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..., design is about effecting change in people’s choices
and behavior.”

—The Power of Persuasion by

Fran tv& hal i va
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changes -how?

Role models? Target groups? Status? Interventions?
Smart? Early adopters? Gaming? Marketing? Grassroots
movement? Experience energy? Communication
channels? Popular culture? Accessibility? Education?
Rewards? Free energy? Feel good factor? Advertising?
Events? Ambassadors? Iconic? Social pressure?
Interaction? Certificate? High score? Common interest?
Tax reduction? Eco stories? Personal interest? Stimuli?
Metering? Feedback? Mobility? Embedded?
Transitions? DIY? Targets? Engaging? Eco chic?
Labelling? Competition? Discount? Stimulate?
Promotion? Punishment? Design?
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feedback

control & feedback

WUAE [ THE ENFRGY AWARE CLOCK.
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