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(57) ABSTRACT 
A user-interactive behavioral modi?cation system (10) 
includes a base module (12) with an input (14) for a ?rst set 
of personal data (16). A feedback interface (18) provides 
feedback in response to the ?rst data set (16). A main 
database (22) maintains the ?rst data set (16). A main 
controller (24) generates a main output signal (26) for 
causing feedback to the user (28) according to a predeter 
mined set of behavioral pattern rules (30). The feedback 
interface (18) receives a feedback input signal (32) and 
includes a display (34) for displaying an appearance of a 
character (36) based on the ?rst set of personal data (16) and 
in response to the received input signal (32). The appearance 
of the character (36) is controlled to encourage the user (28) 
to perform desired behavioral responses according to the 
behavioral pattern rules (30). 
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INTERACTIVE SYSTEM FOR PERSONAL LIFE 
PATTERNS 

BACKGROUND OF THE INVENTION 

[0001] 1. Technical Field 

[0002] The invention relates to the ?eld of interactive 
computer systems, such as interactive Web sites on the 
Internet and handheld Wireless communication devices. In 
particular, the invention relates to a system and method for 
promoting desirable user’s behavioral pattern in daily life by 
using distributed computer netWork such as the Internet and 
Wireless netWork. 

[0003] 2. Background Art 

[0004] Computer-aided life management tools such as 
healthcare/lifestyle assistant softWare products/services are 
knoWn. Some of them utiliZe the Internet (in particular by 
accessing World Wide Web) to dynamically update data at 
user’s computer. Uploading user progress and doWnloading 
expert advices are possible. 

[0005] Such products/services remains passive tools that 
much depend on user’s commitment to utiliZe them. In the 
days When personal handheld Wireless devices and embed 
ded netWork appliances are pervasive, are equipped With 
sophisticated computation poWer and user interface, and 
capable of rich data communication through the Internet, 
those computer-aided life management tools should help 
users commit to improve their behaviors. Thus, much more 
deeply engaging user interactions is needed in order to 
leverage evolution of personal handheld Wireless devices 
and embedded netWork appliances in computer-aided life 
management applications. 

[0006] US. Pat. No. 5,833,466 to Borg discloses a device 
and method for helping people modify their behavior pat 
terns. HoWever, such a user-interactive device has not been 
used in the ?eld of remotely controlled devices for an 
apparatus for transmitting information over a Wireless com 
munications netWork. There are numerous reasons for this 
nonuse. 

[0007] While the above-cited references introduce and 
disclose a number of noteWorthy advances and technological 
improvements Within the art, none completely ful?lls the 
speci?c objectives achieved by this invention. 

[0008] Disclosure of Invention. 

[0009] In accordance With the present invention, a user 
interactive behavioral modi?cation system for modifying 
undesired behavioral patterns includes a base module With 
an input means for inputting a ?rst set of personal data by a 
user into the base module. A feedback interface provides 
feedback or operatively controls other modules or devices in 
response to the ?rst set of personal data. 

[0010] A main database component maintains the ?rst set 
of personal data entered into the base module. A main 
controller unit generates a main output signal for causing 
feedback to the user according to a predetermined set of 
behavioral pattern rules. The feedback interface receives a 
feedback input signal and preferably includes a display unit 
for displaying an appearance of a character having different 
appearances based on the ?rst set of personal data and in 
response to the received input signal. 
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[0011] The appearance of the character is controlled to 
encourage the user to perform desired behavioral responses 
according to the behavioral pattern rules. Alternatively, the 
feedback interface controls other devices such as a lock on 
a refrigerator or cigarette-dispensing box to have an effect on 
the behavioral pattern. 

[0012] The present invention also solves the existing need 
by providing a system for helping users commit to improve 
their behaviors in daily life. 

[0013] Furthermore, the present invention may provide an 
interactive computer implemented system, such as a site on 
the World Wide Web and Wireless communication systems 
Where simulated ?gures interact With users so that users can 
form desirable behavioral pattern in daily life. Each ?gure 
has unique “personality” and appearances. 

[0014] Hereinafter, for purpose of description of the 
invention the term “character” Will include appearances of 
?gure, expression of its personality. Character’s behavior is 
driven by adaptive algorithms that collects and analyZes 
user’s daily life patterns. By comparing user’s actual life 
pattern With user’s personal goal, the algorithm Will deter 
mine effective Way to deeply interact With user so that user 
Will form desirable life patterns to achieve personal goals. 

[0015] A user may input a user pro?le to a remote server 
(a World Wide Web site) to store in the database the user’s 
personal information (such as past and current behavioral 
patterns, goal and desired rate of change), Which the algo 
rithm of characters incorporates to give more personally 
tailored interaction With the user. Hereinafter, the term 
“project” is understood as a consistent series of activities 
that includes goal and start/end date. 

[0016] The user also may optionally choose and doWnload 
from the server to the user’s communication device (such as 
handheld Wireless devices, netWork appliances and personal 
computers) a character With algorithm that is designed for 
speci?c type of purpose such as decreasing smoking habit 
and sustaining desirable exercise pattern. 

[0017] The user Will customiZe the doWnloaded character 
to set ?ner personal preferences such as principle instruc 
tions of the character and detail touch of character behavior. 
After deep interactions With the user through a project 
engagement, the character Will learn and evolve to have 
unique algorithms. The user Will be able to save characters 
to exchange With other users or employ it in another project 
later. 

[0018] The character interacts With the user Wherever 
possible, for instance When the user is carrying handheld 
communication device on the road or When user happens to 
be using a netWork appliances (such as refrigerator) at home 
or at Work. The character interacts With the user Whenever 
the user initiates interaction and also When the algorithm 
determines crucial timings for prevention or encouragement 
of the user’s behaviors. 

[0019] According to the present invention, the algorithm 
of the character are adaptable to “memorize” the goal 
predetermined by the user, and maintains a projected success 
path (linear or non-linear curve) betWeen start date and end 
date of the project period. The user enters the actions to the 
system through one of the devices that are registered at the 
server or the system automatically retrieves user’s plans and 
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activities. The frequency of the actions and degree (amount) 
of actions are tracked as a cumulative graph, Which is the 
path that the user actually takes. The deviation of this user’s 
path from the projected success path is monitored and 
recorded by either the server or the character algorithm. 

[0020] According to the present invention, the character 
may shoW reaction When the user takes relevant actions. 
Depending on the type of action and degree (amount) of the 
action, the character encourages or discourages the user by 
simulating the user’s current conditions. Also, before the 
user takes a particular action, the user can request a simu 
lation of the action from the character, Which Will help the 
user to folloW the projected success path. When the user 
does not take relevant actions for considerable length of 
time, the character alert the user to take actions (if desirable) 
or shoW grati?cation for not taking undesirable actions. The 
character expresses different background mood by degrees 
of the state of urgency and user’s lack of response to engage 
life-like interaction With the user. The character algorithm 
memoriZes the history of user’s responses and groWs to be 
unique personality so that the user can reutiliZe the character 
in another project more effectively and also the user can 
exchange the character With other users as a unique entity. 

[0021] These and other objects, advantages and features of 
this invention Will be apparent from the folloWing descrip 
tion taken With reference to the accompanying draWings, 
Wherein is shoWn the preferred embodiments of the inven 
tion. 

BRIEF DESCRIPTION OF DRAWINGS 

[0022] A more particular description of the invention 
brie?y summariZed above is available from the exemplary 
embodiments illustrated in the draWing and discussed in 
further detail beloW. Through this reference, it can be seen 
hoW the above cited features, as Well as others that Will 
become apparent, are obtained and can be understood in 
detail. The draWings nevertheless illustrate only typical, 
preferred embodiments of the invention and are not to be 
considered limiting of its scope as the invention may admit 
to other equally effective embodiments. 

[0023] FIG. 1 is a block diagram illustrating a distributed 
netWork environment according to one preferred embodi 
ment of the invention. 

[0024] FIG. 2 is a diagram illustrating the elements of a 
simulated character and their corresponding system units. 

[0025] FIG. 3 is a chart illustrating relationship betWeen 
the projected success path and the user’s actual path. 

[0026] 
action. 

FIG. 4 is a chart illustrating impact of single user 

[0027] FIG. 5 is a diagram illustrating character behavior 
and situational factors. 

[0028] FIG. 6 is a schematic diagram shoWing the inter 
netWorking of users utiliZing the present invention. 

[0029] FIG. 7 is a depiction of a character With three 
possible appearances to give the user feedback for the 
present invention. 

[0030] FIG. 8 shoWs a base module of the present inven 
tion and other controlled devices. 
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MODE(S) FOR CARRYING OUT THE 
INVENTION 

[0031] So that the manner in Which the above recited 
features, advantages and objects of the present invention are 
attained can be understood in detail, more particular descrip 
tion of the invention, brie?y summariZed above, may be had 
by reference to the embodiment thereof that is illustrated in 
the appended draWings. In all the draWings, identical num 
bers represent the same elements. 

[0032] A user-interactive behavioral modi?cation system 
(10) for modifying undesired behavioral patterns includes a 
base module (12) With an input means (14) for inputting a 
?rst set of personal data (16) by a user into the base module 
(12). A feedback interface (18) provides feedback or opera 
tively controls other modules or devices (20) in response to 
the ?rst set of personal data (16). 

[0033] Amain database component (22) maintains the ?rst 
set of personal data (16) entered into the base module (12). 
A main controller unit (24) generates a main output signal 
(26) for causing feedback (18) to the user (28) according to 
a predetermined set of behavioral pattern rules or algorithms 
(30). The feedback interface (18) receives a feedback input 
signal (32) and preferably includes a display unit (34) for 
displaying an appearance of a character (36) or other chosen 
visual representation having different appearances based on 
the ?rst set of personal data and in response to the received 
output signal. 

[0034] The appearance of the character (36) is controlled 
to encourage the user (28) to perform desired behavioral 
responses according to the behavioral pattern rules (30). 
Alternatively, the feedback interface (18) controls other 
devices (20) such as a lock on a refrigerator or cigarette 
dispensing box to have an effect on the behavioral pattern. 

[0035] FIG. 1 illustrates a block diagram according to one 
preferred embodiment of the invention Wherein the interac 
tive system (10) is implemented over a distributed computer 
netWork (38) and a Wireless netWork (40) of knoWn types. 
While in the preferred embodiment the netWork (38) is the 
Internet and public Wireless services, the invention is 
equally applicable to any distributed netWork and Wireless 
netWork, Whether public or private. 

[0036] A database (22) contains information relating to 
templates for personality algorithms (42) and ?gure anima 
tions (44) as Well as user-de?ned characters (combination of 
personality algorithm and ?gure animations). When a user 
(28) creates a neW project, the user (28) enters user prefer 
ences, project de?nitions and user pro?les in order to 
customiZe character (36). Then, the server components (24) 
modify a template character into tailored character. The 
user’s handheld device (12) doWnloads the tailored character 
from database (22) via server components (24). The char 
acter data is sent from server component (24) over a knoWn 
means for remotely coupling a base module to a central 
processor module, such as the Internet (38) and a Wireless 
netWork (40). After starting a project, the character’s algo 
rithm keeps track of user’s activities, either by means of 
interaction With the user’s personal digital assistant appli 
cations (handheld devices and/or data at remote servers) or 
by means of user input. The character’s interaction With the 
user (28) is done by its dynamic animations and sound 
effects on the handheld device or base module (12). The 
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character’s algorithm monitors user’s activities and controls 
the character’s (36) interaction With the user (28). 

[0037] The predetermined set of behavioral pattern rules 
(30) are generally selected to assist the user (28) in reducing 
the incidence of undesired behaviors or can be chosen such 
that the user is encouraged to increase the occurrence of 
bene?cial behaviors. 

[0038] Alternatively, a knoWn personal computer or simi 
lar (46) can contain the components of the base module (12) 
and provide additional functionalities. 

[0039] FIG. 2 illustrates functional elements of the hand 
held or base module (12) and the base system components 
or central module unit (48) that support each element. The 
character’s animations (50) are stored and executed at the 
handheld device or base module component (12) preferably 
including a base processor component (51). Also, the hand 
held device (12) desirably runs the character’s algorithm that 
causes the character (36) to be animated. 

[0040] When more complex processing is necessary for 
the character’s algorithm to adapt to neW situation, the 
handheld unit (12) requests update of the character algo 
rithm from the server components (24). Also, more anima 
tions are doWnloaded from server components (24) When 
ever needed or desired and can be stored in a base memory 

module (62). The base memory module (62) maintains in a 
knoWn storage device at least a subset of the information 
received from the main controller unit (48). The base 
processor (51) cooperates With the base memory module 
(62) and receives the feedback input signal (32) from the 
output (26) of the main controller unit (48) and further 
processes the signals. The feedback interface (18) thus 
responds to the output generated by the base module con 
troller (51). 

[0041] Preferably, the main database component (22) 
maintains a database of at least the ?rst set of personal data 
(16) and a historical set of one or more previously stored sets 
of personal data. This provides a pro?le of the user (28) and 
the user’s behaviors. The historical set of data improves the 
feedback characteristics of the system (10) to the user. 

[0042] As described brie?y above, alternatively, the feed 
back interface (18) may control one or more modules or 
other devices (20) to broaden the types of responses to the 
user (28) or actively manage aspects of the behavioral 
modi?cation therapy. Examples are controls securing a 
refrigerator to lock and unlock the source of food at con 
trolled times, or devices to administer medications. An alarm 
or alert system (64), such as a bell, Whistle or other alerting 
system may be operatively attached or form a part of the 
feedback interface component (18). 

[0043] The system of the present invention can alert the 
user (28) based on previously stored sets of personal data 
maintained in the main database component (22) or other 
chosen reasons. Alternatively, the system (10) can alert the 
user based on predetermined time events, such as previously 
established smoking or eating patterns, or based on a behav 
ioral pattern of the user shoWn in the historical set of 
personal data sets in order to alert the user before the user 
actual does an undesired action like smoking. 

[0044] FIG. 3 illustrates typical relationship betWeen the 
projected success path and the user’s actual path. In the case 
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that targeted action is a positive (desirable), the character 
gives positive feedback (52) to the user When the user acts 
more than the projected success path. Conversely, the char 
acter (36) gives negative feedback to the user (28) When the 
user (28) acts less than the projected success path. In the case 
that targeted action is a negative (undesirable), the character 
gives negative feedback (54) to the user When the user acts 
more than the projected success path. Conversely, the char 
acter (36) gives positive feedback (52) to the user When the 
user acts less than the projected success path. The feedback 
of the character (36) varies by the degree of deviation of the 
user’s actual path from the projected success path. 

[0045] FIG. 4 illustrates the character’s reaction to the 
user’s action right after the moment or at the time of the ?rst 
set of personal data (16) is input into the system (10). In the 
case that targeted action is a positive (desirable) action, the 
character (36) displays sense of relief upon user’s action (see 
character 36a in FIG. 7 for example). When period of user’s 
inaction becomes long, the character (36) displays sense of 
disturbance (frustration, Weakness, etc.). In the case that 
targeted action is a negative (undesirable) action, the char 
acter displays sense of disturbance upon user’s action (see 
character 36b in FIG. 7 for example). When period of user’s 
inaction becomes long, the character displays sense of relief 
(happiness, Wellness, etc.) (See character 36a in FIG. 7 for 
example). Aneutral situation may produce the appearance of 
the character (36) as is shoWn as 36c in FIG. 7. HoWever, 
overall appearance (animation and sound effects) of the 
character is combination of feedback by deviation from the 
projected success path and reaction upon user’s actions. 

[0046] In addition to feedbacks and reactions, the simu 
lation of life-like character generates further complexity to 
the character’s algorithm. FIG. 5 illustrates four distinctive 
states of the character (36) and conditions for transition 
betWeen the states. The idle state (56) is a default state to 
Which the character (36) falls into When nothing happens for 
certain length of time. When the user (28) does any opera 
tion upon the handheld device (12) or a neW set of personal 
data (16) is input, the character (36) shifts or transitions to 
the Wake state (58) and simulates paying attention to the user 
(28). The state upon user input (60) is the state When the 
character (36) needs more intense interaction With the user 

(28). 
[0047] In the case that targeted action is a positive (desir 
able) action, When the period of user’s inaction becomes 
unacceptable, the character (36) shifts to the state (60) along 
path (A), and initiates more intense interaction With the user 
through animations on the display (34) or other user inter 
faces such as beeps or other alerts. If the user (28) takes an 
appropriate action, then the character (36) displays a sense 
of relief (36a or 36c), and goes back to the Wake state (58) 
along path 

[0048] In the case that targeted action is a negative (unde 
sirable) action, When user (28) takes action, the character 
(36) shifts to the upon user input state (60) along path (A) 
and initiates more intense interaction through the feedback 
interface (18). If time passes Without user taking further 
actions, then the character (36) displays a sense of relief 
(36a for example), and goes back to the Wake state (58) 
along path Also, the character’s algorithm raises alerts 
(32) at certain time of day according to the user pro?le, or 
upon user’s other relevant event. 
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[0049] Also, the table of FIG. 5a illustrates correlations 
betWeen each state and ?ve distinctive situational factors. 
“Degree of deviation” determines amount of feedback. 
“Time since deviation” means the length of time that passed 
since last notable change of the deviation from the projected 
success path. This measurement is used to avoid monotony 
of the character behaviors. Number of reactions serves also 
the same purpose. “Disturbances/Relieves” is measurement 
for the character’s reaction upon user’s actions. “Non utility 
interaction” is a secondary interaction that is not directly 
related to the status of project, but that is to improve user’s 
intimacy With the character. 

[0050] The Way the user (28) interacts With the character 
(36) through the base module (12) modi?es and further 
customiZes the character’s algorithm to the eXtent that the 
character (36) becomes unique through knoWn neural net or 
other learning algorithmic means. After the project is ?n 
ished, the user can store the character at the database (22) so 
that user (28) can employ the same character (36) for another 
project. Or, the user can share the character With other users. 
FIG. 6 illustrates hoW users can eXchange characters. Users 
can post their character (36) at user community sites. Or, 
eXchange With a particular user by directly sending the 
character to him or her. 

[0051] An alternative embodiment of the present inven 
tion may include a simulation function. For instance, When 
a user is tempted by a bad habit or is reluctant to do a good 
deed, the user (28) can simulate the What-if scenarios by 
entering the hypothetical action into the system to see What 
response Would be generated by the input. In such a simu 
lation, the inputted personal data Would be discarded rather 
than stored or forming a part of the database (22). 

[0052] The method for modifying undesired behavioral 
patterns of the present invention includes the steps of 
inputting a ?rst set of personal data (16) representative of a 
behavior by a user (28) into an input means (14) of a base 
module (12) responsive to input. The base module further 
includes at least one feedback interface (18) for providing a 
feedback input to the user (28) in response to the ?rst set of 
personal data (16). 

[0053] The ?rst set of personal data (16) entered into the 
base module (12) is maintained in a main database compo 
nent (22). A main output signal (26) for causing feedback to 
the user (28) is generated according to a predetermined set 
of behavioral pattern rules (30) by a main controller unit (24) 
operatively coupled to at least the main database component 
(22). A feedback input signal (32) is received by or in the 
feedback interface means (18) that in response displays an 
appearance of a character (36) having different appearances 
in a display unit (34) of the feedback means (18). 

[0054] The appearance of the character (36) is displayed in 
response to the feedback input signal (32) such that the 
appearance of the character (36) is controlled to encourage 
the user (28) to perform desired behavioral responses 
according to the behavioral pattern rules and goals. 

[0055] The present invention has the nature of a “pace 
maker” by having the ability to set an ideal or preferred pace 
in lifestyle With the setting of an initial goal and length of 
period. 

[0056] The foregoing disclosure and description of the 
invention are illustrative and explanatory thereof, and vari 
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ous changes in the siZe, shape and materials, as Well as in the 
details of the illustrated construction may be made Without 
departing from the spirit of the invention. 

I claim: 
1. A user-interactive behavioral modi?cation system for 

modifying undesired behavioral patterns comprising: 

an input means for inputting a ?rst set of personal data by 
a user into a base module; the base module further 
including at least one feedback interface means for 
providing a feedback input to the user in response to the 
?rst set of personal data; 

a main database component operative to maintain at least 
the ?rst set of personal data entered into the base 
module; 

a main controller unit operatively coupled to at least the 
main database component for generating a main output 
signal for causing feedback to the user according to a 
predetermined set of behavioral pattern rules; 

the feedback interface means receives a feedback input 
signal; 

the feedback interface means further includes a display 
unit for displaying an appearance of a character having 
different appearances based on the ?rst set of personal 
data and in response to the input signal; 

Whereby the appearance of the character is controlled to 
encourage the user to perform desired behavioral 
responses according to the behavioral pattern rules. 

2. The system of claim 1 Wherein the character is ani 
mated by a processor means in the base module. 

3. The system of claim 1 further including remote cou 
pling means for connecting the base module to a central 
module having the main controller unit and database com 
ponent. 

4. The system of claim 3 Wherein the coupling means 
utiliZes a Wireless communications netWork. 

5. The system of claim 1 Wherein the base module further 
includes base module memory means for maintaining in a 
storage device at least a subset of information received from 
the main controller unit, and a base module controller 
connected to the base module memory and feedback means, 
and operative for receiving the output signal from the main 
controller unit and further processing the output signal; the 
feedback interface means responds to the output from the 
base module controller. 

6. The system of claim 1 Wherein the main database 
component maintains a database of at least the ?rst set of 
personal data and one or more previously stored sets of 
personal data. 

7. The system of claim 1 Wherein the feedback interface 
means further includes an alert system for alerting the user 
to an occurrence of an undesired behavioral pattern. 

8. The system of claim 1 Wherein the feedback interface 
means further includes an alert system for alerting the user 
based on previously stored sets of personal data maintained 
in the main database component. 

9. The system of claim 1 Wherein the predetermined set of 
behavioral pattern rules is selected to assist the user in 
reducing incidence of undesired behaviors. 

10. The system of claim 1 Wherein the predetermined set 
of behavioral pattern rules is selected to assist the user in 
enforcing occurrences of desired behaviors. 
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11. The system of claim 1 wherein the feedback interface 
means further includes an alert system for alerting the user 
based on predetermined time events. 

12. A method for modifying undesired behavioral patterns 
comprising: 

inputting a ?rst set of personal data representative of a 
behavior by a user into an input means responsive to 
input of a base module; the base module further includ 
ing at least one feedback interface means for providing 
a feedback input to the user in response to the ?rst set 
of personal data; 

maintaining at least the ?rst set of personal data entered 
into the base module in a main database component; 

generating a main output signal for causing feedback to 
the user according to a predetermined set of behavioral 
pattern rules by a main controller unit operatively 
coupled to at least the main database component; 

receiving a feedback input signal in the feedback means; 

displaying an appearance of a character having different 
appearances in a display unit of the feedback means; 
the appearance of the character is displayed in response 
to the feedback input signal; 

Whereby the appearance of the character is controlled to 
encourage the user to perform desired behavioral 
responses according to the behavioral pattern rules. 

13. The method of claim 12 Wherein the character is 
animated by a processor means in the base module. 

14. The method of claim 12 further including remote 
coupling means for connecting the base module to a central 
module having the main controller unit and database com 
ponent. 

15. The method of claim 14 Wherein the coupling means 
utiliZes a Wireless communications netWork. 

16. The method of claim 12 Wherein the base module 
further includes base module memory means for maintain 
ing in a storage device at least a subset of information 
received from the main controller unit, and a base module 
controller connected to the base module memory and feed 
back means, and operative for receiving the output signal 
from the main controller unit and further processing the 
output signal; the feedback interface means responds to the 
output from the base module controller. 
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17. The method of claim 12 Wherein the main database 
component maintains a database of at least the ?rst set of 
personal data and one or more previously stored sets of 
personal data. 

18. The method of claim 12 Wherein the feedback inter 
face means further includes an alert system for alerting the 
user to an occurrence of an undesired behavioral pattern. 

19. The system of claim 12 Wherein the feedback interface 
means further includes an alert system for alerting the user 
based on previously stored sets of personal data maintained 
in the main database component. 

20. The system of claim 12 Wherein the predetermined set 
of behavioral pattern rules is selected to assist the user in 
reducing incidence of undesired behaviors. 

21. The system of claim 12 Wherein the predetermined set 
of behavioral pattern rules is selected to assist the user in 
enforcing occurrences of desired behaviors. 

22. The system of claim 12 Wherein the feedback interface 
means further includes an alert system for alerting the user 
based on predetermined time events. 

23. A user-interactive behavioral modi?cation system for 
modifying undesired behavioral patterns comprising: 

an input means for inputting a ?rst set of personal data by 
a user into a base module; the base module further 
including at least one feedback interface means for 
providing a feedback input to the user in response to the 
?rst set of personal data; 

a main database component operative to maintain at least 
the ?rst set of personal data entered into the base 
module; 

a main controller unit operatively coupled to at least the 
main database component for generating a main output 
signal for causing feedback to the user according to a 
predetermined set of behavioral pattern rules; and 

the feedback interface means receives a feedback input 
signal; the feedback interface means generates a feed 
back output signal based on the ?rst set of personal data 
and in response to the feedback input signal; 

Whereby the feedback output signal is controlled to 
encourage the user to perform desired behavioral 
responses according to the behavioral pattern rules. 

* * * * * 


