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Abstract

Research into Virtual Conversational Characters, Embodied
Character Agents, etc has recently made it possible to have
Talking Head interfaces to applications and information.
Users may, with plain English queries, interact with a be-
lievable computer generated image that responds to them
with realistic speech using textual information coming via a
Diadogue Manager from a domain knowledge base. If
MPEG-4 technology is used, the interaction can take place
across a very low bandwidth channel and hence is available
to the home user. This presentation details the research be-
ing done at Curtin University in creating a Virtual Human
Markup Language (VHML) that allows these interactive
Talking Heads to be directed by text marked up in accor-
dance with the XML standard. This direction makes the
interaction more effective. The language is designed to ac-
commodate the various aspects of Human-Computer Inter-
action with regards to Facial Animation, Body Animation,
Dialogue Manager interaction, Text to Speech production,
Emotional Representation plus Hyper and Multi Media in-
formation. This presentation also points to audio and visual
examples of the use of the language as well as user evalua-
tion of an interactive Taking Head that uses VHML.
VHML is currently being used in several Talking Head ap-
plications as well as a Mentoring System. The MetaFace
system is the first full implementation of a VHML-based
interactive information provider. The VHML development
and implementation is part of a three-year European Union
Fifth Framework project called InterFace.

The Virtual Human Markup Language (VHML) uses/
builds on existing (de facto) standards such as those speci-
fied by the W3C Voice Browser Activity, and adds new
tags to accommodate functionality that is not catered for.

The language is XML/XSL based and consists of the fol-
lowing sub-systems:

-DMML Dialogue Manager Markup Language
-FAML Facial Animation Markup Language
-BAML Body Animation Markup Language
-SML Speech Markup Language

-EML Emotion Markup Language
-XHTML  HyperText Markup Language

Although general in nature, the intent of this languageisto
facilitate the natural and redlistic interaction of a Talking
Head (TH) / Virtual Human or any computer generated
character agent with a user viaa Web page or application
(see example at bottom of page).
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<sad>

Y ou <emph>said</emph> to me once <pause |ength="short"/> that pathos left you unmoved, but
that beauty, <emph affect="b" level="moderate">mere</emph> beauty,

could fill your eyes with tears.
</sad>




