Eliciting Personal Values through Isolation Questioning: A Graphical Interface Approach
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Participants
A group of 15 participants diverse in age (18-65) and gender

+ Behavioral support agents are systems designed to assist individuals in
their day-to-day lives by providing assistance on various activities (Kola
et al., 2020).

The experiment indicates that participants tend to prioritize different

Literature Review & Misalignment Scenario personal values when certain situations occur.

Procedure
Instructions and signing of the consent form
Interaction of the user with the graphical interface
User modelling based on the answers with Python script
The participant provided corrections to the model (if necessary)
System Usability Score (SUS) questionnaire

. . . . . Experiment Set-up Some participants emphasize long-term values over short-term values.

* A personalized and effective user experience is dependent on updating

user models in real-time. As part of achieving this, Al systems need to
comprehend a user's current priorities, situation, and the impact of

contextual factors on their behavior (Tielman et al., 2018).

Need for broader and more specific choice options.

Design of the Graphical Interface
Users tend to overread some questions without fully comprehending what

. . the question asks for.
Conduction of the Experiment

e The concept of a personal value can be defined as a belief or principle
that a person holds as being important or desirable (Schwartz, 1992).

Interfaces with isolation questioning generally performed better than
interfaces with comparison questioning. In addition, audio and graphic
interface types outperformed textual-based interfaces.

Additional experiment
Comparison between different interfaces in research group
Graphical / Audio/ Textual & Comparison / Isolation questions
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Data Analysis
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been created in which a certain context leads to model updates.
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: . . 10. Future Prospects
Figure 3: Aggregated responses from the experiments for scenario 1.

. - L . - . Longitudinal studies
Table 1: Basic statistics hamming distance Table 2: Basic statistics value difference

Drink choice

Empower users and engage them in the elicitation process

Sample Size Mean Median Standard Deviation

Sample Size Mean Median Standard Deviation

2.193 15 8 (o}

15 1.333 0 13.065

Using different technologies for interface implementation and
user modelling

Table 3: Comparison between interfaces, a/b indicates the average magnitude of a
participant's correction. Here, "a" represents a user's sum of the value differences
and "b" represents the number of changes in all behaviors (hamming distance).

How much do you agree with the following
statement:

Imagine the following context:

Increasing the study's objectivity (larger sample size, improve consistency

[ Drink Water ]
and comparability of evaluation measures, etc.)

Drink Sugary Drink
— There is a party coming up which you are going
}- to attend. At the party there is both your sugary

It is enjoyable to drink water at a party.

__,‘{ Party e drink of choice (e.g. beer, cocktail, juice) and
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Answer the following questions. 1 X 712 40/8 10/2 0 Refe rences
Strongly disagree Neutral Strongly agree
2 25/5 X 25/4 110/10 5/1
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