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ABSTRACT

In this paper a software prototype calBdinDumpis described.
The approach is focusing on information gatheringirdy web
browsing sessions. While performing such a task, gtiucture
and amount of needed data is not known in advartoe.system
provides the functionality to create and manipulaseial images
of mental connections in a dynamic way. Therefondy cone
single step of interaction is needed. Furthermbee aser can
follow links back to the source of information, atate content
and hierarchically group collected items.

Categoriesand Subject Descriptors
H.5.2. [nformation interfaces and presentation]:
Interfaces — Graphical user interfaces (GUI)

User

General Terms
Documentation, Design, Experimentation.

Keywords
Graphical User Interface, Visual Information-Gathgr Visual
Sensemaking, Personal Web Information System.

1. INTRODUCTION

The BrainDump prototype [2] is focusing on inforinat

gathering tasks. These are complex web informatiasks
whereby the user has more than one question in.nilsérs
executing this kind of task are called knowledgekecs and are
defined as people “whose paid work involves sigaifit time:
gathering, finding, analyzing, creating, produciag archiving
information” [9]. This creative business work fa@gontinuous
change between analysis and synthesis. This ingendkent
process has been coine@flection-in-action [p.21, 8]. The
amount of needed data, as well as their structsinegt known in
advance. A given task is highly dynamic and stmexdustepwise.
In contrast current tools imply that the goal ofask is clearly
specified in advance and the steps to the solwienpreviously
known [6]. Thus the interaction is predefined by thystems
constraints. As consequence these tools hindeugbes creative

process in its early phase. The BrainDump prototyldressing
these problems. Knowledge workers are enabled ¢oausighly
flexible visual map to represent and refine theirrent
comprehension of a task. Considerable researctshmasn how
users organize information using their spatial msmnjd, 5, 6].
Spatial layouts are often used to manage transietémporary
information. BrainDump utilizes a metaphor basedflaids and
cell structure, derived from experiments with natuphysical
substances [3]. This kind of visualization allowse tuser to
visually memorize anticipations about relations.rtkermore
textual annotations can be used. A first user sindicates that
participants understood the purpose of BrainDummpetely
[2]. All of them would like to use the applicationore often in
their daily work. They especially appreciated tresye way to
visually change relations and associations betw#enmation.

We argue that resuming an interrupted task or namtg an
earlier finished research is highly accelerated Ujlizing
BrainDump. The concept of the prototype aims towastfering
the user a high degree of recognition for colleetienents.

The development of the prototype is based on Initiguirements:

¢ Task based interaction: "People should learn thle, taot the
technology” [7].

e Providing an overview: flexible visual shaping offiet
structure of the resulting ideas, associations arahtal
concepts should be supported.

¢ Modifying the overview: while being created it staibe
possible to directly modify the overview and thupgorting
the reflection-in-action process.

¢ Flexible (re-)structuring of information

e History: the creative process should be saveddiar Ireuse
and reflection.

Specific design decisions for BrainDump were deativ®m the
requirements above [2]:

¢ manual visual definition of relations with optiontxtual
description

« definable strength of relations between objects
« free spatial sorting and arranging of objects
e hierarchical structuring of items with topics
e automatic saving of item related search queries

< manually collected representations of websitesopraieg to
interesting content for the user (e.g., picturest, tvideos)

¢ making annotations to the collection



¢ local saving of websites related to collected itémprevent
the loss of outdated websites

¢ local saving of links (URLs) referring to the respee
website

2. THE BRAINDUMP INTERFACE

The BrainDump interface appears at the right sidthe screen
like an extended taskbar (see Figure 1, A). It shlimks referring

to topics existing in the user's collection. Therusan drag and
drop parts from any document in the browser (pegupieces of
text, and URLSs) on these links. While hovering otlee links

these are magnified for a better view (see Figur€)1 Now the

user is able to freely place and relate the resmeitem.
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pictures, pieces of text, and URLSs from the brow§4r
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T

Figure 1: The BrainDump Interface at theright side of
the browser. A: Concept of collecting B: Marking items
C: Dragging theitem into the system and relating it [2]

An alternate view in BrainDump is thi@anagement Modelt
offers a full screen overview of the user's coitett(see Figure
2). In this mode collected items and created topies be
managed. Furthermore the links referring to topicde right side
can be managed.

In BrainDump topics and collected items can be peau
hierarchically. Figure 3 shows an example: topiesalored and
items have a white background. In Figure 3A a v@Evwa green
topic is shown. It contains three items and theebdyic 1 in it.
Figure 3B offers a zoomed-in view on the blepic 1 with no

items andtopic 2 Figure 3C shows the zoomed-in view on the

chartreuseopic 2containing two items.

To zoom in on a chosen topic while beingMianagement Mode
the user performs a double click on it. By doingasointeractive
ring on the left side of the screen appears (sgar€i3B). More
rings appear if the user navigates deeper intochteearchy (see
Figure 3C). These rings also enable zooming out wiic again
and thus navigating up in the hierarchy. In additithese rings
are offering an overview about the level of hiehgravhere the
current view is located. Backtracking can be daep by step up
the hierarchy or by directly jumping to a topicl Aansitions are
animated to support user orientation.

Figure 2: Management M ode of BrainDump for managing
items and topics[2]

3. IMPLEMENTATION

The prototype is a windows application running oméws XP
and higher versions. It is based on the .NET-Fraonkwnd uses
Object Linking and Embedding (OLE) for embeddingl dinking
to documents and other objects. BrainDump can et us
combination with Microsoft Internet Explorer 7 oigher. The
collected data is stored in an XML-file. The ZooneatJser
Interface was realized by using the Piccolo.NETnavork [1].
Further details on the algorithm and concept aseriged in the
publication An Interface for Visual Information-Gathering
During Web Browsing Sessions: BrainDump — A Vesafisual
Workspace for Memorizing and Organizing Informatj@h

4. CONCLUSION AND FUTURE WORK

The next step will be to evaluate the use of thetesy for a period
of approximately two weeks and compare it with &g tools.
An advanced follow-up version of the prototype foulti-touch
interaction is currently under implementation omablet-pc. To
gain first insights for design and improvement lo¢ interactive
visualization on multi-touch devices we conductedne further
experiments described in the publicatidmmersive Data
Grasping Using the eXplore Talg].
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Figure 3: BrainDump interface with hierarchically grouped topics (colored) and items (white). A: View of a green topic with

threeitemsand the bluetopic 1in it. B: Zoomed-in view on the blue topic 1 with no items and topic 2. C: Zoomed-in view on the

chartreuse topic 2 with two items. Therings on theleft side of the screens B and C can be clicked to zoom-out and get up the
hierarchy again. [2]
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