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Behavification:

Behavification: Information infrastructure that bypasses user®"s attention and
influences behavior

OKOSHI, Tadashi

3,200,000

In the recent ubiquitous computing environment, users are surrounded by a
large amount of push-notification type information from various devices and services. The
interruption of human attention by notifications has been reported to have many negative effects,
such as increased operation errors and decreased productivity. In this study, we investigated the
feasibility and effectiveness of the concept of "behavification," which acts more directly on user
behavior without using notifications. We identified application types, scenarios, and system
requirements that would make it easier for users to allow tolls on their own. We further designed
implemented several passive applications such as visual overlays, time estimation training, and
emotional contagion effects, and clarified their effectiveness.
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Table 1: Subject Evaluation on Behavification’s Appropriateness

6-level Likert scale (6: “Strongly agree”, 5:"Agree” 4:“Somewhat agree”, 3:*Somewhat disagree”, 2:"disagree”, 1:"Strongly disagree”)

alth & Fitmess | Productivity Sports Lifestyle Medical Entertainment Weather Education Finance Music
Max. 3 3 3 3 3 6 6 6 6 6
Ave. 4.8 4.8 4.7 4.7 4.6 4.6 4.0 4.3 43
Med. 5 5 5 5 5 5 5 5 5
Stdey. 0.9 1.2 1.3 1.2 1.2 1.2 L3 1.4 L4 L5
Min. 3 1 | | 2 2 2 2 2 |
Category Business Travel Social Networking Game News Photo & Video Uilities Developer tools Reference
Max. 6 6 6 6 s 6 6 6 4 il
Ave. 4.1 4.0 3.9 3.6 3.6 3.5 2 2.9 2.2 1.8
Med. 4 4 4 4 4 4 3 3 2
Stdev. 1.2 1.5 1.4 1.6 1.4 1.7 15 1.5 1.0 1.0
Min. 2 1 1 1 1 1 | 1 1 1 I
Table 2: Application Scenarios of Behavification (selected)
% z : A Certain condition that user Behavification Bypassing [Bypassing
No. [Categ ario Na Assi e A ficat § . =
o. | Category Bostiaiio; Natnie ssumptive App | Cuvent:notification can allow behavification (automatically...) System | |System 2
Notifies new songs of my In a private
Music B . arts playing the song v v
44 |Music AutoMusic Apple music P ———— spacelenvitoriat Starts playing the song
o o T e : . In a private 3
38 | Entertainment AutoVideo Video/music Notifies new video episode Playback the new episode | v/ v
space/environment
11 |Weather AlwaysDry Navigation Notifies emerging rain (ban_gcs the route to avoid v
Tain
12 | Weather UnlockWeather ‘Weather Notifies emerging rain Mudlﬂcs lock st v
rain” icon
Modifies lock screen /
45 |Photo & Video UnlcokMemories | Google photos Notifies past photo memory background to the memorial v
photos
: P
13 | Productivity SaidHello Zoom /calendar Notifies next meeting schedule iny wf(.he Tleeting 1 Starts the meeting v v
internal / domestic
. X . , Modifies the length slightly
8 |Education ChamberofSecrets |Study recording Notifiethe duttion of vsac's shorter to encourage the v v
£ study length
user more
23 |Lifestyle Ama-zen Shopping (fasion) |Notifies new dlose items tder ocrtatf budgetwith: | Pirchdscsiiiems, dnd V J
fasion deliveries to home
9 |Health and fitness |FitnessGuardian |Running Notifies more excersize need Under specific diet goal Changes ”,“' HontEgbum v v
more carories.
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Social Network Analysis and Mining (W. Sasaki, Y. Nishiyama,
T. Okoshi, and J. Nakazawa, “Investigating the occurrence of selfie-based emotional
contagion over social network,” Social Network Analysis and Mining, vol. 11, no. 1, p. 8, Dec.
2021, doi: 10.1007/s13278-020-00712-0. )
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