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Abstract. In this scoping review, we aimed to summarize and analyze the lat-
est research developments of persuasive design for healthy eating behavior and
explore future design opportunities. This paper initially collected 1231 papersAQ1

from 2011 to 2021 in three different databases: the Association for Computing
Machinery (ACM) digital library, IEEE Xplore and SpringerLink databases. Based
on a selection process, 28 papers that mainly focused on addressing dietary health
by persuasive designs were eventually included in final analysis. These 28 papers
were sorted by three characteristics: research specifications, methodologies, and
design rationales. Our data analyses revealed that the reviewed papers primarily
utilized persuasive technologies for eating behaviors monitoring, recording, and
healthy eating suggestion. Moreover, six types of design applications were com-
monly implemented, including mobile applications, persuasive messages, digital
products and service systems, wearable devices, chatbots/assistants, and public
devices. Our review showed that persuasive design, as a generic approach for pro-
moting healthy eating, lacked research investigations on personalized solutions for
particular user groups such as office workers and teenagers. Future works could
explore persuasive design strategies by applying the research factors of user expe-
rience and examining the efficacy of persuasive technology tools to effectively
promote healthy eating behaviors for various user groups in different contexts.

Keywords: Persuasive design · Healthy eating · Health-promoting technology ·
Review

1 Introduction

According to Fogg [1], persuasive technology can be regarded as an interactive system
that achieves the goal of changing people’s behavior and attitudes based on the principles
of psychological theories and computing engineering. It is also known as “behavior
design”, which refers to shaping user behaviors through persuasion and social influence
in design, rather than through coercive methods [33]. Persuasive technology was deemed
as a beneficial approach to solve health problems, while the rapid development of ICTs
made it widely applied in various fields [2].
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Given the fact that persuasion is meant to change people’s behavior, it is widely used
to achieve public goals and support self-management, such as improving people’s aware-
ness of sustainability, lowering the risk of developing chronic diseases, and enhancing
work efficiency [32]. In this light, persuasive design has been increasingly developed
to encourage behavior changes on a wide range of human vitality, including physical
activity [10, 11, 34], oral health [35], mental health [36, 37], and diet [3–31], etc.

In this paper, we reviewed recent design research that employed persuasive tech-
nologies to solve eating problems or promote healthy eating behaviors. The scoping
review summarized research from 2011 to 2021 on persuasive design for the purpose of
healthy eating. Rather than focusing on the outcomes of designs and technologies, this
review aims to provide an overview of the design considerations for healthy eating and
the development processes of these design proposals. Based on this scoping review, we
hope to discover the research gap in the persuasive design for promoting healthy eating
and identify design opportunities accordingly. In particular, our research questions are
threefold:

• How have persuasive designs been applied to the research domain of healthy eating?
• How have persuasive strategies been employed to intervene users’ behaviors related

to diets?
• What are the design opportunities of future health-promoting tools that can support

healthy eating practices?

2 Methods

2.1 Search and Selection

The scoping review was conducted according to the following procedure: 1) identifying
research questions, 2) searching for related papers, 3) selecting papers, 4) drawing data
charts, 5) sorting, summarizing and reporting results. The full papers published in related
conferences and journals were searched mainly in two databases, namely Association for
Computing Machinery (ACM) Digital Library. In addition, IEEE Xplore and Springer-
Link databases were used as supplementary sources. Based on our research questions,
the search keywords were identified as: health* AND (eat* OR diet) AND (persuade OR
persuasive OR persuasion) AND design. The publication date of the article is limited to
the period from 2010 to 2021.

After receiving 1231 papers based on our searching criteria, we screened those papers
with the following steps. To start, we excluded copies of the same research papers and
experimental studies derived from the same study in different groups or cultural contexts,
based on the title and abstract of the searched papers. 773 related papers were obtained
for the next step of paper screening. Then, we reviewed the full text of the papers due to
the following criteria for the final paper selection:

• Objective: Healthy eating must be the main application objective. We excluded articles
that target health management purposes such as exercise, sleep and rest, or research
on diet as an influencing factor on emotions and well-being of special groups.
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• Theoretical grounds: We excluded papers that did not apply persuasion design theory,
or persuasion techniques were only applied to study economics behavior and other
related literature.

• Methods: Articles that did not conduct empirical studies and did not design and
develop technical solutions were excluded.

After the screening process as described above, a total of 28 papers were finally
selected for this scoping review.

2.2 Paper Coding

The selected papers were focusing on user studies and technology evaluations, the 28
selected papers were coded (shown in Table 1), sorted by three types of characters:
research specifications, methodologies, and design practice.

Table 1. Paper coding

Primary Secondary Coding status

Research specifications Target user People with health problems such as
alcoholism; older people, children, office
workers, younger people such as diabetics
and university students, without
differentiating between user types

Intervention area Promotion of healthy eating choices and
nutritional mix, control of snacking and
emotional eating, aid in diet monitoring and
recording, aid in the eating process,
management of other health indicators in an
integrated manner

Methodologies User-centered approach, theory-based
approach, context-driven approach,
technology-driven approach

Design
rationales

Type of application Mobile applications, information, smart
products and complex product systems,
wearable devices, chatbots or virtual
assistants

Design evaluation Qualitative, quantitative, mixed method

3 Results

3.1 Research Specifications

In order to examine the specific application objectives of the persuasive design in the
selected papers, the application objectives were divided into two dimensions: 1) the

A
ut

ho
r 

Pr
oo

f



4 X. Liu et al.

Table 2. Target users in the included technologies and designs

Target users Included papers

Patients [3–7, 16]

Older adults [17, 18]

Children [10–13, 15, 16]

Office workers [19, 22]

Teenagers [23]

No specification of users [8, 9, 19–21, 24–28]

target user, and the branch of the healthy eating problem in which they are located, and
the distribution of the study objectives are shown in Tables 2 and Table 3.

Target Users. Patients. As shown in Table 2, healthy diet management for patients
with diabetes and obesity is an important application research field of persuasive design.
Using persuasive designs can help patients with the process of self-regulation [3–7, 16],
reduce the burden on processing information [3, 5, 7], improve the efficiency of dietary
supervision [3, 4, 6], and increase their motivation for healthy living [3–7, 16]. For
example, strategies such as transforming weight management goals into game challenges
[3–5, 16] can encourage users with diabetes mellitus to learn nutritional knowledge and
make healthy diet choices. Smart technologies with self-monitoring mechanisms [4, 6]
can automatically track the diet status of users with metabolic syndrome (i.e., eating
speed, food ratio control, and calorie and sodium intake management), and can do the
same for people with emotional eating problems. Additionally, metaphoric designs [5]
could help patients with difficulties in processing information easily understand the
relevant information.

Older Adults. Persuasive design has been applied to support healthy eating for older
adults in several recent research projects [17, 18]. The benefits of persuasive design
could be helping the older adults know the nutrients of their body needs in time and to
offering suitable dietary guidance for them. For example, the elderly could use the tablet
application of persuasive communication [17] and the smart foodbox [18] to record
dietary intake, get reminders and suggestions of protein intake and prevent malnutrition.

Children. Persuasive design has been widely used to form children’s healthy eating
habits and prevent childhood obesity symptoms. For children, persuasive design could
teach them healthy eating knowledge, motivate them to change their behaviors and
develop healthy habits. For example, a mobile game called MACO [11] was designed
to educate children to eat healthy foods and engage in physical exercises. The designed
verbal and bodily features of the social robots [12] could motivate children to increase
vitamin intake. A gamified chatbot was developed [13] to help children obtain person-
alized healthy eating recommendations. There are also tools designed as aids to parents
in educating children, such as the digital enhanced food [14] and the smart tableware
products [15], which could encourage children to eat healthy food in a joyful eating
process.
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Office Workers. There have been office-based health management systems using wear-
able devices and mobile applications. Such systems were created for diet tracking and
promoting exercise in the workplace scenarios [22].

Teenagers. For teenagers, a persuasive toolkit [23] composed by an awareness video
and a text messaging campaign could prompt healthy food choices, through elevating
awareness about the importance of proper dieting during adolescence.

Table 3. Intervention areas of the paper included in the analysis

Intervention areas Included papers

Healthy food choices and nutritional
combinations

[4, 5, 11, 12, 13, 14, 18, 23, 24, 25, 27, 28, 30]

Snacking and emotional eating [6–9]

Diet supervision and documentation [3, 10, 18–23]

Eating process [4, 14, 29, 30]

Intervention Areas. Healthy Food Choices and Nutritional Combinations. As shown
in Table 3, persuasive design has been widely used for a healthy food choice of nutritional
eating in different settings. For example, an information system was designed to enable
reflection about nutrition by showing the collective food consumption patterns of a
family [28]. Similarly, a personalized shopping assistant could provide guidance to
users on healthy food product purchases [26]. A gamified online shopping service could
promote the reflection on nutritional choices [25]. It has been explored the embodiment
of music in the food information interfaces could influence users’ meal choices for health
promotion [29]. There are also controls for the intake of a specific nutritional element.
For instance, Nutritionavatar [27] is an intention for low-sodium dieting, which was
designed to supporting people gain awareness of high blood pressure risk.

Snacking and Emotional Eating. For emotional eating issues, persuasive design aims to
intervene users’ behavior with a light burden. For example, through a just-in-time inter-
vention system with playful notifications and visual reports, users were encouraged to
moderate emotions and control themselves to avoid unhealthy eating conditions [6]. For
excessive drinking, [7] investigated an empathic virtual agent that can send messages
with emoticons to improve the interventional efficiency. To address unhealthy snack-
ing, [8] has provided empirical evidence that tailored persuasive text messages may
have effects on influencing users to reduce snacking. Additionally, heuristic information
design has been proved to be effective in prompting users to choose lower-calorie healthy
snacks [9].

Diet Supervision and Documentation. To support diet managements, design studies
have increasingly employed persuasive strategies in recent years. For example, a sensor
network [10] has been designed and implemented to automatically detect eating and
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exercise of obese children under clinical treatment. In collective settings, through shar-
ing eating records with each other in a social network [19–21], users were motivated to
achieve healthy eating goals with this type of social support.

Eating Process. Among papers published in recent years, several persuasive designs
for optimizing the eating process have been proposed to support eating speed and food
portion control. For instance, Foodworks [14] was designed to digitally augment a plate
of food and provide rewards upon the completion of a meal, encouraging children to eat
vegetables. Eat2pic [30] uses a pair of chopsticks with sensor modules to collect food
data for generating visual pictures during eating process to motivate users to slow their
eating pace down for a balanced diet. Similarly, Eco-meal [4] based on a smart tray and a
smartphone application was designed for eating speed and food portion control, as well
as managing calorie/sodium intakes.

3.2 Methodologies

According to the description of characteristics, 28 included papers adopted 4 different
design approaches, namely user-centered approach, theory-based approach, context-
driven approach, and technology-driven approach (see Table 4).

Table 4. Design approaches mentioned in the included papers

Approches Included papers

User-centered
approach

[3–7, 9–18, 20–23, 26, 27]

Theory-based
approach

[7, 8, 10, 22, 25–27, 29, 30]

Context-driven
approach

[3, 8, 19, 20, 24]

Technology-driven
approach

[4, 8, 10, 14, 20, 28, 30]

On the one hand, twenty-one included papers used a user-centered approach. Specif-
ically, six papers [4, 6, 10, 13, 14, 20] combined with a technology-driven approach to
make intervention of food choice and eating process in specific groups such as children
with obesity problem and people with emotional eating problems. Six papers [7, 8, 10,
13, 22, 26] combined with theory-based approach during the whole process, which focus
on the result of related framework experiment. For example, [7] used a virtual counselor
to deliver Brief Motivational Interventions for behavior change for avoiding excessive
drinking. Other papers [5, 9, 12, 15, 17, 18, 21, 23] developed mobile software and mul-
timedia such as game and video based on the user-centered approach to achieve behavior
change.
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Table 5. Distribution of papers for different design types

Types Included papers Picture examples

Digital
apps

[3, 5, 6, 11, 16, 21, 22, 24, 25, 26, 27]

Food record and avatar intervention UI
[27]

Social media [8, 9, 23]

Text messages [23]

Smart products
service systems

[4, 14, 15, 18, 28, 30]

prototype design [15]

EcoMeal prototype [4]

Wearable
devices

[6, 10]

Sensor placement outline [6]

Conversational
agents

[7, 12, 13]

paper sheet for children [12]

The CiboPoli Conversational UI [13]

(continued)
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Table 5. (continued)

Types Included papers Picture examples

Public services [19, 20, 29]

[29]

[19]

On the other hand, for the rest eight included papers, four papers [8, 25, 29, 30]
adopted theoretical models to guide to present related application example and testing
which mainly used a theory-based approach. Three included papers [8, 28, 30] take
the technology-driven approach to increase the effects of persuasive technologies. Five
included papers [3, 8, 19, 20, 24] applied the context-driven approach that focuses on
e.g., daily mealtime [19] and snacking [8], etc.

3.3 Design Rationale

Type of Application. As shown in Table 5, the included persuasive designs of all the
reviewed papers could be classified into six different types of applications, including dig-
ital apps, social media, smart product service systems, wearable devices, conversational
agents, and public services. Specifically, the majority of persuasive designs were mobile
apps that designed to change users’ attitudes and behaviors via data visualizations and
motivational elements. For example, gamification of shopping platform was designed
in [25] to influence food choice. Additionally, several studies combined smart products
and wearable devices with mobile apps for promoting healthy eating behaviors [4, 14,
15, 18, 28, 30]. e.g., Healthy Cradle [15] realizes a smart tableware with an associated
mobile app to improve the experience of the eating process.

Design Evaluation. As shown in Table 6, eight included papers present qualitative
results as the design evaluation and nine had quantitative data analysis from the user
survey or data from the persuasive design application. Six included papers applied
mixed method to show both quantitative and qualitative results to verify their designs.
Nevertheless, studies from two papers did not evaluate their design outcomes.
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Table 6. Design evaluations mentioned in the included papers

Approches Included papers

Qualitative [3–5, 11, 21, 23, 25, 28]

Quantitative [6, 8–10, 12, 16, 17, 24, 26]

Mixed method [7, 13, 18, 19, 22, 27]

Not evaluated [29, 30]

4 Discussion and Conclusions

This scoping review is set out to summarize and analyze the latest research developments
of persuasive design for healthy eating behavior promotion. Through a literature search
from three databases across a span of ten years, we selected and analyzed 28 selected
papers published between 2011 and 2021. This scoping review provided a holistic view
of paper characteristics, including their research specifications, methodologies, type of
design applications and evaluations. The narrative analysis revealed the following two
gaps in current research direction.

Firstly, we found that persuasive design, as a generic approach for promoting healthy
eating, lacked personalized applications for specific user type and focused scenes. Per-
sonalization is of great importance in intervening unhealthy behaviors, especially on
the food choices and nutritional combinations. Only recording personal eating patterns
and exercise data can lead to improved nutrition and diet recommendations. E.g., Nutri-
tionavatar [27] is a future-self avatar-based sodium reduction intervention; Lubbe et al.
[18] have a proposal of personalized suggestions for older adults based on their protein
intake. In addition, for snacking and emotional eating, detection of related data (i.e.,
emotion curve, snack time) could help reflections and self-management in a personal-
ized way. Moreover, technologies (i.e., wearable sensors, chatbots, smart tableware) play
an essential role in personalized persuasion. Thus, it is crucial to utilize user experience
design that incorporates a variety of design approaches like user-centered design and
data-driven innovation.

Secondly, from our review we learned that the major user groups in persuasive designs
for healthy eating are patients and children. In contrast, relatively few studies were
designed for teenagers (1/28), office workers (2/28), and older adults (2/28). However,
it has been increasingly suggested to investigate technologies for encouraging these
different user groups to reduce their unhealthy diet. As revealed by [17, 22, 23], healthy
eating promotion is essential to address the increase of suboptimal health problems
among vulnerable people like teenagers, older adults, and workers with heavy mental
workload. Therefore, design researchers of future design studies could dedicate efforts to
persuasive designs of healthy eating promotion for special user groups such as teenagers,
office workers, and older adults.

In addition, most of the selected papers have created complete designs to promote
healthy eating but did not pay attention to their feasibility to be easily adopted in the
real-life setup. There is a growing tendency of persuasive design in avoiding complexity
to incentivize users through easy tasks. As a support for this principle, Reinhardt et al.
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[9] proved that simple heuristic information design is effective in prompting users to
choose lower-calorie healthy snacks.

Based on this scoping review, we suggest future studies to explore the user experi-
ence factors for categorizing user according to the application contexts to achieve the
personalized persuasion. Meanwhile, future work should also focus on simple forms of
persuasive design application to promote healthy eating behavior in different contexts
by expanding research on factors affecting user experience, experimenting with new
technologies and materials, exploring innovative solutions to specific problems.
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Program for Young Scholars.

References

1. Fogg, B.J.: Persuasive technology: using computers to change what we think and do. Ubiquity.
2002(December), 2 (2002)

2. 周洁.基于劝导技术的自我健康管理策略研究.浙江大学 (2014)
3. Marcus, A.: The health machine: mobile UX design that combines information design with

persuasion design. In: Marcus, A. (ed.) DUXU 2011. LNCS, vol. 6770, pp. 598–607. Springer,
Heidelberg (2011). https://doi.org/10.1007/978-3-642-21708-1_67

4. Kim, J., Park, J., Lee, U.: EcoMeal: a smart tray for promoting healthy dietary habits. In:
Proceedings of the 34th Annual CHI Conference on Human Factors in Computing Systems,
CHI EA 2016, 7–12 May 2016, San Jose, CA, United states, Association for Computing
Machinery (2016)

5. Lazar, J., et al.: Co-design process of a smart phone app to help people with down syndrome
manage their nutritional habits. J. Usabil. Stud. 13(2), 73–93 (2018)

6. Carroll, E.A., et al.: Food and mood: just-in-time support for emotional eating. In: Proceedings
of the 2013 5th Human Association Conference on Affective Computing and Intelligent
Interaction, ACII 2013, 2–5 September 2013, Geneva, Switzerland, IEEE Computer Society
(2013)

7. Lisetti, C., et al.: I can help you change! An empathic virtual agent delivers behavior change
health interventions. ACM Trans. Manage. Inf. Syst. 4(4), 1–28 (2013)

8. Kaptein, M., et al.: Adaptive persuasive systems: a study of tailored persuasive text messages
to reduce snacking. ACM Trans. Interact. Intell. Syst. 2(2), 1–25 (2012)

9. Reinhardt, D., Hurtienne, J.: Only one item left? Heuristic information trumps calorie count
when supporting healthy snacking under low self-control. In: Proceedings of the 2019 CHI
Conference on Human Factors in Computing Systems, CHI 2019, 4–9 May 2019, Glasgow,
United Kingdom. Association for Computing Machinery (2019)

10. Zaragozá, I., et al.: Ubiquitous monitoring and assessment of childhood obesity. Personal
Ubiquit. Comput. 17(6), 1147–1157 (2013)

11. Almonani, E., et al.: Mobile game approach to prevent childhood obesity using persuasive
technology. In: Proceedings of the 2014 International Conference on Computer and Informa-
tion Sciences, ICCOINS 2014, 3–5 June 2014, Kuala Lumpur, Malaysia, 2014. Institute of
Electrical and Electronics Engineers Inc. (2014)

12. Baroni, I., et al.: Designing motivational robot: how robots might motivate children to eat
fruits and vegetables. In: Proceedings of the 23rd IEEE International Symposium on Robot and
Human Interactive Communication, IEEE RO-MAN 2014, 25–29 August 2014, Edinburgh,
United Kingdom, Institute of Electrical and Electronics Engineers Inc. (2014)

A
ut

ho
r 

Pr
oo

f

https://doi.org/10.1007/978-3-642-21708-1_67


Persuasive Design for Healthy Eating: A Scoping Review 11

13. Fadhil, A., Villafiorita, A.: An adaptive learning with gamification and conversational UIs: the
rise of CiboPoliBot. In: Proceedings of the 25th ACM International Conference on User Mod-
eling, Adaptation, and Personalization, UMAP 2017, 9–12 July 2017, Bratislava, Slovakia,
2017, Association for Computing Machinery (2017)

14. Ganesh, S., et al.: FoodWorks: tackling fussy eating by digitally augmenting children’s meals.
In: Proceedings of the 8th Nordic Conference on Human-Computer Interaction, NordiCHI
2014, 26–30 October 2014, Helsinki, Finland. Association for Computing Machinery (2014)

15. Joi, Y.R., et al.: Interactive and connected tableware for promoting children’s vegetable-eating
and family interaction. In: Proceedings of the 15th International Conference on Interaction
Design and Children, IDC 2016, 21–24 June 2016, Manchester, United Kingdom, 2016.
Association for Computing Machinery (2016)

16. Alsaleh, N., Alnanih, R.: Gamification-based behavioral change in children with diabetes
mellitus. In: Proceedings of the 11th International Conference on Ambient Systems, Networks
and Technologies, ANT 2020/3rd International Conference on Emerging Data and Industry
40, EDI40 2020/Affiliated Workshops, 6–9 April 2020, Warsaw, Poland, Elsevier B.V (2020)

17. Van der Lubbe, L.M., Klein, M.C.A.: Designing a system with persuasive communication
to improve diet compliance for elderly users. In: Proceedings of the 13th EAI International
Conference on Pervasive Computing Technologies for Healthcare, PervasiveHealth 2019,
20–23 May 2019, Trento, Italy, 2019. ICST (2019)

18. Lubbe, L.V.D., et al.: Experiences with using persuasive technology in a diet trial for older
adults. In: The 14th PErvasive Technologies Related to Assistive Environments Conference.
Corfu, Greece, pp. 244–251. Association for Computing Machinery (2021). https://doi.org/
10.1145/3453892.3458686

19. Chang, K.S.-P., Danis, C.M., Farrell, R.G.: Lunch line: using public displays and mobile
devices to encourage healthy eating in an organization. In: Proceedings of the 2014 ACM
International Joint Conference on Pervasive and Ubiquitous Computing, UbiComp 2014,
13–17 September 2014, Seattle, United States. Association for Computing Machinery (2014)

20. Parker, A.G.: Reflection-through-performance: personal implications of documenting health
behaviors for the collective. Personal Ubiquit. Comput. 18(7), 1737–1752 (2014)

21. Pereira, C.V., et al.: We4Fit: a game with a purpose for behavior change. In: Proceedings of
the 2014 18th IEEE International Conference on Computer Supported Cooperative Work in
Design, CSCWD 2014, 21–23 May 2014, Hsinchu, Taiwan. IEEE Computer Society (2014)

22. Maimone, R., et al.: PerKApp: a general purpose persuasion architecture for healthy lifestyles.
J. Biomed. Inform. 82, 70–87 (2018)

23. Altammami, O., Chatterjee, S.: Utilizing persuasive technology package to elevate dietary
awareness. In: Proceedings of the 21st Americas Conference on Information Systems, AMCIS
2015, 13–15 August 2015, Fajardo, Puertorico, Americas Conference on Information Systems
(2015)

24. Orji, R., Vassileva, J., Mandryk, R.L.: LunchTime: a slow-casual game for long-term dietary
behavior change. Pers. Ubiquit. Comput. 17(6), 1211–1221 (2013)

A
ut

ho
r 

Pr
oo

f

https://doi.org/10.1145/3453892.3458686


12 X. Liu et al.

25. Adaji, I., Vassileva, J.: A gamified system for influencing healthy e-commerce shopping habits.
In: Proceedings of the 25th ACM International Conference on User Modeling, Adaptation,
and Personalization, UMAP 2017, 9–12 July 2017, Bratislava, Slovakia. Association for
Computing Machinery (2017)

26. Siawsolit, C., Seepun, S., Choi, J., Do, A., Kao, Y.: Personalized assistant for health-conscious
grocery shoppers. In: de Vries, P.W., Oinas-Kukkonen, H., Siemons, L., de BeerlageJong, N.,
van Gemert-Pijnen, L. (eds.) PERSUASIVE 2017. LNCS, vol. 10171, pp. 95–106. Springer,
Cham (2017). https://doi.org/10.1007/978-3-319-55134-0_8

27. Fuchs, K., et al.: Nutritionavatar: designing a future-self avatar for promotion of balanced,
low-sodium diet intention. In: Proceedings of the 13th Biannual Conference of the Italian
SIGCHI Chapter Designing the Next Interaction, Italy 2019, 23–25 September 2019, Padua,
Italy ICST (2019)

28. Reitberger, W., Spreicer, W., Fitzpatrick, G.: Situated and mobile displays for reflection on
shopping and nutritional choices. Personal Ubiquit. Comput. 18(7), 1721–1735 (2014)

29. Espinoza, G.E.T., Baranauskas, M.C.C.: Motivation, persuasion and healthy eating: a case
study on a socially-aware persuasive system design. In: Proceedings of the 19th Brazilian
Symposium on Human Factors in Computing Systems, IHC 2020, 26–30 October 2020,
Virtual, Online, Brazil. Association for Computing Machinery, Inc. (2020)

30. Nakaoka, R., et al.: eat2pic: food-tech design as a healthy nudge with smart chopsticks and
canvas. In: Proceedings of the 2021 IEEE International Conference on Pervasive Computing
and Communications Workshops and other Affiliated Events (PerCom Workshops), 22–26
March 2021 (2021)

31. Nakamura, Y.: IoT nudge: IoT data-driven nudging for health behavior change. In: Proceed-
ings of the 2021 ACM International Joint Conference on Pervasive and Ubiquitous Computing
and the 2021 ACM International Symposium on Wearable Computers, UbiComp/ISWC 2021,
21–25 September, 2021, Virtual, United States, 2021. Association for Computing Machinery,
Inc. (2021)

32. 张玕.劝导设计及其在健康行为导向型产品中的应用研究.江南大学 (2014)
33. Fogg, B.J.: Creating persuasive technologies: an eight-step design process. In: Proceedings

of the Proceedings of the 4th International Conference on Persuasive Technology (2009)
34. Ladwa, S., Grønli, T.-M., Ghinea, G.: Towards encouraging a healthier lifestyle and increased

physical activity – an app incorporating persuasive design principles. In: Kurosu, M. (ed.)
HCI 2018. LNCS, vol. 10902, pp. 158–172. Springer, Cham (2018). https://doi.org/10.1007/
978-3-319-91244-8_13

35. Ojo, A., et al.: OH-BUDDY: mobile phone texting based intervention for diabetes and oral
health management. In: Proceedings of the 48th Annual Hawaii International Conference on
System Sciences, HICSS 2015, 5–8 January 2015, Kauai, HI, United states, IEEE Computer
Society (2015)

36. Nkwo, M.: Designing mobile persuasive technology to promote mental healthcare in devel-
oping African nations. In: Proceedings of the 16th International Web for All Conference, San
Francisco, CA, USA; Association for Computing Machinery (2019). Article 27. https://doi.
org/10.1145/3315002.3332433

37. Masthoff, J.: Towards utter well-being: personalization for guardian angels. In: Proceedings
of the 27th ACM Conference on User Modeling, Adaptation and Personalization. Association
for Computing Machinery, 3 (2019)

A
ut

ho
r 

Pr
oo

f

https://doi.org/10.1007/978-3-319-55134-0_8
https://doi.org/10.1007/978-3-319-91244-8_13
https://doi.org/10.1145/3315002.3332433

