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I *Missing/required/desired features* -A different format than an app
-Dialog vs. single message

-Reward for doing the behavior

-Support for using the behavior to quit smoking

-Detailed reasoning for usefulness of behavior

-Audio quality

 -Clarity of instructions

- -Feedback

I *Price value* -Perceived benefits do not outweigh monetary cost

I *Perceived usefulness for the user* -Allows for comparison with others
 -Autonomy

B . . . . © [ -Other things are more useful

° - - -Feasibility of what behavior aims to do

Behavior e - o 0 O , ' ‘ @ o o -Get advice/help/tips/ Learn
. e ° -

-Get motivation/encouragement
-Improves feelings/mood
-Helps other people
-Unsure of usefulness
- -Novelty
- *Effort expectancy* -High
w

. . . . . . © [ *Feelings during/right after the behavior* -Negative
. . . . . © | -Positive
. B I *Availability* -Availability at the right/sufficient times
- *Timing* -Repetition
I -Regularity
- -Time/day
. . - -Duration
: - -Frequency
- *Other motivators/facilitators* -Other
- -Music
-Activities themselves
-Physical activity
-Being asked for feedback on activities in next session
-Motivation by virtual coach
-Conversational sessions themselves
-Other commitment
-Getting money from Prolific
-Taking part in research
-Taking part in a scientific smoking cessation program
-Positive progress
*Traits* -Stubborn
-Want for privacy
-Aggressiveness/Competitiveness
-Conscientiousness
-Ambitiousness
-Open-mindedness
*Current state* -Curiosity
-Previous experience with the behavior
-Habit for doing the behavior
-Plan for doing the behavior
-Motivation to reach goals
-Motivation to do the behavior
-Autonomy
-Capability to do the behavior
-Capability to reach the goal of the behavior
-Importance of the goal of the behavior
-Importance of doing the behavior
-Strength of craving
-Mood
*Availability* -Having other more important things to do
-Availability at the right/sufficient times
-Ease of reaching the other party
-Response speed
*Perceived expertise* -Relevant theoretical knowledge
-Relevant personal experience
-Motivation/encouragement
-Problem-solving
-Situational awareness
*Social characteristics* -Does not exist
-Stranger
-Companionableness
-Accountability
-Trusting the user
-Integrity
-Benevolence
-Empathy
*Nature* -Contra Human/Pro Al
-Pro Human/Contra Al
*Current state* -Support from others for doing the behavior [...]
-Feeling part of a group that is doing the behavior [...]
-Norms for doing the behavior and/or reaching the goal of the behavior
-Environmental barriers
-Having the necessary material to do the behavior
-Having enough time to do the behavior
-Having prompts/triggers/reminders to do the behavior
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Figure S9: Percentage of times each code from the coding scheme appears in each
response type as well as across all response types together. The response types are the
activity experiences, barriers, motivators, and the groups of interaction scenarios. IN denotes the
number of responses.



