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Text Input Evaluation

Transcription Task
High internal validity

Composition Task
High external validity

CorY condition

Task 1/10

You will be shown an English sentence. You just need to type it n.
Please proceed quickly and accurately.

Tvpe the following text:
No there will be plenty of others.

RepLY condition

Task 1710

You will be presented with a message you received on your mobile device. You
need o write a reply.

We want you to invent and type in a fictitious (but plausible) response. Use your
imagination. Please proceed quickly and accurately. Do NOT include any
private information (such as real email addresses, phone numbers, or names),

Write as if you were actually typing the reply on your mobile device. Do
NOT write about your actions or state of mind.

tried... going 2 bed. love u

ComposE condition
Task 1/10

Imagine you are using a mobile device and need o write a message.

We want you to invent and type in a fictitious (but plausible) message. Use your
imagination. If you are struggling for ideas, think about things you often write
about using your own mobile device (but don't just copy one of your messages).
Please proceed quickly and accurately. Do NOT include any private
information (such as real email addresses, phone numbers, or names). Invent a
new message for each task of this type.

Write as if you were actually typing the message on a mobile device, Do
NOT write about your actions or state of mind.

SITUATION condition

Task 110
Y ou will be presented with a shon fictitious situation. Imagine you are using a
mobile device and compose a message,

Y ou should respond in your own words. There are no right or wrong answers,
but your response should be plausible given the situation. Y our respone need
not be strictly supported by the text, use your imagination. Please proceed
quickly and accurately. Do NOT include any private information (such as real

email addresses, phone numbers, or names).

Write as if you were actually typing the message on a mobile device. Do
NOT write about your actions or state of mind.

Aubrey handles procurement of supplies in your office. Your printer
no longer contains magenta or cyan ink. Make a request to Aubrey.

AID condition

Task 1710

Due 10 a medical condition or accident, imagine you can't talk or type on a
normal keyboard. Instead, you use a special communication device that speaks
for you. You operate this device by pushing a button whenever your desired
letter is highlighted. By repeatedly pushing the button, you can spell out words,
phrases or entire sentences.

Invent a fictitious (but plausible) communication you might make using your
device. Think of the things vou might want to say to your family, friends, care-
givers, and people you meet in the community. Please proceed quickly and
accurately. Do NOT include any private information (such as real email
addresses, phone numbers, or names). Invent a new communication for each
task of this type.

Write as if you were actually using your communication device to speak for
you. Do NOT write about your actions or state of mind.
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Standardisation of virtual keyboards
for Indic scripts
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Participant: Kaustubh ( Std 18-a)

Trained | times

0 LTU sessions completed

0 Self-Explore sessions: 0.000mins in total
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‘Type It’ Research

Niels Henze, Enrico Rukzio, Susanne Boll

What is it about?
nvestigated the touch lbehaviour on mobile devices’ virtual

<eyboards through a game “lype It

What data is collected??
Various data about the used devices and the performance of the players.
User location, device name, time zone, width-height of the virtual keyboard

Why a game?
=Xperimenters control most variables and conduct studies with a small
numlber of participants in a lab (high internal and low external validity).

ql W] fel| B Bt ByA Ful FIY fol Fp

all s k] BTe| fgl i P i
zxcvbnm<"zl]

.

—

Downloads
100,000 - 500,000



Gamification

Gamification it typically refers to the use of game mechanics, aesthetics
and game thinking to engage people, motivate action, promote learning,
and solve problems - Kapp

Gamification means use of game design elements in non-game
contexts. - Deterding, S., Dixon, D., Khaled, R., and Nacke, L.

Gamification for development, and Gamification for enhancement.
- Korhonen, Montola and Arrasvuori
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Social Motivations to use Gamification

An empirical study of ramifying exercise - Hamari, Juho

Social Influence Reciprocal benetfit
Soclal influence refers to an individual’s Contributing and, In turn, receiving benefit
perception of how important others regard the fromthe social community

target behaviour and whether they expect one
to perform that behaviour.

Recognition Network exposure
Recognition fundamentally describes the Value from the network depends on the
social feedback users receive on their behaviours. number of other users.
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Mechanics

Dynamics

Specific set of things Some reared attached to

Visual representation of the player's character

Specific instantiations of

Achievements

Avatars

Visual representations of achievements
To get to the next level
Magic spells

Level up Do something

Get something in exchange

Do something meaningful

Content Unlocking

Badges
Boss Fights
Collection

Combat

Gifting
Leaderboards

Levels

Points

Quests

Connect people people

New sword

Real

Pay with money
Virtual

Drive action forward

See how you are doing in real time

Get new things to move forward

Benefit

Achievement

Buying or selling

Social Graph

Teams

Virtual goods

Processes
Challenges
Chance
Competition
Cooperation

Feedback

Resources Acquisition

Rewards

Transactions
Turns

Win states

Components

Mechanics

Pyramid of gamification by Kevin Werbach

Dynamics, Mechanics, Components

\

The Pyramid Of Gamification Elements
- Kevin Werbach

( Ivan Staroversky - www.StarOverSky.com }

Common elements

Dynamics

Variety of options

Lower level tend to implement

One or more higher-level concepts

Dynamics
Mechanics
Components
Not with all elements but
Best system v

Uses elements effectively

Create overall experience of the game

Big picture aspect

The hidden structure Makes regular patterns

Not the same as Rules

Constraints

Emotions

Provide framing for the game
Narrative

Progression

Relationships

Visual experience

Aesthetics

Sound

Limiting freedom

Improves creativity
Puts together pieces of the game Something whole
Storyline
Sense of flow Consistant graphical experiences
Opportunity to improve

Giving the player a sense

Friends Teammates Opponents
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Candy Crush
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Design elements in a gamified survey

Effects of Gamification on Participation and Data Quality in a
Real-World Market Research Domain - Jared et al

Core task Gamification Levels

Image identification e Survey: Only core task

Slogan matching

QuIiz » Partial Game: Core task, game mechanics
Game mechanic e Full Game: Core task, game mechanics, points,
Theme timer, sound effects, or feedback
Rewards
Challenge

Progress

16
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Protocol

recruitment

reading test
assigning a keyboard
ig=llallgle

FTU

LTU

practice

gifts

Participant: Kaustubh ( Std 18-a)

Trained 1 times

0 LTU sessions completed

0 Self-Explore sessions: 0.000mins in total

W 90dt (Swarachakra Marathi)

Training

Explore

Longitudinal
Task

18
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anyone interested

training

FTU no sp‘ecialised help G tracknumberof 'hi'nt kéquésts

LTU No moderator anytime / anyplace UT

practice No moderator accurately record the difficult words
gifts no physical gifts gamification elements, social dynamics
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to observe

what to instruct?

2



conjunct instruction

Jinstruction

3 instruction

2l instruction

2l instruction

none

tays

repeat

none

Jinstruction

3 instruction

2l instruction

2 instruction

ctinstruction  repeat

tays

repeat

repeat

22

Jinstruction

3 instruction

2l instruction

2 9l instruction

repeat

tays

repeat

repeat

repeat

conjunct instruction

Jinstruction

3 instruction

2l instruction

2 instruction

repeat

repeat

tays

repeat

repeat
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Competition

Rewards
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Levels

FTU 20 words
Single player
4 |levels 5 words each

LTU 10 phrases per session
Single player

2 levels 2 phrases per level
2 levels 3 phrases per level
58 levels 5 phrases per level

Total 66 levels

4.0 75% 1M 20:28

N
1
N
1
N
1
N
1
N
K
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Phrases/Level

Stage

Stage 2

Stage 3

Stage 4

otal

UT

10

10E OM OH ()

3t 2M OH (5)

5E 5M OH (5)

4E 4M 2H (15)

30

Tapaatap

O

5E OM OH (10)

4E 1M OH (10)

3E 2M OH (10)

OE 2M 1H (30)

o0
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Levels

Grid based
Ordered Progression
Should there be an unlocking criteria®?

Should multiple attempts on levels be allowed?
|s order of play important?

27
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Composition based Race
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4.0 75% 1M 20:28 4.0 75% 1 20:28

Select location

Powai Mahesh S

top speed - cpm:30
accuracy - 89% 123

Thane Mukesh M

You beat xyz.

Chembur Saniya

You become

Mumbai Suburb Dhruv Best tyPISt in Powai

Location Leaderboard

Mulund Shashank
! [ [¢) S © o7
Pimpri Madhav ? J )| c eI Sl U
Nashik Narayan | g Th q | q O
"y T d@ 9 uq
Satara Gajanan
| g & & |
Nanded Milind c
5} T : 3 O
>
En Done
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Rewards

Badges

Conditions

Typed consecutive 2 phrases without error
Typed consecutive 5 sentences without error

Typed consecutive 10 sentences without error

o |

‘op speed crossed 30 cpm

| |

‘op speed crossed 65 cpm

o]

'yped consecutive 3 sentences without backspace

2l

'yped consecutive 6 sentences without backspace
1 hour of typing at a stretch

2 hours of typing at a stretch

Moving average speed crossed 30 cpm

Moving average speed crossed 50 cpm
Completed 30 sentences in a day

Completed 2 levels in a day

Speed badges
Accuracy lbadges
Endurance badges

31



Achievements

32

4.0 75% 1 20:28

top speed, cpm:30
consecutive 2 phrases without
error

completed 2 hours of typing

average speed, cpm:40

completed 3 levels in a day

completed 40 phrases in a day

completed 6 hours of typing

consequtive 5 phrases without
backspace




Normalised C
One score

Speed vs Accuracy

L
40-60 cpm -3 star

60-80 cpm -4 star
80-100 cpm - 5 star

33
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Typing Screen
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POICY

Loading...
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Onboard Screen

Keyboard Select

Training

Register

Levels
Typing Screen
Feedback

Achievements
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Feedback

Mundane

“Cannot view my previously typed sentences.”

- - - [C) i1 ] &
Different keyboards, variable heights
g o o 9
Cannot relate to chit copying T & 8 & W
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Splash Screen - Home Screen
Onboard Screen Typing Screen . Leaderboard
Achievements

Keyboard Select-~

Register

52



WY §17 GHeNI fob BT ? T WS BT foig 2T,

qrn =iz / T 16 cpm
37701 FET 2 T[T .

1 BRI TEeTe e 2 .

2 are 2rd &,
AT HATEE He 835 qrEEes WEE

T HATUaIEwA HIe! 8% greTsiae e
aleie ST S s e

A =i / SET 16 cpm
o1 et 3 T e,

1 SMANETS AT Pedrd 2 i,

& T 2T
T WOt el §3 (T AIsTe

T TR A B3 e s
At S R TR

e g / 37 84 16 cpm
o) et 3 e S,

1 HAFRIETE! TreTell (T 2 .

a9l fAear




-

-

= —

[

o
=3
13
L
@
.m|
5
=2
&
0
i
=
=]
8
)
8
&)

-

© cuiey







of 1 2 3 4 5 68 7 8 9 0O

Q
<




2

BT 812 SHeTd o BII? Tl 315[7 BT foig 2.

e W18 / 3T &IdT 16 cpm
31O Y 3 b eI,

1 SHPRIATS! qraTell Asdrd 2 dR.

Chat with Tappoji

& d19Y 2189 1.

AT APTITGHA 3Tl 83 gHeATsIde dIsel

AT FPTUITGHRA HTell 8§35 JHATSAS AISRIT
dieid AR Sl IR fead!

e T8 / 33T &d1 16 cpm
37O Rl 3 T doer .

1 HEPRRITS! TRTeT ST 2 dR.




Replies
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Badges

2

Accuracy Badges

Typed consecutive 2 phrases without error
Typed consecutive 5 sentences without error W

Typed consecutive 10 sentences without error
AT HPTOATERA HTell §3H JHATSADS HISRIAT

Speed Badges
Top speed crossed 30 cpm o i s
Top speed crossed 65 cpm N
Moving average speed crossed 30 cpm
. dwE1 g / 391 &1dT 16 cpm
Moving average speed crossed 50 cpm I 1 3 T o

Endurance Badges B
1 hour of typing at a stretch * &
2 hours of typing at a stretch

Completed 30 sentences in a day

Completed 2 levels in a day




Badges

Accuracy Badges

Typed consecutive 2 phrases without error \ 1 /

Typed consecutive 5 sentences without error e o—
Typed consecutive 10 sentences without error @ @ @ @ @

Speed Badges

Top speed crossed 30 cpm

Top speed crossed 65 cpm

Moving average speed crossed 30 cpm

Moving average speed crossed 50 cpm o ° @ @ @

Endurance Badges

1 hour of typing at a stretch

2 hours of typing at a stretch
Completed 30 sentences in a day
Completed 2 levels in a day



Levels

Progression tab
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Location Leaderboard

Based on locations from -

List of constituencies of Maharashtra Legislative Assembly




Evaluation Goals

Broadly
To check If users experience fun and engagement with the application

SPECIfIC

To check if the on boarding process effects In no levels played on first day
0 check If they connect with theme

0 check for any difficulties while copying and comparing the phrase

‘0 check which property do user target - Speed or Accuracy
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Observing motivational level

Threshold for 2 days - Training + FTU + 2 LTUs
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Users

Jser
Jser 2
Jser 3
Jser 4
User 5

F 30
M 23
M 24
M 38
M 29

Swift-key

Sparsh
Swarac

Swarac
C-dac

fls!

fls!

<rd

Kra

6/
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Feedback

Application should communicate that each word appears twice In training
Focus on edit text

Next text button should be disabled until Tappoj replies all his comments
What is cpm?
5 stars, how is it calculated?

Tappoj takes too much time to reply. Slows me down
Tappoji can use smileys while replying.

appoji should notice users trying to game the app, reply with relevant comment
Progression is not communicated well
Comments are repetitive
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