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Ambient Intelligence Instruction lab
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This laboratory dedicated to provide an intelligent Human Factor experiment environment and help

students familiarize the equipment to apparatus manipulation and application. Our topics are focusing on

brain cognitive dynamic analysis,eye vision pursuit tracking,facial expression features recognition in the field
of human factors science.
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In order to standardize the operator's action process, the data collection and analysis of personnel actions
were carried out through the eye tracker device.The differences in their gaze trajectories were observed to

verify that problems in the cognition of the standard process.The traditional text SOP is designed with a

story-like structure and imaged to balance individual cognitive differences to achieve the consistency of
production quality.
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Acquiring brain signal changes by dry electrode By analyzing the eye tracking scanpath, we can
cap, further transforming data into different wave obtain visual information from Heat map, Gaze plot,

such as Beta, Alpha Theta, etc. Then use to analyze the ~ Area-of-interest (AOI). And extend it to Ul, product
physiological changes including emotion,relaxation, appearance design.detection,fatigue prediction.

stress detection,fatigue prediction.
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emotion-related research.




