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Evaluating Effects on Exploiting Daily Human Actions
in Information Sharing among Tablet Terminals

Imamoto Jo ' Ito Naoto 2 Takada Hideyuki '

Abstract:  High-performance computing devices such as mobile phones and tablets are spreading rapidly. In
addition, books or documents in paper form have begun to be dealt with in electric data. In this situation,

users need a more useful information sharing method among terminals. Past research works have proposed
exploiting daily human actions such as picking and passing an object or throwing an object in information
sharing systems. In these research works, however, effect on activities of users or groups using such systems
have not been evaluated enough. In this research, we evaluate what effect on activities of users or groups
would be given by an information sharing system which exploits the passing behavior for paper handouts
adopted as one of the daily human actions.
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Fig. 1 Action of the system
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Table 1 Categories for conversation classification
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