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Emerging Technology Hype Cycle for 2016
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Machine Learning

Cognitive Expert Advisors
Connected Home
Blockchain
Smart Robots
Micro Data Centers O)
Gesture Control Devices O
loT Platform ()
Commercial UAVs (Drones) O
Affective Computing O
Smart Data Discovery O
Virtual Personal Assistants O
Brain-Computer Interface @
O Conversational
Volumetric Displays @) User Interfaces
Smart Workspace O
Personal Analytics )
O Human
Quantum Computing () Augmentation

Data Broker PaaS

O Context Brokering
O 802.11ax

© 4D Printing
OSmart Dust

Innovation
Trigger

Peak of
Inflated
Expectations

Software-Defined Security
o Autonomous Vehicles
(O Nanotube Electronics

@ Software-Defined Anything (SDx)

O Natural-Language Question Answering

OEnterprise Taxonomy and
Ontology Management

O Virtual Reality
O Augmented Reality

(dbr paas)o Neuromorphic Hardware

(© General-Purpose Machine Intelligence

Trough of

DisliGrT ey Slope of Enlightenment

Plateau will be reached in:
@ less than 2 years
(ORACEITE S

(O 5to 10 years
@ more than 10 years

As of July 2016

Plateau of
Productivity

"

Time

Gartner
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Role of PLAY

(and changing behaviours due
to technological change)

“STOP PLAYING!”

Why? | am learning ©




et REACTOR

GAMING vs COMPETING MEDIA

TIME GAMING
» IMMERSION MULTI TASKING ENGAGEMENT
: ;: ; - " ; 7a 18|‘ 21’ e 60; oot | e
=

European Union
European Regional
Development Fund

million
game players

aged 8-74, Great Britain L ]

Share of time by type of device
Of the 8-74 year old online €r 10 67 5%
69 popuiation hava been playing ; lswnto I .
o Qn s 32% %
14 Hours E .
ERPRORLE = [T IR IS I .ccccccococerococccconcoscosssscssrssssocvssssee
65% average time spent playing games IN GAME ADVERTISING
Adult infernet g & 7¢. Joners of gomers accopt some lovel of
users ages , mnhhqonhoappum 750
16 - 74 years . A,
27 6 Share of time by type of game s boppy oise
milion odults r ! 6-| 7 in games if the gomes werm
0 ovailable for free
% ‘e
s — % e ! ’ ‘® (’ . 1 don‘t mind advortising in gomes If 58
%
Apps (o}

Physicol Online onine onine ontine maans thot | pay less for them
Sewcscat downlbood sociol muliployer  browser sies. lmmn
» ) C 8 i
23 22« 16x 1B .]2‘ 7 7e |n gamers would profor fo download o freo
’ & ‘ game opp with advertising thon pay for an
.wxcm( 1. '|O s

GB Indwiduols oged §-74 Mekdwodk June 20M)

For more information on the IAB, please contact membership@iabuk.net

@«w Populus abocney GAMING REVOLUTION
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REACTOR mission

Finding new ways to use games to innovate products and
services that enhance life and improve the human
experience.

REACTOR is a regional development project led by Anglia Ruskin University
and co-funded by the European Regional Development Fund
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Clustering knowledge & SMEs

Solve societal challenges, add a value to products
Boost knowledge exchange between businesses and research
Support businesses in developing products and services

~100 SMEs
(& Startups)

Project time: 1.7.2016-30.6.2019
Budget: £1,008,544, partly funded by ERDF

SMEs and
microbusinesse
&Research
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Innovation adoption

Students/
Graduates

General Start-ups
Public And

[users] SMEs

REACTOR

Participants

9 31eys 19)Je A

Universities &
Public Sector Academics

’ RU faculties

Innovators  Early Early Late Laggards
2.5% Adopters Majority Majority 16 %
13.5% 34 % 34%

Rogers,Everett M., Diffusion of Innovations, 1962
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What can REACTOR offer?

World-class knowledge about games and gamification

Advice how to gamify products in different sectors
(e.g. tourism, health etc.)

Practical, problem solving oriented talent from both
technology and business

Publishing platform and support to launch your
products

Small grants and access to innovation space



/\ |
it fense  REACTOR
VvV

Development Fund

Big Games Challenge

CONTEXT
of Results:
Innovation proof of concepts,
prototypes,
new products and services
Innovators: =nablers. with an aim to build a
REACTOR,

SMEs and sustainable business
Startups

Experts,
ENEES




Best practices?

« Winning the bid is already accomplishment
* Focus on results and outputs

« Support networks great

* Process development

« Administration — careful preparations, exceptional
admin skills required

 Risk taking - mitigation
* Deuvil in detalls — planning ahead!

Great to be part of one of the world-leading
Innovation ecosystems!



