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Today
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Period IV 
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Keep up the good work!

Workload
● Use contact teaching to advance project work
● Reduce contact teaching hours on last weeks of the course
● Tutorials and assignment instructions for guiding “what’s enough” 
● Tips:

○ Work on low-fidelity, “copy” existing ideas and use examples to show the value, rather than production of final designs
○ Good ideas in DfG: More important to identify the right intervention than how it looks like
○ Plan engagements with stakeholders

Communication
● Announcements get lost
● Using MC as a habit 
● Keep communicating errors

Budget & Reimbursement
● ≈100€ budget per group  

Reflections & Improvements
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Period V 
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HUMAN-CENTERED PERSPECTIVE

SYSTEMS PERSPECTIVE

04.04 MID-TERM REVIEW

DESIGN INTERVENTION 

PROPOSALS

23.05 FINAL SHOW

Period IV

Period V

11.04 - 11.04 Period Break 

Final report week

Course structure

Period IV
Problem framing

Period V
Solution definition 

23.05
FINAL 
SHOW

18.04  Independent study week

04.04
MID-TERM
REVIEW



DfG 2022 - 25 Apr   7 

Design process in the solution space

1. Define your intervention:

What problem shall we solve? Analyse opportunities (leverage points) + Prioritise what to solve (today)

What can we design to make change happen? Choose the type of intervention (action); learning from stakeholders’ 

instruments + inspiration from best examples

2. Develop your intervention:

Ideate: What actions/tools/interactions are needed? 

Validate & Iterate:  Learn about the solution by engaging key actors involved in using, delivering or creating your solution

Visualise (based on type of intervention): How does it help address the problem? What roles are needed? (focus on the 

example rather than the object) 
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Contact teaching content 

Methods for defining your design intervention:

● Theoretical framework (leverage points and design interventions) W6

● Storyboarding and use case scenarios W7

● Foresight scenarios W8

● Behavioural-based interventions W8

● Participatory ideation and validation W9
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Overview 
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Overview 
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Evaluation

The final grade is calculated in the following way:

Active participation and contribution to group work: 25%
Blogs: 25%
Final presentation: 25%
Final report: 25%

Rubrics describe the assessment criteria. Please use this as a guidance
for your learning and to support the quality of your work.

Please check on My Courses > Final Deliverables, for detailed information
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This week 

● Read  'Choice architecture' by Thaler & Sunstein
● Watch Markus Kanerva pre-recorded video lecture on Behavioural 

Insights
● Ideation prep: 3 min. story + Examples

https://mycourses.aalto.fi/mod/assign/view.php?id=865763
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Final show

DfG Friends & Family (+2)
Final Show: Pre-recorded video or live?

Pre-recorded 15 min. 
Video & Slides ready by 20.05
Video adds time to prep (voice over slides) 
No pressure for live presenting
Video material ready for portfolio 

Live presenting 15 min.
Slides ready by 20.05
No added time to prepare the final presentation
‘Pressure’ for live presenting
Video of the live presentation can be edited for the portfolio

Program
08.30 Doors open, venue registration

08:55 Virtual event opens

09.00 Welcome

09.15 Future of sustainable nature recreation 

10.30 Coffee Break

10.45 Employment services reform

12.00 Closing & Lunch
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(Recap) 
Design interventions &
Policy instruments 
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● Leverage points – Where in the system is change needed? 
“Leverage points are points of power – places in the system where a small change could lead 
to a large shift in behavior.” Meadows (2015)

● Levels of intervention – At what level of the system do we need to intervene? 
Levels can refer to the level or degree of change of an intervention, from incremental to 
transformative, and the areas or domains of the system that it tackles.

Levels can also be used to locate the intervention within the policy-making process. 
Contextualising the intervention, and identifying the right level in the system or policy-making 
process, is the first step in choosing the right type of intervention.

● Types of design intervention – What instruments are more effective?
Traditional policy instruments, “regulations”, “taxations”, “subsidies”  hierarchical top down; 
Design tools (Symbolic, spacial, interactive, networks) as everyday instruments of governance; 
Governance can happen without a policy, people can do this themselves – nudging behaviour. 

Defining design interventions in government (Recap) 
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Design process in the solution space

1. Define your intervention:

What problem shall we solve? Analyse opportunities (leverage points) + Prioritise what to solve (today)

What can we design to make change happen? Choose the type of intervention (action); learning from stakeholders’ 

instruments + inspiration from best examples

2. Develop your intervention:

Ideate: What actions/tools/interactions are needed? 

Validate & Iterate:  Learn about the solution by engaging key actors involved in using, delivering or creating your solution

Visualise (based on type of intervention): How does it help address the problem? What roles are needed? (focus on the 

example rather than the object) 
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A Model for Regional Sustainable Circular Food (DfG 2017)  Andrea Cuesta, Helén Marton, 
Anna-Mia Myllykangas, Ellinoora Rusthokarhu, Lindsay Simmonds

Consumer rights covered (DfG 2019) 
David Martens, Jiyoung Son, Linh Duong, Tiina Alanko, Xuyang Zhang

Life Event Pattern Aurora AI (DfG 2020)
Hoai Van Chu, Nina Karisalmi, Christopher Gros, 
Nehal Jain, Eva Duran Sanchez

DfG examples of interventions: Government as a system toolkit (Andrea Cooper, UK Policy Lab) 
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“Catalog” of government types of intervention (or “styles of actions")


