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Lab Structure Changes
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• Themed talks

• Persuasive Technology

• Game design

• Emotional design

• Project coaching
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Project Coaching Schedule
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Date Time Group ID Group ID

5 Dec 2011 13:45–14:00

14:00–14:15

14:15–14:30

14:30–14:45

14:45–15:00
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14:45–15:00
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Characteristics of 
Persuasive Technology

• Persuasion: an attempt to change attitudes or behaviors or both

• Without using coercion or deception

• HCI not CMC: Change resulted from the interaction between human 
and computer

• Not the result from human–human communication via computer

• Intended effect of technology, not side effect

• Not a persuasive technology, e.g., Email ⇒ People go to post office less often

• Endogenous effect: The technology itself persuades

• Not when people use technology to persuade, e.g., giving an iPhone as a reward for 
quitting smoking
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Strengths of Computer

• Computers are better than other media

• Interactivity

• Computers are better than human

• More persistent

• Greater anonymity

• Manage huge amount of data

• Multiple modalities to influence

• Scale easily

• Ubiquitous
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Human–Computer 
Relationship Triad
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Computer as a Persuasive Tool

• Reduction: make complex tasks simpler

• Tunneling: persuading in a focused experience

• Tailoring: personalized information can persuade better

• Suggestion: intervene at the right time

• Self-monitoring: allow people to track themselves

• Surveillance: make people aware that they are being tracked

• Conditioning: positive reinforcement for desired behavior
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Reduction: CapWiz
Simplifying the process of writing to elected officials

Reduction: Online Petition
 Only take single step to sign

Tunneling: Software Installation
Windows 95 persuades with system features during the installation

Tunneling: Apple Ecosystem
 Change software distribution practice by starting form music



Tailoring: Recommendation on Amazon.com
Personalized info ⇒ more attention + easier to be persuaded

Suggestion: Kustom Signal’s SMART
Opportune suggestion ⇒ greater persuasive power

Self-monitoring:  Tanita Jump Rope
Tracking self performance helps achieving predetermined goals

Surveillance: Hygiene Guard Hand Washing Surveillance
When people aware that they are monitored, they change the behavior



Conditioning: Sound and visual effects in games
Give positive reinforcements to turn existing behavior into habits media computing groupDIS 1 — Chat Wacharamanotham

Computer as Persuasive Media

• Bridge cause/effect gap: Experience it right here, right now

• Virtual rehearsal: A safe place to try dangerous stuff

• Augmenting the real life: Simulating clear impact in the real life
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Bridge the Gap Between Cause and Effect: HIV Roulette
Frees users from real-world consequence. Close the space/time gaps between cause and effect.

Virtual Rehearsal: Gauging Your Distraction
A simulation from NYTimes showing how your reaction time is affected by external distractions



Virtual Rehearsal: Spider and Cockroach Phobia Simulator Virtual Rehearsal: Aphasia Characteristics Emulation Software
Use software to distort the language during chatting. [Hailpern et al., CHI ’11; ASSETS ’11]

we ask participants to explicitly rate the realism of distor-
tions in text samples on a Likert scale. If participants rate
both computer and human generated text samples as be-
ing equally realistic, it adds further quantitative support to
the realism of ACES distortions. The foremost contribution
of this paper is the demonstration that ACES generates re-
alistic aphasic distortions, thus validating the applicability
of ACES as aphasic emulation software and supporting the
feasibility of other language emulation software research.

2. RELATED WORK

We describe aphasia, the theory of linguistic changes in
conversation and how our work builds upon, and extends,
the existing literature.

2.1 Aphasia

Aphasia is an acquired language disorder that results from
by damage to the left or dominant hemisphere of the brain.
It impairs an individual’s ability to produce and understand
language in both written and spoken forms [1]. Because the
severity and pattern of aphasic symptoms vary, classifica-
tion systems were developed to identify different sub-types
of aphasia. For example, diagnostic batteries [8, 19] based on
the Boston classification system are designed to categorize
an individual’s aphasia symptoms as either a type of non-
fluent aphasia (Broca’s, Transcortical Motor, Global) or flu-
ent aphasia (Wernicke, Transcortical Sensory, Conduction,
Anomic). Across all sub-types, aphasia impairs the ability
to generate written text (though the degree of impairment
varies). It should be noted that the linguistic deficits in
writing will generally be consistent with those of the per-
son’s spoken language [2].

2.2 Empathy and Aphasia

Empathy is one of the fundamental underpinnings of in-
terpersonal communication. It is an emotional response to
the experiences of others, through which an empathetic per-
son can understand and predict the feelings, emotions, and
thoughts of others [6, 22].

If individuals relating to those with aphasia lack empathy
and understanding, it may greatly reduce quality of life for
aphasic individuals [11]. Often, family members deny or
underestimate the severity and presence of aphasic errors
[4]. Further, in speech therapy, empathy is necessary to
motivate the aphasic client, with motivation being one of
the three key aspects of effective treatment [20]. To date,
research has shown that family members’ ability to relate
and empathize is based on how well they understand the
distortions that their family member makes [7].

3. ACES

Motivated by the need to maintain social bonds for those
with aphasia, we built a system calledAphasiaCharacteristics
Emulation Software (ACES), that enabled a user to expe-
rience the speech-distorting effects of aphasia first hand [9].
ACES introduced a novel system and model that enabled
users (e.g., caregivers, speech therapists and family) to ex-
perience, firsthand, the communication-distorting effects of
aphasia. The ACES system was designed to distort a user’s
Instant Messages (IMs) from the original message to one
that appeared like a message spoken/written by an individ-
ual with aphasia (see Figure 1). Thus, the conversation that

developed between the user and their IM partner has similar
difficulties and hurdles to those experienced by an individ-
ual with aphasia. Similar to spending a day in a wheelchair
so as to heighten awareness of the challenges confronting a
paraplegic [5], ACES allows a neurologically typical individ-
ual to “walk in the shoes” of an individual with aphasia.
The goal of ACES was to increase empathy, awareness and
understanding of individuals with aphasia. The design and
motivation of ACES was grounded in speech and hearing sci-
ence and psychology literature, and informed by an initial
pilot study. Results from a study of 64 participants indi-
cated that ACES provided a rich experience that increased
understanding and empathy for aphasia.
While full details of ACES, and the original experiment

can be found in the original paper [9], we briefly highlight
the key aspects of ACES and our original study that tests
ACES’ impact on empathy.

Figure 1: ACES Instant Message Window.
The current (red) user‘s partner (blue) has their text
distorted. This is a log from an actual experiment

conversation

3.1 System Design

ACES is a configurable probabilistic model of the linguis-
tic distortions associated with aphasia situated in an IM
client. To emulate the distortions generated (and probabil-
ity of occurance), we leveraged the vast literature in psy-
chology and speech and hearing science (e.g. Schwartz et.
al.[18] and Sarno’s Acquired aphasia [17]). An initial pilot
study in 2009 with 10 faculty and practitioners in Psychol-
ogy and Speech and Hearing Science further informed the
system design. Using these as the basis of our models and
manifestations of the distortions, we created a system that
could emulate a wide variety of distortions across five con-
ceptual categories of distortions. We also allow a user to
change the severity and type of aphasia they wished to em-
ulate, thus giving ACES increased flexibility and a broader
set of applications.
To a user, ACES appears as an IM client. However, a

user’s original text is changed to appear like a message writ-
ten/spoken by an individual with aphasia (see Figure 1).
Thus, the conversation that develops between the user and
their IM partner has similar challenges to those experienced
by an individual with aphasia. In effect, users can “walk
in the shoes” of an individual with aphasia. We envisioned
ACES to have a multitude of applications; from teaching
empathy and awareness to therapists, to helping family and
friends understand what their loved ones are experiencing.
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! Simulate Full-Term Pregnancy
Pregnancy Pro! le® Vest
A nine-month experience in one remarkable simulation

The Pregnancy Profile® Vest simulates many of the 
physical effects of pregnancy, including 25-30 pounds of 
weight gain, raised body temperature, bladder pressure, 
fetal kicking, and more. 

The curriculum covers many concepts relating to the nine 
months of fetal development. One-size-fits-all vest with 
adjustable straps.

Pregnancy Pro! le® 1-pack
#10610100

Pregnancy Pro! le® 2-pack
#10610105

For larger packages, please contact your Product 
Consultant at 800.262.4089.

Adds 
25-30 lbs of 

weight

Includes carrying 
case and t-shirt
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Meet the 2010 
RealCare 
Educator
of the Year!
Ms. Mary Smith, FACS 
and Health Teacher at 
Tomahawk Middle and 
High Schools in 
Tomahawk, WI

Dozens of dedicated and 
outstanding educators entered 
the first annual RealCare Educator 
of the Year contest! A rigorous 
judging process brought Mary 
Smith’s entry to the very top. 

Mary has been a FACS and Health 
educator for 32 years. She has 
used the RealCare Program for 16 
of those years — pretty much the 
entire length of time Realityworks 
infant simulators have existed! 

She covers a multitude of topics 
using the program — teen 
pregnancy prevention, Shaken 
Baby Syndrome, parenting, child 
development, CPR and first aid, 
raising infants in other cultures, 
and giving back to the local 
community.

Congratulations to Mary and all of 
this year’s entrants. You are truly 
having an impact on thousands of 
students every year!

Watch for news or email us at 
information@realityworks.com to 
learn how to apply for the 2011 
RealCare Educator of the Year 
contest!

A perfect complement 

to the RealCare Baby 

simulation

Augmenting the Real Life: RealCare Pregnancy Suits and Baby
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Computer as a 
Persuasive Social Actor

• Physical cues: Attractive on-screen characters are more persuasive

• Psychological cues: humor, personality, feeling

• Language cues: convey social presence, praise

• Social dynamics: turn taking, peer pressure, praise, reciprocity

• Social roles: authority, teammate
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Psychological Cue: Google Chrome Crash Page
Give a message that convey empathy

Language cue: Chrome Bug Report
Convey social presence through the language

Social Dynamics: “Register Later”
Instead of “no”, the user made commitment to reconsider registration

Social Role: Being an authority
 People trust the computer that has tutor or doctor
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Summary
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Resource

• Book: Fogg Persuasive Technology: Using Computers to Change What 
We Think and Do (2003)

• Papers

• Fogg et al. Motivating, Influencing, and Persuading Users. (2007) http://bjfogg.com/hci.pdf

Abridged version of the book

• Oinas-Kukkonen and Harjumaa. A Systematic Framework for Designing and Evaluating 
Persuasive Systems (2008) http://www.springerlink.com/content/h7n7k22740h6003p/

Table of principles and corresponding examples

• Fogg. Creating Persuasive Technologies: An Eight-Step Design Process (2009) 
http://dx.doi.org/10.1145/1541948.1542005

Design process

30

media computing groupDIS 1 — Chat Wacharamanotham

Project Coaching Schedule
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