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HOoOw TO DESIGN
HAPPINESS

pesign, at its heart, is about solving problems.

That's why it's 50 easy to talk to designers.

They can explain exactly how their interfoce is built o help
you navigate through your phone, or how a
device was shaped to make it possible for mass
manufacturing on the assembly line.
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5o at the creative consultancy Lippincett, designers have a theory calied
the HOppinesS Halo-and it's built Uupon reconstructing hoppiness as o
three-nct structure of anticipation, experience, and memory.

“First it's about creating anticipation.” Stone explains. “That's really
strong-both from a psychelegical standpoint but alse the anticipation of
the experience i5 sometime greater [thon experiencel. it goes back to our
primitive skills of releasing dopamine, 1's our hunting skils. ¥ we didn't

have this sense of anticipation, we would have storved to death a jong
time ago.”

santicipation is so powerful that being excited about a big event, like run-
ning @ marathen, ¢an give you a5 much joy a5 actually completing it.

‘“The experience itself is really impertont,” Stone continues, "but an expe-

rienc® |5 never perfect. and you dom't Wweigh an experience by adding it up

aver time. it's not like you add four and five and get a score that eguals

hoppiness. You actually remember the high moment and the end moment,
and the moest important thing is the memory.”

The end mement is particdlarly prefednd-and it's semething every good
wajtfer alreacdy Knews. on® Study found that woiters whe gave mints aof
the e¢nd @f the meal received 3% higher tips, while these whe presented
the mints with 5u51- a bit more effort, asking the gquestion "wWwoldld anyane
like mints at the end af their meal?” received 147 higher tips. It shews
thot we're biased to remember endings by nature (remember that whem
PEAaming your next novell.
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HOW TO DESIGN
HAPPINESS

pesign. ot its heart, is about solving problems.
That's why it's 59 eusy to talk to designers.
They can explain exactly how their inferface is built to help

you navigate through your phone, or how a
device was shaped to make it possible for mass
manufacturing on the assembly line.

Sa at the ¢reative consulfancy Lippincatt, designers have a theory called
the Hoppiness Hale-and 'S built upen reconstructing happiness as a
three-act structure of anticipation, experience, and memory.

‘First it's about creating anticipation,” Stone explains. “That's really
strong-both from a psychelagical standpeint but alse the anticipation of
the experience |5 sometime greater [thon experiencel. it goes back fo our

primitive skills of releasing doepamine. it's our hunting sKills. ¥ we didn't
have this sense of anticipation, we would have starved to death a jong
time aga.”

anticipation is 5o powerful that being excited about a big event, like run-
. ning a marathon, can Jive you as much joy as actually completing it.

"The experience itself is really impertont,” Stone continues, "but an expe-

rience |5 never perfect, and you don't Wweigh an experience by adding it up

aver time. it's not like you add four and five and get o score thaot eguals

happiness. You actually remember the high mement and the end moment,
and the most impertant thing is the memory.”

The end moment is porticulerly profound-and it's something every good
waiter already Knows. one study found that waiters who gave mints at
the end of the meal recejved i% higher tips, while these whe presented
the mints with just a bit more effort, asking the guestion ‘would anyone
like mints at the end of their meal?” recejved 14% higher tips. it shows
that we're tor dings by nature (remember that when
PeEnning your next novell.
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device was shaped to make it peossible for mass
panufacturing on the assembly line.

50 af the creative consultaoncy Wppincett, desigy aye a eory cajled
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the experience i5 sometime greacter [than experiencel. it goes back o our

primitive skills of releasing dopamine. it's our hunting sKills. ¥ we didn't
have this sense of anticipation, we would have starved to death a jong
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anticipation is 52 powerful that being excited about a big event, like run-
. ning o marathon, can Jive you as much joy as actually completing it.

"the experience itseif is realy impertont,” Stene continues, "but an expe-

rience is never perfect. and you dom't weigh an experience by adding it up

aver time. i's not like you add four and five and get o score thot egquals

hoppiness. You actually r the high t and the end mement,
and the mest impertant thing is the memory.”

The end moament is porticularly profound-and it's soemething every good
waiter alresdy Knows. one study found that waiters who gave mints at
the end of the meal received 3% higher TwWmilg those who presented
the mints with just a i¥f more effort, asking the |question “would anyone
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the eraser?

It was my
favourite pen...

what's wrong
with that?
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my time with you?

It is just a brick...
why | am wasting
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| don't care...
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Stop acting like
tThe worst thing
in The room...

my mom! It's
definitely not
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You are acting
like my mom...




DQ yQu have
sOmething

against
carrots?!
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