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Abstract 
Of course, people have different opinions about what is 
attractive. They have different views of what’s attractive; 
designers need to understand the aesthetics of their target 
audiences when creating a persuasive technology product. The 
more visually attractive the product is to its target audience, the 
more likely it is to be persuasive. Similarly during development 
software product, software engineers are facing lot of 
problems.  End user feels reluctant to provide the whole his 
persuasion during requirement gathering phase. In this paper 
the author tried to propose a human persuasion (HP) model that 
will embed during the software development lifecycle (SDLC). 
In this way a powerful solution can be achieved within 
available resources. 
Keywords: Persuasive Technology, Software Product, 
Software Engineering, Requirement Gathering, Software 
Development Lifecycle 

1. Introduction: 

Human persuasion techniques are now well recognized 
as important milestone in software development. E-
commerce, Graphic User Interface (GUI), mobile 
devices oriented application are the most common 
examples of human persuasion techniques.  The study of 
users’ attitude and behavior has a long history in 
Information System research. Theories from users’ 
psychology have been widely used for predicting users’ 
intentions and behavior [1]. 
Studies and research have shown that 80% of total 
maintenance costs are not related to technical bug it is 
just related to user’s problems with the system [2]. 
Among them, 64% are usability problems [3]. Human-
centered design (HCD) philosophy and related usability 
engineering (UE) methods provide powerful solutions to 
solve the poor requirements, lack of user involvement, 
requirement incompleteness, changing requirement, 
unrealistic expectations and unclear objectives [4-6]. 

Knowledge and theory is still limited about how to 
efficiently and smoothly incorporate UE methods into 
established software development processes. While 
standards such as ISO 13407 (Human-Centered Design 
Processes for Interactive Systems) provide a detailed 
description of the major Users Centered Design (UCD) 
activities as well as strategies to assess an organization’s 
capability to adopt HCD practices, they lack guidance on 
how to effectively integrate usability in a specific 
development team, project or context. 

2. Why Human Persuasion Software 
Engineering 

Interactive information technology designed for 
changing users’ behavior or attitudes is called persuasive 
technology [7]. Traditionally persuasion means human 
communication designed to influence the autonomous 
judgments and actions of others [8]. Human Persuasion 
(HP) emphasize that the end product is designed as per 
user requirement. It focuses in system development 
towards the goals, needs and wishes of the users on top 
priority.  
 
The process associated with software development, the 
methods used to analyze, design and test computer 
software, the management techniques associated with the 
control and monitoring of software projects and the tools 
used to support process, methods, and techniques[9].  

2.1 Requirements from the user’s side 
Users are precious and frequently underused resources in 
the software development process. Users are the only 
ones who really have the potential of explaining how 
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they interact with the system and how they use the 
system as a support to achieve their desired tasks.  
 
Active contribution of the users can improve the user’s 
ability to develop their understanding of the possible of 
the technology and also helping them to see how their 
tasks could develop and change due to the impact of the 
new technology. Several studies show great benefits in 
involving the users actively in the design process [10-
11]. 

2.2 Requirements from the developer’s side 
Developers have for a long time been suffering from the 
limitations in existing tools to turn requirements into 
designs that will work under the limitations that existing 
technology provides. 
 
Developers want to do a good job; they want to produce 
a system with the highest possible level of usability. But 
developers also work under restrictions: restrictions in 
time and budget, and restrictions imposed by the 
limitations of the technology and the methods used. 
Therefore it is natural that developers can express some 
hesitation towards too much of their time being 
consumed by cooperation with the users [12-13]. 

3. System Development Lifecycle in 
Software Engineering. 

The aim of software engineering is to produce a quality 
work that will construct according to the stakeholders’ 
requirement. 
 
The systems development life cycle (SDLC) is a abstract 
model used in project management that describes the 
stages concerned in an information system development 
project, from an initial feasibility study through 
maintenance of the desired application. 
 
To accomplish the desire task, software developers are 
definitely followed SDLC methodology. These 
methodologies have been developed to guide the 
processes involved, including; 
 

1. Waterfall model 
2. Spiral model 
3. Iterative model 
4. V-shaped model 
5. Extreme model 
6. Rapid application development model 

 

Most familiar and probably used is waterfall model 
which is mostly used in many fields of life like 
education, agriculture, commerce, medicine and 
industries etc.[14-16].  
 
These process models have different advantages and 
disadvantages but their features are most corresponding 
in software development program. 
 

 
 

Fig. 1 SDLC Phases 
 
The phases involved in Fig. 1 described as following; 

Phase 1: Initiation 

Preliminary investigation is conducted in Phase-1 where 
alternative solution, costs, benefits for the organization, 
organization’s objectives and abstract scope of the 
project finalized.  

Phase 2: Requirement Analysis 

In Phase-2 the goal of the project, functions and 
operation of the ongoing application and also analyzes 
the functional requirement of the system. In this Phase 
we also study the end-user requirements. 

Phase 3: System Design 

According to the requirement elicitations, the system 
goes toward design phase. In this Phase the design of 
screen layouts, business rules, activity diagrams, detail 
operations of the project, pseudo code and other 
documents are designed. 
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Phase 4: System Implementation and 
Testing  

In Phase-4 the designed system enter into different tests 
like performance testing and stress testing then 
developed software is implemented for required output.   

Phase 5: Operation and Maintenance 

In operational phase of the life cycle the users utilize and 
operate the final product for required output. The 
developer provide the maintenance where required until 
the final product accepted by the user. 

Proposed Model 

Human interactions with the system are most important 
process that leads the system towards success. There are 
certain systems where persuasive technology can be 
useful like web application, e-commerce application, 
mobile technology etc. are strongly dependent with the 
human persuasions because user can operate it easily. 
Moreover, persuasive systems motivate end users to 
achieve their desire goals. Software which is 
inconsistent, poor quality, unreliable, dissatisfaction of 
end-user, and developers consuming much time and cost 
to build as per user requirement leads the system towards 
failure. Literature and review shows that while 
developing system users usually focus the 
function/business requirements and are often neglecting 
and poorly understood the user requirements. 
 
There is a need to develop a system which is fulfilling 
the function, non-functional and human persuasion 
requirements. Fig. 2 proposed model will help the 
Project Managers regarding human persuasion while 
developing the system. 
 

 
Fig. 2 Human Persuasion in SDLC Phases 

Information technology always manipulates people’s 
feelings and performance. Without human persuasion a 
system cannot be successful. Successes of the projects 
are fewer than failure of the projects. However, studies 
about persuasion, relying on credibility of the product for 
occurrence, are less recognized. Our goal is to promote 
the introduction of persuasive model in software 
development through psychosocial theories, especially in 
the Business Intelligence area.  
 
In Fig. 1 the author discussed the overview of SDLC 
phases which are commonly used in software 
development. Fig. 2 shows the proposed human 
persuasion in SDLC Phases. Human persuasions consists 
of several aspects like business rules (production life 
cycle, cultural and political environment), quality 
attributes (performance, reliability, accessibility, 
maintainability), external interfaces (user interface, color 
combinations etc.)  and development constraints (time, 
cost and human resource) that do not describe the 
functionality of the system.  

Conclusion and Future Work 

While developing the software projects, project 
managers ignore the target audience and their persuasion 
about the project. Similarly software engineers are facing 
lot off problems while developing the project. End users 
don’t accept the project easily because the project 
doesn’t fulfill his/her requirements. These all aspects go 
the projects towards failure. In this paper the author tries 
to propose a model which helps the project managers 
while studying the project requirements. The project 
managers chop up the requirement phase into two phases 
1) functional requirements 2) non-functional 
requirements. In non-functional requirements, he will 
collect and embed the all human persuasion requirements 
which will lead the project towards success and the 
failure of the project will be minimize. 
 
In future work the author will try to apply the proposed 
model in textile sector to ensure its usability and 
reliability in real scenario. 
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