. In particular, some musicians composed a
few short pieces, which where processed by a software in order to produce a series
of new, original tracks. All the new computer-generated songs, along with the
initial ones, were included in the setlist used for the concert. This setlist represent
all the pieces that musicians can play. Each track is evaluated in terms of Emotion

response accordingly to the emotion recognizer module.
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All these tracks were thus sent to the Emotion Recognizer module, which ex-
tracted (as explained later) their emotional content in terms of arousal and valence,
from here on called song arousal and song wvalence. The output of this functional
block was thus a collection of (song arousal, song wvalence) pairs, one per track
in the setlist. Accordingly the Circumplex theory, arousal and valence map an
emotion.

The concert has been setup with an "act structure". Each act represented an
atomic state of the concert. A total of 16 act have been performed, preceded
by an introduction and followed by a conclusion. For each act, a total of 4 song
extracted from the set-list were selected. Each song corresponded to one of the
possible emotions: happiness, sadness, anger and serenity. During each act, the
audience could express his emotion through a dedicated app. The architecture
collected audience’s predominant emotion which was used to select the song to
be played in the next act by the orchestra. The NAO robot was used to make
musicians aware of the audience’s predominant emotion.

More in details, during the concert, musicians started by playing the intro-
ductory music, while the audience was able to express his emotions using the
Emotional Mobile Interface (i.e. NaoMusic). All the data sent by this application
were continuously stored in a remote Database. When the musical act was close to
its conclusion, the Al Director queried the Database to fetch the entries gathered
during the current act.

Those data were then processed in order to estimate the overall emotional state
of the audience, in terms of a (song_arousal, song_valence) pair. By using this
information, along with the emotional content of the tracks in the next act setlist,
the system selected the song whose emotional content best fit the course of the
performance, communicating its choice to the Robotic Controller. This module
translated the choice into a behaviour for the robot, which informs the orchestra

about the next song to be played.

9.3 System Description

In this section, the main building blocks of the architecture are described, as

reported in Figure 9.1.



9. Audience interaction mediated by a humanoid robot 135

AUDIENCE
=S
_____________________________________________ EMOTIONAL MOBILE INTERFACE |
DATABASE |
choice vote
' votes
SETLIST | EMOTION RECOGNIZER l !
; {ORCHESTRA
—_— WAV E arousal / valence ’ - behaviour i
— —— ~ — ] < < H
=Y e T

Figure 9.1: System Architecture.

There are three main actors that produce inputs or receive outputs: the or-
chestra, the audience and the setlist. The first one is made up of an electronic
ensemble (i.e. a group of electronic acoustic speakers controlled by a computer)
and an instrumental ensemble that produces music with acoustic instruments. The
orchestra’s role is to receive the system output in terms of gestures from the robot,
and to play according to them.

The second actor of this system is the audience, i.e. spectators of the concert
who are equipped with a mobile application (namely NaoMusic). As explained
further in the following sections, spectators are able to select their preferred colors
according to the emotions felt during the musical performance.

The last actor is the setlist, i.e. a collection of audio files that together compose
the musical structure of the concert. In particular, these musical tracks are played
by the electronic ensemble, acting as the base for the acoustic performance by the
instrumental ensemble.

The system architecture is made up of five modules:

o Emotion Recognizer: a machine learning module to extract the emotional

content from a song;

o Emotional Mobile Interface: a mobile app (i.e. the aforementioned Nao-



9. Audience interaction mediated by a humanoid robot

136

ety Arousal

TRAINING
34 Musical
Features Vectors
DATASET and Labels
annotated >
— A songs 34 Musical Support Vector
— Features Machine Models
- Process 5 .
— Extraction Creation
SVM
models
CONCERT SETLIST
Arousal
5 Model
— WAV 34 Musical
— Features >
- Extraction
Valence
Model
34 Musical
Features Vector

Predictive Models

EVALUATION

Figure 9.2: Emotion Recognizer module architecture.
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Music) that allows users to submit their preferred color, according to the

emotions experienced during the concert;

e Database: a web-located database that stores all the users’ choices;

e AI Director: central component that realizes the decision-making process,

guiding the evolution of the musical performance;

o Robotic Controller: translates the instructions of the Al Director module

into behaviours for the robot.

Before describing the modules in more details, in the following subsection the

use case created to test the interaction between the audience and the orchestra

mediated by the NAO robot is presented to give an insight on system functionality.
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Name Size Description
The rate of sign-changes of the signal
during the duration of a scheme
The sum of squares of the signal values,
normalized by the respective frame length
The entropy of sub-frames normalized energies.
It can be interpreted as a measure of abrupt changes
The center of gravity of the spectrum
The second central moment of the spectrum
Entropy of the normalized spectral energies for the set of sub-frames
The squared difference between the normalized
magnitudes of the spectra of two successive frames
The frequency below which 90% of the magnitude
distribution of the spectrum is concentrated
Mel Frequency Cepstral Coefficients form a cepstral representation
where the frequency bands are distributed according to the mel-scale
12-element representation of the spectral energy where the bins
represent the 12 equal-tempered pitch classes of western-type music
Chroma Deviation 12 The standard deviation of the 12 chroma coefficients

Zero-Crossing Rate 1
Energy 1

Energy Entropy 1

Spectral Centroid
Spectral Spread
Spectral Entropy

—_ —_ =

Spectral Flux
Spectral Rolloff 1
MFCCs 13

Chroma Vector 12

Table 9.1: Musical Features used for the SVM-based Emotion Recognition.

9.3.1 Emotion Recognizer

This module implements a method for allowing identification and extraction of
(arousal, valence) pairs from a musical track. The emotion recognition capabilities
have been implemented through Support Vector Machines (SVMs), trained with
the data-set described in [211]. It includes approximately 1000 CC-licensed songs
that have been listened and subsequently annotated with their values of arousal
and valence through crowd-sourcing.

The training process extracts the musical features, shown more in detail in
Table 9.1, from each audio track contained in this dataset and uses them, together
with the arousal and value annotations, to form the ground truth for a Support
Vector Machine (SVM) regression modeling task. More specifically, two models
are created: one for arousal and one for valence values. In the evaluation phase,
the concert’s set-list is analysed and the same musical features of table 9.1 are
extracted from each track. These features are then used as input into both the
predictive models to obtain the predicted arousal and valence values.

After the training stage, the set-list is processed to extract the aforementioned
musical features from each track. These features are then put as input of the two

SVMs to obtain the estimated (arousal, valence) pairs.



9. Audience interaction mediated by a humanoid robot 138

EMOTION
LOGIN WAITING COLLECTOR ENDING
mm—". e DATABASE
. concert not . store
A started o emotion
launch ’ '
— —
—

ResTRAT

<o o0 | < o o | <o 0 |
registration .
g musical act
synchronization

notification
dispatch Event concert ends
( ) Listener

notification
request

ARTIFICIAL
INTELLIGENCE

Figure 9.3: Emotional Mobile Interface architecture.

9.3.2 Emotional Mobile Interface

This module plays a fundamental role in the proposed system, as it represents
the interaction point between the audience and the entire system. It consists in a
simple and user-friendly mobile application, whose interface is shown in Figure 2.8.
Figure 9.3 describes the mobile application architecture. The main goal is to
create an interface that allows spectators from the audience for expressing their
emotional state while listening to the concert. All the votes recorded by all users
at the end of each musical act will be used in order to compute the emotion that
more faithfully represents the global emotional state of the audience, and that will
be used by the AI Director module to decide which song should be played next.
On start-up, the mobile devices can receive push notifications by the Al Di-
rector module through the Google Cloud Messaging (GCM) infrastructure. Once
logged in, the application will present users a welcome screen that will persist until
a notification will report the beginning of the concert. At this point, the user will
be led in the voting screen, where s/he will be able to send the emotion to a re-
mote web server. This interface will synchronize with the musical act progression,
thanks to the notification system, to be able to store the votes correctly. This

screen resembles Russel’s Circumplex Model of Emotions, having four colored tiles
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Figure 9.4: Al Director architecture.

that resemble the four emotional categories referred in state of the art (chapter 2).

It is worth noting that nor before neither during the concert users have been
advised on the meaning of the colors: they were only asked to interact with the
app as they wish, in order to avoid biases and to stimulate a more instinctive and

less reasoned response.

9.3.3 Database

The Database module consists in an HT'TP server, able to receive GET and POST
requests aimed at storing votes to a local MySQL database management system.
More precisely, all the votes are firstly sent from the mobile application to a server
via GCM, and then stored to the database using REST API. The data are then
used from the AI Director module (described in the next subsection), or for further

offline analysis.

9.3.4 Al Director

This module is the core component, as it contains the artificial intelligence that
deals with the real-time management of the concert, taking decisions on next song

to be played. This module accepts as input the (song arousal, song_valence) pair
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Figure 9.5: The Concert structure. On each act, muiscians can play one of the
four possible songs. Each song contains a predominant emotion.

produced by the Emotion Recognizer module.

In order to understand how this module works, it is important to explain the
concert structure. It consists in a tree data structure, whose depth represents the
number of musical acts, and whose nodes are all the possible songs that can be
played in every act (see Figure 9.5). The goal of this module is to find an optimal
path from the first to the last node, in order to produce the most engaging effect
for the spectators based on their emotional response.

At the beginning of the performance, the robot will perform an introductory
welcome animation and subsequently it will turn towards the musicians in order
to communicate via a body gesture the beginning of the first musical act.

For every such acts, the AI Director sends a synchronization notification to
the Emotional Mobile interface, then it remains in a idle state, giving time to the
electronic and orchestral ensembles to perform their executions. Shortly before
the end of the act, the system will wake up and query the Database to retrieve the
spectators’ votes collected during the act.

This information is used to calculate the audience’s predominant emotion.
Combining this information with the emotional content of the candidate songs
eligible to be performed on the next act, a heuristic search algorithm is used to
choose the song that most likely would induce an emotional shift in the audience,
while avoiding stalls on the same emotions and abrupt changes. For instance, con-
sidering the (song arousal, song_wvalence) pair as a point on the circumflex shown

in Figure 2.8, its mirrored point (with respect to the main diagonal) represents



9. Audience interaction mediated by a humanoid robot 141

DECISION TASK

m.
| o3
R

udi ORCHESTRA
.\23 song Robotic
«Happy» .
Behaviour
J «Happy»
AUDIENCE

aew vote Vote votes Vote audience
L) Collector Analyser emotion

ORCHESTRA
435009 Robotic
g mma  Behaviour

song \  pudionce «Sad»
.

Figure 9.6: The decision process.

the opposite emotion, which can be selected for obtaining the highest emotional
variability.

Figure 9.6 shows a more detailed representation of the decision process that
occurs at the end of each musical act, with the AI Director module computing the

distance between the audience and the songs in the emotional domain.

9.3.5 Robotic Controller

Once the AI Director chooses the next song, the Robotic Controller module will
convey this information through the robot. This chain of operations is executed
in loop for every musical act.

The purpose of this module, whose architecture is shown in Figure 9.7, is to
model the robotic behaviors that will enable a NAO robot to interact through
body gestures with people involved in the performance.

The robot plays two main roles: it serves both as an announcer, gesticulating
and speaking to the audience, and as a musical director, performing movements
to instruct the musicians on the next song they should play. The gestures used for
communicating emotions are shown in Figure 9.8, and have been self assessed to
be as simple as possible and non-ambiguous.

These four movements are the robotic embodiment of the outputs from the Al
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Director module, and each of them is interpreted as one of the four songs that can
be played in the next musical act. Each song belongs to an emotional category,
which in turn is associated to a color. Thus, the robot will modify the color of his
LEDs accordingly, to give a continuous reference to the music players even after

the gesture movement is over.
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Inexpert Quite Inexpert Neutral Expert Very expert
1 Are you an computer expert? 23 28 33 22 12
Never Rarely Sometiomes Usually Often
2 How frequently do you listen 28 30 93 23 14

to symphonic music?

Table 9.2: Questionnaire items related to the predisposition torward robotics and
synphonic music.

1 Strongly disagree 2 Disagree 3 Neutral 4 Agree 5 Strongly Agree
4 Did the robot correctly fulfill the 15 5 28 46 2
task?

5 Do you believe that the presence of a
person instead of the robot might change the effectiveness of the concert?

6 Before the concert, did you expect an

emotional involvement from the performance?
7 Did the robot meet your expectations? 11 19 28 37 23
8 Did you enjoy the concert?

21 25 33 21 18

6 16 27 54 15

Table 9.3: The questionnaire filled from the users and the score attributed to each
item.

9.4 Evaluation

After some preliminary tests, aimed at fixing bugs and tuning some parameters,
the system has been tested during an actual concert, opened to an audience made
by 118 spectators (63 males and 55 females). As explained before, each spectator
was given with a mobile application, by means of which they were able to select a
color during the concert. At the end of the concert, people filled a questionnaire
consisting of questions to be answered with 5-points Likert scales.

The first two questions, reported in table 9.2 investigate user predisposition
torward robotics and symphonic music.

The second part of the questionnaire was used to assess the audience perception

during the concert. The details of questions and answers are reported in table 9.3.

Did the robot correctly fulfill the task? Did the robot meet your expectations? Did the presence of the robot affect your
emotional state?
2

s 20

v L TNER N

Iswongly  2Dmsgres 3 Newral sngee 5 SwongyAgee Lswongly  2Dissgree 3 Neumal dagee 5 SwonglyAgee 1Stronely

3 Neutral Sagee 5 SwonglyAgree
disagree e

disagree

Figure 9.9: Users’ answers to questions 4, 7 and 8.
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WHICH WAS THE PREDOMINANT EMOTION YOU
FELT DURING THE CONCERT?

21.19%

Happiness
2.54% W Anger
11.02% W Sadness
65.25%
H serenity

Figure 9.10: The prevalent audience emotions.

Finally, the questionnaire contained a question dedicated to the most perceived
emotion, between the four proposed. As reported in figure 9.10 was serenity, with
a predominance for the 65.25% of the audience.

The questionnaire was prepared to investigate users’ attitude torward the per-
formance and since it is not a standard questionnaire the Chronbach’s values are
reported: Cronbach Alpha 0.8279 Std. Alpha 0.8253 G6(smc) 0.8454 Average R
0.403. In table 9.3 are reported questions and answer provided from the audience.

Questions 4, 7 and 9 revealed interesting aspects of users’ opinions. As shown
in Figure 9.9, the majority of users enjoyed the concert, and no relations were
noted between neither the level of expertise in informatics nor the users’ habits in
attending concerts. Moreover, most of the users felt like the robot correctly fulfill
the task, and that its behavior meets users’ expectations.

The observed differences in users’ choices may be due to external factors, in-
cluding the presence of the robot or in the absence of preliminary information and

this point must be evaluated in a further study.
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9.5 Conclusions

The hypothesis presented in this chapter is that is possible to realize a natural-
like setting for HRI in which the humans and a robot coordinate behaviours and
emotions [208] and communicate on the basis of shared phenomenal features in
a common environment [209] to answer to the following 'Is it possible to convey
humans’ emotional response through the humanoid robot NAO?

Many studies explored the emotional response in a Human Robot Interaction
[19], [125] or [126]. The above mentioned study focused on a one-to-one interaction
between a human and a robot, while in the study presented in this chapter I extend
the investigation of emotional response over the whole audience, using the Nao
robot for conveying these emotional response.

More in details, in this chapter it has been presented a system for conveying
audience emotions to orchestra musicians through a humanoid robot, describing
the architecture along with a brief overview of the algorithms used. First results
collected after the deployment of the system in a real scenario have been discussed
with particular attention to user’s experience during and after the concert. From
users’ answers, we noted that most of the users enjoyed the concert, and the
robot appeared to influence their opinions over the overall experience, wile this
observation seems encouraging, further investigations are required to strengthen
this hypothesis.

Finally robot was able to create a link between the audience and the orchestra,
being the medium that conveyed peoples emotion during the overall concert ex-
perience. On the other hand, orchestra had the opportunity to know in real-time
audience overall emotional state changing their performance accordingly to that

state and creating an innovative and partecipative music experience for audience.



Chapter 10
Conclusions

The presented thesis aimed in providing an answer to the following research ques-
tion: s it possible to model human’s responses during human robot interactions,
using new measurable features? To provide an answer, Human’s feedbacks have
been evaluated during Human Robot Interaction to derive measurable features to
model human behaviour. The use of these features are the basis for the creation
of humans’ behavioural model with the final long time goal to make a robot aware
of human’s feedbacks.

My research fits into the field of Human-Robot Interaction using a multidisci-
plinary approach which took into account concepts and techniques borrowed from
psychology, biology, cognitive science and medicine to better address the proposed
research question.

Three paradigms of Human Robot Interaction have been taken into account:
1. Robot as Avatar.

2. Robot as Teammate.

3. Robot as Social Mediator.

Each paradigm has been explored in dedicated scenario measuring the features,
as described in 10.1. Accordingly to robot as Avatar paradigm, the robot be-
comes an extension of the user himself and can be used to extend his physical

presence, or accomplish action on his place.
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HUMAN ROBOT INTERACTION MODEL

BIOLOGICAL Evaluating the Biofeedback factor in a
FEEDBACK human-humanoid interaction

ROBOT AS AVATAR A Robot mediated human to human

interaction based on BCI
ACCEPTANCE
Exploring humans' acceptance of a neuro-

prosthetic robot architecture

. | |

H B
<—> ROBOT AS A TEAMMATE TRUST The analysis of trust in a competitive game (9] 6
HONEST The role of Honest Signal in a Human-Human
SIGNALS Interaction mediated by a geminoid robot
ROBOT AS A SOCIAL
MEDIATOR EMOTIONAL Interaction of the audience with orchestrals
RESPONSE | through a humanoid robot

Figure 10.1: The proposed model.

The robot as Avatar paradigm have been evaluated using user’s Biological
feedback and Acceptance. First study, Fuvaluating the Biofeedback factor in a
human-humanoid interaction, presented in chapter 4 evaluated the user’s mental
state during the interaction with a NAO robot used to fulfill user’s needs.

This study validated a new paradigm to interact with a humanoid robot as
avatar providing a positive answer to the question: is the NAO Robot able to help
a human in accomplishing his needs?. This represents a further step in the studies
on Brain Computer Interface where the output interface was typically represented
by monitor [158], [69] or synthesized speech processor [159], rather then robots.

The study was conducted in collaboration with the Psychiatric department of
the University of Palermo with healthy controls and ALS patients. ALS partici-
pants have shown a stronger Biofeedback (81.20%) rather than healthy controls
(76.77%).

This result suggests that both ALS and healthy controls achieved a good preci-
sion during the online Session but, during the Robotic Session, the ALS performed
statistically better. This conclusion strength the hypothesis that robot is perceived
as a positive reinforcement to enhance user’s performances, with particular atten-

tion to locked-in subjects.
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Moreover the use of the robot produced an higher biofeedback in both groups
reflecting an improvement of participants’ mental state. The conclusion that can
be drawn is that robot is perceived as a positive feedback for both healthy and
ALS participants in the use of BCI.

Users’ Acceptance has been evaluated in chapters 5 and 6. In Chapter 5, a
Robot mediated human to human interaction based on BCI, the Brain Computer
Interface system enabled ALS patient to communicate using a symbolic interface.

This study is novel in literature, since studies were mainly conducted to inves-
tigate BCI bit/rate (defined as time to spell a word) [170], system precision [171]
and user’s experience [172]. Moreover, the use of robot in a BCI based communi-
cation setting, has been quite neglected since robots were mainly used in controls
scenarios [158].

From the results, it is possible to draw the conclusion that the use of a teleoper-
ated robot helped in improving the sense of presence with the user and if a monitor
or another electronic device would be used instead of robot, the interaction would
not have been the same. Is therefore possible to conclude that the use of the robot
provided an embodiment which helped to maintain a sense of presence.

The second study on user’s acceptance is presented in chapter 6 Exploring hu-
mans’ acceptance of a neuro-prosthetic Robot architecture. In this study a KUKA
Robot has been brain controlled by an artist, as a neuro-prosthesis to create large
artworks during Ars Electronica Festival 2017.

This study investigated the research question, is it possible to model human’s
responses during human robot interactions, using new measurable features? mea-
suring the acceptance of a human-robot interaction in a real-world scenario over a
wide sample.

This study is linked to the emergent question of the scientific community to
provide assessment on robots’ acceptance [183], [184]. Although acceptance of tele-
operated robot has been widely explored, [25], [185], [186], the study presented in
this chapter push forward the current state of the art since there are no prior
examples of BCI-based control of an industrial robot used for art creation.

The results of the study, provided some interesting insights on people’s current
knowledge and predisposition torward robotics. In particular, industrial robots

like KUKA and Brain Computer Interface are still not well known by the majority
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of people. Nevertheless people appear to have a positive attitude torward them,
accepting them has useful technology in general and in particular to make art.

Results were evaluated from visitors interview in terms of technology knowl-
edge, attitude, interaction and satisfaction. Presented results show that industrial
robot like KUKA and Brain Computer Interface are still not well known by the
majority of people. Nevertheless people appear to have a positive attitude torward
them, accepting them has useful technology in general and in particular to make
art. The performance has been considered innovative by the majority of people.

The Robot as Teammate has been explored in the study presented in chapter 7,
the analysis of trust in a BCI based Human-Humanoid Interaction, where a human
player played a competitive game against a bargain robot to evaluate human’s
mental model of trust during the interaction with the robot.

The goal of the study was to give an answer to the research question is it
possible to derive a model of human’s trust from human’s brain features during the
interaction with a robot? My study starts from the assumptions of [190] and [191]
who used the social dynamic of cheating to investigate trust and robot agency.
The main limitation of the above mentioned researches is represented by the use
of speech and gestures to investigate the perception of the robot by the user. The
research presented in this chapter 7 pushed forward this limitation introducing an
additional measurement of user’s trust: BCI features representing a model based
on Heider’s researches on trust [187].

Results demonstrated that it is possible to find a relation between biological
features and Trust. In particular,the modification of the interaction is reflected
by the BCI features. In addiction, from the obtained results is it possible to notice
that the content of the interaction modify also the perception of the robot. In
fact, the robot who played accordingly the rules or, even worse, who breaks the
rules against its own interests is perceived as a broken tool subjected to system
malfunction and therefore it was not not perceived as a trustable teammate.

Robot as a social mediator paradigm has been explored using different fe-
atures: honest signals and emotional response. Honest Signals have been
explored in chapter 8. Honest signalling have been considered as a subset of observ-
able behaviour selected by a stable and equilibrium state of sharing information

as the solution to coordination problems.
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The study starts from Pentland’s honest signal theory [122] that I extend to
apply it to the research field of Human Robot Interaction. In fact Pentland’s study
was mainly focused on creating a sociometric instrument to measure human-human
interaction [204] while my research goal is to apply honest signals theory to the
human human interaction mediated by a humanoid robot.

Alhotugh due to the small sample, no definitive conclusions can be drawn, The
study suggested two interesting results: First assessed that using the Geminoid
robot permit to obtain better results during cooperative task between two users
who never meet each other. Second, suggested that the Geminoid robot induced in
a human a number of mimicrys comparable to those generated during interaction
with another human being. The study therefore aims to be the starting point
for future research on the interconnection between honest signals and humanoid
robots.

The Emotional Response has been evaluated in chapter 9. In this study,
users were invited to modify the ongoing of a live orchestral performance, held in
collaboration with the conservatory of Palermo, using a mobile app as input and
the NAO Robot as output of their overall emotional states.

The emotional response in a Human Robot Interaction has been investigated in
several previous study [19], [125] or [126]. The main limitation of above mentioned
studies is represented by the a one-to-one interaction between a human and a robot.
I extended the above mentioned study investigating the emotional response over
the whole audience and using the NAO robot for conveying the emotional response.

From the questionnaire submitted at the end of the performance, it emerged
the majority of users enjoyed the concert, and no relations were noted between
neither the level of expertise in informatics nor the users’ habits in attending to
such kind of concerts.

Moreover, most of the users perceived the robot correctly fulfilled the task, and
that its behavior met users’ expectations. The evaluation of the emotions perceived
during the overall concert has shown that the most perceived emotion was serenity.
Furthermore, the analysis of users’ responses in terms of the chosen colors has
shown a big variance in the variance of emotion along all the performance, with
variation over Russel ideal circumplex. Interesting to notice that a relation between

played pieces and emotions were found by the majority of people attending the
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concert.

In conclusion, the exploration of biological and perceptual feedback during
a human-robot interaction within different paradigms (robot as avatar, robot as
teammate, robot as social mediator) provided interesting results locating new fe-
atures to measure and assess the interaction between a human and a robot.

In fact, from the results obtained for each study it is possible to derive features
to measure humans’ feedback. The further evolution of this research will be to
equip a robot with a system based on these features to make the robot able to
decode human beings mental and perceptual state and to react accordingly to their
states and emotion based on analyzed features.

In general, the presented thesis represents a step forward in the current state of
the art of Human Robot Interaction. For this reason, it becomes essential to assess
the results achieved thus far in relation with well established features explored in
Human Robot Interaction exploring, for instance the role on natural language,
visual expressions and gestures to create a complete multimodal system able to
better understand the extremely complex dimension of Human Robot Interaction.

The final long term goal will be the creation of a robotic architecture, based on
cognitive and biological features, able to determine and to predict human’s per-
ceptive and biological feedback to realize a true and useful interaction for humans.

The creation of this robotic architecture will increase the naturalness and so-
ciability of the interaction, moving the latter on the next stage: a stable and long

term Human Robot Interaction to include robots in human daily-life.
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