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Abstract. This paper is intended to observe what factors would be most 
effective for motivating the use of a new function. We named the factors that 
motivate the use of such function "Kickers". We took up GUI of a music player, 
and clarified the evaluation structure, in which users might want to start using, 
by using the Evaluation Grid. We also had the developers make evaluation, and 
compared the results with those of users. As a result, it was made clear that the 
early step of using the function is motivated by the operation of an emotional 
factor of becoming <interested> in the function and of a factor concerning 
easiness to <understand> it. This result was verified by conducting a 
quantitative questionnaire survey. 
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1   Introduction 

1.1   Purpose 

The digitization and networking of electric appliances have proceeded remarkably. 
When it comes to digital appliances, even the function which is cited as one of the 
highest users' buying motives is not utilized enough in their daily lives. We wish that 
the new functions of digital appliances will be used by a variety of people including 
the elderly and those who are not good at using a machine. For that purpose, it is not 
enough to remove barriers alone. In addition, it is important to develop such products 
and user interfaces as would induce users to "want to use" [1]. 

In our studies made so far, we assumed that there must be some factors for 
motivating the user to use a new function, which we named "Kickers" [3]. 

The purpose of this paper is to identify effective Kickers by analysing the  
users' evaluation on the GUI of a new function. We also have developers evaluate  
the GUI of a new function. We wish to be of service in developing more user-
centered products by knowing the difference in points evaluated by users and 
developers. 
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1.2   Viewpoints of Study 

The act of using a certain function can be largely divided into 2 steps - initial use and 
continual use thereafter. Initial use refers to the process where a user gets inclined to 
start using the function for the first time and until the time when the user actually 
starts using it. Continual use refers to the process where the user continues using the 
function and until the time when the user stops using it. 

We gave thought to the process of motivating such initial use by further dividing 
into 3 steps - becoming <interested>, <understand>, and <go ahead>. To start using a 
certain function, it is necessary for the users to become <interested> in and 
<understand> it by having multiple Kickers interacted with each other. However, that 
alone may not always lead to actual use; there are cases where another step of <go 
ahead> is needed. 

Kickers refer to what are summarized in the higher conceptions from specific 
examples of having caused those mental transitions. By enhancing the level of 
abstractness, we assume that we can also apply the Kickers to other products and 
interfaces. We show here the Kickers that have been obtained so far from the study of 
digital TV users (Fig. 1). 

This paper specifically focuses on the steps of becoming <interested> and 
<understand> among those processes. 

 

Fig. 1. Motivated process and identified Kickers 
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2   Survey 1 (Evaluation Grid) 

2.1   Procedure of Survey 

We took up the function of music player for mobile phone as an object function. The 
music player refers to the function that can save music in the memory of mobile 
phones through a PC or over the Internet and replay it. 

To eliminate the preference factor of the brand name or appearance design, we 
prepared and presented only moving images with sound on the GUI screen for 5 
different models. We assumed that this would provide the user with the same level of 
experience as touching a working sample of product in the store. 

Those interviewees in this survey were 5 university students who are close to our 
target users in age and 7 designers engaged in the development of GUI. 

In order to systematically clarify the factors motivating the use, we employed the 
Evaluation Grid. The Evaluation Grid is an interviewing method that has attracted 
attention in recent years. It clarifies the recognition structure regarding what users will 
pay their attention to and, as a result, how they will evaluate. And, this can be 
summarized in a tree-shaped schematic diagram of "objective, specific understanding 
(lower conception) => sensory understanding (evaluation item) => abstract value 
judgment (higher conception)" [2]. 

First, we presented 2 different GUI moving images each on the PC screen and 
asked a question, "Which one would you like to use?" And then, we asked another 
question, "Why would you like to use A more than B?", to extract evaluation items. 
Then, we raised another question about the evaluation item, "What sort of merits do 
you think it will provide you with?" to find out the higher conception. And we also 
asked a question, "Specifically, what do you think should be done to realize it?" to 
find out the lower conception. We repeated these questions 10 times, one for each 
combination of A, B, C, D, and E. We summarized the evaluation structure of those 
interviewees in the survey in a schematic diagram. We coordinated the students' and 
designers' schematic diagrams separately to make comparison between the 2 groups. 

2.2   Results and Discussions 

If there were any evaluation items similar or affinitive to each other, we took off one 
of them and unified them into one by using the KJ-Method, and summarized them 
into 8 evaluation items. Next, we classified the weight of each evaluation item. For 
this purpose, we call the number of evaluators who evaluated each item "the number 
of evaluation", and the proportion of the number of evaluators occupied in the total 
number of evaluators "the level of evaluation" (Fig. 2). 

What have caused the students to be inclined to use were emotional items. The 
number one item was "The animation is amusing, matching well with music", and the 
second one was "It's a smart, nice design". These 2 items accounted for more than 
60% of the level of evaluation. Cited as these higher conceptions were - "I can enjoy 
music better", "I 'm glad to have found something new", "It makes me want to show it 
to other people", etc.  

What the students evaluated next were the items related to understandability - “It’s 
easy to see the song title and the name of the singer”, “It’s easy to operate and the 
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buttons are easy to identify”, “The screen is simple in a good way”, etc. As a higher 
conception for these items, “It doesn’t take much time” was often cited. 

In comparison with the results of the designers' responses, there was little 
difference from the evaluation items that were obtained from the students. However, 
the designers showed a tendency of highly evaluating the items relating to the level of 
easiness in understanding. What the designers highly evaluated the most was "It's a 
smart, nice design", and the number two item was "It's easy to operate and the buttons 
are easy to identify". Also, they evaluated "A lot of information is displayed" and 
"The animation is rather modest", which the students did not evaluate at all. 

Let's examine the reasons for the difference. The students make judgment based on 
their first impression at a glance. This represents that the step of becoming 
<interested> in the process motivating the use is the main element. On the other hand, 
the designers are well versed in the GUI. It seems that the designers take into account 
the items necessary for not only becoming <interested>, but also the next step of 
<understand>. It is also presumable that they, in the position of developers, try to 
incorporate the requirements of the organization all over. 

Now we wonder if the items evaluated by the designers such as "A lot of 
information is displayed" and "The animation is rather modest" will not be the 
evaluation items that make people want to use. It remains questionable if we come to 
a conclusion from the consequence of the responses only because the sampling 
number of students was limited.  

 

Fig. 2. The level of evaluation 

3   Survey 2 (Web Questionnaire) 

3.1   Procedure of Survey 

In order to verify the evaluation items that were clarified in Survey 1, we conducted a 
quantitative Web questionnaire survey. The purpose of this survey was to find out 
which items have significant influence on motivating the use. 
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We had the company's employees in their 20's and 30's, who are close to our 
assumed users, participate in the survey. The sample number excluding invalid 
answers was 56 in 20's plus 145 in 30's, totaling 201. 

The objects were same as Survey 1. They were 4 kinds of GUI moving images of 
the music player - A, B, C, and D. As the number of questions was limited due to the 
questionnaire system, we omitted E, which showed the least popularity in Survey 1. 

This questionnaire survey was conducted on the Intranet. We used a method of 
having the alternative selected and entered while replaying the moving images of GUI 
on another window. 10 evaluation items were set based on the evaluation items 
obtained from Survey 1. To begin with, we asked which items among the 10 are 
applicable to each GUI (with multiple answers allowed). And then, we asked the 
interviewees how much they want to use each GUI in 5 levels. 

3.2   Results and Discussions 

We carried out 3 kinds of statistical analyses of the collected survey results. 
It shows the level of desire to use by GUI (Fig. 3). This is the proportion of the 

answerers who chose "4. I'd like to use it rather" and "5. I'd like to use it" among the 5 
evaluation levels against the question if they are interested in using. D showed the 
highest level of desire to use and then A as the next preference. 

Next, we analysed the applicable items and the level of influence on the level of 
desire to use by GUI with the use of the Quantification Theory 1. Among the 
evaluation items, we took off one of them, if similar or correlated, and figured out the 
level of influence (Category score) on 7 items (Fig. 4). 

As a result, we can say the followings: In GUI A, influential evaluation items were 
"The graphic is beautiful" and "The screen is simple in a good way". In B, "The 
graphic is beautiful", "The animation is amusing", and "The screen is simple in a good 
way". In C, "The graphic is beautiful", "The screen is simple in a good way", and 
"Letters and markings are legible". In D, "The graphic is beautiful" and "The screen is 
simple in a good way". 

Finally, we conducted a correlation analysis using all the data on A, B, C, and D. 
We analysed the correlation between each item and the level of desire to use. 

 

Fig. 3. The level of desire to use by GUI 
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1. Buttons are easy to identify 7. Easy to see text and icons
3. Screen is simple 8. Easy to see title and artist
4. Animation is amusing 9. Easy to see play status
6. Graphic is beautiful

Fig. 4. The level of influence on each item 

As a result, we found that there were correlations in two 2 items only (Fig. 5). Just 
like the results of the Quantification Theory 1, "The screen is simple in a good way" 
showed a high correlation. Also, as to "The animation is rather modest", it showed a 
negative correlation. This represents that if the animation is too modest, the level of 
desire to use declines. 

From the above statistical analysis, we can say that the items which raise the level 
of desire to use are "The graphic is beautiful" and "The screen is simple in a good 
way". We are of the opinion that the item "The animation is amusing" does not have a 
significant influence as much as the results we obtained from the students in Survey 1. 
If "the animation is too modest," however, we assume it is clear that the level of 
desire to use will decline. In short, it turned out that the evaluation items, such as "A 
lot of information is displayed" and "The animation is rather modest", which were 
highly evaluated by the designers in Survey 1, are wrong when viewed from the 
standpoints of users. 

1○  : true of 1   1×  : false of 1
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1. Buttons are easy to identify 6. Graphic is beautiful
2. A lot of information 7. Easy to see text and icons
3. Screen is simple 8. Easy to see title and artist
4. Animation is amusing 9. Easy to see play status
5. Animation is rather modest 10. Smart design  

Fig. 5. The correlation between each item and level of desire to use 

4   Conclusion 

In conclusion, we observe the results obtained from the above-mentioned two surveys 
in a comprehensive manner based on the scheme of the processes motivating the use 
of a new function. In order to make the users to become <interested> in a new 
function, it is necessary to make multiple Kickers interact with each other. In order to 
make the Kickers, which are the higher conception, put into motion, it is necessary 
that specific, sensory items work with each other. Shown below are the effective 
Kickers and specific, sensory items which have become clear in this paper: 
 

[Kicker (Higher conception)] 
 

 [Specific, sensory item] 

Interested in using it as a status
(want to show it to someone else)
 

<= Smart-looking design 

Expectation for something new 
(glad to have found a new thing)
 

<= Animation being amusing 

Conformance with benefit 
(want to enjoy music better) 

<= Animation matching well 
with music 

 



186 A. Kuramochi and C. Yamamoto 

Likewise, in order to have the users <understand> a new function, the following 
Kicker and specific, sensory item would be most effective. 
 

Eye-catching / light interface 
(doesn't take much time) 

<= Screen is simple in a good 
way 

 
What we took up in this paper is the GUI screens of a certain function only, and they 
were limited. However, we could identify common factors that motivate use across 
different product categories. 

Also, in the comparison of evaluation points between the users and developers, it 
turned out that the evaluation items "A lot of information is displayed" and "The 
animation is rather modest", of which the developers took into account as top 
priorities, were not appreciated so much by the users. 

As a future task, we are going to clarify the factors for determining to <go ahead> 
toward actual use, which were not taken up this time. In the forthcoming user 
interviews, therefore, we are going to focus and collect information on the factors by 
asking "What caused you to use the new function?" with regard to a new function of a 
music player. 

It is necessary for us to further refine and generalize the concept of Kickers as well 
as the model for motivating the use of a new function. For that purpose, we wish to 
increase the variation of our surveys and also clarify the process of continual use. 
 
Acknowledgments. Special thanks for the members of Soft-Design Department of 
SHARP Co. and Prof. Toshiki Yamaoka at Wakayama Univ. 
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