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ABSTRACT

As social agents, we experience situations in which sometimes we
enjoy being involved and others where we desire to withdraw from.
Being aware of others’ “comfort towards the interaction” help us en-
hance our communications, thus this becomes a fundamental skill
for any interactive agent (either a robot or an Embodied Conversa-
tional Agent (ECA)). For this reason, the current paper considers
Comfortability, the internal state that focuses on the person’s desire
to maintain or withdraw from an interaction, exploring whether it
is possible to recognize it from human non-verbal behaviour. To
this aim, videos collected during real Human-Robot Interactions
(HRI) were segmented, manually annotated and used to train four
standard classifiers. Concretely, different combinations of various
facial and upper-body movements (i.e., Action Units, Head Pose,
Upper-body Pose and Gaze) were fed to the following feature-based
Machine Learning (ML) algorithms: Naive Bayes, Neural Networks,
Random Forest and Support Vector Machines. The results indicate
that the best model, obtaining a 75% recognition accuracy, is trained
with all the aforementioned cues together and based on Random
Forest. These findings indicate, for the first time, that Comfortabil-
ity can be automatically recognized, paving the way to its future
integration into interactive agents.

CCS CONCEPTS

« Human-centered computing — HCI theory, concepts and mod-
els.
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1 INTRODUCTION

Interactions entail a tangled mix of emotional, affective and internal
states that emerge between the people who are communicating
[11]. As a consequence, identifying others’ internal states plays a
very relevant role within social contexts [5, 22]. For this reason,
any interactive agent would greatly benefit from being socially
intelligent [42, 49]. Given that developing fully socially intelligent
agents is a challenge beyond our reach, providing them with foun-
dational skills could already have a positive impact on human-agent
exchanges. Hence, this paper tackles one of these basic skills: Com-
fortability detection.

Comfortability was introduced in [45] as “(disapproving of or
approving of) the situation that arises as a result of an interaction,
which influences one’s own desire of maintaining or withdrawing
from it”. The strong point about Comfortability is that it focuses on
how a person feels respect to other agents’ actions without deep-
ening on the specific emotional or affective states that might arise
in parallel. This way, a system capable of identifying someone’s
Comfortability would be able to understand whether it has acted
appropriately and accordingly to its user’s expectations and could
assess whether it needs to adapt its behaviour. Albert Mehrabian
established in 1967 the 7%-38%-55% rule, declaring that the 7% of
the communication is verbal, 38% of the communication is vocal
and 55% of the communication is visual [38]. This statement justi-
fies the importance of non-verbal communication highlighting at
the same time how relevant is to be capable of understanding and
recognizing others’ nonverbal cues. Additionally, Maréchal et al.
[35] wrote “A challenge in multi-modal emotion analysis is to effi-
ciently explore emotion, not only on one but on highly expressive
nature modalities.” Therefore, this paper presents for the first time
a model capable of classifying whether someone is uncomfortable
or not, by paying attention to several non-verbal features. Given
that the face is one of the most expressive modalities [5], different
cues associated to it (e.g., Action Units (AUs) and Gaze), in addition
to Upper Body and Head Pose cues, have been approached. Con-
cisely, different Feature-based Machine Learning (ML) algorithms
(i.e., Naive Bayes (NB), Neural Networks (NN), Random Forest (RF)
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and Support Vector Machines (SVM)) have been fed with such fea-
tures. Furthermore, the features under study were automatically
extracted from spontaneous reactions recorded during several real
Human-Robot Interaction (HRI) interviews.

This paper provides promising results together with ideas that
might enhance subsequent Comfortability classifiers that at the
same time, might help non-human agents to better understand
their human partners.

2 LITERATURE REVIEW

2.1 Expressing and Perceiving Internal States
through Non-verbal cues

One of the main channels to express and perceive emotional and
affective states is the face. Almost all interactive agents have a face,
and probably for this reason, humans are capable of identifying
faces within the first few days after birth [48]. Barrett et al. [5] have
deeply explored this area and explained that the concept “emotion”
refers to a category of instances that vary from one another in
their physical (e.g., facial and body movements) and mental (e.g.,
pleasantness, arousal, etc.) features. This way, they implied that
an emotion (e.g., anger) won’t own characteristics that are identi-
cal across situations, people and cultures. Conversely, Paul Ekman
[18] defends that “there is a core facial configuration that can be
used to diagnose a person’s emotional state in the same way that
a fingerprint can be used to uniquely recognize a person”[5]. He
defines emotions as “a process, a particular kind of automatic ap-
praisal influenced by our evolutionary and personal past, in which
we sense that something important to our welfare is occurring,
and a set of physiological changes and emotional behaviours begin
to deal with the situation” [18]. In his book [18], he added that
words are one way to deal with emotions, and that even though we
use words when we are emotional, we cannot reduce emotions to
words. Together with Friesen [20], both studied how people from
an isolated tribe in New Guinea who had not interacted with any-
one from outside their tribe, expressed and perceived each one of
the called six-basic-emotions (i.e., anger, surprise, fear, happiness,
disgust and sadness). To analyze their expressiveness, Ekman and
Friesen defined several stories (associated to each one of the basic
emotions) and asked the New Guineans to imagine themselves in
such situations. Their faces were recorded and given to American
collaborators, who had never traveled to New Guinea or been in
contact with people from this tribe, to classify them into one of
the six-basic-emotions. The results showed that the American col-
laborators were able to correctly classify all the videos except the
ones associated with fear and surprise, which were interchangeably
classified. To understand the New Guinean’s perceptive abilities,
Ekman prepared another experiment. This time, the New Guineans
had to associate a story (which Ekman read to them) to a picture
of a Caucasian face posing one of the six-basic-emotions. This ex-
periment was performed with more than 300 people. The results
showed that the subjects were very good in identifying happiness,
anger, disgust and sadness. However, similarly to the Americans,
they were unable to distinguish fear from surprise. They argued
that this phenomenon might be due to not-well-formulated stories,
but also to the fact that fear and surprise may be often intermingled
in these people’s lives, and thus not distinguished. Both studies
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provided evidence in favour of assuming that there are innate facial
movements associated to standards and reproducible emotional
states among situations and cultures.

Even though Barrett’s and Ekman’s positions offer evidence
against each other, both provide rich information about how emo-
tions are expressed and perceived by people. Barret stated that
when we see someone performing a facial movement (e.g., smiling)
and subsequently infer that that person is in an specific emotional
state (e.g., happy) we are assuming that the smile reveals some-
thing about the person’s internal state which cannot be accessed
directly. This skill requires calculating a conditional probability of
that person being in a particular internal state given the observable
set of features (in this case facial features). This approach is not
different from how machine learning systems operate to recognize
emotions, even though as humans we do it without realizing it
and constantly. Ekman and Friesen avoided the issue of associating
specific facial configurations to specific internal states by creat-
ing/expanding the Facial Action Coding System (FACS) in 1978
[19], originally introduced by Hjortsjé in 1970 [25]. This system de-
scribes all the visual discernible facial movements, breaking down
facial configurations into individual components of muscle move-
ments, called Action Units (AUs). Hjortsjo explored 23 AUs and
afterwards, Ekman and Friesen expanded it to 64. To the date, there
are 46 AUs which consider facial movements, 8 which consider
head movements and 4 focused only on eye movements. Addition-
ally, Baltrugaitis et al. developed Open Face [3], a software that
automatically detects some AUs. Concretely, OpenFace is capable
of detecting: AU1, AU2 and AU4 (which represent the muscle move-
ments around the eyebrows), AU5, AU6, and AU7 (which represent
the muscle movements around the eyes) , AU9 (which represents a
nose wrinkle), AU10, AU12, AU14, AU15, AU17, AU20, AU23, AU25
and AU26 (which represent the muscle movements around the
mouth) and AU45 (which represents the action of blinking).

In spite the face has been deeply explored over the years, there
are other channels that can reveal plenty of information about our
internal states as well. One clear example is the body, which trans-
mits a huge amount of information and has also been explored
by Ekman [16] and other researchers who are trying to exploit its
full-potential. For example, Hidalgo et al. [24] developed OpenPose,
an automatic recognition software that automatically detects cor-
poral poses distributed along the whole body, providing precise
information about the face, hands, and feet. Another good example
is the voice. Human auditory information (i.e., pitch, timbre, loud-
ness, and vocal tone) has been proven to express emotions during
speech generation [12]. To this point, all the introduced emotional
channels are perceivable by the human senses up to a certain ex-
tent. Cacioppo et al [7] affirmed that human’s affective response
is a psycho-physiological process triggered by stimuli, which is of-
ten manifested through observable behaviour channels. Although
not all physiological signals can be efficiently perceived through
our senses, their changes can be measured with technological de-
vices. This means that, even though we might not be able to use
this information on daily interactions, we might want to evaluate
someone’s internal states by considering also these features. For
example, Lobbestael et al. [30] conducted an study focused on anger,
where they exposed sixty-four participants to one specific stimulus
(either a movie, a stressful interview, punishment or harassment).
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To measure their anger, they considered self-reports and a list of
physiological signals: blood pressure, heart rate, skin conductance
level, and skin conductance response. They found that all the stimuli
produced similar self-reports, but that their cardiovascular effects,
and electrodermal activity increased more during the harassment
and stressful interview. This might suggest again that people might
“control” what they verbally say, or how to voluntarily behave,
however they cannot control how their hearth will beat or their
body will sweat. Hence, physiological signals might bring extremely
useful information to establish ground-truths concerning internal
states.

2.2 What should affective computing compute?

Most research in affective computing tackles the well-known “six-
basic-emotions” (i.e., happiness, sadness, anger, fear, disgust and
surprise). In fact, the most popular databases are based on them
(e.g., the JAFFE[33, 34], KDEF[32], BU-3DFE [54], CK+ [31], MMI
[41], SPEF [13], EMOTIONNET [21], AffectNet [40], and RAF-AU
[53] databases) and plenty of researchers have developed algorithms
capable of classifying them obtaining promising results [43, 51].
Nonetheless, “non-basic-emotions” (e.g., engagement, boredom, con-
fusion, frustrations and so on) were found to be five times more
frequent in real-live situations [14]. It makes sense that six basic
emotions might be insufficient to cover all the complex feelings
and feedback felt and expressed during social situations. At the
same time, almost all the expressions contained in these databases
are acted, which means that they might not be a real reflection
of the expressions that arise in real life. To date, there are some
popular databases which include spontaneous not-acted data (e.g.,
the DISFA [37] and BP4D[57] databases), however they still present
a lack of more complex internal states.

In general, it can be noticed that there is a need of databases
that contain not only spontaneous reactions, but internal states
that emerge during daily situations. This way, future affective com-
puting would address better human-machine interactions. As a
contribution to this idea, this paper provides a start by develop-
ing a Comfortability recognition system based on genuine human
behaviour.

2.3 Machine Learning Algorithms

To automatically recognize any aspect of communication (e.g., an
emotion/internal state), a Machine Learning (ML) algorithm is usu-
ally designed and trained. On the basis of the input information,
ML algorithms can be divided into two branches: Deep Learning
(when the algorithm is capable of processing information without
any previous computation) and Feature-based Learning (when the
algorithm receives a set of pre-processed features). At the same
time, ML algorithms can be characterized as supervised or unsuper-
vised learning depending on its classification strategy. Supervised
ML algorithms require labeled data and the latter do not, as they
autonomously identify clustering principles.

Recent studies focused on affective computing have considered
different approaches and modalities. For example, Rajan et al. [43]
created a model based on Convolutional Neural Network (CNN) and
Long-Short Term Memory (LSTM) that would take into account
dynamic temporal information for facial expression recognition.

ICMI 22, November 7-11, 2022, Bengaluru, India

They tested the model with well-known databases (CK+, MMI, and
SPEW), obtaining an accuracy of 99%, 80% and 56% respectively. For
some reason, the classes anger, fear and sadness were worse classi-
fied than the others. In the same fashion, Bartlett et al. [6] developed
a conceptor based low/high engagement classifier based on Recur-
sive Neural Networks (RNN). To feed the classifier, they extracted
skeletal and facial landmarks using the OpenPose [8] software from
the videos contained in the PInSoRo [29] data-set (children per-
forming tasks) taking into account the movement. They obtained
a recognition accuracy of 60% for the clips annotated as High En-
gagement and a recognition accuracy of 75% for the clips annotated
as Low Engagement. Castellano et al. [9] also studied the role of
movement when inferring emotions. To do so, they used videos
collected during the third summer school of the Human-Machine
Interaction Network on Emotion (HUMAINE) EU-IST project held
in Genova in 2006. In particular, they used 240 dynamic gestures
of 8 different emotions (anger, despair, interest, pleasure, sadness,
irritability, joy and pride) acted by 10 different actors. They repre-
sented each movement by computing its Quantity of Motion (QoM),
Contraction Index, Velocity, Acceleration and hand’s fluidity barycen-
ter. Then, they applied a Dynamic Time Wrapping (DTW) [28]
algorithm to measure similarities between movements. After com-
paring the five corporal features, they learnt that QoM was the one
with lower classification error when distinguishing between anger,
Jjoy, pleasure and sadness. The remaining emotions were found to be
unsuccessfully classified by any of the proposed features. One last
example relevant to this paper is Matsufuji et al. [36] who devel-
oped a model to detect awkward situations. They considered voice
intonation (i.e., maximum pitch and speech length) and corporal
information extracted with the Kinect sensor (i.e., head pitch, yaw,
neck, shoulder and elbow velocity vectors; and head x and z axes)
of 5 subjects. They used these features with the Weka [15] software
and several ML algorithms. They obtained a recognition accuracy
of 83% for Bayesian Networks, 72 % Random Forest, 72% Support
Vector Machines, and 70 % for Naive Bayes.

As literature shows, there are plenty modalities and algorithms
that can be considered. We agree with literature that the more
modalities present (e.g., physiological, auditory, visual, etc.), the
more likely the model’s performance will improve. Nonetheless,
as this paper presents an initial approach to build a Comfortability
classifier, it was decided to tackle one aspect at a time. On the one
hand, given the long-term aim of this project is to build a system
capable of working in ecological scenarios (i.e., where no external
devices are placed on the subject), physiological data were not con-
sidered. On the other hand, we noticed (analyzing the recordings)
that other modalities (i.e., body movements, audio (e.g., pitch and
tone), context and verbal content (i.e., the use of verbs)) seemed
to be relevant to represent Comfortability. However, we observed
that some of them might be quite challenging to interpret as people
might desire to hide their Uncomfortability with verbal statements
and/or feel different under similar circumstances. Hence, we de-
cided to focus on the facial and upper body information, leaving
for further studies the other features. Regarding the ML algorithm,
we decided to explore several Feature-based Learning ones passing
them positions, velocities and AUs (as they do not rely on faces’
contours, colors, gadgets and hairstyles) as a first attempt. More
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complex features (e.g., QoM) as well as DL approaches are tentative
candidates for future studies.

3 METHODS

To capture spontaneous and legit reactions within a Human-Machine
Interaction scope, the iCub robot [39] interviewed several researchers
for a real and novel column of our institutional online magazine !
[44]. During the interviews, the participants were exposed to an
stressful interaction where the robot complimented them at the
beginning and interrupted, ignored and misunderstood them at the
end. Even though plenty of data (auditory, visual and physiological)
were collected, only the visual information is explored in this paper.

A total of 29 videos (one per interview) of 17 : 54(%5 : 17
SD) minutes on average were recorded. From those videos, only 26
were used for this study, because 3 participants were interviewed
from a different perspective (instead of a total frontal view, they
were recorded slightly turned, like a classical TV interview). Our
data-set is peculiar, not only because the reactions are provoked
by a non-human agent, but because our participants are from very
different cultures and ethnicities; which to date is rare to find [5].
To analyze the visual information, the audio was excluded from the
videos with the intention of not allowing the annotator discover the
context and hence, be biased. Afterwards, the videos were trimmed
into smaller segments and subsequently labelled.

3.1 Preparing our Data-set - Trimming and
Labelling

Reis et al. [46] wrote that “the most fundamental property of a
coding scheme for observing social interactions is the technique
adopted for sampling behaviour, known as unitizing”. Unitizing
means dividing an observable sample into discrete smaller samples.
According to cognitive sciences [55], unitizing is an automatic com-
ponent of the human perceptual processing of the ongoing situation.
That is to say, we as humans make sense of reality by breaking it
into smaller units. Ceccaldi et al. [10] added that artificial agents
should master unitizing skills to reach a comprehensive understand-
ing of the interaction itself. With that goal in mind, they explored
the drawbacks and benefits of the two main unitizing techniques
(Interval and Continuous coding). On the one hand, Interval Coding
consists of identifying a fixed-length time interval in which the
sample will be segmented into. It is expected that the raters should
be able to find occurrences of the targeted behaviour in those pieces.
Established research [2] proved that thin slices (i.e., from 2 seconds
to 5 minutes) is a well-known approach for personality, affect and
interpersonal relationship samples. Even though this technique
might cut actions in between and thus, relevant information can
be lost, it is fast, easy to automatize, objective and there is no need
of a prior knowledge of the context. On the other hand, Continuous
Coding stands for identifying specific behaviours that are likely to
last different amounts of time, where each segment will have its
own size. While this technique comprehends exactly the desired
information, it is much more time consuming and often requires
trained annotators. Moreover, it is likely that establishing a con-
tinuous segmentation will require a coding scheme itself (there
are some predefined like ACT4Teams [27]). Regarding our samples,
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we initially thought of using a Continuous Coding, given that the
observed behaviors seemed to not be constant and hence, vary in
time. We started by looking at each clip trying to isolate each facial
configuration (which by itself could represent a particular Com-
fortability level) from others. Nevertheless, after several attempts
performing a customized isolation of these movements, we realized
that this was not effective. Identifying the beginning and ending
point of a unitary facial movement was not trivial and required to
consider both facial movements and other complex features (e.g.,
facial skin color). Furthermore, the specific moment a facial move-
ment started and ended could be perceived differently by different
people and even by the same person at different times. In fact,
Afzal et al. reached the same conclusions [1]. After annotating a
data-set which contained spontaneous, unpredictable and natural
reactions, they concluded “Even for a human expert, it is difficult to
define what constitutes an emotion. Segmenting the original videos
into emotionally salient clips was the most labour-intensive and time-
consuming process. Demarcating the beginning and end of emotional
expressions is incredibly hard as they often overlap, co-occur or blend
subtly into a background expression”. This aspect made us believe
that segmenting our data-set following a continuous segmenta-
tion would require an experimental set-up on its own; which is
not the focus of our research. Therefore, we decided to go with
an Interval Coding even though some expressions might be cut in
between. To avoid cutting movements related to different events,
a two layer segmentation process was performed. The first step
was to segment each video into 24 segments; one per each relevant
interview part associated to a Comfortability level (also in line with
the self-report’s structure). The second step was to segment each
one of those segments into smaller pieces. To decide the length of
each piece, the time a macro-expression (from 1/2 to 4 seconds) and
micro-expression (from 1/2 to 1 second) tend to last [17] were taken
into account. Therefore, each one of those 24 segments (counting all
the participants, a total of 696 segments) was segmented again into
3-seconds segments. The final amount of prepared segments was of
10.468 units. The segments which were shorter than 3-seconds, as
a result of the trimming, were discarded leaving a final amount of
8.467 units.

Afterwards, each one of the three-second sample was labelled
following a 7-point Likert scale from 1 (being Extremely Uncom-
fortable) to 7 (being extremely Comfortable). Annotate a sample,
judge each participant’s response is a very challenging and de-
manding task. The mood and fatigue of the annotator, as well as
the previously annotated sample can bias the evaluation criteria
inducing to error and subjectivity [47]. Also, it is known that facial
movements can be consciously shaped. For example, the “Duchenne
Smile” might be interpreted at first sight as a “happiness” indica-
tor. However, it was found that it can be intentionally produced
to signal submission or affiliation [23]. In addition to this finding,
Hoque et al. [26] performed an experiment to study friendly vs.
polite smiles. The experiment consisted of people interested in
banking services meeting with a professional banker face-to-face.
They discovered that amused smiles present themselves longer and
more symmetrical than those enacted out of politeness. In addition,
as it can happen during unitizing, an annotator can become an
expert by performing several rounds of annotations learning after
each repetition a particular aspect of the emotional response or
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cue under study. Hence, trying to minimize the weak-spots, we
became experts by running three annotation rounds and annotated
the data-set. During the annotation, the three-second videos were
presented one at a time in the screen with a 1920x1080 resolution
using the MU]Itiple VIdeos LABelling (MuViLab) annotation
tool ? software. Once a video appeared, it was played in loop, al-
lowing the annotator to introduce a Comfortability level from 1to 7
by pressing a number in the keyboard, until the annotator decided
to pass to the next one. The clips were presented in a random or-
der, which prevented the annotator familiarizing with one specific
person and understanding the specific context of the expression
under analysis.

3.2 Non-Verbal Features

A set of 118 features were extracted from the three-second videos
and considered for the Comfortability classifier. In particular, four
different algorithms: Naive Bayes (NB), Neural Networks (NN), Ran-
dom Forest (RF) and Support Vector Machines (SVM) were trained
and tested with the following features:

3.2.1 AUs. The person’s Action units (AUs) were extracted using
the OpenFace software [3]. Specifically, the Action Unit AU01, AU02,
AU04, AU05, AU06, AU07, AU09, AU10, AU12, AU14, AU15, AU17,
AU20, AU23, AU25, AU26 and AU45; which are the ones the software
recognizes. The mean and standard deviation of each intensity of
the sixteen AUs were included for each three-second video clip.
Thus, a total of 34 features associated to the person’s Action
Units were included.

3.2.2 BodyPose. The person’s corporal information was extracted
using the OpenPose software [8, 50]. Specifically, information about
the person’s upper body positions (i.e., x and y of 3 key-points per
arm, 1 in between the shoulders, and 5 in the head). The mean and
standard deviation of each one of these key-points coordinates was
computed per each three-second clip. Thus, a total of 48 features
associated to the person’s upper body were included.

3.2.3 Gaze. The person’s gaze was extracted using the OpenFace
software [52]. Specifically, the eye gaze direction vector in world
coordinates for each eye (i.e., the x, y and z coordinates for the left
eye and the x, y and z coordinates for the right eye), the eye gaze
angle direction averaged for both eyes. The mean and standard de-
viation of all these features were considered per each three-second
video clip. Thus, a total of 16 features associated to the person’s
gaze were included.

3.24 HeadPose. The person’s head position and rotation extracted
using the OpenFace software [4, 56]. Specifically, the location of
the head with respect to the camera in millimeters (i.e., the x, y and
z coordinates; where a positive Z is being further away from the
camera) and the rotation of the head in world coordinates with the
camera being the origin (i.e., the x, y and z coordinates representing
the pitch, yaw and roll respectively). The mean, standard deviation,
velocity and acceleration of the head location and rotation were
considered when creating the classifier during each three-second
video clip. Thus, a total of 20 features associated to the person’s
head location and movement were included.

2 github.com/ale152/ muvilab

ICMI 22, November 7-11, 2022, Bengaluru, India

4 RESULTS

In order to build a Comfortability model capable of classifying
whether someone is uncomfortable, several ML algorithms were
developed, where each algorithm’s variable was tuned to its optimal
performance for each feature received as input. More details are
provided in the subsequent sections. Also, even though some of the
features associated to a specific three-second clip took into account
temporal dynamics, the algorithms did not consider a sequence
between clips. Thus, the data did not follow the interview sequence.
In addition, the data were divided into 70% per training (with a
30% used for cross-validation) and 30% per testing (see Table 1).
The clips were not discriminated among subjects, which means
that a clip reserved for testing was not seen during the whole
training procedure, but the subject was. The algorithm with the
best accuracy was also tested with a leave-one subject out approach.
Figure 1 shows the percentage of clips annotated with each one of
the 7 Comfortability levels. It can be seen that the Comfortability
extremes are poorly represented, being those barely 4% of the data-
set. Nevertheless, the data were appreciably balanced while splitting
the samples into being Not-Uncomfortable (i.e., being comfortable
or neutral) 51% and being Uncomfortable 49%. Table 1 includes
the specific number of clips used for training and testing for each
subsequent Comfortability label.

Extremely Comfortable
3 Extremely Uncomfortable

Quite Comfortable
Quite Uncomfortable
Slightly Comfortable -

Neither
Slightly Uncomfortable

Figure 1: Percentages of video clips annotated for each Com-
fortability level

Comfortability Label | # Clips Training | # Clips Testing
Not-Uncomfortable 3020 1309
Uncomfortable 2907 1230

Table 1: Number of video clips used to train and evaluate the
interviewees’ Comfortability

4.1 Naive Bayes

Table 2 shows the accuracy, precision and recall for different com-
binations of features used to train and evaluate the Naive Bayes
classifier. From these results, it can be seen that the AUs together
the Gaze are the ones that the algorithm learns better during train-
ing obtaining a 69% accuracy. When evaluating the model with
unseen data, AUs together BodyPose are the features that work
better, obtaining a Comfortability accuracy of almost 65%.
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Input Training-set Accuracy | Testing-set Accuracy | Precision | Recall
AUs .603 591 595 587
BodyPose .582 .580 .607 .587
Gaze .565 .570 .585 562
HeadPose .510 .515 757 .500
AUs + BodyPose .649 .649 649 .648
AUs + Gaze 691 .594 .600 .589
AUs + HeadPose .510 .515 757 .500
BodyPose + Gaze 607 .626 .631 .628
BodyPose + HeadPose .516 .522 634 .507
Gaze + HeadPose .510 .515 757 .500
AUs + BodyPose + Gaze 644 647 .649 .645
AUs + BodyPose + HeadPose .516 .522 634 .507
AUs + Gaze + HeadPose .510 .515 757 .500
BodyPose + Gaze + HeadPose 516 522 634 .507
AUs + BodyPose + Gaze + HeadPose .516 .522 634 .507

Table 2: Naive Bayes Comfortability classification considering the features extracted from ecological three-second clips

4.2 Neural Networks

Table 3 shows the accuracy, precision and recall for different combi-
nations of features used to train and evaluate the MLPClassifier
Neural Networks classifier of sklearn. To obtain the best accuracy,
the classifier was tuned for each specific input, varying its activa-
tion function (identity, logistic, tanh or relu), solver (Ibfgs, sgd and
adam) and hidden layers’ size (from 1 to 35 layers) until obtaining
its maximum accuracy. As a result, the model trained with AUs and
HeadPose features obtained the highest training-set performance
with more that 78% accuracy. On top of that, a combination of
AUs , BodyPose and HeadPose features, and a logistic, adam and
30-hidden-layers configuration led to the highest performance with
unseen data, obtaining a 72% Comfortability recognition accuracy.

4.3 Random Forest

Table 4 shows the accuracy, precision and recall for different combi-
nations of features used to train and evaluate the Random Forest
classifier. From these results, it can be seen that all the features and
combination of features performed perfectly with the training-set.
Additionally, it was found that a combination of all the features is
the best bet for this algorithm with unknown data. Merging the
AUs, BodyPose, Gaze and HeapPose features enhanced the model
to a 75% Comfortability recognition accuracy, precision and recall.

4.4 Support Vector Machines

Table 5 shows the accuracy, precision and recall for different combi-
nations of features used to train and evaluate the Support Vector
Machines classifier. For each input feature/s, all possible combi-
nations of kernels (linear, polynomial, rbf and sigmoid), C (from
.001 to 100) and gamma (from .001 to 100) values were run, choos-
ing the one with the best accuracy. As a result, most of the inputs
perform ideally with data already seen. On the other hand, AUs
together with Gaze are the features that better represent someone’s
Comfortability level in the testing-set, reaching a 71% recognition
accuracy. This model was trained with a Radial Basis Function (rbf)
as kernel with gamma = .1 and C = 20.1 values.

4.5 Best Algorithms and Features

The combination of features which led to the best classification
accuracy for each one of the tested ML algorithms is shown in Table
6. Looking at the training set, the RF and SVM algorithms are the
ones that perform better, reaching a perfect recognition response.
Considering the test set NB, NN and SVM do not perform very
differently, while RF remains the one with the highest results. To
explore deeply its performance, Figure 2 reports the classification
performed on the training data-set and Figure 3 reports the clas-
sification performed on the testing data-set. As it can be noticed,
the algorithm recognizes “Not-Uncomfortable” levels slightly better
(77% of the time) than it recognizes “Uncomfortable” levels (73% of
the time).
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Figure 2: Training-set Comfortability classification accuracy

The algorithm with the best accuracy was also tested with a
leave-one-subject-out procedure. Therefore, the model was trained
26 different times, each one leaving one subject out of the training
set to test the final system accuracy with it. This way, the system is
tested on subjects it was not trained on. As a result, the Random
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Input Training-set Accuracy | Testing-set Accuracy | Precision | Recall
AUs 747 .682 .683 .680
BodyPose 712 .684 .684 .683
Gaze .694 .673 .673 673
HeadPose .641 .648 .650 .645
AUs + BodyPose .702 .687 .688 .686
AUs + Gaze 745 713 713 713
AUs + HeadPose .782 .703 .703 .703
BodyPose + Gaze .530 .523 .594 .535
BodyPose + HeadPose .705 679 679 678
Gaze + HeadPose .641 .648 .651 .645
AUs + BodyPose + Gaze 722 .697 697 697
AUs + BodyPose + HeadPose .740 720 720 .720
AUs + Gaze + HeadPose .760 720 721 721
BodyPose + Gaze + HeadPose 716 .685 .685 .683
AUs + BodyPose + Gaze + HeadPose .745 .706 .706 .704

Table 3:

Neural Networks Comfortability classification considering the features extracted from ecological three-second clips

Input Training-set Accuracy | Testing-set Accuracy | Precision | Recall
AUs 1 .700 .700 .700
BodyPose 1 739 739 739
Gaze 1 .667 .667 .666
HeadPose 1 724 724 724
AUs + BodyPose 1 749 749 748
AUs + Gaze 1 715 715 716
AUs + HeadPose 1 737 737 737
BodyPose + Gaze 1 744 744 743
BodyPose + HeadPose 1 738 738 738
Gaze + HeadPose 1 739 738 .738
AUs + BodyPose + Gaze 1 745 745 745
AUs + BodyPose + HeadPose 1 747 747 .746
AUs + Gaze + HeadPose 1 .740 .740 .740
BodyPose + Gaze + HeadPose 1 747 747 .746
AUs + BodyPose + Gaze + HeadPose 1 752 751 751

Table 4: Random Forest Comfortability classification considering the features extracted from ecological three-second clips

Forest classifier was trained with a combination of the subject’s
AUs, BodyPose, Gaze and HeadPose features obtaining a classification
accuracy average of 56.6%(+14.2% SD). Paying attention to the
individual subjects, it is observed that not everyone was classified
with the same accuracy. While some obtained very poor results
(from 27% to 47%) others achieved quite nice performances (from
53% to 81%). The difference between the classification accuracy
of the testing-set procedure (75%) and the leaving-one-subject-out
procedure (57%) might be due to the subjects’ sample size. That is
to say, being highly likely that people express Comfortability in
their own manner, a system not familiar with a particular person
might have it extremely complicated to understand what being
Uncomfortable or Not-uncomfortable means; i.e., how people behave
when being Uncomfortable or Not-uncomfortable. Both systems
were only trained with 26 subjects (counting the one/s used for
testing). Instead, if the models were to be fed with many more
subjects, the more likely they would encounter people that express

common Comfortability patterns and thus the better the model
would classify data from unknown subjects. For this reason, it has
been particularly challenging for the leaving-one-subject-out model
to generalize and predict how an unknown person would express
their own Comfortability. In spite of that, the model is capable of
classifying data it has never been exposed to better than chance.

5 DISCUSSION AND FUTURE WORK

This paper has presented several ML models capable of recognizing
Comfortability by taking into account different non-verbal cues
that arose during a real interaction between a person a humanoid
robot. Specifically, the features under study comprehended infor-
mation about the participants’ facial and upper body movements
(i.e., Action Units (AUs), Head Position, Gaze and Upper-body Po-
sition). The best algorithm was trained with a combination of all
the proposed features obtaining a 75% accuracy. At the same time,
the same architecture was evaluated leaving one subject out during
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Input Training-set Accuracy | Testing-set Accuracy | Precision | Recall
AUs 717 .686 .687 .684
BodyPose 1 .529 .641 514
Gaze .614 .620 .622 .616
HeadPose .999 .586 619 577
AUs + BodyPose 1 .528 .638 514
AUs + Gaze 748 .709 .709 .708
AUs + HeadPose 1 .584 .618 575
BodyPose + Gaze 1 .529 641 515
BodyPose + HeadPose 1 517 .604 .502
Gaze + HeadPose .998 613 .624 .608
AUs + BodyPose + Gaze 1 .528 .638 514
AUs + BodyPose + HeadPose 1 .516 .576 .501
AUs + Gaze + HeadPose .998 623 .637 617
BodyPose + Gaze + HeadPose 1 .519 .591 .504
AUs + BodyPose + Gaze + HeadPose 1 518 .586 .503

Table 5: SVM Comfortability classification considering the features extracted from ecological three-second clips

Random Forest
Support Vector Machines

Algorithm Input Accuracy Train/Test
Naive Bayes AUs + Gaze 69% / 60%
Neural Networks AUs + HeapPose 78% / 70%

AUs + BodyPose + Gaze + HeadPose
AUs + HeadPose

100% / 75%
100% / 59%

Table 6: Best algorithms performance considering 2 Comfortability labels: being Uncomfortable vs being Not-uncomfortable
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Figure 3: Testing-set Comfortability classification accuracy

training to test with it. This decreased the accuracy obtained before,
but still maintained a recognition accuracy better than chance (i.e.,
58%). This means that the model is capable of recognizing whether
someone is uncomfortable or not, not only of people that has al-
ready interacted with, but of total unknown faces that has not even
seen. It has been proven that, even though it is not the case for all
the four ML algorithms explored, the more features are combined
the more accurate predictions would be produced by the model.
Bearing in mind this thought, it is likely that the classifier presented
in this paper could be enhanced if more modalities would be taken

into account. As mentioned before, synchronized audio, video and
physiological signals have been recorded, together with the con-
text (the type of question being asked at the precise time). Future
steps could focus on exploring deeply and individually each one of
these features, and then merging them together, to discover how
to best combine them to build an effective Comfortability Artificial
Intelligence. Additionally, the features used to feed the system can
be polished and selected. At the moment, averages and standard
deviations have been used to represent the temporal dynamics and
static positions of the aforementioned features. However, some of
these features might be poorly or redundantly represented. For
these reasons, more complex features (like the contraction index
of the expression, quantity of motion (QoM) of the subject and so
on) and dimensionality reduction techniques like PCA should be
computed and applied to improve the model. In the same fashion,
more complex models (possible Deep-Learning based) could be
considered. Another very important aspect that might improve con-
siderably the model’s performance regarding unknown faces, is to
expand the data-set by collecting more videos from a bigger sample
of subjects. Given that people express internal states differently, a
much more varied data-set could increase the chance of recognizing
Comfortability levels expressed in several unexpected ways.

Overall, this study has presented an accurate Comfortability
recognition system, and highlighted relevant factors that might
improve the Comfortability classifier considerably.
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