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Alignment can be defined as the ability to adjust to the behavior of others.
This is relevant in research on virtual humans because it would allow them to be-
have more believably in human-computer interaction and would facilitate their
communication with the human interactant. One aspect that can be considered
important is emotional alignment, which can be understood as sharing the same
feelings with the others. This relates to the definition of empathy as an affective
reaction to the other’s emotion [4]. A fundamental mechanism of empathy is
mimicry, the process of simulating another’s facial expressions, voice and pos-
ture, that triggers an afferent feedback eliciting the same feelings in oneself as
that of the others [4].

Beside our virtual human Max [6] we are developing the virtual human
Emma, whose face replicates 25 actions units —the core elements of the Fa-
cial Coding System [2]— enabling about 3000 facial nuances related to pleasure-
arousal-dominance values [3]. Based on the study by Grammer et al. [3] and
inspired by the concepts used to implement the imitation algorithms as in [1]
and [5], we will describe how our virtual human Emma constitutes a testbed for
realising emotional alignment through mimicry.

References

1. C. Breazeal, D. Buchsbaum, J. Gray, D. Gatenby, and B. Blumberg. Learning from
and about others: Towards using imitation to bootstrap the social understanding of
others by robots. Artificial Life, 11:31 — 62, 2005.

2. P. Ekman. Emotions Revealed, Understanding Faces and Feelings. Phoenix, 2004.

3. K. Grammer and E. Oberzaucher. The Reconstruction of Facial Expressions in
Embodied Systems New Approach to an Old Problem. ZiF:Mitteilungen, 2006.

4. M. L. Hoffman. FEmpathy and Moral Development. Cambridge University Press,
2000.

5. S. Kopp and O. Graesser. Imitation learning and response facilitation in embodied
agents. In J. Gratch et al. (eds.): Intelligent Virtual Agents, pages 28—41. Berlin:
Springer-Verlag, 2006, 2006.

6. S. Kopp, B. Jung, N. Lessmann, and I. Wachsmuth. Max — a multimodal assis-
tant in virtual reality construction. KI Zeitschift (German Journal of Artificial
Intelligence), Special Issue on Embodied Conversational Agents, 2003.



