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Presentation

This bbooklet is part of the extension project for populariza-
tion of Computer Science in Sergipe supported by PROEX-UFS. It is
also linked to the project of the Productivity’s Fellowship (Bolsa de
Produtividade CNPQ-DTI)) coordinated by Prof. Maria Augusta Sil-
veira Netto Nunes being developed in the Computer Science De-
parfment / Graduation Program in Computer Science PROCC)
at UFS. The target audience of the booklets is pre-undergraduate
students and undergraduates. The goal is to foster public interest
in the area of Computer Science in Sergipe and nationally.

One of the emerging areas in Computer Science is the
Affective Computing, which is defined as the ability to develop in
computers the skills to interpret and infer psychoaffective charac-
feristics such as human personality and emaotion, to then use this
information to improve the human-computer interface or interac-
fion.

This booklet presents the use of the Affective Comput-
ing considering its main characteristics, such as personality and
emotions. These themes have been partially infroduced in other
booklets of the authors, available at http://meninasnacomputa-
cao.com.br/gutanunes/publication.ntml. In summary, the book-
let briefly introduces the use of concepts developed and applied
by the Affective Computing, including the area of Recommend-
er Systems and computational decision-making. These areas
have been presented as emerging technologies and frequent
demands on social networks and Internet, for example, being
used primarily for customizing interactions, interfaces, products
and services via computer network.

(Maria Augusta Silveira Netto Nunes)
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TYPICAL SITUATION IS WHEN We
REACH A GAME STAGE WHERE WE
CANNOT 60 FURTHER.
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THE SYSTEM INTERFACE
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LEeIE BUT MUCH MORE ON

THIS SUBTJECT I5 BEING
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THE EXTRACTION OF
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WE HAVE VARIOUS
PROJECTS. ONE IS
PERSONALIKEY
THAT RECOGNIZES
THE HUMAN
PERSONALITY
LsSING TYPING
PATTERNS.

AND WHAT
ABOUT THE
RESEARCHES
AT UFS 2

WE HAVE ANOTHER PROJECT THAT
INEERS PERSONALITY THROLIGH
TEXT MINING. THIS TECHNIGUE

COMBINGS PERSONALITY PATTERNS

FROM TEXT WRITTEN BY THE LSER,

BECAUSC ACCORDNG TO * 'pEetoice OF
PSYCHOLOGISTS, LANGLIAGE CAN o
BE USED AS A PERSONAL PERSONALITY
PSYCHOLOGICAL MARK ool
o ON STORIES,

ANOTHER
ONGOING
PROJECT IS THE

WE ARE ALSO
PEVELOPING A MARKLIP

LANGUAGE CALLED
PERSONALITY ML THAT
STANDARDPIZES THE
REPRESENTATION OF
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TYPE OF PSYCHOLOGICAL
REPRESENTATION PONE

WITH PERSONALITY ML THE
USER PO NOT NEED TO
RESPOND TO EVERY NEW
APPLICATION INVENTORIES OR

RECOMMENDER SYSTEM THAT HE

15 GOING TO LSE. THE SYSTEM
SIMPLY RELISES THE
INVENTORY PATA ALREADY

BY ANY APP

(APPLICATION). ANSWERED AN STORED IN THE

PERSONALITYML,

BUYS, IF YOU ARE INTERESTED IN KNOWING
MORE PETAILS ABOUT THE PROJECTS,

ACCESS THE WEBSITE:
HTTP:#/PERSONALITYRESEARCH.UFS.BR/

OH MY 6Op! TIME
PASSED VERY FAST. LET'S
ASK FOR THE BILL2Z

IT'S TRUE. T TALKED %
$O MUCH THAT T
BARELY ATE.

NOW WE HAVE ALL THE
INFORMATION, 1T IS ALWAYS
6000 TO OPT FOR SOFTWARE
THAT MAKE USE OF
RECOMMENDER SYSTEMS WITH
AFFECTIVE COMPUTING
TECHNIGUE, BECAUSE IT ALLOWS
BETTER CUSTOMIZATION IN THE
PEMANDS AND THE
INTERACTIONS BETWEEN
USER AND MACHINE.

WHEN USER PREFERENCES
AND REACTIONS ARE
KNOWN, 1T 1S POSSIBLE TO
MAKE THE SYSTEM MORE
PROACTIVE AND ANTICIPATE
USER PEMANDS,
THEREFORE SATISEYING
MORE EASILY THEIR
EXPECTATIONS.

“ HTTP:/200.17141.213 /" BUTANUNES/HR/PUBLICATIONS /STORY.PDF
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SEE YOU LATER.
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