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ÁWhat does Learning & 

Development have in common 

with Museums and Libraries? 

WHAT IS THE FUTURE OF LEARNING? 



ACTIVITY 

ÁWhat does the 

future of Learning & 

Development look 

like in: 

Á10 years 

Á20 years  

Á50 years? 



ÁWhat does the 

future look like? 

SO WHAT IS THE FUTURE? 

Weõll just get this one out of the wayé 



ÁMotivation to Learn 

ÁMotivation to Do 

MOTIVATION WE CARE ABOUT 



ÁPart of the future: Learning to deal with the hard problems 

THE HARD PROBLEMS 



Á òI know itõs a bad idea, and I 
never do it (except when I do, and 
then I feel guilty).ó 

 

Á òI know itõs a bad idea, but I only 
do it once in a while, and Iõm very 
careful.ó 

 

Á òI know itõs a bad idea for other 
people, but I can do it because Iõm 
really good at it.ó 

 

Á òHuh? Whatõs the big deal?ó 

 

I KNOW, BUTé 



ACTIVITY 

ÁCreate an òI know, 

butéó Persona 

ÁName/description 

ÁBehavior (or lack of 

behavior) 

ÁIndividual rationale 

ÁOrganizational 

rationale 



EXAMPLE 

Craig 

Data Entry 

Clerk 

Craig is an 

experienced data 

Ùâèæí ×àÙæß. ¿ÙMç 

fast, and regularly 

gets the bonus 

for exceeding the 

required 

applications per 

hour, but his 

accuracy is poor, 

ÕâØ ÜÙ ØãÙçâMè 

stop to check for 

missing data at 

the point of 

entry.  

Data entry clerks 

are frequently 

careless, and they 

ØãâMè ßâãë èÜÙ 

impact of entering 

wrong or 

inaccurate data.  

JÀMá ÚÕçèÙæ èÜÕâ 

anybody, and some 

mistakes are 

unavoidable. The 

data still goes 

èÜæãéÛÜ.K 



IF ITõS NOT A 

KNOWLEDGE PROBLEM, 

MORE INFORMATION 

WONõT HELP. 

So what wil l  

help? 



What is design for 

behavior change? 

SO, WHAT WILL HELP? 

Creating an environment 

that makes it easier to 

make good choices. 



Decisions are: 

ÁEmotional  

ÁSocial 

ÁAutomatic 

ÁExpedient 

HOW DO WE MAKE CHOICES? 



EMOTIONAL DESIGN 



ÁLetõs talk about attentioné 

LETõS START WITH THE ELEPHANT 

Jonathan Haidt, The Happiness Hypothesis 



THE RIDER  



THE ELEPHANT 



SO, WHEN THEREõS A CONFLICTé 

Who do you think wins? 



URGENCY MATTERS  

We are creatures of urgency: 

Maybe I should 

consider 

retirement 

planningé Basically, the elephant is 
bad at waiting for stuf f. 



WE HAVE TROUBLE WITH THISé 

We are also loss averseé 



ITõS ABOUT CAKE VS FRUIT SALAD 

Shiv and Fedorikhin 1999  

Heart and Mind in Conflict: The Interplay of Affect and Cognition in Consumer Decision Making 

 



ÁInstead of WIIFM, How about 

WCIDWT? 

 

PURPOSE 



WCIDWT? 



ÁA goal needs to be an accomplishment 

GOALS = ACCOMPLISHMENTS 

You completed Module 4! 
I crushed the quarterly 

sales goal! 



WHAT DO WE REALLY MEAN WHEN WE SAY 

òWE LEARN FROM EXPERIENCE?ó 

Let me tell you a story about a friend of 
mineé 

 



HEREõS THE THING.. 

éthe elephant isnõt stupid. This suckséI am 

not doing this 

againé 



WE LEARN FROM EXPERIENCE 

How many of you know that itõs bad 

to text while driving? 

 

How many of you learned this 

through personal experience? 



SO, LETõS BREAK THIS DOWNé 

What are 

each of these 

drivers 

learning from 

their 

experiences? 



WHEN WE THINK ABOUT LEARNING 

EXPERIENCESé 

Experience in 
the world 

Experience 
in the 

training 



BUT, VISCERAL MATTERS TOOé 

http://vhil.stanford.edu/pubs/2011/VHIL -technical-report.pdf 



VISCERAL MATTERS 
How about some the fruit salad or cake? 

http://ideas.repec.org/a/ucp/jconrs/v26y1999i3p278 -92.html  



DESIGN FOR THE ELEPHANT 

https://www.youtube.com/watch?v=R0LCmStIw9E 



RATIONAL DECISION MAKING 



http:// gaius.fpce.uc.pt/niips/novoplano/ps1/documentos/dutton&aron1974.pdf  
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SUSPENSION BRIDGES 



ACTIVITY 

ÁWhat experience do people 
have when they try? (reward, 
punishment, reinforcement, no 
response) 

 

ÁWhat is the consequence if 
they donõt take the desired 
action? 

 

ÁIs there anxiety, fear or 
discomfor t associated with the 
change? 

 

ÁHow does the person know if 
they are doing it r ight? How 
does the organization know? 



SOCIAL DESIGN 



WE USE OTHER PEOPLE AS CUES FOR 

HOW TO ACT 



WE LISTEN TO AUTHORITY FIGURES 



OPINION LEADERS, TESTIMONIALS, 

SUCCESS STORIES 



PRACTICE CAN BE MORE IMPORTANT THAN 

KNOWLEDGE 



ACTIVITY 

ÁWho are the opinion leaders? 
  

 

ÁAre the opinion leaders par t of 
the change?   

 

ÁAre people able to see others 
using the new behavior?   

 

ÁAre they able to try out the 
new behavior in a safe 
environment?   

 

ÁHow confident do they feel 
about their abil i ty to make the 
change?   



DESIGN FOR 

EXPEDIENCE AND 

AUTOMATICITY 



ÁHow long is your attention span? 

FIRST, LETõS START WITH ATTENTION 



WHICH DO YOU THINK WORKS BETTER: 

I guess Iõll 

be glad I 

know this 

somedayé 

Iõm really 

glad I know 

this nowé 



AND THE FUTURE IS SOOOOO FAR AWAYé 



Glucose Metabolic Rate after several weeks of Tetris Practice 

 



THEREõS SYSTEM 1 AND 2 
Things we do automatically

  

ÁSystem 1: Fast, 

automatic, frequent, 

emotional, stereotypic, 

subconscious 

Things we think about  

ÁSystem 2: Slow, 

effortful, infrequent, 

logical, calculating, 

conscious 

Daniel Kahneman ð Thinking Fas t and Slow 


