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Abstract

In this paper, we present our approach
to simplify the dialog corpus acquisition
task. This approach is based on the use
of a prototype of the dialog manager and
two Wizards of Oz.

1 Introduction

The development of spoken dialog systems is a
complex process that involves the design, imple-
mentation and evaluation of a set of modules that
deal with different knowledge sources. Currently,
one of the most successful approaches is based
on statistical models, which represent the proba-
bilistic processes involved in each module, whose
corresponding models are estimated by means of
corpora of human-machine dialogs (Williams and
Young, 2007; Griol et al., 2008). The success of
statistical approaches highly depends on the qual-
ity of such models and, therefore, on the qual-
ity and size of the corpora from which they are
trained. That is the reason why the acquisition of
adequate corpora is a key process.

With the objective of facilitating the acquisi-
tion of a dialog corpus for the EDECAN-SPORT
task for the booking of sports facilities within
the framework of the EDECAN project (Lleida
et al., 2006), we followed the process described
below. Firstly, we analyzed human-human di-
alogs provided by the sports area of our univer-
sity, which have the same domain defined for the
EDECAN-SPORT task. From these dialogs we
defined the semantics of the task in terms of di-
alog acts for both the user utterances and system
prompts, and labeled these dialogs. Thus, we have
a very low initial corpus for the EDECAN-SPORT
task. From this small corpus we learned a prelim-
inary version of the dialog manager (Griol et al.,
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2008). This dialog manager was used as a proto-
type in the supervised process of acquiring a larger
corpus by means of the Wizard of Oz technique.

Secondly, as the initial corpus is not large
enough to train a suitable model for the speech un-
derstanding module, we do not have a preliminary
version of this module for the acquisition process
with the Wizard of Oz. Our proposal is based on
using a specific Wizard of Oz to play the role of
the natural language understanding module and a
second Wizard of Oz to supervise the dialog man-
ager. Using these two WOz allows us to obtain
after the acquisition process not only the dialog
corpus, but also the dialog acts corresponding to
the labeling of the user and system turns (avoiding
the subsequent process of manual labeling).

2 Architecture of the acquisition

Following the main contributions in the literature
in the area of spoken dialog systems, we used the
Wizard of Oz technique to acquire a dialog cor-
pus for the EDECAN-SPORT task. The main dif-
ference of our proposal (Garcia et al., 2007) con-
sists of using two Wizards of Oz: a simulator of
the speech understanding process and a supervisor
of the dialog manager. The first wizard listens to
the user utterances, simulates the behavior of the
automatic speech recognition and speech under-
standing modules for recognizing and understand-
ing speech, and provides a semantic representation
of the user utterance. From that representation, the
second wizard supervises the behavior of the dia-
log manager. Figure 1 shows the architecture de-
fined for the acquisition.

2.1 The understanding simulator

The Wizard of Oz that deals with the understand-
ing process generates the semantic representation
of the user utterances. To achieve the most similar
result to a real statistical understanding module,
the representation generated by the first wizard is



Speech
Understanding 

Simulator

TTS & 

Graphical 

Interface

Dialog 

Management 

Supervisor

Dialog

History

Information 

System

Information 

System 

Manager

Answer

GeneratorAnswer

Query
User 

Frame

Codified 
Answer

Strategy

System Frame

Result

Figure 1: The proposed acquisition schema for the EDECAN corpus

passed though a module that simulates errors. This
simulation (Garcia et al., 2007) is based on the
analysis of the errors in the recognition and un-
derstanding processes generated when our models
were applied to a corpus of similar characteristics.

2.2 The dialog manager

We have developed an approach to dialog man-
agement using a statistical model that is estimated
from a dialog corpus (Griol et al., 2008). This
model is automatically learned from a dialog cor-
pus labeled in terms of dialog acts. This ap-
proach, which was originally developed to be used
in a dialog system that provides train schedules
and prices, was adapted for its use in the task
of the booking sports facilities. This adaptation
takes into account the new requirements intro-
duced in this task, which involves using an ap-
plication manager that interacts with the informa-
tion servers and verifies if the user queries fulfill
the regulations defined for the booking service.
The actions taken by the application manager can
affect the decision made by the dialog manager,
aspect which was not considered in the previous
task.

From the human-human corpus, a prototype of
the dialog manager module was implemented to
be included in our acquisition system. The second
wizard supervised its behavior. This supervision
is carried out by means of two applications. The
first one is used to supervise the response automat-
ically generated by the dialog manager (the wizard
corrects this response when he considers that it is
inadequate). The second application is used to su-
pervise the operation of the application manager.

3 The acquisition

Using the approach described in this article, a set
of 240 dialogs has been acquired for our task. A
total of 18 different speakers from different ori-
gins (the headquarters of the research teams of the
EDECAN consortium). The languages involved
in the acquisition have been Spanish, Catalan and
Basque. A set of 15 types of scenarios was defined
in order to cover all the possible use cases of the
task.

The information available for each dialog con-
sists of four audio channels, the transcription of
the user utterances (with an average of 5.1 user
turns per dialog and 6.7 words per user turn) and
the semantic labeling of the user and system turns.
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