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ABOUT ME

Andries van Vugt

Owner / entrepreneur @ Organiq Interactive
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The World's Biggest Problems
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EEOI‘IOITIiE CUHaDSE ; Fragilities in the current global economy could tip the

developed world into conditions not seen since the 1920s.

Peak O | | . Petroleum has powered the modern world for almost 100 years; today,
many industry insiders say that we may be reaching a permanent peak in oil production.

(lobal Water Crisis : Over the last 50 years the human population has nearly

tripled, while industrial pollution, unsustainable agriculture, and poor civic planning have
decreased the overall water supply.

SDEUES EX’[InC’[IOH :Certainspecies that human beings depend upon for our

food supply are going extinct; if their numbers fall too low we may face extinction ourselves.

Rapid Climate Chanae : while the debate rages on about the causes of

climate change, global warming is an empirical fact.

www.organig.nl
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LINEAR ECONOMY CIRCULAR ECONOMY

NATURAL RESOURCES

TECHNICAL & BIOLOGICAL MATERIALS MIXED UP

FROM FINITE SOURCES ENERGY

ELLEN MACARTHUR FOUNDATION
Rethink the future
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* Gamification is BIG!

An estimated one billion people spend at
least one hour every day playing computer )
and videogames.

|+ Billion hours every day!
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Gamification's Effect On Everyday Life

% Of Adults Who Agree With Statement

Bl INTELLIGENCE

61%

Making Everyday Activities More Like a Game Would Make If A Layer Of Competition Were Added To Everyday Activities, I'd
Them More Fun And Rewarding Be More Likely To Keep Closer Watch Of My Behavior In Those
Areas

® Millienials (18-32) ™ Gen Xers (33-45) ™ Boomers (46-65)  ® Total Sample Average

Source: JWT Intelligence, January 2011
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Gamification: Real Results, Not Hype

How gamification increases valuable online behavior

Websites with
gamification
experience a

] 29% increase

In site actions

Increases in Plugin Engagement on Websites with Gamification

0@ AQ

COMMENTING SHARING ACTIVITY FEED
Gamification increases Gamification increases Gamification amplifies content
commenting by 13% social sharing by 22% discovery, increasing activity

feed engagement by 68%



http://www.organiq.nl

700 Million People Worldwide Play Online Games

46%

women

04%

men

Top Game Categories per Group

Girls Women Boys & Men
Cooking Games Puzzle, Quiz, Word Games Racing Games
Dress Up Games Matching Games Sports Games

Pet Caring Games Mahjong-style Games Action Games
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WHO ARE THE

\

-W GAMERS?

The stereotype of the reclusive gamer is outdated. These days, games are everywhere, and gamers are social,
tech-savvy, goal-oriented people with a real drive to improve themselves and the world around them.

To Achieve
ToD ; Personal Goals
o Do More Good 47%
for Society
TH E N EW 26% To Socialize
GAMERS ARE or Meet New

People
56%

A

Handheld
Gaming Device
48%
Desktop
Tablet 62%
36%
Laptop
76%
Game Console
80%
Smartphone

No Device 81%
12%

Preferred Gaming Platforms

UNTETHERED

F &
€E§, FUN AND GOAL-
ORIENTED

95% For Enjoyment or Relaxation

Motivations for Gaming

SOCIAL

* Smartphone ownership was a requirement to participate. This graphic is based on
findings from The Future of Gaming study. Latitude’s profile of The New Gamiers is not
intended to be representative of the current landscape; it is intended to showcase an
emergent demographic and related opportunities in games and technology development.

84% use social media at least
several times per week

i

|

THE FUTURE OF GAMING®

Latitude®

VISIT US AT WWW.LATD.COM

LICENSED UNDER CREATIVE COMMONS
ATTRIBUTION-NONCOMMERCIAL-SHAREALIKE
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More people are playing video games than ever before

~ [

VAL

$8B
SOCIAL/ PROFIT
‘Il BROWSER Softward)
588
HANDHELD $ 6 5
BILLION

WORLDWIDL

$1OB GAMING SPEND

MOBILE/
D TABLET $27B H

CONSOLE
Console leads w/ 42%

global consumer spend

Dver | Billion People
Play bames Worldwide

SOURCE: NPD, GIK IDG, Public Financial Disclosures, MSFT Estimates
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Social Gaming Revenue Forecast (U.S.)

$6,000

Bl INTELLIGENCE

Smartphones

AN

$5,000

94,000

Total
Revenue $3,000
(millions)

$2,000

$1,000

S0 |
2010 2011 2012 2013 2014 2015
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Rules of engagement
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PLAYERTYPES

Explorer
Achiever

Socializer

Killer



http://www.organiq.nl

PLAYERTYPES

Explorer
Achiever
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Killer
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DESIGN VOOR DE SOCIALIZER: SOCIALE STATUS
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Wat games moeten kunnen...

SOCIALE STATUS
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VAARDIGHEDEN

Beginner > Expert > Visionair
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DESIGN VOOR DE BEGINNER: BONDING
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Wat games moeten kunnen...

SOCIALE STATUS

BONDING
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Authenticiteit
Gebruiksvriendelijkheid — T——-
Addictieve Gameplay

Minimale Interactie

FLOW OBSTAKER
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DESIGN VOOR FLOW: FUN
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Wat games moeten kunnen...

SOCIALE STATUS

BONDING

FUN
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Wat games moeten kunnen...

SOCIALE STATUS

BONDING

FUN
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...o0m gedrag te veranderen

Socially-Connected
Augmented Reality

Beloningsstructuur

MOTIVATIE Customization GAMING
Onboarding
Sociale Engagement

Positieve Participatie
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50.. what's New /| >

+ applause ;)
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Connected Consumer Ecosystem

Device

Internet Access Browser 0S

eLocal store
and compute
capability
with /O
functions

*Global data *Digital
store and content, application
compute services, and that runs on
capability eCommerce the Internet

*Global system eLocal *Software *App for *System
of inter- connection application browsing the software that
connected that provides thatrunsona Web operates a
computer access to the device device
networks Internet

2B connected consumers

The METISfiles, 2011

www.0rganig.nl Rotterdam +31(0)10 891 72 90 Organig | Interactive
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OK let’s solve a problem!

——



http://www.organiq.nl

‘ Let's make fun not war!

The average person generates 4.3 pounds
of waste per day.

How do we change that? 4

il

T — T

Ly fo
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Please do not litter?
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Do not

drop litter.
Use the bins
provided



http://www.organiq.nl

4 'f i MY \“Q‘\

il -

Gregg Wallace 7 Follow

The cleaner didn't turn up at my flat last
week. Hope she comes soon, the bin is
almost full.

www.organig.nl
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Game play
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More examples
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Gamified Healthcare

“ GamiFfication
Works.. Even
In Healthcare »»

. | fresh ‘
REVEWOER y A‘Ifg ~
.B.BUSH FOR 2 MINUTES — - —— CHOOSE AN OUTFIT FOR

| » YOUR NURDLE!
TIME2 I
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MAKE IT COUNT
WITH NIKE+

NIKE+

NIKE+

¢
RUNNING j“\ FUELBAND &>  TRAINING

NIKE+

L 01:20:17 ! BASE ALPHA

J =
| 5z 838 STe | | ——

Gamification b

NEXT EXIT |
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Case I. VanSNaar4
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Fons. Scorecard
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www.vanbnaar4.nl
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Case 2. [ huistrainer
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< Case 2. \Video/Missie >

www.loikidzzproeflesthuistrainer.nl/c
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VRAGEN OF FEEDBACK?
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Let's make a difference
Interaction | Design & Multimedia

andries @organiqg.nl

fons@organiq.nl
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