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Cases on the Societal Effects of Persuasive Games Oct 22 2021 "This book
investigates the connection between multimedia technologies and gamebased learning for an improved understanding of the impact and effectiveness
of serious games in modern societies, offering examples from the fields of
education, business, healthcare, and more"--Provided by publisher.
Persuasion Strategies and Message Design in Family Planning Feb 11 2021
Intelligent Information and Database Systems Jan 13 2021 The two-volume
set LNAI 7802 and LNAI 7803 constitutes the refereed proceedings of the
5th Asian Conference on Intelligent Information and Database Systems,
ACIIDS 2013, held in Kuala Lumpur, Malaysia in March 2013. The 108
revised papers presented were carefully reviewed and selected from
numerous submissions. The papers included are grouped into topical sections
on: innovations in intelligent computation and applications; intelligent
database systems; intelligent information systems; tools and applications;
intelligent recommender systems; multiple modal approach to machine
learning; engineering knowledge and semantic systems; computational
biology and bioinformatics; computational intelligence; modeling and
optimization techniques in information systems, database systems and
industrial systems; intelligent supply chains; applied data mining for semantic
Web; semantic Web and ontology; integration of information systems; and
conceptual modeling in advanced database systems.
Persuasive Technology Jun 17 2021 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.

Can I Change Your Mind? Jul 27 2019 These days, we all need the ability
to argue a case effectively in writing. Drawing on his long experience as a
leading copywriter, Lindsay Camp shows how it's done-whether the 'end
product' is a glossy magazine ad, a new business proposal, a page for the
company website, or just a hasty email to your boss. Engaging, entertaining
and-as you'd expect-highly persuasive, Can I Change Your Mind? will
change the way you think about the words you use for ever. 'This is a
cunning, masterly and hugely readable book. You'll learn at least as much
from how he writes as from what he writes about-and that's saying a great
deal.' Jeremy Bullmore (columnist for Campaign, Management Today and
The Guardian) 'I hope it's read by every marketing manager, sales director,
customer relations officer and chief executive in the land.' Jeremy Bullmore
'A masterpiece in persuasive writing.' Management Today, (September 2007)
Killer UX Design Jun 25 2019 Today, technology is used to shift, sway and
change attitudes and behavior. This creates amazing opportunities and
challenges for designers. If we want to create products and services that have
the power to educate people so they may live better lives, or help to reduce
the time people take to do certain tasks, we first need an understanding of
how these people think and work - what makes them "tick" The premise of
this book is the need to understand how people "behave"; their habits,
motivators and drivers, as a critical way to better understand what a great
customer experience for your audience looks like, facilitating better design
decisions. The book will lead you from understanding behavior, to extracting
customer insights that can launch you into the design of something that
makes a difference to people's lives - all presented in a fun, practical and nonacademic way.
Mobile Persuasion Design Nov 03 2022 Mobile Persuasion Design presents
ten conceptual design projects (or ‘Machines’) for new mobile application's
(smartphone or tablet with Web portals) that combine theories of persuasion
and information design to change people’s behaviour. Areas such as the
environment, health, learning and happiness are explored, looking at ways of
marrying people’s wants and needs to make simple, usable and desirable
mobile applications. A user-centred design approach has been used, adopting
user experience (UX) methods, in-depth case studies and market analysis to
see what a modern user needs from their mobile application. By applying
concepts like persuasion theory and information architecture, try to find ways
to satisfy these needs and positively change their user habits. In 2011, the
Green, Health, and Money Machines won design awards in an international

competition hosted by the International Institute for Information Design,
Vienna.
Persuasive Technology May 05 2020 Can computers change what you think
and do? Can they motivate you to stop smoking, persuade you to buy
insurance, or convince you to join the Army? "Yes, they can," says Dr. B.J.
Fogg, director of the Persuasive Technology Lab at Stanford University.
Fogg has coined the phrase "Captology"(an acronym for computers as
persuasive technologies) to capture the domain of research, design, and
applications of persuasive computers.In this thought-provoking book, based
on nine years of research in captology, Dr. Fogg reveals how Web sites,
software applications, and mobile devices can be used to change people's
attitudes and behavior. Technology designers, marketers, researchers,
consumers—anyone who wants to leverage or simply understand the
persuasive power of interactive technology—will appreciate the compelling
insights and illuminating examples found inside. Persuasive technology can
be controversial—and it should be. Who will wield this power of digital
influence? And to what end? Now is the time to survey the issues and explore
the principles of persuasive technology, and B.J. Fogg has written this book
to be your guide. * Filled with key term definitions in persuasive computing
*Provides frameworks for understanding this domain *Describes real
examples of persuasive technologies
Social Computing in Digital Education Jun 05 2020 This book constitutes
the refereed proceedings of the First International Workshop, SOCIALEDU
2015, held in Stanford, CA, USA, in August 2015. The workshop aimed to
discuss computational models of social computing applied to Digital
Education. The 9 revised full papers presented were carefully reviewed and
selected from 12 submissions. The papers address issues such as novel data
mining and machine learning for social intelligence in digital education.Social modelling and simulation to investigate social behaviours, emotional
intelligence, influence processes and other social aspects that may influence
learning performance in an educational environment.- Smart environments
and interactive systems of social computing in digital education.- Analysis of
social media and media intelligence in digital education.- Mobile social
gaming in digital education.- The utilization of mobile and wearable
technology in social systems in digital education, and others.
Advances in Human Factors in Training, Education, and Learning
Sciences Oct 29 2019 Advances in Human Factors in Training, Education,
and Learning Sciences Proceedings of the 13th International Conference on

Applied Human Factors and Ergonomics (AHFE 2022), July 24–28, 2022,
New York, USA
Supporting Users in Password Authentication with Persuasive Design Jan 25
2022 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 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 real-world 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. 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 emoji-passwords 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.
Public Health and Welfare: Concepts, Methodologies, Tools, and
Applications Apr 03 2020 The prevention and treatment of diseases is a
primary concern for any nation in modern society. To maintain an effective
public health system, procedures and infrastructure must be analyzed and
enhanced accordingly. Public Health and Welfare: Concepts, Methodologies,
Tools, and Applications provides a comprehensive overview of the latest
research perspectives on public health initiatives and promotion efforts.
Highlighting critical analyses and emerging innovations on an international
scale, this book is a pivotal reference source for professionals, researchers,
academics, practitioners, and students interested in the improvement of public
health infrastructures.
P5 eHealth: An Agenda for the Health Technologies of the Future Jan 01
2020 This open access volume focuses on the development of a P5 eHealth,
or better, a methodological resource for developing the health technologies of
the future, based on patients’ personal characteristics and needs as the
fundamental guidelines for design. It provides practical guidelines and
evidence based examples on how to design, implement, use and elevate new
technologies for healthcare to support the management of incurable, chronic
conditions. The volume further discusses the criticalities of eHealth, why it is
difficult to employ eHealth from an organizational point of view or why
patients do not always accept the technology, and how eHealth interventions
can be improved in the future. By dealing with the state-of-the-art in eHealth
technologies, this volume is of great interest to researchers in the field of
physical and mental healthcare, psychologists, stakeholders and policymakers
as well as technology developers working in the healthcare sector.
Persuasion Sep 28 2019 Persuasion: Theory and Research, Third Edition is a
comprehensive overview of social-scientific theory and research on
persuasion. Written in a clear and accessible style that assumes no special
technical background in research methods, the Third Edition has been

thoroughly revised to reflect developments in persuasion studies. New
discussions of subjects such as reactance and the use of narratives as vehicles
for persuasion, revised treatments of the theories of reasoned action and
planned behavior, and two new chapters on social judgment theory and stage
models provide your students with the most current work on persuasion in a
clear, straightforward manner. In this edition, author Daniel J. O'Keefe has
given special attention to the importance of adapting (tailoring) messages to
audiences to maximize persuasiveness. Each chapter has a set of review
questions to guide students through the chapter’s material and quickly master
the concepts being introduced.
Persuasive Technology Feb 23 2022 This book constitutes the thoroughly
refereed post-proceedings of the Second International Conference on
Persuasive Technology for Human Well-Being, PERSUASIVE 2007, held in
Palo Alto, CA, USA, in April 2007. The 37 revised full papers presented
were carefully reviewed and selected from numerous submissions for
inclusion in the book. The papers are organized in topical sections and cover
a broad range of subjects.
Persuasive Technology Sep 01 2022 An overview of the study of
"captology"--the study of computers as persuasive technologies--examines
the integration of behavior altering techniques and information technology.
Managing Public Services - Implementing Changes Mar 03 2020 The
work of a manager in a service organisation is not the same as the work of a
manager in an organisation that manufactures goods. Managing Public
Services, Implementing Changes – A Thoughtful Approach 2e, is for students
and managers who intend to work in a service organisation whether it is
owned publicly of privately. This book concentrates on how managers can
change things for the better and explains ‘why’ as well as ‘how’. The second
edition has been fully updated to address challenges facing public services
with new material on managing cuts, managing risk, managing innovation,
producing funding applications, Lean Management and process review. A
new chapter on managing social enterprise and generating social capital has
also been added. This text is both solidly practical and theoretically
challenging and is supported by strong pedagogical features including: case
studies and illustrative vignettes from public service managers working in
Europe, Asia, Australia and the US; exercises and review questions. Students
will develop learning skills that enable them to transfer their learning from
one situation to another and thinking skills that enable them adapt the way
that they apply their learning as circumstances change. This comprehensive

text has been specifically designed and developed to meet the needs of
students studying public services management at undergraduate and
postgraduate level. It allows the reader to develop transferable skills in
thinking and learning as they work through the book and gives greater
awareness of the benefits of continuous learning for staff and managers.
Human-Computer Interaction. Interaction in Context May 17 2021 The 3
volume-set LNCS 10901, 10902 + 10903 constitutes the refereed proceedings
of the 20th International Conference on Human-Computer Interaction, HCI
2018, which took place in Las Vegas, Nevada, in July 2018. The total of 1171
papers and 160 posters included in the 30 HCII 2018 proceedings volumes
was carefully reviewed and selected from 4346 submissions. HCI 2018
includes a total of 145 papers; they were organized in topical sections named:
Part I: HCI theories, methods and tools; perception and psychological issues
in HCI; emotion and attention recognition; security, privacy and ethics in
HCI. Part II: HCI in medicine; HCI for health and wellbeing; HCI in cultural
heritage; HCI in complex environments; mobile and wearable HCI. Part III:
input techniques and devices; speech-based interfaces and chatbots; gesture,
motion and eye-tracking based interaction; games and gamification.
HCI International 2016 – Posters' Extended Abstracts Mar 27 2022 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 Human-Computer 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 HumanComputer 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.
Die Relevanz der Theorie der kognitiven Dissonanz für das MessageDesign nach Moffitt bezüglich der Persuasion Aug 08 2020 Bachelorarbeit
aus dem Jahr 2010 im Fachbereich Medien / Kommunikation - Public
Relations, Werbung, Marketing, Social Media, Note: 1.5, ZHAW - Zürcher

Hochschule für angewandte Wissenschaften (Institut für Angewandte
Medienwissenschaft), Sprache: Deutsch, Abstract: In dieser Arbeit wurde das
aktuelle Wissen um die Entstehung und die Reduktion von kognitiver
Dissonanz vertieft daraufhin untersucht, ob, und wenn ja, welche
Vorhersagen damit bezüglich der Persuasivität von
Kommunikationsbeiträgen im Sinne Moffitt's, gemacht werden können. Die
Resultate wurden für das Message-Design-Verfahren nach Moffitt
anschlussfähig gemacht werden, um schliesslich für den Berufspraktiker, der
nach diesem oder ähnlichen Verfahren vorgeht, konkrete handlungsleitende
Strategien abzuleiten, mit denen die Persuasivität von Messages gesteuert
werden kann. Die in Moffitt's Verfahren der Theorie der kognitiven
Dissonanz zugeschriebene Funktion wurde dazu vorher analysiert und
überprüft. Forschungsleitende Fragen waren demnach: Welche
Kommunikationswirkungen erklärt Moffitt mit der Theorie der kognitiven
Dissonanz? Welche weiteren Effekte bezüglich der Persuasivität von
Mitteilungen können mit der Theorie der kognitiven Dissonanz und den
darauf gründenden aktuellen Forschungsergebnissen erklärt und vorausgesagt
werden? Wie und an welchen Prozessschritten kann der Berufspraktiker, der
mit dem Moffitt'schen oder ähnlichen Verfahren vorgeht, diese Effekte
steuern? Im Hauptteil der Arbeit wird erörtert, welche Einflüsse kognitive
Dissonanz -Prozesse auf die Perusasionsfunktion von Kampagnenmessages
haben können und es wird fallweise gleichzeitig dargelegt, wie diese im
Message-Design-Verfahren nach Moffitt strategisch und operativ
berücksichtigt werden können. Die Strukturierung der Ergebnisse erfolgt
aufgrund von einzelnen miteinander verwandten Forschungsparadigmen und
Hypothesen der Theorie der kognitiven Dissonanz.
10th European Conference on Games Based Learning Nov 30 2019
Making Smart Cities More Playable Mar 15 2021 This book explores the
ways in which the broad range of technologies that make up the smart city
infrastructure can be harnessed to incorporate more playfulness into the dayto-day activities that take place within smart cities, making them not only
more efficient but also more enjoyable for the people who live and work
within their confines. The book addresses various topics that will be of
interest to playable cities stakeholders, including the human–computer
interaction and game designer communities, computer scientists researching
sensor and actuator technology in public spaces, urban designers, and
(hopefully) urban policymakers. This is a follow-up to another book on
Playable Cities edited by Anton Nijholt and published in 2017 in the same

book series, Gaming Media and Social Effects.
Handbook of Research on Holistic Perspectives in Gamification for Clinical
Practice Sep 08 2020 Over the past decade, the healthcare industry has
adopted games as a powerful tool for promoting personal health and wellness.
Utilizing principles of gamification to engage patients with positive
reinforcement, these games promote stronger attention to clinical and selfcare guidelines, and offer exciting possibilities for primary prevention.
Targeting an audience of academics, researchers, practitioners, healthcare
professionals, and even patients, the Handbook of Research on Holistic
Perspectives in Gamification for Clinical Practices reviews current studies
and empirical evidence, highlights critical principles of gamification, and
fosters the increasing application of games at the practical, clinical level.
Persuasive Technology: Design for Health and Safety Jun 29 2022 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.
The UX Book Jul 19 2021 The UX Book: Process and Guidelines for
Ensuring a Quality User Experience aims to help readers learn how to create
and refine interaction designs that ensure a quality user experience (UX). The
book seeks to expand the concept of traditional usability to a broader notion
of user experience; to provide a hands-on, practical guide to best practices
and established principles in a UX lifecycle; and to describe a pragmatic
process for managing the overall development effort. The book provides an
iterative and evaluation-centered UX lifecycle template, called the Wheel, for
interaction design. Key concepts discussed include contextual inquiry and
analysis; extracting interaction design requirements; constructing designinforming models; design production; UX goals, metrics, and targets;
prototyping; UX evaluation; the interaction cycle and the user action
framework; and UX design guidelines. This book will be useful to anyone
interested in learning more about creating interaction designs to ensure a
quality user experience. These include interaction designers, graphic
designers, usability analysts, software engineers, programmers, systems
analysts, software quality-assurance specialists, human factors engineers,
cognitive psychologists, cosmic psychics, trainers, technical writers,
documentation specialists, marketing personnel, and project managers. A

very broad approach to user experience through its components—usability,
usefulness, and emotional impact with special attention to lightweight
methods such as rapid UX evaluation techniques and an agile UX
development process Universal applicability of processes, principles, and
guidelines—not just for GUIs and the Web, but for all kinds of interaction
and devices: embodied interaction, mobile devices, ATMs, refrigerators, and
elevator controls, and even highway signage Extensive design guidelines
applied in the context of the various kinds of affordances necessary to support
all aspects of interaction Real-world stories and contributions from
accomplished UX practitioners A practical guide to best practices and
established principles in UX A lifecycle template that can be instantiated and
tailored to a given project, for a given type of system development, on a
given budget
Persuasive Technology Aug 20 2021 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 keynote papers are included in this volume. The topics
covered are emotions and user experience, ambient persuasive systems,
persuasive design, persuasion profiles, designing for health, psychology of
persuasion, embodied and conversational agents, economic incentives, and
future directions for persuasive technology.
Encyclopedia of Information Science and Technology, Fourth Edition Nov 10
2020 In recent years, our world has experienced a profound shift and
progression in available computing and knowledge sharing innovations.
These emerging advancements have developed at a rapid pace, disseminating
into and affecting numerous aspects of contemporary society. This has
created a pivotal need for an innovative compendium encompassing the latest
trends, concepts, and issues surrounding this relevant discipline area. During
the past 15 years, the Encyclopedia of Information Science and Technology
has become recognized as one of the landmark sources of the latest
knowledge and discoveries in this discipline. The Encyclopedia of
Information Science and Technology, Fourth Edition is a 10-volume set
which includes 705 original and previously unpublished research articles
covering a full range of perspectives, applications, and techniques contributed
by thousands of experts and researchers from around the globe. This
authoritative encyclopedia is an all-encompassing, well-established reference
source that is ideally designed to disseminate the most forward-thinking and

diverse research findings. With critical perspectives on the impact of
information science management and new technologies in modern settings,
including but not limited to computer science, education, healthcare,
government, engineering, business, and natural and physical sciences, it is a
pivotal and relevant source of knowledge that will benefit every professional
within the field of information science and technology and is an invaluable
addition to every academic and corporate library.
Feedback, Persuasion and Attitude Change Oct 10 2020 The relatively recent
popularity of the science of cybernetics, feedback and control, was the
impetus for this research The study experimentally explored the effects of
attitude congruent and attitude discrepant oral persuasive messages on the
feedback responses and attitudes of receivers in a dyadic, interpersonal
communication environment. As such, the study was grounded in three major
theoretical rationales: in cybernetics and feedback theory as they apply to
both the machine and to human communication, in attitude theory, especially
the social judgment-involvment approach and techniques of active versus
passive participation in the persuasion process, and in interpersonal and
group communication theories A two by three factorial design was used to
test a number of experimental hypotheses. The design, classified as a pretestpostest, control group design, included two levels of a message, pro and con,
and three levels of pre-message attitudes of receivers, pro, neutral and con.
Subjects in the experiment were confronted with one of two confederatesources who delivered the message interpersonally and Ss were encouraged
to feed back to the source of the communication Dependent variables
included verbal, non-verbal, and total amounts of feedback, attitude change
toward the message and attitude toward the source of the message on two
factor analyzed dimensions Two sets of two observer-judges were used to
measure the dependent variables of verbal and non-verbal feedback The
experimental design was doubly balanced for sex of receivers and for
confederate-sources. Finally, the entire design was repeated using subJects
who merely heard tape recorded messages and completed the dependent
variables on attitude in order to experimentally explore the active versus
passive participation techniques. Major conclusions of the study included the
findings that verbal behavior was a more facilitative indicator of feedback
response than non-verbal behavior and that more reliable and valid measures
of non-verbal behavior are needed. Major conclusions of the study included
the findings that verbal behavior was a more facilitative indicator of feedback
response than non-verbal behavior and that more reliable and valid measures

of non-verbal behavior are needed. The study also concluded that the
cybernetic-feedback model can be useful in predicting human behavior in an
interpersonal persuasive environment. Receivers exposed to attitude
congruent messages responded with more positive and less negative feedback
while those exposed to attitude discrepant messages responded with more
negative and less positive feedback. Neutrals behaved differently than either
congruent or discrepant receivers. Sex of the receiver did not, by itself,
differentially affect feedback or attitude response, but sex, linked with premessage attitude and the direction of the message, was more useful in
predicting responses. Finally, the study found that use of live confederatesources, while more inconvenient to the experimenter, was helpful in
increasing generalizeability when compared to tape recorded sessions. Tape
recording messages appeared to increase demand characteristics for the
subjects. Thus it was concluded that further research into the processes of
persuasion and communication in the dyad would be more valuable than
studying crowd phenomena with tape recorded messages and mass testing of
audiences. Implications for further research in this area were suggested.
Advances in Visual Informatics Aug 27 2019 This book constitutes the
refereed proceedings of the 5th International Conference on Advances in
Visual Informatics, IVIC 2017, held in Bangi, Malaysia, in November 2017.
The keynote and 72 papers presented were carefully reviewed and selected
from 130 submissions. The papers are organized in the following topics:
Visualization and Data Driven Technology; Engineering and Data Driven
Innovation; Data Driven Societal Well-being and Applications; and Data
Driven Cyber Security.
Mobile Platforms, Design, and Apps for Social Commerce Sep 20 2021
While social interactions were once a personal endeavor, more contact is now
done virtually. Mobile technologies are an ever-expanding area of research
which can benefit users on the organizational level, as well as the personal
level. Mobile Platforms, Design, and Apps for Social Commerce is a critical
reference source that overviews the current state of personal digital
technologies and experiences. Highlighting fascinating topics such as Mlearning applications, social networks, mHealth applications and mobile
MOOCs, this publication is designed for all academicians, students,
professionals, and researchers that are interested in discovering more about
how the use of mobile technologies can aid in human interaction.
Persuasive Technology: Development and Implementation of
Personalized Technologies to Change Attitudes and Behaviors Jan 31

2020 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.
Designing for Behavior Change Dec 24 2021 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
step-by-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 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
Perspectives in the Development of Mobile Medical Information Systems
Apr 27 2022 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
Persuasive Technology. Designing for Future Change May 29 2022 This
book constitutes the refereed proceedings of the 15th International
Conference on Persuasive Technology, PERSUASIVE 2020, held in
Aalborg, Denmark, in April 2020. The 18 full papers presented in this book
were carefully reviewed and selected from 79 submissions. The papers are
grouped in the following topical sections: methodological and theoretical
perspectives on persuasive design; persuasive in practice, digital insights;
persuasive technologies for health and wellbeing; persuasive solutions for a
sustainable future; and on security and ethics in persuasive technology.
Can an App change the world? Persuasive Affordance Design in "Mindful
Meerkats" Dec 12 2020 Sustainable Development is in desperate need of
understanding human behaviour. Most issues that are considered vital require
being tackled from the ground up. However, other fields have to be pulled in
to make sense of behavioural patterns. These are Persuasive Technology,
Human-Computer-Interaction, Design and Motivational Psychology.
Grounding the argumentation on these schools of thought, this book argues
that a smartphone game provides a wide range of capacities that can inspire
individuals to make changes in their lives that multiply and become
behavioural patterns that in turn have considerable impacts with regards to
many of Sustainable Development’s core issues such as Climate Change,
economic, ecological and financial crises. With an approach that focuses on
personal wellbeing, playfulness and intrinsic motivation, individuals shall be
excited for an in-game narrative that incentivises them to fulfil real-life
challenges that will kick off positive, beneficial feedback. From the text: Persuasive Technology; - Motivational Psychology; - Creating Critical Mass;
- Mindful Meerkats; - Virtual Agents
Mobile Persuasion Design Oct 02 2022 Mobile Persuasion Design presents
ten conceptual design projects (or ‘Machines’) for new mobile application's
(smartphone or tablet with Web portals) that combine theories of persuasion
and information design to change people’s behaviour. Areas such as the
environment, health, learning and happiness are explored, looking at ways of

marrying people’s wants and needs to make simple, usable and desirable
mobile applications. A user-centred design approach has been used, adopting
user experience (UX) methods, in-depth case studies and market analysis to
see what a modern user needs from their mobile application. By applying
concepts like persuasion theory and information architecture, try to find ways
to satisfy these needs and positively change their user habits. In 2011, the
Green, Health, and Money Machines won design awards in an international
competition hosted by the International Institute for Information Design,
Vienna.
Persuasive Things Apr 15 2021 Studienarbeit aus dem Jahr 2011 im
Fachbereich Medien / Kommunikation - Multimedia, Internet, neue
Technologien, Universität der Künste Berlin, Veranstaltung: Communication
in Social and Economic Context, Sprache: Deutsch, Abstract: Persuasive
technology has the potential to influence user behavior for social benefit. This
has been proven to be the case with online games and websites accessible on
desktops and smart phones. In recent times, things of everyday life are
becoming equipped with technology and are connected to the Internet, an
effect which allows persuasive technology to migrate from desktops and
smart phones into things of everyday life. Up until today, only a few Internet
connected things have been described in the context of persuasive
technology. An extension of theory and frameworks on everyday things is
missing. As such, this paper (1) showed how Internet connectivity can or
could change the persuasiveness of things, (2) determined which persuasion
models fit best to conceptualize and analyze persuasion strategies of such and
(3) highlighted which aspects needed to be further incorporated into the
models, so that the revised models could be applied to Internet-enabled
things. In order to test the persuasion potential of things and the suitability of
preexisting approaches, a case of a connected thing promoting physical
activity, the Nike+ shoe, was selected and analyzed. The results of this
analysis then formed the basis of a new model: The Pervasive Persuasion
Model (PPM). Primarily to evaluate the usability of the new model and to
guide the direction of its development, the PPM was applied to a connected
prototype vehicle that was designed to target behavior change. The trial
demonstrated that the concept of the PPM is applicable to a connected thing
and can lead to relevant design considerations and concepts. It also suggested
analyzing the potential of "persuasion as a value proposition" for connected
things.
Persuasive Technology: Development of Persuasive and Behavior Change

Support Systems Jul 31 2022 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; self-monitoring 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.
Advances in Human Factors in Training, Education, and Learning Sciences
Nov 22 2021 This book addresses the importance of human factors in
optimizing the learning and training process. It reports on the latest research
and best practices relating to the application of behavioral and cognitive
science, and new technologies in the design of instructional and training
content. It proposes innovative strategies for improving the learning and
training experience and outcomes in different contexts, including lower and
higher education, and different industry sectors. A special emphasis is given
to digital and distance learning, gamification, and virtual training. Gathering
contributions to the AHFE 2021 Conference on Human Factors in Training,
Education, and Learning Sciences, held virtually on July 25-29, 2021, from
USA, this book offers extensive information and a thought-provoking guide
for both researchers and practitioners in the field of education and training.
Participatory Healthcare Jul 07 2020 This book is written through the lens
of patients, caregivers, healthcare representatives and families, highlighting
new models of interaction between providers and patients and what people
would like in their healthcae experience. It will envision a new kind of
healthcare system that recommends on how/why providers must connect to
patients and families using HIT, as well as suggestions about new kinds of
HIT capabilities and how they would redesign systems of care if they could.
The book will emphasize best practices, and case studies, drawing
conclusions about new models of care from the stories and input of patients
and their families reienforced with clinical research.
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