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WE ARE THOUGHTWORKS

A community of passionate individuals
whose purpose is to revolutionise
software design, creation and delivery,
while advocating for positive social
change.
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BEHAVIOURAL ECONOMICS 1T HZ5%5

BEHAVIOURAL Consumers are
EIC_QNg!\:IIzLES predictably irrational
1TREF=E

CLASSIC
ECONOMICS PSYCHOLOGY
RS DR
Consumers are Consumers are
predictable emotional
and rational
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SYSTEM 1 VS SYSTEM 2 B "R &K

System 1 is gullible and biased to believe, System 2 is in charge of doubting
and unbelieving, but System 2 is sometimes busy, and often lazy.
(Kahneman, 2011)

SYSTEM 1

R4501

Fast &=

Automatic Bapft

Implicit BEREY

Emotional B4R

Difficult to control MR

No self-awareness 8B BHEIR

SYSTEM 2

A2

Slow €

Effortful &

Explicit BRAfAY

Logical &i85EH

Controlled S35l

With self-awareness B EiR
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SYSTEM 1 R%5i—

AROUND 10,000 DECISIONS EVERY DAY
BABTERM—ATRE, HF

of decisions are based on intuition

0 what feels right’ is ‘good enough'’
O icrszanmm o s

EIFRY, 1EFRRY
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WHY SYSTEM 1 H{t+4A & X+

BECAUSE WITHOUT IT, THINGS LIKE THIS COULD KILL US
RDRGF—AVRE, B IPTEIGAVIEEE m B
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SYSTEM 2 R%—

Reference: Earnest, The Yes Factor ThoughtWGrkS. 8



QUESTION 1 |g)3i—

IF APEN AND A RULER COST ¥1.10 TOGETHER, AND THE PEN COSTS ¥1.00
MORE THAN THE RULER, HOW MUCH DOES THE RULER COST?

—SEN—RFHEE ¥1.10, £LERF5 ¥1.00, IBPARFZ/E?
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QUESTION 2 [5]35 —

WHICH WOULD YOU CHOOSE?
IR —1?

(a) 100% CHANCE OF WINNING ¥500
100% BRI =3K15 ¥500

(a) 100% CHANCE OF LOSING ¥500
100% RYPJBEZETE ¥500

(b) 50% CHANCE OF WINNING ¥1,000

50% 93RS ¥1000

(b) 50% CHANCE OF LOSING ¥1,000

50%HYRIgEZER ¥1000
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LOSS AVERSION 355Kk

« Response to losses is
more extreme than the
response to gains

HRELERIBGRRVZR PG, Fefl]
BEFRETHA
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ENDOWMENT EFFECT E M35z

« Humans value items more if
they are told they own it

SAE S AN AT AHE E 404
mZfE, SEEZEXEY)m

« Even where there is no case
for attachment

EMEX T mAft 12 FcEx R

» Even when item was
obtained mere moments ago

HIEY N WEIETEESpe ey L
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SUNK COST FALLACY 18Rl Zs

« Greater tendency to continue an
endeavour once investment is made
Time
Money
Effort

eI ARE. £8MEIE, A1l
~IEENMETRENTREGZES
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OPTIMISM BIAS FW{R M

* Humans expect positive
events in the future to
happen to them

Weight loss
Investment
Skill

MR ARRZERL: A

pRIN, IRERIN, FAER
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GOAL GRADIENT EFFECT BTtz

« Humans (and animals)
work harder when they
get closer to their goal

S ER, A (X
Noh¥)) #R=EEZ5T]
294K VS 24.6 X
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QUESTION 3A [gZi=A

QUESTION 3B [0)z1 =B

WHICH WOULD YOU CHOOSE?
IR —1?

(@) DINNERAT 3* RESTAURANT NEARBY
T —X=2RIRIE

(b) DINNER AT 5* RESTAURANT FAR AWAY
[ —RAERIRE

WHICH WOULD YOU CHOOSE?
IREIEER—1™?

(a)

DINNER AT 3* RESTAURANT NEARBY
s —R=ERIRE

DINNER AT 5* RESTAURANT FAR AWAY
LR —RAERIRE

DINNER AT 4* RESTAURANT FARTHEST AWAY
IR ER—RUERRIE
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FRAMING }EZ2

* Humans react to choices
in different ways
depending on how it is

presented
ATEHRNERE, 5iXEERD
NEI2IAHE X
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QUESTION 4A [5]ZiPJA QUESTION 4B |0)z[1B

DID GANDHI DIE BEFORE OR DID GANDHI DIE BEFORE OR
AFTER AGE 9? AFTER AGE 140?

X HIMMZEIS AR, B£29% XEHIME1405 1551, B2
it 1405 S5t

B4, REHIES DS A W4, REHHESDE A
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ANCHORING §

« Humans make
estimates by starting
from an initial value
that is adjusted to yield
the final answer

EMETE, AIRM
— MR ST, B
I

Hn

DID GANDHI DIE BEFORE

OR AFTER AGE 9?

« ZifHIEITRIEMR, ER9T
faAttey?

o, REHMEZ DS EM?

AVE =50

DID GANDHI DIE BEFORE

OR AFTER AGE 140?

o i HIhZE 1405 S A, £2
1405 [ =1HRY?

B4, XifHIMEZ WS EH?

AVE =67 ThoughtWorks



CHOICE OVERLOAD 3T Z %10

» Choice is liberating but as
the number of choices
grows, humans become
overloaded
o Z IRz AT ERAE

« At some point, it becomes
debilitating
EIUENE—EREERE, &
EATEIERE

6 CHOICES
40% PURCHASED

61N TH
40%HI AR

24 CHOICES
3% PURCHASED

24N RI5
3%HIASIIEL
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FOUR PLEASURE ffila%P

MR

Physio- Psycho-
Pleasure Pleasure

B1% 5R

Reference: http.//www.patrickwjordan.com/15/business-psychology-models

Socio-
Pleasure

XA

ldeo-
Pleasure

fEXN
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PHYSIO-PLEASURE B{FaY16il5%

Visual E& N
‘Audio IFE%|
‘Tactile fRIR1SZ
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PHYSIO-PLEASURE B{FaY16il5%

Visual E& N
‘Audio IFE%|
‘Tactile fRIR1SZ
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PSYCHO-PLEASURE &= 15

-Easy to use 4
-Emotionally engaging $Tsh%
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PSYCHO-PLEASURE &= 15

-Easy to use 4
-Emotionally engaging $Tsh%
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PSYCHO-PLEASURE &= 15

-Easy to use 4
-Emotionally engaging $Tsh%

ThoughtWorks



SOCIO-PLEASURE 1 & %< ZA91%

*Social situation

t=5 X1
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SOCIO-PLEASURE 1 & %< ZA91%

*Social situation

t=5 X1
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IDEO-PLEASURE {/M{E A%

*Value and aspiration
& ERIMMEW
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IDEO-PLEASURE {/M{E A%

*Value and aspiration
& ERIMMEW
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CASE STUDY 1
EXRRREIREHERATE— Q
a0{a] 9 A0 [F RYIR R 488 557
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CASE STUDY 2

I AEWMBRKRNE FE

BB BRI RS TKEV =
TAFRERMEES X
=57
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CASE STUDY 3
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EMOTION §ESIGN AND

NEW FECHNOLOGY
BRRAIES TR



SNAP MAP

Snap Map is a new Snapchat feature that allows users to share their location
with each other.

Anyone who has chosen to share their location will appear on the map as an
"Actionmoji" - a cartoon avatar that changes to reflect what the user is doing.
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ENJOY A DATE WITH HATSUNE MIKU

Customers who bring their Lenovo Phab 2 Pro smartphone can enjoy a special
cafe date with Hatsune Miku wearing a sailor uniform.

With augmented reality (AR) technology, Miku will appear before you to chat and
enjoy the meal with you!
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VR

Teenagers are experiencing a virtual reality car
accident in order to try to deter young drivers
from taking risks on the roads. In the UK, one in
four 18 to 24-year-olds crash within two years of
passing their test.

VR Video: Leicestershire Fire and Rescue.

For more: http://bbc.in/vrcarcrash
#VR#RoadSafety #Leicestershire
#BBCNews@BBCNews

ThoughtWorks



THANKYOU

ThoughtWorks-




