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As technological advances make consumer products more efficient, it’s often 
human behaviour that’s the weak link in the chain. We buy ‘energy-saving’ lights 
and then leave them on all night. We boil a kettle-full of water even though we 
only need a mug-full. We stick with the default setting on the washing machine, 
afraid of investigating the others.
Behavioural decisions (or the lack of them) are responsible for a third of household energy 
use—this is a big issue, and while governments have favoured social marketing campaigns to 
‘solve’ it, in many ways it’s worth thinking about this as a design problem. It’s about people 
interacting with technology: how and why they do it, and how that interaction might be 
influenced (if indeed it should), by helping people do things better.
We have developed Design with Intent, a design toolkit for designers and strategists 
working on products, services and systems where influencing user behaviour could 
lead to improved performance, both environmentally and in other areas of social benefit.
The toolkit encompasses more than 50 design patterns for influencing people’s behaviour 
from different disciplines, and has been refined via a series of workshop sessions
with designers and design students. We’ve demonstrated it to a diverse range
of design teams from companies including Engine Service Design, Learndirect
and QinetiQ, and have more trials and demos lined up. 
A further stage of our research involves building functional prototypes of concepts 
suggested by the method in response to a particular energy use brief on kettles
and running comparative user trials to find out which techniques have the most 
significant effects on behaviour in practice: enabling, motivating or constraining? 
Results—which patterns work best, in what situations, and why (both techno-
logically and in human factors terms)—will be fed back into the toolkit to refine 
it further and produce a useful innovation tool.

More information: www.danlockton.co.uk

What you’ve done

Can you give users 

different options

depending on how

they behave?
The ‘Square Eyes’ project by Gillian Swan restricts child-

ren’s TV time based on the amount of exercise they do  

(measured by these special shoe insoles)

Segmentation & spacing

Can you divide your 

system up into parts,

to change how 

people use it?

These individual seats replace a bench on the Paris 

Métro - m
eaning that someone cannot lie

 down or 

occupy more than one.

Defaults

Can you design

your system so that

what you want people 

to do is the ‘default

setting’?
With most printer installations, the default print quality 

is usually not ‘Draft’, even though this would save users

time, ink and money

Simulation & feedforward

Can you give users 

previews of what the

outcomes will be if

they make different

choices?Interactive savings / loan simulators such as this from 

Yahoo! are increasingly common, and have the potential

to influence user decision-making

Metaphors

Can you use a 

metaphor o
f some-

thing th
at u

sers 

understand to

influ
ence how th

ey 

use your system?

Ford’s SmartG
auge uses ‘le

aves’ to
 re

present e
ffic

iency

of a
 user’s

 driv
ing style

Framing

Can you frame the 
choices available in

a way that influences
users’ perceptions?Starbucks’ drink menu starts with ‘tall’, framing the 

implied range of sizes to avoid the mediocre implicati-

ons of ‘small’ or ‘medium’

If you’d like more information,
to download the latest version of 
the toolkit, or have any feedback, 
please visit www.danlockton.co.uk or 
email Daniel.Lockton@brunel.ac.uk
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