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Sustainable Motivation Support
using an Agent-user Acting a Contender

Shou Karino1,a) Taku Fukushima1,b) Takashi Yoshino2,c)

Abstract: We have supported people who join a parallel-text sharing community to motivate example-
sentences evaluators. Hence, we have developed the support system that employs factors like “fun” and
“accomplishment.” However, the system do not enough motivate users who evaluate sentences. Therefore,
we proposed an agent user that act a contender for a user and verified the effect of supporting sustainable
motivation. The agent user is introduced as the first user on this system, and contests with a user on quan-
tity of evaluating work. Moreover, the agent user motivates the user who evaluate sentences using a sense
of “affinity” because the agent user performs the first user on the system. We conducted the experiment for
3 days and we revealed that the users tend to evaluate sentences over the agent user’s works when the user
saw the agent user’s quantity of work.
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Fig. 1 Screenshot of an example-sentence evaluation screen.
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Fig. 2 Screenshot of the information of an agent user.
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Table 1 Classification of the subjects in the experiments.

A B C D E F G H I J K L N M O

TackPad

A∼O

( 1 )

( 2 )

17 19

30

( 3 )

19

( 4 ) 2 3

1

( 5 ) 4

3

1

D

( 1 ) 5 20

( 2 ) 2 2 3

10 30

( 3 ) D 10 30

( 4 ) D 50 D+2 10

( 5 ) D 100 200 D+1 10

( 6 ) 40 60
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2

( 1 )

( 2 )

4.1 4.2

4.1

15 7 8

1

*4

1 L

C, I, J

( 1 )

( 2 )

( 3 ) 3

• TackPad 5 *5

• 5

( 4 ) 3

1
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*5 TackPad
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Table 2 Use times of using this system by the subjects.

A B D G H L N O

1 05:19 06:07 12:53 11:07 12:22 07:58 10:45 11:45 09:47 0.203

2 09:11 15:19 12:42 11:00 05:41 06:39 06:12 06:04 09:06 0.385

3 07:01 10:57 01:05:04 06:04 05:06 08:36 03:50 11:38 14:47 0.064

3 07:10 10:48 30:13 09:24 07:43 07:44 06:56 09:49 11:13 0.563

C E F I J K M

1 03:38 09:01 08:08 06:27 08:19 08:32 08:48 07:33

2 08:39 11:30 05:53 06:04 07:58 03:16 07:30 07:16

3 20:50 17:19 07:36 11:50 20:21 08:41 13:13 14:16

3 11:02 12:37 07:12 08:07 12:13 06:50 09:50 09:42

: : :

1

3

Table 3 Number of evaluations by subjects and agent users.

A B D G H L N O

1 10 (9) 37 (10) 22 (6) 27 (5) 8 (5) 20 (8) 11 (10) 8 (9) 18 (8) 0.223

2 15 (9) 58 (34) 45 (20) 30 (25) 9 (8) 20 (18) 10 (10) 10 (10) 25 (17) 0.270

3 15 (18) 76 (70) 130 (54) 36 (36) 14 (11) 30 (24) 11 (12) 20 (12) 42 (30) 0.355

3 13 57 66 31 10 23 11 13 28 0.418

C E F I J K M

1 30 21 16 36 33 10 24 24

2 13 50 27 32 47 6 30 29

3 111 72 45 67 53 10 32 56

3 51 48 29 45 44 9 29 36

1
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( 1 ) 1 5 10

( 2 ) 2 1 90

( 3 ) 3 2 120
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Table 4 Result of the questionnaire survey about the agent

user’s number of evaluations.

1 2 3 4 5

(1) 0 0 3 5 0 4 4

(2) 0 0 1 4 3 4 4

1: 2: 3:

4: 5:

8

8 1

7 3

N

4.2.2

4 8

6 3

3

5

4 4

1 D

8 2

3 A N A

1 D

N

N

4

1 D

5

Table 5 Result of the questionnaire survey about the agent

user’s affinity.

1 2 3 4 5

(1) 0 4 2 1 1 2.5 2

(2) 1 6 0 1 0 2 2

1: 2: 3:

4: 5:

8

4.2.3

5

2.5 2

2

B, D

B, D 1

3

1

4.2.4

6

6

6
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Table 6 Result of the questionnaire survey about the user’s

favorite function.

(1) 1 5 6

(2) 1 2 3

(3) 4 3 7

(4) 4 2 6

(5) 0 3 3

15

8

6

5.

3
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