Defaults

Initial setup or infrequent
decisions

Auto-enrollment in newsletters or
health goals

Undecided

Adding Alternatives

Decision paralysis
or uncertainty

Offering vegan alternatives in
a food delivery app

Disengaged

Simplification

Complex or
multi-step tasks

Breaking down a long survey into
smaller sections

Focus-less Overwhelmed

Reducing Distance

Bridging the gap between current .
desired actions

"Just one more step to complete
your profile!"

Disengaged

Facilitator........

Suggesting
Alternatives

User hesitates or faces multiple
options

Suggesting alternative product
recommendations

Undecided Disengaged

Encouraging participation through

defaults

Automatic enrollment
in a newsletter with
the option to opt out

Focus-less

High

Ability

Low

SIGNAL

Priming, Feedback, friction,
in time prompts,
instigating empathy

Social and Descriptive Norms

,Visual Cues, Anchoring
Framing and Loss Aversion
Incentives

Commitment Devices
Gamification

Progress Monitoring
Transparency, Salience
Implementation Intentions
Reminders

Low

Motivation

High

Positioning

High-traffic or critical decision
points

Highlighting the
“Buy Now” button
above the fold

Focus-less

Undecided Overwhelmed

Reducing visibility of distractions
or
negative options

Concealing unhealthy food options
in
a food delivery app

Disengaged Overwhelmed




Feedback

Immediate Feedback (Visually, Sound, Haptic)
progress bars

Achievement Notifications

Real-time Assistance

Confirmation bias,
Reciprocity bias

Post-action or
real-time tasks

Fitness app showing calories
burned in real time

Undecided

Implementation
Intentions
(in time prompts)

e If-Then Planning
e Trigger Actions
e Scheduled Tasks

Commitment bias

Goal-setting or commitment
moments

Scheduling a future workout
session

Undecided

i I
S I g n q Remind the Task

¢

Contextual Prompts
Onboarding Tutorials
Positive Reinforcement
Welcome Messages

Preloading Relevant Content (Subtle messaging)

Availability heuristic,
Spotlight effect

Pre-action cues or subconscious
influence

Showing eco-friendly messages
before offering sustainable
product options

Throttling

Mindless Activity

¢ Session Limits
e Activity Caps

e Engagement Reminders (Confirmation prompts)

Friction

user doing repetitive or mindless
behavior

Asking users to confirm before
making multiple purchases

Visual Cues

(Deceptive)

Principle of Affordance
Visual Signifiers

Isolation Effect

Salience bias,
Positioning heuristic

potentially overlooked actions but
Important

Highlighting the password strength
meter

 Confirmation Dialogs
e Multi-step Processes
 Captcha (Extra steps, barriers)

Status-quo bias,
Commitment bias

Discouraging
undesirable behavior

Adding friction before confirming

account deletion

Color Coding (Bold icons, contrasting colors)

q

¢ Focal Points

¢ Hick’s Law (Animation, bold text, color contrast)

Salience bias

Critical,
high-impact moments

Flashing alerts for security updates

Focus-less

Undecided

Disengaged

Memory Biases

¢ Highlighting achievements

¢ Recap Summaries

¢ Positive Reinforcement
(Memory recall prompts)

Peak-end rule,
Availability heuristic

Reminding users
of past decisions

"Last time, you chose this meal"

Undecided

Focus-less

Disengaged

High

Defaults , opt-out
Positioning, hiding

Ability

Low

Suggesting Alternatives

SPARK

Undecided

Focus-less

Social and Descriptive Norms
,Visual Cues, Anchoring
Framing and Loss Aversion
Incentives

Commitment Devices
Gamification

Progress Monitoring
Transparency, Salience
Implementation Intentions
Reminders

Disengaged

Low

Motivation

High

Disengaged Undecided



s pq r k Increase Motivation

Incentives Social comparisons

(invoke feel) & Descriptive Norms

Framing and
Loss Aversion Public Commitment

(Reminder)

Rewards Programs ¢ Peer Comparisons
Tiered Rewards ¢ Popular Choices Highlighting

Coupons, Bonuses, and Discounts ¢ Majority Influence
Gamification, points system

Affect heuristic, Herd instinct bias,
Reciprocity bias Spotlight effect

Reward-dri ks Peer influence or community
eward-driven tas b

Showing how many people have

Earning points for completing
signed up for a fitness challenge

health activities

2

Multiple

Viewpoints

Placebos

Streaks and Progress Trackers

¢ Behavioral Insights .

¢ Value Proposition e Goal Setting

¢ Positive/Negative Framing * Pledge Systems

¢ Risk Highlighting e Social sharing options
Regret aversion bias, Commitment bias

Confirmation bias
Loss aversion
Goal-setting in

‘ High-stakes decisions ' social contexts

"You'll lose your discount if you
don’t complete the purchase"

Sharing workout goals with friends on
social media

Undecided

e Scarcity Effects

¢ Comparison Tables (Side-by-side) * Progress Bars
e multi-faceted perspectives ¢ Milestones (Subtle feedback) o FOMO Tactics (Countdown timers, low-stock
¢ User Reviews and Ratings indicators)
¢ Expert Opinions
Placebo effect Scarcity bias,

Availability heuristic,
Confirmation bias

Encouraging comprehensive
decision-making

Affect heuristic

Motivating behavior through perceived Time-sensitive or
improvements limited-availability actions

Displaying progress even if there's
Showing product reviews from rr:o reaf'g\af;e (e.g. "You're "Only 3 items left! Offer expires in
multiple sources improving!") 24 hours"

& Focus-less

Undecided

Undecided Disengaged

High

FACILITATOR
Defaults , opt-out
Positioning, hiding
Suggesting Alternatives

)
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<

Low

SIGNAL

Priming, Feedback, friction,
in time prompts,
instigating empathy

Low

Motivation High



