








Finally the annotated data on emotion will be input to EDMG and
translated into EDMG guide file format given in section 4.4.
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Figure 6. GUI for emotion annotation with Anvil

4.4 EDMBG File Structure

Movie guide information is stored in the EDMG guide file, which
consists of many information entries. Each entry has the
following structure based on time-coding scheme:

Entry structure = starting time:ending time:type:value:link

Entry object = 00001:00007:Car:Aston
Martin:http://www.astonmartin.com
Where,

1) 5 digits are for the stating time.

2) The colon is to separate the beginning time from the next 5
digits.

3) The next 5 digits are for the ending time.

4) The next is type information which can be for example car,
actor, etc. The links that has the same type will be grouped under
the title type.

5) The value of a type starts after colon.

6) The value is one of a type, which can be for example a model
of a car like Aston Martin, a name of an actor, etc.

7) The link information starts after a colon.

8) An entry definition ends up the link information, which is
passed to Web browser.

S. SERVICE IMPLEMENTATION AND
EVALUATION

5.1 Implementation Techniques

The EDMG service is implemented as a plug-in for Windows
Media Player 10/11. It can work in Windows XP or Vista. The
EDMG service applied Windows plug-ins packets. Microsoft
offers starting packets for different kind of self made plug-ins. The
Visual Studio 2008 (referred to as Visual Studio in the sequel) is
the recommended programming environment for creating EDMG
service. Windows Software Development Kit (SDK) offers the
necessary libraries and tools for coding work in Visual Studio.
Visual Studio supports many coding languages. Visual C++ is
selected as programming language. Active Template Library
(ATL) template based C++ classes are used to support
programming. Web links are shown by using Windows Media
Player core interface. C++ programming is also used in parsing
EDMG files. The EDMG service runs on Windows XP/Vista
operating system.

The EDMG service demo version has the following constraints:
The EDMG service is only compatible with Windows Media
Player 11 and XP/Vista operating system at the writing moment.

5.2 Evaluation

Figure 7 illustrates the GUI of the EDMG service demo version in
Windows Vista operating system. The window on the left is the
Windows Media Player 11’s main window and next to it, on the
right side, is the EDMG emotion data view window. In the
emotion data view window, the time coded entries are listed as
link buttons in a chronological order. The first link button refers
to the entry which has come first on screen; in this case it is
‘disappointment’. As a default, the links will direct to
http://www.emotionalcompetency.com/. The EDMG service demo
is deployed and tested for home entertainment at the moment.

Figure 7. The graphical user interface of EDMG

6. CONCLUSION

Enquiring about ‘what today’s information and communication
technology can do with facilitating people emotion harmonization
and how?” we propose the novel concept of pervasive emotion
computing. To approach PEC paradigm, firstly pervasive emotion
computing is conceptualized with a generalized emotion
harmonization model and PEACE model. Focusing on enhancing
the user’s viewing experience in context of emotion, Emotion-
aware Digital Movie Guide (EDMG) service is designed and
implemented by integrating Anvil emotion annotation. The demo
shows that with EDMG user’s viewing experience is enhanced
and extended by interacting emotion information.
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