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Conclusion

English has specific prosodic patterns for coordinating
action.

Note: At any time, usually multiple patterns are simultaneously active

Take 522K samples at various timepoints

For each, compute 164 prosodic features:

: novice moving high-pitched .
* spanning 6 seconds of context creaky minimization
slowly, then falls affect burst .
» for each player of the fault or Open Questions
: : : 2ctor 7 Necative encouragement
* {loudness, rate, high pitch, low pitch, \ eer e /
. . . . Yolume T T T e T T e L
wide pitch, narrow pitch, creakiness} conines ; How general are these patterns?
. R t Fitch Height
and 68 game-action features: SR Are they causal?
{left/rlght run Jump} for each player $  Funning Fracton [~ IS AR
) 2 . ? ? 2 Motion Initiations S \ S T ‘Ll ()
over various windows [N \ ......... creaky Are they mental entities’
Yolume —

.. : _ embarrassed : :
Apply PrlnClpal Components AnaIYSIS (PCA) o gre:k:neaa Iaughter or Can We U.SG them fOI’ SpeeCh SynthGSIS? helplng
to this set of samples, to obtain a set of S Pt — apology language learners? human-robot interaction?

. . O Pitch Range
dimensions/patterns C  Murming Fraction | T
Motion Initiations ( i />
Interpret each by Jume coun o e Resources, etc.
. . . . . . 2000 -1500 -1000 -500 0 00 1000 1500 2000
* examining timepoints where 1t 1s milisesonds
0.8 - Corpus: http://www.cs.utep.edu/nigel/watergirl
extremely positive or negative, by ; p:/1 p-edu/nigel/watergirl/
” ! ! ! ! ! ! ! ! ! | ! ! ! ! ! ! ! ! | ! ! ot ! ! ot ! | ! ! ! ! ! ! ! ! ! | ! ! ! ! ot ! ! | ! ! ! ! ! ! ! . . . . .

- . Ial:EEHEIEIIal.lghs 0 oR000 yeah PETera0 there's greennn:m:ﬁa-nggah neither of us c?anr;tiliiﬁcgﬁgt?ggreen ng?'lﬂygc;ﬂﬁéﬂggnd ¥ | PrOSOdIC Feature TOOIkIt. https.//glthUbCom/nlgelgwa rd/mldlevel

watching the gameplay etc. at those Example = i P | e | ey

Novice {121 e | [t jresh ke gieen prvpad | o This work was supported in part by the NSF under 11S-1449093.

times




