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The purpose of visualization!
is insight!

not pictures.





Engage!
Educate!
Guide



Why great information designs don’t evoke change"

Wedesigners forget the conversation part.
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Information … because we can.
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Information … because we can.
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Information for information’s sake



In our enthusiasm, !
we forget to remind people !

why they care and !
to tell them what to do …
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Educate
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Engage



But, how do I make !
the leaves grow faster?
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Tell me what to do when …



CREATING HABITS



Fogg Behavioral Model - http://www.behaviormodel.org/ 
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Behavior = 
Motivation 
Ability 
Triggers 

Fogg Behavioral Model - http://www.behaviormodel.org/ 



Fogg Behavioral Model - http://www.behaviormodel.org/ 

Ability holds me back 

Unfamiliar behavior 
just once 



Fogg Behavioral Model - http://www.behaviormodel.org/ 

Fear holds me back 

Unfamiliar behavior 
for some time 



Fogg Behavioral Model - http://www.behaviormodel.org/ 

Timing holds me back 

Familiar behavior 
just once 



Fogg Behavioral Model - http://www.behaviormodel.org/ 

Size of 

Commitment holds me back 
Familiar behavior 
from now on 



≈ 

Fogg Behavioral Model - http://www.behaviormodel.org/ 



Green and blue dot behaviors!
 (fail to transition to blue paths 

because we try to do !
too much too fast

≈ 

Fogg Behavioral Model - http://www.behaviormodel.org/ 



Fogg Behavioral Model - http://www.behaviormodel.org/ 
But see also Pavlov, Skinner,… 

Sequencing and  
Behavior Chains 



Behavior chains 



BACK TO !
INFORMATION VISUALIZATION
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Create a conversation 

• Help me connect the dots
• Remind me why I care (Motivation)

• Remind me what to do (Trigger)
• Make it easy (Ability) 

• Make me accountable 

• Reward me
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Show me what I need to know

IDEO desktop display concept for GSA GREENPRINT 
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Show me … help me TRIP over the information

IDEO Elevator display concept for GSA GREENPRINT 
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Show me … help me TRIP over the information

Push Alerts 
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Show me what I need to know… in a way that is meaningful to me
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Show me what I need to know… in a way that is meaningful to me
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Show me what I need to know… in a way that is meaningful to me
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Tell me what to do next ..

Small, visible, incremental steps. 
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Tell me what to do next ..

Small, visible, incremental reinforcement 
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Reinforce me when I get it right …

Freshbooks 
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Tell me what to do, next.
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Engage me and make me accountable



Information design that changes behavior !
creates a conversation.

Helps me connect the dots 
Reminds me why I care (Motivation) 
Reminds me what to do (Trigger) 
Makes it easy (Ability)  
Makes me accountable  
Rewards me 


