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Figure 1: Left - the printer that provides receipts for the amount of time spent on YouTube; Right - the receipt contains the title
of the video, the amount of time spent watching it and the total time.

ABSTRACT

YouTube remains a site of problematic persuasive media consump-
tion, often overriding the goals of users when on the platform. In
resistance, we present Attention Receipts — artifacts that material-
ize the cost of being persuaded by the engagement driven design of
YouTube. We design and build a browser plugin and a receipt printer
that helps users critically reflect upon their time spent watching
videos on YouTube. In a 3 week field-deployment with 6 partic-
ipants, we evaluate how the materiality of the receipt and their
agency in the reflection process affect both the quality of reflection
and the time spent consuming media. We find that the materiality
of the receipts positively influences time spent consuming internet
media and that users were split on having agency over when and
how they reflect upon their screen-time. We conclude with design
recommendations for domestic artifacts that utilize materiality to
reveal the effects of persuasive technology.
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1 INTRODUCTION

Over the last decade, the internet has become the de-facto option
for media and content consumption owing to the explosion in
personal computing availability and extensive wireless internet
access. This convergence [31] affords several benefits to the various
stakeholders in the system. It inherently simplifies the sharing and
distribution process for producers and enhances the accessibility
of content consumption for users. While the user may view such
consumption platforms as easy and free pathways to media and
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content, the platform is primarily concerned with holding the user’s
attention with the sole intention of monetizing it. This phenomenon,
aptly termed the “attention economy” [71] tends to prevail over
all aspects of the user experience and the decisions made during
the design process [63]. The strongest indicator of success for a
platform is “user engagement” [51]. From the techno-capitalist
perspective, higher user engagement indicates that the choices
made by the involved stakeholders have been successful. From
the user’s perspective, this can often result in heavy mismatches
between their goals and the goals of the platform [44] resulting in
low-quality and high-quantity screen-time [26, 43].

As a direct result, information overload [6], shortened attention
spans [60] and general tech addiction [15] are commonplace and
growing still. While these effects can sometimes be felt by individual
users as negative affect [18, 19, 30, 65, 66] or when directed, most
users are largely left shortchanged while trying to combat these
ill-effects. Studies have shown that individual attempts to adjust
screen-time on persuasive platforms are associated with alarmingly
high rates of self-control failure [4, 21, 36, 37, 40, 57, 62]. Within
HCI research, this has been discussed and demonstrated through
the user agency lens [44], which argues that the inability to exercise
agency over adjusting screen-time results in a direct failure of user
needs.

Multiple solutions have been proposed by researchers to try
and address this issue [47]. Some of these focus on redesigning
the apps that are the sources of these problems [43, 44] and others
suggest building external applications to increase self-control [28,
34, 36, 37]. Applications also allow users to impose restrictions on
their usage based on time or frequency limits [47]. While allowing
users to impose restrictions by themselves demonstrates potential
for success, it also creates challenges finding the sweet spot in
“provid[ing] support that is sufficient to change behavior without
feeling too coercive” [46]. Several other applications have been
designed by researchers, developers and corporations to allow users
to reflect upon their time spent on specific platforms with the hope
that reflection would encourage users to alter their habits.

In this work, we derive inspiration from the concepts of slow
technology [27], adversarial design [16], and material centric de-
sign [68] to explore how a user’s relationship with YouTube is
impacted when they co-exist with a domestic object that prints re-
ceipts (§4) for their time spent watching videos on YouTube. While
our work may seem like it’s squarely situated in the field of per-
sonal informatics, our intervention does not focus on the novel data
that users’ can utilize to change their behavior, but instead on the
potential of using tangibility and materiality along with the cultural
memory [14] of receipts (§3) in affective ways to provide avenues for
reflection.

We deployed our research product [55] in the homes of 6 partici-
pants for a ~3-week period. Participants used our system under 3
different conditions (~1 week each) during this period (§5). They
completed questionnaires and engaged in interviews with the re-
search team at the conclusion of each ~week. Through our study,
we found that the materiality of the receipt improved the quality
of reflection as well as the quality and quantity of time spent on
YouTube (§6). In addition, we found that while most users preferred
retaining agency over when they choose to reflect, users were
split on the quality of reflection in a hands-off approach where

Anup Sathya, et al.

the object chooses for them. We first discuss the implications of
our findings (§7) and next, by drawing from our findings and the
design process, we synthesize a set of implications for other design-
ers and researchers interested in utilizing materiality and building
domestic objects that serve as resistive aids against persuasive tech-
nology (§8).

2 BACKGROUND AND MOTIVATION

In this section, we briefly review work by previous researchers
on YouTube’s persuasiveness, slow technology and designing for
reflection, and then motivate the potential of using the materiality
of receipts as a reflection mechanism.

2.1 The Persuasiveness of YouTube

YouTube is designed as a platform for online video sharing and
social media. Over the last two decades it has firmly embedded itself
into popular culture, regularly influences internet trends, and has
created many internet celebrities. From the creator’s perspective,
YouTube is a way to reach an audience and to earn a living while
doing so. From the content consumer’s perspective, it is a free
platform for content consumption with an option to pay to remove
ads and gain some additional features. However, the perspective
that heavily influences the design of YouTube is that of the platform
that treats higher user engagement as potential revenue [7, 13,
33]. Lukoff et al. [44], keenly explore how this goal dissonance
between the user and the platform affects user agency when they
are interacting with YouTube and propose changes to increase user
agency.

This loss of user agency leads to regular self-control failures
while using persuasive platforms [4, 21, 36, 37, 40, 47, 57, 62]. Re-
searchers have also explored other mechanisms that drive user
engagement on YouTube [5, 33, 51, 52]. While some of these are at-
tributed to choices made by the creator, these choices are eventually
driven by YouTube’s algorithm that heavily favors user engagement
over other metrics [9]. While a large percentage of users are inter-
ested in changing their YouTube habits [43], users still regularly
report failure in self-control while using the platform [15, 35, 50, 70].
Research suggests that users wish to change their media consump-
tion habits by adjusting the quality and quantity of time they spend
consuming media [26, 43].

Multiple methods have been proposed to return agency to users
and help them adjust their usage. Changes have been suggested to
the user interface to increase user agency [44]. Users reported a
greater sense of agency while using SwitchTube [43], an alternative
front-end to YouTube that allows users to switch between Explore
Mode and Focus Mode. Several apps have been launched to pro-
vide users with tools to reduce their usage of devices and addictive
platforms [47]. Some researchers have also suggested physical inter-
ventions to make phone use more intentional by adding a manual
crank [64].

Our work is motivated by the persuasiveness of YouTube and
its prevalence as an addictive platform. While our design can be
extended to any other platform, in this work we focus on YouTube
to study the effects of our system as it allows us to easily categorize
quality (the title of the video) and quantity (the amount of time
spent watching the video) at this stage. We also ignore YouTube
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shorts for this study as categorizing the quality of content is signif-
icantly more challenging, as the videos themselves do not rely on
descriptive titles to attract viewers.

2.2 Designing for Reflection and the
Data-Driven Life

Designing technology with the sole intent to reflect is not a new
concept. Slow technology [27] is a sub-field of HCI research that
focuses on designing “technology aimed at reflection and moments
of mental rest rather than efficiency in performance” [27].

Olly is a music player that encourages reflection by randomly
grabbing a song from the user’s listening history, allowing the
user to “re-experience digital music that they listened to in the
past” [54]. Photobox is a domestic object that “occasionally prints a
randomly selected photo from the owner’s Flickr collection inside
of a wooden chest” [53, 56]. The Long Living Chair [58] is an object
that visualizes the number of times someone has sat on the chair
over its lifetime.

Apart from focusing on the design of objects to provoke reflec-
tion, researchers have also explored the practice of collecting data
to “gain self-knowledge and produce change” [59] in the field of
Personal Informatics. Similarly, The Quantified Self [45] movement
- measuring aspects of your life with the intent to optimize them
— has also gained traction over the years. While slow technology
contributes a different positionality with respect to why and how
we design new technological objects, the objects involved also often
rely on collecting personal data and presenting it to the user in affec-
tive ways. Our design heavily draws philosophical inspiration from
other work in the slow technology space by centering our inquiry
around a domestic object that sits in the user’s living space. We
also employ a research product approach, commonly seen in slow
technology work, that allows us to “investigate complex matters
of human relationships with technology over time in the intimate
and contested contexts of everyday life” [11, 55].

2.3 Material Centric Design

In recent years, design and interaction surrounding materiality has
been a matter of interest to HCI researchers [8, 23, 25, 32, 68]. The
materiality of objects and devices has the potential to generate
and maintain very specific affect [66] that cannot be produced
otherwise [22, 38]. Schoemann et al. [61] explore how a needle can
be perceived as an input device when viewed through a crafting
lens. transTexture lamp [72] uses surfaces deformations on a lamp
to understand lived experiences through a materiality lens.

HCI researchers have also used thermal printers to engage with
the materiality of paper in specific interactions. The reflexive printer
uses a thermal receipt printer to explore the idea of “technology-
mediated reminiscence” [39, 67]. Gaver et al. [24] used a thermal
printer to print an Al generated horoscope depicting ‘domestic
wellbeing’. Botanical Printer [29] uses a thermal receipt printer to
represent “plantness” by printing the WiFi signal strength and the
CO2 intensity. The designers use the receipt as a medium to convey
an invisible entity that is “plantness”. Designers have also used
thermal receipt printers to encourage social contribution in a care
home [20].
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Our interest in using a thermal receipt printer is two-fold. One, it
allows us to generate a material token that the user has to interact
with. Two, the materiality of the receipt allows us to produce affect
that reimagines time spent on YouTube as a cost. We believe that
this novel reimagination is highly appropriate given the prolifera-
tion of the attention economy [69, 71]. This is discussed further in
Section 3.

2.4 Research Questions

Focusing on providing a way to resist the persuasiveness of YouTube,
we address 2 research questions:

RQ1 How does the materiality of a receipt affect the quality of
reflection and the user’s time spent on YouTube? The use of
domestic objects to induce long-term reflection has been
studied in the slow technology space. We ask whether the
materiality of the printed receipt itself affects the quality of
reflection as well as the user’s time spent on YouTube, as
compared to simply allowing users to reflect on their usage
using digital methods.

RQ2 How does having agency over the printing of the receipt affect
the quality of reflection and the user’s time spent on YouTube?
The user can decide when to reflect upon their YouTube
usage by requesting a receipt or, the printer can automati-
cally print a receipt without the user requesting it. We ask
whether this agency or the lack of it in the reflection pro-
cess itself affects the quality of reflection and the user’s time
spent on YouTube.

We define quality of reflection by the effect it has on the quantity
and quality of time spent on YouTube. We do not prescribe whether
higher or lower quantity is better for the user. We made this design
choice based on prior research [43] suggesting that while a large
percentage of users would like to reduce the amount of time they
spend on YouTube, several others would prefer to maintain their
current usage or not alter it in any way.

3 THE MATERIALITY OF A RECEIPT

Traditionally, materiality in a design research context refers to
the physical properties of the material [68]. In our case, while the
physical properties of the material in question - thermal paper —
does provide some affordances as discussed in Section 4.2, we extend
the definition of materiality to include the aspects of it that maintain
the cost metaphor in our collective cultural memory [14]. Next, we
discuss the history of receipts, the cost metaphor in question and
the attachment of the metaphor to the attention economy in our
inquiry.

Receipts are one of the oldest forms of recorded writing. In fact,
it is even theorized that cuneiform was a tool developed to help
run the economy. A Proto-Cuneiform tablet from Mesopotamia
shown in Figure 2 is estimated to be from around 3500-3000 BCE
and contains information regarding a transaction involving a small
amount of grain. Transactions that are prone to complexity, fraud,
or even the potential of returns or exchanges require some sort of
record-keeping which explains the development and deployment
of receipts in various forms. These forms of record-keeping vary
based on the cultures and the geographic regions in which they
were developed.
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Figure 2: (a) A Proto-Cuneiform Tablet from 3500-3000 BCE
designed to function as a receipt for two small amounts of
grain. (Source: Oriental Institute, University of Chicago) (b)
The TI Silent 700. A remote terminal with a built in thermal
printer. (c) A modern Point of Sale terminal printing a receipt.

The development of the modern printed receipt can be traced
back to the cash register. Even early cash registers included the
option to print a receipt. Although thermal paper - special fine
paper coated with a heat sensitive color changing material — was
invented in the late 1960s, it stayed out of consumer usage until a
thermal printer was included in the Silent 700 [2] - a remote termi-
nal developed by Texas Instruments in 1971. The higher durability
of laser printing and other methods eventually phased out the usage
of thermal paper in industrial settings, but the efficient exclusion
of the need to change both paper and ink meant that thermal paper
would gain immense popularity in point-of-sale terminals at retail
stores and other locations which required quick physical tokens.

In addition to the ubiquity of receipts as a transactional artifact,
in recent years, pop-culture references to receipts and specifically
the length of receipts is common in film, television and social me-
dia [1]. Although digital receipts are increasingly more common at
the time of writing this paper and are undoubtedly the more envi-
ronmentally friendly option, the collective cultural memory [14] of
a cost being attached to the thermally printed receipt is still very
much in existence.

In the modern attention economy [10, 71], human attention is
treated as a commodifiable resource in a complex data economy [17,
48, 49]. Although the specific monetary value of attention from
an individual user is debatable, a result of this economy is the
volunteering of attention in a complex economical transaction that
is abstracted from the user. Similar to the origins of the original
receipt designed to track complex economical transactions, through
our design, we aim to bring this commodification into the forefront
by utilizing the materiality of the receipt as a method for screen-
time reflection on YouTube.

Anup Sathya, et al.

4 ATTENTION RECEIPTS

In this section, we summarize the design of our system, our ap-
proach, and its various components.

4.1 The Printer

While the focus of our work is centered around the materiality of
the receipt, the source of the receipt is an internet connected receipt
printer. We chose to utilize a research product [55] approach as this
allows users to judge the actuality of our system rather than the
potential of it. We also believe that users would prefer co-existing
with a “finished” product rather than an object that evokes the feel-
ing of a technical prototype. This is manifested through a heavier
focus on the finish, fit, and the independence [55] of the artifact. Our
hope is to effectively design a relationship between the artifact and
the user that can be perceived as one that is long-lasting. While
this creates some trade-offs that complicate the development and
deployment process, we believe that the trade-offs are worthwhile
within the context of our inquiry.

Our artifact (Figure 1 left) is built around the guts of a thermal
printer and an ESP32. Care was taken to ensure that the only setup
required by the user would be to plug-in our artifact using a power
supply and then follow a short set of setup instructions that are
commonly seen in consumer products. We constructed an interior
chassis that is FDM 3D printed (Figure 3e). This chassis is enclosed
within a wooden box (Figure 3b) — 84mm X 76mm X 94mm (L X
W x H). The external enclosure is custom built using 4mm walnut
hardwood sheets (Figure 3a). A threaded DC barrel jack connector
and a stainless steel push button are included at the back of the
printer. The push button feeds the paper through the printer’s print
mechanism, allowing the user to change paper when the thermal
paper roll runs out. The front panel is FDM 3D printed using PLA.
Our goal during the design process was to create an artifact that
would have a relatively strong presence that users wouldn’t want to
hide away or allow it to recede into the background in a household.
As a direct result of this design goal, we chose a bright yellow
PLA for the front panel that helps increase its presence. Overall,
we focused on creating a mid-century modern aesthetic that we
believe would fit in well in most interior aesthetics.

Another major design decision was to flip the orientation of the
paper feed. This allows the printed receipts to fall to the ground
in front of the printer instead of pooling together at the back of
the printer. The intention with this design was to establish more
opportunities for the user to interact with the printed receipt, as it
would collect on the floor or on the surface in front of the printer
when it reaches a certain length, requiring attention or intervention
from the user. This orientation also highlights the length of the
receipt when it is printed. We hope that this design strongly aligns
with the goals of our inquiry.

4.2 The Receipt

Prior research has established that common goals related to media
consumption include reducing the quantity of use and shifting the
quality of use [3, 5, 26, 43]. In recognizing that these goals are
not universal, we do not prescribe or expect users to reduce the
quantity of their usage within our inquiry, but we do hope that
they reflect on it. To that effect, we include the title of the video
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Figure 3: (a) Cutting and beveling the walnut wood sheets using a table saw. (b) Assembling the exterior box. (c) Low-volume
batch assembly of the boxes. (d) Staining the walnut wood. (e) The interior guts of the receipt printer.

and the amount of time spent by the user watching it (Figure 1
right). This is a shift from the standard design pattern seen in
screen-time monitoring applications that categorizes screen-time
into different categories [47] (entertainment, education etc.,). While
this definitely increases the amount of information that the user
needs to parse, we try to adhere to receipt designs that preserve
the cost metaphor established by common receipts that generally
list the item description and the cost.

We hope that this more granular form of reflection can lead to
varied insights for users. Apart from the basic information related
to the quality and quantity, we include a few design elements to
enhance and maintain the cost metaphor of the receipt. We include
the date to provide a timed element but we refrain from including
other metadata like the exact time the receipt was printed, or times-
tamps for when the video was watched etc. Our design intention
was to create enough of a starting point and then provoke users to
think about what other information could be included, through the
study.

We use a 50ft long, 2.25inch wide BPA free thermal paper that fits
into our thermal printer. The material properties of this paper pro-
vide some affordances compared to other physicalization mediums.
Firstly, the length of the receipt is solely decided by the quantity
of data on the receipt. This serves a purpose in our design as the
length of the receipt increases with the number of videos that have
been watched. While we considered attaching the amount of time
spent to the length instead of the number of videos, we believe that
such a design would inadvertently imply that more screen-time
is detrimental to digital wellbeing without taking the user’s goal
into account. While our choice can imply that watching a higher
number of videos is detrimental to digital wellbeing, this implica-
tion is weaker than directly attaching the length to the amount
of time spent. We hope that the inclusion of the time spent per
video along with the total time spent provides enough information
to allow user’s to critically reflect. Secondly, the nature of the roll
of thermal paper means that when the receipt is printed, it falls
towards the ground while slightly curling into itself. Users have
to engage with the paper and slightly uncurl it when they want to
parse the information on it. This creates a moment when the user

has to physically engage with the information on the receipt and
choose how to handle it.

4.3 Components and Pipeline

There are 3 main components that influence our software pipeline
— a browser plugin, an ESP32 and a cloud server.

4.3.1  Browser Plugin. The browser plugin is compatible with Fire-
fox and Google Chrome. The plugin only has access to the HTML
DOM and runtime JavaScript events from YouTube. YouTube gen-
erates JavaScript events when a video is played, paused or ended.
We use these events to trigger the timers on the plugin. When a
video is played, the timer starts and when it is paused or ended, an
API call is made to the server with the title and the time. Typically,
the plugin would only require an interface to input a username
that would connect the plugin to the printer, but due to our multi-
condition study, the interface changes based on the condition that
the participants’ have been assigned. These conditions and the UI
changes are further discussed in Section 5.

4.3.2 ESP32. The ESP32 breakout module serves two functions
- retrieve data from the server and communicate the data to the
thermal printer. The data is retrieved in JSON via the REST API. As
the dynamic memory on the ESP32 is limited, the data is sent in
batches to the printer when a print request is made and when the
ESP confirms that the print was successful, an API call is made to
erase the data. In addition to the base functionality, the ESP32 also
allows users to easily connect the printer to their home WiFi. When
the printer is plugged in, it sets up a Wireless Area Network (WAN).
Users can connect to this network via their personal devices (phone,
tablet, computer etc.,) and connect the printer to their home Wi-Fi
by entering their SSID and password in a captive portal created by
the printer. At this stage, users also enter their selected usernames
to link the printer with the browser plugin.

4.3.3 Server. We built an HTTP server using Rust that serves a
REST APL The server essentially works as a pipeline between the
ESP32 and the browser plugin. The server also supports a local web
dashboard for the research team built using React.js to help with
participant onboarding, to make sure that the printers are online
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during the period of the study and to assign study conditions to
participants. The server also collects logs of API calls and the data
required for the study.

4.3.4  User Privacy. While the plugin tracks the video titles that the
users are watching and the time they spent watching the videos,
we do not store the titles of the videos in our logs. The titles are
erased from volatile memory once the user retrieves them. We only
track the time for the purposes of our study. Apart from the time,
we keep a log of the API calls made to the server when the user
reflects on their YouTube usage.

5 USER STUDY: PERCEPTIONS OF AN
ATTENTION RECEIPT

Previously, we have outlined our approach to reflection utilizing
the materiality of thermally printed receipts. Next, we summarize
the evaluation of our approach.

As the focus of our approach is centered around the materiality
of receipts and longer-term interactions, we chose to deploy the
low-volume batch-produced printers described in Section 4.1 in the
homes of our participants. Allowing the participants to reflect on
their YouTube usage in the comfort of their own homes provides an
opportunity for the participants to provide valuable feedback based
on their everyday lived experience. The nature of the inquiry also
allows us to gather accounts of variance across multiple participants

and households [11].

5.1 Study Design

To answer the questions that we put forward in Section 2.4, we
designed a ~3 week within-subjects study where the participants
spent each ~week in one of the following 3 conditions:

A: On-demand digital reflection. In this condition, partic-
ipants receive a HTML table on the browser plugin when
they demand it. The information contained in the table is
the same as the information contained in the receipt. This
allows us to test whether the convenience of digital reflec-
tion would supersede the affect produced by the materiality.
(RQ1).

B: On-demand material reflection. In this condition, partici-
pants receive a printed receipt when they demand it. This
condition serves as a comparison to condition A to under-
stand the effects of the materiality of the receipt (RQ1). This
condition also allows us to explore the effects of having
agency over when the receipt is printed (RQ2).

C: Daily randomized material reflection. In this condition,
participants receive a receipt at a random time within a 23-25
hour interval since the previous receipt. This condition helps
us explore the effects of not having agency over when the
receipt is printed (RQ2).

The conditions were counter-balanced to reduce the effects of
novelty experienced while installing and using the printer in the
participants’ household. The specific order in which the participants
encountered the conditions are detailed in Table 1. In this study, we
are not interested in exploring the effects of having agency over the
digital reflection as we believe that it raises larger questions about
the effects of push notification driven reflection vs user intended
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before pressing the reflect button

Welcome, testuser

REFLECT

condition a

Welcome, testuser

REFLECT

TITLE QTY

infatuated with for dreams | romanticizing
studying playlist | dark academia playlist - 00:00:09
YouTube

Pizza | Basics with Babish - YouTube 00:00:23

Rick Astley - Never Gonna Give You Up (Official

Music Video) - YouTube 00:00:15

Total Time 00:00:47

CLEAR DATA

condition b

Welcome, testuser

REFLECT

Printing receipt

condition ¢

Welcome, testuser

REFLECT

Your receipt will be printed at a random time every day. If
you have any questions contact|

Figure 4: Screenshots of the browser plugin under the 3 dif-
ferent study conditions.
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Table 1: Participant pseudonyms, a description of their homes and the order in which they encountered the conditions in our
study. A - on-demand digital reflection. B - on-demand material reflection. C - daily randomized material reflection.

Pseudonym Home Study Order
Alex Renting, 5-bedroom apartment, living with my partner and 3 roommates, twocats A — B — C
Ruby Renting, 1-bedroom apartment, living with a cat A—C—B
Casey Renting, 3-bedroom apartment, living with two other roommates B—-A—>C
Taylor Renting, 5-bedroom apartment with my partner, 3 friends, and 2 cats B—-C—A
Avery Renting, 2-bedroom apartment, roommate moving in soon C—-A—8B
Jordan Renting, 1-bedroom apartment C—-B—A

reflection. Nudging users via push notifications co-opts methods
used by persuasive technology, adding to digital overload, while
asking the agency question solely with respect to the material
reflection helps us compare a slow technology approach [27] where
the object behaves as its own entity vs a more utilitarian system-
centric approach. Similar views were shared by our participants
which are discussed in later sections. Our study was considered
exempt of ethical concerns from our Institutional Research Board
(IRB23-0986).

5.2 Participants

We recruited 6 local participants (mean age: 28.6; SD: 4.44; 2 women,
1 man, 1 non-binary, 2 preferred not to say) who were interested in
reflecting on their YouTube usage using online ads and flyers. We
screened participants to make sure their main mode of YouTube
consumption was through their personal computer on one of the
compatible browsers. Additionally, we also asked all participants
to refrain from consuming YouTube on their phones during the
period of the study. A summary of the participants, their households
and the order in which they encountered the study conditions is
provided in Table 1. Two of the participants (Taylor & Alex) were
co-habiting during the study. Study conditions were assigned and
counterbalanced based on appropriate availability for the specific
study condition while also taking the partcipants’ travel plans into
account. We compensated the participants with 100USD when the
study was completed.

5.3 Hardware and Onboarding

During an in-person onboarding session we gave participants the
printer, a power cord and an instruction sheet to setup the printer
and to install the browser plugin. We also demonstrated the setup
procedure to reduce friction. After the onboarding session, partici-
pants took the printer home and set it up. We then confirmed that
the printer and the plugin was setup correctly using our web dash-
board. During the onboarding session, we encouraged participants
to reflect on their YouTube usage as often as they’d like and to try
and pay attention to their YouTube usage and the influence of the
reflection method on it.

5.4 Study Procedures

At the end of each condition (more than 7 days but ~1 week based
on participant schedules), participants completed a likert scale ques-
tionnaire and an interview (~20 minutes) with the first author sur-
rounding their usage of the assigned reflection method and their

usage of YouTube in the past ~week. All interviews were conducted
remotely over Zoom and recorded for transcription, coding and
thematic analysis. A few participants were traveling for short dura-
tions during which the study was paused. None of the participants
used YouTube during their travels — which was confirmed by the
data collected by the plugin.

5.5 Data Analysis

Along with the results of the questionnaire, the first author per-
formed Thematic Analysis (TA) on the transcribed interviews using
the method outlined by Braun and Clarke [12]. The theoretical flex-
ibility of TA allows us to capture the complex interplay between
the study conditions and our slightly disparate research questions.
The first author of this paper attempts to motivate their research
as attempts to resist against the attention economy and actively
takes multiple measures in their personal life to fight against it. This
heavily informed the design of the system, and the positionality of
this paper. The first author developed and maintained a friendship
with one of the participants of this study who is also critical of the
attention economy. Other participants were unknown to the first
author but all reside in a relatively high-income neighborhood in
Chicago. The details and the intentions of the intervention were
not discussed in any shape or form before or during the study with
any of the participants. During and before the multiple interviews,
the first author tried to ensure that questions were open ended
and created lines of inquiry rather than confirming the author’s
pre-existing notions about media consumption on the internet.
The first author performed qualitative coding as laid out by Braun
and Clarke [12]. The theme formation happened in two stages: (1)
the themes were initially grouped by condition to cluster accounts
of similarity across participants and (2) similar themes across con-
ditions were grouped along the lines of inquiry. The analysis of the
data was performed on a QDA software. We acknowledge that the
software exerts an influence on the outcomes of our analysis.

6 RESULTS

In this section, we start by discussing the overall perceptions of
our object and the system, and follow up with a more detailed
discussion of the findings from our study.

6.1 General Perceptions

Overall, participants enjoyed our system and were intrigued by it.
All participants appreciated the design of the receipt printer. Taylor
said, ‘T like that it’s just a cute object that I can put anywhere in
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A - on-demand digital reflection

I found the RT useful 3 1 1 K

| found the RT enjoyable n 2 2
I would like to use the RT again 1 1 1

RT influenced the quantity of time | spent on YT 2 2
RT influenced the quality of time | spent on YT 1 1

RT positively influenced my interactions with YT 1 4

*RT - Reflection Technique, *YT - YouTube strongly disagree

B - on-demand material reflection
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C - daily randomized material reflection

s 1 s
1 1
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3 B 2 1 2
disagree agree  strongly agree

Figure 5: Questionnaire responses after each condition. Although our sample size is too small to declare statistical significance,
the results indicate that participants preferred the materiality of the receipt and placed importance on having agency over

when the receipt was printed.

my house.” Alex said “The fact that it’s a nice looking object means
that I can put it anywhere and be okay with it being there.” Jordan
said “My dad is an architect and he really liked how it looked. He was
super impressed. I told him that you made it for a research project
and he was like, wow.” When asked whether it was important how
it looked, participants expressed that the fact that it looks like a
“warm” domestic object helps make it feel like “an actual product
that they can go out and buy” and that a “tech-y” looking object
might be creepy and dissuade them from using it regularly. Jordan
explains ‘Tcan’t say for sure because this is hypothetical, but I feel like
if it wasn’t cute, I wouldn’t have set it up on my nightstand. I would
have tried to put it somewhere I don’t see it regularly.”. Participants
also mentioned that the printer served as a physical reminder to
reflect on their YouTube usage. This indicates that our design goal of
creating a strong domestic presence for the printer might have been
successful. Taylor said ‘T think that even if I were in a different room
and I wanted to print it, I probably would have gone into the same
room to make sure that it actually printed (...) watching it getting
printed is also like, fun.” Jordan said “When I was just walking around
my apartment, I would look at the printer and remember that this is
something I can do!”

From the results of the questionnaire (Figure 5) and our interac-
tions with the participants in the multiple interviews, in general,
we found that participants positively perceived the material reflec-
tion methods (conditions B & C) compared to the digital reflection
method (condition A) and while most participants preferred having
agency over when the receipt was printed (condition B), partici-
pants were split on not having agency over it (condition C). In the
following subsections, we dive further into our findings to explore
the nuances.

6.2 Explorations Provoked by Tangibility and
Materiality

Multiple reflections from the participants suggested that some of
their interactions with our system were purely afforded by the
tangibility and the materiality of the receipt itself. We start by out-
lining these aspects as they’re closely related to RQ1. Participants
displayed tendencies to curate the right receipt in multiple ways,
they used the receipt as a physical representation of the rabbit holes
they went down, and heavily associated a cost metaphor with the
receipt. These findings are heavily in line with our exploration.

Curating a receipt. Multiple participants mentioned how they
felt the need to adjust their watching habits in a way that leads to
“respectable” receipts. Alex said ‘I felt myself like trying to spend
more quality time on YouTube, in an effort to like, get respectable
looking receipts when they got printed out.” This sentiment was
echoed by Avery when they mention their need to “flush” out the
bad data from their receipt. This is an interesting result of having
agency over when the receipt is printed (cond. B). Casey explains ‘T
don’t really want these videos on my next receipt. So I'm just going to
flush it and then, you know, I can get a receipt that I enjoy.” While this
seems like a way to avoid changing the quality of the videos being
watched, it also implies a layer of reflection over good content versus
bad content. Participants also speculated over using the receipt as a
way to share videos. Avery said “If [ watch like three cooking videos
(-..) I think are interesting that I want to share with other people, I
could like physically hand them a receipt and be like, here, look at
these videos. (...) I can mold my receipts to a particular aesthetic”. The
need to “curate” a receipt in multiple ways, demonstrates a layer
of reflection enabled by the materiality and the tangibility of the
receipts.

Physicalizing the rabbit hole. One interesting aspect of the
receipt that participants seemed to enjoy was the ability to use
the receipt as a way to visualize the rabbit hole that they went
down. Avery explains, ‘T can also kind of see how my train of thought
during a session goes. Like on this one, it’s, I'm watching a video about
trojans and then after that, I go on like a tangent about fake news and
conservatism in the United States. And then I end it with something
about like how one company owns color.” Jordan mentioned how this
was especially interesting because the receipt also prints the video
titles and times for half-watched videos and even when the video
is watched multiple times. This highlights the appropriateness of
using YouTube as a platform for this experiment. As participants
didn’t clear their data in the digital condition, we assume that it
was difficult to create similar situations. Although, it can be argued
that changes can be made to the plugin to create such situations, in
our particular instantiation, we can attribute this to the materiality.

The cost metaphor of the receipt. Participants generally paid
more attention to what they were watching while reflecting through
the material methods (conds. B & C). When asked why they didn’t
feel that need in the digital reflection, Alex eloquently explains
“it’s interesting to have this information translated from a totally like



Attention Receipts: Utilizing the Materiality of Receipts to Improve Screen-time Reflection on YouTube

Figure 6: (a) Jordan chose to let their receipt fall to the floor
because the length of the receipt was “comical” to them. (b)
Taylor chose to make a neat stack of the receipts. They men-
tioned that because each of their individual receipts were
short, saving it in a neat stack was convenient for future
reflection. (c) Alex’s installation of our receipt printer.

ephemeral digital format to something that sits around in like a box,
on my shelf, potentially as long as I wanted to.” When asked if the
same effect could be achieved by using other forms of printing or
physicalization, Jordan said ‘T don’t know, probably not. For me, I
think the length of the receipt was very important. Also, like, waiting
for the receipt to print and listening to it keep going and going when
you’ve watched a lot of YouTube is kind of ‘ridiculous’” When pushed
further to expand on what the physicality of the receipt means to
them, Jordan explains,

“T feel like the physicality, in some way, it almost like
grounds your interactions with technology in the
real world in a way that like, I'm not used to thinking.
I feel like I'm used to thinking time spent watching
YouTube as like an escape from the real world. But like,
it is also some time of my life that I'm spending doing a
thing and somehow, having the receipt makes it feel
like I'm doing a more real thing and not like a
fake thing that I'm stepping away from the world to
do, you know? The kind of, cost, makes it real.”

This powerful excerpt perfectly highlights the power of utilizing
the materiality of receipts in our instantiation and heavily con-
tributes towards answering RQ1.

6.3 The Complexities of Reflecting on
Consumption Data

The act of reflecting on consumption data is slightly tricky and par-
ticipants exhibited different behaviors based on the condition they
are in. This presents interesting challenges that can be explored in
terms of how consumption data and metadata is handled. Addition-
ally, most participants mentioned in some form or the other that
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the digital condition (cond. A) served to increase digital overload.
This highlights the challenges behind effectively using digital tools
when the medium of consumption is also digital.

Handling data and metadata. While the title of the video
and the time that was spent watching it is the actual ‘data’ that
participants reflected upon, we define any information required to
contextualize this data as ‘metadata’. Although users had the option
to clear the data whenever they wanted to, none of the 6 participants
cleared their data during the digital reflection condition (cond. A).
Some participants found it interesting to let the time accumulate
just to see how much time they’ve spent on YouTube in the recent
past, and others were afraid of losing the stats. Avery said ‘T like
the stats. I didn’t want to lose it; kind of like a streak, I can see all the
videos that I racked up, like a high score.” and Taylor said “You could
still, I don’t know, keep that information. You could simultaneously
reflect on that information from earlier and also maintain it for the
next time you wanted to reflect. You could see exactly what you saw
last time plus some more”. While this is an artifact of our design
that doesn’t segment the data on the browser plugin when the
user does reflect, it indicates a need from the user to maintain some
overarching stats about their usage apart from the individual atomic
reflections currently provided by our system. The medium used to
provide this metadata remains an interesting and open question.
All participants tended to agree that it would be better to keep the
receipts minimal but to have the option to receive extra data and
statistics digitally, in addition to the material reflection.

Especially when participants had control over when they printed
their receipts (cond. B), they expressed the need for more data on
the receipt in order to contextualize it within other receipts. A main
reason for this is the fact that users might not reflect every day
in this condition. Participants who mentioned that they actively
built a habit around daily reflection didn’t find this as a major issue
whereas others found it necessary. Taylor said ‘Tt would be nice to
segment the videos that I watched by the date, regardless of when
I print it”. Avery said “Having some kind of percentage figure that
stayed across receipts would prevent me from flushing the data to have
a cleaner receipt.” Alex mentioned that it would be nice to know
when they watched the video but that it wasn’t really necessary as
they prefer the minimality of the current receipt.

Digital overload. All participants expressed concern in some
form or the other that trying to increase engagement on the plugin
(cond. A) would result in more digital information on top of all the
existing digital information that they are regularly bombarded with.
When asked whether receiving notifications or emails would make
this method more effective, Avery said ‘T think that would serve to
help to remind me about it. But I think I would be also a little bit
annoyed by it because it would just serve to clutter my digital life. You
know, like I already get so many emails and so many notifications that
like a usage summary for the day would just be, I wouldn’t want to
see it, right? (...) I get so many emails and I have so many notifications
to contend with that I don’t feel like I'm in a space where I would
appreciate having an email or a notification.” Alex said (...) there’s so
many things in the world that grab — on your phone or whatever — that
grab your attention and then insert themselves into your conscious
mind (...) this would just be another one of those”. Casey explains ‘T
swipe so many notifications away every day without looking at them,
this would probably be another one.” This pre-emptive aversion to
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notifications signifies the challenges of using purely digital methods
to resist persuasive technology and the importance of our inquiry.
Although we could definitely improve the digital method by re-
appropriating persuasive methods, in the eloquent words of Audre
Lorde — “For the master’s tools will never dismantle the master’s
house” [42].

6.4 The Convenience of Digitality and Concerns
with Physicality

Participants tended to casually mention that digital is more conve-
nient, but less meaningful when compared to the physical receipt.
While the physical receipt was more meaningful, it also introduced
a few complexities in terms of maintaining privacy as other peo-
ple in the same household could always encounter these receipts.
Some participants reported increased usage, but did not report it as a
concern as they were more comfortable spending time on YouTube
compared to TikTok or other platforms with more short form con-
tent.

Digital is convenient, but less meaningful. Although most
participants agreed that the digital method was more convenient
because they could use it wherever they were, they also mentioned
that this convenience made it less meaningful. The novelty of the
reflection technique wore off earlier when compared to other meth-
ods. A thought shared by Jordan exemplifies this — ‘T kept forgetting
to use it, if I'm honest. I don’t know. Yeah. But I like how accessible it
is, so maybe I feel conflicted about it because I like that it’s just right
there, like on the browser (...) this one’s just built in, which is nice, but
I also just kept not using it.”. Casey said “T went back to my old habits

of just watching stuff because I know I can just clear data anytime.”

which further portrays the lesser meaning attached to this form
of reflection. Although our sample size is too small to make any
significant claims based on quantitative data, this is echoed by the
API calls to the server. The mean total reflections per participant per
day went from 3.43(SD : 0.54) in the first 3 days to 0.26(SD : 0.1)
in the last ~4 days. This is a significant drop off that didn’t occur
in condition B. Another contributing factor to this feeling was that
participants (Taylor, Alex and Casey) reported that this method
was pretty similar to other methods that they have used in the past.
Casey said ‘T did use a couple of time monitoring softwares a couple
of years ago and it feels similar to that (...) And those didn’t work for
me, so I don’t use them now. So maybe it’s because of that, that this
feels not as useful.”

Privacy or the lack thereof. A consequence of printing receipts
with one’s YouTube usage is that if the printer is placed in a non-
private space, the content on the receipts is free to see for anyone.
While most participants said that this was not a huge concern
to them as they placed the printer in semi-private locations, and
they felt like the information on it wasn’t heavily embarrassing or
confidential, some participants expressed concern. During the study,
Jordan’s father stayed with them for a couple of days. During this
period, Jordan made sure that they removed the receipts from plain
view when they were printed. Participants also mentioned that the
extent of their concern might change if it was a different platform.
This represents a major downside to physicalizing personal data.
While having complete agency over when the receipt is printed can
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solve this issue, for users who preferred the randomized reflection,
it still remains a challenge that requires further exploration.

Increased usage with receipts, but not a concern? Some
participants reported increased YouTube usage compared to their
regular usage patterns but didn’t think this was a matter of con-
cern. For instance, Jordan said “because YouTube definitely is more
long-form content and at least with what I consume it’s usually like
either ASMR videos to help me sleep or educational videos. And maybe
that’s why I felt more inclined to engage with it more when I was
being more mindful of it is because it’s better to watch those things
than to just scroll mindlessly on TikTok.” They also mentioned being
disappointed when they received an empty receipt because it im-
plied that they spent a lot of time on TikTok. While this is a slightly
unintended consequence of our design, it highlights the necessity
to not view digital wellbeing as “less screen-time is better” and the
importance of taking a more holistic standpoint in the current state
of the attention economy. It also implies that our method led to
reflexivity about the quality of content consumed on the internet,
which is a favorable outcome.

6.5 Agency Might be Good?

The questionnaire and some reflections from the participants sug-
gests that having agency over when the receipt is printed is overall
beneficial. Some participants mentioned that not having agency
over when the receipt is printed might be too passive and therefore
having agency is good. Other participants mentioned that when
they did have agency over when the receipt is printed, they were
less surprised by the data on the receipt indicating a layer of self-
reflection just before they print the receipt. Our system also used
empty receipts to indicate that the participants hadn’t watched any-
thing during condition C. Participants expressed that this did not
feel as useful and would have preferred not to receive a receipt or
suggested alternate designs for these receipts.

Concerns about passivity. Amongst the users that heavily
disliked not having agency over when the receipt was printed
(cond. C), the largest concern was passivity. Casey said ‘T don’t
really have to do anything in this method. It just does its own thing
without me requiring to do anything.” Taylor mentioned how the
act of pressing the reflect button forced some internal reflection
which was completely lost in this condition. “This feels like I'm
getting a bill in the mail and I'm used to ignoring those.” This was
also manifested in Ruby’s experience when after a long YouTube
binge session, they went to print a receipt, forgetting that they
could not no longer do that and being disappointed after realizing
it. They mentioned that they were “craving” a reflection.

Less surprised by the data. Due to the fact that the users had
direct control over when the receipt was printed during condition
B, multiple participants reported that they built an intuition or a
mental log of what they had watched. This meant that when the
receipt was printed, they weren’t surprised by the data. As this
sentiment wasn’t expressed during the digital condition — which
presented the same data - it potentially implies that the materiality
of the receipt is producing this effect. Taylor explains “it didn’t
actually change the quantity of time that I was using [YouTube].
I was making more of like a mental log of what it was that I was
actually watching (...) I'm starting to watch this video. I will be able
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to see it on the reflection. That might not change what I'm doing. But
like, I am keeping more of a mental tally of what I'm watching (...) so
I'wouldn’t kind of be surprised by whatever got printed out.”

The nature of the surprise though, was different based on the
participant. Jordan mentioned how they built a mental log of the
number of videos they watched and so the length of the receipt and
its contents wasn’t that surprising but the total time was, which
affected the nature of the reflection. They explain by saying ‘T was
like, okay, I watched four videos. I'm going to print out the receipt (...)
since I knew it was going to be four videos long, it was more about how
much time I had spent in total.” as opposed to the case in condition
C where “(...) to me, it was like, how long the receipt was printing
for was always surprising when it was random, because it would just
start going and going and going. But when I was doing it myself, then
I would actually have to get up and go like look at it. And it would
be like, oh, seven hours. That’s crazy.” Ruby and Casey mentioned
similar sentiments as well.
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Figure 7: The empty receipt when the user hasn’t watched
any videos.

Handling empty receipts. Almost all participants that received
an empty receipt (Figure 7) mentioned that they were an issue. Some
participants even disposed their empty receipts while they hung
onto the rest of the receipts. Almost all participants mentioned that
they would rather not receive a receipt when they didn’t watch
anything. Avery mentioned that while it would be good to not print
a receipt, they would also be interested in seeing a receipt that
complimented them for staying away from YouTube. Participants
also expressed concern about how it might be wasteful to use a piece
of paper when there’s nothing to reflect on. While this is solely an
artifact of our design, it leads to an important, open and unanswered
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question about how we handle tangibility and materiality when
there is no data to engage with.

6.6 Lack of Agency Might be Good?

While the quantitative results from the questionnaire and the pre-
vious section might suggest that having full agency over when the
receipt is printed might be the most preferable mode, some partici-
pants suggested that while having agency over the printing led to
feeling more engaged with the receipts, it led to diminished reflection.
This is an interesting outcome that deserves further exploration.
Participants who built habits around the randomly printed receipt
reported higher satisfaction and tended to assert that this was the
ideal method for reflection whereas participants who didn’t build
habits around it reported lower satisfaction. Lastly, participants
reported that not having agency over when the receipt is printed
resulted in feelings of surveillance and enforced reflection. While this
frames the object in a negative light, this can potentially lead to
higher quality reflection.

Engaging receipts, diminished reflection. While most par-
ticipants felt like having agency over when the receipts are printed
was effective (cond. B), some participants expressed that while the
receipts were much more fun, the reflective aspect was slightly
diminished, and that this shifted their use case. Avery expressed
that while condition B led to them saving more receipts, the “sou-
venir” aspect of the reflection reduced the actual usefulness of it
— “the receipt itself is more engaging, but at the same time, it’s less
useful as a reflection tool (...) it becomes more of a souvenir because I
control when I print." Jordan echoed this sentiment by stating that
while their view of the printer shifted from a “surveillance” device
to a tool, this meant that they felt less pressure to change their
habits. This reduction in the need to change usage patterns when
the perception of the object is more favorable is a point of tension
and exploring this tension can be essential in finding a potential
Goldilocks zone for self-control [46]. Creating a more engaging
system can lead to better usability and a more positive perception
of our system, but it may not achieve the ultimate goal that we
laid out. This is an important distinction to make while designing
devices for reflection.

Building habits around reflection. Participants mentioned
multiple interesting factors about their habits that affected their
reflection when they didn’t have agency over when the receipt
was printed. Casey for instance, maintained a habit of reflecting
everyday during the entire study in conditions A and B. For Casey,
condition C was the least effective method out of the three. Upon
probing further, Casey mentioned that they had built a habit of
reflecting when they sat down at their desk everyday. The irregu-
larity of the receipt and the lack of control over it meant that they
couldn’t always reflect when they sat down at their desk, which was
frustrating. On the other hand, Alex — who vehemently believed
that not having agency was for the best — built a habit around the
reflection method itself. They said T feel like typically I came home
from work and the receipt had printed out. And it’s like, oh, you walk
in the door, you take off your shoes, you put down your backpack, put
down your keys and you go look at the receipt.”

While a lot of the friction around these habits can be placated by
allowing the user to choose when the receipt is printed everyday,
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it also indicates the user’s need to have more agency over the
reflection technique itself even when they cannot request a receipt
on-demand. Taylor acutely observed how condition C might make
more sense for someone who watches YouTube on a daily basis
but not for someone who only accumulates enough videos for a
meaningful reflection over the course of a couple of days.

Feelings of surveillance and enforced reflection. As a direct
result of having agency over when they can print a receipt in
condition B, participants reported that it felt like a tool that they
could use at any time. While comparing with condition C, Avery
said, “Now it’s just a regular object that I have control over instead
of some sort of object outside of my control (...) so it’s an artifact
that’s useful to me instead of an artifact that’s kind of like watching
me”. Jordan expresses a similar sentiment by stating that in this
condition, the printer was helping them “survey themself” whereas
in condition C, the printer was “surveying them”.

Multiple participants mentioned that during condition C, their
perception of the system and the receipt printer was very different.
Jordan mentioned that the printer felt less comfortable because it
was “surveilling” them. Avery mentioned how in this condition,
the artifact is kind of “watching” them. While this discomfort is
concerning, some participants mentioned that this method of re-
flection was more effective. Other participants mentioned how the
receipt “just being there” forced them to interact with it and reflect
on the data. This again represents an important distinction to make
while building devices for reflection. To reiterate, maximizing posi-
tive perceptions of the device and the system as is common with
traditional interaction design can lead to a more engaging system,
but on the other hand, it can potentially override the goals of the
system.

7 DISCUSSION

In this section, we discuss the implications of our findings, some
considerations for long-term use and the limitations of our study.

7.1 Tangibility as Resistance

A recurring theme during the design discussions and the analysis
of our data was the role of tangibility in introspecting on media
consumption and our digital lives. Just as our attention is volun-
teered in an invisible economical transaction pretty much every
time we use the internet, multiple aspects of internet use are now
marred with such abstractions. Seemingly innocuous interactions
on the internet can have several layers of abstractions designed to
either keep us on the platform or to nudge us towards a decision
that platforms are making for us.

A primary goal of this work is to explore how tangibility, partic-
ularly materiality, can play a role in “de-abstracting” these complex-
ities in our everyday interactions. While a lot of these mechanisms
genuinely add value to our lives and make them easier, making
these mechanisms transparent and easy to digest can reclaim much
needed agency into the hands of the user who may choose to act
differently. As we mention earlier, we avoid making value judg-
ments about the quality and quantity of time spent on a platform
and focus on creating avenues for reflection and contemplation. As
Jordan found out during our study, more time spent on YouTube as
a result of our intervention wasn’t necessarily a bad thing as this
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meant that they spent lesser time on TikTok which they deem as
“garbage”.

7.2 DPositive Perception of the System Doesn’t
Necessarily Lead to Better Reflection

Multiple findings in our study indicate that while a more positive
perception of our intervention can be on the table, this doesn’t
necessarily lead to better reflection. While it is possible to build
an engaging system with high agency or lowe agency, in our case,
higher agency led to a more positive perception of the system
overall, but some participants noted that this led to lower quality
reflection. Building devices that hit the sweet-spot — not unlike
the Golilocks zone encountered by previous researchers [46] — of
maintaining a “good enough” perception with the user to prompt
reflection while not trying to maximize the positive perception of
the reflective system itself is an extremely delicate balance. This
is a balance that has been completely overriden by the attention
economy especially on YouTube by incentivizing maximum screen
time with no regards to the users’ larger goals. Striking this balance
and studying the confounding effects perhaps remains the biggest
challenge in building devices that maintain “digital wellbeing”. For
instance, if our analysis solely revolved around the results of the
questionnaire to suggest an ideal system, we would recommend
building a system that was closer to condition B. Whereas multi-
ple participants expressed that while condition B was more fun,
condition C led to higher quality reflection.

7.3 Overriding User Agency in the Process of
Granting it

While we demonstrate that materiality can in fact have strong
impacts on the perceptions of media consumption, adding an addi-
tional layer of “eyes” through our system also has the potential to
override the user’s agency. It is important to ensure that one form
of agency loss is not being supplanted by another form of agency
loss by a different entity. By positioning our work as an entity that
aims to re-grant agency, we heavily run the risk of overriding user
agency through our agenda. In all such endeavors, heavy care must
be taken to ensure that the re-appropriation of hegemonic practices
are being deeply considered by the involved stakeholders. The core
philosophy behind attaching a cost to time perhaps mirrors the
methods propogated in Taylorist [41] schools of thought. While we
aim to re-appropriate this method in our paper in an attempt to
resist against the effects of the attention economy, deep questions
can and need to be asked about the existence and abolishment of
these methods.

7.4 Considerations for Long-term Use

While our intention was to create an object that is designed for long-
term use, naturally, some aspects of the design were still influenced
by our study design and the nature of our inquiry. A truly long-term
object would require additional thought to ensure that changing
the roll of paper is an enjoyable seamless process that users would
want to engage in rather than viewing it as a chore. All participants
suggested that having the ability to trigger a print from the printer
itself instead of triggering it from the browser plugin would largely
improve the experience. While we were focusing on maintaining
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the same interaction for both forms of reflection in conditions A
and B, in hindsight, providing a print button on the object would
lead to a better experience and increase the independence of the
artifact. Further questions need to be asked about the ecological
impact of such a device, the ideal conditions of use for such a device
and the potential psychological and philosophical impact of further
associating time with a cost.

7.5 Extending to Other Platforms

While we focus on YouTube for this study, what would it look like to
extend this method to other platforms? Platforms oriented towards
short-form content like TikTok and YouTube Shorts do not rely
on descriptive titles to establish the quality of the content and the
nature of the time sink is markedly different. Longer-form stream-
ing platforms like Netflix might have easier ways to establish the
quality but they do not rely on the same “attention retaining” mech-
anisms like YouTube as they are more concerned with recurring
subscriptions than holding someone’s attention purely to serve ads.
All participants were asked if they see value in our intervention
for other platforms. Some participants expressed how it would be
interesting to see how long they spend watching ads or sponsored
content vs actual content on Reddit and TikTok. This, to us, rep-
resents a curiosity towards the attention economy which strongly
satisfies the goals of our exploration, but the design of the receipt
and the system for these extensions remains unexplored.

7.6 Limitations of the Study

Our study was designed around qualitatively answering the re-
search questions we set out to answer. While this was successful
to some extent, truly understanding the effects of our proposed
intervention requires longer-term interactions with the device and
the system. All participants in some form or the other expressed
that they were curious about the long-term effects of the receipts.
While some participants asked if they could continue using it even
after the study ended, others asked if it was a product that we plan
on launching and asked if they could help build it further. One par-
ticipant also offered to host the server by themselves to continue
using the printer. We also limited the amount of data collected by
our system to maintain participant privacy. A deeper understand-
ing of how our intervention affects usage patterns can be gained
by collecting richer data and tying it together with participant
accounts.

Our participant pool is also inherently biased as it only con-
tains participants living in a relatively high-income neighborhood
in Chicago. Perceptions of materiality vary across cultures and
socio-economic backgrounds and it is important to understand
the bounds and effects of it. Additionally, more varied households
such as family homes, co-operative living arrangements, and other
arrangements where a power relationship may be involved - par-
ent/child, landlord/tenant - can produce deeper insights about the
inherent challenges with tangibility and privacy.

Another omission from our study design is the lack of a hybrid
condition that contained all 3 conditions. All participants agreed
that they would enjoy a hybrid condition where they were occa-
sionally reminded by the printer automatically but they also had
control over the receipts. This would retain the agency-driven, fun
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aspect of printing receipts by themselves but also ensures that the
basic intention behind the technique is not obscured. Additionally,
it could prevent users from attaching the positionality of the printer
being a tool, instead of an independent object.

8 DESIGN RECOMMENDATIONS

For others interested in building household objects and material
methods that help users resist against persuasive technology, we
reflect on our experience and provide a set of design recommenda-
tions. While some recommendations originate from our findings,
others are generated by reflecting on our design process. Addition-
ally, some are highly specific to objects that aid with reflection and
others are more generally applicable.

Agency, with some room for surprise. Specifically related
to reflective methods, from our study it was evident that users
enjoyed having agency over when they reflected on their screen-
time. But at the same time, users also expressed that when they’re
not regularly reflecting out of habit, being surprised by it can nudge
them towards reflecting again. As evidenced by our interviews,
while having complete agency over the reflection process can be
important for the user, it has the potential to lead to diminished
reflection. We encourage designers to reflect on the positionality
of the object with respect to the user and the goals of the system.
Sacrifices might have to be made to the perception of the system in
the users’ eyes to achieve the goals of the system. This is a tricky
balance.

Maintaining materiality. During the design and prototyping
process, it is easy to obscure elements of the materiality that is tied
to the cultural memory of the users by straying too far from the
materiality of the object. We encourage designers to reflect on and
maintain elements of the original materiality of the medium, and to
ensure at every stage that the materiality is not being obscured or
lost in the design. In our case, this involved rejecting extraneous but
novel metadata that would be interesting to include in the receipt.
When adding or removing design elements, it’s important to ask
whether it is adding to the materiality or taking away from it.

Re-appropriating hegemonic practices. While we found that
users exhibited a distrust towards hegemonic design patterns like
push notifications due to digital overload, in our design, we still
re-appropriate the capitalistic practice of attaching a “cost” to time.
While the ethics of this can be debated, in our design practice, it
helps us maintain a balance between novelty and familiarity. We
encourage designers to consider the hegemonic practices that they
are re-appropriating (if any) and to reflect on whether it feeds the
hegemony or subverts it in an act of resistance.

Object independence. While independence is previously es-
tablished as a design criteria for research products [55], we re-
emphasize its importance in this line of research. Providing domes-
tic objects to people with the hope that they reflect on or change
their habits, puts the object itself in an inherently combative stance
against the user. We highly recommend that designers take any
steps possible to ensure that the setup process, and day-to-day
usage is as smooth as possible. We also recommend taking every
opportunity to reduce the friction between the object and the user,
but retaining the friction required to improve the reflection process.
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Aesthetics. As the objects are installed in a user’s home - al-
though aesthetic taste is subjective — ensuring that the aesthetics
are inoffensive and polished can go a long way in increasing the
willingness from the user to install it and use it regularly. Design-
ing an object with the hope that it gracefully embeds itself into
the user’s home is not always simple, but we recommend that de-
signers deeply consider the aesthetic choices that they’re making
when building such objects, especially when the objects can have a
“surveillance” aspect to them.

9 CONCLUSION

We explore how the materiality of a receipt can improve screen-
time reflection on YouTube. We built and deployed a browser plugin
and a printer that prints receipts for the time spent watching videos
on YouTube. We evaluated our idea by deploying our object in
the homes of 6 participants. We found that the materiality of the
receipt improves reflection and therefore influences the quality and
quantity of time spent on YouTube. We also found that users largely
preferred having agency over when they reflected on their YouTube
usage but not having agency sometimes lead to higher quality
reflection. We concluded with a set of design recommendations for
designers who would like to build domestic objects that help users
resist against persuasive technology.

ACKNOWLEDGMENTS

We are grateful for the insightful feedback from the reviewers that
improved our manuscript. We would like to give special thanks to
Pedro Lopes, Marshini Chetty, and Lauren Wright for their input
on study design and Jasmine Lu for inputs on data analysis. We
are grateful for the support provided at different stages by our
colleagues at AxLab.

REFERENCES

[1] [n.d.]. Why are CVS receipts so long? An investigation. - Vox. https://www.vox.
com/the-goods/2018/10/10/17956950/why-are-cvs-pharmacy-receipts-so-long

[2] 1971. Texas Instruments Silent 700 terminal. Catalog Number: X1612.99 Manu-
facturer: Texas Instruments Incorporated (TI) Place Manufactured: U.S. Model
number: 745 Serial number: 0474638941 Dimensions: 4 1/2 x 14 x 17 1/2 in.
Category: I/O : terminal / teletype.

[3] Adam Alter. 2017. Irresistible: The Rise of Addictive Technology and the Business
of Keeping Us Hooked. Penguin Group , The.

[4] Morgan G. Ames. 2013. Managing mobile multitasking: the culture of iPhones
on stanford campus. In Proceedings of the 2013 conference on Computer supported
cooperative work. ACM, San Antonio Texas USA, 1487-1498. https://doi.org/10.
1145/2441776.2441945

[5] Janarthanan Balakrishnan and Mark D. Griffiths. 2017. Social media addiction:
What is the role of content in YouTube? Journal of Behavioral Addictions 6, 3
(Sept. 2017), 364-377. https://doi.org/10.1556/2006.6.2017.058

[6] David Bawden and Lyn Robinson. 2020. Information overload: An overview.
(2020). Publisher: Oxford University Press.

[7] Daniel Belanche, Carlos Flavian, and Alfredo Pérez-Rueda. 2020. Brand recall
of skippable vs non-skippable ads in YouTube: Readapting information and
arousal to active audiences. Online Information Review 44, 3 (Jan. 2020), 545-562.
https://doi.org/10.1108/OIR-01-2019-0035

[8] Joanna Berzowska, Aisling Kelliher, Daniela K. Rosner, Matt Ratto, and Suzanne
Kite. 2019. Critical Materiality: Creating Toolkits and Methods for Engaging
Materiality in HCL In Proceedings of the Thirteenth International Conference on
Tangible, Embedded, and Embodied Interaction. ACM, Tempe Arizona USA, 691-
694. https://doi.org/10.1145/3294109.3295656

[9] Sophie Bishop. 2018. Anxiety, panic and self-optimization: Inequalities and
the YouTube algorithm. Convergence: The International Journal of Research
into New Media Technologies 24, 1 (Feb. 2018), 69-84. https://doi.org/10.1177/
1354856517736978

Anup Sathya, et al.

[10] Gunter Bombaerts, Joel Anderson, Matthew Dennis, Alessio Gerola, Lily Frank,
Tom Hannes, Jeroen Hopster, Lavinia Marin, and Andreas Spahn. 2023. Atten-
tion as Practice: Buddhist Ethics Responses to Persuasive Technologies. Global
Philosophy 33, 2 (April 2023), 25. https://doi.org/10.1007/s10516-023-09680-4

[11] Andy Boucher. 2023. Research Products at Scale: Learnings from Designing

Devices in Multiples of Ones, Tens, Hundreds and Thousands. In Proceedings of

the 2023 CHI Conference on Human Factors in Computing Systems. ACM, Hamburg

Germany, 1-15. https://doi.org/10.1145/3544548.3581540

Virginia Braun and Victoria Clarke. 2019. Reflecting on reflexive thematic analysis.

Qualitative Research in Sport, Exercise and Health 11, 4 (Aug. 2019), 589-597.

https://doi.org/10.1080/2159676X.2019.1628806

Glenn Chapman. 2010. YouTube redesigns website to keep viewers capti-

vated. https://www.smh.com.au/technology/youtube-redesigns-website- to-

keep-viewers-captivated-20100401-rfbc.html Section: Technology.

[14] Paul Connerton. 2006. Cultural memory. Handbook of material culture (2006),

315-24. Publisher: Sage London.

Pierre De Bérail, Marléne Guillon, and Catherine Bungener. 2019. The re-

lations between YouTube addiction, social anxiety and parasocial relation-

ships with YouTubers: A moderated-mediation model based on a cognitive-

behavioral framework. Computers in Human Behavior 99 (Oct. 2019), 190-204.

https://doi.org/10.1016/j.chb.2019.05.007

[16] Carl DiSalvo. 2012. Adversarial Design. The MIT Press.

[17] Stacy-Ann Elvy. 2017. Paying for privacy and the personal data economy. Colum.
L. Rev. 117 (2017), 1369. Publisher: HeinOnline.

[18] Cuneyt Evren, Bilge Evren, Ercan Dalbudak, Merve Topcu, and Nilay Kutlu.

2019. Relationships of Internet addiction and Internet gaming disorder symp-

tom severities with probable attention deficit/hyperactivity disorder, aggression

and negative affect among university students. ADHD Attention Deficit and

Hyperactivity Disorders 11 (2019), 413-421. Publisher: Springer.

Rebecca A Ferrer, Emily G Grenen, and Jennifer M Taber. 2015. Effectiveness

of internet-based affect induction procedures: A systematic review and meta-

analysis. Emotion 15, 6 (2015), 752. Publisher: American Psychological Associa-
tion.

Sarah Foley, Daniel Welsh, Nadia Pantidi, Kellie Morrissey, Tom Nappey, and

John McCarthy. 2019. Printer Pals: Experience-Centered Design to Support

Agency for People with Dementia. In Proceedings of the 2019 CHI Conference

on Human Factors in Computing Systems. ACM, Glasgow Scotland Uk, 1-13.

https://doi.org/10.1145/3290605.3300634

Kirsten Foot. 2014. The online emergence of pushback on social media in the

United States: A historical discourse analysis. International Journal of Communi-

cation 8 (2014), 30.

Verena Fuchsberger, Martin Murer, Thomas Meneweger, and Manfred Tscheligi.

2014. Capturing the in-between of interactive artifacts and users: a materiality-

centered approach. In Proceedings of the 8th Nordic Conference on Human-

Computer Interaction: Fun, Fast, Foundational. ACM, Helsinki Finland, 451-460.

https://doi.org/10.1145/2639189.2639219

Verena Fuchsberger, Martin Murer, and Manfred Tscheligi. 2013. Materials,

materiality, and media. In Proceedings of the SIGCHI Conference on Human Factors

in Computing Systems. ACM, Paris France, 2853-2862. https://doi.org/10.1145/

2470654.2481395

William Gaver, Phoebe Sengers, Tobie Kerridge, Joseph Kaye, and John Bowers.

2007. Enhancing ubiquitous computing with user interpretation: field testing

the home health horoscope. In Proceedings of the SIGCHI Conference on Human

Factors in Computing Systems. ACM, San Jose California USA, 537-546. https:

//doi.org/10.1145/1240624.1240711

Elisa Giaccardi and Elvin Karana. 2015. Foundations of Materials Experience:

An Approach for HCL In Proceedings of the 33rd Annual ACM Conference on

Human Factors in Computing Systems. ACM, Seoul Republic of Korea, 2447-2456.

https://doi.org/10.1145/2702123.2702337

[26] Marco Gui and Luca Stanca. 2009. Television Viewing, Satisfaction and Happiness:

Facts and Fiction. Working Papers 167. University of Milano-Bicocca, Department

of Economics. https://ideas.repec.org/p/mib/wpaper/167.html

Lars Hallnds and Johan Redstrém. 2001. Slow Technology — Designing for

Reflection. Personal and Ubiquitous Computing 5, 3 (Aug. 2001), 201-212. https:

//doi.org/10.1007/PL00000019

Alexis Hiniker, Sungsoo (Ray) Hong, Tadayoshi Kohno, and Julie A. Kientz. 2016.

MyTime: Designing and Evaluating an Intervention for Smartphone Non-Use. In

Proceedings of the 2016 CHI Conference on Human Factors in Computing Systems.

ACM, San Jose California USA, 4746-4757. https://doi.org/10.1145/2858036.

2858403

Yuan-Yao Hsu, Wenn-Chieh Tsai, Wan-Chen Lee, and Rung-Huei Liang. 2018.

Botanical Printer: An Exploration on Interaction Design with Plantness. In Pro-

ceedings of the 2018 Designing Interactive Systems Conference. ACM, Hong Kong

China, 1055-1068. https://doi.org/10.1145/3196709.3196809

Myounghoon Jeon. 2017. Emotions and Affect in Human Factors and Hu-

man-Computer Interaction: Taxonomy, Theories, Approaches, and Methods.

In Emotions and Affect in Human Factors and Human-Computer Interaction. Else-

vier, 3-26. https://doi.org/10.1016/B978-0-12-801851-4.00001-X

[12

=
&

[15

[19

[20

[21

~
£,

[23

[24

[25

[27

[28

™~
20,

[30


https://www.vox.com/the-goods/2018/10/10/17956950/why-are-cvs-pharmacy-receipts-so-long
https://www.vox.com/the-goods/2018/10/10/17956950/why-are-cvs-pharmacy-receipts-so-long
https://doi.org/10.1145/2441776.2441945
https://doi.org/10.1145/2441776.2441945
https://doi.org/10.1556/2006.6.2017.058
https://doi.org/10.1108/OIR-01-2019-0035
https://doi.org/10.1145/3294109.3295656
https://doi.org/10.1177/1354856517736978
https://doi.org/10.1177/1354856517736978
https://doi.org/10.1007/s10516-023-09680-4
https://doi.org/10.1145/3544548.3581540
https://doi.org/10.1080/2159676X.2019.1628806
https://www.smh.com.au/technology/youtube-redesigns-website-to-keep-viewers-captivated-20100401-rfbc.html
https://www.smh.com.au/technology/youtube-redesigns-website-to-keep-viewers-captivated-20100401-rfbc.html
https://doi.org/10.1016/j.chb.2019.05.007
https://doi.org/10.1145/3290605.3300634
https://doi.org/10.1145/2639189.2639219
https://doi.org/10.1145/2470654.2481395
https://doi.org/10.1145/2470654.2481395
https://doi.org/10.1145/1240624.1240711
https://doi.org/10.1145/1240624.1240711
https://doi.org/10.1145/2702123.2702337
https://ideas.repec.org/p/mib/wpaper/167.html
https://doi.org/10.1007/PL00000019
https://doi.org/10.1007/PL00000019
https://doi.org/10.1145/2858036.2858403
https://doi.org/10.1145/2858036.2858403
https://doi.org/10.1145/3196709.3196809
https://doi.org/10.1016/B978-0-12-801851-4.00001-X

[31] Seongkyoon Jeong, Jong-Chan Kim, and Jae Young Choi. 2015. Technology

convergence: What developmental stage are we in? Scientometrics 104, 3 (Sept.
2015), 841-871. https://doi.org/10.1007/s11192-015-1606-6

Heekyoung Jung and Erik Stolterman. 2011. Form and materiality in interaction
design: a new approach to HCL In CHI ’11 Extended Abstracts on Human Factors
in Computing Systems. ACM, Vancouver BC Canada, 399-408. https://doi.org/
10.1145/1979742.1979619

M. Laeeq Khan. 2017. Social media engagement: What motivates user participa-
tion and consumption on YouTube? Computers in Human Behavior 66 (Jan. 2017),
236-247. https://doi.org/10.1016/j.chb.2016.09.024

Jaejeung Kim, Joonyoung Park, Hyunsoo Lee, Minsam Ko, and Uichin Lee. 2019.
LocknType: Lockout Task Intervention for Discouraging Smartphone App Use.
In Proceedings of the 2019 CHI Conference on Human Factors in Computing Systems.
ACM, Glasgow Scotland Uk, 1-12. https://doi.org/10.1145/3290605.3300927
Jane E. Klobas, Tanya J. McGill, Sedigheh Moghavvemi, and Tanousha Para-
manathan. 2018. Compulsive YouTube usage: A comparison of use motivation
and personality effects. Computers in Human Behavior 87 (Oct. 2018), 129-139.
https://doi.org/10.1016/j.chb.2018.05.038

Minsam Ko, Seungwoo Choi, Koji Yatani, and Uichin Lee. 2016. Lock n’ LoL:
Group-based Limiting Assistance App to Mitigate Smartphone Distractions in
Group Activities. In Proceedings of the 2016 CHI Conference on Human Factors in
Computing Systems. ACM, San Jose California USA, 998-1010. https://doi.org/
10.1145/2858036.2858568

Minsam Ko, Subin Yang, Joonwon Lee, Christian Heizmann, Jinyoung Jeong,
Uichin Lee, Daehee Shin, Koji Yatani, Junehwa Song, and Kyong-Mee Chung.
2015. NUGU: A Group-based Intervention App for Improving Self-Regulation of
Limiting Smartphone Use. In Proceedings of the 18th ACM Conference on Computer
Supported Cooperative Work & Social Computing. ACM, Vancouver BC Canada,
1235-1245. https://doi.org/10.1145/2675133.2675244

Jo Labanyi. 2010. DOING THINGS: EMOTION, AFFECT, AND MATERIALITY.
Journal of Spanish Cultural Studies 11, 3-4 (Sept. 2010), 223-233. https://doi.org/
10.1080/14636204.2010.538244

Hung-Chi Lee, Wenn-Chieh Tsai, Po-Hao Wang, Rung-Huei Liang, and Jane Hsu.
2014. The reflexive printer: embodying personal memory for social provocation.
In Proceedings of the 2014 companion publication on Designing interactive systems.
ACM, Vancouver BC Canada, 97-100. https://doi.org/10.1145/2598784.2602792
Uichin Lee, Joonwon Lee, Minsam Ko, Changhun Lee, Yuhwan Kim, Subin
Yang, Koji Yatani, Gahgene Gweon, Kyong-Mee Chung, and Junehwa Song.
2014. Hooked on smartphones: an exploratory study on smartphone overuse
among college students. In Proceedings of the SIGCHI Conference on Human Fac-
tors in Computing Systems. ACM, Toronto Ontario Canada, 2327-2336. https:
//doi.org/10.1145/2556288.2557366

Craig R Littler. 1978. Understanding taylorism. British Journal of Sociology (1978),
185-202. Publisher: JSTOR.

Audre Lorde. 2003. The master’s tools will never dismantle the master’s house.
Feminist postcolonial theory: A reader 25 (2003), 27.

Kai Lukoff, Ulrik Lyngs, Karina Shirokova, Raveena Rao, Larry Tian, Himanshu
Zade, Sean A. Munson, and Alexis Hiniker. 2023. SwitchTube: A Proof-of-Concept
System Introducing “Adaptable Commitment Interfaces” as a Tool for Digital
Wellbeing. In Proceedings of the 2023 CHI Conference on Human Factors in Com-
puting Systems (CHI 23). Association for Computing Machinery, New York, NY,
USA. https://doi.org/10.1145/3544548.3580703 event-place: Hamburg, Germany.
Kai Lukoff, Ulrik Lyngs, Himanshu Zade, J. Vera Liao, James Choi, Kaiyue Fan,
Sean A. Munson, and Alexis Hiniker. 2021. How the Design of YouTube Influences
User Sense of Agency. In Proceedings of the 2021 CHI Conference on Human Factors
in Computing Systems (CHI °21). Association for Computing Machinery, New
York, NY, USA. https://doi.org/10.1145/3411764.3445467 event-place: Yokohama,
Japan.

Deborah Lupton. 2016. The quantified self. John Wiley & Sons.

Ulrik Lyngs, Kai Lukoff, Laura Csuka, Petr Slovak, Max Van Kleek, and Nigel
Shadbolt. 2022. The Goldilocks level of support: Using user reviews, ratings, and
installation numbers to investigate digital self-control tools. International Journal
of Human-Computer Studies 166 (Oct. 2022), 102869. https://doi.org/10.1016/j.
ijhcs.2022.102869

Ulrik Lyngs, Kai Lukoff, Petr Slovak, Reuben Binns, Adam Slack, Michael Inzlicht,
Max Van Kleek, and Nigel Shadbolt. 2019. Self-Control in Cyberspace: Applying
Dual Systems Theory to a Review of Digital Self-Control Tools. In Proceedings of
the 2019 CHI Conference on Human Factors in Computing Systems. ACM, Glasgow
Scotland Uk, 1-18. https://doi.org/10.1145/3290605.3300361

Jens-Erik Mai. 2016. Big data privacy: The datafication of personal information.
The Information Society 32, 3 (May 2016), 192-199. https://doi.org/10.1080/
01972243.2016.1153010

Gianclaudio Malgieri and Bart Custers. 2018. Pricing privacy - the right to know
the value of your personal data. Computer Law & Security Review 34, 2 (April
2018), 289-303. https://doi.org/10.1016/j.clsr.2017.08.006

Sedigheh Moghavvemi, Ainin Binti Sulaiman, Noor Ismawati Binti Jaafar, and
Nafisa Kasem. 2017. Facebook and YouTube addiction: The usage pattern of
Malaysian students. In 2017 International Conference on Research and Innovation

Attention Receipts: Utilizing the Materiality of Receipts to Improve Screen-time Reflection on YouTube

[51]

[52]

o
&

(54

[55

o
S

[57

[58

[59

[61

[62

[63

e
=

[65

[66

[67

[68

[69

[70

CHI ’24, May 11-16, 2024, Honolulu, HI, USA

in Information Systems (ICRIIS). IEEE, Langkawi, 1-6. https://doi.org/10.1109/
ICRIIS.2017.8002516

Ana Cristina Munaro, Renato Barcelos, Eliane Cristine Francisco Maffez-
zolli, Jodo Pedro Rodrigues, and Emerson Paraiso. 2021. To engage or not
engage? The features of video content on <span style="font-variant:small-
caps;">YouTube</span> affecting digital consumer engagement. Journal of Con-
sumer Behaviour 20, 5 (Sept. 2021), 1336-1352. https://doi.org/10.1002/cb.1939
Juha Munnukka, Devdeep Maity, Hanna Reinikainen, and Vilma Luoma-aho.
2019. “Thanks for watching”. The effectiveness of YouTube vlogendorsements.
Computers in Human Behavior 93 (April 2019), 226-234. https://doi.org/10.1016/
j.chb.2018.12.014

William Odom, Mark Selby, Abigail Sellen, David Kirk, Richard Banks, and Tim
Regan. 2012. Photobox: on the design of a slow technology. In Proceedings of the
Designing Interactive Systems Conference. ACM, Newcastle Upon Tyne United
Kingdom, 665-668. https://doi.org/10.1145/2317956.2318055

William Odom, Ron Wakkary, Jeroen Hol, Bram Naus, Pepijn Verburg, Tal Amram,
and Amy Yo Sue Chen. 2019. Investigating Slowness as a Frame to Design Longer-
Term Experiences with Personal Data: A Field Study of Olly. In Proceedings of
the 2019 CHI Conference on Human Factors in Computing Systems. ACM, Glasgow
Scotland Uk, 1-16. https://doi.org/10.1145/3290605.3300264

William Odom, Ron Wakkary, Youn-kyung Lim, Audrey Desjardins, Bart
Hengeveld, and Richard Banks. 2016. From Research Prototype to Research
Product. In Proceedings of the 2016 CHI Conference on Human Factors in Comput-
ing Systems. ACM, San Jose California USA, 2549-2561. https://doi.org/10.1145/
2858036.2858447

William T. Odom, Abigail J. Sellen, Richard Banks, David S. Kirk, Tim Regan,
Mark Selby, Jodi L. Forlizzi, and John Zimmerman. 2014. Designing for slowness,
anticipation and re-visitation: a long term field study of the photobox. In Pro-
ceedings of the SIGCHI Conference on Human Factors in Computing Systems. ACM,
Toronto Ontario Canada, 1961-1970. https://doi.org/10.1145/2556288.2557178
Laura Portwood-Stacer. 2013. Media refusal and conspicuous non-consumption:
The performative and political dimensions of Facebook abstention. New Media &
Society 15, 7 (Nov. 2013), 1041-1057. https://doi.org/10.1177/1461444812465139
Larissa Pschetz and Richard Banks. 2013. Long living chair. In CHI 13 Extended
Abstracts on Human Factors in Computing Systems. ACM, Paris France, 2983-2986.
https://doi.org/10.1145/2468356.2479590

Amon Rapp and Federica Cena. 2016. Personal informatics for everyday life.
International Journal of Human-computer Studies \/ International Journal of Man-
machine Studies 94 (Aug. 2016), 1-17.

Larry D Rosen, L Mark Carrier, and Nancy A Cheever. 2013. Facebook and
texting made me do it: Media-induced task-switching while studying. Computers
in Human Behavior 29, 3 (2013), 948-958. Publisher: Elsevier.

Sarah Schoemann and Michael Nitsche. 2017. Needle as Input: Exploring Prac-
tice and Materiality When Crafting Becomes Computing. In Proceedings of the
Eleventh International Conference on Tangible, Embedded, and Embodied Interac-
tion. ACM, Yokohama Japan, 299-308. https://doi.org/10.1145/3024969.3024999
Manya Sleeper, Alessandro Acquisti, Lorrie Faith Cranor, Patrick Gage Kelley,
Sean A. Munson, and Norman Sadeh. 2015. I Would Like To..., I Shouldn’t...,
I Wish I...: Exploring Behavior-Change Goals for Social Networking Sites. In
Proceedings of the 18th ACM Conference on Computer Supported Cooperative Work
& Social Computing. ACM, Vancouver BC Canada, 1058-1069. https://doi.org/
10.1145/2675133.2675193

Brent Smith and Greg Linden. 2017. Two decades of recommender systems at
Amazon. com. leee internet computing 21, 3 (2017), 12-18. Publisher: Ieee.
Katherine W Song, Janaki Vivrekar, Lynn Yeom, Eric Paulos, and Niloufar Salehi.
2021. Crank That Feed: A Physical Intervention for Active Twitter Users. In
Extended Abstracts of the 2021 CHI Conference on Human Factors in Computing
Systems. ACM, Yokohama Japan, 1-6. https://doi.org/10.1145/3411763.3451817
Biilent Baki Telef. 2016. Investigating the relationship among internet addic-
tion, positive and negative affects, and life satisfaction in Turkish adolescents.
International Journal of Progressive Education 12, 1 (2016), 128-135. Publisher:
International Association of Educators.

Silvan S Tomkins. 2014. Affect theory. In Approaches to emotion. Psychology
Press, 163-195.

Wenn-Chieh Tsai, Po-Hao Wang, Hung-Chi Lee, Rung-Huei Liang, and Jane
Hsu. 2014. The reflexive printer: toward making sense of perceived drawbacks
in technology-mediated reminiscence. In Proceedings of the 2014 conference on
Designing interactive systems. ACM, Vancouver BC Canada, 995-1004. https:
//doi.org/10.1145/2598510.2598589

Mikael Wiberg. 2018. The materiality of interaction: Notes on the materials of
interaction design. MIT press.

James Williams. 2018. Stand out of our Light: Freedom and Resistance in the
Attention Economy. Cambridge University Press. https://doi.org/10.1017/
9781108453004

Kaitlin Woolley and Marissa A. Sharif. 2022. Down a Rabbit Hole: How Prior
Media Consumption Shapes Subsequent Media Consumption. Journal of Market-
ing Research 59, 3 (2022), 453-471. https://doi.org/10.1177/00222437211055403
_eprint: https://doi.org/10.1177/00222437211055403.


https://doi.org/10.1007/s11192-015-1606-6
https://doi.org/10.1145/1979742.1979619
https://doi.org/10.1145/1979742.1979619
https://doi.org/10.1016/j.chb.2016.09.024
https://doi.org/10.1145/3290605.3300927
https://doi.org/10.1016/j.chb.2018.05.038
https://doi.org/10.1145/2858036.2858568
https://doi.org/10.1145/2858036.2858568
https://doi.org/10.1145/2675133.2675244
https://doi.org/10.1080/14636204.2010.538244
https://doi.org/10.1080/14636204.2010.538244
https://doi.org/10.1145/2598784.2602792
https://doi.org/10.1145/2556288.2557366
https://doi.org/10.1145/2556288.2557366
https://doi.org/10.1145/3544548.3580703
https://doi.org/10.1145/3411764.3445467
https://doi.org/10.1016/j.ijhcs.2022.102869
https://doi.org/10.1016/j.ijhcs.2022.102869
https://doi.org/10.1145/3290605.3300361
https://doi.org/10.1080/01972243.2016.1153010
https://doi.org/10.1080/01972243.2016.1153010
https://doi.org/10.1016/j.clsr.2017.08.006
https://doi.org/10.1109/ICRIIS.2017.8002516
https://doi.org/10.1109/ICRIIS.2017.8002516
https://doi.org/10.1002/cb.1939
https://doi.org/10.1016/j.chb.2018.12.014
https://doi.org/10.1016/j.chb.2018.12.014
https://doi.org/10.1145/2317956.2318055
https://doi.org/10.1145/3290605.3300264
https://doi.org/10.1145/2858036.2858447
https://doi.org/10.1145/2858036.2858447
https://doi.org/10.1145/2556288.2557178
https://doi.org/10.1177/1461444812465139
https://doi.org/10.1145/2468356.2479590
https://doi.org/10.1145/3024969.3024999
https://doi.org/10.1145/2675133.2675193
https://doi.org/10.1145/2675133.2675193
https://doi.org/10.1145/3411763.3451817
https://doi.org/10.1145/2598510.2598589
https://doi.org/10.1145/2598510.2598589
https://doi.org/10.1017/9781108453004
https://doi.org/10.1017/9781108453004
https://doi.org/10.1177/00222437211055403

CHI ’24, May 11-16, 2024, Honolulu, HI, USA Anup Sathya, et al.

[71] Tim Wu. 2016. The attention merchants : the epic scramble to get inside our heads Lens. In Proceedings of the 2020 CHI Conference on Human Factors in Computing
(first edition ed.). Alfred A. Knopf, New York. Systems. ACM, Honolulu HI USA, 1-13. https://doi.org/10.1145/3313831.3376721
[72] Ce Zhong, Ron Wakkary, Xiao Zhang, and Amy Yo Sue Chen. 2020. transTexture
Lamp: Understanding Lived Experiences with Deformation Through a Materiality


https://doi.org/10.1145/3313831.3376721

	Abstract
	1 Introduction
	2 Background and Motivation
	2.1 The Persuasiveness of YouTube
	2.2 Designing for Reflection and the Data-Driven Life
	2.3 Material Centric Design
	2.4 Research Questions

	3 The Materiality of a Receipt
	4 Attention Receipts
	4.1 The Printer
	4.2 The Receipt
	4.3 Components and Pipeline

	5 User Study: Perceptions of an Attention Receipt
	5.1 Study Design
	5.2 Participants
	5.3 Hardware and Onboarding
	5.4 Study Procedures
	5.5 Data Analysis

	6 Results
	6.1 General Perceptions
	6.2 Explorations Provoked by Tangibility and Materiality
	6.3 The Complexities of Reflecting on Consumption Data
	6.4 The Convenience of Digitality and Concerns with Physicality
	6.5 Agency Might be Good?
	6.6 Lack of Agency Might be Good?

	7 Discussion
	7.1 Tangibility as Resistance
	7.2 Positive Perception of the System Doesn't Necessarily Lead to Better Reflection
	7.3 Overriding User Agency in the Process of Granting it
	7.4 Considerations for Long-term Use
	7.5 Extending to Other Platforms
	7.6 Limitations of the Study

	8 Design Recommendations
	9 Conclusion
	Acknowledgments
	References

