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LE PUBLIC REGARDE, À HAUTEUR DE BASSIN

LA PRÉSENCE D’ENFANTS REND LE CONTRÖLE SOCIAL PLUS AIGU

LE CHRONOMÈTRE ACCENTUE LA LUDICITÉ, ET DONC L’ATTRACTIVITÉ DU LIEU

LA RÉFÉRENCE AUX SPORTS TRANSFORME L’IDENTITÉ ET LA FONCTION DES LIEUX

LA PISTE DE COURSE INVITE À L’USAGE

LE CRECLE EN ANAMORPHOSE FAIT DISPARAÏTRE LE COIN
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La psychologie sociale

B= f(P;E)Lewin, 1951



Milgram, 1963



La parabole du bon samaritain



Psychologie sociale
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contexte
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situation
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La psychologie sociale





Les systèmes de pensée

Kahneman, 2011











L’irrationalité prévisible
• Les « biais » de décision et d’action sont connus
• Quelques exemples:

Nous sommes moins 
sensibles au 
bénéfices quand ils 
sont dans le futur

Nous favorisons le choix 
qui nous épargne des 
efforts

Nous somme influencés par le 
choix des autres

Nous sommes plus 
motivés à éviter les 
pertes qu’à atteindre 
des gains

Nous nous engagerons plus 
facilement dans ce qui nous 
paraît agréable que dans ce 
qui nous paraît important



D’où vient un « comportement »

Ajzen, 1991



D’où vient un « comportement »









Le changement de comportement













Action +

Action -

Sensibilité - Sensibilité +

pragmatiques

Sensibles

Moteurs

Réfractaires

Indifférents

Les sens du changement

« nudges »



« A nudge is a function of (condition I) any attempt at influencing
people’s judgment, choice or behavior in a predictable way (condition a) 
that is motivated because of cognitive boundaries, biases, routines, and 
habits in individual and social decision-making posing barriers for people 
to perform rationally in their own self-declared interests, and which
(condition b) works by making use of those boundaries, biases, routines, 
and habits as integral parts of such attempts. »

Hansen, 2016

Nudge (Thaler & Sunstein, 2008)



Ne rien faire

Informer et éduquer

Rendre possible le choix

Guider le choix par l’option

Guider le choix par les incitations

Guider le choix par des dissuasions

Restreindre le choix

Eliminer le choix
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Nudge et design urbain

4

du secteur, par l’action qu’ils 
sous-tendent sur le contexte 
existant, par l’arrivée de 
nouvelles 
populations. 
Ils sont le 
support d’une 
attractivité nouvelle ou 
d’un nouveau désir de voir 
et venir. Nous les avons 
situés afin qu’ils entraînent 
l’évolution des espaces 
stratégiques ou ayant déjà 
un potentiel de 
vie. 

Quant au 
parc, il est support de 
nouvelles pratiques, et 
certainement le premier lieu 
de destination du secteur. 
Dans sa programmation, il 
ne peut ignorer la présence 
à 10 minutes d’une nature 
exceptionnelle, 
et notamment 
du parc des 
Volcans. Notre 
proposition repose sur un 
préalable : le parc Saint 
Jean ne peut exister que 
par la densité et la diversité 
de ses usages. C’est avant 
tout un programme et un 
équipement, qui prolonge 
l’histoire d’une conquête 
de l’entre-deux villes par 
le sport, qui caractérise 
Clermont Ferrand. 

Le parc est un système 
récréatif, sportif, éducatif 
mais aussi évènementiel, 
au travers du champ libre 
dont la raison même est de 
permettre et d’accueillir.
Certains déclencheurs 
peuvent être extrêmement 
légers.

REFERENCES / NUDGE CITY 

de départ : le projet urbain 
n’est pas une finalité, mais 
un cadre d’incitations, 
construit sur la capacité 
du territoire à attirer les 
énergies, et reposant sur 
les aspirations individuelles 
pour créer une ville durable.

Les déclencheurs sont 
des leviers tactiques : des 
interventions publiques 
qui provoquent l’irruption 
de nouveaux usages, et 
par voie de conséquence, 
une somme de nouvelles 
possibilités. 

Les premiers déclencheurs 
sont déjà là, ils produisent 
sur nous et sur ceux 
qui parcourent le site 
des sentiments réels : 
l’aspiration vers le lointain 
et les volcans, dont la 
scénographie est déjà là, à 
l’emplacement de la future 
entrée nord du parc ; la 
liberté d’un espace ouvert 
situé sur un plateau, que 
nous appelons le champ 
libre et qui sera le cœur 
du futur parc, le sentiment 
du caché avec le mur de la 
rue du Charolais, dont on 
a proposé de prolonger 
l’histoire comme un 
paravent un peu magique 
pour la future piste à vélo. 
Plus qu’un simple lien, 
cette piste est un premier 
évènement ludique pour 
attirer et donner à voir.

Ensuite il existe des 
véritables investissements 
publics lourds, le tramway 
comme le lycée, qui 
modifieront l’image même 

From  now on

C’est le cas par exemple 
de celui que l’on propose 
d’initier sur le site du 
parking du Géant Casino, 
qui longe le boulevard St 
Jean. La transformation de 
cet espace est stratégique 
pour créer une nouvelle 
identité à ce secteur. Mais 
comment les pouvoirs 
publics peuvent-ils forcer 
un opérateur privé aussi 
puissant à transformer 
son parking, alors que le 
système existant lui est 
extrêmement profitable? 
Il n’y a aucune incitation 
au changement pour les 

gestionnaires du Géant 
Casino. 
Nous proposons une 
stratégie autre : l’installation 
de quelques terrains 
de sport sur ce lieu ; 
simplement 4 spots et des 
peintures au sol suffiraient à 
créer une centralité sportive 
pour les jeunes du lycée 
et du quartier, en journée 
quand le parking est quasi-
vide ou le soir une fois les 
clients partis. La présence 
de cette population 
peut créer sur le moyen 
terme un appétit pour de 
nouveaux développements 

Aménager une aire de jeux pour enfants afin de favoriser l’égalité : enjeux, constats et préconisations 
psychosociales. Travail réalisé par Elise Chane et Elise Vinet dans le cadre de l’Assistance à Maîtrise 
d’Ouvrage réalisée par le laboratoire GRePS (Université Lyon 2) pour la ville de Lyon. Juillet 2015. 
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PROLUDIC 

• Un jeu de 0,5 à 5 ans - Finition Grafic - 
J3957-GG 

• Une structure 2 – 10 ans - Diabolo - J3845 
• Une structure 2 – 12 ans - Biibox - J45109 
• Jeux ressort – 6 joueurs J859 et 1 joueurs 

J854 et J856 (2 ans) 
• Maisonnette J282 (1 an) 

• Poutre J10 (2 ans) 
• Portique J441 (2 ans) 
• Panneaux ludique J3401 et J3404 (1 an) 
• Banc J607 
• Grande structure multicolore pour 

remplacer les trois moyenne J45416 

 

 

 

 

Cette grande structure pourrait remplacer les 2 de 
taille moyenne car elle présente 3 styles 
d’habillage, des activités diverses et est accessible 
aux petit-e-s comme aux grand-e-s. 

  





Oui, mais comment ?



Participation ?

• Consultation - concertation – décision –
Collaboration ?

• Le cadrage des actions

• Les effets de seuil

• L’accessibilité des dispositifs et le non-
recours

• Penser le proche et le lointain

• La transition vers la participation



Les enjeux humains … et éthiques
• Des espaces dissuasifs aux espaces incitatifs

• Rationalité, libre arbitre, choix… Manipulation et empowerment

• Soutenir et développer les ressources psychosociales

• Plutôt qu’imposer des comportements, proposer des expériences

• Le temps long et l’accompagnement

• La richesse interdisciplinaire



Nicolas Fieulaine
Chercheur en Psychologie Sociale

Université de Lyon
Nicolas.fieulaine@univ-lyon2.fr

Merci



Le processus de travail



L’espace psychologique

Futur

Présent

Environnement



Les "climats" urbain

Centralité / périphérie 

Autarcie/ouverture

Mixité / entre-soi

Animation/calme 

Spécificités du quartier - Identité/
inclusion à la ville  

Climat

Sentiment 
d'insécurité

Délits/gên
es 

4,2

5,9

4,8

3,1

4,7

1
2
3
4
5
6
7

Intégration Sociale

Intégration urbaine

ImageContrôle social

Identité



La force des jardins





L’effet du/des Espaces
• L’ouverture des perspectives

• Le relations sociales induites

• La distance interpersonnelles

• Rythmes et vitesse

• L’ouverture des champs

• Penser l’espace de demain

• Affordances et nudges
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Les leviers du changement
L’information

Alerte
Sensibilisation
Accompagnement

Les signes
Visibilisation
Conséquences
Partage

Les situations
Les objets
Les lieux
Les interactions





L’espace psychologique

Faisabilité
Concret
Pragmatique
Détaillé
Certain
Pragmatique
Soi

Désirabilité
Abstrait
Valeurs
Schématique
Probable
Axiologique
Autres

F u t u r
A u t r e s
A i l l e u r
s

P r é s e n t
S o i
i c i
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s’instaure un « gap » cognitif et comportemental que les dispositifs d’incitation et 

d’information doivent dépasser, faute sinon de n’être pas seulement improductifs, 

mais plus grave, dissuasifs. En effet, la théorie des niveaux de représentation (Trope 

& Liberman, 2010) montre que les objets ou évènements qui ne sont pas présents 

dans l’expérience directe de la réalité apparaissent comme « distants 

psychologiquement » pour les individus. La distance psychologique comprend trois 

distances : une spatiale (ici vs là-bas), une sociale (soi vs autrui), une temporelle 

(maintenant vs avant/après). 

 

Les types de distances (From Hamilton, HBR, 2016) 

Ces distances psychologiques sont liées à la manière dont on va se représenter un 

objet, une situation, un but. Par exemple, les individus ont tendance à se représenter 

un événement psychologiquement distant de manière abstraite, tandis qu’un 

évènement psychologiquement proche est envisagé de manière plus concrète. Au-

delà du niveau d’abstraction, toute une palette d’éléments de représentation va être 

impactée par ces effets de distance. 

 
Corrélats représentationnels de la distance psychologique (From Jeong & al ; JKGR) 

En se représentant un objet de façon proche, individuel, présent et concret, l’individu 

se focalise sur, ce que les auteurs appellent, un « bas niveau de construit ». Ce 

dernier questionne la faisabilité d’une action, le « comment », en s’appuyant sur des 

aspects pratiques et réalistes. Au contraire, en se représentant un objet de façon 

lointaine, collective, futur et abstraite, l’individu se focalise sur un « haut niveau de 

words denoting proximity and spatially proximal
arrows contained words denoting remoteness).

These results suggest that spatial distance,
temporal distance, social distance, and hypothet-
icality have a common meaning—psychological
distance—and that people access this meaning
spontaneously, evenwhen it is not directly related
to their current task. This view is consistent with
research in neuroscience. Thinking about the fu-
ture, remembering the past, and taking another
person’s perspective activate a common brain
network involving the prefrontal cortex and the
medial temporal lobe (8 –10 ). Thus, the same
neural substrate is activated by different forms of
transcending the present.

Psychological Distance and Level of
Mental Construal
Our second hypothesis states that more distal
objects in any dimension will be construed at
a higher level. It may seem intuitive
that from far away we see the forest,
and, as we get closer, we see trees. It
is also intuitive that to see the forest
we need to step back, whereas to see
the trees we need to get closer. These
should apply, however, not only to
spatial distance but also to other
distance dimensions and not only to
visual input, where it might seem a
natural constraint of our perceptual
system, but also to conceptual abstrac-
tion. We do not literally see either
tomorrow or next year. Yet, we may
think about tomorrow in terms of trees
and about next year in terms of the
forest.Moreover, thinking of treesmay
prompt us to think of tomorrow,
whereas thinking of the forest may
prompt us to think of next year. The
link between distance and construal
has important implications for percep-
tion, categorization, and inference.

Perception. In a series of studies,
participants completed what they be-
lieved to be sample items of a task
that required abstraction of coherent
images from fragmented or noisy vi-
sual input [the Gestalt Completion
Test (11) (Fig. 3)]. Participants’ per-
formance improved from 74% correct
to 86% correct when they anticipated
working on the actual task in the more
distant future (12). Performance in the
task also improved when participants
thought the actual task was less likely
to take place (13) and when social
distance was enhanced by priming of
high social status (14). A psycholog-
ically distant perspective thus seems
to enable people to see the “big pic-
ture” better.

Although abstraction improves
the ability to perceive the gestalt in
a visual array, it has an opposite ef-

fect when the task requires attention to minute
details. Distance should therefore have a
detrimental effect on the ability to identify a
missing element within a coherent whole.
Indeed, participants did worse (57% correct
versus 65% correct) on sample items of a task in
which they had to find differences between two
pictures when they believed they were less likely
to complete the task later (13).

Categorization. We examined the effects of
temporal distance on category breadth (15 ) by
asking individuals to imagine an event (e.g., a
camping trip) occurring in either the near or the
distant future. For each event, participants
grouped a set of related objects (e.g., tent, ball,
snorkel) into as many groups as they deemed
appropriate. Consistent with the idea that distance
promotes the use of more abstract concepts,
participants who thought of a more distant event
created fewer, broader groups of objects.

Reduced likelihood and social distance had the
same effect (13, 14). For example, objects that
pertained to less likely events (e.g., a trip that
had a high probability of being cancelled) were
grouped into broader categories.

Actions, like objects, may be construed in
high-level terms, which link them to a super-
ordinate purpose (why one performs them), or
in low-level terms, which link them to subordi-
nate means (how one performs them). Here, too,
greater psychological distance promotes higher
levels of construal (16 ): Participants tended to
describe more distant future activities (e.g.,
studying) in high-level terms (e.g., “doing well
in school”) rather than in low-level terms (e.g.,
“reading a textbook”). Similar effects emerged
when actions were to take place in a spatially
distant location (17 ), when the actions were
framed as unlikely to actually take place (13),
and when the actor was described as dissimilar to

the perceiver (18 ).
Inference. We can explain

others’ behavior in terms of ab-
stract dispositions of the actor
(traits, values, and attitudes) or in
terms of specific situational fac-
tors. If someone steps on your
foot in an elevator, for example,
you might say to yourself, “she is
clumsy” or “the elevator is too
crowded.” In terms of CLT, the
former constitutes a high-level
construal, whereas the latter con-
stitutes a low-level construal. So-
cial psychological research has
shown that various forms of social
distance are associated with em-
phasizing high-level personal dis-
positions and underweighting
low-level situational factors. For
example, people’s explanation of
their own behavior emphasizes
concrete situational factors that
operate at the moment of action,
whereas their explanation of others’
behavior emphasizes stable and
personal dispositions (19 , 20 ). In a
related vein, personal memories
that are recalled from a third-person
perspective rather than from a first-
person perspective (e.g., “try to re-
member your first day at school,
as if you are a kid again” versus
“… as if you are now watching
the kid you were”) tend to employ
dispositional (as opposed to situa-
tional) terms (21, 22). Similarly,
group perception research shows
that compared with in-groups,
out-groups are described in more
abstract terms and believed to
possess more global and stable
traits [e.g. (23, 24, 25 )].

In accordance with the predic-
tions of CLT, research has found

Fig. 3. Items from the Gestalt Completion Test (11). Identifying the
pictures (from top-right to bottom left: a boat, a rider on a horse, a
rabbit, a baby) requires visual abstraction. Participants were better at
identifying pictures that they believed were sample items of a more
distant future task (12) or a less likely task (13).

www.sciencemag.org� SCIENCE� VOL� 322� 21 � NOVEMBER� 2008 � 1203

REVIEW

 on
 N

ov
em

be
r 2

1, 
20

08
 

ww
w.

sc
ien

ce
ma

g.o
rg

Do
wn

loa
de

d f
rom

 

the available information. They emphasize su-
perordinate, core features of events and omit
incidental features that may vary without signif-
icantly changing the meaning of events. Consider,
for example, children playing basketball in the
backyard. A lower-level construal of this activity
might include such details as the children’s age,
the color of the ball, and the temperature outside.
A higher-level construal of the same activity
might simply be “having fun.” The higher-level
construal disregards the unique features of the
event and entails an implicit decision about which
features are central to the event and which are
peripheral. For example, the omitted feature
“basketball” could have been replaced with a
jumping rope, but “having fun”would still apply.
Given a different context or goal, however (e.g.,
“practicing basketball”), the same feature could
become central and, therefore, included in a high-
level construal. Regardless of the particular con-
strual chosen, construing objects at higher-levels
involves omitting features that are perceived as
secondary and variable and retaining those as-
pects that are essential and invariant from the
perspective of that high-level construct. At the
same time, abstraction links the object to a more
general set of objects and adds a new meaning
that is not part of its more concrete, lower-level
construal (e.g., “having fun” emphasizes the
positive valence of “playing basketball outside”
and connects it to such activities as “partying.”)
Bruegel the Elder’s Landscape with the Fall of
Icarus and its interpretation in Auden’s poem
(Fig. 1) illustrate the tension between central and
secondary aspects of a situation. In this painting,
the ploughman witnesses the fall of Icarus. How-
ever, as he is immersed in the details of his im-
mediate chore, he is oblivious to the significance
of the event.

Objects that are more distant on any dimen-
sion will be represented at a more abstract, higher

level of construal, because higher-level constru-
als capture those features of objects that remain
relatively invariant with increasing distance, and
thus enable prediction across distance. Well in
advance, the children in our example may have
known that they will have fun, but they could not
know that they will play basketball outside,
possibly because they did not know how cold it
would be or whether a ball would be available.
Similarly, high-level features tend to change less
than low-level features across social distance—
most people have fun from time to time, but
only specific social groups would play basket-
ball outside.

Construals may also affect perceived distance.
Construing an object at a higher level connects it
to other objects that span a wider range in time,
space, social perspectives, and hypothetical sit-
uations and, therefore, brings to mind more distal
times, places, people, and alternatives. For exam-
ple, “having fun” relative to “playing basketball
outside” would bring to mind experiences that
span wider time and space and pertain to more
diverse individuals and to more yet-unexperienced,
hypothetical events.

In sum, different dimensions of psycho-
logical distance—spatial, temporal, social, and
hypotheticality—correspond to different ways
in which objects or events can be removed from
the self, and farther removed objects are con-
strued at a higher (more abstract) level. Three
hypotheses follow from this analysis. (i) As the
various dimensions map onto a more fundamen-
tal sense of psychological distance, they should
be interrelated. (ii) All of the distances should
similarly affect and be affected by the level of
construal. People would think more abstractly
about distant than about near objects, and more
abstract construals would lead them to think of
more distant objects. (iii) The various distances
would have similar effects on prediction, evalu-

ation, and action. We now discuss research
bearing on each of these hypotheses.

The Interrelations Among Psychological
Distance Dimensions
Try to complete the sentence “A long time ago, in
a ____ place.” The tendency to complete it with
“far away” rather than with “nearby” reflects not
only a literary convention but also an automatic
tendency of the human mind. Indeed, people use
spatial metaphors to represent time in everyday
language and reasoning (5). More generally, if
psychological distance is reflected in different
dimensions, then these dimensions should be
mentally associated. Remote locations should
bring to mind the distant rather than the near
future, other people rather than oneself, and
unlikely rather than likely events. Initial support
for this hypothesis comes from a set of studies (6)
in which participants viewed landscape photo-
graphs containing an arrow that was pointing to
either a proximal or a distal point on the
landscape. Each arrow contained a word denot-
ing either psychological proximity (e.g., tomor-
row, we, sure) or psychological remoteness (e.g.,
year, others, maybe) (Fig. 2). Participants had to
respond by pressing one of two keys as quickly
and as accurately as possible. In one version of
the task, they had to indicate whether the arrow
pointed to a proximal or distal location. In
another version, they had to identify the word
printed in the arrow [Stroop task (7)]. In both
versions, participants responded faster to (i.e.,
processed more efficiently) distance-congruent
stimuli (in which the spatially distant arrow con-
tained a word that denoted large temporal dis-
tance, large social distance, or low likelihood and
the spatially proximal arrow containedwords that
denoted temporal proximity, social proximity or
high likelihood) than to distance-incongruent
stimuli (in which spatially distal arrows contained

Fig. 2. Two examples of incongruent visual stimuli: a word denoting
social proximity, “us,” located far from the observer, and a word denoting
social remoteness, “them,” located near the observer. Because spatial
distance is associated with temporal distance, social distance, and hypo-

theticality, participants are slower to indicate the location of the arrow
and to identify the word on it with incongruent stimuli than with con-
gruent stimuli [“us” located near the observer and “them” located far from
the observer (6)].
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Les types de nudge
Transparent

Non transparent

Automatique Délibéré

Motivation

Incitation

Influence

Manipulation
Cadrage du choix

Gamification

Ancrage

Alertes

Rappels

Comparaison

Trompes l’oeil

Réglages par défaut

Effets d’ambiance

Tailles d’assiettes

Opt-out

Saillance


