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Introduction
IN 1945, Arts & Architecture magazine launched the “CASE STUDY” 
HOUSE PROGRAM with the goal of capturing a variety of viewpoints 
on what the post-war home was to be. At that point in history, dramatic 
changes in social and economic structures, along with materials, 
techniques, distribution and finance, had left a mystery where the 
shared understanding of “house” formerly sat.  

The future had several possible paths. In the words of the magazine,  

“Perhaps, we will cling longest to the symbol of “house” as we have known it, or perhaps 
we will realize that in accommodating ourselves to a new world the most important step 
in avoiding retrogression into the old, is a willingness to understand and to accept the 
contemporary ideas in the creation of environment that is responsible for shaping the 

largest part of our living and thinking.”  

It is in this spirit that this design experiment was undertaken.
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Jony Ive
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“Being curious fuels 
our appetite to learn 
and wanting to learn 
is far more important 
than being right”

California College of the Arts 
Commencement Address 2021  



Design
Brief Learning, and especially workforce learning, is at a place 

not unlike the United States’ post-war housing industry. 
Changes in technology, society, the economy, and science 
have put the field of learning in a position that is both 
critically important and operationally advantaged. 
Properly manifested, the next generation of learning 
experiences could put all that we know to work helping us 
learn all that we need to move our world forward. 

The strategic question for the industry is, “what would 
have to be true for learning to realize its potential?” One 
answer is a lack of barriers to the use of instructionally 
sound learning techniques by anyone, for everyone.
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• Usable by creators of all levels 

• Modular to allow for ease of use and expansion 

• Content-free, yet able to support multiple types of 
content  

• Functionally self-contained 

• Non-proprietary to allow for democratization of high 
quality learning  

The goal of this experiment was to create a tool for the creation of learning experiences that was:

• Platform independent to give maximum flexibility to the 
realization of design 

• Easily upgraded as technology/knowledge improves 

• Scalable and consistent structure to ease adaptation to 
future tools 

• Memetic to encourage spread and engagement by all 
builders.



Blocks? Our approach is a modular unit built on a framework similar to 
building architecture and championed by Professor Andrew 
Gibbons. This approach produces a deconstructed design that 
separates more durable (structural) elements, such as cognitive 
principles, learning theory, and psychology, while allowing 
rapidly evolving layers (objects) to be more easily upgraded.  

Because our design approach is focused on functional 
objectives, our designs can be applied to a wide variety of 
content. This reusability allows us to over-invest in block 
development and share upgrades across applied blocks. The 
simplicity does not require the less expert builder to understand 
the foundational elements in order to benefit from them. 

The learning blocks are wrapped in a bit of culture. This 
anticipates pass-along, oral shorthand, and ultimately folklore-
like wisdom.
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Our design block approach seeks to elevate stakeholder expectations and 
inspire industry innovation. Blocks are built on a 6-part scalable framework 
ensuring they are adaptive, high impact and evidence-driven. 
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STRUCTURE 
Purpose-built foundation of science, proven 
patterns and principles used to inform the 

design

EXPERIENCE 
Emotional and intellectual style of the design.

SPACES 
Organization of the design.  Appropriate for 

the context, aligned with the structure and in 
support of the experience.

SERVICES 
Technical engineering required by the 
objects, platforms, integrations and 

informatics.

OBJECTS 
Independent constructs assembled by 

design which form the user interface with the 
learning event. 

CONTEXT 
Intersection of the design and the user.

Learning 
Design 
Blocks 

Science based 
Solutions are guided by the way 

brains work, making learning more 
efficient and effective.


Data powered 
Informatics are focused on design 
and learner performance, allowing 

ongoing optimization of both.  


Culture shaped 
Familiar patterns and styles are 

leveraged, enhancing solution 
impact.



Design Block
Box Box 
deceleration. focus. 

preparation. reflection.




Block Bio
Name: …………………………Box Box 

Born: …………………………..January 2021 

Estimated Duration: ………….90 secs/use, 3x week 

Performance Delta (proj): ……+10% in focus area after 8 weeks 

Design Applications: …………Pre-learning event (gap identification),  

                   Post-learning event (new skill integration) 

Domain Applications: ………..Universal, Sales, Service, Leadership, Custom 
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Box Box
The call came into the driver’s helmet, “Box. Box.” The pit team 
had been watching for several minutes as the lap times crept 
upwards and top speeds dropped. The pace through difficult 
turns had slowed and the car was no longer handling the track 
conditions as well as at the start.  

The pit stop offers ample resources for returning the driver to 
form. Fresh tyres, an adjustment to the aerodynamics, a wipe of 
the visor and perhaps most important, a pause from the constant 
decision making at 200kph speeds. The challenge is delivering 
this in a mere two seconds! 

In today’s workplace, individuals frequently lose focus on known 
performance drivers. A quick pause, reminder and re-focus can 
give existing knowledge new traction. The Box Box design 
challenges L&D’s current time:value ratio by delivering big impact 
in a small package.
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Box Box



Intersection of the design and the user.

Context
The Box Box design’s 90-second experience is designed 
to fit neatly into users’ existing daily pattern duration; 
brushing teeth, waiting for a single-serve cup of coffee to 
brew, and short personal breaks. 

The design’s familiar time scale is consistent with common 
language for quick assistance requests such as “do you 
have a minute?” 
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Purpose-built foundation of science, 
proven patterns and principles used to 
inform the design

Structure
Kaizen 

Well known and accepted premise of continuous 
improvement. Rather than strive for large gains Kaizen 
targets small incremental improvement (1%) over a short 
period of time repeated frequently. 

Object Specific Concepts 
• Review and Reflection 

• Motivation 

• Attention 

• Social Channels

• Commitment

• Mindfulness 

• Cognitive Executive Function: impulse control 

• Cognitive Executive Function: focus 

• Gratitude

15



Emotional and intellectual style of the 
design.

Experience
Box Box is designed to provide users with an experience 
anchored by:

“Fast feel”. The experience should be over before the 
user wonders how long it will take. 

Fair value. The design is intended to ask for little from the 
user while providing a bit more.  

Focus. Users must not feel like they are getting more than 
they need for a near term performance bump. 

Immediate gratification. The conclusion of the block 
should leave the user with a sense of immediate value.
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Organization of the design.  Appropriate 
for the context, aligned with the structure 
and in support of the experience.

Spaces
The Box Box design contains four (4) core elements, each 
with its own objectives.  

1. Deceleration: Reduce learner pace and foster 
attention. 

2. Preparation: Selection/provision of a performance 
prompt and commitment to a single target. 

3. Reflection: Review of performance, recognition of 
support, capture of learning and recognition of gap. 

4. Focus: Foster continuation of improvement mindset.
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Technical engineering required by the 
objects, platforms, integrations and 
informatics.

Services
Box Box offers ample opportunities for diagnostic data 
(allowing for the measurement of the design’s 
performance), and user data (indicating impact on the 
targeted user performance). Available data is ultimately 
enabled/limited by the ultimate realization of the design.  

Our prototype has identified +100 generated or 
calculated data points with Key Performance Indicators in 
the following areas: 
• Engagement
• Mindset
• Focus
• Commitment
• Performance
• Mindset
• Focus
• Overall
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Independent constructs assembled by 
design which form the user interface 
with the learning event. 

Objects

10 

The key object type utilized in the Box Box design is the 
performance prompt. 

Prompts are meant as signposts pointing to what the 
viewer already knows and designed so they can be easily 
communicated from teacher to student, memorized by 
the recipient for discussion, utilized for self-study or simply 
consulted for reference.  

Similar to Indian sutras, prompts do not engage the 
thinking mind more than necessary. The prompt is simply 
a reminder that triggers the viewer’s pre-existing 
collection of knowledge gained through experience or 
formal learning. 
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Design realization in “app” form to 
include target content selection and 
user performance journal. 

Prototype
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D1 D2 D3

P1 P2 P3 P4 P5

F1 F2 F3

R1 R2 R3

R3a

R4 R5

R3b

P5a

P5b

F3a

F3b

PREPARATION

REFLECTION

DECELERATION
FOCUS



DECELERATION
Screen Description

D1 Title
D2 Welcome with required pause
D3 Selection of path (P/R)

FOCUS
Screen Description

F1 Intro focus exercise
F2 Focus exercise
F3 Exercise conclusion
F3a Preparation path send off
F3b Reflection path send off

PREPARATION
Screen Description

P1 Selection of target area
P2 Reinforcement of user selection
P3 Self-rating on previous performance
P4 Self-rating on current performance
P5 Selection of performance support (a/b)
P5a Social support activation
P5b Self Support activation

REFLECTION
Screen Description

R1 Self-evaluation of all target areas
R2 Capture of “win”
R3 Select performance support (a/b)
R3a Gratitude activation
R3b Learning capture
R4 Next target selection
R5 Target reminder 21



Sampling of key research and 
inspiration for block design.

Primary Generators
Performance at the Limit: Business Lessons from 
Formula 1® Motor Racing 
Mark Jenkins, Ken Pasternak, Richard West.

Cambridge University Press 

Functions of Positive Emotions: Gratitude as a 
Motivator of Self-Improvement and Positive Change.  
Armenta, C, Fritz. M., Lyubomirsky, S. 

International Society for Research on Emotion.


Mindfulness and the intention-behavior relationship 
within the theory of planned behavior.  
Chatzisarantis, N. L. D., & Hagger, M. S. 

Personality and Social Psychology Bulletin.


The Persuasive Power of the Digital Nudge.  
Fetherston, J., et al. 

Boston Consulting Group Perspective.

Action Phases and Mind-sets.  
Gollwitzer, P.

Handbook of Motivation and Cognition: Foundations of Social Behavior vol. 2 

Mindfulness at work: A new approach to improving 
individual and organizational performance. 
Hyland, P. K., Lee, R. A., & Mills, M. J. 

Industrial and Organizational Psychology: Perspectives on Science and 
Practice.


Cognitive control in media multitaskers.  
Ophir, E.,Nass, C., Wagner A.D. 

Proceedings of the National Academy of Sciences.


Gemba Kaizen 
Masaaki Imai 

McGraw-Hill Education
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Box Box Design Block

23



Design Block
Jones 
analyze. strategize. realize.




Block Bio
Name: …………………………Jones 

Born: …………………………..March 2021 

Estimated Duration: ………….Varies based on realization 

Performance Delta (proj): ……Constructive habit acquisition 2X 

Design Applications: …………Final exercise for new skill application,  

                   Stand-alone performance improvement tool. 

Domain Applications: ………..Universal new skill adoption 
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Jones
We are more likely to leave our children behind in a restaurant 
than our phone. We reach for it when it beeps.  We reach for it 
when it doesn’t beep wondering if it is still on. Habits we didn’t 
want are now described as needs…to check our email, to see if 
they responded, to see the score. Meanwhile habits we choose for 
ourselves; eating healthy, new client calls, or more time with our 
family, fall to the bottom of our to do list. 

We will likely never crave constructive habits with the same fervor 
as those that are not.  But recognizing the mechanism at work and 
putting it to work for us may be just what we need.  
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Intersection of the design and the user.

Context
The Jones design is meant to be simple and fit within a 
short time window.  This is done to make it possible for 
the design to be realized when the initial decision to 
develop a behavior occurs.  This window is often fleeting 
or strongest after a, “if only” moment where the user 
recognizes the value of a missing prior behavior. 
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Purpose-built foundation of science, 
proven patterns and principles used to 
inform the design

Structure Implementation Intention [i2]

The i2 structure is a subset of the standard set-strive-
succeed goal pattern and an adaption of the habit 
loop.The goal of i2 is to: 
• Overcome the major barriers to goal achievement by promoting the start and,

• Prevent derailures, ultimately creating automaticity of the desired behavior.


Multiple i2 patterns can be layered to support a single 
goal. The addition of predefined “nudges” can enhance 
the efficacy of the structure. 

SET STRIVE SUCCEED

I intend to… I have…

i2
CUE

BEHAVIOR

REWARD

NU
DG

ES
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Emotional and intellectual style of the 
design.

Experience
The Jones design performance success depends largely 
on the perception of the design by the future user. 
Therefore it should feel: 

• Like a powerful support that amplifies the user’s already 
positive intentions.  Not a means of fixing prior 
behavior adoption failures. 

• Simple and easy to implement. Not another barrier to 
starting a new behavior. 

• Like common sense. Not like a scientific trick.
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Organization of the design.  Appropriate 
for the context, aligned with the structure 
and in support of the experience.

Spaces
The Jones design contains three key areas of user 
engagement.  

1. Analyze: Breaking down the target goal into supporting 
behaviors.  

2. Strategize: Identify the following. 
1. Existing cues to which desired behaviors can be anchored.

2. Existing cues to which undesired behaviors are currently anchored.

3. Barriers to desired behaviors.

4. Mitigation strategies for #2 and #3

5. Rewards associated with each desired behavior. 

3. Realize: Create visible artifacts of implementation 
intention for each supporting behavior using “IF-THEN” 
structure.
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Technical engineering required by the 
objects, platforms, integrations and 
informatics,

Services
Services for the Jones block can be kept to a minimum if 
so desired. The provided prototype is fully paper-based, 
providing only a self reported feedback loop.  If available 
and consistent with the realization, key metrics could 
focus on: 

Pre-block 
• Initial strength of goal intentions


Block 
• Number of habits per goal

• Number of nudges identified per habit 


Post-block 
• Starts of new intended behavior

• Continuation of behavior over a pre-determined period of time >100 days

• Achievement of goal
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Independent constructs assembled by 
design which form the user interface 
with the learning event. 

Objects
While the means of conveying the various elements of the 
goal process and enhanced implementation intention will 
vary based on realization, the key objects will focus on the 
following: 

• The behavioral, “habit” loop of cue-behavior-reward 

• The individual elements of the loop 

• Specifics of the implementation intention format 

• The use of nudges to enhance the loop’s success.  
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Design realization in the form of a recipe 
box or cookbook to include explainer and 
blanks for self-made recipes and sharing

Prototype
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Run a 5K

FRONT

Goal that this habit is 

supporting

Visual 

achievement 

of overall goal



35

Hot Shower/Energized Day

IF 
________________________________ 
________________________________ 
________________________________ 

THEN 
________________________________ 
________________________________ 
________________________________

Habit created by: Everybody at one time or another :) For use: Daily Weekly

PREPARATION 

When:_night before 
• Put shoes out next to bed  
• Fill water bottle 
• Check weather/grab jacket 
• Charge headphones 
• Put alarm across room 

When:_Sunday 
• Do running clothes laundry 
• Schedule buddy runs

N
udges My alarm rings

I go running

Ownership and 
Commitment

Visible 
Success 

Meter

Habit’s Reward

X
H

igh perform
in

g 

in
ten

t structure 

BACK



Sampling of key research and 
inspiration for block design.

Primary Generators
McCormick All-Time Favorites - Recipe Card 
Collection Tin 
Publications International Limited


"Keeping Up with the Joneses" 
Markstein, D.

Toonpedia.com. 

Using the Haddon matrix: Introducing the third 
dimension  
Runyan, C.

Industry Prevention 


The Power of Habit 
Duhigg, C.

Random House

Implementation Intentions 
Gollwitzer, P., Sheeran Paschal

New York University / University of Sheffield 

The Craving Mind 
Brewer, J.

Yale University Press 

Breaking and creating habits on the working floor: A 
field-experiment on the power of implementation 
intentions 
Holland, R., Aarts, H. Langendam, D.

Journal of Experimental Social Psychology  

Nudge 
Sunstein, C., Thaler, R. 

Penguin Books
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Jones Design Block

37



38

[ jey ]
J. Miguez (he/him) has spent the last 25 years designing 
Learning & Development organizations and the service 
offerings that support them.  He led the Forum 
Corporation’s training organization assessment capability 
in the 90’s and has since continued to work with global 
1000 companies in a variety of sectors to optimize their 
learning organizations. 

J. designed and launched Franklin Covey’s training 
outsourcing offering, later acquired by Mellon. He has 
previously held the position of Senior Talent Solutions 
Architect for Aon Hewitt focusing on developing new 
approaches, solutions and partnerships for clients. 
Through Empiric and his work with easy stage companies, 
J is committed to being a catalyst for innovation in the 
Learning domain.  

J., his dog Charlie (she/her) and the consultancy are 
based in New Orleans.



Empiric Learning
WE ARE 

A digital learning studio 

WE BUILD 

Next level learning designs 

WE DELIVER 

Results through experience, innovation and our ecosystem 

WE PROMISE 

To be an ally to all through our solutions, our organization and our actions

39

ConstructorDesign Applied

Functional learning 
architecture

High impact learning

experiences

Bespoke solution 
[re]design
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