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EML within VHML 

EmotionML within VirtualHumanML

Purpose of this document is the investigation on whether EML  (Emotion Maerkup Language) offers interesting concepts that could help to fulfill requirements for an Emotion Markup Language collected in UseCaseRequirements 



Introduction

According with http://www.vhml.org/; VHLM is designed to accommodate the various aspects of Human-Computer Interaction with regards to Facial Animation, Body Animation, Dialogue Manager interaction, Text to Speech production, Emotional Representation plus Hyper and Multi Media information.  
The language will be XML/XSL based and will consist of the following sub-systems:

· DMML Dialogue Manager Markup Language (AIML)

· FAML Facial Animation Markup Language

· BAML Body Animation Markup Language

· SML Speech Markup Language (Sable)

· EML Emotion Markup Language

· HTML HyperText Markup Language

In this review we will concentrate in the description of EML



Description
The Emotion Markup Language (EML) defines the emotion elements that affect the VH regarding voice, face and body, these elements are therefore inherited by the speech and facial animation languages. The elements in EML provide the VH with looks and sounds according to the specified emotion. The elements defined are the following:

<anger>

<joy>/<happy>

<neutral>

<sadness>

<fear>

<disgust>

<surprise>

<dazed>

<confused>

<bored>

There are also other elements in EML, which as well affect the VH regarding voice, face and body. These elements are not emotions but well-known human emotional responses.

<agree>

<disagree>

<emphasis>

<smile>

<shrug>
EML default attributes

Each element has at least four attributes associated with it.

Name Description Value Default

[image: image1.emf]
Note: When both specifying a duration as well as using a closing element, the duration takes precedence over the closing element. If the wait attribute is not specified the following text will start at the same time as the emotion. If wanting to start an emotion before continuing to speak, wait must be specified.
EML elements

The following elements constitute EML. All the universal emotions are included as well as neutral and two additional emotions: afraid, angry, confused, disgusted, happy, neutral, sad, default-emotion. Eg,

<afraid>
Description: 
Generates a Virtual Human that looks afraid.

Facial animation. 
The eyebrows are raised and pulled together, the inner eyebrows are bent upward and the eyes are tense and alert.

Speech.
 The voice is not yet affected by this element.

Body. 
The body is not yet affected by this element.


Attributes: Default EML attributes.


Properties: Can only occur directly within the  <paragraph> element.


Can contain plain text as well as <embed> and <mark> elements and all elements in GML (gestureML), FAML (FaceAnimationML_, SML (speeachML), BAML (BodyAnimationML), DMML (DialogueMakerML) and XHTML.

Example: 
<afraid intensity=”40”>



Do I have to go to the dentist?


</afraid>
