2016
IPSJ Interaction 2016

161C46
2016/3/2

REZEICE TS50 705 LARIEDIRE

b
—HT

MoothE s Ll

BE: 0FE, V2T 77T, AORKZLLIVEANOITE T — 227 V4 NT—4 L LTI 57471
IHREREEDTND, T4 707 L3AADOEFEET VAL T—Z L LTRELTWZ ETHD, Ll
BHEMRRTEEXRTIA 707 LZOARAMTORTWE D0, =Lk EORBEMTOLEFELTA 7
27 L TIRITWEH0EFDRL, A= 74+ OERIZE D7 —AT LA R OISR L TH— A0
TlA kL, BETELIRERBIIZ LV, AFETIZ 20— LT LA v I — ALY —
ERFEL, WEZEMTOIA 7u 7 LidBHERZE, VA XEBEODORELERET D,

*—I—F: FA47wr, AL, F—oaT A

Lifelog and its visualization in virtual space

Yuki Hayashi T Kazutaka Maruyama f

Abstract: In recent years, life log has attracted attention to record an individual's behavioral data as digital data by the
evolution of wearable devices. It is considered as a record of personal life. However, in contrast to real world, there are
few approaches to consider activities in virtual spaces, such as a game world, as a part of our life, in spite of the increase
of time we spend in such spaces due to the spread of smartphones as a platform of games. In this paper, we propose a
visualization of life log in a virtual space. We have also developed a 2D role playing game as the producer of life log to
be visualized. Our proposal enables game players to make their play better and to remember their activities in that space.
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Figure 1: The recorded life log of Fitbit charge HR by visualization
software dedicated visible flounder.
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Figure 2: Overview of our proposal.
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Figure 3: Format of event log.
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Figure 4: RPG to be visualized.
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Table 1: Event types and their details.
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Figure 5: Visualization example of a player movement.

© 2016 Information Processing Society of Japan

161C46
2016/3/2

X 6: ¥R o> IR AL A5
Figure 6: Visualization example of a battle.
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Figure 7: Multiple battles considered as “aiming for level-up”.
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