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ABSTRACT

Audio recordings and the corresponding transcripts are often used
as prosthetic memory (PM) after meetings and lectures. While cur-
rent research is mainly developing novel features for prosthetic
memory, less is known on how and why audio recordings and tran-
scripts are used. We investigate how users interact with audio and
transcripts as prosthetic memory, whether interaction strategies
change over time, and analyse potential differences in accuracy and
efficiency. In contrast to the subjective user perception, our results
show that audio recordings and transcripts are equally efficient, but
that transcripts are generally preferred due to their easily accessi-
ble contextual information. We further identified that prosthetic
memory is not only used as a recall aid but frequently also con-
sulted for verifying information that has been recalled from organic
memory (OM). Our findings are summarised in a number of design
implications for prosthetic memory solutions.
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1 INTRODUCTION

In our daily life we are presented with information and experi-
ence situations that we want to keep in memory. Nevertheless, our
memory is fallible and therefore we use all kinds of prosthetic mem-
ories (PMs) such as photobooks or sticky notes. Prosthetic memory
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can take various forms and be used for different purposes. For
example, in the field of Personal Information Management (PIM),
prosthetic memories are often designed to help users organise and
re-find documents by allowing them to link related documents as
seen in HayStack [1] or OntoPim [13]. Another approach is taken
in lifelogging applications such as MyLifeBits [4] which capture
a user’s interactions with their personal information and provide
time-based cues during re-finding activities.

Prosthetic memory is often also designed for recalling informa-
tion during knowledge tasks performed after meetings or lectures.
In these solutions, environmental factors are captured by audio
and video recordings and handwritten notes might be captured by
advanced technologies such as digital pen and paper solutions [7].
Further, automatic speech recognition (ASR) can be applied to cre-
ate transcripts of audio or video recordings. The tracked data is
often temporally co-indexed in order to allow users to “jump” to
a particular temporal position within the prosthetic memory by
selecting parts of another PM. For example, by selecting a part of
handwritten notes in the Audio Notebook [21], the captured audio
recording is played from the position when that specific part of the
notes has been taken.

Audio- and transcript-based PM as well as notes that are tem-
porally co-indexed with audio prosthetic memory have been inte-
grated in various tools and the advantages of prosthetic memory
usage have been illustrated in a number of studies. However, less
is known on how users actually use the provided audio recordings,
transcripts and temporally co-indexed notes. In this paper, we inves-
tigate how text-based PM consisting of notes and transcripts as well
as audio-based PM such as audio recordings are used and whether
interaction strategies change when time elapses. We identified the
following three main research questions:

RQ1: Is there a difference in the way users interact with
notes, transcripts and audio recordings and do the interac-
tion strategies change when time elapses? For example, when
the audio recordings and transcripts are temporally co-indexed with
the corresponding notes, users can “jump” to a part of a prosthetic
memory by selecting a part of their notes. We investigate whether
the used strategies are changing over time and why.

RQ2: Is there a difference in accuracy and efficiency be-
tween audio and transcript PM over time? The question is
whether the answers based on audio and transcripts have the same
accuracy and whether co-indexed audio and transcript PM can be
accessed with the same efficiency.

RQ3: Do factors such as confidence influence the way users
interact with PM? We will investigate whether users only use a
prosthetic memory when they are not confident about their answer.
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We start by discussing related work in the domain of note-taking
and introduce our Note4U study platform. The methodology of our
study is then outlined and the results of the study are presented.
Last but not least, we discuss our findings and derive a number of
design implications for future prosthetic memory solutions.

2 BACKGROUND

Nowadays, most people have a smartphone or another kind of
recording device at hand. This enables them to easily record situa-
tions such as informal conversations, meetings or lectures. While
the recording of audio is a simple activity, the use of an audio frag-
ment during re-finding activities can be a burden. Users have to
first find the corresponding part of the audio recording and then
they often have to carefully listen to the audio fragment multiple
times. Over the last decade, major efforts have been made in the
domain of spoken content retrieval (SCR) [3, 15, 26]. These tech-
nical advances found their way into HCI research and have been
applied in various tools for meetings, phone calls and lectures. For
example, the Ferret browser [27] allows users to browse meeting
data such as video recordings or transcripts and provides com-
munication channels to indicate which person has said what. In
addition to the features offered by the Ferret browser, the Portable
Meeting Recorder [14] provides automatically extracted metadata
such as the location of participants during the recorded meeting.
SCANmail [28] allows users to access voicemail messages through
the transcript and highlights keywords in these voicemail messages.
Finally, in the context of lectures, treemaps can be used to visualise
the transcript of the recorded voice in order to facilitate navigation
activities through the recorded audio fragments [18]. Note that the
discussed features are also applied in commercial systems such as
BrightSpace! which temporally co-indexes lecture videos, slides
and transcripts. Other audio retrieval paradigms are, for example,
explored in HyperMeeting [6] where users can create and follow
hyperlinks between audio segments of multiple recorded meetings.

Since note-taking during meetings can distract the notetaker
from the actual meeting, various tools have been developed where
audio and transcripts are used as a base for the note-taking process.
For example, Highlighter enables users to highlight parts of the
transcript during the meeting while in Hotspots users can click a
button to indicate important audio segments during the recording
phase [9]. A similar approach has been studied by Carrascal et al. [2]
where users can highlight important parts in phone call transcripts.

Despite the digital revolution, pen and paper-based note-taking
is still a commonly used prosthetic memory. A major disadvantage
of notes is that they might become inadequate for the retrieval of
detailed information after some time [29]. In order to overcome this
issue, applications have been designed which augment paper notes
with audio recordings [20, 21, 31, 32]. Similarly, handwritten digital
notes can also be temporally co-indexed with recorded audio as
realised in Filochat [29] and ChittyChatty [11], or be augmented
with pictures [5] or lecture slides as demonstrated in Livenotes [12].

In a collaborative setting such as a meeting, interactions with
tracked data of other meeting participants can also be used as
prosthetic memory. For example, parts of shared notes which are
often accessed by co-workers can be highlighted and serve as a
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entry point into an audio recording [10]. This idea has been further
investigated in the Collaborative Recorded Meeting [19] application
which also addresses the navigation in video recordings. A similar
approach has been taken in RichReview [33] which studied rich
social interactions in the context of collaborative reviewing.

Even though as illustrated earlier the design of prosthetic mem-
ory tools is well established, there is still limited research on how,
when and why OM is used. In the controlled laboratory study of
Kalnikaité and Whittaker [11], the use of notes, a dictaphone and
ChittyChatty—a tool where notes and recorded audio are tempo-
rally co-indexed—were compared. Participants were given three
short stories and at three retention intervals (1 day, 7 days and
30 days) they were asked to answer questions about the particular
stories with support of the corresponding prosthetic memories. The
results show that the use of a prosthetic memory does not increase
at longer retention intervals which is in line with the findings of
Lyons [17]. Further, the accuracy and efficiency plays an important
role in the choice of a prosthetic memory. When a prosthetic mem-
ory is accurate but inefficient to use (e.g. a dictaphone), users are
willing to take the risk of only relying on their organic memory.
The technique of temporally co-indexing notes with audio has been
found the most accurate and efficient design.

3 NOTE4U

We have developed the Note4U note-taking solution which was
used in our user study and can, for example, be applied in meetings
or lectures. Note4U has been developed as a Microsoft Word add-
in and provides the necessary prosthetic memories forming the
subject of our analysis. The Note4U graphical user interface shown
in Figure 1 consists of the following integrated PMs:

o Notes: Users can use a standard Microsoft Word document
for note-taking.

o Audio: The audio player is a simple media player and visu-
alises recorded audio in a waveform.

e Transcript: The transcript of an audio fragment is shown
on the right-hand side of the notes.

We have chosen to integrate the required prosthetic memories in
Microsoft Word since most users are familiar with this application,
which might facilitate text editing and layouting during the note-
taking phase of our study.

3.1 Interactions

In Note4U, the notes, audio recordings and transcripts are tempo-
rally co-indexed, enabling users to navigate between these three
prosthetic memories. For example, when a user selects parts of their
notes as shown in (1) in Figure 1, the corresponding part of the
transcript reflecting what has been said when the selected part of
the notes has been written is highlighted (2). In addition, the audio
timeline cursor is moved to the start time of the highlighted tran-
script block (3). Similarly, users can double click in the transcript
and the relevant part of the notes will be highlighted and the audio
timeline cursor is moved to the corresponding position. Finally,
users can move the audio timeline cursor to a specific time and the
corresponding part of the notes and transcript block is highlighted.
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Figure 1: Note4U Microsoft Word add-in. Control panel: switch between auto (online) and manual (offline) recording and
start/stop the recording. Notes: regular Word document to take the notes. Audio player: controls for the recorded audio frag-
ment. Transcript: panel showing the transcript of the audio recording

3.2 Implementation

The Note4U Microsoft Word add-in has been implemented in C#.
Currently, the Microsoft Speech Recognition Engine with the cor-
responding dictation grammar is used for the speech-to-text pro-
cessing. Note that we have foreseen an interface to easily integrate
future speech-to-text frameworks. After the recording phase, the au-
dio, transcript and timestamped notes are forwarded to the Note4U
engine which performs the temporal co-indexing. Further, the tem-
poral data, audio recording as well as the transcript are stored as
part of the XML structure of the underlying Word document (Office
Open XML File Format). This self-contained approach allows a user
to move and share their document together with the supplemen-
tary recordings. The audio timeline and digital clock have been
implemented based on the WPF Sound Visualization Library?.

4 METHODOLOGY

In the presented study, we investigated how users use text- and
audio-based prosthetic memory and which factors influence the
used interaction strategies. The used methodology is similar to the
methodology used by Kalnikaité and Whittaker [11] in their study
inquiring when and why people use prosthetic memory.

Zhttps://wpfsvl.codeplex.com

The procedure consists of two phases. First, participants were
given three note-taking tasks where they had to listen to three
audio fragments. In the second phase, participants had to answer
questions about the audio fragments at three different time intervals
(immediately after listening to the audio fragments as well as 7 and
30 days later). For each of these intervals, we measured the variables
discussed below. Participants could use the provided PM but they
were also allowed to use their organic memory. The detailed tasks
and questions can be found in [22].

4.1 Participants

We recruited 14 participants with the profile of a knowledge worker.
Our participants professionally work in domains where note-taking
activities have to be performed on a regular basis, including aca-
demic staff, employees in the private sector as well as university
students. The age of our participants was between 23 and 58 with an
average of 37. Further, each participant received a 10 Euro shopping
gift card for an online store given that they participated in all three
sessions (one for each time interval). We are aware of the relatively
small number of participants and therefore used non-parametrised
tests for the analysis of the results.
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4.2 Prosthetic Memories and Their Interactions

For our study we have used Note4U with its audio and transcript PM
allowing users to apply the following basic interaction strategies
observed as the main interactions in previous work [19, 30]:

o Navigation: Users jump to a place in the transcript or audio
recording by selecting a part of their notes.

o Skimming: Users parse their notes or transcript, or move
through the audio recording without using another pros-
thetic memory as an entry point.

We have manually entered the audio fragments and transcripts
used in this study into the Note4U solution. In addition, the tran-
scripts were manually extracted from the audio fragments in order
to prevent any bias from potentially inaccurate automatic tran-
scription. Nevertheless, the transcripts do not contain punctuations
and are just reflecting what people said in the audio fragment. An
example of a transcript is highlighted with (2) in Figure 1. In the
future, we might deploy a field user study with automated extracted
transcripts to determine the influence of errors in the transcript on
the use of prosthetic memory.

4.3 Research Method

The study took place in a controlled laboratory setting and followed
a within-subjects research design. Since we were interested in the
interaction differences of audio and transcript PM, we defined three
cases. In the first case, participants were allowed to use their notes
and audio PM only. In the second case, they could use their notes
and the transcript PM only and in the third case they were allowed
to use all three prosthetic memories (i.e. notes, audio and transcript).
We defined the first two cases in order to measure and observe the
interaction strategies and usage of both audio and transcript PM
in isolation. The third case allowed us to investigate how these
prosthetic memories are used together and in which situations
users only use one. For the first two cases, we either removed the
transcript PM or the audio PM from the Microsoft Word graphical
user interface.

4.4 Audio Fragments and Questions

We have used three audio fragments (i.e. each participant was given
another audio fragment for each case). The three fragments are
informal interviews where the interviewer calls a person to gain
more information about a topic. These topics were about an event in
Brussels, giving Dutch classes to prisoners and someone who runs
a marathon every day. An example of a part of an audio fragment
(English translation) is given below:

“And there is a special Brusselicious tram driving across Brussels
right? Yes, the tram experience and there is actually a two hours dinner
on the tram while driving through Brussels. The dining is also very
special. All menus are made by two star chefs, selected from a pool
of two Walloon, two Flemish and two Brussels chefs. The menus also
change every season and actually it is about dining and exploring
Brussels at the same time.”

Note that Dutch audio fragments were given to our native Dutch-
speaking participants. Although we could have used English audio
fragments, it might have introduced some bias since the partici-
pants were all non-native English speakers. We have selected the
audio fragments and constructed the questions in collaboration
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with two teachers who teach Dutch classes at high school level.
The chosen fragments have been taken from the open access Taal-
blad? teaching platform. We opted for this procedure in order to
have audio fragments which were clear to understand and did not
contain any dialect or difficult to understand terminology. Finally,
the fragments had an average duration of 4:45 minutes.

For each audio fragment, we constructed three sets of questions,
each containing six questions. Furthermore, each set of questions
consisted of three gist and three verbatim questions. For instance,
a gist question for the above-mentioned audio fragment was “What
is the tram experience about?” and a verbatim question was “Where
are the six two star chefs coming from?”. The full transcripts and
question sets can be found in [22].

4.5 Procedure

The study took place in two phases. In a first phase, participants
were asked to take notes while listening to the three audio frag-
ments. For each audio fragment they used a new Microsoft Word
document. Before the note-taking task, they were notified which
prosthetic memory (i.e. audio only, transcript only or both) they
could later use in the second phase. The second phase consisted
of answering a set of questions for each audio fragment the day
the note-taking took place as well as 7 days and 30 days later. The
questions were presented to the participants via a web-based form.
During each interval, participants could make use of the prosthetic
memory which was allocated to the particular audio fragment at
the beginning. For example, if a participant was given fragment
one in the case where they could only use audio PM, they received
questions about fragment one and they could only use audio PM in
the second phase. In order to prevent bias from the audio fragments
and questions, we have used a counterbalanced design with the
audio fragments, question sets as well as the order of prosthetic
memory use as factors.

Before starting the first phase of the study, participants were
introduced to Note4U. Similar as to the study procedure, they first
listened to an audio fragment and took notes followed by answering
two questions for each of the three prosthetic memory cases. They
only started the study when they succeeded in this task and when
they did not have any remarks or questions left. Note that we did
not foresee any additional training sessions during the retention
intervals since the Note4U application is straightforward to use
and provides basic transcription and audio functionality in a famil-
iar note-taking environment. We also did not observe any issues
concerning memorability or learnability after the training session.

After the two study phases, we performed an open interview
with each participant in order to gain more insights about their
personal interaction behaviour. Finally, each participant took part
in a formative usability evaluation of Note4U based on the USE-
questionnaire [16]. Note that we did not set up a separate study for
the evaluation since the evaluation methodology would require a
similar approach as the presented laboratory user study.

4.6 Dependent and Independent Variables

In each case (i.e. audio only, transcript only and the combined case),
we measured certain variables:

3http://www.taalblad be/zoekresultaat
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Figure 2: Likelihood of usage for OM, notes and PM for the three cases including audio only, transcript only as well as both
audio and transcript over the three time intervals. The error bars define the confidence interval (CI).

Usage: During the observations, for each time interval we noted
down which prosthetic memory participants used to answer a ques-
tion. In case that a participant used more than one prosthetic mem-
ory to answer a question, we counted both as being used. Never-
theless, we made a distinction between successful and failed use. In
order to make this distinction, we applied the think-aloud method
where users told their strategy during the recall tasks.

Accuracy: Similar as to the methodology of Kalnikaité and Whit-
taker [11], we graded each answer against a correction scheme.
Each answer was assigned a score between 0 and 5 based on the
contained keywords and context. For example, an answer which
contained all keywords (or synonyms) and the necessary context
received a score of 5. When all keywords were given but no context,
it received a score of 4 and scores between 1 and 3 were assigned
to answers with parts of the keywords or context. A score of 0
was given whenever participants did not fill in an answer or if all
keywords and context were wrong. The accuracy of a prosthetic
memory after a certain time interval is the average of these scores.

Efficiency: The efficiency of a PM was measured by monitoring
the time (in seconds) that users spent on answering a question
when using a particular PM. We used the time they effectively used
a particular PM to define the efficiency.

Confidence: The study of Kalnikaité and Whittaker shows that
users make more use of a prosthetic memory when they are less
confident that their answer retrieved from their organic memory
is correct. Therefore, we can also investigate these results for au-
dio PM and transcript PM. Confidence is measured by asking par-
ticipants for each question they answered how confident they are
about their answer when only relying on organic memory. The
confidence level is indicated by means of a 5-point Likert scale.

5 RESULTS

The results are structured based on our three research questions
RQ1, RQ2 and RQ3. For each research question, we elaborate on
the quantitative and qualitative findings from the logged data, ob-
servations and open interviews. In order to statistically analyse
the results, we have used the Wilcoxon signed-rank test (z) with a
Bonferroni correction and the Friedman test (X?) to see a signifi-
cant difference in distribution of factors. The statistical results are
considered significant if p < 0.05.

RQ1:Is there a difference in the way users interact with notes,
transcripts and audio recordings and do the interaction strate-
gies change when time elapses?

Overall Usage

The results of the usage of the provided prosthetic memories are
illustrated in Figure 2. Both the use of audio and transcripts (i.e. re-
gardless the used interaction strategy) follow a similar pattern
when they are used in isolation. Moreover, we could not find a
difference in the use of audio (X?(2) = 3.68,p = .159) and tran-
scripts (X2(2) = 3.01,p = .216) over the time interval of 30 days.
We also observed that audio is significantly less likely to be used
than transcripts after 7 and 30 days as shown in Table 1. In the
audio and transcript case where users are given the option to use
both prosthetic memories, as expected we see that audio is used
much less than in the case where transcripts were not available. In
addition, in 66% of the cases where audio was used it was due to a
previously failed search in the transcript. This behaviour indicates
that transcripts seem to have an advantage over audio.

Same day | 7 days 30 days
=-1 =-2. =-24
Audio only - Transcript only z 61z 7|
p=0.113 | p=10.007 | p =0.017
=-3.2 =-33 =-33
Audio only - Combined z z z
p=0.001 | p=0.001 | p=0.001

Table 1: The Wilcoxon Signed Rank value (z) and signifi-
cance (p) with regard to the statements

Finally, when audio and/or transcripts are provided to the user,
the use of notes stays stable when time elapses (Audio only case
(X2(2) = 6.38,p = .061); Transcript only case (X?(2) = 3.13,p =
.344); Combined case (X2(2) = 0.49,p = .976)). This is in line
with previous findings where it has been observed that the use
of notes, dictaphone and ChittyChatty did not increase over time
intervals [11]. We can conclude that prosthetic memories are signif-
icantly used from the first day on and their usage does not change
over a period of 30 days.
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Different Ways of Interacting with Prosthetic Memory

Our results show that navigation is the most used interaction strat-
egy as illustrated in Figure 3 and Table 2. We can also notice that
when transcripts are used, the interaction strategy changes over
the time intervals and after 30 days, navigation and skimming are
used more or less equally.

Audio Transcript
100

80 I I I I
0 I I
0 7 30 0 7 30

M Navigation

=)}
o

Likelihood of Usage (%)
8

N
o

Time Interval (days) Time Interval (days)

Skimming

Figure 3: Mean (SEM) of the used interaction for the audio
only and transcript only case

During open interviews, participants mentioned the issue that
notes did not provide enough contextual cues anymore for using
navigation during the last session after 30 days. In cases where they
could not find an appropriate keyword in their notes, they thought
that it was more efficient to just skim the transcript rather than
trying out various keywords for navigation. In contrast, when only
audio was available, they tried out various keywords until they
found the necessary information. As one participant mentioned “It
will take me too long to play the audio recording forward and back-
ward so I tried to determine the position of the answer by navigating
from different parts of the story. But my technique has cost me a lot
of (mental) effort.” By investigating different positions in the audio
recording, they tried to catch the contextual overview of the story
in the audio environment. In addition, most of the participants who
applied this approach mentioned the extra cognitive effort that
the search imposed compared to the use of the transcript PM. In
general, navigation is a last resort interaction strategy after 30 days
in the case that a prosthetic memory does not foresee a contextual
overview as it is the case with audio PM.

Same day | 7 days 30 days
. . . L =-3.8 =-2.6 =-2.5
Audio skimming - navigation z z z
£ =0.003 | p=0.009 | p=0.013
. . . L. z=-20 | z=-28 | z=-0.9
Transcript skimming - navigation
p=0.045 | p=0.005 | p=0.325

Table 2: The Wilcoxon Signed Rank value (z) and signifi-
cance (p) with regard to the statements

Different Purposes of Prosthetic Memory Use
During our observations we identified that participants used a
prosthetic memory even if they had written down an answer and
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were confident about its correctness. Therefore, we monitored this
behaviour and defined two purposes for using a prosthetic memory:

Recalling: Users do not know the answer and make use of a
PM to find it. We measured the purpose for recall by annotating
the cases were users did not or only partly know the answer and
had doubts about correctness of their answer.

Verifying: Users know the answer but make use of notes, audio
or transcripts in order to verify their answer. In this case users
might or might not be confident about their answer. We measured
the purpose of verifying by annotating the cases were PM was used
after an answer had been written down.

Audio Transcript
100
g 80
[
oo
&
2 60
=
o
B 40
o
=<
£ 2
-
0
H Recall 0 7 30 0 7 30
Verifying Time Interval (days) Time Interval (days)

Figure 4: Mean (SEM) of the purpose for PM interaction for
the audio only case and transcript only case

Our results shown in Figure 4 indicate no general difference
in the purpose of using the transcript PM (X?(5) = 7.53,p = .184).
Participants used the transcript for recalling and verifying to a simi-
lar degree and their behaviour did not change when time elapsed. In
contrast, the purpose of use of audio PM shows that audio is more
often used for recalling than for verifying (X2(5) = 36.63, p = .000).
Our open interview results indicate that when audio is used for
verifying purposes, users make a cost-benefit analysis and only
use audio for verification if they have somewhat an idea where
the information is situated within the audio fragment and are not
very confident about their answer from organic memory. For the
use of transcripts, the cost-benefit analysis is less of a burden since
users where normally confident about the efficient retrieval of the
corresponding information.

RQ2:Is there a difference in accuracy and efficiency between
audio and transcript PM?

Accuracy

The Friedman test shows no significant differences in accuracy for
audio and transcript use (X?(5) = 5.51, p = .358). The overall mean
of the accuracy for audio is 4.17 (SE = 0.082) and for transcripts it
is 4.058 (SE = 0.129). The accuracy did also not change over time
which means that the previously mentioned change in strategy
when using transcription (i.e. going over from navigation to skim-
ming after 30 days) does not influence the accuracy and can be seen
as successful. In addition, during our observations we have seen
that users often first used navigation to jump to a position in the
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audio recording. Although we start the audio playback 5 seconds
before the co-indexed timestamp, users moved the timeline cursor
slightly back on the timeline before starting to listen to the audio.
The amount of seconds that they moved the cursor back depended
on how much additional information they preferred to re-listen.
By applying this strategy, users were given the same contextual
information as with the transcript. For example, a participant stated
the following during the open interview sessions: “I always moved
the cursor a centimetre to the front since I need to know what was
said before. It is then easier to formulate my answer. Anyway, it was
Jjust a hack to get the same what you get for free with the transcript.”

Same day | 7 days 30 days
=-13 =-1.1 =-0.4
Skimming audio - transcript z z z
p=10.180 | p=0.285 | p=0.686
=-1.8 =-04 =-1.
Navigation audio - transcript z z z ’
p=0071 | p=0.694 | p=0.084

Table 3: The Wilcoxon Signed Rank value (z) and signifi-
cance (p) with regard to the statements

Efficiency

Similar to the accuracy, we did not find significant differences in the
efficiency between audio and transcripts for both, skimming and
navigation as shown in Table 3. The overall efficiency of audio and
transcript for the time intervals is highlighted in Figure 5. Although
there is no significant difference in efficiency when using audio or
transcript PM, users do have the subjective feeling that audio is
less efficient than transcripts.

140
120

[N
o
o

80

60

Efficiency (s)

40
20

0 7 30
Time Interval (days)

«==@==Transcript Navigating === Transcript Skimming

Audio Navigating === Audio Skimming

Figure 5: Mean (SEM) of efficiency for navigation and skim-
ming when using audio and transcript

During the open interviews, participants mentioned the subjec-
tive inefficiency of audio as a reason for not using it when both
prosthetic memories are available. We can conclude that the accu-
racy and efficiency of a prosthetic memory does not play a crucial
role in the choice of a prosthetic memory.
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ROQ3: Do factors such as confidence influence the way users
interact with PM?

Our results do not show a significant difference in the use of
the transcript or audio PM for each level of confidence. Moreover,
the cost-benefit analysis which users do when using the audio
recording for verifying purposes does not take into account their
confidence about the answer. Finally, during the open interviews
we have asked participants to give us examples from their own
private or working environment where they are confident but would
still apply a verification strategy. From these discussions we can
conclude that there is a significant trade-off between costs (in terms
of time) and accuracy when placing the results in practice. Moreover,
participants would do the verification effort when information is
of critical nature. Nevertheless, our results show that if users are
unaware of time costs, they frequently use prosthetic memory for
verifying purposes even if they are confident about their answers.

5.1 Usability Evaluation of Note4U

Finally, we present a formative evaluation of the Note4U prototype
that we have developed for our study. The evaluation was done
after the last session of our study. All participants filled in the USE
questionnaire [16] which measures the usefulness, ease of use, ease
of learning and satisfaction on a 7-point Likert scale. The results
from the USE questionnaire show a positive evaluation for all four
factors as shown in Figure 6. Participants mentioned that it was nice
to have the audio recordings and transcripts integrated in Microsoft
Word since they are familiar with the environment and that they
would not easily switch to another note-taking tool.

Satisfaction —_—

Ease of Learning —_
Ease of Use —_
Usefulness —_

0 1 2 3 4 5 6 7

Figure 6: Mean values of the four usability factors with error
bars representing the standard deviation

6 DESIGN IMPLICATIONS

The results presented in this paper further allow us to derive the
following three design implications:

Designing for Individual or Combined Audio and Transcript
Whenever audio is integrated in the design of a prosthetic memory
application, we must take into account that there is a difference
in prosthetic memory usage when audio PM is provided together
with a transcript. In case that audio is not augmented with a tran-
script, our results indicate a similar behaviour as for the interaction
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with transcripts where navigation is used as the main interaction
strategy. However, when time elapses, navigation becomes more of
a last resort interaction since notes loose their context. Therefore,
when designing prosthetic memory for audio or transcript only, it is
important to address the fail of navigation after longer time periods.
A design alternative might be to augment notes with contextual
information enabling users to keep using their notes for navigation.
For example, notes could be augmented with information about
who was speaking when the note was taken or the topic of the note.
On the other hand, when a user interface offers audio combined
with transcripts, we have seen that audio is rarely used due to a
lack of context in terms of the surrounding audio information. In
this case, designers should focus on the design of the transcript
component and see audio as a secondary on-demand prosthetic
memory which is mainly used when search in the transcript fails.

PM is Not Only Chosen Based on Efficiency and Accuracy

Previous work on the use of prosthetic memories shows that the
choice of a prosthetic memory depends on the level of its effi-
ciency [11]. In contrast to the subjective perception of audio PM
being slower than transcript PM, our results indicate that audio
and transcript PM offer the same efficiency and accuracy. However,
transcript PM has been used significantly more often than audio PM.
Our qualitative results show that the mental effort required to re-
trieve contextual information about the retrieved information from
a prosthetic memory plays a significant role in the choice of a pros-
thetic memory and that this mental effort is lower for transcript PM.
When navigating, users skim a few sentences before and after the
target position in the transcript in order to get the overall context.
In order to retrieve the same information from audio, users first
have to make a mental model of the range which might contain in-
teresting contextual information before processing the information
itself. It is this additional mental effort for audio PM—and not its
efficiency—which makes audio a secondary prosthetic memory in
user interfaces offering audio recordings together with their tran-
scripts. Future prosthetic memory design could provide features to
reduce the mental effort required for retrieving contextual infor-
mation from audio. For example, we could indicate the time when
the presenter started with an explanation of a certain topic during
a lecture. For both, audio and transcripts, additional contextual
information might be provided in order to reduce the mental effort.

Designing for Recall and Verification

Besides the use of prosthetic memory for recall, we have seen that
prosthetic memory is also used for verifying information retrieved
from organic memory. When designing applications offering a
transcript component, we should therefore take this verification
behaviour into consideration. Although there are no differences
in how users currently use prosthetic memory for both purposes,
we can facilitate the interaction with transcripts for verification
purposes. For example, if a user is writing a report about a topic
discussed in a previous meeting, we might analyse the report and
notify the user when detailed information is missing. In contrast to
transcripts, audio PM is used much less for verification. When de-
signing for audio PM, we have to take into consideration that users
perform a more in-depth cost-benefit analysis than for recall pur-
poses. From our results, we see that factors such as the awareness
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of the position of the information to be verified and a user’s level
of confidence play an important role in deciding whether audio PM
should be used for verification.

7 DISCUSSION AND FUTURE WORK

The results of our longitudinal user study show that when audio and
transcript PM are used on their own there is no overall difference
in use at the different retention intervals. In contrast, when audio
and transcripts are combined in a single user interface, audio PM is
mainly used when transcripts fail. While previous research would
argue that this is caused by the fact that audio PM is slower than
transcript PM, we could not observe a difference in efficiency be-
tween the two PMs. However, our qualitative results show that the
preference for transcript PM lies in the fact that audio PM asks for
an additional mental effort when contextual information should
be extracted. It is therefore important that we improve the accessi-
bility of the corresponding contextual information. Further, a lack
of positional overview for audio PM contributes to the increased
mental effort.

The use of contextual and spatial cues has also been observed
in re-finding behaviour in the field of Personal Information Man-
agement (PIM) [25]. Furthermore, in PIM applications such as
PimVis [24] or SOPHYA [8], users re-find documents by using nav-
igation. They select a search result in the PIM application and as a
result the corresponding digital or physical artefact containing the
document is shown. For example, in digital space the File Explorer
might open the folder containing the searched document whereas
in physical space a filing cabinet might be augmented with LEDs
in order to highlight the file containing a printed document [23].
In these settings, we can inform the design by pointing to the fact
that a spatial reference is not enough and users might want to have
additional contextual information as observed when navigating
audio and transcript PM. Note that our results might also inform
the design of other environments where the same information is
provided in textual as well as auditive form, including news web-
sites, websites with recipes, blogs or webcasts. When re-visiting
these environments for recall or verification, it is likely that audio
will not be used.

8 CONCLUSION

We have presented a longitudinal user study investigating the dif-
ferences between audio and transcript prosthetic memory in terms
of their usage, the applied interaction strategies as well as their
accuracy and efficiency. Our results do not confirm the subjective
perception that audio PM is less efficient than transcript PM. The
main reason why users prefer transcript PM over audio PM is rather
the fact that audio demands for a higher mental effort to use the
spatial and contextual cues. We have shown that PM is used for
verifying information retrieved from OM to a similar degree as
PM is used for recall purposes. Finally, we have provided a num-
ber of design implications for audio as well as transcript PM and
highlighted the applicability of our findings to other environments.
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