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Persuasive Technology - Thomas MacTavish
2015-05-25
This book constitutes the refereed proceedings
of the 10th International Conference on
Persuasive Technology, PERSUASIVE 2015, held
in Chicago, IL, USA in June 2015. The 19 revised
full papers and 5 revised short papers presented
were carefully reviewed and selected from 41
submissions. The papers are grouped in topical
sections on understanding individuals,
empowering individuals and understanding and
empowering communities.
Tiny Habits - B. J. Fogg 2019
The world's leading expert on habit formation
shows how you can have a happier, healthier
life: by starting small. Myth: Change is hard.
Reality: Change can be easy if you know the
simple steps of Behavior Design. Myth: It's all
about willpower. Reality: Willpower is fickle and
finite, and exactly the wrong way to create
habits. Myth: You have to make a plan and stick
to it. Reality: You transform your life by starting
small and being flexible. BJ FOGG is here to
change your life--and revolutionize how we think
about human behavior. Based on twenty years of
research and Fogg's experience coaching more
than 40,000 people, Tiny Habits cracks the code
of habit formation. With breakthrough
discoveries in every chapter, you'll learn the
simplest proven ways to transform your life.
Fogg shows you how to feel good about your
successes instead of bad about your failures.
Already the habit guru to companies around the
world, Fogg brings his proven method to a
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global audience for the first time. Whether you
want to lose weight, de-stress, sleep better, or
be more productive each day, Tiny Habits makes
it easy to achieve.
Persuasive Technology: Design for Health
and Safety - Magnus Bang 2012-07-05
This book constitutes the proceedings of the 7th
International Conference on Persuasive
Technology, PERSUASIVE 2012, held in
Linköping, Sweden, in June 2012. The 21 full
papers presented together with 5 short papers
were carefully reviewed and selected from
numerous submissions. In addition three keynote
papers are included in this volume. The papers
cover the typical fields of persuasive technology,
such as health, safety and education.
Persuasive Technology: Development of
Persuasive and Behavior Change Support
Systems - Harri Oinas-Kukkonen 2019-04-03
This book constitutes the refereed proceedings
of the 14th International Conference on
Persuasive Technology, PERSUASIVE 2019, held
in Limassol, Cyprus, in April 2019. The 29 full
papers presented were carefully reviewed and
selected from 79 submissions. The papers
demonstrate how persuasive technologies can
help solve societal issues. They were
subsequently grouped in the following topical
sections: Terminologies and methodologies; selfmonitoring and reflection; systems development
process; drones and automotives; ethical and
legal aspects; special application domains;
motivation and goal setting; personality, age and
gender; social support; user types and tailoring.
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Persuasive Technology - Harri Oinas-Kukkonen
2008-05-27
This book constitutes the refereed proceedings
of the Third International Conference on
Persuasive Technology, PERSUASIVE 2008, held
in Oulu, Finland, in June 2008. The 17 revised
full papers and 12 revised short papers
presented together with 3 keynote papers were
carefully reviewed and selected from 63
submissions. The papers are organized in topical
sections on social network systems, knowledge
management, applications, conceptual
frameworks, perspectives on persuasive
technology, peer-to-peer and social networks,
self-persuasion and timing, well-being
applications, and theoretical considerations.
Advances in Computer Vision and
Computational Biology - Hamid R. Arabnia
2021-08-05
The book presents the proceedings of four
conferences: The 24th International Conference
on Image Processing, Computer Vision, &
Pattern Recognition (IPCV'20), The 6th
International Conference on Health Informatics
and Medical Systems (HIMS'20), The 21st
International Conference on Bioinformatics &
Computational Biology (BIOCOMP'20), and The
6th International Conference on Biomedical
Engineering and Sciences (BIOENG'20). The
conferences took place in Las Vegas, NV, USA,
July 27-30, 2020, and are part of the larger 2020
World Congress in Computer Science, Computer
Engineering, & Applied Computing (CSCE'20),
which features 20 major tracks. Authors include
academics, researchers, professionals, and
students. Presents the proceedings of four
conferences as part of the 2020 World Congress
in Computer Science, Computer Engineering, &
Applied Computing (CSCE'20); Includes the
tracks on Image Processing, Computer Vision, &
Pattern Recognition, Health Informatics &
Medical Systems, Bioinformatics, Computational
Biology & Biomedical Engineering; Features
papers from IPCV'20, HIMS'20, BIOCOMP'20,
and BIOENG'20.
Designing motivation - Ben Matthews 2010
Proceedings of the 4th International Conference
on Persuasive Technology - Association for
Computing Machinery 2009-04-26
Persuasive 2009; 4th International Conference
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on Persuasive Technology Apr 26, 2009-Apr 29,
2009 Claremont, USA. You can view more
information about this proceeding and all of
ACMs other published conference proceedings
from the ACM Digital Library:
http://www.acm.org/dl.
Perspectives in the Development of Mobile
Medical Information Systems - Pantea
Keikhosrokiani 2019-11-19
Perspectives in the Development of Mobile
Medical Information Systems: Life Cycle,
Management, Methodological Approach and
Application discusses System Development Life
Cycle (SDLC) thoroughly, focusing on Mobile
Healthcare Information Systems (M-HIS).
Covering all aspect of M-HIS development, the
book moves from modeling, assessment, and
design phases towards prototype phase. Topics
such as mobile healthcare information system
requirements, model identification, user
behavior, system analysis and design are all
discussed. Additionally, it covers the
construction, coding and testing of a new
system, and encompasses a discussion on future
directions of the field. Based on an existing
mobile cardiac emergency system used as a real
case throughout the chapters, and unifying and
clarifying the various processes and concepts of
SDLC for M-HIS, this book is a valuable source
for medical informaticians, graduate students
and several members of biomedical and medical
fields interested in medical information systems.
Presents a system development life cycle that
can be used for developing different kinds of
systems others than health related and also can
be used for educational purposes Includes
behavioral studies in the system development
life cycle to assist in the design of systems with
consideration of users’ behavior, which is even
more important for medical systems Uses a real
mobile cardiac emergency system as an example
for systems development
Supporting Users in Password
Authentication with Persuasive Design Tobias Seitz 2018-08-03
Activities like text-editing, watching movies, or
managing personal finances are all
accomplished with web-based solutions
nowadays. The providers need to ensure security
and privacy of user data. To that end, passwords
are still the most common authentication method
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on the web. They are inexpensive and easy to
implement. Users are largely accustomed to this
kind of authentication but passwords represent a
considerable nuisance, because they are tedious
to create, remember, and maintain. In many
cases, usability issues turn into security
problems, because users try to work around the
challenges and create easily predictable
credentials. Often, they reuse their passwords
for many purposes, which aggravates the risk of
identity theft. There have been numerous
attempts to remove the root of the problem and
replace passwords, e.g., through biometrics.
However, no other authentication strategy can
fully replace them, so passwords will probably
stay a go-to authentication method for the
foreseeable future. Researchers and
practitioners have thus aimed to improve users'
situation in various ways. There are two main
lines of research on helping users create both
usable and secure passwords. On the one hand,
password policies have a notable impact on
password practices, because they enforce
certain characteristics. However, enforcement
reduces users' autonomy and often causes
frustration if the requirements are poorly
communicated or overly complex. On the other
hand, user-centered designs have been
proposed: Assistance and persuasion are
typically more user-friendly but their influence is
often limited. In this thesis, we explore potential
reasons for the inefficacy of certain persuasion
strategies. From the gained knowledge, we
derive novel persuasive design elements to
support users in password authentication. The
exploration of contextual factors in password
practices is based on four projects that reveal
both psychological aspects and real-world
constraints. Here, we investigate how mental
models of password strength and password
managers can provide important pointers
towards the design of persuasive interventions.
Moreover, the associations between personality
traits and password practices are evaluated in
three user studies. A meticulous audit of realworld password policies shows the constraints
for selection and reuse practices. Based on the
review of context factors, we then extend the
design space of persuasive password support
with three projects. We first depict the explicit
and implicit user needs in password support.
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Second, we craft and evaluate a choice
architecture that illustrates how a phenomenon
from marketing psychology can provide new
insights into the design of nudging strategies.
Third, we tried to empower users to create
memorable passwords with emojis. The results
show the challenges and potentials of emojipasswords on different platforms. Finally, the
thesis presents a framework for the persuasive
design of password support. It aims to structure
the required activities during the entire process.
This enables researchers and practitioners to
craft novel systems that go beyond traditional
paradigms, which is illustrated by a design
exercise.
Blurring the Boundaries Through Digital
Innovation - Fabrizio D'Ascenzo 2016-06-16
This book examines the impact of digital
innovation on organizations. It reveals how the
digital revolution is redefining traditional levels
of analysis while at the same time blurring the
internal and external boundaries of the
organizational environment. It presents a
collection of research papers that examine the
interaction between Information and
Communication Technology (ICT) and behavior
from a threefold perspective: First, they analyze
individual behavior in terms of specific
organizational practices like learning,
collaboration and knowledge transfer, as well as
the use of ICT within the organization. Second,
they explore the dynamics at work on the border
between the internal and the external
environments by analyzing the organizational
impact of ICT usage outside the company, as can
be seen in employer branding, consumer
behavior and organizational image. Third, they
investigate how ICT is being adopted to help
face societal challenges outside the company
like waste and pollution, smart cities, and egovernment. The diversity of views offered
makes this book particularly relevant for users,
companies, scientists and governments. The
content is based on a selection of the best
papers – original double-blind peer reviewed
contributions –presented at the annual
conference of the Italian chapter of AIS, which
took place in Rome, Italy, in October 2015, or in
other reputable international peer-refereed
Information Systems conferences.
Design, User Experience, and Usability:
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User Experience Design Practice - Aaron
Marcus 2014-06-11
The four-volume set LNCS 8517, 8518, 8519 and
8520 constitutes the proceedings of the Third
International Conference on Design, User
Experience, and Usability, DUXU 2014, held as
part of the 16th International Conference on
Human-Computer Interaction, HCII 2014, held
in Heraklion, Crete, Greece in June 2014, jointly
with 13 other thematically similar conferences.
The total of 1476 papers and 220 posters
presented at the HCII 2014 conferences were
carefully reviewed and selected from 4766
submissions. These papers address the latest
research and development efforts and highlight
the human aspects of design and use of
computing systems. The papers accepted for
presentation thoroughly cover the entire field of
Human-Computer Interaction, addressing major
advances in knowledge and effective use of
computers in a variety of application areas. The
total of 256 contributions included in the DUXU
proceedings were carefully reviewed and
selected for inclusion in this four-volume set.
The 45 papers included in this volume are
organized in topical sections on DUXU in the
enterprise, design for diverse target users,
emotional and persuasion design, user
experience case studies.
Cross-Cultural Design. Methods, Tools and
User Experience - Pei-Luen Patrick Rau
2019-07-10
This two-volume set LNCS 11576 and 11577
constitutes the thoroughly refereed proceedings
of the 11th International Conference on CrossCultural Design, CCD 2019, which was held as
part of the 21st HCI International Conference,
HCII 2019, in Orlando, FL, USA, in July 2019.
The total of 1275 papers and 209 posters
included in the 35 HCII 2019 proceedings
volumes were carefully reviewed and selected
from 5029 submissions. CCD 2019 includes a
total of 80 papers; they were organized in
topical sections named: Part I, Methods, Tools
and User Experience: Cross-cultural design
methods and tools; culture-based design; crosscultural user experience; cultural differences,
usability and design; aesthetics and mindfulness.
Part II, Culture and Society: Cultural products;
experiences and creativity; design for social
change and development; cross-cultural product
a-behavior-model-for-persuasive-design-bj-fogg

and service design; intercultural learning.
Design for the Mind - Victor Yocco 2016-06-13
Summary Design for the Mind: Seven
Psychological Principles of Persuasive Design
teaches web designers and developers how to
create sites and applications that appeal to our
innate natural responses as humans. Author
Victor Yocco, a researcher on psychology and
communication, introduces the most
immediately relevant and applicable
psychological concepts, breaks down each
theory into easily-digested principles, then
shows how they can be used to inform better
design. Purchase of the print book includes a
free eBook in PDF, Kindle, and ePub formats
from Manning Publications. About the
Technology Designers and design team members
need to think about more than just aesthetics.
How do you handle short attention spans. How
does your design encourage users to engage,
browse, or buy? Fortunately, there are
psychological principles that you can use in your
design to anticipate and benefit from how
humans think, behave, and react. About the
Book Design for the Mind: Seven Psychological
Principles of Persuasive Design teaches you to
recognize how websites and applications can
benefit from an awareness of our innate, natural
responses as humans, and to apply the same
principles to your own designs. This
approachable book introduces the psychological
principles, deconstructs each into easily
digestible concepts, and then shows how you can
apply them. The idea is to deepen your
understanding of why people react in the ways
they do. After reading the book, you'll be ready
to make your work more psychologically
friendly, engaging, and persuasive. What's
Inside Making design persuasive Encouraging
visitors to take action Creating enduring
messages Meeting the needs of both engaged
and disengaged visitors Becoming a strategic
influencer Applying theory, with case studies
and real-world examples About the Reader This
book is for web and UX designers and
developers as well as anyone involved in
customer-facing digital products. About the
Author Victor Yocco, PhD, is a research director
at a Philadelphia-based digital design firm. He
received his PhD from The Ohio State
University, where his research focused on
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psychology and communication in informal
learning settings. Victor regularly writes and
speaks on topics related to the application of
psychology to design and addressing the culture
of alcohol use in design and technology. He can
be found at www.victoryocco.com or
@victoryocco on Twitter. Table of Contents
PART 1 INTRODUCING THE APPLICATION OF
PSYCHOLOGY TO DESIGN Meeting users'
needs: including psychology in design PART 2
WHY DO FOLKS ACT LIKE THAT? PRINCIPLES
OF BEHAVIOR Designing for regular use:
addressing planned behavior Risky decisions and
mental shortcuts Motivation, ability, and triggerboom! PART 3 PRINCIPLES OF INFLUENCE
AND PERSUASION: NOT AS EVIL AS YOU'D
THINK Influence: getting people to like and use
your design Using family, friends, and social
networks to influence users It's not what you
say; it's how you say it! Persuasion: the deadliest
art PART 4 USER EXPERIENCE DESIGN:
PUTTING IT ALL TOGETHER Case study:
KidTech Design Co.'s Good Choice app The next
step: getting up and running
Sustainability Through Innovation in
Product Life Cycle Design - Mitsutaka
Matsumoto 2016-09-19
This book consists of chapters based on selected
papers presented at the EcoDesign2015
symposium (9th International Symposium on
Environmentally Conscious Design and Inverse
Manufacturing). The symposium, taking place in
Tokyo in December 2015, has been leading the
research and practices of eco-design of products
and product-related services since it was first
held in 1999. The proceedings of EcoDesign2011
were also published by Springer. Eco-design of
products and product-related services (or
product life cycle design) are indispensable to
realize the circular economy and to increase
resource efficiencies of our society. This book
covers the state of the art of the research and
the practices in eco-design, which are necessary
in both developed and developing countries. The
chapters of the book, all of which were peerreviewed, have been contributed by authors
from around the world, especially from East
Asia, Europe, and Southeast Asia. The features
of the book include (1) coverage of the latest
topics in the field, e.g., global eco-design
management, data usage in eco-design, and
a-behavior-model-for-persuasive-design-bj-fogg

social perspectives in eco-design; (2) an
increased number of authors from Southeast
Asian countries, with a greater emphasis on ecodesign in emerging economies; (3) high-quality
manuscripts, with the number of chapters less
than half of that of the previous book.
Article Collection on Human Aspects in Adaptive
and Personalized Interactive Environments
(HAAPIE) - Vania Gatseva Dimitrova 2021-01-11
EcoDesign and Sustainability I - Yusuke
Kishita 2020-11-02
This book highlights cutting-edge ecodesign
research, covering product and service design,
smart manufacturing, and social perspectives in
ecodesign. Featuring selected papers presented
at EcoDesign 2019: 11th International
Symposium on Environmentally Conscious
Design and Inverse Manufacturing, it also
includes diverse, interdisciplinary approaches to
foster ecodesign research and activities. In the
context of Sustainable Development Goals
(SDGs), it addresses the need for the
manufacturing industry to design innovations for
sustainable value creation, taking into account
technological developments, legislation, and
consumer lifestyles. Further, the book discusses
the concept of circular economy, which
originated in Europe and aims to increase
resource efficiency by shifting away from the
linear economy. Focusing on product life cycle
design and management, smart manufacturing,
circular economy, and business strategies, and
providing useful approaches and solutions to
these emerging concepts, this book is intended
for both researchers and practitioners working
in the broad field of ecodesign and
sustainability.
Persuasive Technology - B.J. Fogg 2003
An overview of the study of "captology"--the
study of computers as persuasive technologies-examines the integration of behavior altering
techniques and information technology.
Webs of Influence - Nathalie Nahai 2012-12-14
As legions of businesses scramble to set up
virtual-shop, we face an unprecedented level of
competition to win over and keep new customers
online. At the forefront of this battleground is
your ability to connect with your customers,
nurture your relationships and understand the
psychology behind what makes them click. In
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Downloaded from ricg.com on by guest

this book The Web Psychologist, Nathalie Nahai,
expertly draws from the worlds of psychology,
neuroscience and behavioural economics to
bring you the latest developments, cutting edge
techniques and fascinating insights that will lead
to online success. Webs of Influence delivers the
tools you need to develop a compelling,
influential and profitable online strategy which
will catapult your business to the next level –
with dazzling results.
Playful User Interfaces - Anton Nijholt
2014-02-17
The book is about user interfaces to applications
that have been designed for social and physical
interaction. The interfaces are ‘playful’, that is,
users feel challenged to engage in social and
physical interaction because that will be fun. The
topics that will be present in this book are
interactive playgrounds, urban games using
mobiles, sensor-equipped environments for
playing, child-computer interaction, tangible
game interfaces, interactive tabletop technology
and applications, full-body interaction, exertion
games, persuasion, engagement, evaluation and
user experience. Readers of the book will not
only get a survey of state-of-the-art research in
these areas, but the chapters in this book will
also provide a vision of the future where playful
interfaces will be ubiquitous, that is, present and
integrated in home, office, recreational, sports
and urban environments, emphasizing that in
the future in these environments game elements
will be integrated and welcomed.
HCI in Games: Experience Design and Game
Mechanics - Xiaowen Fang 2021-07-03
This two-volume set LNCS 12789 and 12790
constitutes the refereed proceedings of the Third
International Conference on HCI in Games, HCIGames 2021, held as part of the 23rd
International Conference, HCI International
2021, which took place in July 2021. Due to
COVID-19 pandemic the conference was held
virtually. The total of 1276 papers and 241
posters included in the 39 HCII 2021
proceedings volumes was carefully reviewed and
selected from 5222 submissions. The papers of
HCI-Games 2021, Part I, are organized in topical
sections named: Experience Design in Games;
User Engagement and Game Impact; Game
Mechanics.
Persuasive Technology: Development and
a-behavior-model-for-persuasive-design-bj-fogg

Implementation of Personalized Technologies to
Change Attitudes and Behaviors - Peter W. de
Vries 2017-03-13
This book constitutes the refereed proceedings
of the 12th International Conference on
Persuasive Technology, PERSUASIVE 2017, held
in Amsterdam, The Netherlands, in April 2017.
The 23 revised full papers presented were
carefully reviewed and selected from 85
submissions. The papers are grouped in topical
sections on health(care), monitoring, and
coaching; personality, personalization, and
persuasion; motivations, facilitators, and
barriers; design principles and strategies.
HCI International 2016 – Posters' Extended
Abstracts - Constantine Stephanidis 2016-07-04
This is the first volume of the two-volume set
(CCIS 617 and CCIS 618) that contains extended
abstracts of the posters presented during the
18th International Conference on HumanComputer Interaction, HCII 2016, held in
Toronto, Canada, in July 2016. The total of 1287
papers and 186 posters presented at the HCII
2016 conferences was carefully reviewed and
selected from 4354 submissions. These papers
address the latest research and development
efforts and highlight the human aspects of
design and use of computing systems. The
papers thoroughly cover the entire field of
Human-Computer Interaction, addressing major
advances in knowledge and effective use of
computers in a variety of application areas. The
papers included in this volume are organized in
the following topical sections: design thinking,
education and expertise; design and evaluation
methods, techniques and tools; cognitive issues
in HCI; information presentation and
visualization; interaction design; design for older
users; usable security and privacy; human
modeling and ergonomics.
Design, User Experience, and Usability:
Design for Emotion, Well-being and Health,
Learning, and Culture - Marcelo M. Soares
2022-06-16
This book constitutes the refereed proceedings
of the 11th International Conference on Design,
User Experience, and Usability, DUXU 2022,
held as part of the 23rd International
Conference, HCI International 2022, which was
held virtually in June/July 2022. The total of 1271
papers and 275 posters included in the HCII
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2022 proceedings was carefully reviewed and
selected from 5487 submissions. The DUXU
2022 proceedings comprise three volumes; they
were organized in the following topical sections:
Part I: Processes, Methods, and Tools for UX
Design and Evaluation; User Requirements,
Preferences, and UX Influential Factors;
Usability, Acceptance, and User Experience
Assessment. Part II: Emotion, Motivation, and
Persuasion Design; Design for Well-being and
Health.- Learning Experience Design;
Globalization, Localization, and Culture Issues.
Part III: Design Thinking and Philosophy; DUXU
Case Studies; Design and User Experience in
Emerging Technologies.
Advances in Usability and User Experience Tareq Ahram 2019-06-12
This book focuses on emerging issues in
usability, interface design, human–computer
interaction, user experience and assistive
technology. It highlights research aimed at
understanding human interaction with products,
services and systems, and focuses on finding
effective approaches for improving user
experience. It also discusses key issues in
designing and providing assistive devices and
services to individuals with disabilities or
impairment, to assist mobility, communication,
positioning, environmental control and daily
living. The book covers modelling as well as
innovative design concepts, with a special
emphasis on user-centered design, and design
for specific populations, particularly the elderly.
Virtual reality, digital environments, heuristic
evaluation and forms of device interface
feedback of (e.g. visual and haptic) are also
among the topics covered. Based on the both the
AHFE 2019 Conference on Usability & User
Experience and the AHFE 2019 Conference on
Human Factors and Assistive Technology, held
on July 24-28, 2019, Washington D.C., USA, this
book reports on cutting-edge findings, research
methods and user-centred evaluation
approaches.
Informatics for Health: Connected Citizen-Led
Wellness and Population Health - R. Randell
2017-05-30
Over recent years there has been major
investment in research infrastructure to harness
the potential of routinely collected health data.
In 2013, The Farr Institute for Health
a-behavior-model-for-persuasive-design-bj-fogg

Informatics Research was established in the UK,
undertaking health informatics research to
enhance patient and public health by the
analysis of data from multiple sources and
unleashing the value of vast sources of clinical,
biological, population and environmental data
for public benefit. The Medical Informatics
Europe (MIE) conference is already established
as a key event in the calendar of the European
Federation of Medical Informatics (EFMI); The
Farr Institute has been establishing a conference
series. For 2017, the decision was made to
combine the power and established reputational
excellence of EFMI with the emerging and
innovative research of The Farr Institute
community to create ‘Informatics for Health
2017’, a joint conference that creates a scientific
forum allowing these two communities to share
knowledge, insights and experience, advance
cross-disciplinary thinking, and stimulate
creativity. This book presents the 116 full papers
presented at that conference, held in
Manchester, UK in April 2017. The papers are
grouped under five headings: connected and
digital health; health data science; human,
organisational, and social aspects; knowledge
management; and quality, safety, and patient
outcomes, and the book will be of interest to all
those whose work involves the analysis and use
of data to support more effective delivery of
healthcare.
Multigenerational Online Behavior and Media
Use: Concepts, Methodologies, Tools, and
Applications - Management Association,
Information Resources 2019-02-01
The rapid evolution of technology continuously
changes the way people interact, work, and
learn. By examining these advances from a
sociological perspective, researchers can further
understand the impact of cyberspace on human
behavior, interaction, and cognition.
Multigenerational Online Behavior and Media
Use: Concepts, Methodologies, Tools, and
Applications is a vital reference source covering
the impact of social networking platforms on a
variety of relationships, including those between
individuals, governments, citizens, businesses,
and consumers. The publication also highlights
the negative behavioral, physical, and mental
effects of increased online usage and screen
time such as mental health issues, internet
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addiction, and body image. Showcasing a range
of topics including online dating, smartphone
dependency, and cyberbullying, this multivolume book is ideally designed for sociologists,
psychologists, computer scientists, engineers,
communication specialists, academicians,
researchers, and graduate-level students
seeking current research on media usage and its
behavioral effects.
Persuasive Technology - Alexander
Meschtscherjakov 2016-03-22
This book constitutes the refereed proceedings
of the 11th International Conference on
Persuasive Technology, PERSUASIVE 2016, held
in Salzburg, Austria, in April 2016. The 27
revised full papers and 3 revised short papers
presented were carefully reviewed and selected
from 73 submissions. The papers are grouped in
topical sections on individual differences,
theoretical reflections, prevention and
motivation, methods and models, games and
gamification, interventions for behavior change,
and design strategies and techniques.
Design for Behaviour Change - Kristina
Niedderer 2017-08-23
Design impacts every part of our lives. The
design of products and services influences the
way we go about our daily activities and it is
hard to imagine any activity in our daily lives
that is not dependent on design in some
capacity. Clothing, mobile phones, computers,
cars, tools and kitchenware all enable and hold
in place everyday practices. Despite design’s
omnipresence, the understanding of how design
may facilitate desirable behaviours is still
fragmented, with limited frameworks and
examples of how design can effect change in
professional and public contexts. This text
presents an overview of current approaches
dedicated to understanding how design may be
used intentionally to make changes to improve a
range of problematic social and environmental
issues. It offers a cross-disciplinary and crosssectoral overview of different academic theories
adopted and applied to design for behaviour
change. The aim of the volume is twofold: firstly,
to provide an overview of existing design models
that integrate theories of change from differing
scientific backgrounds; secondly, to offer an
overview of application of key design for
behaviour change approaches as used across
a-behavior-model-for-persuasive-design-bj-fogg

case studies in different sectors, such as design
for health and wellbeing, sustainability, safety,
design against crime and social design. Design
for Behaviour Change will appeal to designers,
design students and practitioners of behavioural
change.
Design, User Experience, and Usability: Novel
User Experiences - Aaron Marcus 2016-07-04
The three-volume set LNCS 9746, 9747, and
9748 constitutes the proceedings of the 5th
International Conference on Design, User
Experience, and Usability, DUXU 2016, held as
part of the 18th International Conference on
Human-Computer Interaction, HCII 2016, in
Toronto, Canada, in July 2016, jointly with 13
other thematically similar conferences. The total
of 1287 papers presented at the HCII 2016
conferences were carefully reviewed and
selected from 4354 submissions. These papers
address the latest research and development
efforts and highlight the human aspects of
design and use of computing systems. The
papers accepted for presentation thoroughly
cover the entire field of Human-Computer
Interaction, addressing major advances in
knowledge and effective use of computers in a
variety of application areas. The total of 157
contributions included in the DUXU proceedings
were carefully reviewed and selected for
inclusion in this three-volume set. The 67 papers
included in this volume are organized in topical
sections on emotion, motivation, and persuasion
design; DUXU in learning and education; games
and gamification; culture, language and DUXU;
DUXU for social innovation and sustainability;
usability and user experience studies.
Current and Emerging mHealth Technologies Emre Sezgin 2018-04-25
The promise and prospects for mobile
technologies in healthcare service
delivery—particularly as experienced by patients
and other users—are the focus of this forwardlooking volume. Its detailed sociotechnical
perspective takes in factors influencing patient
and provider adoption of technological advances,
in addition to the well-known cost and
accessibility advantages. Enlightening reports
show mobile health technologies in multiple
contexts as an impetus for behavioral change, a
means of monitoring health changes, a growing
trend in service delivery, and an emerging
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health frontier worldwide. Together, these
chapters point to the continued expansion—and
global reach—of mobile technology in the next
stage of healthcare services. Included in the
coverage: Behavior change techniques used in
mobile applications targeting physical activity: a
systematic review Mobile health integration in
pregnancy Unintended users, uses, and
consequences of mobile weight loss apps: using
eating disorders as a case study Intention vs.
perception: understanding the differences in
physicians’ attitudes towards mobile health
applications HealthGuide: a personalized mobile
patient guidance system Adoption of sensors in
mobile health Current and Emerging mHealth
Technologies is salient reading for researchers
interested in mobile health development and
implementation as well as technology adoption,
and mobile health system developers and
managers who are interested in the implications
of mobile health use by patients and/or
healthcare professionals. It can also be used for
courses in technology adoption and health
technologies.
Ergonomics in Design - Francisco Rebelo
2022-07-24
Ergonomics in Design Proceedings of the 13th
International Conference on Applied Human
Factors and Ergonomics (AHFE 2022), July
24–28, 2022, New York, USA
Exploring the Abyss of Inequalities - Kristina
Eriksson-Backa 2012-08-09
This book constitutes the refereed proceedings
of the 4th International Conference on WellBeing in the Information Society, WIS 2012, held
in Turku, Finland, in August 2012. The 13
revised full papers presented were carefully
reviewed and selected from numerous
submissions. The papers are organized in topical
sections on e-health; measuring and
documenting health and well-being; empowering
and educating citizens for healthy living and
equal opportunities; governance for health; safe
and secure cities; information society as a
challenge and a possibility for aged people.
Research into Design for Communities,
Volume 2 - Amaresh Chakrabarti 2017-04-13
This book showcases cutting-edge research
papers from the 6th International Conference on
Research into Design (ICoRD 2017) – the largest
in India in this area – written by eminent
a-behavior-model-for-persuasive-design-bj-fogg

researchers from across the world on design
process, technologies, methods and tools, and
their impact on innovation, for supporting design
for communities. While design traditionally
focused on the development of products for the
individual, the emerging consensus on working
towards a more sustainable world demands
greater attention to designing for and with
communities, so as to promote their sustenance
and harmony - within each community and
across communities. The special features of the
book are the insights into the product and
system innovation process, and the host of
methods and tools from all major areas of design
research for the enhancement of the innovation
process. The main benefit of the book for
researchers in various areas of design and
innovation are access to the latest quality
research in this area, with the largest collection
of research from India. For practitioners and
educators, it is exposure to an empirically
validated suite of theories, models, methods and
tools that can be taught and practiced for
design-led innovation. The contents of this
volume will be of use to researchers and
professionals working in the areas on industrial
design, manufacturing, consumer goods, and
industrial management.
Behavior Change Research and Theory - Linda
Little 2016-11-11
Behavior Change Research and Theory:
Psychological and Technological Perspectives
provides a unified account of behavior change
theories and broad coverage of application
domains and best practices. From a
psychological and human-computer interaction
perspective, the book puts a strong emphasis on
the psychological foundations of behavior
change, and explores the relationship between
technology and behavior change. It will cover
the major behavior change theories: planned
behavior; health belief model; protection
motivation; transtheoretical; and more recent
approaches to behavior change like Nudge, and
Mindspace. The section on health research and
behavior change will cover interventions like
diet and fitness, mental health, smoking
cessation, and diabetes management. Topics
also include financial and security research, and
behavior change in relation to financial and
other forms of sensitive information (passwords,
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phishing, and financial transactions). The last
section will highlight the challenges and
opportunities afforded by the increasing use of
mobile technology with respect to the design of
programs and apps aimed at facilitating
behavior change and the role of social media.
Provides case studies of key theoretical models
of behavior change Evaluates the success of key
theories Details cost/benefit analyses of each
particular approach Includes techniques such as
implementation intentions, self-affirmation,
feedback, and social support Offers practical
consideration of the impact of technology and
design Delves into sustainability issues such as
recycling and energy reduction Highlights future
directions for research
Persuasive Technology - Raian Ali 2021-06-22
This book constitutes the refereed postconference proceedings of the 16th International
Conference on Persuasive Technology,
PERSUASIVE 2021, held as a virtual event, in
April 2021. The 17 full papers presented in this
book together with 8 short papers were carefully
reviewed and selected from 67 submissions. The
papers are grouped in topical sections as
follows: persuasive affective technology; digital
marketing, ecommerce, etourism and smart
ecosystems; and persuasion and education.
Designing for Behavior Change - Stephen
Wendel 2013-11-05
A new wave of products is helping people
change their behavior and daily routines,
whether it’s exercising more (Jawbone Up),
taking control of their finances (HelloWallet), or
organizing their email (Mailbox). This practical
guide shows you how to design these types of
products for users seeking to take action and
achieve specific goals. Stephen Wendel,
HelloWallet’s head researcher, takes you stepby-step through the process of applying
behavioral economics and psychology to the
practical problems of product design and
development. Using a combination of lean and
agile development methods, you’ll learn a simple
iterative approach for identifying target users
and behaviors, building the product, and
gauging its effectiveness. Discover how to create
easy-to-use products to help people make
positive changes. Learn the three main
strategies to help people change behavior
Identify your target audience and the behaviors
a-behavior-model-for-persuasive-design-bj-fogg

they seek to change Extract user stories and
identify obstacles to behavior change Develop
effective interface designs that are enjoyable to
use Measure your product’s impact and learn
ways to improve it Use practical examples from
products like Nest, Fitbit, and Opower
Persuasive Technology - Shlomo Berkovsky
2013-03-15
This book constitutes the refereed proceedings
of the 8th International Conference on
Persuasive Technology, PERSUASIVE 2013, held
in Sydney, NSW, Australia, in April 2013. The 16
revised full papers and 12 revised short papers
presented were carefully reviewed and selected
from 47 submissions. The papers address not
only typical persuasive domains like health and
environment, but also cover emerging research
topics, such as data safety and evaluation of
persuasive technologies.
Distributed, Ambient and Pervasive Interactions.
Smart Environments, Ecosystems, and Cities Norbert A. Streitz 2022-06-16
The two-volume set, LNCS 13325 and 13326, are
conference proceedings that constitutes the
refereed proceedings of the 10th International
Conference on Distributed, Ambient and
Pervasive Interactions, DAPI 2022, held as part
of the 24th International Conference, HCI
International 2022, which took place during
June-July 2022. The conference was held
virtually due to the COVID-19 pandemic. The 58
papers of DAPI 2022 are organized in topical
sections named for each volume: Part I: User
Experience and Interaction Design for Smart
Ecosystems; Smart Cities, Smart Islands, and
Intelligent Urban Living; Smart Artifacts in
Smart Environments; and Opportunities and
Challenges for the Near Future Smart
Environments Part II: Smart Living in Pervasive
IoT Ecosystems; Distributed, Ambient, and
Pervasive Education and Learning; Distributed,
Ambient, and Pervasive Well-being and
Healthcare; and Smart Creativity and Art.
Persuasive Technology - Thomas Ploug
2010-06-07
This book constitutes the proceedings of the 5th
International Conference on Persuasive
Technology, PERSUASIVE 2010, held in
Copenhagen Denmark in June 2010. The 25
papers presented were carefully reviewed and
selected from 80 submissions. In addition three
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keynote papers are included in this volume. The
topics covered are emotions and user
experience, ambient persuasive systems,

a-behavior-model-for-persuasive-design-bj-fogg

persuasive design, persuasion profiles, designing
for health, psychology of persuasion, embodied
and conversational agents, economic incentives,
and future directions for persuasive technology.
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