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Appendix A. Interview Question

1. Canyou tell me a little bit about what it was like to be part of this study?

1. Why is that?
2. What were the most challenging aspects you encountered during this research study?

1.  Why is that so?
3. What were your initial reactions to the EMA app?

1. How did this change over the course of the research?

2. Can you explain your experience with the pinging of the app?

3. Did you feel the frequency of pinging was appropriate, or too much or too little?

4.  Given your daily schedule, what would be optimal schedule for pinging? Can you explain why?
4. Inyour opinion, do you think adding some sort of rewards or incentives to the app, for example like those in

video games, would make this data collection experience more motivating for users?

1. If so, what kind of rewards or incentives might you find motivating?

2. If you could see how you compare to other users, what comparisons might you find interesting?
5. Tell us about the EMA app and its relationship to your interactions with the robot

1. Do you believe the app influenced your interaction with the robot?

2. How so?

3. If app responses altered the robot behavior, how might that have affected your interaction?

4. If the app could provide additional feedback at the end of each day, what would you like to see?
6. Is there anything else you would like to tell us about your experience in this study?

Appendix B. Joy-For-All Robotic Pet

Appendix C. Sanky Diagram on Code Co-Occurrence
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Appendix D. Interview Code Structure Table

name codegroup 1 codegroup 2 comment
1 Alert: Negative EMA App Alert Expressions which indicate th.at the partl.mpants felt the pining
was too frequent or have negative impressions
2 Alert: Positive EMA App Alert Expressions which indicate that the participants felt the pining
was helpful or good
3 AAGHE RTRIOE EMA App Alert Suggestions about Pinging.
4 Challenges Overa.ll Challenges Difficulties during the Experiment
Experiment
3 Charging: Negative Collar Charging Negative expressions associated with charging
6 Charging: Positive Collar Charging Positive expressions associated with charging
7 Charging: Suggestions Collar Charging Suggestions about charging
8 Collar affected Interactions . Expressions that the participants felt the collar affected his/her
Collar Interactions . - .
interactions with SAR.
g Collar Design: Negative Collar Design Negative expressions associated with the collar design Negative
10| Collar Design: Positive Collar Design Positive expressions associated with the collar design
Ll (GO D T o Collar Design Suggestions about the collar design
12 | EMA affected Interactions . Expressions that the participants felt the EMA Application
EMA App Interactions affected his/her interactions with SAR.
13 | Feelings: Negative Overall . Negative feeling while the participant has being involved in the
. Feelings
Experiment study
14 | Feelings: Positive Overall . Positive feeling while the participant has being involved in the
E . Feelings
xperiment study
15 | Feelings: Suggestions Overall . Suggestions of feelings while the participant has being involved
. Feelings 5
Experiment in the study
16 | Gamification: Negative . . . . . . .
EMA App Gamifications  Negative Attitudes with gamification of EMA app
17 | Gamification: Positive EMA App Gamifications  Positive Attitudes with gamification of EMA app
I8 | Gamification: Suggestions EMA App Gamifications  Suggestions with gamification of EMA app
19 | Hawthorn effect Opverall . Expressions that represent either EMA app or Collar affected the
. Interactions 6. \ .
Experiment participants' behavior
20| Incentivizing: Negative EMA App Incentivizing ~ Negative Attitudes with Incentivizing of EMA app
21 | Incentivizing: Positive EMA App Incentivizing  Positive Attitudes with Incentivizing of EMA app
22 | Incentivizing: Suggestions EMA App Incentivizing ~ Suggestions with Incentivizing of EMA app
23 | Leaderboards: Negative EMA App Leaderboard aAptlt)ltudes with making comparison (with other people) of EMA
24 | Leaderboards: Positive EMA App Leaderboard Positive Attitudes with making comparison (with other people) of
EMA app
25 | Leaderboards: Suggestions EMA App Leaderboard :;I,t)ggestlons with making comparison (with other people) of EMA
26 | Misplaced attribution Overall The participant thinks the reaction of the SAR was caused by

Experiment

Interactions

something they did or something that the collar picked up



Appendix E. Code Co-Occurences (enlarged version of Figure 1 in main text)

Code Co-Occurrence Coefficient Scatter Plot

Misplaced attribution -
Leaderboards: Suggestions 4
Leaderboards: Positive 4
Leaderboards: Negative 1
Incentivizing: Suggestions
Incentivizing: Positive
Incentivizing: Negative -
Hawthorn effect -
Gamification: Suggestions -
Gamification: Positive
Gamification: Negative 4
Feelings: Suggestions
Feelings: Positive 1

Feelings: Negative

EMA affected Interactions 4
Collar Design: Suggestions 4
Collar Design: Positive -
Collar Design: Negative 1
Collar affected Interactions -
Charging: Suggestions
Charging: Pasitive
Charging: Negative -
Challenges -

Alert: Suggestions A

Alert: Positive

Alert: Negative -

0.02

0.04.0.01
0.03 0.01
0.12.0.02 0.110.03
0.02

0.040.06

0.02 0.09

0.12
0.1 0.1z
0.02
0.02

0.020.020.1

0.1

0.09

0.21

0.17

0.09

0.02

0.02

0.02

0.06

0.05

0.21

0.09

0.06

0.04

0.01
0.04 0.01
0.04

0.05

0.03

0.110.010.01

0.04

0.020.03

0.020.12

0.15 0.32

0.07 0.64 0.17

0.290.07

0.08

0.2

0.2

0.08

0.06

0.1

0.02

0.06 0.11 0.15
0.15

0.08 0.11

0.04 0.17

0.06 0.17

0.06'0.040.08 0.06
0,17 032

0.07 0.64 0.15

0.290.07

0.02

0.02

Qa 0.:,\ 5&\0“ ‘-\%qa g\
e oQ o a\%\f\ "“Qv RN SRS

Ko
et
R e

P*\e(‘ c)\\g
<< o c{\e

T T T T T T
NE
) r_}\o

.;\Q &2 e
Q\’(é, \\'o( \\a

Cx\oga“\l e

8 e
8%\%(‘& (.‘ 2

5&\0(\ '(.\0‘{::3
e‘a e

T T
3K.\

e?'\(‘q ‘:
G

2. 08 L
c,\"—\ 5“%@"5"\ o e\_\o K’\e

2o “0 oY \ﬂx‘i\
Qc;q\c \E\@QO W

e
("("

A
\0"
<

RN

‘_‘\\1
‘L\
A0

o
’o“

€ e,
A S
A ‘Qeq QO Q@’ et o
o IR & 232

T T T T T T

e,
{\oﬂa‘\ 5)\.0\19 ‘00"\0(‘

o

N‘%e‘“ af;\) a@




Appendix F. TF-IDF Code Cosine Similarity (enlarged version of Figure 2 in main text)
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