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ABSTRACT -~ The paper describes an online resource developed for the dual purpose of
education and research in speech science and technology. The resource consists of three-
dimensional (3D) interactive worlds, which are currently based on formant databases and can
be used not only to demonstrate familiar phenomena but also to gain new insights from within
less constrained spaces. The resource’s construction and availability are described, together
with examples of some of the phenomena manifest in spoken vowels. Results of employing the
resource in an undergraduate course in speech processing suggest that the 3D interactive
approach not only is more appealing and natural than two-dimensional (2D), numeric
approaches to teaching the same material, but it also enhances learning.

INTRODUCTION

Education of new speech researchers in the fundamentals of speech science and technology is a
requisite of on-going, quality speech research. Regardless of whether the researcher will focus on
basic issues in speech science or work in the more applied area of speech technology, a firm
understanding of the principles that underpin our field is necessary. Recently, this need for quality
material in the education of a researcher has been explicitly recognised with the publication of tools
and material for speech education (Loizou, 1999; Cooke, 1999).

One desirable aspect of that dual endeavour (education and research) is the availability of computer
tools for observing data without the restrictions imposed by the more traditional 2D-space. This issue
of Scientific Visualisation arises in many disciplines, where visual representations are expected to
yield further or better insights into the rich (in both dimensionality and scale) data resuiting from
experimentation, simulation, and analysis. In the area of speech research, this is often exemplified by
the quest for a deeper meaning of the acoustic parameters employed, and for interpreting the latter in
relation to speaker, phone, dialect or other sources of variability.

Until quite recently, visualisation in 3D has required specialised and expensive hardware and
software, putting it out of the reach of the normal computer user. However, the last 2 years of
developments in processing power of the PC and its petipherals (such as graphics cards), maturing
standards for 3D data descriptions, and publicly available software, combined with the ever-increasing
penetration of the internet, have shifted visualisation to a point where it is now a tool available to any
user. These technical advancements, coupled with the constant move towards making education
material available through the World Wide Web (an example of distance education), today imply that it
is practical to incorporate scientific visualisation of real data as a component of a university-based
course. Our contributions to the development and the preliminary assessment of such tools form the
basis of the present paper. :

First, we describe the construction of interactive, online, 3D worlds (interactive 3D spaces) through
which the user may move and interact with the objects occupying that space. Over thirty 3D-worlds
were constructed in which the user is able to visualise and interact with vowe! and diphthong formant
data, illustrations of which are offered in Figs 1 and 2.

The second and the third part of this paper describe a prefiminary evaluation of the 3D VRML worlds
constructed thus far, in which users are free to move through and interact with the data, viewing it
from any perspective or distance. in particular, we illustrate the potency of unconstrained navigation in
3D-space by giving some fresh-insights inio the third-formant dependence of idiolectal differences in
Australian. English .and  of the non-linear movements of certain diphthongs. The pedagogical
usefulness of our 3D formant worlds is also discussed in the context of an undergraduate course in
speech processing which we teach at our School of Computer Science.
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Figure 1. Snapshot of 3D VRML World of the steady-state vowels of
Australian English. Each spheroid (labelled and colour-coded) represents a
vowel centred at its mean {F1, F2, F3}-values with variance in those
dimensions represented by the size and shape of the spheroid. The vowels
are also inter-connected to yield the “classic” triangular-shaped polygon.
Users can freely move through and interact with such worlds.

FORMANT DATABASES

The three lowest formant-frequencies (F1, F2 and F3) of spoken vowels have been selected to
construct our current worlds, bearing in mind that they not only afford small dimensionality but they
aiso lend themselves to meaningful interpretations in the acoustic, the articulatory and the perceptual
domain. in this sense, therefore, the vowel-formant space embodies powerful properties that are
useful both for educating the neophyte and for assisting the experienced researcher in the quest for a
better understanding of speech phenomena. Three databases of such parameters have been
adopted, which convey different perspectives on major determinants of speech variability.

First, we acquired (Watrous, 1991) a copy of the time-honoured database resulting from Peterson and
Barney's classic study of the American English vowels spoken by 15 Children, 28 Women and 33
Men. Second, we used a 36-male speaker database restored (Clermont, 1996) from Bernard's (1967)
pioneering study of the three varieties (Broad, General and Cultivated) of Australian English vowels.
For the purpose of illustrating certain dynamic aspects of vocalic sounds, a 4-male database of
diphthong formants (Clermont, 1991) was also incorporated into our choice of worlds.

VISUALISATION TOOL

The 3D-worlds were implemented in VRML (Virtual Reality Modelling Language) - a standard for 3D
(ISO/IEC, 1997) on the World Wide Web - for which browser plug-ins are freely available. VRML is a
‘scene description language’ and supports the paradigm of the user occupying, moving through,
manipulating, and interacting with the 3D world constructed.

VRML programs, known as worlds, consist of specifying a scene graph - a hierarchy of objects each
with their own geometry (spatial structure), appearance (colour, material etc.) and associated
behaviour. The viewer's motion through and interaction with the world is supported directly by the
browser, thereby freeing the programmer to describe the objects and behaviour of the world alone.

Amongst the features supported by VRML are interpolators (used to alter colour, position and shape
for animations), sensors (touch and proximity, used to allow programmed behaviour when the user
interacts with objects), sound sources (used to spatially encode sound), and a script object for
programming in Java or Javascript (used to perform calculations and more complex behaviours). All
these features were employed to enhance the dynamic aspects of the worlds created as models of
the formant data.
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VRML worlds were generated by a combination of direct programming in VRML and a suite of
programs in MATLAB and Java,” which processed the raw formant data and generated output
descriptions of the data in VRML. Software engineering principles such as modularity and code reuse
were pursued not only through the development of MATLAB and Java code but a core set of VRML
prototypes: a feature somewhat analogous to functions.

3D WORLDS & SPEECH PHENOMENA

Because VRML is an open standard for which browser plug-ins are freely available, it is entirely
possible to take the highly desirable step of making the constructed worlds available to a large
audience. The worlds described in this paper may all be found at the URL:
http://iwww.cs.adfa.edu.au/~spike/Research/VisualSpeech/. The individual worlds exist as links from
the above page, with each link grouped under a broad category (e.g., “Dialect Differences”) and
having a short description of what may be found by loading the world. All worlds share a set of
common features such as orienting axes, pre-programmed viewpoints (traditional F1-F2 view,
‘amongst the data’ etc.) and a programmed tour, which flies the viewer around the data when a cube
is clicked on.

Figure 2: Snapshot of formant space for an adult-male speaker of Australian English, which
shows how the non-linear transition through the diphthong /o¥/ (as in “boy”) traverses the
neighbourhood of certain vowels. The panel situated at top of the world permits contro! of the
diphthong’s animation, while the pop-up window at right gives a listing of {F1,F2,F3}
measurements initiated by “touching” one of the vowel spheroids.

The great strength of the VRML worlds lies in the opportunity afforded by the user to view, to move
through, and interact with, the data from any perspective. Clearly, static 2D views and textual
descriptions cannot do the process justice. However, two brief iliustrations may serve to show the
potential offered by this approach, while the following section provides some concrete data via
analysis of the tool's usage in a an undergraduate course.

Severai of the consirucied worids employ animation and dramatically illustrate issues of linearity and
non-linearity. in formant space. For example, the wotlds constructed for the diphthongs of a single
speaker (see Figure 2) show the steady-state monophthongs for a speaker as well as the paths
followed by that speaker's realisation of a diphthong. That the diphthong’s dynamics manifests itself
as a non-linear transition through a specific monophthong sequence (Clermont, 1991; 1993) is easily
observed from a range of viewpoints inaccessible in 2D. Similarly, other worlds based on the Bernard
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