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ABSTRACT

Spoken dialogue systems are not yet ubiquitous. But with an easy-
enough development tool, at a low-enough cost, and on portable-
enough software, advances in spoken-dialogue technology could
soon enable the rapid development of 10,000 or more spoken
dialogue systems for a wide variety of applications. To achieve this
goal, we propose a toolkit approach for research and development
of spoken dialogue systems. This paper presents the CSLU toolkit,
which integrates spoken-dialogue technology with an easy-to-use
interface. The toolkit supports rapid prototyping, iterative design,
empirical evaluation, training of specialized speech recognizers and
tools for conducting research to improve the underlying technology.
We describe the toolkit with an emphasis on graphical creation of
spoken dialogue systems; the transition of the toolkit into the user
community; and research directed toward improvements in the
toolkit.

1. INTRODUCTION

In the past decade, research in spoken language technology has
enjoyed strong support in the United States. However, spoken
language systems are not yet ubiquitous, and there are many
problems that need to be solved before they can become so. These
problems include high expertise requirements, a lengthy and
expensive development process, and the lack of portability of
spoken language technology. To reach a future with ubiquitous
spoken dialogue systems, then, the field needs to make it possible
for non-expert developers to build portable spoken-language
applications and interfaces rapidly. This approach should enable
developers, authors and even end-users to create and adapt speech
technology to the tens of thousands of specialized domains in which
they have their own expertise.

To achieve this vision, we propose to address the barriers to
ubiquity through a toolkit approach. This paper presents the CSLU
toolkit, which supports rapid-prototyping, iterative design,
empirical evaluation of spoken language systems, training of
specialized speech recognizers, research into spoken language
technology, and provides a modular and flexible environment
which allows the sharing of resources (e.g. telephony cards) over a
computer network.

2. BARRIERS TO UBIQUITY

While many aspects of spoken-language technology—such as
Tecognition accuracy, oui-of-vocabulary rejection and mixed-
initiative dialogue—continue to pose serious difficulties, a number
of spoken-language systems are already in successful use. These
systems are characterized by limited vocabularies, simple
grammars, and well-defined tasks. But the number of such systems
remains small relative to their promise; we attribute this to three
principal barriers:

Lack of expertise. Development and research of spoken language
systems currently requires technical expertise across several subject
areas. Because of these requirements, development and research is
currently limited to a few specialized laboratories.

High development costs. The development process is lengthy and
expensive, often requiring months or even years to produce a
spoken language application. Data collection for training
recognizers and for building language and dialogue models is costly
and often must be done via “Wizard-of-Oz” simulation, with
humans attempting to mimic the performance of a spoken language
system.

Lack of portability. Current spoken language systems technology
is not very portable [1, 4]. That is, the technology cannot support
adequately the development of new applications with acceptable
performance without significant engineering for each new task.

The combination of these problems severely hinders application
development and limits the role that spoken-dialogue technology
can play in key areas such as research and education.

3. THE CSLU TOOLKIT

The CSLU toolkit is made up from number of layers, as shown in
Figure 1 [6]. At the highest layer, a direct manipulation interface
(CSLUrp) enables authors to design graphically a spoken language
system. This graphical specification is translated into Tcl Scripts
which are then executed inside a programming shell (CSLUsh).
This shell is made up from a collection of core libraries, written
mostly in C. The libraries can also be used without the shell for
developing stand-alone C applications and third-party applications.

The CSLU toolkit supports the complete life-cycle of a spoken-
language system. It enables research by providing the essential tools
and infrastructure for advancing speech technology, as well as other
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Figure 1: Overview of CSLU toolkit

aspects of human-computer interaction such as dialogue design. It
allows quick and easy development of spoken-language system
prototypes. It supports applications development through activities
such as collecting speech data, training of recognizers, and includes
integrated tools for browsing and labeling speech. Finally it serves
as a valuable educational tool offering the opportunity for “hands-
on” learning.

We now describe the main components of the toolkit—CSLUsh and
CSLUrp—in more detail.

3.1. The CSLU Shell

The base component of the toolkit is the CSLU Shell (CSLUsh, pro-
nounced “slush”), which is based on the extensible scripting
language Tcl. We have added a number of modular, integrated and
dynamically loadable packages which add new commands to the
language, designed to support research and development of spoken
language systems. Basic functions include manipulating wave files,
performing signal analysis (e.g. FFT, mel cepstrum), extracting fea-
tures, training and utilizing antificial neural networks, and doing
speech recognition for isolated words and continuous speech with
finite-state grammars. It includes a general-purpose (vocabulary-
independent) recognizer and a number of special-purpose recogniz-
ers for common vocabularies such as digits and alphabets.

Fundamental to CSLUsh is the use of objects, which are essentially
C structures hidden to the CSLUsh developer. Access to the objects
is provided by the new Tcl commands. Communication between

modaules is performed by passing object handles. This works across
the network as well as across platforms. For example, it is quite easy
in CSLUsh to send an object to a CSLUsh server running on another
machine, perform some computation and receive a result object
back. CSLUsh automatically takes care of repacking the underlying
structure to take care of platform dependencies such as byte order.

To give the flavor of CSLUsh programming, here is the transcript
of an interactive session in which the user reads a speech file, scales
it so that the max sample is 15,000 and write it back to disk. The
identifiers “wave:0” and “wave:1” are object handles [6].

% wave read NU-2234.zipcode.wav

wave:0

% wave info -max wave:0

{4158 5168 646.0}

% wave scale wave:0 [expr 15000.0/4158.0]
wave:l

% wave info -max wave:l

{14999 5168 646.0}

% wave write wave:l new.wav

wave:l

In addition to technology created at CSLU, CSLUsh incorporates
implementations of many common and widely-used algorithms
essential for creating spoken language systems.

3.2. The CSLU Rapid Prototyper

CSLUsh is a good development and research environment, but
building a telephone dialogue using CSLUsh still takes several steps
that may be intimidating for non-experts. The CSLU Rapid
Prototyper (CSLUrp, pronounced “slurp”) is a graphically-based
authoring environment built on top of CSLUsh and incorporates all
the steps necessary for building and executing simple spoken-
dialogue systems. The main strengths of CSLUrp include: (a) the
speed with which application prototypes can be created; (b) an easy-
to-use interface; (c) strong support for authors who lack specialized
technical expertise in speech recognition; (d) the ability to create a
wide range of real-world applications; and (e) suitability for a broad
community of users.

CSLUrp includes a graphical palette of dialogue objects and a
simple drag-and-drop interface. The dialogue objects serve as
visual-programming building blocks. During the design phase, the
author selects and arranges appropriate objects, linking them
together to create a finite-state dialogue model. Then, during the run
phase, CSLUrp provides a real-time animated view of the dialogue.
The author can alternate between the design and run phases,
enabling the incremental development and iterative refinement of
spoken language systems. The set of objects in the palette covers a
range of fundamental spoken language system functions including
answering the telephone, speaking a prompt, recording speech
input, recognizing speech input, and identifying DTMF tones.

The interface is designed to require minimal technical expertise on
the author’s part and to simplify the design and specification
process. For example, specifying a speech recognizer is largely
automnated; all that is required of the author is to enter the
recognition vocabulary by typing or saying—for speaker-dependent






