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Adapting the Interplay Between Personalized and
Generalized Affect Recognition Based
on an Unsupervised Neural Framework

Pablo Barros

, Emilia Barakova
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Abstract—Recent emotion recognition models, most of them being based on strongly supervised deep learning solutions, are rather
successful in recognizing instantaneous emotion expressions. However, when applied to continuous interactions, these models show a
weaker adaptation to a person-specific and long-term emotion appraisal. In this article, we present an unsupervised neural framework that
improves emotion recognition by learning how to describe continuous affective behavior of individual persons. Our framework is composed
of three self-organizing mechanisms: (1) a recurrent growing layer to cluster general emotion expressions, (2) a set of associative layers,
acting as affective memories to model specific emotional behavior of individual persons, (3) and an online learning layer which provides
contextual modeling of continuous emotion expressions. We propose different learning strategies to integrate all three mechanisms and to
improve the performance on arousal and valence recognition of the OMG-Emotion dataset. We evaluate our model with a series of
experiments ranging from ablation studies assessing the different contributions of each neural component to an objective comparison with
state-of-the-art solutions. The results from the evaluations show a good performance on emotion recognition of continuous emotions on
monologue videos. Furthermore, we discuss how the model self-regulates the interplay between generalized and personalized emotion
perception and how this influences the model’s reliability when recognizing unseen emotion expressions.

Index Terms—Emotion recognition, personalized emotion perception, online learning, unsupervised learning, continual learning

1 INTRODUCTION

ALTHOUGH it is widely accepted that basic emotional con-
cepts are perceived by different persons around the
world in a consistent manner [1], applying a computational
model able to recognize emotions in natural scenarios remains
a difficult task [2]. A major challenge identified by Cavallo
et al. [2] is that each person might express affect differently,
sometimes transitioning between several basic emotions in a
short time period to express a complex emotional state.
In addition, both understanding and display of emotion can
vary depending on the situation, the interaction partner and
even on the time of the day [3], [4]. In an attempt to create a
system able to recognize individual and continuous emotions,
several researchers defined more complex emotional states,
such as confusion, surprise, and concentration [5], [6], [7],
which increases the complexity of the recognition models.

To deal with the newly introduced complexity, most of the
recent solutions on emotion recognition employ an extreme
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generalization approach, usually based on end-to-end deep
learning techniques [8]. Such models usually learn how to rep-
resent affective features from a large number of data samples,
using strongly supervised methods [9], [10], [11], [12]. As a
result, these models can extract audio-visual features from a
collection of different individuals, and maximize the generali-
zation on emotion expression recognition. The development
of such models was supported by the collection of several “in-
the-wild” datasets [13], [14], [15], [16] which provided large
amounts of strongly labelled data.

These datasets usually contain emotion expressions from
various web sources in the form of short instances ranging
from single frames to a few seconds of video material.
Because of the large availability of data to train with, the
performance of deep learning-based solutions provides the
state of the art achievements when benchmarked on these
datasets [17], [18], [19], [20]. When applied to real-world
problems, however, such deep learning models tend to per-
form poorly [21], [22]. In addition, most deep learning solu-
tions although capable of representing audio and visual
affect from a wide range of persons, can only categorize
simple representations of emotional display, such as posi-
tive or negative expressions [23], [24].

The most common cause of the poor performance on
real-world scenarios is the high dependence of such solu-
tions on learning the separation boundaries of the emotion
categories based on the examples of the training set [2], [25].
Emotion categories which have more examples in the train-
ing dataset will enforce a strong bias on the model learning.
Also, although most of these datasets contain millions of
examples, they are still much limited by providing short
instances of emotional expressions [26]. These models are
successful in recognizing short representations of emotions
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on the specific set of persons/situations which were present
in each of the training datasets [27]. As soon as a new
expression is perceived, or a person with characteristics that
were not well represented in the training set expresses an
emotion, these models tend to have a poor performance.

Recent neural models based on adversarial learning [28],
[29] overcame the necessity of strongly labelled data, how-
ever, they tend to need even more examples from different
persons, thus much more data points are needed. In a recent
work, we explored a similar approach for generating person-
alized emotion expressions [30]. Our model was successful in
using the generated data to predict arousal and valence, but
only on single images, which limits the models” application in
continual interactions. It also demanded an enormous train-
ing effort to optimize a large number of parameters in order to
stabilize the adversarial learning. Existing solutions address
the problem of continual learning in deep learning models by
introducing transfer learning techniques [21], [31], neural acti-
vation and data distribution regularization [32], [33], and the
unsupervised learning of affective features [34], [35]. Most of
these models present an improvement of performance when
evaluated on specific datasets, but maintain the same limita-
tions when applied to real-world scenarios, as the adaptation
process is expensive and slow, demanding many interactions
to learn new data instances.

Previously, we proposed a developmental approach for
emotion expression recognition [36], [37] which addressed
the problem of online adaptation of emotional categories to
newly perceived expressions. This model implemented self-
organizing layers which create clusters of similar expressions
based on audio/visual characteristics extracted from a con-
volutional neural network. The model learned, online, how
to correlate newly perceived expressions with the learned
clusters, and how to create new clusters to represent new per-
ceived emotion expressions when needed. It achieved state-
of-the-art performance on recognizing instantaneous emotion
expressions by identifying to which cluster a newly perceived
expression belongs to, without the need to re-train the entire
convolutional neural network. One of the limitations of our
previous work was the pre-defined number of neurons and
the topological arrangement of the self-organizing network.
This constrained the number of emotion concepts the model
learned and created artificial relations on how the emotion
expressions were represented, which influenced its applica-
tion to unconstrained scenarios. Also, the neurons only
learned how to represent short instantaneous expressions,
which limited its application to natural scenarios and it did
not allow the model to adapt to the perceived expressions
while an interaction happens.

In this paper, we address the problem of learning adapt-
able emotional representations by focusing on improving
emotion recognition based on two characteristics: the univer-
sal generalization of human emotional expressions and the
individualization of affective understanding. A person can
express sadness by crying, screaming, or even smiling [38],
which makes it hard to be categorized in a computational
model. The diversity of emotion expressions becomes even
more complex when we take into consideration interpersonal
characteristics such as cultural background, personality, and
genetics [39]. Deep learning models have been shown to be
expert on providing generalization, and for representing these
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characteristics of unknown persons. However, such models
have difficulty to adapt to the individualized characteristics
of a subject, as they rely on learning from multiple examples.
When humans already know a specific person, they can adapt
their own perception to how that specific person expresses
emotions [3]. The interplay between recognizing an individu-
al’s facial characteristics, i.e., how certain muscles in the face
are moved, mouth and eye positions, blushing intensity, and
clustering them into emotional states is one of the key points
for modeling a human-like emotion recognition system [40].

To alleviate the above-mentioned limitations, we propose
the Affective Memory Framework (AffMem), explained in
detail in Section 2, as an adaptable solution for recognition of
continuous emotional expressions. The AffMem builds on our
previous work by introducing an interplay between general
affective perception and the online learning of individualized
emotion characteristics. We extract affective features from
audio/visual expressions using a strongly pre-trained Cross-
Channel Convolutional Neural Network (CCCNN) [36],
which showed to represent multimodal affect reliably. Once
the extracted features have been dealt with, we address the
problems of end-to-end learning by providing a modular
mechanism which integrates three growing self-organizing
mechanisms. The first mechanism is the General-GWR, which is
inspired by our previous work [37] and implements a recurrent
Growing-When-Required network [41] that learns how to rep-
resent general emotion expressions using unsupervised clus-
tering of audio/visual characteristics. The second mechanism
implements a series of GWR networks, the affective memories, to
learn, online, how to cluster the audio/visual characteristics of
the expressions from a single person in order to learn specific
individualized relations between them. The third, and last
mechanism, the Mood, integrates both the General-GWR and
the affective memories into a continual learning stateful neural
network that represents perceived expressions.

In Section 3, we summarize our efforts to perform an objec-
tive evaluation of the proposed framework. We evaluate it
with two different sets of experiments: an ablation study,
which uses three different unisensory and multisensory emo-
tion expression datasets to assess the contribution of the pro-
posed individual neural mechanism, and an integrative
experiment to assess the framework’s performance on recog-
nizing continuous emotion expressions. During the experi-
ments, we also take into consideration the information flow of
the different neural mechanisms when recognizing longitudi-
nal emotion expressions. The results of these experiments,
presented in Section 3.3, show that our model outperforms
the current state-of-the-art models on continuous emotion
expression recognition. We, thus, present in Section 4 an over-
view of the different abstraction levels learned by the pro-
posed model, explaining how they contribute to the final
performance of the model. Finally, in Section 5, we conclude
that our model presents an improvement in continuous emo-
tion expression recognition models by providing an online
learning mechanism for modeling the interplay between gen-
eral and personalized affective behavior.

2 THE AFFECTIVE MEMORY FRAMEWORK (AFFMEM)

The Affective Memory Framework addresses the problem
of learning adaptable affective representations by proposing
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Fig. 1. An overview of the Affective Memory Framework (AffMem). It integrates 1) the representation of expressions using a Cross-channel Convolu-
tional Neural Network (CCCNN), 2) the generalized emotion recognition with the General-GWR, 3) the personalized affective representation using
the affective memories, and 4) the Mood which integrates generalized and personalized representation into a continuous emotion recognition.

and integrating three mechanisms: first, it clusters the per-
ceived expressions into general emotional concepts with the
General-GWR; second, it learns online, and in parallel with
the General-GWR, how to cluster the specific characteristics
of the emotion expressions of individual persons into emo-
tional concepts using the affective memories; and third, it cre-
ates a continuous reading of arousal and valence which
integrates both generalized and personalized perception
through the Mood module. To represents multimodal emo-
tion expressions we use a pre-trained Cross-channel Convolu-
tional Neural Network. Fig. 1 illustrates the AffMem and its
process flow.

Each of the proposed neural modules addresses one indi-
vidual problem of emotion recognition. Together, they con-
tribute with a learning flow that balances the interplay
between generalized and personalized emotion perception
which results in a dynamic system that 1) represents multi-
sensory affect, 2) classifies general emotion expressions into
known clusters, 3) learns individualized emotion representa-
tions and 4) provides continuous emotion recognition.

2.1 Representing Affective Stimuli

The first necessary step to automatically process affective
stimuli is to find an appropriate represention. Our frame-
work provides such representation by pre-training the Face
Channel and the Auditory Channel of the Cross-channel Con-
volutional Neural Network [36]. The CCCNN, illustrated in
Fig. 2, implements single-modality convolutional neural
channels to learn affective descriptors which showed to be
competitive with state-of-the-art models in the recognition of
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instantaneous emotional expressions while maintaining a
very light-weighted architecture.

We updated the original Face channel to follow a topol-
ogy based on the VGG16 model [42], but with much fewer
parameters, which made it much more robust towards
facial-expression representation. The Face channel has 10
convolutional layers, including 4 pooling layers. We use
batch normalization within each convolutional layer and a
dropout function after each pooling layer. Following the
original CCCNN architecture, we apply shunting inhibitory
fields [43] in our last layer. Each shunting neuron S¥ at the
position (z,y) of the nth receptive field in the cth layer is
activated as

Ty

’lLt(’, ( 1 )

TR
Qe + Inc

U,
Ty
Snc -

where u*V is the activation of the common unit in the same
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position and 7Y is the activation of the inhibitory neuron. A
learned passive decay term, a,. is the same for each shunt-
ing inhibitory field. Each convolutional and inhibitory layer
of the Face Channel implements a ReLu activation function.

The Auditory channel learns how to represent prosodic
information from speech to recognize emotional expressions.
In this regard, it receives as a Mel-Frequency Cepstral Coeffi-
cients (MFCCs) representation. When transformed to MFCCs,
the auditory signals lose their spacial locality which makes
the common 2D convolutions, not suitable processing
approach. Abdel-Hamid et al. [44] propose the use of 1D filters
to solve this problem. We adopted this approach and imple-
mented the Auditory channel as a series of 1D convolutions
which are applied to the Y-axis of the MFCC spectrum. The
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Fig. 2. Detailed architecture and parameters of the Visual and Auditory channels of our CCCNN architecture.
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filters will learn how to correlate the representation per axis
and not within neighbors, which does not carry any correla-
tion. Pooling is also applied in one dimension after each con-
volutional layer, always keeping the same topological
structure. The auditory channel is composed of three layers,
each one with one-dimensional filters and followed by a pool-
ing layer.

As typical for most deep learning models, our CCCNN
has several hyperparameters to be tuned. We optimized our
model to maximize the recognition accuracy using a Tree-
structured Parzen Estimator (TPE) [45] and use the optimal
training parameters through all of our experiments. The
results of our optimization indicated that training the model
in two steps yielded the best recognition performance. First,
we train the individual channels using specific unimodality
corpora, and then we fine-tune the model by concatenating
the output of each channel and re-training it with an audio/
visual emotion expression dataset. In both cases, the output
of the model is fed to a fully connected layer with 200 units,
each one implementing a ReLu activation function, which is
then fed to an output layer. Our model is trained using a
categorical cross-entropy loss function.

2.2 General Emotion Expressions

The CCCNN, like many other purely deep learning solu-
tions, are enforced to learn a hierarchical representation of
emotion expressions. After a strong supervised training
procedure, these networks create separation boundaries to
classify the perceived affect into previously known emo-
tional concepts. As soon as a new expression or even a
known expression expressed by a different person is per-
ceived, the CCCNN relies on an extreme generalization to
recognize it. If the expression is not represented in the train-
ing set, the performance is usually very low. Re-training the
network to improve its recognition towards specific expres-
sions is a very expensive process and requires a large num-
ber of new training samples.

In our previous work [36], we addressed the problem of
adapting a convolutional neural network towards novel data
by endowing it with an unsupervised layer which learns the
separation boundaries based on the clusters of a self-organizing
map (SOM). The advantage of this approach was to use
the expertise of a deep neural network to describe expressions,
as a pre-trained feature extractor, together with the unsuper-
vised learning of clusters representing expressions, without
the necessity of re-training the entire network every time a
new expression, or person, was perceived. The self-organizing
network adapted its existing neurons, using the Hebbian
learning-based neighborhood function, to accommodate a
novel expression. The hybrid model achieved better perfor-
mance when compared to purely supervised convolutional
neural networks when recognizing general expressions in
cross-database experiments. The model presented, however,
serious scalability problems, as it had a pre-defined number of
neurons and topological structure which did not let it learn in
unconstrained scenarios.

To address the limitations of our previous work, we propose
in this paper the General-GWR layer which creates prototype
neurons from the multimodal emotion expressions represented
by the CCCNN based on Growing-When-Required Networks
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(GWR). The GWR is a self-organizing network which learns
how to represent data by training prototype neurons through
an unsupervised Hebbian learn update rule. Recent studies
[46], [47] investigate the successful employment of such net-
works into continual learning for different high-abstraction
tasks. They discuss how the GWR adapts to the input data
much faster, and using fewer resources than traditional life-
long and transfer learning mechanisms [48]. Each neuron on
the GWR grid represents an approximation of a series of per-
ceived data points so that a newly perceived data point can be
represented by one or more neurons on the network. By clus-
tering these neurons on known concepts, such as arousal and
valence, we can use them to characterize the newly perceived
expressions.

To improve the capability of dealing with longer emotion
expressions, we implement gamma connections [41] to our
General-GWR. The gamma connections are inspired by the
gamma memory models [49] and embed the prototype
neurons with a context layer. The context layer will encode
the representation of a short-sequence of expressions. Our
assumption is that the gamma connections would improve
the robustness of the prototype neurons by reducing the
sensitivity of the neuron to learn outlier representations.

The General-GWR associates a best-matching unit (BMU) b
with an input taking into consideration the activity of the net-
work for the current input and previous inputs, the latter rep-
resented as a temporal context via the gamma connections.
Each neuron of the General-GWR consists of a weight vector
w; and a number K of global context descriptors ¢;; (with
wj, ¢jr, € R™). As a result, each neuron on the network will
encode prototype sequence-selective representations of the
input taking into consideration each neuron’s representation
but also a each neurons’ context. Given a set of N neurons, b is
computed with respect to the input z(¢) € R" as

b=arg min(dj),

JEN
K (2)
d; = agl|z(t) — wil* + > arl|Cixt) = el
=1
CjJ.«(t) =8 Wi(—1) + (1 — ,8) . Cj‘kfl(t — 1), (3)

where d; represents the distances between the input stimuli
and all the neurons of the General-GWR, o; and g € (0;1) are
constant values that modulate the influence of the current
input with respect to previous neural activity, w;(t — 1) is
the weight of the winner neuron at ¢t — 1, and C;;(t) € R" is
the global context of the network (C 1. (to) = 0).

New connections are created between the BMU and the
second-BMU with relation to the input. When a BMU is
computed, all the neurons it is connected to are referred to
as its topological neighbors. Each neuron is equipped with a
habituation counter h; € [0, 1] expressing how frequently it
has been fired based on a simplified model of how the effi-
cacy of a habituating synapse reduces over time.

The habituation rule is given by Ah; = 7; -« - (1 — hj) — 15,
where « and 1; are constants that control the decreasing
behavior of the habituation counter [50]. The habituation is
needed in our scenario in order to enforce the network to
update its prototype neurons with a higher impact towards
newly perceived affective input. To establish whether a
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Fig. 3. The pre-trained General-GWR processes a perceived input, composed always of the current perceived stimulus and three previous stimuli.
The Best-Matching Unit (BMU) is computed together with its five closest neighbors, and the final averaged arousal and valence is calculated.

neuron is habituated, its habituation counter h; must be
smaller than a given habituation threshold ¢,.

The network is initialized with two neurons and, at each
learning iteration, it inserts a new neuron whenever the acti-
vation of the network for the expression i, a(i) = exp(—d;),
is smaller than a given threshold ¢,, i.e., a new neuron is cre-
ated if a(t) < t, and h; < t;. Each neuron also contains an
aging mechanism so as soon as a neuron is activated as a
BMU or a BMU neighbor, its aging counter is set to zero. If
not, its aging counter is increased. If a neuron has an aging
counter higher than a threshold ¢,, it will be removed. A
neuron which is not activated often will be removed, and
this mechanism is extremely important to avoid outliers on
the creation of prototypes by the network.

The training of the neurons is carried out by adapting the
BMU b and its topological neurons n according to

Ab = € hl . (X(t) — b)7 (4)

ACZ'JC =¢ - h;- (Ck(t) — Ci,k)a (%)

where ¢; is a constant learning rate.

To allow the General-GWR to perform classification of
emotion expressions, we implement associative labeling
[41] to each neuron. During the training phase, we assign to
each neuron two continuous values, representing arousal
and valence. If a training sample has arousal (/,) and
valence (/,) associated with it, we update the labels of the
BMU (I, for the associated arousal and [;, for the associ-
ated valence ) with

li,a = li,a, + (la - l1a) XY (6)

liw=1liv+ (o = lin) X v, )

where y, is a labeling learning factor and it is defined during
training.

To categorize a newly perceived expression, we just read
the labels of the BMU associated with it. Important to note
that although we use the association labeling in our train-
ing, the training of the neurons is purely unsupervised. The
General-GWR will keep learning even if there is no arousal
or valence associated with a training example.

The learning process of the General-GWR is unsupervised
and driven by the examples of the training data. The General-
GWR either allocates new neurons or adapts existing ones in
response to novel input. To increase the robustness of the Gen-
eral-GWR against noisy information, we use a weighted aver-
age of the labels of the BMU and up to five of its closest
neighbors to calculate the final arousal and valence. Fig. 3

illustrates the General-GWR recognition process flow. The
General-GWR is also pre-trained with “in-the-wild” datasets,
so it learns prototype neurons with general affective concepts.

The hyperparameters of the network listed in Table 1, were
optimized to reflect an optimal performance on cross-dataset
emotion recognition. To optimize the parameters of the General-
GWR we also used a Tree-structured Parzen Estimator [45].
The General-GWR contributes to our previous work by pro-
viding the growing and shrinking mechanisms which allows it
to learn novel prototype neurons without any topological
restriction. Also, the network creates neighboring connections
between similar prototype neurons, which means that neighbor
neurons will represent similar expressions (i.e., an emotional
concept). As the neurons are approximations of perceived
expressions, neuron neighborhoods will represent similar emo-
tional concepts. In contrast to a common deep learning net-
work, the amount of data needed to create new neighborhoods,
and in this case, the separation boundaries of emotional con-
cepts, is much smaller. So an emotion expression that is under-
represented in the training data will still be well-represented by
a prototype neuron. This process also allows the General-GWR
to distinguish better between noisy information and under-rep-
resented expressions as noisy information will generate neu-
rons which are not activated as often as perceived expressions,
and soon will be removed. This process was observed for
recent continual learning and lifelong learning scenarios
involving GWRs [51].

2.3 Individualized Emotion Representations

Our model tackles emotion recognition based on two affec-
tive perception perspectives: the pre-disposition of perceiv-
ing general emotional concepts, and the online adaptation
towards individualized characteristics of affect. A pre-
trained General-GWR recognizes general affective stimuli by
identifying Best-Matching Units (BMUs) which represent
the perceived stimuli.

TABLE 1
Training Parameters of the General-GWR Optimized to
Maximize the Performance of Emotion Expression Recognition

Parameter Value
Epochs 20

Activity threshold (¢,) 0.1
Habituation threshold (¢;,) 0.03

Context size (k) 3

Gamma modulation (¢; and B) 0.64391426, 0.23688282
Habituation modulation (z; and «) 0.08714432, 0.0320586
Labeling factor (y;) 0.3
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TABLE 2
Training Parameters of Each of the Networks That
Belong to the Affective Memory Module

Parameter Value
Epochs 10

Activity threshold (¢,) 0.5
Habituation threshold (¢;,) 0.3

Context size 3

Gamma modulation (¢; and B) 0.64391426, 0.23688282
Habituation modulation (z; and «) 0.08714432, 0.0320586
Labeling factor (y) 0.4

In order to address the individualization problem, we pro-
pose the affective memories. In contrast to the General-GWR, the
affective memories are GWRs which are trained online to create
clusters of perceived expressions that stem from one single
person.

GWRs have shown convincing results in encoding
changing concepts in online learning tasks [52], which is
much related to personalized emotion perception as it can
be seen as a specific composition of a general affective dis-
play. For instance, for certain individuals, at first, we can
recognize that a person is smiling, and associate it with a
happy expression. However, after interacting with this per-
son for a longer period of time, we can identify that this spe-
cific smile only appears when this person is feeling nervous.
Such a process can be properly encoded by GWR networks.

By online training, the affective memories can learn specific
characteristics of the transitions of the displayed emotions.
The first neurons the network creates will be related to the
first impression the network has of that person. As the
gamma context is updated over time, the new neurons will
be impacted, for example, by a transition from a neutral
emotion to a happy one. Each new neuron that the network
creates represents a different transition of how that person
expresses emotions in a much more specific way than the
general prototype neurons of the General-GWR. For optimal
use, there will be one affective memory for each person the
framework is used on.

Subject N

affect
CCNN -Vision

Time (T)

CCNN -Audio

1) Representing multimodal
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To allow the affective memories to learn fast and reliable
representations, we use a higher activity threshold when
compared to the General-GWR, as illustrated by the affective
memories parameters in Table 2. This will, however, make
the first expressions dominate the creation of new neurons.
Following expressions, however, will only have an impact
on the neural update if they happen for a longer period of
time. Expressions with extreme arousal and/or valence and
that appear only in a short duration would be considered as
noise and would not impact the neuron updates. To address
this problem, we propose a novel modulation on the update
of the neurons based on the neural activation:

Aw; =€ - hi - (x(t) — w;) - (1 — a(i)), ®

Aci"k =€ - h7 . (Ck(t) — ci,k’) . (]. — a(z)) (9)

If the neural activation is low, meaning the perceived
emotion expression is different from the ones represented
by the prototype neurons, the newly perceived expression
will have a higher impact on the update of existing neurons.
As the affective memories learn online, every single perceived
expression counts, different from the General-GWR which
learns based on the extreme generalization of the expres-
sions. The expressions used to train the affective memories do
not have a label, so we associate the input stimuli with
labels coming from the General-GWR. This way we enforce
the prototype neurons learned by the affective memories to
carry on the reliability on labeling expressions from General-
GWR even when the interaction is at the beginning.

The online processing of the affective memories happens
first with the unsupervised training based on the perceived
stimuli for 10 epochs. After training, we calculate the BMUs
and five of their neighbors, similar to the General-GWR, and
provide an averaged arousal and valence. As the learning
happens fully unsupervised, and labels are updated online
using the ones obtained from the General-GWR, the affective
memories do learn on a closed-loop scenario, without the
need of an external teaching signal. Fig. 4 illustrates the
training and recognition process of the affective memories.
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Fig. 4. Training and recognition of the affective memories. One affective memory is created to learn the perceived stimuli from a single subject using
our novel update rule. The online learning uses the labels from the General-GWR in the association learning process. After training for 10 epochs,
the affective memories calculates the arousal and valence of the Best-Matching Unit and five of its neighbors.
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The continuous training of the affective memories has two
goals: 1) to create, online, specific prototype neurons that
represent the expressions of one single person, and 2) to be
able to improve over time the description of affective behav-
ior of that person. In contrast to the General-GWR, the affec-
tive memories are always learning and always modifying its
learned prototypes. With the new neuron update rule, even
an expression which was just perceived a few times will be
represented. Our assumption is that, once the affective memo-
ries learned with enough examples of that person, the proto-
type neurons will be much more robust to represent the
particularities of that person, when compared to the ones
on the General-GWR.

2.4 Continuous Emotion Perception

Both General-GWR and the affective memories modules run in
parallel. Both can describe instantaneous affective behavior
through the labels associated with the calculated BMUs. That
means we have at our disposition two sets of arousal and
valence predictions, one coming from the General-GWR and
one coming from the affective memories. Each of these sets rep-
resents an opinion, a generalized and personalized, on how
that person is expressing emotions. In order to obtain one reli-
able prediction, we integrate these values by providing a con-
tinuous affective reading. The integration is realized by the
third and last mechanism of the AffMem, the Mood.

The Mood is implemented as a GWR network, but differ-
ent from the other two mechanisms, it does not describe
affect by the use of a calculated BMU. The Mood is trained
as a state-like network, where the representation of per-
ceived affective expressions comes from reading the state of
all its neurons at once.

The Mood is trained online and continuously, so the Mood
will first create neurons which will encode the expressions
of the first seconds of the interactions. Once the interaction
continues, new neurons will be created, or current neurons
will be updated, to represent the perceived expressions,
and the old neurons will be less updated until they are
erased. Each neuron on the Mood encodes a direct arousal
and valence value instead of being a sensory descriptor. By
averaging the weights of all the neurons at any given time,
the Mood represents the affective content of the interaction
until that point. To avoid the problem of older neurons hav-
ing a high impact on the arousal and valence reading, we
use a weighted average based on the neuron’s age. Old neu-
rons, which represent expressions that were perceived at
the beginning of the interaction, will impact the affective
reading of the Mood less than new neurons.

The recurrent gamma memory provides a context mech-
anism to train the prototype neurons of both the General-
GWR and the affective memories with short temporal sequen-
ces. Both these mechanisms enforce these networks to clus-
ter short-time transitions of emotion expressions instead of
one instantaneous snapshot of expression at a time, which
would happen in a GWR without the gamma memory. The
Mood, however, does not need gamma connections. We can
model the dynamics of continuous perception by simply
reading all the neurons at different time steps. As soon as
there is an affective transition on the perceived interaction,
the Mood will create or remove neurons accordingly, and
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the aging average gives us a simple mechanism to read
these dynamics at any given time.

The prototype neurons of the General-GWR store general
characteristics of the emotional expressions. They can be
understood as a first impression, shaped by social experi-
ence, of the affective meaning of a perceived expression.
The neurons of the affective memories encode more specific
characteristics, which are related to how one single person
expresses emotions. However, the neurons of the affective
memories are only reliable after they learned from a number
of different examples. To integrate the reliability of the cal-
culated BMUs of the General-GWR and the dynamics of the
affective memories on learning specific prototype neurons for
that one person, we introduce here a novel update rule for
the Mood neurons

Aw; = ¢ - hi - (av(t) — wi) - (1 — a(t)), (10)

where in the first step a(t) is the activation of the General-
GWR and av(t) is the associated arousal valence, and in the
second step a(t) is the activation of the affective memories and
av(t) the associated arousal and valence. The network acti-
vation gives us an objective measure of how well each of
these mechanisms can represent an expression. Our hypoth-
esis is that when the affective memories are still learning, the
General-GWR will dominate the Mood updates. However,
as soon as the affective memories start to learn robust proto-
types, their activation will decrease, and as a result they
will have a higher impact on the Mood update. Fig. 5 illus-
trates the process flow of the Mood.

3 EVALUATING AFFMEM

To evaluate and understand better the performance of the
AffMem and the individual impact of each neural mecha-
nism, we perform two different types of experiments. First,
we run a series of ablation studies to asses the quality of the
emotion expression representation (Exp 1.1), the robustness of
the prototype neurons of the General-GWR (Exp 1.2) and the
role of the dynamic learning of the affective memory (Exp 1.3).
Second, we run a continuous emotion recognition experiment
(Exp 2) with the entire framework to evaluate its perfor-
mance on continuous emotion recognition.

3.1 Datasets and Pre-Processing

Our framework relies heavily on a robust emotion expression
representation. To train the CCCNN, and assess its perfor-
mance on instantaneous emotion expression recognition, we
used two datasets. The AffectNet [14] was used to train and
evaluate the Visual channel and it is composed of more than
400 thousand “in-the-wild” images which were manually
annotated with seven categorical labels and continuous
arousal and valence. The AffectNet contributes to the robust-
ness of the Visual training by providing balanced arousal and
valence distribution, as exhibited in Fig. 6 A. As the test set
labels are not available to the public, all our experiments were
performed using the training and validation samples.

To train the Auditory channel, we used the RADVESS
dataset [53]. It contains 7,365 videos of 24 professional actors
speaking lexically-matched sentences while performing 7 dif-
ferent emotions (calm, happy, sad, angry, fearful, surprise,
and disgust). Each video was annotated on a phrase level,
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a shapshot arousal and valence on that time-step.

which provides an even data distribution, as exhibited in
Fig. 6 B.

Finally, our multimodal and continuous experiments are
performed using the One-Minute Gradual-Emotional Behav-
ior dataset (OMG-Emotion) [26] which contains around 600
Youtube videos which are about a minute in length and are
annotated taking into consideration a continuous emotional
behavior. The videos were selected using a crawler technique
that uses specific keywords based on long-term emotional
scenes such as “monologues”, “auditions”, “dialogues” and
“emotional scenes”, to guarantee that there is a gradual
change in the way the emotions are expressed. As each video
contains only one person performing the scene, personaliza-
tion plays an important role when classifying the person’s
emotion expression. The videos were annotated using dimen-
sional arousal and valence, and cover most of the extreme
range of arousal and valence values as demonstrated in Fig. 6
C. The dataset has a pre-defined separation between training
and testing subsets, and the same person was not present on
the training or testing video sets.

For all the evaluated datasets, we follow the training/test
separation protocols as described by the dataset authors in
order to maintain the comparability with other proposed
models. We pre-process the individual stimuli in order to
feed them to the CCCNN. For each video frame, we detect
the face of the subject using the Dlib library [54]. Each face is

A) 1.0 B) 80

70

Valence
N° of Videos
8 &8 8 8

8

-
1=

0

0.0
Arousal

1.0

C
Angry  Calm DsgustedFea|u Happy

then resized to a dimension of 128x128. We use audio clips
with 1s as input, and each clip is re-sampled to 16000 Hz.
We compute the MFCCs of the audio clip and feed it to the
Auditory channel of the CCCNN. The MFCCs are computed
over a window of 25 ms with a slide of 10 ms. We use a fre-
quency resolution of 1,024, which generated a representation
with 35 bins, each one with 26 descriptors.

3.2 Metrics

To measure the performance of our experiments, we use two
metrics: accuracy, to recognize categorical emotion expres-
sions, and the Concordance Correlation Coefficient (CCC) [55]
between the outputs of the models and the true label to recog-
nize arousal and valence. The CCC is computed as

2p0 0,

ccC =

2 2 22 an
Um + Uy + (:u'x - My)

where p is the Pearson’s Correlation Coefficient between
model prediction labels and the annotations, p, and u,
denote the mean for model predictions and the annotations
and o7 and o7 are the corresponding variances. The CCC
metric allows us to have a direct comparison with the anno-
tations available on the OMG-Emotion dataset. The use of
CCC as the main objective measurement allow us to take
into consideration the subjectivity of the perceived emotions
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Fig. 6. lllustration of the annotation distribution of the three datasets used in this article: A) the AffectNet dataset [14] has a high variance on arousal
and valence and a large number of data points, B) the audio samples of the RAVDESS dataset [53] have a well-balanced data distribution for all emo-
tional classes, and C) the continuous expressions of the OMG-Emotion videos cover a high arousal and valence spread.
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for each individual annotator when evaluating the perfor-
mance of our models.

The Affectnet dataset has 1 label associated per each
frame, so we calculate the accuracy directly at the frame
level. The RAVDESS dataset has one label per video, and as
our Auditory channel processes 1s of speech signal at a
time, we perform a voting scheme to obtain one label per
video. As our Visual channel processes 1 frame at a time,
and our Auditory channel processes 1s of speech signals,
we perform an extra step for processing the OMG-Emotion
dataset. For each 1s of video, we pair each frame with the
entire 1s of audio. This results in each second of video pro-
ducing 25 pairs of training data. During the evaluation, we
perform voting between the model’s output of the 25 sam-
ples to produce one label per second.

The GWR learns how to create prototype neurons based
on the input data distribution, and thus, it is important to
measure how well the input data is being represented. In
this regard, we calculate the Kullback-Leibler divergence
between the normalized distribution of the input data labels
and the distribution of the labels associated with the proto-
type neurons in each of the proposed mechanisms. Analyz-
ing this measure together with the objective performance
allows us to evaluate how the prototype neurons are gener-
alizing the input data.

3.2.1 Exp 1.1: The Quality of the Emotion
Expression Representation

The OMG-Emotion dataset allows us to evaluate our Aff-
Mem framework on recognizing continuous emotional
expressions. The framework, however, relies heavily on the
CCCNN representations. Thus, we must guarantee that the
learned convolutional filters are robust enough to recognize
emotional expressions. The OMG-Emotion dataset, how-
ever, does not contain enough individual data samples for
the CCCNN to learn such robust filters. Thus, we pre-train
each individual channel of the CCCNN with the Affectnet
and the RAVDESS dataset respectively. We report all the
ablation and validation studies for the individual channels
on Appendix A.

Once with the channels pre-trained, we fine-tune the
entire model using the OMG-Emotion train subset and eval-
uate it using the test subset. Also in order to demonstrate
the importance of the pre-training, we provide an experi-
ment where we train the entire CCCNN trained from the
scratch using the train subset of the OMG-Emotion and
evaluate it with the test subset.

3.2.2 Exp 1.2: Performance of the Prototype Neurons
of the General-GWR

As soon as the CCCNN is trained with the OMG-Emotion
train subset, and its convolutional filters are able to describe
emotion expressions, we use the output of its first hidden
layer as input to the General-GWR. As the General-GWR cre-
ates prototype neurons which represent the input data, it
does not require a massive amount of training samples to
learn meaningful representations. To evaluate this assump-
tion, we measure the performance of the General-GWR in
recognizing multimodal emotion expressions when trained
with the train subset of the OMG-Emotion dataset.
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Our new General-GWR implements a Growing-When-
Required network instead of a self-organizing map, as in our
previous work [36]. We also proposed the implementation of
gamma connections to embed the prototype neurons with a
temporal context of the perceived emotion expressions. To
assess the impact of these two design decisions and investi-
gate whether they indeed improve emotion recognition, we
also provide experiments using a SOM and a common GWR
without the gamma memory. For the sake of a fair compari-
son, all these models were optimized using the TPE optimizer
to maximize the CCC on arousal and valence.

3.2.3 Exp 1.3: The Effect of the Dynamic Learning
of the Affective Memories

By pre-training the General-GWR on the OMG-Emotion train
set, we obtained a general emotion recognition mechanism.
To obtain a personalized expression modeling, however, we
associate the labels coming from the General-GWR with the
feature vector extracted by the CCCNN to train the affective
memories.

The neurons created by the affective memories would be
more specific for one particular subject, and thus, we assume
that they should provide a better emotion recognition perfor-
mance in the long run. We evaluate the affective memories by
performing an online learning experiment where each video
of the test subset of the OMG-Emotion dataset, representing
one unique subject, is processed by one affective menory.

To avoid those expressions with extreme arousal and
valence values, we proposed a novel update rule using the
neural activation (see Egs. (8) and (9)) as a learning modula-
tor. To objectively assess its impact on the recognition of the
expressions, we perform experiments with and without the
proposed update rule.

To obtain an objective averaged continuous measure
between the model with and without the modulation, we
represent each test video in a percentage scale, where 0 per-
cent is the beginning of the video, and 100 percent is the
end of the video. We calculate the averaged CCC over all
the test videos between the BMUs and their five neighbors,
and the real labels, for each 10 percent of the videos. This
way we can observe how the affective memories behave when
the videos unfold.

3.2.4 Exp 2: Continuous Emotion Recognition

The AffMem framework integrates all the previously men-
tioned mechanisms with the Mood to provide a reliable
emotion recognition system for continuous emotion expres-
sions. To evaluate the entire framework, we run an online
learning experiment with the OMG-Emotion test subset.
The experiment is performed in the same way as Exp 1.3,
but with the integration of the Mood. The CCC is calculated
between the arousal and valence read from the Mood neu-
rons and the original labels. We provide the performance
over time and compare the readings from the Mood with
the labels from the General-GWR, and the affective memories,
in order to highlight the differences in the recognition
dynamics. We also provide a visualization on how the neu-
rons of Mood are formed over time, and how they differ
from the ones in the affective memories.



1358

TABLE 3
Summary of All Our Experiments: The Investigated
Models, Training, Tuning, and Evaluation Datasets
(AFF: AffectNet, RAV:RAVDESS, OMG:OMG-EMotion)

Datasets

Exp. Model - - -
Train  Tuning Evaluation

1.1 CCCNN OMG - OMG

CCCNN RAV + AFF OMG  OMG

1.2 SOM OMG - OMG

GWR OMG - OMG

General-GWR OMG - OMG

1.3 Affec. Mem. modulation - - OMG

Affec. Mem. no modulation - - OMG

2 AffMem - - OMG

In order to simplify the understanding of our experimen-
tal setup, we provide in Table 3 a summary of all our experi-
ments, investigated mechanisms, and evaluated datasets.

3.3 Results
3.3.1 Exp 1.1: The Quality of the Emotion Expression
Representation

Our experiments with the CCCNN, pre-trained with the
AffectNet and RAVDESS datasets, and tuned with the
OMG-Emotion train subset reached a CCC of 0.34 for
arousal and 0.45 for valence, as reported in Table 4. For
comparison, we also train the network from scratch with
only the OMG-Emotion dataset. The results, however, are
much worse than when tuning the CCCNN only with the
OMG-Emotion train subset. This is somehow expected, as
the OMG-Emotion train subset does not contain enough
data samples to train the individual channels properly, and
thus, the pre-training with other datasets is very important.

3.3.2 Exp 1.2: Performance of the Prototype Neurons
of the General-GWR

The results of our experiments with the General-GWR are
reported in Table 5. Our General-GWR obtained the best per-
formance when compared to the common GWR and the
SOM, achieving a CCC of 0.35 for arousal and 0.47 for
valence. The SOM, as expected, achieved the worst results in
this experiment, as it was topologically limited by its prede-
fined neighbor configuration and, thus, could not develop
robust prototype neurons. Also, the General-GWR presented
a better performance when compared to the CCCNN results.
This confirms our assumption that the gamma connections
enhanced the recognition by learning small transitions of the
expressions, instead of the snapshot representation recogni-
tion performed by the CCCNN.

TABLE 4
Concordance Correlation Coefficient (CCC), for
Arousal and Valence When Evaluating the CCCNN
With the OMG-Emotion Datasets

Datasets
Model - - - Arousal Valence
Train Tuning Evaluation
CCCNN OMG - OMG 0.17 0.33
CCCNN AFF+RAV OMG OMG 0.34 0.45
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TABLE 5
Concordance Correlation Coefficient (CCC),
for Arousal and Valence, When Evaluating the
General-GWR, a Common GWR, and a Self-Organizing
Map (SOM), on the Test Set of the OMG-Emotion

KL Divergence

Model Arousal Valence Neurons

Arousal Valence
SOM 0.32 0.38 400 0.29 0.34
GWR 0.34 0.41 914 0.10 0.09
General-GWR  0.35 0.47 1253 0.12 0.13

We also provide the number of neurons of each model after training, and the
Kullback-Leibler (KL) divergence between the labels associated with the proto-
type neurons and the training set of the OMG-Emotion

The General-GWR created more neurons than the common
GWR, which is also an impact from the gamma connections.
We assume that the increase in the number of neurons was
due to the creation of prototypes that represent the transition
between the expressions, while the prototype neurons of the
common GWR learned single representations of an expres-
sion. Analyzing the associated label distribution for each
model in Fig. 7, we observe that the prototype neurons of the
General-GWR cover the distribution of the original training
data better than the common GWR and the SOM. The General-
GWR provides, however, a higher KL divergence when com-
pared to the common GWR, which indicates that it learned
representations which were not a simple copy of the training
dataset, but a generalization of the emotion expression con-
cepts. Combined with the better accuracy, we can confirm
that the neurons learned by the General-GWR are actually
much more robust to recognize unknown expressions than
the ones from the common GWR.

3.3.3 Exp 1.3: The Effect of the Dynamic Learning
of the Affective Memories

After processing all the frames of each video, the affective
memories reached a better performance when compared to
the General-GWR: 0.37 CCC for arousal and 0.51 CCC for

SOM GWR
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g g
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s s
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-1.0 0.0 1.0 -1.0 0.0 1.0
Arousal Arousal
1.0 General-GWR 1.0 OMG-Emotion - Training data
! o
g g
g 00 50.0
> g
-1.0 Neurons: 1253 | 9 Data points: 7371
-1.0 0.0 1.0 1.0

Arousal Ar%856|

Fig. 7. Arousal and valence distribution of the associated labels of the
prototype neurons learned by the SOM, common GWR and General-
GWR models.
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Fig. 8. Average performance, over time, and represented in CCC for
arousal and valence of all the videos of the dataset, using the affective
memories with and without the activation modulation. The videos were
represented using a percentage scale (where 100 percent represents
the end of all the videos of the dataset) to illustrate the learning behavior
of the model.

valence. At the beginning of the video, however, the perfor-
mance was very low, reaching 0.12 CCC for arousal and
valence. When calculated over the entire video span, the
average performance is much worse than the one obtained
by the General-GWR. When not using the novel update rule,
the performance of the affective memories was much lower,
reaching 0.27 CCC for arousal, and 0.33 CCC for valence at
the end of the video. These results are a clear indication that
the update rule actually impacts greatly on the formation of
robust prototype neurons, as expected.

The most important limitation of the affective memories,
however, is the time it takes to learn robust representations.
Fig. 8 illustrates the performance behavior by plotting the
average performance, in CCC for arousal and valence while
the video unfolds, for affective memories with and without
the proposed update rule. We observe that the model with the
update rule (see Eq. (6)) presents a continuous improvement
on the performance over time, while the model without the
update rule stagnates usually in the middle of the videos. The
impact of the update rule, as explained in Section 3.3, is to
enforce the prototype neurons of the network to have a higher
focus on novel information, and thus, learning new expres-
sions faster. This translates into a higher performance after
these new expressions have been learned.

The nature of the monologue videos also explains the
presence of a recurrent learning pattern on the model with
the modulation: a series of performance drops are quickly
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Fig. 9. Average performance, over time, and represented in CCC for
arousal and valence of all the videos of the dataset, of the readings from
the Mood, the affective memories, and the General-GWR. The videos were
represented using a percentage scale (where 100 percent represents the
end of the video) to better illustrate the learning behavior of the model.

followed by a performance increase. As the monologue vid-
eos present a gradual development in the expressions, they
tend to change between known expressions and novel ones.
When a novel expression is perceived, the model’s perfor-
mance drops, and after the neurons are quickly created, it
increases to a better level than before. As the video unfolds
and new expressions are not common anymore, the model
is able to maintain a higher performance as it created neu-
rons which represent all the known expressions.

3.3.4 Exp 2: Continuous Emotion Recognition

The performance behavior of our AffMem framework for
continuous learning is exhibited in Fig. 9. In order to under-
stand better the contributions of the Mood, we plot its per-
formance over time, as the CCC for arousal and valence,
together with the performance of the affective memories and
the General-GWR. We observe that the performance of the
Mood is influenced by both General-GWR, by presenting a
constant behavior at the beginning of the videos, and the
affective memories, which enforce an improvement of the per-
formance over time. The Mood, at the beginning of the vid-
eos, maintains a similar performance when compared to the
General-GWR, while at the end of the video surpasses it,
reaching the same performance of the affective memories after
all the frames were processed. The average performance,
per each 1s of the video, of the AffMem over the entire vid-
eos reach a CCC of 0.45 for arousal, and 0.56 for valence.
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TABLE 6
Concordance Correlation Coefficient (CCC), for Arousal and
Valence, of Our Final Model and the Current State-of-the-Art
Results for the OMG-Emotion Dataset

Model Arousal Valence
AffMem 0.45 0.56
Barros ef al. [30] 0.43 0.53
Zheng et al. [56] 0.35 0.49
Huang et al. [12] 0.31 0.45
Peng et al. [57] 0.24 0.43
Deng et al. [58] 0.27 0.35

The final performance of the AffMem framework is better
than the current state-of-the-art results on the OMG-Emotion
dataset, represented by the winners of the challenge where the
dataset was presented [56], [57], [58], as reported in Table 6. All
three models also used the pre-training of unisensory convolu-
tional channels to achieve such results, but with neural net-
works with many parameters to be fine-tuned in end-to-end
solutions. The use of attention mechanisms [56] to process the
continuous expressions on the videos presented the best results
of the challenge, achieving a CCC of 0.35 for arousal and 0.49
for valence. Temporal pooling, implemented as bi-directional
Long-Short Time Memories (LSTMs) [57], achieved the second
place, with a performance of 0.24 CCC for arousal and 0.43
CCC for valence. The late fusion of facial expressions, speech
signals, and text information reached third-best result [58],
with a CCC of 0.27 for arousal and 0.35 for valence. Our previ-
ous model [30] combined the generalization of generative
adversarial networks, which generate conditional facial expres-
sions, to populate a growing-when-required networks in an
online manner to achieve 0.35 CCC for arousal and 0.53 for
valence based on facial expressions alone. Although this hybrid
network outperforms the performance of some multimodal sol-
utions, it required extensive pre-training to allow the adversar-
ial network to converge. The complex attention-based network
proposed by Huang et al. [12] was able to achieve a CCC of 0.31
in arousal and 0.45 in valence, using only visual information.

4 DISCUSSIONS

Our AffMem model presented state-of-the-art results when rec-
ognizing the continuous emotion expressions from the videos
of the OMG-Emotion dataset. Our model relies on a combina-
tion of the strong pre-training of individual convolutional
channels, the gamma connections and the dynamics of the
Growing-When-Required networks to depict the temporal
information of the expressions, which, performance-wise, was
more robust than any of the state-of-the-art models. The inter-
play between the general and personalized perception was not
addressed by any of the current models to recognize the OMG-
Emotion dataset, which could explain our better performance.

Also, it is important to notice that our proposed framework
is modular, and any of its neural components can be replaced
when necessary. If a better feature extractor would be available
in the future, the CCCNN could be easily replaced. Also, on
tasks where personalization is not important, the BMUs of the
General-GWR could be used to represent affect, for example.

In this section, we dissect the behavior of our model by
demonstrating how it processes two of the videos of the
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Fig. 10. Arousal and valence labels, and facial expression examples,
over time (in seconds) of the longest (fd41c38b2 - 224s) and shortest
(1f61459b0 - 52s) videos of the OMG-Emotion dataset.

OMG-Emotion dataset, which helps us to explain how the
model deals with the gradual changes in the emotion expres-
sions better than the recent end-to-end neural networks.

4.1 Recognizing Emotions in Monologues

In recent years, several “in-the-wild” datasets were pub-
lished, mostly based on web-crawlers to obtain emotion
expression samples from different sources over the internet.
This impacted heavily on the development of emotion
expression recognition models, mostly based on extreme
generalization. Such models presented, however, problems
when applied to real-world scenarios. One of the reasons
lies directly on their data-driven learning strategies:
although such models are focused on the generalization of
the expressions, they neglect the gradual and natural transi-
tions between expressed emotional states. Even very popu-
lar “in-the-wild” datasets, such as the Emotions-in-The-
Wild [59] and the Affect-in-the-wild [60] challenge dataset
present expressions which are self-contained, and thus, dif-
ficult to be represented in continuous interactions.

The monologues of the OMG-Emotion, however, have an
important characteristic: by nature, the expressions present
in them are gradually changing over time, based on a con-
textual development. The persons performing the mono-
logues use emotions as a mean to tell a story or to interpret
a certain situation. As the videos are usually longer than the
ones present in common “in-the-wild” datasets, these emo-
tion changes are much more impacted by the natural transi-
tion between emotional states. Translating this behavior
into computational models becomes difficult if such models
are designed to achieve maximum generalization on instan-
taneous expression recognition. The impact of personaliza-
tion, in the case of the monologues, also play a substantial
role, as the person performing the monologue adds his or
her own characteristics in the expressions. As a simple
example to illustrate the affective state transitions, we pres-
ent the plot of ground truth annotation over time of the
shortest (video 1f61459b0), with 52 seconds, and the longest
(video fd41c38b2), with 224 seconds, of the videos in the
OMG-Emotion test set in Fig. 10.
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Fig. 11. Arousal and Valence output of the General-GWR and ground
truth label, over time (in seconds) of the longest (fd41c38b2 - 224s) and
shortest (1f61459b0 - 52s) videos of the OMG-Emotion dataset.

4.2 The Effect of Generalization

When processing the two videos represented in Fig. 10, the
General-GWR presents a performance, measured in CCC, of
0.33 for arousal and 0.47 for valence for the shortest video,
and 0.34 for arousal and 0.46 for valence for the longest
video. When plotting the recognition of the General-GWR
over time together with the videos” ground-truth, illustrated
in Fig. 11, we observe that the temporal processing of the
GWR adds a certain delay on emotion recognition. The
same affective transitions are there but slightly shifted
over time. This happens mostly due to the neurons on the
General-GWR having a context with depth 3, meaning the
BMU calculation will be heavily impacted by the three last
seconds of the expression. This is beneficial for the General-
GWR, as it maintains the same recognition trend as the
ground-truth, and thus, achieves a steady Concordance
Correlation Coefficient, but it limits the maximum perfor-
mance that the General-GWR can achieve. We assume that
the same behavior happens with the deep neural model
which relies on temporal processing proposed by the win-
ners of the OMG-Emotion dataset challenge [56]. The transi-
tions between affective states happen gradually, but with a
sharp change of directions. Possibly this is why the perfor-
mance of the model proposed by Zheng et al. [56] was simi-
lar to the General-GWR.

4.3 The Effect of Personalization

When training the affective memories with the same two vid-
eos, we clearly observe how it adapts over time. Fig. 12 illus-
trates the plot with the arousal and valence of the affective

Valence - Video 1f61459b0

Arousal - Video 1f61459b0
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Fig. 12. Arousal and Valence output of the affective memories, ground
truth label, and network activation over time (in seconds) of the longest
(fd41c38b2 - 224s) and shortest (1f61459b0 - 52s) videos of the OMG-
Emotion dataset.
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Fig. 13. Arousal and Valence output, over time (in seconds), from the Aff-
Mem compared to the ground truth of the longest (fd41c38b2 - 224s) and
shortest (1f61459b0 - 52s) videos of the OMG-Emotion dataset.

memories, the ground truth labels, and the network activa-
tion over time. The affective memories are heavily impacted
by drastic changes on the arousal and valence, so when
these drastic changes do not occur, the network does not
learn much. This effect can be easily observed by tracking
the network’s activation over time. When the activation
decreases, the network adds more neurons and the neural
update is stronger, meaning it is rapidly adapting.

By the end of the videos, the affective memories experi-
enced most of the possible expressions that the monologue
videos contained, and the predicted arousal and valence are
much more accurate when compared with the ground truth.
This effect was demonstrated as the increase of the activa-
tion of the neurons. The delay effect, although still present,
is much smaller when compared with the General-GWR,
due to the network learning only the specific neurons which
are necessary to recognize that specific person. Thus, the
transitions learned by the affective memories are much more
sparse, which is represented by the number of neurons cre-
ated for each video: 100 neurons for the shortest video, and
400 neurons for the longest one.

As the affective memories perform better with more sam-
ples to learn from, they present a better overall performance
when recognizing longer videos. This is illustrated by the
better performance on the longest video, reaching a CCC of
0.21 for arousal and 0.33 for valence, compared to the short-
est video, where they reach a CCC of 0.12 for arousal and
0.18 for valence.

4.4 The Interplay Between Personalization
and Generalization

Our experiments show that the AffMem model presents the
best overall performance on recognizing expressions on the
OMG-Emotion monologue videos, but the online learning
and adaptation of these expressions is the most important
contribution of this research. Different from purely batch-
learning models, our model adapts to the expressed emotions
over time, which showed to be very important to achieve
good performance. The AffMem clearly combines the charac-
teristics of the general emotion perception from the General-
GWR, and the personalization of the affective memories, into
one continuous learning framework. This was demonstrated
by plotting the average performance of the model over time,
as illustrated in our experiments in Fig. 9, but also when plot-
ting, in Fig. 13, the ground truth labels and the output of the
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AffMem overtime for the shortest and the longest videos of the
OMG-Emotion test set.

We observe that our framework, although not modeling
the ground truth of both videos perfectly, does depict the
behavioral change between the transitions of the emotional
expressions better than the General-GWR and the affective
memories. In the longest video, we can see the modulation of
the affective memories to be much stronger than on the short-
est video, as the arousal and valence follow the same pat-
tern as the General-GWR at the beginning of the video and
the same pattern of the affective memories by the end of it.

4.5 Arousal Versus Valence Recognition

Another fact we observed in our model was the lower perfor-
mance of arousal when compared with valence. To recognize
arousal is a more difficult challenge when compared to
valence recognition, as shown by our results and the state-of-
the-art models. This could be due to the following two rea-
sons. First, in humans, the persistence of valence perception is
longer than arousal [61], which could indicate a certain bias
on the gradual annotations of the videos. Second, arousal is
harder to depict via facial expressions, as it is more salient
when expressed via body movements [62].

5 CONCLUSION

Emotions are present in many aspects of our lives, which
includes interpersonal communication, learning and exp-
eriencing new things, and remembering past events. In par-
ticular, embedding concepts and ideas related to emotions
into intelligent systems will improve greatly their capability
to act as active social agents, through the processing, under-
standing, and synthesis of social behavior. However, there
are still great challenges to be solved before this can happen.
One of them is the inability of current emotion expression
recognition systems, mostly based on end-to-end deep neu-
ral models, to adapt quickly to novel information.

We proposed here the Affective Memory framework
which is composed of three self-organizing mechanisms
based on Growing-When-Required networks: the General-
GWR, responsible to provide a general emotion perception,
the affective memories, which learn online, specific character-
istics of how a person expresses emotions, and the Mood,
which generates an arousal and valence reading of continu-
ous expressions.

We evaluate our model with a set of different ablation stud-
ies to investigate the contributions of each of these mecha-
nisms. Finally, we used the OMG-Emotion dataset to evaluate
the entire framework on a continuous emotion expression
scenario. Our model presented a state-of-the-art performance
for the recognition of both arousal and valence. Furthermore,
we discussed that the proposed mechanisms of the AffMem
are appropriate for processing the monologue videos of the
OMG-Emotion dataset, and explain why our model would be
suitable for real-world scenarios.

Our model deals with multimodal expressions through
the simultaneous processing of facial expressions and the
speech signal. This, however, limits the model’s applicabil-
ity where these modalities may not be perceived reliably at
the same time. An asynchronous processing of multimodal
perception would benefit the model in these cases. The
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incorporation of different general perception modalities,
such as language, touch, or even specific modalities such as
a conversation context, or intrinsic motivation, would also
be encouraged for future work.

APPENDIX A

CCCNN ABLATION EXPERIMENTS AND RESULTS

Our assumption is that to make the CCCNN able to repre-
sent emotion expressions in a reliable manner, we must pre-
train the individual channels using the AffectNet and the
RAVDESS dataset, and fine-tune the entire network with
the OMG-Emotion dataset.

To evaluate such an assumption, we must, first, assess the
impact that the individual channels have on each specific data-
set and on the OMG-Emotion dataset. To evaluate the individ-
ual channels, we train and evaluate the Face channel and the
Auditory channel with the individual training and testing pro-
tocols of the AffectNet and with the RAVDESS respectively.
Then, we fine-tune each channel using the train subset of the
OMG-Emotion dataset and repeat the evaluation on the test
subset of the OMG-Emotion. Finally, to obtain a better under-
standing of the impact of the pre-training, we train each indi-
vidual channel from scratch with the training subset of the
OMG-Emotion and evaluate them using the test subset.

The Face channel is evaluated using the CCC between
the predicted samples and the true labels for arousal and
valence of the AffectNet dataset. When evaluating the Audi-
tory channel with the RAVDESS dataset, we perform a
leave-one-actor-out experiment and compute the mean
accuracy between the channel’s output and the true labels
of each video. Evaluation on the OMG-Emotion dataset is
done by calculating the CCC for every second of the videos.

A.1 Experiment Summary

In order to simplify the understanding of our CCCNN abla-
tion experiment setup, we provide in Table 7 a summary of
all our investigated mechanisms and evaluated datasets.

TABLE 7
Summary of All The Ablation Studies and Results
Using the CCCNN: The Investigated Models, Training,
Tuning, and Evaluation Datasets (AFF: AffectNet,
RAV: RAVDESS, OMG: OMG-EMotion)

Datasets

Model - - -

Train Tuning Evaluation
Face c. Aff - Aff
Face c. OMG - OMG
Face c. Aff OMG OMG
Auditory c. RAV - RAV
Auditory c. OMG - OMG
Auditory c. RAV OMG OMG
A.2 Results

We first investigated the performance of the individual
channels of the CCCNN and report them in Table 8 together
with the results of the current state-of-the-art models for
each evaluated dataset. The Auditory channel presents a
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TABLE 8
Concordance Correlation Coefficient (CCC),
for Arousal and Valence, and the Categorical Accuracy
When Evaluating the Individual Channels With the
AffectNet and the RAVDESS Datasets

RAVDESS
Model Accuracy
Auditory channel 70.5
VGG16 [63] 71.0
ResidualNet [64] 64.8
Wavelet transformation [65] 60.1

AffectNet
Model Arousal Valence
Face channel 0.46 0.65
AlexNet [66] 0.34 0.60

competitive result on the speech signals of the RAVDESS
dataset. Our model, however, was a light-weight neural net-
work, and yet performed similarly to the pre-trained
VGGI16 [63], which has much more training parameters,
and it was better than a Residual Network implementation
[64], which contains recurrent connections which are more
complex to train. Both the pre-trained VGG16 and the
Residual Network implementation require a strong pre-
training with other datasets in order to achieve good perfor-
mance on the RAVDESS data. The Auditory channel also
performs better than solutions which use standard signal-
processing models to represent the audio and rely upon
heavily tuned SVMs for the recognition [65].

To the best of our knowledge, the only reported CCC for
arousal and valence on the AffectNet corpus comes from
the authors of the dataset themselves [14]. This is probably
the case as most of the research uses the AffectNet dataset
to pre-train neural models for generalization tasks in other
datasets, without reporting the performance on the Affect-
Net itself. The baseline provided by the authors uses an
AlexNet convolutional neural network [66] re-trained to rec-
ognize arousal and valence. Our Face channel provided bet-
ter performance, improving the CCC by more than 0.12 for
arousal and 0.05 for valence.

The results of the training and evaluation with the OMG-
Emotion dataset can be found in Table 9. Both channels
improve drastically the performance on recognition arousal
and valence on the OMG-Emotion test subset when pre-
trained with the AffectNet and RAVDESS datasets.

TABLE 9
Concordance Correlation Coefficient (CCC),
for Arousal and Valence, When Evaluating the
Individual Channels With the OMG-Emotion Datasets

Model Datasets Arousal Valence
Train Tuning Evaluation

Auditory c.  OMG - OMG 0.09 0.21

Face c. OMG - OMG 0.13 0.27

Auditoryc. RAV ~ OMG OMG 0.21 0.30

Face c. Aff OMG OMG 0.24 0.44

1363

ACKNOWLEDGMENTS

This work was partially supported by the German Research
Foundation (DFG) under project CML (TRR 169). The
authors would like to thank German I. Parisi for important
suggestions and support on the development of our model,
and Katja Koesters for the review of this manuscript.

REFERENCES

[1] P.Ekman and W. V. Friesen, “Constants across cultures in the face
and emotion,” J. Pers. Soc. Psychol., vol. 17, no. 2, pp. 124-129, 1971.

[2] F. Cavallo, F. Semeraro, L. Fiorini, G. Magyar, P. Sin¢dk, and
P. Dario, “Emotion modelling for social robotics applications: A
review,” J. Bionic Eng., vol. 15, no. 2, pp. 185-203, 2018.

[3] S.Hamann and T. Canli, “Individual differences in emotion proc-
essing,” Curr. Opinion Neurobiol., vol. 14, no. 2, pp. 233-238, 2004.

[4] U. Hess, C. Blaison, and K. Kafetsios, “Judging facial emotion
expressions in context: The influence of culture and self-construal
orientation,” J. Nonverbal Behav., vol. 40, no. 1, pp. 55-64, 2016.

[5] P.E.Griffiths, “IIL. Basic emotions, complex emotions, machiavellian
emotions 1,” Roy. Inst. Philosophy Supplements, vol. 52, pp. 39-67,
2003.

[6] L. F. Barrett, “Solving the emotion paradox: Categorization and
the experience of emotion,” Pers. Soc. Psychol. Rev., vol. 10, no. 1,
pp- 2046, 2006.

[7]1 S. Afzal and P. Robinson, “Natural affect data - collection and
annotation in a learning context,” in Proc. 3rd Int. Conf. Affect. Com-
put. Intell. Interaction, 2009, pp. 1-7.

[8] D.Mehta, M. Siddiqui, and A. Javaid, “Facial emotion recognition:
A survey and real-world user experiences in mixed reality,” Sen-
sors, vol. 18, no. 2, 2018, Art. no. 416.

[9] M. Soleymani, M. Pantic, and T. Pun, “Multimodal emotion recog-
nition in response to videos,” IEEE Trans. Affect. Comput., vol. 3,
no. 2, pp. 211-223, Apr.—Jun. 2012.

[10] M. E. Kret, K. Roelofs, J. J. Stekelenburg, and B. de Gelder,
“Emotional signals from faces, bodies and scenes influence
observers’ face expressions, fixations and pupil-size,” Front. Hum.
Neurosci., vol. 7,2013, Art. no. 810.

[11] D.Hazarika,S. Gorantla, S. Poria, and R. Zimmermann, “Self-attentive
feature-level fusion for multimodal emotion detection,” in Proc. IEEE
Conf. Multimedia Inf. Process. Retrieval, 2018, pp. 196-201.

[12] K.-Y. Huang, C.-H. Wu, Q.-B. Hong, M.-H. Su, and Y.-H. Chen,
“Speech emotion recognition using deep neural network consider-
ing verbal and nonverbal speech sounds,” in Proc. IEEE Int. Conf.
Acoust. Speech Signal Process., 2019, pp. 5866-5870.

[13] A. Dhall, R. Goecke, S. Lucey, and T. Gedeon, “Collecting large,
richly annotated facial-expression databases from movies,” IEEE
Multimedia, vol. 19, no. 3, pp. 34—41, Thirdquarter 2012.

[14] A. Mollahosseini, B. Hasani, and M. H. Mahoor, “AffectNet: A data-
base for facial expression, valence, and arousal computing in the
wild,” IEEE Trans. Affect. Comput., vol. 10, no. 1, pp. 18-31, 2017.

[15] S. Zafeiriou, D. Kollias, M. A. Nicolaou, A. Papaioannou, G. Zhao,
and I. Kotsia, “Aff-wild: Valence and arousal ‘in-the-wild’challenge,”
in Proc. IEEE Conf. Comput. Vis. Pattern Recognit. Workshops, 2017,
pp- 1980-1987.

[16] A.B. Zadeh, P. P. Liang, S. Poria, E. Cambria, and L.-P. Morency,
“Multimodal language analysis in the wild: CMU-MOSEI dataset
and interpretable dynamic fusion graph,” in Proc. 56th Annu.
Meeting Assoc. Comput. Linguistics, 2018, vol. 1, pp. 2236-2246.

[17] E. Marinoiu, M. Zanfir, V. Olaru, and C. Sminchisescu, “3D
human sensing, action and emotion recognition in robot assisted
therapy of children with autism,” in Proc. IEEE Conf. Comput. Vis.
Pattern Recognit., 2018, pp. 2158-2167.

[18] ]. Yang, K. Wang, X. Peng, and Y. Qiao, “Deep recurrent multi-
instance learning with spatio-temporal features for engagement
intensity prediction,” in Proc. Int. Conf. Multimodal Interaction,
2018, pp. 594-598.

[19] W.Y. Choi, K. Y. Song, and C. W. Lee, “Convolutional attention
networks for multimodal emotion recognition from speech and
text data,” in Proc. Grand Challenge Workshop Hum. Multimodal
Lang., 2018, pp. 28-34.

[20] Z. Du, S. Wu, D. Huang, W. Li, and Y. Wang, “Spatio-temporal
encoder-decoder fully convolutional network for video-based
dimensional emotion recognition,” in IEEE Trans. Affect. Comput.,
to be published, doi: 10.1109/TAFFC.2019.2940224.


http://dx.doi.org/10.1109/TAFFC.2019.2940224

1364

[21]

[22]

[23]

[24]

[25]

[26]

[27]

[28]

[29]

[30]

[31]

[32]

[33]

[34]

[35]

[36]

[37]

[38]

[39]

[40]

[41]

[42]

IEEE TRANSACTIONS ON AFFECTIVE COMPUTING, VOL. 13, NO. 3, JULY-SEPTEMBER 2022

H. Kaya, F. Gurpinar, and A. A. Salah, “Video-based emotion
recognition in the wild using deep transfer learning and score
fusion,” Image Vis. Comput., vol. 65, pp. 6675, 2017.

J. Yan, W. Zheng, Z. Cui, C. Tang, T. Zhang, and Y. Zong, “Multi-
cue fusion for emotion recognition in the wild,” Neurocomputing,
vol. 309, pp. 27-35, 2018.

S. Costa, A. Brunete, B.-C. Bae, and N. Mavridis, “Emotional sto-
rytelling using virtual and robotic agents,” Int. |. Humanoid Robot.,
vol. 15, no. 03, 2018, Art. no. 1850006.

C. Lytridis, E. Vrochidou, and V. Kaburlasos, “Emotional
speech recognition toward modulating the behavior of a social
robot,” in Proc. [SME Annu. Conf. Robot. Mechatronics, 2018,
pp. 1A1-B14.

F. Noroozi, D. Kaminska, C. Corneanu, T. Sapinski, S. Escalera,
and G. Anbarjafari, “Survey on emotional body gesture
recognition,” in IEEE Trans. Affect. Comput., to be published,
doi: 10.1109/TAFFC.2018.2874986.

P. Barros, N. Churamani, E. Lakomkin, H. Sequeira, A. Sutherland,
and S. Wermter, “The OMG-emotion behavior dataset,” in Proc. Int.
Joint Conf. Neural Netw., 2018, pp. 1408-1414.

S. Berretti, M. Daoudi, P. Turaga, and A. Basu, “Representation,
analysis, and recognition of 3D humans: A survey,” ACM Trans.
Multimedia Comput. Commun. Appl., vol. 14, no. 1s, 2018, Art. no. 16.
Y. Kim, B. Yoo, Y. Kwak, C. Choi, and J. Kim, “Deep generative-
contrastive networks for facial expression recognition,” 2017,
arXiv: 1703.07140.

S. Saha, R. Navarathna, L. Helminger, and R. M. Weber,
“Unsupervised deep representations for learning audience facial
behaviors,” in Proc. IEEE Conf. Comput. Vis. Pattern Recognit. Work-
shops, 2018, pp. 1132-1137.

P. Barros, G. Parisi, and S. Wermter, “A personalized affective
memory model for improving emotion recognition,” in Proc. Int.
Conf. Mach. Learn., 2019, pp. 485-494.

H.-W. Ng, V. D. Nguyen, V. Vonikakis, and S. Winkler, “Deep
learning for emotion recognition on small datasets using transfer
learning,” in Proc. ACM Int. Conf. Multimodal Interaction, 2015,
pp. 443-449.

H. Ding, S. K. Zhou, and R. Chellappa, “FaceNet2ExpNet:
Regularizing a deep face recognition net for expression recog-
nition,” in Proc. IEEE Int. Conf. Autom. Face Gesture Recognit., 2017,
pp- 118-126.

G. Pons and D. Masip, “Supervised committee of convolu-
tional neural networks in automated facial expression analy-
sis,” IEEE Trans. Affect. Comput., vol. 9, no. 3, pp. 343-350,
Thirdquarter 2018.

G. Zen, E. Sangineto, E. Ricci, and N. Sebe, “Unsupervised
domain adaptation for personalized facial emotion recog-
nition,” in Proc. 16th Int. Conf. Multimodal Interaction, 2014,
pp. 128-135.

S. E. Kahou et al., “EmoNets: Multimodal deep learning approaches
for emotion recognition in video,” ]. Multimodal User Interfaces,
vol. 10, no. 2, pp. 99-111, 2016.

P. Barros and S. Wermter, “Developing crossmodal expression
recognition based on a deep neural model,” Adaptive Behav.,
vol. 24, no. 5, pp. 373-396, 2016.

P. Barros and S. Wermter, “A self-organizing model for
affective memory,” in Proc. Int. Joint Conf. Neural Netw., 2017,
pp- 31-38.

J. D. Mayer, M. DiPaolo, and P. Salovey, “Perceiving affective con-
tent in ambiguous visual stimuli: A component of emotional
intelligence,” ]. Pers. Assessment, vol. 54, no. 3/4, pp. 772-781,
1990.

J. A. Russell, “Cross-cultural similarities and differences in affec-
tive processing and expression,” in Emotions and Affect in Human
Factors and Human-Computer Interaction. Amsterdam, The Nether-
lands: Elsevier, 2017, pp. 123-141.

R. Sprengelmeyer, M. Rausch, U. T. Eysel, and H. Przuntek,
“Neural structures associated with recognition of facial expres-
sions of basic emotions,” Proc. Roy. Soc. London B: Biol. Sci.,
vol. 265, no. 1409, pp. 1927-1931, 1998.

G. L Parisi, J. Tani, C. Weber, and S. Wermter, “Lifelong learning
of human actions with deep neural network self-organization,”
Neural Netw., vol. 96, pp. 137-149, 2017.

K. Simonyan and A. Zisserman, “Very deep convolutional net-
works for large-scale image recognition,” 2014, arXiv:1409.1556.

[43]

[44]

[45]

[46]

[47]

[48]

[49]

[50]

[51]

[52]

[53]

[54]

[55]

[56]

[57]

[58]

[59]

[60]

[61]

[62]

[63]

[64]

[65]

[66]

Y. Fregnac, C. Monier, F. Chavane, P. Baudot, and L. Graham,
“Shunting inhibition, a silent step in visual cortical computation,”
J. Physiol., vol. 97, pp. 441-451, 2003.

O. Abdel-Hamid, A.-R. Mohamed, H. Jiang, L. Deng, G. Penn, and
D. Yu, “Convolutional neural networks for speech recognition,”
IEEE/ACM Trans. Audio, Speech, Lang. Process., vol. 22, no. 10, pp.
1533-1545, Oct. 2014.

J. S. Bergstra, R. Bardenet, Y. Bengio, and B. Kégl, “Algorithms for
hyper-parameter optimization,” in Proc. Int. Conf. Neural Inf. Pro-
cess. Syst., 2011, pp. 2546-2554.

A. Soltoggio, K. O. Stanley, and S. Risi, “Born to learn: The inspira-
tion, progress, and future of evolved plastic artificial neural
networks,” Neural Netw., vol. 108, pp. 48-67, 2018.

G. L Parisi, R. Kemker, J. L. Part, C. Kanan, and S. Wermter,
“Continual lifelong learning with neural networks: A review,”
Neural Netw., vol. 113, pp. 54-71, 2019.

D.]J. Mankowitz et al., “Unicorn: Continual learning with a univer-
sal, off-policy agent,” 2018, arXiv: 1802.08294.

B. De Vries and J. C. Principe, “The gamma model-A new neural
model for temporal processing,” Neural Netw., vol. 5, no. 4,
pp. 565-576, 1992.

S. Marsland, J. Shapiro, and U. Nehmzow, “A self-organising
network that grows when required,” Neural Netw., vol. 15, no. 8,
pp- 1041-1058, 2002.

D. Maltoni and V. Lomonaco, “Continuous learning in single-incre-
mental-task scenarios,” Neural Netw., vol. 116, pp. 56-73, 2019.

R. F. de Mello, Y. Vaz, C. H. Grossi, and A. Bifet, “On learning
guarantees to unsupervised concept drift detection on data
streams,” Expert Syst. Appl., vol. 117, pp. 90-102, 2019.

S. R. Livingstone and F. A. Russo, “The Ryerson audio-visual
database of emotional speech and song (RAVDESS): A dynamic,
multimodal set of facial and vocal expressions in North American
English,” PLoS One, vol. 13, no. 5, 2018, Art. no. e0196391.

B. Amos ef al., “OpenFace: A general-purpose face recognition
library with mobile applications,” Carnegie Mellon University,
Pittsburgh, PA, Tech. Rep. CMU-CS-16-118, 2016.

I. Lawrence and K. Lin, “A concordance correlation coefficient
to evaluate reproducibility,” Biometrics, vol. 45, pp. 255-268,
1989.

Z. Zheng, C. Cao, X. Chen, and G. Xu, “Multimodal emotion rec-
ognition for one-minute-gradual emotion challenge,” 2018, arXiv:
1805.01060.

S. Peng, L. Zhang, Y. Ban, M. Fang, and S. Winkler, “A deep net-
work for arousal-valence emotion prediction with acoustic-visual
cues,” 2018, arXiv: 1805.00638.

D. Deng, Y. Zhou, J. Pi, and B. E. Shi, “Multimodal utterance-level
affect analysis using visual, audio and text features,” 2018, arXiv:
1805.00625.

A.Dhall, R. Goecke, J. Joshi, M. Wagner, and T. Gedeon, “Emotion
recognition in the wild challenge 2013,” in Proc. ACM Int. Conf.
Multimodal Interaction, 2013, pp. 509-516.

D. Kollias et al.,”Deep affect prediction in-the-wild: Aff-wild data-
base and challenge, deep architectures, and beyond,” Int. ]. Com-
put. Vis., vol. 127, pp. 907-929, 2019.

P. Gomez, P. Zimmermann, S. Guttormsen Sch ar, and B. Danuser,
“Valence lasts longer than arousal: Persistence of induced moods
as assessed by psychophysiological measures,” |. Psychophysiol.,
vol. 23, no. 1, pp. 7-17, 2009.

M. V. Peelen, A. P. Atkinson, F. Andersson, and P. Vuilleumier,
“Emotional modulation of body-selective visual areas,” Soc. Cogn.
Affect. Neurosci., vol. 2, no. 4, pp. 274-283, 2007.

A.S. Popova, A. G. Rassadin, and A. A. Ponomarenko, “Emotion
recognition in sound,” in Proc. Int. Conf. Neuroinformatics, 2017,
pp- 117-124.

Y. Zeng, H. Mao, D. Peng, and Z. Yi, “Spectrogram based
multi-task audio classification,” Multimedia Tools Appl., vol. 78,
pp- 3705-3722, 2019.

P. Shegokar and P. Sircar, “Continuous wavelet transform based
speech emotion recognition,” in Proc. 10th Int. Conf. Signal Process.
Commun. Syst., 2016, pp. 1-8.

A. Krizhevsky, L. Sutskever, and G. E. Hinton, “ImageNet classifi-
cation with deep convolutional neural networks,” in Proc. Int.
Conf. Neural Inf. Process. Syst., 2012, pp. 1097-1105.


http://dx.doi.org/10.1109/TAFFC.2018.2874986

BARROS ETAL.: ADAPTING THE INTERPLAY BETWEEN PERSONALIZED AND GENERALIZED AFFECT RECOGNITION BASED ON AN...

Pablo Barros received the BSc degree in informa-
tion systems from the Universidade Federal Rural de
Pernambuco, Brazil, the MSc degree in computer
engineering from the Universidade de Pernambuco,
Brazil, and the PhD degree in computer science
from Universitt Hamburg, Germany, Currently, he is
a research scientist at the Italian Institute of Technol-
ogy, Italy. His main research interests include artificial
neural networks and its applications to affective and
social robots. He has been a guest editor of the
journals the “IEEE Transactions on Affective
Computing”, “Frontiers on Neurorobotics”, and “Elsevier Cognitive Systems
Research”. He took part in the proposition and organization committee, as
publication chair, of the Joint IEEE International Conference on Development
and Learning and on Epigenetic Robotics 2020.

Emilia Barakova Her main research interests
are in human-robot interaction, cognitive robotics,
interaction design and social signal processing.
She is a head of TU/e Social Robotics Lab and
an assistant professor in Embodied Social
Agents for social inclusion at the Department of
Industrial Design of the Eindhoven University of
Technology, The Netherlands. She has held
research positions at RIKEN Brain Science Insti-
tute, Japan, GMD-Japan Research Lab, the Uni-
versity of Groningen, The Netherlands, and
Bulgarian Academy of Science, Bulgaria. She is an editor of the Per-
sonal and Ubiquitous Computing Journal (Springer, IF 1,92) and the
International Journal of Social Robotics, (Springer, IF 2.01). She has
organized several IEEE and ACM conferences.

1365

Stefan Wermter is full professor with the Univer-
sity of Hamburg, Germany, and director of the
Knowledge Technology Research Institute. His
main research interests are in the fields of neural
networks, hybrid knowledge technology, neuro-
science-inspired computing, cognitive robotics,
and human-robot interaction. He is has been an
associate editor of the journals the ‘Transactions
on Neural Networks and Learning Systems’, and
is an associate editor of the ‘Connection Scien-
ce’, and the ‘International Journal for Hybrid
Intelligent Systems’ and he is on the editorial board of the journals
‘Cognitive Systems Research’, ‘Cognitive Computation’, and ‘Journal
of Computational Intelligence’. Currently, he serves as co-coordinator of
the international collaborative research centre on Crossmodal Learning
(TRR-169) and is the coordinator of the European Training Network
SECURE on safety for cognitive robots. In 2019 he has been elected as
the president of the European Neural Network Society until 2022.

> For more information on this or any other computing topic,
please visit our Digital Library at www.computer.org/csdl.




<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Gray Gamma 2.2)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Warning
  /CompatibilityLevel 1.4
  /CompressObjects /Off
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.0000
  /ColorConversionStrategy /sRGB
  /DoThumbnails true
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams true
  /MaxSubsetPct 100
  /Optimize true
  /OPM 0
  /ParseDSCComments false
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo false
  /PreserveFlatness true
  /PreserveHalftoneInfo true
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts true
  /TransferFunctionInfo /Remove
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
    /Algerian
    /Arial-Black
    /Arial-BlackItalic
    /Arial-BoldItalicMT
    /Arial-BoldMT
    /Arial-ItalicMT
    /ArialMT
    /ArialNarrow
    /ArialNarrow-Bold
    /ArialNarrow-BoldItalic
    /ArialNarrow-Italic
    /ArialUnicodeMS
    /BaskOldFace
    /Batang
    /Bauhaus93
    /BellMT
    /BellMTBold
    /BellMTItalic
    /BerlinSansFB-Bold
    /BerlinSansFBDemi-Bold
    /BerlinSansFB-Reg
    /BernardMT-Condensed
    /BodoniMTPosterCompressed
    /BookAntiqua
    /BookAntiqua-Bold
    /BookAntiqua-BoldItalic
    /BookAntiqua-Italic
    /BookmanOldStyle
    /BookmanOldStyle-Bold
    /BookmanOldStyle-BoldItalic
    /BookmanOldStyle-Italic
    /BookshelfSymbolSeven
    /BritannicBold
    /Broadway
    /BrushScriptMT
    /CalifornianFB-Bold
    /CalifornianFB-Italic
    /CalifornianFB-Reg
    /Centaur
    /Century
    /CenturyGothic
    /CenturyGothic-Bold
    /CenturyGothic-BoldItalic
    /CenturyGothic-Italic
    /CenturySchoolbook
    /CenturySchoolbook-Bold
    /CenturySchoolbook-BoldItalic
    /CenturySchoolbook-Italic
    /Chiller-Regular
    /ColonnaMT
    /ComicSansMS
    /ComicSansMS-Bold
    /CooperBlack
    /CourierNewPS-BoldItalicMT
    /CourierNewPS-BoldMT
    /CourierNewPS-ItalicMT
    /CourierNewPSMT
    /EstrangeloEdessa
    /FootlightMTLight
    /FreestyleScript-Regular
    /Garamond
    /Garamond-Bold
    /Garamond-Italic
    /Georgia
    /Georgia-Bold
    /Georgia-BoldItalic
    /Georgia-Italic
    /Haettenschweiler
    /HarlowSolid
    /Harrington
    /HighTowerText-Italic
    /HighTowerText-Reg
    /Impact
    /InformalRoman-Regular
    /Jokerman-Regular
    /JuiceITC-Regular
    /KristenITC-Regular
    /KuenstlerScript-Black
    /KuenstlerScript-Medium
    /KuenstlerScript-TwoBold
    /KunstlerScript
    /LatinWide
    /LetterGothicMT
    /LetterGothicMT-Bold
    /LetterGothicMT-BoldOblique
    /LetterGothicMT-Oblique
    /LucidaBright
    /LucidaBright-Demi
    /LucidaBright-DemiItalic
    /LucidaBright-Italic
    /LucidaCalligraphy-Italic
    /LucidaConsole
    /LucidaFax
    /LucidaFax-Demi
    /LucidaFax-DemiItalic
    /LucidaFax-Italic
    /LucidaHandwriting-Italic
    /LucidaSansUnicode
    /Magneto-Bold
    /MaturaMTScriptCapitals
    /MediciScriptLTStd
    /MicrosoftSansSerif
    /Mistral
    /Modern-Regular
    /MonotypeCorsiva
    /MS-Mincho
    /MSReferenceSansSerif
    /MSReferenceSpecialty
    /NiagaraEngraved-Reg
    /NiagaraSolid-Reg
    /NuptialScript
    /OldEnglishTextMT
    /Onyx
    /PalatinoLinotype-Bold
    /PalatinoLinotype-BoldItalic
    /PalatinoLinotype-Italic
    /PalatinoLinotype-Roman
    /Parchment-Regular
    /Playbill
    /PMingLiU
    /PoorRichard-Regular
    /Ravie
    /ShowcardGothic-Reg
    /SimSun
    /SnapITC-Regular
    /Stencil
    /SymbolMT
    /Tahoma
    /Tahoma-Bold
    /TempusSansITC
    /TimesNewRomanMT-ExtraBold
    /TimesNewRomanMTStd
    /TimesNewRomanMTStd-Bold
    /TimesNewRomanMTStd-BoldCond
    /TimesNewRomanMTStd-BoldIt
    /TimesNewRomanMTStd-Cond
    /TimesNewRomanMTStd-CondIt
    /TimesNewRomanMTStd-Italic
    /TimesNewRomanPS-BoldItalicMT
    /TimesNewRomanPS-BoldMT
    /TimesNewRomanPS-ItalicMT
    /TimesNewRomanPSMT
    /Times-Roman
    /Trebuchet-BoldItalic
    /TrebuchetMS
    /TrebuchetMS-Bold
    /TrebuchetMS-Italic
    /Verdana
    /Verdana-Bold
    /Verdana-BoldItalic
    /Verdana-Italic
    /VinerHandITC
    /Vivaldii
    /VladimirScript
    /Webdings
    /Wingdings2
    /Wingdings3
    /Wingdings-Regular
    /ZapfChanceryStd-Demi
    /ZWAdobeF
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 150
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages false
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 150
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages false
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /ColorImageDict <<
    /QFactor 0.40
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /AntiAliasGrayImages false
  /CropGrayImages true
  /GrayImageMinResolution 150
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages false
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 300
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages false
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /GrayImageDict <<
    /QFactor 0.40
    /HSamples [1 1 1 1] /VSamples [1 1 1 1]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /AntiAliasMonoImages false
  /CropMonoImages true
  /MonoImageMinResolution 1200
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages false
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 600
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile (None)
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName ()
  /PDFXTrapped /False

  /CreateJDFFile false
  /Description <<
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000410064006f006200650020005000440046002065876863900275284e8e55464e1a65876863768467e5770b548c62535370300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef69069752865bc666e901a554652d965874ef6768467e5770b548c52175370300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /DAN <>
    /DEU <>
    /ESP <>
    /FRA <>
    /ITA (Utilizzare queste impostazioni per creare documenti Adobe PDF adatti per visualizzare e stampare documenti aziendali in modo affidabile. I documenti PDF creati possono essere aperti con Acrobat e Adobe Reader 5.0 e versioni successive.)
    /JPN <>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020be44c988b2c8c2a40020bb38c11cb97c0020c548c815c801c73cb85c0020bcf4ace00020c778c1c4d558b2940020b3700020ac00c7a50020c801d569d55c002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken waarmee zakelijke documenten betrouwbaar kunnen worden weergegeven en afgedrukt. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /PTB <>
    /SUO <>
    /SVE <>
    /ENU (Use these settings to create PDFs that match the "Suggested"  settings for PDF Specification 4.0)
  >>
>> setdistillerparams
<<
  /HWResolution [600 600]
  /PageSize [612.000 792.000]
>> setpagedevice


