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Nice2CU: Human-triggered Remembering Management System and Real World Interfaces
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This paper presents a human-triggered augmented memory management system named Nice2CU. The aim of
the study is not only to support human-triggered memory activities but also to recommend candidates for better
friends in the real world. To accomplish the purpose, we define categories of friends, and rating rules to show a user
an augmented video memory that contains the appropriate persons he/she wants to get to know. We investigated

features for retrieving the videos by using a Tabletop Role-Playing Game (TRPG) style simulation.
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O 3: Selection Patterns of Video Rankings

Ranking 1-5 6-10 11-15 16-20

Meeting 82 48 38 31
(ratio) 041 024  0.19 0.16
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(ratio) 0.67 0.17 0.08 0.08

Amusement 5 1 3 1
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Dinner 21 5 1 4

Greeting 3 1 0 1

News 7 1 0 0

Sports 13 4 2 1

Trips 4 3 1 0

O 4: M and SD of Rank of Replayed Videos
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O 5: Ranking Patterns of Message

Rank 1 2 3 4
Meeting 10 0 0 1
General Amusement 2 1 0 0
Dinner 1 0 0 0
Trips 1 0 0 0
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