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FI¢E: 22 Y (onboarding), 2412 (motion graphocs), AH&AFEI % (user attitude)

[, Introduction

2rfEZO R vy nkd APde] A% At 7R,
3, HMD 5 A28 Fefe] Aritiolse] £ 2383l
we} thefsh anest sl tifols gl gl thgshs Tkt
tAEZRI=E o] SAslaL ek ool ARgARE 71T &S]
TR A Bl $hsshe g AlRe FRl= 285
SR AREAVIR Bhgell vk 7S Al =17 HRick wei
ARgALS] S AMAVERE oFEol] 18 AR W el
HrHaL glom, 53] A= v ETel= AR S5 8ol
S S5k shte] Higko 2 21 T(onboarding)©] g8 Shrfj=liL
Ak Tzt =uie] 21T Rl gk ofeiut ¢ o] B3t
of Tz A8 A] A solAjol] 7Fsell thgh 31kt X Hexls
Hopre Aol 2X= 397t oSl Aol & delkle
el Fellz= Tfdel] glof ARgate] S8l d R Hiqto s
STeEe] vizfElE. 2] @A4E ARISIaL vlefElE. 1de] TR
Fel=o] Sgol ol nialke G HASEgEH e EAeke

I, Preliminaries

1. User Onboarding

1.1 ofiZF=Ao|M =2EE

A= =Rl fFEPAlole] ZEAR] ALSAF FAIE gt Tk
st AR Feks S8kl JARF theR s H ofEEAolide
0%+ AR B8R Fala 2Hl=e Aelrt. 729 A
Head of Search and Discovery for Google Playo|1¥ Ankit
Jaine& 2015 d 1 €1 435 5 71 7+ 1.2590) F-2=d|o]
ofZ a0 o] ZH=g(Retention Rate)S ZAFSt A} Fig, 13}
o] ) x| T 3 ool 77%7F AHA=]TL 30 ool 90%7}
2= 90U ool 95%7} AHA|Ele] tiFEe] ofEE]Ao| 0]
9 7hd ol] A ARAL 719k S Eokal 29t

301



SR FEIRESS| siAstEis| == HM253 25 (2017, 7)

Average Retention Curve for Android Apps
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Fig. 1. Android Application Retention Rate
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Fig. 2, Onboarding on Google Translate
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Fig. 3. Coachmarks on mobile application
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Fig. 4. walkthroughs on mobile application
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2. Narrative motiongraphics
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Fig. 5. Google material design principles
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Table 1. Narrative motion of onBoarding

OnBoarding Narrative motion

Coachmark Scene motion
Static Walkthrough

Dynamic Walkthrough

Plot motion
Storytelling Motion
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lll, Research methods
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Fig. 6. System model
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IV. Conclusions
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