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Agenda
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. Welcome and introductions

Common problems in behavior change work
Reflections in break out groups

Community member share-out

What now? Tools to try

Closing



Objectives

* Interacting and learning from members of our behavior change and
environment community

% Sharing some tips and tools on behavior change problems

% Learning about how we can best support all of you



Rare has supported more than 450
community-led behavior change projects in
over 60 countries.



Virtually every environmental challenge has at least one
thing in common.

To solve them,
someone somewhere
has to start behaving
differently.



5 common problems in
behavior change work



1. Your target behavior is
enough.



Instead of this: Try this:

Care about the environment >  Stop using single-use items
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Instead of this:

Care about the environment

Know more about the
impacts of climate change

Don’t throw away textiles

Stop illegal wildlife trade

Try this:
Stop using single-use items
Adopt a plant-rich diet

Recycle textiles
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Instead of this:

Care about the environment

Know more about the
impacts of climate change

Don’t throw away textiles

Stop illegal wildlife trade

Increase sustainable
fishing practices

Try this:
Stop using single-use items
Adopt a plant-rich diet

Recycle textiles

Stop purchasing exotic pets

Fish outside the marine reserve



2. Your focus is on the most direct
actor rather than



Example

Goal: Fishers participate in regular
fishery management meetings.



Example

Goal: Fishers participate inregular _ ~ Other potentially important actors
fishery management meetings. and stakeholders:

Family members (spouse,
children, extended family)
Friends

Local leaders

Other fishers

Respected elders



3. You are using
to drive your solutions.



Question Your Assumptions

Goal behavior: Households purchase rooftop solar.

Assumption: Solar panels are ugly and expensive, which is why people

don’t buy them.



Question Your Assumptions

Goal behavior: Households purchase rooftop solar.

Assumption: Solar panels are ugly and expensive, which is why people

don’t buy them.

* Why do | believe this is true?

* Have | read/seen/conducted research to confirm this?

* Does the path to behavior change make sense (do you have a clear
hypothesis)?

% Could anything about this be improved or made more complete?



4. You do not have a



Typical Theory of Change

Program
activities

\ 4

Behaviors

\ 4

Something cool happens
here (e.g., beliefs change,
attitudes change, other
behaviors get adopted)

Environmental
Outcomes




Psycho-Syocial Theory of Change

Social and
Environmental
Outcomes

Behaviors

Psycho-Social
States

Milestone
Program
Activities
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FOR LIFE

MRFs + HRFs believe MRFs believe
that many people are gd sustainable farming
farming sustainably is better for them

Innovator workshops

Phase O

Increased livelihood

MRFs adopt
sustainable
farming

HRFs believe others

]
v

Environmental

Increased livelihood output

HRFs adopt
sustainable
farming

HRFs believe there
will be social
sanctions for farming
unsustainably

L4L exit

Enabling social conditions: Local technical capacity | High social capital | Perceived collective interdependence




5. You are relying on a
to change behavior.



We have a spectrum of effortful and automatic
ways of thinking and deciding.

Weighing options, Reacting
calculating costs auftomahcally,
and benefits quickly



We have a spectrum of effortful and automatic
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Levers of Behavior Change

Strategies for designing change are
overwhelming reliant on a more
calculated, deliberate way of thinking
and processing:

e Material incentives (‘pay them’)

e Rules and regulations (‘stop them’)
e Information (‘tell them’)

RULES &
REGULATIONS



Correcting an
information-deficit
rarely leads to lasting
behavior change.
Caring/knowing is not
a prerequisite to
change.

Financial incentives
can backfire.
Payments can crowd-
out other motivators.
Incentives can drain
limited resources.
Fines can be seen as
just the ‘cost’ for
behavior.

Rules often need
enforcement.

Rules do not work if
norms are
misaligned.



Levers of Behavior Change

Add these tools to your toolbox:
e Emotional Appeals
e Social Influences
e Choice Architecture

RULES &
REGULATIONS



Poll: Which problem resonates
with you the most?



Reflect in breakout groups

* What problem resonated most with you? (Or share a different one!)
* \What have you tried to resolve this problem?

* Are there any solutions you have seen or found helpful?



Green Fins Hub with James Greenhalgh

THE BARAT PERHENTIAN

8

OVERVIEW

SCORE

AGREED POINTS TO IMPLEMENT THIS YEAR

Ensure that most of your dive guides and instructors
complete and renew the GF DGEC.

2 Ensure that GF membership materials are on display.

Find alternative to disposable sticker or masking

tape to indicate gas mix on cylinders/ tanks.

4 Ensure instructions conduct their skill sessions
in areas where students and staff

5 OPERATION

ACTION PLAN HISTORY

DIGITAL

COMMUNITY ENGAGEMENT

DAYS VISITED HOURS READ LIKES RECEIVED

DISPLAY MEMBERSHIP

SIGNED MEMBERSHIP FORM

=]

WEBSITE CERTIFICATE

OPERATION TEAM

aww‘,.:

Joanna Blogg

L]

Completed

Completed

Completed

it teammate

WEBSITE LISTING

The Barat Perhentian [Scuba Diving]
Address Line 1

Address Line 2

Country

Website

Email

Telephone number




What’s Next? Tools To Try



Behavior-Centered Design
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1. Your target behavior is enough.

[I::I} FRAME

Problem_Behavior Actor Mapping . Evaluate your list of behaviors for impact.

Review the " eft to right, following
the following question
Time needed: 30-60 minutes

Materials neede
P

Key objectives:
. d ment and identify the targ
and ac t for y avior ch . Choose a target behavior and audience.
Your Fran s complete once you select a behavior and actor/audie
Desired outcomes:
ith the environmental pr target audienc
hange solutior

Recommended skills and competencies:

What do you mean by the problem I'm trying to solve?

are you doing y What ar

What do you mean by behavior?

Steps o s, o

. Create a diagram/map of problems, actors, and behaviors. Can multiple actors do the same behavior?
heet (table and freeform formats pr d) to frame t st In ases there rr

ight, state what t v m change. Make sure to record all of then

problem, and then identify the desired
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2. Your focus is on the most direct actor rather than

(O] FRAME

Stakeholder and Actor Mapping

Time needed: 30

Materials Needed:
Vriting utensils {d

ky notes (optional)

tal challenge takes
and actors b ectly they
between the different gr
ould b

Recommended Skills and Competencies
thinki

ding of social connections

People involved:
olution design team
xperts in the pr

Community leader:

Steps

1. Draw your

ut3or4

map.
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late provided.

2. 1dentify your problem space.
lem space” refers t th

as the environmental challenge at hand (e.g. g n in Mato €
twe dentified, write it nermost ci

4. Plot stakeholders and actors onto your visual map.
Place the stakeholders and actors on the visual map (two provided template
to the environmental problem, with t
@ innermost circles. You may find that ‘mc
iff h rs and actors in yous

nt dynamics. Keep plotting until all the stakeholders

5. Draw connections.
Look at your different st
the relationshi
other often
The goal he
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. Mark the key stakehol
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3. You are using to drive your
solutions.
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Project Cane Changer'

Tapping into Farmers’ Identities to Protect the Great Barrier Reef




4. You do not have a

;b MAP

Behavioral Hypothesis Generator - Review and code your data.
Time needed: V

Materials needed:

Desired outcome:

Recommended skills and experience:
o Behavioral science . Assess for feasibility and impact.
. a coding 4 if

2 analys

People involved:

Solution desig

. Write hypotheses (pages 6 & 7).

Steps Given the wtmes

1. Divide your data.
F ch dataset y ered fron 28 (inte crie . otc . Identify relevant behavior levers.
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5. You are relying on a to change
behavior.

Levers of
Behavior Change

RULES &

PRINCIPLES AND STRATEGIES




Behavior Change for the Environment
Starts Here

Qo X &

behavior.rare.org



