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pervasive, persuasive health 



what’s next? 

Consolvo et al, UbiFit 
Bauer et al 
Shuteye 

3GT 



•  continued incremental improvement, integration of 
new technical capabilities, & reconciling different 
"ndings. more careful / precise studies. 

•  individual differences in preferences and responses 

•  Major areas that have not received enough attention 
from the Health+HCI community? 

•  One-time behaviors 
•  Tapering and weaning off of the intervention 

what’s next? 



one-time behaviors 



some persuasive advantages of tech carry over 

•  monitoring to identify people who would most 
bene"t from a screening or from a vaccination 

•  tailored messaging 

•  at the right time and right place (kairos) 

•  social networks and social messaging 



but how do we engage with people in the 
!rst place? 
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Distribute messages through 
consumer-facing EHR app? 
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but how do we engage with people in the 
!rst place? 
•  Bundling 

•  Veiled viral messaging (Hansen & Johnson) 

•  Immunization drives on Facebook, etc. 

•  We need more tools like this 



tapering, weaning, graduating 

Purpura, Fit4Life 



if we don’t… 

Remove 
intervention 



how can we build apps that encourage 
development, and then are no longer needed? 
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how can we build apps that encourage 
development, and then are no longer needed? 

•  don’t make them frictionless and easy, or make 
them more difficult over time: quizzes, reduced 
scaffolding, etc. 

•  Interventions as gateways to activities that are more 
intrinsically rewarding (e.g. Schwanda et al on Wii Fit) 



[your challenge here] 

one-time behaviors 

tapering, weaning, graduating 
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