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Systèmes interactifs
persuasifs/engageants /...

Persuasive Technologies (Fogg)
=> Persuasive principles, Functional triad, Influence principles

BCSS : Behavior Change Support Systems (Oinas-Kukkonen)
=> PSD model (Primary task, Dialogue, Credibility, Social)

DBCI : Digital Behavior Change Intervention
=> BCT : Behavior Change Techniques
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Planning
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¡ Introduction

¡ Atelier No 1 (~20 minutes)
Concevoir une application pour l’activité physique

¡ Synthèse
¡ Présentation No 1

Théories en psychologie du changement de comportement

n 15h30 PAUSE

¡ Présentation No 2
Interfaces motivationnelles en santé

¡ Atelier No 2 (~20 minutes)
Re-concevoir une application pour l’activité physique

¡ Synthèse



Atelier No 1

Concevoir une application 
(description textuelle et/ou quelques maquettes) 

pour pratiquer régulièrement
de la marche et/ou course à pied

groupes de 2
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remise en forme 

Objectifs de récurrence

objectif fixe / quantité stable
motivation

social (....)

marche avec des amis
date de tamagochi

lien avec carnet contacts

badges (...)

progression

objectif fixé par soi-même (...)

objectif à la journée / hebdo
objectif progressifs

objectifs assignés (quête) notification (....)
planning des objectifs

planification

but recherché

Objectifs (....)
promener le chien pour marcher

nombre de pas (..)
temps 

distance

gagner des croquettes
badges (...)

points -> réduction facture / achat tapis
redistribution à des associations

gains / récompenses (.....)dispositifs

montre connectée (..)
téléphone (...)

feedback

tracé de la marche
nombre de calories

nombre de pas
fréquence cardiaque

historique (graphique)

messages décalés
personnage du tamagochi

persuasion

émotions/plaisir
satisfaction

Intervention

discours positif
personnage sympathique

raisons
aider des associations

lien avec professionnels de santé
adapté au profil psychologique



Type de changement de stimulus

Présentation ou 
augmentation

Retrait ou 
diminution
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Renforcement positif
(SR+)

Renforcement négatif
(SR-)

Punition positive
(SP+)

Punition négative
(SP-)

Renforcement / Punition
[Skinner]



Types de stimuli de renforcement

Stimulus de renforcement
Inconditionnel (ou primaire)

Conditionnel (ou secondaire)

Inconditionnel (ou primaire)

Conditionnel (ou secondaire)

Stimulus de punition

Edible reinforcers

Sensory reinforcers

Tangible reinforcers

Activity reinforcers

[Skinner]



Three-term contingency

SD : R à (SR+ , SR-, SP+, SP-)

Programme de renforcement continu (CRF) Programme de renforcement intermittent (INT)

Proportions Intervalles

Fixes ou variables Fixes ou variables

Renforcement différentiel (DRH, DRL, DRD, ...)

Programmes de renforcement combinés (Concurrent, multiples, ...)

[Skinner]



Programmes de renforcement

Exemples

Intervalle fixe

Recevoir un encouragement 
pour le tout premier exercice de rameur
au bout de 10mn

Proportion variable

Recevoir une récompense
après, en moyenne,
trois exercices d’abdominaux

Au
repos

Faire 
15 mn 

de rameurCommencer 
un exercice /

nb_exos := nb_exos + 1

Terminer un exercice

nb_exos := 0

Après 10mn 
[nb_exos = 1] / 
encourager()

Au
repos

Faire 
10 abdos

Terminer un exercice / 
si nb_exos = seuil_reward 

alors récompenser()
nb_exos := 0

seuil_reward := 3 +/- random(2)

Commencer 
un exercice /

nb_exos := nb_exos + 1



Comparaison sociale : concepts
[Festinger]



Comparaison sociale : building blocks
[Festinger]
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Comparaison sociale : building blocks
[Festinger]
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Goal-Setting 
[Locke&Latham]



Goal-Setting 
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D'un objectif général ...

[Locke&Latham]



Goal-Setting 
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D'un objectif général ...

... à un objectif caractérisé

Difficulté Durée Précision & Granularité

[goal properties]

[Locke&Latham]



Goal-Setting 
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[proximal goal]

[distal goal]

Temporalité
[Locke&Latham]



Goal-Setting 
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[feedback] [performance]

[achievement]
[satisfaction]

[task complexity]

[Locke&Latham]



Goal-Setting 
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[commitment]
=

[rewards][incentives]

[importance]

[goal sources]

Modèle de confiance Persuasion

+
[self-efficacy]

[Locke&Latham]



Goal-Setting 

15

Building Blocks



Interfaces et Interactions 
Motivationnelles en Santé

Jean-Claude MARTIN

Professor of Computer Science
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3Sélectionneur équipe BMX Racing JO Paris 2024
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● 8 Champions du 
monde, 0 JO

● Collaboration => 
Coopération

● Théorie de 
l’AutoDétermination
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Laboratory LISN - CNRS, Université Paris-Saclay, CS
Team “Cognition Perception Use » 

8 permanent researchers

3 Computer Science + 5 Psychology / Ergonomics  + 15 PhD students and postdocs

Inspire from Psychological theories 

for designing human-computer interactions

Designing human-computer interactions

to better understand humans
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5 thèses sur motivation, activité physique, santé, personnalisation, gamification

1. Gabriela Fernandes. Rôle de l'orientation régulatrice et des émotions dans la pratique régulière d'activités 
physiques et sportives. Allocation doctorale CNRS GDR Sport et activité physique. Thèse débutée le 3 Octobre 2022. 
Directeur de thèse : JC Martin (35%). Co-encadrement : Xavier Sanchez (40%), Brian Ravenet (25%). ED Sciences du 
sport, de la motricité et du mouvement humain (SSMMH).

2. Rébéca Colombié. Etude des facteurs qui permettent d’induire des émotions positives vis-à-vis de l’activité 
physique chez des adolescents dans le cadre scolaire de l’EPS et de nourrir un rapport positif vis-à-vis de l’AP 
pour une pratique physique durable. Thèse débutée le 27 novembre 2023. Directeur de thèse : Jean-Claude Martin 
(50%). Co-encadrement : Charline QUICLET (50%). 

3. Morghane Aubert. Personnalité et changement de comportement : application au coaching personnalisé 
informatisé pour patients diabétiques. Co-encadrante : Céline Clavel (50%), JCM (50%). Débutée le 01/12/18. 
Soutenue le 16 Septembre 2022.

4. David Rei. Interactions Humain-Machine Adaptées à la Personnalité des Utilisateurs : Application de Motivation 
à l’Activité Physique. Allocation doctorale de l'Ecole Doctorale STIC, Paris Saclay, débutée le 01/09/2019, soutenance 
prévue le 25 mars 2024. Directeur de thèse : Jean-Claude Martin (20%). Co-encadrants : Brian Ravenet (50%) et Céline 
Clavel (30%). Soutenue le 25 mars 2024.

5. Florian Debackere. Interaction Homme-Machine: e-Coaching personnalisé, motivationnel et adaptatif pour les 
activités physiques de patients lombalgiques. Thèse débutée le 01/10/2020. Financement projet BACK-4P. Directeur 
de thèse : Jean-Claude Martin (50%). Co-encadrante : Céline Clavel (50%). Soutenue le 22 Octobre 2024.



BACK PAIN
Debackere, F., Clavel, C., Roren, A., Rannou, F., Nguyen, C., Tran, V.-T., Messai, Y., Martin, J.-C. Evaluation of a 
tailored mobile application for self-management of low back pain: towards a metamodel for designing behavior 
change technologies (2025). Proceedings of the ACM (Association of Computing Machinery) CHI conference on 
Human Factors in Computing Systems. Yokohama, Japan. April 26, 2025 to May 1. 26 pages. 
https://docs.google.com/document/d/1JNn5c8SLod18sAIUeaQecEWY7W_jTR4Z/edit?usp=sharing&ouid=1137946
16771059627631&rtpof=true&sd=true 

Florian Debackere, Céline Clavel, Alexandra Roren, Viet-Thi Tran, Yosra Messai, François Rannou, Christelle 
Nguyen, and Jean-Caude Martin. 2023. Design framework for the development of tailored behavior change 
technologies. In Adjunct Proceedings of the 31st ACM Conference on User Modeling, Adaptation and 
Personalization (UMAP '23 Adjunct). International Workshop on Adaptive and Personalized Persuasive 
Technologies (ADAPPT). Association for Computing Machinery, New York, NY, USA, 140–146. 
https://drive.google.com/file/d/18NFfnfvwfw0B9WUM8wRLbvr13gRW8dgv/view?usp=sharing

WALKING
Rei, D., Clavel, C., Martin, J.-C., Ravenet, B. (2024) Adapting goals and motivational messages on smartphones for 
motivation to walk. Journal Smart Health. Volume 32, June 2024. 
https://www.sciencedirect.com/science/article/pii/S2352648324000382

Falck, M., Martin, J.-C., Le Scanff, C., Clavel, C. (2023) Impact of a Regulatory Fit Motivational Virtual Coach on 
Users During Physical Activity. Psychology, 2023, Vol.14 No.11, Scientific Research Publishing. 
https://www.scirp.org/journal/paperinformation.aspx?paperid=129521 7

https://docs.google.com/document/d/1JNn5c8SLod18sAIUeaQecEWY7W_jTR4Z/edit?usp=sharing&ouid=113794616771059627631&rtpof=true&sd=true
https://docs.google.com/document/d/1JNn5c8SLod18sAIUeaQecEWY7W_jTR4Z/edit?usp=sharing&ouid=113794616771059627631&rtpof=true&sd=true


RUNNING

Gomes Fernandes G., Martin J.C., Sanchez X. (2023). Commercial running apps : How much do 
they support users’ psychological needs? European college of sport science (ECSS) en juillet 2023

Abstract : 
https://drive.google.com/file/d/1DULP3Gh7cKObJ0BV6ht7f-aIR68NQEEC/view?usp=drive_link 
(page 592)

Poster : 
https://docs.google.com/presentation/d/1LOT8nfgu65g57AAgk18sC6NJR9ZNnK9M/edit?usp=shari
ng&ouid=113794616771059627631&rtpof=true&sd=true

Gomes Fernandes, G., Ravenet, B., Martin, J.-C., Sanchez, X. (2024) Design of mobile phone and 
smartwatch running apps that better motivate and fit user’s needs: A user-centred, participatory 
research. 17th FEPSAC Congress. Insbruck, Austria. 15/07 - 19/07/24. WWW.FEPSAC2024.EU. 
.JPEG 

---

DIABET

Aubert M, Clavel C, Le Scanff C, Martin J.-C. (2024) Intervention to Improve Well-Being, Nutrition, 
and Physical Activity in Adults: Experimental Study. JMIR Form Res 2024;8:e47251 
https://formative.jmir.org/2024/1/e47251  DOI: 10.2196/47251
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Plan

1. Contexte

2. Application pour motiver à marcher

3. Application BACK-4P pour le mal de dos
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Interact to motivate

10

(Milne-Ives et al. 2020)



Motivate to interact

11



Theories of motivation

12

● Motivation: “how to move oneself or others to act”
● Content theories (what) and process theories (how)
● Self-Determination Theory (Deci & Ryan 1985)

○ 6 mini theories, including Basic Psychological Needs Theory (BPNT)
■ Autonomy, Competence, Affiliation

○ Continuum of motivation from amotivation, extrinsic to intrinsic motivation (Ryan 2023)

(Fenouillet  2023)



Motivation in 
Human-Computer Interaction

● (Tyack CHI 2020)
○ Self Determination Theory in HCI games

● (Brühlmann CHI 2018)
○ Motivation = the “Why” of interaction
○ Defines the User Motivation Inventory

to measure different types of motivation
for technology use

13
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Persuasive System Design (PSD) 

(Oinas-Kukkonen and al., 2009)

TailoringPersonalization 

Requires a lot of 
individuals data

Need only data allowing 
to identify the user's 

profile

Personalization vs. Tailoring

15

7 key tailoring concepts 
(op den Akker and al., 2014): 

‒ Feedback
‒ Goal setting
‒ User targeting
‒ Inter-human interaction
‒ Self learning
‒ Context awareness 
‒ Adaptation

F. Debackere, C. Clavel, A. Roren, V-T. Tran, G. Snoubra, Y. Messai, F. Rannou, C. Nguyen, J-C. Martin (2022) Profiling of low back pain patients for 
the design of a tailored coaching application. 10th int Conf on affective computing & intelligent interaction (ACII 2022), IEEE Nara, Japon. Octobre
Project BACK 4P



Tailoring motivational messages

● Tailored text messages sent by email or displayed on a mobile 
device can also be effective in encouraging people to be more 
physically active (Martinez et al, 2013).

16



Higgins (1998, 2012) 

Regulatory fit – more effective to present information that matches individual's 

orientation (Higgins, 2012)

PROMOTION PREVENTION

Framing – refers to the way information is presented to individuals (Tversky and Kahneman, 1981)

○ Need for achievement
○ Achieving one's goals

REGULATORY FOCUS THEORY (RFT) Théorie de l’Orientation Régulatrice (TOR)

○ Need for security
○ To feel protected



Tailored Motivational Interactions
Virtual coach physical activity

● Promotion focus
“You've taken 1,000 steps. Good 
for you! Your perseverance will 
pay off. “

● Prevention focus
○ “You've taken 1,000 steps. 

Keep up the good work. You 
mustn't slacken your efforts”

18

Falck, M. , Martin, J. , Le Scanff, C. and Clavel, C. (2023) Impact of a Regulatory Fit Motivational Virtual Coach on 
Users during Physical Activity. Psychology, 14, 1743-1756. doi: 10.4236/psych.2023.1411102

● Motivational messages in fit with user’s personality improve performance for prevention users
● Theories : Self Determination Theory / Regulatory Focus Theory



Challenges
Limitations of User Centered Design (in eHealth)

19

“One can probe how one should persuade or support patients with diabetes to be more physically active, but 
if the participant is unmotivated to do so, every question or probe is likely to result in a negative reply, 
if not an aversion to the design session in itself, 
or could lead to a socially accepted reply just to be over and done with the session.



Challenges 
Framework for designing motivational HCI

20

Peters D, Calvo RA and Ryan RM (2018) Designing for Motivation, Engagement and Wellbeing in Digital Experience. Front. Psychol. 9:797.

Adoption of technology

Evaluation measures
(TAM, SUS, …) but SDT focused



Gamification / ludification adaptative 
(Elise Lavoué & Audrey Serna LIRIS)

● Utilisation d’élément de design de jeu dans des contextes non jeu » 
(Deterding 2011)

● Eléments de gamification

● Profils de joueur HEXAD
(Andrzej Marczewski 2015)

○ Achiever
○ Disruptor
○ Free Spirit
○ Philanthropist
○ Player
○ Socializer

21

S. Dumas Reyssier, A. Serna, S. Hallifax, J.-C. Marty, S. Simonian & E. Lavoué (2023) How does adaptive gamification impact different types 
of student motivation over time?, Interactive Learning Environments. 



Plan

1. Contexte

2. Application pour motiver à marcher

3. Application BACK-4P pour le mal de dos
22



WeWard: a gamified mobile application for motivating to walk

23

● 25 million walkers across 29 countries
● Founded in 2019 Yves Benchimol and Tanguy de La 

Villegeorges
● gamified challenges, financial incentives, and 

socially-driven experiences

https://www.wewardapp.com/ 

https://www.wewardapp.com/


WeWard: a gamified mobile application for motivating to walk

24



WeWard: a gamified mobile application for motivating to walk

25

● Bestselling book The Power of Habit, C. Duhigg
○ Cue: A notification reminding users to validate their steps.
○ Routine: The act of walking and validating steps.
○ Reward: The satisfaction of seeing the Streak grow and earning Wards.
○ Over time, this loop becomes automatic, turning daily walking into a habit.

● Daniel Kahneman and Amos Tversky : loss aversion
○ users aren’t just working toward a goal, they’re also avoiding the disappointment of losing their 

progress

● WeWard’s Streak
○ visual counter that tracks how many consecutive days you’ve validated your steps in the app. 
○ every day you log your steps, it  grows by 1, represented by a flame.
○ the longer your Streak, the more flames you accumulate.
○ if you miss a day, your Streak resets to zero.

● Social
○ Amis / Ligue / Communauté, classement 

https://www.wewardapp.com/ 

https://www.wewardapp.com/


WeWard: a gamified mobile application for motivating to walk

26

● RCT 20 000 utilisateurs : 3 types de messages 
○ comparaison avec pairs => augmente utilisation appli
○ comparaison avec soi => plus actif
○ augmente le nb de pas des utilisateurs inactifs

● 14 000 utilisateurs
○ femmes enregistrent plus souvent leur pas mais 

marchent moins
○ => importance des interactions 

Et aussi : Nabil Kabbadj, Hadrien Bajolle, Nicolas Louvet, Nudging sustainable mobility: an empirical analysis based on the 
WeWard app, Transport Policy, Volume 172, 2025, 103786, ISSN 0967-070X, https://doi.org/10.1016/j.tranpol.2025.103786. 
https://www.wewardapp.com/blog/science-backs-weward-digital-nudges-proven-to-boost-walking-and-cut-emissions 

https://doi.org/10.1016/j.tranpol.2025.103786
https://www.wewardapp.com/blog/science-backs-weward-digital-nudges-proven-to-boost-walking-and-cut-emissions
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1 2 3 4 5 6 7
Introduction Background General approach Understanding Designing Evaluating Conclusion

Florian Debackere – Université Paris-Saclay LISN-CNRS, FRANCE

Mobile health applications

Not widely downloaded or used (IQVIA, 2021)

Average quality and effectiveness rarely empirically 
assessed (Irvine et al., 2015 ; Machado et al., 2016)

28/18

Reduces costs (Du et al., 2020)

Improves the accessibility and reach of health 
coaching (Whitehead & Seaton, 2016 ; Du et al., 2020)

Involving healthcare professionals and patients (Torous et al., 2019 ; Michie et al., 2017)

Drawing on behaviour change theories (Michie et al., 2017; Walsh & Groarke, 2019)

Designing an adaptive intervention (Blandford, 2019; Greenhalgh et al., 2017; Michie et al., 2017)

● Project BACK 4P - CNRS, APHP, Fondation Arthritis Recherche



Designing Tailored Motivational Interactions for Back Pain Patients
● HAPA model  for behavior change in health

● Individual profiles

● Motivational messages  tailored according to Self Determination Theory

● Adapted recommandations

29

F. Debackere, C. Clavel, A. Roren, V-T. Tran, G. Snoubra, Y. Messai, F. Rannou, C. Nguyen, J-C. Martin (2022) Profiling of low back pain patients for 
the design of a tailored coaching application. 10th int Conf on affective computing & intelligent interaction (ACII 2022), IEEE Nara, Japon. Octobre
Project BACK 4P



Florian Debackere – Université Paris-Saclay LISN-CNRS, FRANCE

Back pain patients and the HAPA model : tailored vs personalised

Unmotivated

Cautious

Confident 

Depressed 

Outcome 
expectancies

Risk 
perception

Intention Planning

D
is

en
ga

ge
m

en
t

Preintenders phase Intenders phase Actors phase

Initiative Maintenance

Recovery
Action

Motivational phase Volitional phase

Barriers and Resources 

Self-efficacy

30/19

● Debackere, F., Clavel, C., Roren, A., Rannou, F., Nguyen, C., Tran, V.-T., Messai, Y., Martin, J.-C. Evaluation of a tailored mobile application for self-management of low 
back pain: towards a metamodel for designing behavior change technologies (2025).  Proceedings of the ACM (Association of Computing Machinery) CHI conference on 
Human Factors in Computing Systems. Yokohama, Japan. April 26, 2025 to May 1.
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Florian Debackere – Université Paris-Saclay LISN-CNRS, FRANCE

Outcome 
expectancies

Risk 
perception

Intention Planning

D
is

en
ga

ge
m

en
t

Preintenders phase Intenders phase Actors phase

Initiative Maintenance

Recovery
Action

Motivational phase Volitional phase

Barriers and Resources 

Unmotivated

Cautious

Designing personalised application for helping back pain management: QUIZZ

Self-efficacy

31/19

● Debackere, F., Clavel, C., Roren, A., Rannou, F., Nguyen, C., Tran, V.-T., Messai, Y., Martin, J.-C. Evaluation of a tailored mobile application for self-management of low 
back pain: towards a metamodel for designing behavior change technologies (2025).  Proceedings of the ACM (Association of Computing Machinery) CHI conference on 
Human Factors in Computing Systems. Yokohama, Japan. April 26, 2025 to May 1.
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Florian Debackere – Université Paris-Saclay LISN-CNRS, FRANCE

Outcome 
expectancies

Risk 
perception

Intention Planning

D
is

en
ga

ge
m

en
t

Preintenders phase Intenders phase Actors phase

Initiative Maintenance

Recovery
Action

Motivational phase Volitional phase

Confident

Designing personalised application for helping back pain management: VIDEO EXERCISES

Barriers and Resources 

Self-efficacy

32/19

Depressed
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Florian Debackere – Université Paris-Saclay LISN-CNRS, FRANCE

“Avoid other health 
problems by giving 

yourself a moment to do 
your exercise session!”

“Feel the pleasure of 
exercising by taking a 

moment to do your 
exercise session!”

Self-determination continuum

Unmotivated Confident

External 
regulation

Introjected 
regulation

Identified 
regulation

Integrated 
regulation

Intrinsic 
regulation

Extrinsic motivation Intrinsic motivation

Designing personalised application helping back pain management: MOTIVATIONAL MSG

33/19
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Florian Debackere – Université Paris-Saclay LISN-CNRS, FRANCE

31 participants 
completed the final 

questionnaire

67% of woman
Age : m ≃ 46 years 

(sd ≃ 14 years)

60 participants 
downloaded the app

Hypothesis & Method

Hypothesis

H1. Interaction results in (a) a good user experience and (b) good engagement 
H2. Intervention enables the process of behaviour change to evolve
H3. Adaptation increases these effects 

Participants

34/19
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Florian Debackere – Université Paris-Saclay LISN-CNRS, FRANCE

Level of physical activity
(Craig et al., 2003)
Profile characteristics:

● Motivation 
(Boiché et al., 2016)

● Fears and beliefs 
(Waddel et al., 1993)

● Self-efficacy 
(Lacasse et al., 2015)

● Depression
(Kroenke & Spitzer, 2001)

Protocol validated by the CER of the University of Paris-Saclay and by the CNRS Data Protection Department

User experience 
(Lallemand & Koenig, 2017)

1-month trial

Adapted group

Control group

Method

35/19
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Florian Debackere – Université Paris-Saclay LISN-CNRS, FRANCE

User experience

Control 
(0,93)

Total 
(1,41)

Adapted 
(1,82)

Avoiding negative emotions

Results of the interaction

(p=0,04) H1a (interaction UX) validated 

H3 (adaptation) partially validated
for confident users

1 Unmotivated
1 Control

2 Cautious
2 Adapted

5 Depressed
2 Adapted
3 Control

23 Confident
13 Adapted
11 Control

31 respondents : 17 Adapted / 15 Control

36/19
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Florian Debackere – Université Paris-Saclay LISN-CNRS, FRANCE

3 Unmotivated
2 Adapted
1 Control

11 Cautious
7 Adapted
4 Control

13 Depressed
6 Adapted
7 Control

33 Confident
17 Adapted
16 Control

60 participants : 32 Adapted / 28 ControlEngagement to use
• Use stopped after 14 days (sd=12.5 days)
• Average duration of 13min30s per connection (sd=49min)
• Total duration of use 1h15min (sd=2h04min)

H1b (interaction engagement) 
invalidated

(p=0,04)

Ti
m

e 
pe

r 
co

nn
ec

tio
n 

in
 m

in
ut

es
 a

nd
 s

ec
on

ds

H3 (adaptation)
partially validated 
for confident users

Results of the interaction

37/19
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Jean-Claude MARTIN
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LISN Laboratoire Interdisciplinaire des Sciences du Numérique
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jean-claude.martin@lisn.upsaclay.fr   39
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● Limitations of UCD for amotivated participants 

● Motivational Interviewing enhances motivation 
through the resolution of ambivalence

● Using facial expressions improves change talk 
detection

● Corpus of pedagogical motivational interviews 
annotated with MI-SCOPE coding scheme

● Transition diagrams visualization

Understanding Motivational Interviewing 

Yukiko I. Nakano, Eri Hirose, Tatsuya Sakato, Shogo Okada, Jean-Claude Martin (2022) Detecting Change Talk in Motivational 
Interviewing using Verbal and Facial Information. Proceedings of the 24th ACM International Conference on Multimodal Interaction 
(ICMI’2022). Bengaluru (Bangalore), Inde. (15% oral acceptance rate). Best-Paper Runner-Up Award
ANR PANORAMA project - Japan France Germany
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Laboratory LISN - CNRS, Université Paris-Saclay, CS
Département Interaction avec l’Humain (IaH) 
● 180 chercheurs et EC
●
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Atelier No 2

Réviser

la conception de votre application
en s’appuyant

sur des concepts théorique

7



Personalisation (..)
Self-set goals (..)
Raisons : profilage (recuillir des infos pour
déterminer le profil)
Profilage (....)

Goal-Setting (..)
Objectif quotidien (temporalité)
Objectif spécifique
Définition de l'objectif (tâche spécifique, difficulté, réaliste, temporalité) 
- 'quantité' de marche
Planification des objectifs
Expression de la satisfaction
Progression (avancement), en fonction de l'évolution du tamagoshi (nécessite de
s'appuyer sur des recommandations), de l'avatar
Self-set goal

Voisins
Stock de croquette des amis / entraide (partage de croquettes)
Profil social -> jouer sur l'émulation
Comparaison (challenge)

Social

Renforcement
Message négatifs (j'ai faim)
Message positifs (je veux passer du temps avec toi)
Renforcement à proportion fixe puis proportion variable (gagner des accessoires)
proportion variable de marche avec récompenses
Gain à chaque réalisation d'une quête (programme FR (nb de pas fixe conduisant à des r

Feedback
Information sur la nutrition du tamagoshi
Message positifs (je veux passer du temps avec toi)

Raisons de faire la tâche
- Demander pourquoi marcher :  Identifier des profils pour per
- Perte de poids, etc ...
- Participer à des causes (objectif personnel en lien à des obje
- Satisfaire les besoins fondamentaux

Self-efficacy 
Persuasion (personnage type Duolingo -> role

model)

UX
Design minimaliste

SMART
Specifique : marche

Mesurable : nb de pas

Applicable : 'tranches' pas 

Relevant : 

Temporalité : différentes temporalités en lien avec les rais

SDT
Transposer les besoins fondament



récompenses), pour faire évoluer le jeu)

rsonaliser

ectifs individuels)

sons de faire la tache

taux


