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This book constitutes the refereed proceedings of the First International Conference on Persuasive Technology for
human well-being, PERSUASIVE 2006, held in Eindhoven, The Netherlands, in May 2006. The 31 revised full
papers presented together with 1 introductory paper were carefully reviewed and selected for inclusion in the book.
The papers are organized in topical sections on psychological principles of persuasive technology, persuasive
technology: theory and modelling, design, applications and evaluations, ethics of persuasive technology persuasive
gerontechnology, and ambient intelligence and persuasive technology.
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