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Digital gambling tools
today
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The design of the interaction
between a user and product with

focus on usability, wording, 
visuals, timing, and behavior, and 

how a user experiences said
product
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How Spillepuls has 
used behavioral and 
interaction design
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Interaction design
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Early phases

Behavioral design
• Who would use this?
• What are the current

behaviors?
• Why would they want to do 

the desired behavior?
• Why are they not doing it?

Interaction design
• Who are they?
• What are they currently

doing?
• When should they do this?
• Where are they (in the

system)?
• Why should they do this?
• How should they do it?
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Create phase

Behavioral design
• What principles to use?

Interaction design
• How should it look?
• When should it be seen?
• Where should it be located?
• How should we encourage the

action or change?

K.I.S.S. – Keep it simple stupid
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Spillepuls´ first couple of pilot tests
BD – behavioral design; ID – interaction design

• Simple, positive or negative 
motivation, remember the
positive or negative (BD)

• Chunking information (ID)
• Reflection (BD/ID)
• Current information (BD/ID)
• Two choices (ID)
• Opaque background (ID)
• Triangles at the bottom and 

smiley (ID)2.5 –
4.5%
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Now...
After 16 unique and 5 adjusted pilots

• Chunking information (ID)
• 1-3 pieces of information (ID)
• Reflection (BD/ID)
• Current information (BD/ID)
• Recommendation (BD/ID)
• Dark background and 

triangles at the bottom (ID)

12 –
40%
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Current tools

There but not 
visible or 
actionable enough

Behavioral design

Current behaviors, 
motiviation, and 
what behavioral
principles to lead 
to desired action

Interaction design

Who, motivation
and why, timing, 
look-and-feel, and 
the experience
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