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summary: gamification of life

three strands of consideration:

1) grand challenges of society . key grand challenges of modern societies e.g.:
(a) population growth is leading to greater pressures on our environments
(climate change, restricted resources, education systems, energy sources) (b)
globalisation is leading to more interconnected and complex social structures
(self-organised criticality) > futurlCT

2)t he role of O6gamificationd in soci al
raising. games/vws as cultural forms , games/vws processes (to be mapped
against human behaviour), motivation, engagement, social interactivity,
games/vws as interface/wrapper for other technologies. social and the

immersive

3) examples demonstrating how virtual environments and social
collaboration are changing much about how we live, learn and work . will
the future of society move more towards social networked virtual
communities? does virtual world technology open up new solutions for old
problems?

move towards more complex structures and socially driven innovation and
technology development



1. grand challenges of society: e.g. population and
city growth, climate change leading to complexity
and data explosion challenges
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challenges humanity is facing in the 21st century
(copyright: dirk helbing)

Lee C. Bollinger, president of Columbia University,
formulated the issue as follows: o0The forces affecting
societies around the world ... are powerful and novel.
The spread of global market systems ... are ...
reshaping our world ..., raising profound questions.
These guestionscall for the kinds of analyses and
understandings that academic institutions are
uniguely capable of providing. Too many policy
failures are fundamentally failures of knowledge

.0
1. Financial and economic crisis

2. Debts and inflation

3. Stability of the European Union

4. Political revolutions, war

5. Critical infrastructure risks

6. Environmental change

7. Epidemics (SARS, H1IN1 pandemic
8. Migration and integration

9. Extremism, terrorism

10. Corruption, organized crime




I:UMI/CT The Knowledge Accelerator

Creating a Living Earth Platform for a Sustainable Future

We have explored the universe, and
have sent men to the moon. It turns
out, however, that our current
knowledge of society is too limited
to efficiently tackle the global
challenges of humanity in the 21st
century. Thus, it& time to pay
attention to our Earth and create
an ICT Flagship to explore social
life and everything it relates to.
Dirk Helbing

>300 scientists from all over
the World
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FuturlCT will build a Living Earth Platform for a

global-scale simulation of our techno -socio-
economic-environmental system and more

This will integrate Crisis Observatoriesrunning
massive data mining for the advance detection
of possible crises:

financial market instabilities

emerging conflicts

health risks and disease spreading

environmental changes, etc.

Participatory Platforms will inform decision -
makers and involve citizens

The Innovation Accelerator will speed up
research, development, and the creation of new
business opportunities.

The focus on Managing Complexity will develop
integrative system designs and new decision-
making and governance tools.



predicting the sequence of possible impacts of earthquakes

media (esp. radio
programs): commercial
interest vs. responsibility
as information source in

amplification by “surprise": traumatized  Wwide area during disaster change undamaged
buildings into military

no earthquake-region, no persons, fear, events i
preparation for such events / aded) \ hospitals

material da_mageq & ) ) . capacity of (operating)
destroyed, animals injured temporarily: seriously or slightly hospitals

or killed injured persons, lasting: dead,

disabled, orphans ) ,

buildings and facilities or parts of Recovery of dead
them destroyed or damaged and injured victims?
Cleanup efforts?

]

after effect or accompaniment:

landslides, avalanches

direct impact on

direct impact on earthquake, anthropogenic
environment, submarine systems (‘material

organisms earthquake damage®)

search for relatives
or friends

buildings or pdrts of buildings
unusable: no heating, no
sanitation, no drinking water or

floods, tsunami

infrastructure (roads, railroads, electric power flooding, gas explosion and fires,
telecommunications ~ «——"" bridges, tunnels) destroyed , —/ unfavourable weather (e. g. persons
network overloaded supply systems (electricity, , freeze to death), hindering cleanup
' . drinking water, waste water, gas: trade or/ and industry efforts
isolated areas: lack of telecommunication etc.) broken down
/- goods, information, interrupted mass hormelessness \
communication lines for emergency calls e / \ / ExShonis af HolCa pipbIsine 65
emergency forces s .
i How to evacuate? mass migration out of PmRckAn probiei stock markets react (b}.lilding sector wins,
. 5 A the affectsd drea ] service sector loses), insurance industry,
disposition problem: capacity problems of fiscal sector affected
domestic fire vs. combating emergency forces scarce resources,

supply problems
L social crisis, political )
instability evacuation

the disaster \/

lack of general

information overview:

What are effective external help
measures?

external aid: donation,

material and money fear of plundering

black market, \ oo
financial fraud and Expensive individual rescue

Really helpful? (no knowledge corruption efforts
of the area, overspecialized
etc.)
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2. gamification: a vehicle for social
change? the social and the immersive
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gamification trends

beginning of 2010 the games industry posted total sales of $1.17 billion for the
month of january

value of sgin 2010 was estimated to be 1.5 billion, and is set to increase by average
47% between 2010 and 2015 ( idate market report)

international software federation of europe (isfe, 2010):
74% of those aged 16 -19 considered themselves gamers (n=3000), 60% of those 20 -
24, 56% 25-29 and 38% 30-44.

32% of the total uk population consider themselves gamers (n=3000). 31% of females
described themselves as gamers and 34% of males.

several studies demonstrating the efficacy of serious games for training in particular
through behavioural change ( sg-ets, h o p ere:missiord, pulse project)

wide uptake of social software (e.g. facebook, wikipedia ), crowdsourcing

learning in multimodal ways: mixed reality, augmented reality, mobile learning,
haptics (more flexible approaches)

converging technologies: mobile devices, ar devices, bci/eegs, sensor networks,
robotics, virtual world  mashups, gps, geocoding, web technologies and services ( soa)
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Choosing Behaviors

“If more than 50% of
my friends are green,
I'll be green”
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more complex social structures emerg
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