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1. Introduction  

The advancements in smart and innovative 
technologies and wearable devices have brought about 
a new era in collecting, analyzing, and utilizing 
personal data (Ribeiro-Navarrete et al., 2021). As a 
result, the Digitization of Individuals (DI) is 
continually evolving to support individuals in making 
informed decisions, transforming their personal lives, 
and making them more sustainable. Furthermore, the 
utilization of Personal Decision Analytics (PDA) and 
Artificial Intelligence (AI) has become a crucial aspect 
in the Digitization of Individuals (Leidner & Tona, 
2021). For example, personal finance management for 
budgeting and investment advice, health information 
systems for health risk predictions and personalized 
recommendations, and productivity systems for task 
prioritization and time management. 

As co-chairs of the HICSS minitrack on the 
Digitization of the Individual – Personal Decision 
Analytics, we are delighted to share this year’s papers 
with you. The accepted papers focus on two main 
themes: a) examine the development and evaluation of 
DI as an adaptive and dynamic decision companion for 
everyday life. This includes supporting individuals in 
making informed decisions and catalyzing 
transformations in their lives by applying personal 
decision analytics; (b) Delving into innovative 
approaches for personalized decision-making. This 
includes the potential of games and gamification as 
tools for self-management and decision support, 
expanding the boundaries of DI.  

2. Article 1: Walking a Fine Line: 
Customer Participation in Live Streaming 

This paper by Xi Zhang, Zifeng Cheng, Xiaopei 
Liu, and Bo Jin, delves into the intricate relationship 
between reminder messages and customer 
participation in the context of academic live 
streaming. Employing logistic regression and hidden 
Markov models (HMM), the study investigates the 
influence mechanism of reminder messages. The 

analysis reveals the positive effects of reminder 
messages on participation, with an inverted U-shaped 
effect based on reminder frequency. The study also 
introduces the "Human-Tech Dominance" concept to 
explain varying effects based on user relationship 
status. Practical implications include dynamic 
message strategies tailored to factors like live 
streaming time and user engagement levels. 
Maintaining users in a balanced state is suggested for 
optimal customer relationship management. 

 
3. Article 2: Designing and Evaluating 
Carrot, a Persuasive System for 
Improving Good-to-Bad Behavior Ratios 

The author of this piece, Thomas Gill, presents a 
comprehensive exploration of the design process and 
evolution of "Carrot," a mobile application designed to 
enhance individuals' good-to-bad behavior ratios. 
Drawing on theories of persuasive systems, decision 
fatigue, gamification, open loops, and reinforcement, 
the development of Carrot follows the elaborate action 
design research framework. The paper not only 
introduces the novel concept of good-to-bad behavior 
ratios but also details the design of a system to improve 
them, culminating in the implementation of a 
prototype application. Additionally, the paper outlines 
a plan for future artifact evaluation, positioning it as a 
valuable contribution to the field. 
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