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1 – What is behaviour, behavioural design, and 

interventions? 

Behaviour is the activities that occur when individuals interact with their surroundings: other 

individuals, things, systems, etc. Behaviour can be conscious, e.g. calculating when to leave 

your home in order to catch a bus, or unconscious, e.g. grabbing a chocolate bar at the 

supermarket whilst waiting in line, because you were hungry and the chocolate bar was 

placed right beside the line. The essential difference between conscious and unconscious 

behaviour is whether or not you rationally decide to do something (conscious), or not 

(unconscious). This is also known as “system 1 and 2” behaviour [E]. 

Even though many social factors influence behaviour of individuals, e.g. the need to fit in or 

not standing out of a crowd, following the law because that is what we are supposed to do, 

or the strive for your father’s or your boss’ respect, behaviour is always something that 

occurs for the individual itself. In other words, it is always individuals that behave, even 

though they often interact with other individuals through behaviour.  

On an overall level, 3 things must be achieved/exist in order for a behaviour to occur [F]:  

• motivation - the individual must have a reason to behave 

• ability - the individual must be able to perform the behaviour 

• trigger - something must activate the individual's desire to behave 
 

Behavioural design is a specific type of design where designers seek to develop products 

and/or systems that influence human behaviour through interventions. In other words; 

behavioural design focuses on designing for, and achieving behaviour change of individuals 

- therefore, designing an intervention is an important part of behavioural design. An 

intervention can be anything that breaks a chain of behaviour, both consciously, e.g. a sign 

telling how many free lots are left in a parking lot, and unconsciously, e.g. smartphones that 

automatically turn down the volume when you plug in headphones. However, distinguishing 

between conscious and unconscious interventions is easier in theory than in practise.  A 

successful intervention together with successful prediction and control of the new behaviour 

chain (the chain of actions after the intervention), is key to successful behavioural design.  
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2 – What is the Intervention Design Tool? 

The Intervention Design Tool is an ideation tool that aids the ideation phase when designing 

for behaviour change. The tool is developed for design teams, people familiar with design 

and development processes or similar, who work specifically with either behavioural design, 

or wish to take a behavioural perspective on a project. In other words, the tool helps you 

consider and discuss behaviour perspectives for a project where behaviour change through 

design of products, systems, infrastructure, or similar is desired. In addition, it helps you 

ideating and design interventions. The tool guides you through 3 steps in early stage 

development, however, it can be introduced in core activities later in the development 

process as well. We return to this in section 3. 

 

• Step 1 - Analysis: Discussing and understanding the project from a behavioural 

perspective.  

Including: listing project information, mapping current unwanted behaviour by 

creating a behaviour chain, and discussing individual, social and contextual 

factors of the behaviour relevant to the project case. Lastly; choosing places in the 

existing behaviour chain where an intervention can be made. 

 

• Step 2 - Ideation: Ideating interventions that can break the existing, unwanted 

behaviour, which becomes the starting point of a new chain of behaviour.  

Including: Free ideation (brainstorming), ideation using the Intervention Design 

Cards, and ideation using the Intervention Design Wheel. 

 

• Step 3 - Explore: Build on, evaluate, and filter ideas.  

Including: discussing and developing ideas with potential, based on the 

Intervention Evaluation Checklist. 

 

 

3 steps – one package tool 

 

The Intervention Design Tool is designed as a package where you go through all 

steps consecutively, however, the steps can also be applied in various ways 

individually depending on project case, company, available resources, etc.  
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Figure 1 – Intervention Design Tool overall steps and main activities - overview 
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3 – How long does it take to use the Intervention Design 

Tool? 

The tool is designed to be applied in two ways: 

 

• Workshop Mode, approx. 1-1.5 hour., typically as part of the ideation phase in 

design teams and companies in general, or  for consultancies or similar who have 

a minimum amount of time to convince a client of the potential of a behavioural 

design solution. 

 

• Project Mode, from days to months, typically for companies that have invested in 

a development project that includes behaviour change, or for consultancies or 

similar, who have been assigned a behaviour change project. 

 

  

Differences between Workshop Mode and Project Mode 

 

The main difference between the two suggested ways of using the tool is primarily 

how much time you have available to gather empirical data to aid each activity in the 

tool. In other words; the tool activities are largely the same, but the amount of time you 

use on each activity and any additional work on e.g. collecting empirical data can be 

varied to match the need and available resources specific to each project case. To 

read more about using the Intervention Design Tool in Project Mode, go to section 9. 
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4 – How many people are needed to use the Intervention 

Design Tool? 

The Intervention Design Tool can advantageously be used in teams for two reasons: 
 

• Within the project team, the tool helps you discuss and reach a common 

understanding and direction of the project you are working on. Further, it is 

designed to (through discussion) reveal potential gaps in data and knowledge 

needed, in order to prepare you for a better ideation; what you invest now - you 

harvest later. 

 

• Further, the tool is designed to increase the creative output in step 2 (Ideate) by 1) 

using the knowledge gained in step 1 (Analyse) as a foundation for ideation, and 

2) by facilitating a mix of ideation individually and in plenum; X numbers of people 

will roughly provide you with X numbers of perspectives – and thereby more 

differentiated ideas. 

 

However, the tool can also be used by individuals alone, i.e. if a small company does not 

have the resources to have a team working in this part of the project, if people are unable to 

show up, etc.  

 

 

 

If you, individually, use the Intervention Design Tool  

 

We recommend that you go through the same steps and activities as you would in a 

team. The activities will still help you identify potential gaps in your needed knowledge 

to increase the chance of making a successful solution, even though you do not have 

the need to clarify understanding of the case within a team with many actants 

included. Therefore, if you choose to use this tool individually, replace all the “in 

plenum” with “Individually” in the step by step guide (section 6), and otherwise go 

through the instructions as normal. 
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5 – What artefacts do I need to use the Intervention Design 

Tool? 

You need the tool itself and a list of common items. 

 
 

The tool sheets are designed to be printed in size A4 to A0, depending on team size and 

personal preferences. 

The Intervention Design Cards are designed to be printed on both sides (so they have a 

front with inspirational words, and a back showing which category they belong to). Cut out 

cards with a scissor or similar after print. If you wish to add your own cards, print the Blank 

Intervention Design Cards.pdf and fill them in. 
 

For the tool itself you need to print the following pdf’s: 

• Intervention Design Tool Sheets.pdf, including: 

o Step 1 sheet 

o Step 2 sheet 

o Step 3 sheet 

• Intervention Design Cards.pdf 
  

Recommended, however optional: 

• Draft sheet 1.1 for creating behaviour chains.pdf 

• Draft sheet 1.2 for Target Audience and Context analysis.pdf 

• Draft sheet 3.1 for developing ideas.pdf 

• Idea Notes.pdf 

• Extra sheet for New Behaviour Chains.pdf 

• Blank Intervention Design Cards.pdf 

• (Specific to Project mode) Suggested use flow overview of activities.pdf  

• (Specific to Project mode) Suggested use flow blank.pdf 
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Common items needed: 

• Post-its or similar for each participant (if idea notes are not used) 

• A pen for each participant 

• A timer 

• Optional: Tape, sticky paste or similar 

• Optional: camera, scanner etc. if you wish to document the session and/or 

its outcome digitally 
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6 – How do I use the Intervention Design Tool in workshop 

mode? A step by step guide 

The following pages provide a detailed guide on how to use the Intervention Design Tool in 

Workshop Mode. In section 8, you find a step by step example on using the Intervention 

Design Tool on a “plastic bottle recycling” case.  

 

Step 1:  

 

 

Make one person responsible for facilitating the workshop – ideally, this person should know 

the steps of the tool on forehand. 

Equip all participant with a block of Idea Notes, post-its (or similar), and a pen.  

Place the sheet 1, 1.1, and 1.2 on the wall or on the table; make sure all participants can 

see them. 
 

Note: Leave the left side of sheet 1 (New Behaviour Chain) blank in this step - it will be used 

as part of step 3. 

 

  

Items needed:  

• Tool sheets: sheet 1  

• A pile of Idea notes, post-its (or similar) for each participant 

• A pen for each participant 

• Optional: sheet 1.1 –  Behaviour Chain Draft Sheet 

• Optional: sheet 1.2 – Target Audience and Context analysis Draft Sheet 

• E.g. sticky paste, tape, magnets or similar 
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Step 1.1: In plenum, fill in project title and overall wanted behaviour in the top of sheet 1. In 

plenum, fill in overall unwanted behaviour on the left side of the sheet.  

 

Step 1.2: In plenum, create the unwanted behaviour chain. The behaviour chain consists of 

a list of actions (including the unwanted behaviour), that step-by-step describes the chain of 

behaviour. We recommend that sheet 1.1 is used to create a draft of the behaviour chain 

The draft is often messy, and steps are moved around during discussion, etc.. When the 

design team agrees on a behaviour chain, copy the final version to the middle left part of 

sheet 1.  

Use the Behaviour Chain rules to create the behaviour chain. 

 

 

Rules for creating the Behaviour Chain: 

 

• Discuss which activity is the starting and ending point of the chain. 

Challenge your perception of the problem - maybe it begins earlier than 

you think. 

• Discuss adequate level of detail of the actions.  

To explore an adequate level of detail: challenge yourself, by creating a 

behaviour chain and try out different levels of actions by going a level up 

and a level down, until you agree on a fitting level. See examples on this 

activity in section 7 and 8. 

• Try to determine a plausible rationale for relevant actions - especially for 

the steps that play active part in the current, unwanted behaviour. The 

thoughts and selfargumentation do not necessarily come before the action. 

Use this activity to understand the underlying mechanisms of the 

behaviour; try to think of all actions in terms of priorities and/or irrationality.  
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Step 1.3: In plenum, define Target Audience (the group of individuals, the behaviour 

change is designed for) and the Physical Context of the behaviour, by discussing the 

corresponding factors provided on sheet 1.2. Use sheet 1.2 to get inspiration and scribble – 

then copy then final factors to Sheet 1 in the corresponding areas in the bottom part. 

Importance of concreteness of the unwanted behaviour 

 

The more concrete you can define the unwanted behaviour the better starting point 

you have for designing a successful intervention. For example, if you try to design an 

intervention for the unwanted behaviour “Stress in office environments” you will most 

likely struggle with creating concrete intervention ideas because the definition of the 

unwanted behaviour is equally vague. However if you identify more specific 

unwanted behaviours, e.g. “Employees are too frequently distracted by emails” or 

“Employees fail to do their mandatory 10 minute breaks”, you can much more easily 

apply the Intervention Design Tool. A specific level of unwanted behaviour may be 

provided by a client or similar – otherwise you will need to define it yourself before 

using the tool. 

A direct current, unwanted behaviour does not always exist in practice. 

 

However, try to think of a current ‘non-behaviour’ to substitute with. E.g.: “smoking” 

and “parking illegally” are direct current, unwanted behaviours corresponding to 

the wanted behaviours of “stop smoking” and “parking legally”, whereas “not buying 

products from a specific webpage” and “not taking your medicine” are current ‘non-

behaviours’ corresponding to the wanted behaviours “buying products of a specific 

webpage” and “taking your medication”. 
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Step 1.4: In plenum, identify a number of steps in the Current Behaviour Chain (left part of 

Sheet 1, or corresponding Sheet 1.1), where an intervention can break the current chain of 

behaviour, and mark them on the chain.  

In the following step (Ideate), we recommend that the design team ideates on one of the 

marked steps at a time, and makes sure the ideas generated can be traced back to the 

corresponding marked places in the behaviour chain, e.g. by coding ideas and marked 

places in the behaviour chain by corresponding numbers or similar. 

Rules for defining Target Audience and Physical Context of behaviour:  

 

• Discuss within the team which factors are relevant for the specific case. 

Challenge yourself by striving for identifying which implemented 

stakeholders (in context of the behaviour change) are concerned with what 

to reveal conflicts of interests.   

• Based on the discussion, cross out words that do not have relevance for 

the project, highlight the ones that do, and finally add any missing 

keywords and e.g. key points from your discussion. 
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Figure 2 – Sheet 1. Please note, that step 1.4 (marking plausible intervention places in the 

Current Behaviour Chain) happens in the filled in step 1.2 area of Sheet 1. 
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Figure 3 – Sheet 1.1 

 

 
Figure 4 – Sheet 1.2 
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Step 2:  

 

Make sure all participants are equipped with Idea Notes, post-its (or similar), and a pen. 

 

Step 2.1: Individually, ideate with free brainstorming to get initial ideas on paper before 

ideation with the Intervention Design Cards. 

 

We recommend that the design team ideates on one of the marked steps at a time. 

 

 

 

Items needed: 

• Tool sheets: sheet 1 (filled in), and sheet 2 

• Intervention Design Cards 

• Idea Notes, or a block of post-its (or similar) for each participant 

• A pen for each participant 

• E.g. sticky paste, tape, magnets or similar 

Rules for free brainstorming:  
 

• Set a timer, e.g. 5-10 min. before starting 

• Write/draw ideas (interventions to break the current chain of behaviour, 

and to start the new wanted behaviour) 

• All ideas are welcome - there are no bad ideas 

• Brainstorm individually without talking to each other 

• 1 idea pr. Idea Note, post-it (or similar) 

• Write as many ideas (1 pr. Idea Note, post-its or similar) as you can before 

the timer stops 

• When the timer stops, present ideas to each other, one at a time 
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Step 2.2: Individually, ideate with the Intervention Design Cards. 

 

Place the Intervention Design Cards on the table in three piles, 1 pile per category 

(Behaviour Means, Ways to Trigger, and Trigger Channels). Make sure all participants can 

reach all three piles. 

 

Rules for ideation with Intervention Design Cards are the same as free brainstorming 

with a few additions. 

 

 

 

 

Figure 5 – The three categories of the Intervention Design Cards 

 

  

Additional rules for ideating with Intervention Design Cards: 
 

• Start by taking at least 1 card from each of the three piles 

• Let the cards inspire you, write/draw ideas on Idea Notes, post-its or 

similar  

• If a card does not inspire you, put it back, and take a new one. 

• When you have drawn or written an idea, put the cards back in the bottom 

of the corresponding piles, and take 3 new cards. 

• Continue until the timer stops 

• Be aware: you do not have to include the words on the Intervention Design 

Cards in your ideas - they are only inspirational. 
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Step 2.3: Place Sheet 2 on the table or on the wall. Individually, take a few minutes to 

explore the Intervention Design Wheel (on Sheet 2) to see if it sparks any new ideas. 

Optional: Individually, or in plenum, make a free brainstorming, with the Intervention Design 

Wheel as inspiration. Rules are the same as for free brainstorming. 

Please note, that the Intervention Design Wheel is an overview of all the cards in each of 

the three Intervention Design Card categories. 

 

Too many ideation methods – or not enough? 

 

Depending on company and personal preferences you may choose to perform only 

some of the given ideation methods. Alternatively, you can ideate with any method 

that you prefer; however, for behavioural design projects we do recommend that you 

include at least one ideation method specific for behavioural design, e.g. the 

Intervention Design Cards and/or the Intervention Design Wheel. 

We suggest the three types of ideation (free brainstorming, ideation with the 

Intervention Design Cards, and ideation with the Intervention Design Wheel) for 

multiple reasons: 

• Typically, ideas pop up during the activities from step 1, and having a short 

free brainstorming before applying methods specific to behavioural design, 

facilitates that initial ideas are documented before they plausibly get lost 

from memory. 

• The Intervention Design Cards facilitates that you challenge yourself to 

think differently by providing inspirational words in the three categories. 

However, this activity is not meant to ‘freeze’ you, therefore, if you find the 

specific cards drawn difficult, draw new ones and remember that any idea 

popping up is good – also if you do not include the words from the cards. 

• The Intervention Design Wheel provides an overview of all the cards in the 

three Intervention Design Card categories. It helps you consider 

combinations you did not draw in the ideation activity with the cards. Note, 

that we recommend ideating with the Intervention Design Cards first, since 

they facilitate ‘thinking out of the box’, whereas you typically come up the 

‘the safer option’ if you use the Intervention Design Wheel first.  
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Idea Notes vs. Post-its 

 

The Idea Notes created for this tool are one of many existing ways to document 

ideas. The Idea Notes set the frame for a (more) equal level of ideas generated. 

We recommend that all ideas are sketched and/or written down. Further, the author 

of the idea can be traced to it, and all ideas can be linked to a specific project, and 

specific project stage. In that way it is easier to work with the ideas in a later stage, 

e.g. if a solution needs to be patented, if an idea is relevant to bring in on a later 

project stage, or in another project. In other words, backtracking and further 

development becomes easier, which is often of value to the company.  
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Figure 6 – Sheet 2: The Intervention Design Wheel 
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Step 3: 

 

 

Place both Sheet 3 and Sheet 3.1 on the wall, or place it on the table. Make sure all 

participants can see the sheets.  

 

Step 3.1: In plenum or in pairs, expand and/or filter (discard) the generated ideas, by 

discussing each idea one at a time. Start with the first question (on top of Sheet 3), and 

follow the questions downwards until the idea is either discarded or has passed all steps. 

When/if you expand the ideas, add keywords or sentences to the idea. If an idea changed a 

lot by taking it through the steps, make sure it can still pass the first steps again. 
 

If you did not do this activity in plenum, present the feasible ideas with emphasis on any 

changes you have added to them. 

 

 

 

Items needed: 

• Tool sheets: sheet 1 (filled in) and sheet 3 

• Optional: Sheet 3.1 – Developing Ideas  

• The generated ideas from step 2 

• A block of post-its or similar for each participant 

• A pen for each participant 

• E.g. sticky paste, tape, magnets or similar 

Using Sheet 3.1 in Workshop mode 

 

We recommend that Sheet 3.1 is used for working further with the ideas from the 

Idea Notes. For workshop mode, a time constraint is important to consider, and the 

design team must decide how many / which ideas they work on in a more detailed 

level as part of step 3. For example, Sheet 3.1 can be used for a small number of 

ideas, which have passed all questions in Sheet 3, to give the ideas slightly more 

detail and considerations, either before or after doing step 3.2.  
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Figure 7 – Sheet 3  
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Explanations of the questions in Sheet 3  
 

Below, we explain the reasoning for the 8 questions in Sheet 3, by highlighting the 

core reasons for the questions on sheet 3 

 

Is it legal: A product must be legal in order to be able to implement it 

without risk of consequences due to illegal elements. 

Ethical acceptable: Product developers have an ethical responsibility – 

especially when using nudging elements in their solutions.  

Enough resources: Resources are needed to develop and implement a 

solution; inevitably, some are more expensive than others. 

Level of ability: The target audience needs adequate level of ability to 

solve a task. Some types of ability problems are obvious, 

e.g. if you have to climb a staircase to reach the train 

platform there is an issue with people who cannot walk. 

Others are more easily overlooked, e.g. using color-coding 

can cause trouble for people who are colour blind.  

Risk of distractions: A solution should consider distractions, since distractions 

are often the reason for people’s non-behaviours.  

Unconscious 

behaviour: 

Most decision making happens unconsciously and is 

influenced by priming of our surroundings. It takes more 

effort to convince people to do something they are not 

motivated to do, than to design for automatic behaviour.  

Unnecessarily 

unpleasant:  

If a solution is too unnecessarily unpleasant, you risk a 

counter-action from the target audience, and the solution 

potentially fail. 

How would you react: A good rule of thumb is to ask yourself how you would 

react to the solution. Would you use it? Why, why not? 
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Step 3.2: In plenum, choose a number of ideas you think have potential.  

 

Step 3.3: Bring back Sheet 1, and create a New Behaviour Chain, (on the right side of 

Sheet 1). The new chain should look like the old one up to the point where the intervention 

is introduced. Challenge the solution: does it actually lead to the desired behaviour change? 

Does it introduce new problems? 
 

If the design team has time and wishes to do this activity for all potential interventions, print 

more Extra New Behaviour Chain Sheets. 
 

Lastly, we recommend that the produced parts needed for further development and testing 

of solutions are documented, e.g. filing the sheets and Idea Notes in a folder, or by 

scanning (etc.) the filled in sheets and Idea Notes. 

 

Figure 8 – Step 3.3, Sheet 1 



25 

7 - Example: Plastic Bottle Recycling case - step by step use 

of The Intervention Design Tool (Workshop Mode) 

The steps in the example below correspond to the steps in the step-by-step tool guide in 

section 6. 

 

Step 1.1 

First, we fill in the project title, project responsible, and overall wanted behaviour in the top 

part of Sheet 1:  

 

 

 

Figure 9 – Filled in top part of Sheet 1 

Plastic Bottle Recycling Case 

 

An airport wants its users to recycle plastic bottles, especially in the security area 

when checking in hand luggage, where the bottles (for air security reasons) are not 

allowed to go through security. The problem is widespread due to many reasons: 

• users often carry plastic bottles when travelling, either brought from home 

or bought in the airport shops  

• some users are not aware that the bottles cannot go through security, or 

are confused about the rules - especially since similar bottles can be 

bought on the other side of security 

• the airport has put up plastic recycling bins, however, users still often use 

the regular trash bins or leave the bottles behind 
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Step 1.2 

Next, we fill in the current unwanted behaviour box in the middle left part of sheet 1 (see the 

top of figure 11). We then use sheet 1.1 to make a draft of the current behaviour chain 

where we map the behaviour in a chain of consecutive steps of action. Behaviour chains 

can be very different one another since the number of steps and complexity can vary a lot. 

You can see other levels of detail in behaviour chains in section 9. 

 

Figure 10 – Filled in Sheet 1.1 - Behaviour Chain Draft Sheet 
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We then transfer the tidied-up behaviour chain to the middle left part of Sheet 1. 

 

Figure 11 – Filled in Behaviour Chain in Sheet 1 
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Step 1.3 

Last in step 1, defining Target Audience and & Physical Context of Behaviour, we use Sheet 

1.2 to make a draft where we mark the factors that we find the most relevant to the case, 

add some ourselves that we think are missing, and explain them with notes: 

 

Figure 12 – Filled in Target Audience & Physical Context Draft Sheet 
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Finally, we transfer the individual and social factors, and physical context that we find 

relevant to the bottom part of sheet 1. 

 

 

Figure 13 – Filled in bottom part of Sheet 1 

 

 

Target Audience & Physical Context – two purposes 

 

Step 1.3 serves the purpose of broadening the horizon on behavioural factors by 

guiding you to considerations you might not have thought of otherwise. In addition, we 

recommend that you strive for identifying conflicts of interest, in order to minimize 

potential issues later in the project. 

Further, it also helps you discover potential gaps in your knowledge on the case that 

you might need to/benefit from further investigating through data collection. Especially 

when using the tool in Project Mode, where observations or other types of data 

collection are important to make sure that your assumptions correspond to reality. This 

also applies to creating the behaviour chain. 



30 

 

Figure 14 – Filled in Sheet 1 
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Step 1.4  

We mark the steps in the behaviour chain that we think are potentially effective places to 

make an intervention. Marked with stars below: 

 

Figure 15 – Behaviour chain marked with potential intervention places 
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Step 2.1 

First, we do a free ideation based on the marked places of the behaviour chain of step 1.4. 

We use the rules for free brainstorming as described in section 6. All ideas (interventions) 

are documented on Idea Notes. 

 

Figure 16 – Free brainstorming 

After the brainstorm, people present their interventions in plenum. 

 

Figure 17 – Presenting ideas from free brainstorming 

 

Step 2.2 

Then, we use the Intervention Design Cards to ideate further. Each person takes three or 

more cards (at least one from each category) and uses them as inspiration for an 

intervention. The intervention is then documented on an Idea Note and 3 new cards are 

drawn – this is repeated until the time is up. 
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Figure 18 – Ideating with Intervention Design Cards 

Again, all participants present their interventions in plenum. 

 

Figure 19 – Presenting ideas from intervention design card ideation 

Step 2.3 
 
 

Last in step 2, we use the Intervention Design Wheel on sheet 2 to freely generate more 

interventions with the wheel as inspiration. 

 
Figure 20 – Ideating using the Intervention Design Wheel 
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Step 3.1 

In this example, we go through three of the ideas (interventions) to show the procedure.  

In practice, the ideas are already presented during step 2 – however for explanatory 

purposes of this step-by-step example, we present the three ideas below in order to give a 

better understanding of the step 3 activities.  

 

 

 

We then take each idea and go through the questions on Sheet 3 – building on and 

improving the interventions when they are challenged by the questions. Notice how much 

the interventions can change: ideas that are far-fetched at the beginning can end up being 

completely reasonable solutions at the end. 

If an idea has been modified during the questions on Sheet 3, make sure that it can still 

pass the first questions on the sheet. 

The lines we have drawn on the sheet is only to illustrate the flow – you do not have to draw 

lines yourself. 

3 ideas (interventions) - examples 

1. A trail of bright coloured bottle stickers on the floor 

leading to the nearest plastic recycling bin. 

 

2. A “recycling police officer” is stationed near all regular trash 

bins and is walking around to prevent incorrect recycling and 

people leaving behind bottles. 

 

3. A challenge is announced over the speakers: A rhythm near 

the recycling bins is played– if you drop the correct material 

into the bin at the right time (according to the rhythm) you win 

a reward. 
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Figure 21 – Taking each idea through Sheet 3; flow overview 
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Step 3.2 

Next, we choose the ideas we think have potential. Since we have only gone through three 

ideas, we just choose one of them for step 3.3. The idea chosen is number 2, the “officer 

intervention” which ended up being a modified trash/recycling bin combination. 

We use Sheet 3.1 to work on the Idea Further and implement the changes to the original 

idea that emerged in step 3.1. 

 

Figure 22 – Filled in Idea Work Sheet 

 

Step 3.3 

Finally, we go back to Sheet 1 and map the new behaviour chain. In the process, we notice 

that the intervention only solves part of the problem, as there is still the issue of people 

leaving their plastic bottles behind in random places. Also, there is a risk of people putting 

general waste into the plastic recycling hole. This is part of the reason to go back and redo 

the behaviour chain: to find out if the designed interventions actually fully solve the problem. 

At this point, you may choose to iterate and do parts of step 2 or step 3 again to see if you 

can modify the intervention to cover all problems, if multiple interventions are needed, or if 

the intervention is good enough as it is. For example, a field study may show that people 

leaving behind their bottles in random places only accounts for a small percentage of the 

incorrectly recycled bottles. 
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Figure 23 – Filled in New Behaviour Chain on Sheet 1 
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Lastly, we document our work. 

The filled in Sheet 1, Sheet 3.1’s (Idea Work Sheets), and Idea Notes are documentation for 

the process. 

   

Figure 24 – Filled in Sheet 1, Sheet 3.1, and Idea Notes 

 

Optionally, the Draft Sheets 1.1 and 1.2 can also be kept for documentation. 

 

  

Figure 25 – Filled in Draft Sheets 1.1 and 1.2 
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8 – Behaviour Chain - additional examples 

Below are some examples of different levels of detail in behaviour chains from an “illegal 

parking” case. 

 

Example 1 Example 2 Example 3 

Grab door handle (at home) 

Open door 

Go outside 

Close door 

Grab key 

Put key in lock 

Turn key 

Withdraw key 

Put key in pocket 

… 

Open door 

Go outside 

Lock door 

Leave home 

Go to car 

Get in car 

Drive to freeway 

Drive off freeway 

Turn onto parking lot 

Look for empty booth 

… 

Leave home 

Take car to work 

Arrive at parking lot 

Fail to locate empty booth 

Park illegally 

Go to work 

… 

 

In most cases example 3 would not be detailed enough to give good conditions for a 

successful ideation session. However, it is a matter of judgement that is up to the team and 

there is not one single right way to do it. 

We recommend that you create a behaviour chain and try to go a level up and down. Going 

down a level means that the behaviour chain consists of more steps, and can be very 

detailed in including behaviour steps; where going up means that some steps are excluded 

and/or considered a part of other behaviour steps. For example; if you started with the 

behaviour chain corresponding to example 2, going down a level could look something 

similar to example 1, and going up could look something similar to example 3. This is a 

good exercise in order to explore which level fits your project case.  
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9 – The Intervention Design Tool: Project Mode 

 

 

 

Concrete recommendations for expanding the tool activities when using in Project Mode: 

 

• In step 1: Can you break your target audience into multiple groups, e.g. elderly 

and young people? Then, explore the behaviour of each group within the target 

audience. If they differ, it can be valuable to create behaviour chains for each 

group, since multiple, specific interventions might achieve a better result, than one 

that tries to cover the overall target audience. 

• In step 1 and/or 2: Link target audience factors to behaviour chains to get a better 

overview of the relevant solution space for designing interventions. This can help 

you remove Intervention Design Cards to avoid spending time on an irrelevant 

solution space. Also, you can add your own custom made cards (by filling in blank 

cards), to adjust the default pack of Intervention Ideation Cards to fit your project. 

• Keep track of where you are in the overall project process. To help with this, we 

provide a suggested use flow.  

 

 

Using the Intervention Design Tool in Project Mode 

 

If you wish to use the Intervention Design Tool in Project Mode [Ref: section 3], the 

activities and sequence will stay largely the same. However, the time spent on each 

activity can be increased, e.g. by drawing storyboards to assist the Behaviour Chain, 

and iterating and repeating step 2 and 3 in order to carefully explore a large solution 

space over hours or days. Further, the time spent on researching and testing can be 

increased. For example, the input for the behaviour chain in Sheet 1 can come from 

observing the target audience, a number of interventions can be tested, and the data 

can be compared to the expected chain of behaviour as a way of iterating the 

process of developing a successful solution. 
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Figure 26 – Suggested use flow for The Intervention Design Tool 
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10 - Strengths and limitations: what does the Intervention 

Design Tool do - and what does it not do? 

The Intervention Design Tool is designed to aid early stage development in project cases 

where behaviour and/or behaviour change is of interest, hence, it is inevitable that the tool 

serves some purposes better than others, and some not at all. If you are unsure if/how the 

Intervention Design Tool can be applied to your project case, you can explore the lists of 

strengths and limitations to get a better understanding of what the tool does and what it 

does not do. 

 

Strengths: 

The tool can be used by non-behavioural-designers: 

• Based on behaviour and behaviour change theory, this tool guides you to explore 

and consider a broad spectrum of factors relevant when designing for behaviour 

change. In addition, the tool helps you understand and define existing behaviours, 

and design interventions to create new behaviours. This enables non-behavioural 

design experts to design for behaviour change. 

 

The tool is flexible, and can be applied on many projects and companies: 

• Based on observations of ideation sessions in behaviour change projects in the 

industry, together with theory of creativity in early stage design, the tool provides a 

flexible structure for design teams working on the early stages of a behaviour 

change project case. The tool consists of 3 steps, including 3 activities for each 

step that can be customized to fit diverse companies and project cases, working 

(partially or fully) with behaviour change. E.g. you can add the content of 

relevance in each activity (e.g. in the target audience boxes on the step 1 sheet, 

and adding Intervention Design Cards by writing on blank cards). In addition, you 

can choose to leave out steps due to time pressure, e.g. by only brainstorming 

with the Intervention Design Cards, however, we in theory recommend to go 

through all three steps. Also, the tool can be used both individually, in pairs or in 

teams; making the tool relevant to both small and big companies, and on small 

and big projects. 
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The tool facilitates discussion, and helps team members get a common understanding of 

the project case:  

• The tool helps a team discuss areas of the behaviour change project that helps 

you to get a common understanding of the aspects you work with, and to identify 

any gaps in your knowledge of the project foundation from a behavioural 

perspective. 

 

The tool is easy to implement, and not many artefacts are needed: 

• The tool is designed to be easy to implement in early stage development, and 

only consists of pdf’s you can print yourself, with a limited need of common items 

(post-its, pens, etc.) 

 

Limitations:  

Experience with design or development processes is needed 

• The tool is designed for people who are familiar with ideation, designing, 

development methods and processes or similar, and is difficult to pick up and use, 

if you have no or very limited experience with design processes. 

 

Time is needed to learn the tool 

• The tool includes many activities in order to enable an adequate level of theory, 

therefore, you have to invest some time to learn the tool; either by reading through 

the step by step guide (section 6), and/or the step by step example (section 8), 

and/or learning it from somebody who has tried it before. In order words: it is 

difficult to pick up this tool and apply it directly on a case, if you have not learned 

how to use it - unless you have more than the 1.5 hours it approximately takes 

when you have experience with the tool. 
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11 – Complete Overview of Tool 
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12 - References 

To download the entire tool, master thesis, and read about the project – see our website: 

 www.interventiondesigntool.com 

For in depth information on the development of the Intervention Design Tool; theory and 

literature, industry observations, design process, pilot implementation of the tool, and 

discussion, we suggest reading our master’s thesis: 

The Intervention Design Tool - developing a design tool for early stage development in 

behavioural design projects (2016) 

 

Recommended keywords for searching for literature and resources on behavioural: 

Behavioural design, designing for behaviour change, persuasive technology, behaviour 

economics, nudging, social innovation. 
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[B] - Jaap Daalhuizen [https://www.linkedin.com/in/jaapdaalhuizen] 

[C] - /KL.7 [http://kl7.dk/] 

[D] - DELTA [http://dk.madebydelta.com] 

[E] - Book: Daniel Kahneman’s “Thinking Fast and Slow” 

[F] - Fogg’s behaviour model [http://www.behaviormodel.org] 

 

 


