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Abstract: 

SiGML is a notation designed for computer use and is therefore not very suitable as an input language for signed content. SiGML is closely based on HamNoSys which is a powerful notation designed for use by sign linguists.

There is a need for tools for creating SiGML content that do not rely on the expertise required to use HamNoSys. However, the first users are likely to have some expertise in sign linguistics.

A range of possible designs for a SiGML Editing Tool were discussed, ranging from an approach where all details of a sign sequence must be specified manually, to an approach where signs could be linked together so that features such as location in signing space and classifier handshapes could be selected, to an approach where signs are constructed based on linguistic information, as provided by the HPSG system for natural language translation.

The SiGML Editing Tool currently supports only the purely manual approach that is needed for creating the components of a sign sequence. Further work will be undertaken after ViSiCAST as sign editing facilities are needed by the eSIGN project.

1 Overview

John Glauert (UEA)

SiGML is a notation designed for computer use and is therefore not very suitable as an input language for signed content. SiGML is closely based on HamNoSys which is a powerful notation designed for use by sign linguists. There is a need for tools for creating SiGML content that do not rely on the expertise required to use HamNoSys. However, the first users are likely to have some expertise in sign linguistics.

A range of possible designs for a SiGML Editing Tool were discussed, ranging from an approach where all details of a sign sequence must be specified manually, to an approach where signs could be linked together so that features such as location in signing space and classifier handshape could be selected, to an approach where signs are constructed based on linguistic information, as provided by the HPSG system for natural language translation.

The SiGML Editing Tool currently supports only the purely manual approach that is needed for creating the components of a sign sequence. Further work will be undertaken after ViSiCAST as sign editing facilities are needed by the eSIGN project.

In developing the plans for the SiGML Editing Tool, and example was prepared by Margriet Verlinden (IvD) where a video of a football match was accompanied by a transcription of a signing description or commentary that was produced by a deaf viewer. This material appears as Section 2. The movie clips can be made available in digital format.

The transcription is given in terms of glosses for signs, accompanied by additional information such as accompanying facial gestures, and specific classifiers and locations chosen. This is followed by some suggestions for user interfaces that might be used to construct a signing sequence.

A comprehensive proposal for a SiGML and HamNoSys Editing Tool was prepared by Thomas Hanke (UH) and appears as Section 3. This proposal was discussed by the project and known as Plan A, the fully comprehensive editor. It was suspected, however, that it would not be realistic to develop the full functionality within the required timescale, so a much simpler Editor was developed, knows as Plan B, but with the aim that features could be added later to provide full functionality.

The Editor was produced by Robert Smith (UEA) and is documented in Section 4. The report describes the current state of the Editor and outlines its use. The basic functionality of the Editor is that a sign sequence can be built up from a number of individual signs. Any particular sign can be modified using a GUI-driven tool in order to tune the basic sign for its particular use. The Editor links to the ViSiCAST avatar player enabling signs and sign sequences to be previewed at will.

The GUI tool can be used to create new signs, or signs can be taken from an existing corpus, probably generated from HamNoSys. This enables the Editor to exploit materials produced earlier. The use of the HamNoSys Token representation enables facial gestures to be entered as well, and allows the creation of signs by experts using a straightforward text editor. These signs can also be previewed using the avatar player. Such signs can be kept in HamNoSys (Token) form or transformed to SiGML.

Hence the current state of the Editor supports the following:

· Individual signs with gloss names held in files as SiGML or HamNoSys (Tokens).

· Editing of individual signs using GUI tools.

· Construction of sign sequences from individual signs.

Future development will see the introduction of a database to hold signs. This will enable a gloss name, gestural feature, or additional metadata, to be used to access suitable signs. The resulting Editor will then support:

· Individual signs with gloss names held in a database as SiGML and/or HamNoSys (Tokens).

· Population of the database from signs held in files.

· Selection of signs based on a database search.

· Editing of individual signs using GUI tools.

· Construction of sign sequences from individual signs.

In order to address the full requirements of Plan A it will be necessary for the signs held in the database to hold additional information. For example, a sign for a noun might carry with it the classifier handshape to be used with positional verbs. The signs for corresponding verbs would carry information that would enable such classifiers to be inserted, and would allow locations to be specified for targets of the positional verb. In summary, the full features would include:

· Individual signs with gloss names and parameter information held in a database.

· Population of the database from lexical entries held in files.

· Selection of signs based on a database search.

· Manual linking of signs based on parametric information.

· Further editing of individual signs using GUI tools.

· Construction of sign sequences from linked signs.

There might be a further stage in which a sequence of gloss names would be used to access signs from the database. Rules, perhaps written in HPSG from in the natural language translation work, would be used to link signs automatically. Manual intervention would be able to override linking choices and provide further editing.

The Editor at present is therefore very much a first step and should be seen as a prototype for experimentation to guide the development of more comprehensive SiGML Editing Tools.

2 A Football Match in NGT

Margriet Verlinden (IvD)

Transcription of the video “A football match in NGT”

N.B.

· around 2 minutes on the video. Two separate clip-files, second one alas with wrong sound.

· left out ‘slip of the hands’/repetitions/corrections/’let me think’-interjections, as well as explanations of signs and personal details about visiting the game

· one word = one sign, word-word = one sign 

· capitalized word = name = one sign

· capitals with dots = fingerspelling. Every letter can be seen as one sign. Hand must certainly not go down in between. (no examples below)

· underlined word = sign adapted as in subscript

· red word in subscript = type of adaptation

· preferably a face can be chosen from a set of faces. Alternatively, the face can be composed by the user with the primitives as described in D5-1.

· red word (non-subscript) = a sign not from the lexicon. The user chooses a handshape+orientation (preferably set of handshape+orientation combinations, otherwise user chooses both). The user chooses a location or draws a path (suggestion: limit path for now to path in horizontal plain).

· period at the end of the line: short rest in the signing

Transcript

(first movie “halffinal30fps.wmv”)

half finals.

Netherlands against Italy.

(second movie “match.wmv”, skip first two seconds)

Netherlands playing dribbling(face:nice).
but problem finish.

nice(face:very) finish not.

(alternative might have been:

nice(face:very) finish(head:not).

)

Italy tension retreat(face:tension).

continue some-time.

first half classifier:(pointing;location=2) (confusion of players, left out) Frank-de-Boer classifier:(pointing;location=2) penalty.

missed. 

panic disgrace leave-it continue classifiers:(5-hand;neutral location;R-L-R-L motion)(face:tension)
stop break.

change.

second half.

tackle(face:bad).

again penalty Netherlands cheer cheer(face:excitement).

Frank-de-Boer classifier:(nondom.=1-hand;path from 3 to 2) no(nondom. handshape:1).

away.

classifier:(pointing;path L-R with arc) Patrick Kluivert classifier:(pointing;location=2).

put-ball-down.

kick(face:concentration).

post classifier:(pointing;path along the post).

two-times penalty missed how(face:disbelieve).

people say Netherlands have psychological problem penalties.

sort-of.

therefore.

continue. 

scoreXY-for-some-time(dominant handshape:0; nondominant handshape:0).

stop then prolongation.

scoreXY-for-some-time(dominant handshape:0; nondominant handshape:0).

stop then penalty.

(copy-and-paste possibility would be nice for lines above!)

scoreXY(dominant handshape:5; nondominant handshape:5).

Scenarios for inserting and adapting signs

N.B.

· After each insertion and each adaptation, the user must be able to view the result of that single change/insertion, and if necessary able to undo the action and/or redo it.

· More possibilities to adapt signs is nice (shoulder, body, gaze), but I give the most desired ones for now.

· How selection of one sign or a range of signs is done depends on the presentation of the inserted signs during editing.

· In the piece of NGT transcribed above, there is no example of adaptations for which the editor-program could make suggestions, in which case a linkage scenario is needed.

Plain sign from the lexicon

selection from the lexicon preferably possible in 2 ways:

· typing or choosing gloss-label (=description in written language, usually 1 word)

· choosing values for 1 or more morphological features (dominant handshape, nondominant handshape, location, with/without movement) and subsequently select from the resulting selection. Selection could be presented as stills and/or gloss-labels.

Adaptation of the face (scenario 1)

1. select the range of inserted signs that need a special face

2. click on the button or menu-option for “changing the face”

3. set of faces appears (faces in transcript are just examples, and words are in fact not very suitable as identifiers, definitely pictures needed)

4. click on the desired face and confirm

Adaptation of the face (scenario 2) 

1. select the range of inserted signs that need a special face

2. click on the button or menu-option for “changing the face”

3. sub-options for changing the various parts of the face are presented: eye brows, eye lids, nose, mouthing (sections 4.7 and 4.8 of Deliverable5-1, certainly pictures, maybe also text)

4. for each of these four face parts, a set of drawings is presented from which the user chooses the desired one.

Adaptation of the head 

1. select the range of inserted signs that need a special head movement

2. click on the button or menu-option for “changing the head”

3. set of heads appears (section 4.5 of Deliverable 5-1, stills with arrows for the dynamic ones, i.e. nodding and shaking, maybe also text) 

4. click on the desired head and confirm

Adaptation of handshapes 

1. select the sign that needs (an)other handshape(s)

2. click on the button or menu-option for “changing handshape”

3. current dominant and nondominant handshapes are shown

4. click on the hand you want to change

5. set of handshapes is presented (I’d say, limit this for now to numbers 0 to 10, manipulation classifiers and substitution classifiers. Presentation again graphical.)

6. click on desired handshape and confirm (keep orientation as it was in the already inserted sign)

Composition of pointing/drawing sign

1. click on the button or menu-option for “insert pointing”

2. limited set of handshapes appears (manipulation classifiers and substitution classifiers)

3. choose handshape, also for dominant hand if needed

4. chosen handshape appears in various orientations

5. choose orientation

6. avatar is show in a grid (either 3D or for the moment just the horizontal plain at neutral signing height)

7. choose location

8. if needed click on motion-button

9. plain appears in which user can draw a line

3 Concept for a ViSiCAST Sign Editor

Thomas Hanke (UH)

4 A SiGML Based Sign Language Editor

Robert Smith (UEA)

The SiGML Editor is an application written in Java for cross-platform support and has been tested to run on systems with a Java Runtime Environment (JRE) 1.3 or above. While it is still in active development, the latest release provides tools for the creation, loading, saving, editing and playback of signs. This last is possible by sending a sign to a player on either the local machine or a separate machine linked by a network.

Installation

The editor application is distributed as a zip archive containing the two Java jar files required to run the program (‘jdom.jar’ and ‘SiGMLEditor.jar’). A copy of this text is also included. The two archives should be kept in the same directory. The program can be run on either Windows or Mac OS by double clicking ‘SiGMLEditor.jar’. Alternatively, the editor may be run from a command line by navigating to the directory containing the archives and typing:


java -jar SiGMLEditor.jar

The Sign Editor

The Editor starts up with three tabs along the top of the window. Of these only one tab is currently used, “Signs”. When this tab is selected, three main components are displayed below the tabs: a toolbar at the top, a Multiple Document Interface (MDI) to the left, a SiGML text area to the right.

The toolbar has two parts. The four buttons to the left control the content in the MDI. The first, “New Sign”, adds a window to the MDI. The “Save” and “Save As” buttons either allow the user to save the sign selected within the MDI or display a standard dialogue to select a location, respectively. Placing the mouse over a button for a short time will cause a ‘tool-tip’ containing the name of the button to be displayed. To the right is a set of controls used to send SiGML to a player.

The SiGML area displays the SiGML text for the currently selected window in the MDI. It is not editable by hand and can only be modified using the GUI tools provided. It is this text that is sent to a BAF player server when the “Send SiGML” button on the toolbar is clicked. The address of the server is entered in the text box adjacent to this button labelled “Baf Player URL”
.  

When the toolbar button “New Sign” is clicked a sign editing window is added to the MDI. The MDI can display any number of windows to create signs. At start-up the editor displays a single window in this area, maximised to fill the available space. These internal windows are divided into two areas. A tree view of the sign being edited is displayed on the left. The right-hand side is empty by default and is used for context dependant controls. When a node is selected in the tree controls for editing that node type will be displayed here if required.

At the top of the tree is the root node of the sign. This is labelled “Sign gloss:” followed by the gloss name of the sign. Right-clicking this node displays a dialogue in which a new name for the sign can be entered. When a new name is entered, the attribute “gloss” of the element “hamgestural sign” in the SiGML text area is updated to reflect the change. The text is also updated when a new dominant hand shape is chosen or palm orientation is altered. Most editing functions are performed in this manner, where right clicking a node displays a menu or dialog and an option is chosen from the selection offered or data is entered.

Below the root, the branch of the tree rooted at the node “Dominant Hand” defines the configuration of the dominant hand in the sign. The tree can be expanded or collapsed by selecting the toggle to the left of those nodes that have children. This will be either a plus or minus symbol to indicate that a nodes children are hidden or visible. “Dominant Hand” has three child nodes that describe the shape, finger orientation and palm orientation of the hand. Right-click the node “Hand shape” and a menu of hand shape categories is displayed. Move through this menu to select a particular hand shape from a group and the image displayed in the node will be updated. The SiGML text is also updated with the new hand shape. Selecting “Finger Orientation” with either mouse button displays a direction dialog in the control area to the right of the tree. Any of 26 possible extended finger-base directions about the signer can be selected by choosing a direction along the horizontal plane and/or a direction along the vertical plane. Right-clicking “Palm Orientation” displays a circular menu of palm rotations about the chosen extended finger-base vector. The menu is dismissed when the smaller inner circle at its centre is clicked.

By default the second or non-dominant hand has no children. Right-clicking the node “2nd Hand” and un-checking the box marked duplicate adds child nodes so that a split hand configuration with distinct shapes and orientations for each hand can be specified. Right-clicking the node for the dominant hand displays a dialogue to choose either the right or left hand as the lead, although at present this feature remains unimplemented.

“Location” allows a starting location for the virtual signer’s hands to be selected. Upon right-clicking the node a menu is displayed. Either a common location or a split location (one for each hand) is chosen. A location is specified as a position relative to the signer’s body. 

Movements in the sign are defined using the branch rooted at “Motion”. A right-click on a motion node displays a menu of possible motions, with complex motions at the top of the menu and simple motions below the separator. Where a motion has attributes these are displayed as child nodes of the motion. These may also be edited using a right-click to display options. Motions may be nested to any level with the exclusion of simple motions and targeted motion.

Planned Features

Future revisions will include a sequence editor allowing signs to be concatenated into complete signed phrases. An extension of this will be the provision of a sign database within which created signs can be stored and added from there to sequences. A database will allow some cross-referencing of signs to aid users in construction of these phrases.


































� The default ‘localhost’ should be used if the server runs on the same machine as the editor. For a network server, use a machine/domain name or Internet Protocol (IP) address e.g. ‘rspc.sys.uea.ac.uk’ or ‘192.168.0.50’








