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Abstract	

This	project	set	out	to	explore	the	combina5on	of	the	knowledge	fields	Informa5on	Architecture	and	
Persuasive	Design	both	in	theory	and	prac5ce.	The	process	went	through	research,	strategy	and	design	
stages	for	exploring	exis5ng	systems	and	development	of	a	new	one.	The	research	phase	included	
analysis	of	the	informa5on	architecture	context,	supported	by	iden5fica5on	of	the	persuasion	context.	In	
addi5on,	the	it	explored	the	content	and	users	of	the	informa5on	environment,	and	evaluated	exis5ng	
systems	in	order	to	iden5fy	successful	and	unsuccessful	characteris5cs	of	previous	versions.	The	research	
also	established	an	understanding	of	user	viewpoints,	behaviors	and	experiences	with	the	system,	as	well	
as	their	mo5va5ons	to	be	part	of	a	community.	This	resulted	in	the	forma5on	of	a	strategy,	which	
consisted	of	design	requirements	for	the	development	of	the	new	informa5on	environment.	As	a	result,	
the	project	advanced	through	a	design	process	of	implemen5ng	knowledge	based	on	research	outcomes,	
which	guided	the	organiza5on	of	content	for	the	system.	Moreover,	the	project	engaged	in	the	design	
and	development	of	high-fidelity	func5onal	prototype,	providing	a	visual	of	the	rela5onship	between	the	
two	fields.	Finally,	the	design	stage	applied	persuasive	principles	in	previously	iden5fied	opportune	
moments	for	persuasion,	which	enhanced	the	interac5vity	and	the	persuasive	power	of	the	system,	while	
at	the	same	5me	providing	a	process	to	keep	users	engaged.	
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Introduc5on

1.	Introduc5on	

This	project	explores	the	rela5onship	between	two	knowledge	fields,	Informa5on	Architecture	and	
Persuasive	design,	in	theory	and	prac5ce.	It	aims	to	understand	what	each	field	brings	to	the	process	and	
contribute	with	dis5nguishing	where	in	the	process	one	field	comes	stronger	than	the	other,	as	well	as	
explain	their	mutual	benefit.	

Technologies	are	found	in	the	form	of	products	and	processes,	aimed	at	making	everyday	life	of	people	
more	simple.	We	interact	with	technology	everywhere:	indoors,	outdoors	and	at	any	5me	for	various	
purposes.	Informa5on	technologies	(IT)	are	the	best	transmibers	of	informa5on,	since	they	can	contain	
large	amounts	of	it	and	to	a	very	large	extent	open	many	doors	for	people	to	explore.	However,	the	
informa2on	in	IT	might	be	too	much	to	handle	for	people,	which	is	why	well	structured	and	relevant	
informa5on	is	central	for	users,	while	at	the	same	5me	that	informa5on	would	need	to	appeal	to	their	
interest.		

These	two	ingredients,	however,	are	more	ocen	than	not	overlooked	when	designing	informa5on	
environments	in	systems.	In	pursuance	of	increasing	and	retaining	usability,	systems	would	require	a	well	
structured	informa5on	and	a	good	level	of	persuasiveness.	Both	informa5on	architecture	and	persuasive	
design	fields	have	a	strong	rela5onship	with	informa5on	technology.	

Informa2on	architecture	(IA)	is	widely	characterized	as	an	instrument	needed	by	designers,	in	the	process	
of	building	an	efficient	informa5on	system,	with	considera5on	of	the	system	users	and	their	informa5on	
needs	(Rosenfeld,	L.,	Morville,	P.	&	Arango,	P.,	2015).	To	build	the	system,	informa5on	architecture	
determines	the	labelling	and	organiza5on	of	informa5on,	as	well	as	guiding	the	way	users	could	navigate	
and	search	for	that	informa5on,	making	the	system	user-friendly.	

On	the	other	hand,	persuasive	design	(PD)	is	a	field,	which	is	aimed	at	persuading	users	into	performing	
an	intent.	As	defined	by	Fogg,	B.	J.	(2003),	persuasion	is	“the	a8empt	to	change	a9tudes	or	behaviors	or	
both”	without	using	coercion	or	decep5on,	while	also	requiring	inten5onality.	The	act	would	involve	a	
persuader	and	a	persuadee,	where	the	concept	of	persuasion	would	occur	when	ahtude	and/or	
behavior	change	of	the	persuadee	is	established	(Oinas-Kukkonen,	H.	&	Harjumaa,	M.,	2009).	The	field	
could	be	employed	to	effec5vely	reach	the	system/technology	users	and	capture	their	aben5on	by	
making	it	appealing	for	instance.	

Yet,	a	system	or	informa5on	environment	would	require	more	than	just	a	structure	to	successfully	reach	
the	users,	and	at	the	same	5me,	persuading	users	to	perform	an	intent	would	need	more	than	just	the	
intent	and	persuasive	elements,	in	order	to	reach	persuasion.	It	has	been	discussed	that	PD	and	IA	could	
in	fact	be	part	of	one	process	(Hasle,	P.,	2011).	At	the	same	5me,	persuasion	could	also	take	a	suppor5ve	
role	for	a	system,	making	the	user-system	interac5on	easier	for	the	users	(Lykke,	M.,	2009).	Currently,	
however,	there	is	a	low	number	of	research	done,	which	looks	at	how	the	two	fields	could	benefit	an	
actual	design	process.	This	calls	for	a	need	for	explora5on	of	the	way	the	informa5on	architecture	and	
persuasive	design	fields	would	work	together,	and	what	new	knowledge	they	could	deliver	when	
combined.	
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Introduc5on

In	this	project	informa5on	architecture	would	aim	at	crea5ng	a	process	for	understanding	the	context,	
content	and	users	of	a	digital	plalorm.	In	addi5on,	the	field	would	provide	a	structural	design	of	an	
informa5on	environment,	by	breaking	down	the	architecture	into	four	systems:	organiza5on,	labelling,	
search	and	naviga5on	systems.	These	systems	are	the	puzzle	pieces	playing	an	essen5al	role	in	the	
construc5on	of	a	successful	informa5on	environment,	which	support	usability,	findability	and	
comprehension	for	its	users	(Rosenfeld,	L.,	Morville,	P.	&	Arango,	P.,	2015).	Furthermore,	persuasive	
design	would	be	used	to	reinforce	the	already	built	structure	of	the	informa5on	environment	and	analyze	
the	persuasion	context.	It	would	addi5onally	build	up	a	persuasive	layer	with	the	intent	of	appealing	to	
the	users’	interests,	and	aim	to	inspire	people	to	perform	an	intent.			

1.1	Problem	Area			

In	order	to	explore	the	above	men5oned	fields	and	demonstrate	their	rela5onship,	I	would	work	with	an	
actual	case,	which	will	involve	the	development	and	design	of	a	digital	system	for	the	a	research	
community	called	“Persuasive	Technologies”.	

“Persuasive	Technologies”	consist	of	an	interdisciplinary	research	community,	which	has	their	aim	on	
design,	development	and	evalua5on	of	technologies.	They	explore	topics	regarding	changing	people’s	
ahtudes/behaviors	through	persuasion,	without	coercion.	They	need	planning	and	development	of	their	
new	digital	plalorm	for	Persuasive	Technologies	conference	in	2020,	promo5ng	the	event	and	increasing	
the	interest	of	both	members	of	the	community	and	newcomers	throughout	the	course	of	the	year.	

As	the	first	key	point,	the	research	would	require	an	examina5on	of	all	the	available	informa5on	in	past	
versions	of	the	conference	websites,	in	order	to	explore	how	that	informa5on	could	be	improved	and	
included	in	the	new	website,	according	to	the	user	needs.	Consequently,	the	research	would	require	
gathering	data	from	the	users	to	beber	understand	their	interests	and	needs	in	rela5on	to	the	
conference.	At	the	same	5me	the	community	would	need	to	be	able	to	abract	new	audience	to	join	and	
expand,	and	together	contribute	to	the	field	of	persuasive	technologies.	With	this	in	mind,	another	aim	
would	be	to	determine	whether	or	not	their	current	and	previous	systems	provide	sufficient	informa5on	
for	non-members	with	less	knowledge	about	the	community.	All	things	considered,	the	informa5on	
would	also	contribute	to	the	development	of	the	new	plalorm,	which	would	support	mobile	usage	and	
the	goal	of	increasing	persuasion	in	users.	

Equally	important	would	be	to	determine	and	priori5ze	the	most	valuable	informa5on	for	the	conference	
plalorm	at	different	5mes	throughout	the	year,	in	order	to	illustrate	a	5meline	for	when	specific	
informa5on	would	be	required	more	than	other.	The	project	would	aim	to	deliver	a	clean,	structured	
prototype	of	the	plalorm,	which	would	serve	as	a	quick	access	of	valuable	informa5on	in	rela5on	to	the	
conference.	The	plalorm	is	a	key	element	that	would	need	to	reflect	the	knowledge	gained	from	relevant	
informa5on	at	certain	5mes,	as	it	could	also	serve	as	a	reminder	for	important	dates	and	deadlines	for	
users.	
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I	believe	that	combining	the	field	informa5on	architecture	(to	build	a	solid	structure	of	the	informa5on	
environment)	and	the	field	persuasive	design	(to	add	a	persuasive	layer	to	the	plalorm	to	make	it	
interes5ng	and	engaging)	would	together	assemble	a	strong	digital	plalorm	addressing	the	goals	of	the	
PT	community.		To	accommodate	the	two	knowledge	fields,	the	project	will	make	use	of	the	Progressive	
Web	Apps	(PWAs)	technology,	described	in	sec5on	1.3,	which	will	address	the	prac5cal	dimension	of	the	
thesis.	In	doing	so,	I	would	also	contribute	with	knowledge	into	how	the	two	fields	could	work	together,	
demonstrated	in	a	prac5cal	design	process.	

1.2	Problem	Formula1on	

How	can	Informa5on	Architecture	and	Persuasive	design	be	combined	and	what	are	the	mutual	benefits	
in	theory	as	well	as	in	prac5ce	when	designing	interac5ve	systems?	

Research	ques1ons:	

•	What	is	the	current	structure	and	informa5on	of	the	different	website	versions?			
•	What	makes	people	interested	in	abending	the	conference?			
•	How	to	organize	the	content	according	to	the	user	needs?		
•	How	could	the	plalorm	keep	members	engaged	throughout	the	year?	

1.3	Progressive	Web	Apps		

Before	proceeding	to	the	next	chapter,	I	would	like	to	address	and	describe	the	technology	system	this	
project	will	be	focusing	on.	

The	number	of	users	accessing	the	internet	through	the	comfort	of	their	smartphones	is	con5nuously	
increasing	during	the	years,	and	the	same	goes	for	the	number	of	mobile	apps	available.	One	of	the	most	
frustra5ng	things	for	smartphone	users	is	to	browse	a	website,	which	is	not	at	the	very	least	responsive	
when	looked	through	on	mobile	phone.	This	would	provide	bad	user	experience,	since	the	system	might	
be	difficult	to	navigate	or	read	through,	making	it	look	unprofessional.	As	a	result,	the	system	could	cause	
frustra5on	and	push	the	user	away.	

Since	the	goal	of	the	project	aims	at	combining	informa5on	architecture	and	persuasive	design,	as	well	as	
the	need	to	design	a	digital	plalorm	for	the	selected	case,	the	focus	would	fall	upon	the	construc5on	of	
informa5on	environment	on	a	mobile	plalorm.	In	his	book	Mobile	Persuasion:	20	perspec2ves	on	the	
future	of	behavior	change,	Fogg,	B.	J.	(2007)	has	stated	that	mobile	technologies	are	one	of	the	greatest	
persuaders	of	all	5me	since	they	are	always	by	our	side.	On	a	daily	basis,	people	would	typically	spend	
more	5me	with	their	mobile	device	than	with	anyone	else	(Fogg,	B.	J.	&	Eckles,	D.,	2007).	The	project	
would	use	this	informa5on	to	its	advantage	in	the	explora5on	of	the	rela5onship	between	the	IA	and	PD	
fields.	The	reason	behind	the	selec5on	of	the	mobile	plalorm	is	because	it	could	reach	users	
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everywhere,	while	at	the	same	5me	provide	incen5ves	in	the	form	of	prompts,	which	allow	for	
persuasion.	Fogg	(2007)	refers	to	it	as	the	magic	wand,	which	can	“…mo2vate	people	to	achieve	their	
own	personal	goals”	(p.	8).	

The	selected	digital	plalorm	is	rela5vely	new	and	is	called	Progressive	Web	Applica5ons	(PWAs).	PWAs	
represent	a	new	type	of	web	apps,	directly	accessed	through	the	internet	browser,	without	the	need	for	
download	or	installa5on	on	mobile	device.	They	combine	the	flexibility	of	the	web	with	the	benefits	of	a	
na5ve	mobile	applica5on,	while	progressively	enabling	new	features	as	the	users	engage	with	them,	in	
order	to	provide	an	app-like	experience	for	it’s	users.	Every	year	the	chances	of	users	installing	na5ve	
applica5ons	decrease,	which	is	why	PWAs	do	not	require	installa5on,	and	are	capable	of	building	trust	in	
users	and	earn	their	place	in	the	device.	Furthermore,	PWAs	make	use	of	script	called	“service	workers”,	
which	allow	for	offline	use,	or	receiving	and	displaying	push	no5fica5ons	to	the	users.	(Ater,	T.,	2017)	

Websites	reach	three	5mes	as	many	people	compared	to	mobile	apps,	however,	na5ve	apps	are	more	
engaging	for	users	compared	to	websites.	The	two	posi5ve	sides	of	both	are	represented	within	PWAs	
and	it	is	just	a	maber	of	5me	before	they	take	over	the	mobile	world	(hbps://developers.google.com/
web/progressive-web-apps/).	In	fact	they	have	already	been	used	in	popular	websites	such	as	Forbes,	
Washington	Post,	Flipboard,	Twi8er	Lite	and	others	(Dube,	D.,	2019).	

PWAs	are	reliable	as	they	bring	great	offline	experiences,	background	sync	and	push	no5fica5ons,	
func5onali5es	new	to	the	web,	all	of	which	are	brought	by	the	script	-	service	workers	(Gaunt,	M.,	2019).	
They	are	also	fast,	in	a	sense	that	they	could	load	instantly,	especially	if	saved	as	a	quick	link	on	the	
screen	of	the	device.	Speed	is	essen5al	for	users,	as	it	has	been	found	that	53%	of	mobile	site	visitors	
abandon	a	page	if	it	takes	longer	than	3	seconds	to	load	(Wagner,	J.,	2019).	In	addi5on,	another	strength	
of	this	type	of	technology	would	be	that	the	cost	is	less	than	building	a	na5ve	app	for	each	smartphone	
type.	Finally,	PWAs	are	engaging,	with	the	possibility	to	involve	push	no5fica5ons,	which	could	prompt	
the	users	to	take	an	ac5on	or	simply	inform	them	about	something	they	consider	important.	

Lastly,	PWAs	are	intelligent,	in	a	sense	that	they	allow	learning	about	the	interests	of	the	users,	while	also	
keeping	them	engaged	through	relevant	no5fica5ons.	A	downside	of	the	PWAs	include	the	inability	to	
access	features	such	as	bluetooth,	proximity	sensors,	camera	control,	contacts	and	more,	which	the	
na5ve	applica5ons	could	access.	Nevertheless,	for	conference	events,	as	well	as	websites	concerned	
mainly	with	being	informa5ve	for	their	users,	PWAs	are	actually	be	a	very	suitable	choice.	
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Theory

2.	Theory			

This	chapter	would	start	out	by	describing	the	rela5onship	between	informa5on	architecture	and	
persuasive	design,	as	well	as	discuss	current	research	on	the	way	the	fields	can	or	have	been	used	
together	in	a	process.	In	addi5on,	the	chapter	will	provide	a	descrip5on	of	the	approach	and	characterize	
the	data	collec5on	types	used	for	the	specified	case.	Furthermore,	an	overview	of	the	process	will	be	
presented,	in	order	to	frame	and	visualize	each	part	of	the	project	from	start	to	end.	

2.1	The	Cross-field	

A	literature	search	has	been	carried	out	in	order	to	explore	the	combina5on	of	the	fields	informa5on	
architecture	and	persuasive	design.	The	purpose	of	the	search	was	to	understand	which	aspects	of	the	
topic	have	been	previously	explored	by	other	researchers	and	where	further	inves5ga5on	might	be	
required.	This	informa5on	will	in	turn	aim	to	contribute	and	move	the	direc5on	of	the	research	forward.	
Furthermore,	the	goal	of	this	sec5on	is	to	compare	the	fields	and	address	current	research	done	related	
to	working	with	them	together,	in	conjunc5on	with	my	own	understanding	of	both	fields.	It	would	also	
aim	to	express	what	their	combina5on	could	mean.	Before	visualizing	the	findings	of	their	combina5on	
by	other	researchers,	the	fields’	background	and	overall	meaning	will	be	discussed	individually	to	
establish	ground	for	understanding.	

2.1.1	Background	

The	terms	informa2on	and	architecture	date	back	to	1976,	when	they	were	used	by	Richard	Saul	
Wurmans	in	order	to	describe	the	way	systems	work,	as	well	as	to	address	the	necessity	of	structure	for	
the	large	amounts	of	data	available	(Resmini,	A.	et	al.,	2011).	Some	of	the	disciplines	upon	which	the	field	
is	based	on	include	informa5on	design,	visual	design,	cogni5ve	psychology,	architecture	and	other	
(Resmini,	A.	et	al.,	2011).	A	good	informa5on	architecture	would	need	to	consider	the	users	of	a	system	
or	informa5on	environment,	which	suggests	that	the	field	is	intended	to	provide	a	good	user	experience.	
Informa5on	architecture	deals	with	the	access	and	use	of	the	immense	amounts	of	informa5on	today	
(Resmini,	A.	&	Rosa5	L.,	2011).	It	could	be	understood	differently	in	different	contexts.	IA	could	refer	to	
the	design	of	structure	in	an	informa5on	environment;	a	combina5on	of	four	systems	(organiza5on,	
labelling,	search	and	naviga5on)	for	the	development	or	forma5on	of	digital	systems;	or	development	of	
systems	providing	findability	and	usability	(Rosenfeld,	L.	et	al.,	2015).	

When	it	comes	to	persuasive	design,	the	term	persuasion	has	been	forged	out	of	rhetoric,	going	all	the	
way	back	to	Aristotle.	Rhetoricians’	main	concern	was	to	influence	public	speeches,	which	persuade	their	
listeners	(Fogg,	B.	J.,	2003).	Aristotle	came	up	with	modes	of	persuasion,	also	referred	as	rhetorical	
appeals,	which	include:	logos	(appeal	to	ra5onality,	logic),	ethos	(appeal	to	establish	plausibility,	trust),	
and	pathos	(appeal	to	emo5ons)	(Hasle.,	P.	F.	V.	&	Kjær	Christensen,	A-K.,	2007).	Kairos	is	the	fourth	
mode	of	persuasion,	and	it	dates	back	more	than	2000	years.	The	word	Kairos	originated	from	ancient	
Greece	and	the	youngest	child	of	Zeus	who	was	named	Kairos	meaning	“Opportunity”	(Sipiora,	P.,	&	
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Baumlin,	J.	S.,	2002).	In	addi5on,	kairos	was	ocen	translated	to	“5ming”	or	the	“right	5me”,	thus	how	the	
concept	arouse	as	essen5al	to	classical	rhetoric	(Sipiora,	P.	et	al.,	2002).	Fogg,	B.	J.	(2003,	p.41)	outlined	
Kairos	as	“finding	the	opportune	moment	to	present	your	message”.	
		
Taking	a	more	recent	perspec5ve	on	the	concept	of	persuasion,	Fogg,	B.	J.	(2003)	defined	persuasion	as	
“changing	a9tudes	or	behaviors	or	both”,	while	also	stressing	that	there	is	a	difference	between	
persuasion	and	coercion	or	persuasion	and	decep5on.	Persuasion	would	stand	for	voluntary	change	in	
behavior	or	ahtude.	In	addi5on,	in	order	to	effec5vely	persuade,	different	goals	might	require	different	
persuasive	strategies	(Oinas-Kukkonen,	H.	et	al.,	2009).	

Persuasive	design	has	a	strong	rela5onship	with	technology.	According	to	Fogg,	B.	J.	(2003)	technologies	
and	persuasion	overlap,	which	is	how	he	came	up	with	the	term	“captology”	standing	for	“computers	as	
persuasive	technologies”.	Captology	would	portray	“...design,	research,	and	analysis	of	interac2ve	
compu2ng	products	created	for	the	purpose	of	changing	people’s	a9tudes	or	behaviors”	-	Fogg,	B.	J.	
(2003,	p.	5),	where	technology	would	play	a	central	role	in	persuasion.	In	addi5on,	since	computers	do	
not	have	inten5ons	of	their	own,	the	persuader	behind	the	technology	has	advantages	over	human	
persuaders.	This	is	due	to	technologies	being	more	persistent	than	people;	allowing	for	anonymity;	
working	with	a	lot	of	data;	offering	many	ways	of	presen5ng	informa5on;	growing	rapidly	on	demand;	
and	providing	access	from	almost	anywhere	(Fogg,	B.	J.,	2003).	Finally,	Fogg	based	one	of	his	persuasive	
principles	(sugges5on)	on	kairos,	where	an	interac5ve	technology	would	provide	the	chance	to	suggest	a	
behavior	at	the	most	opportune	moment.	Timing	has	been	considered	an	extremely	valuable	concept	for	
the	effec5veness	of	sugges5on	in	technologies.	However,	in	order	to	iden5fy	Kairos,	a	research	would	
require	iden5fica5on	of	when	the	5ming	is	right	(Fogg,	B.	J.,	2003).	

A	visible	connec5on	is	that	both	informa5on	architecture	and	persuasive	design	have	strong	rela5onship	
with	technology	and	users,	which	indicates	that	the	two	fields	could	work	together	in	the	process	of	
designing	systems.	

2.1.2	Scope	and	criteria	

The	literature	search	was	performed	in	Scopus	database	and	provided	an	overall	of	26	results	from	
combining	the	keywords	“persuasive	design”	and	“informa5on	architecture”.	The	search	was	intended	for	
discovery	of	studies,	combining	both	informa5on	architecture	and	persuasive	design	fields	and	to	find	
how	and	if	the	fields	relate,	and	whether	the	fields	could	supplement	one	another.	

Four	(4)	of	the	26	results	were	associated	with	the	search,	while	the	rest	of	the	papers	have	not	been	
included	in	this	review,	as	they	did	not	match	the	search	criteria	and	have	been	either	addressing	only	
one	of	the	two	fields	or	were	found	irrelevant	to	the	topic	of	interest.	One	addi5onal	paper,	which	I	
previously	had	knowledge	of,	has	been	included	in	this	review.	The	following	subsec5on	will	display	how	
the	combina5on	of	both	fields	have	been	interpreted	by	research	experts.	
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2.1.3	Findings	

When	looking	at	the	reviewed	papers,	informa5on	architecture	has	been	employed	as	a	way	of	
organizing	and	structuring	of	content	within	systems	or	processes,	and	at	the	same	5me,	playing	an	
essen5al	role	in	the	development	of	naviga5on	paths	within	these	systems	(Bolchini,	Garzobo	&	Paolini,	
2008;	Sah	&	Emmler,	2009).	These	characteris5cs	are	what	would	frequently	be	used	to	visualize	the	IA	
field.	

When	it	comes	to	persuasive	design,	its	contribu5on	in	the	different	papers	varies,	but	mainly	revolves	
around	principles	of	persuasion.	One	of	the	papers	benefited	from	using	persuasive	design	by	applying	
the	persuasive	principle	tailoring	for	delivering	personalized	content,	establishing	rela5onship	between	
message	receiver	and	message	sender	(Bolchini,	D.,	Garzobo,	F.	&	Paolini,	P.,	2008).	In	a	likely	manner,	
another	research	noted	that	the	principle	tunneling	(guiding	the	users	through	the	system)	may	increase	
the	knowledge	they	gain,	and	deliver	appropriate	informa5on	accordingly,	as	opposed	to	user	control,	
where	users	take	complete	control	over	the	system	(Pugatch,	J.,	Grenen,	E.,	Surla,	S.,	Schwarz,	M.	&	Cole-
Lewis,	H.,	2018).	Moreover,	in	a	third	case,	the	field	contributes	with	the	principles	of	persuasion-	
tunneling,	tailoring	and	sugges2on,	to	assist	users	in	achieving	their	goals	in	a	system	(Sah,	P.	&	Emmler,	
O.,	2009).		

It	appears	that	when	persuasion	is	used	in	the	context	of	combina5on	with	the	IA	field,	most	frequently	
principles	of	persuasion	are	used	somewhere	during	or	acer	the	process	of	building	a	system,	to	
influence	or	change	ahtudes	or	behaviors	of	people.	Furthermore,	a	common	topic	in	the	contribu5ons	
of	PD	in	the	papers	seems	to	be	the	rela5onship	between	a	system	and	users	and	the	ease	of	use	of	a	
system	or	a	process	(Bolchini	et	al.,	2008;	Sah	et	al.,	2009;	Lykke,	2009;	Pugatch,	J.	et	al.,	2018).	

However,	while	using	both	IA	and	PD	fields	in	one	process,	3	of	the	reviewed	papers	lacked	elabora5on	
on	how	and	where	the	two	fields	establish	contact,	which	indicates	that	there	is	a	need	for	a	more	in-
depth	explora5on	of	the	connec5on	between	the	two	knowledge	fields.	Only	small	amount	of	research	
had	addressed	the	combina5on	of	the	two	fields	more	in-depth.	

In	his	paper,	Hasle,	P.	(2011)	writes	about	the	ideas	and	goals	of	persuasive	design,	where	he	declares	
that	the	field	has	wider	implica5ons	with	informa5on	systems	design	and	that	“…persuasion	is	imbued	
with	informa2on	and	conversely”.	This	statement	came	from	claims	that	there	are	persuasive	
implica5ons	within	informa5on	architecture	systems	such	as	labelling	and	organiza5on,	which	could	
influence	how	users	perceive	the	informa5on	within	a	site.	According	to	him,	persuasive	design	is	the	
star5ng	point	of	systems	design,	in	contrast	to	it	being	a	tool,	which	is	applied	somewhere	in	the	process.	
He	also	specifies	that	most	websites	have	persuasion	aspects,	even	if	they	have	not	been	planned	or	
discussed	(Hasle,	P.,	2011).	Thus	persuasive	design	and	informa5on	architecture	could	together	be	part	of	
one	process.		

Another	research	paper	has	also	discussed	the	two	fields	in-depth,	focusing	on	informa5on	retrieval	and	
search	systems	(Lykke,	M.,	2009).	The	two	fields	have	been	used	in	combina5on,	where	here,	as	opposed	
to	the	previous	paragraph,	persuasive	design	has	been	employed	as	a	support	tool	to	the	informa5on	
architecture	of	the	system.	Their	combina5on	effec5vely	simplifies	the	interac5on	between	the	user	and	
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the	system.	This	has	been	achieved	by	firstly,	the	use	of	the	four	IA	components	(organiza5on,	labelling,	
naviga5on	and	search	systems)	for	analysis	of	the	organiza5on	of	informa5on	and	construc5on	of	the	
system.	And	secondly,	through	implementa5on	of	PD	principles,	which	make	an	improvement	in	the	
ability	of	the	users	to	interact	with	the	IA.	A	valuable	outcome	of	the	paper	claims	that	the	principles	
tailoring,	reduc2on	and	tunneling	may	tremendously	improve	the	interac5on	between	the	user	and	the	
system,	while	the	principles	sugges2on,	surveillance	and	monitoring	could	inform	and	encourage	users	to	
make	use	of	the	system	features.	One	of	the	future	considera5ons	suggested	in	the	paper	is	iden5fica5on	
and	examina5on	of	Kairos,	the	opportune	moment,	to	“present	sugges2ons,	guides,	or	reduce	
complexity”	in	a	system	-	Lykke,	M.	(2009).	

2.1.4	Discussion	

Acer	examina5on	of	the	various	papers	which	use	the	two	knowledge	fields,	it	was	revealed	that	in	most	
of	the	cases	IA	has	been	used	for	structuring	and	organiza5on	of	a	system.	While	PD	has	been	used	for	
the	implementa5on	of	persuasive	principles	for	persuading	users	and/or	making	the	interac5on	process	
between	the	system	and	the	user	easier.	What	most	of	the	researches	are	not	addressing,	however,	is	the	
way	the	fields	connect	and	where	one	falls	short	and	the	other	comes	strong.	

My	understanding	of	IA	as	a	field	has	been	built	on	Rosenfeld’s	perspec5ve	where	IA	would	allow	the	
structural	design	of	an	informa5on	environment,	by	breaking	down	the	architecture	into	four	
components:	organiza2on,	labelling,	naviga2on	and	search	systems	(Rosenfeld,	L.	et	al.,	2015).	
Organiza2on	systems	represent	the	way	informa5on	has	been	structured	and	grouped	together	within	an	
informa5on	environment	(e.g.	a	website).	The	type	of	structure	could	be	defined	based	on	the	type	of	
content,	in	order	to	make	the	organiza5on	more	logical	for	the	user.	Labelling	systems	are	the	
component,	which	describes	large	informa5on	chunks	or	groups,	or	help	the	user	to	recognize	what	
informa5on	they	look	at.	Examples	of	labelling	could	be	headings	and	5tles,	but	also	icons.	Naviga2on	
systems	serve	as	a	compass,	guiding	the	user	through	the	website	hierarchy	structure.	There	are	three	
naviga5on	systems	called	global,	local	and	contextual	naviga2on,	which	allow	the	user	to	realize	their	
loca5on	and	travel	back	and	forth	into	the	hierarchy	of	the	system	(Rosenfeld,	L.	et	al.,	2015).	Search	
systems	allow	the	users	to	quickly	discover	the	informa5on	they	look	for,	or	provide	means	for	users	to	
further	explore	relevant	content	on	the	plalorm,	while	they	could	be	found	as	search	boxes	on	websites.	
These	systems	are	the	components	construc5ng	the	informa5on	environment,	and	providing	usability,	
findability	and	comprehension	for	its	users	(Rosenfeld,	L.	et	al.,	2015).	They	will	be	described	in	greater	
detail	in	sec5on	2.3.	Informa2on	Architecture	Components.	The	components	is	also	what	I	would	
consider	as	the	strong	side	of	the	field.	Of	course	users	and	their	needs	are	also	at	the	core	of	the	field,	
and	there	are	also	many	methods	for	exploring	what	the	users	want.	However,	one	of	the	things	I	would	
consider	as	weakness,	is	that	informa5on	architecture	might	not	always	be	enough	to	successfully	reach	
to	the	users.	

And	this	is	where	I	believe	persuasive	design	could	step	in.	As	stated	throughout	this	report,	PD	aims	at	
changing	behavior	and	ahtudes	of	people	(Fogg,	B.	J.,	2003).	My	understanding	is	also	that	through	
persuasion,	users	could	voluntary	engage,	re-engage	and/or	be	mo5vated	to	perform	a	targeted	designer	
intent,	while	this	intent	would	aim	to	be	beneficial	for	them.	This	is	also	where	understanding	the	user	
behaviors	and	user	interests	in	selected	contexts	are	the	core	of	the	persuasive	design	field,	since	these	
factors	are	what	has	to	be	known	in	order	to	select	persuasive	strategy	for	execu5on.	
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As	it	has	been	seen	before	in	several	of	the	reviewed	papers,	persuasive	design	might	be	applied	in	the	
process	of	building	the	informa5on	architecture	of	a	system	to	simplify	interac5on	between	the	system	
and	users,	as	well	as	increase	persuasion.	I	would	be	more	inclined	to	support	that	idea,	rather	than	
Hasle’s	statement	of	considering	both	fields	as	part	of	one	process.	

To	address	Hasle’s	statement	that	PD	and	IA	are	part	of	the	same	process,	my	belief	is	that	it	actually	
could,	however	not	to	a	full	extent.	If	designers	of	the	system	are	the	real	persuaders	in	the	process	of	
persuasion,	their	persuasive	intent	could	be	a	star5ng	point	in	the	process.	That	is	if	their	intent	is	
grounded	in	willingly	mo5va5ng	users	of	a	system	to	perform	a	target	behavior	and	having	that	inten5on	
throughout	the	design	process.	However,	the	designer’s	inten5on	might	not	necessarily	be	connected	
with	the	users	of	the	system,	which	would	not	be	considered	as	“persuasive”,	since	users	are	the	ones	
who	reflect	whether	or	not	a	system	is	persuasive.	E.g.	a	designer,	whose	inten5on	is	to	simply	create	a	
system	is	not	an	actual	element	of	persuasion,	it	would	be	an	outcome.	Fogg,	B.	J.	(2003)	discussed	that	
“Persuasion	is	based	on	inten2ons,	not	outcomes”	while	describing	inten5onality	as	“planned	effects”.	
That	suggests	that	un5l	the	designer’s	intent	has	the	purpose	to	persuade	someone	to	perform	an	ac5on	
or	change	their	behavior,	then	persuasion	would	not	be	part	of	the	process	of	crea5ng	the	system.	In	
addi5on,	to	successfully	apply	persuasion	would	require	more	than	the	persuasive	intent,	where	as	
Oinas-Kukkonen,	H.	&	Harjumaa,	M.	(2009)	stated	“persuasion-in-full	occurs	only	when	a9tude	change	
takes	place”.	

2.1.5	Conclusion	

All	things	considered,	my	belief	is	that	combining	the	two	fields	could	highly	improve	a	design	process	
and	make	a	system	more	efficient	and	successful	in	reaching	its	target	users.	The	reviewed	literature	
suggests	that	there	are	advantages	to	using	the	two	fields.	It	has	been	established	that	informa5on	
architecture	could	be	used	as	the	basis-	the	instrument	through	which	an	informa5on	environment	is	
built.	While	persuasive	design	could	serve	as	the	tool	for	increasing	the	connec5on	of	the	system	with	
the	targeted	user.	Used	together,	they	could	successfully	address	the	places	where	one	field	comes	short,	
in	order	to	provide	an	effec5ve	system,	which	would	improve	interac5vity	for	its	users,	and	effec5vely	
persuade.	

Under	those	circumstances,	in	order	to	understand	how	the	two	fields	combined	could	reinforce	one	
another,	it	appeared	necessary	to	explore	their	applica5on	in	a	prac5cal	design	process.	The	rather	small	
number	of	ar5cles	and	papers	highlighted	that	not	much	research	has	been	done	in	exploring	the	
combina5on	of	the	two	fields	in	such	process.	My	goal	would	be	to	visualize	how	the	fields	could	work	
together,	while	in	the	processes	of	developing	a	strategy	and	designing	a	mobile	system	for	the	
persuasive	design	conference	in	2020.	Furthermore,	I	would	be	exploring	the	presence	of	Kairos	
throughout	the	year	of	the	conference	organiza5on	process	and	the	event	itself,	in	order	to	reduce	
complexity	and	further	increase	mo5va5on.	
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2.2	Theore1cal	Framework	

This	sec5on	iden5fies	the	nature	of	the	research,	which	is	the	main	guide	of	how	data	will	be	collected,	
analyzed	and	interpreted.	It	defines	the	meaning	behind	paradigms	(philosophical	worldviews)	and	
research	approaches,	as	well	as	specify	their	characteris5cs	and	applica5ons	in	the	research.	The	need	
for	this	sec5on	characterizes	in	the	selec5on	of	a	successfully	tested	model	which	would	lead	the	
research.	

Theore5cal	framework	symbolizes	the	way	researchers	inves5gate	knowledge	and	the	way	that	it	could	
be	interpreted	(Mackenzie,	N.	&	Knipe,	S.,	2006).	Ocen	5mes	theore5cal	framework	represents	the	
paradigm,	which	a	study	is	based	upon.	The	paradigm	portrays	“the	intent,	mo2va2on	and	expecta2ons	
for	the	research”	-	Mackenzie,	N.	&	Knipe,	S.	(2006),	while	also	represen5ng	the	beliefs,	which	influence	
the	way	a	research	should	be	carried	out	(Bryman,	A.,	2012).	Hence,	a	paradigm	is	where	the	theore5cal	
perspec5ve	of	the	study	is	placed.	In	many	cases	paradigms	could	be	referred	to	as	philosophical	
worldview,	research	methodologies,	or	epistemologies	and	ontologies,	all	of	which	lead	quan5ta5ve,	
qualita5ve	or	mixed-method	approaches	(Creswell,	J.	W.,	2014).	

What	characterizes	the	quan2ta2ve	research	approach	is	that	it	primarily	relies	on	close-ended	data	or	
responses,	such	as	numerical	data	and	sta5s5cs,	which	might	be	used	to	prove	outcomes	(Creswell,	J.	W.,	
2014).	Quan5ta5ve	research	is	characterized	as	deduc5ve,	where	the	emphasis	falls	on	tes5ng	of	
theories	(Bryman,	A.,	2012).	On	the	other	hand,	qualita2ve	data	collec5on	primarily	relies	on	open-
ended	data	and	apply	open	methods	such	as	interviews	and	observa5ons	(Creswell,	J.	W.,	2014).	
Furthermore,	qualita2ve	research	dis5nguishes	itself	by	being	induc5ve,	where	the	primary	aim	is	the	
genera5on	of	theories	(Bryman,	A.,	2012).	However,	there	exists	a	possibility	to	use	both	research	types.	
Mixed	methods	combine	both	qualita5ve	and	quan5ta5ve	research	and	data,	where	the	research	
outcome	is	represented	by	both	numerical	and	textual	informa5on	(Mackenzie	et	al.,	2006;	Creswell,	
2014).	

There	are	different	research	paradigms	and	their	choice	depends	to	a	large	extent	on	the	purpose	of	the	
research.	Some	of	the	more	common	ones	consist	of	postposi2vist/posi2vist,	interpre2vist/construc2vist,	
transforma2ve	and	pragma2c	paradigms	(Creswell,	2014;	Mackenzie	et	al.,	2006).	

It	has	been	stated	that	the	studies	taking	the	postposi2vist	paradigm	predominantly	benefit	from	the	use	
of	quan2ta2ve	approaches	for	data	collec5on	and	analysis	(Mackenzie,	N.,	et	al.,	2006),	since	it	most	
frequently	aims	at	suppor5ng	a	theory	or	repor5ng	an	experience.	Researchers	using	the	interpre2vist/
construc2vist	paradigm	mostly	consider	qualita2ve	data	as	their	main	source	of	comprehension,	as	ocen	
they	aim	to	understand	the	lived	experiences	of	people.	And	lastly	researchers	employing	the	
transforma2ve	paradigm	(related	to	poli5cs	or	change)	or	pragma2c	paradigm	(problem-centered)	
include	mixed	methods,	both	qualita5ve	and	quan5ta5ve	research.	This	is	where	the	most	suitable	type	
of	method	could	be	selected	for	a	given	study.	(Mackenzie,	N.,	et	al.,	2006)	

This	study	had	its	focus	on	pragma1c	paradigm,	and	made	use	of	mixed	methods	for	collec5on,	analysis	
and	interpreta5on	of	data.	One	of	the	main	characteris5cs	of	having	a	pragma5c	worldview	is	that	the	
research	problem	is	placed	as	central,	where	qualita5ve	or	quan5ta5ve	methods	are	used	together	
(Creswell,	J.	W.,	2014).	Therefore,	the	reason	for	selec5ng	this	paradigm	was	to	employ	mixed	methods	
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and	provide	the	research	with	a	more	exhaus5ve	understanding	about	the	problem.	Another	trait	of	this	
specific	paradigm	is	that	depending	on	the	intended	outcome,	the	main	focus	falls	upon	the	“what”	and	
“how”	of	the	problem.	Lastly,	using	both	mixed	methods	for	research	compensates	limita5ons	found	in	
each	of	the	two	types	of	data	(Creswell,	J.	W.,	2014).	

2.3	Process	Overview	

Acer	the	selec5on	of	a	model	for	researching	and	interpreta5on	of	data,	the	project	required	an	outline	
of	the	big	picture,	which	visualized	the	overall	process	needed	to	reach	the	goal	of	building	a	plalorm.	
Planning	an	informa5on	environment	is	a	complex,	but	essen5al	task,	which	demands	for	a	phased	
approach,	which	can	steer	the	direc5on	of	the	project	(Rosenfeld,	L.	et	al.,	2015).	

This	project	followed	the	process	of	informa2on	architecture	development,	which	has	been	developed	by	
Rosenfeld,	L.	et	al.	(2015)	in	the	book	“Informa2on	architecture:	For	the	web	and	beyond”.	The	selec5on	
of	this	process	was	based	on	its	effec5veness	in	providing	a	broad	view	of	the	bigger	picture	organized	as	
phases	(Figure	1),	where	progress	could	easily	be	reflected	as	there	is	a	clear	understanding	of	the	whole	
agenda	in	advance.	

� 	
Figure	1.	The	informa5on	architecture	process.	

The	process	characterizes	in	having	5	phases:	research,	strategy,	design,	implementa2on	and	
administra2on.	However,	this	project	operated	within	the	first	three	phases,	since	the	main	goal	was	
visualizing	the	connec5on	between	informa5on	architecture	and	persuasive	design,	rather	than	
developing	a	highly	func5onal	tested	prototype	of	the	applica5on.	The	last	two	phases	(implementa5on	
and	administra5on)	represent	the	stage	where	the	design	has	been	put	to	the	test	before	launching	the	
system,	as	well	as	the	next	phase	acer	the	launch	where	the	system	would	con5nuously	monitor	usage	
and	user	feedback	in	order	to	improve.	

Research	
In	this	project	research	characterized	in	understanding	of	the	current	informa5on	environment	and	the	
available	content	on	the	exis5ng	plalorm.	In	addi5on,	this	stage	explored	the	goals	and	benefits	of	the	
conference,	coupled	with	the	different	perspec5ves	of	the	members	of	the	community.	Last	but	not	least,	
the	research	also	explored	the	intended	audiences	and	what	made	the	event	interes5ng.	The	phase	was	
assisted	by	the	informa2on	ecology	approach	to	research	capturing	the	content,	context	and	users	of	the	
informa5on	environment,	which	was	described	in	more	detail	in	sec5on	2.2.1	Informa5on	Ecology.	The	
research	phase	constantly	tested	a	hypothesis	of	how	the	informa5on	environment	could	be	structured,	
against	the	data	obtained	throughout	the	implementa5on	of	the	various	mixed	methods.	(Rosenfeld,	L.	
et	al.,	2015)	
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Strategy	
The	second	phase	takes	into	considera5on	all	of	the	outcomes	of	the	research	and	analysis	and	provides	
a	strategic	plan	for	design	implementa5on	(Rosenfeld,	L.	et	al.,	2015).	The	phase	included	the	
organiza5on	process	of	content,	in	order	to	illustrate	a	structure	for	the	new	plalorm.	This	involved	the	
development	of	a	top-down	informa5on	architecture	look	of	the	organiza5on	of	content,	which	served	as	
a	guide	for	the	design	phase.	Lastly,	the	stage	delivered	design	requirements,	based	on	all	the	research	
outcomes,	which	set	ground	for	the	design	process.	

Design	
The	third	phase	reflects	the	connec5on	between	process	and	actual	deliverables.	The	design	is	what	
translates	the	strategy	into	a	visual	outcome	of	the	informa5on	architecture	of	the	system	through	the	
applica5on	of	various	design	methods	(Rosenfeld,	L.	et	al.,	2015).	This	stage	went	through	the	
development	of	low-to-high	fidelity	designs	of	the	system	,	which	meant	that	the	process	went	from	
idea-genera5on	on	paper,	towards	a	more	realis5c	look	of	the	progressive	web	app.	

In	addi5on	to	the	informa5on	architecture	process,	the	project	benefited	from	requirements	engineering.	
As	part	of	socware	engineering,	requirements	engineering	(RE)	addresses	real-world	objec5ves,	
func5onali5es	and	limita5ons	of	systems	(Nuseibeh,	B.	&	Easterbrook,	S.,	2000).	Furthermore,	in	this	
project,	RE	played	a	major	role	in	the	process	of	discovering	the	purpose	of	the	system	and	guided	the	
way	towards	iden5fica5on	of	users	and	their	interests	in	that	system.	Finally,	RE	contributed	to	strategy	
genera5on	and	the	forma5on	of	design	requirements,	which	were	later	delivered	during	the	design	stage	
of	the	system.	

2.3.1		Informa1on	Ecology	

As	it	was	men5oned	in	the	process	descrip5on	above,	the	first	phase	(Research)	benefited	from	the	use	
of	the	informa2on	ecology	approach.	Informa2on	ecology	is	a	more	in	depth	look	within	the	research	
phase,	which	explores	a	lot	of	ques5ons	related	to	the	context,	content	and	users	of	the	study	(Figure	2)		
(Rosenfeld,	L.	et	al.,	2015).	Its	importance	is	characterized	in	exploring	all	of	the	available	aspects	for	the	
study,	which	allowed	the	genera5on	of	more	thorough	insights,	and	thus	created	a	balanced	approach	to	
research	(Rosenfeld,	L.	et	al.,	2015).	This	approach	will	be	applied	in	Chapter	4.	Analysis	and	Data	
collec2on.	
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� 	
Figure	2.	Informa2on	Ecology.		

A	balanced	approach	to	Research.	

Usually	the	Context	represents	understanding	of	the	mission	and	vision	of	a	business	or	environment,	by	
exploring	background	informa5on	and	different	perspec5ves	of	people.	In	this	study,	the	context	looked	
at	the	meaning	behind	the	conferences	of	Persuasive	Technologies	community,	as	well	as	its	background	
history	exploring	how	the	whole	concept	started.	Moreover,	the	context	aimed	at	understanding	the	
goals	of	the	community,	their	target	audiences,	their	organiza5on	process,	as	well	as	the	way	the	
conferences	have	func5oned	in	the	past.	Some	of	the	first	steps	for	iden5fica5on	of	the	context	included	
the	reviewing	of	exis5ng	background	materials	(such	as	online	and	offline	sources),	and	research	
mee2ngs	with	the	client,	where	the	research	got	detailed	informa5on	about	the	problem,	planned	
content,	needs,	goals	and	audience	of	the	system	(Rosenfeld,	L.	et	al.,	2015).	Finally,	understanding	the	
context	remained	a	big	part	of	what	the	strategy	and	design	implementa5on	phases	were	based	on.	

Rosenfeld,	L.	et	al.	(2015)	defined	Content	as	“the	stuff	in	your	informa2on	environment”,	where	content	
can	be	found	documents,	images,	audio,	data,	web	pages	and	more.	Content	requires	explora5on	since	in	
order	to	build,	or	in	this	case	organize	content,	it	needs	to	be	analyzed	and	understood	by	the	
informa5on	architect.	Furthermore,	in	order	for	users	to	use	that	content	they	need	to	be	able	to	find	it	
(Rosenfeld,	L.	et	al.,	2015).	The	research	involved	bobom-up	explora5on	of	the	content	within	the	
informa5on	environment,	as	well	as	a	top-down	view	of	what	the	current	structure	of	the	conference	
websites	looked	like.	Some	of	the	efficient	techniques	employed	for	this	stage	of	research	include:	
heuris2c	evalua2on	of	the	current	informa5on	environment,	content	analysis	from	top-down	and	
bobom-up	perspec5ves,	content	mapping	of	the	current	structure,	and	benchmarking	(Rosenfeld,	L.	et	
al.,	2015).	Some	of	the	findings	from	the	context	research	were	also	related	and	included	in	the	content	
stage.	

Users	are	the	ones	deciding	whether	an	informa5on	environment	has	been	designed	successfully	or	not.	
Some5mes,	depending	on	the	context,	users	are	referred	to	as	abendees,	visitors,	customers,	employees	
and	more	(Rosenfeld,	L.	et	al.,	2015).	As	part	of	the	research	process,	this	stage	was	central	in	
understanding	who	the	users	were	and	how	they	were	using	the	informa5on	environment.	Furthermore,	
the	research	explored	the	informa5on	needs,	interests	and	mo5va5ons	of	the	users,	as	well	as	their	
ac5vi5es	in	order	to	iden5fy	their	behaviors.	Of	course	the	selec5on	of	what	to	study	in	users	was	also	
based	on	the	context.	Exploring	these	aspects	typically	requires	both	qualita5ve	and	quan5ta5ve	
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research	methods,	some	of	which	included	surveys,	interviews,	and	workshops	regarding	understanding	
user	informa5on	needs	such	as	the	method	card-sor2ng.	

Analyzing	the	context,	content	and	users	of	the	informa5on	environment	provided	the	research	with	a	
larger	amount	of	relevant	informa5on,	which	was	used	for	the	development	of	a	solid	strategy	based	on	
all	the	outcomes.	Rosenfeld,	L.	et	al.	(2015)	said	“Good	research	means	asking	the	right	ques2ons,	and	
choosing	the	right	ques2ons	requires	a	conceptual	framework	of	the	broader	environment”.	Informa5on	
ecology	was	what	provided	a	basis	of	the	research,	and	what	connected	it	with	the	strategy	and	design	
phases.	

2.4	Informa1on	Architecture	Components	

This	sec5on	describes	more	in-depth	the	four	informa5on	architecture	components,	which	were	briefly	
men5oned	in	The	Cross-field	discussion	(2.1.4).	These	components	(also	called	systems)	are	the	basis	of	
digital	informa5on	environments,	which	create	beber	structure	and	comprehension	of	the	content.	They	
also	allow	the	easier	discovery	of	informa5on	through	the	crea5on	of	naviga5on	paths,	helping	users	find	
their	way	in	the	system,	and	reach	their	desired	place	or	objec5ve	(Rosenfeld,	L.	et	al.,	2015).	In	this	
project	the	components	are	also	describing	the	design	process	of	the	Progressive	Web	App.	

2.4.1	Organiza1on	Systems	

Organiza2on	systems	deal	with	the	organiza5on	of	informa5on	in	a	way	that	makes	sense	for	people,	so	
that	it	could	be	located.	Language	is	ambiguous	and	different	words	could	be	understood	in	different	
ways,	which	is	why	there	are	various	ways	of	organizing	informa5on	to	ease	the	search	process	for	the	
user	(Rosenfeld,	L.	et	al.,	2015).	The	types	of	content	could	be	heterogeneous	(objects	which	are	not	
related	to	each	other),	or	homogenous	(related	iden5cal	elements)	(Rosenfeld,	L.	et	al.,	2015).	The	view	
of	how	content	should	be	organized	differs	depending	on	the	one	who	organizes	the	informa5on	
environment.	For	this	reason	the	informa5on	architect	has	to	create	an	architecture	that	makes	sense	to	
the	users	of	that	environment.		

Organiza5on	systems	are	build	by	organiza2on	schemes	and	organiza2on	structures.	The	organiza5on	
schemes	determine	the	typical	characteris5cs	of	content	and	looks	at	how	they	could	be	grouped	
logically	(Rosenfeld,	L.	et	al.,	2015).	The	organiza5on	structure	of	a	digital	system	is	mainly	associated	
with	the	way	users	would	navigate	through	the	content	and	how	it	is	linked.		

On	one	hand	organiza2on	schemes	characterize	either	as	exact	or	ambiguous.	The	exact	schemes	are	
dis5nc5ve	with	the	informa5on	being	mutually	exclusive,	which	could	be	represented	by	alphabe5cal,	
chronological	and	geographical	order	of	content	(Rosenfeld,	L.	et	al.,	2015).	And	ambiguous	schemes	
dis5nguish	by	organizing	informa5on	by	topic,	task-oriented,	with	audience-specific	categories	etc	
(Rosenfeld,	L.	et	al.,	2015).		

On	the	other	hand	organiza2on	structures	visualize	the	hierarchy	structure	of	the	informa5on	
environment,	where	a	top-down	approach	is	applied	for	visualizing	how	variety	of	content	is	connected	
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(Rosenfeld,	L.	et	al.,	2015).	In	contrast,	the	bobom-up	approach	relates	to	the	database	model,	where	
content	and	its	rela5on	can	be	represented	in	great	detail	in	databases.	Finally,	the	organiza5on	
structures	in	digital	informa5on	environments	can	link	content	and	chunks	of	informa5on	together,	
through	the	use	of	hypertext,	which	is	typically	used	as	a	supplemental	structure	based	on	hierarchy	and	
database	model	(Rosenfeld,	L.	et	al.,	2015).	

The	way	organiza5on	systems	have	contributed	to	this	project	was	by	iden5fying	the	current	informa5on	
environment	as	homogenous,	where	the	content	was	built	around	informa5on	related	to	the	conference	
event.	Furthermore,	the	organiza2on	scheme	dis5nguished	as	ambiguous,	where	content	was	organized	
by	topic.	Finally,	the	project	used	organiza5on	systems	to	take	a	top-down	look	of	the	organiza2on	
structure	to	visualize	the	way	content	was	grouped	together.	

2.4.2	Labelling	Systems	

Labelling	systems	represent	the	component	used	to	describe	the	content	of	the	informa5on	
environment.	Labels	are	needed	so	people	can	recognize	the	informa5on,	which	is	being	presented	to	
them.	The	goal	of	labelling	is	to	display	informa5on	efficiently,	while	not	requiring	too	much	effort	for	the	
users	to	recognize	it	(Rosenfeld,	L.	et	al.,	2015).	The	labelling,	however,	should	also	consider	the	user’s	
language	in	order	for	them	to	successfully	read	and	understand	the	informa5on	environment.	For	
instance,	when	users	visit	a	website	or	applica5on,	the	labelling	of	the	global	naviga5on	menu	should	be	
clear	enough	for	them	to	an5cipate	what	informa5on	could	be	found	when	selec5ng	a	certain	area	to	
explore.	

There	are	two	label	types-	textual	and	iconic.	The	textual	labels	could	be	found	in	headings,	contextual	
links	(hyperlinks),	op5ons	of	naviga5on	systems,	keywords,	and	more	(Rosenfeld,	L.	et	al.,	2015).	
Moreover,	these	labels	could	be	describing	chunks	of	informa5on,	hierarchical	rela5onships,	type	of	
content	etc.	On	the	other	hand,	iconic	labelling	u5lizes	icons	to	describe	these	aspects	without	the	need	
for	textual	descrip5on.	They	are	especially	useful	when	lacking	space	such	as	on	mobile	devices,	or	when	
there	is	too	much	informa5on	to	look	at.	

Labelling	and	language	are	ambiguous,	just	as	the	organiza5on	of	content	could	be,	which	again	leads	
towards	the	topic	about	the	users.	The	informa5on	has	to	be	built	based	on	their	understanding	of	what	
the	right	language	for	describing	informa5on	is.	In	order	to	ensure	more	representa5ve	labels,	the	
informa5on	environment	requires	narrowing	down	the	scope	and	context,	as	well	as	development	of	
consistency	in	the	way	content	is	described	(Rosenfeld,	L.	et	al.,	2015).	One	par5cularly	useful	method	for	
studying	users’	perspec5ve	on	labelling	is	card-sor5ng.		

The	contribu5on,	which	the	project	got	out	of	labelling	was	characterized	by	both	textual	and	iconic	
labelling	for	representa5on	of	content.	Using	consistent	textual	and	iconic	labels	allowed	for	more	
minimalis5c	design	for	the	new	system,	which	increased	its	ease	of	use.	In	addi5on,	the	textual	labelling	
has	been	supported	by	methods,	which	have	considered	the	user	understanding	of	how	content	could	be	
labeled.		
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2.4.3	Naviga1on	Systems	

Naviga2on	systems	are	what	guides	the	user	through	the	digital	informa5on	environment.	This	
component	designs	naviga5onal	paths,	which	lead	the	users	through	all	the	levels	of	the	content	
hierarchy.	As	men5oned	in	sec5on	2.1.4,	the	common	embedded	naviga5on	systems	consist	of	three	
types:	global,	local	and	contextual	naviga5on,	which	func5on	differently	on	different	screen	sizes	
(Rosenfeld,	L.	et	al.,	2015).	Furthermore,	they	help	users	see	where	they	are	located	in	the	system.	The	
naviga5on	systems	also	include	supplemental	naviga5ons	such	as	sitemaps,	indexes	and	guides.	

Global	naviga2on	system	is	present	on	all	the	pages	of	the	digital	informa5on	environment	and	are	
typically	located	on	the	top	of	the	pages	(Rosenfeld,	L.	et	al.,	2015).	Since	global	naviga5on	is	the	main	
point	of	naviga5on	through	the	hierarchy,	for	the	sake	of	good	user	experience,	the	loca5on	of	their	
placement	should	be	based	on	the	user	needs.		

Local	naviga2on	systems	are	a	complementary	naviga5on	found	locally	on	the	interface,	allowing	users	
to	inves5gate	the	sec5on	they	currently	see	(Rosenfeld,	L.	et	al.,	2015).	Unlike	the	global	naviga5on,	local	
naviga5on	is	not	constantly	available	on	the	interface,	and	would	typically	be	available	when	there	are	
more	op5ons	or	informa5on	to	explore.		

Contextual	naviga2on	is	typically	found	within	the	context	of	the	topic,	where	it	can	support	associa5ve	
learning.	Hyperlinks	are	also	type	of	contextual	naviga5on,	providing	a	quick	way	for	users	to	navigate	
through	the	hierarchy,	but	they	could	also	be	used	to	tunnel	users	through	a	process.	(Rosenfeld,	L.	et	al.,	
2015)		

The	way	naviga5on	systems	have	been	used	in	this	project	is	by	applying	global,	local,	as	well	as	
contextual	naviga5on	on	the	mobile	plalorm,	to	maximize	the	usability	of	the	progressive	web	app	and	
allow	the	easy	discovery	of	relevant	informa5on	for	the	users.	Building	the	naviga5on	of	the	system	has	
been	based	on	choices,	supported	by	methods	evalua5ng	the	exis5ng	informa5on	environments,	as	well	
as	user	needs.	

2.4.4	Search	Systems	

Search	systems	represent	informa5on	retrieval	func5onality,	which	allows	the	user	to	find	informa5on	
based	on	the	indexed	terms	(Rosenfeld,	L.	et	al.,	2015).	When	there	is	too	much	informa5on	to	browse	in	
a	system,	search	allows	the	user	to	discover	relevant	informa5on	in	a	quick	manner.	Search	can	be	most	
useful	when	the	users	know	exactly	what	they	are	looking	for,	however	even	then,	there	exist	some	
challenges.	One	of	the	challenges	in	search	systems	is	the	ambiguity	of	language	since	people	use	
different	terms	to	describe	the	same	things,	which	means	that	search	is	an	itera5ve	process	depending	
on	the	search	results	(Rosenfeld,	L.	et	al.,	2015).		

Indexing	in	search	could	be	based	on	the	selected	organiza5on	scheme,	however	it	could	ocen	aid	in	
determining	search	zones	as	well.	Where	for	instance,	if	content	of	the	informa5on	environment	has	
been	organized	by	topic,	the	search	could	retrieve	informa5on	organized	by	topic.	The	informa5on	is	
found	by	the	search	engine	by	retrieval	algorithms,	which	determine	what	to	retrieve	by	comparing	the	
user’s	query	with	an	index,	searching	for	the	same	text	(Rosenfeld,	L.	et	al.,	2015).	There	are	different	
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ways	to	rank	the	retrieved	items,	some	of	which	can	be	alphabe5cally,	by	relevance,	by	popularity	or	
ra5ngs.	Finally,	it	can	offer	interac5ve	paberns	showing	possible	matches	for	the	search	while	users	are	
typing	(autocomplete	and	autosuggest),	which	can	help	the	search	process.	

Because	the	amount	of	content	in	the	digital	informa5on	environment	is	not	much	and	complexity	is	low,	
this	project	did	not	include	search	systems.	However,	in	the	case	that	more	content	is	added	to	the	
system,	search	would	be	a	useful	func5onality	for	discovering	informa5on.	

This	sec5on	described	the	four	components	of	informa5on	architecture,	while	poin5ng	out	how	three	of	
them	have	been	implemented	in	the	new	informa5on	environment.	The	choices	for	building	the	
informa5on	architecture	components	in	the	new	system	have	been	based	on	methods	evalua5ng	the	
exis5ng	informa5on	environments	(heuris5c	evalua5on	and	before-and-acer	benchmarking),	as	well	as	
methods	exploring	the	user	needs	and	perspec5ves	(survey,	card-sor5ng	and	semi-structured	
interviews).	These	methods	will	be	discussed	in	the	following	chapter.	
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3.	Methods	

This	chapter	outlines	the	methods,	which	have	been	employed	throughout	the	project.	The	focus	falls	
upon	clarifying	what	the	meaning	behind	each	of	the	methods	is,	how	they	can	be	applied	in	the	process,	
why	they	have	been	selected,	as	well	as	how	they	have	contributed	to	the	overall	outcome	of	this	
project.	

3.1	Heuris1c	Evalua1on	
The	method	heuris2c	evalua2on	represents	a	form	of	usability	inspec5on	technique,	which	evaluates	a	
system,	product	or	user	interface	(UI)	based	on	heuris5c	principles	of	usability,	in	connec5on	with	its	user	
experience	(UX)	(Nielsen	&	Mack,	1994;	Wilson,	2014).	The	heuris5c	evalua5on	is	considered	a	well	
established	method	in	the	user-centered	design	and	is	typically	performed	by	a	set	of	evaluators	who	
individually	evaluate	a	system	and	then	discuss	the	outcomes.		

Wilson,	C.	(2014)	pointed	out	that	the	method	consists	of	diverse	categories:	object-based,	task-based	
and	an	object-task	hybrid.	In	the	object-based	approach	the	evaluator	inspects	usability	problems	of	a	
user	interface	(UI),	which	are	related	to	the	heuris5c	principles.	In	task-based	approach	the	evaluator	
inspects	the	UI	with	the	heuris5c	principles,	while	performing	predetermined	tasks,	during	which	they	
note	down	which	step	of	the	task	causes	a	problem.	The	object-task	hybrid	approach	is	a	combina5on	of	
the	previous	approaches,	where	the	evaluator	looks	at	the	overall	usability	of	the	system	and	also	follow	
certain	tasks	to	analyze	the	UI	more	in-depth	(Wilson,	C.,	2014).	Furthermore,	the	method	is	rela5vely	
quick	when	used	by	experts,	and	can	be	employed	when	there	is	limited	or	no	access	to	the	actual	users	
of	the	system.	The	main	purpose	of	the	method	is	to	discover	usability	issues	of	a	system’s	interface,	by	
finding	out	missing	heuris5c	principles.	Addressing	the	missing	heuris5c	principles	of	the	system	in	a	
redesign	process	provides	an	improvement	of	the	usability	and	enhances	the	user	experience	of	the	
interface.	The	method	could	be	used	as	a	first	step	to	improving	the	interac5on	between	an	exis5ng	
system	and	the	user.	

Some	of	the	strengths	when	employing	heuris5c	evalua5on	is	that	it	is	ideal	quick	method	when	having	
limited	or	no	access	to	users	(Wilson,	C.,	2014).	It		serves	in	a	manner	similar	to	code	inspec5ons	in	
socwares	where	it	could	effec5vely	detect	present	errors.	Furthermore,	the	method	has	no	requirements	
for	special	resources,	which	makes	it	easy	to	employ	in	variety	of	products.	On	the	other	hand,	the	
method	has	also	weaknesses,	where	different	evaluators	could	have	a	different	idea	of	what	cons5tutes	a	
problem	in	the	system.	Moreover,	the	method	does	not	provide	solu5ons	to	problems	and	depends	
en5rely	on	the	experience	of	the	evaluator	(Wilson,	C.,	2014).	

In	this	project,	heuris5c	evalua5on	contributed	to	exploring	the	usability	and	func5onality	of	the	
Persuasive	Technologies	conference	websites	on	both	computer	and	mobile	plalorms.	Ini5ally,	the	
method	has	been	applied	to	the	past	three	website	versions	on	computer	plalorm,	in	order	to	explore	
more	in-depth	the	structure	and	content	of	the	system.	In	addi5on,	the	method	provided	understanding	
of	the	strong	and	the	weak	sides	of	the	conference	website.	As	a	consequence,	my	knowledge	in	
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informa5on	architecture	and	experience	in	the	design	field	complemented	the	method	and	led	to	the	
development	of	ideas	of	how	the	missing	heuris5c	principles	could	be	implemented	in	the	new	system.	

3.2	Benchmarking	
Benchmarking	represents	an	explora5on	method,	concerned	with	comparison	between	different	systems	
(such	as	compe5tors),	or	previous	and	current	versions	of	the	same	system.	In	the	first	place,	the	
benchmarking	method	is	mainly	employed	for	evalua5on	and	comparison	of	systems.	Rosenfeld,	L.	et	al.	
(2015)	claimed	that	“We	use	the	term	benchmark	informally	to	indicate	a	point	of	reference	from	which	
to	make	compara2ve	measurements	or	judgments”.	That	suggests	that	the	method	is	a	flexible	tool,	
effec5ve	in	measuring	and	comparing	performance	of	other	systems	and	recognizing	opportuni5es	for	
improvement.	

There	are	two	well	known	benchmarking	types:	compe22ve	benchmarking,	and	before-and-aber	
benchmarking.	The	first	type,	compe22ve	benchmarking,	looks	at	how	compe5tors	are	implemen5ng	
different	aspects	to	their	business	or	systems.	These	aspects	can	be	various,	depending	on	the	main	
purpose	of	the	method,	where	for	instance	it	can	look	at	how	compe5tors	are	implemen5ng	informa5on	
architecture	features,	or	how	they	structure	their	website	for	a	design	process.	On	the	other	hand,	
before-and-aber	benchmarking	is	employed	on	a	single	system	or	informa5on	environment,	in	order	to	
outline	improvements	over	5me.	This	approach	also	provides	means	to	dis5nguish	and	priori5ze	the	
informa5on	architecture	elements	in	the	system	(Rosenfeld,	L.	et	al.,	2015).	

This	project	employed	the	before-and-aber	benchmarking	approach,	which	has	been	used	as	a	tool	in	
coopera5on	with	the	heuris5c	evalua5on	method.	The	approach	contributed	with	selec5ng	and	learning	
from	the	most	effec5ve	structures,	features	and	func5onali5es	from	the	three	previous	website	versions.	
In	addi5on,	the	approach	served	as	a	produc5ve	tool	for	learning	about	the	context	of	the	conference,	as	
well	as	types	of	informa5on	(content)	which	the	new	system	should	include.	Last	but	not	least,	this	
approach	allowed	the	careful	considera5on	of	working	solu5ons	for	the	new	plalorm,	while	also	taking	
into	account	the	context	and	intent	of	the	informa5on	environment,	in	order	to	ensure	that	suitable	
ideas	have	been	obtained.	

3.3	Mixed	Survey	
Surveys	represent	a	research	method	commonly	employed	for	the	gathering	of	qualita5ve	and/or	
quan5ta5ve	user	data	in	a	rela5vely	quick	way.	They	can	be	used	online	through	websites,	however	also	
by	any	form	of	connec5on	with	users	such	as	in	person,	e-mail,	mail	or	phone	(Rosenfeld,	L.	et	al.,	2015).	
As	a	data	collec5on	research	method,	the	survey	allowed	the	gathering	of	insights	from	a	pre-defined	
group	of	people.		

The	method	has	been	par5cularly	useful	for	data	collec5on	both	quan5ta5vely	and	qualita5vely	from	the	
Persuasive	Technology	community.	The	survey	was	distributed	to	users	digitally	through	e-mail.	It	was	
beneficial	for	gehng	a	larger	number	of	responses	considering	that	the	targeted	audience	are	located	in	
different	countries,	which	would	otherwise	make	it	difficult	to	reach	people	individually.	The	method	
applied	close-ended	ques2ons,	which	characterize	in	having	predetermined	available	answers	for	
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par5cipants	to	choose	from.	The	close-ended	ques5ons	are	typical	for	surveys,	since	ocen	people	would	
not	spend	much	5me	comple5ng	them	if	they	are	not	able	to	answer	quickly.	

However,	the	method	also	considerately	incorporated	open-ended	ques2ons,	since	they	provide	a	richer	
data	to	the	research	by	looking	at	the	way	users	perceive	a	topic	with	their	own	words.	In	this	case,	the	
open-ended	ques5ons	explored	the	way	users	saw	the	conference	and	themselves	as	members	of	the	
community	through	their	own	perspec5ve.	The	open-ended	ques5ons	characterize	as	a	type	of	
qualita5ve	informa5on,	since	they	allow	the	par5cipants	to	freely	express	their	thoughts,	in	this	case	
through	a	free	write-in	answers,	rather	than	restric5ng	their	response	through	available	answer	
selec5on.	Therefore,	the	survey	was	considered	as	mixed	type	of	survey,	where	both	qualita5ve	and	
quan5ta5ve	data	has	been	extracted.	

The	main	purpose	of	administering	the	survey	was	to	understand	the	informa5on	needs,	opinions	and	
values	of	the	members	who	have	previously	abended	the	conference,	and	contribute	to	the	construc5on	
of	the	overall	context	and	strategy	of	the	project.	Through	the	use	of	close-ended	ques5ons,	the	survey	
formed	an	understanding	of	frequency	of	use	of	the	system,	as	well	as	user	preferences	about	
no5fica5ons.	Through	the	use	of	open-ended	ques5ons,	the	method	contributed	with	extrac5ng	
personal	views	about	what	makes	the	conference	interes5ng	and	worth	abending	for	people,	as	well	as	
their	main	informa5on	needs	required	from	the	system.	With	this	in	mind,	the	survey	also	contributed	
with	the	overall	knowledge	about	the	users	circle	from	the	informa5on	ecology.	

3.4	Card-Sor1ng	
As	further	method	for	understanding	the	user,	card-sor2ng	allows	the	explora5on	of	user	informa5on	
needs	and	perspec5ves	on	the	system.	Spencer,	D.	&	Garreb,	J.	J.	(2009)	described	the	method	as	“…	a	
tool	that	helps	us	understand	the	people	we	are	designing	for”.	And	since	the	users	of	the	system	are	the	
ul5mate	judges	of	an	informa5on	environment	(Rosenfeld,	L.	et	al.,	2015),	their	perspec5ve	on	what	type	
of	informa5on	belongs	together	is	quite	valuable.	The	method	is	mainly	used	for	informa5on	
architecture,	where	it	contributes	to	organizing,	grouping	and	labeling	of	informa5on.	Typically	the	
method	involves	par5cipants	and	a	set	of	cards	with	content	informa5on	wriben	on	them.	Acerwards,	
par5cipants	are	asked	to	sort	and	group	those	cards	together	according	to	their	way	of	thinking	(Spencer,	
D.	et	al.,	2009).	Consequently,	the	data	is	analyzed	and	the	outcome	is	implemented	in	the	redesigned	or	
new	system.	

There	are	two	approaches	to	card-sor5ng:	open	and	closed	card	sort	(Spencer,	D.	&	Garre8,	J.	J.,	2009).	
Open	card	sort	(Figure	3)	allows	the	par5cipants	to	produce	and	label	groups	of	cards	by	their	preference	
(Spencer,	D.	et	al.,	2009).	This	approach	is	more	popular,	as	it	provides	a	lot	of	knowledge	about	created	
groups	and	content	of	those	groups,	which	might	be	different	from	the	view	of	the	designer.	In	contrast,	
closed	card	sort	would	present	the	par5cipants	with	predefined	categories	(or	groups),	which	
par5cipants	have	to	fill	up	with	the	given	cards.	Open	card	sort	has	been	employed	in	this	project.	
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� 	
Figure	3.	Open	card-sor5ng	process	

Retrieved	from	(h8ps://www.flickr.com/photos/rosenfeldmedia/3344343842	)	

Furthermore,	the	card	sort	could	be	performed	on	group	of	par5cipants	or	on	individual	(team	or	
individual	card	sort).	The	team	card	sor5ng	allows	for	discussion	between	the	par5cipants	and	therefore	
generate	ideas	and	provide	more	in-depth	informa5on,	which	might	not	otherwise	be	taken	from	
individual	card	sorts	(Spencer,	D.	et	al.,	2009).	The	discussion	between	par5cipants	could	poten5ally	
bring	insights	such	as	what	they	like	and	dislike	about	the	current	website.	A	weakness	of	the	team	card-
sor5ng	to	consider	is	that	there	might	be	a	more	dominant	member	of	the	group,	who	could	affect	the	
opinion	of	others,	which	is	why	all	the	par5cipants	must	be	encouraged	to	share	their	thoughts	
throughout	the	process.	On	the	other	hand	the	individual	card	sort	is	considered	as	easier	to	operate,	
and	the	one	which	could	get	more	responses	and	results	from	individuals.	However,	the	main	
disadvantage	is	that	it	would	not	allow	for	discussions	and	thus	reduce	the	chance	for	discovering	
beneficial	informa5on.	Moreover,	the	process	is	considered	to	be	much	more	5me-consuming,	compared	
to	the	team	card-sor5ng.	(Spencer,	D.	et	al.,	2009)	

Finally,	the	open	card-sor5ng	contributed	with	valuable	insights	about	how	the	group	of	par5cipants	
perceived	informa5on,	and	the	way	they	understand	the	conference	and	its	ac5vi5es,	together	with	
some	of	their	very	first	informa5on	needs	from	the	website.	This	is	also	where	the	previous	method	
(survey)	was	convenient,	since	it	also	iden5fied	certain	aspects	of	how	people	used	the	website.	In	
addi5on,	the	card-sor5ng	discussion	provided	knowledge	in	some	of	the	factors	which	could	influence	
the	par5cipants’	decision	on	abending	the	event.	Lastly,	the	method	provided	addi5onal	content	for	
considera5on.	

3.5	Semi-structured	interviews	
The	last	part	of	capturing	the	user	perspec5ve	was	employing	semi-structured	interviews.	This	method	is	
considered	qualita5ve	since	the	researcher	is	in	direct	contact	with	the	interviewed	user.	Therefore	as	a	
qualita5ve	approach,	it	allows	the	research	to	obtain	rich	data	about	the	topic	of	study	seen	through	the	
eyes	of	the	actual	user.	It	aims	to	explore	more	in-depth	the	issues	or	processes	of	interest	to	the	
research,	which	can	be	a	follow-up	of	other	quan5ta5ve	methods,	since	par5cipants	are	asked	to	
elaborate	on	their	answers.	What	characterizes	the	semi-structured	interviews	is	their	way	of	having	a	
goal	to	learn	about	an	issue	or	process	through	prepara5on	of	a	number	of	ques5ons	to	follow.	While	at	
the	same	5me,	the	semi-structure	allows	the	opportunity	to	ask	further	ques5ons	regarding	what	might	
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be	considered	as	significant	replies	by	the	users	(Bryman,	A.,	2012).	This	is	important,	since	having	a	
structure	to	follow	ensures	that	the	interview	will	not	miss	on	valuable	informa5on.	

The	typical	process	of	conduc5ng	a	semi-structured	interview	starts	with	planning	the	overall	topic	and	
goal	of	the	ques5ons	for	the	interview.	Followed	by	organizing	mee5ngs	with	the	users,	and	ensuring	
that	they	know	the	purpose,	intended	use	and	condi5ons	of	the	interview,	which	includes	protec5ng	
their	confiden5ality	and	anonymity.	Finally	the	interviews	are	carried	out,	where	audio	(or	video)	
recording	could	be	included,	as	they	provide	the	opportunity	to	capture	more	data	for	analysis,	rather	
than	notes	taking,	which	could	restrict	the	possibility	of	asking	relevant	follow-up	ques5ons.	

This	type	of	interviews	allow	open-ended	ques5ons	for	richer	insights,	in	contrast	of	close-ended,	which	
would	not	allow	the	use	of	follow-up	ques5ons.	Furthermore,	the	approach	has	a	moderate	structure	to	
keep	the	interview	process	focused	on	the	goal,	rather	than	permihng	the	direc5on	to	go	off	topic.	
Finally,	the	semi-structured	interviews	are	also	cau5ously	designed	to	both	acquire	the	needed	
informa5on	through	having	a	structure,	and	at	the	same	5me	allow	users	to	express	their	opinions	on	the	
topic	of	interest.	

The	semi-structured	interview	contributed	to	the	overall	understanding	of	how	the	system	(website)	is	
used	by	the	users.	Together	with	learning	about	their	main	informa5on	needs	from	the	system,	the	
method	also	discovered	several	phases	where	different	informa5on	would	be	required	by	users.	
Furthermore,	the	interviews	extracted	more	in-depth	insights	into	the	par5cipant’s	viewpoints	on	mobile	
usage	and	no5fica5ons,	which	was	considered	as	supplementary	data	to	the	previous	methods.	Lastly,	
the	semi-structured	interviews	provided	addi5onal	perspec5ves,	which	enhanced	the	overall	knowledge	
of	the	context,	content	and	users.	

3.6	Persuasive	Systems	Design	(PSD)	Model	

To	u5lize	the	understanding	of	persuasion	in	theory	I	have	employed	the	Persuasive	Systems	Design	(PSD)	
model.	It	is	predominantly	used	for	the	evalua5on	of	a	socware	system,	through	the	implementa5on	of	
persuasive	principles	(Oinas-Kukkonen,	H.	et	al.,	2009),	however	it	can	also	be	applied	for	designing	
persuasive	systems.		

The	PSD	model	is	based	on	principles	originally	defined	by	B.	J.	Fogg,	however,	the	model	applies	
principles	directly	to	the	development	or	evalua5on	of	a	persuasive	system.	When	used	as	an	evalua5on	
method	in	systems,	the	PSD	Model	can	predict	how	a	system	would	influence	the	users,	through	analysis	
of	the	persuasive	principles.	According	to	Oinas-Kukkonen,	H.	et	al.	(2009)	before	design	or	evalua5on	of	
a	system	through	the	PSD	model,	the	designer	has	to	understand	the	issues	behind	persuasive	systems,	
and	analyse	the	persuasive	context.	

The	model	consists	of	28	persuasive	design	principles,	grouped	into	4	categories-	primary	task	support,	
dialogue	support,	system	credibility	support	and	social	support	(Oinas-Kukkonen,	H.	et	al.,	2009).	The	
primary	task	support	is	from	the	most	commonly	applied	categories,	which	aims	at	helping	the	user	to	
achieve	their	goal	when	using	the	system.	The	dialogue	support	provides	feedback	for	the	users	of	the	
system,	while	at	the	same	5me	suppor5ng	their	goals	and	the	behavior.	The	system	credibility	support	

�28



Methods

represents	principles	for	making	a	system	more	credible	and	trustworthy	for	the	users,	thus	making	it	
more	persuasive.	And	finally,	the	social	support	category	is	characterized	in	mo5va5ng	users	through	
social	influence.	(Oinas-Kukkonen,	H.	et	al.,	2009)	

Finally,	in	this	project	the	PSD	model	has	been	applied	as	a	design	method	rather	than	evalua5on,	in	
order	to	support	the	persuasive	layer	of	the	new	system,	the	progressive	web	app.	The	method	provided	
means	for	users	of	the	system	to	stay	engaged	throughout	the	course	of	a	year,	as	well	as	increased	the	
chance	for	users	to	perform	the	target	behavior.	
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4.	Analysis	and	data	collec5on	

This	chapter	describes	the	connec5on	between	research	and	strategy	phases	from	the	informa5on	
architecture	process.	Moreover,	informa2on	ecology	described	in	sec5on	2.2.1,	serves	as	an	effec5ve	
approach	to	research	for	the	interpreta5on	of	the	context,	content	and	users.	In	addi5on,	the	chapter	
captures	the	data,	gathered	during	the	research	phase,	to	employ	both	quan5ta5ve	and	qualita5ve	
methods	for	its	interpreta5on.	The	research	findings	lead	towards	the	development	of	a	strategy	and	
formula5on	of	design	requirements	serving	as	a	transi5on	towards	the	design	phase.	

4.1	Context	Analysis	

The	context	characterizes	in	the	forma5on	of	a	perspec5ve	on	a	topic,	where	everything	learned	provides	
meaning.	For	this	reason	it	was	crucial	to	understand	the	goals	and	environment	in	which	the	persuasive	
technologies	community	func5ons.	Understanding	the	elements,	which	formulate	the	context	is	what	
would	affect	and	shape	the	informa5on	architecture	strategy	(Rosenfeld,	L.	et	al.,	2015).	This	sec5on	
explores	the	idea	behind	Persuasive	Technologies	community,	what	their	goals	are,	their	background	
history,	as	well	as	their	intended	audience	and	overall	process	before	and	during	the	conferences.	This	
would	be	achieved	through	background	research	coupled	with	interviews	with	the	case	representa5ve.	In	
addi5on,	the	sec5on	would	be	supported	by	analyzing	the	persuasion	context	(Oinas-Kukkonen,	et	al.,	
2009),	which	clarifies	who	the	persuader	is,	what	is	the	intent	and	how	the	message	will	be	transmibed	
to	the	target	audience.	

4.1.1	Background	Research	

“Community	of	prac2ce	are	groups	of	people	who	share	a	concern	or	a	passion	for	something	they	do	and	
learn	how	to	do	it	be8er	as	they	interact	regularly”	-	Wenger,	E.	(2011).	The	groups	typically	follow	their	
interest	in	the	specific	domain	and	their	rela5onship	helps	with	learning,	where	interac5on	is	essen5al.	
Some	of	the	various	ac5vi5es	include	problem	solving,	seeking	experience,	discussing	developments,	
mapping	knowledge	and	iden5fying	gaps	(Wenger,	E.,	2011).	The	community	of	prac5ce	also	innovate,	
solve	issues,	create	new	knowledge	and	contribute	in	their	domain.	

Persuasive	Technologies	represents	a	research	community	which	explore	design,	development	and	
evalua5on	of	technologies	through	the	lens	of	persuasion.	They	aim	for	ahtude	and	behavior	change,	
without	coercion	or	decep5on.	Each	year	the	community	organize	conferences	interna5onally,	where	
researchers	gather	and	present	their	papers	and	contribu5ons	to	the	field.	The	papers	are	anonymously	
reviewed	and	approved	or	disapproved	beforehand.	In	addi5on,	the	research	community	aims	at	
enriching	people’s	lives	through	assis5ng	them	set	and	achieve	their	goals,	and	as	a	consequence	-	
change	their	behavior	(hbps://www.persuasive2019.org/call-for-papers/).	Once	per	year	the	conference	
event	is	held	in	a	different	country,	where	the	aim	of	the	event	is	to	appeal	to	researchers	and	
prac22oners	from	industry	and	academia,	whose	work	is	related	with	persuasive	technologies	topics	
(hbp://www.persuasive2018.org/call-for-proposal/).	So	far	the	conference	has	taken	place	in	13	different	
ci5es	around	the	world.		
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4.1.2	Research	mee1ngs	

Research	mee5ngs	were	the	first	step	to	gaining	insights	into	the	context	about	the	mission,	vision	and	
everything	else	related	to	the	research	topic	through	the	clients’	interpreta5on.	The	following	
informa5on	has	been	obtained	from	research	mee5ngs	with	S.	Gram-Hansen,	who	is	a	member	of	the	
Persuasive	technologies	community	and	an	organizing	chair	for	the	next	year’s	conference	in	Aalborg,	
Denmark.	Several	mee5ngs	were	conducted	as	semi-structured	interview,	in	order	to	beber	understand	
the	overall	context	about	the	community	and	to	gain	an	addi5onal	perspec5ve.	

The	interview	mee5ngs	established	that	the	very	first	conference	was	held	in	Eindhoven,	Netherlands	in	
2006,	where	the	event	had	ini5ally	started	as	a	small	workshop.	Every	year	the	conference	is	held	in	
different	loca5on	and	in	order	to	have	conference	in	a	specific	city,	members	would	need	to	put	together	
a	bid.	The	bid	represents	a	presenta5on	of	what	could	be	offered	by	hos5ng	the	conference,	as	well	as	
addi5onal	informa5on	about	place,	ac5vi5es,	budget,	university	and	organizers.	That	informa5on	is	later	
sent	to	the	steering	commibee	of	persuasive	technologies,	where	it	is	being	discussed	and	if	necessary	a	
vote	is	ini5ated	in	order	to	choose	where	the	next	conference	would	take	place.	The	bid	is	also	
considered	as	addi5onal	data	to	this	research,	since	it	provided	insights	into	some	of	the	informa5on	
related	to	the	conference	in	2020.	In	addi5on	to	the	organiza5on	host,	part	of	the	steering	commibee	is	
also	involved	in	the	organiza5on	process	of	the	conference	to	ensure	that	all	requirements	are	met.	The	
organiza5on	process	also	includes	selec5on	of	reviewers	for	submibed	papers	and	sending	out	the	
papers	for	review,	all	of	which	is	anonymized.	Accepted	papers	are	being	presented	on	the	conference	
and	published.	In	addi5on,	the	conference	would	also	involve	workshops	(which	could	also	be	published)	
and	tutorials,	which	allow	for	more	social	interac5ons	between	abendees.	The	event	is	mainly	about	
networking	and	gaining	new	understanding	of	the	field.	Furthermore,	the	abendees	include	researchers	
and	prac55oners,	as	well	as	students	whose	work	is	related	to	the	conference	topic.	

Finally,	the	interview	mee5ngs	led	to	the	understanding	of	a	process	throughout	the	course	of	a	year,	
which	starts	from	the	end	of	the	conference	in	2019	and	ends	when	the	new	conference	takes	place	in	
2020.	This	process	includes	the	informa5on	the	audiences	look	for,	and	the	events	occurring	throughout	
the	year	un5l	the	actual	event	takes	place.	For	instance,	the	ini5al	process	starts	when	the	last	
conference	in	2019	ends	(April),	where	the	audience	look	for	general	informa2on,	such	as	where	and	
when	the	next	conference	would	take	place,	as	well	as	what	the	theme	of	the	conference	is.	
Consequently,	acer	the	summer	period,	there	is	a	process	of	wri5ng,	submihng	and	reviewing	of	papers	
related	to	the	topics	of	the	conference.	Acer	the	review	and	acceptance	of	papers	(around	December),	
the	process	shics	back	towards	looking	at	general	informa2on	about	the	conference	and	registering	for	
the	event.	Lastly,	around	February,	people	would	start	gehng	conference	ready,	where	they	explore	
more	detailed	informa2on	such	as	the	city	of	the	conference,	places	to	visit	and	accommoda5on.	This	
process	included	various	informa5on	needs,	while	important	to	realize	was	that	different	informa5on	
would	be	required	(and	considered	more	relevant)	at	a	different	point	in	5me.	

Having	an	idea	of	what	sort	of	informa5on	is	required	at	a	given	5me	during	the	year	allowed	for	
considera5on	of	Kairos,	the	opportune	moment,	previously	introduced	in	sec5on	2.1.1.	Kairos	in	this	
case,	could	be	used	to	persuade	the	target	audience	to	abend	the	conference	through	the	use	of	
technology	prompts,	which	would	trigger	the	system	user	with	the	aim	for	effec5ve	persuasion.	However,	
as	stated	by	Oinas-Kukkonen,	et	al.	(2009)	“Without	carefully	analyzing	the	persuasion	context,	it	will	be	
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hard	or	even	impossible	to	recognize	inconsistencies	in	a	user’s	thinking,	discern	opportune	and/or	
inopportune	moments	for	delivering	messages,	and	effec2vely	persuade”.	Before	considering	kairos,	the	
persuasion	context	had	to	be	analyzed.	

4.1.3	Persuasion	Context	

The	persuasion	context	iden5fies	the	persuader	and	their	inten5on	(the	intent),	while	also	considering	
the	use,	user	and	technology	contexts	(the	event),	and	finally	addressing	the	message		and	how	it	would	
be	transmibed	(the	strategy)	(Figure	4)	(Oinas-Kukkonen,	H.	et	al.,	2009).	

� 	
Figure	4.	Analyzing	the	persuasion	context.	

(Oinas-Kukkonen,	H.	et	al.,	2009)	

According	to	Oinas-Kukkonen,	the	persuasion	context	characterizes	in	the	interpreta5on	of	the	roles	of	
the	persuader,	the	ones	being	persuaded,	the	message,	and	the	larger	context.		

The	Intent	
The	first	step	was	looking	at	the	intent,	where	it	has	to	be	recognized	that	technologies	do	not	have	
inten5ons	of	their	own,	and	the	ones	who	create,	distribute	or	adopt	those	technologies	are	the	ones	
with	the	intent	(Oinas-Kukkonen,	H.	et	al.,	2009).	Moreover,	persuasion	requires	inten5onality.	According	
to	Fogg,	B.J.	(1998),	there	are	three	types	of	intent:	endogenous	(people	crea5ng	a	technology),	
exogenous	(those	distribu5ng	the	technology),	and	autogenous	(when	someone	changes	their	own	
ahtude	or	behavior).	In	this	case,	the	designer	of	the	technology	(the	progressive	web	app	interface)	
characterized	as	the	one	with	the	intent	to	persuade.	As	a	result,	the	intent	dis5nguished	as	endogenous,	
since	the	technology	was	created	or	produced	by	someone.	Furthermore,	as	the	persuader,	my	inten5on	
was	aimed	at	behavior	change,	which	would	induce	an	ac5on	with	the	user	voluntariness	towards	that	
ac5on.	Finally,	the	interview	mee5ngs	noted	that	not	many	people	are	abending	the	conferences,	and	
since	the	community	is	rather	small,	a	consequen5al	intent	was	to	encourage	people	outside	of	the	
community	to	abend	the	conference.	

�32



Analysis	and	Data	Collec5on

The	Event	

The	second	step	involved	the	event,	where	par5cular	aben5on	was	given	to	the	use,	user	and	technology	
contexts.	The	persuasion	event	looks	at	interpre5ng	the	user	of	the	system,	their	situa5onal	factors	and	
technology	(Halbu,	K.	&	Oduor,	M.	&	Tikka,	P.	&	Oinas-Kukkonen,	H.,	2015).	Firstly,	the	domain	specific	
issues	within	the	use	context	needed	to	be	addressed.	Contextual	factors	include	situa5onal	and/or	
other	enduring	effects,	however,	in	this	project,	the	use	context	was	characterized	by	the	task-related	
factors	or	the	user	tasks	in	the	persuasive	system	(Halbu,	K.	et	al.,	2015).	As	noted	from	the	interview	
mee5ngs,	the	users	typically	obtain	various	informa5on	related	to	the	event,	during	different	5me	of	the	
year.	It	was	found	that	users-	obtain	general	informa5on	about	the	conference	event;	they	write,	submit	
and	review	papers;	they	acquire	further	informa5on	about	the	event	and	also	registra5on	process;	and	
finally,	near	the	event,	users	obtain	more	detailed	informa5on	about	the	loca5on	and	ac5vi5es.	These	
factors	were	considered	task-related	factors,	and	were	the	first	insight	which	was	crucial	to	consider	for	
the	persuasion	process	and	for	the	development	of	the	new	plalorm.	

The	user	context	is	related	to	the	factors	describing	the	differences	of	the	users,	which	are	important	to	
understand,	as	they	influence	the	persuasion	strategy.	When	it	comes	to	the	target	audience,	ocen	the	
conferences	include	researchers	and	prac55oners	within	the	persuasive	technology	domain,	including	
the	steering	commibee,	as	well	as	researchers	who	visit	once	every	second	or	third	year.	In	addi5on	
there	are	also	abendees,	such	as	phd	students,	who	visit	one	or	two	5mes	to	get	the	latest	insights	when	
their	work	is	connected	with	the	field.	The	interviews	also	noted	that	most	of	the	5me	the	conferences	
include	approximately	100	people,	some	years	even	200,	however	other	5mes	the	numbers	have	been	
down	to	50	and	that	might	depend	on	the	loca5on.	Nevertheless,	even	though	there	was	knowledge	of	
the	variety	of	users	abending	the	conference	events,	it	appeared	necessary	to	explore	the	user	interests	
in	the	event	and	their	informa5on	needs,	which	required	involving	them	in	the	research	process.	Users	
informa5on	needs	and	behavior	would	be	further	addressed	in	sec5on	4.3	User	Analysis.		

Finally,	the	technology	context	captures	the	device	(or	technology)	factors,	which	also	play	important	
role	in	effec5ve	persuasion	(Oinas-Kukkonen,	H.	et	al.,	2009).	The	Progressive	Web	Apps	(PWAs)	outlined	
in	sec5on	1.3	served	as	the	technology	for	persuasion	in	this	project.	The	reason	why	PWAs	are	much	
more	efficient	compared	to	normal	responsive	website	on	mobile,	is	that	they	allow	for	prompts.	And	
prompts	greatly	increase	the	persuasive	power	for	users	to	perform	the	intent.	Moreover,	this	technology	
allows	the	considera5on	of	Kairos,	where	the	opportune	moments	contribute	to	the	iden5fica5on	of	
when	these	prompts	are	relevant	for	the	users.	Without	the	use	of	Kairos	suppor5ng	the	user	
informa5on	needs,	the	prompts	would	be	irrelevant	and	maybe	even	cause	frustra5on	in	users.	

The	strategy	

The	persuasive	strategy	represents	the	persuasive	message,	which	the	persuader	aims	to	convey	to	the	
users	through	the	selected	technology	(Oinas-Kukkonen,	H.	et	al.,	2009).	In	this	project,	the	message	
aimed	to	persuade	the	users	that	abending	the	event	is	beneficial,	as	they	can	obtain	the	newest	
knowledge	in	the	field,	and	benefit	from	networking	opportuni5es	with	variety	of	people	abending	the	
conference.	The	second	step	to	persuasive	strategy	was	considera5on	of	the	proper	route	to	reach	the	
user,	between	direct	and	indirect	route.	Direct	route	requires	careful	evalua5on	of	the	message	by	the	
users,	where	the	message	should	be	appealing	to	the	user’s	reason	and	intelligence	(Oinas-Kukkonen,	H.	
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et	al.,	2009).	While	on	the	other	hand,	indirect	route	relies	on	less	informa5on	where	simple	cues	are	
used	to	persuade.	In	this	case,	indirect	route	was	considered	more	relevant,	as	it	refers	to	the	cues,	or	
relevant	prompts	and	reminders,	which	can	be	used	to	persuade.	Considering	that	the	mobile	phones	are	
one	of	the	greatest	persuaders	since	they	are	constantly	by	our	side	(Fogg,	B.J.,	2007),	the	indirect	route	
was	more	efficient.	In	addi5on,	mobile	users	would	not	find	large	textual	informa5on	appealing	nor	
persuasive	on	the	small	screen.	Moreover,	taking	into	account	that	mobile	users	might	be	walking	or	
located	in	an	environment	where	they	are	not	very	aben5ve,	they	would	more	likely	be	persuaded	by	
indirect	cues.	

The	outcome	of	analyzing	the	context	established	a	solid	ground	for	understanding	the	process	up	un5l	
the	actual	conference	event	for	the	persuasive	technologies	community.	As	a	result,	the	research	
mee5ngs	provided	knowledge	of	the	modules	where	different	informa5on	would	be	required.	The	
outcome	of	the	interview	mee5ng	showed	that	one	of	the	missions	of	the	project	is	the	structuring	of	
the	new	informa5on	environment,	with	considera5on	of	the	user	needs.	Another	aim	was	the	further	
explora5on	of	the	user	informa5on	needs,	in	order	to	understand	when	certain	type	of	informa5on	is	
more	relevant	than	other.	Finally,	the	persuasion	context	considered	the	persuader,	the	ones	being	
persuaded,	as	well	as	the	persuasive	message,	which	would	be	transmibed	to	them,	serving	as	a	
guidance	towards	effec5ve	persuasion.		

4.2	Content	Analysis		

This	sec5on	iden5fies	the	content,	also	referred	to	as	the	“stuff”	in	the	informa5on	environment	
(Rosenfeld,	L.	et	al.,	2015).	A	top-down	approach	was	employed,	in	order	to	get	an	overview	of	the	
informa5on	hierarchy.	The	approach	is	balanced	and	supported	by	a	bobom-up	analysis,	going	through	a	
process	of	studying	the	objects	which	shape	that	informa5on.	This	has	been	achieved	by	exploring	and	
learning	from	three	versions	of	the	informa5on	system,	discovering	missing	informa5on,	and	
differen5a5ng	one	object	from	another	to	gain	an	idea	of	all	the	pieces	construc5ng	that	informa5on	
environment.		

4.2.1	Heuris1c	Evalua1on	

To	narrow	down	the	findings	from	the	context	analysis,	an	analysis	of	the	website	plalorms	from	the	
previous	3	years	has	been	performed.	The	method	was	employed	for	a	wiser	and	quicker	idea	of	how	the	
informa5on	hierarchy	of	the	new	plalorm	has	been	constructed.	Rather	than	start	everything	connected	
with	structuring	of	the	website	from	scratch,	heuris2c	evalua2on	provided	means	for	learning	from	the	
exis5ng	informa5on	environment,	discovering	what	is	worth	keeping,	as	well	as	problem	areas	in	need	of	
improvement.		
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As	an	expert	method,	which	makes	use	of	design	guidelines	to	evaluate	a	plalorm	(Rosenfeld,	L.	et	al.,	
2015),	heuris5c	evalua5on	is	one	of	the	first	steps	for	looking	at	an	informa5on	environment.	Compared	
to	individual	expert	review	method,	heuris5c	evalua5on	does	not	require	in-depth	understanding	of	the	
context,	users,	tasks	and	environment	in	order	to	be	performed.	In	fact	the	method	has	been	used	before	
comprehensive	review	of	background	materials,	in	order	to	avoid	bias	and	clearly	perceive	how	well	the	
plalorm	is	func5oning	against	a	set	of	principles.	For	this	purpose,	an	object-based	evalua5on	has	been	
performed	(Wilson,	C.,	2014),	where	the	scope	was	concentrated	on	the	user	interface	such	as	
informa5on	architecture	elements	(global,	local	and	contextual	naviga5on,	labelling,	organiza5on),	as	
well	as	addi5onal	elements	such	as	controls,	error	messages,	pages	and	other	features.	

Upon	applying	the	method	on	the	past	three	website	versions,	it	was	observed	that	the	versions	from	the	
years	of	2017	and	2018	had	2	missing	heuris5c	principles	each	(Appendix	1),	some	of	which	could	be	
considered	as	major	errors	in	the	systems.	Some	of	the	major	errors	included	missing	indica5ons	of	
current	loca5on	of	the	users,	misplaced	or	invisible	global	naviga5on	sec5ons,	as	well	as	links	leading	to	
non-existent	pages.		

The	latest	website	version	of	2019,	however,	seemed	to	have	considered	and	eliminated	all	of	the	past	
errors	from	previous	versions.	The	design	was	focused	on	the	des5na5on,	relying	on	plenty	of	
spectacular	views	of	summer	scenery,	and	generally	minimalis5c	design	allowing	for	quickly	recognized	
informa5on	throughout	the	pages.	The	interface	also	included	plenty	of	quick	links	in	the	form	of	
hyperlinks,	aimed	at	the	more	expert	users,	which	allows	for	beber	user	experience.	On	the	nega5ve	
side,	my	ini5al	observa5on	as	a	non-member	of	the	community	was	that	there	is	no	informa5on	invi5ng	
new	people	to	join	the	conference.	This	statement	also	applies	for	the	previous	versions.	In	other	words,	
informing	new	audiences	would	be	a	point,	which	has	been	overlooked	in	the	above	men5oned	
plalorms.	Furthermore,	informa5on	about	the	community	and	their	goals	could	be	found	in	“Call	for	
papers”	in	between	textual	descrip5ons,	which	was	quite	difficult	to	find	unless	having	an	exploratory	
approach	to	searching	for	informa5on.	Even	if	users	came	across	the	descrip5on	of	the	community,	it	s5ll	
appeared	too	concise	and	general.		

On	the	other	hand,	as	established	during	research	mee5ngs,	one	of	the	missions	would	be	the	planning	
and	designing	of	a	progressive	web	applica5on,	which	would	support	mobile	users.	Thus	the	heuris5c	
evalua5on	method	was	also	applied	on	the	mobile	plalorm,	where	the	picture	appeared	to	be	different.	
Figure	5	represents	a	table,	visualizing	the	heuris5c	principles	for	the	mobile	website	plalorm.	
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� 	

	Figure	5.	Heuris2c	Evalua2on	of		
Persuasive	Technology	2019	mobile	website	

									
The	heuris5c	principles	which	have	been	marked	with	a	red	cross	represent	the	missing	principles	within	
the	website.	Both	the	missing	and	the	present	principles	are	discussed	in	the	following	paragraphs.	

1. The	heuris5c	principle	Visibility	of	system	status	is	aimed	at	keeping	the	users	informed	of	where	
they	are	located,	by	providing	them	with	relevant	feedback	within	the	system	(Nielsen,	J.	&	
Mack,	R.	L.,	1994).	When	interac5ng	with	the	plalorm,	it	was	difficult	to	navigate	deeper	in	the	
hierarchical	structure	of	the	system	through	the	global	naviga5on	menu.	The	only	way	to	expand	
the	menu	and	view	the	sub-menu	op5ons	was	achieved	through	the	click	of	the	“+”	icon,	which	
also	lacked	visibility	(Appendix	2A).	This	could	prevent	users	from	reaching	their	target	
des5na5on	in	the	system.	In	contrast,	a	more	intui5ve	interac5on	could	be	achieved	by	
expanding	the	clickable	field	through	the	whole	bubon	including	the	labelling	(textual	
descrip5on)	of	the	global	naviga5on.		

2. Match	between	system	and	the	real	world	could	be	characterized	in	speaking	user	familiar	
language,	which	they	should	be	able	to	understand	(Nielsen,	J.	et	al.,	1994).	At	the	top	hierarchy	
level	the	system	has	the	principle	included	where	even	academia-related	terms	have	been	
explained.	  

3. User	control	and	freedom	explored	whether	the	system	supported	“emergency	exit”	where	users	
could	leave	unwanted	state	in	a	quick	manner	(Nielsen,	J.	et	al.,	1994).	Even	if	minor,	an	error	
was	discovered	upon	opening	image	files	from	the	system,	where	the	exit	icon	was	hidden	
behind	the	image	frame	(Appendix	2B).	This	could	affect	the	interac5on	of	more	novice	users	of	
the	plalorm.  

4. Consistency	and	standards	prevents	confusion	for	users,	and	is	achieved	when	the	interac5on	
and	language	paberns	of	the	system	are	consistent.	The	website	appeared	to	follow	the	
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standards	and	had	consistency	in	the	labelling	of	content,	as	well	as	the	naviga5on	and	design	of	
the	system.	

5. One	of	the	main	factors	for	causing	dissa5sfac5on	in	users	is	errors.	Error	preven2on	is	the	
principle	which	considers	errors	and	eliminate	them	to	allow	a	good	user	experience	(Nielsen,	J.	
et	al.,	1994).	However,	there	were	two	major	errors	present	during	interac5on	with	the	system,	
both	of	which	were	related	to	missing	informa5on	on	the	mobile	plalorm.	Upon	acquiring	
informa5on	about	the	program	of	the	conference,	on	several	places	half	of	the	informa5on	on	
screen	was	missing.	In	a	similar	manner	only	half	of	the	content	regarding	registra5on	fees	was	
visible	on	mobile	device	(Appendix	3	A	and	B).	For	each	of	the	two	errors,	zoom	out	or	swipe	
interac5ons	were	also	unavailable.	These	errors	are	major	and	should	be	considered	and	
removed	from	the	system.  

6. Recogni2on	rather	than	recall	characterizes	in	making	the	informa5on	and	func5onali5es	of	the	
system	visible	for	users,	while	designing	for	recogni5on	rather	than	making	users	remember	
items	from	the	beginning	(Budiu,	R.,	2014).	Overall,	it	was	noted	that	both	the	interface	and	
content	of	the	system	were	built	to	help	users	reach	their	desired	outcome. 

7. Flexibility	and	efficiency	of	use	looks	at	whether	the	system	has	implemented	accelerators	for	a	
quicker	interac5on	through	tailored	ac5ons	(Nielsen,	J.	et	al.,	1994).	This	principle	takes	into	
considera5on	the	expert	users,	who	have	more	experience	with	the	interac5on	of	the	system,	as	
they	are	likely	to	use	it	in	a	different	manner	compared	to	novice	users.	On	the	mobile	plalorm,	
the	global	naviga5on	bar	was	only	available	at	the	top	of	the	page	and	when	users	are	located	
further	down	on	longer	pages,	the	menu	was	not	available	unless	scrolling	all	the	way	back	to	the	
top.	In	order	to	avoid	poor	user	experience	caused	by	slow	interac5on	with	the	system,	this	
accelerator	should	be	considered	for	implementa5on	for	both	experienced	and	novice	users.	
Lastly,	the	system	lacked	support	of	accelerators,	which	are	well	known	by	mobile	users,	such	as	
swiping	right	for	going	one	step	back	to	the	previous	page.	

8. The	heuris5c	principle	Aesthe2c	and	minimalist	design	represents	an	interface	with	minimum	
load	of	design	elements	and	cuhng	on	unnecessary	items	to	allow	simplicity	for	the	user,	
therefore	making	the	design	minimalis5c.	With	the	excep5on	of	one	page	“Call	for	papers”	
where	the	informa5on	looked	disordered	due	to	the	volume	of	informa5on,	the	plalorm	
generally	allows	for	minimalis5c	design	with	simple,	consistent	pages.	Nevertheless,	the	principle	
should	be	considered	for	the	development	of	the	new	plalorm.  

9. Help	users	recognize,	diagnose,	and	recover	from	errors	is	a	principle	genera5ng	a	visual	
feedback	for	users	who	have	reached	an	error	state	in	the	system,	guiding	them	towards	a	
possible	solu5on	of	the	problem	(Nielsen,	J.	et	al.,	1994).	No	user-caused	errors	were	found	on	
the	current	plalorm,	however,	a	custom	error	message	page	would	be	advised	rather	than	the	
server’s	built-in	message	(Nielsen,	J.,	2001).  

10. Help	and	documenta2on	is	beneficial	in	a	system	to	provide	users	with	addi5onal	informa5on,	
which	is	easy	to	follow.	Frequently	Asked	Ques5ons	(FAQ)	could	be	used	to	clarify	informa5on	
about	the	conference	to	newcomers,	but	also	more	specific	informa5on	about	submission,	and	
other	topics	which	people	ask	about	frequently.	
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The	method	provided	ground	for	understanding	the	content	and	structure	of	the	conference	website	
versions	on	both	the	computer	and	mobile	plalorms.	While	the	last	website	version	had	considered	past	
errors	on	computer	plalorm,	the	mobile	plalorm	lacked	a	large	number	of	heuris5c	principles,	cri5cal	
for	good	user	experience.	Furthermore,	some	of	the	missing	principles	were	major	errors,	which	
prevented	valuable	informa5on	from	reaching	the	user.	The	weakness	of	heuris5c	evalua5on	method	is	
that	there	are	no	guidelines	on	how	the	discovered	errors	can	be	fixed,	however,	I	have	combined	the	
method	with	my	knowledge	as	an	experienced	designer	to	provide	suitable	solu5ons	to	resolving	these	
errors.		

A	point	ocen	overlooked	by	designers	are	the	heuris5c	principles	found	within	the	system,	where	only	
the	missing	ones	would	be	addressed	in	the	redesign	process.	Therefore,	the	design	stage	would	also	
consider	and	implement	the	principles	which	were	found	present	in	the	system,	together	with	the	
missing	ones,	in	order	to	deliver	a	good	user	experience.	

4.2.2	Before-and-ader	benchmarking	and	content	mapping	

Together	with	the	heuris5c	evalua5on,	before-and-aber	benchmarking	was	also	performed	on	the	past	3	
websites	to	learn	from	the	exis5ng	informa5on	environments.	The	method	gave	an	overview	of	how	
informa5on	was	structured	and	used,	and	how	heuris5c	principles	errors	located	in	the	previous	year	
websites	(2017	and	2018)	have	been	considered	for	the	development	of	the	new	website	2019.	Before-
and-acer	benchmarking	was	performed	to	learn	from	the	exis5ng	informa5on	environments	and	beber	
understand	what	kind	of	content	shaped	the	plalorm.	It	was	also	employed	to	evaluate	the	
improvements	of	the	plalorm	over5me	and	extract	larger	volume	of	informa5on	from	past	versions,	
which	might	not	have	been	considered	in	later	versions	of	the	plalorm.			

A	top-down	approach	

The	first	step	for	understanding	the	content	was	to	employ	a	top-down	informa5on	architecture	
approach,	where	the	structure	of	the	informa5on	systems	was	analyzed.	This	was	done	to	take	a	look	
“from	above”	(Rosenfeld,	L.	et	al.,	2015)	and	visualize	the	way	the	pages	have	been	posi5oned.			

What	made	an	impression	when	looking	at	the	three	websites	was	observing	a	pabern	in	the	way	which	
informa5on	was	presented,	where	the	hierarchy	of	the	plalorms	included	very	similar	categoriza5on	of	
content	(Figure	2,	below).	Informa5on	about	the	event	itself	could	be	found,	including	dates,	social	
events,	hotels	and	venues.	Big	part	of	that	informa5on	appeared	as	homogenous,	meaning	that	it	was	
mostly	related	to	the	conference	event,	however,	not	all	the	informa5on	was	related.	Dis5nct	
informa5on	about	paper	submission	and	deadlines	occurring	at	different	5mes	for	authors	was	also	
found.	As	a	result,	the	digital	environment	was	iden5fied	as	heterogeneous	(Rosenfeld,	L.	et	al.,	2015),	
where	in	addi5on	to	various	categories,	informa5on	was	also	found	in	external	links	leading	to	other	
plalorms.	Figure	6	has	been	created	to	allow	a	top-down	look,	or	in	this	case	lec-to-right	overview	of	the	
structure	of	content	for	the	three	persuasive	conference	website	versions.	
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Figure	6.	Website	hierarchies	for		
persuasive	conference	2017,	2018	and	2019	websites.	

It	can	be	seen	that	the	2017	version	has	more	depth	of	content.	As	a	result,	informa5on	such	as	theme	
info,	workshops	and	tutorials	are	hidden	behind	the	label	“More	informa5on”,	which	might	be	
challenging	to	find	for	some	users.	Having	more	depth	in	general	makes	the	informa5on	search	process	
more	complicated.	Conversely,	the	2018	version	appeared	to	have	more	width	and	lible	depth	of	
informa5on.	As	a	consequence,	when	opening	certain	sec5ons	the	users	would	have	to	scroll	down	a	list	
of	informa5on	to	find	what	they	are	looking	for,	which	could	also	complicate	the	process.	The	latest	
version	(2019)	has	a	balanced	depth	and	breadth	of	content	with	local	naviga5on	bars	allowing	for	easier	
interac5on	and	discovery	of	informa5on.	The	visual	design	of	the	websites	has	also	been	performed	in	an	
iden5cal	manner	aiming	for	consistency	and	simplicity,	while	much	of	the	textual	informa5on	has	been	
replicated	throughout	the	years.	Addi5onally,	an	observa5on	was	made	where	the	2019	and	2017	
versions	were	missing	general	but	valuable	informa5on.	On	the	workshops	&	tutorials	page,	there	was	no	
clarifica5on	of	the	purposes	of	the	conference	workshops	and	tutorials,	and	why	they	should	be	visited.	
However,	some	of	that	informa5on	could	be	found	on	the	submission	informa5on	pages,	as	well	as	in	the	
conference	website	version	of	2018.	It	could	poten5ally	be	an	influencing	factor	for	the	decision	of	
newcomers	to	abend	the	conference.	Therefore	it	was	necessary	to	consider	including	it	in	the	new	
plalorm.		
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A	boeom-up	approach		

The	second	step	was	to	implement	bobom-up	informa5on	architecture	approach	to	break	down	the	
general	content	into	smaller	pieces	and	provide	means	for	it	to	be	analyzed	more	in-depth.	

A	content	inventory	is	ideal	when	in	need	of	understanding	the	current	content	(Spencer,	D.	&	Garreb,	J.	
J.,	2009).	The	method	was	performed	on	the	last	website	version,	where	the	inventory	has	been	created	
in	an	Excel	document,	in	order	to	to	grasp	all	the	pieces	of	informa5on	that	go	on	each	of	the	pages	
(Appendix	4).	Except	for	genera5ng	a	comprehensive	list	of	the	pages	of	the	website,	the	content	
inventory	granted	a	full	look	of	the	different	type	of	content	and	volume	on	the	plalorm,	allowing	for	
easier	observa5ons	and	analysis	of	the	data.	The	process	involved	crea5ng	a	table	with	specifica5ons	of	
each	of	the	levels	throughout	the	website	hierarchy	(pages	and	sub-pages),	as	well	as	first	level	heading	
of	the	specific	page	with	a	hyperlink	to	the	site.	Furthermore,	the	document	included	a	column	specifying	
downloadable	files	on	the	plalorm	and	a	comments	sec5on	where	observa5ons	for	specific	pages	have	
been	wriben	down.	Addi5onally,	content	inventory	has	been	of	tremendous	help	for	picking	out	content	
for	the	method	card-sor5ng,	which	will	be	discussed	in	4.3.2	Card-sor2ng.	

The	next	part	of	the	bobom-up	approach	was	the	iden5fica5on	of	the	organiza5on	scheme	of	the	
plalorm,	how	informa5on	has	been	grouped	together	and	how	it	has	been	priori5zed	when	it	comes	to	
main	topics	of	the	conference	website.	

The	way	a	website	is	organized	is	determined	by	organiza5on	schemes,	which	could	be	exact	(dividing	
informa5on	into	mutually	exclusive	parts),	or	ambiguous	(dividing	informa5on	into	categories)	
considered	as	useful	for	exploratory	search	of	informa5on	(Rosenfeld,	L.	et	al.,	2015).	The	overall	
organiza5on	of	the	content	on	the	conference	website	versions	was	characterized	as	ambiguous,	since	
informa5on	has	been	grouped	in	a	ra5onal	meaningful	way.	Furthermore,	the	content	has	been	
organized	by	topic,	which	also	indicated	ambiguous	organiza5on	scheme.		

The	iden5fied	topics	appeared	to	represent	the	informa5on	with	highest	priority	throughout	all	the	
plalorms.	For	example	the	detected	main	topics	were	informa5on	about	conference,	accommoda2on,	
papers	submission,	registra2on	and	loca2on.	Each	of	the	main	categories	included	sub-categories	also	
commonly	met	in	the	previously	analyzed	plalorms	(Figure	7).	
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� 	
Figure	7.	Overview	of	the	informa2on.	

General	topics	and	sub-topics	from	the	websites.	

The	above	figure	visualizes	the	bobom-up	informa5on	architecture	for	the	informa5on	found	throughout	
the	websites	for	the	past	3	years.	This	approach	represented	the	chunks	of	informa5on	which	construct	
the	digital	environment.	The	analysis	contributed	with	first,	dis5nguishing	the	topical	organiza5on,	and	
second,	discovering	the	informa5on	which	was	prac5cal	for	inclusion	in	the	new	digital	environment	
(Rosenfeld,	L.	et	al.,	2015).		

Outcome	

The	purpose	of	analyzing	the	content	is	to	provide	the	data	needed	for	crea5ng	a	good	user	experience	
(Rosenfeld,	L.	et	al.,	2015).	This	sec5on	combined	several	methods	and	led	to	discovering	the	types	of	
informa5on	and	beber	understanding	of	the	content,	while	also	poin5ng	out	several	findings.		

First,	the	hierarchy	of	the	three	websites	discovered	gap	in	informa5on	on	the	latest	website	version,	
which	will	be	considered	during	the	development	of	the	new	plalorm.	Second,	content	inventory	
provided	a	grasp	of	the	individual	informa5on,	while	establishing	observa5ons	on	the	separate	pages	of	
the	latest	plalorm.		Third,	the	analysis	went	from	top-down	view	of	the	informa5on	and	deeper	towards	
analyzing	the	bobom-up	structure,	and	back	to	a	top-down	view,	where	the	analyzed	content	provided	a	
map	summarizing	all	the	main	informa5on.	This	included	the	topics	found	on	the	plalorms,	together	
with	all	the	chunks	of	informa5on	provided	by	the	websites.		

Finally,	before-and-acer	benchmarking	was	extremely	useful	for	the	understanding	of	context	and	
content,	however,	to	avoid	risking	borrowing	bad	ideas	together	with	the	good	ones,	actual	users	of	the	
plalorm	had	to	be	involved	in	the	process.	
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4.3	User	Analysis				

Involving	the	users	provides	the	research	with	knowledge	of	their	interests,	needs	and	mo5va5ons	
regarding	the	context	of	the	conference.	Users,	also	referred	to	as	members	of	the	community	and	
visitors	of	the	conference	website,	are	the	“ul2mate	judges	of	the	informa2on	environment”	-	Rosenfeld,	
L.	et	al.	(2015).		

The	analysis	began	by	acquiring	informa5on	from	online	sources	and	research	mee5ngs	with	the	case	
representa5ve,	in	order	to	understand	who	the	users	were.	It	was	established	that	the	targeted	users	
could	be	placed	into	two	general	groups:	industry	and	academia.	The	industry	consisted	of	companies,	
looking	for	networking	and	project	collabora5ons,	while	academia	included	researchers	looking	for	
updates,	inspira5on	or	networking.	What	provided	more	understanding	of	the	user	was	gathering	of	
informa5on	about	their	ac5vi5es	throughout	the	year,	discussed	in	sec5on	4.1	Context	Analysis.	
According	to	the	research,	users’	ac5vi5es	could	be	iden5fied	as	several	kinds:	acquiring	general	
informa5on	about	the	conference;	wri5ng,	submission,	and	reviews	of	papers;	obtaining	informa5on	
about	program,	hotel	venues	and	social	events;	registra5on,	which	would	be	available	throughout	the	
whole	course;	and	access	to	documenta5on	of	images	and	other	media	from	the	conference	acer	the	
event.	These	ac5vi5es	had	to	be	further	explored	and	seen	through	the	eyes	of	the	users,	in	order	to	
complete	the	opportune	moments	and	form	a	persuasion	strategy.		

The	users	have	different	informa5on	needs,	and	these	needs	depend	on	the	user	group,	place	and	5me	
of	the	year.	For	instance,	the	authors	who	write	and	submit	papers	(or	posters)	priori5ze	informa5on	
regarding	submission	deadlines	and	review	dates	long	before	the	conference	event.	While	companies	
looking	for	project	collabora5on	for	instance,	priori5ze	on	the	various	events	and	program	related	
informa5on,	happening	near	the	conference	event.	In	order	for	the	informa5on	needs	to	be	addressed	
correctly,	they	need	to	be	selected	and	filtered	by	the	users	themselves,	for	instance,	in	the	beginning	
when	interac5ng	with	the	plalorm.	In	addi5on,	the	system	can	explore	the	user	interac5on	with	the	
system	to	addi5onally	iden5fy	relevant	informa5on.	Providing	the	users	with	means	for	selec5ng	the	
informa5on	they	are	interested	in,	would	ensure	that	the	right	informa5on	reaches	them	at	the	right	
(opportune)	5me.	

4.3.1	Survey		

A	survey	was	employed	in	order	to	further	address	the	ques5on	of	who	the	users	are	and	why	they	
would	be	interested	in	the	event.	The	survey	was	sent	to	researchers	and	prac55oners,	who	are	
members	of	the	persuasive	technologies	community.	They	were	considered	the	main	target	audience,	
since	they	possess	knowledge	of	the	whole	process	and	can	share	their	experiences	with	the	conference	
event	and	the	system.	Furthermore,	the	survey	was	sent	online	by	email,	due	to	the	fact	that	the	users	
are	an	interna5onal	audience	located	in	different	countries.		

The	focus	of	this	method	has	been	to	get	insights	of	what	benefits	the	conference	offered	to	the	
abendees	from	their	perspec5ve	and	also	what	made	it	abrac5ve	for	them.	In	addi5on	the	survey	
focused	at	discovering	what	informa5on	users	were	missing	throughout	the	year.	In	order	to	obtain	that	
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informa5on	I	designed	a	mixed	survey,	which	included	both	open	and	close-ended	ques5ons.	As	stated	in	
the	methods	chapter,	the	open-ended	ques5ons	aimed	at	allowing	the	users	to	openly	answer	the	
ques5ons	with	their	own	words,	providing	a	richer	data.	On	the	other	hand,	the	close-ended	ques5ons	in	
the	survey	aimed	at	reducing	the	complexity	of	the	method	by	providing	predetermined	answers	for	the	
users	to	select	from.	The	method	was	chosen	in	order	to	reach	a	higher	number	of	responses	from	
community	members	from	around	the	world,	and	gain	various	perspec5ves.		

The	survey	extracted	informa5on	about	the	frequency	of	use	of	the	conference	website,	where	according	
to	the	sta5s5c	(Appendix	5A),	1	out	of	6	par5cipants	were	regular	visitors	of	the	website,	while	the	rest	
visit	the	website	occasionally.	As	a	consequence,	it	was	a	clear	indica5on	that	the	plalorm	was	not	used	
on	a	regular	basis	by	the	majority	of	the	par5cipants,	as	they	used	the	system	when	there	were	certain	
informa5on	needs.	

The	second	step	was	to	determine	the	par5cipants’	needs	of	using	the	conference	website.	It	was	noted	
that	all	of	the	respondents	answers	were	related	to	informa5on	about	dates,	deadlines	and	schedule	for	
the	event,	as	main	reason	for	visi5ng	the	website	(Figure	8).	
	

		
Figure	8.	Bar	Chart	of	
main	informa2on	needs	
when	visi2ng	the	
conference	website.	

Other	shared	answers	included	informa5on	about	loca5on,	traveling,	venues	and	general	conference	
related	informa5on.	One	par5cipant	answered	that	their	reason	for	using	the	website	could	vary-	“this	
depends	on	my	role	each	year,	if	I'm	organizing	something,	presen2ng	something,	or	just	
visi2ng”	(Appendix	5B).	This	statement	confirmed	that	different	user	groups	have	different	informa5on	
needs.	

Moreover,	one	of	the	weaknesses	of	the	heuris5c	evalua5on	method	is	that	most	of	the	5me	evaluators	
are	not	the	actual	users	of	the	plalorm,	which	indicated	that	what	might	be	considered	as	a	problem	for	
the	users,	might	not	necessarily	be	considered	as	problem	for	the	evaluator	and	conversely.	Therefore,	
the	qualita5ve	survey	aimed	at	capturing	this	issue	by	including	ques5ons	about	the	usability	of	the	
plalorm,	and	exploring	whether	users	were	missing	or	having	difficulty	of	discovering	informa5on.	As	a	
result,	it	was	observed	that	two	of	the	responses	addressed	a	problem	of	not	finding	informa5on	about	
certain	dates	of	the	event,	nor	program	related	informa5on:	“The	last	2me	I	checked,	about	two	weeks	
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ago,	there	was	no	program-related	informa2on	to	be	found”,	another	par5cipant	added	“in	what	dates	
certain	events	take	place”	(Appendix	5C).	This	might	be	a	point	of	considera5on,	where	preliminary	
program	informa5on	could	be	included	earlier	in	the	process	rather	than	near	the	conference	event.	

The	next	step	was	finding	out	what	makes	the	conference	interes5ng	for	the	par5cipants	according	to	
their	view.	For	that	purpose,	open-ended	ques5ons	were	used	to	gain	feedback	and	chance	for	users	to	
describe	what	they	experience	with	their	own	words,	without	placing	constraints	on	their	answers,	as	it	
would	have	been	with	close-ended	approach.	In	order	to	extract	the	informa5on	from	the	qualita5ve	
data,	all	the	individual	answers	have	been	placed	in	Google	Sheets,	where	response	categories	have	been	
iden5fied,	by	looking	at	answers	with	the	same	meaning	(Appendix	5D).	As	a	result	the	qualita5ve	data	
turned	into	quan5ta5ve	one,	which	allowed	for	measuring	the	different	interests	and	grouping	them	
according	to	the	responses	given	(Figure	9).	

	

Figure	9.	Bar	Chart	of	
most	common	
interests		
of	par2cipants	at	the	
conference.	

The	figure	illustrated	some	of	the	reasons	why	the	conferences	were	interes5ng	for	the	par5cipants,	
where	the	most	common	answers	were	that	the	conference	is	related	to	their	research	area;	provides	
new	insights	and	knowledge	of	new	trends;	and	allows	for	networking.	
According	to	par5cipants,	one	of	the	main	benefits	of	abending	the	conference	as	a	newcomer	is	the	
opportunity	to	get	to	know	people	from	the	field	and	build	a	network.	Other	benefits	include	
introduc5on	to	the	field,	gaining	inspira5on	from	others,	as	well	as	presen5ng	own	work	and	inspiring	
others.		

Lastly,	the	the	majority	of	par5cipants	indicated	that	they	would	like	to	receive	addi5onal	informa5on,	
such	as	conference	dates	and	deadlines,	where	50%	chose	email	as	preferred	source,	33,33%	chose	both	
email	and	mobile	no2fica2on	(all	of	the	above),	and	16,67%	did	not	need	addi5onal	informa5on	
(Appendix	5E).	The	answers	indicated	that	the	majority	of	users	were	open	to	receiving	this	type	of	
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informa5on	through	other	sources	than	the	website,	as	it	might	be	easier	for	them	to	be	reminded	rather	
than	having	to	remember,	where	prompts	might	be	useful.	

4.3.2	Card-sor1ng	

 
Acer	gaining	quan5ta5ve	and	qualita5ve	informa5on	about	the	par5cipants’	usage	of	the	website	and	
their	interests	and	mo5va5on	towards	the	conference,	I	needed	to	beber	understand	their	informa5on	
needs	in	rela5on	to	the	conference	plalorm.	Moreover,	the	organiza5on	and	labelling	of	content	is	
related	to	the	perspec5ve	of	the	one	who	organizes	the	environment,	and	people	have	different	view	of	
what	makes	perfect	sense.	For	that	reason	I	employed	the	method	card-sor5ng,	since	what	made	perfect	
sense	to	the	users	might	be	different	than	my	vision	of	the	organiza5on	of	content.	

As	defined	in	sec5on	3.4,	card-sor5ng	helps	in	seeing	how	users	perceive	informa5on	by	allowing	them	
to	group	and	categorize	informa5on	wriben	on	cards.	The	purpose	of	the	method	was	to	gain	
understanding	of	how	content	could	be	grouped	and	categorized	in	a	manner	that	meets	the	user	
expecta5ons.	Open	card-sor2ng	allowed	the	users	to	group	the	content	and	name	these	groups	
according	to	their	own	viewpoint,	where	the	cards	consisted	of	content	from	the	exis5ng	websites.	
Before	the	actual	test,	a	pilot	test	was	performed	to	eliminate	major	errors	from	occurring	on	the	actual	
session.	In	contrast	to	individual	card-sor5ng,	which	would	have	been	performed	on	one	par5cipant	at	a	
5me,	the	method	was	performed	in	group	where	3	par5cipants	have	had	a	discussion	over	how	
informa5on	could	be	structured.	The	discussion	has	been	recorded,	while	allowing	for	more	thorough	
observa5ons	of	the	card-sor5ng,	and	follow-up	ques5ons	for	the	par5cipants.	A	discussion	was	
considered	more	valuable,	as	it	contributed	to	the	research	with	insights	on	how	the	users	see	the	
processes	of	wri5ng	paper	and	interac5ng	with	the	website	plalorm,	as	well	as	obtaining	addi5onal	
sugges5ons	for	conference	ac5vi5es.		

The	par5cipants	were	actual	members	of	the	community,	who	to	some	extent	could	be	considered	as	
domain	experts,	since	they	know	the	work	environment	and	have	detailed	knowledge	of	the	tasks	and	
processes	of	the	event.	With	this	in	mind,	the	par5cipants	would	have	good	understanding	of	how	the	
informa5on	environment	for	conference	event	might	be	structured	according	to	their	informa5on	needs.		

Several	observa5ons	were	made	during	the	sor5ng	and	discussion	process.	According	to	the	par5cipants	
one	of	the	strong	sides	of	the	conference	is	the	networking	opportuni5es.	Some	of	the	more	effec5ve	
social	ac5vi5es	allowing	for	networking,	as	stated	by	the	par5cipants,	are	the	poster	and	workshop	
sessions,	as	they	enable	people	to	discuss	topics	of	common	interest.	During	the	discussion,	the	
par5cipants	came	up	with	addi5onal	idea	for	social	ac5vity	(project	speed	da5ng),	which	allows	for	more	
networking	opportuni5es	such	as	project	collabora5ons	or	finding	of	consor5um	members	for	projects.	
This	might	also	be	appealing	for	the	industry	audience,	as	they	would	typically	be	looking	for	
prac55oners	with	ideas.	However,	the	project	speed	da5ng	would	also	be	appealing	for	academia,	who	
might	be	curious	to	come	even	without	having	wriben	a	paper.	Furthermore,	newcomers	would	benefit	
from	that	ac5vity	as	it	might	be	a	way	for	them	to	present	themselves	in	topics	they	find	interes5ng.	As	
an	addi5on	to	the	networking	ac5vi5es,	demo	sessions	was	a	different	topic	that	arouse	during	the	
discussion,	as	another	process	for	abrac5ng	industry	people	to	abend	the	conference	event.	These	new	
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ac5vi5es	were	discussed	by	the	par5cipants	as	a	way	to	increase	the	social	interac5on	and	networking	at	
the	event.	

During	the	session,	some	of	the	par5cipants	shared	their	very	first	informa5on	needs,	when	the	
informa5on	about	future	conference	appears.	“The	first	thing	I	would	look	at	is,	first	of	all	where	is	it,	is	it	
at	a	nice	place,	at	a	nice	2me	of	the	year.	The	second	thing,	what	is	the	theme…	“.	All	the	par5cipants	
could	agree	that	one	of	the	first	things,	especially	for	newcomers,	would	be	to	look	at	the	theme	of	the	
conference.	However,	this	informa5on	did	not	appear	to	be	of	priority	for	the	past	three	conference	
website	versions,	and	rather	than	making	the	informa5on	as	central,	it	has	been	placed	further	into	the	
hierarchy	of	the	website.	Moreover,	the	last	website	has	no	specifica5on	of	the	selected	theme,	in	other	
words,	that	informa5on	is	missing.	In	order	to	draw	new	audiences	towards	the	conference,	this	kind	of	
informa5on	would	need	to	be	more	accessible.	

It	has	been	noted	that	the	process	of	accep5ng	papers	for	the	conference	is	rather	strict,	since	the	
selected	submissions	are	being	published	in	a	highly	regarded	publishing	agency.	This	meant	that	many	
papers	are	being	rejected,	and	one	of	the	par5cipants	men5oned	that	this	could	be	a	factor,	which	
prevents	people	from	abending	the	conference.	However,	the	discussion	also	provided	knowledge	that	
there	is	a	possibility	for	the	authors,	whose	paper	has	goben	rejected,	to	submit	as	a	poster.	That	
informa5on	was	something	that	past	website	versions	were	missing	as	well,	and	an	addi5onal	factor	for	
invi5ng	people,	even	the	ones	whose	paper	has	been	rejected,	to	join	the	conference.	

During	the	card-sor5ng	session,	the	par5cipants	provided	valuable	insights	into	missing	informa5on	and	
also	added	12	more	cards	to	the	discussion,	marked	in	green	(Appendix	6).	As	an	example,	“Publica2on	
op2ons”	would	provide	the	informa5on	that,	except	for	being	able	to	get	a	publica5on	through	papers,	
people	could	also	publish	through	having	workshops	on	the	event.	Another	card	“Student	submissions”	
has	been	created	in	order	to	make	the	conference	more	appealing	to	students,	who	might	otherwise	not	
have	the	knowledge	or	mo5va5on	when	looking	at	the	website.	

The	card-sor5ng	outcome	from	discussion	only	confirms	that	there	is	missing	informa5on	in	the	previous	
websites.	By	including	all	the	missing	informa5on	from	the	discussion,	the	new	plalorm	would	be	more	
informa5ve	and	invi5ng	towards	the	different	audiences.	

4.3.3	Semi-structured	interview			

In	a	similar	manner	to	the	discussion	by	the	par5cipants	in	the	card-sor5ng,	the	semi-structured	
interview	was	audio-recorded,	transcribed	and	analyzed.	In	order	to	make	sense	of	the	data	in	a	more	
thorough	manner,	the	analysis	occurred	by	familiariza5on	with	the	data,	genera5on	of	codes	(brief	
descrip5ons)	of	textual	data,	and	iden5fica5on	of	main	themes	and	significant	facts	found	in	the	
transcribed	text	(Mortensen,	D.,	2019).	This	process	was	inspired	from	thema5c	analysis,	which	
characterizes	in	outlining	ideas	and	loca5ng	meaning	within	the	data.	These	ideas	are	turned	into	themes	
through	representa5ve	codes	(descrip5ons)	serving	as	summaries	of	informa5on	(Guest,	G.,	MacQueen,	
K.	M.	&	Namey,	E.	E.,	2012).	The	method	is	considered	as	one	of	the	most	common	in	qualita5ve	analysis,	
and	as	stated	by	Guest,	G.,	et	al.	(2012)	-	“...	is	s2ll	the	most	useful	in	capturing	the	complexi2es	of	
meaning	within	a	textual	data	set”.	The	analysis	has	been	inspired	by	this	method	in	order	to	obtain	a	
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more	structured	and	systema5c	approach	to	analyzing	the	data	and	presen5ng	it	in	a	more	efficient	
manner.	

					
The	first	step	consisted	of	exploring	the	data	in	detail	by	listening	to	the	audio	recording	and	transcribing	
it	into	a	text	document.	By	doing	so,	it	was	easier	to	get	an	overview	of	all	the	informa5on,	which	
allowed	for	making	notes	and	extrac5ng	ini5al	observa5ons	of	reading	the	data.	Since	the	method	was	
semi-structured	interview,	there	already	was	an	idea	of	what	kind	of	informa5on	the	interview	needed	to	
extract.	However	the	approach	was	also	exploratory	in	areas,	which	have	not	been	tackled	by	the	
par5cipants	back	in	the	card-sor5ng	discussion.	Aspects	of	the	mobile	plalorms	and	no5fica5ons	have	
also	been	explored.	Acer	the	data	was	inspected	in	greater	detail,	ini5al	ideas	have	been	noted	down.	
They	were	considered	relevant	for	the	forma5on	of	codes	and	crea5on	of	themes.	The	second	step	
consisted	of	genera5ng	ini5al	codes,	in	order	to	summarize	what	has	been	said	on	the	interview.	The	
codes	represent	descrip5ons,	which	could	be	grouped	by	similarity,	as	they	are	the	components	forming	
a	theme	(Guest,	G.,	et	al.,	2012).	Consequently,	the	third	step	involved	genera5on	of	themes,	by	grouping	
of	codes	together,	and	labeling	of	the	groups	to	develop	broader	interpreta5on	of	topics	(Mortensen,	D.,	
2019).	The	four	main	themes	found	in	the	interview	transcrip5on	were:	

- personal	mo2ves	with	sub-category	addi2onal	mo2va2on	factors	
- main	tasks	on	the	website	
- mobile	plaqorm	
- no2fica2ons	

Star5ng	with	the	first	theme,	some	of	the	main	personal	mo5ves	for	the	par5cipant	to	abend	the	
conference	were	in	rela5on	to	their	research,	as	a	master	and	later	as	PhD	student.	The	par5cipant	
further	clarified	that	mo5ves	for	abending	the	events	were	the	community	and	publishing	research:	“So	
in	the	beginning	that	was	my	main	mo2va2on	to	go	there,	was	sort	of	the	community,	to	be	part	of	that.	
And	then	the	last	2me	I	was	there	to	publish”	(Appendix	7,	Q.	3).	Following	the	current	theme	the	
par5cipant	was	asked	for	example	of	criteria	for	not	abending	the	conference.	“For	me	I	guess,	that’s	
very	individual,	but	for	me	it’s	also	about	distance.	So	it	does	move	around	a	bit	and	some2mes	it’s	in	the	
US	and	I	have	to	priori2ze	where	to	go	because	of	funding	etc.”	(Appendix	7,	Q.	4).	As	a	result,	it	was	
noted	that	distance,	and	more	importantly	funding,	were	two	aspects	playing	a	major	role	in	the	
decision-making	process	for	abending	the	conference	event	for	the	interviewee.	Another	observa5on	
was	that	the	par5cipant	considered	the	conference	most	appealing	because	of	its	small	community	and	
the	fact	that	everyone	was	speaking	“the	same	language”	and	having	“shared	understanding	of	the	field”.	
According	to	the	respondent,	mo5va5onal	factors	were	mainly	the	funding	and	event	ac5vi5es,	where	
especially	for	students,	these	factors	were	the	doctoral	consor5um	and	publishing	of	their	paper.				

When	it	comes	to	the	conference	website,	the	second	theme	was	represented	by	the	tasks,	which	the	
user	normally	performed	on	the	plalorm.	Upon	inspec5on	of	the	data,	couple	of	observa5ons	were	
made	when	defining	the	theme.	On	one	hand	there	were	variety	of	tasks	the	user	performed	on	the	
plalorm,	while	on	the	other	hand,	these	different	tasks	were	performed	at	different	5mes	of	the	year.	
This	observa5on	led	to	the	crea5on	of	sub-themes,	considered	as	“phases”,	which	were	happening	
before	submission	of	papers,	acer	acceptance	of	papers	and	around	the	5me	when	the	people	would	be	
going	to	the	event.	
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According	to	the	interview,	in	phase	one	(decision	phase)	the	par5cipant	looks	for	general	informa5on	
such	as	the	conference	theme,	the	venue,	loca5on,	submission	informa5on	and	poten5al	workshops	to	
visit.	This	phase	is	also	when	students	look	for	benefits	of	abending	and	submihng	papers.	In	addi5on,	
the	decision	phase	includes	the	search	for	informa5on	related	to	funding,	since	it	has	been	stated	both	in	
the	card-sor5ng	discussion	and	in	the	interview,	as	one	of	the	mo5va5onal	factors	for	abending	the	
event.		

Phase	two	(planning	phase)	the	par5cipant	typically	explores	the	prac5cal	informa5on	about	the	
conference.	For	instance-	details	about	the	loca5on/city,	booking	of	flights	and	hotels,	selec5on	of	
relevant	presenta5ons,	workshops	and	tutorials	to	abend,	as	well	as	details	about	social	events	and	
places	to	see,	in	order	to	plan	the	individual	days.		

Finally	phase	three	(conference	event/abending	phase),	which	would	occur	around	the	5me	of	the	event,	
involves	schedule	planning	for	where	to	go	and	who	to	meet.	Addi5onally,	checking	program	details	and	
finding	specific	loca5ons	(such	as	mee5ng	rooms	and	the	places	where	social	ac5vi5es	occur)	is	another	
task	for	the	user	of	the	plalorm.	The	par5cipant	also	characterized	their	frequency	of	visits	on	the	
website	as	“Oben,	for	a	very	short	2me”	(Appendix	7,	Q.	7),	which	meant	that	informa5on	for	them	had	
to	be	well	structured,	but	also	minimalis5c,	including	the	most	relevant	informa5on.	

The	third	theme,	mobile	plaqorm,	looked	at	the	experiences	the	user	had	when	accessing	the	persuasive	
technologies	conference	or	any	similar	conference	event	through	their	mobile	device.	It	was	noted	that	
the	user	most	likely	accessed	the	informa5on	through	their	smartphone	during	the	5me	they	travel	“...	
that’s	usually	my	main	plaqorm	when	I’m	traveling,	because	it’s	so	much	easier…”	(Appendix	7,	Q.	11),	or	
when	they	were	not	in	the	process	of	working,	since	working	would	usually	be	carried	out	on	their	
computer.	Iden5cally,	the	par5cipant	preferred	to	use	mobile	access	when	they	were	located	at	the	
event,	which	was	also	the	response	from	the	research	mee5ngs	conducted	with	the	case	representa5ve,	
confirming	that	it	would	be	a	lot	easier	to	quickly	check	relevant	informa5on	on	the	spot,	rather	than	
doing	so	on	computer.	And,	as	found	in	the	heuris5c	evalua5on,	the	current	website	had	major	errors	
and	did	not	support	the	mobile	plalorm,	which	prevents	users	from	seeing	the	full	program	related	
informa5on.	These	findings	led	to	the	belief	that	mobile	access	would	be	crucial	for	users.	Furthermore,	
according	to	the	par5cipant,	one	of	the	main	traits	for	using	mobile	device	has	been	the	easy	access	of	
informa5on,	as	that	would	most	commonly	be	when	located	at	the	event.	As	stated	by	the	interviewee,	
the	app	should	include	a	thoughlul	func5oning	design-	“So	if	it	looks	really	nice	but	it	does	not	work,	
then	I	will	not	use	it	at	all.	So	func2onali2es	over	aesthe2cs	for	sure”	(Appendix	7,	Q.	15).			

One	of	the	ques5ons	addressed	the	topic	of	missing	or	difficult	to	find	informa5on	for	the	par5cipant.	A	
clear	impression	that	they	remembered	having,	was	about	finding	the	exact	loca5ons	of	events	on	the	
program,	since	some	of	them	have	been	at	different	physical	loca5ons.	“That	was	very	difficult	actually,	
to	find	out	how	to	get	to	that	other	place…	and	how	to	get	around	there	and	so	on.	So	I	remember	that,	
s2ll…”	(Appendix	7,	Q.	9).	With	this	in	mind,	visi5ng	the	current	program	page	on	the	website,	only	the	
names	of	the	mee5ng	rooms	have	been	provided,	with	no	addi5onal	informa5on	about	exact	loca5on.	
According	to	the	interviewee,	one	of	the	things	that	would	be	very	useful	would	be	having	the	exact	
loca5ons	of	each	session	of	the	conference	specified,	while	also	men5oning	what	they	would	mainly	use	
the	mobile	access	for:	“Something	that	helps	you	navigate	when	you’re	at	the	conference,	I	think	is	the	
main	thing	that	I	would	use	it	for”	(Appendix	7,	Q.	16).				
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The	fourth	theme	iden5fied	from	the	interview	was	no2fica2ons	and	it	explored	the	user’s	opinion	on	
receiving	mobile	no5fica5ons	and	interes5ng	for	them	informa5on	in	rela5on	to	this	topic.		At	first	it	was	
stated	that	no5fica5ons	were	usually	ignored	by	the	user,	however,	it	was	also	claimed	that	they	were	
useful	for	newcomers	for	announcements	or	invita5ons	to	join	ac5vi5es.	The	par5cipant	shared	that	they	
usually	allowed	no5fica5ons,	however,	if	these	no5fica5ons	were	too	much	or	irrelevant,	they	would	turn	
them	off,	while	on	the	contrary	“...if	the	first	few	no2fica2ons	that	I	get	are	things	that	I	appreciate	
knowing	and	that	are	relevant,	then	I	would	be	more,	sort	of,	inclined	to	keep	it	like	that.”	(Appendix	7,	Q.	
19).	Following	up	on	the	answer,	the	par5cipant	was	asked	if	they	could	provide	examples	of	such	
informa5on,	which	would	be	relevant	for	them.	Several	individual	informa5on	needs	were	revealed,	all	of	
which	were	related	to	updates	of	certain	informa5on.		

One	of	them	was	need	in	the	decision	phase,	such	as	receiving	no5fica5on	when	papers	have	been	
reviewed.	Others	were	related	to	the	planning	phase,	such	as	when	the	program	has	been	uploaded,	or	if	
there	were	changes,	or	if	hotels	were	fully	booked.	And	others	during	the	conference	event	phase,	such	
as	changes	in	the	program,	cancella5ons,	and	social	ac5vi5es	for	people	who	abend	the	conference	
alone.	The	par5cipant	considered	these	types	of	no5fica5ons	on	their	mobile	device	as	relevant	and	
useful	to	know,	as	it	would	directly	address	most	of	their	informa5on	needs.	Important	to	note	was	also	
that	some	of	these	no5fica5ons	would	be	expected	as	an	e-mail	no5fica5on	as	well,	since	not	all	users	
would	allow	them	on	their	devices.	
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4.4	Outcomes	
This	sec5on	combines	the	findings	from	the	analysis	and	serve	as	an	overview	of	the	methods	applied	
throughout	the	research.	The	context	analysis	provided	understanding	of	the	meaning	behind	Persuasive	
Technologies	community	and	their	processes	throughout	the	year.	Together	with	analyzing	the	
persuasion	context,	the	analysis	delivered	the	intent,	audience	for	persuasion	and	the	persuasive	
message	which	would	be	transmibed.	The	content	analysis	captured	all	the	informa5on	from	the	past	
website	versions	and	iden5fied	errors	in	the	current	mobile	system,	which	require	reconstruc5on	for	the	
new	plalorm.	The	user	analysis	involved	the	actual	users	of	the	system,	and	iden5fied	their	perspec5ve	
on	structure,	informa5on	needs	and	main	interests	in	the	event.	Finally,	all	the	outcomes	contribute	to	
the	progression	of	a	strategy	in	the	form	of	requirements	for	the	development	and	design	of	structure	
and	interface	of	the	new	digital	system	for	persuasive	technology	2020.	

4.4.1	Method	outcomes	

The	outcome	of	the	heuris2c	evalua2on	established	that	the	latest	website	plalorm	(2019)	included	all	
the	heuris5c	principles	and	had	considered	past	mistakes	from	previous	versions.	In	order	to	meet	the	
goal	of	expanding	the	community,	however,	the	plalorm	needed	addi5onal	informa5on	which	addressed	
the	new	visitors	as	well.	However,	when	it	comes	to	the	mobile	device	access,	the	method	iden5fied	
major	errors,	where	5	out	of	10	heuris5c	principles	were	missing.	As	stated	in	the	user	analysis,	mobile	
access	was	crucial,	especially	near	the	5me	of	the	conference	event.	Therefore	these	major	errors	had	to	
be	considered	in	the	new	plalorm,	in	order	to	make	the	system	more	friendly	and	accessible	for	users,	
and	thus,	allow	for	persuasion.	

Consequently,	before-and-aber	benchmarking	allowed	for	beber	understanding	of	the	context,	content	
and	structure	of	the	exis5ng	informa5on	environments	for	the	conference	websites	in	the	past	three	
years.	This	was	supported	through	applying	a	top-down	and	bobom-up	informa5on	architecture	
approaches,	seeing	the	way	informa5on	is	organized	from	the	top	to	bobom	level	of	the	hierarchy.	The	
method	discovered	that	the	plalorm	was	not	informa5ve	enough	for	newcomers.	Addi5onally,	it	
provided	ground	to	learn	from	past	successes	and	errors,	making	the	method	a	great	point	of	reference	
for	the	organiza5on	of	a	structure	and	designing	of	the	new	interface.	

The	last	piece	of	the	research	puzzle	was	involving	the	actual	users	of	the	system	and	exploring	both	
quan5ta5vely	and	qualita5vely	their	personal	interests,	informa5on	needs	and	mo5va5ons	in	abending	
the	conference	event.		

The	outcome	of	the	survey	led	to	discovering	of	several	findings.	Firstly,	the	majority	of	the	par5cipants	
were	not	using	the	system	on	a	regular	basis,	indica5ng	that	they	use	it	only	when	having	certain	
informa5on	needs,	thus	the	system	required	persuasion	for	engaging	users	and	inspiring	them	to	abend.	
Secondly,	using	open-ended	ques5ons,	the	method	discovered	some	of	the	main	informa5on	users	look	
for	when	browsing	the	system.	In	addi5on,	the	approach	explored	the	users’	main	interests	regarding	the	
conference	and	grouped	the	findings	into	similar	categories,	illustra5ng	some	of	the	reasons	why	people	
would	be	interested	in	abending.	Finally,	it	was	noted	that	the	majority	of	the	par5cipants	were	prone	to	
receiving	addi5onal	informa5on,	such	as	important	dates	and	deadlines,	in	the	form	of	e-mail	and	mobile	
no5fica5ons.	Together	with	the	knowledge	of	certain	informa5on	needed	at	certain	5mes	of	the	year,	the	
use	of	no5fica5ons	allowed	for	considera5on	of	the	opportune	moments	to	persuade	users	in	fulfilling	
the	intent.		
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The	card-sor2ng	explored	more	in-depth	the	informa5on	needs	of	users,	by	allowing	them	to	openly	
discuss	while	grouping	and	labeling	content	according	to	their	own	percep5ons.	During	the	discussion,	
the	par5cipants	addressed	an	issue	with	networking	par5cularly	for	newcomers,	who	were	abending	the	
event	alone.	Since	networking	is	one	of	the	main	traits	of	the	event,	the	community	needed	to	address	
newcomers	in	order	to	expand	and	grow-	not	only	on	their	digital	plalorm,	but	also	the	event.	As	a	
consequence,	addi5onal	networking	ac5vity	has	been	included	in	the	program.	Furthermore,	par5cipants	
shared	their	very	first	informa5on	needs	for	the	next	conference	event	and	some	of	the	factors	which	
influenced	their	decision	on	whether	or	not	they	would	abend.	It	was	noted	that	informa5on,	such	as	
conference	theme,	should	be	more	central	and	accessible	in	the	plalorm.	Except	for	delivering	a	clear	
image	of	how	the	users	would	group	the	informa5on	of	the	system,	the	par5cipants	also	added	12	more	
cards	of	content,	which	were	considered	in	the	content	organiza5on	process	in	the	design	stage.	

Finally,	the	semi-structured	interviews	supported	the	previous	user	research,	by	qualita5vely	exploring	
the	user	needs	more	in-depth	and	obtaining	an	addi5onal	perspec5ve	to	the	research.	The	method	
provided	insights	into	informa5on,	important	to	consider	when	aiming	for	mo5va5ng	people	to	go	to	the	
event.	According	to	the	interview,	some	of	the	mo5va5onal	factors	for	various	users	to	abend	included	
funding	and	event	ac5vi5es.	Moreover,	for	students,	main	mo5va5on	represented	the	doctoral	
consor5um	and	submihng	and	publishing	papers.	This	type	of	informa5on	was	essen5al	for	the	
persuasion	plan.		

The	interviewed	also	addressed	a	problem	they	had	with	finding	specific	loca5ons	of	event	ac5vi5es.	This	
was	also	observed	on	the	current	mobile	plalorm	of	“Persuasive2019”,	where	some	of	the	mee5ng	
rooms	in	the	program	were	not	visible	when	accessed	through	mobile.	Therefore,	naviga5on	help	was	
necessary	in	the	new	plalorm.	The	semi-structured	interview	also	led	to	discovery	of	informa5on,	which	
the	par5cipant	considered	relevant	to	be	no5fied	for.		

Lastly,	the	method	confirmed	three	different	phases	occurring	at	different	5mes	before	and	during	the	
event,	closely	related	to	the	ac5vity	process	introduced	in	the	context	analysis-	decision,	planning	and	
a8ending	phases.	These	three	phases	represented	tasks	the	user	performs	in	the	system	and	the	5me	
when	they	execute	these	tasks.	These	details	reinforced	the	knowledge	about	the	opportune	moment,	by	
allowing	the	delivery	of	relevant	informa5on	to	the	user.	The	content	of	these	three	phrases	would	also	
be	included	in	the	following	sec5on.	

4.4.2	Year	Wheel	Informa1on	Process	

An	year	wheel	was	built,	based	on	the	combined	findings	of	the	research	interviews	from	the	context	
analysis,	the	card-sor2ng	discussion,	as	well	as	the	semi-structured	user	interview.	The	year	wheel	
demonstrates	the	important	events	of	different	ac5vi5es	and	processes	throughout	the	year,	where	the	
star5ng	point	is	April	2019,	acer	the	last	conference	has	ended.	In	addi5on,	the	wheel	serves	as	a	point	
of	reference	for	the	design	stage,	as	it	considers	the	type	of	informa5on	most	relevant	for	users	for	
specific	5me	of	the	year	(Figure	10).	
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� 	

Figure	10.	Year	wheel	of	Persuasive	Technologies	community	

The	star5ng	point	is	where	the	website	for	the	next	year’s	conference	would	be	up	and	running	and	
provide	general	informa5on	(first	point	of	informa5on)	about	the	upcoming	conference	in	2020.	That	
informa5on	includes	the	city,	loca5ons,	theme	of	the	conference,	and	the	aim	is	to	appeal	to	the	user’s	
interest,	inspiring	them	to	abend	the	event.	Registra5on	would	be	available	all	the	way	from	the	star5ng	
point	of	the	plalorm.	The	second	point	of	informa5on	is	when	authors	are	wri5ng	usually	acer	the	
summer,	and	submihng	and	reviewing	papers	around	the	November,	which	usually	occurs	when	the	
paper	submission	deadline	takes	place.	Acerwards,	around	February,	comes	the	third	point	of	
informa5on	where	informa5on	is	shiced	more	towards	the	event	itself.	This	includes	venues,	dinners,	
programs	and	similar	informa5on	which	arises	interest.	Finally,	the	year	wheel	captures	the	decision	and	
the	planning	phases	found	in	the	semi-structured	interview,	which	occupy	the	wheel	all	the	way	up	to	
March.	While	the	third	phase	(a8ending)	is	at	the	5me	of	the	event	(April).	

As	a	conclusion,	depending	on	where	the	year	wheel	is	located,	people’s	informa5on	needs	change.	That	
means	that	the	informa5on	needed	to	adapt	and	be	communicated	to	the	users	at	the	iden5fied	points	
of	5me	from	the	year	wheel.	Moreover,	as	it	was	pointed	out	in	sec5on	2.1	The	Cross-field,	in	order	to	
iden5fy	kairos,	the	research	required	recogni5on	of	when	the	5ming	was	right.	The	year-wheel	was	
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developed	to	address	the	right	5me,	which	allowed	the	considera5on	of	the	opportune	moments	to	
apply	persuasion.	

4.4.3	Design	Requirements	

As	a	human-centered	process,	requirements	engineering	(RE)	has	been	leading	the	way	of	iden5fying	
users	and	their	needs	(Nuseibeh,	B.	et	al.,	2000).	RE	has	also	been	applied	in	order	to	address	the	
problem,	and	deliver	documented	design	requirements	for	the	planning	and	development	of	the	new	
plalorm.	The	following	figure	(Figure	11)	represents	a	strategy	table,	which	includes	an	overview	of	
design	requirements	based	on	all	the	outcomes	taken	from	the	analysis.	In	addi5on,	the	first	row	of	the	
table	also	specifies	which	method	was	responsible	for	each	specific	finding.	

Finding Conclusion Implementa1on

One	of	the	first	things	users	look	for	
on	the	new	plalorm	is	the	theme	of	
the	conference.	Yet	the	theme	was	not	
found	on	the	current	website.	
(Card-sor2ng,	Benchmarking)

Informa5on	that	users	look	for	
ini5ally	should	be	more	central	and	
accessible	on	the	plalorm.

A	short	descrip5on	of	the	theme	
on	the	homepage	of	the	system.

Missing	informa5on	for	newcomers	

(Before-and-aber	Benchmarking,	Card-
sor2ng)

The	plalorm	requires	addi5onal	
informa5on,	which	is	more	
informa5ve	and	invi5ng	for	new	
audiences.

Implementa5on	of	sec5on	
informing	the	users	about	the	
conference,	community,	and	
purpose	of	the	event.

Global	naviga5on	menu	does	not	
expand	unless	users	tap	on	the	“+”	
bubon	(mobile	version).	

(Before-and-aber	Benchmarking,	
Heuris2c	Evalua2on)

Some	users	might	not	be	able	to	
open	the	submenu	when	tapping	on	
the	textual	descrip5on,	as	the	“+”	
icon	is	very	small.	They	might	not	
reach	the	target	des5na5on	in	the	
system.

Implementa5on	of	global	
naviga5on,	which	is	more	
intui5ve	for	users.		

Only	half	of	the	program	page	is	
visible.	Addi5onally,	half	of	the	page	
for	register	fees	is	also	missing	(mobile	
version).	

(Before-and-aber	Benchmarking,	
Heuris2c	Evalua2on)

Abendees	of	the	conference	event	
would	be	unable	to	check	full	
program	and	payment	related	
informa5on	from	their	mobile	
device,	unless	they	use	a	computer	
device.

Consider	current	errors	of	the	
system	in	the	development	
process	of	the	new	system	and	
prevent	them	from	occurring.		

User	shared	their	experience	of	having	
difficul5es	finding	loca5on	of	
ac5vi5es.	In	addi5on,	the	system	did	
not	indicate	how	people	can	reach	the	
specific	loca5on	of	events.	

(Semi-structured	interview,	Heuris2c	
Evalua2on)

Users	will	benefit	from	naviga5on	
help	around	the	5me	of	the	event.

The	loca5ons	could	be	in-text	
hyperlinks,	which	display	a	map	
of	the	exact	loca5on	of	the	
chosen	event.
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Figure	11.	Design	requirements	table	

This	sec5on	served	as	an	overview	of	the	applied	research	methods	and	outcomes,	together	with	
providing	a	strategy	for	the	new	plalorm	of	persuasive	technology	2020.	The	strategic	table	framed	the	
required	design	deliverables,	building	the	bridge	(strategy)	between	the	research	and	design	stages	of	
the	informa5on	architecture	process.	

Global	naviga5on	icon	is	not	available	
when	scrolling	down	on	pages.	Back	to	
top	bubon	is	only	located	at	the	
bobom	of	the	page	(mobile	version).	

(Before-and-aber	Benchmarking,	
Heuris2c	Evalua2on)

Users	need	to	scroll	all	the	way	back	
to	the	top,	in	order	to	open	the	
global	naviga5on	menu.	In	addi5on,	
back	to	top	icon	is	another	
accelerator,	which	could	be	used	by	
more	experienced	users.

S5cky	global	naviga5on	bar,	
which	would	be	available	even	
when	users	are	located	further	
down	on	the	page.	

The	system	does	not	support	help	and	
documenta5on.	

(Heuris2c	Evalua2on)

Help	and	documenta5on	can	be	
helpful	for	users	who	need	more	
detailed	informa5on.

Frequently	Asked	Ques5ons	
(FAQ)	sec5on	can	an5cipate	
relevant	informa5on	and	provide	
descrip5on	in	greater	detail.

Users	are	open	to	receive	addi5onal	
informa5on	and	prompts	at	certain	
5me	before	and	during	the	conference	
event.	

(Research	mee2ngs,	Survey,	Semi-
structured	interview)

Prompts	for	valuable	informa5on	
serves	as	reminders,	but	could	also	
be	used	as	mo5va5on	factor.	
Moreover,		it	provides	a	window	for	
the	system	to	be	more	persuasive.

Informa5on	communicated	to	
users	through	the	use	of	mobile	
no5fica5ons	(if	allowed		by	the	
user).
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5.	Design	Proposal	

Moving	towards	the	design	phase	required	con5nuous	journey	back	and	forth	between	research	and	
design,	in	order	to	be	able	to	address	and	integrate	all	of	the	findings	from	the	analysis	of	quan5ta5ve	
and	qualita5ve	data.	This	chapter	outlines	the	planned	structure	of	content	for	the	new	plalorm,	
together	with	the	development	of	user	interface	for	mobile	device,	which	reflects	the	research	
outcomes.	The	designed	interface	employs	various	design	methods	for	the	progressive	web	app	
development	stages,	making	use	of	the	informa5on	architecture	components	as	a	ground	basis	for	
implementa5on	of	the	design	requirements	from	the	strategy	phase.	Finally,	the	new	system	employs	the	
Persuasive	Systems	Design	(PSD)	model	in	combina5on	with	the	knowledge	gained	from	the	research,	in	
order	to	build	on	a	persuasive	layer	and	therefore,	make	the	design	persuasive.	

5.1	Sitemap	

A	sitemap	is	a	visual	representa5on	of	how	the	top	level	informa5on	components	(pages)	are	connected	
in	the	system,	considering	the	naviga5on,	labelling	and	organiza5on	systems	(Rosenfeld,	L.	et	al.,	2015).	
The	map	also	served	as	the	final	ingredient	of	the	strategy	phase,	where	structural	ideas	were	shaped	
based	on	research	outcomes.	

In	accordance	with	the	research	and	analysis	outcomes,	this	stage	began	with	the	founda5on	of	good	
informa5on	architecture	(Rosenfeld,	L.	et	al.,	2015),	represented	by	the	designed	hierarchical	structure	of	
the	new	system	(Figure	12).	In	this	case,	the	top-down	approach	served	as	the	guide	for	designing	the	
prototype,	by	allowing	a	complete	view	of	the	top	two	levels	of	content.	
	

Figure	12.	Sitemap	of	the	new	structure.	
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The	organiza5on	scheme	considered	for	the	structure	is	ambiguous,	meaning	that	informa5on	is	divided	
into	categories	defying	exact	defini5on	(Rosenfeld,	L.	et	al.,	2015).	Unlike	its	opposite	type	(exact	
schemes)	who	organize	content	alphabe5cally,	chronologically	or	geographically,	ambiguous	schemes	
help	users	navigate	when	they	are	exploring	content	or	are	unsure	of	the	correct	labeling.	Back	in	sec5on	
4.2.2	the	type	of	ambiguous	scheme	was	iden5fied	as	topical,	and	the	new	prototype	structure	followed	
that	example,	since	it	was	considered	as	most	relevant	for	the	variety	of	users.	

The	highest	hierarchy	level	represented	the	global	naviga2on	(also	called	menu)	of	the	prototype,	which	
can	be	accessed	through	any	page	of	the	system.	It	helps	users	understand	their	loca5on	and	where	they	
could	go	from	there.	The	secondary	level	of	hierarchy	provided	the	sub-topics.	The	aim	was	to	balance	
the	breadth	(number	of	op5ons	available)	and	depth	(number	of	levels)	of	the	structure,	which	prevents	
overloading	users	with	too	much	informa5on	at	a	5me	(Rosenfeld,	L.	et	al.,	2015).	

Three	methods,	previously	applied	during	the	research	phase,	had	a	strong	influence	on	this	outcome:	
heuris5c	evalua5on,	before-and-acer	benchmarking	and	card-sor5ng.	The	first	two	methods	evaluated	
and	learned	from	the	exis5ng	informa5on	environments	quan5ta5vely,	where	all	the	three	past	website	
versions	have	been	analyzed.	The	developed	structure	was	also	supplemented	by	the	qualita5ve	method	
card-sor5ng,	which	contributed	with	bringing	the	user	perspec5ve	in	the	process,	where	the	par5cipants’	
ideas	of	grouping	similar	content	was	considered.	Furthermore,	card-sor5ng	influenced	the	labelling	of	
the	boxes	of	content.	All	three	methods	discovered	missing	informa5on	in	the	system,	where	some	
examples	of	newly	included	informa5on	were	Student	Par2cipa2on	(relevant	informa5on	for	students)	
and	About	Us	(background	informa5on	about	the	community)	pages.	A	more	informa5ve	map	has	been	
created	to	visualize	what	type	of	informa5on	could	go	in	each	of	those	pages	(Figure	13)	below.	Missing	
informa5on	discovered	during	the	research	has	also	been	added	to	the	map.		
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Figure	13.	Sitemap	of	the	new	structure,		

together	with	the	informa2on	plan	for	the	pages.	

The	map	demonstrates	the	new	structure	of	the	system	and	the	kind	of	informa5on,	which	can	be	found	
on	each	of	the	pages,	together	with	the	new	informa5on	discovered	during	the	research	phase.	The	new	
informa5on	has	been	marked	in	green,	while	the	green	marker	also	included	two	of	the	secondary	
hierarchy	level	pages	(Poster	sessions	&	Project	speed	da5ng,	as	well	as	Student	Submissions).	These	
visualiza5ons,	and	more	importantly	the	green	markers	of	new	content,	were	the	outcome	of	the	
discussion	carried	out	in	the	card-sor5ng	session.	

As	a	consequence,	the	structure	has	a	strong	poten5al	to	boost	the	interac5on	with	the	system	taking	
into	account	previous	structures	and	user	needs.	Finally,	the	sitemap	helped	in	addressing	the	design	
requirement	for	implementa5on	of	missing	informa5on	relevant	for	newcomers.	The	next	step	involved	
the	crea5on	of	a	mobile	interface,	where	the	new	structure	could	be	integrated.	
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5.2	Wireframes	
While	the	sitemaps	provide	structure	and	representa5on	of	how	content	should	be	structured	and	where	
it	should	go,	wireframes	allow	visualiza5on	of	the	way	individual	pages	should	look	like,	and	where	
structure	and	content	should	be	included	(Rosenfeld,	L.	et	al.,	2015).	A	very	common	prac5ce	in	the	back	
stage	process	of	designing	a	product,	is	to	take	the	research	insights	and	strategy	outcomes	on	paper,	
before	the	integra5on	of	ideas	in	a	design	program.	This	is	because	the	idea	genera5on	process	is	much	
quicker	to	work	with,	when	sketching	(or	wire-framing)	is	involved,	rather	than	it	is	when	striving	for	
perfec5on	early	in	the	process	with	design	elements	and	fonts	on	the	program	interface.	

This	stage	was	used	as	an	idea	genera5on	process,	where	ini5al	interfaces	of	the	mobile	system	were	
created.	In	the	current	case,	the	goal	of	the	wireframes	has	been	used	to	1)	quickly	generate	ideas	of	the	
design	elements	and	structure	of	the	interface,	and	2)	address	the	design	requirements	developed	in	the	
strategy	phase	in	sec2on	4.4.3.	This	approach	allowed	the	considera5on	of	mistakes	early	in	the	process,	
rather	than	having	to	deal	with	them	later	when	a	more	final	look	has	been	created.	This	is	due	to	the	
fact	that	stabilizing	design	flaws	at	a	later	stage	of	the	design	process	requires	more	5me.	In	addi5on,	the	
wireframes	allowed	the	grouping	of	content,	priori5zing	and	moving	of	informa5on	in	a	quick	and	
efficient	manner,	which	are	the	characteris5cs	of	a	low	fidelity	design.	

Ini5ally,	the	wire-framing	process	included	the	sketching	of	ideas	on	paper,	and	looking	how	informa5on	
could	be	integrated	on	the	Home	and	global	naviga5on	(menu)	pages,	where	images	of	mobile	phone	
have	been	printed	and	used	as	a	frame	to	draw	on	(Figure	14a).	In	addi5on,	the	process	between	the	
sketch	and	the	digital	wireframe	went	through	several	changes,	the	outcome	of	which	reflected	on	the	
digital	wireframe	versions	(Figure	14b).	

Figure	14.	a)	Paper	Wireframes	of	Home	and	Menu	pages.	b)	Digital	Wireframes	of	Home	and	Menu	pages.	
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During	the	wire-framing,	it	was	important	to	balance	the	amount	of	informa5on	given	to	the	user	at	
once,	which	was	why	the	prototype	aimed	at	providing	simplicity	and	variety.	The	ini5al	sketches	mostly	
consisted	of	textual	boxes,	while	the	digital	wireframe	combined	textual	descrip5on	and	visual	elements.	
The	digital	wireframe	ended	up	with	extended	boxes	(in	contrast	of	the	sketch)	and	visuals,	in	order	to	
keep	a	clean	interface	and	make	the	informa5on	easier	to	grasp	for	users.	These	outcomes	were	also	
implemented	in	the	rest	of	the	designed	pages,	and	served	as	a	template	which	provided	consistency	and	
standards	in	the	interface.		

During	the	research	phase,	card-sor5ng	pointed	out	that	one	of	the	first	things	users	look	for	in	the	new	
system	is	the	theme	of	the	conference,	however,	before-and-acer	benchmarking	established	that	this	
informa5on	was	missing	from	the	last	version,	but	present	in	the	previous	versions.	The	wireframes	
included	the	“Theme”	as	one	of	the	first	sec5ons	of	the	homepage,	therefore	comple5ng	the	first	design	
requirement	(in	4.4.3	Design	Requirements).	Moreover,	the	“Theme”	box	also	served	as	contextual	
naviga2on	link	to	page,	where	further	informa5on	could	be	acquired.	It	was	very	important	to	provide	
the	home	page	with	quick	hyperlinks,	and	allow	tunneling	for	users	to	reach	topics	of	interest	more	
easily,	as	well	as	provide	the	opportunity	to	persuade.	Applying	hyperlinks	on	the	homepage	of	the	app	
was	where	I	also	no5ced	overlap	between	contextual	naviga2on	(informa5on	architecture	naviga5on	
component)	and	tunneling	(persuasive	design	principle).	As	they	both	allow	the	users	to	move	through	
content	and	provide	opportuni5es	for	ac5ons	from	the	user.	

In	addi5on,	both	benchmarking	and	later	card-sor5ng	methods	confirmed	that	the	system	was	missing	
informa5on,	more	specifically	in	addressing	new	audiences.	For	this	reason,	the	wireframes	included	a	
“Welcome”	box,	which	has	the	aim	of	introducing	newcomers	to	the	conference	and	provide	background	
informa5on.	Having	this	informa5on	as	central	on	the	star5ng	page	was	how	the	wireframe	implemented	
the	second	design	requirement.		

The	global	naviga5on	has	been	simplified	in	the	digital	wireframe,	where	full	screen	menu	has	been	
selected	in	order	to	avoid	too	many	elements	and	allow	for	simplicity.	The	local	naviga2on	expands	
under	the	main	topics	(Figure	15)	and	visualizes	the	secondary	hierarchy	level	of	where	users	could	go	
from	that	point.	
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� 	
Figure	15.	Wireframe	of	Global	and	Local	naviga2on.	

As	previously	found	through	the	heuris5c	evalua5on	and	before-and-acer	benchmarking	methods,	the	
global	naviga5on	of	the	2019	website	version	on	mobile	would	expand	only	when	users	tapped	on	the	
“+”	icon	(Appendix	2A).	In	the	case	when	the	user	is	not	an	expert	on	mobile	plalorm,	they	might	not	be	
able	to	open	the	local	naviga5on	and	therefore,	not	reach	their	des5na5on.	This	is	a	serious	error,	
especially	since	the	icon	was	barely	visible	on	the	screen.	In	the	new	version,	the	area	where	users	could	
tap	is	linear	from	one	edge	to	the	other,	while	the	arrows	are	just	indicators	that	the	global	naviga5on	
could	expand.	This	way	the	system	enhances	usability	and	allows	for	easier	interac5on	for	the	user,	thus	
addressing	the	third	design	requirement.	

The	labels	of	the	structure	and	content	were	also	inspired	by	the	card-sor5ng	outcome,	however,	some	
of	them	were	further	simplified	so	that	they	were	less	audience-specific	and	more	users	could	recognize	
their	meaning.	

In	conclusion,	the	wireframes	provided	exemplifica5on	of	the	loca5on	of	content	on	the	main	page	of	the	
progressive	web	app.	One	of	the	main	ideas	for	the	home	page	was	to	include	content	about	the	
conference,	community	and	purpose	of	the	event,	in	order	to	be	more	informa5ve	for	new	audiences.	
Thus,	from	a	prac5cal	perspec5ve,	the	wireframes	ensured	that	content	was	correctly	posi5oned	on	the	
interface	based	on	the	needs	of	the	users.	In	addi5on,	the	wireframes	presented	a	simple	and	more	
intui5ve	global	naviga5on,	where	the	local	naviga5on	could	easily	be	accessed.	As	a	result,	the	sec5on	
demonstrated	how	the	first	3	of	the	design	requirements	have	been	applied	in	the	progressive	web	app.		
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5.3	Mockups	
The	wireframes	produced	a	“template”	for	the	interface,	giving	a	raw	idea	of	what	the	PWA	should	look	
like.	This	saved	considerable	amount	of	5me	by	allowing	for	quick	changes	and	adjustments	on	the	
interface.	However,	wireframes	did	not	include	design	elements	or	actual	amount	of	content,	which	
made	it	difficult	to	capture	the	overall	concept.	Under	those	circumstances,	the	project	took	a	more	
realis5c	perspec5ve	on	the	visual	of	the	PWA	through	the	design	of	mockups.		

Mockups	illustrate	the	layout,	colors,	typography,	design	elements	and	content	within	the	interface	of	the	
system.	Typically	mockups	are	designed	to	visualize	how	the	product	is	going	to	look	like,	which	is	what	
characterizes	them	as	mid	fidelity	design.	In	addi5on,	mockups	helped	in	demonstra5ng	the	resolu5on	of	
problems	discovered	during	the	evalua5on	process,	which	would	be	harder	to	do	on	paper	or	through	
demonstra5on	of	low	fidelity	designs.	In	this	project,	the	programs	Adobe	Photoshop	and	Illustrator	were	
used	for	the	crea5on	of	mid	fidelity	designs	of	the	progressive	web	app.	The	mockups	included	textual	
descrip5on	from	the	old	system,	as	well	as	filler	texts	in	some	places,	which	is	not	the	actual	content	but	
simply	used	as	an	example.	

During	the	research	phase,	before-and-acer	benchmarking	and	heuris5c	evalua5on	discovered	a	major	
error	in	the	current	website	on	mobile	plalorm	(Figure	16a).	The	interface	would	not	display	the	full	
program-related	informa5on,	which	as	pointed	during	the	user	interview,	was	one	of	the	things	used	for	
the	planning	phase.	This	is	to	say	that	when	people	are	at	the	conference,	they	would	not	be	able	to	see	
the	full	program	on	their	mobile	device.	The	new	design	of	the	program	page	(Figure	16b)	has	
successfully	resolved	this	issue,	while	also	providing	a	more	app-like	style	and	interac5on	of	the	
conference	program.	

Figure	16.		
a) Current	website	

program	on	mobile				

b) New	version	of	
program	on	mobile	
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As	a	consequence,	the	page	addressed	the	4th	design	requirement	from	the	strategy	table,	by	crea5ng	a	
fully	visible	program	for	the	small	screen.	Furthermore,	the	mockups	provided	breadcrumbs	found	in	the	
top	of	the	interface,	which	always	visualize	where	the	users	are	located	in	the	system	hierarchy.	The	
breadcrumbs	also	complement	the	resolu5on	of	the	first	heuris5c	principle	visibility	of	system	status.		

The	approach	taken	for	the	specific	design	of	the	content	of	the	page	was	bo8om-up	informa2on	
architecture	(Rosenfeld,	L.	et	al.,	2015).	Rather	than	having	a	single	long	descrip5on	to	read	through,	the	
bobom-up	approach	has	chunked	the	informa5on	so	that	users	know	what	specific	parts	of	the	
informa5on	mean.	As	an	example,	Figure	16b	provided	a	heading,	loca5on	of	the	ac5vity	(also	visualized	
through	an	icon),	as	well	as	the	type	of	ac5vity	(workshop	or	tutorial)	dis5nguished	by	color.	The	loca5on	
indicators	are	also	considered	iconic	labelling	where	standard	icons	could	be	recognized	even	without	the	
need	of	textual	descrip5on.	Under	those	circumstances	the	users	could	easily	dis5nguish	the	different	
elements	in	contrast	of	having	long	monotonous	text	to	read	through.	Moreover,	the	type	of	ac5vity	was	
not	the	only	element	on	this	page,	which	could	be	dis5nguished	by	color.		

The	mockups	included	the	different	days	of	the	conference	program	(Figure	17),	which	users	can	browse	
in	two	ways.	They	can	either	select	the	day	from	the	drop-down	menu	next	to	the	date	(local	naviga5on),	
or	simply	move	down	the	con5nuous	page	which	changes	the	dates	automa5cally.	

												
					Figure	17.	Mockup	of	the	conference	program	days.	
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Hence,	the	two	ways	of	browsing	this	type	of	informa5on	considered	both	novice	and	expert	users,	
where	the	expert	users	could	use	the	local	naviga5on	of	the	page	to	quickly	navigate	to	the	specific	
program	day.	

This	page	of	the	interface	also	considered	one	more	design	requirement,	acquired	from	the	user	
interview.	According	to	the	research,	the	PWA	should	provide	means	for	users	to	find	the	loca5on	of	
specific	event	ac5vi5es.	While	the	current	website	version	provided	only	the	names	of	the	rooms,	the	
new	system	allowed	users	to	see	the	rooms,	however	also	tap	on	the	loca5on	icon	or	descrip5on	from	
the	Programme	page,	and	pinpoint	the	loca5on	on	the	map	(Figure	18).		

� 	

Figure	18.	Loca2on	of	the	selected	ac2vity.		

This	allows	the	user	to	access	the	loca5on	on	maps	and	find	the	best	route	to	get	there.	Furthermore,	
addi5onal	local	naviga2on	bar	has	been	included	in	“Workshops	&	Tutorials”	page,	where	further	
informa5on	about	the	purpose	of	the	workshops	and	tutorials	could	be	discovered	(Figure	19)	below.		
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Figure	19.	Mockups	of	Workshops	&	Tutorials	pages.	

The	content	was	acquired	from	older	website	versions,	since	the	research	found	that	the	latest	version	
did	not	include	descrip5on	of	purpose	behind	the	two	topics	in	their	website.	However,	this	type	of	
informa5on	would	be	very	valuable	for	new	audiences,	since	they	take	more	exploratory	approach	during	
interac5on	with	the	system,	therefore	including	it	was	necessary.	Iconic	labelling	can	also	be	found	above	
each	of	the	content	topics,	where	workshops	include	a	light	bulb	icon,	and	tutorials	are	represented	by	a	
hat	icon.		

Another	design	requirement	from	sec2on	4.4.3	was	the	ability	for	the	users	to	be	able	to	operate	with	
accelerators,	where	both	heuris5c	evalua5on	and	benchmarking	methods	found	number	of	accelerators	
missing.	Accelerators	are	the	7th	heuris5c	principle	flexibility	and	efficiency	of	use	which	allows	for	
quicker	interac5on	with	the	system	through	tailored	ac5on.	One	of	those	accelerators	having	a	
tremendous	impact	on	the	flexibility	of	the	system	is	the	global	naviga2on,	which	could	not	be	accessed	
in	the	old	system,	unless	the	user	was	located	in	the	top	sec5on	of	the	page.	The	solu5on	in	the	new	
version	was	to	design	a	“s5cky”	naviga5on	bar,	which	would	be	available	for	the	user	to	access	from	any	
loca5on	in	the	system	(Figure	20).	
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Figure	20.	Registra2on	page	of	the	progressive	web	app.		

Other	accelerators	included	“go	back”,	as	well	as	“back-to-top”	bubons.	The	system	provided	the	
possibility	for	users	to	go	back	to	previous	page	quickly	and	efficiently,	through	the	arrow	icon	located	on	
the	top	lec	of	the	page.	While	in	addi5on,	back-to-top	bubon	located	on	the	bobom	right	of	the	page,	
allows	users	to	reach	the	top	of	the	page	without	the	need	for	them	to	swipe	all	the	way	up.	Moreover,	
the	Registra5on	page	is	another	example	of	the	persuasive	principle	tunneling,	in	contrast	of	the	
homepage	hyperlinks	men5oned	earlier	in	5.2	Wireframes.	As	can	be	seen	on	the	figure	above,	the	
design	is	guiding	the	user	through	the	process	of	registering	for	the	conference,	by	providing	an	overview	
of	the	simple	steps	required	to	register.	

The	7th	design	requirement	was	delivered	by	the	mockup	below	(Figure	21),	which	allows	users	to	
acquire	addi5onal	informa5on	through	the	page	“Frequently	Asked	Ques5ons”	or	“FAQs”.	The	mockup	
provided	examples	of	these	type	of	ques5ons	and	used	a	filler	text	as	descrip5on,	in	order	to	illustrate	
the	expanding	local	naviga2on	of	the	page.	
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Figure	21.	Mockup	of	Frequently	Asked	Ques2ons	page.	

The	heuris5c	evalua5on	established	that	so	far	the	previous	website	version	did	not	include	help	or	
guidance	for	its	users.	The	page	illustrated	by	the	mockup	also	considered	the	heuris5c	principle	Help	
and	documenta2on,	which	is	par5cularly	useful	for	new	audiences,	but	also	current	members	of	the	
community.	In	either	case,	the	FAQs	page	could	save	5me	and	effort	for	both	the	system	users	and	the	
conference	organizers	by	an5cipa5ng	ques5ons	which	are	asked	frequently.		

Finally	the	research	mee5ngs,	survey	and	semi-structured	interview	concluded	that	users	are	open	to	
receive	addi5onal	informa5on	regarding	the	conference.	The	last	design	requirement	consisted	of	the	
use	of	mobile	no5fica5ons,	which	could	no5fy	the	user	about	relevant	informa5on.	Except	for	informing	
the	users,	no5fica5ons	also	provide	the	opportunity	to	inspire	them	to	visit	the	conference	event	through	
prompts.	This	was	one	of	the	main	reasons	why	the	PWA	was	selected	for	the	mobile	plalorm,	since	
unlike	regular	responsive	website,	PWAs	enable	users	to	benefit	from	no5fica5ons	and	see	everything	in	
their	mobile	browser,	without	the	need	to	search	and	download	a	na5ve	app	from	Google,	Windows	or	
App	stores.	The	implementa5on	of	this	design	requirement	in	the	PWA	would	however	require	the	
approval	of	the	users	when	they	access	the	system.	More	about	no5fica5ons	will	be	discussed	in	the	next	
sec5on	5.4	The	Kairos	Factor.	
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To	summarize,	the	mockups	were	employed	to	visually	demonstrate	how	the	rest	of	the	remaining	design	
requirements	have	been	applied	in	the	new	system.	The	demonstra5on	included	the	applica5on	of	
bobom-up	informa5on	architecture,	where	informa5on	in	the	PWA	was	separated	into	chunks,	which	
made	the	pages	easier	to	read	through	on	the	small	screen.	Moreover,	the	mockups	visualized	a	more	
interac5ve	interface,	by	including	elements	such	as	breadcrumbs,	icons	(iconic	labelling),	local	
naviga5ons	on	pages	with	more	content,	as	well	as	accelerators.	All	of	which	allow	for	quicker	interac5on	
with	the	system	and	enhanced	usability.	Finally,	the	sitemap	structure,	wireframes	and	mockups	all	
provided	the	organiza5on	of	content,	which	has	been	based	on	research	findings	on	the	user’s	needs	and	
interests.	

5.4	The	Kairos	Factor	
This	project	considered	5ming	and	the	persuasion	context	as	crucial	factors,	which	play	a	major	role	in	
the	persuasion	event.	As	previously	stated,	as	a	mode	of	persuasion,	Kairos	concerns	itself	with	
iden5fica5on	of	the	opportune	moments	for	sending	out	the	right	messages	in	order	to	reach	
persuasion.	On	the	other	hand,	persuasion	context	provided	the	persuasive	intent	and	message,	required	
to	u5lize	kairos.	To	assist	in	achieving	persuasion,	except	kairos	and	the	outlined	persuasion	context,	I	
have	employed	the	Persuasive	Systems	Design	model,	which	relies	on	principles	of	persuasion	to	
effec5vely	inspire	users	to	carry	out	the	intent.	The	way	the	method	contributed	was	by	applying	the	
most	relevant	persuasive	principles	from	the	support	categories,	described	in	sec2on	3.6,	and	
implemen5ng	them	in	the	iden5fied	opportune	moments	from	the	year	wheel.		

The	research	discovered	that	83,33%	of	the	survey	par5cipants	would	like	to	receive	addi5onal	
informa5on	regarding	dates	and	deadlines	related	to	the	conference.	Furthermore,	the	interview	
established	that	users	might	be	inclined	to	receiving	mobile	no5fica5ons	related	to	relevant	informa5on,	
such	as	updates	of	informa5on,	changes	or	cancella5ons.	At	the	present	5me,	kairos	is	represented	by	
the	research	outcome	in	sec5on	4.4.2	which	illustrated	a	year	wheel	containing	important	intervals	of	
5me	during	the	year,	where	certain	informa5on	type	is	required	from	the	system	by	its	users.	The	
iden5fied	star5ng	points	of	certain	informa5on	represent	the	opportune	moments	where	elements	of	
persuasion	may	come	in,	through	the	applica5on	of	mobile	no5fica5ons.	In	addi5on,	the	user	interview	
also	contributed	with	the	forma5on	of	three	phases	(decision,	planning	and	abending	phase),	which	
adjunct	to	the	year	wheel.	The	highest	priority	however	falls	on	the	decision	phase,	since	this	is	the	
phase	which	determines	whether	or	not	the	users	perform	the	intent.	And	this	is	the	phase	where	
persuasion	must	step	in	the	strongest,	by	appealing	to	the	user	interests	and	informa5on	needs.	

As	a	start,	the	progressive	web	app	requires	the	user	to	select	whether	or	not	they	allow	receiving	of	
no5fica5ons,	and	no5fica5ons	are	the	direct	route	to	the	user.	The	push	no5fica5ons	are	basically	
messages	from	the	system	and	they	provide	two	types	of	communica5on	about:	informa5on	and	tasks	
(Ganai,	O.	&	Ledbeber,	S.,	2018).	The	prompts	can	only	be	employed	if	the	users	have	voluntarily	
approved	the	no5fica5ons	from	the	system	when	interac5ng	with	it.	Unfortunately,	ocen	5mes	
interac5ve	systems	misuse	push	no5fica5ons,	where	they	appear	as	pushy.	They	demand	and	tell	users	
what	to	do,	making	them	feel	controlled	or	pushed	to	do	something,	which	is	what	makes	users	turn	
them	off	(Ganai,	O.	et	al.,	2018).	For	this	reason,	the	aim	of	the	no5fica5ons	in	the	PWA	is	to	be	
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mo5va5ng	for	users,	to	guide	them	and	help	them	achieve	their	goals.	In	order	to	accomplish	this	
outcome	and	avoid	coming	as	“pushy”,	the	no5fica5ons	need	to	be	relevant,	contextual	and	
communicated	at	the	right	5me.	They	provide	a	choice	for	the	users	to	perform	the	behavior,	rather	than	
demand	or	insist.	Furthermore,	users	who	have	approved	no5fica5ons	are	hopeful.	“They	are	already	
mo2vated	and	want	to	be	supported.”	-	Ganai,	O.	&	Ledbeber,	S.	(2018).	Therefore,	being	mo5vated,	
users	need	the	facilita5on	to	perform	the	behavior,	where	no5fica5ons	are	carefully	considering	
relevance	and	5me.	“The	key	to	success	of	such	technology	applica2ons	is	crea2ng	a	decision	point	at	or	
near	the	2me	when	it’s	appropriate	to	take	ac2on”	-	Fogg,	B.	J.	(2003,	p.44).	

In	order	to	ensure	that	relevant	no5fica5ons	are	displayed	to	relevant	users,	the	PWA	would	allow	the	
user	to	select	what	type	of	informa5on	they	are	interested	in	while	using	the	the	system.	This	op5onal	
ac5vity	also	took	into	considera5on	the	persuasive	principle	Surface	Credibility,	which	allows	users	to	
assess	the	credibility	of	the	PWA	based	on	ini5al	use	of	the	system	(Oinas-Kukkonen,	H.	et	al.,	2009).	The	
principle	also	provided	the	system	with	a	more	competent	look	and	feel,	by	allowing	users	to	select	
content	of	interest	and	aiming	to	supply	only	relevant	informa5on	to	them.	Below	(Figure	22)	is	an	
example	of	the	op5onal	selec5on	of	interes5ng	informa5on	for	the	user,	with	the	principle	surface	
credibility.		

Figure	22.	Mockup	of	Relevant	No2fica2ons	selec2on.	
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In	addi5on	to	the	competent	look	and	feel	represented	by	the	principle	surface	credibility,	the	PWA	also	
provided	Trustworthiness	in	a	sense	that	the	no5fica5ons	aim	at	informing	users	of	relevant	informa5on,	
related	to	the	community	and	their	prac5ce.	This	means	that	the	informa5on	is	truthful	and	unbiased,	
making	the	system	more	reliable.	

Based	on	the	research	outcomes,	there	are	4	types	of	informa5on	considered	relevant	for	the	target	
audience,	which	occurs	during	the	decision	phase:		

● when	users	ini5ally	acquire	general	informa5on	from	the	system	such	as	the	conference	theme,	
venue,	loca5on,	poten5al	workshops	and	tutorials	to	abend	

● when	authors	are	in	the	process	of	wri5ng	papers	or	other	materials	and	informa5on	related	to	
submissions	also	intervenes	

● when	the	papers	are	being	reviewed	and	a	decision	is	expected	
● and	finally,	the	last	moment	for	decision	where	users	acquire	more	detailed/prac5cal	informa5on	

The	following	(Figure	23)	demonstrates	the	Decision	phase,	which	included	also	the	Year	Wheel	
processes,	where	the	5ming	has	previously	been	specified.	Furthermore,	persuasive	principles	extracted	
from	the	PSD	Model	are	also	illustrated.	Only	the	principles	seen	as	most	suitable	for	delivering	relevant	
no5fica5ons	have	been	considered,	since	the	no5fica5ons	should	not	be	too	many,	or	they	would	cause	
inconvenience.	Their	purpose	is	to	mo5vate	and	guide	the	users	at	the	iden5fied	opportune	moments,	by	
reminding	them	of	the	target	behavior	and	making	the	behavior	simpler	to	accomplish.	

� 	

Figure	23.	Decision	phase	and	persuasive	principles	

General	informa1on	
The	persuasive	principle	Tailoring	ensures	that	informa5on	provided	by	the	system	is	tailored	to	the	user	
interests	and	needs	(Oinas-Kukkonen,	H.	et	al.,	2009).	In	this	case,	both	quan5ta5ve	and	qualita5ve	
inquiry	discovered	that	the	user’s	main	interest	in	the	event	revolves	around	gehng	new	insights	in	their	
area	of	research,	as	well	as	networking	with	other	people	with	similar	interests.	Therefore,	tailoring	can	
provide	users	interested	in	networking	with	prompts	about	special	guests	and	social	ac5vi5es	happening	
at	the	conference.	In	addi5on,	the	interview	pointed	that	this	would	also	appeal	to	newcomers	or	the	
ones	abending	the	event	alone.	On	the	other	hand,	users	who	would	like	to	get	new	insights	in	the	field	
are	prompted	with	informa5on	about	interes5ng	workshops	and	tutorials	which	would	be	presented	on	
the	upcoming	conference.	
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At	the	same	5me,	Reduc2on	provides	easing	of	complex	behavior	into	simpler	steps	for	carrying	out	the	
desired	behavior	(Oinas-Kukkonen,	H.	et	al.,	2009).	The	research	discovered	that	some	of	the	main	
informa5on	needs	for	users	are	regarding	theme,	informa5on	about	program	of	the	conference,	
deadlines	for	submissions,	travel	and	accommoda5on	related	informa5on.	Thus,	the	persuasive	principle	
reduc2on	was	employed	to	lead	users	to	such	informa5on	without	the	need	for	them	to	look	for	it	in	the	
system.	Obviously	not	all	of	these	topics	are	suitable	for	being	a	no5fica5on	of	their	own.	However,	if	the	
user	has	selected	that	they	are	interested	in	informa5on	regarding	updates,	dates	and	deadlines,	then	
they	will	be	no5fied	when	the	new	program	of	the	conference	days	has	been	uploaded,	or	changes	of	
submission	deadline	have	been	made	for	instance.	

Wri1ng	process	
This	process	involves	the	wri5ng	or	preparing	of	different	materials	for	submission.	Therefore,	this	stage	
is	also	the	one	that	has	to	be	the	least	“invasive”	since	some	users	would	be	concentrated	on	working.	
However,	including	the	persuasive	principle	Sugges2on	in	the	beginning	of	the	process	can	actually	
prompt	more	users	to	think	about	par5cipa5ng	in	the	conference.	Sugges2on	is	concerned	with	
providing	suitable	recommenda5ons,	which	also	increases	the	persuasive	power	of	the	system	(Oinas-
Kukkonen,	H.	et	al.,	2009).	Moreover,	by	adding	the	principle	Social	facilita2on	to	this	no5fica5on	
message,	the	system	increases	the	likelihood	of	persuasion,	by	outlining	that	other	users	are	performing	
this	process	(or	behavior)	as	well	(Oinas-Kukkonen,	H.	et	al.,	2009).	Therefore,	the	system	suggests	the	
user	to	par5cipate,	by	also	poin5ng	out	that	that	other	people	are	on	the	same	track,	without	being	
invasive	and	pushy,	but	rather	encouraging	and	mo5va5onal.	

Review	process	
This	is	the	stage	when	users,	who	have	submibed	their	materials,	expect	the	news	about	whether	their	
papers	have	been	accepted.	The	system	informs	the	users	when	the	reviewing	process	has	ended.	The	
principle	Reminders	is	u5lized	for	reminding	users	of	their	target	behavior	(Oinas-Kukkonen,	H.	et	al.,	
2009).	Furthermore,	the	principle	Sugges2on	was	employed	in	combina5on	with	reminders	to	empower	
and	further	mo5vate	authors	to	abend	the	conference,	in	case	their	paper	has	been	rejected.	Rejected	
papers	are	a	reason	for	not	abending	the	conference.	However,	the	research	found	that	rejected	papers	
could	be	submibed	as	“posters”,	which	would	suggest	authors	to	take	the	opportunity	and	s5ll	come	and	
present	their	ideas	on	the	conference.	This	informa5on	was	also	missing	from	the	current	system,	
however	it	was	employed	as	no5fica5ons	and	used	as	addi5onal	mo5va5on	for	users	to	abend	the	event.		

Detailed/prac1cal	informa1on	
During	this	stage	users	acquire	more	detailed	informa5on	about	the	conference	event,	and	while	
capturing	the	“planning”	stage	from	the	user	interview,	it	is	also	considered	the	last	possibility	for	
persuading	users	to	abend.	As	a	result,	the	persuasive	principles	Tailoring	and	Simula2on	can	be	
employed	to	inspire	users	by	appealing	to	their	interests	and	also	providing	them	with	the	vision	of	the	
outcome	and	what	the	event	might	bring	them.	Both	the	interview	and	the	survey	discovered	the	main	
interests	in	abending	the	conference	for	the	user	group.	With	this	in	mind,	the	no5fica5on	mo5vates	the	
user	with	a	message	about	obtaining	knowledge	regarding	the	newest	trends	within	the	field,	or	seizing	
the	networking	opportuni5es	they	look	for	at	the	social	ac5vi5es	of	the	event.	
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Of	course	no5fica5ons	informing	about	important	changes	in	the	program,	dates	or	loca5ons,	and	similar	
informa5on	would	also	be	included	in	the	no5fica5on	process,	since	this	type	of	informa5on	is	
considered	highly	relevant	as	pointed	out	in	the	semi-structured	interview.	This	is	also	the	case	in	the	
A8ending	phase	(sec2on	4.3.3)	where	users	are	already	at	or	near	the	5me	of	the	conference	event.	In	
fact,	one	of	the	things	that	the	interviewed	user	shared	being	part	of	the	organizing	commibee	for	a	
different	conference,	was	that	it	would	have	been	nice	to	have	a	direct	way	to	contact	the	abendees	
when	there	have	been	last	moment	program	changes	or	cancella5ons.	And	no5fica5ons	can	be	quite	
prac5cal	in	this	situa5on	for	users	of	the	system.		

As	can	be	seen,	this	sec5on	exemplified	the	way	Kairos	is	u5lized	through	the	integra5on	of	PSD	
principles	into	the	iden5fied	opportune	moments	for	persuasion	from	the	year	wheel	ac5vi5es	of	users.	
With	considera5on	to	the	persuasive	context,	the	applied	persuasive	principles	increase	the	chances	that	
users	will	perform	the	target	behavior,	and	namely,	abend	the	conference	event.	This	is	also	achieved	by	
providing	relevant	and	5mely	no5fica5ons	to	the	user.	At	the	same	5me	the	no5fica5ons	enhance	the	
interac5vity	between	the	system	and	the	user,	increase	the	persuasive	power	of	the	system,	and	provide	
means	to	keep	members	engaged	throughout	the	year.  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6.	Reflec5ons	

The	evalua5on	methods	in	the	research	stage	were	extremely	valuable	for	building	context	and	
understanding	of	content	types	in	the	previous	conference	websites	of	the	Persuasive	Technologies	
community.	Nevertheless,	access	to	data	visualizing	the	number	of	conference	abendees	for	the	past	
three	conferences	could	have	given	addi5onal	valuable	insights.	This	data	could	measure	the	different	
variables	and	determine	the	most	successful	and	informa5ve	websites.	Furthermore,	provided	that	the	
last	website	version	supported	website	analy5cs,	access	to	website	usage	(such	as	Google	Analy5cs)	
would	have	supplied	the	research	with	insights	into	content	performance,	visitor	informa5on,	analy5cs	of	
sessions	and	5me	of	visi5ng	the	plalorm,	which	could	also	improve	the	accuracy	of	the	year	wheel	
5ming	informa5on.	Nevertheless,	involving	the	actual	users	of	the	system	helped	in	discovering	much	of	
the	needed	facts	regarding	usage,	informa5on	needs	and	5ming.	

I	have	performed	the	heuris5c	evalua5on	method	individually,	although	it	usually	involves	more	than	one	
expert,	which	could	poten5ally	locate	more	or	different	design	issues	in	the	system	and	lead	to	addi5onal	
outcomes	(Wilson,	C.,	2014).	Furthermore,	heuris5c	evalua5on	came	short	in	area	where	knowledge	of	
the	context	and	content	of	the	system	discovered	a	problem.	Certain	informa5on	addressing	new	
audiences	was	missing	from	the	current	system,	and	this	issue	was	detected	through	u5lizing	the	method	
benchmarking.	The	heuris5c	evalua5on	would	not	discover	such	issue	unless	there	was	already	exis5ng	
knowledge	of	that	informa5on.	

A	further	step	would	be	to	add	the	Search	component	to	the	design,	as	some	users	especially	the	ones	
who	are	members,	could	use	the	search	bar	to	locate	the	informa5on	they	need,	rather	than	having	to	
browse	for	it.	It	was	stated	in	the	card-sor5ng	that	the	users	already	knew	the	process	for	submission,	
but	if	they	needed	to	recall	small	details	about	it,	search	could	be	quite	prac5cal	for	the	more	
experienced	users.	

Time-wise	it	was	extremely	useful	to	employ	wireframes	as	a	star5ng	process	of	the	design	stage,	since	it	
allowed	the	crea5on	of	ideas	while	also	saving	5me	when	changes	were	required.	The	mockups	added	
the	actual	look	and	feel,	however	they	did	not	include	interac5vity.	Therefore,	the	PWA	was	also	turned	
into	high	fidelity	interac5ve	prototype	within	the	program	Adobe	Experience	Design.	A	typical	form	of	
high	fidelity	are	the	digital	prototypes,	which	include	high	level	of	interac5vity,	design	details,	and	effects	
(Babich,	N.	2017).	The	program	allowed	the	conver5ng	of	mockups	into	interac5ve	prototype,	which	
behaved	like	the	real	product	without	the	need	of	coding.	This	way	the	prototype	became	highly	
func5onal,	simula5ng	almost	all	of	the	capabili5es,	which	the	final	product	provides.		

The	high	fidelity	prototype	was	prepared	for	tes5ng	the	built	informa5on	hierarchy	structure	of	the	
progressive	web	app	and	how	intui5ve	the	naviga5on	paths	were.	The	prototype	can	also	validate	the	
usability	and	the	design	of	the	product.	The	actual	tes5ng	has	not	been	performed	in	the	5meline	of	this	
project,	since	the	main	focus	has	been	combining	the	two	knowledge	fields	and	exploring	their	mutual	
benefits.	However,	the	prototype	is	available	as	a	further	step	towards	the	Implementa2on	phase	of	the	
informa5on	architecture	process	outlined	in	sec5on	2.2	Process	Overview,	where	the	design	would	
require	tes5ng	before	launching	the	system.		

�72



Conclusion

7.	Conclusion	

This	project	looked	closely	at	the	way	two	knowledge	fields	work	together,	by	employing	them	in	the	
process	of	evalua5ng	exis5ng	systems	and	developing	a	new	one.	The	process	included	three	phases	
research,	strategy	and	design.	The	research	phase	analyzed	the	context,	content	and	users	of	a	system	by	
employing	quan5ta5ve	and	qualita5ve	methods.	This	was	achieved	by	evalua5ng	the	current	content	and	
structure	of	the	informa5on	environment,	and	iden5fying	successful	and	unsuccessful	characteris5cs	
from	the	systems.	The	research	also	explored	the	user	interests,	viewpoints,	behaviors	and	experiences	
with	the	system,	which	led	to	crea5ng	a	structure	for	content	according	to	their	needs.	This	led	to	the	
strategy	phase,	where	strategical	design	requirements	were	generated	based	on	the	research	outcomes.	
As	part	of	the	strategy	was	also	considered	the	persuasion	context	used	during	the	research	phase,	
serving	as	guidance	towards	effec5ve	persuasion.	Finally,	the	design	phase	developed	from	low-to	high	
fidelity	designs,	in	order	to	demonstrate	how	all	the	design	requirements	have	been	implemented	in	the	
new	system,	as	well	as	the	way	the	IA	and	PD	fields	mutually	benefit	the	process.	The	project	concluded	
by	exemplifying	how	the	system	can	keep	users	engaged	and	increase	persuasion	throughout	the	course	
of	a	year,	based	on	iden5fied	opportune	moments	for	persuasion.	

As	described	in	the	introduc5on	my	research	process	has	been	driven	by	a	more	dis5nct	focus	on	
exploring	the	following	ques5on.		

● How	can	Informa5on	Architecture	and	Persuasive	design	be	combined	and	what	are	the	mutual	
benefits	in	theory	as	well	as	in	prac5ce	when	designing	interac5ve	systems?	

The	following	paragraphs	contribute	to	the	clarifica5on	of	how	the	mutual	benefit	of	the	two	knowledge	
fields	has	been	seen	in	theory,	method	and	prac5ce	in	this	project.		

1. How	do	PD	and	IA	facilitate	each	other	in	theory?	

Informa5on	architecture	has	been	the	basis	which	was	used	in	the	planning	and	design	of	the	new	
system.	It	provided	a	structured	process	and	an	approach	to	understanding	the	context,	content	and	
users	of	the	system,	while	also	u5lizing	the	components	needed	for	organiza5on	and	structuring	of	
informa5on.	In	addi5on,	the	field	provided	the	ability	for	crea5on	of	naviga5onal	paths	and	labelling	of	
content,	which	enhanced	the	usability	of	the	system	and	findability	of	informa5on	for	the	user.	

On	the	other	hand,	persuasive	design	takes	over	where	informa5on	architecture	stops.	When	there	is	a	
need	to	reach	the	users	and	mo5vate	them	to	take	an	ac5on,	well	structured	and	easily	accessed	
informa5on	is	not	enough.	Persuasive	design	is	what	prompts	people	to	take	an	ac5on.	While	IA	provided	
ground	for	the	development	and	structuring	of	the	new	informa5on	environment,	it	stayed	in	the	digital	
realm	of	the	system	and	lacked	reach	in	the	physical	realm	of	users.	Persuasive	design	took	it	a	step	
further,	by	bridging	the	two	realms	and	providing	a	direct	route	to	the	users	with	the	assistance	of	the	
PWA	technology.	Furthermore,	it	also	u5lized	principles	of	persuasion,	which	facilitate	the	users	to	
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perform	the	target	behavior.	In	addi5on,	PD	made	use	of	kairos	within	the	persuasion	context,	which	
iden5fied	the	appropriate	5me	for	taking	an	ac5on	to	effec5vely	persuade	users.	And	this	is	where	the	
system	moved	from	informa5ve	to	also	being	influen5al.		

2. How	do	the	two	fields	facilitate	each	other	in	method?	

Both	knowledge	fields	provided	the	project	with	prac5cal	methods,	which	complemented	the	process.	
For	instance,	the	different	methods	employed	for	understanding	the	background	and	circumstances	
ensured	nuanced	insights	regarding	the	intended	context.	This	was	where	the	context	of	informa5on	
ecology	was	mixed	in	with	the	persuasion	context	from	the	Persuasive	Systems	Design	model	and	both	
elements	were	integrated	in	the	context	analysis	of	the	project.	

Informa5on	architecture	explored	the	context	by	looking	at	the	community	goals,	mo5ves,	historical	
background	informa5on,	system,	aiming	for	understanding	the	environment	and	their	technological	
needs.	Whereas,	persuasive	design	had	a	different	look-	analyzing	the	persuasion	context,	which	brought	
in	the	interpreta5on	of	who	the	persuader	was,	their	intent,	intended	audience	(persuadee),	persuasive	
message,	technology	context	and	strategy	on	how	the	message	would	be	transmibed.	Therefore,	both	
fields	mutually	contributed	with	two	different	perspec5ves	on	the	context,	both	understanding	the	
community,	their	values,	their	processes	and	the	mission,	however	also	the	persuasiveness	of	the	system,	
the	inten5on	behind	it	and	the	plan	to	effec5vely	persuade	users	of	the	system.	This	resulted	in	a	
broader	and	more	nuanced	understanding	of	the	context.	

3. How	do	they	facilitate	each	other	in	prac1ce?	

The	developed	PWA	prototype	represents	a	grey	area	of	overlaps	between	IA	and	PD.	For	instance,	the	
naviga2on	component	represen5ng	the	naviga5onal	paths	and	hierarchy	of	IA	guides	the	user	through	
an	experience,	just	like	the	persuasive	principle	tunneling	does.	The	same	way	content	is	carefully	
selected	in	IA	based	on	the	user	interests	and	needs,	the	principle	of	persuasion	tailoring	also	provides	
appealing	informa5on	to	the	user	groups	of	the	system.	IA	addressed	the	usability	of	the	system,	while	
PD	also	carried	the	persuasive	intent	of	the	system.	However,	an	extra	layer	was	added	to	the	system	
when	the	PD	field	u5lized	the	persuasion	context,	kairos	and	the	PSD	model,	allowing	for	promp5ng	
users	to	act	towards	the	intended	behavior.	And	the	mutual	benefit	in	prac5ce	is	more	clearly	expressed	
in	the	no5fica5ons	of	the	PWA,	where	the	layer	of	persuasion	was	included.	

A	condi5on	for	these	three	mutual	benefits	is	that	designers	are	working	on	plalorms,	which	allow	the	
poten5al	of	persuasive	technologies	to	be	reached,	such	as	the	case	is	with	PWAs.		

The	project	not	only	resolved	the	case,	but	also	contributed	to	the	IA	and	PD	fields	with	the	following	
findings:		

- IA	stays	in	the	digital	realm	of	systems,	while	PD	bridges	the	digital	and	physical	realms,	allowing	
the	technology	to	reach	and	prompt	the	users	to	take	an	ac5on.	

- The	context	can	be	looked	at	from	different	angles,	where	combining	IA	and	PD	methods	for	
context	analysis	provides	broader	and	more	nuanced	insights	into	the	research.	
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- Both	IA	and	PD	overlap	where	principles	of	persuasion	can	be	found	within	IA	elements	and	
conversely.	However,	IA	aims	at	easing	the	usability	for	users,	while	PD	applies	principles	with	an	
intent	to	persuade	people	to	carry	out	a	behavior.	

- Except	in	a	design	interface,	principles	of	persuasion	can	be	applied	also	in	iden5fied	opportune	
moments,	in	order	to	enhance	the	possibility	for	users	to	perform	the	target	behavior.	

Given	these	points,	informa5on	architecture	contributes	with	the	basis	and	structure	of	the	system,	
holding	the	informa5on	environment	together,	while	persuasive	design	contributes	with	an	extension	to	
the	physical	realm	of	the	user	and	the	opportunity	to	influence	them.	As	The	Cross-field	sec5on	pointed	
out,	very	lible	research	has	looked	into	combining	the	two	fields,	and	none	of	them	in	prac5ce.	Exploring	
these	points	even	further	could	be	a	recommenda5on	for	future	research,	and	an	argument	regarding	
why	it	may	be	beneficial	to	explore	the	rela5on	between	IA	and	PD	even	further.	
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Appendix	1:	Heuris5c	Evalua5on		
 
The	following	table	has	been	created	to	illustrate	the	missing	heuris5c	principles	from	the	different	
conference	websites	for	the	past	three	years.	The	missing	principles	have	been	marked	and	discussed	in	
the	following	paragraphs.	

� 	
Heuris5c	evalua5on	of	Persuasive	Technologies		

conference	websites	for	the	past	3	years	

When	looking	at	the	global	naviga5on	of	the	website	version	from	2017	(Appendix	A)	there	was	no	
indica5on	of	current	loca5on	on	the	plalorm,	when	selec5ng	pages	to	browse.	Instead,	the	indica5on	
could	be	found	in	the	upper	middle	of	the	page	in	the	form	of	a	big	headline,	however	the	indica5on	of	
loca5on	is	missing	when	going	deeper	into	the	hierarchy.		The	heuris5c	principle	Visibility	of	system	
status	is	aimed	at	keeping	the	users	informed	of	where	they	are	by	providing	relevant	feedback	to	the	
users	(Nielsen,	J.	&	Mack,	R.	L.,	1994).	Alterna5vely,	the	global	naviga5on	could	use	colored	text	or	
graphic	element	as	an	indicator	the	selected	category	of	the	naviga5on	bar	and	combine	it	with	small	
breadcrumbs	to	retrace	the	steps	taken,	for	the	purpose	of	indica5ng	more	specifically	where	the	users	
are	located.	Consistency	and	standards	would	be	employed	for	preven5ng	users	from	confusion	(Nielsen,	
J.	et	al.,	1994).	However	the	plalorm	has	valuable	informa5on	such	as	“conference	theme”	hidden	under	
the	label	“more	informa5on”	within	the	top	category	of	the	global	naviga5on	“program”,	which	could	be	
a	confusing	place	to	look	for	the	theme	of	the	conference.	Finally,	looking	through	the	lenses	of	someone	
who	is	not	part	of	the	PT	community,	there	is	very	lible	informa5on	(deeper	in	the	hierarchy)	about	what	
the	event	stands	for.	
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The	website	version	of	2018	(Appendix	B)	appeared	to	rely	heavily	on	images	and	graphic	elements.	
However,	in	cases	where	the	network	connec5on	is	not	fast	enough,	the	website	could	be	difficult	to	
navigate	through.	Error	preven2on	would	focus	on	elimina5ng	errors	in	the	plalorm,	however,	when	it	
comes	to	the	global	naviga5on	menu,	the	last	bubon	“contact”	could	be	found	misplaced	under	the	
menu	bar,	which	indicated	an	error,	making	the	bubon	invisible	on	certain	places.	The	principle	Help	
users	recognize,	diagnose,	and	recover	from	errors	would	provide	visual	feedback	for	users	of	the	
plalorm	in	an	error	state	(Nielsen,	J.	et	al.,	1994).	Another	error	was	no5ced	in	the	sec5on	“For	authors”	
from	the	global	naviga5on,	which	on-click	would	lead	to	an	empty	page.	That	could	be	altered	by	helping	
users	recognize	the	error	and	sugges5ng	ac5ons	to	recover.	Lastly,	even	though	the	plalorm	included	
breadcrumbs	indicators,	it	was	noted	that	some	of	the	pages	displayed	more	breadcrumbs	than	
necessary	leading	towards	non-existent	pages.	

The	latest	version	of	2019	had	considered	the	past	mistakes	on	computer	plalorm.	
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Appendix	2:	Screenshot	of	mobile	plalorm	
A:	Global	naviga1on	menu	of	Persuasive	2019	mobile	website.	

	

B:	“Close”	Image	icon	

�  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Appendix	3:	Screenshots	of	mobile	plalorm	

Only	two	of	the	three	columns	of	informa5on	was	visible	on	those	pages	and	they	could	not	be	zoomed	
out	or	moved	to	the	lec	in	order	to	see	the	rest	of	the	tables.	

A:	Program	informa1on	

																								B:	Fee	informa1on	
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Appendix	4:	Content	Inventory	

Content	inventory	of	Persuasive	Technologies	2019	website,	containing	all	of	the	pages	of	the	system.	

	

 

�84



Appendix	5:	Online	Survey	Results	
A:	Donut	chart	of	website	users	

� 	
Donut	chart	displaying	frequency	of	use		

of	the	conference	website	according	to	users.	

B:	Why	do	you	use	the	persuasive	conference	website?	
P.	1	To	get	schedules,	conference	info,	travel	
P.	2	Check	out	venue,	dates	et		
P.	3	When	I	need	to	see	the	details	of	an	up-coming	conference	(such	as	exact	5me,	where	it	is/how	to	
get	there,	possibly	contact	details	to	one	or	more	chairs	--	this	depends	on	my	role	each	year,	if	I'm	
organising	something,	presen5ng	something,	or	just	visi5ng).	Registra5on	and	hotel	recommenda5ons	
are	another	reason.	
P.	4	To	check	the	program/schedule,	select	a	hotel		
P.	5	to	check	cri5cal	dates	
P.	6	I	am	a	regular	abendee	of	the	conference	and	visit	it	to	stay	updated	on	deadlines,	programs,	venues	
and	everything	else	related	to	the	conference.	
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C:	Was	there	any	kind	of	informa1on,	which	was	missing	or	difficult	to	find	throughout	the	
year?	

P.	1	nothing	comes	to	mind	
P.	2	Don’t	know	
P.	3	Not	really.	
P.	4	The	last	5me	I	checked,	about	two	weeks	ago,	there	was	no	program-related	informa5on	to	be	
found.	
P.	5	In	what	dates	certain	events	take	place	
P.	6	It	differs.	I	usually	find	all	the	informa5on	I	need,	but	most	of	the	stuff	about	submission	and	reviews	
I	already	know	as	I	have	done	it	before.	I	usually	spend	5me	browsing	google	to	learn	more	about	the	
host	city,	and	how	to	get	around	and	so	on.	

D:	Categorizing	par1cipant	responses	from	the	survey:	What	makes	the	conference	
interes1ng?	

�  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E:	User	preference	to	receive	addi1onal	informa1on	

Overall,	83,33%	of	users	would	like	to	receive	addi5onal	informa5on	about	conference	dates	or	
deadlines.	50%	would	rather	receive	emails,	33%	chose	mobile	no5fica5on/e-mail,	while	16,67%	do	not	
need	that	informa5on.	

� 	

�87



Appendix	6:	Card-sor5ng		

The	following	image	represents	the	digitally	recreated	outcome	of	the	Card-sor5ng	method.	The	par5cipants	were	
asked	to	think	of	the	sor5ng	as	grouping	similar	content	together,	rather	than	thinking	how	the	website	should	be	
structured.	
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Appendix	7:	Semi-structured	interview	
transcrip5on	

I=	Interviewer	
P=	Par1cipant	

1. What	is	your	role	in	the	conference?	
● P:	…Right	now	mostly	just	a	par5cipant	(I	think).	Yes.		

2.	How	oden	do	you	aeend	PT	conferences?	

● P:	I’ve	been	twice,	I	think.	I’m	just	thinking…	
● I:	So	when	was	the	last	5me?	
● P:	The	last	5me	was	in	Austria?	It’s	been	a	while	because	I’ve	kind	of	moved	in	a	different	

direc5on…		
● I:	Mhm…		
● P:	…in	my	research	so…	I’ve	been	to	the	one	in	Copenhagen	and	the	one	in	Austria.		
● I:	That	was	how	long	5me	ago?		
● P:	I’ll	have	to	look	that	up	actually…	It’s	been	a	while.		
● I:	And	you	said	you’ve	been	there	for	research	purpose?		
● P:	Yes.	Uh,	I	was	there	as,	both	5mes,	as	a	master	student	at	Persuasive	design	master’s	program.	

And	that	was	in	Copenhagen.	And	in	the	second	I	was	a	Phd	student.		
● I:	Okay.		

3.	Could	you	men1on	one	or	more	criteria	that	mo1vated	you	to	go	to	these	conferences?	Maybe	for	
example	the	last	one?	

● P:	Um,	well,	I	mean,	for	me	it	was	natural	to	go	there	because	I	was	doing	master	program	in	
Persuasive	design	and	this	is	sort	of	the	main	conference	for	that,	and	it’s	also	in,	I	mean	the	
people	who	were	involved	at	that	program	of	the	5me	were	also	involved	in,	sort	of,	building	up	
that	community.		

● I:	Yes.		
● P:	So	in	the	beginning	that	was	my	main	mo5va5on	to	go	there,	was	sort	of	the	community,	to	be	

part	of	that.	And	then	the	last	5me	I	was	there	to	publish…	I	mean	I	was	there	to	publish	my	
research	and	to	meet	people	from	poten5al,	also	finding	poten5al	Phd…		

● I:	Like	collabora5on?		
● P:	Well	yes	collabora5on,	but	also	in	my	Phd	defense	…	So	I	was	also	there	to	sort	of,	I	mean,	

meet	the	people	who	are	working	specifically	with	a	specific	topic	for	persuasive	design,	which	is	
few	people.	So	they	were	there.	It’s	very	much	the	community	thing,	and	of	course	publishing.		

● I:	Yeah.	So	the	first	5me	you	went	more	for	introduc5on	to	the	field	or?		
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● P:	Yes.	I	think	the	first	5me	I	think	I	was	in	my…	My	second	year	of	my	master	so	it	was	sort	of	in	
the	end	of	my	master.		

● I:	Okay.		

4.	Could	you	come	up	with	a	criteria	for	not	aeending	the	conference?	

● P:	Yes,	I	mean,	umm,	for	me	I	guess	that’s	very	individual,	but	for	me	it’s	also	about	distance.	So	
it	does	move	around	a	bit	and	some5mes	it’s	in	the	US	and	uh	I	have	to	priori5ze	where	to	go	
because	of	funding	and	stuff.		

● I:	Yes.		
● P:	So	I	would	priori5ze	going	to	the	ones	that	are	closer.		

5.	What	do	you	like	about	the	conference	the	most?	And	the	least	about	the	conference?	

● P:	I	like	that	it’s	a	one	track	conference	actually.	That	you	get	to	see	everyone	in	the	field	and	it’s	
a	small	conference,	in	comparison	to	many	of	the	bigger	ones.	Umm,	and	I	like	that	it’s	very	
diverse,	in	terms	of	domains,	but	that	we	all	speak	sort	of	the	same	language	in	a	way.		

● I:	Mhm…		
● P:	If	you	go	to	(other	conferences)	conferences	it’s	very	very	diverse	and	you	will	have	people	

who	barely	understand	each	other.		
● I:	Okay.		
● P:	Ah,	and	you	won’t	really	see	that	in	a	persuasive	design	conference	because	there	will	be	like	

terms	and	understandings	that	we	share	and	have	in	common	and	also	in	many	cases	sort	of	
values	associated	with	that.	Which	we	share,	so	it’s	a	small	community	and	more	like,	I	don’t	
know,	close	in	a	way	community,	um,	not	that	I	know	everyone	at	all,	but	we	have	sort	of	a	
shared	understanding	of	the	field.	Um,	so	that’s	a	nice	thing	about	the	conference.		

6.	Where	do	you	look	for	informa1on	about	the	conference?	

● P:	I	would	probably	go	on	the	website	for	informa5on,	that	would	be	the	main	go-to	place.		
● I:	No	emails	or	anything	like	that?		
● P:	Um,	I	don’t	think	I	am	subscribing	to	any	mailing	lists..	I	will	just	look	up	the	informa5on	

online.	But	of	course	in	this	case	if	it’s	here	then	I	will	also	know	people	here	who	would	
probably	encourage	me	to	look	for	more	informa5on	or	maybe	tell	me	about	it	so..		

● I:	Okay,	so	that’s	the	main	source?		
● P:	Right	now	it	is.		
● I:	Because	the	websites	change	every	5me,	and	you	have	to	type	in	a	different	way,	because	it’s	

different	years	every	5me.		
● P:	Yeah,	it’s	not	one	place,	I	would	google	it	actually.	I	think	I’ve	looked	it	up	last	5me,	because	

someone	was	going	and	I	think	I	was	looking	for	informa5on	about	the	theme	and	stuff,	and	I	was	
just	googling	persuasive	design	2019	so…  

I:	Okay,	so	a	lible	bit	about	the	website…	
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7.	In	the	year	that	you	aeended	the	conference,	how	oden	were	you	visi1ng	the	conference	website?	It	
doesn’t	have	to	be	exact	number	of	course,	but	was	it	very	oben	or	was	it	rarely	or…?	

● P:	I	think	it	varies,	depending	on	when	in	rela5on	to	the	conference.	So	around	submission	of	the	
abstract	of	papers….		

● I:	Acer	the	summer?		
● P:	Around	the	5me	when	submissions	are,	usually	the	early	fall.	For	a	conference	that	is	very	like	

usually	the	same	dates,	you	don’t	have	to	check	up	on	everything	very	early	on,	so	yeah	some	
5me	around	summer	and	fall.		

● I:	So	that’s	when	you	visit	the	most	ocen	the	website	or?		
● P:	Then..	yeah,	and	then	um	once	you	know	that	your	paper	is	accepted,	then	to	see	the	program	

and	scheduling	and	planning	and	stuff.	So,	before	submission	and	acer	acceptance	of	paper	and,	
of	course,	around	the	5me	you’re	going.	But	when	you	get	your	paper	accepted	that	should	be	
when	you	book	flights	and	stuff.	So	then	you	need	all	that	prac5cal	informa5on	about	where	it	is	
and	yeah…		

● I:	So	how	would	you	categorize	it,	do	you	visit	it	ocen	or	not	so	ocen	considering	what	you	just	
men5oned?		

● P:	Ocen,	for	a	very	short	5me	(laughs).		

8.	What	tasks	do	you	most	oden	do	on	their	website?		

● I:	You	already	men5oned	something	about	booking?		
● P:	Yes,	so	before	submission	of	course	it’s	about	like	looking	up	the	themes	and	poten5al	

workshops…	Also	if	there’s	something	you	wanted	to	submit	something	for…	And	also	I	mean	the	
venue	does	mean	something…	Then	I	would	also	look	where	it	is…		

● I:	So	why	would	you	consider	the	venue	as	(something	important)?		
● P:	Um,	well	it’s	I	think	it	was	down	to	funding	actually.	If	you	are	a	phd	student	you	have	a	limited	

amount	of	funding	and	then	you	need	to	sort	of	plan	more	ahead	than	if	you	had	unlimited	
funding	I	guess	so…		

● I:	Yes…		
● P:	So	if	I…	um…	get	a	paper	accepted	here,	will	I	get	points,	will	it	be	accepted…	you	know…	

that’s	sort	of	the	things	you	would	consider	as	a	phd	student	I	think	in	many	cases.		
● I:	Okay.		
● P:	And	that	would	be	before	you	start	even	thinking	about	submihng.	Because	otherwise	you	

would	send	it	somewhere	else…	Um,	so	yeah	I	think	that	would	be	some	of	the	things	I	would	
look	for	before	submihng.	And	then	acer	acceptance	it’s	more	about	seeing,	sort	of,	when	is	my,	
ummm,	talk	in	the	schedule	and	when	do	I	want	to	be	there	for	the	full	conference	and	also	the	
workshops	and	so	on…		

● I:	So	where	do	you	see	that	informa5on,	for	example	when	you	are	supposed	to	talk?	Because	
the	website	doesn’t	really	show	that	informa5on,	except	when	the	program	comes	out.	It’s	kind	
of	in	the	last	moment.		

● P:	Yes,	I	wouldn’t	know.	But	usually	say	if	there’s	like	a	doctoral	consor5um	before	or	if	there	is	
workshops…		

● I:	Okay,	yes.		
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● P:	So	you	would	see	when	is	the	main	program.	When	I	go	for	workshops,	are	there	any	
workshops	that	are	relevant	for	me	and	then	plan	according	to	that.	And	then	of	course	if	it’s	
summer	where	you	plan	to	do	some	sightseeing	as	well,	can	I	spend	an	extra	day	that	will	also	be	
about	that	5me	and…	consider	that.		

● I:	Yeah,	so	is	there	anything	that..	back	to	the	same	ques5on…	the	tasks	that	you	do	most	ocen.	
When	the	actual	event	comes,	do	you	also	visit	it	then	(the	website)?		

● P:	Yeah,	I	do.	Um,	but	mostly	to	see	the	programming	details	and	plan	the	individual	days.	And	
maybe	also	I	mean	if	there’s	any	ac5vity	going	on	I	would	also	go	there	to	sort	of	plan	ahead	
maybe	if	I	needed	to,	if	there	is	someone	I	wanted	to	get	in	touch	before	the	conference	I	could	
see	if	there	is	workshop	or	something…		

9.	Was	there	any	informa1on	missing	or	difficult	to	find?	If	you	could	remember…	

● P:	Hmm,	it’s	been	a	while	(laughs)	
● I:	If	anything	made	a	las5ng	impression…		
● P:	Yeah,	I	can	remember	from	Copenhagen.	There	was	a	thing	about	some	of	the	program	being	

at	different	loca5ons.	I	think	some	was	in	the	library	and	some	was…		
● I:	Oh,	so	physical?		
● P:	Yeah,	physical	loca5on.	That	was	very	difficult	actually,	to	find	out	how	to	get	to	that	other	

place.	And	how	to	get	around	there	and	so	on.	So	I	remember	that,	s5ll,	that	that	was	difficult.	
Also	when	gehng	there…	I	can’t	remember…  

I:	Have	you	checked	the	current	website	or?		
P:	I	actually	haven’t…		
10.	If	you	could	change	one	thing	about	the	current	system	or	add	one	thing,	what	would	it	be?	

I:	Now	I’m	going	to	go	towards	the	ques5ons	about	mobile	plalorm.		
11.	Have	you	ever	accessed	the	website	through	your	mobile	device?		

● P:	Yes.		
● I:	Could	you	tell	me	what	was	the	case?	(12.		Could	you	tell	me	more	about	your	experience	

with	it)	
● P:	That	was	back…	I	mean…		
● I:	Let’s	say…	why	did	you	access	it	through	your	mobile	and	not	through	your	computer?	
● P:	I	think	that	was	because	I	was	there	at	the	conference.	Um,	and	in	the	hotel,	and	like	wi-fi	was	

easier	on	the	phone…	So	that	was,	I	mean,	that’s	usually	my	main	plalorm	when	I’m	traveling,	
because	it’s	so	much	easier	except	if	I’m	working.	Sihng	and	working,	then	of	course	I’m	using	
my	laptop,	but	if	just	checking	for	informa5on	I	usually	do	it	on	the	phone.		

● I:	Okay.	

13.	Under	what	circumstances	would	you	normally	access	the	website	through	your	mobile	phone?	

14.	Let’s	say	that	you	have	an	applica1on	what	would	make	you	use	it?	
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● P:	Um,	I	mean,	of	course	the	easy	access	would	be	important.	That	I	could	access	informa5on	
very	quickly	and	I	wouldn’t	have	to…	like	if	it’s	an	app	I	guess	I	would	know	that	I	have	it	installed	
and	it’s	the	right	informa5on	and	I’m	on	the	right	page	and	so	on…	and	not	some	random	page.	
And	I	think	I	would	use	it	mostly	during	or	just	close	to	the	conference	and	not…	I	don’t	know,	
depends	on	different	um,	whatever	func5ons	it	has…		

● I:	Mhm…		
● P:	…but	usually	when	I	use	apps	for	conferences	it’s	when	I’m	there.	So	to	plan	or	to	find	

loca5ons	or	something	like	that.	

15.	According	to	you,	what	quali1es	must	the	app	have	to	be	good?	

● P:	Obviously	for	persuasive	design	conference,	I	guess,	you	expect	some	sort	of	umm,	well	
func5oning	design	that	is	well	thought	through	and	that	will	have	all	these	features	that	you	
usually	expect	from	something	that	is	supposed	to	be	umm,	useful	(laughs).	I	don’t	think	
necessarily	that	the	aesthe5cs	are	very	important,	I	mean	it’s	fine,	but	not	on,	like…	the	main	
func5onali5es	have	to	be	there,	that’s	the	main	thing.	And	then	aesthe5cs	for	me	it’s	second.	So	
if	it	looks	really	nice	but	it	does	not	work,	then	I	will	not	use	it	at	all.	So	func5onali5es	over	
aesthe5cs	for	sure.		

16.	What	is	the	most	important	feature	you	think	the	app	should	have?	Why	do	you	think	this	is	the	
most	important?	

● P:	I	think	it	would	be	really	nice	if	it	was	very	easy	to	see	the	exact	loca5ons	of	each	talk.	Because	
that’s	something	that	is,	I	mean	with	the	program	you	have	to	scroll	through	the	program	to	find	
or	look	up	paper	or	whatever..	and	find	the	loca5ons,	that	would	be	very	annoying.	And	also	if	it’s	
a	place	where	it	can	be	a	lible	bit	difficult	to	find	your	way	and	map	of	sorts…	could	be	really	
nice.	Something	that	helps	you	navigate	when	you’re	at	the	conference	I	think	is	the	main	thing	
that	I	would	use	it	for.		

● I:	So	what	about	submissions	for	example	or	back	before	the	actual	event?		
● P:	It	would	be	nice	of	course	to	see	your	status	or	something.	When	do	we	expect	to	have	your	

review	ready	or	if	you	had	something	you	need	to	review	yourself,	if	that’s	a	part	of	it.	Um,	it	
would	be	nice	to	access	this	but	I	s5ll	think	that	in	many	cases	if	I	was	reviewing,	I	would	do	that	
on	my	laptop.	So	I	would	already	be	on	my	laptop	for	that	specific	purpose.	So	it’s	more	like	for	a	
quick	informa5on	about…	Is	it	accepted	or	not,	would	be	nice	to	see	if…	But	I	mean	I	would	also	
expect	to	get	some	sort	of	e-mail	no5fica5on	I	think,	when	is	the	reviews	ready	or…		

● I:	Would	you	think	it	would	be	easier	to	get	all	that	informa5on	on	your	phone	(app	no5fica5on)	
instead	of	your	email?	I	mean	let’s	say	something	is	done,	the	reviews	are	done	or	star5ng…	
Would	you	think	that	would	be	more	useful	or…?			

● P:	I	think	there	is	definitely	some	genera5on	gaps	there,	that	for	my	genera5on	I	would	expect	to	
get	an	email.	I	think	I	would	be	quite	upset	actually	for	instance	I	was	assigned	papers	to	review	
and	I	would	not	get	any	email	about	it.	And	I	only	got	an	app	no5fica5on.	I’m	s5ll	struggling	with	
checking	no5fica5ons..	When	I	get	no5fica5ons	I	tend	to	ignore	it.	Unless	it’s	something	like…	I’m	
already	in	a	conversa5on	and	there’s	no5fica5on	okay	then	…	So	if	it’s	just	a	random	no5fica5on	
from	youtube	or	something	I	don’t	go	to	check	what	it	is.	So	I	have	apps	no5fica5ons	that	are	just	
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sihng	there,	and	that’s	why	I	could	maybe	overlook	this.	Unless	I	know	that	there	is	something	
important	coming.	But	I	think	I	would	be,	at	least	for	me	and	people	who	are	older,	I	think	I	
would	expect	some	sort	of	an	e-mail	no5fica5on	as	well,	in	addi5on	maybe	to	a	no5fica5on	on	
the	app.		

17.	How	do	you	think	an	app	could	be	helpful	for	the	persuasive	technologies	community?	

● P:	Mmmm.	I	mean	I’ve	tried	a	few	apps	now	for	conferences.	And	I	really	like	the	fact	that	you	
can	make	your	individual	schedule	for	your	day.	Because	that	is	something	that	you	spend	quite	a	
lot	of	5me	doing	manually	before.	Like	on	paper	or	whatever.	I	usually	put	it	in	my	outlook	
calendar	like	from	10	to	11	I	have	to	do	this	talk	and	then	I	have	remember		to	go	to	this	and	so	
on.	So	that	would	be	nice	to	just	sort	of	do	that	in	a	more	intui5ve	way.	So	I	think	that	would	be	
the	main	thing.	I	know	that	some	apps	support	some	sort	of	community	within	the	app,	I	haven’t	
really	seen	it	work	yet.	I	did	use	it	like	for	the	last	conference	I	was	at,	they	used	an	app	for	the	
conference.	And	I	did	introduce	myself	on	there	as	we	were	encouraged	to	do,	but	I	didn’t,	I	
mean,	some	people	did	and	no-one	used	it.	It	was	not	something	we	used.	Whereas,	I	did	use	
the	scheduling	a	lot	and	the	planning	to	see	when	are	the	busses	leaving	and	stuff	like	that,	it	
was	very	nice	to	have.	Yeah,	so	I	mean	in	theory	the	community	part	could	be	nice,	but	I	think	it	
has	to	be	really	thought	through,	otherwise	it’s	just	annoying	that	you	get	all	these	no5fica5ons	
“please	introduce	yourself”	and	nothing	happens.	Someone	needs	to	sort	of	facilitate	it	in	a	way	I	
think…	

18.	Would	you	consider	no1fica1ons	as	a	useful	tool	for	the	community?	Why?		

● P:	On	the	app?	Or	in	general?	Yeah	I	mean…		
● I:	If	for	example	you’re	able	to	select	what	you’re	interested	in.	Because	I	know	that	there	are	

different	groups..	some	are	going	there	for	research,	others	are	going	there	for	collabora5ons	for	
projects	or	something	so	if	you	were	able	to	select	your	interests..?	Would	you	consider	them	as	
a	useful	tool?		

● P:	Maybe.	Umm,	I	am	just	trying	to	think	of..	I	mean	I	would	like	if	there	was	some	sort	of	direct	
communica5on	in	the	app	I	would	like	a	no5fica5on	if	someone	had	contacted	me.	But	if	its	
more	general	informa5on	I	am	not	sure	I	would	actually…	I	would	probably	turn	it	off…	If	it’s	just	
like	these	people..	Because	I	agree	a	lot	of	people	are	going	there	for	different	reasons,	but	I	
think	they	also	know	who	they’re	going	to	talk	to	already	or	where	they’re	going	in	terms	of	what	
types	of	ac5vi5es.	So	unless	you	could,	I	mean	maybe	for	newcomers	it	could	be	nice	to	have	
some	sort	of	like,	announcement	of	ac5vi5es	or…	invita5ons	in	a	way	like	if	you	want	to	join…	I	
think	someone	actually	did	that	on	the	last	conference,	go	somewhere	with	people	if	you’re	new.		

● I:	On	the	plalorm	or?		
● P:	No,	it	was	a	different	conference,	I	think	on	the	app	I	got	a	no5fica5on	about	newcomers.		
● I:	Mhm.	So	what	kind	of	no5fica5on	was	it?		
● P:	Mmm,	I	can’t	remember.	I	mean	you	can	see	I	have	223	no5fica5ons…		
● I:	This	is	no5fica5ons	or…?		
● P:	I	mean	for	me	this	is	a	no5fica5on.		

�94



● I:	Oh,	that’s	a	lot.		
● P:	Okay	so	we	mean	different	things.	Yeah	but	I	wouldn’t,	I	mean,	I	haven’t	checked	it	so…	So	it’s	

not	something	that	I	use.	But	I	did	remember	going	in	to	introduce	myself	and	then	not	doing	
anything	else	acer.		

● I:	Okay.		
● P:	…If	you	can	sort	of	filter	this,	so	you	don’t	get	everything,	then	that	might…	I	mean	so	you	only	

get	like	organizers	informa5on	or…	whatever,	student	informa5on.		
● I:	So	it’s	more	like	push	no5fica5ons	what	we	are	discussing.	But	I	know	that	for	a	lot	of	people,	

even	for	myself,	it’s	very	annoying	to	have	a	lot	of	no5fica5ons,	so	what	I’m	thinking	for	the	
current	project	would	be	something	that’s	not	many	no5fica5ons	which	are	going	to	annoy	
people,	but	no5fica5ons	which	are	kind	of	going	to	mo5vate	them	to	go	on	the	conference,	so	it	
could	be	something	inspira5onal	for	newcomers.		

● P:	Yeah…	I	think	it’s	important	to	know	for	most	people	going	I	think	funding	is	the	main	
mo5vator.	So	if	you	have	a	paper	there,	chances	that	you’ll	go	are	much	higher	than	if	you’re	
just…	not	a	lot	of	people	are	going	just	to	browse	or	like	meet	people.	Of	course	people	here	are	
maybe	different	because	they	don’t	have	a	lot	of	cost	related	to	going,	but	interna5onal	people	
then	I	think	the	mo5va5onal	part	should	be	before	submission	and	then	obviously	for	people	
here	it	could	be	some	other	ac5vi5es.	Like	this	is	a	big	conference,	a	lot	of	people	are	going	here,	
so	if	you	want	to	see	some	talks	and	so	on…	But	I	think	that	is	sort	of	the	main	thing	for	the	
conference	is…	usually	the	same	people	going	from	an	interna5onal	group.	And	then	a	lot	of	
people	from	the	local	community	and	then	people	who	are	already	have	sort	of	schedule,	okay	
they	know	that	there	is	a	deadline	coming	in	the	fall	and	maybe	they	are	already	wri5ng	a	paper	
now,	because	they	know	it	will	come	so…	they’re	in	that	sort	of	cycle	of	publishing.	And	that	is	
just	how	it	works	for	many	researchers.	And	of	course	there	will	be	Phd	students	but	they	would	
usually	be	mo5vated	by	the	doctoral	consor5um	and	then	umm	hopefully	also	paper	if	they	have	
something	to	publish.	So	I	think	a	lot	of	that	ac5vity	mo5va5ng	would	be	very	difficult	if	you	
don’t	have	a	paper	actually.	I	mean	for	the	interna5onal	group.	

● I:	Yeah,	so	why	do	you	think	that	the	doctoral	consor5um	would	be	mo5va5onal?		
● P:	Uh,	well,	um,	for	a	few	different	reasons.	One	is	obviously	that	a	lot	of	phd	students	have	to	

gather	ECTS,	just	like	regular	students,	and	umm	you	could	do	that	on	doctoral	consor5ums	in	
many	cases.	And	also	of	course	phd	courses,	but	doctoral	consor5um	is	a	way	to	do	that.	And	
also	combine	it	with	maybe	publishing	a	paper.	So	I	think,	I	actually	never	abended	one,	because	
the	one	I	applied	for	was	a	very	popular	one	in	a	different	community	but	it	had	like	an	
acceptance	range	of	20%	or	something	so	it	was	very	difficult	to	get	in.	But	I	think	the	reason	I	
didn’t	do	the	doctoral	consor5um	the	last	5me	was	because	I	was	handing	in	my	thesis	like	14	
days	later	so	I	didn’t	need	the	ECTS.	So	I	think	that	is	the	main	mo5va5on	for	students,	the	ECTS.	
But	also	of	course	the	community	and	these	are	the	people	who	will	be	the	famous	Persuasive	
Design	researchers	of	the	future.	So	I	can	say	they	need	each	other	and	exchange	experiences	
and	stuff.	I	think	it	is	a	nice	community	to	be	part	of.		

● I:	Okay.	And	I	have	one	last	ques5on,	which	is	again	back	to	no5fica5ons…	

19.	Say	that	there	is	an	app	which	is	intended	for	the	conference	but	also	before	…	Would	you	allow	
no1fica1ons?	

● P:	I	think	so,	I	usually	do	and	then	if	it	gets	too	much,	I	turn	it	off.	I	usually	give	it	the	benefit	of	
the	doubt	and	then	with	this	(app)	one	I	can	see	I	turn	it	off.	And	I	think	it	was	because	it	got	too	
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much.	And	because	I’m	usually,	I’m	very	like	umm,	like	a	person	who	would,	if	I	feel	obligated	to	
do	it	then	I	will	and	then	in	the	beginning,	you	know,	gehng	no5fica5on	in	itself	is	sort	of	
pressure	so	something	is	here	you	should	look	at	it,	you	should	look	at	it…	Umm,	and	then	if	you	
don’t	then	you	just	feel	bad	about	not	doing	that	and	then	you	just	turn	it	off	and	then	it	
disappears	(laughs).	Umm…	so	I	think	if	I	find,	I	think	we’re	quite	preby	cool	with	the	sense	that	if	
I	find	very	quickly	that	this	is	not	very	relevant	informa5on	for	me	then	I	would	turn	it	off	very	
quickly.	Whereas	if	the	first	few	no5fica5ons	that	I	get	are	things	that	I	appreciate	knowing	and	
that	are	relevant,	then	I	would	be	more	sort	of	inclined	to	keep	it	like	that.	But	if	I	have	230	
something	no5fica5ons	then…	yeah.		

● I:	Okay	and	a	followup	to	that.	Could	you	give	an	example	of	what	you	would	like	to	be	no5fied	
for?	Because	you	say	that	if	you	see	something	interes5ng	then	of	course	you	wouldn’t	turn	it	off.		

● P:	Yeah	I	mean,	like	before	the	conference	it	could	be	nice	to	know	when	all	the	papers	have	
been	reviewed,	maybe	the	acceptance	rate.	Umm,	when	the	program	is	finished,	would	also	be	
one	that	could	be	nice.	When	important	informa5on	is	updated	about	the	venue	or	about	the	
hotels…	I	think	the	last	conference	I	was	at	many	of	the	hotels	that	were	booked	for	the	
conference	got	actually	full	quite	quickly	and	that	would	have	been	nice	to	know…	So	I	think	that,	
so	informa5on	like	that	in	the	planning	phase	would	be	really	nice.	Umm	and	then	during	the	
conference	I	think	that	would	be	more	like	social	uh	ac5vi5es	or	umm,	changes	in	the	program	of	
course	would	be	very	nice	to	know	also.	So	important	stuff	and	I	think	if	the	social	part	could	be	
something	that	you	can	5ck	off	then…	because	it	is	a	nice	thing	if	you’re	alone	at	the	conference,	
I	think	I	would	use	it	more,	but	I	just	never,	I’ve	never	gone	to	conference	completely	by	myself.	
There’s	always	been	one	or	two	people	that	I	knew	before	or	either	travel	with	me	or	I	am	
mee5ng	there.	So	I	haven’t	really	experienced	that.	But	I	do	actually	this	summer	plan	to	go	on	a	
conference	on	my	own,	so	I	think	I	would	be	mo5vated	to	seek	that	type	of	informa5on	more.		

● I:	Okay.	Umm,	you	men5oned	about	program	changes.	Has	it	ever	happened	when	you	were	at	
any	conference?	

● P:	I	think	there	has	been,	yes,	a	cancella5on	of	a	Key	Note,	because	of	something	urgent.		
● I:	And	you	got	on	the	last	moment	or…	?		
● P:	Yes.	I	think	they	just	it	wasn’t	in	the	morning	so	there	was	sort	of	a	like	a	void	in	the	program,	

but	if	it	was	a	morning	thing	then	it	could	have	been	nice	to	know…		
● I:	So	you	could	re-adjust	your	program?		
● P:	Yes!	Yes,	I	think	they	kind	of	shic	some	things	around	or	something,	but	so	also	that	was	

because	of,	there	were	actually	a	few	changes	in	the	program	because	people	had	issues	with	
visa…	So	some	people	couldn’t	get	in	so	there	were	some	quite	a	lot	of	program	changes	
actually…	So	I	think	that	is,	and	I	was	part	of	the	organizing	people	there,	so	I’m	new,	but	I	think	
that	a	lot	of	people…	It’s	is	difficult	to	get	informa5on…	that	would	have	been	nice-	to	have	a	way	
to	contact	all	the	par5cipants	in	a	way	or	give	them	informa5on	more	directly.		

�96


	Abstract
	1. Introduction
	1.1 Problem Area
	1.2 Problem Formulation
	1.3 Progressive Web Apps

	2. Theory
	2.1 The Cross-field
	2.2 Theoretical Framework
	2.3 Process Overview
	2.4 Information Architecture Components

	3. Methods
	3.1 Heuristic Evaluation
	3.2 Benchmarking
	3.3 Mixed Survey
	3.4 Card-Sorting
	3.5 Semi-structured interviews
	3.6 Persuasive Systems Design (PSD) Model

	4. Analysis and data collection
	4.1 Context Analysis
	4.2 Content Analysis
	4.3 User Analysis
	4.4 Outcomes

	5. Design Proposal
	5.1 Sitemap
	5.2 Wireframes
	5.3 Mockups
	5.4 The Kairos Factor

	6. Reflections
	7. Conclusion
	References
	Links
	Appendix 1: Heuristic Evaluation
	Appendix 2: Screenshot of mobile platform
	Appendix 3: Screenshots of mobile platform
	Appendix 4: Content Inventory
	Appendix 5: Online Survey Results
	Appendix 6: Card-sorting
	Appendix 7: Semi-structured interview transcription

