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Abstract
An audio event refers to some specific audio sound which
plays important role for video content analysis. In our pre-
vious work [3], we have established audio event identifica-
tion as an audio classification task. Due to the large size of
audio database, representative samples are necessary for
training the classifier. However, the commonly used ran-
dom selection of training samples is often not adequate in
selecting representative samples. In this paper we present
EASIER sampling algorithm to select those data which more
efficiently represent audio data characters for audio event
identifier training. EASIER deterministically produces a
subsample whose “distance” from the complete database is
minimal. Experiments in the context of audio event identifi-
cation show that EASIER outperforms simple random sam-
pling significantly.

1. Introduction
Audio, that includes voice, music, and various kinds of en-
vironmental sounds, is an important type of media, and also
a significant part of video. Recently people have begun
to realize the importance of effective audio content analy-
sis which provides important cues for semantics. Effective
audio analysis techniques can provide convincing results.
In consideration of computational efficiency, some research
efforts have been done for audio content analysis [1][2].

In [3][4], we present our research on audio event identi-
fication by using Hidden Markov Models (HMM). We ran-
domly selected samples to train audio event identifier with-
out considering sample efficiency and computation time
for training. When the audio database is large, we have
to consider the following two issues: 1) With audio data
coming from various audio sequences, simple random sam-
pling (SRS) may not generate good representative of all se-
quences. 2) There is a trade-off between the size of training
data set and accuracy.

As the representativeness of a training sample influences
the classification performance significantly and SRS is of-
ten found to be inadequate in this aspect, in this paper we

present a new improved training set selection algorithm,
called EASIER, for producing such a small yet represen-
tative sample. EASIER deterministically produces a sub-
sample whose “distance” - appropriately defined - from the
complete database is minimal. EASIER can produce sam-
ples of any given ratio with almost fixed amount of time.
It requires only one scan of the data, hence suitable for on-
line applications such as streaming data processing. Ex-
periments in the context of audio event identification using
HMM show that EASIER outperforms SRS significantly.

In Section 2, we review the procedure of audio events
identification based on HMM. In Section 3, we describe the
EASIER algorithm and how to apply EASIER for audio data.
In Section 4 experimental results are presented. Conclusion
and future work are given in Section 5.

2. Audio Event Identification
Audio event is defined as some specific audio sound hav-
ing strong hints to interesting video events or video high-
lights. Especially in sports video, some game-specific audio
sounds (e.g., excited audience sounds, excited commenta-
tor speech, etc.) have strong relationships to the actions of
players, referees, commentators and audience. In this paper,
we use basketball audio to demonstrate how efficiently the
proposed method works.

2.1. Basketball Audio Event Identification
Basketball games have compact structure. Generally, the
offence and the defense, that are the highlights of basket-
ball game, take place alternatively. These highlights, which
attract most audience’s interests, are significant and should
be detected for future basketball video editing. Fortunately,
excited commentator speech and excited audience sounds
play important roles in highlight detection of sports video.
Therefore, the basketball audio event identification focus on
identifying excited commentator speech (EC) and excited
audience sounds (EA). Besides EC and EA, there are two
other basketball audio events, plain commentator speech
(PC) and plain audience sounds (PA). These four kinds of
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Figure 1: Proposed audio events generation system

events almost cover the full basketball game. A classifica-
tion task is to classify audio samples into these four pre-
defined classes (EA, PA, EC and PC). There are some other
audio events in basketball game, such as whistling, etc., that
have small number of samples and are easy to identify. In
order to test the efficiency of proposed sampling algorithm,
we use only EA, PA, EC and PC.

2.2. HMM-based Audio Event Identification
Audio signal exhibits consecutive changes in values over a
period of time, where variables may be predicted from ear-
lier values. That means, strong context exists in audio data.
In consideration of the success of HMM in speech recog-
nition, we propose our HMM-based audio event generation
system. The proposed system includes three stages, which
are feature extraction, data preparation and HMM learning,
as illustrated in Figure1. Selected low-level features are ex-
tracted from audio streams and tokens are added to create
observation vectors. These data are then separated into two
sets for training and testing. After that, HMM is trained and
then re-estimated by using dynamic programming. Finally,
according to the maximum posterior probability, the audio
keyword with the largest probability is selected to label the
corresponding testing data. Details can be found in [3][6].

3. EASIER for Audio Application
SRS samples may not represent the characteristics of all au-
dio sequence particularly for small sample ratios. As shown
in Figure 4, when only 10% random samples are used for
training, the classification performance is very low for SRS,
especially for small classes, “Excited Audience” and “Ex-
cited Commentator”. Therefore, to obtain stable results and
achieve better performance using small size of training data,
we propose EASIER sampling algorithm to select represen-
tative samples. It is applied for efficient audio event identi-
fication.

3.1 EASIER Sampling
EASIER is based on its predecessor EASE (Epsilon Approx-
imation Sampling Enabled) algorithm which is proposed
by one of our co-authors in [5]. Given an ε > 0, EASE
determines a sample set S0 which is an ε-approximation
of the original dataset S, i.e., its discrepancy satisfies

Dist(S0, S) ≤ ε [5]. Starting with S, EASE performs re-
peated halving to obtain the final sample S0 according to a
penalty function. One way of computing the discrepancy is
to calculate the distance of 1-itemset frequencies between
subset S0 and superset S:

Dist∞(S0, S) = max
A∈I1(S)

|f(A;S0) − f(A;S)| (1)

where f(A;S0) = n(A;S0)/|S0|, f(A;S) = n(A;S)/|S|.
n(A;S0)(n(A;S)) is the number of transactions in S0(S)
that contain item A in 1-itemset of S, i.e., I1(S).

However, EASE has some critical limitations. In order
to obtain a small sample ratio, the halving procedure is re-
peated several times. This costs extra time and memory.
Besides, due to its halving nature EASE has certain granu-
larity and cannot achieve all sample ratios for a given S. In
order to overcome these limitations, we proposed EASIER.
Its key innovation is that the halving loop is eliminated. In
EASIER, the penalty function is modified to accommodate
any sampling ratio, not just 0.5 (halving). Although the new
innovation does not guarantee the upper bound distance, ex-
periments in various domains show that its performance is
better or very close to that of EASE. Briefly, EASIER works
as follows:

1. At the beginning, all transactions uncolored.
2. Each transaction in S is colored as red or blue. Red

(blue) means the transaction is selected (rejected). ri (bi) is
the number of red (blue) transactions in Si where Si is the
set of all transactions in S that contain item Ai and ri+bi =
|Si|.

3. The coloring decision is based on a penalty func-
tion Qi for item Ai. Let fr be the ratio of red trans-
actions, i.e., the sample ratio, so the ratio of blue trans-
actions is fb = 1 − fr. In EASIER, Qi is low when
ri/(2fr) = bi/(2fb) approximately, otherwise Qi increases
exponentially in |ri/(2fr) − bi/(2fb)|. Figure 2 shows the
shape of the penalty function. The objective of EASIER is
to minimize |ri/(2fr) − bi/(2fb)|. After coloring the first
j transactions, the value of Qj for item Ai is:

Qi = Q
(j)
i = Q

(j)
i,1 + Q

(j)
i,2

Q
(j)
i,1 = (1 + δi)
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2fb

Q
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(2)

where Q
(j)
i means the penalty of ith item in jth trans-

action and δi controls how steeply the penalty increases as
shown in Figure 2. The initial values of Qi,1 and Qi,2 are
both 1. The initial value of δi is

√

1 − exp (−ln(2m)/n)
where m is the number of items in the original dataset [5].

If (j + 1)-th transaction is colored red (or blue), the cor-
responding penalty function Q

(j||r)
i (or Q

(j||b)
i ) will be:
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Figure 2: The penalty function for EASIER.

Algorithm 1 EASIER Sampling
Input: S,m, fr

Output: S0, the transactions in red color
1: for each item i in S do
2: δi =

√

1 − exp (− ln(2m)
n

)

3: Qi,1 = 1 Qi,2 = 1
4: end for
5: for each transaction j in S do
6: color transaction j red;
7: Q(r) = 0 Q(b) = 0
8: for each item i contained in j do
9: Q

(r)
i,1 = (1+δi)

1

2fr Qi,1 Q
(r)
i,2 = (1−δi)

1

2fr Qi,2

10: Q
(b)
i,1 = (1−δi)

1

2fb Qi,1 Q
(b)
i,2 = (1+δi)

1

2fb Qi,2

11: Q(r)+ = Q
(r)
i,1 + Q

(r)
i,2 Q(b)+ = Q

(b)
i,1 + Q

(b)
i,2

12: end for
13: if Q(r) < Q(b) then
14: Qi,1 = Q

(r)
i,1 Qi,2 = Q

(r)
i,2

15: else
16: color transaction j blue;
17: Qi,1 = Q

(b)
i,1 Qi,2 = Q

(b)
i,2

18: end if
19: if transaction j is red then
20: set S0 = S0 + {j}
21: end if
22: end for

If the overall penalty for current transaction Q(j||r) =
∑

i Q
(j||r)
i is more than Q(j||b) =

∑

i Q
(j||b)
i , the (j + 1)-

th transaction is colored blue and rejected. Otherwise, it is
colored red and added to the final sample set. In Algorithm
1 the completed EASIER algorithm is given. The memory
complexity of EASIER is only O(m). As far as the compu-
tation time is concerned, the time for processing one trans-
action is bounded by O(Tmax) where Tmax is the maximum
transaction length. Thus, EASIER takes almost fixed amount
of time even when sample ratio varies.

3.2 EASIER for Audio Event Identification
We apply EASIER to find the representative training samples
from an audio database. In our experiments, 39-dimension
(39D) feature vectors are used. Because the amplitude of
an audio signal is continuous and EASIER is based on the
calculation of the frequency of each item, the format of the
features is changed as Figure 3. Firstly the continuous val-

Figure 3: An example of the format modification of features.

ues are non-uniformly quantized to a range [0, 17]. Then,
this discretized data is binarized. The binary vector has a
length of 18 and it contains all 0’s except for an 1 in the posi-
tion corresponding to the discretized value. After that, each
non-zero value in this binary vector is converted back into a
new discrete value considering its position. This new vector
represents the data and is used for sampling with EASIER.

Although experimental results show that using all fea-
tures give high accuracy, we experimented with reduced di-
mensionality that requires less space. In order to reduce the
number of items, The most dominant 13 dimensions (13D)
of feature vectors are used to reduce dimensionality.

These 13 dimensions represent Mel-scale Frequency
Cepstral Coefficients (MFCC) and energy of the audio sig-
nal. Their efficacy in audio analysis is already shown in [4].
Our experimental results have shown that the classification
performance of the 13D data is not significantly far from the
original data of 39D.

4. Experimental Results
EASIER and SRS are compared using a database that con-
tains one hour basketball audio in 3600 samples (one sam-
ple for each second). Both algorithms run five times and the
results are computed as an average over five samples. As
earlier discussed, we use HMM as the audio event identifier.
Accuracy of HMM is measured using precision and recall.
Precision is the ratio of the number of correct results to the
total number of results. Recall is the ratio of the number
of correct results to the total number of correct data in the
database. The results of four audio classes (EA, EC, PA and
PC) based on EASIER and SRS are shown in Figure 4 sepa-
rately. The sampling ratios include 0.6, 0.3 and 0.1.

As demonstrated in Figure 4, sampling with EASIER can
achieve high performance with less training samples, espe-
cially for the smaller classes EA and EC. By using EASIER,
identification improves in two aspects: 1) To achieve similar
recall and precision, EASIER sampling needs relatively less
training data than SRS. For example, for a precision of 85%
for EA, SRS needs 60% training data whereas EASIER needs
only 30%. 2) For the same training set, EASIER gives higher
performance. For sample ratio 0.1 and “Excited Audience”
class, the precision of EASIER is 90% which is significantly
higher than that of SRS (54%). Although expected precision
and recall values for 13D data are a little smaller than those
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Figure 4: The performance of audio event identification by SRS and EASIER.

for 39D, they are significantly larger than those for SRS.
Note that for identification of an event in basketball, the

smaller classes of EA and EC are more important than PA
and PC. EASIER gives higher accuracy for these two im-
portant classes signifying its choice over SRS. In addition,
EASIER’s performance vis-a-vis SRS improves further as we
reduce the sample ratio. This has been shown in other ex-
periments not reported here. Due to small size of EA and
EC (approx. 10% each) classes, we could not show results
of EASIER vis-a-vis SRS for sample ratios less than 10%.

Figure 5 shows the computation time taken by EASIER
and SRS to produce the samples. For 39D data the sampling
time is about 1.8s. It is acceptable considering the long
training and classification time. When 13D data is used,
the sampling time is reduced greatly to only 0.4s. Note that
for different sample ratios, EASIER requires almost fixed
amount of time whereas SRS requires various time.

5. Conclusion and Future Work
The proposed EASIER sampling algorithm works efficiently
for audio event identification. EASIER is an online algo-
rithm where the incoming transactions are processed once
and a decision is taken regarding its participation in the fi-
nal sample. It can select representative samples of any ratio.
Comparison with SRS shows that, EASIER algorithm im-
proves audio event identification as follows: 1) It effectively
finds the relative representative data for training and conse-
quently improves the recall and precision significantly. 2)
It provides a feasible way to train identifiers for large audio
database by using only a small training dataset. Especially
for small sample ratios, EASIER achieves better result than
SRS. Although in this paper we showed the efficacy of EAS-
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Figure 5: The sampling time for different sample ratios.

IER over only audio data, it is also shown to work efficiently
for image data and transactional data. Currently we are ex-
tendind it further to other audio and video data.
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[5] H. Brönnimann, B. Chen, M. Dash, P Haas and P Scheuer-
mann, Efficient data reduction with EASE, In Proc. 9th Int.
Conf. on KDD, 8(2003), pp. 59–68.

[6] S. Young, et al, The HTK Book (for HTK Version 3.1), Cam-
bridge University Engineering Department, 2002

4


	Index
	ICME 2005

	Conference Info
	Welcome Messages
	Venue Access
	Committees
	Sponsors
	Tutorials

	Sessions
	Wednesday, 6 July, 2005
	WedAmOR1-Action recognition
	WedAmOR2-Video conference applications
	WedAmOR3-Video indexing
	WedAmOR4-Concealment &amp; information recovery
	WedAmPO1-Posters on Human machine interface, interactio ...
	WedAmOR5-Face detection &amp; tracking
	WedAmOR6-Video conferencing &amp; interaction
	WedAmOR7-Audio &amp; video segmentation
	WedAmOR8-Security
	WedPmOR1-Video streaming
	WedPmOR2-Music
	WedPmOR3-H.264
	WedPmSS1-E-meetings &amp; e-learning
	WedPmPO1-Posters on Content analysis and compressed dom ...
	WedPmOR4-Wireless multimedia streaming
	WedPmOR5-Audio processing &amp; analysis
	WedPmOR6-Authentication, protection &amp; DRM
	WedPmSS2-E-meetings &amp; e-learning -cntd-

	Thursday, 7 July, 2005
	ThuAmOR1-3D
	ThuAmOR2-Video classification
	ThuAmOR3-Watermarking 1
	ThuAmSS1-Emotion detection
	ThuAmNT1-Expo
	ThuAmOR4-Multidimensional signal processing
	ThuAmOR5-Feature extraction
	ThuAmOR6-Coding
	ThuAmSS2-Emotion detection -cntd-
	ThuPmOR1-Home video analysis
	ThuPmOR2-Interactive retrieval &amp; annotation
	ThuPmOR3-Multimedia hardware and software design
	ThuPmSS1-Enterprise streaming
	ThuPmNT1-Expo -cntd-
	ThuPmOR4-Faces
	ThuPmOR5-Audio event detection
	ThuPmOR6-Multimedia systems analysis
	ThuPmOR7-Media conversion
	ThuPmPS2-Keynote Gopal Pingali, IBM Research, &quot;Ele ...

	Friday, 8 July, 2005
	FriAmOR1-Annotation &amp; ontologies
	FriAmOR2-Interfaces for multimedia
	FriAmOR3-Hardware
	FriAmOR4-Motion estimation
	FriAmPO1-Posters on Architectures, security, systems &a ...
	FriAmOR5-Machine learning
	FriAmOR6-Multimedia traffic management
	FriAmOR7-CBIR
	FriAmOR8-Compression
	FriPmOR1-Speech processing &amp; analysis
	FriPmSS1-Sports
	FriPmOR2-Hypermedia &amp; internet
	FriPmOR3-Transcoding
	FriPmPO1-Posters on Applications, authoring &amp; editi ...
	FriPmOR4-Multimedia communication &amp; networking
	FriPmOR5-Watermarking 2
	FriPmSS2-Sports -cntd-
	FriPmOR6-Shape retrieval


	Authors
	All authors
	A
	B
	C
	D
	E
	F
	G
	H
	I
	J
	K
	L
	M
	N
	O
	P
	Q
	R
	S
	T
	U
	V
	W
	X
	Y
	Z

	Papers
	Papers by Session
	All papers
	Papers by Topic

	Topics
	1 SIGNAL PROCESSING FOR MEDIA INTEGRATION
	1-CDOM Compressed Domain Processing
	1-CONV Media Conversion
	1-CPRS Media Compression
	1-ENCR Watermarking, Encryption and Data Hiding
	1-FILT Media Filtering and Enhancement
	1-JMEP Joint Media Processing
	1-PROC 3-D Processing
	1-SYNC Synchronization
	1-TCOD Transcoding of Compressed Multimedia Objects
	2 COMPONENTS AND TECHNOLOGIES FOR MULTIMEDIA SYSTEMS
	2-ALAR Algorithms/Architectures
	2-CIRC Low-Power Digital and Analog Circuits for Multim ...
	2-DISP Display Technology for Multimedia
	2-EXTN Signal and Data Processors for Multimedia Extens ...
	2-HDSO Hardware/Software Codesign
	2-PARA Parallel Architectures and Design Techniques
	2-PRES 3-D Presentation
	3 HUMAN-MACHINE INTERFACE AND INTERACTION
	3-AGNT Intelligent and Life-Like Agents
	3-CAMM Context-aware Multimedia
	3-CONT Presentation of Content in Multimedia Sessions
	3-DIAL Dialogue and Interactive Systems
	3-INTF User Interfaces
	3-MODA Multimodal Interaction
	3-QUAL Perceptual Quality and Human Factors
	3-VRAR Virtual Reality and Augmented Reality
	4 MULTIMEDIA CONTENT MANAGEMENT AND DELIVERY
	4-ANSY Content Analysis and Synthesis
	4-AUTH Authoring and Editing
	4-COMO Multimedia Content Modeling
	4-DESC Multimedia Content Descriptors
	4-DLIB Digital Libraries
	4-FEAT Feature Extraction and Representation
	4-KEEP Multimedia Indexing, Searching, Retrieving, Quer ...
	4-KNOW Content Recognition and Understanding
	4-MINI Multimedia Mining
	4-MMDB Multimedia Databases
	4-PERS Personalized Multimedia
	4-SEGM Image and Video Segmentation for Interactive Ser ...
	4-STRY Video Summaries and Storyboards
	5 MULTIMEDIA COMMUNICATION AND NETWORKING
	5-APDM Multimedia Authentication, Content Protection an ...
	5-BEEP Multimedia Traffic Management
	5-HIDE Error Concealment and Information Recovery
	5-QOSV Quality of Service
	5-SEND Transport Protocols
	5-STRM Multimedia Streaming
	5-WRLS Wireless Multimedia Communication
	6 SYSTEM INTEGRATION
	6-MMMR Multimedia Middleware
	6-OPTI System Optimization and Packaging
	6-SYSS Operating System Support for Multimedia
	6-WORK System Performance
	7 APPLICATIONS
	7-AMBI Ambient Intelligence
	7-CONF Videoconferencing and Collaboration Environment
	7-CONS Consumer Electronics and Entertainment
	7-EDUC Education and e-learning
	7-SECR Security
	7-STAN Multimedia Standards
	7-WEBS WWW, Hypermedia and Internet, Internet II

	Search
	Help
	Browsing the Conference Content
	The Search Functionality
	Acrobat Query Language
	Using the Acrobat Reader
	Configuration and Limitations

	Copyright
	About
	Current paper
	Presentation session
	Abstract
	Authors
	Manonranjan Dash
	Liang-Tien Chia
	Min Xu
	Surong Wang



