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(54) Using physical sensory input to determine human response to multimedia content displayed 
on a mobile device

(57) A mobile handset device collects sensor data
about the physiological state of the user of the handset.
The mobile handset device receives multimedia content,
which is consumed on the mobile handset. In a deploy-
ment phase, the sensor data is used to classify the user’s
emotional response to individual pieces of media content
consumed on the mobile device. A classification model
built in a training phase may be used to map sensor data
to classification labels indicative of the user’s emotional
response to multimedia.
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Description

FIELD OF THE INVENTION

[0001] The present invention is generally related to
evaluating the effectiveness of multimedia content pro-
vided to a mobile handset device, such as documents,
videos, music, and applications received and consumed
on a mobile handset device. More particularly, the
present invention is directed to determining a likely emo-
tional state of a user in response to multimedia content
consumed on a mobile handset device.

BACKGROUND OF THE INVENTION

[0002] Users of a mobile handset device (or "smart-
phone"), have the opportunity to view a variety of different
documents, photos , videos, music, applications, and
other types of multimedia on their smartphone. For the
creators and publishers of the multimedia content (such
as designers, authors, artists, and programmers), getting
feedback on the content from users is very important, as
it drives the content creators and publishers to improve
their products and to direct their efforts to new opportu-
nities.
[0003] However, getting feedback from users on the
quality of multimedia content used on a mobile handset
is difficult. Current state-of-the art approaches include,
but are not limited to: having users review the content
through a quantitative metric system, such as through a
rating scale of one to five stars or through written text,
either of which can be given at an online or physical store;
and measuring the indirect lift of the media by measuring
sales of associated products, or visits to the store or web-
site of the creator or publisher. All of these conventional
approaches are problematic because the user must ac-
tively provide an evaluation of the multimedia, where
such an evaluation is susceptible to bias or memory re-
call.
[0004] Another approach is counting the number of
times that the user consumes the multimedia (by reading,
watching, or listening). However, this count can still be
inaccurate and too coarse. For example, many multime-
dia files are consumed only once (such as media received
via email), so a conclusion from access counts is inade-
quate.

SUMMARY OF THE INVENTION

[0005] According to the present invention there is pro-
vided an apparatus and method as set forth in the ap-
pended claims. Other features of the invention will be
apparent from the dependent claims, and the description
which follows.
[0006] An apparatus, system, method, and computer
program product is described as one that provides feed-
back on the emotional reaction of a user to multimedia
consumed on a mobile handset device. The feedback is

based on sensor data of the physiological state of a user
collected by a mobile device (e.g., a smartphone) when
the user views multimedia. The sensor data may be
based on sensors within the mobile handset, as well as
sensors in close proximity  to the handset. The sensor
data is indicative of a physiological response of the user
to multimedia such that the sensor data also has an as-
sociation with the emotional reaction of the user to the
multimedia. In one embodiment, the system is divided
into training and deployment phases. In the training
phase, subjects provide a self-assessment of their emo-
tional reaction to test multimedia, and this information is
combined with sensor data to create a classification mod-
el having pre-selected classification labels. In the deploy-
ment phase, a mobile device may use the classification
model to generate a classification label corresponding to
the emotional reaction of the user of the mobile device.
The classification label is then sent as feedback to an-
other entity, such as a middleware vendor. Information
from multiple mobile handset users may be aggregated
to generate information for publishers and creators of
multimedia content.

BRIEF DESCRIPTION OF THE DRAWINGS

[0007] For a better understanding of the invention, and
to show how embodiments of the same may be carried
into effect, reference will now be made, by way of exam-
ple, to the accompanying diagrammatic drawings in
which:

Figure 1 illustrates an exemplary system to collect
multimedia feedback through mobile handset sen-
sory input in accordance with one embodiment of
the present invention;
Figure 2 illustrates a training phase to form associ-
ations between classification labels and sensory da-
ta in accordance with one embodiment of the present
invention;
Figure 3 illustrates an exemplary decision tree that
maps ranges of sensory data to two exemplary clas-
sification labels in accordance with one embodiment
of the present invention; and
Figure 4 illustrates a deployment phase to generate
real-time feedback for multimedia content in accord-
ance with one embodiment of the present invention.

DETAILED DESCRIPTION

[0008] Figure 1 is a high-level block diagram of a sys-
tem to record, interpret, and collect users’ responses to
multimedia content rendered on a mobile communica-
tions device, such as smartphone, in accordance with
one embodiment of the present invention. A mobile hand-
set device 100 includes a wireles s transceiver 115 and
a processor and memory 130. The mobile handset device
100 is capable of wirelessly accessing the Internet, where
such a handset is also commonly known as a smart-
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phone. The mobile handset device 100 receives content
from a multimedia creator or publisher 180 (e.g. , Goog-
le®). A publisher 180 may, for example, utilize a server
system 182 having one or more processors and memory
to serve content that consumers download on their mo-
bile handsets. A middleware vendor 190 may also use a
server system 192 having one or more processors and
a memory. The middleware vendor 190 can be any party
that provides software that serves as an intermediary be-
tween the multimedia creator or publisher 180, providing
media content to the mobile handset device  100. For
example, a company providing the software Operating
System (OS) of the mobile handset device 100 could also
serve as a middleware vendor 190. One of ordinary skill
in the art would also understand that content is made
available to a mobile handset device 100 using the infra-
structure of a wireless carrier 170.
[0009] The mobile handset device 100 includes a user
interface 110 having a display capable of displaying mul-
timedia along with an audio output. A multimedia emo-
tional response module 105 collects locally available sen-
sor data from sensor(s) proximate to the mobile handset
device 100, including sensors 120 within the mobile
handset device 100, and any sensors 122 coupled to the
mobile handset device 100, via a local wired connection
interface ISO or wireless connection interface 140.
[0010] The sensor data corresponds to the physiolog-
ical response of the user 102 to multimedia 160 received
and consumed on the mobile handset device 100. The
mobile handset device 100 generates an indicator 165
of the emotional response to the consumed multimedia
based on the sensor data. For example, if a user con-
sumes a video clip by viewing it on the user interface 110
of the mobile handset device 100, then the sensors 120
and 122 may capture physiological changes, such as
changes in heart rate, from which an indication of the
user’s emotional response to the multimedia may be in-
ferred.
[0011] The multimedia emotional response module
105 may be implemented in software or firmware, and
includes computer code residing on a memory. The mul-
timedia emotional response module 105 generates feed-
back 165 that is indicative of the emotional response to
multimedia. As examples, the feedback 165 may include
a summary of relevant sensor data, or an interpretation
of the sensor data based on a model. It will also be un-
derstood that feedback 165 may include a marker, times-
tamp, or other means to associate the feedback with a
particular pieces of multimedia content.
[0012] The multimedia includes media such as docu-
ments, pictures, videos, music, and nonmusical audio,
such as an audio narration (e.g., an audio book). Addi-
tionally, multimedia can include multimedia applications
received and consumed at the mobile handset device
100.
[0013] Multimedia, as used in this application, does not
include advertisements.
[0014] In one embodiment, the multimedia emotional

response module 105 determines a category of emotion-
al response of the user, based on a model of the user’s
emotional state, with respect to different haptic and bio-
metric sensor measurements from the data available
from sensor(s) 120 and 122. Examples of sensor data
include the user’s heart rate, respiration, shaking, gal-
vanic skin response, face flush response, blinking re-
sponse, and vocalization. The categories of emotional
response may be categories relevant to advertisers
based on a classification model, such as whether the
emotional state of the user indicates a favorable or un-
favorable emotional response to a piece of multimedia.
The users’ emotional responses to multimedia are iden-
tified and collected, providing a source of information for
the publisher 180, to gauge the effectiveness of multime-
dia 160. Additionally, if the multimedia is sufficiently long,
feedback on the user’s response to different segments
of the multimedia may be obtained.
[0015] Examples of sensor(s) 120 available in a mobile
handset device capable of serving as physiological sen-
sors of the user 102 of the mobile handset device 100
include a high-resolution front-facing color video camera,
a microphone, a Global Positioning System (GPS) or oth-
er location sensor, and an accelerometer to sense motion
(acceleration, shaking, and movement). Front-facing
camera data may be analyzed to determine a blushing
response, eye tracking (gaze location and duration, as
well as blinking behavior), facial expression, or other vis-
ual indicators of the emotional state of the user. There is
a trade-off between sensor quality and the ability to detect
meaningful physiological responses in a wide range of
user environments and noise conditions. For gaze de-
tection, exemplary minimum camera requirements are 4
Megapixels and 20 frames per second. An exemplary
accelerometer implementation has an accuracy of at
least 95% of true acceleration in units of meters per sec-
ond squared. Analysis of motion sensor data may provide
information on whether the user is shaking and/or makes
abrupt movements indicative of a strong emotional re-
sponse. Audio data may be analyzed to provide indica-
tors of emotional response, such as audible gasps.
[0016] Other examples of sensor(s) 120 may include
other types of compact sensors capable of being inte-
grated into the mobile handset device 100 to increase
security and to support health and fitness applications,
such as heart rate monitors, temperature sensors, pres-
sure sensors, and humidity (skin dampness) sensors.
[0017] Additionally, a local sensor 122 may be in com-
munication with the mobile handset device 100 via a
wired connector 150. However, more generally local sen-
sor 122 may have a local wireless connection with the
mobile handset device 100. For example, a user may
have portable and/or wearable body sensors that are in
communication with the mobile handset device 100 via
a wireless connection, such as Bluetooth®. Those of or-
dinary skill in the art will recognize that other wireless
communication standards can be used in the place of
Bluetooth®, such as the Zigbee® and Ant--" wireless
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standards. In a preferred implementation, Bluetooth® is
used. The Bluetooth® 4.0 standard supports wearable
health sensors, such as a heart-rate profile and a ther-
mometer profile. Other examples of wireless sensors us-
ing Bluetooth® communication include Bluetooth® ena-
bled sensors to measure heart-rate, temperature, and
galvanic skin response.
[0018] The sensor data is captured directly on the mo-
bile handset device 100 by the multimedia emotional re-
sponse module 105. However, the analysis of haptic and
biometric sensory inputs can be performed either on the
mobile handset device 100 or a summary of the data can
be sent back to the publisher or advertiser for analysis.
[0019] User privacy can be guarded by various means.
For example, aspects of the user’s identity could be par-
tially or completely cloaked from publishers or advertisers
to preserve privacy using a privacy protection protocol.
Moreover, information aggregation techniques may be
used to aggregate responses from multiple users to gen-
erate aggregated data, preserving the privacy of individ-
ual user identity information. Additionally, in a preferred
implementation, the user is given the option to either opt-
in or opt-out of the use of the system.
[0020] The system of the present invention thus sup-
ports methods to record, interpret, and collect users’ re-
sponses to delivered media. A particular user’s response
is captured through haptic and biometric sensory inputs
of the mobile handset device 100, such as the shaking
of the handset captured via readings of the accelerom-
eter, or a change in the user’s heartbeat captured via a
Bluetooth®-connected heart-rate monitor. Once the data
is collected, it can be analyzed by first filtering out noise
from the readings, and then, deriving a conclusion on
how the user responded to the multimedia. A conclusion
can then be aggregated across all users, with the results
being used by the publisher.
[0021] In one embodiment of the invention, sensory
input information is analyzed at the mobile handset de-
vice 100 to return an abstracted representation of the
user’s response, such as a representation for enjoyment,
dislike, or apathy. This analysis can be performed
through various methods, including but not limited to:
rule-based analysis by deriving abstract responses
through threshold levels of sensory input; or classification
through supervised machine learning methodologies
such as decision trees, Hidden Markov Models, or Sup-
port Vector Machines.
[0022] A particular user’s response is captured through
haptic and biometric sensory inputs of the mobile handset
device 100, such as the shaking of the handset captured
via readings of the accelerometer, a change in the user’s
heartbeat captured via a Bluetooth®-connected heart-
rate monitor, a change in the user’s facial features meas-
ured by a front-facing camera, or a change in the skin
conductance of the user measured by a galvanic skin
response sensor. Once the data is collected, it can be
analyzed by first filtering out noise from the readings, and
then, deriving a conclusion on how the user responded

to the multimedia. This analysis can be performed either
on the device or at a middleware vendor 190’s server. A
conclusion can then be aggregated across all users, with
the results being used by the publisher or creator of the
multimedia.
[0023] The advantage of this approach is that the us-
ers’ response can be measured automatically without the
need for the users to explicitly provide purposed feed-
back to the publisher or creator.
[0024] Additionally, the information captured by the in-
vention is potentially more accurate than user responses
since it is difficult for people to consciously control their
physiological manifestations.
[0025] Furthermore, since the automated approach of
the invention measures these physiological responses
directly, the effect of bias or memory lapse from the user
is minimized.
[0026] Figure 2 shows initial steps carried out by an
entity in a training phase to collect training data from test
participants, and to create a statistical model to map sen-
sory input data to a labeled response. An association
model may be used to map sensory data to a high-level
interpretation of emotional response, including a set of
classification labels such as strongly like, like, neutral
(apathetic), dislike, and strongly dislike. It would be un-
derstood that the exact number and type of classification
labels may be varied.
[0027] Prior to training, the middleware vendor 190 cre-
ates, in step 201, sensor-recording software on the mo-
bile handset device 100 to record sensor input , and to
allow training participants to view multimedia. The re-
corded sensor input can include, but is not limited to, an
accelerometer, a galvanic skin response sensor, a mi-
crophone, and a heart-rate monitor.
[0028] Training begins when the training participant
activates the smartphone’s software to view test multi-
media 210 that is shown to them. Additionally, the training
participants record their labeled response to the content.
At the same time, the sensors record their physical re-
sponse. This feedback 210 is provided to the middleware
vendor 190. That is, each test participant views media,
their physiological reaction is recorded via the sensors,
and each test participant also notes their emotional re-
action (i.e., the participant is polled about what they per-
ceive their emotional reaction to the test multimedia is).
Long-duration multimedia can use aggregate statistics
(such as mean, median, or standard deviation) for the
entire multimedia (or for segments thereof, such as
scenes in a movie). Additionally, instantaneous meas-
urements at particular points in time may be collected.
[0029] The middleware vendor 190 retrieves the la-
beled training data from all training participants and ex-
tracts features to build a learning model 215. The extract-
ed features can include, but are not limited to, skin con-
ductance (as measured in units of ohms by a galvanic
skin response sensor), heart-rate (as measured in units
of beats per minute by a heart-rate monitor), facial re-
sponse (as measured in units of blush color or eyeblinks
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per second by a front-facing video camera on the phone),
and shaking of the handset (as measured in units of grav-
itational acceleration as measured by an accelerometer).
Additional features can include, but are not limited to:
ribcage expansion to measure breathing, and eye track-
ing. Moreover, in addition to average information, it will
be understood that the time-rate characteristics of the
responses may also be analyzed . These features, and
the label activity, are then given as input into a machine
learning algorithm, such as for a decision tree, support
vector machine, maximum entropy, or k-nearest-neigh-
bor.
[0030] A statistical model 215 is then built that maps
the sensor data to the responses of test participants. In
a preferred embodiment, the well-known ID3 algorithm
is to create a decision tree that will perform this mapping.
The decision tree will take the form of a binary tree with
one root connected by edges to interior vertices, which
in turn, are connected by edges to other vertices. The
leaf vertices in this tree are the classification labels. The
root and interior vertices contain decision statements that
must be evaluated, with the result of the decision at that
vertex determining which outgoing edge to take. The role
of the ID3 algorithm is to create a tree that is reasonably
sized and provides accurate mappings from features to
classification labels. Note that the ID3 algorithm will pro-
duce different decision trees based on different data. An
example portion of a produced decision tree based on
some input data is illustrated in Figure 3.
[0031] In a deployment phase, the decision tree (or
other learning model) is deployed to individual smart-
phones. The middleware vendor 190 writes and deploys
classification software  that accepts the statistical model
(developed during the training phase), and the user’s cur-
rent sensor data. The software is activated and runs in
the background of a smartphone. The software classifies
the user’s sensor data using the model, and produces a
perceived response.
[0032] Figure 4 shows how the decision tree is used
in a deployment phase to perform classification of the
emotional response of a user to multimedia consumed
on the mobile handheld device 100.
[0033] In step 402, multimedia media is distributed to
an individual user via their smartphone. Upon exposure
to multimedia, the user may react to the multimedia. The
user’s response is captured through haptic or biometric
sensory input, and features are extracted. For example,
the user may respond by shaking the smartphone (which
can be measured through an accelerometer) or by in-
creasing his or her heart-rate (which can be measured
through a Bluetooth®-connected heart-rate monitor). In
one embodiment of the invention, this sensory input in-
formation is analyzed at the smartphone to return an ab-
stracted representation of the user’s response, such as
a representation for enjoyment, dislike, or apathy.
[0034] In step 404, the user’s response is sent back to
the middleware vendor 190. Additionally, the response
of other users is also sent back to the middleware vendor

190. For example, if a thousand copies of a music file
are sent to a thousand different smartphones, then each
user’s response may be determined on their respective
smartphone and sent back to the middleware vendor 190.
[0035] In step 406, the middleware vendor 190 collects
and aggregates the users’ responses for the multimedia
from different smartphones. Aggregate information may
include the average user response, the percentage of
users who enjoyed the multimedia, and the percentage
of users who disliked the multimedia.
[0036] In step 408, the middleware vendor 190 sends
aggregated information back to the multimedia creator
or publisher 180.
[0037] Modifications and alternations are also contem-
plated. In one embodiment, the sensory input is collected
at each smartphone, but is not analyzed. Instead , sum-
mary statistics may be measured, such as average ac-
celerometer readings or average heartrate. These sum-
mary statistics are sent back the middleware vendor 190.
The middleware vendor 190 then collects and aggre-
gates the user’s response to multimedia and performs
and analyzes the emotional response of each user.
[0038] Although a few preferred embodiments have
been shown and described, it will be appreciated by those
skilled in the art that various changes and modifications
might be made without departing from the scope of the
invention, as defined in the appended claims.
[0039] While the invention has been described in con-
junction with specific embodiments, it will be understood
that it is not intended to limit the invention to the described
embodiments. On the contrary, it is intended to cover
alternatives, modifications, and equivalents as may be
included within the spirit and scope of the invention, as
defined by the appended claims. The  present invention
may be practiced without some or all of these specific
details. In addition, well known features may not have
been described in detail to avoid unnecessarily obscuring
the invention.
[0040] In accordance with the present invention, the
components, process steps, and/or data structures may
be implemented using various types of operating sys-
tems, programming languages, computing platforms,
computer programs, and/or general purpose machines.
In addition, those of ordinary skill in the art will recognize
that devices of a less general purpose nature, such as
hardwired devices, field programmable gate arrays (FP-
GAs), application specific integrated circuits (ASICs), or
the like, may also be used without departing from the
scope and spirit of the inventive concepts disclosed here-
in. The present invention may also be tangibly embodied
as a set of computer instructions stored on a computer
readable medium, such as a memory device.
[0041] Attention is directed to all papers and docu-
ments which are filed concurrently with or previous to this
specification in connection with this application and which
are open to public inspection with this specification, and
the contents of all such papers and documents are in-
corporated herein by reference.
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[0042] All of the features disclosed in this specification
(including any accompanying claims, abstract and draw-
ings), and/or all of the steps of any method or process
so disclosed, may be combined in any combination, ex-
cept combinations where at least some of such features
and/or steps are mutually exclusive.
[0043] Each feature disclosed in this specification (in-
cluding any accompanying claims, abstract and draw-
ings) may be replaced by alternative features serving the
same, equivalent or similar purpose, unless expressly
stated otherwise. Thus, unless expressly stated other-
wise, each feature disclosed is one example only of a
generic series of equivalent or similar features.
[0044] The invention is not restricted to the details of
the foregoing embodiment(s). The invention extends to
any novel one, or any novel combination, of the features
disclosed in this specification (including any accompa-
nying claims, abstract and drawings), or to any novel one,
or any novel combination, of the steps of any method or
process so disclosed.

Claims

1. A mobile handset device , comprising:

at least one processor and a memory;
a user interface having a display; and
a multimedia response module within the mobile
handset device configured to collect sensor data
from a set of sensors indicative of a physiological
response of a user of the mobile handset device;
wherein the multimedia response module mon-
itors sensor data associated with the physiolog-
ical response of the user to multimedia con-
sumed on the mobile handset device and gen-
erates an output indicative of the emotional re-
sponse of the user to the media.

2. The mobile handset device of claim 1, wherein the
multimedia response module is configured to deter-
mine a classification label of the user’s emotional
state by associating sensory inputs with a classifica-
tion model and report on the classification determi-
nation.

3. The mobile handset device of claim 2, wherein the
report is utilized to generate aggregate data for a
media creator or publisher.

4. The mobile handset device of claim 1, wherein the
multimedia response module includes a training
phase to determine an association between sensory
data and an emotional state of the user.

5. The mobile handset device of claim 4, wherein in the
training phase, a user is polled on their emotional
response to test multimedia to provide user polling

data , and to determine an association between sen-
sor inputs and classification labels for emotional re-
sponse.

6. The mobile handset device of claim 1, wherein the
sensor inputs include sensor input indicative, directly
or indirectly, of at least one of a heart rate , respira-
tion rate, galvanic skin response, temperature, pres-
sure, acceleration, motion response, skin flush re-
sponse, eye blinking response, and a vocal re-
sponse.

7. A method of analyzing the effectiveness of media
content displayed on a mobile handset device, com-
prising:

providing multimedia to a multiplicity of mobile
handset devices, where each mobile handset
device is configured to record sensor data indic-
ative of a physiological response of a user of the
mobile handset device;
receiving indicator data from each of the multi-
plicity of mobile handset devices, the indicator
data being indicative of the emotional response
to a particular piece of media played by the re-
spective mobile handset device; and
determining an aggregated emotional response
classification label for at least one piece of me-
dia.

8. The method of claim 7, wherein the indicator data
includes an emotional classification label within a
classification model based on a summary of sensor
data.

9. The method of claim 7, further comprising in a train-
ing phase requesting test subjects to provide a self-
assessment of emotional state in response to test
media.

10. The method of claim 7, further comprising generating
a classification model mapping a set of classification
labels to sensor input data.

11. The method of claim 7, further comprising providing
aggregated emotional response information to each
provider of the at least one piece of media.

12. A method of analyzing the effectiveness of media
content, comprising:

receiving indicator data from a multiplicity of mo-
bile handset devices that is indicative of the
emotional response to multimedia consumed by
users of individual mobile handset devices; and
aggregating the indicator data and determining
an average emotional response within the clas-
sification model for at least one piece of media
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content.

13. The method of claim 12, wherein the indicator data
includes a summary of sensor data
provided by individual mobile handset devices.

14. The method of claim 13, wherein the indicator data
includes a classification label generated by individ-
ual mobile handset devices according to a classifi-
cation model.

15. The method of claim 12, further comprising providing
a classification model mapping a set of emotional
response classification labels to a tree of physiolog-
ical sensor data ranges for a user of the mobile hand-
set device.

11 12 



EP 2 698 685 A2

8



EP 2 698 685 A2

9



EP 2 698 685 A2

10



专利名称(译) 使用物理传感输入来确定人类对移动设备上显示的多媒体内容的响应

公开(公告)号 EP2698685A2 公开(公告)日 2014-02-19

申请号 EP2013165380 申请日 2013-04-25

[标]申请(专利权)人(译) 三星电子株式会社

申请(专利权)人(译) 三星电子有限公司

当前申请(专利权)人(译) 三星电子有限公司

[标]发明人 PHAN THOMAS
JEON WON

发明人 PHAN, THOMAS
JEON, WON

IPC分类号 G06F3/01 G06Q30/02 A61B5/00

CPC分类号 A61B5/0024 A61B5/02438 A61B5/163 A61B5/165 A61B5/6898 G06F2203/011 H04N21/42201

代理机构(译) INSTONE，TERRY

优先权 13/587710 2012-08-16 US
1020120139811 2012-12-04 KR

其他公开文献 EP2698685A3

外部链接 Espacenet

摘要(译)

移动手机设备收集关于手机用户的生理状态的传感器数据。移动手机设
备接收在移动手机上消费的多媒体内容。在部署阶段，传感器数据用于
对用户对移动设备上消费的各条媒体内容的情绪响应进行分类。在训练
阶段中建立的分类模型可以用于将传感器数据映射到指示用户对多媒体
的情绪响应的分类标签。

https://share-analytics.zhihuiya.com/view/fe68aafa-7cae-4f3d-95a1-d46b178593eb
https://worldwide.espacenet.com/patent/search/family/048428324/publication/EP2698685A2?q=EP2698685A2

