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It’s not only about  
the metrics

High 
bounce 
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return?

Few 
conversions?

Users abandon 
signup flow?
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She’s got great 
personality



I’m a good product, if  
you just get to know me!
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Staying in love
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Being seduced





It wasn’t usability or a 
pretty interface that 

made it work



Source: Joshua Porter
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Being seduced
Cognitive load



Being seduced
Cognitive load

The total amount of mental effort 
being used in our working memory







240 A/B tests 
lifted the  

donation conversion rate 

 by 49%



Being seduced
Processing fluency

The ease with which 
people process information
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Being seduced
Closing the deal
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Three effective ways 
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Being seduced
Investment up front
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Falling in love
User goals & business goalsA piece of the action

Appropriate challenges

The experience over time



First, define your goals



User goals Business goals 
Behavioral goals

...get users to upload 
more pictures?

...get more  
pageviews?

...convert 
readers to 
members?

...get users to tell 
us what they like?

...get users to 
spend more time with my 

service?

...get people to 
comment more?

First, define your goals
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...get something 
others don’t have?

...kick ass?

…feel good 
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...get 
acknowledged for 

my work? ...receive 
feedback on my work?
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User goals Business goals 
Behavioral goals

...get users to tell 
us what they like?

...get people to 
comment more?

...find more like the 
stuff i like?

...get 
acknowledged for 

my work?

...receive 
feedback on my work?

Connecting piece

...get more  
pageviews?

...convert 
readers to 
members?

...get users to 
spend more time with my 

service?

Solving secondary goals 
before primary goals, can 
lead to fulfilling primary 
goals later



Example
Two ways of collecting data

















User goals Business goals 
Behavioral goals

Last.fm







Falling in love
Expose your best partsReinforce behavior
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Reinforce behavior

Examples
Two effective ways 

of reinforcing behavior







Falling in love
Good guidance





Falling in love
Good guidance

Avoid the 
obvious

Don’t get  
in the way

Avoid 
repetition

Allow  
escape

Support 
practice

Facilitate 
exploration

Achievable 
goals

Prompt 
feedback
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Staying in love

Tangient motivation
The behavior satisfies motives not 
directly related to the behavior

Extrinsic motivation
External incentives motivate the 
intended behavior

Intrinsic motivation
An activity is in and of itself 
motivating, it is its own end

Source: Sebastian Deterding
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Tangient 
motivation



Staying in love

Tangient motivation
The behavior satisfies motives not 
directly related to the behaviorTangient 

motivation



Tangient 
motivation



Fixed reward 
We know when it’s coming

Tangient 
motivation Reward expected Activity level

Soon High

Long way from now Low



Variable rewards 
Timing is randomised



Extrinsic motivation
External incentives motivate the 
intended behavior

Staying in love Source: Sebastian Deterding
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Intrinsic motivation
An activity is in and of itself 
motivating, it is its own end
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Staying in love
The experience over time

Intrinsic motivation
An activity is in and of itself 
motivating, it is its own end



Easy 
Medium 

Hard 
Expert

Set difficulty



Flow ch
an

ne
l

Source: Flow by Mihaly Csikszentmihalyi

Di
ffi

cu
lty
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f c

ha
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ng
e

Ability

Anxiety

Boredom
Raise skills

Look for  
greater 
challenge





User goals Business goals 
Behavioral goals



Points, levels, scoreboards, 
achievements, badges, 
assignments

Reputation & identity, social 
proof, surprise, status, 
feedback loops

Extrinsic motivation
External incentives motivate the 
intended behavior

Intrinsic motivation
An activity is in and of itself 
motivating, it is its own end



Intrinsic motivation lies within the user. 
Its amplification can be facilitated by 
persuasive design patterns.



Intrinsic motivation
An activity is in and of itself 
motivating, it is its own end



Constraints
Limit possible behaviors, 

exclude unwanted behaviors





Intrinsic motivation
An activity is in and of itself 
motivating, it is its own end



Facilitation
Ease the translation of the user‘s 
intentions into behaviors and habits



Falling in love

Staying in love

Being seduced
Sign up 
problem

First time use 

problem

Ongoing 
engagement 

problem



Persuasive design patterns can be 
used to seduce users to sign up 
for your product and start using it, 
but you can only facilitate intrinsic 
motivation for real engaged 
ongoing use.

Being seduced

Falling in love

Staying in love



You now  
have the power

ongoing use.

Persuasion Manipulation
Facilitation Coercion



Persuasion Continuum

You now  
have the power

Persuasion Manipulation
Facilitation Coercion



What kind of world 
do you want to build?



Get the cards at 

shop.ui-patterns.com 


