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Collection Introduction

Advances in Computational Learning for Robotics features selected papers presented at the
8th International Conference on Robot Intelligence Technology and Applications (RiTA 2020).

This Conference Collection, published in Peerd Computer Science, is concerned with an
important area that has recently attracted the attention of both Robotics and Artificial Intelligence
researchers: developing intelligent robotic systems that are capable of making decisions and
acting autonomously in real and unpredictable environments, to accomplish tasks and assist
humans across various domains within society.

We developed this special issue around the theme of Computational Learning to highlight the
critical importance of this topic for ongoing progress in robotics and artificial intelligence.

This Conference Collection is formed of twelve published articles that have examined this issue
from various perspectives:

e Transfer learning pipelines for skateboarding skills

¢ A novel interactive system for service humanoid robots

¢ Musculoskeletal modelling and humanoid control

e An algorithm for training Al soccer robots

¢ A visual-attention-based rapid and efficient lightweight CNN for object sorting
¢ Animproved Kalman filter for quadrotor localization

¢ A precise localization method for wireless power transfer to electric vehicles
¢ Active triggering control of pneumatic rehabilitation gloves

¢ Animproved transfer learning method for diagnosing hearing loss

¢ Dynamic modelling to improve the movements of quadruped robot

¢ A study into the impact of aesthetics on trusting robots

e A human-like walking control framework for a child-sized robot

We hope the robotics and artificial intelligence communities will find this special issue to be an
informative and useful collection of articles.

We would like to thank the PeerJ Computer Science editorial board and a long list of anonymous
reviewers for their thoughtful suggestions and constructive criticisms. The contributions of the
individual articles and of the Conference Collection in its entirety are stronger thanks to their
hard work.

Collection Editors: Pengcheng Liu (a), Hyun Myung (b), Yu Dong (c), Guibin Bian (d), Junwen
Zhong (e), Esyin Chew (f)

a Department of Computer Science, University of York, UK;

b Korea Advanced Institute of Science and Technology (KAIST), South Korea;
¢ School of Civil and Mechanical Engineering, Curtin University, Australia;

d Institute of Automation, Chinese Academy of Sciences, China;

e Faculty of Science and Technology, University of Macao, China;

f EUREKA Robotics Lab, Cardiff Metropolitan University, UK
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PeerdJ is a modern and streamlined publisher, built for the internet age. Our
mission is to give researchers the publishing tools and services they want, with
a unique and exciting experience. All of our seven journals are Gold Open
Access and are widely read and cited, with over 500,000 monthly views and
48,500 content alert subscribers. We have published 12,844 peer-reviewed
articles since 2013.
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ABSTRACT

The portable and inexpensive hand rehabilitation robot has become a practical
rehabilitation device for patients with hand dysfunction. A pneumatic rehabilitation
glove with an active trigger control system is proposed, which is based on surface
electromyography (sEMQG) signals. It can trigger the hand movement based on the
patient’s hand movement trend, which may improve the enthusiasm and efficiency of
patient training. Firstly, analysis of sSEMG sensor installation position on human’s arm
and signal acquisition process were carried out. Then, according to the statistical law,
three optimal eigenvalues of SEMG signals were selected as the follow-up neural network
classification input. Using the back propagation (BP) neural network, the classifier
of hand movement is established. Moreover, the mapping relationship between hand
sEMG signals and hand actions is built by training and testing. Different patients choose
the same optimal eigenvalues, and the calculation formula of eigenvalues’ amplitude
is unique. Due to the differences among individuals, the weights and thresholds of
each node in the BP neural network model corresponding to different patients are
not the same. Therefore, the BP neural network model library is established, and the
corresponding network is called for operation when different patients are trained.
Finally, based on sEMG signal trigger, the pneumatic glove training control algorithm
was proposed. The combination of the trigger signal waveform and the motion signal
waveform indicates that the pneumatic rehabilitation glove is triggered to drive the
patient’s hand movement. Preliminary tests have confirmed that the accuracy rate of
trend recognition for hand movement is about 90%. In the future, clinical trials of
patients will be conducted to prove the effectiveness of this system.

Subjects Human-Computer Interaction, Artificial Intelligence, Robotics

Keywords Hand rehabilitation, Pneumatic rehabilitation gloves, Surface electromyography,
Active trigger control system, Back propagation neural network

INTRODUCTION

Approximately two million people suffer from stroke every year in China, and about
three-fourths of stroke patients have hand movement disorders (Heung et al., 2020).

How to cite this article Feng Y, Zhong M, Wang X, Lu H, Wang H, Liu P, Vladareanu L. 2021. Active triggering control of pneumatic re-
habilitation gloves based on surface electromyography sensors. Peer] Comput. Sci. 7:e448 http://doi.org/10.7717/peerj-cs.448


https://peerj.com/computer-science
mailto:luige.vladareanu@vipro.edu.ro
mailto:luigiv2007@yahoo.com.sg
https://peerj.com/academic-boards/editors/
https://peerj.com/academic-boards/editors/
http://dx.doi.org/10.7717/peerj-cs.448
http://creativecommons.org/licenses/by/4.0/
http://creativecommons.org/licenses/by/4.0/
http://doi.org/10.7717/peerj-cs.448

PeerJ Computer Science

Moreover, the other neurological disorders, such as multiple sclerosis or motor neuron
disease, also show abnormal hand movements. Patients with inflexible hands are unable
to complete various actions in daily life due to lack of muscle strength and fine control
of the fingers. Rehabilitation robot is playing an increasingly important role in training
patients instead of rehabilitation physicians, which can improve the motor function of
inflexible hands and reduce the possibility of permanent disabilities (Gaia et al., 2020;
Yurkewich et al., 2020; Lemerle, Nozaki ¢» Ohnishi, 2018). At present, the popular hand
rehabilitation robots at present can be divided into finger exoskeleton rehabilitation robot
(Agarwal et al., 2015; Nycz et al., 2016), flexible rehabilitation robot gloves (FRRG) and
end traction finger rehabilitation robot (Bentzvi ¢» Ma, 2014; Wu et al., 2010). Compared
with other types of hand rehabilitation robots, FRRG has some advantages, including good
flexibility, small size, large working space, light weight, safety and reliability (Heung et
al., 2019; Mahdi, Charu & Muthu, 2019; Matthew, Jeong & Raye, 2019). Polygerinos et al.
(2015) developed the rehabilitation gloves, which include a molded elastomer chamber and
a fiber reinforcement that produces specific bending, twisting and extending trajectories
under fluid pressure to match and support the different ranges of motion of a single finger.
Wang, et al. proposed a pair of antagonistic pneumatic muscles which are very similar in
action to human muscles, can be used for hand passive training (Wang et al., 2020a; Wang
et al., 2020b). A new kind soft pneumatic glove with five segmented PneuNets bending
actuators is made of elastomer, whose actuator driving the corresponding finger to bend
(Wang, Fei & Pang, 2019). A new portable and inexpensive pneumatic rehabilitation glove
is proposed in this paper.

Rehabilitation training, which is based on limb movement trend of patients, can improve
the efficiency of recover (Pichiorri et al., 2015). The methods for trend recognition of human
limb movement include biomechanical signal (Sangwoo et al., 2018) and bioelectrical signal
(Leonardis et al., 2015). However, due to the structure and wearing characteristics of FRRG,
it is expensive to install biomechanical sensors on the gloves, which make it difficult to use
for patients with financial problems in their families. For patients with finger dysfunction
caused by stroke, biomechanical sensors are not suitable for them and not easy to collect the
biomechanical signals of their hands (Leonardo et al., 2018). On the contrary, bioelectrical
signals are generated before movement, and the corresponding relationship between signals
and movement can be obtained by collecting and decoding bioelectrical signals of human
body, which provides an extremely important means for the prediction of human limb
movement trend. There are many mature methods of limb movement intention recognition
based on bioelectrical signals, including electrocorticogram (ECoG), electroencephalogram
(EEG), magnetoencephalo-graphy (MEG) and electromyography (EMG). Due to the high
cost of collecting ECoG, EEG or MEG signals, EMG is chosen as the bioelectrical signal for
hand movement trend recognition in this paper.

EMG signals can be divided into two types; surface electromyography (sSEMG) and
needle in electromyography (nEMG). Compared with nEMG, sEMG has the advantages
of noninvasive and simple operation. The signal collected by sSEMG sensor is the sum of
the potential generated by muscle activity in the area where the electrode is located on
the skin surface. Selecting the appropriate muscle group of arm is very important and
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different muscle groups have different effects, which is reflected in the amplitude change
of sSEMG signals (Dai ¢» Hu, 2020). The larger the amplitude change, the more conducive
to the identification of hand movement trend. The control based on bioelectrical signal
from patient muscle, mainly includes sSEMG trigger control (Meng et al., 2014) and sSEMG
continuous control (Song et al., 2008). In this paper, a new pneumatic glove trigger control
system for paralysis patients’ hand is developed. The trigger control is used to identify
the movement trend of the patients, and then the assisting to complete the rehabilitation

training is realized.

Construction of pneumatic rehabilitation glove trigger control system
based on sEMG

The pneumatic rehabilitation glove trigger control system based on sSEMG consists of one
pneumatic gloves, an air pump, a Stm32£103 microprocessor equipped with an ARM chip,
two electric relays, a Myoware sSEMG sensor, two-position three-way solenoid valves and a
host computer as shown in Fig. 1. The pneumatic rehabilitation gloves can well wrap the
patients’ fingers, palms and hand back. Air pump provides power for pneumatic gloves.
sEMG sensors are used to collect patient’s sSEMG signals. The Stm32f103 microprocessor
equipped with an ARM chip is used to process the original SEMG signals collected by sSEMG
sensors. It is also used as the driver of air pump and transmits the processed sSEMG signals
to the host computer. The host computer is developed with QT software (Cross-platform
software development framework for the development of apps and devices, developed by
QT Group) as the development environment. It judges the movement trend of the hand
by analyzing the collected SEMG signals. According to the movement trend of the hand, it
also sends related instructions to the air pump driver. Then the air pump driver controls
pneumatic rehabilitation gloves to flex and extend. The above hardware platform can be
divided into an acquisition layer, a decision-making layer, a driving layer and an execution
layer as shown in Fig. 1. The RS232-USB (RS232 to USB) serial port is adopted between
the acquisition layer and the decision layer, the decision-making layer and the drive layer.
The high and low level control of the IO port pins is used between the drive layer and
the execution layer. The host computer uses the QSerialPort component (Function pack
of QT) to receive the sSEMG signals through the RS232-USB serial port, and stores the
received sSEMG data in an Excel table to facilitate the subsequent static data processing.

Processing and selection of optimal eigenvalues of sEMG signals
Acquisition and processing of the sEMG Signals

In order to facilitate the collection of SEMG signals, the muscle group on the forearm is
selected as the collection object. The muscle groups of the forearm mainly include palmar
longus, flexor carpi radialis, brachioradialis, teres pronatorus, extensor carpi radialis longus,
extensor digitorum and flexor digitorum superficialis. The flexor carpi radialis is a flexor
wrist muscle located on the inner side of the forearm. It starts from the medial epicondyle
of the humerus and the olecranon, and ends at the proximal end of the second metacarpal
bone. The flexor superficialis is mainly responsible for flexing the metacarpophalangeal
joint and proximal interphalangeal joint of the 2nd to 5th fingers. The extensor digitorum
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Figure 1 The composition of the trigger control system of the pneumatic rehabilitation gloves based
on the sSEMG.
Full-size Gal DOI: 10.7717/peerjcs.448/fig-1
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Figure 2 Flowchart of original sSEMG signal acquisition and processing.
Full-size Gal DOI: 10.7717/peerjcs.448/fig-2

can extend the metacarpophalangeal joint of the four fingers. The original SEMG signals are
collected by dual-channel sEMG sensors. Each sEMG sensor has two detection electrodes
and one reference electrode. The detection electrode is attached to the central part of the
muscle belly of the target muscle, and the reference electrode is attached to the muscle not
participating in the test exercise. The processed sEMG signal amplitude varies from 0 to
3.3V and the original sEMG signal acquisition and processing process is shown in Fig. 2.
Three healthy volunteers were recruited in this experiment with the informed consents
of all volunteers and the Ethical Approval (No. [2020]LLSP(12), Ethics Committee of
Faculty of Mechanical Engineering & Mechanics, Ningbo University). Volunteer 1: Male,
weight 64 kg, height 175 cm, 24 years old; Volunteer 2: Male, weight 73 kg, height 177
cm, 26 years old; Volunteer 3: Male, weight 75 kg, height 180 cm, 20 years old. Using
sEMG sensors and Stm32f103 microprocessor, the original SEMG signals are digitally
filtered, amplified, rectified and smoothed (Lyu et al., 2020; Shi et al., 2020). After repeated
experiments and comparing the amplitudes of the SEMG signals of different muscle groups
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Figure 3 Dual-channel human hand motion sSEMG waveforms in 90s.
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collected during the same hand action, the extensor digitorum and flexor digitorum
superficialis are finally selected as the muscle groups for sSEMG signal collection. Volunteer
1 uses dual-channel sSEMG sensors to collect the actual sSEMG signals during the flexion and
extension movement of his hand, as shown in Fig. 3. The total signal collection duration
is about 90 s, of which the sEMG signal curves do not fluctuate much in the first 3 s, as
the volunteer is in a state of inactivity. During the movement of the subject’s hand, the
corresponding to the hand sSEMG signal curves have changed, and the waveform in the
figure appears to be convex. By observing the sSEMG signals of the two channels, it can be
seen that the signals of the two channels fluctuate synchronously when the subject hand is
moving, but there are certain differences in the waveforms of each channel.

Selection of optimal eigenvalues of the sEMG signals

Figure 4 shows the obtained eigenvalues of sSEMG sensor’s channel 1. It is necessary to
use the law of statistics to find the accurate physical quantities that best represent the
essence of the surface EMG signal, that is, the extracting eigenvalues of sSEMG signals. The
original sEMG signal after amplification, rectification and rectification integration loses
a lot of frequency domain characteristics of the original signal. By directly analyzing and
processing the sSEMG signal in the time domain, it will be intuitive and accurate. In the time
domain, the SEMG signal can be approximated as a Gaussian distribution. At present, the
most commonly used time domain eigenvalues of the signal are the root mean square value
(RMS), peak value (PV'), mean value (MAV'), wavelength average (WAV ), form factor (FF)
and Willison amplitude (WAMP) (Liu ¢» Cheng, 2018). The number of eigenvalues selected
is positively correlated with the accuracy of the information representation contained in
the SEMG signals, but too many eigenvalues will affect the speed of the computer to make
decisions, which is manifested in the deterioration of the follow ability of the pneumatic
gloves to the patient’s intention. On the contrary, if the selected number of eigenvalues
of the sEMG signal is too small, the pneumatic rehabilitation glove control system cannot
accurately recognize the patient’s movement intention. x; represents the amplitude of the
signal, and n represents the extracted step size. First, N (N = 30) groups of sEMG signals
are extracted to form sEMG samples with empirical steps # =100, n =150, n =200 in
the continuously collected sEMG signals respectively as W1, W2, and W3. And then the
above-mentioned 6 eigenvalues with each segment length as the unit to form an eigenvalue
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sample E; (6 xN) is calculated, where i= 1,2, 3 corresponds to the sSEMG samples W1, W2,
W3, respectively.

The patient’s hand movement trend will be expressed as fluctuations in sSEMG signals.
The eigenvalues of the signals reflect the nature of the signals over a period of time, so
the fluctuation of the sSEMG will also be specifically reflected in the fluctuation of sSEMG
eigen-values. According to prior knowledge, it can be known that the greater the degree
of dispersion of eigenvalues, the more conducive the neural network to the recognition of
the movement trend based on eigenvalues. Based on the six eigenvalues, three eigenvalues
with a large degree of dispersion will be selected as the parameters of the next action
classification, participating in the training and testing of the neural network for intention
recognition. Since a single dispersion index is not sufficient to fully characterize the degree
of dispersion of the signals, 4 dispersion indicators will be used to process the 6 eigenvalues
that have been obtained, namely range (R), interquartile range (Q), and variance (V') and
fourth-order center distance (K).
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Range is the difference between the maximum and minimum values between data. The
greater the range, the greater the degree of dispersion, namely:

R =max(s;) —min(s;). (1)

The interquartile range represents the range of the middle half of the data. The larger the
interval, the greater the degree of dispersion. Arrange a set of data in ascending order. The
number in the x% position is represented by P,. The lower quartile and upper quartile are
Pg and P»3 respectively, namely:

Q=Py3 —Ps. (2)

Variance describes the degree of dispersion of data mathematical expectation, that is, the
greater the variance, the greater the degree of dispersion, namely:

1 & LA
V=N§<Si—ﬁgsz') . (3)

The fourth-order center distance is a cumulative numerical statistics reflecting the
distribution characteristics of random variables. The larger the fourth-order center distance,
the smaller the degree of dispersion, namely:

4
1 N 1 N
F 2 (1= % XN )
K= - :
1 N 2
(+3X.%)

In Egs. (1) and (4), S; represents the data amplitude and N represents the data length. The

(4)

process of determining the optimal eigenvalue is shown in Fig. 5.

By observing the sorting results of the data dispersion degree in Table 1, three eigenvalues
with the largest dispersion degree are selected, which are WAMP, PV and RMS. For further
verification, the dispersion index of E; and E3 are calculated by the same method, and a
comprehensive ranking is performed according to the magnitude of the dispersion index,
as shown in Tables 2 and 3.

Research on hand movement trend recognition based on BP neural
network

Using the collected sSEMG signals to achieve the purpose of identifying the patient’s finger
movement trend is the main problem in the design of the pattern recognition classifier.
The back propagation (BP) neural network model was chosen to construct the motion
recognition classifier, as the BP neural network model has good self-learning, nonlinear
mapping and adaptation, generalization and fault tolerance (Wang et al., 2020a; Wang et
al., 2020b). It could be an ideal movement trend pattern recognition tool.

Construction of BP neural network classifier

BP neural network is an adaptive nonlinear dynamic system composed of a large number
of interconnected neurons. It can learn and store the mapping relationship of multiple
input—output modes without describing specific mathematical equations in advance. The
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Figure 5 The flow chart of finding the optimal eigenvalues.
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Table 1 E,; dispersion index magnitude ordering.

Values MAV 1 4% RMS WAMP FF WAV Dispersion

index index order
\%4 12.1356 33.2040 12.6915 66.0600 0.0003 0.0283 4,2,3,1,6,5
R 13.3068 24.6861 14.0063 31.0000 0.0781 0.7957 4,2,3,1,6,5
Q 1.0042 3.0947 1.3145 5.0000 0.0070 0.1064 4,2,3,1,6,5
K 0.0020 0.0034 0.0019 0.1177 0.0002 0.0189 3,4,2,6,1,5

Table 2 E, dispersion index magnitude ordering.

Values MAV PV RMS WAMP FF WAV Dispersion
index index order
\%4 10.8368 30.9901 11.1964 108.8024 0.0002 0.0216 4,2,3,1,6,5
R 12.6620 24.0479 13.1707 40.0000 0.0578 0.7017 4,2,3,1,6,5
Q 1.0578 5.4918 1.3927 10.0000 0.0078 0.0910 4,2,3,1,6,5
K 0.0016 0.0024 0.0014 0.0705 0.0003 0.0134 3,4,2,6,1,5

quality of neural network classifiers is closely related to the number of neural network
layers, the number of nodes in each layer, the transfer function of the hidden layer, and the
learning algorithm. The training algorithm flow chart of constructing BP neural network
under QT software development environment is shown in Fig. 6.

The number of BP neural layers is selected as 3 layers, namely, the input layer (I), the
hidden layer (H) and the output layer (O). This is because Robert Hecht-Nielson proved
that a three-layer neural network can complete the mapping of any n-dimensional input
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Table 3 E; dispersion index magnitude ordering.

Values MAV PV RMS WAMP FF WAV Dispersion
index index order
\%4 10.6075 27.7494 11.0703 164.1194 0.0002 0.0191 4,2,3,1,6,5
R 11.1623 18.9855 11.2990 51.0000 0.0487 0.6539 4,2,3,1,6,5
Q 3.4440 4.6856 4.1505 16.0000 0.0130 0.1500 4,2,3,1,6,5
w 0.0014 0.0015 0.0013 0.0524 0.0004 0.0121 3,4,2,6,1,5
Computing a R
Start »| Input Sample output of the Sm".Jg‘ TENron.
neural network weights
Y v
Input sample Extracting e+=
size N eigenvalues accuracy eror
Ent mi e Neuronal
e Tnifisfization feedback
leaming
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Figure 6 Flowchart of training algorithm for BP network.

Full-size Gal DOI: 10.7717/peerjcs.448/fig-6

and m-dimensional output, so in order to simplify the calculation, a three-layer network
is adapted (Hecht-Nielsen, 1992).
Hidden layer transfer function:

(x; — MinValue +A)

Vi

- MaxValue — MinValue + A

Transfer function of the output layer:

Yk = Xk X (MaxValue — MinValue +A) — A+ MinValue

Logsig activation function is used:

1
Yi

- I+e*

Levenberg-Marquart (L-M) learning algorithm is used:

Aw= ("] +ul) 'gTe

(5)

(6)

(7)

(8)

In Egs. (5) and (6), MinValue is the minimum value of the input layer value; MaxValue is

the maximum value of the input layer value; constant A reprevents the denominator from

being zero; x; represents the eigenvalue extracted from the SEMG signals; y; represents the
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Table4 Action coding.

Action type Action encoding
Action 1
No action 0

normalized feature value of the input layer; x; represents the output value of the hidden
layer, and yx represents the final output value of the output layer. In Eq. (7), x; represents
the sum of the product of the output value and the weight of each neuron in the previous
network, y; represents the output of the j neuron in the current layer network. In Eq. (8), J
represents the Jacobian matrix of the derivative of weights from network error, e represents
the error vector, pisan adaptive constant, which is greater than 0. The input layer is a 6x 1
vector composed of the optimal eigenvalues of the 2-channel SEMG signals, so the number
of nodes in the input layer is 6, set the number of nodes in the output layer to 1, and use
the output result of the output layer to determine the triggered action. The action code is
built as in Table 4.

The number of hidden layer nodes is determined by the following empirical formula
(Sheela & Deepa, 2013):

n1=\/n+—m+a (9)

where, 1 is the number of input nodes; m is the number of output nodes; #; is the number
of hidden nodes; a is a constant between 1 and 10.

The number of hidden nodes gradually increases, and the training error of the neural
network is observed during this process. As the number of hidden layer nodes increases,
the training error gradually decreases, but after a certain number of nodes, the test error
will fluctuate greatly. Therefore, considering the trend of training and test error changes,
the number of hidden layer nodes is finally determined to be 12.

Training and testing of BP neural network

In order to realize the mapping function of the input matrix and the output matrix, the
BP neural network needs to be trained. The feedback mechanism of BP neural network
includes two parts. One is that the BP neural network produces prediction results. The
other is to compare the prediction results with sample results, and then correct the neuron
error until the error meets the specified requirements or reaches the specified number
of training sessions. 160 sets of data are used as training samples to train the BP neural
network as shown in Table 5. Each set of data contains the input and target output of the BP
neural network. The input is the optimal eigenvalues of the sSEMG signals collected by the
two channels of the sSEMG sensors, and the output is the code value of the corresponding
action.

Before training the BP neural network, the training samples need to be randomly
divided into two types at a ratio of 3:1, as training samples and test samples separately.
After the BP neural network uses the training sample to complete each iteration, it is
judged whether the average error value meets the accuracy requirements (e < 0.01). If the
accuracy requirements are met, the training is completed. Otherwise, the prediction results
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Table5 Part training sample data.

Channel Eigenvalue Samplel Sample 2 Sample 3 Sample 4 Sample 5
WAMP 32 0 24 5 22

Channel1  RMS 21.3020 10.4378 24.7514 19.4136 22.7687
PV 36.8406 11.8223 39.2490 29.2650 36.4782
WAMP 45 0 46 0 32

Channel2  RMS 26.6754 16.1020 26.8007 17.8136 24.4910
PV 41.85703 16.8022 41.1995 20.2604 37.9465
Action encoding 1 0 1 0 1

are compared with the sample target results, and then start neural Meta-feedback learning,
repeat the above steps until reaching the specified number of training times or meet the
accuracy requirements to complete the training.

Considering that BP neural network is prone to over training and lack of generalization
ability, the training samples input into the neural network training algorithm are divided
into three kinds of samples: train samples, validation samples and test samples. In each
epoch of training, the errors between the results of three samples and the target results are
tested. When the error of validation samples does not decrease in six successive epochs,
the training of BP neural network is stopped to prevent over fitting, which is caused by
overtraining of BP neural network. It can be seen from Fig. 7 that the total number of
epochs of BP neural network is 116. After 110 epoch of BP neural network, the error of
train samples, the error of test samples and the error of validation samples no longer have a
downward trend, or their downward trend is not obvious. The best validation performance
is 6.293e7°. Therefore, the training of BP neural network is finished at the 116th epoch.
The threshold w is set 0.98, and the trained BP neural network is used to classify and
recognize patient actions, the recognition result is shown in Fig. 8. Common classification
performance measures are Precision (PRE), Recall (REC), and the harmonized average of
the two (Fy).

According to Table 6, the calculation formula of Pre, Rec and F:

TP
Pre= —— (10)
TP+FP
TP
Rec= ——— (11)
TP-+FN
PR-REC
F=2— (12)
PR+REC

From Egs. (10)—(12), Pre =1, Rec =0.818, F; =0.8998.

Active trigger control strategy for pneumatic gloves
The software processing algorithm of the control system mainly includes a two-channel
optimal eigenvalue amplitude calculation and a BP neural network action recognition
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Figure 7 Best validation performance.
Full-size Gal DOI: 10.7717/peerjcs.448/fig-7

O Actual test results © Target results I'hreshold dividing line & Ervor Classification Pomts
o o

o
Uogog!oﬂﬁﬂgalﬂolgaogoo,
a

0.8
0.6

0.4

o
0 ooug!ooouooﬂﬂgo!gg!o&:

o 5 10 15 20 25 30 35 40 15

Figure 8 BP network motion classification results.
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calculation. Among them, the same optimal eigenvalue is selected for different patients,
and the eigenvalue amplitude calculation formula is unique. However, due to differences
between individuals, the weights and thresholds of the nodes in the BP neural network
model corresponding to different patients are not the same, so the BP neural network model
library needs to be established in the actual application process. Different patients call their
corresponding BP neural network models during training. When a patient conducts active
training based on sEMG signals for the first time, he needs to collect sSEMG signals under
the guidance of a physician, and complete the training of the BP neural network, and store
the required neural network in the BP neural network model library. The corresponding
database will be called during a training session. The algorithm flow of active trigger control
strategy for pneumatic rehabilitation gloves based on sEMG signals is shown in Fig. 9.

RESULTS

Now three male volunteers apply the above SEMG signal control strategy to identify the
volunteer’s hand movement trend to trigger the pneumatic rehabilitation gloves. Three
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Table 6 Part training sample data.

Predection result / real Result Positive(+) Negative(-) Total
Positive(+) 18 (TP) 4 (FN) 22 (TP+FN)
Negative(-) 0 (FP) 22 (TN) 22 (FP+TN)
Total 18 (TP+FP) 26 (FN+TN)
[ 1
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Figure 9 Algorithm flow chart of pneumatic glove trigger based on SEMG signals.
Full-size & DOI: 10.7717/peerjcs.448/fig-9

volunteers are required to complete the triggering of the pneumatic rehabilitation gloves
six times within 100s, and the time from triggering to the completion of the training of
a single pneumatic rehabilitation gloves should exceed 10s. The accuracy of the control
system can be checked by completing the specified number of experiments within the
specified time. The time to complete a single experiment is set to exceed 10s in order to
make the extracted sEMG signal more intuitive. When the three volunteers realized the
trigger control of the pneumatic gloves, the waveform diagram of the sSEMG signal is shown
in Figs. 10, 11 and 12. The surface EMG signal waveform without fluctuation in the figures
indicates that the pneumatic rehabilitation gloves have not been triggered. At this time,
the output of the control algorithm is 0. However, the combination of the trigger signal
waveform and the motion signal waveform indicates that the pneumatic rehabilitation
gloves are triggered to drive the patient’s hand muscle movement. At this time, the output
of the control algorithm is 1. All of the movement trends of the three volunteers were
correctly identified, which indicates that the active triggering training based on sSEMG
signals may have universal applicability.
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Figure 10 Volunteer 1’s SEMG signal waveform when he attended pneumatic rehabilitation gloves
triggering control.
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Figure 11 Volunteer 2's SEMG signal waveform when he attended pneumatic rehabilitation gloves
triggering control.
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Figure 12 Waveforms of dual-channel sEMG signals when three volunteers attend pneumatic rehabil-
itation gloves triggering control.
Full-size Gal DOI: 10.7717/peerjcs.448/fig-12

DISCUSSION

In order to realize active triggering training becoming possible in home rehabilitation,
EMG is chosen as the bioelectrical signal for hand movement trend recognition, replacing
the other high cost of collecting ECoG, EEG or MEG signals. The rehabilitation gloves’
hardware platform can be divided into an acquisition layer, a decision-making layer, a
driving layer and an execution layer.

The control system uses the BP neural network as a classifier for patient’shand movement
trend recognition, and extracts the characteristic values of SEMG signals in the time domain:
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MAYV, PV, WAMP, RMS, MS and MWL, and then through the degree of dispersion index
R, Q, V and K, the optimal eigenvalues of the sSEMG signals are selected. By observing the
sorting results of the data dispersion degree in Table 1, three eigenvalues with the largest
dispersion degree are selected, which are WAMP, PV and RMS. By observing Tables 2 and
3, it can be seen that the most discrete eigenvalues extracted by samples W2 and W3 are
WAMP, PV and RMS, which are the same as the optimal eigenvalues corresponding to the
W1 sample. By comparing Tables 1, 2, and 3, it can be seen that the order of the dispersion
degree of each eigenvalues corresponding to different sub-samples is roughly the same.
The magnitude of the dispersion index of the selected optimal eigenvalue is significantly
higher than other eigenvalues. So it is reasonable to comprehensively select the optimal
eigenvalues in the time domain as WAMP, PV and RMS.

WAMP, PV and RMS are used as the input values of the BP neural network. On the basis
of the BP neural network which is used to establish the classifier of hand movement, the
mapping relationship between hand sSEMG signals and hand actions is finally completed by
training and testing. From the Fig. 8, when the actual test result is greater than w, the test
result is equal to the action target result; when the test result is less than w, the test result is
equal to the non-action target result. The accuracy of trend recognition is determined by
judging whether the test result is equal to the corresponding target test result. A total of 44
judgments are made in the Fig. 8, only 4 of which are wrong as shown by the triangle. Based
on this, it can be considered that the correctness rate of BP judgment is about 90%. Based
on Fig. 7, the train correctness rate of BP judgment is about 99.997%. Judging the main
reason for the distortion is closely related to factors such as the quality of the electrode
paste, the state of the skin on the surface of the human body, and the changes in the muscle
group during the sEMG acquisition process.

The pneumatic rehabilitation glove training control algorithm, based on sEMG signal,
was proposed. By observing the sSEMG signal waveforms of three volunteers, it can be found
that when the BP neural network monitors the hand’s movement trend, the pneumatic
gloves will be triggered to drive the fingers to perform rehabilitation training. The difference
in the amplitude and duration of the trigger signal of different volunteers in Figs. 10, 11 and
12 is related to the volunteer’s different physical quality, the duration and intensity of hand
movement trend. Three male healthy volunteers used the control system to achieve the
experimental results of the trigger experiment on pneumatic rehabilitation gloves, which
preliminarily confirmed that the system has a high accuracy rate for hand movement trend
recognition, and it may be useful in patient active hand training.

In the future, more healthy volunteers will be recruited to participate in this experiment.
The generality and accuracy of this trigger control system for the recognition of different
people’s hand movement trend are tested in a larger range. Then stroke patients will be
recruited to participate in the experiment to test. Comparison between the rehabilitation
effect of traditional pneumatic rehabilitation robot and the ones with the trigger control
system on stroke patients will be conducted. At last, the feasibility of applying the device
to finger paralysis caused by different diseases will be considered. Meanwhile, we will also
consider the effects of spasm, complete plegia and other factors on the accuracy of the
trigger system.
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CONCLUSIONS

An active trigger control system for pneumatic rehabilitation gloves, based on sEMG signals,
is developed, which could achieve immediate rehabilitation movement trend to help the
patient complete active hand rehabilitation training. Firstly, acquisition and processing of
the sEMG signals from the human is researched, and three optimal eigenvalues of SEMG
signals were selected as the follow-up neural network classification input. Then, based
on BP neural network, the neural network classifier of hand movement is constructed.
Moreover, the mapping relationship between hand sEMG signals and hand actions is
built by training and testing. Based on the individual differences, the corresponding BP
neural network model database of different people was established. At last, the pneumatic
glove training control algorithm was proposed. Preliminary experiment shows that the
combination of the trigger signal waveform and the motion signal waveform indicates
that the pneumatic rehabilitation glove is triggered to drive the patient’s hand movement.
The device has high accuracy rate of trend recognition for hand movement. The above
research could produce important scientific value for the development of robot technology
and rehabilitation theory, provide theoretical basis and technical support for the control
strategy of new hand rehabilitation robots.
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Ultrawideband (UWB)-based precise
short-range localization for wireless
power transfer to electric vehicles in
parking environments
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ABSTRACT

As the necessity of wireless charging to support the popularization of electric vehicles
(EVs) emerges, the development of a wireless power transfer (WPT) system for EV
wireless charging is rapidly progressing. The WPT system requires alignment between
the transmitter coils installed on the parking lot floor and the receiver coils in the
vehicle. To automatically align the two sets of coils, the WPT system needs a localization
technology that can precisely estimate the vehicle’s pose in real time. This paper
proposes a novel short-range precise localization method based on ultrawideband
(UWB) modules for application to WPT systems. The UWB module is widely used as a
localization sensor because it has a high accuracy while using low power. In this paper,
the minimum number of UWB modules consisting of two UWB anchors and two UWB
tags that can determine the vehicle’s pose is derived through mathematical analysis.
The proposed localization algorithm determines the vehicle’s initial pose by globally
optimizing the collected UWB distance measurements and estimates the vehicle’s pose
by fusing the vehicle’s wheel odometry data and the UWB distance measurements. To
verify the performance of the proposed UWB-based localization method, we perform
various simulations and real vehicle-based experiments.

Subjects Algorithms and Analysis of Algorithms, Autonomous Systems, Robotics

Keywords Electric vehicles, Localization, Ultrawideband (UWB), Vehicle pose estimation,
Wireless power transfer systems

INTRODUCTION

The global electric vehicle (EV) market is growing rapidly due to the strengthening of
international environmental regulations on vehicle emissions. The technical limitation
that should be overcome to accelerate the popularization of EVs is the poor mileage.
To this end, the capacity of the battery should be increased, but the current technology
does not reach the mileage of internal combustion engine vehicles with a single charge.
In addition, the charging time is too long. To compensate for this problem, a wireless
power transfer (WPT) system that can easily charge EVs in a parking lot space has been
proposed (EI-Shahat et al., 2019; Liang et al., 2020; Machura, Santis ¢ Li, 2020; Panchal,
Stegen & Lu, 2018). When WPT systems are installed in parking lots, charging can be easily
performed frequently without building a separate charging station, thereby compensating
for problems caused by battery capacity limitations. In addition, when combined with an
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autonomous parking system, an advanced driver assistance system (ADAS), the use of EVs
becomes easier because these vehicles can park and charge themselves. The WPT consists of
power-transmitting coils on the parking lot floor and power-receiving coils for the car, and
to be charged, the EV must precisely recognize the car location within the parking area and
align the two sets of coils to centimeter-level accuracy (Rozman et al., 2019). Therefore, for
the WPT system to be combined with an autonomous parking system, precise localization
technology is required in the parking area (Tian et al., 2020; Shin et al., 2019).

Vehicle localization technologies have been developed with different sensors and
different methods for indoor or outdoor environments. Localization in outdoor
environments uses the Global Positioning System (GPS) and vision sensors with high
definition (HD) maps. Localization in indoor environments uses a vision sensor or
lidar with prebuilt feature maps or grid maps, as GPS signals are unavailable in these
environments. It is thus difficult to apply these conventional localization methods to the
WPT system because a map cannot be constructed for all indoor environments.

Recently, many studies have been conducted to utilize an ultrawideband (UWB) distance
sensor for vehicle localization technology (Stoll et al., 2017; Tiemann et al., 2016; Kukolev
et al., 2016; Alarifi et al., 2016). In Stoll et al. (2017), extended Kalman filter (EKF)-based
vehicle localization using one UWB tag mounted on the vehicle and multiple UWB
anchors placed in an outdoor parking space was proposed. The method requires many
UWRB anchors to be installed in the outdoor space to enhance the accuracy of vehicle
localization. This method shows that the average position error is approximately 0.23 m
when seven anchors are used. In Tiemann et al. (2016), a UWB-based precise localization
method for application to WPT was proposed. The method is based on an EKF using
UWRB distance measurements from one UWB tag on the vehicle and two UWB anchors
placed in the corners of a parking slot. When the vehicle moves straightforward and
approaches the parking slot, the localization accuracy is approximately 0.1 m near the
anchors, demonstrating the possibility of applying UWB technology to precise localization
for the WPT. However, since only one tag is used to estimate the vehicle’s state, only the
2D position can be estimated, and the vehicle’s heading cannot be estimated. In addition,
since the localization method uses only UWB distance measurements, it is very vulnerable
to UWB measurement noise. In Kukolev et al. (2016), a localization method based on one
UWB anchor in a parking lot and two UWB tags on a vehicle was proposed. The method
presented in Kukolev et al. (2016) can estimate the position while the vehicle is stationary.
However, there is a limitation that an area where position estimation is not possible exists
depending on the heading angle of the vehicle.

The UWB sensor can also be used for the localization of various objects, such as
mobile robots (Chen et al., 2020; Shi et al., 2020), flying drones (Wang, Marelli ¢ Fu, 2021;
Gonzilez-Castafio et al., 2021; Hyun et al., 2019), and users (Zhang et al., 2019; Knobloch,
2017), because it can provide precise distance measurements based on the time-of-flight
(TOF) principle at short-range regions while using low power. In addition, since the UWB
distance sensor is inexpensive, the UWB-based localization system can advantageously be
implemented at an economical cost, even though multiple UWB sensor modules are used.
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This paper proposes a novel short-range precise localization method based on a dual-
anchor and dual-tag (DADT) UWB system that can be applied to WPT systems. The
proposed DADT UWB-based localization method uses two UWB anchors placed in the
parking area and two UWB tags mounted on the vehicle. When the vehicle approaches
the parking slot where the WPT is located, the UWB anchors start to communicate with
the tags, and the vehicle’s pose, i.e., position and heading angle, is initialized by processing
the UWB distance measurement data. Then, the wheel odometry information and UWB
distance measurements are fused based on a particle filter framework to continuously
estimate the pose from the initial vehicle pose. The goal of this paper is to make a precise
pose estimation so that the final parking position of the vehicle has an error of less than
0.1 m, which is required for alignment between the power transmitter and receiver coils
of the WPT. To verify the performance of the proposed DADT UWB-based localization
method, we perform various simulations and experiments with an actual vehicle.

The preliminary results of this paper were presented in Lee (2020). In the preliminary
results, the theoretical analysis of the minimum number of UWB modules and their
placement was not performed sufficiently. Compared with the results in Lee (2020),
the contributions of this paper can be summarized as follows. This paper provides the
detailed DADT UWRB localization system with rigorous theoretical analysis. It is shown
mathematically that the proposed DADT method can uniquely determine the pose of the
vehicle with only two anchors and two tags. Additionally, we analyze the observability of
the proposed DADT method based on the Fisher information matrix (FIM). From the
analysis, it is confirmed that the DADT UWB system is the minimal combination of UWB
anchors and tags satisfying the condition for the DADT UWB localization system to be fully
observable. In addition, more detailed simulation and experimental results are provided to
show the effectiveness of the propose method.

The rest of this paper is organized as follows: we introduce the WPT system for EVs and
describe the proposed DADT UWB localization method. To verify the performance of the
proposed method, simulation results with various scenarios and experimental results with
a real vehicle are presented. Finally, a conclusion is presented.

LOCALIZATION FOR WIRELESS POWER TRANSFER (WPT)
SYSTEMS

The basic working principle of WPT for EVs is as follows (Gonzdilez-Castario et al., 2021).
The WPT consists of electric power transmitter coils and electric power receiver coils,
as shown in Fig. 1. Power transmitter coils are installed on the floor of the parking lot,
and power receiver coils are mounted underneath the vehicle. When the transmitter coil
and the receiver coil are kept close to each other while maintaining a certain distance,
electric power is transmitted to the receiver coils, and electric energy can be used to charge
the battery. The alignment of the transmitter and receiver coils is significant for the high
performance and efficiency of WPT.

Localization technologies that can be applied in parking lot environments have been
developed based on mono cameras (Hu et al., 2019; Panev et al., 2019; Yu et al., 2020),
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Figure 1 Wireless power transfer (WPT) for electric vehicles (EVs). When the power transmitter and
receiver coils are kept close to each other, electric energy can be used to charge the battery. The alignment
of the two coils is significant for the high performance and efficiency of the WPT.
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Figure 2 Dual-anchor and dual-tag (DADT) ultrawideband (UWB)-based localization system. Two
UWB anchors are placed on both corners of the parking slot and two UWB tags are mounted on the ve-
hicle. The observability of the vehicle’s pose estimated by the proposed DADT UWB system is analyzed

based on the Fisher information matrix.
Full-size Gl DOL: 10.7717/peerjcs.567/fig-2

depth cameras (Zhao et al., 2020), lidar (Tao et al., 2018), and radio frequency (RF)
fingerprinting of WiFi signals (Gao, He ¢ Li, 2018), but they still have some limitations.
Most camera-based localization technologies are based on parking line recognition.
However, parking lines are usually not standardized and may not even be drawn. These
methods are also sensitive to lighting changes at night and do not operate well in dark
indoor parking lots. Lidar is useful for finding vacant parking spaces, but it is difficult to
estimate the relative position from the transmitting coil because it is difficult for lidar to
recognize the position of the transmitting coil.

The use of UWB sensors can overcome the limitations of cameras and lidar sensors. The
proposed DADT localization method only needs to know the positions of two anchors and
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the transmitting coil installed in the parking slot. Thus, it does not require an inconvenient
process of building a high-precision map with cameras or lidar sensors. As the UWB sensor
is based on RF signals, it is unaffected by changes in lighting and robust against dynamic
obstacles such as vehicles and pedestrians. In addition, if a pair of UWB sensors has a
clear line of sight, the distance between them can be precisely measured with an error of
approximately 0.05 m- 0.1 m. Due to the economics of UWB sensors, many automotive
makers have plans to use UWB sensors in vehicles soon. Therefore, it is possible to
implement a precise localization applicable to WPT for EVs with economical cost.

PROPOSED ULTRAWIDEBAND (UWB)-BASED
LOCALIZATION

Dual-Anchor and dual-tag (DADT) UWB localization and observability
analysis

This section describes a novel dual-anchor and dual-tag (DADT) UWB-based localization
method that can precisely estimate the pose of a vehicle near a parking area. The key
idea of the proposed DADT UWB-based localization is shown in Fig. 2. Two anchors are
installed on the charging station, and two tags are mounted on the vehicle. The two tags
should be placed so that the pose of the vehicle is always observable with only the distance
measurements of the DADT UWB system. The location of the UWB anchors should be
known in advance. Thus, the two anchors are placed on both corners of the parking slot so
that the location of the anchor can be easily identified.

To show the effectiveness of the proposed DADT UWB sensor system, the condition in
which the vehicle’s pose can be uniquely determined by the DADT UWB sensor system
is analytically derived. Then, observability analysis based on FIM is performed on the
proposed DADT UWRB sensor system.

Existence and Uniqueness Solution to DADT UWB localization

We denote the vehicle pose state vector at a time step k by xx = [xx, y«, 01", the two UWB
anchor position vectors by a; = [alx, aly]T and a; = [aZx, azy]T, and the two UWB tag
position vectors by t; = [t1 . tly] T and th= [tzx, tz},]T. For simplicity, let us assume that the
two anchors are placed at a; = [ay,0] Tand a, = [—ag,0]7T, as shown in Fig. 2. The position
vectors of the two tags can then be represented in the global frame (Xg,Y¢) as

{ = Hx I B dysinOy ’ (1)
ty ¥k +docosbi

£ = by E +dosinfy . (2)
tay ¥k — docosby
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The measurement model of the DADT UWB system can then be derived as

\/(xk —dosinf — ap)? + (yx +docost )?
\/(xk + dosinby — ag)? + (yx — docosb )?

h(x¢,a9,do) = : (3)
\/(xk —dosinbx +ag)? + (yk + docosb )?
_\/ (xk + dosindk +ao)? + (yk — docost)? |
and Eq. (3) can be represented as
2, = (xx — dosinby — ag)* + (yi + do cosy ) (4a)
2122 = (xx + dosinb —ag)* + ke — dycosby)? (4b)
2221 = (xx — dosinb +ag)* + vk + dycosby)? (4¢)
22, = (xx +dosinby +ag)? + (yx — docosby )%, (4d)

where z;; is the distance measurement value by the ith anchor and jth tag. The vehicle
pose as determined by the DADT UWB system can be found by solving Eqs. (4a)—(4d) for
X = [xk, yk,Gk]T. From Egs. (4a) and (4¢), xx and yx can be uniquely determined by

. 1
X =dosinf + — (2221 - 2121) (5a)
4(10

1 2
yk = —docosty +\/sz - [E T ao] , (5b)
0

under the condition that

Yk +docosby > 0. (6)
In a similar manner, using Eqs. (4b) and (4d), xx and yx have another equivalent form as
follows:

1
X = —dysinf; + — (2222 — 2122) (7a)

4{1()

2 L, 2 ?

Yk =docosb + [ zi, — i (222 —212) —ap| , (7b)
0

under the condition that
Yk — docost > 0. (8)

The two conditions Eqgs. (6) and (8) can be satisfied the two tags are on the Y > 0 region.
Subtracting Eqs. (7a) from (5a) and rearranging with respect to sin6y gives

2 2

: 2 2
sinb = Zh—zh— 25 +23). 9)

—
aod()
From Egs. (5b) and (7b), cosfx can be expressed by
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1 1 2 1 2
cosb = 2_do \/2121 — |:4—a0 (2221 —2121) — ao] — \/2122 — [% (2222 —2122) — ao] . (10)
Using Eqs. (9) and (10), 6% can be found as

1 22 —z% — 72 472
Or =arctan | — 1712 721 0 722 . (11)

4ag 2 2
2 1 (2 2 2 1 (2 2
n - [4a0 (221 _Zu) - ‘10] ERYESV |:4a0 (23, _212) —ao]

Therefore, the vehicle pose x; = [xk Yk Gk] T can be uniquely determined by Eqs. (7a), (7b)

and Eq. (11) under the condition that y; > dj.

Observation analysis based on the Fisher information matrix (FIM)

The uncertainty of the pose of the vehicle estimated by UWB distance measurements is
determined by the geometric distribution of the anchors fixed on the parking lot and the
tags mounted on the vehicle. To estimate the amount of uncertainty about the vehicle
pose estimated by the proposed DADT UWB system, FIM-based observability analysis is
performed as follows. The FIM can be defined as (Lee et al., 2015)

FAH'W™H (12)

where H is the Jacobian of h(x;,aq,dy) in Eq. (3) with respect to the vehicle state x; and
W is a covariance matrix of the UWB measurement noise. The sufficient and necessary
condition for the DADT UWRB localization system to be fully observable is that the FIM
defined in Eq. (12) should be positive definite. The positive definiteness of the FIM is
equivalent to the full column rank of the Jacobian H. Therefore, it can be found that the
DADT UWB localization system is fully observable from the UWB distance measurements
if and only if H has a full column rank. The Jacobian H can be computed as

by O a0, do)

Xy
B 1 ) 1 .
— (xx — ag — dysinby) — (xx — ag +dpsinby)
mnl mlzl
= — (}’k + dOCOSGk) — ()/k —dp cos@k)
mi mis
- ((xk —ap) cosOx + vk sin@) 2 ((xk —agp) cosOx + vk sin9)
L mn mi2
1 . 1 . ]
—— (xx +ag — dosin6y) —— (xx +ag +dysin6y)
m211 m221
— ()/k +dy cos@k) — (yk — dOCOSQk) . (13)
ms1 my)
-0 ((x;< ~+ag) cosbk + vk sin9) = ((xk + ap)cosb + vk sin@)
my1 my; 4
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Figure 3 Numerical distribution of the determinant of the Fisher information matrix in Eq. (12)

around the UWB anchors placed ata; = [1,0]” and a, = [—1,0]" with different vehicle’s heading
angles for every position. (A) 6; = 0 deg or 180 deg; (B) 6, = 30 deg or 210 deg; (C) 6, = 60 deg or 240

deg; (D) 6, =90 deg or 270 deg.

Full-size & DOTI: 10.7717/peerjcs.567/fig-3

The Jacobian presented in Eq. (13) can also be represented in a reduced row echelon form

using the Gaussian elimination process as follows:

_1 0 —my1 (yk — d cosbi ) ((xk + a) cosBx + yx sinb) |
M (yk +d cosby) ((xx — a) cosO +y sinb)
0 1 0 m12((x, + a) cosby + ysinby)
(% — a) cosOy + ysinby)
0 0 1 my1 (yx —d cosb)
i My (yx +d cosb) 1

As seen in Eq. (14), the column rank is 3, which is the full rank.

(14)

The determinant value of the FIM represents the amount of Fisher information that can
be observed for vehicle pose state variables; i.e., as the determinant of the FIM increases,
the vehicle pose can be estimated with higher accuracy. Figure 3 shows the numerical
distribution of the determinant of the FIM around the UWB anchors placed at a; = [1,0]7
and a, = [—1,0]7, when the vehicle heading is 6; = 0 deg, 30 deg, 60 deg, and 90 deg for
every position. In Fig. 3, the covariance matrix W in Eq. (12) is assumed to be an identity
matrix in order to compare the determinant value depending only on the positions. As
shown in Fig. 2, when the vehicle approaches the parking slot, the heading angle 6% is 90
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Figure 4 Flowchart of the proposed DADT UWB localization algorithm. In the first step, the vehicle’s
pose is initialized by globally optimizing the UWB distance measurements. In the second step, based on
the initialized vehicle pose, the wheel odometry and UWB distance measurement collected as the vehicle
moves are fused to estimate the pose of the vehicle in real time.

Full-size & DOTI: 10.7717/peerjcs.567/fig-4

deg for back-in parking and 270 deg for front-end parking. By comparing Fig. 3, it can be
seen that when the heading angle is 90 deg or 270 deg, the determinant of the FIM has the
largest distribution. This means that for anchors placed at both corners of the parking lot
slot, installing the two tags in a direction perpendicular to the vehicle’s moving direction
maximizes the amount of Fisher information under the assumption that back-in parking
(6xr =90 deg) or front-end parking (6 =270 deg) is performed.

Vehicle pose estimation based on the DADT UWB system

The proposed DADT UWB localization algorithm consists of two major steps, as shown
in Fig. 4. In the first step, when the EV approaches the parking area where the UWB tag
and anchor can communicate, distance measurements between UWB anchors and tags are
collected. Subsequently, the pose of the EV is initialized through global optimization of
the UWB measurements. In the second step, based on the initialized vehicle pose, wheel
odometry and UWB distance data collected as the vehicle moves are fused to estimate the
pose of the vehicle in real time. The details are given in the following subsections.

Lee (2021), PeerJ Comput. Sci., DOl 10.7717/peerj-cs.567 9/22


https://peerj.com
https://doi.org/10.7717/peerjcs.567/fig-4
http://dx.doi.org/10.7717/peerj-cs.567

PeerJ Computer Science

Vehicle pose initialization by globally optimizing UWB measurements

The purpose of this step is to quickly find the approximate initial pose of the EV using
only UWB distance measurements under the assumption that no prior information about
the EV’s pose is available. From the mathematical analysis of the proposed DADT UWB
system, the EV pose can always be uniquely determined by the DADT UWB system in the
area of y > dy. Therefore, it is possible to predict the sensor measurement value from the
measurement model as formulated in Eq. (3) and determine the initial pose of the vehicle
through global optimization between the predicted value and the actual measurement
value.

We propose a particle swarm optimization (PSO) (Kennedy, Eberhart ¢ Shi, 2001)-based
global optimization algorithm that can quickly search for suboptimal solutions to find the
initial pose. Each particle in PSO is considered a potential solution, i.e., a vehicle pose state
vector, and searches for a given solution space. The position of each particle is iteratively
updated based on the experience of the particle and its neighbors and converges toward
the optimal solution quickly.

The PSO-based vehicle pose initialization method is as follows. When a vehicle
approaches a parking area where communication between UWB anchors and tags is
possible, UWB distance measurements between each UWB tag and anchor pair are sampled.
When a certain number of measurements is collected, the average value is estimated by
removing outliers. The error function J for global optimization is defined as follows.

]:[h(xl’va()sd())_Zk]T[h(Xtaa07d0)_Zk]v (15)

where z; is a measurement vector. For the region where y > d;, the PSO finds the initial
vehicle pose xy = [xo, yo,Go]T whose error function J value is less than or equal to a
specific threshold €. The threshold is determined by considering the variance of UWB
measurements.

Vehicle pose tracking by fusing odometry and UWB measurements

To estimate the vehicle’s pose precisely as the vehicle moves, the UWB distance
measurements and wheel odometry data are fused through a particle filter. The method of
estimating the vehicle’s pose through the particle filter is shown in the right block of Fig. 4,
and the details of each part are as follows.

In particle filter-based localization, a group of particles represents the probability
distribution of vehicle states, with each particle x,Em] representing a possible state, where
[m] indicates a particle index. When the initial pose state of the EV is determined by
the PSO, the particles are initialized to have a Gaussian distribution. The mean of the
distribution is set to the initial pose state determined by the PSO.

The motion model of the vehicle is

X =f (Xk—1, W) +ey, (16)

where uy is a control input vector and e, is normally distributed process noise with
zero mean. Given the current vehicle pose xi and the positions of the anchors fixed at
a; =[ay,0]” and a; = [—ay,0]”, the observation model of the DADT UWB system can be
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Figure 5 Four simulation tests. The vehicle starts from four different positions and moves along the path
for front-end parking or back-in parking.
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written as
zi =h(Xx,a0,do) +e, (17)

where e, is normally distributed Gaussian noise with zero mean.

The vehicle pose x;"!

is predicted by taking the wheel odometry into consideration,
which is denoted by x,[(m] ~ p(xklx[l'f;c]_l,uk) The importance weight is computed by

(Grisetti, Stachniss & Burgard, 2007)

oM=L _exp —l(zk—i,ﬁm])T(Qk)—l(zk—ig’“) : (18)
V2mQ 2
where i,[cm] is a predicted measurement and Qy is the covariance of the anchors’ positions.

In the process of particle filtering, the importance weight of some particles can gradually
become low, and particles with lower importance weights have little effect in estimating
the vehicle pose states. To prevent this effect, the particles are resampled in proportion to
the weight of each particle. The number of effective particles given by

1
M (w[m]>2’
m=1 k

where M is the total number of particles. When the number of effective particle is less than

Neff = (19)

50% of the total number of particles, the weights of all particles are uniformly reset after
resampling particles.

SIMULATION AND EXPERIMENTAL RESULTS

Simulation results
To verify the performance of the proposed DADT UWB localization method, we perform
the following simulations: (1) Initialize the vehicle’s pose by globally optimizing the error
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Table 1 Initial pose estimation results by the Levenberg—-Marquardt and the proposed globally opti-
mizing DADT UWB measurements for the four selected poses (unit: m, rad).

True pose Levenberg—Marquardt Proposed DADT

Xer = [x, ¥ 0]T Estimated Pose E Estimated Pose E
Test 1 [15,9,7]T [14.83,9.26,1.11]7 2.05 [14.99,9.01,3.14]7 1.42E-02
Test 2 [15,6,7]7 [14.88,6.30,0.79]7 2.37 [15.01,5.98,3.14]7 2.24E-02
Test 3 [—15,9,0]7 [—14.74,9.40,—0.03]7 0.48 [—14.97,9.05,0.00] 7 5.83E-02
Test 4 [—15,6,0] [—14.69,6.69, —0.04]7 0.76 [—14.99,6.02,0.00]" 2.24E-02

function defined in Eq. (15); (2) estimate the vehicle’s pose by fusing wheel odometry
and UWB measurements. Figure 5 shows the simulation scenario. The vehicle starts
from four different positions and moves along the path for front-end parking or back-
in parking. Considering the actual dimensions of the vehicle and the parking space
environment, the distance between the UWB tags mounted on the vehicle is set to 1.36 m,
i.e., dy = 0.68 and the two UWB anchors are placed at a; =[1, 0] and a, =[—1,0]". The
wheel odometry noise and UWB measurement noises are assumed to be sampled from the
normal distributions denoted by e, ~ N (O, 03) andv,~N (0,01,2) where o, = 0.35 m/s
and 0, =0.10 m.

Table 1 shows the initial pose estimation results by the proposed global optimizing
UWB measurements for the four selected poses. To show the effectiveness of the proposed
vehicle’s pose initialization method, the results of the Levenberg—Marquardt method
(Moré, 1978), which is a widely used method of optimization of the least square problem,
are compared with the results of the proposed DADT method. The pose error £ between
the estimated initial pose x( and the ground truth pose xgr defined by

E=lxo—xgrll. (20)

Since the Levenberg—Marquardt method is a local optimization method, it has a limitation
in that it cannot find the initial position when it converges to a local minimum. As seen in
Table 1, the Levenberg—Marquardt method fails to find the vehicle’s initial pose. However,
the proposed initial pose estimation method can precisely find the initial pose for all
the tests. These results are consistent with the mathematical analysis of the DADT UWB
localization system.

Figures 6—9 show the results of estimating the vehicle’s pose continuously from the initial
pose through the fusion of the vehicle’s odometry data and the UWB distance measurements
under the particle filter framework with a fixed number of particles, M = 100. As seen from
the results, the error of the odometry increases as the vehicle moves, whereas the trajectories
estimated by the proposed DADT method match the ground truth trajectories in all four
cases. Figure 10 shows boxplots for each test, including the mean, minimum, maximum,
and standard deviation of the errors. Table 2 shows the numerical values corresponding to
the boxplots. The results show that the proposed DADT method keeps the mean error of
the vehicle’s position under 0.1 m.
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Figure 6 Simulation results of Test 1. The vehicle starts from its initial pose xy = [15,9, 7] T and moves

along the path for front-end parking.
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Figure 7 Simulation results of Test 2. The vehicle starts from its initial pose xy = [15,6, 7] T and moves

along the path for back-in parking.
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Figure 8 Simulation results of Test 3. The vehicle starts from its initial pose xo = [—15,9,0] T and moves
along the path for front-end parking.
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Table 2 Comparison of pose estimation error by odometry and the proposed DADT UWB system

while the vehicle moves. (Unit: m).

Odometry Proposed DADT
Mean Min Max Std Mean Min Max Std
Test 1 0.3396 0.0012 0.8322 0.2613 0.0691 0.0016 0.2831 0.0476
Test 2 0.3555 0.0140 0.6925 0.1414 0.0720 0.0129 0.2220 0.0397
Test 3 0.3930 0.0034 0.7266 0.2362 0.0714 0.0035 0.2075 0.0382
Test 4 0.3831 0.0032 0.5838 0.1525 0.0732 0.0030 0.2344 0.0401

Experimental results

The proposed DADT UWB-based localization method is tested with a real vehicle. The
tests are performed with the UWB modules manufactured by Pozyx (Pozyx, 2021), which
have a maximum measurable distance of 30 m and an update rate of 60 Hz. As shown
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Figure 11 Experimental setup. (A) Two UWB anchors are installed near both corners of the parkingslot.
(B) two UWB tags and DGPS are mounted on the vehicle roof.
Full-size Gl DOI: 10.7717/peerjcs.567/fig-11

Figure 12 Snapshots of the experiment with a real vehicle. The vehicle is performing front-end parking.
Full-size G DOLI: 10.7717/peerjcs.567/fig-12

in Fig. 11, two UWB tags are mounted on the vehicle roof, and two UWB anchors are
installed near both corners of the parking slot. The UWB anchors are installed at a height
of 1.8 m to maintain line-of-sight communication with the UWB tags mounted on the
vehicle. The positions where the UWB anchors and tags are installed are set to be the same
as in the simulation. To evaluate the error of the proposed method, a differential global
positioning system (DGPS) receiver module with centimeter-level accuracy is also mounted
on the vehicle. The proposed localization algorithm is implemented to perform real-time
computation at 10 Hz on an NVIDIA Nano Jetson board (NVIDIA, 2021). Figure 12 shows
snapshots of the experiment with a real vehicle performing front-end parking.

Figures 13—14 show the experimental results with the actual vehicle. As shown in the
experimental results, the error generated by the wheel odometry increases due to the slip of
the wheels when moving along a curved path. However, the proposed DADT UWB-based
method precisely corrects the vehicle’s pose using the UWB distance measurements. Table 3
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Figure 13 Results of Exp. 1. The black dashed-dotted line shows the DGPS trajectory, the red dotted line
shows the odometry trajectory, and the blue solid line shows the proposed DADT UWB-based localization

results.
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Table 3 Comparison of the final position estimation error by odometry and the proposed DADT

UWB system with a real vehicle. (unit: m).

X-axis error

Y;-axis error

Distance error

Exp. 1 Odometry 0.4690
Proposed DADT 0.0493
Exp. 2 Odometry 0.9038
Proposed DADT 0.0328

0.5826
0.0763
0.1604
0.0031

0.7479
0.0908
0.9179
0.0329

shows that the errors are within 0.1 m at the final parked position. The proposed DADT

UWB-based localization method can be sufficiently applied to WPT.

Through the experiments, the average computation time required to update the vehicle’s

pose at each time instant is estimated while increasing the number of particles from 20 to
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100. Figure 15 shows the average computation time estimated by an NVIDIA Nano Jetson

board. The computation time grows linearly as the number of particles increases. However,

even when 100 particles are used, it can be operated in real time at a rate of 10 Hz.

CONCLUSIONS

This paper proposed a novel short-range precise localization method using a DADT UWB

sensor system for application to a WPT system. An observability analysis of the proposed

DADT UWSB sensor system consisting of two anchors and two tags was performed based

on the FIM. The proposed localization algorithm determines the vehicle’s initial pose by

globally optimizing the collected UWB distance measurements and estimates the vehicle’s

pose by fusing the vehicle’s wheel odometry data and the UWB distance measurements.
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The effectiveness of the proposed method was confirmed through various simulations and
real vehicle-based experiments.
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ABSTRACT

Due to some harsh indoor environments, the signal of the ultra wide band (UWB)
may be lost, which makes the data fusion filter can not work. For overcoming this
problem, the neural network (NN) assisted Kalman filter (KF) for fusing the

UWB and the inertial navigation system (INS) data seamlessly is present in this work.
In this approach, when the UWB data is available, both the UWB and the INS

are able to provide the position information of the quadrotor, and thus, the KF is
used to provide the localization information by the fusion of position difference
between the INS and the UWB, meanwhile, the KF can provide the estimation of the
INS position error, which is able to assist the NN to build the mapping between the
state vector and the measurement vector off-line. The NN can estimate the KF’s
measurement when the UWB data is unavailable. For confirming the effectiveness of
the proposed method, one real test has been done. The test’s results demonstrate that
the proposed NN assisted KF is effective to the fusion of INS and UWB data
seamlessly, which shows obvious improvement of localization accuracy. Compared
with the LS-SVM assisted KF, the proposed NN assisted KF is able to reduce the
localization error by about 54.34%.

Subjects Adaptive and Self-Organizing Systems, Data Science, Robotics
Keywords Neural network assisted Kalman filter, INS/UWB, Quadrotor, Localization

INTRODUCTION

Nowadays, the quadrotor has been widely used in many fields (Xu et al., 2020a; Nguyen ¢
Hong, 2019; Kou et al., 2018). Consequently, many approaches have been proposed for
the quadrotor (Liang et al., 2019). In order to make the quadrotor have better performance,
the accurate localization scheme, which is the key technology of the quadrotor to
accomplish other tasks, should be investigated (Camici ¢» Kayacan, 2019).

To the localization technologies for the quadrotor, there are many approaches have
been proposed. For instance, a smart quadcopter aircraft navigation system using the
global positioning system (GPS) was designed, which can achieve autonomous flight
control with smooth and stable maneuvering, see Bonny ¢ Abdelsalam (2019). Global
navigation satellite systems (GNSS) intigrating light detection and ranging (LiDAR)
scheme was investigated to achieve the autonomous navigation in forests (Chiella et al.,
2019). The indoor quadrotor localization integrated by inertial navigation system (INS)
and ultra wide band (UWB) was proposed by Xu et al. (2020b). A high-speed autonomous
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quadrotor navigation through visual and inertial paths was proposed (Do, Carrillo-Arce &
Roumeliotis, 2019). Autonomous vision-based micro air vehicle for indoor and outdoor
navigation was investigated in Schmid et al. (2014). It should be emphasized that the basic
idea of the approaches mentioned above is to replace the unavailable positioning
technology with a available one.

In aggregate, the data fusion filter has played an important role in integrated navigation
system (Zhao & Huang, 2020; Wang et al., 2018; Li et al., 2019; Liu, Yu ¢ Shuang, 2019).
Moreover, the Kalman filter (KF) with its improving filters have been proposed for the
data fusion (Liu ef al., 2020). For example, the fading cubature Kalman filter (CKF) was
designed to the initial alignment of strapdown inertial navigation system (SINS) (Guo
et al., 2020). The quadrotor state estimation based on CKF was proposed (Benzerrouk,
Nebylov & Salhi, 2016). An improving CKF method was investigated for the the attitude
determination system of missile (Liu et al., 2019). The CKF is used for the GNSS/INS
under GNSS-challenged environment (Cui et al., 2019). An improved square root
unscented Kalman filter was proposed for the localization of the coaxial Quadrotor
(Goslinski et al., 2019). A Kalman filter/expectation maximization (EM) integrated frame
was proposed in Qin et al. (2020). A new approach for enhancing the indoor navigation of
unmanned aerial vehicles (UAVs) with velocity update applied to an extended Kalman
filter (EKF) was investigated by Zahran et al. (2019). It should be pointed out that the
outage of the data fusion filter’s measurement are not considered by the approaches
mentioned above. Meanwhile, in order to ensure that the data fusion filter works, some
artificial intelligence (AI)-based methods have been proposed, which have been used used
in other fields (Zhang et al., 2021, 2020).

In this paper, we propose a neural network (NN) assisted KF, which is able to deal with
the missing data in case of UWB data outage. Neural network is used to build the mapping
between states and observations. The performance is verified with real data. Comparison
shows that the proposed approach outperforms LS-SVM algorithm significantly in
accuracy improvement.

The contributions of this work are listed in the following:

e A new NN assisted KF for fusing the UWB and INS data seamlessly is presented in this
work, which employs the NN to build mapping between states and observations offline
and predict the observations when the UWB is outage.

e Real tests have been done for demonstrating the effectiveness of the proposed approach.

The remainder structure of this article is sketched as follows. The description of INS/
UWSB integrated seamless quadrotor localization scheme is given in “INS/UWB Integrated
Seamless Quadrotor Localization Scheme”. “Kalman Flilter” and “The Scheme of the NN”
investigated the KF and the NN method for the localization scheme of INS/UWB
integrated seamless quadrotor. The test is done in the “Test” section. Finally, conclusions

are drawn in the “Conclusion” section.
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Figure 1 The data fusion scheme when the UWB measurements are available.
Full-size K&l DOT: 10.7717/peerj-cs.630/fig-1

INS/UWB INTEGRATED SEAMLESS QUADROTOR
LOCALIZATION SCHEME

In this section, the INS/UWB integrated seamless quadrotor localization scheme will be
designed in two cases. The integrated seamless scheme proposed in this work are listed in
the following:

e When the UWB measurements are available, the data fusion scheme is shown in Fig. 1.
In this situation, the INS and UWB localization technologies measure the target
quadrotor’s position Po” and Po™ respectively. Then, the Kalman filter (KF) estimates
the position Po by fusing the Po” and Po".

e Using the outputs and the measurements of the KF when the UWB measurements are
available, the NN works in the training stage, it builds the mapping between the KF’s
measurement dPo,, ¢ € [1, +») and the data filter’s state vector X;,_;,t € [1, +o0) after
normal flight of the quadrotor. Here, the ¢ is the time index. It should be pointed out that
both the 6Po,, t € [1, «) and the X;;_;,t € [1, o) are collected when the KF works
normally, and the building process of the mapping is off-line.

e When the UWB measurements are not available, the data fusion scheme can be designed
as Fig. 2. In this situation, the UWB is unable to provide the Po'” due to the outage of
the UWB. Thus, the KF is unable to work. In this situation, the NN is employed to
rebuild the measurement of the KF. It works in prediction stage, which is utilized to
provide the estimated position error 6Po by using the mapping built in the above stage
and the 5€t\t—1- Then, the 6Po is used as the measurement of the KF, which makes the KF
can work when the UWB measurement is outage.
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Figure 2 The data fusion scheme when the UWB measurements are unavailable.
Full-size E&] DOTI: 10.7717/peerj-cs.630/fig-2

KALMAN FILTER

Based on the seamless integrated scheme, the KF used in this work will be introduced in
this section. The state equation of KF used in this work is listed in Eq. (1).

0Poy;_ I;xs 0t -I3x3 | | 0Py
= +0) _ 1
|:5Vt|t1 053 Isxs 0V ! W)

X1 F X1
where the time index is denoted as , 8t means the sample time, 6Po; = [3x;, oy, 0z;]"
means the position error vector at the time index ¢, here, the (dx;, 0y;, 0z;) means the
position error in the east, north, and up direction respectively, 6V, = [6Vix;, Vy;, 0Vz,]"
means the velocity error vector at the time index t, here, the (6 Vx;, 6Vy;, Vz;) means the
velocity error in the east, north, and up direction respectively, w,_; ~ N(0, Q) is the system
noise and Q is its covariance.
The measurement equation of KF used in this work is listed in Eq. (2).

(1) )

xt - xt
yEI) _ygU) = [Iix3  03x3] X1 + s, @
0o | T
t t
Y:
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Algorithm 1 The KEF filtering algorithm based on the model (1) and (2).
Data: Y, Q, R
Result: %,,P;
1 begin
2| fort=1:»do
3 X1 = FR_p;
4 Py, =FP,_F +Q
5| | & =P, H(HP,_,H +R) ;
6 X = X1 + K [Ye — HRyp1]s
7 P, = (I-KH)Py_j;
8
9

end for

end

where (xEU, yEI), zt(I)) is the INS-measured position Po' in east, north, and the upside

direction, respectively, (xEU), yEU), zEU)) is the UWB-measured position Po'”” in east,
north, and the up direction respectively, v; ~ N(0, R) is the measurement noise and R is its
covariance. The KF filtering algorithm based on the model (1) and (2) is listed in

Algorithm 1.

THE SCHEME OF THE NEURAL NETWORK (NN)

In case of outage in complex indoor environment, due to the lack of UWB measurements,
the observation vector in Kalman filter become unavailable. To provide the observation
vector for the data fusion filter, the Neural Network (NN) is employed in this work.

However, it should be noticed that it is hard to model mathematically the relation
between the measurements of the data fusion filter Y, and the state vector X;,_;. For
overcoming this issue, the NN is trained to build the mapping between them using the KF’s
measurement Y,, t € [1, +») and the X;;_;,¢ € [1, +o0) collected after normal flight of
the quadrotor. The input and target of the NN model are chosen as x,;_; and Y,
respectively. In this work, we select the simple BP neural network structure without hidden
layer. Build the mapping between X;;_, and Y, using the Po;, te [1,) and the
)A(t|,_1, e [1, o) via NN.

The NN method is summarised in Algorithms 2 and 3. In the Algorithm 2, the KF
provides the %; and the P; normally. Then, the NN is used to build the mapping between
X;;—1 and Y, using the 6Poy, ¢ € [1,») and the X;;_;,¢ € [1, ) on off-line model.

In the Algorithm 3, the KF works normally when the PoY is available. Here, the
KF is used to provide the estimation of the JPo using the observation vector

T
Y. = xgl) - xEU) y?) - yEU) zEI) - ZEU)} . Once the Po'™ is unavailable, the

proposed NN assisted Kalman filtering algorithm estimate Y, using X,,_, and previously
built mapping via NN.
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Algorithm 2 NN assisted Kalman filtering algorithm (off-line model).
Data: Y, Q, R
Result: %,,P; the mapping between th _1and Y,
1 begin
2 | for 't = l:o do
3 X1 = FR_p;
4 Py, =FP,_F +Q
5| | K =P, H(HP,_,H +R) ;
6 X = X1 + Ke[Y; — Hioy]s
7
8
9

f)t =(I- KtH)f’t\t—l;

end for

Build the mapping between X,,_; and Y, using the dPoy, t € [1,0) and the X,,_;, ¢ € [1,00) via NN;
10 end

Algorithm 3 NN assisted Kalman filtering algorithm (on-line model).

Data: Y,, Q, R, the mapping between f(,“_l and Y,

Result: %;,P;
1 begin
2 |for t = lico do
ﬁt|t—1 =Fx 55
4 Py, =FP,_ F +Q
5 if Po is available then
xgl) _ Xz(U)
o || xe= o
Zz(l) _ ZEU)
7 else
8 Estimate Y, using %;,_; and previously built the mapping between %;,_; and Y, via NN;
9 end if
10 | | K, =P, H(HP,,_H" +R)
11 X = X1 + K [Yo — Hige s

12 P, = (1-KH)P, ;;
13 end for
14 end

TEST

In order to demonstrate the effectiveness of the proposed method, the real test will be
investigated in this section.
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Figure 4 The quadrotor used in this work. Full-size K&l DOT: 10.7717/peerj-cs.630/fig-4
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Figure 6 The trajectories estimated by the LS-SVM and the NN in outage areas: (A) outage #1,
(B) outage #2, (C) outage #3, and (D) outage #4. Full-size K&l DOT: 10.7717/peerj-cs.630/fig-6
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Experimental settings

In this section, the real test will be considered to show the validity of the proposed method.
The real test is done in the No. 1 building, University of Jinan, China, the test environment
is displayed in Fig. 3. The quadrotor used in this work is shown in Fig. 4. Here, we employ
the quadrotor to carry UWB blind node (BN) and the inertial measurement unit (IMU).
The UWB BN fixed on the target quadrotor is able to collect the distances d;,i € [1, 6]
between the target quadrotor and the UWB reference node (RN). Here, the i has the same
number as the UWB RN. Then, the UWB position Po” can be computed via the the d,,i
[1, 6]. And the INS position Po™ is provided by the IMU. The difference §Po between the
Po® and Po'Y is used as the measurement of the KF. In the test, the quadrotor runs
following the reference path, which is shown in Fig. 5. In this work, the sample time is set
to 0.02s. In order to indicate the effect of the proposed method, four UWB outage areas
(#1, #2, #3, and #4) are simulated as shown in Fig. 5.

Localization errors

In this subsection, the performance of the proposed NN assisted KF will be investigated.
Here, we compare the NN assisted KF’s performance with the least squares support vector
machine (LS-SVM) assisted KF. In this work, we employ the mean square error (MSE) at
each time index, which is calculated by the follows:

MSE(Po),

(=) pemo?) o (=) ) ®)

where MSE(Po), means the MSE of the position at time index t, (x;, y¢, z;) is the estimated
position in x, y, and z directions at the time index ¢, (x:ef Sl z:ef> is the reference
position in x, y, and z directions at the time index t.

Figure 6 shows the trajectories estimated by the LS-SVM and the NN in outage areas #1,
#2, #3, and #4. From the figures, one can see easily that in the outages areas #1, #2, #3,
and #4, when UWB measurements are unavailable, the NN can still make decisions
that are close to the reference path, while the LS-SVM algorithm gives a large accumulated
error.

The MSEs estimated by NN (green line) and LS-SVM (blue line) in the outages areas #1,
#2, #3, and #4 are shown in Fig. 7. From the figures, one can see that the MSE of the
LS-SVM algorithm has a larger accumulated error compared with the NN. The average
MSEs Produced by NN and LS-SVM in the outages areas #1, #2, #3, and #4 are listed
in Table 1. It can be infered from the table that the average MSEs of the NN are
smaller than the LS-SVM in the outages areas #1, #2, #3, and #4. Compared with the
LS-SVM, the proposed NN reduced the localization error by about 54.34%. Thus, we can
conclude that the proposed NN-based method can effectively reduce the localization
error.
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Table 1 Average MSEs produced by NN and LS-SVM in outages #1-#4.

Method MSE (m?)
#1 #2 #3 #4 Mean
LS-SVM 2.7445 0.1453 2.7147 16.6635 5.5670
NN 0.0190 0.0524 0.0422 0.0537 2.5418
CONCLUSION

In this work, in order to make the data fusion filter work properly under the condition that
the UWB data is unavailable due to some harsh indoor environments, the NN assisted KF
for fusing the UWB and the INS data seamlessly has be investigated. The contributions of

this work are summarized as following:

e An NN assisted KF scheme has been designed for fusing the INS and UWB

measurement.

e The model of the KF for the integrated scheme has been investigated.

e The NN assisted KF for fusing the UWB and the INS data seamlessly has been
investigated. In the proposed approach, the KF provides the localization information
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when the UWB data is available. Meanwhile, the KF is used to assist the NN to build the
mapping between the X,;_; and Y, off-line. The NN can estimate the measurement
vector of the KF when the UWB data is unavailable.

e Real tests have been done to show better performance of the proposed approach.

Based on the results presented in this work, we are now working on further
developments of the proposed algorithms to build the mapping with the deep learning and
plan to report the results in the near future.
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ABSTRACT

Seed purity directly affects the quality of seed breeding and subsequent processing
products. Seed sorting based on machine vision provides an effective solution to this
problem. The deep learning technology, particularly convolutional neural networks
(CNNs), have exhibited impressive performance in image recognition and classifica-
tion, and have been proven applicable in seed sorting. However the huge computational
complexity and massive storage requirements make it a great challenge to deploy
them in real-time applications, especially on devices with limited resources. In this
study, a rapid and highly efficient lightweight CNN based on visual attention, namely
SeedSortNet, is proposed for seed sorting. First, a dual-branch lightweight feature ex-
traction module Shield-block is elaborately designed by performing identity mapping,
spatial transformation at higher dimensions and different receptive field modeling,
and thus it can alleviate information loss and effectively characterize the multi-scale
feature while utilizing fewer parameters and lower computational complexity. In the
down-sampling layer, the traditional MaxPool is replaced as MaxBlurPool to improve
the shift-invariant of the network. Also, an extremely lightweight sub-feature space
attention module (SFSAM) is presented to selectively emphasize fine-grained features
and suppress the interference of complex backgrounds. Experimental results show that
SeedSortNet achieves the accuracy rates 0of 97.33% and 99.56% on the maize seed dataset
and sunflower seed dataset, respectively, and outperforms the mainstream lightweight
networks (MobileNetv2, ShuffleNetv2, etc.) at similar computational costs, with only
0.400M parameters (vs. 4.06M, 5.40M).

Subjects Artificial Intelligence, Computer Vision, Embedded Computing, Real-Time and
Embedded Systems
Keywords Seed sorting, Computer vision, Lightweight CNN, Attention mechanism

INTRODUCTION

Seed purity directly affects the quality of seed breeding and subsequent processing products.
For example, in the process of seed harvest and storage, the impurities or hybrids may be
mixed in the normal seed, which results in the economic losses to agricultural production
and processing. Therefore, it is crucial to sort impurities and hybrids to ensure that the
seed purity meet the market criteria. However, the traditional manual sorting methods
are laborious and time-consuming, and hence less efficient. With the evolution of the
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technology, there has been a tremendous development in the field of machine vision
(Rehman et al., 2019; Wu et al., 2020) and robot control technology (Liu, Yu ¢ Cang, 2019;
Liu et al., 2020; Han et al., 2020b). The automatic sorting methods (Li et al., 2019) based
on the above technologies provide a promising solution.

Traditional automatic seed sorting methods adopt hand-crafted features for image
characterization, such as color, shape, texture, and wavelet features or their combina-
tions (Liu et al., 2015; HemaChitra & Suguna, 2018; Li et al., 2019). Then, the effective
classifiers are employed to realize seed recognition such as linear discriminant analysis
(LDA) (Choudhary, Paliwal & Jayas, 2008), support vector machine (SVM) (Altuntas et
al., 2018), decision tree (DT) (Kayacan, Sofu ¢~ Cetisli, 2016), least square (LS) (Mebatsion,
Paliwal & Jayas, 2013) and artificial neural network (ANN) (Liu et al., 2015). However,
these methods are designed for a specific kind of seed and lack self-adaptivity. In
the last three years, mainly due to the advances of deep learning, more concretely
convolutional neural networks (CNNs), the quality of image classification (Krizhevsky,
Sutskever & Hinton, 2012; Han et al., 2018), object detection (Ren et al., 2015; Sun et al.,
2019; Bochkovskiy, Wang ¢ Liao, 2020) and semantic segmentation (Chen et al., 2014) has
been progressing at a dramatic pace. Recently, some researchers also adopted deep learning
technology in crop identification tasks and achieved good performance (Ni et al., 2019;
Kurtulmus, 2021).

The crop recognition and classification methods, especially for seed sorting, should be
deployed on a fast and stable embedded system due to the requirement of higher processing
speed. However, the performance of these methods often depends on a deeper, wider
network structure, thus it suffers from huge computational complexity and massive storage
requirements (Han et al., 2018). Therefore, the deep CNN model should be compressed
and streamlined while maintaining high recognition accuracy. Recently, some lightweight
and efficient CNN models have been designed, such as MobileNet (Howard et al., 2017),
MobileNetv2 (Sandler et al., 2018), ShuffleNet (Zhang et al., 2018) and ShuffleNetv2 (Ma
et al., 2018) for the real-time detection and recognition tasks. However, due to the lower
discrimination of different types of seed, the feature extraction ability of these models is
insufficient, thus leads to low recognition accuracy.

In this paper, a lightweight CNN based on visual attention for seed sorting is proposed.
A dual-branch lightweight feature extraction module (i.e., Shield-block) is designed to
improve the feature characterization ability while utilizing fewer parameters and lower
computational complexity, and the traditional MaxPool is replaced as MaxBlurPool (Zhang,
2019) to improve the shift-invariant of the network in the down-sampling layer. In addition,
an extremely lightweight sub-feature space attention module (SFSAM) is proposed as the
basic unit of the built CNN model to selectively emphasize fine-grained features and
suppress the interference from complex backgrounds. Overall, ours contributions are
three-fold as follows:

e We designed a dual-branch lightweight feature extraction module (i.e, Shield-block)
to alleviate information loss and effectively characterize the multi-scale feature while
utilizing fewer parameters and lower computational complexity.
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e We proposed an extremely lightweight sub-feature space attention module, which
divides the feature maps into different subspaces and infers different attention maps
for each subspace. To selectively emphasize fine-grained features, and suppress the
interference of complex backgrounds.

e Experiments are conducted on the maize seed dataset and sunflower seed dataset, and the
results show that SeedSortNet achieves higher accuracy compared with the mainstream
lightweight networks (MobileNetv2, ShuffleNetv2, etc.) at the similar computational
cost, even outperforms the deeper and wider networks, such as VGG (Simonyan &
Zisserman, 2014), GoogleNet (Szegedy et al., 2015), and ResNet (He et al., 2016).

The remainder of the paper is organized as follows. In ‘Related Work’, we summarize
some related work on seed sorting and lightweight model design. ‘Proposed Method’
introduces the technical details of the proposed method and network architecture. In
‘Experiments’, we carry out a series of comparative experiments on maize and sunflower
seed datasets and the experimental results are analyzed. Finally, we conclude in ‘Discussion’.

RELATED WORK

In the following, we review the existing crop identification methods and related
technologies, such as CNN model compression and lightweight model design.

Crop identification
Agricultural product assessment and recognition based on machine vision technology have
been a research focus in agricultural applications, which is widely used in the detection and
sorting of agricultural products such as wheat, corn, fruits, and the identification of plant
diseases and insect pests.

Liu et al. (2015) proposed a novel soybean seed sorting based on neural network. Eight
shape features, three-color features, and three texture features are extracted to characterize
the soybean seed, and BP neural network is used as the classification model to recognize
the different defects. Experiments are conducted on the collected image set which includes
857 images of soybean seeds with insect damage, mildew, and other defects, and the results
achieve an average recognition accuracy of 97.25%. Huang (2012) proposed a neural
network-based quality evaluation and classification method for areca nuts. The axis length,
secondary axis length, axis number, area, perimeter, compactness, and the average gray
level are used as the feature, and a back-propagation neural network classifier is employed
to sort the quality of the areca nuts. Aznan et al. (2016) adopted machine vision methods to
discriminate the variety of cultivated rice seed, namely M263. They firstly extracted different
morphological features and then adopted a stepwise discriminant function analysis (DFA)
to classify different types of rice. The classification accuracy for testing and training sets
is 96% and 95.8%, respectively. HemaChitra ¢ Suguna (2018) presented a novel sorting
method of Indian pulse seeds based on image analysis techniques. In this method, they
extracted the colors, shapes, and texture features, and adopted SVM for classification. The
accuracy of their method can reach 98.9% accuracy. Li et al. (2019) designed a system to
distinguish different damaged types of corn. An image database including normal corn
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and six different damaged corns is constructed. The features such as color and shape are
extracted, then the maximum likelihood classifier is leveraged to discriminate these corns.
Experiment results show that the classification accuracy is above 74% for all the classes.
However, these methods adopt the handcraft features designed for the specific crops and
the traditional classifier for sorting, and suffer from poor adaptability and low accuracy.

Due to the excellent feature representation ability, the deep learning models represented
by CNN have achieved good performance in image classification, object detection, and
semantic segmentation, and have also been successfully applied in plant disease detection
and crop type classification. Sladojevic et al. (2016) proposed a CNN-based system to
identify 13 types of plant diseases out of healthy leaves. The performance of this approach
exhibited a top-1 success of 96.3%. Veeramani, Raymond & Chanda (2018) studied the
effect of the number of convolution kernels in the two layers CNN on the recognition
performance of haploid and diploid corn seeds. Veeramani, Raymond ¢ Chanda (2018)
adopted VGG19 and GoogleNet to classify corn seed defects and analyzed the influence of
the two networks with different depths on the recognition performance. Dolata ¢» Reiner
(2018) proposed a method for the classification of barley varieties based on CNN, which is
based on two separate convolutional layers to analyze dorsal and ventral sides, respectively.
The network is trained on a small sample set of 200-500 cases in 8 categories, and the
classification accuracy reaches 97%. Kurtulmus (2021) adopted AlexNet (Krizhevsky,
Sutskever ¢ Hinton, 2012), GoogleNet, and ResNet to identify sunflower seed varieties,
and then they were also evaluated in terms of both accuracy and training time, GoogleNet
obtained the highest classification accuracy (95%).

The CNN-based crop identification method can achieve the better recognition rate and
has higher self-adaptivity. However, the performance of the deep learning method depends
on the depth and width of the model, the researchers often boost the depth and width of
the model to improve the performance of the detection and recognition system. But this
strategy results in slow speed and difficult deployment in industrial applications.

Model lightweight

For the specific application of crop seed sorting, due to the extremely fast production
speed, it is necessary to develop the lightweight CNN model while maintaining a higher
recognition accuracy. To trade off the model size and performance for deep neural
network architectures has been an active research area, the related technologies include
model compression, lightweight network design, etc (Liang et al., 2021).

Model compression

Model compression aims at generating the small network models from the trained large
network models while keeping the performance. The typical techniques include pruning,
quantization, and knowledge distillation. Pruning technology is based on the assumption
that many parameters in the deep neural network are redundant, then the weights (Guo, Yao
& Chen, 2016; Aghasi et al., 2016; Liu et al., 2018) or filters (Li et al., 2016; Liu et al., 2017;
Lin et al., 2020) with low correlation can be removed to make the network structure sparse.
Quantization methods aim to deploy the CNN model on the terminal hardware and encode
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the weights and activations using 8-bit integers (INT8) without incurring a significant loss
in accuracy. Some other quantization methods even adopt INT4 or lower, such as binary
quantization (Courbariaux et al., 2016) and ternary quantization (Mellempudi et al., 2017)
to reduce the model size. Knowledge distillation is firstly proposed by Bucilu, Caruana ¢
Niculescu-Mizil (2006) and generalized by Hinton, Vinyals ¢ Dean (2015) and can generate
a small student network by learning the behavior of a large teacher network. Cho &
Hariharan (2019) empirically analyzed in detail the efficacy of knowledge distillation.
However, compared with the original network, model compression is difficult to achieve
better performance. The compression size is too large, which will lead to significant decrease
of performance.

Lightweight network design

Lightweight network design refers to the redesign of the network structure based on the
existing CNN model to reduce the parameters and the computational complexity. Lin,
Chen & Yan (2013) proposed a Network-In-Network architecture, which used 1x1
convolution to increase network performance while maintaining a lower computational
complexity. SqueezeNet (Iandola et al., 2016) is a lightweight network structure based
on 1x1 convolution. The squeeze and expand module proposed by this model can
effectively reduce the parameters while ensuring recognition accuracy. The recognition
accuracy of the proposed method can be up to 57.55%, and it is similar with the
AlexNet with the model size of 50 x smaller. Google developed two efficient architectures
denoted as MobileNet (Howard et al., 2017) and MobileNetv2 (Sandler et al., 2018) in
2017 and 2018, respectively. MobileNet proposed depthwise separable convolutions to
reduce the computational complexity and achieved the state-of-art accuracy with low
latency. Thereafter, the linear bottleneck with inverted residual structure is proposed in
MobileNetV2 to construct a more efficient architecture. ShuffleNet (Zhang et al., 2018)
proposed the pointwise group convolution and channel shuffle operations to improve the
recognition accuracy while reducing latency. Combining the advantage of MobileNet and
ShuffleNet, Ma et al. (2018) proposed ShuffleNetV2, which improves group convolution
by channel split and used channel shuffle for the split channel as well. Wang ¢ Yu (2020)
proposed the Tied Block Convolution (TBC) which shares the same thinner filters over
equal blocks of channels and produces multiple responses with a single filter, to design a
lightweight model. GhostNet (Han et al., 2020a) applied a series of linear transformations
to generate many Ghost feature maps, and it can characterize the required information from
the original features at a small cost, which effectively reduces calculation and parameters.
However, due to the low discrimination of crop seeds, the recognition accuracy will be
significantly reduced when the existing lightweight models are directly applied to the seed
sorting. Therefore, a rapid and highly efficient lightweight CNN model should be developed
based on the characteristics of crop seeds while keeping the accuracy.

PROPOSED METHOD

Seed sorting based on deep learning is a promising method for seed breeding and
subsequent processing products. In this paper, we proposed a rapid and efficient lightweight
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CNN model with a dual-branch network structure based on visual attention for seed
sorting, denoted as SeedSortNet. It is an efficient and lightweight end-to-end recognition
framework, which is mainly composed of sequential cascade layers and basic blocks, and
the overall structure of the model is shown in Fig. 1. First, a dual-branch lightweight feature
extraction module, namely Shield-block, is designed for effective feature extraction. Then,
the traditional convolution is replaced by depthwise convolution and pointwise convolution
to achieve the trade-off between classification accuracy and efficiency. Moreover, in the
down-sampling layer, MaxPool is substituted as MaxBlurPool to improve the shift-invariant
of the network. Finally, we propose an extremely lightweight sub-feature space attention
module to selectively emphasize fine-grained features and suppress the interference of
complex backgrounds. And the proposed method is specifically described as follows.

Network construction
Due to the required higher processing speed and recognition accuracy, the representative
deep neural network model (eg, ResNet, VGG, GoogLeNet, etc.) cannot efficiently tackle
with the seed sorting task because of the lower efficiency and insufficient feature extraction
ability. To address these issues, we construct a novel lightweight and efficient network
which consists of Root-model, Shield-block, and a novel down-sampling module.
A.Root-model. To effectively improve the feature representation ability while reducing
calculation, a dual-branch structure, namely Root-model (Fig. 2A), is designed as the first
stage of SeedSortNet. First, the sixteen 3 x 3 filters are utilized to extract the shallow feature
information (such as texture, shape, color, etc.) of the test image. Then, in one branch, the
MaxBlurPool which is a non-overlapping 2 x2 window is designed for reducing the aliasing
effect and improving the shift-invariant of the network. In another branch, we firstly use
3 %3 filters with the stride of 2 to convolute the input features and then adopt 1x1 filters
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to reduce the output dimension of the branch. Finally, the features generated by the two
branches are concatenated together as the input of the next layer.

B.Shield-block. The inverted residual block (Sandler et al., 2018) which shifts the
identity mapping from high-dimensional representations to low-dimensional ones (i.e., the
bottlenecks), has been successfully applied in the design of lightweight networks. However,
the connection of identity mapping between thin bottlenecks would inevitably lead to
information loss since the residual representations are compressed (Daquan et al., 2020).
In addition, this connection would also weaken the propagation capability of gradients
across layers due to gradient confusion arising from the narrowed feature dimensions, and
hence affect the training convergence and model performance (Sankararaman et al., 2020).
To address these issues, we propose a dual-branch feature extraction module by improving
the inverted residual block in this article (shown in Fig. 2B).

In the main branch, two 3x 3 depthwise convolution layers are utilized to encode richer
spatial information to generate a more expressive representation. Then we adopt two
pointwise convolutional layers between two 3 x3 depthwise convolutional layers, the first
point convolution layer reduces the feature channel dimension and the latter increases
its dimension, to encode the cross-channel information of the feature maps and reduce
the computational complexity. Also, the linear activation function is adopted after the
first pointwise convolutional layer and the last depthwise convolutional layer, which can
prevent the feature values from being zeroed and hence reduce information loss.

For the other branch, a 3x3 depthwise separable convolution is designed to acquire
the spatial representation of different receptive fields, and thus improve the feature
representation ability. In the end, the concatenation of the two branches and its shortcut
connection with the input feature are combined as the final output.

In the following, we present the detailed data processing operator of Shield-block, and it
is shown in Table 1, where H, W and C represents the height, width, and channel number
of the feature map, and 1/t represents the reduction rate of channels. Moreover, to ensure
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Table 1 Data processing in the Shield-block.

Input dimension Operator Output dimension
HxWxC [HxW xC |
1
HxWxC HxWxC 3 x 3 Dwise Conv, Relu6 H><W><C><; HxWxC
1 1x 1 Conv, Linear 3 x 3 Dwise Conv, Relu6 1 1
HxWxCx - HxWxC 1x 1 Conv, Re lu6 1x 1 Conv, Re lu6 H><W><C><(17;> HxWxCx —
HxWxCx 1_1 3 x 3 Dwise Conv, Linear 1 r
r Concat H><W><C><<177>
r
L HxWxC B
- Max()
— Sampling()
MaxPool p— T |
axroo \ Max() — Max()
- )
Max() ling()
(1) Max(Dense evaluation) +  (2) Subsampling
= Max() Blur kernel | [l
|
I .
MaxBlurPool | [ [ [ )
(Anti-aliased) “ “ “ “ —
T | C |
PR R L |
HHHH E ;
. \
) )
(1) Max(Dense evaluation) + (2) Anti-aliased Filter + (3) Subsampling

Figure 3 Operation details of MaxPool and anti-aliased MaxBlurPool.
Full-size & DOI: 10.7717/peerjcs.639/fig-3

the input channel dimension is consistent with the output channel dimensional, and the
hyperparameter 1/r (referring to the proportion of the input channel of the sub-branch
output channel) is adopted in this paper, here we empirically set r to 6.

C.Down-sampling. Down-sampling operator can reduce the feature dimensionality
while retaining the valid information. Traditional down-sampling methods (eg. MaxPool,
Strided-Convolution, AvgPool, etc.) violate the shift-equivariance and results in small
shifts in the input that can drastically change the output (Azulay ¢ Weiss, 2018). And
this phenomenon will become more obvious with the increase of the network depth. To
solve this problem, a fuzzy sampling method, namely MaxBlurPool, proposed in (Zhang,
2019) is adopted in our method. The specific process of MaxPool and MaxBlurPool is
shown in Fig. 3. From this figure, we can see that a blur kernel is inserted between max
and subsampling to remove aliased in the MaxBlurPool method, thereby improving the
shift-invariant and enhancing the robustness of the CNN model.

Lightweight sub-feature space attention module (SFSAM)

Due to the low discrimination of different types of seeds, the fine-grained spatial features
are crucial for seed sorting. Therefore, an extremely lightweight sub-feature space attention
module is proposed to selectively emphasize fine-grained features, and suppress the
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interference of complex backgrounds. It divides the feature maps into different subspaces
and infers different attention maps for each subspace, thus can generate the multi-scale
feature representation, it is shown in Fig. 4. The detailed process is described as follows.

The input feature map F € REXWxC

is firstly divided into ¢ mutually exclusive
groups [FI,FZ,F3, LB ,Fg] (i.e., sub-feature spaces),where each sub-feature space F;
contains # intermediate feature maps. Zagoruyko ¢ Komodakis (2016) have proved that
pooling operations along the channel axis are effective in highlighting informative regions.
Therefore, AvgPool and MaxPool operations are applied to g sub-feature spaces along

Fimax c R1><H><W and

the channel axis to generate g groups of average-pooled features
max-pooled features Fl-a 8 e RPHXW ‘Then, these features are concatenated separately to
generate g efficient feature descriptors [F,-max,Ff"i]. Thereafter, the g group’s subspace

attention maps are generated using Eq.(1).
M; = softmax(f ¥ ([MaxPool (F;) , AvgPool(F;)]))
= softrnax(kak([FimaX,Ff“’i])) (1)

where f**k represents a convolution operation with a filter size of k x k. In this paper, k is
empirically set to 7. The attention map in each group (subspace) can capture the non-linear
dependencies among the feature maps by learning to gather cross-channel information.
Meantime, we employ a gating mechanism with a softmax activation to map the attention
weighting tensor into [0, 1].

Then, each group of feature maps gets the refined set of feature maps (F;) after the
feature redistribution in Eq. (2).

Fi=(M;®F)&F; (2)
where ® is element-wise multiplication and @ is element-wise addition.

The final output F of SFSAM is obtained by concatenating the feature maps of each
group, and it is described as Eq. (3).

F=concat(ﬁ1,ﬁz,ﬁ3,...,ﬁ,-,...,ﬁg). (3)
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Table 2 Parameter configuration diagram of the SeedSortNet.

Stage Input Operator t C R
1 224x224%3 Root-module — 32 1
2 112x112x32 Shield-block 216 64 2
3 112x112x64 SFSAM — 64 1
4 112x112x64 MaxBlurPool — 64 1
5 5656 x 64 Shield-block 2|6 128 4
6 56x56x128 SFSAM — 128 1
7 56x56x128 MaxBlurPool — 128 1
8 28x28x128 Shield-block 216 128 5
9 28x28x128 SFSAM — 192 1
10 28x28x%192 MaxBlurPool — 192 1
11 14x14x192 Shield-block 216 256 4
12 14x14x256 SESAM — 256 1
13 14x14 %256 MaxBlurPool — 256 1
14 7X7x%256 GlobalAvgpool — 256 —
15 1x1x256 Dropout 2D-FC — 2 —
Network topology

In this paper, a novel lightweight CNN model with a dual-branch network structure based
on visual attention, denoted as SeedSortNet, is proposed for seed sorting with higher
efficiency and recognition accuracy. The setting of the proposed SeedSortNet is outlined
in Table 2. Each row denotes a sequence of building blocks, which is the repeated times of
‘R’. The reduction ratio of channels is used in each Shield-block is denoted by “ 1/¢’, and
‘C’ represents the number of channels in the output feature map.

We first use Root-module to generate 32 feature maps with the size of 112x112.
Then, it is followed by the 15 Shield-blocks, four SESAM attention modules, and four
down-sampling layers (i.e., MaxBlurPool) spatial location distributions described in Table
2. At the first Shield-block of stages 2, 5, 8, and 11, the identity mappings do not need to be
set because of the increasement of the feature map depth. Besides, we set ‘¢’ to 2 to avoid
the information loss due to the low-dimensional input. Finally, the output of the fourth
down-sampling layer is followed by a global average pooling layer, which can convert 2D
feature maps into 1D feature vectors.

EXPERIMENTS

Experimental datasets
In this section, two datasets are selected for verifying the effectiveness of the proposed
network architecture.

Maize seed dataset

The first dataset is a public haploid and diploid maize seed dataset of the maize research

institute in Sakarya (Turkey), including 3000 RGB images of corn seeds (Altunta, Comert ¢
Kocamaz, 2019), and it includes 1230 haploid seeds images and 1770 diploid seed images.
The dimensions of these images depend on the sizes of the seeds and vary between 300x289
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Figure 5 Representative samples of sunflower seed dataset. (A) Abnormal sunflower seeds; (B) normal
sunflower seeds.
Full-size el DOI: 10.7717/peerjcs.639/fig-5

Table 3 Category distribution and proportion of the training set on maize seed dataset and sunflower
seed dataset.

Dataset Category distribution The proportion of the training set
Maize 1770 (Diploid) 1230 (Haploid) 75%
Sunflower 7837 (Normal) 7997 (Abnormal) ~75%

pixels and 610x 637 pixels. In the experiment, three-quarters of the dataset are used for
training, and the remaining images are used for testing, as shown in Table 3.

The number of maize seed dataset is limited and may bring the overfitting for the
proposed model. Therefore, the data augmentation methods, such as horizontal flip,
vertical flip, and angle rotation, are adopted to augment the maize seed data set by a factor
of 4. The experimental results prove that such a large dataset is enough to train a model
with very strong generalization ability.

Sunflower seed dataset

To thoroughly evaluate the effectiveness of the proposed method, we constructed our
sunflower seed dataset on an industrial production line for the experiments. The image
acquisition device equipped with a color line scan camera is established to collect 15834
sunflower seed RGB images with the size of 100x100 pixels. And we divided them into
two categories, as shown in Fig. 5. The top row is the abnormal seed images composed of
leaves, stones, defective seeds, etc. The bottom row is the normal sunflower seed images.
It is worth noting that when the picture contains several seeds and impurities or hybrids,
we will classify them as abnormal to ensure a low false alarm. In our experiment, about
three-quarters of the dataset are randomly selected as the training set, and the remaining
images are used for testing, as shown in Table 3.

Implementation details and evaluation metric
Implementation details

All experiments were performed on a 64-bit Linux-based operation system, Ubuntu
18.04. The software is mainly based on the deep learning architecture of Pytorch and
python development environment Spyder. The hardware is based on an Intel(R) Xeon(R)

Li et al. (2021), PeerdJ Comput. Sci., DOl 10.7717/peerj-cs.639 11/21


https://peerj.com
https://doi.org/10.7717/peerjcs.639/fig-5
http://dx.doi.org/10.7717/peerj-cs.639

PeerJ Computer Science

Table 4 Calculation formulas and explanations of binary class metrics.

Measure Formulation Evaluation Focus

Accuracy (Acc) % The overall accuracy of a model.

Precision (p) tpz 5 The ratio of correctly classified positive samples to
estimated total positive sample.

Recall (r) tpfﬂ, The proportion of positive values classified as true.

2xpr 2% LP( * Lpr
Fl-score pir — A pHn

— The harmonic mean between precision and recall.
w4 T s

CPU E5-2650 v4 @2.20 GHz and two NVIDIA Quadro M5000 GPUs, with CUDA10.2
accelerating calculation.

And we train the network by mini-batch SGD, with an initial learning rate of 0.001 and
a reducing factor of 0.1 after 30 epochs. The momentum parameter is set to 0.9 and the
weight decay parameter is 0.0001. The number of iterations in training is 100, and the batch
size is set to 16 and 64 on the maize and sunflower datasets, respectively. Besides, the input
image size is resized to 224 x 224-pixel by the CenterCrop function, and the parameter g is
set to 4 by analyzing experimental results.

Evaluation metric

To quantitively evaluate the effectiveness of the proposed method, four metrics, such as
true positive (fp), true negative (tn), false positive (fp), and false negative (fn1) are adopted in
our method. #p is the true positive and represents correctly recognized haploid maize seeds
or the normal sunflower seed. tn is the true negative and represents correctly recognized
diploid maize seeds or the abnormal sunflower seed. fp is the false positive and represents
the falsely recognized haploid maize seeds or the normal sunflower seed. fn is the false
negative and represents falsely recognized diploid maize seeds or the abnormal sunflower
seed. Based on these metrics, four evaluation metrics, accuracy (Acc), precision (p), recall
(r) and F1-score, are calculated as Table 4.

It should be noted that the F1-score metric can better interpret the true performance
when the number of samples is not balanced. Receiver operating characteristic (ROC)
curves are also a useful tool for measuring a model performance without considering
class distribution or error costs. Also, the number of parameters and required float
points operations (denoted as FLOPs) are also employed to evaluate the model size and
computational complexity, which are widely-used protocols.

Result analysis
Results on maize seed dataset

To assess the performance of our network (i.e., SeedSortNet) in the maize dataset. Six
representative CNN models (i.e., AlexNet, VGG, ResNet, GoogleNet, DenseNet (Huang et
al., 2017), and Resnext (Xie et al., 2017) are selected to conduct comparative experiments.
The experimental results are shown in Table 5.

From the results in Table 5, we can observe that the adopted network can achieve
good classification accuracy, and reach more than 90% under the same experimental
environment. SeedSortNet has the best performance, with accuracy, precision, recall,
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Table 5 Performance comparison of different network on maize seed dataset.

Model Parameters FLOPs Acc Precision Recall F1-score
AlexNet 57.01M 711.46M 93.33 93.39 92.80 93.07
VGGI11 128.77M 7.63G 94.67 94.54 94.43 94.48
VGG13 128.96M 11.33G 94.50 94.51 94.10 94.29
ResNet18 11.18M 1.82G 95.33 95.18 95.18 95.18
ResNet50 23.51M 4.12G 96.00 95.73 96.05 95.88
DenseNet121 6.96M 2.88G 95.83 95.58 95.85 95.71
GoogleNet 5.60M 1.51G 96.67 96.50 96.62 96.56
ResNext101 86.75M 16.48G 96.00 95.77 95.99 95.88
SeedSortNet 0.40M 512.06M 97.33 97.30 97.18 97.24

Table 6 Performance comparison of maize seed dataset in lightweight CNNs.

Model Parameters FLOPs Acc Fl1-score
MobileNetv1 3.22M 587.94M 94.00 93.81
MobileNetv2 1.4 x 4.06M 566.33M 96.00 95.89
ShuffleNetvl 2x (g=3) 3.53M 537.48M 96.67 96.55
ShuuffleNetv2 2 x 5.35M 591.79M 96.00 95.90
GhostNet 2 x 12.96M 529.89M 96.50 96.41
SeedSortNet 0.40M 512.06M 97.33 97.24
MobileNetv1 0.75 x 1.83M 339.80M 91.83 91.65
MobileNetv2 2.23M 318.96M 95.83 95.71
ShuffleNetvl 1.5x (g=3) 2.00M 301.90M 96.17 96.05
ShuffleNetv2 1.5x 2.48M 302.65M 95.50 95.38
GhostNet 1.5x 7.79M 310.76 M 95.83 95.72
SeedSortNet 0.75x 0.23M 338.64M 97.00 96.90

and F1-score of 97.33%, 97.30%, 97.18%, and 97.24%, respectively, with a relatively low
computational complexity and model size. These results verify the effectiveness of the
proposed method.

Meanwhile, we also compared the performance of mainstream lightweight CNN
models (eg, MobileNetvl, MobileNetv2, ShuffleNetvl, ShuffleNetv2, GhostNet) under
different calculation benchmarks. The experimental results on the maize dataset in
terms of computational complexity, model parameters, classification accuracy, and
Fl-score are shown in Table 6. The models are typically grouped into two levels of
computational complexity for embedded device applications, i.e., ~300MFLOPs and
500 ~600MFLOPs. From the results, we can see that the larger FLOPs lead to higher
accuracy in these lightweight networks. SeedSortNet outperforms other competitors
consistently in classification accuracy and F1-score at various computational complexity
levels. Furthermore, the number of parameters has also greatly decreased for the proposed
method.

In order to further demonstrate the effectiveness of the proposed method, ROC curve
is adopted to measure the model performance. Figures 6A—6C shows the ROC curves and
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Figure 6 ROC curves of the CNN models on maize seed dataset (A, B, C) and sunflower seed dataset
(D, E, F). (A &D) ROC curves of SeedSortNet and Six representative CNN models (i.e., AlexNet, VGG,
ResNet, GoogleNet, DenseNet, and Resnext), (B & E) ROC curves of the lightweight network (500

~600MFLOPs), (C & F) ROC curves of the lightweight network (~300MFLOPs).
Full-size G4l DOI: 10.7717/peerjcs.639/fig-6

the calculated area under curve (AUC) scores for using the proposed method and other
network models (i.e., the above comparison network) on the maize seed dataset. From
AUC scores, it is observed that the method achieve the best result of 99.33% compared with
other models, which is superior to the above representative representative CNN models

and lightweight networks.

Results on sunflower seed dataset

Table 7 demonstrates the model size, computational complexity, accuracy, recall, specificity
and F1-score of different network models on the sunflower seed dataset. From the table, we
can see that the proposed method has the highest accuracy, precision, recall, and F1-score,
while it has the lower FLOPs and parameters.

Similar to the maize seed sorting, we also conducted comparative experiments with
the mainstream lightweight CNN models (eg, MobileNetv1, MobileNetv2, ShuffleNetvl,
ShuffleNetv2, GhostNet) under different calculation benchmarks on the sunflower seed
dataset. From Table 8, we can find that the classification accuracy and F1-score of the
SeedSortNet are higher than other network models under a similar calculation cost.
Meantime, we find that the test dataset is relatively balanced, thus its F1-score and accuracy
are almost the same. Therefore, the proposed SeedSortNet is more suitable for deployment
on edge devices and has the ideal sorting accuracy.

In Figs. 6D—-6F, we find that the AUC score of the proposed method is closer to 1.0
(i.e., 0.9995) on the sunflower seed dataset compared with other CNN models, which
demonstrates SeedSortNet has a good ability to prevent misclassification.
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Table 7 Performance comparison of different network on sunflower seed dataset.

Model Parameters FLOPs Acc Precision Recall F1-score
AlexNet 57.01M 711.46M 99.00 99.01 98.99 99.00
VGGI11 128.77M 7.63G 97.78 97.78 97.80 97.78
VGG13 128.96M 11.33G 98.44 98.43 98.45 98.44
ResNet18 11.18M 1.82G 99.05 99.04 99.05 99.05
ResNet50 23.51M 4.12G 99.22 99.22 99.22 99.22
DenseNet121 6.96M 2.88G 98.90 98.89 98.91 98.90
GoogleNet 5.60M 1.51G 99.34 99.34 99.34 99.34
ResNext101 86.75M 16.48G 99.22 99.22 99.22 99.22
SeedSortNet 0.40M 512.06M 99.56 99.56 99.56 99.56
Table 8 Performance comparison of sunflower seed dataset in lightweight CNNs.

Model Parameters FLOPs Acc Fl1-score
MobileNetv1 3.22M 587.94M 98.36 98.36
MobileNetv2 1.4 x 4.06M 566.33M 98.83 98.83
ShuffleNetvl 2x (g=3) 3.53M 537.48M 99.19 99.19
ShuuffleNetv2 2 x 5.35M 591.79M 99.00 99.00
GhostNet 2 x 12.96M 529.89M 98.80 98.80
SeedSortNet 0.40M 512.06M 99.56 99.56
MobileNetv1 0.75 x 1.83M 339.80M 98.32 98.31
MobileNetv2 2.23M 318.96M 98.90 98.90
ShuffleNetvl 1.5x (g=3) 2.00M 301.90M 99.12 99.12
ShuffleNetv2 1.5x 2.48M 302.65M 98.73 98.73
GhostNet 1.5x 7.79M 310.76 M 98.44 98.44
SeedSortNet 0.75x 0.23M 338.64M 99.34 99.34

Ablation study

The ablation study is carried on SeedSortNet and the network without SFSAM attention
mechanism. The experimental results in Table 9 show that F1-score of 96.33% and 99.37%

are obtained without SFSAM on the maize and sunflower seed datasets, respectively,

which proves that Root-model and Shield block have better information extraction
abilities. Meanwhile, SeedSortNet can get 97.33% and 99.56% F1-score, respectively. These
demonstrate that SESAM can selectively emphasize information features and suppress the

interference of complex backgrounds, thereby improving the performance. At the same

time, it can also be observed from Table 9 that SFSAM does not introduce too many

parameters and calculations.

Effects of g selection in SFSAM
As described in the SFSAM section, the feature maps are divided into g groups and generate

g attention maps. Each attention map can capture cross-channel information from the

feature maps in its respective group. When g = 1, the cross channel information for

the whole feature volume is captured by a single attention map, which is not sufficient
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Table 9 F1-score of SeedSortNet and SeedSortNet (without SFSAM) on maize seed dataset and sun-
flower seed dataset.

Model Parameters (M) FLOPs F1-score(maize) Fl1-score
(sunflower)

SeedSortNet(without SFSAM) 0.399M 505.26M 96.22 99.39

SortSeedNet 0.400M 512.06M 97.24 99.56

Table 10 F1-score of SeedSortNet (with fewer parameters/FLOPs; g = 1,4, 8,16) on maize seed dataset
and sunflower seed dataset.

Model Parameters FLOPs F1-score(maize) F1-score(sunflower)
SortSeedNet (g=1) 0.399M 506.56M 96.39 99.44
SortSeedNet (g=4) 0.400M 512.06M 97.24 99.56
SortSeedNet (g=8) 0.402M 518.85M 96.90 99.51
SortSeedNet (g=16) 0.405M 532.45M 96.57 99.46

to capture the complex relationships in the entire feature space and will result in lower
predictive performance. When 1 < g < C, the better exchange of cross-channel information
can be obtained. Therefore, we conduct experiments on the different parameters assigned
by g (such as g =1,4,8,16), and the results in Table 10 confirm the correctness of the
above analysis. It can also be observed that the maize and sunflower seed datasets have
achieved higher performance gains, and the FLOPs and parameters increase with the
increase ¢. Based on the experimental results, we adopt ¢ = 4 to conduct the above series of
comparative experiments which provides a reasonable trade-off between preserving good
performance and improving computational efficiency.

DISCUSSION

In this paper, we present a rapid and highly efficient lightweight CNN for seed sorting
(i.e., SeedSortNet). We first design a novel dual-branch lightweight feature extraction
module (i.e., Shield block) for building efficient neural network architectures. In the
down-sampling layer, MaxBlurPool is employed instead of frequently-used MaxPool to
improve the shift-invariant of the network. Then we proposed a lightweight sub-feature
space attention module (SFSAM), which improves the representational power of the
model by learning different attention feature maps. A wide range of experiments show the
effectiveness of SeedSortNet, which achieves state-of-the-art identification performance
on maize seed and sunflower seed datasets while utilizing fewer parameters and lower
computational complexity. In future research, the number of seed varieties and images
will be further increased to test the performance of these models, and we hope that these
methods can be applied in the seed market.
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ABSTRACT

The emergence of exoskeleton rehabilitation training has brought good news to patients
with limb dysfunction. Rehabilitation robots are used to assist patients with limb reha-
bilitation training and play an essential role in promoting the patient’s sports function
with limb disease restoring to daily life. In order to improve the rehabilitation treatment,
various studies based on human dynamics and motion mechanisms are still being
conducted to create more effective rehabilitation training. In this paper, considering the
human biological musculoskeletal dynamics model, a humanoid control of robots based
on human gait data collected from normal human gait movements with OpenSim is
investigated. First, the establishment of the musculoskeletal model in OpenSim, inverse
kinematics, and inverse dynamics are introduced. Second, accurate human-like motion
analysis on the three-dimensional motion data obtained in these processes is discussed.
Finally, a classic PD control method combined with the characteristics of the human
motion mechanism is proposed. The method takes the angle values calculated by the
inverse kinematics of the musculoskeletal model as a benchmark, then uses MATLAB
to verify the simulation of the lower extremity exoskeleton robot. The simulation
results show that the flexibility and followability of the method improves the safety
and effectiveness of the lower limb rehabilitation exoskeleton robot for rehabilitation
training. The value of this paper is also to provide theoretical and data support for the
anthropomorphic control of the rehabilitation exoskeleton robot in the future.

Subjects Human-Computer Interaction, Robotics

Keywords Human-gait, Musculoskeletal model, OpenSim, Humanoid control, Lower limb
rehabilitation exoskeleton, Motion capture

INTRODUCTION

The main causes of limb motor dysfunction in patients include stroke and limb injury (Sousa
et al., 2011). The sequelae of this injurious seriously affect the quality of life for patients
and their families. Worldwide, there are a large number of patients with limb dysfunction
caused by various accidents (Bai et al., 2019). Meanwhile, the current global population
is facing a very serious aging situation (Fuster, 2017). The number of patients with limb
dysfunction is further increasing with the aging society. The lower limbs play a crucial role
in our lives. The lower limb training helps to expand the scope of daily activities of the
recovered person and reduce the risk of falling. Therefore, in the rehabilitation treatment
of the limbs, the rehabilitation treatment of lower limbs is especially essential. Studies have
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shown that patients with limb motor dysfunction will recover their normal walking ability
after a certain amount of scientific training at an appropriate time after injury (Mekki et al.,
2018; Chen et al., 20165 LI ¢ JIANG, 2010). However, the rehabilitation training work for
patients with limb dysfunction in the later period is heavy, the existing medical staff cannot
complete this huge task. The emergence of rehabilitation exoskeleton provides an effective
solution to solve these social problems (Bernhardt et al., 2017; Coleman et al., 2017), fills the
gap in the number of medical staff, and brings hope to the majority of patients with limb
dysfunction. At present, the exoskeleton robot for lower limb rehabilitation training mostly
uses force/position control or trajectory planning method (Shi et al., 2019; Bernhardt et
al., 2005). Although the existing exoskeleton training process is mostly mechanized rigid
training, the complexity of the human movement process determines that the exoskeleton
is difficult to track the human movement track in the training process. Therefore, the
traditional exoskeleton rehabilitation training cannot effectively meet the needs of patients
with lower limb motor dysfunction.

In order to solve this problem, current researchers have proposed a musculoskeletal
model of human-based on the characteristics of movement mechanisms to improve
the effectiveness of rehabilitation training. The human musculoskeletal system is a
complex non-linear, multi-redundant system, which is difficult for non-human physiology
researchers, then most lower limb rehabilitation exoskeleton robot researchers rarely
analyze the real human gait and human musculoskeletal model. The open-source software
OpenSim developed by Stanford University brings a feasible solution for non-human
physiology researchers. Seth et al. (2018) have jointly developed OpenSim, which can
create a musculoskeletal model and then predict new motions through the model and
perform motion analysis. OpenSim is the software based on computational modeling
and simulation of biomechanical systems (Seth et al., 2018). Based on OpenSim, Guo et
al. (2020) studied the biomechanical characteristics of human lower limbs at different
speeds and different weights, performed gait simulation, and proposed joint torque and
muscle activation during walking (Saul et al., 2015). Space circulation characteristics and
biomechanical characteristics are the main content of gait analysis research. Researchers
employed OpenSim to perform musculoskeletal modeling and analyze the joint kinematics
and muscle force characteristics of gait (Wang et al., 2018). Cardona ¢ Cena (2019) studied
and analyzed the biomechanics of the lower limbs of the human body, and estimated
the kinematics and dynamics parameters of healthy gait and pathological gait. Zhou et al.
(2020) combined the human musculoskeletal model and exoskeleton modeling control,
then conducted simulation research on exoskeleton design and control methods with
humans in the loop (Branson et al., 2010). Humphreys (2019) uses OpenSim to test in
an environment lacking measurement test data and microgravity to generate predictive
kinematics. It is of great significance to study the coupling and synergy between the
exoskeleton and humans. Dembia et al., (2017) employed OpenSim to simulate auxiliary
equipment and reduce the metabolic cost of weight-bearing walking through simulation;
this research will provide help for experimenters in the manufacture of exoskeleton devices.
In the field of human body mechanism analysis and research, OpenSim has been widely
used. However, most of these studies and applications start from the software itself to
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simulate and analyze motion, the results of OpenSim simulation analysis are rarely used
for extended applications in the field of rehabilitation exoskeleton.

Therefore, this paper expands the results of OpenSim simulation analysis and applies
them to lower extremity rehabilitation exoskeleton robots. Starting from the human body
motion mechanism, the human body kinematics analysis is carried out, and a PD control
strategy based on real gait and musculoskeletal model is proposed. The schematic diagram
of the principle is shown in Fig. 1. In this picture, A represents gait data acquisition,

B represents data preprocessing, C represents modeling and analysis, D represents the
controller, E represents the robot. First, this paper uses the NOKOV motion capture
system and force measurement platform to collect normal human gait data, and preprocess
the collected data. Then, the processed gait data was imported into OpenSim, and the
musculoskeletal model of the experimental object was established for human kinematics
and dynamic analysis, moreover obtained the mechanical characteristics of human motion.
Finally, the human motion mechanical characteristics are proposed to control the torque
of the lower limb exoskeleton robot based on the PD controller, and the error-free tracking
is achieved by adjusting the controller parameters. This method improves the flexibility of
the exoskeleton robot movement and meets the anthropomorphic design requirements of
rehabilitation training.

The Ethics Committee of the School of Electronic Information, Zhongyuan University
of Technology (approval batch number: ZUTSEI202008-001), approved this research
protocol, and all participating patients signed an informed consent form.

Analysis of the mechanism of human lower limb movement
Human gait data collection

At present, the motion capture system is divided into five categories according to the
principle: mechanical motion capture system (Wu et al., 2005), acoustic motion capture
system, electromagnetic motion capture system (Guo ef al., 2011), inertial motion capture
system (Kim & Nussbaum, 2013) and optical motion capture system (Kurihara et al.,
2002; Guerra Filho, 2005; Kirk, O’Brien ¢ Forsyth, 2005). Among them, the optical motion
capture system is divided into two categories: motion capture system based on computer
vision (optical non-calibration) and optical motion capture system based on mark point
(optical calibration).

This paper selected Nokov 3D infrared passive optical motion capture system with
high accuracy and good effect after comparing several existing motion capture systems and
combining with the needs for current research topic. In the scene set up by this system, the
infrared camera is used to fully cover the experimental scene, infrared light is emitted by the
infrared camera array in the process of data collection, and the position information of the
reflective Maker points are captured in the experimental scene. In the process of collecting
gait data, the experimental subject walks in the experimental scene with affixed Maker
points. In order to meet the needs of the research, the experimental platform is equipped
with a three-dimensional force measuring platform, which can synchronously collect the
three-dimensional ground reaction force during the movement of the experimental object.
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Figure 1 The schematic diagram of the principle.
Full-size Gal DOI: 10.7717/peerjcs.657/fig-1

Before collecting experimental data, the deployment of the experimental platform is also
critical. The deployment of the camera position has a fatal impact on the experimental data
(Kurihara et al., 2002). In the experiment, the influences of different camera arrangement
methods on experimental data were tested. It was found that the best data is obtained by
using the approximate circular camera arrangement. This arrangement allows each camera
to maximize its utilization value. In the experiment, the cameras scene is arranged around
the force measuring platform in an oval shape. The calibration origin is positioned as far
as possible in the center of each camera’s field of view by adjusting the orientation of the
cameras. The experimental collection scene is shown in Fig. 2.

Gait data processing

After the data collection is completed, it is preprocessed to ensure the completeness and
accuracy of each frame of data. For missing data points, we had appropriate discarding or
interpolation methods for processing. For severely missing data, the entire group will be
deleted without applying.

The force was collected by three-dimensional measuring platform that is the force
between foot and ground when the experimenter walks. During the process of gait
collection, the force in the vertical direction is the most important force, it reflects the
phenomenon of overweight and weightlessness during the gait cycle. The three-dimensional
force as shown in Fig. 3. It can be found that the force between left foot and right foot with
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the ground is basically symmetrical on same axis. The data of the force platform is zero
before the foot contacts it. Next, a small fluctuation is formed in the coronal and sagittal
axes at first, then increases to a maximum and gradually decreases to zero. On the vertical
axis, it increases rapidly, forming a bimodal curve similar to M, and then rapidly returns
to zero too.

The acceleration of the left and right joint has certain symmetry and periodicity, as
shown in Fig. 4, it can be seen from the figure that the acceleration from the left leg
joint and the right leg joint can basically coincide with each other in the case of 0.5 s
of translation. During the walking process of the subject, the acceleration of hip joint
points were maintained from 1 m/s? to 5 m/s?. The acceleration of knee joint points were
maintained from 0 m/s* to 13 m/s?. The acceleration of ankle joint points were maintained
from 0 m/s? to 25 m/s?. It can be easily observed that the acceleration at the ankle joint
points is greater than the acceleration at the knee joint points, and the acceleration at
the knee joint points is greater than acceleration at the hip joint points. During walking,
consistent with experience, the further away from the torso, the acceleration of the nodes
greater. Here, a small idea is proposed: based on the acceleration of the joints, a body
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movement comfort function is designed to evaluate the patients’ comfort in the process of
lower limb exoskeleton rehabilitation training. This will be a research direction in the next
stage of this subject.

Musculoskeletal modeling

In order to build musculoskeletal models and obtain relatively accurate biomechanical
information, several common musculoskeletal modeling and computation software on
the market, such as LIFEMOD (Huynh et al., 2015), OpenSim (Seth et al., 2011), Anybody
(Damsgaard et al., 2006), SIMM software, were compared in the research process. The
comparison results are shown in Table 1. It was found that OpenSim meets the needs
of this study by comparison. It is an open sources free software developed by Stanford
University. OpenSim calculates the motion process based on biomechanical knowledge
and combining forward kinematics and inverse kinematics. OpenSim can be applied to
human musculoskeletal model development, motion simulation, motion analysis, muscle
strength calculation, normal and pathological gait analysis, etc.

The first reason for using OpenSim modeling: rigid exoskeleton rehabilitation robot
is a typical multi-input and multi-output complex mechanical system with nonlinear,
strong coupling and other uncertain factors. There is a great inaccuracy when modeling
the exoskeleton using a traditional linkage model. These inaccuracies are mainly reflected
in the following aspects:

1. Mass moment;

2. Inertial matrix;

3. Changes in stiffness and damping (in the process of human—computer interaction);
4. Static friction force of the robot.

The second reason for using OpenSim modeling: compared with the exoskeleton robot,
the musculoskeletal system of the human body is a more complex system with multiple
redundancy, nonlinear and strong coupling. The most basic way of human movement is to
pull the bones around the joints through muscle contraction to achieve the purpose of limb
movement. Compared with the traditional connecting rod modeling, the musculoskeletal
system modeling is more in line with the movement and texture characteristics of human
body, and can better simulate some movements of human body, which is closer to the actual
movement characteristics of human body. Using musculoskeletal model for simulation
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Table 1 Musculoskeletal modeling software comparison.

Software

Main Features

LifeMOD

OpenSim

Anybody

SIMM

-Commercial: Yes.

-Import Simulink from another: CAD, CATIA, Pro/E,
SolidWorks, Unigraphics.

-Inverse Kinematics utility.
-Inverse Dynamics utility.

-Allows simulations with implants.
-Commercial: NO (free).
-Simulink Export: No native.
-Muscle-driven forward dynamic (from data recorded).
-Inverse Dynamics utility.

-Inverse kinematic simulation.
-Allows simulations with implants.
-Commercial: Yes.

-Simulink Export: No native.
-Friction forces modeling.

-Inverse Dynamics utility.

-Allows simulations with implants.
-Commercial: Yes.

-Simulink Export: No native.
-Real-time viewing.

-Bone deformation modeling.

-Inverse kinematics utility.

will get more accurate and reliable simulation results. Considering comprehensively, this

paper chooses the musculoskeletal modeling method which is closer to the human body

for data analysis and processing.

The model selected in this paper is based on the Gait 2354 model, which is from the

OpenSim open-source community. This is a three-dimensional model with 23-degrees of

freedom of the human musculoskeletal system. The model embodies the achievements of

many predecessors. First, the original model is created by Thelen et al. The model uses

Delp et al.’s definition of lower extremity joints (Delp et al., 1990), Anderson and Pandy’s
low back joints and anthropometry (Anderson ¢ Pandy, 1999; Anderson ¢ Pandy, 2001),
and Yamaguchi and Zajac’s plane knee model (Yamaguchi & Zajac, 1989a). The Gait2392
model features 92 muscle actuators to represent 76 muscles in the lower extremities and

torso. For the Gait2354 model, the number of muscles was reduced by Anderson to improve

simulation speed for demonstrations and educational purposes. Seth removed the patella to

avoid kinematic constraints; insertions of the quadriceps are handled with moving points

in the tibia frame.

Musculoskeletal model scaling

In this paper, the open-source musculoskeletal model was scaled to obtain the exclusive

model equivalent to the experimental object. In order to ensure the accuracy of model
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scaling, the model was scaled several times. Finally, the accuracy of the model with a scaling
error of less than one-thousandth is achieved.

Model scaling allows the open sources model to match our experimental subjects as
closely as possible. In the scaling process, static data collected are mainly used in this paper
(the experimental data collected while the experimental object is standing still). Before
scaling the model, Maker points were added at the appropriate position on the model in
accordance with the experimental object. As shown in Fig. 5. Meanwhile, these Maker
points were connected to the model bones. In order to ensure the scaled model more
accurate, the collected action data are processed in this paper. Through calculation, the
left and right width of the pelvis and the length of the left thigh, left calf, right thigh and
right calf were obtained(as shown in Table 2), where the mass and length are calculated
through Zatsiorsky (Vaughan, Andrews ¢ Hay, 1982) and Harless study (Drillis, Contini ¢
Bluestein, 1964). Finally, the length of these body segments in the model was built.

All the above body segment lengths were obtained from the processing of experimental
data, and the measured body segment lengths were averaged. The comparison shows that
the data is relatively accurate. In this scaling process, we preserve mass distribution during
scale, and change the scale weight of the makers to get a more accurate model.

Inverse Kinematics (IK)

Forward kinematics calculate the final position of the model by giving the initial position,
velocity and acceleration of the model. The IK are opposite to the forward dynamics. IK
figures out the motion process of the model based on the given position, including the
change of physical quantity such as velocity and acceleration in this process.

The IK uses the motion capture data collected in the experiment (walk.trc). And the
internal algorithm of the software was used for biological simulation, and the inverse
solution was used to calculate the joint angle, pelvis tilt, et al. Among the lower limb
movements of the human body, the hip joint movement is most complicated. The hip joint
has three degrees of freedom. Therefore, the leg will perform three axial movements on the
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Table 2 Subject’s physical information.

Body segment Thigh(L) Calf(L) Thigh(R) Calf(R)
Origin model segment mass (Kg) 9.3014 3.7075 9.3014 3.7075
Scaled model segment mass (Kg) 8.0441 3.2063 8.0441 3.2063
Body mass by Harless study (Kg) 7.67 2.925 7.67 2.925
Segment length by experiment (mm) 458.17 395.12 456.36 394.22
Length by Harless study (mm) 438.48 394.98 438.48 394.98
1.5 .
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Figure 6 The adduction, flexion and rotation of hip joint.
Full-size & DOI: 10.7717/peerjcs.657/fig-6

hip joint, including flexion and extension of the hip joint on the sagittal plane, adduction
and abduction on the coronal plane, and internal rotation and external rotation direction
of the thigh. During the gait cycle, the hip joint angles change as shown in Fig. 6. The hip
joint of flexion is the movement in the sagittal plane, and its range of change is stable at
0~ 0.8 rad. This movement change is the leading and effective movement of the hip joint
during the gait, and the movement in this direction will drive the body to move forward.
The hip joint of adduction changes smoothly in the gait, with only a slight fluctuation. The
hip joint of rotation includes internal rotation and external rotation of the thigh during
the gait. It can be seen that the data in this part has strong characteristics, and the range of
variation is stable at —0.6 ~ 0 rad. The hip joint of adduction and the hip joint of rotation
have more personal characteristics related to personal habits and leg health conditions.
It is also a key factor in judging whether the gait is abnormal. Through IK, the collected
motion capture data can be matched with the calibration data of the experimental object,
and the motion simulation process of the model can be optimized. The IK tool calculates
universal coordinate values for each time step (frame) of the movement. Then, the model is
positioned in the “best match” pose of the experimental marker time step. In other words,
mark points in the collected motion process are matched with the motion capture data,
and the weighted square error of the mark points and motion capture data is minimized.
The law of weighted least squares problem during IK solved by the function:

mqin Z w; || %P —xi(q) > + Z wj(g;"® — q;)? (1)

iemarkers jeunprescribed —coords
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Where, q is the vector of the generalized coordinates solved, X;*? is the experimental
location of mark i, Xj(q) is the position of the corresponding mark points in the model
(depending on the coordinate value), ;P is the experimental value of coordinate j, and
set their experimental values to the specified coordinates.

The comparison between the knee angle analyzed by Cortex data acquisition software
and the knee angle analyzed by OpenSim musculoskeletal simulation software is shown
in Fig. 7. The data in the figures represents the gait information of 1.5 cycles. The overall
trend of knee joint angle obtained by two methods are similar and can be seen from the
figures. However, there are still some differences. It can be seen that the variation range of
knee joint angle obtained by using musculoskeletal simulation software OpenSim is larger
and the variation trend is more stable. The reason of this phenomenon maybe is the Cortex
software get the angles just by simple calculating with the collected position data. OpenSim
combines the characteristics of musculoskeletal model in the calculation of joint angles, so
the joint angles obtained by OpenSim are better than Cortex.

Inverse dynamics (ID)

The ID problem refers to: given the position g, velocity g and acceleration "q of each joint
of the robot at a certain moment, calculate the driving force (include: states or motion)
imposed on each joint at this time. The ID can be solved by the Newton-Euler equation or
the Lagrange equation.

Dynamics is the study of motion, the forces and torques that cause motion. The purpose
of ID is to estimate the forces and torques required to produce a particular motion, and
the results also used to predict how muscles contribute to motion. In order to calculate
the forces and moments, the system’s equations of motion need to be solved iteratively.
The motion equations are derived from the motion description and the mass property
of the model. In the solution process, the IK is employed to calculate the joint angle
and the ground reaction force during the experiment. And combined with the dynamic
equilibrium conditions and boundary conditions, the net forces and moments at each joint
are obtained.

When solving the ID problem, the data of motion and force measuring platform are
needed to ensure that the number of equations of motion more than unknowns (degrees
of freedom), which turns the problem into a statically indeterminate problem. The error
of experimental motion data and the inaccuracy of the model will lead to Newton’s second
law F=m*a invalid. In order to solve this dynamic discontinuity problem, residual forces
and torques are introduced into a specific section of the model. The following equation is
established, which relates the ground reaction moment to the residual moment. Where,
?exp is the ground reaction moment and ?residual is the residual moment.

?exp + ?residual =m-a (2)

Inverse_Dynamics.sto: is generated by inverse kinetic operations, including time series,
net joint moments of each bone joint, etc.

The net joints acting torque of the hip joints in three motion states are shown in
Fig. 8. The net joint acting moment of hip joint is same to the angle of the hip joint,
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Figure 8 The torque of knee joint from OpenSim.
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including adduction, flexion and rotation. Torque is drives of the body segments, therefore
corresponds to the joint angles of the hip joint. The net joint torque of the knee joint is
the joint torque connecting the thigh and the calf, which is significant in the research of
exoskeleton rehabilitation robots of lower limbs.

CONTROL SYSTEM DESIGN

PD controller

The PD controller is one of the most widely used and effective methods in the field

of robotics. As we all know, a PD controller is sufficient to stabilize any kind of rigid
manipulator near the reference position. In particular, even when the inertia and friction
parameters of the robot are unknown, it can be guaranteed to be asymptotically stable.
Under the premise of ignoring friction and other disturbances, Kelly (1993) developed a PD
controller with adaptive desired gravity compensation and demonstrated the closed-loop
global asymptotically stability that obviates LaSalle’s theorem. In order for the robot

to walk like a human, the PD controller is employed to accurately control the robot’s
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posture and gait, and the stability of the robot is maintained through the feedback system.
Putri & Machbub (2018) designed a PD controller with Center of Mass (COM) as system
feedback, and verified the effectiveness of PD controller on the Bioloid GP under uneven
environments with many obstacles. Hu, Wang ¢» Wu, (2021) proposed a robust adaptive
PD-like control based on healthy human gait data. Zhou et al. (2021) proposed a trajectory
deformation algorithm and chose a PD position controller to ensure the trajectory tracking
effect. Ali et al., (2018) used a fuzzy PID-based position control method in the design of the
upper limb rehabilitation robot system to solved the robot’s precise position/force control
under the imprecise model. Han, Wang ¢ Tian (2020) used intelligent PD controllers for
the motion control of the lower extremity rehabilitation exoskeleton. This method uses
a linear state observer to compensate for the control input, solves the inaccuracy of the
exoskeleton robot model and the interaction between the human and the exoskeleton. In
reality, the robot is a multi-degree-of-freedom, mutually coupled nonlinear system, the
performance of robot system depends highly on the availability of high quality differential
signal based on the non-continuous measured position signal.

Dynamics
Fourier is a rigid body robot, in the absence of friction and other disturbances, the dynamics
of a serial n-link rigid robot can be written as:

M(q)4+D(q.q)q + G(q) =T + Topensim- (3)

We simplify Fourier to a 2-link rigid robot, where, g is the 2 x 1 vector of joint angle,
T is the 2 x 1 vector of joint torques, Topensim is the 2 x 1 vector of joint torques from
the OpenSim software, M (q) is the 2 x 2 symmetric positive definite manipulator inertia
matrix, D(q,q) is the 2 x 1 coriolis force and centrifugal force matrix, G(q) is the 2 x 1
gravity matrix. In this paper, Topensim as a reference torque input to the controller, to realize
the anthropomorphic torque output of the exoskeleton robot.

The PD control law is given as flowing:

T =Kyé +er — TOpenSim (4)

where, K; and K}, are the 2 x 2 symmetric positive definite matrices, e = g4 — g, g4 is the
desired joint angle. The Topensim is a bounded matrix.

Tinin < HTOpenSim H < Tiax-
Egs. (3) and (4) imply.
M(q)(G4—4)+D(q,9)(q;—q)+Kaé +Kpe =0. (5)

Then the M(q)é + D(q,4)é + Kpe = —K;é is obtained. Considering the candidate
Lyapunov function,

1. 1.
V= EeTM(q)é +5eTI<pe' (6)
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Eq. (6) is position definite, and the time derivative of the function,
. . 1. . )
\% :eTMé—{—EeTM(q)e' +el Kpe. (7)

There is an oblique symmetry feature: M (q)-2D(q, ) = 0. Substituting the condition
into Eq. (5), get

V =el (Mé+Dé +Kpe) =—el Kgé <0. (8)
Then, the stability of design control system can be guaranteed.

Results

The simulation is carried out in MATLAB-Simulink, and the results are shown in Figs. 9
and 10. Figures 9A, 9C and 10A are the joints angle tracking and tracking error of OpenSim
combined with PD controller, respectively. Figures 9B, 9D and 10B are the joints angle
tracking and tracking error of the PD controller, respectively. Comparing Figs. 9A and 9B,
it can be found that the PD controller combined with OpenSim has a better tracking effect,
after the tracking, error-free tracking can be achieved, and the controller that only uses the
PD control can clearly found that there is still an error in the peak position of the gait angle
in the later stage of the tracking. In the method proposed in this paper, the joint torque from
OpenSim plays a good role in compensating for the control of the controller. Comparing
Figs. 10A and 10B, we can be found that the PD controller combined with OpenSim has
a better tracking effect, the tracking error is smoother with only small fluctuations, and
the stability is higher. The patient can enter the rehabilitation training comfortably, and
achieve the safety and comfort of the rehabilitation training.

The parameter of PD controller, such as: Kp, Kd. Kp = diag(150, 150), Kd = diag(120,
120). The performance indexes of the two controllers designed are shown in Table 3.

The RMSE, ISE, and ITSE indicated that the two controllers are almost the same,
suggesting that they have faster response speed and smaller oscillation. In terms of the
properties of IAE and ITAE, the controller with OpenSim output torque is slightly
better than the PD controller’s transient response and the transient response oscillation
is smaller.

CONCLUSIONS

The collected real human gait data combines with the human musculoskeletal model in this
paper, then obtains human motion characteristics by inverse kinematics analysis. These
motion characteristics were employed to design the controller and verify it in Simulink.
The simulation results show that this method is more flexible and anthropomorphic in the
exoskeleton robot control.

Research innovation points summary shown as follows:

(1) The human biological musculoskeletal dynamics model was identified using
OpenSim and the real human gait of the experimental data source. Combining the human
lower limb movement characteristics extracted from the gait data with the musculoskeletal
model established by OpenSim, the musculoskeletal model is based on the physiological
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Table 3 The performance indexes of the two controllers.

OpenSim with PD controller PD controller only
ERROR Hip error Knee error Hip error Knee error
RMSE 1.7x107* 1.6x107* 14x107* 1.5x107*
ISE 0.010 0.009 0.008 0.009
ITSE 0.003 0.003 0.004 0.003
IAE 0.1219 0.1164 0.1105 0.1100
ITAE 0.0845 0.0790 0.1076 0.0813

characteristics of the human body (muscle and tendon characteristics, skeletal and tendon
connection structure, nervous system, etc.). This method will obtain more accurate gait
kinematics and gait dynamics data. Compared with the connecting rod model, this model
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has a better human-like design, so the precision and accuracy of the model are better than
ever.

(2) The humanoid control of robots based on human gait data of normal human gait
movements was discussed. The PD controller design and the simulation results based on
experimental were analyzed. Experimental results have shown that the control strategy
based on OpenSim and PD controller is more in line with the characteristics of human
kinematics and physiology. Compared with only using the PD controller, this method
has better trajectory tracking effect, faster adjustment time, and more comfortable patient
rehabilitation experience.
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ABSTRACT

At present, industrial robotics focuses more on motion control and vision, whereas
humanoid service robotics (HSRs) are increasingly being investigated and researched
in the field of speech interaction. The problem and quality of human-robot
interaction (HRI) has become a widely debated topic in academia. Especially when
HSRs are applied in the hospitality industry, some researchers believe that the
current HRI model is not well adapted to the complex social environment. HSRs
generally lack the ability to accurately recognize human intentions and understand
social scenarios. This study proposes a novel interactive framework suitable for
HSRs. The proposed framework is grounded on the novel integration of Trevarthen’s
(2001) companionship theory and neural image captioning (NIC) generation
algorithm. By integrating image-to-natural interactivity generation and
communicating with the environment to better interact with the stakeholder, thereby
changing from interaction to a bionic-companionship. Compared to previous
research a novel interactive system is developed based on the bionic-companionship
framework. The humanoid service robot was integrated with the system to
conduct preliminary tests. The results show that the interactive system based on the
bionic-companionship framework can help the service humanoid robot to effectively
respond to changes in the interactive environment, for example give different
responses to the same character in different scenes.

Subjects Human-Computer Interaction, Artificial Intelligence, Robotics
Keywords Humanoid robotics, Human-robot interaction, Social robotics

INTRODUCTION

Humanoid service robots (HSRs) have seen a sharp rise in adoption recently and are seen
as one of the major technologies that will drive the service industries in the next decade
(Harris, Kimson ¢ Schwedel, 2018). An increasing number of researchers are committed
to investigating HSRs to help humans complete repetitive or high-risk service and
interactive tasks such as serving patients with infectious diseases, delivering meals and so
on. Delivery robots, concierge robots, and chat robots have been increasingly used by
travel and hospitality companies (Ivanov, 2019). Although the contribution of these
achievements mainly comes from the rapid development of robotics engineering, Ivanov
et al. (2019) indicated that future research focus will gradually shift from robotics
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engineering to human-robot interaction (HRI), thus opening up interdisciplinary research
directions for researchers.

In the early days, Fong, Thorpe ¢ Baur (2003) proposed that in order to make robots
perform better, the robot needs to be able to use human skills (perception, cognition, etc.)
and benefit from human advice and expertise. This means that robots that rely solely
on self-determination have limitations in performing tasks. The authors further propose
that the collaborative work between humans and robots will be able to break this
constraint, and research on human-robot interaction has begun to emerge. Fong, Thorpe ¢
Baur (2003) believe that to build a collaborative control system and complete human-robot
interaction, four key problems must be solved. (1) The robot must be able to detect
limitations (what can be done and what humans can do), determine whether to seek help,
and identify when it needs to be resolved. (2) The robot must be self-reliant and secure.
(3) The system must support dialog. That is, robots and humans need to be able to
communicate with each other effectively. However, dialog is restricted at present. Through
collaborative control, dialog should be two-way and require a richer vocabulary. (4) The
system must be adaptive. Although most of the current humanoid service robots
already support dialog and can complete simple interactive tasks, as propounded in the
research, such dialog in the present time remains limited and “inhuman.” In the process of
interacting with robots, humans always determine the state of the robot (the position of the
robot or the action the robot is doing) through vision, and then communicate with the
robot through a dialog system. However, HSR cannot perform this yet as they do not seem
to fully satisfy the two-way nature of dialog. Therefore, this research responds to the
current gap and attempts to differ from the current HRI research. This research attempts
to introduce deep learning into the existing dialog system of HSR, thus advancing the field.

With the continuous development of humanoid robots, more and more humanoid
robots are used in the service industry, especially the hospitality industry. Human-Robot
Interaction (HRI) has become a hot potato by more and more researchers (Yang ¢ Chew,
2020). However, with the deepening of research, some researchers found that when
humans interact with humanoid service robots (HSRs), humans hope that HSRs should
have the ability and interest to interact with the dynamic thoughts and enthusiasm of
the partner's relationship, and can recognize the environment, blended with what others
think is meaningful and the emotions to express sympathy (Yang ¢» Chew, 2020). This
coincides with Trevarthen’s (2001) companionship theory, so the concept of human robot
companion (HRC) was proposed this research. The earlier concept of the robot
companion is mentioned by Dautenhahn et al. (2005): HSRs need to have a high degree of
awareness and sensitivity to social environment. Through the review of the above
literatures, it is proposed to establish an interactive and companion framework for HSRs
using deep learning and neural image caption generation, thus advance the current field
of HSRs to tackle with bionic-interactive tasks of the service industry and further evolve
from conventional HRI to Human and Robot Companion (HRC) (See Table 1).

This study proposes that the introduction of visual data into the current HRI model of
HSRs enables HSRs to have a high level of sensitivity to the social dynamic environment
while interacting with humans, thereby enhancing the current HRI model to HRC. With
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Table 1 Scenario based comparison for HRI and HRC.

Scenario:

HRI

HRC

Scenario 1: Hospitality:
The enhancement from HRI to HRC:
(1) Compared with HRI, robots in HRC can
recognize the environment (luggage) and
changes in customers’ appearance (red shirt),
which is in line with the proposed concept of
companion should become dynamic in the
theory of companionship.
(2) More enthusiastic and bionic interaction
capabilities (automatically detect whether they
are regular customers, and greet
enthusiastically).
(3) The robot in HRC remember the
customers’ past orders and provide meal
recommendation for well-being.

Scenario 2: Health care:
(1) The enhancement from HRI to HRC:
Robots have dynamic thinking and real-time
neural image captioning ability: able to deal
with emergencies and a quick decision making
from what it sees the environment in real-time.
(2) Robots has been improved from
conventional smart Q&A and interactions to
new concept of bionic companionship.

When you enter a hotel, you see a reception area
dominated by robots. When you approach the
reception area, the HSR will say “Welcome to
Hotel XYZ, please follow the instructions to
check-in on my display screen”. After
completing the check-in, the robot will tell
you the room number and issue you a room
card, you go to your room, change a suit and
prepare to go downstairs to eat. When you go
back to the reception, the robot says ‘welcome,
please follow the instructions to place an order
on my display’. You choose a few dishes that
look good on the screen of the robot, but when
the food comes up you don't seem to be
satisfied with the taste...

You bought a robot at home to monitor your
health. The robot obtains some of your health
indicators (such as temperature, blood
pressure, etc.) through some external devices.
When there is a problem with your indicators,
the robot can give you corresponding
suggestions or help you contact a doctor. A
total of 1 day you suddenly fainted at home for
some reasons, but because you did not aim at
the detection device connected to the robot,
the robot did not find your condition.
Fortunately, your neighbor found you fainted
at home. . .

When you enter a hotel, you can a reception
area thoughtfully served by robots. The robots
also see you and wave to you, ‘Welcome Jack,
you have a nice luggage, I can help you to
check-in. What else can I do for you? After
completing the check-in, the robot will tell
you the room number and issues you a room
card. You go to your room and change to a red
shirt to go downstairs to eat. When you go
back to the reception, the robot says,
“Welcome Jack, you wear nice red shirt, what
can I do for you?” You choose a few dishes
that look good on the robot’s screen, but the
robot tells you that ‘According to your past
order and diet preferences, these meals may
not be suitable for you. Feel free to change it to
a less cholesterol dishes with special house
promotion and I recommend you to take this
quality wine as a treat to have a healthy eating
while enjoying your stay with us.

You bought a home care robot to monitor your
health. The robot obtains some of your health
indicators (such as pulses, blood pressure,
etc.) through some external devices. When
there is a problem with your indicators, the
robot can give you corresponding suggestions
or help you contact a doctor. A total of 1 day
you suddenly fainted at home for some
reason. The robot discovered your real-time
condition through the deep learning vision
system and contacted the your family member
or hospital in time, subject to what the robot
sees, e.g., fainted human with lots of blood or
motion (call hospital for emergency); fainted
human with conscious and free speech (call
family members).

the continuous development of deep learning, some researchers have recently realized the

transformation of static pictures or videos from conventional camera input into text
descriptions (Li et al., 2020; Hu et al., 2020; Luo, Hsu ¢ Ye, 2019). This deep learning
algorithm model is called neural image capturing (NIC). This research attempts to adapt

and integrate NIC into HSRs and propose a novel framework (bionic-companionship

framework) to enhance the traditional HRI experience. This framework aims to improve the
current HRI interaction mode in the field of HSRs to a higher level of HRC (Yang ¢» Chew,
2021). The bionics in this research refers to the humanoid service robot imitating all the

tastes of life, trying to adapt to the seven emotions of ancient human nature (joy, anger,

sadness, fear, love, disgust, liking) and six biological wills (life, death, eyes, ears, mouth, nose)

(Chew et al., 2021). The system proposed in this study combines visual intelligence and

Speech Intelligence, and imitates human behavior in social activities, which is in line with the
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concept of robot bionics proposed by researchers such as Chew et al. (2021). Therefore, this
study believes that the proposed system is a bionic system.

RELATED WORKS

With the continuous development of HRI research, industrial robots have been able to
interact with humans accurately and self-adaptively. Some advanced control systems
(Zhang, Hu & Gow, 2020) and algorithms (Tang, Zhang ¢» Hu, 2020) have been proposed
as Industrial robots provide reliable support for completing interactive tasks in an
industrial environment. However, as HSRs began to enter the service industry, some
research cases began to discover that there are still problems with the interaction of HSRs
in the social environment. Caleb-Solly et al. (2018) believed that users can also help robots
when robots help users; meanwhile, users can give feedback to optimize the system.
The feedback reflects not only the optimization of the robot system but also the satisfaction
of customers. Chung ¢» Cakmak (2018) study indicated that hotels in the hospitality
industry want to collect customer feedback in real-time to immediately disseminate
positive feedback and respond to unsatisfactory customers while they are still on the scene.
Guests want to inform their experience without affecting their privacy. Stakeholders in the
hospitality industry hope that intelligent robots can interact more with users. Besides,
Rodriguez-Lizundia et al. (2015) concluded that the optimal distance between users and
robots is 69.58 cm. Specifically, interaction with a certain greeting mode can attract users to
maintain a longer interaction time; robots with the active search are more attractive to
participants. The interaction time is longer than that of passively searching robots,
suggesting that robots should be designed to keep at a certain distance from humans and
consider adding the ability to allow robots to actively identify customers and attract them.
Research suggests that the current interactive system used by HSRs lacks the ability
to process and adapt to dynamic social environments. The dynamic social environment
here refers to the same human behavior and language often expressing different meanings
in different social situations, such as In different situations, the handshake may require
two completely different interactive messages to respond. Therefore, this research proposes
the concept of HRC to develop a new interactive mode to solve the current problems
faced by HRI in the hospitality industry. For a more detailed comparison of HRI and HRC,
please refer to the video in the appendix link (https://youtu.be/fZmV4MKeYtQ).

Review of neural image captioning

The challenge of generating natural language descriptions from visual data has been
extensively researched in the field of computer vision. However, early research has mainly
focused on generating natural language descriptions from video-type visual data (Gerber ¢
Nagel, 1996; Mitchell et al., 2012). These systems convert complex visual data into
natural languages using rule-based systems. However, because the rules are artificially
designed, these systems are sufficiently robust, bionic, and have been shown to be
beneficial in limited applications such as traffic scenarios (Vinyals et al., 2015). In the past
decade, various researchers, inspired by the successful use of sequence-to-sequence
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training with neural networks for machine translation, proposed a method for generating
image descriptions based on recurrent neural networks (RNNs) (Cho et al., 2014;
Sutskever, Vinyals ¢ Le, 2014). In fact, this method of replacing the encoder in the
encoder-decoder framework in machine translation with image features transforms the
original complex task of generating image data caption into a simple process of
“translating” the image into a sentence (Cho et al., 2014). Furthermore, Donahue et al.
(2014) used long short-term memory (LSTM) for end-to-end large-scale visual learning
processes. In addition to images, Donahue et al. (2014) also applied LSTM to videos,
allowing their models to generate video descriptions. Vinyals et al. (2015) and Kiros,
Salahutdinov & Zemel (2014) initially proposed the structure of a currently popular neural
image generation algorithm based on the combination of a convolutional neural network
(CNN) image recognition model and a natural language processing (NLP) structured
model. Moreover, the neural image captioning algorithm based on the attention
mechanism has also attracted extensive attention in the field of computer vision. Denil
et al. (2012) proposed a real-time target tracking and attention recognition model driven
by sight data. Tang, Srivastava & Salakhutdinov (2014) proposed an attention-generation
model based on deep learning. From the perspective of visual neuroscience, the model
requires object-centric data collection for model generation. Subsequently, Mnih et al.
(2014) proposed a new recurrent neural network model, which can adaptively select
specific areas or locations to extract information from images or videos and process the
selected area at high resolution. As the algorithm has increasingly mature, the application
of the algorithm in related fields has also been breaking through recently, such as the
caption generation of car images (Chen, He ¢ Fan, 2017), the description generation of
facial expressions (Kuznetsova et al., 2014), and educational NAO robots driven by image
caption generation for video Q&A games for children’s education (Kim et al., 2015).
Recent research on image caption generation also shows that the accuracy and reliability of
the technology have increased (Ding et al., 2019). In addition, reinforcement learning

to automatically correct image caption generation networks have also been proposed
(Fidler, 2017). These deep learning-based studies have undoubtedly laid a foundation for
the possible NIC integration with HSRs as proposed in this study. The novel integration
led to the possibility for humanoid robots to interact with humans while recognizing
the social environment in real time, thereby improving the interactive service quality of
the HSRs.

Neural image caption generation algorithm ‘crash into’ robot

An increasing number of studies have been conducted on HRI combined with image
caption generation algorithm. Kim et al. (2015) used the structure of a convolutional neural
network (CNN) combined with RNN + deep concept hierarchies (DCH) to design and
develop an educational intelligent humanoid robot system for play video games with
children. In this study, CNN was used to extract and pre-process cartoons with educational
features, and RNN and DCH were used to convert the collected video features into Q&A
about cartoons. During the game, after watching the same cartoon, the child and the
robot ask and answer questions based on the content of the cartoon. The research results
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show that such a system can interact effectively with children. However, for HRIs, such
simple and limited-structured Q&A conditions cannot satisfy all the interaction scenarios
required. Cascianelli et al. (2018) used a gull-gated recurrent unit (GRU) encoder-decoder
architecture to develop a human-robot interface that provides interactive services for
service robots. This research solves a problem called natural language video description
(NLVD). The authors also compared the performance when using LSTM and GRU with
two different algorithms to solve these problems. They demonstrated that the GRU
algorithm runs faster and consumes less memory. This type of model may be more
suitable for HSRs. Although the research model is competitive on public datasets, the
experimental results on the designed datasets show that the model suffers from significant
overfitting. This proves that in the actual model training process, a specific training
dataset for HSR interaction should be established, and other methods (such as transfer
learning) should be considered to improve the generalization ability of the model for
interactive tasks. Luo et al. (2019) created a description template to add various image
features collected by the robot, such as face recognition and expression, to the generated
description. Compared with the previous models, their interaction is slightly more natural
and closer to the human description. However, Luo et al. (2019) use the model to
provide limited services to industry managers, hard to generalize, and not for developing
an entire HRI framework.

Like the research on robot vision language, research on robot vision action is in its
infancy. Yamada et al. (2016) used RNNs to enable robots to learn commands online from
humans and respond with corresponding behaviors. This research furthermore provides
a reference and direction for humanoid robots to use deep learning to obtain online
learning capabilities for human commands. Inspired by the above study, the rationale and
hypothesis proposed in the present research are that the description generated by the
neural image captions can drive HSRs to perform appropriate behaviors, and HSRs can even
obtain online learning capabilities of interacting with surrounding people through studying
and analyzing social environments. Tremblay et al. (2018) and Nguyen et al. (2018)
believe that non-experts often lack the rationality of task descriptions when issuing
instructions to robots. They use deep learning to allow robots to automatically generate
human-readable instructions’ descriptions according to the surrounding social environment.
In addition, Nguyen et al. (2018) also used visual data to make humanoid robots imitate and
learn human actions under corresponding commands so that the robot can learn how to
complete the corresponding tasks only through visual data; however, social robots cannot
complete precise control of movements when they imitate movements of visual data.

CONTRIBUTION TO THE KNOWLEDGE: THE BIONIC-
COMPANIONSHIP FRAMEWORK WITH NIC FOR HSRS

The contribution of the present study is the novel investigation and design of the bionic-
companionship framework for HSRs, adapting and integrating neural image caption
generation algorithms and bionic humanoid robots, to be validated in a lab-controlled
environment and real-life exploration. The new HRC framework is anticipated to enhance HRI
to reach a new state, making it possible for HSRs to become bionic companions of humans.
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This study proposes adapting and integrating deep learning techniques to one of the

world’s most advanced HSRs so that robots can autonomously and in a timely fashion

convert pictures or data information captured by robotic visions and sensors into texts

or sentences in order to respond and communicate more naturally with humans. The

conceptual model of the proposed system consists of various modules, as shown in Figs. 1,

2. The contributions of this research are summarized as follows:

1. In order to solve the current problems of HSRs in the hospitality industry, a new

interactive concept-HRC is proposed.

2. A novel bionic interaction framework is designed based on the proposed HRC.

3. A system that can be used on HSRs is developed based on the bionic interaction

framework, and the system has been tested and verified. The preliminary results prove

that the system can enable HSRs to handle dynamic social environments.

Humanoid service robot used in research

The design and investigation of this HRC framework involves using the Canbot U05E

humanoid robot (see Fig. 1 for the high-level design, Figs. 2-5 for further details)

(CANBOT, 2020). The robot’s 22-degree-of-freedom motion joints enable it to perform a
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variety of simulated movements, such as raising the head, turning the head, raising the
arm, shaking the crank, shaking hands, leaning back, walking, and turning, and based on
the proposed framework, it can acquire natural human behaviors and, as a result,
efficiently interact with humans. In addition, Canbot U05E’s advanced vision system and
sensors can collect more complete environmental data for the proposed design and make
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0. A black dog is running after a white dog in the snow. 0. A man and a dog are sitting on a park bench with several people walking down the
path that runs alongside it .

1. Black dog chasing brown dog through snow
1. A man and a dog on a park bench in the foreground , with a group of waking

2. Two dogs chase each other across the snowy ground. people in the distance .

3. Two dogs play together in the snow 2. A man sits on a bench in the park with a dog , while others walk nearby .

3. People sit on a park bench while others jog on a path .

4. Two dogs running through a low lying body of water.
8 8 8 ying - 4. The man sits with his dog on a bench in a park .

Figure 4 Samples Flickr 8k (Rashtchian et al., 2010) training data set.
Full-size K&l DOT: 10.7717/peerj-cs.674/fig-4

the novel framework more robust. The robot is designed to imitate the human’s seven
senses, providing strong support for the concept and implementation of the bionic partner
designed in this study.

Bionic-companionship framework

In this study, we review the previous works on this topic and research gaps in the literature
and describe a novel humanoid service robot and human interaction framework with
neural image subtitles as its core (details are shown in Fig. 2). The framework uses the
structure of the NIC algorithm to better realize the interaction of HSRs from HRI to
the direction of bionic-companionship. According to the initial descriptions of robot
companions, as in the studies by Turkle (2006) and (Kim et al., 2015), the proposed
framework should provide HSRs with more natural interactions and a more sensitive
understanding of the environment, and hence, the design of the framework is divided into
two subsystems (see the dotted red).

Image/video description generation system

These subsystems are the core modules of the entire interactive framework. HSRs collect
visual data of the surrounding environment through equipped visual sensors (such as
HD or 3D cameras) and sensors (such as tactile and radar). The type of visual data
collected depends on the complexity of the interactive task to be completed by HSRs. It is
generally considered that more complex interactive tasks require the use of continuous
images or real-time videos. The system uses the latest neural image generation algorithm
structure and CNN to perform feature extraction on the pictures and video data of the
surrounding social environment, and converts the data into feature vector sequences that
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HSR-NIC(The model used
in this study is: Robot
Nightingale)
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-
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=
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Fig 3

Figure 5 The infrastructure of the humanoid service robot generating neural image captions as part
of the bionic companionship framework. Full-size k&l DOT: 10.7717/peerj-cs.674/fig-5

can be used by RNN. Finally, the RNN completes the process of generating an interactive
description from the visual data. HSRs use a speech synthesis system that converts these
descriptions into voices to communicate with humans. This process is different from
the past mode of using HSRs human sensing sensors and setting fixed interactive feedback;
the innovation of this system is that HSRs can automatically and naturally generate
interactive feedback. This means that the change in the scene during the interaction will
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cause a continuous change in the interaction feedback, and this change is not preset by
humans. In addition, in further conversation interactions, human voice response and
social environment data will be coordinated by HSRs and produce continuous
conversation interaction behavior.

Command-robot behavior system

For HSRs, simple conversation interactions are insufficient. HSRs should generate
corresponding motions based on visual and human behavior data. For example, when
humans wave to a robot, the robot should also actively respond. The hypothesis of this
study is to classify or cluster description text generated from visual data and use these
classified description texts to control the motions of HSRs in response to complex
interactive tasks. For example, when the description generated by neural image captions is
“Hello”, then HSRs will automatically determine whether ‘Hello’ matches a category that
requires interactive motion and performs corresponding motions such as waving.

PILOT TESTING, PRELIMINARY RESULTS, AND
DISCUSSION

In the present study, we designed and integrated a classic NIC model on the HSR and
performed a preliminary evaluation.

Introduction to HSR-NIC model

The structure of the HSR-NIC algorithm used in this study was adapted and enhanced
from the model structure proposed by Mao et al. (2014) who used a classic encoder-
decoder structure. In this study, the encoder uses the Xception pre-trained CNN to convert
the input image into a feature vector. The word sequence is then input into the LSTM after
a layer of word embedding layer, and finally, and add operation is performed on the
word features output by the LSTM and the image features extracted by the trained CNN.
These are then input into a decoder composed of a single-layer fully connected layer,
which generates the probability distribution of the next word using a softmax layer. The
LSTM introduced by the model can solve the long-term dependency problem in the
traditional RNN, thereby improving the accuracy of the model. The dense representation
of word embedding can reduce the amount of calculations involved in the model; it also
enables the model to capture similar relationships between words. In addition, the
model used in this study also introduces a dropout layer with a probability of 50% to
increase the robustness of the model. The teacher forcing mechanism was used during
model training to accelerate the model training process. The optimizer used in the research
is Adam, which has the advantages of making the model converge more quickly and
automatically adjusting the learning rate with learning. The variables of the model are
updated by minimizing the cross-entropy loss between the probability distribution of the
predicted result and the probability distribution of the true result and back-propagation.
The model structure diagram as follow (Fig. 3).
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Model forward propagation process

The training process of the image captioning task can be described as follows: For a picture
in the training set, its corresponding description is a sequence that represents the words in
the sentence. For model 0, given input image I from the HSR’s vision, the probability of the
model generating sequence is expressed as

P(S|T;0) = TN P(S:[So, S, - - -, Si-1,1; 0) (1)
The logarithm of the likelihood function is used to obtain the log-likelihood function:

N
log P(S|1;0) = > " 1og P(S:[So, S, .- Si-1,1; 0) )

The training objective of the model is to maximize the sum of the log-likelihoods of all

training samples:
0" = argmax, Z(I,S) log P(S|I; 0) (3)

where (I, S) is the training sample. This method of maximum likelihood estimation is
equivalent to empirical risk minimization using the log-loss function. Therefore, in the
forward propagation process of this research model, the image feature vector Iv is extracted
from the image using the CNN, and a two-dimensional vector of shape (batch size, 2048) is
the output.

I, = CNNy(I) (4)

The extracted image features need to be encoded by a fully connected layer into the
context feature vector C that can be matched with word features. The word feature vector
is the output Oy of the LSTM over the time step. The input word of LSTM passes through a
word-embedding layer to generate a dense vector representation W(s).

C= Wy(L,), O = LSTMy(W(s)) (5)
Finally, word feature Ot and context feature C are together input into a decoder

composed of a single fully connected layer after the softmax calculation generates the
probability distribution of the next word P(S;|I; 0).

P(Si|I; 0) = softmax(Wy(C + Oy)) (6)
The loss function is expressed as
T
L= ylogp®” + (1-y")log(1—-p) (7)

Training dataset

For the present study, we use Flickr 8k (Rashtchian et al., 2010) as the training dataset. This
is a new benchmark collection for sentence-based image descriptions and searches. It
consists of 8,000 images. Each image was paired with five different captions. These
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captions provide content descriptions of the objects and events in the picture. The images
do not contain any well-known people or locations but depict random scenes and
situations. Examples of datasets are shown in Fig. 4. The Flickr 8k dataset not only contains
images of animals and objects, but also of some social scenes. These data can help robots to
better understand natural, day-to-day scenes.

The process of humanoid service robot generating image captions
To explore the feasibility of the bionic-companionship framework, preliminary tests were
conducted on a real humanoid service robot (Canbot UO5E). The process of generating
image captions by a humanoid service robot is divided into four steps, as shown in Fig. 5.

Step 1. The HSR-NIC API is responsible for controlling the robot to call the high-
definition camera to collect surrounding environment information (the data collection in
this study is focused on HSR capture images). The collected data will be sent to the
local host service program through the HTTP protocol and wait for a response from
the HSR.

Step 2. The HSR-NIC localhost server program receives the data, and the requests
perform preliminary processing and cleaning of the data (image) and send the data
(image) to the HSR-NIC model server program to wait for the calculation result (the
generated caption description).

Step 3. The HSR-NIC model server program analyzes the image data according to the
training parameters saved before, generates the descriptive caption, and returns it to the
local server.

Step 4. The HSR-NIC local server program sends the caption description to the robot
application through the HTTP protocol, and the robot application controls the robot to
respond according to the caption description, such as speech synthesis and motion control.

Preliminary test results and limitation
In this study, we conducted a preliminary test on a humanoid service robot integrated with
the NIC algorithm. The results of the preliminary test were found to be promising.

With the discuss of the last chapter, the research will integrate the NIC into the HSRs
to make the HSRs take advantage of the change of the surrounding environment interact
with the human better. Therefore, the system proposed by this research will combine
qualitative analysis and quantitative analysis to initially validate the performance of the
system.

This study introduces the cross-entropy loss curve of the last 50 epochs of the model
as the evaluation metric for quantitative analysis. As shown in the Fig. 6, the model
finally converges to the minimum loss value of 2.65 in the training set and 2.71 in the
validation set, which proves that the model has no over-fitting and under-fitting, and has
generalization ability. Since the loss value is calculated from the sum of the difference
between the probability value of each predicted word in the predicted description and the
true value, the loss value will be affected by the sentence length of the predicted
description. In related work, researchers (Li ef al., 2020; Hu et al., 2020) used some more
reliable evaluation methods to evaluate the performance of the model, including the

Yang et al. (2021), Peerd Comput. Sci., DOl 10.7717/peerj-cs.674 13/20


http://dx.doi.org/10.7717/peerj-cs.674
https://peerj.com/computer-science/

PeerJ Computer Science

|
\ — loss_train — loss_valid
]

0 10 20 k) 4 50 0 10 20 b ey L)

Figure 6 Loss curve of NIC model on training set and validation set.
Full-size K&l DOT: 10.7717/peerj-cs.674/fig-6

BLUEA4 (Papineni et al., 2002) and CIDEr (Vedantam, Lawrence Zitnick ¢ Parikh, 2015).
These evaluation metrics are usually used in the field of machine translation instead of
manual evaluation. Since the tasks handled by the NIC model can be regarded as translated
from images/scenes into English, the evaluation metrics can also be applied to the
evaluation of NIC. This study will use qualitative analysis to replace quantitative analysis of
metrics such as BLUE4 and CIDEr, so as to further evaluate the preliminary performance
of HSR after the integrated NIC model.

As shown in Figs. 7 and 8, the researcher conducted two sets of tests in three different
scenarios with HSR. In the first set of tests, the researcher wore a hat and changed
scenarios. In the second set of tests, the researcher did not wear a hat, and the scene
switching method was the same as in the first set. It can be seen from the experimental
results that the humanoid robot can complete the perception of scene switching through
this algorithm and generate a rough description of the scene. In the first set of tests, most of
the content described was accurate. The robot equipped with the NIC algorithm can
effectively identify ‘man’, ‘black shirt’, and ‘sitting on a bench’. However, in the second
group of tests, there were many errors in the recognition results. This could be attributed to
the researcher’s long hair. Interestingly, researchers with long hair are easily identified
as women or children. This indicates that the accuracy of the NIC algorithm still has room
for improvement.

In addition, in order to test the performance of the system in a dynamic environment.
The researcher conducted the test in a real environment (as Fig. 8). The researcher selected
six real environments as the test data and let the robot generate interactive information.
Among the six real interactive environments, there are three scenes that can be more
accurately recognized by the robot and produce corresponding descriptions. The
description information can correspond to the test environment, and the corresponding
part of the description has been highlighted with the same color in the Fig. 8. Some of
the objects, facilities, and human movements in these scenes can be accurately predicted,
such as sidewalk, traffic, bench, building, building, etc. However, in the other three
environments, the robot did not give an accurate description. The researchers believe that
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Man in black shirt and jeans Man in black shirt and jeans Man in black shirt and
is sitting on the ground with s sitting on the ground sunglasses is sitting on bench

Animal

Two girls are playing on Two girls are sitting on bed Two children are playing on the
the_grass laughing grass

Figure 7 A series of preliminary testing results captured from Canbot UO5E and bionic-
companionship preliminary framework. Full-size K&l DOT: 10.7717/peerj-cs.674/fig-7

this may be due to the fact that the training set does not contain objects in these three
environments, causing the model to fail to learn how to express the ‘unfamiliar
environment’.
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man in helmet is sitting on the man is sitting on bench with his feet in the air
sidewalk with traffic

man in blue shirt is sitting on bench  man sitting on the ground with his feet up in the air
with his feet up in front of building

man in black shirt is man is standing in front of crowd
in front of large building

Figure 8 Real social environment test examples. Full-size K&l DOT: 10.7717/peerj-cs.674/fig-8

In general, as per the results of the to two experimental sets, it was proven that the robot
equipped with the NIC algorithm can capture the changes in the surrounding environment
and generate different feedbacks according to the changes. The results also demonstrate
the feasibility of the proposed bionic-companionship framework. Although there is still a gap
between the prediction results of the algorithm and the real communication scene,
the researcher believes that special data collection for some specific interaction scenarios
and model training for these specific data can be effective in addressing this gap. Future
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research directions will mainly focus on improving the accuracy of algorithms and
achieving more human-like interactions. (The detailed process is shown in the HSR-NIC
demo video.) In addition, the researcher believes that the scene understanding of static
images is the basis for dealing with dynamic environments. Some researches have
mentioned that the introduction of related algorithms of object detection into NIC can
identify and generate descriptions of scenes in dynamic environments. This is also the
current research limitation of this research and the research challenges that will be faced in
the future.

CONCLUSIONS

This study presents a review of neural image generation algorithms and application cases
in the field of robotics, and proposes a novel humanoid service robot and human
interaction framework based on the bionic-companionship theory. The subsystems of the
bionic-companionship framework are designed and introduced in detail. Preliminary tests
also initially proved that the framework could increase the sensitivity of HSRs to changes
in the surrounding environment. The proposed framework will contribute to further
development from HRI to HRC. Future work will focus on implementing each of the
subsystems in the framework and applying the framework to HSRs to verify its
performance.
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ABSTRACT

This study aims at classifying flat ground tricks, namely Ollie, Kickflip, Shove-it,
Nollie and Frontside 180, through the identification of significant input image
transformation on different transfer learning models with optimized Support Vector
Machine (SVM) classifier. A total of six amateur skateboarders (20 + 7 years of age
with at least 5.0 years of experience) executed five tricks for each type of trick
repeatedly on a customized ORY skateboard (IMU sensor fused) on a cemented
ground. From the IMU data, a total of six raw signals extracted. A total of two input
image type, namely raw data (RAW) and Continous Wavelet Transform (CWT), as
well as six transfer learning models from three different families along with grid-
searched optimized SVM, were investigated towards its efficacy in classifying the
skateboarding tricks. It was shown from the study that RAW and CWT input images
on MobileNet, MobileNetV2 and ResNet101 transfer learning models demonstrated
the best test accuracy at 100% on the test dataset. Nonetheless, by evaluating the
computational time amongst the best models, it was established that the CWT-
MobileNet-Optimized SVM pipeline was found to be the best. It could be concluded
that the proposed method is able to facilitate the judges as well as coaches in
identifying skateboarding tricks execution.

Subjects Artificial Intelligence, Data Science, Embedded Computing, Emerging Technologies
Keywords Classification, Support vector machine, Skateboarding, Machine learning,
Transfer learning

INTRODUCTION

A skateboard is a short, narrow board with two small wheels attached to the bottom of
either end. Skateboarders ride on this apparatus to perform tricks, including jumps (ollies),
flips and mid-air spins. It is worth noting that this sport shall make its Olympic

debut in the now delayed Tokyo 2020 Olympic Games. In general, in skateboarding
competitions, the judging is done manually and subjectively through the observation of
selected professional judges. However, it is worth mentioning at this juncture that the
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Head Judge for Skatepark of Tampa & Board has pointed out the myriad difficulties in
providing a judgement in a skateboarding event (Pappalardo, 2014). Amongst the notable
factors reported were the style, speed, difficulty, consistency, trick selection and originality.
Such obstacles are also faced by the coaches in providing comprehensive feedback to
further improve the performance of the athletes (Stein et al., 2018).

Owing to the advancement of technology, the employment of machine learning and, to
a certain extent, deep learning has received due attention in human and sports activity
recognition. For instance, Chen ¢» Xue (2015) employed a deep learning model on data
captured via an accelerometer for human activity recognition (HAR). The authors
extracted the acceleration data through an android phone with a sampling frequency of
100 Hz from the built-in tri-axial accelerometer. Eight activities were investigated, i.e.,
falling, running, jumping, walking, step walking, walking quickly, walking downstairs and
upstairs from 68 males and 32 females. A total of 31,688 labelled samples utilized, where
27,395 samples used for training, and the remaining 4,293 were used for testing. The
authors fed the raw signal transformed images to Convolutional Neural Network with a
three convolutional layer and three pooling layer architecture. Moreover, conventional
feature extraction methods via Fast Fourier Transform, as well as Discrete Continuous
Transform apart from the original time-domain signals that were paired with Support
Vector Machine and Deep Belief Network models, were also investigated. It was shown
from the study that the proposed CNN model could achieve a classification accuracy (CA)
of 93.8% of accuracy and was better than that of the other models evaluated.

Akula, Shah & Ghosh (2018) investigated the use of multi-stage CNN on infrared
images for HAR. The action data were collected from 18 females and 34 males between the
age range of 19 to 28 years old. The FLIR E60 thermal infrared camera was utilized to
capture a total of 5,278 image samples. The images consist of four main categories of
actions, namely falling, sitting, walking, and standing. Additional subclasses for falling and
sitting was also included, in which for falling includes fallen on the ground and fallen on
the desk, whilst for sitting were sitting on a chair with and without a desk. The 5-fold
cross-validation was employed. The images were split into training, validation, and testing
phase with 28,844, 1,255, and 1,179 samples image, respectively. The proposed deep
learning model could achieve a CA of 87.44% against the Histogram of Oriented Gradients
(HOG)-SVM pipeline, which attained a CA of 85.9%.

Lee, Yoon and Cho (2017) evaluated the efficacy of CNN against a conventional machine
learning model, i.e., Random Forest (RF), in the classification of HAR from data gathered
via a tri-axial accelerometer. Five subjects participated in the study where three activities,
namely staying still, running, and walking was recorded via Nexus 6P Huawei
smartphones. The raw x, y and z signals were transformed into a single magnitude vector
data (1D) with two-size feature vectors of 10 and 20 s denoted as Featurel0 and Feature20,
respectively. The RF model was evaluated via MATLAB whilst the CNN model via
TensorFlow. It was shown from the study that the proposed 1D CNN achieved a CA of
91.32% for FeaturelO and 92.71% for Feature20, respectively outperforming the
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conventional RF model, which achieved a CA of 85.72% and 89.10% for Featurel0 and
Feature20, respectively.

Conversely, Rangasamy et al. (2020) proposed the employment of the Transfer Learning
paradigm for hockey activity recognition. The authors employed a pre-trained CNN,
specifically VGG16, to extract features from four main hockey activities, namely free
hit, goal, penalty corner and long corner, respectively. The dataset collected from
International Hockey Federation (FIH) YouTube videos of the 2018 Hockey World Cup
with a resolution of 1,280 x 720. A total of 400 frames been used and resized to 224 x 224
pixels. Different hyperparameters, namely the number of epochs with a different
number of batch training of 100, 200 and 300, were fine-tuned at the fully connected layer
utilizing a 10-fold cross-validation technique. The preliminary result showed that the
model with 300 epochs achieved the highest CA of 98% then followed by 200 and 100
epochs with CA of 95% and 90%, respectively.

In relation to skateboarding, Groh, Kautz & Schuldhaus (2015) proposed the
employment of machine learning in classifying six different skateboarding tricks using four
machine learning classifiers, namely Naive Bayes (NB), Partical Decision Tree (PART),
Support Vector Machine with radial kernel basis kernel (RB-SVM) and k-Nearest
Neighbor (kNN). Seven experienced male skateboarders between the age of 21 to 29
participated in the study. The data was gathered via an Inertial Measurement Unit (IMU)
that was placed behind the front truck of the board. It was shown from the study that RB-
SVM, as well as NB models, could achieve a CA of 97.8%. In an extended study, Groh et al.
(2017) then enhanced the proposal by classifying thirteen classes for eleven skateboarding
tricks, one class for bails and one class for other detected events with no trick. In this
enhancement, the authors evaluated five classifiers which are NB, Random Forest (RF),
Linear Support Vector Machine (LSVM), RB-SVM and kNN. It was shown from the study
that the RB-SVM model was the best model amongst the models evaluated with a CA of
89.1%.

In a much earlier study, Anlauff et al. (2010) evaluated the efficacy of Linear Discriminat
Analysis (LDA) in classifying three classes of two fundamental skateboarding tricks,

i.e., Ollie and Ollie180 and one for no trick event. One skateboarder participated in the
study, in which the skateboarder executed the tricks repeatedly for 20 times. A 10-fold
cross-validation technique was employed on the training dataset, and it was shown from
the study that an average CA of 89.33% was reported. Conversely, in a recent investigation,
Corréa et al. (2017) develop an Artificial Neural Network (ANN) model in classifying
five skateboarding tricks. Interestingly, the authors artificially generated the dataset based
on the acceleration data reported in Groh, Kautz ¢» Schuldhaus (2015). A single hidden
layer architecture was employed with 28 hidden neurons with a tan-sigmoid activation
function trained with the Scaled Conjugate Gradient learning algorithm on a dataset that is
split with an 80:20 ratio for training and validation. The study evaluated the model on data
attained from the Z-axis only and the combination of XYZ axes. It was shown that the
ANN developed for the Z-axis could achieve e a CA of 98.7%

In a more recent study, Abdullah et al. (2020) inspected six machine learning models,
viz. SVM, kNN, ANN, Logistic Regression (LR), RF and NB in classifying five
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skateboarding tricks. An amateur skateboarder participated in the study in which the
accelerometer and gyro data along the XYZ axes were acquired. Different statistical time-
domain features were extracted from all the signals, i.e., mean, skewness, kurtosis, peak
to peak, root mean square and standard deviation. A CA of 95% was reported to be
attained via the features extracted on the LR and NB model. It could be seen from the
limited literature available with regards to the employment of machine learning in
classifying skateboarding tricks demonstrated commendable classification accuracy.
Nevertheless, it is also evident from the literature reported that the use of CNN could
mitigate the shortcomings of conventional machine learning models, particularly in
acquiring significant features that would consequently yield better predictions. Therefore,
this paper aims to address the gap by leveraging the use of a variation of the CNN
model, i.e., the transfer learning model with its fully connected layer replaced with an
optimized SVM model towards the classification of skateboarding tricks. The effect of
input image transformation towards classification accuracy is also investigated.

METHODOLOGY

Data collection

The skateboarding tricks signals were acquired through an instrumented inertial
measurement unit (IMU) device developed. The device is embedded with an MPU6050
sensor, a Bluetooth 2.0 module, a microcontroller and a 3.7 V Lithium Polymer
rechargeable battery. The device is paired together with a riser pad on the other side of the
truck to give balance to the skateboard. Specifically, the device is mounted behind the
front truck, and the pair are fixed with a nylon lock nuts (nyloc). The whole case and riser
pad are made from ABS material printed via Zortrax M200 3D printer. The design of the
IMU device is inspired by the works carried out by (Groh, Kautz ¢» Schuldhaus, 2015).
Figures 1 and 2 depicts the placement of the instrumented device from the frontal and rear
view.

The chosen skateboarding tricks in the present investigation are Ollie (O), Nollie
Frontside Shuvit (NFS), Frontside 180 (FS180), Pop Shove-It (PS) and Kickflip (KF).
The selection of the tricks is non-trivial as it is the most common moves that are executed
by a skateboarder in any competition (Groh, Kautz & Schuldhaus, 2015; Corréa et al.,
2017). The skateboarding tricks were performed by six 20 + 7 years old amateur
skateboarder with at least 5 years of experience and been executed successfully five times
per trick. Universiti Malaysia Terengganu granted Ethical approval to carry out the
study within and with its associated facilities (Ethical Application Ref: UMT/JKEPHMK/
2021/53) whilst informed consent was obtained from the skateboarders participated in the
present investigation.

Input signal image transformation

In general, there were six simultaneous different raw signals data collected from the
device per successful trick. The raw signals data were solely taken from the IMU embedded
in the device. They are x-axis linear acceleration (aX), y-axis linear acceleration (aY), z-axis
linear ac-celeration (aZ), x-axis angular acceleration (gX), y-axis acceleration (gX), and
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Figure 1 The position of the instrumented device on the skateboard (front view).
Full-size K&l DOT: 10.7717/peerj-cs.680/fig-1

Figure 2 The placement of the instrumented device on the deck (rear view).
Full-size K&l DOT: 10.7717/peerj-cs.680/fig-2

z-axis acceleration (gZ). All these six raw signals data were synthesized into a single image

representing one single skateboarding trick according to the default image size based on
Table 1.
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IMU Signals

Synthesized Transformed Image

Table 1 Default size settings of the transfer learning models.

No. Model Flatten reshape Input image
Height Width

1 MobileNet 7*7*1,024 224 224
2 MobileNetV2 7*7*1,280 224 224
3 NasNetLarge 11 * 11 * 4,032 331 331
4 NasNetMobile 7 *7* 1,056 224 224
5 ResNet101 7*7*2,048 224 224
6 ResNet101V2 7 *7%*2,048 224 224
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swapped with Optimised
Support Vector Classifier

Pre-trained CNN
(Convolution Layers for Feature Extraction)

8

Accelerameter Data

~N s ™~ s \ s N
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> Vector Machine Skatek?oardmg
Gyrascope Data ) Tricks
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J & J/ \ J J
Data Acquisition Input Image Transfer Learning Classifier Output
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Figure 3 RAW-TL-optimized SVM pipeline.

Full-size 4] DOT: 10.7717/peerj-cs.680/fig-3

Two input image transformation were chosen for this study. The basic input image
was the raw transformation (RAW), where it is directly synthesized from the six raw
signals stacked in a single image. The second input image transformation was a
scalogram image transformed via Continuous Wavelet Transform (CWT). CWT is
the representation of the time-frequency domain of a set of signals that have been
demonstrated to be effective for non-stationary signals (Qassim et al., 2012). The
resolution represented through the CWT algorithm has been reported to be beneficial
owing to the exploitation of the small scale of high frequencies and large scale of low
frequencies (Tiirk ¢ Ozerdem, 2019). Moreover, it has also been reported to provide a
better representation of the arrangement of the frequency domain features as compared to
Fourier Transforms. The mother wavelet that was used in this research is the Morlet
Wavelet. Morlet wavelet is the multiplication of the complex exponential and Gaussian
window. The Morlet algorithm gives an innate link between frequency and time domain to
distinguish the signals acquired via Fourier Transform.

Feature extraction: transfer learning

A total of six transfer learning models was used for this study. The proposed architecture
investigated is depicted in Fig. 3 (RAW) and Fig. 4 (CWT), respectively. This study exploits
the use of three families of pre-trained CNN models, i.e., the MobileNet, NasNet and
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Figure 4 CWT-TL-optimized SVM pipeline. Full-size K&l DOTI: 10.7717/peerj-cs.680/fig-4
Table 2 Hyper-parameter description and range of value.
No. Hyper-parameter Description Range
1 Kernel Type of kernel ‘linear’, ‘poly’, ‘rbf
2 Degree Degree of polynomial function 2-6
(only applicable for ‘poly’ kernel)
Gamma, y Kernel coefficient 0.1, 1, 10, 100
4 C Strength of the regularization 0.01, 0.1, 1, 10, 100

ResNet families. The rationale of employing transfer learning (TL) models is to reduce the
model development time as the CNN models are not required to be built from scratch
(Amanpour & Erfanian, 2013; Chronopoulou, Baziotis & Potamianos, 2019; Mahendra
Kumar et al., 2021). A departure from conventional means of using such models is that the
present study replaces the fully connected layers that is often referred to dense layers with a
conventional machine learning model, i.e., SVM. Hence, the convolution layers of the
transfer learning models utilized are used exclusively for feature extraction purpose.

The list of the transfer learning model and their respective parameters are tabulated in
Table 1.

Classifier: support vector machine

The features extracted from the different transfer learning models based on the input
images are fed into a variety of SVM models. The variation is based on the different
hyperparameters evaluated, namely, the type of kernel, viz linear, radial basis function
(rbf) and polynomial (poly); the degree of the polynomial function, which was varied
between two to six; (2-6); the kernel coefficient or gamma, y (0.1, 1, 10, 100); and strength
of the regularization, C (0.01, 0.1, 1, 10, 100), respectively. It is worth noting that the y
parameter affects the rbf and poly-based SVM models. The loss function of the SVM
classifier built-in in the scikit-learn package is the squared-hinge loss function. Table 2
lists the hyperparameters evaluated. The dataset was split into a ratio of 60:20:20 for
training, testing and validation, respectively, on the 150 synthesized images per input
transformation. The hyperparameters of the SVM models were tuned via the grid-search
algorithm via the three-fold cross-validation technique on the training dataset. A total of
125 SVM models were developed per transfer learning model and per image input.
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Figure 5 An example of a binary confusion matrix. Full-size K&] DOT: 10.7717/peerj-cs.680/fig-5
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Figure 6 Example of the input image transformation.  Full-size K] DOTI: 10.7717/peerj-cs.680/fig-6

Therefore, 1,500 pipelines (which consist of input image-transfer learning model-tuned
SVM model) were evaluated in the present investigation. It is worth noting that the overall
pipeline was evaluated on an Intel Core i7 4800MQ @ 2.70 GHz with 8 GB DDR3 800
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Table 3 Classification accuracy of transfer learning model with SVM for the different input image.

No. Input image Model Accuracy
Train Validate Test Average
1 RAW MobileNet 1.00 1.00 1.00 1.00
2 RAW MobileNetV2 1.00 1.00 1.00 1.00
3 RAW NasNetLarge 1.00 0.88 1.00 0.94
4 RAW NasNetMobile 1.00 0.88 1.00 0.94
5 RAW ResNet101 1.00 1.00 1.00 1.00
6 RAW ResNet101V2 1.00 0.88 1.00 0.94
7 CWT MobileNet 1.00 1.00 1.00 1.00
8 CWT MobileNetV2 1.00 1.00 1.00 1.00
9 CWT NasNetLarge 1.00 0.88 0.96 0.92
10 CWT NasNetMobile 1.00 1.00 0.92 0.96
11 CWT ResNet101 1.00 1.00 1.00 1.00
12 CWT ResNet101V2 1.00 1.00 0.96 0.98
mmm MobileNet mmm NasNetlarge £ ResNet101

Average Accuracy Score

=) MobileNetv2

@l NasNetMobile

Input Image

B ResNet101V2

Figure 7 The average classification accuracy of different pipelines developed for the different input
Full-size K&l DOT: 10.7717/peerj-cs.680/fig-7

image evaluated.

MHz RAM and an Intel HD Graphics 4,600 via Spyder 3.3.6, a Python IDE running on
Python 3.7 along with associated libraries, i.e., scikit-learn 0.22.1 and Keras 2.3.1:

Tensorflow 1.14.0.
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Table 4 Computational time between the evaluated pipelines.

No. Input image Model Time (s)
Train Validate Test
1 RAW MobileNet 0.5000 0.1250 0.1250
2 RAW MobileNetV2 0.1563 0.1563 0.1563
3 RAW NasNetLarge 6.0000 1.5938 1.4375
4 RAW NasNetMobile 0.4844 0.1250 0.1250
5 RAW ResNet101 1.0063 0.2656 0.2500
6 RAW ResNet101V2 1.0938 0.2653 0.2653
7 CWT MobileNet 0.4688 0.1094 0.1094
8 CWT MobileNetV2 0.6094 0.1563 0.1563
9 CWT NasNetLarge 5.7188 1.4844 1.4375
10 CWT NasNetMobile 0.5000 0.1406 0.1250
11 CWT ResNet101 1.0156 0.2656 0.2500
12 CWT ResNet101V2 1.0781 0.2656 0.2656
m RAW =3 OWT
ResNet101V2
ResNet101
0}
-
°
=
O NasNetMobile
£
£
[
3
© MNasNetLarge
b7
c
E
MobileNetv2
MobileNet

0.0 01 0.2 0.3 04 05 06 0.7 08 09 10 11 12 13 14 15
Time, s

Figure 8 Prediction time of the different pipelines developed for the different input image evaluated.
Full-size &) DOTI: 10.7717/peerj-cs.680/fig-8

Linear,
yiw-x;+b)>1—¢ i=1 ..., m (1)
Polynomial, ‘poly’

K(x,x) = (x-x+)! (2)
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Table 5 Precision of transfer learning model with SVM for the different input image.

No. Input image Model Precision

Train Validate Test
1 RAW MobileNet 1.00 1.00 1.00
2 RAW MobileNetV2 1.00 1.00 1.00
3 RAW NasNetLarge 1.00 0.89 1.00
4 RAW NasNetMobile 1.00 0.93 1.00
5 RAW ResNet101 1.00 1.00 1.00
6 RAW ResNet101V2 1.00 0.93 1.00
7 CWT MobileNet 1.00 1.00 1.00
8 CWT MobileNetV2 1.00 1.00 1.00
9 CWT NasNetLarge 1.00 0.91 0.97
10 CWT NasNetMobile 1.00 1.00 0.93
11 CWT ResNet101 1.00 1.00 1.00
12 CWT ResNet101V2 1.00 1.00 0.97
Table 6 Recall of transfer learning model with SVM for different input image.
No. Input image Model Recall

Train Validate Test
1 RAW MobileNet 1.00 1.00 1.00
2 RAW MobileNetV2 1.00 1.00 1.00
3 RAW NasNetLarge 1.00 0.88 1.00
4 RAW NasNetMobile 1.00 0.88 1.00
5 RAW ResNet101 1.00 1.00 1.00
6 RAW ResNet101V2 1.00 0.88 1.00
7 CWT MobileNet 1.00 1.00 1.00
8 CWT MobileNetV2 1.00 1.00 1.00
9 CWT NasNetLarge 1.00 0.88 0.96
10 CWT NasNetMobile 1.00 1.00 0.92
11 CWT ResNet101 1.00 1.00 1.00
12 CWT ResNet101V2 1.00 1.00 0.96

Radial basis function, rbf
=]
K(x,x¥)=e 207 3)

where w is the weighting vector, b is the constant, and ¢ is the nonnegative slack variable.

Performance evaluation

In the present study, a number of evaluation metrics were used. The accuracy score

represents the accuracy of the model in predicting the corresponding value to the true

value. The value ranges from zero to one where zero indicates a total misclassification
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Table 7 Fl-score of transfer learning model with SVM for different input image.

No. Input image Model F1-score

Train Validate Test
1 RAW MobileNet 1.00 1.00 1.00
2 RAW MobileNetV2 1.00 1.00 1.00
3 RAW NasNetLarge 1.00 0.88 1.00
4 RAW NasNetMobile 1.00 0.87 1.00
5 RAW ResNet101 1.00 1.00 1.00
6 RAW ResNet101V2 1.00 0.87 1.00
7 CWT MobileNet 1.00 1.00 1.00
8 CWT MobileNetV2 1.00 1.00 1.00
9 CWT NasNetLarge 1.00 0.86 0.96
10 CWT NasNetMobile 1.00 1.00 0.92
11 CWT ResNet101 1.00 1.00 1.00
12 CWT ResNet101V2 1.00 1.00 0.96

transpired whilst one indicates that no misclassification transpired. It is commonly used to
evaluate the accuracy of a multiclass classification problem (Foody & Mathur, 2004)

and one of the most straightforward and simplest measures (Sokolova & Lapalme, 2009;
Flach, 2019). This score also can be interpreted through the confusion matrix. Figure 5
illustrates an example of a binary class confusion matrix. True Positive (TP) is defined as a
positive sample correctly predicted as positive. True Negative (TN) is the negative sample
correctly predicted as negative. When the positive sample is incorrectly predicted as
negative, it is counted toward the False Negative (FN). Conversely, False Positives (FP) is a
negative sample incorrectly predicted as positive. The precision measures the percentage of
correct positive predictions over the cumulative number of positive predictions. The
sensitivity (often known as recall) is the number of true positive predictions divided by the
sum of true positives as well as the false negatives (Vijay Anand ¢ Shantha Selvakumari,
2019). The Fl-score discloses the balance between the recall and the precision values.
Whilst the specificity is essentially the proportion of actual negative values, which is
forecasted as the true negative. It is also worth noting at this juncture, in the event that a tie
between the classification accuracy transpire between the best pipelines, the determining
factor would be based on the computational time of the pipelines.

EXPERIMENTAL RESULTS AND DISCUSSION

Figure 6 depicts an example of the synthesized input images per skateboarding tricks with
respect to RAW and CWT, respectively. Table 3 reports the accuracy of the evaluated
pipelines. It could be observed that both RAW and CWT input transformation could yield
an accuracy of 100% on all train, test and validation dataset for both MobileNet and
ResNet101 families by utilizing the optimized SVM model. The optimized
hyperparameters for the pipelines are the linear kernel-based SVM model with a C and
gamma, y value of 0.01 and 0.1, respectively. A similar performance is noticed for the
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Table 8 Specificity of transfer learning model with SVM for RAW input image.

No. Input image Model Trick Specificity
Train Validate Test
1 RAW MobileNet Ollie 1.00 1.00 1.00
NFS 1.00 1.00 1.00
FS180 1.00 1.00 1.00
PS 1.00 1.00 1.00
KF 1.00 1.00 1.00
2 RAW MobileNetV2 Ollie 1.00 1.00 1.00
NES 1.00 1.00 1.00
FS180 1.00 1.00 1.00
PS 1.00 1.00 1.00
KF 1.00 1.00 1.00
3 RAW NasNetLarge Ollie 1.00 0.95 1.00
NES 1.00 1.00 1.00
FS180 1.00 0.95 1.00
PS 1.00 0.95 1.00
KF 1.00 1.00 1.00
4 RAW NasNetMobile Ollie 1.00 1.00 1.00
NFS 1.00 1.00 1.00
FS180 1.00 1.00 1.00
PS 1.00 0.85 1.00
KF 1.00 1.00 1.00
5 RAW ResNet101 Ollie 1.00 1.00 1.00
NES 1.00 1.00 1.00
FS180 1.00 1.00 1.00
PS 1.00 1.00 1.00
KF 1.00 1.00 1.00
6 RAW ResNet101V2 Ollie 1.00 1.00 1.00
NES 1.00 1.00 1.00
FS180 1.00 1.00 1.00
PS 1.00 0.85 1.00
KF 1.00 1.00 1.00

RAW-ResNet101-optimized SVM as well as the CWT-ResNet101-optimized SVM

models. Figure 7 depicts the average accuracy of the pipelines evaluated. Therefore, the

determining factor for which pipeline is the best would be the computational time.

As shown in Table 4, based on the computational time, the CWT-MobileNet-optimized
SVM is deemed to be the best pipeline owing to the reduced computational time taken

as compared to the other models evaluated. Figure 8 illustrates the aforesaid prediction

time.

The precision, recall, F1-score, specificity on both input images across different

evaluated pipelines are tabulated in Tables 5-9, respectively. The confusion matrix of
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Table 9 Specificity of transfer learning model with SVM for CWT input image.

No. Input image Model Trick Specificity
Train Validate Test
1 CWT MobileNet Ollie 1.00 1.00 1.00
NFS 1.00 1.00 1.00
FS180 1.00 1.00 1.00
PS 1.00 1.00 1.00
KF 1.00 1.00 1.00
2 CWT MobileNetV2 Ollie 1.00 1.00 1.00
NES 1.00 1.00 1.00
FS180 1.00 1.00 1.00
PS 1.00 1.00 1.00
KF 1.00 1.00 1.00
3 CWT NasNetLarge Ollie 1.00 0.95 1.00
NES 1.00 1.00 0.95
FS180 1.00 1.00 1.00
PS 1.00 0.90 1.00
KF 1.00 1.00 1.00
4 CWT NasNetMobile Ollie 1.00 1.00 1.00
NFS 1.00 1.00 0.95
FS180 1.00 1.00 0.95
PS 1.00 1.00 1.00
KF 1.00 1.00 1.00
5 CWT ResNet101 Ollie 1.00 1.00 1.00
NES 1.00 1.00 1.00
FS180 1.00 1.00 1.00
PS 1.00 1.00 1.00
KF 1.00 1.00 1.00
6 CWT ResNet101V2 Ollie 1.00 1.00 1.00
NES 1.00 1.00 0.95
FS180 1.00 1.00 1.00
PS 1.00 1.00 1.00
KF 1.00 1.00 1.00

the best pipeline, i.e., the CWT-MobileNet-optimized SVM on the test dataset, is depicted
in Fig. 9. The present study has demonstrated that through the proposed pipeline, a

better classification accuracy could be achieved as compared to the conventional means

reported in the literature, particularly with regards to the classification of skateboarding

tricks. The encouraging results reported suggests that the proposed pipeline could be

beneficial in providing an objective-based judgment in The findings of the present

investigation are in agreement with other studies that have employed such a technique

in different applications, for instance, Lee, Yoon and Cho (2017), Rangasamy et al. (2020)

as well as Mahendra Kumar et al. (2021). Nonetheless, it is worth noting that the efficacy of
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Figure 9 Confusion matrix of the best pipeline on the test dataset.
Full-size k4] DOT: 10.7717/peerj-cs.680/fig-9

the pipelines is highly dependent on the dataset utilized, and the performance may vary.
Future studies shall explore the use of different feature input transformation, other transfer
learning as well as machine learning models.

CONCLUSION

The present study investigated the efficacy of different transfer learning pipeline towards
the classification of skateboarding tricks. It was shown that the study that best pipeline
identified is the CWT-MobileNet-optimized SVM as it could yield the fastest
computational time. It could be seen that the convolution part of the pre-trained CNN
models or transfer learning models could effortlessly extract significant features, regardless
of the input image provided. The findings are non-trivial in the realization of an objective-
based judgement in a skateboarding competition. Future studies shall evaluate other
types of input image transformation methods and transfer learning models as well as their
effect towards other classifiers that have yet been investigated in the present study.

ADDITIONAL INFORMATION AND DECLARATIONS

Funding
This work is funded by the Ministry of Education, Malaysia through the Fundamental
Research Grant Scheme (FRGS/1/2019/TK03/UMP/02/6) and Universiti Malaysia Pahang

Abdullah et al. (2021), Peerd Comput. Sci., DOl 10.7717/peerj-cs.680 15/18


http://dx.doi.org/10.7717/peerj-cs.680/fig-9
http://dx.doi.org/10.7717/peerj-cs.680
https://peerj.com/computer-science/

PeerJ Computer Science

(RDU1901115). The funders had no role in study design, data collection and analysis,
decision to publish, or preparation of the manuscript.

Grant Disclosures

The following grant information was disclosed by the authors:
Ministry of Education, Malasiya: FRGS/1/2019/TK03/UMP/02/6.
Universiti Malaysia Pahang: RDU1901115.

Competing Interests
The authors declare that they have no competing interests.

Author Contributions

e Muhammad Amirul Abdullah conceived and designed the experiments, analyzed the
data, performed the computation work, prepared figures and/or tables, and approved the
final draft.

e Muhammad Ar Rahim Ibrahim performed the experiments, prepared figures and/or
tables, and approved the final draft.

e Muhammad Nur Aiman Shapiee performed the experiments, prepared figures and/or
tables, and approved the final draft.

e Muhammad Aizzat Zakaria performed the computation work, prepared figures and/or
tables, and approved the final draft.

e Mohd Azraai Mohd Razman conceived and designed the experiments, analyzed the data,
authored or reviewed drafts of the paper, and approved the final draft.

e Rabiu Muazu Musa performed the experiments, authored or reviewed drafts of the
paper, and approved the final draft.

e Noor Azuan Abu Osman performed the experiments, authored or reviewed drafts of the
paper, and approved the final draft.

e Anwar P.P. Abdul Majeed conceived and designed the experiments, authored or
reviewed drafts of the paper, and approved the final draft.

Ethics
The following information was supplied relating to ethical approvals (i.e., approving body
and any reference numbers):

Universiti Malaysia Terengganu granted Ethical approval to carry out the study within
and with its associated facilities (Ethical Application Ref: UMT/JKEPHMK/2021/53).

Data Availability
The following information was supplied regarding data availability:
Raw data and sample code are available in the Supplemental Files.

Supplemental Information
Supplemental information for this article can be found online at http://dx.doi.org/10.7717/
peerj-cs.680#supplemental-information.

Abdullah et al. (2021), Peerd Comput. Sci., DOl 10.7717/peerj-cs.680 16/18


http://dx.doi.org/10.7717/peerj-cs.680%23supplemental-information
http://dx.doi.org/10.7717/peerj-cs.680%23supplemental-information
http://dx.doi.org/10.7717/peerj-cs.680%23supplemental-information
http://dx.doi.org/10.7717/peerj-cs.680
https://peerj.com/computer-science/

PeerJ Computer Science

REFERENCES

Abdullah MA, Ibrahim MAR, Shapiee MNAB, Mohd Razman MNA, Musa RM, Abdul Majeed
APP. 2020. The classification of skateboarding trick manoeuvres through the integration of
IMU and machine learning. In: Lecture Notes in Mechanical Engineering. Berlin: Springer,
67-74.

Akula A, Shah AK, Ghosh R. 2018. ScienceDirect deep learning approach for human action
recognition in infrared images. Cognitive Systems Research 50(8):146-154
DOI 10.1016/j.cogsys.2018.04.002.

Amanpour B, Erfanian A. 2013. Classification of brain signals associated with imagination of hand
grasping, opening and reaching by means of wavelet-based common spatial pattern and mutual
information. In: Proceedings of the Annual International Conference of the IEEE Engineering in
Medicine and Biology Society. Piscataway: IEEE, 2224-2227.

Anlauff J, Weitnauer E, Lehnhardt A, Schirmer S, Zehe S, Tonekaboni K. 2010. A method for
outdoor skateboarding video games. In: ACM International Conference Proceeding Series. 40-43.

Chen Y, Xue Y. 2015. A deep learning approach to human activity recognition based on single
accelerometer. In: 2015 IEEE International Conference on Systems, Man, and Cybernetics.
Piscataway: IEEE, 1488-1492.

Chronopoulou A, Baziotis C, Potamianos A. 2019. An embarrassingly simple approach for
transfer learning from pretrained language models. In: Proceedings of the 2019 Conference of the
North American Chapter of the Association for Computational Linguistics: Human Language
Technologies. Vol. 1. 2089-2095 DOI 10.18653/v1/n19-1213.

Corréa NK, de Lima JCM, Russomano T, dos Santos MA. 2017. Development of a skateboarding
trick classifier using accelerometry and machine learning. Research on Biomedical Engineering
33(4):362-369 DOI 10.1590/2446-4740.04717.

Flach P. 2019. Performance evaluation in machine learning: the good, the bad, the ugly, and the
way forward. Proceedings of the AAAI Conference on Artificial Intelligence 33:9808-9814
DOI 10.1609/aaai.v33i01.33019808.

Foody GM, Mathur A. 2004. A relative evaluation of multiclass image classification by support
vector machines. IEEE Transactions on Geoscience and Remote Sensing 42(6):1335-1343
DOI 10.1109/TGRS.2004.827257.

Groh BH, Fleckenstein M, Kautz T, Eskofier BM. 2017. Classification and visualization of
skateboard tricks using wearable sensors. Pervasive and Mobile Computing 40(6):42-55
DOI 10.1016/j.pmcj.2017.05.007.

Groh BH, Kautz T, Schuldhaus D. 2015. IMU-based trick classification in Skateboarding. In: KDD
Workshop on Large-Scale Sports Analytics.

Lee SM, Yoon SM, Cho H. 2017. Human activity recognition from accelerometer data using
convolutional neural network. In: 2017 IEEE International Conference on Big Data and Smart
Computing (BigComp). Piscataway: IEEE, 131-134 DOI 10.1109/BIGCOMP.2017.7881728.

Mahendra Kumar JL, Rashid M, Muazu Musa R, Mohd Razman MA, Sulaiman N, Jailani R,
Abdul Majeed APP. 2021. The classification of EEG-based winking signals: a transfer learning
and random forest pipeline. Peer] 9(2):e11182 DOI 10.7717/peerj.11182.

Pappalardo A. 2014. How dow you judge a skateboard contest? Available at http://www.
jenkemmag.com/home/2014/04/07/how-do-you-judge-a-skateboard-contest/.

Qassim YT, Cutmore T, James D, Rowlands D. 2012. FPGA implementation of Morlet
continuous wavelet transform for EEG analysis. In: International Conference on Computer and
Communication Engineering. 59-64.

Abdullah et al. (2021), Peerd Comput. Sci., DOl 10.7717/peerj-cs.680 17/18


http://dx.doi.org/10.1016/j.cogsys.2018.04.002
http://dx.doi.org/10.18653/v1/n19-1213
http://dx.doi.org/10.1590/2446-4740.04717
http://dx.doi.org/10.1609/aaai.v33i01.33019808
http://dx.doi.org/10.1109/TGRS.2004.827257
http://dx.doi.org/10.1016/j.pmcj.2017.05.007
http://dx.doi.org/10.1109/BIGCOMP.2017.7881728
http://dx.doi.org/10.7717/peerj.11182
http://www.jenkemmag.com/home/2014/04/07/how-do-you-judge-a-skateboard-contest/
http://www.jenkemmag.com/home/2014/04/07/how-do-you-judge-a-skateboard-contest/
http://dx.doi.org/10.7717/peerj-cs.680
https://peerj.com/computer-science/

PeerJ Computer Science

Rangasamy K, As’ari MA, Rahmad NA, Ghazali NF. 2020. Hockey activity recognition using pre-
trained deep learning model. ICT Express 6(3):170-174 DOI 10.1016/j.icte.2020.04.013.

Sokolova M, Lapalme G. 2009. A systematic analysis of performance measures for classification
tasks. Information Processing and Management 45(4):427-437 DOI 10.1016/j.ipm.2009.03.002.

Stein M, Janetzko H, Lamprecht A, Breitkreutz T, Zimmermann P, Goldliicke B, Schreck T,
Andrienko G, Grossniklaus M, Keim DA. 2018. Bring it to the pitch: combining video and
movement data to enhance team sport analysis. IEEE Transactions on Visualization and
Computer Graphics 24(1):13-22 DOI 10.1109/TVCG.2017.2745181.

Tiirk O, Ozerdem MS. 2019. Epilepsy detection by using scalogram based convolutional neural
network from EEG signals. Brain Sciences 9(5):115 DOI 10.3390/brainsci9050115.

Vijay Anand S, Shantha Selvakumari R. 2019. Noninvasive method of epileptic detection using
DWT and generalized regression neural network. Soft Computing 23(8):2645-2653
DOI 10.1007/s00500-018-3630-y.

Abdullah et al. (2021), Peerd Comput. Sci., DOl 10.7717/peerj-cs.680 18/18


http://dx.doi.org/10.1016/j.icte.2020.04.013
http://dx.doi.org/10.1016/j.ipm.2009.03.002
http://dx.doi.org/10.1109/TVCG.2017.2745181
http://dx.doi.org/10.3390/brainsci9050115
http://dx.doi.org/10.1007/s00500-018-3630-y
http://dx.doi.org/10.7717/peerj-cs.680
https://peerj.com/computer-science/

Submitted 1 April 2021
Accepted 26 August 2021
Published 17 September 2021

Corresponding author
Dongsoo Har, dshar@kaist.ac.kr

Academic editor
Alma Alanis

Additional Information and
Declarations can be found on
page 19

DOI 10.7717/peerj-cs.718

© Copyright
2021 Kim et al.

Distributed under
Creative Commons CC-BY 4.0

OPEN ACCESS

Two-stage training algorithm for Al
robot soccer

Taeyoung Kim', Luiz Felipe Vecchietti', Kyujin Choi', Sanem Sariel’ and
Dongsoo Har'

' Cho Chun Shik Graduate School of Green Transportation, Korea Advanced Institute of Science and
Technology, Daejeon, South Korea

? Department of Computer Engineering, Istanbul Technical University, Istanbul, Turkey

ABSTRACT

In multi-agent reinforcement learning, the cooperative learning behavior of agents
is very important. In the field of heterogeneous multi-agent reinforcement learning,
cooperative behavior among different types of agents in a group is pursued. Learning
a joint-action set during centralized training is an attractive way to obtain such
cooperative behavior; however, this method brings limited learning performance with
heterogeneous agents. To improve the learning performance of heterogeneous agents
during centralized training, two-stage heterogeneous centralized training which allows
the training of multiple roles of heterogeneous agents is proposed. During training, two
training processes are conducted in a series. One of the two stages is to attempt training
each agent according to its role, aiming at the maximization of individual role rewards.
The other is for training the agents as a whole to make them learn cooperative behaviors
while attempting to maximize shared collective rewards, e.g., team rewards. Because
these two training processes are conducted in a series in every time step, agents can learn
how to maximize role rewards and team rewards simultaneously. The proposed method
is applied to 5 versus 5 Al robot soccer for validation. The experiments are performed
in a robot soccer environment using Webots robot simulation software. Simulation
results show that the proposed method can train the robots of the robot soccer team
effectively, achieving higher role rewards and higher team rewards as compared to other
three approaches that can be used to solve problems of training cooperative multi-agent.
Quantitatively, a team trained by the proposed method improves the score concede rate
by 5% to 30% when compared to teams trained with the other approaches in matches
against evaluation teams.

Subjects Agents and Multi-Agent Systems, Algorithms and Analysis of Algorithms, Artificial
Intelligence, Robotics

Keywords Multi-agent reinforcement learning, Heterogeneous agents, Centralized training,
Deep learning, Robotics

INTRODUCTION

Recently, deep reinforcement learning (DRL) has been widely applied to deterministic
games (Silver et al., 2018), video games (Mnih et al., 2015; Mnih et al., 2016; Silver et al.,
2016), sensor networks (Kim et al., 2020), and complex robotic tasks (Andrychowicz

et al., 2017; Hwangbo et al., 2019; Seo et al., 2019; Vecchietti et al., 2020; Vecchietti, Seo &
Har, 2020). Despite the breakthrough results achieved in the field of DRL, deep learning
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in multi-agent environments that require both cooperation and competition is still
challenging. Promising results have been for cooperative-competitive multi-agent games
such as StarCraft (Vinyals et al., 2019) and Dota (Berner et al., 2019). For multi-agent
problems such as multi-robot soccer (Liu et al., 2019), security (He, Dai ¢ Ning, 2015;
Klima, Tuyls & Oliehoek, 2016), traffic control (Chu ef al., 2019; Zhang et al., 2019), and
autonomous driving (Shalev-Shwartz, Shammah ¢ Shashua, 2016; Sallab et al., 2017),
non-stationarity, partial observability, multi-agent training schemes, and heterogeneity
can be challenging issues (Nguyen, Nguyen ¢ Nahavandi, 2020). To solve these challenges,
multi-agent reinforcement learning (MARL) techniques (Lowe et al., 2017; Sunehag et al.,
2017; Foerster et al., 2018; Vinyals et al., 2019; Liu et al., 2019; Samvelyan et al., 2019; Rashid
et al., 2020) have been intensively investigated.

When using the MARL, several works have used the centralized training in decentralized
execution (CTDE) framework (Lowe et al., 2017; Sunehag et al., 2017; Foerster et al., 2018;
Rashid et al., 2020). In the CTDE framework, local observations of agents, global state of
the environment, and joint-actions taken by the agents at each time step are available
during training to the centralized policy network, while only the local observations
of agents are available during execution. In other words, each agent selects its action,
that is the output of a policy network, without considering the full information of the
environment. To address the non-stationarity problem, multi-agent deep deterministic
policy gradient (MADDPG) (Lowe et al., 2017) was proposed using a CTDE framework and
the deep deterministic policy gradient (DDPG) actor-critic algorithm for continuous action
spaces (Lillicrap et al., 2015). When cooperative behavior is to be achieved, representing that
there is a cooperative reward that should be maximized by multiple agents, credit should
be assigned accordingly to each agent based on its contribution. To address this problem,
counterfactual multi-agent (COMA) (Foerster et al., 2018), value decomposition networks
(VDN) (Sunehag et al., 2017), and monotonic value function factorization (QMIX) (Rashid
et al., 2020) have been proposed, using the CTDE framework combined with value-based
algorithms such as deep Q networks (DQN) (Mnih et al., 2013), deep recurrent Q networks
(DRQN) (Hausknecht ¢~ Stone, 2015), and dueling Q networks (Wang et al., 2016).

In this paper, a novel training method for MARL of heterogeneous agents, in which each
agent should choose its action in a decentralized manner, is proposed. The proposed method
addresses how to provide an optimal policy and maximize the cooperative behavior among
heterogeneous agents. To this end, during training, two training stages are conducted in a
series. The first stage is for making each agent learn to maximize its individual role reward
while executing its individual role. The second one is for making the agents as a whole
learn cooperative behavior, aiming at the maximization of team reward. The proposed
method is designed to be applied to MARL with heterogeneous agents in cooperative
or cooperative-competitive scenarios. In this paper, a cooperative-competitive Artificial
Intelligence (AI) robot soccer environment is used for experiments. The environment can
be described in relation to 5 versus 5 robot soccer game described in Hong et al. (2021).
In the robot soccer game, two teams of five robots capable of kick and jump behaviors
compete against each other, similarly to the StarCraft, so the game can be seen as a
micro-management problem. The policy for the proposed method and other methods
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for comparisons are trained by using self-play (Heinrich, Lanctot ¢ Silver, 2015; Lanctot

et al., 2017; Silver et al., 2017). Self-play in a competitive environment is used so that the

opponent team is kept at an appropriate level of difficulty at each training stage.

The main contributions of this paper are as follows
1. A framework for novel training method called two-stage heterogeneous centralized

training (TSHCT) aiming at centralized training of heterogeneous agents is proposed.
In the proposed method, there are two training stages that are conducted in a series.
The first stage is responsible for training individual behaviors by maximizing individual
role rewards. The second stage is for training cooperative behaviors by maximizing a
shared collective reward.

2. Experiments are conducted to compare the performance of the proposed method with
other baseline methods, COMA, VDN, and QMIX. The proposed method and the
baseline methods are trained with self-play. To compare the results obtained from
the experiments, total rewards (during training) and score/concede rates (against
different opponent teams) are presented. From the comparisons, we will show better
performance of the proposed method during game.

3. The proposed method aims at MARL with heterogeneous agents in cooperative and
cooperative-competitive scenarios. For experiments, a cooperative-competitive Al
robot soccer environment, where there are 5 robots with 3 different roles in each team
(one goalkeeper, two defenders, and two forwards), is used.

The remainder of this paper is organized as follows. ‘Background’ presents the concept
of the MARL, system modeling, and other methods which are used as baselines for
comparisons in the experiments. ‘Proposed Method’ introduces the proposed method in
details. ‘Simulation Results’ presents the simulation environment, ablation studies, and
game results of the Al robot soccer. ‘Conclusion’ concludes this paper.

BACKGROUND

In this section, the mathematical modeling of the proposed method is presented. Also,
other methods for cooperative MARL using the CTDE framework are presented.

System modeling

The cooperative-competitive multi-agent problem, specifically applied in this paper

to Al robot soccer, is modeled as a decentralized partially observable Markov
decision process (Dec-POMDP) (Olichoek ¢» Amato, 2016) that each agent has its own
observation of the environment. The Dec-POMDP can be formulated by an 8-tuple
G=<S,U,P,r,Z,0,n,y >. The set of states and the set of actions are represented by S
and U respectively. Each team contains n agents. The observation function O(s,a), where
sand a € {1,...,n} are state and » agents, determines the observation z € Z that each agent
perceived individually at each time step. At each time step, the n agents choose their actions
u” € U, which isan action taken by the a-th agent, based on their action-observation history.
In this modeling, as recurrent neural networks (RNN) (Hochreiter ¢ Schmidhuber, 1997)
is used by the MARL algorithm, the policy is conditioned on the joint action-observation
history as well as the current agent observation z. The state of the environment changes
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according to a transition probability P. Unlike the partially observable stochastic game, all
agents in Dec-POMDP share a collective reward and an individual reward drawn from the
reward function r(s,u), where u is a joint-action which is a set of each agent’s action. The
discount factor of the MARL algorithm is represented by y.

In MARL, as multiple agents act simultaneously in the environment based only on
their own action-observation history and do not know about the individual policy of each
agent, there exists a non-stationarity problem. The behaviors of other agents are changing
during training and can influence the reward received by each agent. To address this issue,
the system is modeled using a centralized training in decentralized execution (CTDE)
framework. In the CTDE framework, the full state of the environment can be accessed
in the training procedure to get the state-action value. On the other hand, only the local
observation can be accessed by the agent during execution. The joint-action from all agents
is also available during the training procedure by the centralized policy to alleviate the
non-stationarity issue.

In this paper, we focus on value-based MARL algorithms applied in environments
where a sense of cooperation is needed between agents, meaning that they share a collective
reward. The proposed algorithm is to be combined with deep recurrent Q-networks
(DRQN) (Hausknecht ¢ Stone, 2015) and dueling deep Q-networks (Wang et al., 2016).
The DRQN algorithm, as proposed in Hausknecht ¢ Stone (2015), addresses single-agent
with partially observable environments. The architecture consists of the DQN (Mnih et
al., 2015) combined with RNN. The DRQN approximates the state-action value function
Q(s,u), where s and u are a state and an action of single agent, with RNN to maintain an
internal state and aggregate observations over time. It also can be taken to approximate
Q(s¢,hy—1,u), where s, and h;_; represent the observation at time step ¢ and the hidden
state at time step ¢ — 1, which has information of previous states and acts as a memory.
The proposed method is also to be combined with the dueling deep Q-networks (Wang
et al., 2016). The dueling deep Q-networks is a neural network architecture designed for
value-based RL that has two streams in the computation of the state-action value. One
stream is for approximating the value function V' (s) and the other is for approximating the
advantage function A(s, u). The value function V (s) depends only on state and presents
how good a state is. The advantage function A(s,u) depends on both state and action and
presents how advantageous it is to take an action u in comparison to the other actions at
the given state s. The value and the advantage are merged to get the final state-action value
Q(s, u) as follows

Y AU
N 9

where 1 represents each possible action and N is the number of actions. In this paper,

Q(s,u) =V (s)+A(s,u) — (1)

the dueling deep Q-networks is combined with the RNN to handle the action-observation
history used as the input of the policy. In the architecture of dueling deep Q-networks with
the RNN, e.g., Dueling DRQN, the RNN is inserted right before the crossroad of streams
of computation. The dueling DRQN is compared with the DRQN as an ablation study in
‘Simulation Results’.
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In the following subsections, other methods relevant to comparisons are presented.
In this paper, we focus on methods that can be combined with off-policy value-based
algorithms and focus on the maximization of a joint state-action value, trying to assign
proper credit to individual agents on the shared reward received.

Counterfactual multi-agent policy gradients

Counterfactual multi-agent (COMA), introduced by Foerster et al. (2018), utilizes a single
centralized critic to train decentralized actors and deals with the challenge of the multi-agent
credit assignment problem. In the cooperative environments that are the main target for
the COMA, it is difficult to determine the contribution of each agent to the shared collective
reward received by the team. The centralized critic has access to the global state and the
actions of the agent to model the joint state-action value function.

Value decomposition network

The value decomposition network (VDN) (Sunehag et al., 2017) aims at learning a joint-
action value function Qyy (7, u), where 7 is a joint-action observation history and u is
a joint-action. The Qo (7,u) can be expressed as a sum of a-th agent’s individual value
functions Q, (7%, u%;6%) as follow

Quot (T.u) = > Qu(®,u*;6%), (2)
a=1

where each Q,(t% u%; 6%) is a utility function of the a-th agent and 6 is the policy of
the a-th agent. The loss function for the VDN is the same as that of the deep Q-network
(DQN) (Mnih et al., 2015), where Q is replaced by Qyo¢ (T, u).

QMIX

QMIX (Rashid et al., 2020) is a deep multi-agent reinforcement learning method to be
trained using CTDE. It uses the additional global state information that is the input of a
mixing network. The QMIX is trained to minimize the loss, just like the VDN (Sunehag et
al., 2017), given as

b
LO)= [ = Quor (. 1.5:0))°], (3)
i=1

where b is the batch size of transitions sampled from the replay buffer and Qy,; is output
of the mixing network and the target y/* = r 4+ ymaxy Qu (t/,w/,s';67), and 6~ are
the parameters of a target network. The QMIX allows learning of joint-action-value
functions, which are equivalent to the composition of optimal Q-values of each agent. This
is achieved by imposing a monotonicity constraint on the mixing network. Monotonicity
can be enforced by the constraint on the relationship between Qy,; and individual Q value
functions, given as

8 Qtot
9Qq

Q. >0,VacA. (4)
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Figure 1 MARL structure for Al robot soccer.
Full-size Gal DOI: 10.7717/peerjcs.718/fig-1

PROPOSED METHOD

In heterogeneous multi-agent reinforcement learning, the main challenge can be described
as how to provide an optimal policy and maximize cooperative behavior in a heterogeneous
multi-agent environment. In this scenario, the agents act independently and maximize not
only the individual reward but also a shared reward. To tackle this problem, a novel training
method called two-stage heterogeneous centralized training is proposed and described in
this section and to be applied to 5 versus 5 Al robot soccer.

MARL structure for Al robot soccer

The MARL structure in 5 versus 5 Al robot soccer is presented in Fig. 1. In the Al robot soccer
each robot has its role. The roles are goalkeeper, defender 1, defender 2, forward 1, and
forward 2 which are denoted as GK(gk), D1(d1), D2(d2), F1(f1), and F2(f2), respectively.
Each robot has individual observations and individual rewards according to its role in

soccer game. Each robot receives its individual observation 0:"16, role € {gk,d1,d2,f1,f2}

role
t
role
t

takes into consideration past individual observations and actions taken. The concatenation

at each time step ¢ and selects its action u[** according to a policy network which is trying

to maximizing individual role rewards /¢ and team reward r/*""". The policy network also
of individual actions of the 5 robots forms a joint-action set U;. By performing this
joint-action in the AI robot soccer environment, the simulator calculates the next global
state S;41, robot observation Oy, and reward R, ;. It is noted that the global state is
available only during training.

TSHCT architecture
As shown in Fig. 2, the training procedure is divided into two stages. In the first stage,
agents of the same type (homogeneous agents, e.g., two agents as defenders) are trained.
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Figure 2 Overall architecture of two-stage heterogeneous centralized training. In the first stage, the
agents are trained using their individual role rewards, goalkeeper reward, defender reward, and forward
reward. A shared policy is used by defenders and by forwards. In the second stage, the agents are trained
using a collective team reward. The global state of the environment s, is also used as an input of the team
mixing network, following the structure of a hypernetwork (Ha, Dai ¢ Le, 2016).

Full-size Gl DOI: 10.7717/peerjcs.718/fig-2

Decentralized execution is used during inference and a shared policy is used by the agents
of the same type. In the second training stage, all heterogeneous agents are trained jointly.
These two stages are executed in a serial learning structure.

To model each agent’s policy, the structure of DQN with gated recurrent unit(GRU)
(Chung et al., 2014) or the structure of Dueling Q-Networks with GRU is used in the
experiments. The policy network receives as input 40 subsequential frames with the
gN”) and the last action chosen ug\r_")l), where
N,, is the n-th agent of the N -role (type). The output of the policy network is the state-action

current individual observation of the agent o

value Qy;,. The action with the highest Q-value is chosen at each time step with epsilon
greedy exploration.

In training stage 1, the Q(roen)VN € {GK (goalkeeper), D12(defenders), F12(forwards)}
is calculated by adding Q-values Qy, from the homogeneous agent network. In training
stage 2, the team mixing network combines the individual role rewards into the shared
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collective reward. The mixing network is modeled as a hypernetwork (Ha, Dai ¢ Le, 2016),
using feed-forward layers. The hypernetwork is conditioned on the global state S; of
the environment and takes the values of Q(roleGK)> Q(roleD12)> and Q(roler12) produced in
training stage 1 as inputs. The output of the mixing network is Qg

TSHCT learning equations

The proposed method is used to minimize the losses through the entire training. In training
stage 1, each role optimizer updates the weights of the policy network to minimize the
loss Lrolen (6) in relation to the target yRoleN The target yRoleN js calculated based on the
Bellman equation (Bellman, 1954) with the sum of the individual role rewards Rewardg,jen
for the current time step and the Q-value estimated for the next state. The target and the
loss are given as follows

y RN — Rewardgoien +y maxy Qroen (t/, 14,5507,
b
Lroien (0) =Y [N = Qrotens (7. 1,5:0))*], (5)

i=1
where y and 6~ are the parameters of a target network, the discount factor and policy,
similar to the ones presented in DQN (Mnih et al., 2015) to stabilize the training procedure
and b is the batch size of episodes sampled from the replay buffer. In training stage 2, the
team optimizer updates the weights of mixing network and policy networks to minimize

Team -g]culated with the total shared reward

the team loss in relation to the team target y
Rewardry,;, which is the sum of sparse cooperative team rewards and dense individual role

rewards. The team loss L., (0) is given as follows

y 1" = Rewardroras +y maxy Qream(t/, 0 ,5/;07),
b
Lrean(©) =Y [ = Qream(T,u,5,0))]. (6)

i=1
Equations (5) and (6) are analogous to the minimum squared loss used in Mnih et al.
(2015). Using additivity (Sunehag et al., 2017) and monotonicity (Rashid et al., 2020),
the TSHCT trains heterogeneous agents by maximizing Qr,, in stage 2, while learning
multiple roles by maximizing the Q-value of each individual role Q(rotck)> Qrolen12)> and
Q(RoleF12) in stage 1.

TSHCT curriculum learning through self-play

To train a robust policy in a competitive-cooperative scenario that can work well against
multi-agent in the opponent team, curriculum learning is needed. In this paper, we use
self-play as a form of the implicit curriculum with the objective of learning robust Al
robot soccer strategies. The implicit self-play curriculum is implemented by updating the
opponent team when the number of episodes reaches a particular number. The opponent
team is kept updated and reference policies take turns. Using self-play, it is possible to
keep the opponent team at an appropriate level of competitivity, not too strong so that
the policy allows good behavior and not too easy so that the policy avoids weak behaviors.
The soccer strategy learned through self-play tends to lead to acceptable game performance
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Roles
speciica Goalkeeper (GK) I Defender (D1, D2) | Forward (F1, F2)
Robot Length/Width 15cm
Robot Height 28 cm
Wheel Radius 4cm
Axle Length 14 cm
Robot Body Mass 2.5kg | 2.0 kg | 1.5 kg
Robot Body
Cisiior o M 1.5 cm above the ground
Wheel Mass 0.15 kg per Wheel
Wheel Center of Mass Center of the Wheel
Slider Mass 0.5 kg per Slider
e Ty 1.8 m/s 2.1 mis 2.55ms
Max Torque Available 0.8 N*m 12 N*m 0.4 N*m

Figure 3 Specifications of the Al robot soccer environment. Robots with different roles, goalkeeper, de-
fender, or forward, have different mass, maximum linear velocity, and maximum torque.
Full-size & DOL: 10.7717/peerjcs.718/fig-3

(Heinrich, Lanctot ¢ Silver, 2015; Lanctot et al., 2017; Silver et al., 2017) as the result of the
automated curriculum.

SIMULATION RESULTS

In this section, the MARL environment used in the experiments and the results obtained
by the TSHCT and other baseline methods are described.

Al robot soccer MARL environment

To demonstrate the performance of the TSHCT, experiments are conducted in an Al
robot soccer environment with specifications presented in Fig. 3, which is developed with
Webots robot simulation software (Michel, 2004) and based on the environment described
in Hong et al. (2021). In this Al Soccer simulation game, two teams compete similarly to a
real soccer game, trying to kick the ball into the opponent’s goal area to score and to win
the game against the opponent team. In each team, there are 5 robots with 3 different roles
(one goalkeeper, two defenders, and two forwards). The Al robot soccer game is divided
into two 5 minute-long halves. For training, the game is divided up into episodes of 40
sequential frames. An episode is over whenever 40 sequential frames are processed.

Global state and observations

The global state, available only during centralized training and used as input to the mixing
network, contains information of all the soccer robots and the ball. Specifically, the state
vector contains the coordinates and orientations of all soccer robots, including robots of
the opponent team, and the ball coordinates. The coordinates are relative to the center of
the field (origin). The individual local observations of each robot are their relative positions
in the field and relative distances and orientations to other robots and to the ball within
their range of view. These observations are used as inputs of the policy networks.
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Action

The basic actions committed by the robots are move, jump and kick. They are achieved
by giving continuous control variables to the feet and legs. To achieve these behaviors a
discrete set of 20 actions is designed which is allowed to be taken by the agent at each time
step. A discrete set of actions is used so that the DRQN and the Dueling DRQN can be
used as the off-policy value-based algorithms for the experiments. The discrete action set
consists of actions of forward motion, backward motion, 6 directions of forward turns, 4
directions of backward turns, clockwise and counterclockwise turns, 2 kinds of forward
turn combined with kick, 2 kinds of forward motion combined with kick, stop combined
with kick, and stop.

Reward

To train Al soccer robots to perform their roles and cooperative behavior, individual role
rewards and a shared team reward are defined. Individual role rewards are a combination
of dense rewards associated with two pieces of information. One is the ball information
relative to the robot, such as distance, velocity, and angle. The other is the information of
the expected position which is defined for each role, i.e., default position where the robot
should be to play its role. The team reward is a combination of a sparse reward related to
scoring and dense rewards related to the distance and velocity between the ball and the
opponent’s goal.

Equations (7) and (8) show the mathematical modeling of the individual role reward
and the team reward. In Eq. (7), d,, is the distance between the robot and its expected
role position, 8, and vy, are the relative angle and relative velocity between the robot
and the ball, dpg pre/cur is the distance between the ball and the opponent goal center at
previous/current time step, and isTouch is a boolean that is true when the robot touched
the ball within the last 10 time steps. In Eq. (8), dpe and vy, are distance and velocity
between the ball and the opponent goal center and isScore is 100 if the team scored against
the opponent team.

rrole — = 4 0570 1.0.5(1—e ")+ 50(dpg, pre — dbg,cur) X isTouch. (7)
rleam — 5e=dig 4 5(1 — ™) 4 isScore. (8)

Network hyperparameters
The neural network hyperparameters used in the experiments are as follows

e DRQN architecture: 2 layers with 128 hidden units, 1 layer of GRU with 128 hidden
units, and ReLU non-linearities.

e Dueling DRQN architecture: 1 layer with 128 hidden units, 1 layer of GRU with 128
hidden units, 2 layer with 128 hidden units for value prediction, 2 layer with 128 hidden
units for advantage prediction, and ReLU non-linearities.

e Mixing network architecture: 1 layer of mixing network with 32 hidden units, 2 layers
of hypernetworks with 32 hidden units, and ReLU non-linearities.
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e ADAM optimizer (Kingma ¢~ Ba, 2014) with learning rate set to 4 x 10> for both policy
and mixing networks.

e Discount factor y set to 0.99.

e Target networks updated every 16,000 iterations.

e Epsilon used for exploration decreased by 0.025 every 10* iterations until it is kept at
0.05 at the end of training.

e Buffer size set to store 5 x 10> episodes.

e Batch size set to 64.

Results
Evaluation of TSHCT and baselines, COMA, VDN, and QMIX

In this section, the evaluation of the TSHCT and baseline methods, COMA, VDN, and
QMIX, are presented. The proposed method and baseline methods are trained for a total of
200k episodes using epsilon greedy exploration with self-play. The evaluation is conducted
by comparing the performances of 4 algorithms, TSHCT, COMA, VDN, and QMIX. The
performances are measured by matches against three evaluation teams, noted as Evaluation
Team 1, 2, and 3. As the result of the evaluation, comparisons of rewards and score-concede
rates are given. The “score” term means a goal scored by own team while the “concede”
term representss a goal scored by the opponent team. The score-concede rate is defined as
the percentage of the number of scores divided by the sum of the number of scoring and
conceding.

In the first evaluation, the performances of the TSHCT and the baselines are obtained
by playing against the Evaluation Team 1, which is a team trained for 200k episodes with
COMA. The experimental result shows that the TSHCT is superior to COMA, VDN,
and QMIX algorithms after 80k episodes, as shown in Fig. 4, where the total reward is
defined as the sum of three individual rewards and the team reward. When the maximum
average total reward is defined as the maximum value of the average of total reward of
sequential 10,000 episodes, the maximum average total rewards of TSHCT, COMA, VDN,
and QMIX are 5.92, 4.63, 4.83, and 5.05, respectively. The score-concede rate is defined
as the maximum value of the averages of score-concede rates obtained over 10 sequential
games. The score-concede rates of TSHCT, COMA, VDN, and QMIX are 79.01%, 50.40%,
64.21%, and 67.30%, respectively, as shown in Fig. 5. It is observed that the TSHCT
improves the score-concede rate by 28.61% as compared to that of COMA.

For the second evaluation, the performances of the TSHCT and the baselines are
measured by playing against the Evaluation Team 2, which is a team trained for 200k
episodes with VDN. Experiment results presented in Fig. 6 show that the TSHCT is
superior to the baseline algorithms after 80k episodes. The maximum average total rewards
of TSHCT, COMA, VDN, and QMIX are 6.05, 4.50, 4.89, and 5.08, respectively. The
maximum averages of score-concede rate of TSHCT, COMA, VDN, and QMIX are
62.85%, 32.27%, 50.97%, and 60.85%, respectively, as shown in Fig. 7. It is observed that
the TSHCT improved the score-concede rate by 11.88% as compared to that of VDN.

For the third evaluation, the performances of the TSHCT and the baselines are obtained
by playing against the Evaluation Team 3, which is a team trained for 200k episodes with
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Figure 4 Total reward obtained during training by TSHCT, COMA, VDN, and QMIX. It is evaluated

against Evaluation Team 1.
Full-size Gl DOI: 10.7717/peerjcs.718/fig-4
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Figure 5 Comparison of score, concede, and score-concede rate obtained during training by TSHCT,

COMA, VDN, and QMIX. It is evaluated against Evaluation Team 1.
Full-size Gl DOI: 10.7717/peerjcs.718/fig-5

QMIX. Experiment results show that TSHCT outperforms the baseline algorithms after
60k episodes, as shown in Fig. 8. The maximum average total rewards of TSHCT, COMA,
VDN, and QMIX are 5.92, 4.50, 4.95, and 4.98, respectively. The maximum averages of
score-concede rate of TSHCT, COMA, VDN, and QMIX are 52.08%, 29.99%, 48.84%,
and 46.63%, respectively, as shown in Fig. 9. It is seen that the TSHCT improved the
performance by 5.45% as compared to that of QMIX. It is important to mention that
QMIX is the algorithm with the best performance when compared with the other baseline
methods, VDN and COMA. s
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Figure 6 Total reward obtained during training by TSHCT, COMA, VDN, and QMIX. It is evaluated
against Evaluation Team 2.
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Figure 7 Comparisons of score, concede, and score-concede rate obtained during training by TSHCT,
COMA, VDN, and QMIX. The score, concede, and score-concede rate are evaluated against Evaluation
Team 2.
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The final performances of the policies trained by the proposed method and the baseline
methods are compared by conducting 10 min matches. Table 1 summarizes the results and
statistics of these matches.

Ablation study: DRQN vs dueling DRQN

In Al robot soccer, several different sequences of actions can lead to similar reward values.
From this observation, an ablation study is conducted by combining the TSHCT with
dueling Q-network. Dueling Q-network often leads to better policy in the presence of
distinct actions leading to similar reward values (Wang et al., 2016). In this ablation study,
the traditional dueling Q-network architecture is combined with the RNN, which is named
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Figure 8 Total reward obtained during training by TSHCT, COMA, VDN, and QMIX evaluated
against Evaluation Team 3.
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here as Dueling DRQN. The proposed method combined with the Dueling DRQN is
compared with the TSHCT combined with the DRQN. The TSHCT with Dueling DRQN
is trained with 200k episodes using epsilon greedy exploration with self-play, similar to the
cases shown in Figs. 5, 7 and 9. For comparisons of rewards and score-concede rates, game
matches between the team trained by the TSHCT with DRQN, TSHCT-DRQN, and the
team trained by the TSHCT with Dueling DRQN, TSHCT-Dueling DRQN, are conducted.
The results of these matches are presented in Table 2.

In Fig. 10, the rewards obtained by the TSHCT with DRQN and the TSHCT with
Dueling DRQN are presented. Figure 10 shows the increasing trends of rewards. It is seen
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Table 1 Results and statistics of evaluation matches for TSHCT against the baseline methods.

TSHCT vs COMA vs VDN vs QMIX
Score 7.09 + 1.83 3.92 + 1.38 3.82+1.70
109K Concede 327 +1.54 423 +2.04 4.55 + 0.89
episodes )
trained Score difference 3.82 —0.30 —0.73
policy Score concede rate 68.4% 48.1% 45.6%
Winning rate 100% 50% 20%
Score 5.55+2.23 5.00 +1.13 345+ 1.44
ZOQk Concede 2.18 £ 1.59 2.82 £1.70 3.00 & 1.41
episodes
trained Score difference 3.37 2.18 0.45
Policy Score concede rate 71.8% 63.9% 53.5%
Winning rate 100% 90% 80%

Table 2 Results and statistics of evaluation matches for TSHCT-Dueling DRQN against TSHCT-

DRQN.
TSHCT-Dueling DRQN vs TSHCT-DRQN
100k episodes trained policy 200k episodes trained policy
Score 5.09 &+ 2.07 391 +1.78
IOQk Concede 3.82+£2.03 4,64 +2.19
episodes .
trained Score difference 1.27 —0.73
policy  Score concede rate 57.1% 45.7%
Winning rate 60% 30%
Score 8.36 +2.64 5.82 +2.48
IOQk Concede 1.55 + 1.30 227 +1.14
episodes )
trained Score difference 6.81 3.55
policy  Score concede Rate 84.4% 71.9%
Winning rate 100% 80%

that the TSHCT with Dueling DRQN leads to a higher total reward as compared to the
TSHCT with DRQN. The maximum average score-concede rates of the team trained by
the TSHCT with Dueling DRQN against a team trained by the TSHCT with DRQN and
three evaluation teams are 65.59%, 81.49%, 81.52%, and 64.67%, respectively, as shown in
Fig. 11. The TSHCT with Dueling DRQN demonstrates improved score-concede rates over
Evaluation Team 1, 2, and 3 by 2.48%, 18.67%, and 12.59% as compared to that obtained
by the TSHCT with DRQN.

The policies trained by the TSHCT combined with DRQN and by the TSHCT combined
with Dueling DRQN are compared with game results. Table 2 lists the results of these
evaluation matches. For policies trained with the same number of training episodes, the
TSHCT combined with Dueling DRQN outperforms the TSHCT combined with DRQN,
achieving 60% and 80% winning rates with 100k episodes and 200k episodes, respectively.
For the cases in which one algorithm is trained with two times the number of episodes
of the opponent, i.e., 200k versus 100k, the algorithm that was trained for a longer time
achieves a higher winning rate. However, even for this case, the trained policy using the
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Figure 10 Rewards of TSHCT with DRQN and Dueling DRQN during training for 200k episodes with
self-play.
Full-size ol DOI: 10.7717/peerjcs.718/fig-10

W TSHCT-DRON Score N TSHCT-Dueling DRON Score COMA Score . VDN Score Em QMIX Score
TSHCT-DRQN Concede TSHCT-Dueling DRON Concede COMA Concede VDN Concede OQMIX Concede
== TSHCT-DROQN  —— TSHCT-Dueling DRON COMA —— VDN  —— QMIX
TSHCT-Dueling DRQN versus TSHCT-DRQN-200k Performance versus Evaluation Team 1

Ok - a0k 0k — Bk o0k - 120k 120k - 160k

o~k a0k - BOK B0k - 120K 120K - 160k 160% — 200k

Store and Concade

— e

o aR

3 a0k 100k 1206 4ok 160k 180k 200k 20k w0k 3 0k 100k 120k 1eck 160k 18k 200k
Episcdes Episodes

Performance versus Evaluation Team 2 Performance versus Evaluation Team 3

O 4k a0k - B0C Bok - 130k 120k ~ 160k 16k ~ 200k

30k A0k £ &k 00k i20% ik fe0k 18tk 200k
Episodes

Figure 11 Comparison of score, concede, and score-concede rate obtained during training by TSHCT-
DRQN, TSHCT-Dueling DRQN, COMA, VDN, and QMIX. The score, concede, and score-concede rate
are evaluated against a team trained by the TSHCT with DRQN and three evaluation teams.
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TSHCT combined with Dueling DRQN is more robust, achieving a 30% winning rate and
a score-concede rate of 45.7%.

Discussion
Efficient exploration and reward modeling remain a big challenge in complex multi-agent
environments. In a game such as robot soccer, using only team rewards, e.g., a sparse
score/concede reward or a sparse win/lose reward after the game is finished, is not enough
for the agents to learn robust behavior. To deal with this problem, Vinyals et al. (2019)
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use data from professional players at the beginning of the training in a supervised fashion
to train a Starcraft 2 agent. Without this supervised data, it is difficult for the models to
achieve a level capable of playing against good players and exploiting game strategies. In
this aspect, by the results obtained in the results section, additional information in the
form of individual role rewards that can be provided or learned unsupervised improves
the policies.

In relation to the improvement of team rewards during training, the results obtained in
the simulations indicate that it is difficult to train for cooperative behavior while performing
multiple roles. The results obtained by the proposed method and the baseline methods,
COMA, VDN, and QMIX, suggest that techniques that assign the contribution of each
robot in the reward received as well as the techniques that train individualized roles that
lead to stronger agents is needed. This can be addressed by the proposed method using two
training stages. The stage 1 induces the learning of individual roles while stage 2 causes
the learning of cooperative behavior and maximizing team rewards. From the observation
of graphs of the individual role rewards, as shown by reward plots in Figs. 4, 6 and 8, the
TSHCT achieves role rewards higher than those obtained by other algorithms. As robot
soccer is a game played against an opponent team, the main objective, more than having
high rewards during training, is to train multi-agent that performs well against opponents.
Observing the matches against evaluation teams, as shown in Figs. 5, 7 and Fig. 9, it is
noted that the proposed method is able to achieve substantially higher score-concede rate
when compared with other methods. These results suggest that the proposed method in
general works better than other methods. In the aspect of computational load, among the
proposed method and the baselines, the proposed method takes the second-longest time
to train the team for the same number of iterations because of its two stages.

In AI robot soccer, the policies are trained to maximize both individual role rewards
and a shared team reward. Individual role rewards are designed for the robots to learn
their roles, specifically to learn how to position and to learn how to control the ball to
perform passing and shooting. Team rewards are designed for the team to learn how to
score against the opponent team, avoid conceding, and also learn how to put pressure on
opponent robots during the game (keeping the ball near the opponent goal area as much
as possible during the game). The results obtained from simulation, using these rewards,
have shown that the robots are able to learn individual role rewards while trying to act
collaboratively. The GK learns to move to protect the goal against kicks of the opponent
team while trying to kick away if the ball is reachable. The defenders act mostly if the ball
is in the own field and try to recover the ball and kick the ball away from goal. When the
ball is in the opponent field, defenders mostly try to position themselves in the field to
avoid counter-attacks. Forwards are the most active players in the trained policies, trying
to always be near the ball and kick the ball along right direction into the opponent’s goal.

It is important to mention that, despite the results being obtained only in a simulated
environment, the final goal of the RL approaches is to transfer the policy in a simulation
to a real world scenario, such as playing a real robot competition in the RoboCup (Kitaro
et al., 1995) contest. It is necessary to create a framework with the sensors available in the
real robots in real-time so that the work learned by simulation can be transferred to real
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robots without the need of re-training or with little re-training. Important research works
have already been investigated while transferring the results obtained from simulation to
real robots (Peng et al., 2018). To train robust models, the most important aspects are to
respect the partially observable modeling of the robot soccer environment and to consider
the variability of real world scenarios. For such purpose, noise that affects the state, the
action, and the physics modeling should be added to the simulation environment so that
less fine tuning is needed when deploying the trained policy.

CONCLUSION

This paper deals with multi-agent reinforcement learning with heterogeneous agents. The
classic way to solve this problem is using the CTDE framework. However, the CTDE
framework is less efficient for heterogeneous agents in learning individual behaviors. This
paper presents the TSHCT, a novel heterogeneous multi-agent reinforcement learning
method that allows heterogeneous agents to learn multiple roles for cooperative behavior.
In the proposed method, there are two training stages that are conducted in a serial
manner. The first stage is for training individual behavior through maximizing individual
role rewards, while the second stage is for training cooperative behavior while maximizing a
shared team reward. The experiments are conducted with 5 versus 5 Al robot soccer which is
relevant to the cooperative-competitive multi-agent environment. The proposed method
is compared with other baseline methods that maximize the shared reward to achieve
cooperative behavior. The proposed method and baseline methods, COMA, VDN, and
QMIX, are combined with value-based algorithms, such as DQN and dueling Q-networks.

Comparisons of total rewards and score-concede rates are presented in the paper. The
results show that the TSHCT training method is superior to other baseline algorithms in
role training and learning cooperative behavior. The maximum average score-concede rates
of the TSHCT in comparison with the COMA, VDN, and QMIX are 79.01%, 62.85%, and
52.08%, respectively, representing the improvement achieved by the TSHCT in competitive
Al robot soccer matches.

Because similar action-observation history leads to similar rewards in Al robot soccer,
the training process can be unstable. To address this issue, an ablation study comparing
the TSHCT combined with Dueling DRQN and DRQN is conducted. The performances of
the TSHCT with DRQN and Dueling DRQN are measured by total rewards, score-concede
rates, and match results. As a result, the TSHCT combined with Dueling DRQN achieves
better performance when compared to the TSHCT combined with DRQN. The maximum
average score-concede rate of the TSHCT with Dueling DRQN in comparison with the
COMA, VDN, and QMIX are 81.49%, 81.52%, and 64.67%, respectively. This result
represents an improvement of 2.48%, 18.67%, and 12.59% as compared to the case of the
TSHCT combined with DRQN.

Simulation results show that the TSHCT is able to train an Al robot soccer team
effectively, achieving higher individual role rewards and higher total rewards, as compared
to other approaches that can be used for training to get cooperative behavior in a multi-

agent environment. As future work, this framework is to be combined with actor-critic
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policy-based multi-agent algorithms that can be applied in environments with continuous
actions.
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ABSTRACT

Hearing deficiency is the world’s most common sensation of impairment and
impedes human communication and learning. Early and precise hearing diagnosis
using electroencephalogram (EEG) is referred to as the optimum strategy to deal
with this issue. Among a wide range of EEG control signals, the most relevant
modality for hearing loss diagnosis is auditory evoked potential (AEP) which is
produced in the brain’s cortex area through an auditory stimulus. This study aims to
develop a robust intelligent auditory sensation system utilizing a pre-train deep
learning framework by analyzing and evaluating the functional reliability of the
hearing based on the AEP response. First, the raw AEP data is transformed into
time-frequency images through the wavelet transformation. Then, lower-level
functionality is eliminated using a pre-trained network. Here, an improved-VGG16
architecture has been designed based on removing some convolutional layers and

Submitted 1 April 2021
Accepted 21 June 2021
Published 29 September 2021

Corresponding authors

Md Nahidul Islam,
nahidul76.edu@gmail.com
Mohammad Ali Moni,
m.moni@ugq.edu.au

Academic editor
Pengcheng Liu

Additional Information and
Declarations can be found on
page 24

DOI 10.7717/peerj-cs.638

() Copyright
2021 Islam et al.

Distributed under
Creative Commons CC-BY 4.0

OPEN ACCESS

adding new layers in the fully connected block. Subsequently, the higher levels of the
neural network architecture are fine-tuned using the labelled time-frequency
images. Finally, the proposed method’s performance has been validated by a reputed
publicly available AEP dataset, recorded from sixteen subjects when they have
heard specific auditory stimuli in the left or right ear. The proposed method
outperforms the state-of-art studies by improving the classification accuracy to
96.87% (from 57.375%), which indicates that the proposed improved-VGG16
architecture can significantly deal with AEP response in early hearing loss diagnosis.

Subjects Bioinformatics, Artificial Intelligence, Brain-Computer Interface, Data Mining and
Machine Learning

Keywords Electroencephalogram, Deep learning, Auditory Evoked potential, Transfer learning,
VGG16

How to cite this article Islam MN, Sulaiman N, Farid FA, Uddin J, Alyami SA, Rashid M, Abdul Majeed APP, Moni MA. 2021. Diagnosis
of hearing deficiency using EEG based AEP signals: CWT and improved-VGG16 pipeline. Peer] Comput. Sci. 7:¢638 DOI 10.7717/peerj-
cs.638


http://dx.doi.org/10.7717/peerj-cs.638
http://dx.doi.org/10.7717/peerj-cs.638
mailto:nahidul76.%C2%84edu@%C2%84gmail.%C2%84com
mailto:m.%C2%84moni@%C2%84uq.%C2%84edu.%C2%84au
https://peerj.com/academic-boards/editors/
https://peerj.com/academic-boards/editors/
http://dx.doi.org/10.7717/peerj-cs.638
http://www.creativecommons.org/licenses/by/4.0/
http://www.creativecommons.org/licenses/by/4.0/
https://peerj.com/computer-science/

PeerJ Computer Science

INTRODUCTION

Hearing deficiency is the widespread form of human sensory disability; it is the partial or
complete inability to listen to the ear’s sound. The world health organization (WHO)
reports that 466 million people were living with hearing loss in 2018, projected to exceed
630 million by 2030 and more than 900 million by 2050 (World Health Organization
(WHO), 2021). An early and effective hearing screening test is essential for address the vast
population concern. That helps to reduce the hearing deficiency by taking necessary
steps at an appropriate time. Conventional listening tests and audiograms appear to be
subjective assessments that significantly demand medical and health services. The
audiogram reflects the hearing threshold across the speech frequency spectrum, usually
between 125 and 8,000 Hz. The traditional hearing impairment testing technique is very
time-consuming, takes sufficient clinical time and expertise to interpret and maintain
since it requires the person to respond directly. In the application of hearing aid, other
issues, such as hearing loss’s consequence (Holmes, Kitterick ¢ Summerfield, 2017), the
circumstances of the auditory stimulus (such as the background noise of the stimulus,
locations of the stimulus (Das, Bertrand ¢ Francart, 2018; Das et al., 2016) ), attention-
altering techniques is still an open question.

Various hearing impairment testing techniques have been conducted to address these
issues, and among them, EEG-based auditory evoked potentials (AEPs) are most widely
used (Zhang et al., 2006; Mahmud et al., 2019). Nowadays, the classification of AEP
signal is most commonly used in many brain-computer interface (BCI) applications (Gao,
Wang ¢ Gao, 2014) and brain hearing issues (Sriraam, 2012). In fact, the AEP signal is
widely used to recognize hearing capability, assessment, and neurological hearing
impairment identification. The AEP signals are reflected by the brain’s electrical activity
changes in the body’s sensory mechanisms in response to the auditory stimulus.

The diagnosis of hearing loss typically involves four main stages: acquisition of data, data
pre-processing, feature extraction and selection, and classification. The feature extraction
is traditionally conducted by analyzing the time-domain, frequency-domain, and time-
frequency domain techniques, which help to extract the information from the original raw
data. The extracted features are then used as an input to the machine learning or deep
learning models for training. However, traditional diagnosis methods have some
drawbacks. For example, traditional hearing loss approaches are often based on manual
feature selection. As a consequence, if the manually chosen features are ineffective for this
task, the hearing loss recognition performance will decrease considerably. Furthermore,
handcrafted features for different classification tasks are task-specific, meaning that
features that render predictions correctly are not acceptable under certain conditions

for other scenarios (Acir, Erkan ¢ Bahtiyar, 2013; Acir, Ozdamar ¢ Giizelis, 2006).

Although the researchers have employed a wide range of machine learning and deep
learning algorithms, recognizing the most effective classifier is still an open question.
Among machine learning-based classifiers, support vector machine (SVM) (Mahmud
et al., 2019), k-nearest neighbors (k-NN) (Thorpe ¢» Dussard, 2018; Rashid et al., 2021),
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artificial neural network (ANN) (Mccullagh et al., 1996), linear discriminant analysis
(LDA) (Grent-t-Jong et al., 2021) Naive Bayesian (NB) (Shirzhiyan et al., 2019) are
widely used in neurological response classification. Nowadays, the convolutional neural
networks (CNNs) are the most preferred approach in the different classification tasks,
particularly in image classification (Lecun, Bengio ¢» Hinton, 2015). In some recent studies,
CNNs have shown promising performances in EEG signal classification: in seizure
detection (Ansari et al., 2019), depression detection (Liu et al., 2018), and sleep stage
classification (Ansari et al., 2018). Ciccarelli et al. (2019) proposed a novel architecture of
the neural network and showed that their approach outperforms the linear methods in
decision windows of 10s. They have used eleven subjects in the experiment: with the
wet EEG, the decoding accuracy was improved from 66% to 81%, and with the dry EEG,
the decoding accuracy was improved from 59% to 87%. McKearney ¢ MacKinnon
(2019) used a deep neural network approach to classify paired auditory brainstem
responses. They used 232 paired ABR waveforms (190 paired ABR waveforms for training
the model and 42 paired waveforms for performance evaluation) from eight normal
hearing subjects and achieved 92.9% testing accuracy. Although they achieved an excellent
performance to identify the auditory brainstem response, the testing set is too small,
and more dataset is needed to test the model performance. Mccullagh et al. (1996) reported
a 73.7% accuracy using the artificial neural network to classify 166 auditory brainstem
responses (ABRs) with 2,000 repetitions. Ibrahim, Ting ¢» Moghavvemi (2019) used
multiple classification techniques for detecting the hearing condition; the SVM algorithm
outperforms the other algorithms by achieving a classification accuracy of 90%. They used
a nonlinear feature extraction method to extract adequate information from the AEP
signals. Diet] ¢ Weiss (2004) evaluated an application to achieve detection of frequency-
specific hearing loss where they used the wavelet packet transform (WPT) as a feature
extraction method and support vector machines (SVM) classifier to transient evoked
otoacoustic emissions (TEOAE). They achieved a maximum of 74.7% accuracy with the
testing dataset. Nonetheless, the overall accuracy is not favourable enough to be utilized in
real-life applications. Tang ¢ Lee (2019) proposed a novel hearing deficiency diagnosis
method using three-level wavelet entropy, followed by MLP, trained by hybrid Tabu
search-Particle Swarm Optimization (TS-PSO). Their approach achieved 86.17% testing
accuracys it still needs improvement for real-time applications. Sanjay et al. (2020) used
machine learning approaches for human auditory threshold prediction. The absolute
threshold test (ATT) method was used for feature extraction from the auditory signals.
The extracted feature was then classified using multiple classification methods. Among all
the classification methods, a maximum of 93.94% accuracy was achieved with the SVM
classifier. Xue et al. (2018) used participants’ articulatory movements with or without
hearing impairment during nasal finals for hearing impairment diagnosis. Six different
kinematic features: standard deviation of velocity, minimum velocity, maximum velocity,
mean velocity, duration, displacement was used to extract the information from the
hearing impairment (HI) patient and normal hearing (NH) participants. The classification
was conducted with a support vector machine, radial basis function network, random
forest, and C4.5. The maximum accuracy was 87.12% using a random forest classifier
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via (displacement and duration feature). Zhang et al. (2006) proposed an auditory
brainstem response classification method. They used wavelet analysis for feature extraction
and Bayesian networks to classify the auditory responses. Discrete wavelets transform
(DWT) was used to extract the time-frequency information from the raw signals. A
maximum of 78.80% testing accuracy was achieved in their proposed approach; it needs
more improvement in testing accuracy.

The emphasis in our study is on a concise decision window. However, a concise window
contains less information and more difficult to achieve high performance but provide an
effective solution for early detection of hearing disorder. The short decision window is
considered one of the prerequisites to develop the real-life application, but limited
studies have been carried out to investigate this issue (Deckers et al., 2018). Moreover,
selecting a short decision window makes the system faster by reducing the computational
complexity of the system. On the other hand, Deep learning (DL) approaches can
provide an effective solution because of their effective feature learning capability to
overcome the above limitations (Krizhevsky, Sutskever &» Hinton, 2017; Nossier et al., 2019;
Shao et al., 2019; Bari et al., 2021; Mahendra Kumar et al., 2021). Deep learning models
have several hidden layers that can explicitly learn hierarchical representations. From
model training, deep architectures can select discriminatory representations, which are
helpful for precise predictions according to the training data in subsequent classification
stages. Although the DL models have successful application in hearing loss diagnosis tasks,
there are still some issues with DL approaches. A few investigations (Ciccarelli et al.,
2019; McKearney & MacKinnon, 2019) have been conducted using deep models with more
than 10 hidden layers for hearing loss diagnosis. A large number of labelled data and
computations resources are typically required during the training model from scratch. In
the proposed study, we used the transfer learning (TL) method to address the challenges
of training a deep model from scratch. The TL method is used to expedite the deep
learning model training phase and effectively learns the hierarchical representations.
The process is accomplished by using the pre-trained TL method that has been pre-trained
on vast datasets of natural images. The proposed pre-trained model provides the lower-
level weights for the target neural network, while the higher-level weights are fine-tuned
for the hearing deficiency diagnosis task. Consequently, the proposed TL method offers a
rational initialization for the target model and decreases the number of model’s
parameters. In this manner, TL significantly enhances the performance of the training
process. Here, we summarized the main contribution of this paper.

e We have presented a hearing deficiency identification system based on deep CNN,
where a transfer learning strategy has been used to improve the training process. To fit
the AEP dataset in our model, we fine-tune the high-level parameters, consisting of
unfreezing some part of the pre-training model and re-training it. The lower-level
parameters are transferred from the previous trained deep architecture.

o In the proposed approach, we also changed some high-level parameters, reduced the
number of parameters and complexity of the TL architecture, which helps in improving
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the performance of the VGG16 model for our dataset and reduces the computational
time of the training process.

e The experiment is conducted in a short decision window (1s and 2s), minimizing the
impact of additional features and reducing time consumption, which shows the
proposed system robustness and applicability in real-life application.

The rest of the manuscript is arranged as follows: a detailed data description, data pre-
processing, and the transformation process of CWT are implemented in the Materials and
Methodology section. A detailed description of the development of the proposed pre-
trained model and fine-tuning procedure for hearing deficiency diagnosis is also
described in this section. Experimental performance to determine the models’ validation is
described in the Result of the Experiment and Analysis section. The Discussion section
exhibits a discussion on the comparison of the proposed model with related studies,
along with the key advantages of our proposed method over the previous studies.

The Conclusion section represents the outcome of the present study.

MATERIALS AND METHODOLOGY

The aim of this study is to build an intelligent auditory sensation system for hearing loss
diagnosis with high performance. The overall procedure of the proposed hearing loss
diagnosis method is demonstrated in Fig. 1. The proposed framework consists of few steps,
including data collection, pre-processing, time-frequency analysis, and building a pre-
trained model with fine-tuning. We have used a publicly available online dataset in the
data collection phase instead of data collection ourselves. We converted the raw signal into
a time-frequency image using continuous wavelet transform (CWT). Then, the proposed
deep CNN (improved-VGG16) method is applied in the time-frequency images for
diagnosis the hearing loss. In the TL model, the pre-trained ImageNet dataset has been
used, and the size of the images is 224 * 224 pixels in RGB. The entire dataset has been
converted into a time-frequency image after data collection and resized in height-224 *
width-224 * depth-3. The VGG16 uses natural images which are different from the time-
frequency images of AEP. So, to fit the AEP dataset in the TL model, we replaced some
VGG16 layers with the new layers and then fine-tuned the improved VGG16 model.

Data description

Experimental AEP datasets are provided by ExpORL, Dept. Neurosciences, KULeuven,
and Dept. Electrical Engineering (ESAT), KULeuven (Das, Francart ¢ Bertrand, 2020).
A 64-channel BioSemi Active Two system was used for recording the AEP data, which was
8,196 Hz sampling rate. The entire data was collected from 16 normal-hearing subjects,
and the trial was repeated 20 times from each subject. The recordings were conducted in a
soundproof, electromagnetically shielded space. The auditory stimuli were presented at
60 dBA by Etymotic ER3 insert earphones and were low-pass filtered with a cut-off
frequency of 4 kHz. As simulation software, APEX 3 was used (Francart, van Wieringen ¢
Wouters, 2008). Three male Flemish speakers narrated four Dutch stories as auditory
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Figure 1 The overall procedure of hearing deficiency diagnosis method.
Full-size K&l DOT: 10.7717/peerj-cs.638/fig-1

stimulation (Radioboeken, 2021). Every story lasted 12 min and was divided into two
segments of 6 min each. Silent segments that lasted more than 500 ms were shortened to
500 ms. The stimuli were equal in root-mean-square intensity and perceived as equally
loud. The experiment was divided into eight sections, each lasting six minutes. Subjects
were presented with two parts of two storylines in each trial. The left received one part,
while the right ear received the other part. To prevent the lateralization bias described by
Das et al. (2016), the attended ear was alternated over successive trials to ensure that
each ear received an equal volume of data. Each subject received stimuli in the same order,
either dichotically or after head-related transfer function (HRTF) filtering (simulating
sound coming from +90°). As with the attended ear, the HRTF/dichotic condition was
randomized and balanced within and over subjects.

Data preprocessing

The pre-processing of the AEP data is the first phase after data collection. In this study,
the trials were filtered with a high pass (0.5 Hz cut off) and downsampled from the
sampling rate of 8,192 Hz to 128 Hz. Here, we have investigated sixteen subjects, and
each trial has been segmented into the same length. The entire dataset has been segmented
into short decision windows (1s and 2s) and considered each decision window an
observation. The straightforward reason to select the concise decision windows is to reduce
the computational complexity and make the system faster, which will help detect the
early hearing disorder. From each subject, 200 observations have been picked, and finally,
we achieved a total of 3,200 observations. After data filtering and window selection, the
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Figure 2 AEP raw data plotting in 2s decision window: (A) hear auditory stimulus with the left ear
(B) hear auditory stimulus with the right ear. Full-size K&] DOTI: 10.7717/peerj-cs.638/fig-2

AEP data of subject-1, channel-1 in the time domain, is shown in Fig. 2 when the subject
hears auditory stimulus through headphones defined as left and right labels.

CWT for time-frequency analysis

CWT is a time-frequency feature extraction approach that offers multi-scale signal
refinement by scaling and translating operations. After the data pre-processing step, the
segmented dataset transforms from the time domain to the time-frequency domain using
the CWT.

The CWT can automatically adapt the time-frequency signal analysis criteria and
clearly explain the signal frequency change with time (Yan, Gao ¢» Chen, 2014). The CWT
is widely used for feature extraction and can be considered a mathematical tool for
transforming time-series into a different feature space. This study uses CWT as a feature
extraction method that converts the raw signal into 2-D time-frequency images from 1-D
time-domain signals. An internal signal operation and a series of wavelets are performed
by the wavelet transforms. The mother wavelet is scaled and translated to create the
wavelet set, which is a family of wavelets (¢), shown as

s = b () )

Here, S represents the scale parameter inversely related to frequency, and T represents
the translation parameter.

The signal x(¢) can be achieved by a complex conjugate convolution operation,
mathematically defined as follows (Huang ¢» Wang, 2018):

Wis.s) = (0., = 2 [ st (S5 )a @
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Figure 3 The transformation process from time-domain signal to time-frequency domain image.
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where /" (+) denotes the complex conjugate of the above function (-) and This
operation decomposes the signal x(¢) in a series of wavelet coefficients, in which the base
function is the wavelet family. In the equation, the s and T are two types of parameters in
the family wavelets. The signal x(t) is transformed and projected to the time and scale
dimensions of the family wavelets.

In this study, we use wavelet basis functions (Mother Wavelets). The time-frequency
images are then used as the input of the proposed TL model. The transformation process of
CWT is shown in Fig. 3.

Finally, we concatenate the 64 channels data in (M*M) for preparing an observation,
where the value of M is set to eight. So, each observation provides the time-frequency
information of 64 channels. Figure 4 shows the time-frequency image of 64 channels.

Hearing deficiency diagnosis using deep TL

The proposed system presented a deep TL method based on improved-VGG16
architecture for hearing loss diagnosis. The VGG16 uses natural images which are different
from the time-frequency images of AEP. The improvement consists of replacing some
VGG16 layers with the new layers and then fine-tuning the layers to fit the time-frequency
AEP dataset in the model.

Convolutional neural network architecture

LeCun et al. (1998) proposed the convolutional neural networks (CNN), one of the best

pattern recognition methods. The locally trained filters are used in this system to

extract the visual features through the input image. CNN’s internal layer structure consists
of a convolution layer, pooling layer, and fully connected layer. The complete procedure of
CNN is shown in Fig. 5.

e Convolution layer

The convolutional operations provide the more advanced feature representation.
Several fixed-size filters allow the complex functions to be used in the input image (Ravi
et al., 2017). The same weights and bias values are used in the whole image in each filter.
This technique is called the weight-sharing mechanism, and it makes it possible to
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represent the entire image with the same characteristic. A neuron’s local receptive field

reflects the neuron’s region in the previous layer. This study uses the ‘ReLU activation

function (Alpaydin, 2021). Let ¢ x c is the size of the kernel or filter, and i represent the

Islam et al. (2021), Peerd Comput. Sci., DOI 10.7717/peerj-cs.638



http://dx.doi.org/10.7717/peerj-cs.638/fig-4
http://dx.doi.org/10.7717/peerj-cs.638
https://peerj.com/computer-science/

PeerJ Computer Science

Output
Layers

[« o—
Convolutional Poolin X
Laverl 1 a\'crf Convolutional Pooling Fully
- ’ Layer2 Layer2 Connected

Layer

Figure 5 Typical convolutional neural network architecture.
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time-frequency image. The weight and bias of the filter are denoted by w and b,
respectively. The output Oy o can be computed using Eq. (3), where f denotes the activation
function. This study used the ReLU activation function. In most of the classification tasks,
the ReLU activation function has demonstrated superior performance in terms of
accelerating convergence and mitigating the issue of vanishing gradients (Krizhevsky,
Sutskever ¢ Hinton, 2017). The mathematical representation of the ReLU activation
function can also be seen in Eq. (4),

O =f <b + Z Z Wt,rio+t,0+r> (3)
t=0 r=0

x x>0

160 ={5 e @

e Pooling Layer

The pooling method is used in the feature maps, which have gone through convolution
and activation function. The pooling layer computes the local average or maximum value,
reducing the complexity and retaining the essential features, thus enhancing feature
extraction performance.

e Fully connected layer

The convolutional and pooling layers alternately transfer the image features; after
that, the fully connected layer received the image feature as an input. One or more hidden
layers may have in the fully connected layer. By the data from the previous layer, each
neuron multiplies the connection weights and adds a bias value. Before transmission to the
next layer, the measured value is passed via the activation function. Eq. (5). displays
neuronal calculations in this layer.

M
fl=fb+> wig*0p) (5)
q=1

where f is the activation function, w is the weight vector, O is the input vector of the qth
neuron, and b is the bias value.
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e SoftMax

The SoftMax activation function variates the logistic regression adapted to multiple
classes and used in the output layer for classification purposes. It can be determined by
Eq. (6) (Sermanet et al., 2013),

exp ()

5, exp (o) ©

classj =

Proposed pretrained model building and fine-tuning
In the convolutional neural network, the convolutional layers are used to extract the
features from the dataset in a different manner, whereas the fully connected layers are
used to classify the extracted features. The most forthright approach for enhancing the
feature learning capability is to increase the depth or width of the deep neural network.
However, this can lead to two issues: the first concern is that a deeper or wider model
typically has more parameters, rendering the expanded network more vulnerable to
overfitting. The second concern is that it raises the use of computing resources
substantially.

To overcome these flowing issues and extract the AEP feature efficiently, the VGG16
network utilizes several parallel layers with different convolutional kernel sizes.
It concatenates the outputs at the end of the pre-trained network. In the proposed TL
model, we replace some layers of VGG16 with the new layers to fit the AEP dataset in
the pre-trained network, which enhances hearing loss identification performance.
The replacement process consists of adding some dense layers in the fully connected block
of VGG16 architecture and adding the dropout layers after every dense layer. A densely
connect layer learns features from all the previous layer’s features. The dense layer
performs a matrix-vector multiplication, and with the help of backpropagation, the
parameters can be trained and updated. The dense layer is used to change the vector’s
dimensions and applies in other operations like rotation, scaling, and translation. Mele ¢
Altarelli (1993) reported that on the CIFAT-10 dataset, the error rate 16.6% when
testing the dataset in a convolutional neural network. They improved the model’s
performance with an error rate of 15.6% when the dropout layer was utilized in the last
hidden layer. We add the dropout layer after every dense layer in the fully connected block
to reduce the model complexity and prevent overfitting. The neuron is temporarily
dropped with the probability p at each iteration. Then, at every training step, the
dropped-out neuron is resampled with the probability p, and a dropped-out neuron will be
active at the next step. Here, the hyperparameter p is the dropout rate. Since the VGG16
uses the TmageNet” weight, which is trained with the natural image, and the proposed
time-frequency images are not similar, more layers need to be fine-tuned where the
weight is updated with the ‘ImageNet’ weight. This process helps to fit the time-frequency
images with the TL architecture. The proposed fine-tuning consists of unfreezing some
pre-trained network layers and re-train with the AEP dataset.

Islam et al. (2021), Peerd Comput. Sci., DOl 10.7717/peerj-cs.638 11/28


http://dx.doi.org/10.7717/peerj-cs.638
https://peerj.com/computer-science/

PeerJ Computer Science

In the proposed approach, at first, we remove all the layers of VGG16 after the first 3 x 3
convolution layer of convolutional block five, as shown in Fig. 6, and replace the fully
connected block there. Then, we add multiple dense layers at the end of the VGG16 model,
and after every dense layer, we add the dropout layer. In the case of CNN, the
convolutional layers extract the feature from the dataset, whereas the fully connected
layers try to classify the extracted features. Consequently, adding more layers to the dense
section can empower the network’s robustness and improve classification accuracy. So,
despite using the two dense layers of the VGG16, here, we add three new dense layers
units of 1,024, 512, and 288 in the fully connected block. Then, we add a dropout layer
after each dense layer, and the dropout value is set to 0.2, 0.4, and 0.6, respectively.

The reason behind adding the dropout layers is that the deep learning model reduces
the performance due to overfitting, and the dropout layers reduce the model complexity
and prevent overfitting. These techniques help in enhancing the performance in the
hearing loss diagnosis. We also remove the top layer and adding a SoftMax layer (output
layer) based on the targeted class. Based on the hyperparameters tuning technique, the
proposed approach uses the ‘Adam’ optimizer to adjust the network weight with the batch
size 64, and the learning rate is set to 0.0001. The parameters selection is made with the
help of the “Keras-Tuner’ library. This library helps to select the most optimal set of
hyperparameters for our architecture. Hyperparameters are the variable that governs

the training process of the DL model and structure. There are two types of
hyperparameters: first, model hyperparameters that help in selecting the number and
width of the multiple hidden layers. Second, algorithm hyperparameters help to influence
the speed and quality of the learning algorithm. All the hyperparameters selected to
build the proposed architecture are based on ten different runs of the model. The following
steps are used to train the model for hearing loss identification, shown in Box 1.

The detailed information of the parameter of the proposed TL architecture is shown in
Table 1. Here, C means the targeted class.

During the training process, all the layers before convolutional block four are frozen.
The weights are updated in the trainable layers, which helps in minimizing the errors
between the predicted labels and the actual labels. The complete architecture of the
proposed TL has demonstrated in Fig. 6.

RESULT OF THE EXPERIMENT AND ANALYSIS

This section represents the proposed hearing loss diagnosis method’s performance
based on CWT and deep CNN architecture (improved-VGG16). First, we converted the
time domain signal to time-frequency domain images. Then, the images are resized into
height-224 * width-224 * depth-3, which is the suitable size of the proposed model.

In this study, two different decision windows were tested: 1s and 2s. This term refers to
the quantity of data required to make a single left/right decision. The practical reason
behind selecting the shorter decision window is to detect the hearing condition quickly.
The entire dataset was randomly split into the training set and testing set. Here, we
used 70% dataset to train the architecture, and the rest of the dataset was used to test the
model’s validation. This experiment has conducted with sixteen subjects where the subjects

Islam et al. (2021), Peerd Comput. Sci., DOl 10.7717/peerj-cs.638 12/28


http://dx.doi.org/10.7717/peerj-cs.638
https://peerj.com/computer-science/

PeerJ Computer Science

Pre-Trained

VGG16 Model Proposed Method

3%*3 Conv2D,64
3*3 Conv2D.64
MaxPooling2D

3*3 Conv2D.128
3*3 Conv2D,128

MaxPooling2D

3%3 Conv2D,64
3*3 Conv2D,64
MaxPooling2D

3*3 Conv2D,128
3*3 Conv2D.128
MaxPooling2D

3*3 Conv2D,256

Convolutional
Block 1

Convolutional
Block 2

Frozen
Layers
Weight Transfer

3*3 Conv2D,256

3*3 Conv2D,256

MaxPooling2D

3%3 Conv2D,512

3*3 Conv2D,512

3*3 Conv2D,512

MaxPooling2D

Convolutional
Block 3

(‘on\'olutinnnls
Block4 =

Convolutional
Block §

—————% 3*3 Conv2D,512

3*3 Conv2D,512

i13%3 Comvap,512 | ;g Fine
: : Flatten e Tuning
: H Weight Update
:13%3 Conv2D,512  : .t
Dense 1024 |3
| MaxPooling2D |:
. < Replaced Dropout 0.2 HH
. : layers i
: Flatten : Dense 512 E §
: : - Fully
i pencss | SRR Connected
: g ii  Block
il Dense4096 |: Denw tin - ::
E SoftMax E Dropout 0.6 E E
H i : : Replace Output
FesssnEssssEEENERRNEEY SoftMax l: La_verwith
: Targeted Class

Figure 6 Transfer learning procedure of the proposed method.
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Box 1 Training procedure of proposed TL architecture.

The training steps of the proposed TL architecture:

Step 1:  Load the VGG16 base model with the pre-trained weights.

Step 2:  Freeze some layers in the base model by setting trainable = False. In the nontrainable layers, the
weights will not train.

Step 3:  Create a new model by replacing some layers of VGG16 with new layers and retrain the layers
with the layers where the trainable = True.

Step 4:  Train the new model with the dataset.

Table 1 Parameter of proposed TL architecture.

Layer (type) Output Number of parameters
Input 224 *224 *3 0
Block1-Conv2D 224 %224 * 64 1,792
Block1-Conv2D 224 *224 * 64 36,928
Block1-MaxPooling2D 112 * 112 * 64 0
Block2-Conv2D 112 * 112 * 128 73,856
Block2-Conv2D 112 * 112 * 128 147,584
Block2-MaxPooling2D 56 * 56 * 128 0
Block3-Conv2D 56 * 56 * 256 295,168
Block3-Conv2D 56 * 56 * 256 590,080
Block3-Conv2D 56 * 56 * 256 590,080
Block3-MaxPooling2D 28 * 28 * 256 0
Block4-Conv2D 28 *28 *512 1,180,160
Block4-Conv2D 28 *28 * 512 2,359,808
Block4-Conv2D 28 %28 *512 2,359,808
Block4-MaxPooling2D 14 * 14 * 512 0
Block5-Conv2D 14 * 14 * 512 2,359,808
Flatten-Flatten 1 *1 *100352 0
fc1-Dense 1%1*1024 102,761,472
dropout-Dropout 17171024 0
fc2-Dense 1*1*512 524,800
dropout_1-Dropout 1¥1%512 0
Fc3-Dense 1%1%288 147,744
dropout_2-Dropout 171%288 0
Output-Dense C 288*C+C

hear the auditory track. Based on listening to the auditory track with the ear, the dataset
has been divided into two classes. The ‘Class1’ means the subject hears the auditory
track with the left ear and the ‘Class2’ means the subject hears the auditory track with
the right ear. With the (1s and 2s) decision windows, we randomly selected 200
observations from each subject. A total of 2,240 observations has been used for training the
model and 960 observations for testing the performance.
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Table 2 Performance of proposed model for 1s decision window.

Subject Accuracy Precision Recall F1 Score Cohens
Kappa
Subject-1 0.9833 0.9688 1.0 0.9841 0.9666
Subject-2 0.9667 1.0 0.9355 0.96667 0.9334
Subject-3 0.8667 0.8108 0.9677 0.8824 0.7312
Subject-4 0.9667 0.9393 1.0 0.9688 0.9331
Subject-5 1.0 1.0 1.0 1.0 1.0
Subject-6 0.8333 0.8387 0.8387 0.8387 0.6663
Subject-7 1.0 1.0 1.0 1.0 1.0
Subject-8 0.95 0.9667 0.9355 0.9508 0.9
Subject-9 0.7667 0.7167 0.7933 0.7367 0.4833
Subject-10 0.9833 1.0 0.9677 0.9836 0.9667
Subject-11 0.8167 0.7409 1.0 0.8578 0.6241
Subject-12 0.9833 1.0 0.9632 0.9853 0.9567
Subject-13 0.7833 0.8214 0.7419 0.7797 0.5676
Subject-14 0.76667 0.7453 0.8365 0.7892 0.5378
Subject-15 0.9833 0.9688 1.0 0.9841 0.9666
Subject-16 1.0 1.0 1.0 1.0 1.0
Average = SD 91.56% + 8.91% 90.74% * 10.47% 93.63% * 8.25% 91.92% + 8.79% 82.71% * 18.34%

For 1s window length, the performance of the proposed approach for each subject in
terms of accuracy, precision, recall, f1-score and cohen’s kappa of all subjects is
demonstrated in Table 2.

Table 2 illustrates that in the case of subject-5, subject-7, and subject-16, our network
achieves an unprecedented performance of 100%. Except for six subjects (Subjects-3, 6, 9,
11, 13 and 14), all subjects have achieved more than 90% accuracy. However,
comparatively lower classification accuracy has been noticed by Subjects-3 (86.67%),
Subject-6 (83.33%), Subject-9 (76.67%), Subject-11 (81.67%), Subject-13 (78.33%), and
Subject-14 (76.67%). In the case of 1s decision window length, the average classification
accuracy is 91.56%, whereas the standard deviation is 8.91%. Besides classification
accuracy, other performance evaluation techniques (such as precision, recall, f1-score, and
cohen kappa score) are also calculated to check the proposed model’s acuity. The average
value of precision, recall, f1-score, and cohen kappa for sixteen subjects are 90.74%,
93.63%, 91.92%, 82.71%, respectively, whereas standard deviations are 10.47%, 8.25%,
8.79%, 18.34%, respectively. Figure 7 shows the overall accuracy and loss curve of the
proposed TL method for the 1s decision window.

For 2s window length, the performance of the proposed architecture is illustrated in
Table 3. In this case, a maximum of 100% accuracy has achieved for subject-6, subject-7,
subject-10, subject-16. Here, in the case of subject-16, we achieved 1.67% more
accuracy compared to the 1s time window analysis. However, the proposed architecture
achieves an unprecedented improvement (more than or equal to 90% for decision
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Figure 7 The overall accuracy and loss curve of the proposed TL method for 1s decision window.
Full-size ] DOT: 10.7717/peerj-cs.638/fig-7

Table 3 Performance of proposed model for 2s decision window.

Subject Accuracy Precision Recall F1 Score Cohens Kappa
Subject-1 0.9833 1.0 0.9677 0.9836 0.9666
Subject-2 0.9666 0.9393 1.0 0.9687 0.9331
Subject-3 0.95 0.9666 0.9354 0.9508 0.9
Subject-4 0.9666 0.9393 1.0 0.96875 0.9331
Subject-5 0.9833 1.0 0.9677 0.9836 0.9666
Subject-6 1.0 1.0 1.0 1.0 1.0
Subject-7 1.0 1.0 1.0 1.0 1.0
Subject-8 0.95 0.9375 0.9677 0.9523 0.8997
Subject-9 0.9666 0.9677 0.9677 0.9677 0.9332
Subject-10 1.0 1.0 1.0 1.0 1.0
Subject-11 0.9333 0.9354 0.9354 0.9354 0.8665
Subject-12 0.95 0.9666 0.9354 0.9508 0.9
Subject-13 0.9 0.8787 0.9354 0.9062 0.7993
Subject-14 0.9666 0.9393 1.0 0.9687 0.9331
Subject-15 0.9833 0.9687 1.0 0.9841 0.9665
Subject-16 1.0 1.0 1.0 1.0 1.0

Average + SD  96.87% + 2.78% 96.49% + 3.5% 97.57% % 2.76% 97% + 2.64% 93.73% * 5.57%

windows of 2s) in each subject. The lowest accuracy of 90% has been obtained in
subject-13.

With the 2s decision window, the average value of accuracy precision, recall, f1-score,
and cohen kappa for sixteen subjects are 96.87%, 96.49%, 97.57%, 97% and 93.73%,
respectively. On the other hand, the standard deviation of precision, recall, f1-score, and
cohen kappa are 2.78%, 3.50%, 2.76%, 2.64% and 5.57%, respectively. Figure 8 shows the
overall accuracy and loss curve of the proposed TL method.
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Figure 8 The overall accuracy and loss curve of the proposed TL method for 2s decision window.
Full-size K&] DOT: 10.7717/peerj-cs.638/fig-8

To illustrate the performance of the proposed TL model in depth, the confusion
matrix of all subjects has been given separately. A confusion matrix can be used to estimate
the classification accuracy of a model visually. Figure 9 represent the confusion matrix with
1s decision windows analysis, whereas Fig. 10 represent the confusion matrix with 2s
decision window analysis. In both figures, the letter A to P denotes the confusion matrix of
subject-1 to subject-16, respectively.

The correct predictions are on the diagonal in the confusion matrix, while the incorrect
predictions are off the diagonal. For example, in the case of Fig. 10A that denotes subject-1,
a total of 59 observations (29 observations for classl, 30 observations for class2) have
been recognized accurately among 60 observations. In both decision windows, the total
testing set for sixteen subjects consists of 960 observations, in which 464 observations are
in 'Class1’, and 496 observations are in 'Class2'. For 1s decision windows, our network
correctly detects 876 observations whilst 84 observations have been misclassified (shown in
Fig. 9). On the other hand, for 2s decision windows, 930 observations have been accurately
detected, whereas only 30 observations have been misclassified (shown in Fig. 10).
Therefore, 2s decision windows provide a significant performance compared to the 1s
decision windows.

Furthermore, to study the relationship between window length and detection
performance, this study includes a comparison. Figure 11 visualizes the average
performance of two decision windows over our network.

Figure 11 shows that the proposed TL network with a 2s decision window
significantly improves recognition accuracy compared to the 1s decision window analysis.
The main goal of this study is to enhance the performance for detecting the hearing
condition with a concise decision window, so that we can efficiently use this system in real-
life application. For this purpose, first, we analyze the 1s decision window and achieve
91.56% recognition accuracys still not so high to apply this system in real-life application.
Furthermore, to enhance the performance of our proposed diagnosis system, we move on
to the 2s decision windows length, and this time we achieve a 5.31% improvement in

Islam et al. (2021), Peerd Comput. Sci., DOl 10.7717/peerj-cs.638 17/28


http://dx.doi.org/10.7717/peerj-cs.638/fig-8
http://dx.doi.org/10.7717/peerj-cs.638
https://peerj.com/computer-science/

PeerJ Computer Science

A C D
30 30 25 30
0 2 23 5 . 25
Ll —~ - 20 —
a8 20y & 2098 2 8 20
Go &0 820 -3
- g 159 15 1509 15
g 10 g 2 E
= = = 10
o~ 1 ~ 10 ~ 5 10 1
a 5 @ a a
S S > 8 5 O 3
(6] (o]
0
Classl Class2 Classl Class2 Classl Class2 Classl Class2
E Predicted Class Predicted Class G Predicted Class Predicted Class
30
30 30
25
o a > a :4
pR: 2048 ﬁ 8 2048 20
=0 DO 80O 20
: - 5 2 e
3 ! S 3
= 10F = 10F & 10
o 10 o ]
w
k. 8 3 5
O O
Classl Class2 0 Classl Class2 0 Classl Class2
Predicted Class Predicted Class L Predicted Class
30
20 3 25
— = —
[ 20 0
88 e 204 8 # 8 20
=0 8] - U
o 115 oY 115 O
E E :
F 12 10 F 10F 10
3 o 3
® 10 a a
(o] L 5 8
(u]
Classl Class2 0 Class1 Class2 Y
Classl Class2 ass ass
M Predicted Class N Predicted Class Predicted Class Predicted Class
30 30
~ 20 o 20 o o
9 8 n 0 9 204 & 20
p © L ©
o =0 S o 5
o 155 g o
o ] 15 ¢ v
> 2 2 =]
= b = 10F 10
~N
P 10 2 10 9 P
o S - s
(] (o]
Classl Class2 Classl Class2 Classl Class2 a Classl Class2 0
Predicted Class Predicted Class Predicted Class Predicted Class

Figure 9 Confusion matrix for 1s decision windows: (A) subject-1, (B) subject-2, (C) subject-3, (D) subject-4, (E) subject-5, (F) subject-6,
(G) subject-7, (H) subject-8, (I) subject-9, (J) subject-10, (K) subject-11, (L) subject-12, (M) subject-13, (N) subject-14, (O) subject-15,
(P) subject-16. Full-size K&l DOT: 10.7717/peerj-cs.638/fig-9

accuracy compared to the 1s decision window length. In the case of other performance
evaluation techniques such as precision, recall, F1 score and Cohen’s kappa, we achieve
5.74%, 3.94%, 5.08%, and 11.02%, improvement, respectively. The improvement indicates
the robustness and applicability of our proposed system.

Despite the impressive performance of the proposed system, in some cases, the
performance of our network is unsatisfactory. The possible reason for this poorer
performance compared to the other successful cases is that in EEG-based BCI application
studies, a small SNR and different noise sources are among the greatest challenges.
Furthermore, Unwanted signals contained in the main signal can be termed noise, artifact,
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Figure 10 Confusion matrix for 2s decision windows: (A) subject-1, (B) subject-2, (C) subject-3, (D) subject-4, (E) subject-5, (F) subject-6,
(G) subject-7, (H) subject-8, (I) subject-9, (J) subject-10, (K) subject-11, (L) subject-12, (M) subject-13, (N) subject-14, (O) subject-15,
Full-size &) DOT: 10.7717/peerj-cs.638/fig-10

(P) subject-16.

or interference. Sometimes, the brain may produce some unwanted noise due to the lack of

the subject’s proper attention or muscle movement, affecting the detection results. In the

experiment, we select concise decision windows (1s and 2s), and working with a short

window have many advantages but still very challenging (Geirnaert, Francart ¢

Bertrand, 2020). For these possible reasons, some subjects may provide a lower accuracy

compared to the other’s subject (shown in Table 2 and Table 3). Suppose in the 2s decision
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Figure 12 The performance comparison with other pre-trained architectures.
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windows length; if we avoid the two subjects that perform poorer than the other subjects
(shown in Table 3), we will achieve 97.62% recognition accuracy. However, the average
training and testing accuracy of sixteen subjects with 2s windows length is 100% and
96.87%, respectively, after 100 epochs, whereas the standard deviation is 2.78%.
Furthermore, to study the robustness of the proposed method with a 2s decision
window (1s decision windows is not considered in the subsequent analysis), the
performance of the proposed model has been compared with other widely used TL
architectures. Six popular transfer learning algorithms namely, InceptionResNetV2
(Lingkvist, Karlsson ¢ Loutfi, 2014), MobileNet (Pan et al., 2020), ResNet50
(He et al., 2016), VGG16 (Simonyan & Zisserman, 2015), VGG19 (Simonyan & Zisserman,
2015), and Xception (Chollet, 2017) have employed to the time-frequency image of AEP
dataset for hearing loss diagnosis. The input size is the same (height- 224" width-224*
depth-3) for all the TL architectures. Figure 12 illustrates the performance comparison of
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Table 4 Performance comparison with six popular TL models.

Pre-network model Input size Trainable Non-trainable Total parameters Recognition accuracy (%)
parameters parameters

VGG16 224 8,194 134,260,544 134,268,738 57.375
InceptionResNetV2 224 3,074 54,336,736 54,339,810 54.000

ResNet50 224 4,098 23,587,712 23,591,810 54.875

MobileNet 224 2,002 4,253,864 4,255,866 60.250

Xception 224 4,098 20,861,480 20,865,578 57.625

VGG19 224 8,194 139,570,240 139,578,434 56.625

Proposed model 224 103,434,594 9,995,072 113,429,666 96.87 + 2.78

six popular TL models with the proposed model. According to Fig. 12, the proposed model
achieved higher accuracy compared to the other TL models.

We also reduced the model parameters of VGG16 which help in reducing the model
complexity and minimize the computational resources. The total number of all model
parameters and performance is represented in Table 4. Table 4 reported that the overall
accuracy is less than 61% in all the pre-trained networks, where the models used pre-
trained TmageNet’ weights for hearing impairment identification.

In the proposed TL methods (Improved-VGG16), we reduced the total number of
parameters of VGG16 (134,268,738 to 113,429,666). Although we reduced the number of
parameters, the testing accuracy was still improved to 96.87% from 57.37%. The reason
behind the higher accuracy of the proposed model compared to the other TL models
is the replacement of some VGG16’s layers with the new layers and fine-tune the higher
higher-level parameters, which helps to fit the AEP dataset in the pre-trained network.
This replacement consists of adding some dense layers in the fully connected block of
VGG16 architecture and adding the dropout layers after every dense layer (shown in
Fig. 6). In the fine-tuning block, the time-frequency images are updated with the
‘ImageNet’ weight. This technique helps to fit the dataset in the proposed TL architecture
and enhance the overall performance for the hearing loss diagnosis. This experiment
is carried out in python, where we used Google colab, Windows 10, Intel(R) Xeon(R)
CPU @ 2.30GHz, Tesla K80, and CUDA Version: 10.1.

DISCUSSION

A hearing deficiency detection method based on CWT and improved-VGG16 is proposed
in this paper and achieved significantly outperform performance with the shorter decision
windows (2s) than the previous state-of-art studies. The proposed improved-VGG16
architecture achieved an average accuracy, precision, recall, f1-score, and Cohen kappa of
96.87%, 96.50%, 97.58%, 97.01%, and 93.74%, respectively.

From Fig. 12, it is clear that our network achieved more than 35% significant
improvement compared to the others TL algorithms. In this experiment, we also found a
significant effect of the decision window length on the overall performance. We achieved
the improvement in the 2s decision window: 5.31% accuracy, 5.74% precision, 3.94%
recall, 5.08% in F1 score, and 11.02% Cohen’s kappa than the 1s decision window.
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Table 5 Performance comparison of related AEP studies.

Reference Year Data Feature extraction Classification Classification
method accuracy (%)
Subject Class
(Tang & Lee, 2019) 2019 180 2 WE TS-PSO 86.17
(Mahmud et al., 2019) 2019 32 2 Global and SVM 85.71
nodal graph
(Dietl & Weiss, 2004) 2004 200 3 WPT SVM 74.7
(Zhang et al., 2006) 2006 8 2 DWT Bayesian 78.80
network
classification
(Tan et al, 2013) 2013 39 2 SIFT SVM 87
(Li et al., 2019) 2019  Observation: 671 2 FFT SVM 78.7
(Hallac et al., 2019) 2019  Observation: 671 2 Raw AEP CNN 94.1
(Dass, Holi & Soundararajan, 2016) 2016  Observation: 280 2 latency, FFT and DWT A feed-forward 90.74
Subjects: 151 multilayer perceptron
Proposed work - Observations: 3,200 2 CWT Improved-VGG16 96.87

The improvement is because the concise decision windows (1s) contain less information
and sometimes provide unsatisfactory performance. However, this study aims to build
an efficient network that can detect the hearing condition with a concise decision window
so that we can able to achieve the decision quickly and can provide more effectiveness in
real-life application.

Furthermore, a comparison of the proposed model with existing related studies is
represented in Table 5. As seen in Table 5, Hallac et al. (2019) and Dass, Holi ¢
Soundararajan (2016) utilized the convolutional neural network-based classification
approach and achieved higher accuracy compared to the other related studies. Hallac et al.
(2019) reported that with the raw AEP data and CNN, they achieved 94.1% accuracy.
Dass, Holi ¢ Soundararajan (2016) used both the time and frequency domain feature to
extract the information from the raw AEP data. They used a feed-forward multilayer
network to classify the AEP signal and achieved 90.74% testing accuracy. Both studies
achieved a very encouraging performance but need more testing observations to validate
the model’s robustness.

In Dietl & Weiss (2004), Mahmud et al. (2019), Tan et al. (2013) and Li et al. (2019), the
SVM classifier was used to classify the AEP dataset. Their approach achieved 78.80%,
85.71, 87%, and 78.7% accuracy, respectively. The obtained overall performance is not
enough to apply the models in real-life application. Tang ¢» Lee (2019) proposed a TS-PSO
hybrid model to classify the two-class AEP dataset. They used Wavelet entropy as a
feature extraction method and achieved 86.17% testing accuracy. Zhang et al. (2006)
proposed a combination of wavelet analysis and Bayesian networks to classify auditory
brainstem response (ABR) signals. For the wavelet analysis, they used the DWT method.
Although they conducted an excellent analysis, the overall accuracy is reported 78.80%,
which needs improvement.
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The experimental outcomes demonstrated that the proposed architecture gain an
impressive performance than the other related study for hearing deficiency diagnosis
reported in the literature. Although the proposed approach outperforms state-of-art
hearing deficiency detection methods, some difficulties are also faced during the
experimental analysis. For example, to check the cross-validation and prove the feasibility
of our proposed network, a wide range of similar datasets is needed. However, we did not
find such dataset for further validation of the proposed method. Another issue is the
absence of clear speech envelopes in the dataset. In the previous research, several types of
EEG headsets were used to detect the hearing conditions, and these contain a different
number of electrodes (1-256). So, the number of electrodes and which electrodes are
required to achieve acceptable performance should be determined (Mirkovic et al,

2015; Montoya-Martinez, Bertrand & Francart, 2019; Narayanan & Bertrand, 2018). In
most of the studies, the analysis is carried out with ordinary machine learning algorithms,
and a few studies are investigated with the deep learning approaches (Krizhevsky,
Sutskever ¢» Hinton, 2017; Nossier et al., 2019; Shao et al., 2019). However, most of the
studies' testing accuracy is not enough to use the model in real-time as well as real-life
applications. A fast and more accurate approach can be an efficient tool for future hearing
devices and provide a great application in real-life uses. Our study proposed the time-
frequency distribution with a deep learning method and achieved superior performance to
other related approaches for hearing loss diagnosis reported in the literature. The key
advantages of our proposed method compared to previous studies are written below:

e Instead of training the AEP dataset with the deep learning architecture from scratch, the
proposed study is conducted with a transfer learning strategy, which helps in faster
training and better accuracy.

e To fit our time-frequency AEP dataset with the pre-trained model weight, we fine-tuned
some higher-level parameters where the pre-trained weights are updated with the
provided dataset. This strategy helps in enhancing the overall performance for detecting
hearing deficiency.

e We compare the model’s performance with the six popular TL methods, including
VGGL16 (Simonyan & Zisserman, 2015), VGG19 (Simonyan & Zisserman, 2015),
MobileNet (Pan et al., 2020), ResNet50 (He et al., 2016), InceptionResNetV2 (Ldingkvist,
Karlsson & Loutfi, 2014), and Xception (Chollet, 2017) algorithms where the proposed
architecture is superior for hearing deficiency diagnosis.

e We also changed some higher-level parameters (after the first layer of the convolutional
block five, we remove all the layers and add the new fully connected layer shown in
Fig. 5). This approach also helps in reducing the VGG16 parameters and increasing the
performance of the proposed improved-VGG16 model.

e The proposed approach achieved the height classification accuracy of 96.87%, compared
to the previous studies (Ciccarelli et al., 2019; McKearney ¢ MacKinnon, 2019;
Ibrahim, Ting & Moghavvemi, 2019; Dietl & Weiss, 2004; Tang ¢ Lee, 2019; Sanjay et al.,
2020; Xue et al., 2018; Zhang et al., 2006; Tang & Lee, 2019; Mahmud et al., 2019;
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Dietl & Weiss, 2004; Zhang et al., 2006; Tan et al., 2013; Li et al., 2019; Hallac et al., 2019;
Dass, Holi & Soundararajan, 2016).

e The impact of different decision windows is also exhibited in the proposed study,
whereas our network provides a significant outcome with a concise decision window.

CONCLUSIONS

The proposed hearing loss diagnosis framework consists of two major steps: signal to
image transformation and building a hearing deficiency diagnosis system using deep CNN.
In the proposed study, the CWT is used to convert the raw signals to time-frequency
images. Then, CNN-based improved-VGG16 is used to classify the time-frequency
images. This approach achieved better outcomes with fewer trainable parameters, which
help to reduce the training time of the model. The applicability and effectiveness of the
proposed method are verified by the publicly available AEP dataset, and it achieved
96.87% testing accuracy with a concise decision window. Moreover, this study will help to
identify early hearing disorders efficiently. Because of the unstable and subject-specific
characteristics of the AEP signal, identification of the AEP signal is challenging. Thus, to
enhance the detection system’s accuracy, other AEPs features need to be investigated, and
the use of more data variance and conditions can also be improved the outcome.
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ABSTRACT

Dynamic locomotion plays a crucial role for legged robots to fulfill tasks in
unstructured environments. This paper proposes whole-body kinematic and
dynamic modeling method s based on screw theory for a quadruped robot using
different gaits and mechanism topologies. Unlike simplified models such as centroid
or inverse pendulum models, the methods proposed here can handle 10-dimensional
mass and inertia for each part. The only simplification is that foot contact

models are treated as spherical joints. Models of three different mechanism
topologies are formulated: (1) Standing phase: a system consisting of one
end-effector, the body, and four limbs, the legs; (2) Walking phase: a system
consisting of one or two lifting legs (depending on the chosen gait), two or three
supporting legs; (3) Floating phase: a system in which all legs detach from the
ground. Control strategies based on our models are also introduced, which includes
walk and trot gait plans. In our control system, two additional types of information
are provided: (1) contacting forces are given by force sensors installed under feet;
(2) body poses are determined by an inertial measurement unit (IMU). Combined
with the sensor data and calibrated mass, inertia, and friction, the joint torque can be
estimated accurately in simulation and experiment. Our prototype, the “XiLing”
robot, is built to verify the methods proposed in this paper, and the results show that
the models can be solved quickly and leads to steady locomotions.

Subjects Artificial Intelligence, Embedded Computing, Real-Time and Embedded Systems,
Robotics, Theory and Formal Methods
Keywords Whole body dynamic, Screw theory, Quadruped robot, Mechanism topologies

INTRODUCTION

Compared with wheeled and tracked mobile machines, legged robots have apparent
advantages when working in unstructured environments. In the past few decades,
remarkable improvements have been witnessed in the agility and mobility of legged robots.
For instance, the biped Atlas (Kuindersma et al., 2016) and quadruped BigDog (Raibert
et al., 2008), both actuated by hydraulic systems, and the quadruped spot mini driven by
electric motors have demonstrated their capabilities in highly complex motions. In
addition, the quadruped HyQ designed by Semini et al. (2011), which was further
improved by Hutter et al. (2016) manifested itself in terms of excellent dynamic
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locomotion. Among these state-of-the-art designs, whole-body modeling serves as a
cornerstone for sophisticated control and estimation.

Legged robots are typically treated as floating-based multi-body systems (MBS). Due to
the complexity of the whole-body models, a common pipeline is to adopt reduced-order
models to concentrate on some significant degrees of freedom. In Raibert, Brown &
Chepponis (1984), the concept of virtual legs was introduced to stimulate a 3D one-legged
hopping. By controlling the jumping height, forwarding speed, and body pose of the
machine, a successfully balanced hopping was achieved in the 3D environment. The idea
was further extended to a four-legged robot shown in Raibert, Chepponis & Brown (1986).
The linear inverse pendulum (LIP) model, on the other hand, is one of the most
widely used template models for both biped and quadruped robots (Kajita et al., 2003).
The LIP model mainly relies on the zero-moment point (ZMP) concept, which roughly
acts as the center of pressure concerning all ground reaction forces. Besides, the spring-
loaded inverted pendulum (SLIP) model was adopted to mimic the spring-like behavior of
a robotic leg in the running motion (Hutter et al., 2010). In addition to the LIP and
SLIP models, the centroidal momentum model further studies the effect of angular
momentum on the body, and it was used to generate a force/position hybrid strategy that
allowing the HyQ robot to stand and walk on slopes above 50° (Focchi et al., 2017).

The template model alone, in general, cannot enable dynamic-legged locomotion, and a
precise whole-body dynamics model is required. Based on whole-body dynamics models,
advanced control scheme such as model predictive control (MPC) has been applied to
real-world legged robots. In Bellicoso et al. (2017), the authors designed the quadruped
ANYmal, which is actuated by series-elastic actuators. By using a hierarchical whole-body
controller relied on ZMP to optimize the whole-body motion and contact forces to execute
dynamic gaits, including trot, pace, and dynamic lateral walk, as well as a smooth
transition between them. The quadruped cheetah developed by MIT also used a full-
dynamic parameterized model (Bledt et al., 2018). By assembling an actuator for high
force proprioceptive control, the quadruped can climb stairs without any sensor. To
improve the stability performance of a humanoid robot, the authors in Xie, Zhao ¢
Mei (2015) applied a whole-body control scheme based on the relative position of feet and
the trajectory of its CoM with a ZMP regulation. In Xin et al. (2019), a whole-body
dynamic model is developed, which consists of a dynamic torso model, a dynamic wheel-
leg model, and contact force constraints between the wheels and the ground. Based on the
whole-body dynamic model, they proposed a control frame to generate whole-body
motions on a wheel-leg robot for dynamic locomotion and balance.

The main obstacle of applying the whole-body dynamic model, considering all parts’
inertias, is the complication of the dynamic model. A quadruped robot typically needs fast
response performance with high frequency during locomotion. In practice, a tractable
whole-body dynamic model is critical since it only costs a few moments for a legged robot
to take a step, and a feasible solution may not be available in the model is too complicated.
Screw theory is an advanced robot modeling method, which is generally used for
kinematics and dynamics modeling of robots (Cibicik ¢» Egeland, 2019; De Jong, Van
Dijk & Herder, 2019; Frisoli et al., 2011; Gallardo-Alvarado, Rodrguez-Castro &
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Figure 1 Main components of “XiLing”. The “XiLing” robot is an electrically powered agility
robotcapable of locomotion in complex environments. Full-size 4] DOT: 10.7717/peerj-cs.821/fig-1

Delossantos-Lara, 2018; Du, Fnadi ¢» Benamar, 2020), especially for those involving
parallel mechanisms. One advantage of the screw theory is that it can simplify the robot
coordinate system and make the solution faster. In light of the screw theory, the authors in
Chen et al. (2015) proposed the fault-tolerant gait to deal with the kinematics problem
containing mechanical faults.

In this paper, a whole-body dynamic modeling method for quadruped robots is
proposed, which can make a quadruped robot realize real-time motions of a loop in 1 ms
and generate more stable movements.

This paper mainly contributed as follows:

1. A novel modeling method for quadruped robots is proposed, and based on screw theory,
both kinematic and dynamic models can be formulated elegantly.

2. A model-based control strategy is proposed, which can improve the dynamic response
performance of the robot.

3. We integrate the proposed model and plan on the “XiLing” robot, which has high
dynamic response performance in a complex environment. Various simulations and
experiments are carried out to validate the method’s effectiveness.

SYSTEM OVERVIEW

This paper introduces a new modeling method for quadruped robots based on screw
theory to improve the dynamic performance in a complex ground environment. Our
design, “XiLing” is shown in Fig. 1. To increase the carrying capacity of the robot, we use
carbon fiber and aluminum alloy to reduce the overall weight without losing strength.
As shown in Fig. 1, each leg has three degrees of freedom. The abduction/adduction
joint contributes to the leg motion in the frontal plane. The hip and knee joint commonly
relate to the leg motion in the sagittal plane. The shank uses a pulley to drive, which the
reduction ratio is 1:2. The robot can move in all directions with a walk or trot gait.
The whole-body dynamics model is built to analyze the dynamics characteristics during
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Figure 2 Quadruped robot control framework. The user sends gait type and speed commands to the
Industrial Personal Computer by a webpage. The gait generator creates the trajectory of the body and
foot. Then use the IK model to compute the joint parameters. The change of the environment and robot
statesis used to make real-time adjustments to the movement trajectory.

Full-size K&l DOT: 10.7717/peerj-cs.821/fig-2

walking. In addition, we design and assemble the motor drive module and add the brake
system to ensure the safety of the robot itself and the operator.

Moreover, force sensors are placed on the toes of each leg, which can sense the
ground reaction in real-time. Thus, we can analyze the changes in external terrain and the
position and posture of the robot body in combination with the IMU. Based on the
perception of the external environment and itself, the current state can be comprehensively
estimated. The corresponding dynamic model will be selected according to the topological
structure at this time. To calculate the torque of the joint at this time. Then the MPC
controller will re-plan the walking gait and trajectory so that the robot can walk smoothly.
The control framework is shown in Fig. 2.

As we know, the legged robot has to face the extraordinarily complex and changeable
external environment in walking, and it needs to respond to the changes of the external
environment. Otherwise, the feet may have landed, and the algorithm has not been
solved yet; thus, the algorithm has lost its due function, which is also one reason why no
one has established the whole-body dynamics model of the quadruped robot at present.
We use the screw theory to develop the dynamic quadruped model. It will significantly
simplify the establishment of the coordinate system and improve the model calculation
speed and efficiency. The following several sections will detail the modeling process of
kinematic and inverse dynamic.

KINEMATICS

Solving kinematics is the foundation of dynamic calculation. Before solving the dynamics,
we need to finish the kinematics to obtain the position and velocity of each link. This
section will introduce the definition of the coordinate system, inverse kinematic, and
forward kinematic. It will provide the theoretical basis for subsequent modeling and
planning.
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Figure 3 Home position and coordinate definition of robot. The frame of body, leg and foot are
defined and the position and posture are illustrated. Full-size K&] DOT: 10.7717/peerj-cs.821/fig-3

Definition of coordinate system

The link’s rotation axis, velocity, and inertia are expressed differently in different
coordinates. So, it is essential to define a unified coordinate system. Figure 3 shows the
definition of the home position and the coordinate of body center, leg, and ground. The leg
frame is defined at the intersection of the joint HAA (hip abduction/adduction) and
HFE (Hip flexion/extension) axes in the same direction as the body frame.

Inverse kinematic
The inverse kinematics is given based on the leg frame’s representation ¥ in the leg frame
to calculate the joint rotation angle g. Figure 3 shows the coordinates and steering
definitions for each joint of the leg. Before solving the problem, we simplify the calculation
by limiting the actual walking condition of the robot. Assume that the robot’s toes will not
reach the top of the body, that is:

\q2\<g e ly<o (1)

First, q, is calculated by projecting onto the YOZ plane. In the YOZ plane, the projection
of point C is D. We can obtain Eq. (2) by considering the geometrical relationship:
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[)J

Figure 4 Geometric relations of a single leg in the YOZ plane. The leg end-effector position has
twodifferent cases when robot walking. Both of them have different solvers.
Full-size K&l DOTI: 10.7717/peerj-cs.821/fig-4

Figure 5 The illustrated conversion between the old and new frame of the leg.
Full-size E&] DOTI: 10.7717/peerj-cs.821/fig-5

|| L

Here « is the angle between DO and Z, and B is the angle between AOG and DO.
Figure 4 shows the geometric relationship of the ends under different positions. We can

o0 = arccos (2)

p = arccos

use this to calculate g; according to Eq. (3).

_Joa—=p y<0,z>0
ql{n—(x—ﬁ ¥<0,z<0 3

During the robot locomotion, the upper and lower links are always in the same plane.
This plane is used as a new study plane to calculate g, and g;. The new origin of the
coordinate system was transferred to joint HFE, as shown in Fig. 5.
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"\ qs \(\f"w

Figure 6 The relationship between the position of the link and angle of the joint in the new leg frame.
The foot position has two cases and each case has two solutions. It is chosen according to the walking
states. Full-size k&l DOTL: 10.7717/peerj-cs.821/fig-6

The conversion formula of the old and new coordinate systems is Eq. (4):

X =x
y=—AD=—\/y? +22 I (4)

Then the problem was transformed into solving the inverse kinematics of the planar
two-link mechanism. According to the trigonometric relationship, we know that:

x/ PaxPiy?—P
| | 2 y 3 (5)

——————— = arccos
X2+ yr? ¢ 20 \/x1? + yr?

Here ¢ is the angle between AC and the x-axis and ¢ is the angle between AC and AB.
As shown in Fig. 6, when the end effectors are in a specific position, there will be different

solutions due to different ways to bend the legs.

¢ = arccos

if q;>0
5_¢_¢ x'>0,yr<0 B 2= xi? — yp?
9 = T q; = arccos
—E—q)—k(b X <0,y1<0 2Dl
if g;<0 6)
n /
E‘f‘(ﬂ_(f) x>0,y <0 L4+LE—x?—yP
9= T q, = —arccos
2hl5

—5+go+q’) X <0,y<0

Forward kinematic

Forward kinematics is to calculate the expression of all links relative to the ground frame
given the initial position and joint rotation angle. Because the robot is a floating base
system, we cannot directly find the expression of the relevant parameters of the robot in
the ground frame. So we first take the center of the robot body as the reference frame
to solve the presentation of all links. And then, we transfer them to the ground coordinate
according to the conversion formula of the body and the ground coordinate system.
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Screw theory is used to build a kinematics model. See Appendix A for the meaning of all
symbols used in this paper.

In the screw theory, the velocity screw V and screw axis S of the rigid body is defined by
a pair of vectors that is:

S=(T;R) V= (v,w) (7)

The screw axis S defines the position and positive rotation direction of the revolute
joint. The first vector is the position on the ground coordinate frame, and the second
vector is the direction of rotation. V represents the velocity and angular velocity of the rigid
body.

In this paper, all the joint and link parameters are transferred to the body frame B for
analysis. So, we assume that the body coordinate frame is relatively stationary when we
solve the forward kinematic. The forward position model solves the end-effector position
on the frame B from the inputs angle of every joint. Before computing the angle, the
initial position of the robot should be determined to determine the initial velocity screw as

follows:
BS,, = (B;/2,0,—B,/2,-1,0,0)
lez = (B)/2,0,—B,/2 —1;,0,0,—1)
BS); = (B/2,~L,—B,/2 — 1,0,0,—1)
BSZI = ( Bl/2>07 _Bw/27_17070>;
BSy, = (-B/2,0,—B,,/2 — 1,,0,0, —1);
BS,; = (—By/2,~L,—B,,/2 — 1,0,0,—1) ®)
BS;) = (—By/2,0,B,/2,1,0,0);
BSs, = (—=B/2,0,B,,/2 +1,,0,0,1);
BSs3 = (=By/2,—h,B,/2 +1;,0,0,1)
BS,1 = (B;/2,0,B,/2,1,0,0);
BS,;, = (B)/2,0,B,/2 +1,,0,0,1);

(

BS43— Bl/2 127 /2+ll707071>

We can obtain the initial velocity screw of the joint computed according to the screw
axis S; using Eq. (9). Where § is the unit velocity screw. Such as the joint HAA of legl is
§ = (o,o,o, 1,0,0).

]11;];0 =T (S’j) S ©)
Then we can get the end-effector position as Eq. (10) and the Jacobian matrix in
Eq. (11).
= P(]vso ) Hil)P(]zo ) Hiz)P(]Z)o ’ 0i3)eei0 (10)
1, [T (Pl To(Pi)]yso  Tu(Pai)Jig,] (11)

where i = 1, 2, 3, 4 is the leg number of the robot; P is the homogeneous transformation
matrix when the joint rotation 6. §;; is the initial velocity screw of the joint computed
according to the screw axis in home position.
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INVERSE DYNAMICS

Dynamics is to solve the joint torque when the current motion state and external force are
known. The position and velocity of all the links and joints are required before the
dynamics. The previous section addresses these issues. Additionally, the inertia and the
constraint matrix are also known because these two parameters are only related to the
robot’s position.

In this paper, all the joints are revolute joints. Each joint has five dimensions of
constraint and one dimension of motion. Therefore, we can define the constraint matrix
and moment matrix according to the Plucker basis coordinate system. At the home
position, it is expressed as Eq. (12).

G]gno = Tf (Slj) : §6><5, GM?mo = Tf (Sij) " S6x1 (12

At any given time, the constraint matrix depends only on the position of the joint.
According to the forward kinematics, the homogeneous transformation matrix can be
obtained according to Eq. (10). And then the constraint matrix at any time can be obtained
by Eq. (13):

, G , G
o = Tp(P) "M, "M, = Ty(P)"M{,, (13)

For the inertia of the linkage, we can first get the inertia of the linkage at the center of
mass. Then, according to the position relationship between the center of mass and the
ground, Eq. (14) is used to solve it.

1y = Ty (Py) I T} (Py) (14)

where Tyand P are isomorphic and only depends on the position of the links. I;;, is the
initial inertia details in Appendix B. Moreover, we can combine GIij to a big matrix:
I = diag(“Iy).

The solution of velocity is related to the model of dynamics. During the walking phase,
quadruped robots mainly have three situations: four-leg landing on the ground, two or
three landing on the ground, and four suspended in the air. Respectively corresponding to
the stand, walk and bound. In this paper, different states of robots are divided into different
topological for analysis. Furthermore, the dynamics model is different under different
topological mechanisms. In the state of stand and walk, the robot is a fixed base system,
and the velocity of all the links can be obtained by establishing a constraint matrix. Then it
can be substituted into the dynamic model to calculate the joint torque; in the bound
gaits, the robot is a floating base system, which the constraint matrix is singular. Here, we
first get the acceleration according to the last time velocity, then use the integral method to
get the next velocity. As shown in Fig. 7, the topology is constructed for these three
cases. Figure 7A shows that the robot jumps and is free from the ground reaction.
Figures 7B and 7C show the external forces on the robot when it walks in the trot or
walking gaits. Figure 7D shows the force analysis of the robot when it stands, and all four
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Figure 7 Topological structure of dynamic model under different states. The blue arrow indicatesthe
ground reaction which is the foot in contact with the ground. The red arrows surround supporting
polygons. (A) Floating phase: running in bound gait. (B and C) Walking phase: running in walk or
trotgait. (D) Standing phase: running in the stand which can pitch, roll, yaw.

Full-size K&l DOTI: 10.7717/peerj-cs.821/fig-7

legs are in the support phase. Next, we will introduce how to build the constraint matrix
and solve the dynamic model.

Stand

Show in Fig. 7D, When the robot stand, there is only one end-effector, the body. It can
realize the action of squatting and standing up and the three-axis attitude transformation
of roll, pitch, and yaw. In this case, each robot’s leg is connected to the ground as a passive
spherical joint, and the three-dimensional translation is constrained. The body is the
only end effector, and the robot can be regarded as a parallel mechanism. The force of each
joint on its parent connecting link is defined as negative, and the force on the child
connecting link is defined as positive so that the constraint matrix can be established.

Once we have the constraint matrix for each joint, write the constraint matrix for all
joints and links as a larger matrix C.

3t T 123 131 I3 33 Ty T Ta3 My Myp M3 My Moy Mpz M3y M3y W33 My My Mg
0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0 0
0o -1 0 0o -1 0 0o -1 o0 0 -1 0 0 -1 0 0 -1 0 0 -1 0 0
0o -1 0 0 0 0 0 0 0 0 1 -1 0 -1 0 0 0 0 0 0 0 0
-1 0 0 0 0 0 0 0 0 0 0 1 -1 0 0 0 0 0 0 0 0 0
1 0 0 0 0 0 0 0 0 0 0 0 1 0 0 0 0 0 0 0 0 0
0 1 -1 0 0 0 0 0 0 0 0 0 0 1 -1 0 0 0 0 0 0 0
0 0 1 -1 0 0 0 0 0 0 0 0 0 0 1 -1 0 0 0 0 0 0 (15)
0 0 0 1 0 0 0 0 0 0 0 0 0 0 0 1 0 0 0 0 0 0
0 0 0 0 1 -1 0 0 0 0 0 0 0 0 0 0 1 -1 0 0 0 0
0 0 0 0 0 1 -1 0 0 0 0 0 0 0 0 0 0 1 -1 0 0 0
0 0 0 0 0 0 1 0 0 0 0 0 0 0 0 0 0 0 1 0 0 0
0 0 0 0 0 0 0 1 -1 0 0 0 0 0 0 0 0 0 0 1 -1 0
0 0 0 0 0 0 0 0 1 -1 0 0 0 0 0 0 0 0 0 0 1 -1
0 0 0 0 0 0 0 0 0 1 0 0 0 0 0 0 0 0 0 0 0 1
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According to the formula of constraint matrix, C; represents the force of joint j on link i.
For constraint: C;; = G],f-%o; For motion: Cj; = GMZ,,O.

Each of these rows is a linkage, there are 14 of them, and each of these columns is a joint.
For the same joint, constraints and motions are considered separately. We knew that Cis a
sparse matrix, and we can use unique algorithms to calculate it to improve the
computational efficiency of dynamics. We know that by conservation of energy in Eq. (16).

CT-v:CV:<g> (16)

where, C , represents the power of joint rotation, and v represents the speed of all the links.
Take the derivative of both sides:

CT-v:<g>—CT.v (17)
Define: C, = (g) —CT.y,then Cla=C,

For any linkage, the force equilibrium condition satisfies Eq. (18):

fo=-la+fo=—f—Ig+vx'Iy (18)

By combining the equilibrium equations of all the links and Eq. (17), we can take the
dynamic Eq. (19) of the whole-body dynamic:

& L[

Here a is the acceleration of all links and 7 is the forces of all joints, including constraint
and driving force.

Walk

Quadruped robots can walk in various gaits, such as walk, trot, pace, gallop. The main
differences between gaits are the order and the time of the stride and the duty cycle of
the swing phase. Regardless of the gait, there always exists a supporting phase and a
swinging phase at any given moment. The dynamic model was constructed with the
contact point between the support and ground as a spherical joint and the swinging leg and
body as the end-effectors. This section introduces how to build a constraint matrix by
taking Walk-gait as an example. The methods are the same for other gaits. We need to
analyze which leg is in the swing and which portion supports and modifies the constraints.
When the robot walks in Walk-gait, at any time, there are three legs in contact with
the ground and one leg in the air. There are four different topologies. Figure 7B shows the
third leg in the air. This section analyzes only this case, and other issues are similar. Among
them, the 1st, 2nd, and 4th legs contribute to the support contact with the ground and
support body movement. The contact points between the toe and the ground can be
regarded as spherical joints, which constraining three-dimensional translation, but
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three-dimensional rotation is not restricted. Therefore, the constraint of a spherical joint
can be obtained as follows:

S =

[=NelNeloNol S
[=NelNelNel =]
SO O O = O O

Furthermore, the constraint matrices of all the joints can be combined into a larger
matrix C to represent the robot’s force. The establishment and solution of the dynamic
model are consistent with the above Stand topology, which will not be described in detail.
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Bound

The Bound-gait differs from the above two. It is a floating base system, including five end
effectors. The robot belongs to an unconstrained mechanism at this moment. Note that,
the constraint matrix corresponding to the force of the robot is a singular matrix.

That makes it impossible to calculate the velocities of all the links by calculating the
constraint matrix.

T T2 N3 T T T T3 Txn T3z Ta Tgp Ty3 My Mip M3 Mg My Mz M3 M3 M3z Mg My Mg ]
body | -1 0 0o -1 0 0o -1 0 0o -1 0 0 -1 0 0 -1 0 0 —1 0 0 -1 0 0
Ly 1 -1 0 -1 0 0 0 0 0 0 0 0 1 —1 0 —1 0 0 0 0 0 0 0 0
Ly 0 1 -1 0 0 0 0 0 0 0 0 0 0 1 —1 0 0 0 0 0 0 0 0 0
L3 0 0 1 0 0 0 0 0 0 0 0 0 0 0 1 0 0 0 0 0 0 0 0 0
Ly 0 0 0 1 -1 0 0 0 0 0 0 0 0 0 0 1 -1 0 0 0 0 0 0 0

o Ly 0 0 0 0 1 -1 0 0 0 0 0 0 0 0 0 0 1 —1 0 0 0 0 0 0 1)

Ly 0 0 0 0 0 1 0 0 0 0 0 0 0 0 0 0 0 1 0 0 0 0 0 0
L3 0 0 0 0 0 0 1 -1 0 0 0 0 0 0 0 0 0 0 1 -1 0 0 0 0
L3, 0 0 0 0 0 0 0 1 -1 0 0 0 0 0 0 0 0 0 0 1 -1 0 0 0
Ls; 0 0 0 0 0 0 0 0 1 0 0 0 0 0 0 0 0 0 0 0 1 0 0 0
Ly 0 0 0 0 0 0 0 0 0 1 -1 0 0 0 0 0 0 0 0 0 0 1 -1 0
Ly 0 0 0 0 0 0 0 0 0 0 1 -1 0 0 0 0 0 0 0 0 0 0 1 —1
Ly [ O 0 0 0 0 0 0 0 0 0 0 1 0 0 0 0 0 0 0 0 0 0 0 1 ]

Here we are going to use integrals to calculate. Then, when the robot starts to move, its
position is known, and its velocity is zero. Then, we can establish constraint matrix Eq. (21)
to solve the spatial accelerate.
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Figure 8 Walk and Trot gaits. The sequence, step length, and time of the robot under walk and trot
gaitare described. It will travel half a step-less at the trot gait at the same time. (A) Trot gait. (B) Walk gait.
Full-size K&] DOT: 10.7717/peerj-cs.821/fig-8

And then, in the next loop, we can obtain the spatial velocity by numerical integration.
Although the acceleration of the link changes from time to time, we use high-frequency
real-time control, which can be calculated at the frequency of 1,000 Hz. The speed can
be refreshed quickly according to the change of the link acceleration. The control effect has
been achieved continuously and steadily.

VERIFICATION OF KINEMATIC AND DYNAMIC MODELS

The above section introduces the whole body kinematic and dynamic models of a
quadruped robot. In our control framework, the kinematics model will be used to
transform the trajectory of end-effectors from Cartesian space to axial space. Dynamic
models will be used for control and planning, making the robot regenerate the control
parameters of the next real-time cycle according to the feedback information. This section
will introduce how to generate the trajectory in walk and trot gait, and verify the models in
simulation and experiment.

Motion plan

According to bionics research from Polet ¢» Bertram (2019), for tetrapod, there are
different gaits at different speeds. The walking gait is used when motion at a slow pace,
using the trot gait when moving faster. Furthermore, use the bound gait when chasing prey
or running away. The main difference between different gaits is the order of the stride and
the time cycle of the support and swing legs. This paper has mainly introduced the
planning of the walk and trot gaits at a slow speed to verify the correctness and feasibility of
the model. Figure 8 shows the stride order, stride length, and time to duty ratio in

these two gaits. An elliptical trajectory transition is used between two steps, where step
length, step height, and step time are adjustable. During the acceleration and deceleration,
the displacement of the body is as half as the length of other times. So, we set the step
length at the beginning and the end to be half a step, but the duration is the same.

To make the robot walk smoothly and stably, the trajectory needs to satisfy certain
constraints, such as the position and velocity should be continuously differentiable. For
this purpose, the planning uses the trapezoidal curve, making each step of walking
experience a process of acceleration, uniform speed, and deceleration. Equation (22) is the
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functional expression of the trapezoidal curve, and all following trajectories are planned on
this basis. In addition, different curves can be generated by setting different velocity and

acceleration.
1 ’
Eat 0<t <t
V2
2avT — 2v® — a2(t — T)*
> ( ) T—t,<t < T
a

A legged robot is a floating base system that needs to plan its four toes and body
simultaneously. First, as shown in Eq. (23), is the trajectory planning of feet. Between every
two footholds, the robot use elliptical trajectory transitions. Second, the body’s trajectory is
determined by the number of steps and the position of the foothold shown in Eq. (24).
Here L is the step length of forwarding direction; W is the step length of right and left

directions.
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Figure 9 shows the trajectory of leg and body in Cartesian space when robot walking
with trot and walk gait. These trajectories are expressed in-ground coordinate systems.
We can use Eq. (25) to transfer it from G frame to Leg frame. Then the joint rotation angle
was calculated by the inverse kinematics. Sent the angle to the corresponding motor can
make the robot walking with a planned gait.
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Figure 9 Trajectory of (A) Trot and (B) Walk gaits. L is the step length.
Full-size k&l DOT: 10.7717/peerj-cs.821/fig-9

L — LpBpg(1)°x (25)

Kinematic simulation

This paper use ADAMS to verify the kinematic and dynamic models. The physics engine
of ADAMS has high computational precision. It can accurately reflect the ground reaction
force of the robot and joint output torque. It can provide a theoretical basis for the
mechanism design and hardware selection. The body and links are made of aluminum
alloy in the simulation, close to the prototype used. The only difference is that the
prototype has actuators, IMU, force sensors, batteries but look at them as a whole with
the body in the simulation. We simplified the model and equivalently added all of these
masses to body mass, ignoring the influence of its inertia. Figure 10 shows the schematic
diagram of a quadruped robot walking in the trot and walk gait.
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Figure 10 Trot and Walk simulation in ADAMS. Walking the same distance will save half the time
attrot gait. (A) Simulation in trot gait. (B) Simulation in walk gait.
Full-size K&] DOT: 10.7717/peerj-cs.821/fig-10
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Figure 11 Knee joint torque of swing leg in walk gait under simulation. The model calculated results
are extremely close to the simulation. Full-size Ka] DOT: 10.7717/peerj-cs.821/fig-11

Dynamic simulation

When the robot is in motion with a walking gait, three legs are always in the support
phase and another leg in the swing phase. At this time, the body is stationary relative to the
ground. Figure 11 shows the torque curve of the knee joint of the swing leg during the
switching between the swing phase and the support phase. It can be seen that the
calculation results of the dynamic model are the same as the simulation results. It is shown
that the dynamic model has high computational accuracy and veracity under this topology
structure. In addition, the torque of the swing leg’s joint will suddenly change at the
moment of switching. That is due to the disappearance and appearance of external forces,
leading to a sudden change in joint acceleration.

Experiment in prototype

Our experiments were conducted on “XiLing”, a high dynamic response quadrupedal
robot used an embedded PC with an Intel Core i7 4500U, running Ubuntu 16.04
(Linux-4.9.90 kernel) with Xenomai3 patch. The level communicates at 1 kHz over
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Table 1 Motor parameters.

Parameters Value Units
Mass 0.96 kg
Gear ratio 20 -
Continuous torque 40 N-M
Max torque 108 N-M
Max joint speed 350 RPM

Figure 12 Various postures of the prototype in standing.
Full-size K&l DOT: 10.7717/peerj-cs.821/fig-12

t=0.000s ¥ ¥ c042ss

Figure 13 Yaw series with yaw angle take 0.9 s from 15° to —15°.
Full-size k] DOT: 10.7717/peerj-cs.821/fig-13

EtherCAT and control signals are generated in a 1 ms control loop that runs on a
dedicated onboard industrial PC. The robot is driven by 12 identical motors, which are
actuated by Elmo driver and are powered by a 48 V lithium battery. Table 1 shows motor
performance parameters, with a continuous torque of 40 N-M and maximum torque of
108 N-M. In the prototype, the shank is driven by a gear belt with a reduction ratio of 1:2.
The torque bearing capacity of the knee joint can reach 216 N-M, which completely
satisfied the maximum torque requirements of the simulation. In other periods, the joint
force is below 40 NM, which is lower than the continuous output torque of the motor.
The robot can quickly switch any posture in its workspace while standing. Figure 12
shows the basic movements such as roll, pitch, yaw. Respectively rotation angles of them
are £5° +10° +20°. The trapezoidal curve is used to complete the planning during the
movement, and the time of the switching process can be adjusted by modifying the
acceleration and the maximum speed. Figure 13 illustrates a snapshot of the yaw angle
changing from —15° to 15° within 0.9 s. Figure 14 shows the tracking curve of knee position
and velocity during this movement. With 1,000 points interpolated per second, both
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Figure 14 Track tracking effect of the knee joint while yawing. The desired position (A) and velocity
(B) are presented with the measured position and velocity at the knee angle. The results show that the
actual system follows the given commands well. Full-size Kal DOI: 10.7717/peerj-cs.821/fig-14

allow for fast and accurate tracking. It is worth noting that the measured velocity curve has
burrs because of the gear backlash and the friction between the belt and pulley. Burrs can
be eliminated by choosing more precise gears and optimizing the planning control
algorithm. We will prioritize this problem in the next step.

CONCLUSION AND FUTURE WORK

This paper presented whole-body kinematic and dynamic modeling methods for
quadruped robots based on screw theory. Compared with traditional LIP or centroidal
models, 10-dimensional mass and inertia of all parts are considered, which means higher
precision. We divided the model into three phases: stand, walk, bound. Controller and
plan strategies based on these models are proposed under each state. The motor torque
curves of different gaits are calculated and compared to simulating software, which shows
that computing and simulating results are identified. Prototype experiments of the
standing phase are provided, and it turned out that the measured curves are very close to
theoretical ones. In the future, we will focus on dynamic parameter identification.
Contact models should also be improved via considering friction to get better results under
slipping conditions.
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ABSTRACT

Background. Human senses have evolved to recognise sensory cues. Beyond our
perception, they play an integral role in our emotional processing, learning, and
interpretation. They are what help us to sculpt our everyday experiences and can be
triggered by aesthetics to form the foundations of our interactions with each other
and our surroundings. In terms of Human-Robot Interaction (HRI), robots have the
possibility to interact with both people and environments given their senses. They can
offer the attributes of human characteristics, which in turn can make the interchange
with technology a more appealing and admissible experience. However, for many
reasons, people still do not seem to trust and accept robots. Trust is expressed as a
person’s ability to accept the potential risks associated with participating alongside an
entity such as a robot. Whilst trust is an important factor in building relationships with
robots, the presence of uncertainties can add an additional dimension to the decision
to trust a robot. In order to begin to understand how to build trust with robots and
reverse the negative ideology, this paper examines the influences of aesthetic design
techniques on the human ability to trust robots.

Method. This paper explores the potential that robots have unique opportunities to
improve their facilities for empathy, emotion, and social awareness beyond their more
cognitive functionalities. Through conducting an online questionnaire distributed
globally, we explored participants ability and acceptance in trusting the Canbot U03
robot. Participants were presented with a range of visual questions which manipulated
the robot’s facial screen and asked whether or not they would trust the robot. A selection
of questions aimed at putting participants in situations where they were required
to establish whether or not to trust a robot’s responses based solely on the visual
appearance. We accomplished this by manipulating different design elements of the
robots facial and chest screens, which influenced the human-robot interaction.
Results. We found that certain facial aesthetics seem to be more trustworthy than
others, such as a cartoon face versus a human face, and that certain visual variables
(i.e., blur) afforded uncertainty more than others. Consequentially, this paper reports
that participant’s uncertainties of the visualisations greatly influenced their willingness
to accept and trust the robot. The results of introducing certain anthropomorphic
characteristics emphasised the participants embrace of the uncanny valley theory, where
pushing the degree of human likeness introduced a thin line between participants
accepting robots and not. By understanding what manipulation of design elements
created the aesthetic effect that triggered the affective processes, this paper further
enriches our knowledge of how we might design for certain emotions, feelings, and
ultimately more socially acceptable and trusting robotic experiences.
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INTRODUCTION

In a world where robotics is becoming more prominent, our ability to trust them has
never been so important. With a robot’s physical appearance drastically influencing our
perceptions of trust, a greater awareness of how design elements and their aesthetic effect
may trigger what affective processes are imperative. Robots have an exceptional potential to
benefit humans within a team, yet a lack of trust in the robot could result in underutilising
or not using the robot at all (Floyd, Drinkwater ¢ Aha, 2014). As Barnes ¢ Jentsch (2010)
identified, the key to a successful relationship between man and machines is in how well they
can work and adapt to each other. This can develop through the form and structure of the
robot that in turn helps establish social expectations. In addition, a robot’s morphology can
have an effect on its accessibility and desirability (Fong, Nourbakhsh ¢ Dautenhahn, 2003).
The research presented in this paper explores how robot aesthetics can heighten participants
ability to trust robots. Participants were introduced to an array of robot visualisations (face
and chest) and asked to note their impressions towards each visualisation and whether or
not they trusted the robot. This enabled the researchers to investigate how design elements
and their combined aesthetic arrangement can act as emotional stimuli influencing the
ability to trust each robot. In detail, by using various design elements (i.e., colour, blurriness,
and tone), we were interested in better understanding how we design for the fundamental
principles of aesthetic order in human-robotic interaction. We anticipate that uncertainties
in and between the visualisations will greatly influence a participant’s willingness to accept
the robot (i.e., The cohesion of messages, positive and balanced stimuli, non-invasive
colours, etc.). This paper highlights not only the impact of risks and uncertainties created
by the visualisations on the human-robot interaction but also the potential of robot
aesthetics to commence a trusting relationship.

LITERATURE REVIEW

Human-robot interaction

Human-Robot Interaction (HRI) is a field dedicated to understanding, designing, and
evaluating robotic systems for use by or with humans. (Huang, 2016, p.1). Yanco & Drury
(2002) claim that Human-robot interaction is a subset of the field of human—computer
interaction (HCI) and that HRI can be informed by the research in HCI. Scholtz (2002)
argues that there are many differences between HRI and HCI, dependent on dimensions
in the environment, system users and physical awareness. ‘The fundamental goal of HRI
is to develop the principles and algorithms for robot systems that make them capable of
direct, safe, and effective interaction with humans’ (Feli-Siefer ¢~ Mataric, 2010, p.86). It is
the ‘effective interaction’ which is of interest to the authors of this paper (i.e., the ability
to build a trusting relationship through effective human-robot interaction). HRI quality
may be strongly dependent on the capacity of the communication channel(s) to carry
information between human and robot (Steinfelf et al., 2016). Robotic communication is
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based on three components, the channel of communication, communication cues, and
the technology that affects transmission. Information can be communicated through three
channels: visual, audio, and environmental (Billinghurst, Chen ¢» Chase, 2008). The authors
of this paper will be focusing on the visual channel of communication and building affective
visual communication cues. A socially interactive robot should be able to communicate
its trustworthiness through the use of non-verbal signals including facial expressions
and bodily gestures (Stoeva ¢ Gelautz, 2020). The face is capable of expressing a range of
emotions that others generally have little difficulty identifying (Landrigan ¢ Silver, 2007).
Richert et al. (2018) considers these human-like designs combined with the integration
of natural user interfaces could enhance the overall acceptance and interaction of these
technologies. In more detail, Duffy (2003) states a robot’s capacity to be able to engage
in meaningful social interaction with people requires a degree of anthropomorphism
(human-like qualities). As Gurthrie cited in Daminao & Dumouchel (2018) points out,
the tendency to see human faces in ambiguous shapes provides an important advantage
to humans, helping them to initially distinguish between friend or enemy and establish an
alliance. A robot’s appearance at the first interaction can affect how a robot is interpreted
by its users, and in turn how the user may interact with the robot (Luptetti, 2017). In
terms of human-robot interaction the physical appearance can have an important affect
(Canning, Donahue ¢ Scheutz, 2014), yet before humans are able to effectively interact
with robots, they must be able to accept and trust them (Billings et al., 2012). This trust is
what is of real interest to the authors of this paper, in order to influence how we design
for effective trusting relationships between human and robot through their physical and
visual appearance.

Aesthetic interaction

‘Aesthetic interaction is not about conveying meaning and direction through uniform
models; it is about triggering imagination, it is thought-provoking and encourages people
to think differently about interactive systems, what they do and how they might be
used differently to serve differentiated goal’ (Petersen et al., 2004, p.271). Aesthetics can
be classified as a core principle of design which encompasses a design’s visually pleasing
qualities, functionality, and emotional considerations (Interaction Design Foundation, n.d.).
For many people, an understanding of a robot is achieved through the senses and the reading
of bodily form and gestures, facial and chest screens, and sounds as opposed to only the
reading of a screen. As a result, it is very important for us to be able to consider the aesthetic
processes involved in our interaction with robots. Research shows that aesthetics can afford
the construction of associations and meanings through feelings, intuitions, thoughts,
memories, etc. (whilst we interact with computers), which we can then stitch together to
form a deeper understanding and appreciation of what we are seeing/experiencing (Carroll,
2010). Indeed, the aesthetic interaction can promote a relationship between the user and the
computer (i.e., robot) that encapsulates a person’s full relationship—sensory, emotional,
and intellectual. In doing so, it can entice an ‘engaged interaction’ which can change the
user’s perceptions and interpretations (Carroll, 2010). In our human—robotic interactions,
the authors of this paper feel that the aesthetic provides many opportunities to enhance our
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human—robotic experiences particularly our trust and acceptability of robots. As Prinz
cited in Holmes (2017) points out, our conscious experience consists of perceptions with
shades of feelings—objects (such as robots) can be comforting or scary, sounds are pleasing
or annoying, our body feels good or bad—which all can play a crucial role in guiding our
behaviours. According to Moors, Ellsworth ¢ Frijda (2013), the basic premise of appraisal
theories is that emotions are adaptive responses, which reflect our appraisals of features of
the environment/events that are significant for our well-being. Essentially, emotions are
elicited by evaluations (appraisals) of how events and situations relate to our important
goals, values, and concerns. Scherer (2009) suggests that there are four major appraisal
objectives that an organism needs to reach to adaptively react to a salient event: relevance
(i.e., how relevant is this event for me?), implications (i.e., what are the implications or
consequences of this event and how do they affect my well-being, and so on?), coping
potential (i.e., how well can I cope with or adjust to these consequences?), and normative
significance (i.e., what is the significance of this event for me-concept and for social norms
and values?). Interestingly, each emotion has a unique appraisal structure. For example,
the aesthetic emotion interest involves two appraisals (Silvia, 2005): appraising an event as
new, complex, and unfamiliar (a high novelty-complexity appraisal) and as comprehensible
(a high coping-potential appraisal). Interest causes an emotional and motivational state
that facilitates exploration, engagement, and learning (Silvia, 2008); it reflects both the
emotional and cognitive aspects of engagement (Ainley, 2012). In terms of the aesthetic
emotion of knowledge, firstly, the emotions stem from people’s appraisals of what they
know, what they expect to happen, and what they think they can learn and understand
(Silvia, 2009). Secondly, the emotions, for the most part, motivate learning, thinking,
and exploring, actions that foster the growth of knowledge (Silvia, 2009). It is generally
agreed that the aesthetic information process starts with input from a stimulus, then
continues through several processing stages (i.e., Connected to more profound memorial
instances) and ends in the final decision-making (i.e., an evaluative judgement of the
stimulus) (Markovi’c, 2012). Locher (2015) describes the aesthetic experience as occurring
in two stages. Firstly, an initial exposure to the artefact where a viewer spontaneously
generates a global impression/gist of the work and secondly, where aesthetic processing
ensues (i.e., directed focal exploration to expand knowledge and contribute to a viewer’s
interpretation, aesthetic judgement, and emotions regarding the artefact). Zajonc (1980),
claimed that it is possible for us to like something or be afraid of it before we know
precisely what it is and perhaps even without knowing what it is. Since this, there have
been many researchers who have begun to explore automatic affective processing; the
premise is that beings are able to establish good and bad stimulus before establishing
contact with the stimulus (De Houser ¢» Hermans, 2001). In light of this, the evaluation is
subject to the interaction between an event and the appraiser (Lazarus, 1991). Importantly,
the emotions are elicited according to the way a person appraises a situation (Ellsworth
¢ Scherer, 2003). Significantly, however, research shows that certain aesthetic elements
can trigger cognitive and affective processes into motion to influence aesthetic appraisals
and more especially how a person aesthetically appraises a situation (Blijlevens, Mugge ¢
Schoormans, 2012). In fact, stimuli that evoke aesthetic responses are always composites of
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multiple elements that do not ordinarily occur together, and when they do, their joint effect
is different in kind from the separate effects of the individual elements (Mechner, 2018).
In terms of visual elements such as colour, line, form, and composition priming certain
emotions, Melcher ¢» Bacci (2013) found that there is a strong bottom-up and objective
aspect to the perception of emotion in abstract artworks that may tap into basic visual
mechanisms. In his book, James (2018) considered aesthetic emotions to be the immediate
and primary sensory pleasure resulting from exposure to a stimulus. Therefore, we ask,
can these aesthetic emotions/interactions, in turn, influence how robots are received and
how we make decisions to trust them? Indeed, apart from the logical schemes and sense
perception, there is also a powerful ‘felt’ dimension of experience that is prelogical, and
that functions importantly in what we think, what we perceive, and how we behave (Cox
&Gendlin, 1963). What is of real importance to the authors of this paper is the interplay
between the aesthetic, cognitive, and affective processes in how we make decisions to trust
a robot; in particular, how the in-take of aesthetic information from a robot’s facial and/or
chest visualisation can influence how we trust the robot.

Trust, risk and uncertainty

“Trust is a phenomenon that humans use every day to promote interaction and accept risk
in situations where only partial information is available, allowing one person to assume that
another will behave as expected.” (Cahill et al., 2003, p.53). For many people, trust is the
ability to hold a belief in someone and/or something can be counted upon and dependable,
by accepting a level of risk associated with the interaction of another party (Paradeda et
al., 2016). A willingness to potentially become vulnerable to the actions of others, based
on the expectation that the trusted party will perform actions essential or necessary to
the trustor (Mayer, Davis ¢» Schoorman, 1995). According to Gambetta (2000), trust can
be summarised as a particular level of subjective probability with which an agent assesses
another in performing a particular action. That trust implicitly means the probability
that an action by others will be beneficial enough to consider engaging in cooperation
with them despite the risks. Indeed, trust can be evaluated as a probability; however, it is
nevertheless a cerebral contract between trustee and trustor that develops within relations
between humans (Coeckelbergh, 2012). In terms of the robot aesthetic, the authors of
this paper feel that we have a unique opportunity to enrich further our knowledge of
how designing for trust may afford a unique robotics experience. In situations such as
trusting robots where a person’s past behaviours and reputations are unknown, we acquire
other sources of information to determine a person’s motivations (De Steno et al., 2012).
These other sources of information are used to communicate understanding, which can
be done through the use of empathy. As Lee (2006) points out, an agent who appears

to be empathetic is perceived as more trustworthy, likeable, and caring. Robots do not
possess the ability to build traditional relationships with humans; therefore, they rely
heavily on visual appearance to portray their trust. As Lee (2006) reported, human to
human perceptions of trust is widely reliant on the empathy they have for one another.
Research shows that a common way in which people convey empathy is in the use of
their facial expressions (Riek ¢» Robinson, 2008). In robot—human interaction, research
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has shown that facial features and expressions can portray important information about
others trustworthiness (Valdesolo, 2013). For this paper, it highlights the importance of
considering the design elements to initiate positive affective processes. Research by Merritt
& Ilgen (2008), shows that widespread implementation of automated technologies has
required a greater need for automation and human interaction to work harmoniously
together. The conclusion has supported that individuals would use machines more if they
are trusted than those they do not. It has generally been agreed that where there is trust,
there is a risk; as Gambetta (2000) indicated, trust is a probability; as you determine the
level of risk, you can make alternations to the probability of trustworthiness. Lewis, Sycara
& Walker (2018) states, the introduction of anthropomorphism poses serious risks, as
humans may develop a higher level of trust in a robot than is warranted. Additionally,
risks do not always reflect real dangers, but rather culturally framed anxieties originating
from social organisation (Wakeham, 2015). Interestingly, research by Robinette et al. (2016)
shows that in certain situations, a person may over-trust a robot while mitigating risks and
disregarding the prior performance of the robot. However, another dimension of trust is
uncertainty. According to Wakeham (2015), who described being uncertain as having an
obscured view of the truth, with a limit on what an individual might know. Uncertainty can
cause a restriction in the ability to trust; with uncertainty, you are unable to know all that
can happen, resulting in trust becoming a leap of faith (Nooteboom, 2019). The decision
whether or not to trust a robot based on the uncertainty presented can trigger ethically
adjusted behaviours that aim to avoid dangers and minimise potential risk (Tannert,
Elvers & Jandrig, 2007). Viewing uncertainty from a psychological perspective presents
both subjective uncertainty and objective uncertainty. Subjective uncertainty represents a
person’s feelings, while objective uncertainty is concerned with information a person has
(Schunn & Gregory, 2012). In more detail, research has shown how uncertainty influences
people’s ability to trust (Glaser, 2014), yet in the same way, trust is a way of dealing with
uncertainty and objective risks (Frederiksen, 2014).

MATERIALS AND METHODS

This study was conducted at Cardiff Metropolitan University from the 31st of March 2020
to the 15th of April 2020 and was designed to capture the perception of participants feelings
and attitudes towards trusting robots. The study was conducted using the powerful online
survey software: Qualtrics. Participants were selected through stratified random sampling
to target both participants with past robotic experience and those without. Through
distributing the questionnaire on social media, special robotic interest groups, and online
forums, the authors were able to obtain participants from a diverse participant pool. A
total of seventy-four participants from the age of 16 plus years (50 female & 24 male)
completed the study from a varied demographic. Participants resided globally (i.e., Europe,
Africa, Asia, Australia, North America, and South America) and captured an assortment
of participants. The questionnaire took approximately thirty minutes in duration. All
graphics were generated using Adobe Photoshop, and the study and questions asked had a
strong aesthetic visual component.
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The study mainly consisted of quantitative questions in order to provide summaries
through descriptive statistics. Additionally, an assortment of questions required participants
to engage in qualitative questions, which then enabled analysis to enrich interpretations
and uncover similarities. The questions were separated into two categories to target both
the general acceptance of robotics and specific questions relating to the Canbot U03 robot.
In order to not influence a participant’s feelings and past experience with robots, the
Canbot U03 was not shown during the first block of questions. Participants were provided
with a brief definition of trust at the start of the questionnaire “To Believe that someone is
good and honest and will not harm you, or that something is safe and reliable” (Cambridge
Dictionary, 2021, trust entry).

Once participants had concluded the initial preparatory questions, they were introduced
to the opening visual of the Canbot U03 robot. Participants were presented to a Canbot
U03 (see Fig. 1) with no visual modification and asked whether or not they would trust this
robot based on its visual appearance (i.e., only based on the design features). To address the
concepts of a participant’s ability to trust the Canbot U03 robot, participants were asked
to envisage situations in their everyday life where they may encounter a robot. A short list
of possible situations and jobs roles were provided to participants (i.e., Teacher, doctor,
receptions, bus driver, etc.).”

Participants were then presented with a series of questions with different aesthetic
modifications throughout. The first modifications came with the Canbot U03 robot
presented with a series of cartoon facial expressions portraying different emotions.
Participants were prompted to identify the robot’s emotion and whether or not they felt the
robot was more or less trusting than before. To detail, questions such as the following were
asked to participants: How trustworthy is this robot’s appearance?, What emotion do you
think the robot is feeling?, Does this visual change affect your ability to trust the robot?,
How does the robot make you feel with this appearance? Participants were also asked to
provide descriptions on the following questions: What characteristics do you believe only
robots should have? How do you design a robot that people would trust?

The following block of questions prompted participants to consider the anthropomor-
phic characteristics of the robot (see Fig. 2). Participants were introduced to a series of
robots that related to having human features; these questions probed participants for their
feelings towards these powerful visual modifications.

The next section of questions was related to how the design element colour influenced
the participant’s opinions and description of the robot. This required participants to
associate words (i.e., dangerous, happiest, trusting, unpredictable, and unrealistic) with an
array of Canbot U03 robots with different colours hues. Participants were presented with
eight robot visualisations (see Fig. 3), all with varying colour hues (i.e., Pink, orange, blue,
yellow, etc.) and prompted to associate the expressive wording with an individual Canbot,
no Canbot or all Canbots.

Participants were also introduced to a range of visualisations with contrasting images
such as conflicting facial expressions and chest screen imagery (i.e., Happy facial expression
+ Danger symbol on the chest). Participants were asked a series of questions such
including: Which Canbot would you describe as most uncertain?, What impact did the
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Figure 1 Original image of the Canbot-U03 robot.
Full-size tal DOI: 10.7717/peerjcs.837/fig-1

cohesion of screens have on your decision? and Does the facial expression overrule the
icon on the chest screen when considering the Canbot’s emotions? These questions aimed
to understand how the level of cohesion between the chest and facial screens can influence
a participant’s willingness to trust the robot.

Finally, to further probe the concept of risk, participants were presented with
mathematical problems that would be too complex for human calculation (i.e., 887 x 974 &
997 x 1,066). Participants were then be asked to identify which Canbot (A-H) displayed the
correct solution upon their chest screen. This question required participants to determine
the answer they deemed correct based solely on trusting the robot’s physical appearance.
Optional text boxes were provided throughout the questions to allow participants to
expand and express opinions on the robot’s appearances.

The Ethics Board at Cardiff Metropolitan University approved the study
(CST_2020_Staff_0002), and participants involved were all provided and signed an online
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Figure 2 Canbot-U03 robot with human eyes modification.
Full-size Gal DOI: 10.7717/peerjcs.837/fig-2

consent form to participate in the study and for the academic use of the non-identifiable
data.

RESULTS

The observations indicate that a participant’s willingness to trust a robot was heavily
impacted by the aesthetic elements they were exposed to, and whether or not the participant
had past experiences with robots. When asked about Fig. 1, fifty per cent of participants said
they would trust this robot, twenty-eight per cent were unsure, and the remaining twenty-
two per cent recorded that they would not trust the robot. Interestingly, anthropomorphism
did not encourage more to trust the robot. Figure 2 (Robot B) shows how the introduction
of the face impacted participants who first trusted the robot, twenty of the thirty-seven
(fifty-four per cent) of participants who first trusted were now non-trusting or uncertain
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Figure 3 Multiple Canbot-U03 robots with different colours hues.
Full-size Gl DOI: 10.7717/peerjcs.837/fig-3

about trusting the robot. However, anthropomorphism did positively influence those
unsure of trusting the first robot introduced, with fifty-two per cent changing their
opinion from ‘unsure’ to ’yes’ to trust (see Fig. 4). In the human-like visualisations, it
seemed participants had different opinions on how robots should be designed for trust.
One participant (P72) said, Less human-like as this makes them feel more deceptive’ while
another described human features as ’creepy’ and "People may become intimidated by
implementing human behaviours into a machine’.

When probed further into how designing for trust, participants said, ‘Give them their
own personality that isn’t based on human expression ‘and that human features make the
model ‘creepy’. One participant notes that the introduction of a realistic human face ‘makes
people uneasy’. When adding human eyes to the robot visualisation (see Fig. 2) participants
were asked their feelings on the realistic eyes. 80 per cent of participants expressed their
dislike of this appearance, making them feel ‘confused, scared, worried and surprised’. One
participant noted ‘the need for distinction between human and robot’ and ‘the inclusion
of human likeness may be intimidating’.

When asked Would you trust this robot? and What do you think this robot feels?

In the blurry face visualisations (Fig. 5), it appeared participants were more apprehensive
about trusting the robot. The findings show that half of the participants were able to
correctly identify the robot’s emotional cue as ‘happy’ despite the introduction of blurriness.
In contrast, the other half of the participants were torn between ‘confused, angry, uncertain,
uneasy, and uncomfortable’ for the robot’s emotion. The introduction of the dissimilar
stimuli of the happy facial expression and the blurriness presented participants with
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Robot (A) with no visual Robot (B) with enhanced
changes (original robot) visual changes (Cartoon
smiling facial expression)

Would you trust this
robot?
YES
No 16
Don’t Know 21

Figure 4 Question to participants: would you trust this Canbot with the visual changes? (A) Indicates
participants responses to Canbot with no visual changes. (B) Indicates participants responses to Canbot

with smiling cartoon facial expression.
Full-size & DOI: 10.7717/peerjcs.837/fig-4

How does this Canbot make you feel?

Figure 5 Canbot with Blurry facial expression and tree map diagram displaying responses from “How
does this Canbot make you feel”?

Full-size Gal DOI: 10.7717/peerjcs.837/fig-5

uncertainties through the contrasting messages each present (i.e., Happy face — trust,
blurriness — uncertain). The results were clearer when prompting participants away from
identifying which emotion the robot depicted to how these changes made them feel. The
participants concerns were expressed when asked about how the Canbot made them feel,
with the majority of responses including terms such as uncertain, uneasy, and confused.
In addition, the findings show different impressions towards facial features when faced
with the decision to trust (i.e., What robot is providing you with the correct information?).
Interestingly sixty-six per cent of participants selected robot B (Fig. 6) as the most trusting,
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Figure 6 (A—E) Heatmap displaying participants responses to: what robot would you trust is giving
you the correct answer?
Full-size & DOI: 10.7717/peerjcs.837/fig-6

despite the introduction of a hybrid robot (Robot D - Fig. 6). Robot five was the next
most accepted (fifteen per cent), yet on closer inspection the participant’s speed to answer
this question was significantly higher (fifty percent increase) than other responses, thus
indicating the potential use of a calculator to determine the correct answer to the equation.
Similar results were seen in Fig. 7, with the alterations to the chest screen affording
uncertainty to trust the robot to provide the correct answer. We asked participants to
indicate which of the six robots posed the correct answer to the 997%1066 by clicking
on the chosen robot. Figure 7 displays the frequency distribution of clicks over the six
distinct robot images. Sixty-four per cent of participants selected robot B (the robot with
limited visual modifications) as most trusting despite providing incorrect information.
Interestingly, robot B presented the incorrect answer to the mathematical equation.
Moreover, participants felt that in order for a robot to be trusting, there is a need for ‘a
screen that clearly shows the message that is being transmitted” and that ‘I would expect the
screen display to match with any expressions’. In terms of harmony between face and chest
screen, one participant highlighted that ‘It would be difficult to trust a robot with a face
and another image within the robot screen. I would trust better with just one option.” In
particular, when exposed to Fig. 8, participants felt that the facial expressions produced a
contradicting message to the one upon the chest screen. With sixty per cent of participants
declaring the robot as untrustworthy and a further thirty-eight per cent unsure whether
or not to trust the robot. One participant could not trust the robot as ‘I could not take
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Figure7 (A-E) Heatmap displaying participants responses to: what robot would you trust is giving
you the correct answer?
Full-size G4l DOI: 10.7717/peerjcs.837/fig-7

Do you trust this robot is telling you the truth about their age?

10

mYes uNo wDon't Know

Figure 8 Robot with confused facial expression and participants responses to: would you trust this
robot is telling the truth about their age?
Full-size Gal DOI: 10.7717/peerjcs.837/fig-8

anything this bot says seriously with that expression’. This highlights the true impact of the
misaligned messages on participants ability to trust.

DISCUSSION

In this study, we investigated the impact of the aesthetic order of facial and chest
visualisations on participants willingness to trust robots. In particular, it considered the
potential risks and uncertainty afforded by certain aesthetic orders to the human-robotic
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trusting relationship. Our results show the clear influence that past experience had on

a participant’s willingness to trust the original robot. Particularly, the visualisation with
no modifications was found to have a substantially higher percentage of trust in those
with past experience. Participants with no past experiences were relying solely on the
visual appearance to determine their level of trust. These findings are in line with what
Sanders et al. (2017) hypothesised and discovered, in detail, how those participants with
past robotics experience would lead to a higher trust of robots and a better positive attitude
towards them.

Interestingly, we found that a blurred facial expression significantly influenced whether
participants trusted a robot. The blurred facial and chest screen visualisations afforded
uncertainty and resulted in a participant’s unwillingness to trust a robot.

Figure 7 displayed the extent that physical appearance had on the decision participants
made to trust a robot. With a participant’s ability to roughly estimate the correct answer
not largely adopted by participants, we can only conclude that the physical appearance was
the determining factor in the decisions. Interestingly, over half the participants selected
robot B, which presented the incorrect answer to the mathematical equation.

Based on previous research that shows colours can influence various moods (Kurt ¢
Osueke, 2014), we predicted similarly that the aesthetic element colour could initiate
different affective responses when applied to a robot. We tested that hypothesis by
introducing participants to an array of robot visualisations that applied an assortment
of distinct colour changes. We found that comparably participants were following known
psychology of colour associations when selecting what feelings and terms they associated
to the robots with the assortment of colours. For example, Fig. 9 displays the words
participants associated with the array of colours and other visual modifications. As we
hypothesized, certain colours had followed the known associations of related words, such
as when participants were promoted to associate the red coloured robot to a particular
word. Following the commonly known western culture word associations with the colour
red (i.e., dangerous, excitement, festive, etc.) (Cousins, 2012), we evaluated its affect while
present on a robots outer shell and found a similar result of red being associated with the
term dangerous.

However, it is important to consider how cultural beliefs and geographical regions may
also have an influence on a person’s perceptions of colour. A particular colour hue can have
multiple meanings and interpretations to people in different regions of the world (Kurt ¢
Osueke, 2014). It is critical that when designing a robot to afford trust that these cultural
backgrounds, geographical location, and beliefs are carefully considered when selecting
a robot’s hue to be fit for purpose. Additionally, it is important that this same level of
consideration is taken for other design elements, in order to evaluate how the different
designs are perceived in different regions, backgrounds, and faiths.

The research has also highlighted the importance of cohesion between the facial screen
and chest screen. In the question prompting participants to consider the information on
the chest screen (see Fig. 7), the participants were never asked whether or not they trusted
the robot as a whole, only if they trusted the information on the screen. However, the
negative stimuli released by the facial expression demonstrated that most participants
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Figure 9 Sunburst visualisation displaying the visual modifications and participants associated word-
ing.
Full-size Gal DOI: 10.7717/peerjcs.837/fig-9

declared the robot as not trustworthy. Moving forward, when designing a robot that can
be trusted, it is important to consider all elements, as stimuli from other visual outputs can
potentially influence an independent communication channel.

CONCLUSION AND FUTURE WORK

This research has shown that robots have the unique ability to create an emotional
connection with humans through the use of facial expressions and aesthetics. As
documented, we have seen the introduction of anthropomorphism which creates a fine line
between increasing trustworthiness and becoming ‘scary’. Nevertheless, the non-physical
humanlike anthropomorphic designs (cartoon designs) encouraged participants to trust
the robots further, showing the unique ability to improve their facilities for empathy.
Moreover, this research has shown that the face is not the sole visual aesthetic that can

Pinney et al. (2022), PeerJ Comput. Sci., DOl 10.7717/peerj-cs.837 15/21


https://peerj.com
https://doi.org/10.7717/peerjcs.837/fig-9
http://dx.doi.org/10.7717/peerj-cs.837

PeerJ Computer Science

be utilised to initiate affective processes. The chest screen provides an additional entity to
further enrich the potential to provide an engaging experience. Ultimately, the cohesion
between the multiple screens is an important consideration for designing socially acceptable
robots. As is the design elements and principles to understand how their aesthetic order
can play such an important role in initiating a trusting robotic experience.

Going forth, we feel there may be interest in replicating the study but utilising actual
robots. We acknowledge there is still a substantial amount of research required to fully
understand how we form trusting relationships between human and robot. However,
we feel this study paves the way for future studies that involve aesthetic physicalisation,
where further sensory cues can be tested to evaluate their influence on our trusting ability
of robots. Additionally, this research touched upon how design elements may influence
different participants from different cultural backgrounds, geographical locations, and
beliefs. We feel it would be of interest to further explore the potential to develop culturally
appropriate robots.

Moreover, it would be interesting to further expand on the use of aesthetic designs to
evaluate how further modifications (i.e., different colour tones, design elements, design
principles, efc.) can affect and in some cases, increase a participant’s willingness to trust a
robot.

Finally, we believe there would be value in understanding how the trusting relationship
between human and robot may develop over time. Whilst this study provides details on
the initial engagement/interaction, there may be interest to explore aesthetic designs in
different situations and time scales.

Throughout this research, we have explored how we can build trusting relationships with
robotics through aesthetic designs. In future work, better consideration of human-centered
design perspectives must be explored when considering building trust. The research explores
participants not trusting robotics as injudicious when the reason not to trust is still a valid
and acceptable response in certain situations.

ACKNOWLEDGEMENTS

We would like to take this opportunity to thank the Eureka Robotics Lab for the loan of
the robot used in the study. As one of the flagship research clusters at the Cardiff School of
Technologies, EUREKA Robotics Lab is the innovative research hub nested in the School
of Technologies, Cardiff Metropolitan University, serving Wales and global stakeholders
(Cardiff Metropolitan University, 2021).

ADDITIONAL INFORMATION AND DECLARATIONS

Funding

This work is supported by Knowledge Economy Skills Scholarships 2 (KESS2) which is
an All Wales higher-level skills initiative led by Bangor University on behalf of the HE

sectors in Wales and is funded by the Welsh Government’s European Social Fund (ESF)

Pinney et al. (2022), PeerJ Comput. Sci., DOl 10.7717/peerj-cs.837 16/21


https://peerj.com
http://dx.doi.org/10.7717/peerj-cs.837

PeerJ Computer Science

competitiveness programme for East Wales. There was no additional external funding
received for this study. The funders had no role in study design, data collection and
analysis, decision to publish, or preparation of the manuscript.

Grant Disclosures
The following grant information was disclosed by the authors:
The Welsh Government’s European Social Fund (ESF).

Competing Interests
The authors declare there are no competing interests.

Author Contributions
e Joel Pinney, Fiona Carroll and Paul Newbury conceived and designed the experiments,
performed the experiments, analyzed the data, performed the computation work,

prepared figures and/or tables, authored or reviewed drafts of the paper, and approved
the final draft.

Ethics
The following information was supplied relating to ethical approvals (i.e., approving body
and any reference numbers):

Cardiff Metropolitan University has granted ethical approval to carry out the study
(ethics approval number CST_2020_Staff_0002).

Data Availability
The following information was supplied regarding data availability:
The raw data are available in the Supplemental File.

Supplemental Information
Supplemental information for this article can be found online at http:/dx.doi.org/10.7717/
peerj-cs.837#supplemental-information.

REFERENCES

Ainley M. 2012. Students’ interest and engagement in classroom activities. In: Christen-
son S, Reschly A, Wylie C, eds. HandBook of research on student engagement. Boston,
MA: Springer DOI 10.1007/978-1-4614-2018-7_13.

Barnes M, Jentsch F. 2010. Human-robot interactions in future military operations. Boca
Raton: CRC Press.

Billings DR, Schaefer KE, Chen JY, Hancock PA. 2012. Human-robot interaction:
developing trust in robots. In: HRI'12 - proceedings of the 7th annual ACM/IEEE
international conference on human-robot interaction. Piscataway: IEEE, 109-110.

Blijlevens J, Carbon CC, Mugge R, Schoormans JP. 2012. Aesthetic appraisal of product
designs: independent effects of typicality and arousal. British Journal of Psychology
1031:44-57.

Pinney et al. (2022), PeerJ Comput. Sci., DOl 10.7717/peerj-cs.837 17/21


https://peerj.com
http://dx.doi.org/10.7717/peerj-cs.837%23supplemental-information
http://dx.doi.org/10.7717/peerj-cs.837%23supplemental-information
http://dx.doi.org/10.7717/peerj-cs.837%23supplemental-information
http://dx.doi.org/10.1007/978-1-4614-2018-7_13
http://dx.doi.org/10.7717/peerj-cs.837

PeerJ Computer Science

Cahill V, Gray E, Seigneur JM, Jensen CD, Chen Y, Shand B, Dimmock N, Twigg A,
Bacon J, English C, Wagealla W, Terzis S, Nixon P, Serugendo G, Di Marzo , Bryce
C, Carbone M, Krukow K, Nielsen M. 2003. Using trust for secure collaboration in
uncertain environments. IEEE Pervasive Computing 2(3):52-61.

Canning C, Donahue TJ, Scheutz M. 2014. investigating humanperceptions of robot
capabilities in remote human-robot team tasks based on first-person robot video
feeds. In: IEEE international conference on intelligent robots and systems. Piscataway:
IEEE, 4354-4361.

Cardiff Metropolitan University. 2021. EUREKA Robotics Lab. Available at https:
//www.cardiffmet.ac.uk/technologies/Pages/EUREKA- Robotics- Lab.aspx (accessed on
17 March 2021).

Carroll F. 2010. Designing (for) experiences in photorealistic VR environments. New Re-
view of Hypermedia and Multimedia 16(1-2):181-194 DOI 10.1080/13614561003710250.

Coeckelbergh. 2012. Can we trust robots? Ethics and Information Technology 14(1):53—60
DOI 10.1007/s10676-011-9279-1.

Cousins C. 2012. Color and cultural design considerations. Available at hitps://www.
webdesignerdepot.com/2012/06/color-and- cultural-design- considerations/#:$\protect $\
relax \svsim $$:text=Western%20cultures%20( North%20America%20and, Eastern%
20block%2C%20it%20represents%20communism (accessed on 10 March 2021).

Cox JWR, Genelin ET. 1963. Experiencing and the creation of meaning: a philosoph-
ical and psychological approach to the subjective. The Philosophical Quarterly
13(53):377-378 DOI 10.2307/2955541.

Damiano L, Dumouchel P. 2018. Anthropomorphism in human-robot co-evolution.
Frontiers in Psychology 9:468 DOI 10.3389/fpsyg.2018.00468.

De Houser J, Hermans D. 2001. Automatic affective processing. Cognition and Emotion
15(2):113-114 DOI 10.1080/02699930125900.

De Steno D, Breazeal C, Frank RH, Pizarro D, Baumann J, Dickens L, Lee JJ. 2012.
Detecting the trustworthiness of novel partners in economic exchange. Psychological
Science 23(12):1549-1556 DOI 10.1177/0956797612448793.

Duffy BR. 2003. Anthropomorphism and the social robot. Robotics and Autonomous
Systems 42(3-4):177-190 DOT 10.1016/50921-8890(02)00374-3.

Ellsworth PC, Scherer KR. 2003. Appraisal processes in emotion. In: Handbook of
affective sciences. New York: Oxford University Press.

Feli-Siefer D, Mataric MJ. 2010. Human-robot interaction. IEEE Robotics and Automa-
tion Magazine 17(2)4643—-4659.

Floyd M, Drinkwater MW, Aha DW. 2014. Case-based behavior adaptation using an
inverse trust metric. AAAI Workshop - Technical Report.

Fong T, Nourbakhsh I, Dautenhahn K. 2003. A survey of socially interactive robots.
Robotics and Autonomous Systems 42:3—4.

Frederiksen M. 2014. Trust in the face of uncertainty: a qualitative study of in-
tersubjective trust and risk. International Review of Sociology 24(1):130-144
DOI10.1080/03906701.2014.894335.

Pinney et al. (2022), PeerJ Comput. Sci., DOl 10.7717/peerj-cs.837 18/21


https://peerj.com
https://www.cardiffmet.ac.uk/technologies/Pages/EUREKA-Robotics-Lab.aspx
https://www.cardiffmet.ac.uk/technologies/Pages/EUREKA-Robotics-Lab.aspx
http://dx.doi.org/10.1080/13614561003710250
http://dx.doi.org/10.1007/s10676-011-9279-1
https://www.webdesignerdepot.com/2012/06/color-and-cultural-design-considerations/%23:$%5Cprotect%20$%5Crelax%20%5Csvsim%20$$:text=Western%20cultures%20(North%20America%20and,%20Eastern%20block,%20it%20represents%20communism
https://www.webdesignerdepot.com/2012/06/color-and-cultural-design-considerations/%23:$%5Cprotect%20$%5Crelax%20%5Csvsim%20$$:text=Western%20cultures%20(North%20America%20and,%20Eastern%20block,%20it%20represents%20communism
https://www.webdesignerdepot.com/2012/06/color-and-cultural-design-considerations/%23:$%5Cprotect%20$%5Crelax%20%5Csvsim%20$$:text=Western%20cultures%20(North%20America%20and,%20Eastern%20block,%20it%20represents%20communism
https://www.webdesignerdepot.com/2012/06/color-and-cultural-design-considerations/%23:$%5Cprotect%20$%5Crelax%20%5Csvsim%20$$:text=Western%20cultures%20(North%20America%20and,%20Eastern%20block,%20it%20represents%20communism
http://dx.doi.org/10.2307/2955541
http://dx.doi.org/10.3389/fpsyg.2018.00468
http://dx.doi.org/10.1080/02699930125900
http://dx.doi.org/10.1177/0956797612448793
http://dx.doi.org/10.1016/S0921-8890(02)00374-3
http://dx.doi.org/10.1080/03906701.2014.894335
http://dx.doi.org/10.7717/peerj-cs.837

PeerJ Computer Science

Gambetta D. 2000. Can we trust? In: Gambetta D, ed. Trust: making and breaking co-
operative relations. Chapter 13. Oxford: Department of Sociology, University of
Oxford, 213-237.

Glaser JE. 2014. Conversational intelligence: how great leaders build trust & get extraordi-
nary results. 1st edition. Milton Park: Routledge.

Green SA, Billinghurst M, Chen X, Chase JG. 2008. Human-robot col-laboration: a
literature review and augmented reality approach in design. International Journal of
Advanced Robotic Systems 5:1-18 DOI 10.5772/5664.

Huang W. 2016. When HCI meets HRI: the intersection and distinction. In: Proceedings
of the 9th Nordic conference on human-computer interaction. 1-8.

James W. 2018. The principles of psychology. Personality Culture Society 1:1-452.

Kurt S, Osueke KK. 2014. The effects of color on the moods of college students. SAGE
Open 4(1):1-12.

Hancock JT, Landrigan C, Silver C. 2007. Expressing emotion in text-based communica-
tion. In: Conference on human factors in computing systems -proceedings. 929—932.

Interaction Design Foundation. 0000. What is Aesthetics? Available at hitps://www.
interaction-design.org/literature/topics/aesthetics (accessed on 12 August 2021).

Lazarus R. 1991. The language of displayed art. New York: Oxford University Press.

Lee B. 2006. Empathy, androids and ‘authentic experience’. Connection Science
18(4):419-428 DOI 10.1080/09540090600868847.

Lewis M, Sycara K, Walker P. 2018. The role of trust in human-robot interaction. Studies
in Systems, Decision and Control 117:135-159 DOI 10.1007/978-3-319-64816-3_8.

Locher PJ. 2015. Investigations into the phenomenology and the ontology of the work
of art: What are artworks and how do we experience them. Dordrecht: Springer
Science + Business Media, 75—88.

Luptetti ML. 2017. Robots, aesthetics, and heritage contexts. Available at https://
interactions.acm.org/blog/view/robots-aesthetics-and- heritage-contexts (accessed on
05 May 2020).

Markovi’c S. 2012. Components of aesthetic experience: aesthetic fascination, aesthetic
appraisal, and aesthetic emotion. I-Perception 3(1):1-17 DOI 10.1068/10450aap.
Mayer RC, Davis JH, Schoorman FD. 1995. Model of trust. Management 20(3):709-734.

Mechner F. 2018. A behavioral and biological analysis of aesthetics: implications for
research and applications. Psychological Record 68:287—-321.

Melcher D, Bacci F. 2013. Perception of emotion in abstract artworks: a multidisciplinary
approach. Progress in brain research 204:191-216
DOI10.1016/B978-0-444-63287-6.00010-5.

Merritt SM, Ilgen DR. 2008. not all trust is created equal: dispositional and history-
based trust in human-automation interactions. Hutman Factors and Ergonomics
50(2):194-210 DOT 10.1518/001872008X288574.

Moors A, Ellsworth PC, Scherer KR, Frijda NH. 2013. Appraisal theories of emo-
tion: state of the art and future development. Emotion Review 5(2):119-124
DOI10.1177/1754073912468165.

Pinney et al. (2022), PeerJ Comput. Sci., DOl 10.7717/peerj-cs.837 19/21


https://peerj.com
http://dx.doi.org/10.5772/5664
https://www.interaction-design.org/literature/topics/aesthetics
https://www.interaction-design.org/literature/topics/aesthetics
http://dx.doi.org/10.1080/09540090600868847
http://dx.doi.org/10.1007/978-3-319-64816-3_8
https://interactions.acm.org/blog/view/robots-aesthetics-and-heritage-contexts
https://interactions.acm.org/blog/view/robots-aesthetics-and-heritage-contexts
http://dx.doi.org/10.1068/i0450aap
http://dx.doi.org/10.1016/B978-0-444-63287-6.00010-5
http://dx.doi.org/10.1518/001872008X288574
http://dx.doi.org/10.1177/1754073912468165
http://dx.doi.org/10.7717/peerj-cs.837

PeerJ Computer Science

Nooteboom B. 2019. Uncertainty and the economic need for trust. volume 32. Lieden:
Trust in Contemporary Society.

Paradeda RB, Hashemian M, Rodrigues RA, Paiva A. 2016. How facial expressions, and
small talk may influence trust in a robot. International Conference on Social Robotics.
New York: Springer International Publishing, 169-178.

Petersen M, Iversen O, Krogh P, Ludvigsen M. 2004. Aesthetic interaction—a pragma-
tist’s aesthetics of interactive systems. 269—-276 DOI 10.1145/1013115.1013153.

Prinz cited in Holmes B. 2017. Why be conscious? New Scientist 234(3125):28-32.

Richert A, Miiller S, Schrode S, Jeschke S. 2018. Anthropomorphism in social robotics:
empirical results on human-robot interaction in hy-brid production workplaces. AI,
and Society 3(3):413-424.

Riek LD, Robinson P. 2008. Real-time empathy: facial mimicry on a robot. In: ACM
workshop on affective interaction in natural environments (AFFINE) at the interna-
tional ACM conference on multimodal inter-faces (ICMI 08). New York: ACM, 1-5.

Robinette P, Li W, Allen R, Howard AM, Wagner AR. 2016. Overtrust of robots in
emergency evacuation scenarios. In: ACM/IEEE international conference on human-
robot interaction. Piscataway: IEEE, 101-108.

Scherer KR. 2009. Emotions are emergent processes: they require adynamic compu-
tational architecture. Philosophical Transactions of the Royal Society B: Biological
Sciences 364(1535):3459—3474 DOI 10.1098/rstb.2009.0141.

Scholtz J. 2002. Human robot interactions: creating synergistic cyberforces. In: Schultz
AC, Parker LE, eds. Multi-Robot Systems: From Swarms To Intelligent Automata.
Heidelberg: Springer, 177-184.

Sanders TL, MacArthur K, Volante W, Hancock G, MacGillivray T, Shugars W,
Hancock PA. 2017. Trust, and prior experience in human-robot interaction. In:
Proceedings of the human factors and ergonomics society. 1809-1813.

Schunn CD, Gregory TJ. 2012. The psychology of uncertainty in scientific data analysis.
In: Feist F, Gorman M, eds. Handbook of the psychology of science. New York:
Springer, 461-485.

Silvia PJ. 2005. What is interesting? Exploring the appraisal structure of interest. Emotion
5(1):89-102 DOI 10.1037/1528-3542.5.1.89.

Silvia PJ. 2008. Appraisal components and emotion traits: examining the appraisal basis
of trait curiosity. Cognition and Emotion 22(1):94-113 DOI 10.1080/0269993070129848]1.

Silvia PJ. 2009. Looking past pleasure: anger, confusion, disgust, pride, surprise, and
other unusual aesthetic emotions. Psychology of Aesthetics, Creativity, and the Arts
3(1):48-51 DOI 10.1037/a0014632.

Steinfeld A, Fong T, Kaber D, Lewis M, Scholtz J, Schultz A, Goodrich M. 2006.
Common metrics for human-robot interaction. In: HRI 2006: Proceedings of the 2006
ACM conference on human-robot interaction. New York: ACM, 33-40.

Stoeva D, Gelautz M. 2000. Body language in affective human-robot inter-action. In:
ACM/IEEE international conference on human-robot interaction. Piscataway: IEEE,
606—-608.

Pinney et al. (2022), PeerJ Comput. Sci., DOl 10.7717/peerj-cs.837 20/21


https://peerj.com
http://dx.doi.org/10.1145/1013115.1013153
http://dx.doi.org/10.1098/rstb.2009.0141
http://dx.doi.org/10.1037/1528-3542.5.1.89
http://dx.doi.org/10.1080/02699930701298481
http://dx.doi.org/10.1037/a0014632
http://dx.doi.org/10.7717/peerj-cs.837

PeerJ Computer Science

Tannert C, Elvers H, Jandrig B. 2007. The ethics of uncertainty. EMBO Reports
8(10):892-896 DOI 10.1038/sj.embor.7401072.

Valdesolo P. 2013. What body language indicates ‘Trustworthy’. Available at https:
//www.scientificamerican.com/article/psychologist- uncover- hidden- signals- of- trust-
using-a-robot/ (accessed on 04 May 2020).

Wakeham J. 2015. Uncertainty: history of the concept. second edition. Amsterdam:
Elsevier.

Yanco HA, Drury JL. 2002. A Taxonomy for Human-Robot Interaction A Taxonomy for
Human-Robot Interaction. In: Proceedings of the AAAI Fall Symposium on Human-
Robot Interaction, December 2002. 111-119. Available at https://www.aaai.org/Papers/
Symposia/Fall/2002/FS-02-03/FS02-03-015.pdf .

Zajonc RB. 1980. Feeling and thinking: preferences need no inferences. American
Psychologist 35(2):151-175 DOI 10.1037/0003-066X.35.2.151.

Pinney et al. (2022), PeerJ Comput. Sci., DOl 10.7717/peerj-cs.837 21/21


https://peerj.com
http://dx.doi.org/10.1038/sj.embor.7401072
https://www.scientificamerican.com/article/psychologist-uncover-hidden-signals-of-trust-using-a-robot/
https://www.scientificamerican.com/article/psychologist-uncover-hidden-signals-of-trust-using-a-robot/
https://www.scientificamerican.com/article/psychologist-uncover-hidden-signals-of-trust-using-a-robot/
https://www.aaai.org/Papers/Symposia/Fall/2002/FS-02-03/FS02-03-015.pdf
https://www.aaai.org/Papers/Symposia/Fall/2002/FS-02-03/FS02-03-015.pdf
http://dx.doi.org/10.1037/0003-066X.35.2.151
http://dx.doi.org/10.7717/peerj-cs.837

Peer.

Submitted 13 May 2021
Accepted 4 November 2021
Published 15 March 2022

Corresponding author
Yang Pan, pany@sustech.edu.cn

Academic editor
Pengcheng Liu

Additional Information and
Declarations can be found on
page 19

DOI 10.7717/peerj-cs.797

© Copyright
2021 Wu et al.

Distributed under
Creative Commons CC-BY 4.0

OPEN ACCESS

Kid-size robot humanoid walking with
heel-contact and toe-off motion

Yucong Wu', Yang Pan’, Xiaokun Leng” and Zhicheng He*

! Shenzhen Key Laboratory of Biomimetic Robotics and Intelligent Systems, Department of
Mechanical and Energy Engineering, Southern University of Science and Technology, Shenzhen,
China

% Guangdong Provincial Key Laboratory of Human-Augmentation and Rehabilitation Robotics in
Universities, Southern University of Science and Technology, Shenzhen, China

ABSTRACT

Human-like features, like toe-off, heel-strike can enhance the performance of bipedal
robots. However, few studies have considered the anthropomorphism of walking
planning. Fewer studies have achieved their toe-off, heel-strike gait planning
framework in a child-sized humanoid robot platform. This paper presents a human-
like walking control framework based on the Divergent Component of Motion
(DCM) com planning method that enables a child-sized humanoid robot to walk
with a humanoid pattern with a speed of 0.6 s per step a strike of 30 cm. The control
framework consists of three parts: the human-like gait generation of the center of
mass (CoM) and swings foot trajectory, the dynamic replan in phase switch and the
upper body stabilization controller. The dynamic replanning of the CoM and foot
trajectory can efficiently decrease the vibration in the step-phase switch. The up-body
stabilization controller can reduce the up-body swing in walking and increase the
robot's stability while walking. The robot uses a mems-based inertial measurement
unit (IMU) and joint position encoders to estimate the current state of the robot and
use force-sensitive resistors (FSR) on the robot foot to identify the actual step
phase of the robot. None of these solutions is high-cost or difficult to integrate with a
child-size robot. Software simulations and walking experiments are using to verify
the motion control algorithm. The effectiveness of the pattern generation and the
controller can realize more human-like walking styles in a child-size robot are
confirmed.

Subjects Autonomous Systems, Robotics
Keywords Humanoid robot, LIPM, Biped robot, Heel-contact and Toe-off

INTRODUCTION

As we know, the walking pattern generation and control of biped robots have been an
ongoing research hotspot in recent years. Many researchers use the linear inverted
pendulum (LIP) as the model for the gait generation algorithm to utilize the stable walking
trajectory. Nevertheless, the Hypothesis of LIP requires the center of mass (CoM) of the
robot to stay at the same height, which is why the robot must walk with a bended knee. On
the other hand, many people expressed the criticism that this kind of walking is not
human-like.

Many researchers have tried to solve this problem by demonstrating using their separate
methods. Ogura et al. (2006) designed a humanoid robot, WaBIAN-2R, with two passive
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Figure 1 Roban humanoid robot. Full-size ] DOT: 10.7717/peerj-cs.797/fig-1
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joints in its toe to utilize a more human-like walking pattern. Lohmeier (2010) is another
humanoid robot with 4 joints in each foot designed by Lohmeier (2010) and some other
researchers like Li et al. (2010) and Kurazume et al. (2005) and other researchers (Kim
et al., 2008; Morisawa et al., 2005; Sekiguchi et al., 2006) have also realized good looking
human-like biped locomotion by real robots. However, their works rely on special
mechanisms of the robot’s feet. Nevertheless, these kinds of designs are not easy to
implement in a child-size humanoid robot. In recent years, some scholars (Carpentier

et al., 2016; Feng et al., 2013; Kuindersma et al., 2016; Leng et al., 2020; Wieber, 2006) are
also adopting optimization-based methods to achieve robot walking. However, the
versatility of these methods is outstanding, but the implemented gait algorithm is not
universal and may consume more time when calculating.

This paper presents a human-like walking control framework based on the DCM
theory. This framework includes a footprint generation unit that can generate footprints
according to the robot’s motion instructions. The robot can dynamically generate the
CoM and foot trajectory from the given footprint position. Considering the disturbance
during walking, a robot stability controller is implemented to improve the robot’s stability
during operation. We validate our approach in physically realistic simulations and use
the Roban child-sized humanoid robot with a height of about 68 cm. From Fig. 1, we can
see the specific dimensions of the experimental robot used.

This paper is organized as follows. The “Methods” section describes the basic theory of
the gait trajectory generation of a biped robot based on the capture point (CP) theory. On
this basis, we introduce the modified CoM trajectory and foot trajectory generation
methods needed to realize the human-like gait in the prospect. The “Stablizer” section
presents an overall robot human-like walking control framework, followed by an event-
based switching mode of one-foot and two-foot support. Finally, a stable controller for a
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Figure 2 Linear inverted pendulum model. Table for notations (Notation & Description). Z.: The
robot’s Center of Mass in x axis; Fr The ground reaction force; F,: The vertical component of Fg
P.om: The robot’s Center of Mass position; P,: Total moment acting on the CoM; X.: The robot’s Center
of Mass in x axis; p,: The robot’s Zero Moment Point. Full-size K&l DOT: 10.7717/peerj-cs.797/fig-2

child-size robot with a low-cost modular actuator is proposed. The “Experiments” section
constructed the overall robot dynamics simulation model and verified the corresponding
human-like gait control algorithm in the simulation and the real object.

METHODS

Pattern generation

Linear inverted pendulum and capture point

The linear inverted pendulum (LIP) model is a major dynamic model used for domestic
modeling of biped robot walking (Choi et al., 2007; Shuuji et al., 2010; Sakagami et al.,
2002; Sugihara, 2009). The following assumptions must be met:

1. The robot is seen as a mass point and a massless light rod
2. CoM of the robot is held at constant height Z

Under the premise of the above linear inverted pendulum model, the motion mode of
the center of mass of the robot is decoupled in the front and rear motion direction and
the left and right motion direction. Therefore, the motion patterns in the center of mass of
the robot in these two directions during walking can be considered separately. Figure 2
gives an overview of the whole dynamic model. The ground reaction force Fjis
collinear with the vector (Peom — Pa). F, is the vertical component of Fy It compensates
for the gravitational force Fg acting on the CoM. By comparison of the force parallelogram
and the geometrical parallelogram we find

Fh Fr N mi&c

Xc — Px
F F : M
y Fg  mg zc

Therefore, an expression for the horizontal acceleration of the CoM is
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X = (X — px) (2)

where ® = \/g/z. and px is the x-coordinate of the Zero-Moment-Point (ZMP). w has to
be positive in this paper. The complete system dynamics of the LIP model is the following

equation

. 0 1 0

o [wz O]H[—wz}p" ©)

where ¢ = [x, %]". The analytical solution of (3) is

o(t) = [ cosh(wt) %sinh(wt)] o, + [1 — cpsh(wt)] ) W
o sinh(wt)  cosh(wt) —o sinh(wt)

Pratt et al. (2006) and Hof, Gazendam ¢ Sinke (2005) independently introduced the
Capture Point (CP). The Capture Point is a point on the ground where the robot has to
step to complete rest, which means that the center of mass (CoM) can fully stop
horizontally at that point. For a general robot state ¢ = [x, x.]" it is defined as

£ = x4+ (5)
(00]

Since we have the definition of Capture point. We need to derive the dynamics based on
the capture point theory. Solving (5) for x. we can get

xc == —(D(XC - éx) (6)

1
We find that X, has a stable first-order open loop dynamics with time constant p By
differentiation (5) and (6) we know that

b=kt =0(E—p) )

The Capture Point &, has an unstable first-order open loop dynamics. Figure 3 show
the coupling of the two states X'c and &,. By considering (6) and (7) we find the systems
dynamics is

: -0 0
[ e[

w

where 0 = \/g/z. , 0 = [x.,&,]" and p, is the ZMP.
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Figure 4 Forward step planning. Full-size K] DOT: 10.7717/peerj-cs.797/fig-4

Step planner

In the process of planning the robot’s walking by the upper-level robot motion controller,
it is usually only the target position and posture of the robot. Therefore, a footprint
generator is needed to convert the target pose difference data into the target footprint data
of the biped robot. For example, the forward movement of the syncline needs to be
gradually given the footprint data of the forward movement of the syncline, and the CP
trajectory planner introduced below requires the information of the last few footprints
to plan a better centroid trajectory. We expect a walking framework that can continuously
plan the robot’s trajectory rather than intelligently let the robot walk a certain number of
steps. For biped robots, the usual planning goal of the upper planner is to run from

the current position to another given target position, so the corresponding motion
relationship is often given in the form of required increments. The motion parameters
given by the upper-level planning can be expressed as (dx, dy, 0). Several planning
examples are showing below:

(1) Forward/backward step planning

As shown in Fig. 4. The forward/backward trajectory planning algorithm is relatively
simple. The black steps are the footprints calculated directly through the given running
instructions, and the red footprints are assumed to be a series of steps generated by the
robot according to the gait pattern of the robot walking footprints. According to the
subsequent centroid trajectory generator, it can be found that when the number of
footprints in the supplementary plan reaches (4), the first few single foot support phase
trajectories in the overall centroid trajectory generated by these footprints are basically the
same. Special, For the forward or backward gait, the trajectory of the center of mass in the
one-foot support phase is symmetric about the xoz plane.

(2) Side step planning

As shown in Fig. 5. For the robot footprint planning required for the side shift of
the biped robot, in addition to the footprints that need to generate symmetrical footprints,
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Figure 5 Side walk planning. Full-size K&] DOT: 10.7717/peerj-cs.797/fig-5

Left Foot Step
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Figure 6 Steering step planning. Full-size 4] DOT: 10.7717/peerj-cs.797/fig-6

it is also necessary to consider the interference problem of the swinging feet that may
be caused in the subsequent trajectory planning process. A simplified strategy is for the
lateral direction. To run the command, we need to move the foot in which direction first
and then move the foot in the other direction. At the same time, the other foot is resting on
the foot according to the planned foot gap.

(3) Steering step planning

As shown in Fig. 6. The footprint generation of the steering gait algorithm is similar to
the generation of the side-shift gait, and it is also necessary to consider the problem of
footprint interference to determine which foot to start from. In addition, to achieve more
block steering, the robot’s feet will turn during the operation. This planning method
will more easily cause interference between the two feet. This situation will be checked in
the gait planner to avoid interference during the actual operation of the robot. If the
footprints are generated, When the detector detects that the footprint will interfere, it will
limit the steering angle to a range that does not cause interference.

(4) Mix step planning

As shown in Fig. 7, combining the above-fixed gait pattern generation, the footprint
generator we proposed can essentially generate corresponding footprints for any form of
command position incremental input. For example:
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Figure 7 Arbitrary step planning. Full-size K&l DOT: 10.7717/peerj-cs.797/fig-7

1. It can use both forward walking and side walking at the same time. Features, plan a
trajectory that allows the robot to walk obliquely forward.

2. The characteristics of simultaneous side walking and turning can be used to allow the
robot to achieve a larger angle of turn.

CoM trajectory generator

In common biped robot application scenarios, such as Englsberger et al. (2011), the usual
method is first to generate a reference trajectory of the CP point and then implement a
feedback controller so that the CP point of the actual robot can track the reference
trajectory of the CP point. However, this study did not use the methods in the references.
Since the experimental platform used in this article is a child-size humanoid robot.
Suppose we directly use the method described in the literature to implement it. In that case,
the following two problems will arise: On the one hand, the experimental robot we use is a
module. The resolution and accuracy of the encoder of the modified drive joints are

not very high, resulting in more incredible noise when reading the joint angles. On the
other hand, we are using a MEMS-based IMU, and the obtained linear acceleration and
angular velocity noise are relatively large. Due to the above two problems, the robot

will have much noise in its speed estimation, so there will be much noise in the estimation
of the cp point. In this research, we further generate the desired CoM trajectory
through the CP point trajectory and then calculate the joint angle of the robot through the
inverse kinematics solution of the robot.

The CP point correlation theory is an inference about the linear inverted pendulum
correlation algorithm. The definition of CP point is described above. The CP point
correlation theory can be used to calculate the stability of the biped robot during its
operation. Also, similar to the linear inverted pendulum model, we can use the theory of
CP point to get the centroid trajectory of the robot operation more conveniently when the
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Figure 8 CoM recursive path. Full-size ] DOIL: 10.7717/peerj-cs.797/fig-8

footprint position changes. Generally speaking, it is necessary to obtain the footprint
information of all the steps of the robot. However, this planning method is not suitable for
the situation where the robot receives continuous walking footprints.

Nevertheless, after a certain amount of footprint information (i.e., ZMP) sequence
information is given, the centroid trajectory of the first few steps is approximately the
same. Therefore, the method used is to first generate a part of the CoM trajectory sequence
through the footprint generator but only use it to generate the relevant information of the
first single foot support phase trajectory and discard other data in the trajectory. After
actual simulation, considering the error of the trajectory and the computing power of the
corresponding controller, we found that in addition to the corresponding position of the
previous footprint, it is also necessary to generate the last four footprints for CoM
trajectory planning.

From CP theory, we know that the relationship between the CoM position, Capture
Point, and ZMP point can be expressed as

HE HE P HE o

As we can see, (9) is a differential equation that is easy to solve. From (9), we can get

Go($) : Xky1 = ef‘”T(xk - &)+ & (10)
Gi(s) : &= e T (&1 — pr) + i

Now we can get the expression of the CP point and the center of mass trajectory of
the robot in the time domain. Therefore, as long as the initial value can be selected
appropriately, the trajectory of the center of mass of the robot can be obtained when the
robot is running. Since the speed of the center of mass of the robot is 0 when the robot
finally stops walking, the CP point and the position of the center of mass are also
coincident when it reaches that point, so it can be used as the corresponding recursive
boundary condition. Through the introduction in the previous article, we can obtain four
additional ZMP points that the robot is expected to pass. Therefore, we can obtain a
corresponding recurrence relationship as follows:

From Fig. 8, we can see that after the boundary conditions of the last step, the previous
CP point position and the position of the corresponding centroid can be cross-derived, as
shown in Fig. 8 so that the entire required trajectory information can be obtained.
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Figure 10 Pattern of human motion and posture in a typical walking cycle.
Full-size K&l DOT: 10.7717/peerj-cs.797/fig-10

From Fig. 9, we can know the relationship between CP trajectory, CoM trajectory and
ZMP point in geometric space.

Variation of CoM height

As we can see in the Fig. 10 (Xie et al., 2016). By studying human motion data (Chen et al,
2017; Miura et al., 2011), we found that the height of the center of mass of the human body
changes during walking. Therefore, for a robot to realize a human-like gait, the CoM
also needs to change z-direction. The change in the height of the robot’s center of mass can
also bring some practical uses. For example, it can reduce the robot’s power consumption
to a certain extent, and it can also increase the step strike when the robot is walking.
However, for the trajectory planning of CoM height, the previous theory requires it to
remain unchanged in the height direction. Nevertheless, we found that we can change the
center of mass of the robot through a certain pattern, and when the height of the center of
mass of the robot changes, we can regard the height of its center of mass as a kind of
linearity. The disturbance of the inverted pendulum model, in the following, we will first
analyze its impact on ZMP.

According to the derivation in the reference (Li et al., 2010), assuming that the height of
the center of mass of the robot changes during walking, the corresponding ZMP point
error and the center of mass motion trajectory of the corresponding robot will satisfy the
following relationship:
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N, _kzcé+g(zc—z)
e gz +g)
where x and z denote the 2D CoM’s position, and g be the gravitational constant

The value of Z and height z will affect the size of the ZMP error. Consider an
acceleration variation z € (—0.2,0.2)m/s?, a height variation z € (0.39, 0.41)m and an

(11)

average horizontal acceleration X = 0.8 m/s*. From simulation, we can know the ZMP
error is relatively small. We can also analyze its impact on the trajectory of the center of
mass from another angle. It should be that we need to consider the acceleration in the
Z direction when setting the CP point parameters. Therefore, the following formulas can
be used to calculate the acceleration in the Z direction and without the Z direction
Centroid trajectory generated during acceleration. Due to the decoupling characteristics in
the X and Y directions, we use numerical calculations to analyze the influence of the
centroid trajectory in the Y direction by the acceleration of the centroid in the Z direction,
and its influence on the trajectory of the centroid in the Y direction is less than 5%.

It is considered that the influence of acceleration in the Z direction on the trajectory at this
time is significantly smaller. The value of Z and height z will affect the size of the ZMP
error. Consider an acceleration variation z € (—0.2,0.2)m/s?, a height variation z €(0.39,
0.41)m and an average horizontal acceleration x = 0.8 m/s?. From the simulation, we can
know that the ZMP error is relatively small. We can also analyze its impact on the
trajectory of the center of mass from another angle. We need to consider the acceleration
in the Z direction when setting the CP point parameters. Therefore, the following
formulas can be used to calculate the acceleration in the Z direction and without the Z
direction Centroid trajectory generated during acceleration. Due to the decoupling
characteristics in the X and Y directions, we use numerical calculations to analyze the
influence of the centroid trajectory in the Y direction by the acceleration of the centroid in
the Z direction and its influence on the trajectory of the centroid in the Y direction is less
than 5%. It is considered that the influence of acceleration in the Z direction on the
trajectory at this time is significantly smaller.

It can be seen from the analysis of the above two angles. From the perspective of
ZMP error, for the small acceleration of the center of mass of the robot in the Z direction,
the change in ZMP is small, and the foot length of the robot is 160 mm, which can tolerate
the ZMP error of the robot. From the point of view of CP generating CoM trajectory,
it has little effect on the generated horizontal centroid trajectory. Therefore, it is stable for
robot walking if we can design a trajectory that does not have too much displacement and
acceleration in the Z direction. The impact of stability is also limited.

From the analysis in the previous article, it can be seen that the primary influence on
the new walking stability of the robot is the acceleration of the robot’s center of mass in the
Z direction. Therefore, we need to design a trajectory with less acceleration in the Z
direction to avoid unstable walking.
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Figure 11 Hip pattern generator. Full-size K&] DOT: 10.7717/peerj-cs.797/fig-11

As show in Fig. 11 we will change the corresponding CoM in the Z direction to satisfy
the following expression:

Zeom = Ze + A [—0.5 tanh (4 Teom = Hootrear _ 2) - 0.5] (12)
Xfootfront — Xfootrear
where Xf,o1rear i8 the position of rear foot. Xgoron: is the position of front foot. Respectively,
z. is a constant hip height, and A is the amplitude of the specific pattern. A larger z,
means the robot’s knees will extend straighter while walking. The larger A means the hip
position will be lower while walking, so the knee singularities can be avoided. The
parameters z. and A can be changed to generate different walking patterns. We should not
let hip-height be a function of time as an independent variable because this will cause the
hip height to be discontinuous with respect to time, as the horizontal velocity x is not
constant. But our method defines Z,,,, respect to x.,,, as in (12). The acceleration caused
by the hip motion is:

o 2ALstep
cosh?(2 + 4bLgep — 4LstepXcom

a(t) = )kcom (13)

Compared with the method in the reference (Li et al., 2010), on the one hand, we use a
variable height center of mass trajectory instead of the hip joint trajectory so that while
completing the human-like gait, it is more in line with the original gait assumptions.

At the same time, the center of mass is used. The planning method can also facilitate the
design of subsequent controllers. Another convenience is that we use the tanh function
instead of the trigonometric function, which is smoother than the trigonometric one.

The centroid trajectory of the robot generated by this generator has the following
characteristics:

1. This smooth trajectory reaches the lowest point during the bipedal support phase. This
feature allows the robot to have a longer walking step length in the actual walking
process. It can also complete the energy conversion through the change of the center of
mass to reduce the walking process—power consumption.
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Figure 12 Pattern of human motion and posture in a typical walking cycle.
Full-size K&l DOTI: 10.7717/peerj-cs.797/fig-12

2. For continuous acceleration trajectories, the acceleration of the trajectory in the Z
direction can be controlled by a reasonable selection of relevant parameters in the
trajectory to ensure walking stability.

Foot motion generator

In order for the robot to achieve the human-like effect during the walking process, in
addition to planning the position trajectory of the foot end, we also need to plan the pitch
attitude angle of the foot end during the walking process. The attitude angle adopts
five-degree splines in the planning process. The trajectory is planned. The quintic spline
trajectory can satisfy the position, velocity, and acceleration information of the starting
point and the endpoint at the same time. Moreover, we can plan the trajectory by
appropriately selecting the quintic spline curve. First, we distinguish the walking process.
It is the bipedal support phase and the single-foot support phase. Separate the posture and
position of the foot for planning. Then in the toe-off process, the heel is raised first, in
which the posture of the foot determines the ankle trajectory. In the middle process,

the posture trajectory of the sole center is the planning target, and the posture of the
swinging foot is adjusted to prepare for landing. Then run to the planned landing
position in advance and run the corresponding heel-strike after detecting the foot landing.
We can define a quintic spline curve by (7) parameters f (Xinit, Xend, Xinits Xends Xinits Xends T)
which contains the boundary conditions and spline time. The following table gives the
boundary conditions of each curve in the entire trajectory planning process as follows:

toe — off Phase : t € (O, Tmeoﬁ)

Tioeoff = %pitch Tssp + Bpitcn Tsp

Hfoot :f(oa 0toe: 0,0,0,0, Ttoeoﬂ)

Xfoot = Ltoe(l - COS(Hfoot)

Zfoot = Lioe sin Qfoot)

swing Phase : t € (meﬁ, Tioeofr + Theelstrike) (Theeistrike can be choosed by fsr sensor)
Qfoot :f(etoe, Qhelb 0,0,0,0, TSSP)

Xfoot :f <Ltoe(1 - COS(Qtoe))7 Lstride - Lheel(l - COS(Hheel))a
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Figure 13 FSR installed on the robot. Full-size k] DOT: 10.7717/peerj-cs.797/fig-13

Ltoe Sin(etoe)gtoe Lheel Sin(gheel)eheel 0 0)
Gpitch Tssp (1 — opien) Tssp

heel — strike Phase :

Otoot = f(Open, 0,0,0,0,0, 20psp Tpsp)

Xfoot = Lheel(l — COS(Qheel))

Zfoot — Lheel Sin(gheel)

(14)

where a,; apsp and B are trajectory parameters which can define the detail motion of
foot.
Figure 12 show the whole curve of foot and some specific parameters in (14).

STABLIZER

Event based walking phase switcher

When the robot performs bipedal walking, the two legs alternately execute the trajectory of
the landing phase and air phases trajectory. Ideally, after the supporting leg finishes the
ground phase trajectory, it should immediately switch to the air phase trajectory. The
swing leg is the opposite. After executing the vacant phase trajectory, switch to the ground
phase trajectory immediately. Furthermore, the switching between the two should be
completed at the same instant. However, in the actual execution process, if the open-loop
control is adopted for the phase switching time, the actual switching timing of the two legs
always has a deviation before and after. The greater the deviation before and after the
switching timing, the greater the deviation caused by the center of mass trajectory, and
the more it affects gait execution. In order to improve this phenomenon, this article adopts
the method of installing pressure sensors on the soles of the feet to control the phase
switching time of the two legs to reduce the vertical movement of the torso and the impact

Wu et al. (2022), Peerd Comput. Sci., DOI 10.7717/peerj-cs.797 13/21


http://dx.doi.org/10.7717/peerj-cs.797/fig-13
http://dx.doi.org/10.7717/peerj-cs.797
https://peerj.com/computer-science/

PeerJ Computer Science

Left Leg Stance Double Right Leg Stance

Right Leg Swing, Support Left Leg Swing

Figure 14 Walking phase state machine. Full-size K&l DOI: 10.7717/peerj-cs.797/fig-14

of the swing leg when performing the planar biped gait. Ensure the smooth running of the
bipedal gait.

As shown in Fig. 13, a resistive film pressure sensor is installed on each of the four
corners of each foot. When the sole of the foot touches the ground, the sensor gives a
contact force signal. When the sensor detects that the contact force is greater than 1N, it is
considered that the pressure sensor has detected the ground signal. When the robot is
walking, the sole of the foot may not be completely flush with the horizontal surface when
touching the ground. Therefore, when the same sole of the foot is on the ground, the four
sensors on it may not detect the ground signal. Experiments have found that when
performing bipedal plane gait, the switching time is advanced, usually near the time point
of switching from the air phase trajectory to the ground phase trajectory. At least three
pressure points are detected for more than two consecutive seconds sampling periods.
When the ground is detected, it is considered that the leg has touched the ground.
Switch directly to the ground phase trajectory. For the case of switching time lag, it is
generally near the time point when the trajectory of the ground phase is switched to the
trajectory of the air phase. At this time, the grounding situation of the other leg should be
used as the basis for switching judgment. In order to ensure the regular switching of
the landing phase of the legs, the finite state machine needs to be used to control the
landing status of the legs so that it only jumps under several normal landing conditions,
thereby avoiding falling to the ground. The landing condition finite state machine is shown
in Fig. 14.

Among them, A represents the state switching route when the gait is running normally,
B represents the state switching route when the vacant leg advances or lags behind the
ground. C represents the state switching route adjusted by the program when the feet are
on the ground. The exact landing time and landing state of the robot can be obtained
through pressure sensitivity. This information can be used to adjust the gait parameters
in real-time to execute the planned trajectory, thereby avoiding the problem of
unsynchronized phase switching of the two feet landing on the ground during open-loop
control and can enhance walking stability.

Upper body feedback controller

In the previous section, we have analyzed the impact of the introduction of the human-like
gait planning framework on the robot’s stability when it is walking. During the robot’s
operation, we will find that the error in the operation of the robot’s joint unit and the
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error in the mechanical structure of the robot itself will cause The actual ZMP point to
have a specific offset. In order to solve this problem, the solution of a scenario is to use the
ZMP control of the ankle joint, but the modular actuator used in the child-size robot
cannot directly control the force. Therefore, This paper proposes a method to achieve
force control under the constraints of using modular actuators. The principle of ankle joint
force control to compensate for the deviation of the ZMP point is relatively simple, which
can be deduced according to the relevant theory of LIPM:

g 1

X==x+
2 Mz,

T (15)

Moreover, we use the angular velocity of the torso to approximate the torso velocity, and
the torso velocity will cause changes in the angular momentum of the torso, which will
affect the ZMP point of the plantar. Therefore, we need to adjust the torque applied on the
ankle joint to avoid changing the plantar ZMP point. The problem causes instability.
However, we use a modular-based robot to drive the joints, so we cannot directly give
torque commands to the ankle joint. Nevertheless, through the analysis of the following
modular joint control framework, we can see that we can use some methods to give
position commands so that the ZMP point can be kept within a stable range. For the
control frame of the modular drive joint, it can be found that the current information is
given by the difference between the current position and the given position. Moreover,
before the controller is not attached, The given joint angle trajectory can be regarded as
continuous, and the joint tracking characteristics of the robot itself are good. We regard the
reference position and the actual position as approximately the same. We need to add a
different value to the original reference angle information for the ankle joint torque
command because this difference value will become an incremental current data after
passing through the position controller. To achieve the effect we need on the lower price
joint unit controller. The specific controller form is as follows:

Ggoal - Qref + Kp * ?body (16)

where Y4y is the angular speed of pitch of body. The parameter K, need to be adjusted
carefully to avoid toe shaking during walking.

EXPERIMENTS

Simulations

Figure 15 shows the scene of the robot walking in the simulation environment. It can be
found that the robot can achieve Toe-off, heel-contact walking in the simulation
environment.

Figure 16 shows the trajectory of the knee joint angle when the robot is walking in the
simulation environment. Generally speaking, the change of the knee angle when a human
is walking is between 0-60 degrees. The minimum angle of the knee joint of the robot
running under the human-like walking frame we realized is about 20 degrees, and in order
to achieve a longer step length, the maximum angle is about 70 degrees.
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Figure 15 Humanoid walk scene in V-rep. Full-size E&] DOTI: 10.7717/peerj-cs.797/fig-15

Figure 17 shows the height curve of the center of mass in the z direction when the
robot is walking in the simulation environment. It can be found that the height change of
the center of mass in the z direction is about 1.7 cm, and this change in the height of the
center of mass can make the robot’s new walk more huan-like effect.

We can evaluate the anthropomorphism of biped robot walking from the following
aspects: The first feature of human walking is to achieve a larger step length and thus have
a “single toe support stage”. From Fig. 15, we can It can be seen that our robot has the
above characteristics. Secondly, humans have a tendency to straighten their knees during
walking. It can be seen from Fig. 16 that the minimum bending angle of the robot knee in
the simulation environment can reach 20 degrees, while the minimum knee of the robot
using a standard gait algorithm The angle will basically be above 40 degrees. The third
aspect is that the height of the torso (center of mass) will change when humans walk,
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thereby increasing the step length of a single step. From Fig. 17, we can find that our
method has this feature.

Real robot experiments

We have implemented the suggested walk controller on the Roban child-size humanoid
robot, which is 68 cm height, weights 6.5 kg. It has Core i3 processor for the onboard
processing, has various sensors including IMU, FSR on foot nd joint encoders at the joints
It can be seen from Fig. 18 that a real robot can achieve a better human-like walking effect
on flat ground.

We compared whether to use an event-based trajectory switching controller. From
Fig. 19, it can be found that if the controller we proposed before is not used, the running
time of each step of the robot is the same, but in the actual running process, the swing
phase will land in advance, which will affect the stability of the robot. However, the
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controller we proposed can switch the working state of the state machine according to
the actual landing situation, thereby improving the walking effect of the robot.

We compared whether to use Upper Body Feedback Controller. From Fig. 20, it can be
found that the swing amplitude of the robot’s upper body is relatively large and
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inconsistent when the controller is not used. However, when the controller we proposed is
used, the swing of the robot torso in the pitch direction is small, and The amplitude is
consistent, which is conducive to the stability of walking.

CONCLUSIONS

In this paper, a human-like walking control framework based on DCM com planning is
proposed. By using capture point theory, we can get the com trajectory in the horizon
plane. By constructing a reasonable center of mass Z direction and foot end trajectory
generator, makes the walking step length of the robot lengthen (in this experiment, the
strike reaches 75% of the leg length). It can also make the knee joint of the robot closer
to the straight state so that the robot can be anthropomorphized during walking. At the
same time, to avoid the influence of our human-like gait planning method on the walking
stability of the robot itself, we designed an event-based trajectory switching controller
and a trunk stability controller to ensure the robot’s stability during walking. We also used
our method to conduct experiments on the dynamic simulation environment and
child-size actual robots. The simulation and physical robots both achieve relatively stable
walking on flat ground. The current control framework allows the robot to walk on flat
ground. In our subsequent research, we can consider modifying the current control
framework so that the robot can also walk on a human-like gait on uneven roads.
Additionally, the introduction of a human-like gait does not resolve the problem of
stability for the robot. The instability of the overall walking process is aggravated, and
the stability controller for the human-like gait could be further designed to improve the
stability of the robot’s walking gait.
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