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ABSTRACT,

Attentional Deficit Disorder (ADD) and Attentional Deficit Hyperactivity
Disorder (ADHD) are mental conditions in which the child suffers a lack of
ability to direct concentration. Motivation is stated to play a key role in the
ability of these children to concentrate. There are currently few customized
products for this target group which is why this market would be an
entrepreneurial opportunity for lean start-ups. However, the traditional
approach of lean startups to conduct market research is inappropriate for
obtaining valuable feedback from these children. A current popular way of
increasing participant engagement is the application of gamification. The
purpose of this research is to determine whether gamification enhances the
response quality of children with ADD or ADHD in lean market research. This is
done by conducting exploratory and qualitative research by means of
interviewing eleven children who experience concentration and organization
difficulties. The children are randomly selected to either a gamified or
ungamified version of the interview. The method by which the interview is
gamified is based on theories obtained through a prior study of literature. The
analysis of the data is based on grounded theory. The children who received the
ungamified version of the interview showed an average response quality of
14.3% whilst children who received the gamified version of the interview showed
an average response quality of 28.6%. Thus by applying gamification the
average response quality of children with concentration difficulties is excessively
enhanced. Based on the results of this research it is concluded that gamification
is an appropriate tool to conduct lean market research on children with
attentional deficit disorders.
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1. INTRODUCTION

From the 1990s onwards the lean concept has been a popular
concept among industries. ‘Lean’ meaning a “shared means of
thinking to drive out waste while designing improved ways of
working, reducing costs, making better use of resources and
finally delivering better customer value” (Wood, 2004, p.8).
Firms that follow this hypothesis-driven approach to evaluating
entrepreneurial opportunity are called “lean startups” (Ries,
2011). By applying the lean method, start-ups eliminate
uncertainty, work more efficiently and become increasingly
goal oriented (Maurya, 2013).

Identifying user needs is vital when developing a new product
(Maurya, 2009). Lean start-ups collect the maximum amount of
validated learning about customers with the least amount of
effort by designing a minimum viable product and introducing
this to the market as early as possible (Eisenmann, et al., 2012).
It is important for lean start-ups to receive feedback from
customers before the production process as well as during the
production process in order to meet the customer’s exact needs
and demands (Principles of Lean, n.d.).

Hence, it is important to implement the ‘Lean concept’ in the
market research process. A small number of marketers are
showing how market research can collect valuable feedback
from customers at a fraction of the cost (Lean market research,
2013). They are developing new research techniques that use
new processes and tools to increase quality and decrease costs.
This is called “lean” market research because it bears a lot of
resemblance to the lean start-up movement. The main concept
of this theory is that marketing can and should engage
customers directly, as opposed to through third party research
companies (Lean market research, 2013).

Attentional Deficit Disorder (ADD) and Attentional Deficit
Hyperactivity Disorder (ADHD) are mental conditions that are
mostly suffered by children and are growing in awareness.
Children with ADD and ADHD experience deficits in
behavioral inhibition, the ability to remain focused and the
regulation of one’s activity level to the demands of a situation
(Barkley, 2001). A contributing factor to the high level of
distraction is the lack of motivation. (Diamond, 2005).

Consequently, because they are easily distracted, children with
AD(H)D require customized products that specifically direct
and maintain their attention and concentration (Loe, 2007).
Currently there are not many alternatives for these customers.
This means that it is a new market opportunity suitable for lean
start-ups. However, lean start-ups require continuous feedback
from their customers in order to successfully introduce a new
product to the market (Principles of lean, n.d.) and giving
feedback to a company about a certain product requires a lot of
effort to direct concentration. Implying that companies cannot
gather ‘high quality’ feedback from this customer segment. As
a result these companies require an effective and adapted
method to maintain the attention of the children when gathering
feedback on products.

A solution to this problem might be found in “gamification”.
Gamification is defined as the use of game design elements in
non-gaming context (Deterding et al., 2011) and is stated to be
an effective way to maintain concentration of children with
ADHD (Deterding, 2012). The aim of this paper is to apply the
gamification theory to market research of this customer group
to determine whether or not gamification is a successful tool to
enhance the response quality of children with Attention Deficit
Disorder and Attention Deficit Hyperactivity Disorder to obtain
consumer feedback in lean market research, giving a clue

whether lean start-ups should invest in this gamified interview
practice or not.

2. BACKGROUND
2.1 Lean start-ups

Lean start-ups focus on learning what customers may be
interested in and proceed to build a “minimum viable product”
in order to see if there is demand for their initial product
offering (Ries, 2011).

Lean Start-up Methodology is a method introduced by Eric Ries
in 2008 based on lean manufacturing, in order to successfully
develop start-ups (Butler, 2014, Ries, 2008). Start-ups are
“companies that are in their first stage of operations”
(Investopedia, n.d.) of which 75% tends to fail according to
Harvard Business School professor Shikhar Ghosh (Gage D,
2012). Ries states that, in order to become more successful, that
startups could reduce their product development cycles by
applying a step-by-step approach of eliminating uncertainty,
building a minimum viable product and validated learning
(Ries, 2012). “Every time a new feature is released, a marketing
campaign is run or new sales methods are tried, a new strategy
is tested by applying some kind of experiment” (Maurya,
September 2010).

2.1.1 MVP and lean market research

The Minimum Viable Product (MVP) is a key principle of the
Lean Startup Methodology (Ries, n.d.). Ash Maurya defines a
minimum viable product as “the smallest thing you can build
that delivers customer value” (Maurya 2009). The MVP has to
be launched into the market as quickly as possible in order to
gather  customer feedback as soon as  possible
(Theleanmarketeer, n.d.). By testing the MVP, it can quickly be
determined whether the concept is well received by the target
group and which alterations are to be made. After all, as Ash
Maurya said, “why waste effort building out a product without
first testing if it’s worth it” (Maurya, 2009).

A key aspect of validated learning is understanding the
customers and their needs and building upon these, thus
conducting market research (Maurya 2009). For each additional
step in developing the product, market research has to be
carried out to collect valuable feedback from customers (Ries,
2012). Consequentially, it is important to implement the ‘Lean
concept’ in the market research process, accordingly called lean
market research (Lean market research, 2013). When testing the
MVP, lean market research is carried out by means of gathering
customer feedback and information, which is most commonly
obtained by conducting market surveys, panels or interviews
(Bryman & Bell, 2015, Burns & Bush, 2000). Both Ries as well
as the presented cases of PHILIPS (translated from
frankwatching, 2015) and Twoodo (Twoodo, 2013, 2015)
highlighted the importance of start-ups to succeed by ‘Getting
out of the building and talk to customers’, thus conducting
market research (Blank & Dorf, 2012). Lean market research on
the MVP includes questions that aim at obtaining customer
evaluations on that given product. In market research it is
important to get beyond the perfunctory surface of
understanding the customer (Kvale, 1983). For this reason,
interviews are a common way of conducting market research to
obtain customer feedback as they allow the respondents to
probe their stories in more detail and additionally include the
observations of the interviewer to complement the data
collection (Knox & Burkard, 2009).



2.2 Attentional Deficit (Hyperactivity)

Disorder

Attentional Deficit Disorder (ADD) and Attentional Deficit
Hyperactivity Disorder (ADHD) are mental conditions in which
patients experience a lack of ability to direct their concentration
(Barkley, 2001, de Vries, 2016).

2.2.1 Children with AD(H)D

ADD and ADHD are mostly suffered by children but often
continue throughout adulthood (Goldstein, 1998). The National
Survey of Children’s Heatlh (2013) stated that 11 percent of
school-aged children suffers from a form of attentional disorder.
Children with ADD or ADHD experience deficits in behavioral
inhibition, sustaining attention and resisting distraction as well
as the regulation of one’s activity level to the demands of a
situation (Barkley & Edwards, 2001).

Children with ADD or ADHD are diagnosed to be inattentive.
This includes that they often have difficulty sustaining
concentration in tasks or activities, they do not seem to listen
when spoken to directly, they are easily distracted by external
stimuli and they are often reluctant to engage in tasks that
require continued mental effort.

Another symptom of ADD and ADHD is being unorganized
and unstructured. The child has difficulty organizing and
prioritizing tasks and activities, keeping structure and often
loses items necessary to complete tasks. Next to this, children
with ADD or ADHD also experience difficulties recalling
memories. They have problems with forgetfulness and
remembering learned material (Barkley 2006, Nadeau, 1995, de
Vries 2016).

Children with ADD or ADHD are keen to have a high level of
imagination and empathy, which contributes to the reason why
they are easily distracted (de Vries, 2016). In addition to this
children with this disorder suffer what is called ‘time-
blindness’. Time-blindness can be supported by indices to know
the current time, how much time is left, and how quickly the
time passes (Nyberg et al., 2003, de Vries, 2016). According to
de Vries, “children with ADD or ADHD struggle to use time
effectively because they are not aware of the passing of time”
(de Vries, 2016). A study by Farrar et al. (2001) shows that
children with ADD or ADHD experience more symptoms of
visual system dysfunction than children without ADD or
ADHD. For this reason, they require more visual aid during
explanations of some kind than other children.

The children that suffer from the hyperactive attentional
disorder, suffer from impulsivity and hyperactivity in addition
to the above stated symptoms. This includes blurting out
answers before questions are completed, having difficulty
awaiting their turn, showing continuous movement, suffering
from a feeling of restlessness and having difficulty carrying out
tasks and activities quietly (Barkley & Edwards, 2001, Barkley,
2006, Nadeau, 1995).

2.2.2 AD(H)D and motivation

According to Nadeau K. children with ADD or ADHD have a
relative inability to make themselves do something (Nadeau,
1995, p 98). It is not exclusively the external environment that
causes distraction but also the lack of motivation (Diamond,
2005). Motivation stimulates the direction of concentration
which leads to better performance (Barkley, 2001, Mclnerney
& Kern, 2003, de Vries 2016).

For ADD/ADHD children, motivational effects appear to be
influenced by self-perceptions of performance (Carlson
&Tamm, 2000). Additionally, activities that are challenging,

motivate children with ADD and ADHD. A challenge increases
concentration because the child wants to succeed. A too
challenging exercise, however, may discourage a child with
ADD/ADHD because they are often insecure due to their
inability to complete tasks on time which is often associated
with ignorance (Ozonoff et al. 1991, de Vries 2016).

In addition to this, an element which stimulates motivation is
interaction. By asking questions to the child and responding to
these, children remain focused. These questions should remain
rather short as children with ADD/ADHD have a short
concentration span (de Vries, 2016).

Another element that enhances motivation of children with
ADD and ADHD is the implementation of a reward. Children
with ADD/ADHD require rewards in the form of compliments
or sounds as well as physical presents (Barkley, 2001, Carlson
&Tamm, 2000, de Vries, 2016).

The layout of the exercise should be visually appealing to
encourage motivation of children with ADD/ADHD. The
visuals are the external stimuli that intrigue or averse the child
from the start. And the first impression plays a key role in the
motivation of the child (Fiske, & Neuberg, 1990).

2.3 Gamification

Gamification is the concept of “using game design elements in
non-gaming contexts (Deterding et al, 2011, p 9).” Gamification
has increased rapidly in popularity over the last years and has
become a prominent way to improve user participation when it
comes to carrying out uninteresting tasks (Aparicio et al, 2012).

2.3.1 Gamification in market research

Gamification can be applied to diverse contexts ranging from
education (Cohen, 2011, Kapp, 2012, Nicholson, 2012) to
health (Lokhorst, 2014, Pereira et al., 2014) to business contexts
(Burke & Hiltbrand, 2011, Huotari & Hamari, 2012, Neeli,
2012). Advancing on the business aspect, gamification has
proven to contribute to market research by earlier studies. A
study by Sherman B. (2011) has shown that by including game
elements, long term participation and engagement among
panelists in an online market research community enhanced.
Puleston J. (2014) concluded that gamification of market
research by means of a social media survey increases the
response rate and participant interest (Puleston, 2014).
However, the majority of gamified market research has been
conducted as quantitative research by means of online surveys
or market panels not as qualitative research.

2.3.2 Gamification and motivation

Research by Ahn, and Dabbish (2008) in which the effect of
gamification on intrinsic motivation was analyzed, concluded
that gamification increases intrinsic motivation. In their
research they concluded that gamification by means of a point
system did motivate participants to generate more tags while
gamification by means of a meaningful frame inspired them to
perform the task more successfully.

According to Deterding et al.(2011) the use of game elements in
non-gaming contexts improve user experience and user
engagement. Games trigger the mind of the user as they
continuously respond to the mechanics or elements of the game.
Users enjoy playing games which therefore increases the
engagement of the user (Deterding et al. 2011).

2.3.3 Gamification and children with AD(H)D

Video games and other digital technologies are being courted as
the latest approach to helping children with ADHD by
Deterding S.(2012). Deterding (2012) stated gamification to be



an effective way to direct the concentration of children with
ADD and ADHD. This is supported by an earlier statement of
Nadeau K. who declared children with ADD/ADHD to be able
to sustain concentration quite well during some tasks such as
playing Nintendo for hours at a time (Nadeau, 1995, p.98).

The conclusion of the research study by Deterding (2012)
seems very promising. However, a similar research by Dovis et
al. (2012) concluded that there was no significant difference in
the level of concentration based on participation, between the
control group and the treatment group. Until now there has been
minimal research conducted to determine whether gamification
is an appropriate and effective tool to increase concentration
among children that are diagnosed with ADD or ADHD or
whether it not.

Of the few researches regarding this subject only Deterding
(2012) and Dovis et al. (2012) focused on the effect of
gamification on the ability of children with ADD and ADHD to
concentrated while others conducted research on the differences
in behavior of children with ADD and ADHD compared to
children with no attentional disorder when playing video games
(Bioulac et al.,2008) or the increase in symptoms of attentional
disorders after playing video games for long periods of time
(Swing et al., 2010).

2.3.4 Method of applying gamification

The application of the game elements is not limited to digital
media nor linked to any particular technology or any particular
design practice (Deterding et al, 2011, p 9). However, the
carlier mentioned researches indicate that gamification has
profoundly been applied in market research in terms of online
surveys, panels and other online quantitative research by means
of particular technologies. When deciding upon taking a
different approach to applying gamification to analyze the
market, identification of the game’s required characteristics is
substantial.

Aparicio et al.(2012) introduced a method of analysis and
application of gamification in which they identify a sequence of
activities for each of the objectives that define the
characteristics of the game. Despite the method being designed
for technological gamification, it is an appropriate method to
identify gamification characteristics by focusing on the users of
the game rather than the users of the data outcome.

The first activity, called the end user analysis, is used to analyze
who will use the game, and what their needs, motivations,
interests and preferences are. The second activity is called
identification of the main objectives, and aims to identify the
main purpose of the task that needs to be gamified. This task is
normally not motivating and it is desirable to improve its
efficiency. The third activity is called identification of cross-
cutting objectives and is used to identify underlying objectives
that are interesting both for the user of the game and the person
interested in the obtained data. Based on these objectives game
mechanics are used to create a process that promotes the
development of intrinsic motivation of the user and as a result
improves the interests of the person interested in the data
outcome. The final activity, named implementation is the
selection of game mechanics that match the objectives and
support the needs of the user’s motivation (autonomy,
competence and relation), and their implementation in the
game. This process may consist in the creation of a new system
or improving an existing one.

According to Sailer et al. (2013) a successful element of a game
is the addition of an Avatar as well as interacting with the user
by means of questions and responses and by allowing the user
to choose his or her own path in the game.

3. METHODOLOGY
3.1 Research design

This study entitled "Gamification as a tool to enhance the
response quality in lean market research" is a qualitative
research that attempts to accumulate existing information on
gamification, market research and characteristics of children
with ADD and ADHD in order to explore if gamification is an
effective way to conduct market research interviews with this
target group.

For this qualitative research, semi-structured in-depth one-on-
one interviews are conducted, which is an appropriate
qualitative method for market research (Qualitative Research
Consultants Association, n.d.) and is a suggested method for
gathering responses of children with an attentional deficit
disorder (de Vries, 2016) . The design of the interviews is based
on previously stated literature theories and conducted
interviews with specialists. The context of the interview
questions are based on a written business plan by Feijen et
al.(2015) in which a suggested product named CompaSS is
designed to improve time management and organization of
young adults with an attentional disorder.

To analyze whether gamification is an effective tool to enhance
the response quality in lean market research of the target group,
children with an attentional disorder, two interviews are carried
out. The first involving the participants of the control group and
the second involving participants of the treatment group. The
difference lies in the interviews of both groups not the
participant criteria. The control group receives an ungamified
version of the interview whilst the treatment group receives a
gamified version.

The effectiveness of gamification is determined by the
difference in response quality between the gamified and the
ungamified interview. The analysis of response quality is based
on Grounded Theory, a method of qualitative enquiry in which
researchers develop inductive theoretical analyses. “The
purpose of grounded theory is theory construction, rather than
description or application of existing theories” (Charmaz &
Bryant, 2011, p292).

3.1.1 Participants

Eleven children, five girls and six boys, of the ages eleven and
twelve, participated in the research, all of whom are officially
confirmed by their parent or guardian to have a lack of directing
their concentration and maintaining structure. This age is
selected since it is stated to be the age at which children have
considerable experience with mobile phones (Ayden, et al.,
2011) but at which children with ADD and ADHD still require
adequate motivation (de Vries, 2016). For the purpose of
avoiding authorization violation, the children are not stated as
diagnosed with ADD or ADHD and instead are stated to have a
lack of directing their concentration and maintaining structure,
which are characteristics of ADD and ADHD. The interviews
were conducted in the preferred language by the child and later
translated to English, seeing the participating children are from
different nationalities.

3.1.2 Environment

To make the participants feel at ease and not to be distracted by
new surroundings, the interviews are held in a familiar
environment. For this reason, the interviews are held in a
private room which offers little distraction (van Sabben, 2016).

3.2 Procedure of the interviews
The interviews are held informally and semi-structured so that
the interviewer can adapt to the child rather that force him or



her to follow a strict answering path which could influence the
results. The interview is audio recorded to allow the interviewer
to remain focus on the participant. (de Vries, 2016). The first
impression of the participant and the observation on the
responses and behavior of the participant during the interview
will be written down by the interviewer as these contribute to
the analysis of the interviews.

The first procedure is obtaining written permission from the
parents after they have been informed about the purpose of the
research, the questions that will be asked and the procedure that
will be carried out. When this permission is obtained, the child
will first be given a seat in a neutral (class)room.

Before the interview takes place the participating child is
introduced to the researcher and is told that the interview will
take place as part of a research project. Then the participating
child is made aware of his or her rights to stop the interview at
any time or to ask questions if anything is unclear and is asked
for permission to audio record the interview. If this consent is
granted the participant is informed that he or she will remain
anonymously except for his/her gender and age. Thereafter the
participant is introduced to one of the two versions of the
interview, either the ungamified version or the gamified
version. This selection proceeds randomly.

As previously mentioned the product design of CompaSS by
Feijen et al. (2015) is used for this experiment. This is a
common way to conduct market research as the experiments
that Eric Ries and his followers usually involve incomplete
product versions (Mauya, 2013). The participant is introduced
to a low-fi prototype of this application and receives detailed
information of its functions. Taking into consideration the
advice of psychologist Herie de Vries (2016), both interviews
consist of seven questions that form the foundation of the
interview.

During both the ungamified and the gamified interview it is
pointed out to the participant that no answer to the interview
questions is wrong or right.

The interview is semi-structured to allow the researcher to
interact with the child and respond to their answers in a casual
manner without making statements that might influence the
further answers of the participant. After answering al the
interview questions, the participant is requested to evaluate the
interview on how motivating her or she perceived the interview
to be to give thorough answers by selecting one out of four
options: ‘very motivating’, ‘quite motivating’, ‘not really
motivating’ and ‘not motivating at all’. Based on these
evaluations in combination with the observations and the
responses, conclusions are drawn.

After finishing the interview the participant receives a small
token of appreciation for participating in the research. The
reason for this is that children with AD(H)D require rewards
and for this not to create a bias on any interview the and to not
influence the difference in results, children participating in
either version of the interview receive this token. However, in
both versions of the interview the participant is not made aware
of the details of the reward and is simply informed about its
existence and receiving it after successfully finishing the
interview.

3.3 Method of analyzing the responses

The first step when analyzing qualitative data is to get an
overall interpretation of the acquired data by quickly browsing
through all the transcripts and describing the first impression
(Silverman, 2014).

The next step is to analyze the data in greater depth by
performing content analysis and to construct a system of coding
the responses which is based on the variable that is to be
measured: the quality of the response (Silverman, 2014). For
this research, the quality of the response is defined as ‘relevant
and useful feedback on constrained use of the application’.
Lean market researchers are interested in customer feedback
that allows them to develop and alter the product to suit the
customers’ demands. Therefore, the responses need to be well
elaborated and contain useful information.

In order to conclude whether there is a difference in response
quality between the ungamified and the gamified interview, a
value is given to each response by means of a point-system.
Based on the analysis of the results of coding the data and the
literature study, conclusions are drawn and theories are
constructed.

4. GAMIFYING THE INTERVIEW

4.1 Gamifying the interview based on

Aparicio et al.(2012)

In order to fulfil the needs of the target group by gamification,
game mechanics are to be constructed. This is done by
identifying the characteristics according to the previously
described method of analysis and application of gamification by
Aparicio et al.

4.1.1 User analysis

The users of the game are children that suffer ADD or ADHD.
To make children feel more at ease, the setting should be casual
rather than formal and the interviewer should act friendly
towards the children (van Sabben, 2016). A specific condition
of the game regarding children with ADD/ADHD is that it
encourages motivation (Diamond, 2005).

According to psychologist J. van Sabben, supported by the
theory of mind, children, especially those with a disorder, often
find it hard to reflect on themselves. For this reason, it is
suggested to let them reflect on a third person or character with
whom they can identify themselves (Ozonoff et al. 1991, van
Sabben, 2016). They should be able to relate to this third
person, but it may not be a direct representation of themselves.

Additionally, children with ADD/ADHD require visual aid
(Farrar, 2001) as well as indications of the passing of time (de
Vries,2016). This allows the participant to see the progress he
or she makes and how many tasks are still to be completed.
Another element that children with ADD/ADHD require is
interaction. This helps the child to stay focused on the activity.
A final requirement when interviewing children with ADD or
ADHD is that they need a clear goal and clear instructions (de
Vries, 2016).

4.1.2 Identification of the main objectives

The main objective of the game is to obtain a customer review
on the product. The aim is to identify the needs and demands of
the customer group. For the given product it is important to get
to know what the customers like and dislike about the product
and why they find something useful or not and whether they
would suggest the product to their peers or not. The most
important objective is to identify and what they would like to
change or add to the product (Weis, 1998 ).

4.1.3 Identification of cross-cutting objectives

The objective of the user group is to reach the finish line and
receive some form of a reward. For those that are interested in
the responses it is important that the answers are given
thoroughly.



4.1.4 Implementation

To successfully suit children with AD(H)D the game mechanics
should incorporate: visibility, relatability, neutrality, a clear
goal, rewards, interaction and a challenge.

Visibility of the progress of the child as well as the requirement
of visibility of the game itself can be implemented in the game
by means of a board on which the game is based. Another
criterion of the game is the addition of a third character on
which the questions are based and the child can relate to. This
can be done by means of an avatar (Sailer et al.,2013). When
interviewing children, this avatar needs to be a rather neutral
character to which children can relate (Van Sabben, 2016),
neutral in the sense that they do not spur on a certain bias from
the children.

Children with ADD/ADHD require a relatable character rather
than a personification of themselves since they find it hard to
reflect on themselves. (van Sabben, 2016). Additionally,
children tend to relate better to a same-gender character (van
Sabben, 2016).

Children with ADD/ADHD require a clear goal which is stated
from the beginning as well as a rewarding goal. There should be
a benefit to reaching the goal. In a game, the goal is to
successfully reach the finish line. Hereby the interest of both
parties can be combines. The interest of the user is to receive a
reward when the game is successfully finished. The party
interested in the response gains when the only way to reach that
finish line successfully is for the user to give thorough answers
on the questions. This reward and the clear goal intrinsically
motivate the user to give thorough answers This can be done in
terms of points or physical rewards when a goal is reached.
However, the children should not know what the reward is as
this can have the opposite affect (Barkley, 2001, de Vries,
2016).

A further condition is that the game needs to be interactive. In
order for ADHD children to remain focused and time efficient,
the game needs to be interactive between player and narrator. A
way for this is to incorporate the interview questions within the
game and to respond to the answers of the participant in a
neutral manner.

And a final criterion is that the game is somewhat challenging.
Meaning that the child needs to put in some effort to reach the
goal. This is done by means of a moderately complex looking
board game as well as putting conditions for successfully
completing the game.

4.2 the Gamified interview

The introduction of the gamified interview is given in a
narrating manner in which the product that is reviewed, in this
case the application, is portrayed as a character of the story. The
story is told in third person and the interview questions are not
stated regarding the participant but rather regarding a character
he or she can relate to. This relatability is generated by
assigning common symptoms of ADD and ADHD to the
character as well as representing the character according to the
gender of the participant. This character is represented by an
avatar that is gender specific. For the male participants this
character is called Peter and for the female participants this
character is called Marie. Prior to each interview question, a
story about the character is told to add to the gamification of the
interview.

The interview is supported by a board game (Figure 1) that is
structured with a clear beginning and a clear end. Each position
on the board game corresponds to an interview question.
Moving upwards the game, the avatar will move left or right

depending on the answer that the participant gives. When the
participant gives a positive statement, the participant is allowed
to move the avatar upwards to the left. When the answer is
stated negatively, the participant moves the avatar upwards to
the right. The questions remain the same for either direction that
the pawn moves. The participant is unaware of this, making the
game more interesting for them. The roads on the board game
exhibit vibrant colours with a neutral background to make the
game visually more appealing as was suggested by A.
Schoenmakers, master student Industrial Design at the
University of Twente. The board game however is kept very
neutral in the sense that the design and function are not product
related other than a small icon in the right hand corner, which is
a personification of the application CompaSS. This allows the
game to be used for other market research.

The participants are told at the beginning of the story that a
rewards awaits them as this is a necessary condition for children
with ADD and ADHD (de Vries, 2016). However, they are not
told what kind of reward it is, seeing this can take away the
effect of the reward as well as cause a bias on the answers if the
child does or does not like the rewards.

After the pawn has reached the finish line, the child is told that
the game has ended and is questioned about his or her opinion
of the game. After the interview is concluded, the child may
choose a small toy.

Figure 1. The gamified interview

5. RESEARCH ANALYSIS
5.1 Global analysis

What stands out is the difference in structure between the two
versions of the interview. On the one hand, the ungamified
interviews are shorter and are constant in length, whereas the
lengths of the interviews of the gamified version are longer and
show greater variation in length among the responses of
different participants. On the other hand, there seems to be a
greater variation in length per response of the participants of the
gamified interview than in those of the participants of the
ungamified interview. A possible reason for this variation in
response length is the time-blindness of children with AD(H)D.
The board game allows the participant to keep track of his or
her progress while the ungamified interview leaves the child
with no visual aid to do so.



5.2 Operationalization

After analyzing the responses in greater depth, four different
themes can be identified. The responses of both interviews are
coded into one out of four categories, which are then linked to a
four- point system.

The first category consists of responses, that are not elaborated
or supported by an argument. For example the answers “Yes,
the agenda” (Participant 4, Q5) or “I do not know” (Participant
2, Q6). The second category consists of answers that are
supported by an argument which is primarily based on
information that was given during the introduction of the
ungamified interview or during the story of the game. Examples
of such responses are “Yeah. Because it can, like, move your
other stuff while it first puts the priority and then he can put the
other stuff later” (Participant 9, Q4). and “I do think that. It
reminds you that you have to do your homework or that you
should go somewhere so you won’t forget” (Participant 8, Q5).
The third category consists of answers based on personal
experience or answers which are individually conceived
(meaning that the arguments were not stated in the introduction)
but which are not useful to the producers of the application.
Examples of this are “Because, sometimes I do my homework
really late in the evening and then I have to sleep really late”
(Participant 8, Q1). and “Yes, actually I find a standard agenda
that my grandma has just as useful” (Participant 11, Q4). The
final category consists of answers that are supported by an
argument, individually conceived and useful to the producers of
the product. This includes suggestions of additional features or
elaborated criticism on current features. Examples of this are
“to give you instead of a sound a vibration in your pocket”
(Participant 10, Q6). or “I still think that she can do it the same
way with a watch[..]. They can even call someone” (Participant
11, Q3).

In order to determine the difference in response quality between
the two interview versions, a value is linked to each response by
constructing a point system. Each category corresponds to a set
value. Responses belonging to the first category are given the
value ‘1°. These are answers that score negatively on ‘response
quality’ because they do not give the interested party useful and
elaborated data. The responses of the second category are given
the value ‘2°. These are responses that score moderately on
‘response quality’ because they show that the participant paid
attention but do not give new and useful information. The
responses in the third category are given the value ‘3°. These
responses score rather high on ‘response quality’ as the consist
of new information and reasoning which is relevant to the
company but not necessarily useful. And finally a response of
the fourth category is given the value ‘4’. This is the highest
score on ‘response quality’ as these responses provide new and
useful information for the company.

After this, the total number of valuable score on response
quality per participant is given as well as the number of
valuable responses, meaning those that scored ‘4’ points.

For future purposes the responses belonging to one of the first
three categories are also given a value. This also allows the
calculation of the total score of the responses per participant
which is relevant for drawing conclusions. However, for this
research the quality of the response is defined as relevant and
useful feedback on constrained use of the application. Meaning
elaborated responses with useful information on the product,
thus responses of the fourth category.

5.3 Results

The coded interview responses are shown in Table 1.

The coded data in combination with the observations of the
interviewer as well as the evaluation of the interview by the
participant are given in Table 2.

Tabel 1. Coded interview responses

Q1. [ Q2 | Q3 | Q4 | Q5 [Q6. | Q7. | Total |Numberof|
[Partipant score | valuable
responses
1 3 3 2 2 2 4 1 17 1
4 1 4 3 1 1 4 3 17 2
5 1 1 1 1 1 1 1 7 0
6 1 4 1 2 2 1 1 12 1
8 3 4 1 3 2 1 2 16 1
2 1 4 4 2 3 1 3 18 2
3 3 4 2 2 2 4 4 21 3
7 1 4 1 3 1 4 4 18 3
9 1 3 2 2 3 4 1 16 1
10 2 1 1 2 3 4 3 16 1
11 3 1 4 3 1 4 3 19 2

Ungamified interview Gamified interview

Tabel 2. Analysis of ungamified and gamified interviews

Partipant| Observation | Observation during
before the

interview participant

Evaluation | Total |Number of
the interview by score | valuable
responses

1 very very enthausiastic.but 17 1

spontaneous easily distracted. Asks
many questions.

Doesnot seem excited, 17 2

Spontaneous

N elaborates on answers
Entausiastic only when asked to do
50.

Pays a lot of attention i 0
to the interview but
holds back when giving,

ANSWErS

5 Shy

®

6 Confident Remains calm during 12 1
spontaneous interview but is
benevolent to answer.

Gives elaborated 16 1
answers but seems to
loose focus as the
interview proceeds

Started off shyly but 18 2
loosened up during the
interview and answered
more eleborately.

8 Calm

2 Shy

Really sympthasizes 21 3
with the character.
Gives greatly

elaborated answers

d:

Very excited by the 18 3
game but often

distracted by the board
of the game. Verv eager
10 ANSWer.

Very active
Enthausiac

Holds back at the 16 1

beginning but seemes to

loosen up a bit as the
interview proceeds.

9 Very calm
Reserved

Is very occupied with 16 1
reaching the finishline 0
and pays less attention
to answering
thoroughly

Enthausiasic

11 Spontaneous | Seemed uninterested at 19 2
Bored first but graduatly

Distracted enjoys the interview
and wants to explain
herself well.

Ungamified interview

Participant 1 was introduced to the ungamified version of the
interview. This participant was very enthusiastic throughout the
interview, which corresponds to the first impression he gave
(see table 2). He was very interested in the product and found
the interview to be highly motivating. However, he was easily

Gamified interview



distracted. He seemed very forgetful of previously made
statements and asked questions throughout the interview about
the operations of the product that were explained during the
introduction. Such as “this is your agenda?” (Participant 1, Q4).
and “So you can write your homework here as well?”
(Participant 1, Q4). This is a standard symptom of children with
the disorder ADD and ADHD as children with this disorder
have difficulties recalling memories and information (Barkley
2006, Nadeau, 1995, de Vries 2016). The participant did answer
all the questions to a high extend but as can be concluded from
table 1, he did not give many valuable answers.

Participant 2 was introduced to the gamified version of the
interview. The first impression of the participant was that he
was very shy. He scanned the room before seating down and
waited for the interview to commence. After being introduced
to the game he seemed gradually loosen up and as the interview
proceeded he started to elaborate more on his answers. He
obtained a rather high score on the total number of his
responses (18) and gave two valuable answers (See table 1). His
evaluation on the interview shows that he found the interview
quite motivating to give thorough answers.

Participant 3 was also introduced to the gamified version of the
interview. The first impression of this participant was that she
was very calm. She remained quite calm during the interview
and showed considerable sympathy for the character which was
reflected in her answers, for example “Because, maybe, she can
remember some things but when she for example is very tired
or is not very happy, she can forget quite a lot. And sometimes
she can, yes well, when she is very happy, she can maybe
remember things because she is in a good mood.” (Participant
3, Q1). In addition to this she gave detailed answers, of which
three are valuable for product development. Participant 3
evaluated the interview as very motivating to give thorough
answers.

Participant 4 was introduced to the ungamified version of the
interview. At first hand the participant seemed to be very
spontaneous and enthusiastic. He introduced himself as soon as
he walked in and immediately asked about the nature of the
interview. However, as the interview proceeded, he remained
very calm and only elaborated on answers when being asked a
follow up question. An example of this is illustrated in the
answer to question four. Interviewer: “Yes?” Participant 4: “I
always wear it with me so it seems useful”. Nevertheless, he
gave two high quality answers and scored a total of 17 points on
his answers. Remarkably he evaluated the interview as ‘quite
motivating’ to give thorough answers.

Participant 5 was likewise introduced to the ungamified version
of the interview. The first impression of this participant wat that
she was rather shy. She quietly took place at the desk and
waited for the interview to commence. During the interview she
remained focused but seemed to be holding back when
answering the questions. Even when she received a question
upon her response she did not give a reason for her answers.
She received the minimum total score on her answers and gave
no valuable response. The evaluated the interview as ‘not really
motivating’.

Participant 6 was introduced to the ungamified version of the
interview as well. The first impression of this participants was
that she was very confident and spontaneous. However, during
the interview she remained calm and gave concrete answers.
For each question she stated her opinion directly. An example
of this is “I do think so because I do not have an IPad or
something similar, and on a computer it does not seem handy to
me” (Participant 6, Q2). However, she did not seem to be

engaged with the interview. She was benevolent to answer but
did not support her answers with a reason. She obtained a rather
low total score on her answers but did find the interview quite
motivating to give elaborated answers.

Participant 7 was introduced to the gamified version of the
interview. The first impression of him was very active and
enthusiast. During the interview he could barely remain seated
and was very occupied with the avatar on the board. He was
very impatient and answered before the questions were fully
stated. However he did not ask questions that were previously
answered in the introduction. Even though he was very active,
he scored very high on valuable responses. He was really
excited by the game and found it to be very motivating to give
thorough answers. What is noticeable is that when he was
distracted by the board game, he next answer was without any
further elaboration: “Yes, then I should go this way?”
(Participant 7, Q3).

Participant 8 was introduced to the ungamified version of the
interview. She appeared to be calm but assured from the first
moment on. As the interview proceeded, she seemed to
gradually lose focus on the interview. She took her time before
answering the questions. However, instead of appearing to think
about possible answers, it seemed as if she had her mind
somewhere else and did not find the interview exciting enough.
Although her average score was rather high, the answers ranged
from fully elaborated to simple restatement of facts from the
introduction, and by the end she had only given one valuable
answer. Even though she did not seem to remain focus on the
interview, she evaluated the interview to be quite motivating to
give thorough answers.

Participant 9 was introduced to the gamified version of the
interview. This participant gave the first impression of being
very calm and reserved, which changed a throughout the
interview. At first he sat very stiff in his chair and later showed
a much more relaxing position. At the beginning of the
interview he was very reserved when answering the questions
but as the interview continued he seemed to loosen up and
elaborated more. The first answer participant 9 gave was simply
by nodding yes but as the interview continued he elaborated
more and supported his answers with reasons. He found the
game quite motivating to give thorough answers.

Participant 10 was introduced to the gamified interview as well.
This participant seemed quite enthusiastic before as well as
during the game. However, he was quite occupied with the
board game at the beginning of the interview and paid less
attention to the introduction. He gradually started to regain his
attention after which he showed to elaborated rather well on the
final questions. He only gave one valuable answer but evaluated
the game to be very motivating to give thorough answers.

Participant 11 was introduced to the gamified version of the
game. She came off as bored and reluctant to participate in the
interview. However, as she sat down, the board game caught
her attention. She elaborated in great length on her answers, yet,
she stuck to one argument; that the product was useless to her.
Nevertheless, she gave a number of good reasons for her
answers and scored quite high on the total score, of which 2
answers were proven to be useful. This participant evaluated the
game to be quite motivating. She did however get distracted by
the board game and mainly the avatar from time to time, after
which her response decreased in quality: Participant 11:
“Yes.”[meanwhile fuddles with the avatar on the board game.]
Interviewer: “ But do you then think it is most suitable for
Marie to have it on her phone?” Participant 11: “Yes.”
(Participant 11, Q2)



Tabel 3. Average results of the mterview

Average evaluation | Averape Average number
of the mterview on | totzl scors of valuzble
motivation TESPONEES
Ungamifiad ‘guits motivatmg’
interview 15.8 1
Gamified “very motivating —
mterview ‘guits motivating 18 2

Table 3 indicates that on average, the participants of the
gamified version found the interview to be more motivating to
give thorough answers than the participants of the ungamified
interview. In addition to this, the average total score of the
gamified interview seems to be significantly higher than the
average total score of the ungamified version and a similar
observation can be made on the average number of valuable
responses.

Since this research aims at determining whether gamification is
an effective tool for lean market research of children with an
attentional disorder, the effectiveness is determined by the
increase in the average number of answers that are valuable,
and thus of ‘high quality’ to lean start-ups, per interview
version. The average percentage of response quality is given by
the sum of the number of useful and valuable answers (answers
coded into category 4) of all participant of one version of the
interview, divided by the total number of possible useful and
valuable answers in that version of the interview (*times 100).

For the ungamified version that means:

(1+2+0+1+1 =5) / (7*5=35) = 0.1428571

0.1428571 *100=14.3%

In the ungamified interview the average level of response
quality, measured by useful and valuable responses in product
feedback, is 14.3 percent.

The calculations to determine the average level of response
quality of the gamified interview are the following:
(243+3+1+1+2 =12) / (7*6)= 0.28571428

0.28571428 *100 = 28.6%

This means that the average level of response quality, measured
by useful and valuable responses in product feedback, of the
gamified interviews is 28.6 percent.

The calculated results show that on average, the response
quality of children participating in the gamified version of the
interview is twice as high as the response quality of children
participating in the ungamified version of the interview.

In addition to the increase in response quality, participants of
the gamified interview showed to be more excited to play the
interview ‘game’ as well as the results showed them to be more
motivated by the interview to give thorough answers than the
participants of the ungamified interview. This is in line with
previously stated theories by Deterding (2012) and Ahn and
Dabbish (2008), which suggest that gamification increases the
motivation of participants. Based on these findings in
combination with the increase in response quality a further
theory can be constructed. Gamification stimulates motivation
which in turn stimulates a child with concentration difficulties
to give valuable responses in lean market research.

The observations of the participants showed that the children
who participated in the gamified version of the interview and
who were reserved and held back at the beginning of the
interview, gradually loosened up as the interview proceeded
opposed to children with similar characteristics who
participated in the ungamified interview and instead maintained
this attitude throughout the interview. This may have a
significant influence on the extent to which children gave

valuable and elaborated answers. Based on these results another
theory can be constructed which states that gamification of
interviews allows children with ADD/ADHD to feel more at
ease and therefore stimulates the response quality of these
children.

Another observation of the difference in answers among the two
versions of interview is that children who received the
ungamified interview seemed to state their opinion directly with
little refection. Children who received the gamified version of
the interview seemed to reflect upon possible answers regarding
the character of the game, before stating their final opinion. The
latest resulted in more elaborated and valuable answers. A
reason for this might be that children with ADHD reflect better
upon a third person rather than themselves, and therefore
elaborate more on answers.

Further observations of the participants showed that children
who received the ungamified interview more often lost focus as
the interview proceeded than children who received the
gamified version of the interview. However, although the
children who received the gamified version of the interview
showed to be more engaged with the interview, they were easily
distracted by the board game itself. These children were often
occupied with reaching the finish line or with the avatar of the
game after which they gave an unelaborated answer to the
question that followed.

A final observation is that the results show that children with
concentration difficulties are able to give valuable responses to
lean market research. Children with ADD or ADHD are
sometimes considered to be ignorant, but being able to envision,
elaborate and come up with suggestions on a low-fi prototype,
often used by lean start-ups, signifies that these children are
rather intelligent and simply require an effective way of being
interviewed.

6. LIMITATIONS AND FUTURE
DIRECTIONS

Gamification can be applied in various ways and this study only
focusses on the applying elements of gamification that
correspond to the requirements of children with ADD and
ADHD, retrieved from theories on these disorders. This might
have led to the exclusion of theories on gamification that could
have contradicted the concluded theory that states that
gamification enhances response quality of children with
attentional deficit disorders in lean market research.

Regarding the study design, the sampling of participants of this
research relies on specific criteria. This means that the
availability of participants is very limited, and thereby the
sample size is small. Determining the significance of the
relationship between variables in a small sample group can lead
to biased results. For this reason no quantitative analysis is
implemented in the analysis of the results of this research.

It would, however, be interesting for future research to
determine the significance of each variable and which variable
exerts the greatest influence on the effectiveness of
gamification to enhance the response quality of the participants.
However, to apply the appropriate test to analyze the
significance of the difference in response quality between the
two interview versions and to test the strength and significance
of the relationship between the response quality and each
variable, the expected count per cell should be at least 5 and the
sample size should be larger, thus, this research should be
conducted on a much greater scale.



Next to this, it would be interesting if this research was
conducted on different age groups. Based on that it could be
determined for which age group this method of gamification in
lean market research of children with ADD or ADHD is most
appropriate and what should be altered to enhances the response
quality in lean market research of other age groups.

The aim of this research was to conclude whether gamification
is an effective tool to enhance the response quality of children
with ADD or ADHD in lean market research. However, to
confirm such diagnosis of a participant, the researcher is
required to be a specialist of this field, which is not the case for
this analysis. For this reason, only children who are stated by
their parents to suffer symptoms of this disorder were used as
participants. However, this influences the validity of this
research. It might be the case that one of the participants of this
research does not suffer the disorder and since the research is
conducted on such a small sample group, it has a significant
effect on the outcome. A remark for future research is that it is
to be conducted on children who are officially stated by a
specialist to suffer from Attentional Deficit (Hyperactivity)
Disorder.

This research is based on grounded theory, the value of which
lies in the fact that it avoids making prior assumptions and
instead adopts a more neutral view of human action in a social
context. This includes that the coding system with which the
data has been analyzed, and the interpretation of the data are
subjective to the researcher which might have influenced the
outcome.

Furthermore, the data was collected in conversational
interviews, which could mean that the responses of the
participants were biased by the interviewer or that the
observations of the interviewer was too subjective.

A final limitation is that the interviews have been conducted by
the researcher without prior experience on interviewing
children. This might have had a slight influence on the results.
Therefore, it is suggested that interviews in future research are
conducted by an experienced interviewer.

7. CONCLUSION

This exploratory, qualitative research has been conducted to
determine whether gamification can be used as an effective tool
to enhance the response quality of children with an attentional
disorder in lean market research.

The literature review has shown that it is important for lean
start-ups to conduct continuous market research to receive
customer feedback based on which products are developed and
enhanced. This feedback needs to be fully elaborated and
provide the producers with relevant and useful information in
order to allow the product to be developed to fully satisfy the
needs and demands of its users. In addition to this, the literature
review concludes that children with Attentional Deficit
Disorder or Attentional Deficit Hyperactivity Disorder
experience a lack in ability to direct their concentration. A key
stimulus to directing concentration is stated to be the level of
motivation experienced by the child. This motivation is
suggested to increase when gamification is applied. Based on
this literature review it can be suggested that gamification
increases the motivation of children with ADD and ADHD
which in turn increases the ability to direct concentration.
However, this does not conclude whether this enhances the
response quality of the children in lean market research.

The question whether gamification is an appropriate tool to
enhance response quality of children with attentional deficit
disorders in lean market research was answered by conducting

gamified and ungamified interviews with eleven children who
experienced concentration difficulties.

The results of this research show that on average, the response
quality of participants of the gamified interview was
significantly higher than the response quality of participants of
the ungamified interview. The children who received the
ungamified version of the interview showed an average
response quality of 14.3% whilst children who received the
gamified version of the interview showed an average response
quality of 28.6%. Based on these findings the following theory
is concluded: ‘gamification enhances the response quality of
children with attentional disorders in lean market research’.

In addition to the increase in response quality, participants of
the gamified interview showed to be more motivated by the
interview to give thorough answers than the participants of the
ungamified interview. This confirms prior stated theories on the
effect of gamification on motivation.

Based on the observations of the research, it can also be
concluded that implementing gamification in lean market
research allows children of whom the start-up desires feedback
to be more at ease during the interview which may lead to
higher quality responses.

A further conclusion can be drawn upon the results that children
who received the gamified version of the interview seemed to
reflect upon possible answers before stating their final opinion.
The latest resulted in more elaborated and valuable answers.

However, apart from the fact that gamification does encourage
concentration, gamification also offers distraction from itself.
Most of the participants of the gamified interview were
distracted by the board or the avatar of the game at least once
during the interview. This had an immediate consequence on
the following answer which then was not wholly elaborated. It
can be concluded, then, that gamification enhances the response
quality in lean market research of children with an Attentional
Deficit (Hyperactivity) Disorder, as long as the game itself does
not notably distract the child by its appearance.

This research concludes that lean start-ups, which require
continuous feedback from their customers, should implement
gamification in their lean market research approach when
seizing the opportunity to enter the customer market; children
with Attentional Deficit (Hyperactivity) Disorder. Gamification
enhances the response quality of these children, allowing lean
start-ups to gather more useful and relevant feedback to adapt
their product to, to suit the need and demand of these
customers.
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10. APPENDIX

10.1 Appendix 1

The gamified interview with avatars

10.2 Appendix
Tool to evaluate of the interview by the participant after the
interview has taken place.

Whatis your evaluation on the interview:
How motivating did you find the interview to give thorough answers?

Very motivating quite motivating notreally motivating not motivating at all



10.3 Appendix 3

Coded interview with Participant 1

L. UNGAMIFIED (Boy, 12vrs)

Q1.

Interviewsr: " Do vou think this application would belp son™

Farticipane 1; "Eh, wes Lrhink so, mavbe, Lam able to keep order but o have spocts
after school and scmetime | do not really have rime to make something and thes |

hiave: Lir mpks iy hemework really Late, Bot Lchink that it is elever, Just overything. In
15 cleverly inventad. The most important, such as sests, but often 1 write it in nuy

apendu, Tulin case you formel

Taoes 71 pive vo o nel Reation ™ -

[nierviewer: Ves it does™ { : g
Farticipant [ *Then vou koo when voo ook ot woar phone, sothen T ehick thaal
will he gocnd™.

(2,
Tnerviewer; "Ik oo (kink tha: vour mobile phone is the most suitahle deviee for
using this sppheation

Farticipant [z *TTnn, how de vou mean? i
Interviewer: “well rmayhe you think that something else 15 more yppropoate, o
example wr bave it on a compular”,

Parizipant 12 A phone von can wen on guickly and a sompoter is well, il lukes more
tire,” o

(5.

Inerviewer: “Do yoo hink this application wAll help vou te Ginish isks such ag
homework on time?”

Farticipant [ "Yes. Can vou alsn do your nocmal fomework here?” - ol S
lnterviewer: “Yes™ L
Participant 1: "o then | think, it you forget. then vou alweays have a netitication.
Thars yselul”

4.

Interviewer: D v Qink s application 1 proper solofion for children with Gome-
management problems?

Participant 1: " think that is. Bot for how old is it acioallv? o QUESTET.
Interviewer. “Initally it was meant for adolescents w0 hevween the ages TR and 25
Howewver, it is now the inention to design this for children.”

Participant 1: "L think that it is vsefol for. Ul just, it von maybe with some pecple.
S0 hers you bave, this i3 vour agenda’™ I = 5
Tntervicwar: Yoy '

Partwipamt 1: 7S oo eon wrile vour homessork here g weell? O, sothat 3.7 -«
Inlerviewer: “TTow di you mean? That vou really make yvour homework 7™
Participant T “Well for exumple then you have cxeneise 15 annl 20, Canovoo wrile 1
Aot Tiere?



Interviewer: “Thal 15 nel vel incomomatad but il sowrds Bhe a good idea. O how do
wow anean, Thal vou make the exercise isellin there or al pou siinply wrile 1he
fask

Participant |2 "N, (hal oo write them Dke execiss 15 antil 2007

Interviewer: “True thal sou can do oo thees”

ParticipantT: “Thal 15 uselul™

5

Interviewer: "W hat do wou like best about 1his application ™'

Participant [~ The eotirs sehedule and thar when oo beve anedher sppeiniment sof
how 1t arranges ina dav,”

F.

Tnterviewer: “What weould vew wlil, remmave or chanpe v this application?”
Farticipant I+ "Maybe someons who has difticulties with reading tor exampls
duslexia. Ther he can also use itthen™ S ESTVehy
Inrervicwer; ©Mavbe that it should b spoken?™

Farticipant 1; “¥os eoald be, That would be usefal, bl vou cun recond i Tl mayhe
thal is masl s,

Tnierviewer: ©& Tide impractical shen wou’ne in cless perhaps?

FParticipant [: " Yes”
Interviewer: “That is 2 pood one though™

07

Tnierviewer: “Would you sugges) this apphicalion we oo frisnds?

Participunt [:* Yes, when someone is not stroctueed, then | would, Compas was the
narre right? That (bey shouhd instzll and wse Compas5.7

A LT R o S . Ll o OATED TN,

T R o - P AN



10.4 Appendix 4

Interview with Participant 2

2. GAMIFIED (Boy, | 1yrs)

Q1.

Loteryiewer: T you think Ferer could use compass ¥
Parficipant 2: "Yes so [shoukl o there™ =5 =950 h
0z,

Tnierviewer: “Peter already has a phoge tor & couple of years but he uses i0mesrly o
call ar play some garmnes and doesn’tall ks e on il D vow think his phone is the

mast saitable device lor Peter to wss Compass™

Participant 2; “Yes hevanse then he can organise himself beter”

Intervicwer: “Thul do you think that a phone is te most apprepriate device instead of
for cxample a compuner ™

Participant 2: "Hibm, L actually du think $0 Boeause yio can take Jrevenyw

hire wally

v i T
Tnlerviewer: “Ihat™s true.” ey
Partizipant Z: “sa then T[picks up the mewn] should go there.™
Inervicwer “Yos this wiay.”

Q3.

Inierviswsr: * AL schoal Poter was noL able to fnish his classwork on time, ke most
el low classimanes wore, Therelore the teacher gave him the excreises 1ooadn as
homewars for the next day. Peter is not happy alweul this because he zotually wanted
o gt with his ends after school,

Lro wou think that Compass can belp Peler o finlsh his homesork on time?”
Participant 3 “Yes. In my opinion il dues hecanse Compa35 makes a sound or so und

then ke rernembers thar he bas o do his homewark,
Trissviewer: "Truc. Now Peler enters the rovndabonl, and new It is to you L choose
the exic among these.”

bt 71

Participant 2: “"This vne”

04,

Interviewer: “Peler is a very sport v Tellow. Fvery Tucscay and Thursday he plavs
sports snd s music lessons on Wednesday, As you can see, Peler has g sy
schedule. However, he Lke to play wilk his friends as well. Compass would ke to
help Paeler.

Do vou think that Compass is the proper selution for Peler!” T
Pariicipant 2: "Elun, I do nolrecember the question that well™ =5 40 o
Tnterviswer: 1z i think that Compass 15 the right help for Power because he iz 50
busy wilh doing things, and every day he bas some activiey. 30 do you think Compass
is the comect help or would something slse be haiter?™

~T



Pariicipant 2“1 ihank thal CompudS s beller beczuse il does the imporlant things Tirst
and the less impertant (hangs lawer,”

A

Tnlervigwer: “Aller spending some Lroe wilh Compass, Peter allowed Compass 1o help
. Moy bie as [ Ting his doly seliviies and tres 1o heep his ageoda up to date,

What dur o think Peter 1ikes beat abonr Compass ™

Partizipant 2 *Mayle that he submits bis homewark on time”

Tt
(.

lnterviewer: “Like cvery other porsen, Campass is net nerfosr,

What do vou think Peter woulid Tike o ehange, add or Teave ot ol Compass?™
Prrticipant 571 do naot ko™

Tnterviewer: “No® Tioes he (hink he is pawvnd encugh this w2

Purticipant 2: *¥es”

7.

Interviewer: “Peter has & fend named Tom, Tor 3 g eery cagily dstracted chld, Tle
soems o be very chaonie and unfooussed and bos e dooa ool classwork a homne as o
Tesult,

D v 1k Peler wowld sugdest Compass o his friend?

Furtivipant 20 *¥es hecause then they we all well organised and theo they can play
beller opether, play more weether, have mocs tme to plav toge[h_;;r."-




10.5 Appendix 5

Interview with Participant 3

-
2

GANTFTET (Garl, | 1yrs)

8!

Tnerviewer: “Daoveu think Marie could vse Compass?

Farricipant 3: “Mavbe she con. Mavoe, Sometimes she can use lim well, ot
sometines not. Bocanse, mayoe, she can rermember some things bul when she for
example is vory tirgd or 15 nol very happy, she can forget quitg g lot, And sometimes
shz cam, o well, when she is very happy, she can mayhe remamber things beeause
shz is in & good wmood.” P £F ; e

02

Trierviewer: “Mare already bas a phane for a couple of vears but she wses 10 mosly e
call o play soe peomes and decsn’ all bar time on it Do opow think ber phone is the
mest suitahlz cevice for Marde 10 use CompassT”

Pamicipant % L think it is haniy, hevause else she hos 1o, because she can’t take the
compurcr with ber. Arc when she Tor exarmple has forgoren something she can look o

up and picks up her phone amd then she Tooks on her agonda,

SOOI ",
O3 Wl S Tl
Tulerviewsr: <AL schoal Marie was not able to finish her classwork an ime, like inest
ellow classizares wers, Therefors the teacher mave her the exercises to do as
hcunework for the nest day, Warie 1w mol happy aboot this Becanse he acmally wantod

tey magst with her friends afer school. Do vou think thar Compass can balp Peler o

i

finish bas homeweork an time™

Participant 3: “Yes it can hecause thon Compass savs CoIlaim Inuies, =7 or quarler
el ar how, and then she will eespeoct those minutes, And when she is ready, she can go
shopping with ber thisnds,”

(85

Interviewer: “Mare is o vers sporty fellow. Every Tuesday and Thursday she plays
sprts and bas music Tessons on Wedneadav, As you can sec, Marte has a busy
schiedule. Hivwewver, she likes w play with ber fricnds as well, Compass woull Bhe o
bielp Marie.

T i think thar Cempass is the proper solution for Mare?"

Pusticipant 3: *He can help her by saying what she has, music lessons and everything.
But then she can, ub L don™t koo i she can, bot maybe sbe can just think: now | have
music Tessons when she looks on CompaS35, and then Tean go ko oy . Dol net earlier, 1
may not miss my music Jossons.

Larerviewer: Tt do you (hink that Compass is 2 good selotion for her? Or porhaps
an ggendy instead of » phone™
Pariicipant 3: “Wayhe she can have heth b §think char this is s b betier,”



Q5.
Trteriewer: ©ANer spending sorme Geme with Comnpass, Mae allovwed Compass o
help her. Wi she is lling in her daily activities and tries wo keep her sgends up-to-
dale.

What deovou think Marte [1hes best oo fiod the most usetul about Conpass?™

Participant 31 “That be savs when she has 1o d2 st 50 she docsn's forget, And that
a0 savs, chm well at this hour vou have elass sned gl that hoor yon also have closs™

T

Imfervicwer; “Take every olher persen, Compass is nol perfecl. Whatl do you tind
Mlarie weonl ke o chamge, akl or Teave oot of Comprss?”

Purticipant 3: “Maybe 10 wowld be possile thal in case youw Sorget soonsthing o soall
light shines on vour phone.” ¥

Imerviewer: “50 somewhat of a rceminder™ Care

Participant 3 "Yes”

on
Tnlervigwer; “Wlane has o Memnd ramed Sophie. Sonhie s very easily distracted
childl. She seems (o be very chantic and unfooussed and has oo do 2 Iots of classwork gt
Ticerne as aresall. Dhy you think Marie wonld suggest Compass to Sophic

Participant 3: "Well, Ldon't think that she wonld give ber Compass bt instead woold
cxplain how she can have that too. S0 how she can bave the app oo™

Tnicrcwer: “&o you think that Maric will think, oleuay (s s meosd Tor her woo?
Purlicipant 3: “Yes because she also bas the problen: josc like hee. 3o i would be guoite
mice 17 e dogs tha'™

o O O S SRR | 5 e
AL LR S ! o,



10.6 Appendix 6

Interview with Participant 4

4.

TINGANTTETRD (Hoe, 170ms0)

al.
Tntervieswer: = The o think this apphication would belp o
Parficipant 4 Yes"
[nlerviewer: “YesT"

Participant 4 *Yes, seems usetal™

Q2.
Interviewer: "o you think that your mobile phoae is the most suitable device for
using this application?”

Partieipant 4; ~Yos

[merviewer: “Yes?”

Participant 4; T always wear i0with me so 0l seems uselal”

3.

Interviewer: "o you think this applicstien will help you to finish tasks such as
homework on time™

Participant 4; " Yas. Lalways leave it alons until the last moment, so I think so.

- T
[nlerviewer: “Th you tink ns applicaboen = a proper solution Toe clildeen with time
maraperment problems?

Participane 4 "Yes in most cascs | think 50,7

Tnlerviewer: “What doovou Bhe best about thas applicaton ™

arheipunl 4 “Yew, the seenda®
Parl L Vo, the agend

(3.

Intapviewear: "Whar would won add. remave or change to this application™
Participene 4; °1f 1t is ful"Er:'_lj.l_r1|T.n | mravhbe v.-'r_ullri.__'._._llwl:l‘-c i!l:'ll-l-l.'::_‘:h
Imterviewer: leave out the coffze? S
Parlicipant 4 “¥oes"

0.

Interviewer: “Whould vou sugeesl this application wovou friends?

Farticipanc 4 “Yes, once 1atared wsing it and 1 really find it usetul, which it secis to
negl 1 yes”

n
" = Sl

e, then I woald su



10.7 Appendix 7

Interview with Participant 5

30 UNMOGAMIFIED [Girl, 12%rs)

Q1
Imrerviewer: ™~ Do von think this applicaiion would help you?”
Participant 5 Yos"”
Interviewer: “Yes?"
Parlicipunl 3: [nuods yes
P b

Q2.

Titerviewer: “Do vou think that your mebile phons is the most suitable deviee for
uaing this application ¥

Marticipant 3: "Yes”

Interviswer “So nat & computer for cxample?”

Parlicipanl 3; “Wo”

Q3.

Tnlzrvigwer: “Do vou think Ui application will kelp you to finish rasks such as
hormework o cime ™

Farticipant 3: "Yes, [ think o™

24

Imiervieeeer: “T von think this application is a peeper salution tor children wicth timne-
managermnent problerns?

Participant 3: *Yes"”

Interviewer: “Yes?”

Participant 20 [nods yos)

03,
Tntervigwer: “What diyow ke best about this cpplication
Purticipant 5: “That it says the most important thing oo the agenda™

(6.

Interviewer: “What would you add, romove or change 1o this applicanon?”
Pacticipant 5: 1 don’t have 2 cloz”

lnterviewer: "No!

Prarticipant 5 | shakes how |

larerviewer: “You don’t have to. Don’t feel forced”

7,

iy

Tnterviewer: “Woulil vou suppest s application o yoo friends ™
Purticipant 5 “¥es™



10.8 Appendix 8

Interview with Participant 6

Tnlrvicwer; “Yos"

Participaar 5 [nods wex)

£, UNGAWIFIRD (Carl, | 1yt
0l
Inlerviewer: © D vow think this application would belp you?”
Participant fi: “¥es”
Imzrvigwer: Y es”
Marticipant & "Yes”

Q2.
Intorvicwer VLo you chink that your mobile phone is the most snitakble deviee for
using this aoplication?”

Participan. & T o iink so evauwse Tdo nel bave an Tpad or something similae, and
o & connputer 1 does not seem handy l\t’.rE“ =

R e

Co D S R

(3. .
Intarviewer; Lo you think this applcation will help vou 1o finish tasks such as
homewnrk on tme

Participant 4:"Yes"”

04
Intorvicwer: Do you think this application 1s & proper solurion for children with tine-
nanagement problems T
Participant 977 e, | belicve so.”
Intorvicwer; “Mavbe, Tdon't know, something clse insteadd 7
Participant a:" ™Mb, this seemms o me o be the handies) because 1105 onoyows phone and
i aeiaily dooall Rimds ol ings” Sy T

.
Intorvicwer; Whar da veon Like best abaur this application?™
Participant ;7T do not know, becavss there are just o ot of things that sre very handy.
Hur | thank ther raskiisn, thar s Elvenys |'-;:|'_|I:i_u_:_rjir_:':'_c'rxl_l:uipg: Al hovee mueh v wani o
doand what you want 1w doowith the Gme that voue have,”

e,

Tnlerviewer; “What would wou alil, remove or change o this application 27
Partivipant §:" Mol when [ ihink aboud it Tike this, Then 1 ean’t come up wicth
something.”

07,

Inezrvicwer: "Weonld you suggest this application to you fricnds



10.9 Appendix 9

Interview with Participant 7

farticlpant 67 Y es”
Intzrvicwer "Tes?”
Marticipant & “Yes”

T GAMITFIED (How, 124740

Afler the introduction o the merme and o deseripion o Compa8s 0 =00
Farticipan! 72 T have a question. T sou need internat for this? EEu,am:: chc] shonld.
in ry phome, ard then Tlook at icand it sayva: etev, no internet connection.”™

.
Interviewer: “Do vou think Peter couldd nae Compass™
Participant 7 "Yos”

2.
Tnizrviewer: “Peter already has a phone for a couple of years but he oges it mostly w
call v play soune games and doesa’t all his time on It D vou thiok his phoze is the
minat suitable davice for Perer to use Compass™™

Participant 71 e, §holicvs o, bocanse vou won' 1 take vour [Pl sasily with vone”
Intervicwer: “Okey”™ S L E L SRR g

Participant 72 “And them and thens, Bo il scloally L“']1-..n|1l. om il does e have a
e

Sarmsuny vr un TPhone? Tecause for which (thing is it available?
Al

T =Ly

Interviewer: “That is a good oae. ot the intcntion i3 thar it is “available for I:u-:uTh.
Participant 72 *I'hen [ would zenerally say yas,”

J3.

Imtervicwer At school Poor was nol shle o Gmish his classeork on ome, he mast
Fellowe classmates were, Therelore the teacher gave Tiirn the exercises wdo as
homewark Tor the nesl diey. Peler 15 nol hoppy alicul this Becaonse he actoally wanted
wr meel wilhs bis rlends after school,

Che o think shar Compass can help Petor oo finish his homework on time?™”
Participant 7: "Yes. And then Lsaoold go this way?” - - hna

Intervicwer “Poter is & very sporty follow, Fvery Tuesday anid Thurslay he plavs
sl amd b maesie lessons on Wealnsadaye, As v can see, Peter has a husy
sehodulz, However, he like to play with his mends as well Compass wouald like w
hulp Poier.

T wemn thenk thit Conmpass 1% the propern solation for Peger?”

Participant 7: “1 do ned think so, becanse three times a week sports plus mosie lessons
plus playing with mends, 1 think is rather too much™ Bty Yy e

Interviewer: “5o even an app cant help with e

e



Prrticipant 7 "o

04,

Interviewer: “After spomding sorme rirme with Compass, Peler allowed] Compass o belp
A, Mo b iy Alling his boily seiivites anlires G keep Tis agerda op-to-date.

What do vow think Peter likes hest shoul Compass T

Partivipant 7= = TTis sloppaness and his bBusiness, that he doesn’t have it finished on

Lirme. A z L g
loterviewer: “1s that the most mp'\nmlthmg tar himselt® e
Farticipant 72 1 think a0

lnmerviewer “And what docs he think i3 most Jopartant saceifically feom the app?
Participant 7o [ think, Ldon’t “really know,™

lnrerviewer: ~Just what he thinks, but don’t feel fereed ™

Participant 72 1 think his creanisation”™

0.

lnterviewer: “Like every other person, Compass s not perfect.

What do vou think Peter wonld like to change, add of leave out of Compass?™
Participant 7. "ohhb.”

Inrerviewer; “Here vou con ffJ"l:"{:i mpls nams thc' ]:wms vour mentioned carlier, whal
vina think shonld be added.” Tr ol DOTIGLTED. T

Participant 7z “T have al-eady Torgotten. Tam ke, \\Lu\- [ K it And then 1 don™t
knovas 1L amymore. 3

[nrerviewer: Yo mel ntlnned tl £ ||1tem£:t and 1sing it for both phoncs™

Participant 72 "Yes, I:u:‘“ﬂu;n:' mﬂ\L'u:' it i3 just for Ipad or for Iphone Apple amd mai for
SAmsung. 3o then it eould mavhe be
mabile ph o0 out Uf hl.s ]:uun;kc 1], Boonuse with this you can nlumluml AlTrsL My s
ar games, Mot cven Whatsapp T think.™ YD E T L

Tar Sumsung and mayhe Atgos | [Whils, (2k: ny i

%

o7
[terviewer: "So peter has o friend” [moves the cone w the lett]

Participant 72 718 having a fhiend negsivey

Inrcrviewer, o chat was from before, when vou did not really knoes what vou had 1o
answer, Tight ™

Participant 77 [nody vos

Imterviewer: ~50 Peter has o [lend named Tom, And Tom is almos) gven more chaslic
thur Poior, He has irouble wilh orgumising and concentraling and he strugales with
this."”

Parlivipant 72 “Then Peler would suggest Compa35 o Tom™ - S T
[nterviewer: “You think so077 ' |
Farticipant 7: “Yes 1 think an, because he is also very chaotic. And [ think that Perer-
Dicgelookalike will fool more organised.”

F WL i _- ,l" {
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Interview with Participant 8

8. UNGAMIFIED (Girl, 11vrs)

Q1.
[mterviewer: ™ Do you think this application would help vou?”
Faticipant & “Yes, for making homework, Becanse sometimes 1 do my homework

eosesg
o,
Intervicwer; Do von think thar vour meokile phone is the most suitabls devies for
dsimg this apphication”
Purtivipant & “Yes, b
school or when T go climbing.” K HR B e

":‘.”-'*?;"*'._] hevwss 10 weathy roie rrasl q_l_[__l'_h_::._[_jrnr;j. Towesn whien T ownn an

(3.
lnterviewer: "o vou think this application will help wou to finish taeks such as
nomewark on time?

Participant & “Yes™

[t

Tnervigwer: “The you think this applivalion 15 a proper seluton S chialdren with lime-
managemant problems

Pacticipant §: " Yes becanse thon they know, O no, Lonly have 30 minues Lot to fnish
my hamewerk, Beeguse otheranse Tean't go to that spamt or dosomelhing else. Sa

chen by mmighe concenirate betler on what they have 1o do” M

L™
Q.
Tnterviewer: “What do vou like best about this application?
Pacticipant % *1do think thar it ceniods veo that you bave to do your homewark or
that vou sheuld 2o somewners s vou won't forzet.”
Interviewer: "So the reminder of 109 \
Participant & “Yes™

.
Inierviswer: “What woold you add, rermuove or change o s applicanon ™
Participant 8 T thank nething, [dink icis good as icis”™

¥
Interviewer: ™Waould von sugges: this application to vou friends T
Parvicipant 8 1 do think so. Boosuse semetimes they do’
finished gnd then thew can make 1t or when they forgot in
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Interview with Participant 9

Y. GAMIFIED (Boy. 12vr3)

[,
Intervigwer: “Tio wou think Peler could wie Compass?
Participant 9: [nods yos]

(¥l

Intervieswer: “Peler already has a phone tor a conple of years but he vscs It mostly w
call ar play some games and doesn't 1 his time on it Do vou think bis phone is e
micesl suilable device Tor Peter to usc Compass?!™”

1L he wanted e stan using il then yeah”™ o

3.

Titerviewer: “A1 schoul Peler wos nol able wo Tinish his classwork on time, ke maost
lellow classmnates weaee, Theretore the teachar gave him the exercises @ doas
homewaork tor the next day. Percr is not happy sbout this beranse he setoally waniel
e mcet with bis fricnds afier school,

Lo vou toonk thar Compass com help Peier (o fnish his homewark on dme ™
Purtivipant 9 “Yoeu, prothably, because of the reminders, 0.7

.
[nmrviewer “Perer is a vory spany tollow. Every Tucsday and ‘Thorsday he plays
apotta and has music lessons on Wednesday, As you can soc, Fotor has o busy
schedule. However, e Like tooplay with his riends a4 owelll Compass would Tike o
help Poer,

T o tnk thut Corrpass is the proper solobion lor Peter?™

Participant 92 * Ehm, yeah. Becanse it can. like. move vou other stoft whilc first put
Mie prioeily and then be can put the other stutt lance.”

[ptervlewer: “So peter Is [ the roondabont right s, 1 on the posiive sidhe, Which
way do wou think Peer should choose? You can choose which way he wanls o go.
This way or thar wav?”

Participant < “that wey™.

[ntcrvicwer; “okay, then we move him up here.”

5.

Imlerviewer: A Ner spending some time with Compass, Peter allewed Compass to help
hiro. Muew e is Glling his daily activities and teies to keep his agecda np to-datc,

What e von think Peeer lkes Test about Compass?



Fartizipant O “hlayhe hie likes heing more croantsed and seeing his Griends moe.”

Triervivsver: [eounis the sleps the pariicipant moves (he cone] “sohe s bappe”

[Pasticipant 9 nods yes]

6.
Inerviewer: “Like every other person, Compass (8 not perfeot

What do vou think Feter wonld like to change, add or lease out of Compaszs?™
Participant B “Mavbe o wame, [ he wanls o enjoy msel§or ke g socisl maedis o
spodk 1o his dTicnds.”

Tnierviewer: “that's a good one. T haln™t thoughl of that, Tty inconloet with hig
each oher?™
Purticipant 9 [nidds ves ]

Intervicwer: “1zter has & friend named Tom, Tor i s vory casily distracted chilid, He
sevmng (o b very chaotie and onfocnssed amib bas e dooa lon ol classsark an boimne as o
Tesult,

D o 1k Peler s d sogrerest Commiprass: G Tom

Participant 9 “Yes™

[ntervieweer: “Then we have reached the fnish ne”
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Interview with Participant 10

[0 GAMIFTETY (Boy, 11yrs)

Ql.

larcrviewer: "o vou think Peter conld vse Compass™

Parieipant 100 “Comoass *

Interviewer; 7Y ok the app.”

Porticipant 10: “Yes, bocauss Peter bas o lack of conceniretion or g lagk of dirscling
his comoertration. And he's guile chactic because of thal.”

Tritervipwer: “Yes, yon think 0

Farticipant [0 “Yes™

letervieweer © “That was the First quastion so oo we officially stat |placing the avatar
o Arart]”

2.

Intervivwer: “Poler already bas v phone fer s couple of years Dl be wses 1 most Ty
call or pluy some games and doesan’sll s ame onoal Doovoo think 10 s most solohle
loar Peter o have this apn, Compass an Tis phone

Participant 10 “Yeab, Troean 105 belter G ot ™

intesviewer "Yeah ™

Pamicipant 10: *Yes [ think 0.7

3.

Tnlerviewer: “A0 sehaool Peter was nol able o fimsh his classwadk on timea, Tika insst
felloww classrmates were. Therelore the teacher aave Turn the exercises w do as
aomewark tor the next day. Peter is not happy about this becanse he actually wanted
wr meet with kis friends atter school.

e weu think thet Compass can help Peter o finish his homework on time?™
Partigrpant 10: *Yeah,”

Purticipant 11 “[kecping his eyes om the hourd game] Moy Toask whal 1 that:”
Intervigwer: “That is e roundabout, but FIE tel] von when we pet theee™

4.

Interviewer: "Peter is 4 very sporty. Bvery Tuesday and Thorsday e plavs sports aad
ac actially bas mmaic lessons on Wednesdav, And he has to dao kis homewaork too,
Hewewer, e would still like ro play wich his fricnds as well, Compass wounld Lke to
Ay Feter. Doy tvmk that Comrpass 14 the proper solution for Poier?

Participant 10; “Tthinking desply] Yes.”

nlervicwor “You?

Partizipant 17 “TFh-hien [rods ves]. TOwoulil heln G be siractored”

Intervisaer: “Mow Perer i al the rocedaloul, becanse iLwars 3 positive answel vou



can choose this way or that way.”
Participant 11 This way.”

13

Intervicwer: “After spending soma e with Compass, Peter chose o use Compass
every day, Mow he is filling s daily sciivities and ires Lo keep his azeoda op-to-date.
What oo o think Peter Bkes hest aboown Compasa ™

Participan! 10: “That he can Ord Gee o play with his friends or go to football or bave
lur it general or mavhe that he can complere the tasks™

R 1. - — —

Participant 10: [rerwing the pawn o the nexe figure on which s smiley facs 15
depicled] “Hohe 15 happy.™

Qb

larervicwer: “Like every other person, Compass is nol perfect, vel”

Partierpant TUE Moyl

Tnlervigwer: N

Purtivipant [0z “Tle will he”

Teterviewer: “What do vou think Perer would Like to changs. acd o Leave oul of
Cunnpass ™™

Participant 10k [Atter chinking for a long time:] “Toan't think of anything o change.™
Inrerviewer: “Ldn't won say sometaing abonn soeizl, ey ot the beginning 7
Paricipant 105 © About wher you're in class and the sound it makes. Whal it von have
pinar phone secidentally on silenl.”

Tnrerviewer: “you meant a buceon?

Participant [k * To give you really instead of a sound, just o vibration viw cun leel in
your pocket.”

[nezrviewer: "Thar is & roally good ides,”

L.
Trierviewer: “Peler as a Mriend called Toom. T 15 alse vory unocgaoised and
unlocwsed wnd has o haed dme ving o concentrate,

Cror won chink Peter wonld sugzest Compass to his friend ™
Participant 10 Yo

Interviewer: "YesT”

Participant 10 "L they are propor friends then yes, TN hey we

said much but if they were they would help eucholber”
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Interview with Participant 11

1. Garnified (Girl, 12y

01

Intervicwer: Do won think Mariz Luu]d use Compays?”

Participant 11 “Hrmm, seially ne”

Trierviswer: Mo ™

Participant |1 *Yes because she cen, she can write dowa almost everything the old
fashivned way. She has 2 clock, she has a watch, she has a folder with paTCr tmd i
BET, S0 sl can ,m,p]\l WLz I :I:_m-n, And she pmhdhlv b um alarm clock ot
Interviewer: “Oke so vour opinion i that she cun do i al Teas, as well with anularm
clock s with the app?” .
Participant (12 ;

032

Interviewer; “haric alrcady has g phone for g coople af years bt she nses e sy w
call ar play some mames and doesn’e 201 her tme on il Do voew think Tier phone is the
most suilahle device Tor Mare o ke Compags ™

Participant |12 “Where ¢lse could anvenc uss an app otber than s mebile phene? A
computery”

Interviewer: = Well ves, Bul indeed, mavhe 10 woulil hen not be soomuoeh ol an app bt
more somelhing else ™

Partivipant |1z *Yes " [rmeanwhile foddles with the avatar oo the board gane™ —
Interviewer: * Bur do vou then thiok it is most suitable for Mards to have it on her
ohone ™

Pamtivipant 11 “¥oe™

Tnterviewer: “Ohay then you can meve Marie this way”™

Q3.

Imterviewer: “AL sehonl Mame weas nol able G feish ber clusswork on teme, [1ke miost
lellore elussmites were, Therelomne the leacher gave ber the exercises to do as
fmewrk for the next day. Muarie Ts not happy about this because she acmally wanted
oo to the movie theatre ™

Participant 11: L, no, sl stink that she can do the same with 2 walch and il
allaows her oo dao I.'J'I_\, {:mh,r same fast 4% when she uses li"mnl"dl.‘- :

Imleryiewer: © {}I\d.\' ul watches do not heve these features righe” =
Participant [ “Well such warches do exist |that give vou 4 remandar].” M 8
[nperviewer: “Yes!” ohs

artcipant 11 77es, They can oven eall semeone,”
Interviewer: “Are vou alking showl Teulches?
Participant 11: “¥es”
Tmierviewer: "y hen we mmurve this way [moving the pawn]™

4

Lpmcrvicwer: "Maric is a very spory fellow, Dvery Toesday she playvs Tlockey anid
Wonoscdvs she gos horserrodinge umd bas mosie Tessors on Weadnesday, As you can
soe, Maric has a bosy schedole, TTowesyer, she likes wo do activities with her frisnds on
weekend., Compass woold Tike o help Marie.

T yo think that Crmpass is the proper solocion tor Marie'!™

Participant L “Hmo. [desply thinking].”



Inferviewear: “As o7 a0 faricis o lide, Tmean for ber apenda and al.”
Farticipant [1: "Yes, aciualy o standand aaenda like Boomi (lusembaarpish word 1or
erandmicther has 15 just as handy.” :

[otcrvicwer: "Tear Perlatwol exptricnee © g
Participant 11; [nods ves)

0s.
[nterviewar: "Aftere spending some thine with Compass. Marie allowed Compass 1o
help fer. Kow she is filling In her dally activities and teies @ keep her agends up to
date, Whar do vou think Maric Likes best or fine the maost naeful about Compass™
Participant 11; ~TThro Tdon't know

[Parlicipant |1 Poinls ool o che quesion meark batton of the protoivpe]
[nlerviewer: “The abilily (o asks guestions?”

Farticipanc [ 1: ™o, Tmean the school Tutoen.”™

Interviewer: "Adding tasks and 5o on?

Participant 11; “Hinm [nedding yos).”

Tnlerviewer: Al why is (bl

Participant |12 T don’t oo

e

Tmicrvieser: T dke cvery other persen, Compass s nol perfeen, Thene con ae made
cerlain chammes, So nowe Task you, What do you think Marie would ke o change, add
or leave aul o Cormnass? Thecause a5 vou saiild, she dossn’t fnd ieexiremely uselul”
Farticipanc [ 1: “The app should bave a normal alsrm clock, 5o thar gng can acioaliy
vitke Up.”

Imicrviewer: © That 15 a very good ong.” :
Fartivipant [1: “Tigcawse iers is an alann G medicines, o ime whle aml other things
oot there is 0o nonnal slarm clock o wake & person up.”

Imterviewer: =T find thar & very aseful romark of vou™

¥ 1

Q7.

[nierviewer: “Marie has o [fend named Sophie. Suphie is o very easily distracled
cluld. he seems o be very chaotie and anfecussed aod bas wo de a lots of classwock at
home as a result. Do von think Mardc wouold suggest Compsss to Sophic!™
Purlicipant |1z Y es, Sophie has., 17 Sephic has more rouble than Mare, (hen 1o
Treteer Fon T, Howeeen, 1ol nol ase il Decause Tl esactly s el tine T
havre and what [have o do.”
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Interview with Psychologist Herie de Vries (16.05.2016)

Interviewer:
H. de Vries:

Interviewer:

“What are characteristics of a child with ADD or ADHD?”

“It is often stated that the child with ADD or ADHD has a lack of concentration, however, the child
does not have a lack of ability to concentrate but lacks the ability to direct his or her concentration.
Children with ADD and ADHD are easily distracted, have their heads filled with many thoughts at
once and are keen to have a high level of imagination and ability to relate to. Which is why when you
say one thing, their mind jumps ten pages ahead and is rapidly filled with other thoughts and they
appear to be forgetful or inattentive. Children with an Attentional Deficit Disorder come on as
unorganised and unstructured but pay a great deal of attention to details. Teachers and parents are
often unaware of the disorder and frequently label the child as stupid, while in fact, the child is very
smart but simply requires more time and has a different way of formulating answers.
Children with this disorder suffer from what is called “time-blindness”. In order to plan ahead
behavior, an individual needs to link executive functions to the motoric system. This link is not fully
developed, hence any future-oriented action is impaired. Interesting is that a stimulant, rather than a
tranquiliser, than helps hyperactive children to establish this link in the brain. Children with ADD or
ADHD struggle to use time effectively because they are not aware of the passing of time.”

“How can one trigger and maintain the attention of a child with ADD or ADHD?”

“H. de Vries: “In order for a child with ADD or ADHD to remain focussed, the child needs to be motivated.

Interviewer:
H. de Vries:

Children with ADD or ADHD require rewards. It is often best to not say what the exact reward is, so
that the child remains intrigued. Another way to keep the child focussed in by continuous
interaction”

“What are important criteria when constructing an interview for children with ADD and ADHD?”

“In order to stay focused, an interview with children suffering from ADD and ADHD should remain
under a fifteen minute time-frame. Next to this the interview structure should be flexible and
interactive. The environment should be neutral, meaning that it offers little distraction.
These children also require to know how much time, or for example exercises, they have left or at
least given the indication at the start. Children with ADD or ADHD need to be visually supported
and require a clear goal that should be stated from the start as well as clear instructions to reach that
goal.”



10.15 Appendix 15
Interview with Psychologist Johanna Van Sabben (20.05.2016)

Interviewer: “In what way, with what tools do children reflect best on themselves?”

J. Van Sabben: “Children, especially those with a disorder, often find it hard to reflect on themselves. For this
reason it is suggested to let them reflect on a third person or character with whom they can
identify themselves. This person or character should remain neutral, not a direct representation of
the child. The child should be able to relate to the character but it should not be too personal. One
way to do so is by showing an character with an open expression.”

Interviewer: “What are important criteria when constructing an interview for children with ADD and ADHD?”

J. Van Sabben: “Conducting the interview in a familiar environment for the child. One that offers little distraction,
meaning no decorations or moving objects. Children in general require a slower way of asking
questions as well as the use of basic words instead of advanced and complicated words and
sentence structures.
For the interviewer it is important to be friendly. Letting the child feel at ease. This means that
the interviewer should firstly introduce him or herself and inform the child about the motive of
the research. The interviewer should also tell the child not to worry about right or wrong
answers. And finally, the interviewer should maintain an open, friendly expression.”
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Clearer versions of the interviews

1.

UNGAMIFIED (Boy, 12yrs)

Ql.

Interviewer: “ Do you think this application would help you?”

Participant 1: “Eh, yes I think so, maybe. I am able to keep order but I do have sports after school and
sometime I do not really have time to make something and then I have to make my homework really
late. But I think that it is clever. Just everything. It is cleverly invented. The most important, such as
tests, but often I write it in my agenda, but in case you forget.

Does it give you a notification?”

Interviewer: “Yes it does”

Participant 1: “Then you know when you look at your phone, so then I think that it will be good”.

Q2.

Interviewer: “Do you think that your mobile phone is the most suitable device for using this
application?”

Participant 1: “Uhm, how do you mean?

Interviewer: “well maybe you think that something else is more appropriate, for example to have it on a
computer”.

Participant 1: ““A phone you can turn on quickly and a computer is well, it takes more time.”

Q3.

Interviewer: “Do you think this application will help you to finish tasks such as homework on time?”
Participant 1: “Yes. Can you also do your normal homework here?”

Interviewer: “Yes”

Participant 1: “So then I think, if you forget, then you always have a notification. That’s useful.”

Q4.

Interviewer: “Do you think this application is a proper solution for children with time-management
problems?”

Participant 1: “I think that is.. But for how old is it actually?”

Interviewer: “Initially it was meant for adolescents so between the ages 18 and 25. However, it is now
the intention to design this for children.”

Participant 1: “I think that it is useful for.. Uh. just, if you maybe with some people. So here you have,
this is your agenda?”

Interviewer: “Yes”

Participant 1: “So you can write your homework here as well? O, so that is..”

Interviewer: “How do you mean? That you really make your homework?”

Participant 1: “Well for example then you have exercise 15 until 20, Can you write it down here?
Interviewer: “That is not yet incorporated but it sounds like a good idea. Or how do you mean. That you
make the exercise itself in there or that you simply write the task?”

Participant 1: “No, that you write them like exercise 15 until 20.”

Interviewer: “True that you can do in there”

Participantl: “That is useful”.

Q5.

Interviewer: “What do you like best about this application?”

Participant 1: “The entire schedule and that when you have another appointment and how it arranges in a
day.”

Q6.

Interviewer: “What would you add, remove or change to this application?”

Participant 1: “Maybe someone who has difficulties with reading for example dyslexia. That he can also
use it then.”

Interviewer: “Maybe that it should be spoken?”

Participant 1: “Yes could be. That would be useful, that you can record it. But maybe that is not so...”



Interviewer: “A little impractical when you’re in class perhaps?”
Participant 1: “ Yes”
Interviewer: “That is a good one though”

Q7.

Interviewer: “Would you suggest this application to you friends?”

Participant 1: “ Yes, when someone is not structured, then I would, CompaSS was the name right? That
they should install and use CompaSS.”



2.

GAMIFIED (Boy, 11yrs)

Ql.
Interviewer: “Do you think Peter could use CompaSS?”’
Participant 2: “Yes so I should go there.”

Q2.

Interviewer: “Peter already has a phone for a couple of years but he uses it mostly to call or play some
games and doesn’t all his time on it. Do you think his phone is the most suitable device for Peter to use
Compass?”

Participant 2: “Yes because then he can organise himself better.”

Interviewer: “But do you think that a phone is the most appropriate device instead of for example a
computer?”’

Participant 2: “Hhm, I actually do think so because you can take it everywhere with you.”
Interviewer: “That’s true.”

Participant 2: “So then I [picks up the pawn] should go there.”

Interviewer: “Yes this way.”

Q3.

Interviewer: “At school Peter was not able to finish his classwork on time, like most fellow classmates
were. Therefore, the teacher gave him the exercises to do as homework for the next day. Peter is not
happy about this because he actually wanted to meet with his friends after school.

Do you think that CompaSS can help Peter to finish his homework on time?”

Participant 2: “Yes. In my opinion it does because CompaSS makes a sound or so and then he
remembers that he has to do his homework.

Interviewer: “True. Now Peter enters the roundabout, and now it is to you to choose the exit among
these.”
Participant 2: “This one”

Q4.

Interviewer: “Peter is a very sporty fellow. Every Tuesday and Thursday he plays sports and has music
lessons on Wednesday. As you can see, Peter has a busy schedule. However, he like to play with his
friends as well. CompaSS would like to help Peter.

Do you think that CompaSSs is the proper solution for Peter?”

Participant 2: “Ehm, I do not remember the question that well.”

Interviewer: “Do you think that CompaSS is the right help for Peter because he is so busy with doing
things, and every day he has some activity. SO do you think CompaSS is the correct help or would
something else be better?”

Participant 2: “I think that CompaSS is better because it does the important things first and the less
important things later.”

Q5.

Interviewer: “After spending some time with CompaSS, Peter allowed CompaSS to help him. Now he is
filling his daily activities and tries to keep his agenda up-to-date.

What do you think Peter likes best about CompaSS?”

Participant 2: “Maybe that he submits his homework on time”

Q6.

Interviewer: “Like every other person, CompaSS is not perfect.

What do you think Peter would like to change, add or leave out of CompaSS?”’
Participant 2:”I do not know”

Interviewer: “No? Does he think he is good enough this way?”

Participant 2: “Yes”



Q7.

Interviewer: “Peter has a friend named Tom. Tom is a very easily distracted child. He seems to be very
chaotic and unfocussed and has to do a lot of classwork at home as a result.

Do you think Peter would suggest CompaSS to his friend?

Participant 2: “Yes because then they are all well organised and then they can play better together, play
more together, have more time to play together.”



3.

GAMIFIED (Girl, 11yrs)

Ql.

Interviewer: “Do you think Marie could use CompaSS?”

Participant 3: “Maybe she can. Maybe. Sometimes she can use him well, but sometimes not. Because,
maybe, she can remember some things but when she for example is very tired or is not very happy, she
can forget quite a lot. And sometimes she can, yes well, when she is very happy, she can maybe
remember things because she is in a good mood.”

Q2.

Interviewer: “Marie already has a phone for a couple of years but she uses it mostly to call or play some
games and doesn’t all her time on it. Do you think her phone is the most suitable device for Marie to use
CompaSS?”

Participant 3: “I think it is handy, because else she has to..because she can’t take the computer with her.
And when she for example has forgotten something she can look it up and picks up her phone and then
she looks on her agenda.

Q3.

Interviewer: “At school Marie was not able to finish her classwork on time, like most fellow classmates
were. Therefore, the teacher gave her the exercises to do as homework for the next day. Marie is not
happy about this because he actually wanted to meet with her friends after school. Do you think that
CompaSS can help Peter to finish his homework on time?”

Participant 3: “Yes it can because then CompaSS says certain minutes, ten or a quarter of an hour, and
then she will respect those minutes. And when she is ready, she can go shopping with her friends.”

Q4.

Interviewer: “Marie is a very sporty fellow. Every Tuesday and Thursday she plays sports and has music
lessons on Wednesday. As you can see, Marie has a busy schedule. However, she likes to play with her
friends as well. CompaSS would like to help Marie.

Do you think that CompaSs is the proper solution for Marie?”

Participant 3: “He can help her by saying what she has, music lessons and everything. But then she can,
uh I don’t know if she can, but maybe she can just think: now I have music lessons when she looks on
CompaSS, and then I can go to my . But not earlier, I may not miss my music lessons.

Interviewer: “But do you think that CompaSS is a good solution for her? Or perhaps an agenda instead
of'a phone?”
Participant 3: “Maybe she can have both but I think that this is a bit better.”

Q5.

Interviewer: “After spending some time with CompaSS, Marie allowed CompaSS to help her. Now she
is filling in her daily activities and tries to keep her agenda up-to-date.

What do you think Marie likes best or find the most useful about CompaSS?”

Participant 3: “That he says when she has to do stuff, so she doesn’t forget. And that she says, ehm well
at this hour you have class and at that hour you also have class.”

Q6.

Interviewer: “Like every other person, CompaSS is not perfect. What do you think Marie would like to
change, add or leave out of CompaSS?”

Participant 3: “Maybe it would be possible that in case you forget something a small light shines on your
phone.”

Interviewer: “So somewhat of a reminder”

Participant 3: “Yes”

Q7.
Interviewer: “Marie has a friend named Sophie. Sophie is a very easily distracted child. She seems to be
very chaotic and unfocussed and has to do a lots of classwork at home as a result. Do you think Marie



would suggest CompaSS to Sophie?”

Participant 3: “Well, I don’t think that she would give her CompaSS but instead would explain how she
can have that too. So how she can have the app too.”

Interviewer: “So you think that Marie will think, okay this is good for her too?

Participant 3: “Yes because she also has the problem just like her. So it would be quite nice if he does
that”



4. UNGAMIFIED (Boy, 12yrs)

Ql.

Interviewer: ““ Do you think this application would help you?”
Participant 4: “Yes.”

Interviewer: “Yes?”

Participant 4: “Yes, seems useful”

Q2.

Interviewer: “Do you think that your mobile phone is the most suitable device for using this
application?”

Participant 4: “Yes

Interviewer: “Yes?”

Participant 4: “I always wear it with me so it seems useful”

Q3.
Interviewer: “Do you think this application will help you to finish tasks such as homework on time?”
Participant 4: “Yes, I always leave it alone until the last moment, so I think so.

Q4.

Interviewer: “Do you think this application is a proper solution for children with time-management
problems?”

Participant 4: “Yes in most cases I think so.”

Q5.
Interviewer: “What do you like best about this application?”
Participant 4: “Yes, the agenda”

Qo.

Interviewer: “What would you add, remove or change to this application?”
Participant 4: “If it is for children I maybe would... the coffee”
Interviewer: leave out the coffee?

Participant 4: “Yes”

Q7.

Interviewer: “Would you suggest this application to you friends?”

Participant 4: “Yes, once I started using it and I really find it useful, which it seems to me, then I would
suggest it yes.”



5. UNGAMIFIED (Girl, 12yrs)

Ql.

Interviewer: ““ Do you think this application would help you?”
Participant 5: “Yes”

Interviewer: “Yes?”

Participant 5: [nods yes]

Q2.

Interviewer: “Do you think that your mobile phone is the most suitable device for using this
application?”

Participant 5: “Yes”

Interviewer: “So not a computer for example?”

Participant 5: “No”

Q3.
Interviewer: “Do you think this application will help you to finish tasks such as homework on time?”
Participant 5: “Yes, I think so”

Q4.

Interviewer: “Do you think this application is a proper solution for children with time-management
problems?”

Participant 5: “Yes”

Interviewer: “Yes?”

Participant 5: [nods yes]

Q5.
Interviewer: “What do you like best about this application?”
Participant 5: “That it says the most important thing on the agenda”

Qo.

Interviewer: “What would you add, remove or change to this application?”
Participant 5: “I don’t have a clue”

Interviewer: “No?

Participant 5: [shakes head]

Interviewer: “You don’t have to. Don’t feel forced”

Q7.

Interviewer: “Would you suggest this application to you friends?”
Participant 5: “Yes”

Interviewer: “Yes”

Participant 5: [nods yes]



6. UNGAMIFIED (Girl, 11yrs)
Ql.
Interviewer: ““ Do you think this application would help you?”
Participant 6: “Yes”
Interviewer: “Yes”
Participant 6: “Yes”

Q2.

Interviewer: “Do you think that your mobile phone is the most suitable device for using this
application?”

Participant 6: “I do think so because I do not have an Ipad or something similar, and on a computer it
does not seem handy to me”

Q3.
Interviewer: “Do you think this application will help you to finish tasks such as homework on time?”
Participant 6:”Yes”

Q4.

Interviewer: “Do you think this application is a proper solution for children with time-management
problems?”

Participant 6:”Yes. I believe so.”

Interviewer: “Maybe, I don’t know, something else instead?”

Participant 6:”Nah, this seems to me to be the handiest because it is on your phone and it can actually do
all kinds of things.”

Q5.

Interviewer: “What do you like best about this application?”

Participant 6:”’1 do not know, because there are just a lot of things that are very handy. But I think that
tasklist, that is always replaces everything, at how much you want to do and what you want to do with
the time that you have.”

Q6.
Interviewer: “What would you add, remove or change to this application?”
Participant 6:”Not when I think about it like this. Then I can’t come up with something.”

Q7.

Interviewer: “Would you suggest this application to you friends?”
Participant 6:”Yes”

Interviewer: “Yes?”

Participant 6: “Yes”



7.

GAMIFIED (Boy, 12yrs)

After the introduction to the game and a description of CompaSS
Participant 7: “I have a question. Do you need internet for this? Because else I should, on my phone, and
then I look at it and it says: retry, no internet connection.”

Ql.
Interviewer: “Do you think Peter could use CompaSS?”
Participant 7: “Yes”

Q2.

Interviewer: “Peter already has a phone for a couple of years but he uses it mostly to call or play some
games and doesn’t all his time on it. Do you think his phone is the most suitable device for Peter to use
CompaSS?”

Participant 7: “hmm, I believe so, because you won’t take your IPad easily with you.”

Interviewer: “Okay”

Participant 7: “And then and then.. But it actually depends on it, does he have a Samsung or an [Phone?
Because for which thing is it available?”

Interviewer: “That is a good one, but the intention is that it is available for both.”

Participant 7: “Then I would generally say yes.”

Q3.

Interviewer: “At school Peter was not able to finish his classwork on time, like most fellow classmates
were. Therefore the teacher gave him the exercises to do as homework for the next day. Peter is not
happy about this because he actually wanted to meet with his friends after school.

Do you think that CompaSS can help Peter to finish his homework on time?”

Participant 7: “Yes. And then I should go this way?”

Q4.

Interviewer: “Peter is a very sporty fellow. Every Tuesday and Thursday he plays sports and has music
lessons on Wednesday. As you can see, Peter has a busy schedule. However, he like to play with his
friends as well. CompaSS would like to help Peter.

Do you think that CompaSS is the proper solution for Peter?”

Participant 7: “I do not think so, because three times a week sports plus music lessons plus playing with
friends, I think is rather too much”

Interviewer: “So even an app cant help with that?”

Participant 7: “No”

Q5.

Interviewer: “After spending some time with CompaSS, Peter allowed CompaSS to help him. Now he is
filling his daily activities and tries to keep his agenda up-to-date.

What do you think Peter likes best about CompaSS?”

Participant 7: “ His sloppiness and his business, that he doesn’t have it finished on time.
Interviewer: “Is that the most important thing for himself?”

Participant 7: “I think so.”

Interviewer: “And what does he think is most important specifically from the app?
Participant 7: “ think, I don’t “really know.”

Interviewer: “Just what he thinks, but don’t feel forced.”

Participant 7: “I think his organisation”

Q6.

Interviewer: “Like every other person, CompaSS is not perfect.

What do you think Peter would like to change, add or leave out of CompaSS?”’

Participant 7: “uhhh.”

Interviewer: “Here you can for example name the points you mentioned earlier, what you think should
be added.”



Participant 7: “I have already forgotten. I am like, okay I know it. And then I don’t know it anymore.
Interviewer: “You mentioned the internet and using it for both phones”

Participant 7: “Yes, because maybe it is just for Ipad or for Iphone Apple and not for Samsung. So then
it could maybe be for Samsung and maybe Argos [Whilst taking his mobile phone out of his pocket].
Because with this you can download almost no apps or games. Not even Whatsapp I think.”

Q7.

Interviewer: “So peter has a friend” [moves the cone to the left]

Participant 7: “Is having a friend negative?

Interviewer, No that was from before, when you did not really know what you had to answer, right?”
Participant 7: [nods yes]

Interviewer: “So Peter has a friend named Tom. And Tom is almost even more chaotic than Peter. He
has trouble with organising and concentrating and he struggles with this.”

Participant 7: “Then Peter would suggest CompaSS to Tom”

Interviewer: “You think so?”

Participant 7: “Yes I think so, because he is also very chaotic. And I think that Peter-Diegolookalike will
feel more organised.”



8.

UNGAMIFIED (Girl, 11yrs)

Ql.

Interviewer: “ Do you think this application would help you?”

Participant 8: “Yes, for making homework. Because sometimes I do my homework really late in the
evening and then I have to sleep really late.”

Q2.

Interviewer: “Do you think that your mobile phone is the most suitable device for using this
application?”

Participant 8: “Yes, because I have it with me most of the times. Even when I am at school or when I go
climbing.”

Q3.
Interviewer: “Do you think this application will help you to finish tasks such as homework on time?”
Participant 8: “Yes”

Q4.

Interviewer: “Do you think this application is a proper solution for children with time-management
problems?”

Participant 8: “Yes because then they know, O no, I only have 30 minutes left to finish my homework.
Because otherwise I can’t go to that sport or do something else. So then they might concentrate better on
what they have to do.”

Q5.

Interviewer: “What do you like best about this application?”

Participant 8: “I do think that it reminds you that you have to do your homework or that you should go
somewhere so you won’t forget.”

Interviewer: "So the reminder of it?”

Participant 8: “Yes”

Q6.
Interviewer: “What would you add, remove or change to this application?”
Participant 8: “I think nothing. I think it is good as it is.”

Q7.

Interviewer: “Would you suggest this application to you friends?”

Participant 8: “I do think so. Because sometimes they don’t have their homework finished and then they
can make it or when they forgot it.



9.

GAMIFIED (Boy, 12yrs)

Ql.
Interviewer: “Do you think Peter could use CompaSS?”’
Participant 9: [nods yes]

Q2.

Interviewer: “Peter already has a phone for a couple of years but he uses it mostly to call or play some

games and doesn’t all his time on it. Do you think his phone is the most suitable device for Peter to use
CompaSS?”

Participant 9: “Well, if he doesn’t use it so much then He probably wouldn’t get it. But if he wanted to
start using it then yeah.”

Q3.

Interviewer: “At school Peter was not able to finish his classwork on time, like most fellow classmates
were. Therefore the teacher gave him the exercises to do as homework for the next day. Peter is not
happy about this because he actually wanted to meet with his friends after school.

Do you think that CompaSS can help Peter to finish his homework on time?”

Participant 9: “Yes, probably, because of the reminders, so.”

Q4.

Interviewer: “Peter is a very sporty fellow. Every Tuesday and Thursday he plays sports and has music
lessons on Wednesday. As you can see, Peter has a busy schedule. However, he like to play with his
friends as well. CompaSS would like to help Peter.

Do you think that CompaSS is the proper solution for Peter?”

Participant 9: “ Ehm, yeah. Because it can, like, move you other stuff while first put the priority and then
he can put the other stuff later.”

Interviewer: “So peter is in the roundabout right now. It’s on the positive side. Which way do you think
Peter should choose? You can choose which way he wants to go. This way or that way?”

Participant 9: “that way”.

Interviewer: “okay, then we move him up here.”

Q5.

Interviewer: “After spending some time with CompaSS, Peter allowed CompaSS to help him. Now he is
filling his daily activities and tries to keep his agenda up-to-date.

What do you think Peter likes best about CompaSS?”

Participant 9: “Maybe he likes being more organised and seeing his friends more.”

Interviewer: [counts the steps the participant moves the cone] “so he is happy.” [Participant 9 nods yes]

Q6.

Interviewer: “Like every other person, CompaSS is not perfect.

What do you think Peter would like to change, add or leave out of CompaSS?”

Participant 9: “Maybe a game. If he wants to enjoy himself or like a social media to speak to his
friends.”

Interviewer: “that’s a good one. I hadn’t thought of that. To stay in contact with his each other?”
Participant 9: [nods yes ]

Q7.

Interviewer: “Peter has a friend named Tom. Tom is a very easily distracted child. He seems to be very
chaotic and unfocussed and has to do a lot of classwork at home as a result.

Do you think Peter would suggest CompaSS to Tom?”

Participant 9: “Yes.”

Interviewer: “Then we have reached the finish line.”



10. GAMIFIED (Boy, 11yrs)

Ql.

Interviewer: “Do you think Peter could use CompaSS?”

Participant 10: “CompaSS?”

Interviewer: “Yes the app.”

Participant 10: “Yes, because Peter has a lack of concentration or a lack of directing his concentration.
And he’s quite chaotic because of that.”

Interviewer: “Yes, you think so?”

Participant 10: “Yes”

Interviewer : “That was the first question so now we officially start [placing the avatar on start]”

Q2.
Interviewer: “Peter already has a phone for a couple of years but he uses it mostly to call or play some
games and doesn’t all his time on it . Do you think it is most suitable for Peter to have this app, CompaSS
on his phone?”

Participant 10: “Yeah, I mean it’s better than nothing.”

interviewer: “Yeah?”

Participant 10: “Yes I think so.”

Q3.

Interviewer: “At school Peter was not able to finish his classwork on time, like most fellow classmates
were. Therefore the teacher gave him the exercises to do as homework for the next day. Peter is not
happy about this because he actually wanted to meet with his friends after school.

Do you think that CompaSS can help Peter to finish his homework on time?”

Participant 10: “Yeah.”

Participant 10: “[keeping his eyes on the board game] May I ask what is that:”
Interviewer: “That is the roundabout, but I’1l tell you when we get there.”

Q4.

Interviewer: “Peter is a very sporty. Every Tuesday and Thursday he plays sports and he actually has
music lessons on Wednesday. And he has to do his homework too. However, he would still like to play
with his friends as well. CompaSS would like to help Peter. Do you think that CompaSS is the proper
solution for Peter?”

Participant 10: “[thinking deeply] Yes.”

Interviewer: “Yes?”

Participant 10: “Uh-hem [nods yes]. It would help to be structured”

Interviewer: “Now Peter is at the roundabout, because it was a positive answer you can choose this way
or that way.”
Participant 10: “ This way.”

Q5.

Interviewer: “After spending some time with CompaSS, Peter chose to use CompaSS every day. Now he
is filling his daily activities and tries to keep his agenda up-to-date.

What do you think Peter likes best about CompaSS?”

Participant 10: “That he can find time to play with his friends or go to football or have fun in general or
maybe that he can complete the tasks”

Participant 10: [moving the pawn to the next figure on which a smiley face is depicted] “So he is happy.”

Q6.

Interviewer: “Like every other person, CompaSS is not perfect, yet.”
Participant 10: “Not yet.”

Interviewer: “No.”

Participant 10: “He will be.”



Interviewer: “What do you think Peter would like to change, add or leave out of CompaSS?”
Participant 10: [After thinking for a long time:] “I can’t think of anything to change.”

Interviewer: “Didn’t you say something about social, way at the beginning?”

Participant 10: “ About when you’re in class and the sound it makes. What if you have your phone
accidentally on silent.”

Interviewer: “you meant a button?”

Participant 10: “ To give you really instead of a sound, just a vibration you can feel in your pocket.”
Interviewer: “That is a really good idea.”

Q7.

Interviewer: “Peter has a friend called Tom. Tom is also very unorganised and unfocused and has a hard
time trying to concentrate.

Do you think Peter would suggest CompaSS to his friend?”

Participant 10: “Yes.”

Interviewer: “Yes?”

Participant 10: “If they are proper friends then yes. If they weren’t he wouldn’t have said much but if
they were they would help each other.”



11.

Gamified (Girl, 12yrs)

Ql.

Interviewer: “Do you think Marie could use CompaSS?”

Participant 11: “Hmm, actually not.”

Interviewer: “No?”

Participant 11: “Yes because she can, she can write down almost everything the old fashioned way, She
has a clock, she has a watch, she has a folder with paper and a pen. So she can simply write it down. And
she probably has an alarm clock too.”

Interviewer: “Oke so your opinion is that she can do it at least as well with an alarm clock as with the
app?”

Participant 11:

Q2.

Interviewer: “Marie already has a phone for a couple of years but she uses it mostly to call or play some
games and doesn’t all her time on it. Do you think her phone is the most suitable device for Marie to use
CompaSS?”

Participant 11: “Where else could anyone use an app other than a mobile phone? A computer?”
Interviewer: “ Well yes. But indeed, maybe it would then not be so much of an app but more something
else?”

Participant 11: “Yes.”[meanwhile fuddles with the avatar on the board game.”

Interviewer: *“ But do you then think it is most suitable for Marie to have it on her phone?”

Participant 11: “Yes.”

Interviewer: “Okay then you can move Marie this way.”

Q3.

Interviewer: “At school Marie was not able to finish her classwork on time, like most fellow classmates
were. Therefore the teacher gave her the exercises to do as homework for the next day. Marie is not
happy about this because she actually wanted to go to the movie theatre.”

Participant 11: “Uhm, no. I still stink that she can do the same with a watch and it allows her to do the
exact same fast as when she uses CompaSS.”

Interviewer: “ Okay, but watches do not have these features right.”

Participant 11: “Well, such watches do exist [that give you a reminder].”

Interviewer: “Yes?”

Partcipant 11: “Yes. They can even call someone.”

Interviewer: “Are you talking about Iwatches?”

Participant 11: “Yes.”

Interviewer: “Okay then we move this way [moving the pawn]”

04.

Interviewer: “Marie is a very sporty fellow. Every Tuesday she plays Hockey and Wednesdays she goes
horseriding and has music lessons on Wednesday. As you can see, Marie has a busy schedule. However,
she likes to do activities with her friends on weekend. CompaSS would like to help Marie.

Do you think that CompaSSs is the proper solution for Marie?”

Participant 11: “Hmm, [deeply thinking].”

Interviewer: “As of so far it is a little, I mean for her agenda and al.”

Participant 11: “Yes, actualy a standard agenda like Bomi (luxembourgish word for grandmother) has is
just as handy.”

Interviewer: “Yes?”

Participant 11: [nods yes]

Q5.

Interviewer: “After spending some time with CompaSS, Marie allowed CompaSS to help her. Now she
is filling in her daily activities and tries to keep her agenda up-to-date. What do you think Marie likes
best or find the most useful about CompaSS?”

Participant 11: “Uhm I don’t know.”

[Participant 11 Points out to the question mark button of the prototype]

Interviewer: “The ability to asks questions?”

Participant 11: “No, I mean the school button.”

Interviewer: “Adding tasks and so on?”

Participant 11: “Hmm [nodding yes].”

Interviewer: “And why is that?”

Participant 11: “I don’t know.”

Q6

Interviewer: “Like every other person, CompaSS is not perfect. There can be made certain changes. So



now I ask you,What do you think Marie would like to change, add or leave out of CompaSS? Because as
you said, she doesn’t find it extremely useful”

Participant 11: “The app should have a normal alarm clock. So that one can actually wake up.”
Interviewer: ““ That is a very good one.”

Participant 11: “Because there is an alarm for medicines, a time table and other things but there is no
normal alarm clock to wake a person up.”

Interviewer: “I find that a very useful remark of you.”

Q7.

Interviewer: “Marie has a friend named Sophie. Sophie is a very easily distracted child. She seems to be
very chaotic and unfocussed and has to do a lots of classwork at home as a result. Do you think Marie
would suggest CompaSS to Sophie?”

Participant 11: “Yes. Sophie has., If Sophie has more trouble than Marie, then it is better for her.
However, I would not use it because I know exactly how much time I have and what I have to do.”



10.17 Appendix 17

Low-fi prototype of the time management app start-screen shown to the participants (Feijen et al.2015)




10.18 Appendix 18
Low-fi prototype of the Agenda of Feijen et al. (2015) shown to the participants
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