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D3.8 Report on Call 3 projects
1 Introduction

The pupose of this report is to provide an overview of the main activities and results of the 23
LINE2S0OGa &aStSOGSR GKNRdJdzAK GKS /19{¢ /I ff o bll
LINBASYGSR AY b5Hdo dtNRP2SOGA& Y2yénti bdudey 8n they R A Y
implementation of the solution approach to the given social problem for each prdested on the

typology of fields of societal challenges defined in D5.1 (Social Innovation and Ethical Guidelines) the

23 projects tackle a wide rang# relevant issues, with a slighin emphasis inthe are2 ¥ &/ A @A O
9YLRGSNY¥SYl YR /2YandayXyi2sOYRIISYSYgEEiRuEly R 9 Rdz
shows

1
|

Field of Societal Challenge

Economic Empowerment & Prosperit\il R
Environment & Sustainability | N R R
Health & Demographic Changdii NG
O

Engagement

Social Inclusion, Human Rights & Equal i
Knowledge Society & Educatio G

0 2 4 6 8 10 12 14
Figurel: Fields of societal challengjaddressed by Call 3 beneficiaries (multiple mentions possible)

More specifically, the overview given Trablel lists the specific challenge addressed by each of the
beneficiaries together with a brief outline of their respeetisolution approach.

Tablel: Overview of CHEST Call 3 beneficiaries

Project name Societal Short description of solution Page
challenge
3DImmersion Educationina | A platfom for educational courses with social focus tackling a broad range 17
Platform with broad range of | social needs from health & lifestyle to language to bullying. Innovatively
Lowliteracy topics combining 3D immersion with gamified learning.
course
Active Citizen Civic Empowering citizens with their own artificial intelligence algorithms thus 31
participation increasing participation by merging electronic democracy with machine
learning algorithms and opening the potential of open big data to citizen
AdviSex Sexual | ROA{ SE RS@St21J | Y206AfS | LILX AOI 55
education and couple sexual health. Taking into account age, gender and sexual
orientation of the user, the application proed personalized
recommendations.
Hybrid Letter Digital divide Develops novel forms of interaction, that bridge the gap between the digit 78
Box and the analogue, through the Hybrid Letterbox, an augmented, connecte
mail box where anyone can throw a physical postcard, and it is automatica
digitized, and is uploaded to an internet platform to be spread and discusg
Jourvie Eating disorders| An app, created to support people sufferingrfr@ating disorders like 101
anorexia or bulimia and make their therapy easier and more efficient. The
solution provides them with the tools they need for a successful recovery,
such as a food journal, coping tactics, motivation and support from peers
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facilitate communication with therapists.

Kidslox Childcare and Kidslox is about giving carers a platform to help children learn to use tablg 122
education and phones constructively giving carers automated and remote contral ov

the time children spend with devices and the activities they engage in.

Medhance Medical Medhance develops an online knowledge sharing and education platform| 142
education app aimed at patients and their cagivers abat specific clinical skills,

preventing hospital admissions, reducing the number of emergency
department attendances caused by incorrect use of medical equipment ar
lowering overall costs.

MoreLife Online | Obesity Engagehe population of overweight and obese individuals, providing supg 164
whilst encouraging effective behaviour change, through a-ased
YSYOSNEQ aAidS LINBPQGARAY3I | &k ¥S ad
tools and peer to peer support.

MountainWatch | Environmental | To boost social engagement for environmental monitoring by engaging th{ 179

monitoring user in a societal challenge of producing high quality images, by identifyin
peaks in real time and overlaying their nam@o the user generated photo.
Acting as crowssourcing interface for massive environmental data collectid

Open language | Language Development of a free openly licensed language learnindgptat that 195

platform on education combines modern 4earning tools and interfaces and the Wikipegianciples

Serlo of openness. The platform will offer grammar explanations, diverse exerci
a vocabulary training tool and a matching tool for international study grou

PAYEZE Financial / An innovative mobile payment solution, which will offer digitally and 214
economic financially marginalised across Europe a risk free way to engage in digital
inclusion commerce. For businesses, the solution offensmproved engagement

mechanism and payments collection system outside the banking networks
low costs.

Personal Health | Demographic Developing a prototype of personal health record (PHR) which gives the 231

Record for sef | change / elderly the ownership of the content of the record. PHR will not replace th

management of | healthcare current records of the different care professionals. PHR will only store tho

elderly files of the different care professionals which thdeslly needs in supporting
his/her selfmanagement.

Provenance Coin| Consumer This project explores the use of the Blockchain in product sugmyns to 250

empowerment | foster transparency building on existing design work tot@type and test this
application to demonstrate the open tracking of materials, components an
products to enable informed purchases.

ReadRunner Dyslexics This project aims at creating a revolutionary mobile platfoimex to assist 268
people with Dyslexia in improving their reading and poehension aptitudes
through a unique intelligent play experience.

SchulePLUS Education / An nhnovative matching platform for schools and their external partners 304
partnerships allowing stakeholders like foundations, universities, companies, individual
between experts, NGOs or cultural institutions to post their cooperation offers for
schools and schools while teachers are able iod offers for their needs easily due to a
societal tagging and matching algorithm.
stakeholders

SHOP&DROP Waste Personal service for citizens that makes waste separation simple and effe| 316
reduction / providing persnal advice on where to separate waste and offers insight in
sustainable value of reusable products and waste.
consumption

SourcelT Waste A GIS mapping tool to support existing and new enterprises, wliich a 339
reduction / specific focus on the reuse and recycling of materials, in locating unwante
sustainable resources/waste materials which are essential to the existence of such
consumption enterprises.

TenderIT Transparency Development of a digital market place (that processes and unifies existing 357
and accessibility] European tender sources, making the market transparent for all organizat
of public and especially small SMEs and-seffployed professionals.
procurement
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Transformapg Collaboration Bringing together a wealth of scattered resources to advance toamstive 378
mapping social | support for social innovation by proposing a well informed solution integrating current
innovation social existing open soumapping technologies into an innovative collaborative
innovation effort for social innovation initiatives.
User Centric Energy Allowing social housing residents to exprdssir energy management 403
Energy efficiency / preferences through the use of digital devices in the home calculating the
Management for | saving optimum energy use time plan (heating) and the comfort level (temperatur
Social Housing preferences and the optimum energy consumption load balancing for the
building asa whole.
WA4P- Collaboration WA4P wants to tackle the problem of giving citizens with great ideas the 422
Crowdsourcing | support for resources, knowledge or network to develop and exténese ideas, by
local social social providing a platform to support the leveraging of funding, coaching, mater
innovation innovation volunteers and other resources for their projects.
YouSense Environmental | Selfmonitoring of air pollution in olect environment, and to share this data,| 444
monitoring through the development of affordable devices with a linked portal and s
phone app.
Yubu Education / Serious game platform providing support to high sdrgiodents in Study and| 462
career Career Orientation (SCO) guiding students through SCO from the start of
orientation first year up to the final exams in the last year of secondary school.

D2.3 did not emphasize the organizations andvittlials behind these impacts and their enormous
efforts carried out under the CHEST fundiaheme, whiclis the goal of this reporiThe final reports

developed by the 23 beneficiaries aimed to give in depth insights into each project and form the base

of this document In the following 23 chapters, detailed insights itiie societal challenge

addressedthe organizational structure, theolution approach (including efforts and activities
performedin each of their individual workpackages well as thie approachedo user involvement
and a brief summary of their main resuliee given foreach beneficiary projeaf CHEST Call 3.
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2 3D Immersion Platform 2

The project develops a prototype for a platform where educational courses with social focus can be
followed. These courses can potentially tackle a broad range social needs: from health & lifestyle to
language to bullying. What is distinctive about these courses is the use of a completely new approach
to learning: 3D immersion combined with gamifiedrlgag. By having the learner interact within a
3Dworld solving simulated redife problems. Motivated through gamification, these courses will be
significantly more effective than current classroom methods.

! [I L == , Pak de zuiveldrank !

Opdrachien
™ O Truc 1: to
12

O True 2: minder suiker
Punien

Figure2: Screenshatf the 3DImmersion platform prototype

2.1 The societal problem

2.1.1 Description of the problem
Lowiteracy has been hamed as the social problem of this project. Both on an individual and a
societal level.

The impact lowliteracy has on the individual is substiah Many of those with lowiteracy find
hindrance in societal participation (Social Inclusion), as they for instance have trouble finding a job,
cannot read medicine prescriptions or perform administrative tasks like taxes. Adding to this is the
embarrassment that often resides within Ioditeracy sufferers.

On societal level the impact is even more severe as a growing part of the workforce is not able to
fully participate towards the society and economy. This has a crippling impact on the current and
future workforce.

This crippling effect becomes worse over time as society asks for more and more reading skills by

going more digital with each year, especially in the past 5 years. Our partners have indicated this to

be a risk for almost all public instagsuch as municipalities, pharmacies, schools and hospitals.
'YRSNI&@Ay3a +ftf 2F GKA& INB aS@OSNIt AaadzsSao Ly SI
resulting in a large group of the balypomer generation to have a deficit in languagdlskBut even

nowadays 20% of children in primary schools tend to have a reading deficit, which often stays with

them their entire lives. This means that the current 13% oflitevacy is only bound to grow in the

coming decades.

Interms of takingact > G KSNB Aa I gAfftAy3aySaa G2 tSINyo {KI
however, still form a large hurdle for the target group to actually be heard and/or approached.

2 Chapter contributors: Mathias Becker, Andries van Vugt, Fons Verhoef
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2.1.2 Scale of the problem
The target group of this prototype 3DIE ldweracy courseare people with low literacy between 30
and 60 first in the Netherlands and ultimately in Europe.

In the Netherlands the target group is estimated to comprise of 1,3 min Dutch aged 16 to 65 and in
Europe 75 min adults** are affected. In the coming decadhis group is only more likely to
grow.***

Currently 20% of children in primary school have a langiaged learning deficit.

Figures show that societal costs of WA 0 SNI O& | Y2dzy i (2 eppn YAfftAZ2Y
With an increasing digitsation of services (including governmental), requiring substantial reading
skills, these costs will only increase.

Taking a lowliteracy language course shows to have a great impact on both individuals and society.
Per learner, societal benefits amoutitL) 2 e€eonnn 6SdId AYONBFaASR LINERc
COStS)****,

* http://www.lezenenschrijven.nl/feiten
**http://www.unric.org/en/literacy/27799-eu-75-million-adultslackbasicreadingskills

***20% of primary school children have a language defidhis deficit has grown over the last few
years, which is bound have a negative influenceqwdn @ S NAQ GAYS®

*rexhttp://www.seo.nl/uploads/media/2013-
51 _Rendement_van_cursussen_voor_laaggeletterden.pdf

2.1.3 Previous approaches to solving the problem
Interms of alternative approaches to dealing with Kiteracy two alternatives can be found in the
market place.

(Online) low literacy courses. These course have impaired effectives as a result of these being text
based. Exampl@efenen.nlThere is too mch text and no onboarding, resulting in scaring of those
who are willing to learn.

Teachefcentred instruction is the prevalent method currently employed. Teacdestered

instruction commonly refers to lessons where the teaching activities take plagetfre front of the
classroom. Although this method offers the benefit of courses being available and offering
interaction with a teacher. A number of serious drawbacks can be identified most notably; shame
acts as a serious hurdle for people to sign tye, need to be physically present when people have
limited time, and the costs associated with this type of learning and instruction.

3-d immersive reading offers a remedy to these drawbacks; it offers immersive contextual learning,
the target audience catake the course in the privacy of their home (cancelling out the shame
factor), allows participants to take the course at their own leisure, removing the need to be
physically present, allows for a customized approach and all of that a significanthedegitucetag.

2.2 Implementation of organizational structure

2.2.1 Maturity of the project
Idea/seed phase [completed]

Organiq has tested several ideas* in the scope of this project in the area6f fovii S NI O& o6 dzi K| 2
developed a full course yet. This next steifi be initiated and developed the pilot phase.

*EVA a course aimed at improving employment and employability for low literate unemployed.
Pilot phase [Nearly Completed]:

First prototype of a full course for improving overall practical literacy $ldsbeen developed and
assessed.
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2.2.2 Organizational structure
Content and concepting

This task concerns educational needs and overall framework of the course and first creative concept.
Unit: Analyst /creative (1.5 employee)
(Concept) visual

This task entids the development of the creative concept into a full course including all (2D and 3D)
visual components and assets.

Unit: Creation/ creative (1.5 employee)
Tech development:

This task realizes the technological development of the creative concegtgisumal components.
Utilizing relevant applications and realizing interaction.

Unit: Technology (1 employee)

2.2.3 Key personnel
Cor Tjepkema

Job title : Senior 3D artist

Description : Over a decade of experience with a range of 3D projects in both edutatidnaon
educational settings.

Experience : LOI Kidzz Language courses English/ Spanish, URBAN 2020, Rotterdam Straat van de
Toekomst, KNMP Lcliteracy interactive training.

Hansgert Knoop
Job title : Senior Unity developer

Description : Experienceatkveloper proficient in several programming languages with a focus on
Unity 3D.

Experience : Several low literacy pilots in seed phase (Organiq), Game development [customer:
classified], Unity based educational [client: classified].

Fons Verhoef
Job tite : Interactive analyst

Description : Trained information analyst specialized in complex intricate projects combining
technology and creative requirements.

Experience : Unity based educational [client: classified], LOI Kidzz language course Engilh/Spani
LOI CITO prep course, KNMP Low literacy interactive training, EVA course for low literate
unemployed.

Andries van Vugt
Job title : Creative Director

Description : Founder of Organig. Experienced in innovative andfethie-box interactive solution
concerning both social and operational fields.

Experience : Unity based educational [client: classified], LOI Kidzz language course English/Spanish,
LOI CITO prep course, KNMP Low literacy interactive training, EVA course for low literate
unemployed.

2.2.4 Partn erships, cooperations, and networks
Cooperation: Dutch Reading & Writing Foundation and Zwijsen
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Organiq in association with the Dutch Reading & Writing Foundation and Zwijsen, a publisher, aims
to develop a 3D Immersion Education (3DIE) platformof@aton).

The cooperation aims to access expertise concerning the effectiveness and distribution of literacy
courses. For that reason partnerships with the Dutch Reading & Writing Foundation and Zwijsen have
been sought as potential didactical expertise pdavs and launching customers.

The contractual basis of the partnership is part of an ongoing discussion. Currently, both partners are
incorporated in the development of the concept and pradiconcept.

Strategic significance of partnership: medimgh.

2.3 Implementation of the solution approach

2.3.1 Solution approach

The impact lowliteracy has on the individual is substantial. Lideracy is very much associated with
embarrassment. This embarrassment is the main cause whiitienacy is a rather hidden phdem
within society.

Most current courses follow an outdated didactic and are dextnsive, which obviously constitutes
a problem. A person with lowiteracy learns best contextually (Audiovisual), in a stfesxs location
(Web/Internet), studying atis or her own pace (Social Software). Organiq strongly believes that a
3DIE course would provide just that.

Solution:

To ultimately realize this prototype 3DIE platform featuring a-li@racy course, a working
prototype, including the underlying conceyal model, needs to be build that can be tested with a
relevant target audience and be used as a demonstration for potential investors and customers.

Organiq aims to develop a platform where educational courses with a social focus can be followed.
Thesecourses could potentially tackle a broad range social needs from health & lifestyle to language
to bullying. What is distinctive about these courses is the use of a completely new approach to
learning: 3D immersion combined with gamified learning. By lggt¥ia learner interact within a 3D

world solving simulated redife problems. Motivated through gamification, these courses will be
significantly more effective than current classroom methods.

As such, the targeted project objectives are:

- The developrant of a prototype social 3DIE platform offering a basiclibevacy course* that is
ready for testing and demonstration.

*Basic lowliteracy course

The basic lowiteracy course gives the learner the option to understand language better through an
interactive experience. This experience combines language instruction and exercises with a
compelling stontelling element that motivates learners to keep learning.

In this course, the player uses an avatar to walk through a world where he is prompted to use
language skills to solve problems at hand. By solving these problems the engaging story continues. As
the story progresses, the needed language skills are higher, which could be achieved through
instruction.

From this basic course the learner could evetiyu(when the platform is fully functional) hop to
other courses that use the same principles (instruction + exercise with a compelling and motivating
story) for different settings (for instance a train station) and themes (such as Healthcare)

2.3.2 Target grou ps
Here you describe who you intended to reach with your activity. Your direct target group comprises
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The target group of this prototype 3DIE ldweracy course are people with low literacy between 30
and 60 first in the Netherlands and ultimately in &oe.

In the Netherlands the target group is estimated to comprise of 1,3 min Dutch aged 16 to 65* and in
Europe 75 mlin adults** are affected.

This large group could be divided into subgroups based on age, sex, work sector and other
demographics. Howevelt:P is being developed to address the needs of the group as a whole. This
approach is in line with existing approaches and favoured by partners such as the Reading and
Writing Association.

Many of those with lowliteracy find hindrance in societal paipation (Social Inclusion), as they for
instance have trouble finding a job, cannot read medicine prescriptions or perform administrative
tasks like taxes. Adding to this is the embarrassment that often resides withilitéwacy sufferers.
Low literatesare adept at creating and employing coping strategies but inherently they are
constantly at risk of not being able to participate fully***,

* http://www.lezenenschrijven.nl/feiten

**http://www.unric.org/en/literacy/27799-eu-75-million-adultslackbasicreadingskills

*k%

http:/mww.marketing.pamplin.vt.edu/facultyFolder/julieOzanne/01socialwebsite/professional/rese
archpapers/2005_JCR_Low_Literate.pdf
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2.3.3 Activities and work performed
Work Package Number : 1 [Analysis and Concepting]

Actual Starting month October

Predicted / Actual End month : November

Work Package Objectives:
- Getting and overview of the market
- Mapping the wishes of the target group in more detail

- Combining analysis into a list of requirements for the creative concept

Description d work this period:
Main achievements:

Arrived at a list of requirements for the creative concept

Detailed description of work performed to reach the achievements listed above:
lylFtéeara 2F GKS YIEN] SGQa OdzNNBsad courseR T dz
- In-depth analysis of current loditeracy courses and wishes of the target groups

Summarise any problems you have encountered, and how they have been overcome

- Due to a communication barrier it was rather tough to extract the wishes fawliterates.
Our partners were helpful herein by providing access and tactics concerning communicati

Description of planned activity for next reporting period
- N/A

Work Package Number : 2 [Visual Concepting]

Actual Starting month : November

Predicted / Actual End month : December

Work Package Objectives:

- Arriving at a final creative concept
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Description of workthis period:
Main achievements:

- Initial brainstorms about the creative concept of the course.

- Using the list of requirementsom WP1 to arrive at a first draft creative concept.

- Testing this concept with the target group

- Finalised the creative concept based on the style guides as provided by Reading and Writing
Association and the first showing to the target group. Afighe design clearly follows the design
in which Organiq created a first 2D low literacy course for women with ambition (www.evaenik
Detailed description of work performed to reach the achievements listed above:

Processed feedback into final creati@ncept

Welkom in de keuken!

Niveau 1

\ Welkom in de keuken! *))
= A

4 Hier kun je taaloefeningen doen. Alle
;"_.ﬂ oefeningen in de keuken gaan over eten.

Klik maar op de laptop voor de eerste =

S_T oefening.

Summarise any problems you have encountered, and how they have been overcome

Scheduling a session with the target group turned out to be more difficult than expected in the
and first weeks of the year, ultimately resulting some delayhenoverall planning.

Description of planned activity for next reporting period

Work Package Number : 3 [Functional Design] + 3.5 [Functional test and rework]

Actual Starting month : December

Predicted / Actual End month : February
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Work Packag@bijectives:

- Using the creative concept (WP2) to arrive at a finalized functional design for the ¢
and an overview of needed digital assets.

Description of work this period:
Main achievements:

- Finished the functional design
Detailed description of wok performed to reactthe achievements listed above:

Finishing the functional design by incorporating the results from the target group functiona
test.

This advisory report was done rather extensively, whereby a focus was put on determinin
gamificaton strategy of IEP. To do so academic theories were tested alongside the prototy
order to determine the practical effectivity of the design.

Next to this focus, attention was geared towards user experience design as this is of vital
importance for he group. No reports were typed up on this aspect as notes were taken by
designers themselves and processed directly. The main elements that needed improvemse
were:

Intuitiveness of the designThe design in parts proved to be less user friendly #rgrected.
Subsequent changes were made to accommodate the specific wishes of the target group
mainly concerned the placement of buttons and colour schemes to show the focus of the
interaction (e.g. blinking buttons).

Readability and paceReadabity and the ability to follow the course at a certain pace or lev
was an important topic during testing. Audio cues or the use of specific words in the interf
SNB OKIFIy3ISR o6FaSR 2y GFNBSGO 3INRAzZLIQA | RG

Summarise any problems you have encountereddshow they have been overcome
N/A

Description of planned activity for next reporting period
- N/A

Work Package Number : 4 [Technical Design]

Actual Starting month : February

Predicted / Actual End month : February
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Work Package Objectives:
- TechnicaDesign of the course

Description of work this period:
Main achievements:

- Finalized Technical Design
Detailed description of work performed to reacthe achievements listed above:

The functional design was analysed and translated into a technical dddigm aourse based
on Unity and incorporation into current systems. This design entails a series of brainstorm
analyses which lead to a system drawing and dataflow diagram.

Adding to this is the overall technical design philosophy that guides choiede during

development. For IEP this philosophy was formulated to make choices in such a way that
resulting programme allows for maximum modularity and generic building. In this way, it h
become possible to generate 3D environments and interfapeets based on cues in the bac
end, which eventually makes the creation of new levels and assignments more efficient.

Summarise any problems you have encountered, and how they have been overcome
N/A

Description of planned activity for next reportingeriod
- N/A

Work Package Number : 5 [Creative Development (Prototype)]

Actual Starting month : March
Predicted / Actual End month : April

Work Package Objectives:

- Realising all digital assets for the course, based on the creative design andrfahctio
design.

Description of work this period:
Main achievements:

Complete library of Digital Assets
Detailed description of work performed to reactihe achievements listed above:

- Based on functional en technical design, digital assets were developee digéal
assets form the visual component of the course and are incorporated into the tech
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framework in following steps.
- This step also entailed a complete redesign whereby the original design was forgo
make place for a more modern and forwatdnking design. This new design was
positively tested with the target group and is depicted below.

Opdrgchten @ Welke truc wordt gebruikt bij ‘Goedemorgen' zuivelontbijt?

~

> O Truc 1: toegevoegde suikers O Truc 3: andere suiker

QO Truc 2: minder suiker O Truc 4: natuurlijke suiker
Punten

Summarise any problems you have encountered, and how they have been overcome
N/A

Description of planned activity for next reporting period
- N/A

Work Package Number : 5 [Technical Realisation (Prototype)]

Actual Starting month : March
Predicted / Actual End month : April

Work Package Objectives:

- Realising the needed technologic aspects, based on the technical design and fung
design.
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Descrigion of work this period:
Main achievements:

- Finished technical framework
- Preliminary technical tests
Detailed description of work performed to reach the achievements listed above:

- Based on the technical design, the technical framework was realisedramiswork
houses all the components needed

Summarise any problems you have encountered, and how they have been overcome

- Aslight change needed to be made to the original technical design due to a chang
the programme used for development (Unity).€Tiiework for this took 3 additional
days and is of no importance to the delivery.

Description of planned activity for next reporting period
- N/A

Work Package Number : 6 [Integration and testing (Prototype)]

Actual Starting month : May
Predicted / A¢ual End month : June

Work Package Objectives:
- Integrating technical and creative aspects

- Testing the prototype

Description of work this period:
Main achievements:

- Finished prototype
- Tested the prototype with target group
Detailed description of workperformed to reach the achievements listed above:

- The prototype was finished by integrating the technical en creative assets. The
prototype was then tested both internally as with the target group. Some feedback
refactored into the prototype to arrivat the final prototype
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Summarise any problems you have encountered, and how they have been overcome
N/A

Description of planned activity for next reporting period
N/A

2.3.4 Sustainability of the solution
Currently there are several negotiations with busiag@artners in place that would finally result in
enough funding to carry this project into maturity after the CHEST funding period.

In terms of sustainability and revenue projections. Organiq is aiming to sell the finished product (at
maturity) to the Duch Market. Preferably this will be through large parties such as (local)
32BSNYYSyda FyR F2dzyRIGA2yad ! G I -elhNMIS OXKTS | eLaSnNG
than current alternatives.

The total Dutch lowiterate market consist of 1.3 million pple. At a conservative estimation of a

1% market share in 3 years, where the realisation follows a20%100% curve, would lead to the

following calculations and projections:

Formula: Market(#people) * Market share (%) * Realisation(%) * Revenues/cBuise 0 I ¢ 24 f @&
revenues

YeariIM®oY F ndnam f ndHn F nnan [ € mdanndnnn
Year2m®doY F ndnm f ndpn f nan [ € wdcnndnnn

YearBAmM®doY F ndam f mdnn F nnan [ epdHandnnn

2.3.5 Risks
- Contact with target group: In terms of risks there is the low risk of notrgeihto contact
with the target group, however the ties with the Dutch Reading and Writing Foundation

mitigate this.

- External technological risks. There is always a risk that a project cannot be build or that a
technology does not work, however by useagame development ecosystem such as Unity
3D, this risk are close to zero.

- Lowliteracy loses societal focus & interest: a change in policy and awareness could impact
the receptiveness to the solution. However, with increased relevance of media skiflarta
of a trend to online services, for governmental and fgmvernmental services alike, this risk
seems relatively small.

2.3.6 User-based evaluation of the concept

After finishing the prototype, it was scenario based tested by a panel of-litenates fom

Amsterdam and 5 from the Eindhoven area, equal to the tests before. The panel was asked to use
the prototype as they would a final product.

Most insights are geared towards UXD and functional design to further improve the usability of the
course by thee who have little digital skill. The original design had already been adapted once based
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on target group feedback but could now be tested with full interaction. This gave insight in how to
create a pleasant onboarding, which would result in a better aopdf the programme by the
target group.

In general participants stated that they saw the prototype as fun, useful and relatively easy to use.
Participants felt the security of the environment and felt free to explore without fear or anxiety. Yet,
severa participants stated that they rather have a volunteer help them when they would use the
platform as they still had insecurities about their digital skills. As this belongs to the intended use of
course, this finding did not come as a surprise.

In termsof motivation and gamification the course seems to be rather motivating. Participants felt
stimulated to continue exploring and learning within the environment. Multiple participants asked if
there were more locations to explore, which shows promise ferghssible success of the full

course when developed based on this prototype.

As a next step in de development from prototype to full product it is important to plan the rest of the
course and the locations needed. This will be done with the Reading aitidgMssociation as soon
as the project gets the go ahead (financing) for production.

2.4 Main results

The main results of the project with regard to progress, achievements and dissemination are
summarizedn Table2.

Table2: Snapshot of project "3Dnmersion platform with lowiteracy course"

Malin project goal Project progress and main achievements| Highlights of dissemination
activities
The development of a The project has accomplished its main o0 Dedicated blog on organisation
prototype for a social goals and milestones: website:
3DIE platfom offeringa | o  Final creative concept http://organig.nl/blog/laaggelet
basic lowliteracy course | o Functional & technical design terdheid/
that is ready for testing | o Realized all digital assets forthecout o pp AY G SN} OGAz2Yy
and demonstration o Finished technial framework section on the CHEST
0 Preliminary technical tests Community Forum.
o Finished prototype
o Successfully tested the prototype with *Due to the stage of development
target group and adesire not to release sensitive
material too early, the full
The project successfully delivered 5 dissemination strategy will be

internal deliverables and 3 CHEST reportf A YL SYSY G SR 64 (K
(Social Impact Plan, Interim Report, Final| partners upon launch of the 3DIE
Report), all approed platform.

Table3 showsthe results achieved for thenandatory indicators@mmon for all projects. Further
details on the social impact and theirojectspecificKey Performance Indicators in their primary
(education and human capital) and secondary (information) impact arearovided in D2.3
(Monitoring and Impact Analysis)

Table3: Mandatory KPIs for 3Dnmersion Platform

Dimensions Indicators Variables Baseline | Target value Measured

value
COMMUNITY User involvement| Number of target groups 1 3 3
BUILDING in prototype involved in o-design process
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evaluation / test | Number of users involved in€o | 5 10 21
usage design process
Ratio between men and women| 40/60 50/50 50/50
involved
Ratio between young, adult and| Adult Adult Adult
old people involved
Projed self Project selevaluation of its 1 5 5
evaluation of its | capability to influence
ACCESS TO capability to information asymmetries (e.g.
INFORMATION | influence access to sources of informatior
information that represent a range of
asymmetries political and social viewpoints,
accesgo media outlets or
websites that express
independent, balanced views,
etc.p
Number of Number of tools/activities 0 1 1
tools/activities developed by the project for
developed by the | influencing informatbn
project for asymmetries
influencing
information
asymmetries
KNOWLEDGE Sharing through | Number of entries in project 0 1 1
SHARING CHEST website | blog on CHEST forum
Number of comments / replies | O 4 4
on project blog entries on CHES
forum
Sharing through | Quantified masure of followers | O 100 new followers | 130 new
social media on selected social media within current followers
channels channels (e. g. twitter followers, communities of the
facebook friends, etc.) Dutch Reading and
Writing Association
Quantified measure of 0 200 retweets within | 20

communications orselected
social media channels (e. g.
number of project tweets and
re-tweets, etc.)

current

communities of the
Dutch Reading and
Writing Association

3To what extent do you agree with theffc 2 &
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3 ActiveCitizen 4

Active Citizen takes civic participation to the next level: ewmgring citizens with their own artificial
intelligence algorithms. The project aims at increasing participation by merging electronic democracy
with machine learning algorithms. Atrtificial intelligence algorithms will find and present the data
needed to prticipate in democracy at all levels. Active Citizen connects citizens to open big data
through advanced machine learning algorithms.

@ Status update

Hg rlhin endarhmtt ghingebe yii Ellissr vib Breibscibshraut
Bew e b [ O R A

pessi hugmmend hefur verid send umhyis: of skipula gsrad| 1) mederdar regmynin
o of ba hugrryd jOlimAnsdar 8 samm st nom

Dyjra athwarf | Ellidarardalinn
| Widddalinn)

a2 vartear cjuamibamt | Regkjas, sl o skberi
ntwet [rer morm o8 Sl o

baul wortnr|miovidl Sy sldarinn 10 #1016 i | reidaeearn  Tioiin g bresaiarsHin, b pengursidd s
Islzegn s @ Dk e brurm | Austuorbagarsezla serr o s sdar rekn

T o TLE 3 Mool bl wndal 3 pora pRan beetia w0 o il
imitedy Py porman sldur Ingeisiong v elie akd ndgu mrle pandi byl fEmaen nkhe kS o
4 RO e

NG ET IR B

Figure3: Screenshot of aexample Active Citizen newsfeed

3.1 The societal problem

3.1.1 Description of the problem
Active Citizen aims at confronting the trend observed in Europe of a decrease in political

participation. We are convinced that this trend is largely the result of our political system failing to
GFr1S aiG201 2F OA (AT &ythatxhisSrendiS @vetsible, |ityf the corsedt Yy SSR &
measures.

Representative democracy puts a strong emphasis on voting, often reducing participation to voting
for your representatives every 3 to 6 years. We need to include participative democracy &s a cor
component of our political systems to renew democracy substantially.

Many citizens doubt the impact of their vote on society, as seen in the issue of lobbying at the
European level in the frame of the recent European Parliament elections. Other megets to
involved in society are gaining more interest: Protesting, working with NG@s\eoactivism and
volunteering. The importanceand even more the potentia] of these means lead us to think that

4 Chapter contributors: Mathias Becké&gbert Bjarnason
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(KS RAAGAYOGAZY 0S8G6SSY GO2WHSYYIR 24 dzf O2 P BSViGhO2 ¥ |
LI NOAOAL} GAZ2Yyé KFa 6S0O2YS tSaa NBtSOIyd Ay |yl feé
Decreasing political participation, disinterest from young people, lack of inclusiveness in decision

making are reverslb trends. We believe that only by bringing together representative and

LI NI AOALI GADPS RSY2ONI Oé 6S OFy oONARYy3a 06101 OAGAT S
sustainable democracies. And technology has a big part to play in that process.

Democracycan be- and will be- upgraded to the digital age. Active Citizen addresses the challenges
identified here by relying on the potential of digital tools and creating those needed for that purpose.

3.1.2 Scale of the problem
There is a well known Crisis of Detrattic Legitimacy and trust in both the EU and democracy in

Europe- it is outside the scope of this report to define the scale but we refer you to a discussion

LI LISNJ OF £ t SRY a¢KS 9dzNRT 2ySQ&8 / NA&aAa 2TfandsSy2 ONI i
{ dzLILI2 NI F2NJ 9dzNRLISIHY 902y2YAO LYyGSaANIGA2YKE TFNRY
2015.

http://ec.europa.eu/economy_finance/publications/eedp/pdf/dp015_en.pdf

In addition we reference an interesting debate on the Debating Europe websiteScB 62 K& | NB
LIS2LX S f2aAy3 GNHAG Ay LREtAGAOaAKE
http:/www.debatingeurope.eu/2015/10/27/peopldosingtrust-politics/#.V8WJEFSLTJ8

Reaching out to all citizens, including those who feel far from politics and excluded from decision
making, is a longerm objective which requires us to rely on a wide range of different types of
multipliers.

This is why, although Active Citizen is primarily targeted at citizens, we will continue promoting it
towards multipliers such as local governments, service providersgoe@rnmental organisations
and other social innovators throughout Europe.

Targeting these multipliers will offer us the opportunity not only to promote the platform but to
easily deploy it in different countries.

Active Citizen API and open source codide targeted at other open source civic applications. We
are moving into a world of APIs where services like Active Citizen can be consumed by many different
types of applications.

3.1.3 Previous approaches to solving the problem
Using Atrtificial Intelligence help with citizen participation has to our knowledge never been

attempted before but many trials of using online participation have been done around Europe and
the world using different types of software and solutions.

¢ KSNB | NB f A ( SoNstHatthéve beensestédor ctiFen gadidipdtion in the past
decades and there has been a constant evolutibare are some thoughts on our experience citizen
participation the past 7 years and how we think Active Citizen will help.

The Your Prioriéis open source application was created in 2009. It has been used in many countries
AyOf dzZRAy3 LOStIFYRZ 9ai2yAlzX 'YS !'{!Z DNBSOS IYyR
years of open source civic software development.
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Amongst successful projectising our software are the Better Reykjavik participatory democracy and
budgeting in the capital of Iceland and the Rahvakogu (Peoples Assembly) project in Estonia which
has successfully made the national legal environment better and more democratic.

In Better Reykjavik, over 70,000 people have participated since 2010, out of a population of 120,000.
Over 12,000 registered users submitted over 5,000 ideas with 8,000 debate points. The city of
Reykjavik has approved over 500 ideas from citizens and rhtstro implemented.

According to Google Analytics over 500,000 people have used Your Priorities websites around the
world since 2009, over 250,000 in 2013.

Active Citizen builds upon the experience of Your Priorities, taking its core elements furthéteto be
involve all citizens in the decisiamaking processes.

Active Citizen will run pilot experiments in-operation with established citizen communities and
civil society in Estonia, Iceland and the UK. The project brings together top social scieacehres
teams and leading Al and VR development teams with user communities around Europe to build
upon work carried out from the seefdinded CHEST project and volunteer prototype work since
2013. This project will be a fluid combination of many procedutewtions and technologies that
we will combine to make civic life much simpler and yet more productive.

The Citizens Foundation is part of theCent FP7 project as a community partner and soon a full
partner. BDCent is complementary to the Active Citizaoject and Active Citizen will be deployable
as a BCent application. http://dcentproject.eu/

Your Priorities was our first step in upgrading democracy, Active Citizen is the next. It offers civic
empowerment and a new way for people to engage with tiseimmunities with increased
participation by younger people.

We build on high quality open source software and a new generation of machine learning APIs to
bring those features to market quickly.

3.2 Implementation of organizational structure

3.2.1 Maturity of the p roject
Active Citizen 1.0 was released in May 2016 and included in the a new release of our Your Priorities

citizen participation software. According to Google Analytics over 45.000 citizens have used Active
Citizen since release in May. The Active Cit@m®ject is based on over 8 years of experience in open
source civic software development and electronic democracy processes. The Citizens Foundations
G, 2 dzNJ t NderBokkacy doffwaré haSbeen used by over half a million people since 2009 and
has hdped improve many communities. Now we are taking civic participation to the next level by
using state of the art technology to make participation easier and more interesting, especially to
young people.

3.2.2 Organizational structure
We work within a Lean phisgmphy which means that we build the software in functional increments,

starting small, deploying and testing. Nathalie Stembert has been instrumental in the research phase,
Robert Bjarnason is the lead programmer and Gunnar Grimsson is managing the gsajedt as QA
but the whole project is a collaboration with weekly meetings discussing all aspects of it and making
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consensual decisions. We continue to develop Active Citizen in this lean manner even if the CHEST
project has come to an end.

3.2.3 Key personnel
Robert Bjarnason, Iceland, President, Software design and programming

Robert is a successful entrepreneur that introduced the web to Iceland in 1993 and Denmark in 1995.
Before cefounding the Citizens Foundation he worked in the online gaming indussye&mn

received many industry awards including two BAFTA awards for games. Robert has extensive
experience with Al algorithms and 3D software spanning over 20 years.

Gunnar Grimsson, Iceland, UX design and programming

Cofounder and CEO of the CitizensuRdation, Gunnar is on the Internet since 1992. Freelance web
and interface designer and teacher for universities, companies and institutions since 1994 (clients
include: Icelandic Parliament, University of Iceland, Supreme Court of Iceland, Icelandair...)

Nathalie Stembert, The Netherlands, User interface design

Graduated in September 2011 from the Delft University of Technology, Nathalie holds a MSc in
Design for Interaction. Currently a researcher and teacher at The Rotterdam University of Applied
Scieces. Recently she started collaborating with the Citizen Foundation in Iceland to develop Active
Citizen.

3.2.4 Partnerships, cooperations, and networks
BETTER REYKJAMIBELANDBbetrireykjavik.is

Born out of the 2008 economic and political crisis indlied, Better Reykjavik is a nqartisan

citizens initiative. Opened one week before the local elections in Reykjavik, the platform was
successfully used by citizens (40% of the voters participated in the online discussions) which led to a
formal cooperatn with the city of Reykjavik (from October 2011 until the end of the mandate). 15

top ideas processed by the city council every month and 300 million ISK budget for 180 smaller
projects were debated online in 20413. 70.000 citizens (out of 120.000 inftabts!) have used

Better Reykjavik which is an official and active collaboration with the City of Reykjavik. In May 2016
we launched a new version of Better Reykjavik using Active Cltizen for news feeds and notifications.

Better Neighborhoods Participaory budgeting in Reykjavik, capital of Iceland from 2012 to 2016
https://hverfid -mitt-2016.betrireykjavik.is/

300 million ISK (1.9+ million EUR) attvcated each year for ideas from citizens on how to improve
the different neighbourhoods of ReykjaviRitizens submit ideas for projects they think will improve
their neighborhoods. Over 500 ideas were sent in by citizens in 2014 and 78 ideas were voted in by
citizens in 2014. Over 200 ideas haaleeady been executed since 2012 and improvements from
Better Neighborhoods are easily found in all areas of the city of Reykjavik. In July 2016 we collected
ideas for Better Neighborhoods 2016 and used Active Cltizen for news feeds and notifications.

Our Kopavogur Participatory budgeting in Kopavogur, Icelara®16- okkar-
kopavogur.betraisland.is
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The purpose of the project is to improve relations between the town authorities and its residents, to
give residents more responsibility and to engage them in the decision making process in relation to
the town's devéopment. The purpose is also to improve residents' sense oflveallg and their
experience of their local community, to make their neighbourhoods more pleasant and enjoyable.
Our Kopavogur used Active Citizen as a part of Your Priorities for genetda@sgfor the 2016 PB.

By using Active Citizen citizens get notifications and a customized news feed based on Al
recommendation.

Oor Bit Places and Spaces, Fife, Scotlahtips://oorbit -fife.yrpri.org

Oor Bit is an community budgeting initiative whertzeins are given the chance to present their
ideas on improving the environment within the Cowdenbeath Area of Fife. Project in cooperation
with the Fife Council in Scotland. This project uses our yrpri.org website that is powered by Active
Citizen.

3.3 Implem entation of the solution approach

3.3.1 Solution approach
The key objective for Active Citizen is to confront the trend of decreasing formal political

participation. Also to increase the quality and quantity of political and civic participation by making it
easy, effective and fun with young people being the most important target group.

2AGK Fff GKS 2yftAYyS 2LILRNIdzyAGASaE YR RIEGE 2y Y@
to provide citizens with simple means to get the information they nag@asily and quickly as

possible, in an easily understood and digested form. With the combined and intertwined help of Al

and VR we will help citizens make better decisions with less effort.

We will make digital democracy and civic group work appealimgitens in the social context of
online presence. In over two decades of internet usage a lot of our actions online have become
intuitive. Digital democracy must learn from popular social sites and online games in order to meet
citizens where and how weant to be. Combining Al and VR opens up revolutionary possibilities for
achieving those objectives in an autonomous way and to make participation simpler for everyone.

Representative democracy puts a strong emphasis on voting, often reducing particijgatioting
for your representatives every 3 to 6 years. We need to include participative democracy as a core
component of our political systems to renew democracy substantially.

Decreasing political participation, disinterest from young people, lack hisiveness in decisien

making are reversible trends. We believe that only by bringing together representative and

LI NI AOALI GADPS RSY2ONI Oé 6S OFy oONARYy3a o601 OAGAT S
sustainable democracies. And technology hagggphrt to play in that process.

We aim at increasing participation by merging electronic democracy with machine learning

algorithms. Artificial intelligence algorithms will find and present the data needed to participate in
democracy at all levels.

ActiveCitizen meets the needs of the modern lifestyle whilst replying to the current democratic
challenges: to reduce the time spent but increase the efficiency by giving citizens the information
they need to change their world in a meaningful and democratig. wa
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Active Citizen connects citizens to open big data through advanced machine learning algorithms
similar to those used by companies like Facebook and Google. Citizens are in full control of their
Active Citizen algorithms and their purpose is solely tp tige citizens make informed decisions.
' OGABS /T AGATSY A& AYydiSaINIGSR 6A0K 2dzNJ t NR 2 NR A S

B

source and API based and can easily be used by other social innovation web applications.

Active Citizen Al gis citizens access to powerful artificial intelligence algorithms that look after their
democratic interests online, notifies about opportunities to participate and researches the issues at
stake. Active Citizen Al will reduce participation friction byngieitizens notifications and relevant
information when they need it. It will also help people with similar ideas and priorities to connect
with each other.

Using a simple, yet powerful notification engine to always keep yewgate on civic issues whi
totally respecting your preferences and time.

Citizens will be able to have their say on decisions affecting them as well as help define the political
agenda and top priorities of their group, neighborhood, municipality or even country. This will enable
a more enlightened dialogue between citizens and local and national governments which can also
use Active Citizen technology for internal administration. Active Citizen will empower citizens to
increase the quality of their ideas, debate and decisionisiarove their communities.

Artificial intelligence algorithms can reduce participation friction by giving citizens notifications and
relevant information when they need it. It can help citizens to serve their democratic interests
online, notify them aboubpportunities to participate, help them research the issues at stake and
connect people with similar ideas and priorities to with each other.

Notifications however can also be perceived as intruding or annoying. Variables i.e. the notification
sender, congnt, tone of voice, frequency and timing are very important and have to fit the
participation process of the target group.

In this first deliverable we describe the results of a large scale survey and some in depth user
interviews concerning notificatiorend peoples' participation processes. The results are visualized in
the form of personas and their customer journey. Together these findings supply us with the
information to determine what notifications are needed and how they need to be designed.

3.3.2 Target groups
Our current users

We have a large group of registered users, over 27.000 on Better Reykjavik and other Your Priorities
websites. Those users participation needs are our source for the requirements for Active Citizen.

Our Better Reykjavik users arainly interested in participating on local issues and make use of
Active Citizen for Al driven newsfeeds and notifications.

Better Iceland hosts a wide variety of users with different needs. Communities like Képavogur,
Hafnjarforour and Fljétsdalshéradei it for local issues, agenda setting and participatory budgeting
and political parties like the Left Green party and the Icelandic Pirate party use it for organizing their
political parties.
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The main Your Priorities website also hosts a wide varietyapéqts including participatory
budgeting in Scotland, Croatia and Slovenia and work by various citizens interests groups including a
pilot project with the Consumer Authority in Norway.

European citizens interested in citizen participation

One current kg target group are Erasmus students and EU policy makers and we are working on
Y23 KSNJ Fdzy RSR LINRP2SOG G K[ Ay d&yya | Ddeih Dlhded i d SN
08 O9ONI aYdzab I yiB NIAMYGA LOI2G Aa2Ky2 60 1Sy GnerinénBaNd adtigedzy 3 LIS 2
LI NOAOALI GA2Y AY RSY2ONIGAO ftAFSEéd C2NJ GKAA LINR2
notifications along with some new funded Al development in relations to this project.

The Citizens Foundation is working with the city @fd¥ld, consulting on a participatory budgeting
project and Madrid has expressed interest in incorporating the Active Citizen library into their
participation software.

We will firstly promote and deploy the tool at the European level since we have aleecalysistent
network of interested organisations (grassroots, local authorities, etc.) in many European countries.

Active Citizen is a tool that is meant to empower virtually every individual (provided they have
internet access) in taking an active raleheir community and in society. Yet, this aim is a T
one which will only be reached through incremental implementation, use and improvement of the
platform.

Focus on younger citizens

We have identified that the age group of-26 participates les proportionally to their total

representation, in online citizen participation software. According to Eurostat there were 89 million
LJIS2LX S Ay GKA& |3S INRdzLJ®d 2SQNB |t NBFR& FRRNBaaa
with Erasmus+.

Ourexperience shows that such tools have a strong maximising effect when it comes to participation

since they can be used at all ages. However, it is important to underline that certain features of the

project are specifically aimed at younger citizens aredd@signed to make the tool more attractive

G2 GKSY® LYRSSRI (GKS RSONBI &S Ay GSN¥a 2F a02y @S
countries requires us to renew both the democratic tools and practices, notably to raise awareness

and involve cizens from an early stage.

Citizens must have a strong voice in our civic debate if we want to create and maintain a healthy
society. Our mission is to provide the tools and means for citizens to get their voices heard and to
encourage their participatiom governance.

We will give citizens the power to express themselves and together find their common priorities. This
will have an influence on decision making processes in their communities and make them better
integrated into their communities.

Empowerirg citizens with Artificial Intelligence and Virtual Reality

Active Citizen brings Atrtificial Intelligence algorithms and Virtual Reality to citizens to empower them
in civic participation. Personal Al assistants, groups, VR interfaces, citizens asséaibtiesibine
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online and offline presences, democracy games and other components will assist citizens, bring them
together and help to increase bottomp citizen participation by making participation simple, fast,
interesting and fun. It will help citizemsake more informed decisions wh@ending less time and

effort.

3.3.3 Activities and work performed

Work Package Number : 1
WP1: Lean design (MIM3)

Our design process is user centric and we will launch prototypes to test by real users as sog
possible We already have launched initial Active Citizen prototypes to real users.

This will include an Agile project plan where we plan to release code early and often. The
prototypes will continue to evolve, with each release involving real users using theampis at
each stage. We will perform real life user interviews where we will get early feedback on de
ideas.

Deliverables
D1.1: User interviews (MiA1)

D1.2: Lean design document for Active Citizen-Wg)

Actual Starting month M1

Predicted / Actwal End month :M2

Work Package Objectives:

Start the user centric lean design strategy but asking actual users what thdydi@arch
guestions:

People: Which groups should be targeted specifically?

Participation: What form of participation is most imant to increase?

Period of time: What time span should a participation process have?
Engaging: When do people want to be engaged in their participation process
Notifications: What type of notifications do people want to receive?
Meaningful: What isneaningful for people of a certain target group?

These research questions formed the main guidelines for the questions of the survey and u
interviews. The research questions will be answered based on our findings from these emai
surveys and user inteirews.
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Description of work this period:
Main achievements:

0 Over 1.000 users took part in an online survey about Active Citizen features.

O«

Lean design document with Personas and Timeline created.

O«

Specific notification design document created.
Detailed desdiption of work performed to reach the achievements listed above:

In this deliverable we focused mainly on Notifications. Although we used the opportunity to
our participants questions in terms of the second objective as well, in this deliverableitezlli
ourselves to the results on the Active Citizen notifications.

Before conducting any user research, we researched the current notifications that are sent ¢
through the Your Priorities platform. Through email surveys and user interviews we gathere
AYTF2NXYEOGAZ2Y 2y LIS2LX S4Q OdNNByld y20AFAOL |
notification experience on Active Citizen.

Method

Based on the research questions and our goals we designed two email surveys and severa
interview quesions to gather more information about the preferences of current and potentia
Your Priorities users concerning their notification experiences.

Email survey

The email surveys were made by means of Google forms and were sent, accompanied by &
newsletter, fom the email address of the Citizens Foundation. In order to guarantee a maxir|
amount of responses the survey questions were kept concise and the survey was designed
corporate identity of the Citizens Foundation. Both the email surveys for (m@diative as
passive respondents consisted of four closed questions in English (one metiipée and three
multiple- answer questions) and two optional open questions (to comment and to register ag
future research participant). Two days after the syrveas sent out to the mailing list of the
Citizen Foundation

User interviews

The user interviews consisted of a set of general questions, aiming to determine the current
of participation of each participant. The remainder of interview was frameterfarm of three
scenarios. Each participant was walked through the scenarios, after each scenario the parti
was asked for their reaction on the scenario. A set of optional questions was prepared with
scenario to anticipate and expand on the c&an of the participant.

Participants

The email response group of the email survey was based on registered users from the prod
the Citizens Foundation. The response group were categorized in two subgroups, (1) a groy
2.204 people who regularfyarticipate and (2) one group of 8.761 people who never or less
frequently participate. From the first group 289 people submitted the survey, from the secon
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group 732 people submitted the survey, leading to a total response rate of 1021 people
Email surey

The email survey resulted in a total of 1021 responses. The responses were captured in foy
different Google Spreadsheets. The two spreadsheets with English and Icelandic response
the (medium) active group of people and the two spreadsheets witfligh and Icelandic
responses from the passive group of people were merged. Resulting in a spreadsheet with
responses and a spreadsheet with 732 responses. A quick overview was created with the
embedded Summary of Responses tool, providing an immedsatrview of the distribution of
percentages over the answers. The results of each of the graphs were analysed, styled and
integrated in the persona. The optional comment box was used in both the English surveys
and 23 comments) as the Icelandic sywé41 and 32 comments). Irrelevant comments were
filtered out and the comments with meaningful qualitative content were added to the transcr
of the user interviews. Especially the qualitative survey results from the (medium) active Ice
survey catained relevant information to add to the persona.

User interviews

The user interviews resulted in 26 pages of transcripted data, that was analysed for patterns
Ayarakidad ¢KS YIFIAY AYAGALFE G2LAOA ( Kurity (4)
Y2UAFTAOlFI GA2yaz o6p0 O2yiaSyds o6covo aSitidAiay3aa
participants and the information of the three (medium) active participants was merged.
Corresponding information was highlighted and clustered. dlsters of information forms the
base for the two personas and the customer journey. The clusters of information were short
and rewritten, maintaining as much of the original answers from the interviews and surveys
possible. The main initial topiesA 3SNHSR Ayi2 ySg aSO2yRI NE
registration and settings, (3) dashboard, profile and follow, (4) content (tone of voice), sendg
action, (5) medium and Noatification types, (6) process, timing and frequency, (7dtidas and
6yyv adz00SaaQed ¢KS GSEG GKIG o0Stz2y3a G2 13
to seven form the touchpoints of the customer journey and the corresponding text is integra
in the customer journey accordingly.

Personas
Based on the results of the email survey and the user interviews two personas were created

The primary persona is a person who belongs to the older end of the Active Citizens target
and is more settled down. The persona has a family, owns a houssasdquently feels
NEBalLRyaAroftS IyR FAYRA Ald AYLRNIFYyG G2 LI
neighborhood level (e.g. redevelopment of the street) as well as on a city level (e.g. safety).
Participation however should feel invig and the invitation to participate should be sent out in
the beginning of a participation process, when their voice can still make a difference.
Communication is preferred via email and notifications that are considered most important g
from the citygovernment. The content of the notifications is considered important and shoulg
informative, yet concise. The frequency of the notifications should be in balance and in line
their participation processes. The notifications are used to get inforrimeddd points for or
against an idea or to debate. Types of future notifications are: Success stories, preview
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notifications, periodic news letter, key process moments, invitation to participate, elected id¢
accomplishments and redife meetings.

Thesecondary persona is a person who belongs to the younger end of the Active Citizens t4
group and is not settled down yet. Consequently the responsibility for and bond with the
neighborhood is less prominent. The persona will first observe the procesgie participation
platform, it can take a couple of days before a decision is made to start participating. There
temptation to spend a lot of time on the platform to add ideas. Adding points for or against iq
from others or to participate inlebate feels more natural. Notifications are less important for {
persona, there will be checked for updates if a topic is of real interest. When notifications ar
sent, communication is preferred via email. Notifications that are considered most ampor
come from neighborhood initiatives, social network and neighborhood initiatives. The conter
the natifications is considered important and should be based on their interests. The freque
the notifications should be low and should envision pesg of participation processes through
the key moments. The notifications are used to quickly monitor processes and to be kept ug
date. Types of future notifications are: Registration confirmation, periodic newsletter via emj
key process moments, éds participated in and enksults on topics of interest. The personas
will be used throughout the design process to continuously verify if the design of the notifica
fits the envisioned target group.

Customer Journeys

The participation process of ela of the personas is visualised in a customer journey map. Th¢
touchpoints of their journey, consists of six steps: (1) registration and/or login, (2) settings, (
ideas, (4) debate, (5) decision & overview and (6) result, and are based on the resulthdr
user interviews. In the map the journeys are displayed as a simplified linear process, the
touchpoints can however be walked through repeatedly and the process will be repetitive. T
intensity of the participation activities from the personas ispitiyed through the height of the
graph and the peaks indicate the moment and frequency of the notifications they want to re
With each peak the type of notification and the medium it is sent through is indicated. The
journey of the personas is exphaid in the text above and underneath the graph. Important
statements are highlighted within the text.

The email surveys and user interviews provide insights to compose a set of personas and v,
their customer journey. Together these materials lecatoumber of design guidelines for the
notifications of Active Citizen. The design guidelines will be used to design the proposed
notifications according to visual style of Google Material design and the available interactior|
patterns. Possible coding limtions will be taken into account.

Currently the design guidelines of the notifications are based on an analysis of the current
Y2U0AFAOIGA2YA YR LIS2LX SaQ y20AFAOLFGAZ2Y ¢
were asked to think about psgble interactions with future notifications, something that is
difficult to imagine for most people. The notifications that will be based on the guidelines thg
originated from the email surveys and the user interviews will therefore have to be tested
thoroughly, before they are implemented into a final design.

Notifications Design Document
We created a notification design document to guide us in the creation of notification emails
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browser user interface.

Summarise any problems you have encounteread how they have been overcome

As we are an international team and most people in Iceland speak and write good english w
out the online survey in English. There are over 12.000 people on the Better Reykjavik mai
and we then got quite a bitf negative feedback on not using Icelandic for the Active Citizen
survey. We promptly translated the survey into Icelandic and sent it out again and got in ret
positive feedback and close to 10% of the users participated in the survey which gareallg a
wide scope of answers.

Description of planned activity for next reporting period

This work package is completed.

Project Management And Dissemination

Summarise any management concerns and activities to recover the situation.

Logistics of wrking together across continents, we use GDocs, Hangout for meeting and Sla
ongoing discussions.

Detail any publications, publicity or other dissemination activity.

Citizen FoundationCHEST Project Deliverable 1.1 &-1A2tive Citizen Notifations-
https://drive.google.com/file/d/0B9fuyFX263nnUFpWZGhycXNmUHc/view?usp=sharing

Work Package Number : 2

WP2: Development (M3M10)
Development of the open source software.
Deliverables

D2.1: Release 1
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D2.2: Release 2

D2.3: Release 3

Actual Stating month :M3

Predicted / Actual End month M10

Work Package Objectives:

Develop the first working version of Active Citizen Notifications.

Description of work this period:
Main achievements:

0 Development completed on
0 Activity Stream Engine
i Newsfeedusers interface component
o Notification Engine
I For email and browsers
i Notification Settings user interface component
0 Recommendation Engine Al powered engine for posts and grq
o Email notification templates

0 The Active Citizen developed library released@encsource software to the
public

o0 https://github.com/CitizensFoundation/activeitizen

0 Over 45.000 citizens have now already used Active Citizen powered web
applications according to Google Analytics for Citizens Foundation websites.

Detailed description éwork performed to reach the achievements listed above:

Activity Streams Engine

We first started to develop the activity streams as those are the foundation of all interaction
between the user and their algorithms. The activity streams store the alldtiéty of the users
on the websites, those streams are then used to generate notification and train the
recommendation engine. We also developed a flexible newsfeed system to display the activ
streams on websitesthe newsfeed were later integrated thithe recommendation engine to
provide the user with Facebook style newsfeed where activities are filtered partly using the
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recommendation algorithm.
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Example Active Citizen newsfeed
Key features:
Database storage of activity streams
API for storing andetrieving activity items and streams

Flexible newsfeed user interface component using the new Web Component
W3C standards that is easy to incorporate into new projects.

Notification Engine

The notification engine filters the activity streams and seatinotifications to the users where
appropriate via email or in the browser. We developed a user interface web component for
notification settings.
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Example notification settings panel
Key notification engine features:
Notifies with email or in browser
Can group natifications of the same type

For example many up votes on the same post, similar as
Facebook does

Can delay and bundle notifications and send them in email hourly, daily weel
monthly

Integrates with external email delivery providers lilken8Grid.

Integrates with the recommendation engine to filter activity newsfeeds

Recommendation Engine

For the recommendation engine we decided to use the open source Apache PredictionlO
software for the core recommendation engine. We developed functiorisiport the whole
activity streams from Your Priorities websites, well over 700.000 activity training events for t
recommendation engine.

Key features:

Utilizes machine learning algorithms provided by the PredictionlO library

Provides recommendatiowith a similar approach as Amazon and Netflix use 1

45



D3.8 Report on Call 3 projects

their product and movie recommendations
Import of previously recorded activity streams for training
API for adding activity stream items
API for querying for recommendations

Email notification templates
We create notification templates for emails based on our designs from WP1.

Summarise any problems you have encountered, and how they have been overcome

There were no unexpected problems above what happens in software development.

Description of plannd activity for next reporting period

This work package has been completed.

Project Management And Dissemination

Summarise any management concerns and activities to recover the situation.

Detail any publications, publicity or other disseminatiotiaiy.

Project launches using Active Citizen technology

As Active Citizen is a library it was first launched with a new release of Your Priorities, our o
hLSy {2dNOS: OAGAT Sy LI NIAOALI GA2Y I Lldhat

have included Active Citizen.

11. May 2016 Our Kopavogur This project Participatory Budgeting Idea

generation phase, this was the first public release of Active Citiaeer 8.500 people
used the website.

25. May 2016 Your NeighborhoodPaticipatory budgeting system in Reykjavi
with 35.000 people visiting the website and around 4.000 registering and taking actiy
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part in the process.

18. June 2016Fife Council Oor Bit Places and Spadesommunity budgeting
initiative in Scotland.

9. September 2016 Deep Learning Youth Dashboard in cooperation with
Erasmus+.

19. September 2016Participatory Budgeting idea collection opens in Pula,
Croatia

29. September 2016 (PLANNEDy Vision / Elections 2018ebate platform in
the run up to tle Icelandic parliament elections October 2916.

Work Package Number : 3

WP3: Project Management, Launch, Marketing & Dissemination (D)
Manage and disseminate the project.

Deliverables

D3.1: Marketing and dissemination

D3.2: Launch event

D3.3 Project management

Actual Starting month M1

Predicted / Actual End month M10

Work Package Obijectives:

Manage and disseminate the project.

Description of work this period:
Main achievements:

0 The project has been completed and will live on beythedwork funded by the
CHEST project.
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0 Active Citizen has been promoted at several events
Detailed description of work performed to reach the achievements listed above:

Facebook and Twitter
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Example of a recently Facebook post about Active Citizen

Dissemination to other developers of citizearticipation software
While Active Citizen has been developed to support the use case of integrating well into Yo
Priorities it is a separate library in its own rights and is relatively easy to integrate into other
citizen participation software. Wera a part of a working group at the Council of Europe calleq
the Demaocratic Incubator. We met for the first time in Strasbourg November 2015 as a part
the World Forum for Democracy. There we met teams from Spain and Argentina working w
local and naibnal governments and developing their own open source citizen participation
software for deliberation and participatory budgeting. We have actively seeked to promote
Active Citizen as an option for those to provide notifications and recommendationisefior t
projects. This might happen in time.

Madrid Decides
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Citizens Foundation is a consultant on the Madrid Decide city participation budgeting projec
they have expressed interest in Active Citizen that we are following up on.

DemocracyOS

DemocracyO$ another citizen participation tools in some ways similar to Your Priorities. Iti
being developed in Argentina and use there on the national level. We have monthly project
meetings with their team leader and they have express interest in Active ICigevell.

Launch Event
Launch event is planned on the 1. of October in connections to the launch of My Vision / El¢
2016 in Reykjavik Iceland. We will invite parliamentary candidates, the media and member
the public where we will launch this wewebsite and discuss the importance of Active Citizen
providing for the first time Al recommended content in Iceland in connections to a public pol
debate.

Summarise any problems you have encountered, and how they have been overcome

The delay ilCHEST payment was a bit challenging but we managed but our launch event w
delayed but will go forward on the Qctober 2016.

Description of planned activity for next reporting period

This work package has been completed.

Deliverable Status

Projed Management And Dissemination

Summarise any management concerns and activities to recover the situation.

The project has completed except for final event which we will organize as soon as the CHE
interim payment is been paid so we will have a budgeit.

Detail any publications, publicity or other dissemination activity.

October 2015 ICT 2015 EU Conference LisPwasentation & Booth
October 2015 Open Government Partnership 2015 Summit MeXcesentation
November 2015 World Forum for Demaracy StrasbourgWorkshop

November 2015 OGP in local government Estoniresentation
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Mar 2016- Project Update Chest Website

http://lwww.chest-project.eu/activecitizenincreasingpolitical
participationartificiakintelligencevirtual-reality/

May 20L6 - Democratic Cities MadridPresentations and workshop

May 2016- Reykjavik International Conference: Future of Democracy
Presentation

May 2016- Professional advertising campaign for Our Kopavogur
June 2016 Nordic Benchmarking Forum HelsinRiresentation
July 2016 Crowdsourcing Conference, LisbdPresentations

July 2016 Professional mass market advertising campaign for Your Neighbor
in Reykjavik

July 2016 Deep Youth Boot camp, Budapesgtresentation

October 2015 September 2016 Pasts on Facebook and Twitter promoting
Active Citizen directly or indirectly

3.3.4 Sustainability of the solution
We will stimulate people to participate on the Your Priorities platform over a longer period of time

by engaging them through notifications thatameaningful for them.

As stipulated earlier, designing the notifications based on the needs of our target group is evident in
order to meet this objective. In order to design the required notifications we composed the following
research questions.

The Ciizens Foundation has been developing Your Priorities since 2008 and Active Citizen since 2014
and we will continue to do sewith volunteer work, paid projects that improve the code by
government and organization and by seeking further EU and other frading.

We are partners in a project called Deep Linking Youth that is cofunded by Erasmus+ that sponsors
the development of another part of Active Citizen to do with training deep learning networks. The
first application of this, to be launched in 20ik7a dashboard for EU policymakers about what young
people are talking about online in regards to youth mobility.

The Citizens Foundation has recently entered into a development partners with the city of Reykjavik
and the city of Kopavogur for further dde@ment of Your Priorities and Active Citizen through to
the middle of 2017.

We are working on applying for a couple of H2020 grants related to Active Citizen.
The latest release of Active Citizen at the time of this report is two days ago or 17. Sepg&hber

XXXXXoO
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The development is Open Source and we are looking at ways to get more developers interested in
the project.

3.3.5 Risks
Accessibility of the platform (low)

Although the main risk for Active Citizen is a breakdown of the access to internet or aisenise
LRfAGAOLIE O2yGSEGSET Al &aK2dZ RYyQi 200dzNJ Ay GKS FAN
underestimated since Active Citizen aims at reinforcing democracy, notably in countries where it is
emerging. Yet we will first focus on establislteinocracies so as to have time to improve the

platform and mitigate the inherent risks of such a project in authoritarian or democratizing countries
(encryption, etc.).

Use of the platform (medium)

Another set of risks is that citizens do not experienamership of the system and therefore do not
use it. To mitigate this risk, we are working with real users for the pilot projects so as to get
feedbacks on the potential difficulties in using the tool. Additionally, and building upon our previous
experiencewith Your Priorities, we will offer organisations/authorities willing to implement the tool

a set of services, including training of their staff, public interventions to facilitate the ownership of
the platform. We will also closely work with grassrootgamisations and support the project
promoters in the longerm to mitigate the risks of a decrease of the use of the platform.

3.3.6 User-based evaluation of the concept
In order to design the required notifications we composed the following research questions

Research questions

Which groups should be targeted specifically?

What form of participation is most important to increase?

What time span should a participation process have?

When do people want to be engaged in their participationprocesses?
What type ofnotifications do people want to receive?

What is meaningful for people of a certain target group?

To To To o Do Do

These research questions formed the main guidelines for the questions of the survey and user
interviews.

Before conducting any user research, we researchedcurrent notifications that are sent out

through the Your Priorities platform. Through email surveys and user interviews we gathered
AYF2NXEGAR2Y 2y LIS2L)X SaQ OdNNByid y20AFAOFIGA2ya SE
notification experiencen Active Citizen.

We assume that participation can be increased by involving people more intensely on certain

moments in the participation processes. Through user research we were aiming to find out if

notifications can accomplish this, and if so, howdé notifications have to be designed to

accomplish this. Table 2 displays the distribution of our focus. From the email survey we aimed to

LAY AYAAIKE Ayd2 om0O LIS2LX SaQ OdaNNByid y2aAFAOl &
YourPrioritid = | YR 6HO LIS2L) S&aQ ISYSNIft y20AFAOLFGAZ2Yy S|
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experiences (from Your Priorities).

Based on the research questioasd the goals described above we designed two email surveys and
several user interview questions to gather more information about the preferences of current and
potential Your Priorities users concerning their notification experiences.

The email surveys we made by means of Google forms and were sent, accompanied by a
newsletter, from the email address of the Citizens Foundation. In order to guarantee a maximum
amount of responses the survey questions were kept concise and the survey was designed in the
corporate identity of the Citizens Foundation. Both the email surveys for (medium) active as passive
respondents consisted of four closed questions in English (one mudtigiee and three multiple

answer guestions) and two optional open questions (to comtrand to register as a future research
participant). Two days after the survey was sent out to the mailing list of the Citizen Foundation,
there was decided to translate the English questions into Icelandic, since there were too many
complaints. The Engh and the Icelandic survey stood both open for one week time and the
responses were merged after the surveys were closed.

The user interviews consisted of a set of general questions, aiming to determine the current level of
participation of each particip#. The remainder of interview was framed in the form of three

scenarios. Each participant was walked through the scenarios, after each scenario the participant was
asked for their reaction on the scenario. A set of optional questions was prepared witlseacario

to anticipate and expand on the reaction of the participant. The scenarios were communicated in the
language of the participants and the participants were invited to answer the questions in their own
language. The interviews had a duration betndifteen and twenty minutes and were recorded

with a voice recorder. After each interview was conducted it was translated and transcribed.

The email response group of the email survey was based on registered users from the products of
the Citizens Found®n. The response group were categorized in two subgroups, (1) a group of 2.204
people who regularly participate and (2) one group of 8.761 people who never or less frequently
participate. From the first group 289 people submitted the survey, from thersggroup 732

people submitted the survey, leading to a total response rate of 1021 people.

The email survey resulted in a total of 1021 responses. The responses were captured in four different
Google Spreadsheets. The two spreadsheets with English daddieresponses from the (medium)
active group of people and the two spreadsheets with English and Icelandic responses from the
passive group of people were merged. Resulting in a spreadsheet with 289 responses and a
spreadsheet with 732 responses. A duaverview was created with the embedded Summary of
Responses tool, providing an immediate overview of the distribution of percentages over the
answers. The results of each of the graphs were analysed, styled and integrated in the persona. The
optional comment box was used in both the English surveys (27 and 23 comments) as the Icelandic
surveys (41 and 32 comments).

3.4 Main results

The main results of the project with regard to progress, achievements and dissemination are
summarized irrable4.
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Table4: Snapshot of project "Active Citizen"

Main project goal Project progress and main Highlights of dissemination activities
achievements
Toincrease participation | The project has accomplished its | o Dedicated section on Citizens
by merging electronic main goals and milestones: C2dzyRIFGA2yQa 6S0o
democracy wit machine | o Over 1,000 participants in onlin factsheet:
learning algorithms and survey m user requirements http://www.citizens.is/docs/Active
using artificial intelligencel o  Lead Design and Noatification CitizenrShortDescription.pdf
algorithms to find and Design documents created. o Citizens Fouthation social media
present the data needed | o Completed development of accounts: Facebook (2,249 likes) Ar
to participate in Activity Stream Engine, Twitter (974 followers)
democracy at all levels. Notification Engine and o Participation via exhibitions,
Recommendation Engine. presentations and workshops at
o Active Citizen library released a events including ICT 2015, Open
open source software via Government Partnership 2015
Github. Summit, World Forum for
o0 Over 45,000 usersf Active Democracy, Democratic Cities
Citizen powered web Madrid, Reykjavik International
applications. Conference and Nordic
0 Several other Citizen Foundatio Benchmarking Forum.
project launches using Active | o0 News article on the CHEST website
I AGAT SyQa (SOK http://www.c hestproject.eu/active
citizenincreasingpoliticak
The project successfully delivered 7] participationatrtificiakintelligence
internal deliverables and 3 CHEST virtual-reality/
reports (Social Impact Plan, Interim{ o mmn Ay G4SN} OGA2ya
Report, Final Rept), all approved. section on the CHEST Community
Forum.

Table5 shows the results achieved for the matdry indicators common for all projects. Further
details on the social impact and their projespecific Key Performance Indicators in thgimary
(community building and empowerment) and secondary (ways of thinking, values and behaviours)
impact area g provided in D2.8Monitoring and Impact Analysis).

Table5: Mandatory KPIs for Active Citizen

Dimensions Indicators Variables Baseline | Target Measured
value value
COMMUNITY User involvement| Number of target groups involved inco| 0 3 3
BUILDING in prototype design process
evaluation / test - - -
usage Number of users involved in @esign 0 2000 1100
process
Ratio between men and women involvel na na na
Ratio between young, adult and old na na na
people involved
Project self Project selevaluation of its capability to| 0 5 5
luation of i influence information mmetri .g.
ACCESS TO eval ua_t_lo ofits | influence informatio asy gt ies (e.g
capability to access to sources of information that
INFORMATION | . - )
influence represent a range of politit@and social
information viewpoints, access to media outlets or
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asymmetries websites that express independent,
balanced views, et®)
Number of Number of tools/activities developed by| 0 1 1
tools/activities the project for influencing information
developed by the | asymmetries
project for
influencing
information
asymmetries
KNOWLEDGE Sharing through | Number of entries in project blog on 0 10 1
SHARING CHEST website | CHEST forum
COMMUNITY Number of comments / replies on 0 100 3
BUILDING project blog entries on CHEST forum
Sharing through | Quantified measure of followers on 0 500 450
social media selected social media channels (e. g.
channels twitter followers, facebook friends, etc.)
Quantified measure of communications| 0 1000 600
on selected social media channels (e. g
number ofproject tweets and reweets,
etc.)
STowhatextenR2 &2dz I ANBES 6AGK (GKS F2tft2¢Ay3a aSyiSyosS
SELISNASYOSR o0& (GKS dzaSNEéD t€SIasS FGaNRGdziS | O
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4  AdviSexs®

AdviSex proposes to realize, through the Living Lab methodology, a service focused on the area of
sexual sphere, which is still permeated by taboos and stereotypes, and aims to facilitate access t
related knowledge. In particular, AdviSex is a mobile application that aims to support the
AYLINRGSYSYy(l 2F FRdzZ aQ AYRAGARdIzZ f FyR 02dz2X S &S
sexual orientation of the user, the application provides persoadliecommendations.

Sectimana del Benessere Sessuale 2015 Nasce Sesso ¢ Sapere

Do f gramde sacas rato it ar e U o ve N porivhe Soo e 4 - Tt us
s s ud

‘ ; R b S P 1 e ey
Y0950 © Sagere con b Settimana del
Bermavers Seu sl 2 ©

Figure4: Screenshot of the AdviSex prototype
4.1 The societal problem

4.1.1 Description of the problem

As stated by World Health Organization, the sexual and reproductive health is essential for
individuals, couplegamilies and for the social and economic development of communities and
nations.

Even though sexual health is so important, people do not feel comfortable when talking about it. As
an example, a recent study shows that people are not willing to revealio hew partners about

their sexual history, both before having a new casual sex partner or before starting a serious
relationship. Communication between patients and doctors is also critical. A research published in
the Journal of Sexual Medicine showat, even when having sexual concerns, only two percent of
women seek help from their physicians. The issue is confirmed at Italian level: a recent study
conducted by DoxaPharma shows that 90% men having sexual ‘nelaltbd problems do not see a
physician.

This problem leads to lack of both prevention and care support when it is necessary. In fact, if people
do not talk about sex, they are more likely to lack prevention or aggravate therekdrd issues.

Poor communication about sexual health and sbhealthrelated issues may potentially affect all
sexually active people. In particular, contrary to popular opinion, communication about sexual health
and sexual prevention should not be encouraged only among young people, but also among adults.
In fact sexual habits, needs and expectations change while ageing. In addition, people with different
age meet with different issues and risk levels when having a sexual intercourse.

During the interaction with Specialists, the perception of the problem chargeatidition to the
difficulty to talk about sex, Specialists argued that people often are not able to assess their sexual

6 Chapter contributors: Mathias Becker, Mario Bari
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health, therefore they may have a disturb they do not identify. That is the reason why a resource like

the blog will be implementedsaa support to AdviSex service. Another issue highlighted by specialists
O2yOSNYySR (KS 3ISYRSNI ARSydGAGes gKAOK KIFa | adNRy
overlooked by our team.

Regarding the evolution of the problem, it got worse dutting last decade due to the spread of

Internet pornography, which made porn readily available just at the click of a mouse. Even though

LI2 Ny 23N LIKE& OFly 068 dz&aSR (2 O02YLX SYSyid 2ySQa &SEd
perceptions and aptitudes @t sexual health. Many sexual health specialists interviewed argued

that the new pornography model introduced via the Web has negative effects on sexual

performances with partner. In fact, it would cause Sexual Attention Deficit Disorder and other

problemns such as erectile dysfunctions or reduced time duration for erection. This position is

O2y FANNSR o0& & GLdyRRAdSAS Ra dgOKE dizlaf a5t e2aNBydzy OG A2y A& | D
Psychology Today, a respected U.S. journal. Furthermore, the persecudl activity is progressively

increasing as average age does. Therefore, if communication about sexual hedatdd issues is

not fostered, many social issues will remain unsolved (see Section 2.2.2 for further information).

Stereotypes, taboos andpr awareness are identified as the main causes of the social problem at
issue. In particular, the aforementioned study by DoxaPharma showed that people with sexual health
concerns decide to not see a specialist because feel deeply embarrassed. Pooreasagpears to

be the consequence of the stereotypes and taboos that still affect sexual sphere.

4.1.2 Scale of the problem

Several studies speak about important global trends: among sexually active people aged between 40
and 80 years, 28% of men and 39% of wameported at least one problem of sexual dysfunction

they had had in the previous year.

It is difficult to quantify the dimension of the phenomenon at European level. The main reason for
that is there is not a unified and standardized practice to meadata. Consequently, there are
differences in survey methodologies, ages surveyed, cultural and socioeconomic status.

Considering the shares identified by several authoritative studies, the number of men and women
affected by sexual dysfunction amountspapximately at 76min men and 116min women.

A recent study conducted in Italy (the first AdviSex market) argues that people affected by sexual
dysfunctions amount to about 16min. The study also specifies the number of people affected based
on pathology: Ectile Dysfunction (3 min), Premature Ejaculation (4 min), Decreased Sexual Desire in
men (1 min), Anorgasmy in women (4,5 min), Vaginismus (1 min), Desire Disorder in women (2,5
min).

There is a link between sexual heaitflated issues and age. In therBpean Male Ageing Study,
focused on men aged between 40 and 79 years of age, 30% of the men reported erectile dysfunction
and 6% severe orgasmic impairment, both of which were closely associated with ageing.

In addition, the ageing of the population, pailarly evident in Europe, is introducing a revision of
stereotypes, so the age range that covers sexual activity will expand, thanks to the support of
medical advances, e.g. in treatments for erectile dysfunction.

Consequently, the sexual health of aduis a topic that will gain even more of a crucial role in the
broader context of health policy.

However, people do not feel comfortable when talking about sex and sexual lre&dted issues. A

telephone survey of 1500 individuals in the UK amongst Bidd 3SR | yR 2f RSNJ LIJS2 LJ ¢
2yfte Hex 2F YSY YR wmT: 27 ézvéyz_rvzya GK2aS 6K
and AGOI (Associazione Giolegi Ospedalieri Italiani) and conducted by DoxaPharma shows that

90% of men who refer to be unsatisfied with their sexual sphere do not see a specialist to solve their
problems.
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The problems related to sexual health have several quality of life, soxl@@nomic consequences.

Among these, increasing sexual diseases, divorces and domestic violence rates. These consequences
Ffaz2 FFSOG yrdAazylt KSIfGK aeadsSvyaQ O2adad 5dzNA
issue has not been changingrsificantly.

The potential longerm impact of not addressing sexual health issues is generally underestimated. As
an example, UK data suggests that £1.1 billion could have been saved if HIV infections diagnosed had
been prevented. In addition, preventia@an impact substantially on welfare costs. It is estimated

that every £1 invested in contraception saves the NHS more than £12.5 in additional welfafe costs

4.1.3 Previous approaches to solving the problem

Several attempts have already been made to addressaehealth and preventiorelated issues,

but with different approaches and to different targets. The analysis of the competitors covered both
Italian and international solutions.

The parameters under which the analysis has been carried out are maingsesped by content,
target and technical variables.

Concerning contents, the main competitors are sexual health encyclopaedias or single topic
dedicated solutions for all kinds of target:

a. Benesseresessuale.it, Sex Positive: general sexual health issues;

b. ! YRNRgSodAGET aSyQa LI &SEdzat YSyQa NBf I

c. DAZARI I £ 8S584a2aA0d2NRPPAGE {¢5 GNAIFISY {¢5aQ
LyaidSIRET (GKS Y2aid Ayy20FG§A0S ' ROA{SEQa TSI (dzNB A
characteristics (age, sex, sexual orientatiddreover, most of the solutions tend to talk about

sexual problematicandcaB f I 1 SR A&4adzS&4T ! ROA{ SE LINRPOARSAE LR&
life and relationship quality by changing lifestyle patterns.

Regarding target, competing applicatioropide education and prevention tool almost exclusively for
teenagers:

d. Sex&co., Yourchoiceyourvoice.co.uk, Brook.org.uk: STDs, contraception and
pregnancy advices for teenagers.

Instead, AdviSex has an innovative market segment: adults, with specifienedeto baby boomers.

Lastly, from a technical point of view, AdviSex is the only solution providaggpiconsultations with

multiple health sexual specialists. The main competitors as Androweb.it, SexOs fertilita, Impptenza

A &G NUzZl A 2y kularig®eNgreboedZ AIINHE MI2 y A LISNJ £ Qdzad 23 LINRP A RS
exclusively with an andrologist. This Advisex feature has a double effectiveness: first, AdviSex enables
interactions with physicians of every branch of sexology, enabling a 3@@tatanding of an issue;

secondly, it helps users to overcome the shame when asking for help through a first contact via chat,

video chat or private message.

4.2 Implementation of organizational structure

4.2.1 Maturity of the project
Cotesting phase the solutionhas been prototyped and the final ¢esting of features and impacts
is starting with the collaboration of users and specialists.

4.2.2 Organizational structure
Project Manager permanent employee, has taken care of T1.1 and T1.2 for monitoring the whole
project.

" Bayer Healthcare Pharmaceuticals. Contraception atlas 2011. Bayer Healthcare Pharmaceuticals, 2011.
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Market&Marketing Managerg permanent employee, has taken care of T2.1 and T2.2 for
communication and marketing aspect of the project; of T3.1 to define micro and macro environment
and of T6.1 for validation methodology and metrics definition. Moreptegether with the Senior
Software Developer (freelancer) he has defined technical requirements (T3.2) and with Junior
Software Developer (permanent employee) is testing the product.

Creative designeg permanent employee, had in charge T3.3 for theimigbn of User Experience
and mockups.

Senior Software developeg freelancer, has taken care of T4.1 and T5.2 for the product design and
prototype development and together with Junior Software Developer and Creative Designer has
developed software congnents (T5.1).
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4.2.3 Key personnel

Valentino Moretto (Project Manager), Master Degree in Management Engineeldedhas taken

care of the project management thanks to his experience in participating and managing national and
international competitions (e.g. Horizon 2020 SME instrument, FIWARE Accelerate, etc.).-He is co
founder and member of the board of directoos§ beMINT, where he is also Head of the Research and
Innovation unit. He is involved in the creation of innovative scenarios in the areas of smart cities and
e-health and, for this reason, he is in contact with several major players in the ICT sector and
collaborates with numerous national and international PAs, in particular with the city of Lecce for the
enhancement and revitalization of the Urban District of Commerce, with the City of Milan for the
coordination of Smart City projects, and with San LearfthSA) on procurement and pre

procurement of innovative practices. He also works in a project as a coordinator of a network of 12
Italian pharmacies engaged in the internationalization process and in the transition towards the

Gt KFENXYF O& 272 ASNIRATOSHE YAIdING2Y €3> AYONBIFASR 0& ™
Mario Barile(Market and Marketing Manager), Master Degree in Marketing and Communication. He
has taken care of market analysis and marketing campaign of AdviSex thanks to his wide experience
in regional marketing and the web marketing sector at different levels. Moreover, he is taking care of
relationships with customers and suppliers, interacting especially with medical and healthcare
operators thanks to his experience in the Living Lab &dglartLab, where he performed regional
marketing activities involving and engaging relevant stakeholders-tyezte innovative projects.

He worked with UNHCR (United Nations High Commissioner for Refugees) as fundraiser, for whom
he has supported marketg operations with specific reference to fateface personal contact
marketing, including direct contracting, auditing, experiential marketing and event organization. He
also joined ENoLL (European Network of Living Labs) events, sharing knowledgectindswith

other international Living Labs. He is alseacthor of international publications in the field of smart
cities and was speaker at national events presenting an innovative concept focused on smatrt
mobility. In the field of health, he is a gearketing consultant for pharmacies. He is ef@onder of

the beMINT srl startup and works in the Research and Innovation area.

Maria Grazia RoséCreative Designer) Master Degree in Business Management. She has taken care
of the design of the solutionranslating the concept into the product thanks to her cross

competences both in science research and in creative design. She has worked for years on the
research on social, environmental and economic sustainability in Italy and abroad, both from an
academe and an entrepreneurial point of view. In the last years in Puglia@Service, a project
supervised by Dhitech scarl, focusing on social and technological innovation, she has developed and
designed innovative scenarios in the areas of smart cities a@rehéh. During this project, she has
developed PSL Methodology through her tywgar experience in managing the Living Lab
PugliaSmartLab and performed regional marketing activities involving and engaging relevant
stakeholders to careate innovative projectsShe has céounded beMINT, an innovative staup for
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the research and development of innovative and sustainable products and services supporting smart
communities, where she works in the Research and Innovation area.

Mariagrazia Rodan@Junior Software &veloper), Master Degree in Computer Science Engineering.

She has taken care of the coding of the solution in collaboration with Senior Software Developer

thanks to her wide experience in an IT consulting company and to her extensive knowledge of
technicaNB I dZA NSYSy Ga Ay KSIfGdK aSO02NJ RdzS G2 F 1 A3KS
¢SOKy2t23ASa F2NJ I SHEGK hNAIFIYATFGA2yéd {KS KIF &
and test solutions based on Oracle tools (RODOD Suite, SOAAPpiieation Integration

Architecture (AIA) for Communication®rder to Cash, Agent Assisted Billing Care, Product MDM).

After this experience, she has founded a web development agency, where she enhanced project
management skills, so she has a broaibwi of the project management and she is able to optimize

the allocation of necessary resources. In the last years in Dhitech she has been focusing on design,

testing and validation of Android e iOS apps and has been working in the fields of Open Data and

FIWARE.

Patrizia LecqfAdministration & Relation Manager), PhD in Public Administration and researcher in

public management. She has taken care of administrative and legislative health matters in

O2tt 02N GA2Y 6AGK f S3ihankstdihkraglerdldpefiencsEndamgingQ O2 y
EconomieFinancial aspects of tutorships and masters, collaborating with public bodies and carrying

2dzi I CSftf2g wSASIFNOK Ay alSIHfGK /I NB /2YLI yASa
the municiglities of Lecce and Brindisi to the creation of new citigéanted paradigms. She has

also had several experiences in the auditing field, managing financed projects and grants. She is an

expert in governance processes in the Public Sector and is awitseveral publications about
GSNNAG2NRFE LI I yyAy3 | y-Runbdd thd LiviogLab PiigliaSyidatkab inIN2 O S a 4
2013, and performed regional marketing activities involving and engaging relevant stakeholders to

co-create innovative projed, such as AdviSex. She is-doumder of the beMINT srl, innovative

startup about technological services and consulting.

Giulia AntonucciManagement and Reporting activities). Master Degree in Business Management.

In particular its work in the Advis&oject is represented by detection of events and/or meetings of
the health sector strategic for Advisex, maintaining relationships with subcontractor/partner Project
Advisex, or associations like Fiss and Dream and organizations that provide contevaduerio the
Project; she has taken care of the reporting activities of the Project, such as archiving and document
retention Project (memoranda of understanding , contracts, professional assignments, transfers,
bills, notes, etc). In 2012, she worked & ICT company based in London, where she has dealt with
BSNAFAOIGAZ2Y YR lylfeara OGABGAGASE AYSR d LN
collaboration with the IT company Alba Project LTD, on the subject of project reporting.

Furthermore, ke collaborated with a research team of the Faculty of Innovation Engineering
(University of Salento dealing) about digital technologies for education. She is one of beMINT co
founders.

Giovanni Inguscig¢Senior Software Developer), Master Degree in Infitfion Engineering and

Software Engineer. He has taken care of the coding of the solution AdviSex in collaboration with the
internal creative designer, Maria Grazia Rosa, and an esternal graphic design company, ADDA Studio
and thanks to his experience antsknowledge of technical requirements about website, mobile,
multi-channel platform, database andammmerce.

He has also developed expertise in the analysis, design, build and test solutions based on Ul and UX
frontend, backend and augmented reality.

After this experience, he has founded a web development agency, Rubik Officina Digitale. He is
Owner and Project Manager of the agency.

In 2010, he won the innovation prize SMAU Bari with the project Alba Service. Among his most
important works there are: Saa Croce Kids (an application in augmented reality working as a tour
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3dzARS F2NJ {ARa G2 GKS a.lFaAirtAaldr RA {lFydl [/ NRBOSE
display multimedia contents for kids visiting the Acquarium in Genoa); N&pgoyand visit Nardo

(an application designed to improve civic duty and social participation in citizens and tourists of the

city of Nardo); 602 YYSNIOS a2FG gl NB RS@GSt2LIVSyld FT2NJ aStiuAayQ

Team competences are completed by subcontractors' consultinigct, AdviSex team is building up
a strong relationship network, including relevant actors such as Italian Federation of Scientific
Sexology (FISS) and Dream laboratory. (See Section 1.4 for further information)

4.2.4 Partnerships, cooperations, and networks

| ROA{ SEQ&a ARSI KlIa 0SSy @It ARFGSR GKNRIzAK [ A DAY T
relevant stakeholders, particularly medical specialists, experts in mobile health legislation and

potential users, have been involved for the definition loé¢ fproduct.

As a result, AdviSex team is building up a strong relationship network.

- At the time of the proposal, a strong collaboration, confirmed by a memorandum of
understanding and corroborated by a subcontract under Chest funding, has been set with
DREAMLaboratory for enealth legislation consulting. DREAMaboratory of
Interdisciplinary Research applied to Medicine the result of a collaboration of the most
important public Institutions in Lecce, University of Salento and ASL / LE, and aims to
improve efficiency and the quality of health care services through the transfer of skills,
technologies, knovhow from the world of research to which of health system. In particular,
this collaboration is strategic in mitigating risks concerning uncegtamthe regulatory and
legislative standards and to confirm solution quality from legislative perspectives to users
and stakeholders. For this reason, periodic meetings with health legislation pool will take
place in order to resolve conflicts and suppdecision sharing.

The team has planned the activities under the partnership for the duration of the contract as follow:

1. Screening of the functional analysis of the project aims to highlight the legal and privacy
aspects;

2. Consulting on the design of thegject and its specifications in relation to the Regulation
standards;

Tiling developer for the translation of legal compliance in specific technical components;

4. Drafting of documents relating to the legal policies, privacy and data management.

- At the time of the proposal, a collaboration, confirmed by a letter of support, has been set
with Associazione Italiana Andrologi§SAL ASSAI was founded in 2012 to stimulate growth
in scientific, cultural and social matters of Andrology. This collaboratioraiegic because
ASSAI has members in each specialization of sexology (andrologists, gynaecologists,
urologists, dermatologists and psychologists) interested in the collaboration with Advisex
team both for the content integration and customization and fioe interaction with users
to increase their patients network.

To increase the visibility of AdviSex it is essential to promote the solution through the network of
partnerships with trade associations; for this reason, after the proposal submissionalaocation

with Federazione Italiana Sessuologia Scientifit@¥has been developed to expand the number of
specialists and specializations and to confirm solution quality from medical perspectives.

In particular, a memorandum of understanding, corrodted by a subcontract under Chest funding,
has planned the activities under the partnership for the duration of the contract:

1. Using reciprocal logos for promotion and institutional events;
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sexual matters. According with specialists, the personalization will follow three main

classe®f customization:

- Gender- Male, Female, FtM, MtF;
- Age- initially three age groups (184, 3550, 50+);
- Sexual orientation homosexual, heterosexual, bisexual.

At the moment, several efforts are being carried out to set collaboration with inteynat
pharmaceutical companies, aiming to increase the visibility of the solution and to have a widespread
distribution of the service to final users.

Meanwhile, AdviSex has obtained the official certification as Medical Device (Class I) at National level
and according to European Directive to prove its authoritative reference about health related issues.

Next steps concern the possibility to establish partnerships or collaborations with National and Local
Health System, medical associations, healthcarepaomies and research centres in foreign countries
to build up an international network and to scale the solution at EU level.

4.3 Implementation of the solution approach

4.3.1 Solution approach

In the aforementioned study conducted by DoxaPharma, it is reportetittieafavorite way to access
information to solve doubts about sexual health is the Internet among those who are unsatisfied
about their sexual life and do not see a doctor (the 90% of cases).

The most plausible reason for that is the Web allows acceg#imignation in a private, instant and

direct way. However, information available on the Web can be no reliable, poorly distinguished and
not targeted to user need. AdviSex aims at joining the market of web applications as a distinguished
and complete resonce supporting sexual health and prevention and enabling users to overcome
shame during the doctepatient first contact. It is a webesponsive application, which will be
developed on two main levels:

1 Prevention and quality of lifeauthoritative informaion, customized according to gender,
age and orientation, are provided in collaboration with all the major figures specialized in
sexual health (andrologists, gynaecologists, dermatologists, psychologists, and urologists) to
whom a specific section of tHeudget is dedicated. In addition, users will use tests validated
scientifically to assess if it is appropriate to contact a specialist;

9 Care support, the possibility to establish a direct contact between users and sexologists
through chat, video chat anfile exchange is provided.

Transversely at the two levels and two targets (users and doctors), AdviSex provides:
1 feedback system to measure the effectiveness of the features;

1 the possibility to share contents, in order to encourage the creation of ¢méeknowledge
and experiences.

AdviSex concept was created through Living Lab approach. Through LL methodology, relevant
stakeholders, particularly medical specialists, experts in mobile health legislation and potential users,
have been involved (in progss) since the design phase of the idea, so that the final product would

be the most possible in line with the actual needs of these.
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In the mediumlong term, AdviSex aims to represent an authoritative, secure and interactive point of
reference on sexualdalth in the universe of Internet. The value added of the service is highlighted
as follows:

1 Access to customized contents;

1 Possibility to contact a doctor at lower costs than féadace consultations,
enabling the

1 user to assess if a certain qualificatiis the most suitable to solve a specific issue

1 Access to authoritative resources on sexual health in a private way

Specialists have the possibility to increase their network of patients. Furthermore, they will be able
to get in touch with each other, iorder to increase collaboration and visibility and improve user
support.

During the development of the ecreation process, the solution evolved according the needs
highlighted by users and specialists. In particular:

1 The best suitable channel for the djgation was identified in web rather mobile, which was
defined by users as more discreete than a mobile app

9 In addition to customized contents depending on user age, gender and sexual orientation,
specialists included the possibility to deliver customizagges'gjons aldo based on gender
ARSY(GAGeL 6KAOK A& 2ySQa SELISNASYOS 2F 2ySQa

However, the objectives of our innovation project remained the same.

4.3.2 Target groups
The most important target group is the-salled baby boomers (bb) that is algple born in the

Sixties. All bb will be retired between 2010 and 2030 (in Italy, the population segment is 15%; in

Europe the share is similar): this demographic tsunami will produce interesting and unprecedented
longiterm implications on the financiadO2 y2 YA O YIF N} SG® Ly LI NI A Odz | NE
the demand for wellbeing, healthcare services, and services to manage free time. According to a

survey by MainStay Investments, 84% of bb consider Internet and Intbasetd services an

unescapale need. As aforementioned, that the increase of the average age coincides with the wish

to extend the period of sexual activity. That also implies new issues to be faced. Epidemiological data
review resulting from surveys conducted on sexually activeplee@iewis et al., 2004) shows that

about 40% of adult women and 30% of adult men experienced a sexual dysfunction for at least one

time.

The second target group regards the specialists in the health sectors related to sexual health
(andrologists, psychotjists, urologists, gynaecologists, etc.). AdviSex can represent to them the
possibility to come in contact with users which are harder to engage given taboos, stereotypes and
the confidentiality of the issue. In particular, this opportunity could be esgoraluable for

youngest specialists, who need to increase their patient network.

As an example, sexologists in Italy amount at about 1500 professionals. The demand for sexology
consultations increased by 15% in the last five years, as well as the omsapdisturbs did. As an
example, male sexual desire disorder grew by 40% while vaginismus by 25.

A target group which may be indirectly interested in the solution are public institutions, in particular
national and local healthcare systems. AdviSexhease a strong impact not only on sexual issues

but also on life quality and tenor of every user. A lacking sexual harmony in a couple or, worse,
arising sexual dysfunctions provokes consequences not only at domestic but also economic level,
with increasingsexual diseases, divorce and domestic violence rates. This has consequences also on
social and economic costs weighing on national health systems. As regards impacts, WHO points out
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that health costs due to lack of prevention and information are growivigh regards to sexually
transmitted diseases, WHO estimates a 340 billion dollars annual bearing on national health systems,
with a growing trend (Epicentro, 2013).

4.3.3 Activities and work performed

Work Package Numbed:

Coordination Management & Qualiyssurance

Actual Starting monthiMonth 1
Predicted / Actual End monthMonth 8

Work Package Obijectives:
The main activities of WP1 are:
- Coordination and monitoring project technical and financial activities

- Definition of the quality plan

Description ofwork this period:
Main achievements:

Structuring of the project plan and the project quality plan. In particular, it has been set follo
activities and documents: business case, project requirements, scope statement, work brea
structure, organizabn breakdown structure, human resource management plan, estimate

activity resources, project budget distribution, project communication plan, quality and risk g
(as possible).

Detailed description of work performed to reach the achievements listed abo

The work started from the design proposal trying to plan and estimate at M1 human resourg
financial, material and intangible assets to be used throughout the duration of the project. It
also made since M1 a plan of risks and the quality of tlegept in line with certain design

standards to be respected. The monitoring and coordination of the project with the manage
of deviations from the planning and minimization of project risks was performed.

Summarise any problems you have encounteread how they have been overcome

v oA LA = s

b2 LI NGAOdz I NJ LINPot SY (G2 RSGSOG 2NJ NBLR NI

Description of planned activity for next reporting period

WP1 activities finished during the last reporting period.

Work Package Number2

Corporate branding, communication and marketing

Actual Starting month Month 1
Predicted / Actual End monthMonth 8
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Work Package Objectives:
Consistent with AdviSex project plan, this WP aims at:
- creating a credible brand for AdviSex service
- defining a narketing plan to be coherent with the brand

- define a communication and dissemination plan

Description of work this period:
Main achievements:

- Global competitive scenario definition

- AdviSex competitive positioning and Unique Selling Proposition definition
- User targets definition (at national level)

- Partnership definition and collaboration start

- Business and revenue model and price strategy definition

- Marketing materials definition

- Conversion strategy definition

- Financial projections

- Launch plan

- Distributionplan

Detailed description of work performed to reach the achievements listed above:

A benchmark level was conducted at national and international level in order to identify the
solutions supporting sexual health. AdviSex Unique Selling Propo&it®#) (vas designed
through a bottomup logic enabled by Living Lab methodology. User target was identified as;
Gender¢ Male/Female/FtM/MtF; Age, 18-65; Interested in wellbeing and prevention; Minimuri
level of educatiorg High School; Ability to search thiéeb and purchase online In search of
information or solutions regarding specific issues related to sexual health

A study of AdviSex potential network was performed in order to ensure the success of the
initiative. The collaboration with two stakeholderasvconcluded and produced the expected
outputs.

AdviSex business model was identified as a rsidéd platform. Regarding the revenue model,
Pay per use model will be adopted. The pricing strategy adopted during the launch stage wi
oriented to an &ective penetration of the market, trying to engage as much users as possibl
AdviSex marketing activities mainly will be online. However, as shown above, it is expected
intercept users and potential partners also offline. Therefore, even marketinigriaks were
divided into online and offline materials.

AdviSex conversion strategy is based on reliability and security. Four main conversion strat
areas were identified are: AwarenedsEngagemenfy Purchased Community

Financial projections were a@ved by estimating:
- the objective market share compared to service potential users

- user acquisition costs depending on the channels expected to be used and the degr
awareness regarding the service among the target market

- revenue structure in the fat three years from the launch (premium features for
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Customized Suggestions will not be included)

The launch plan focuses on both online and offline communication channels. Online

communication includes a blog (supported by a Search Engine Optimizatoeg$)r email
marketing, online advertising and social networking. Regarding offline communication, even
2FFEAYS YIAFTAYSa FyYyR ISYSNIf LINI OQUAGAZ2YS
strategy.

The distribution plan divides depending the two service targets, final users and specialists.
Final users will be mainly reach through online social networking resources and magazines
online and offline); specialists, in addition to the tools used for final users, will be engaged b
partnering with specialist associations at national level.

Summarise any problems you have encountered, and how they have been overcome

No relevant problems were experienced during this reporting period

Description of planned activity for next reporting pard

WP2 activities finished during the last reporting period.

Work Package Number3

Analysis and requirement specifications

Actual Starting month Month 1
Predicted / Actual End month Month 2

Work Package Objectives:
The main objectives of WP3eathe following:
- Definition of reference micro and macro environment
- Definition of system requirements and technological state of the art

- Definition of User Experience and maagh

Description of work this period:
Main achievements:

The main achieveme&t NBf I GAy3 6A0GK 2to FINB Fy a! as

illustrate the terms of reference for the design, development and realization of the technical
O02YLRYSyid 2F G(GKS a2Fids6l NBZ |y a! aSNJ 9ELISH
the product in order to obtain a result as close as possible to the users expectations, a guid
to design the prototype.

Detailed description of work performed to reach the achievements listed above:

The URD and UXD processes of AdviSex are the sésultappropriate analysis activity, based
Living Lab sessions with users along themaation process:

- F2N GKS | w5 LINROS|aMyEI RIAENR-&f&afion frdBes s} Kitea 2
has involved users (final users and specialists of sexadth) and collaborators (software
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developer and legal consultant) in the development of the product; in particular, the team hg
conducted aJsability Context Analysie elidt the user and SW/technological requirements;

- for the UXD design the entire process was carried out in collaboration with users duf
0 KS-06@Z Ay 3T LIK-tréath praeess thirdugh sdd@apid PrototypingThis method is
new compared to the recent past, during which the design wastmpn, thinking primarily to
technological characteristics rather than to usability. The UXD offers a completely different
approachin which people become the protagonists of the project.

Summarise any problems you have encountered, and how they have been overcome

No relevant problems have affected these activities.

Description of planned activity for next reporting period

WP3 actitties finished during the first reporting period.

Work Package Number4

Concept Development and prototype design

Actual Starting month Month 2
Predicted / Actual End monthMonth 3

Work Package Objectives:
The main objectives of WP4 are the follogi
- SW components and architecture design

- Content Development

Description of work this period:
Main achievements:

Regarding the design of the software components, the prototype design of Advisex has bee
developed starting from the result achieved iretiWP3: system requirements, software
architecture and software components were defined.

Regarding the content development, the sexual specialists provided the following contents:

- LISNA2RAO at2aiGé | o2dzi &SEdz A& &F522N All
name will be highlighted, on request;

- dt SNER2YIEAT SR ' ROAOS&E FTAYSR i &dGAYdz
matters. According with specialists, the personalization will follow three main classes
customization:

- Gender- Male,Female, FtM, MtF;

- Age-initially three age groups (184, 3550, 50+);

- Sexual orientation homosexual, heterosexual, bisexual.

Detailed description of work performed to reach the achievements listed above:
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In the WP3 it was designed the meuf of thesolution, and carried out the user experience
process; thanks to this two steps, in the WP4 the entire prototype was designed. During-this
design process, we have finalized the design of the solution in order to start with the
development phase.

Regardhg the content development, partnerships with associations of sexual health professi
and consultants of information security in the medical field have been established.

Moreover, the editorial line of the contents has been defined involving thee@ctiaboration of
both parties in order to determine a standard of content as much as possible harmonious ar
responsive to the target.

Summarise any problems you have encountered, and how they have been overcome

No relevant problems have affected thesetivities.

Description of planned activity for next reporting period

WP4 activities finished during the first reporting period.

Work Package NumbeB

Prototype Development

Actual Starting monthiMonth 3
Predicted / Actual End monthMonth 8

Work Package Obijectives:
This work package has been divided into two main activities:
- Software Components Development

- Integration and Prototype Release

Description of work this period:
Main achievements:

Currently the development of the solution is completéd. features designed during WP3 and
WP4 activities were developed.

In addition, some features have been added because they have been found useful to the pr,
Detailed description of work performed to reach the achievements listed above:

The work was dided in different stages with intermediate releases. The activity started with
configuration of the development environment, domain, web servers and DBMS. During the
phase of development, one of the first features implemented was the-pegeer video chat.
The video chat starts with a simple exchange of contact information (handshake) made thro
the signalling server on "Node js". In subsequent phases, it has continued with the developr
of the frontend and with some features of the backkhn the last phase we have refined some
features and added new.
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Summarise any problems you have encountered, and how they have been overcome

A major problem encountered is the implementation of the video chat. Among the various
technologies for the re@ation of video chat service, WebRTC, one of the most popular
technologies, was chosen. During the implementation we realized that not all browsers supy
this technology (only Google Chrome, Mozilla Firefox, Opera and Chrome for Android 5.0+
Forthis reason, it was necessary to use a-Bwfalling free plugin developed by TemaSys to
support extended functionality in Internet Explorer and Safari browsers. The plugin is requir
only in case of use with these two browsers.

Description of plannedactivity for next reporting period

WPS5 activities finished during the last reporting period.

Work Package Numbera
Validation and Testing

Actual Starting monthiMonth 3
Predicted / Actual End monthMonth 8

Work Package Objectives:
The main objecdtves of WP6 are the following:
- Definition of the validation methodology and related metrics

- Test and Evaluation

Description of work this period:
Main achievements:

A prototype test involving 48 potential users of the solution (32 final users and 16 kgistiavas
conducted to assess if the solution features were usable by the target. Test results shown h
values than expectation in most cases. Validation methodologies and metrics enabling socig
impact measurement of AdviSex service were defined.

Detailed description of work performed to reach the achievements listed above:

In order to define significant methodologies and metrics, it was necessary to start from the
analysis of Advisex user target, the customer problem, the idea to solve the prablgtne
product to offer the solution.

Several KPIs were identified starting from that and have been useful to measure usability d
the cotesting phase involving target groups.

From the same starting point, it has been possible to identify se¥dtH, useful to measure
social impact after the launch of the solution on the market.

Summarise any problems you have encountered, and how they have been overcome

No relevant problems have affected these activities.
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Description of planned activity for ne reporting period

WP6 activities finished during the last reporting period.

Project Management And Dissemination

Summarise any management concerns and activities to recover the situation.

Team structured in order to closely monitor resource anddmt consumption and take corrective
actions if necessary. Conservative evaluation of each WP and LL approach allowed to avoid i
problem or delay.

Detail any publications, publicity or other dissemination activity.

Advisex business model needs a hagenber of users to be sustainable and a strong reliability
related to the use of data and the diffusion of health information. For these reasons the most |
of the dissemination activity was performed in order to create a strong network of users and
adknowledged health organizations around the platform.

The 10th of November 2015 the project manager and the marketing manager of Advisex had
meeting with the multichannel marketing director of Pfizer in its headquarter in Rome in order
validate the moel and keep suggestions about the prototyping activity and about the future lal
of the product.

For the same reason the 22nd of December 2015 Advisex marketing manager had a brainst
with Abbvie in Rome.

On the 11th and 12th February 2016, be MMMT be participating in the BIAT (Innovation and Hig
Technology Lab) 2016 at the New Pavilidviodule no. 4 of the Fiera del Levante in Bari. The air
was to meet players from investment and finance sectors from all over the world.

The 8th of March Adsex marketing manager had a meeting in Siams (Societa Italiana di Andr
e di Medicina della Sessualita, an organization involved into Sexual Medicine activities and re
in order to validate the concept and create a partnership to reach usetspecialists.

The 18th of March 2016 Advisex marketing manager and beMINT chairperson had a second
meeting with a global panel of directors in Pfizer headquarter through a conference call, with {
aim to evaluate the possibility to have support for theesialists network creation.

In May 2016, beMINT team built an important partnership with eHealthNet Consortium establi
in Naples; eHealthNet is a consortium composed by private and public partners aiming to cre:
innovative and integrated solutionsifregional health services. Its main lines of intervention
concern technologies for interoperable, pervasive, sustainable and preventive eHealth. Thank
this, Advisex team and project were introduced to recognized companies and organizations s
Mediamobile Italia S.p.a., Engineering S.p.a., Energent S.p.a. and CNR (Consiglio Nazionale
Ricerche).

The 25th of May the Advisex creative designer had a speech in Rome for Myllennium award ¢
in order to show to Myllennium commission, participguand partners the prototype developed
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and collect further suggestions.

The 7 of July, beMINT team presented the project AdviSex to the attention of business angel
other investors during the Technology Biz event. Technology Biz is the most intportan
multidisciplinary initiative on technology and innovation in Southern lItaly. It gathers a network
ideas, people and initiatives supporting the culture of innovation and aims to partner with
institutions with a global market focus.

Most of these actities have been shared on beMINT social networking channels.

4.3.4

Sustainability of the solution

The first step to be done after the CHEST funding period will be to foster and increase the network,
which is partially built up. In particular, it will be necagsto:

T

T

T

Increase the collaboration with professionals and associations from sexual health sector to
provide AdviSex with more and more varied competences;

Build up a relationship with both the National and local healthcare systems and with
certifying orgaizations to provide AdviSex with a quality brand (medical device disposal,
etc.);

Stabilize and strengthen the partnerships with research and specialized centres to increase
guality and compliance of data and privacy management of the solution. Thigwill b
important also for scaling up the service at international level,

Determine the possible scalability of the solution with Internet of Things / wearable devices

GKFG OFy YI1S ' ROAASEQa O2yOSLIi Y2NB AyidSNBai
Another important steptobéi I {1 Sy FT2NJ ! RGA&aSEQa G4SIY gAtt o8
further funding for the final market launch after the CHEST funding period. In particular, some
business development activities are already undertaken and others are in the processediiling:

Contacts with a big player in the pharmaceuticals sector are underway. The interactions

G2

0SG6SSy | ROAASEQA o0dzaAyS&a FyR LIKEFNYIFOSdziAOFf

outcome. The Advisex team is also exploring contacts with other phaurtiaal companies
potentially interested in the solution and in its business.

| ROAASEQE (SIY A& oNAyYy3IAYy3I (GKS LINR2SOG 2
and specific acceleration programs in the second half of 2016. These optiobe will

evaluated especially at European level.

Advisex Team is considering to apply to specific European calls expanding the solution both
from a technically and a business point of view. It is also including ad hoc partnerships to
increase competitiveness tfe solution.

A first 3years AdviSex business plan was created supposing to activate three revenue areas:

T

Revenues from fees applied (in the order of 20%) to any consultation delivered from the
specialists via the service;

Revenues from a freemium area @@ user will access to extra customized contents;

Revenues from selling/booking complementary products/services (diagnostic services,
therapies, etc.) delivered through the solution.

A 2 4 A x

cx
A
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LygSaadySyida F2N Fo2dzi epnndnnn FNB SELISOGSR RdzNA
period in the areas: Personnel, Marketing & Networking, Platform management and maintenance,
market analysis and feasibility studies.
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Revenues in the businedampwill grow during the three years from the launch with a peak of

nnnodnnne |

GKS SyR 27

iKS

aS02yR

€SN I yR

percentage of revenue due to consulting price, representing a cost for the companyyebatse

imply a net loss in the first two years, but profits and positive cash flows at the end of the third year.

4.3.5 Risks
Description Impact Probability of risks Mitigate Actions
Delays and Slowdown of final Medium Use of alternative formg

bureaucratic obstacles|
in the project reporting
phase with comacting
consortium

project release with
loss of
competitiveness

of credit. Acceleration
final closure of the
project

Health services and
mobile health market
growing exponentially

Market saturation and
very high competition

Medium

Sexual health segment
poorly explored.
Partnerships and
stakeholders very
interested to promote
Advisex solution

Protection and security poor reliability Medium | ROAASEQ& |
health data collaborate with expert
pool in mobile lealth
legislation and in
particular "data
minimization", "data
protection by design
and default”
User security and Poor user perception | Medium | ROAASEQa&a {
transparency looking at different
information solutions to certify
guality and content of
the solution
Interoperability Low market Medium The model and
solution with other competitiveness architecture of solution
systems and devices designed to
interoperate with other
systems
Digital divide and Groups of users Low Number of mobile
digital illiteracy excluded fronthe devices constantly
solution growing
Liabilities of solution | Civil and criminal Medium Certification and
liabilities for prescription of the
manufacturer solution
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4.3.6 User-based evaluation of the concept

An impactful Digital Saali Innovation requires the involvement of stakeholders since the beginning

of a project. For this reason, AdviSex team has developed the PSL methodologyéateo

innovative solutions with citizens, companies and public administrations throughout tire @ea

fATS O2 Of 9K AFRNPAY IeKEh 24 R/ S ¢ @O FINRYYT 0 KiSE adioe$ 3 & © 2

Ly LJ NIAQGUS &Ny Ak SLIGICRS Aa |y | OGAGAGE LISNF2N)¥SR
to test the product performances and imprits functionalities. Currently, AdviSex team is

conducting the prototype evaluation through sorRapid Prototypingessions with final users;

consists in the followingtaps:

a. ARSYGATeAya GKS GFNBSGa 2F GKS LINRBRAOG |y

b. stimulating the testing of the main functionalities of the prototype;

c. improving the usability of the product according with user experiences.
a. identifying the targets of the productaR NXf I G Ay 3 G LISNER2Y | &a¢T

AdviSex users have been splitted into three specificic targets and, on the basis of their different

OKI N} OGSNRaiGAOa 63SYRSNE | 385 &SEdzaf 2NASydl GAZY
the target audience that highlig demographics, behaviors, needs and motivations through the

creation of a fictional character) have been built; thus, for theesiing of the prototype some

people with the corresponding characteristics have been involved:

Dimensions Indicators Variables Number
Online User involvement in| Target groups involved in @®sign process: 3
Community prototype o . < a e

Building evaluation dinalusere Y dzaSNaR f221Ay3 | Fi

éspecialist§ Y &SEdz f KSIFf GK &LIS

éweb content managet Y  N&bk fdugidating service
and contents;

Users involved in edesign process: 8
dfinaluserg Y n

- Carlotta, 25 years old, heterosexual, curious about sex
trends,

- Veronica, 35 years old, bisexual, shwred to the
prevention,

- Matteo, 45 years old, tmosexual, dissatisfied with his
sexual activity,

- Filippo, 60 years old, heterosexual, worried about his
sexual health,

¢specialist§ Y o

- Giorgio, 30 years old, andrologist and urologist, he has
just opened his studio and wants to enlarge his patients
network,

- Anna, 45 years old, gynaecologist, she wants to work
partially at home and gain extra revenue,

- Edoardo, 55 years old, Psycosexologist, he wants to
spread his research and increase hidiae visibility.

aweb content managet Y ™

- Roberta, 28ears old, blogger;
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Ratio between men and women involved: 50%

Ratio between young, adult and old people involved: 33%

dinalusere Y 2y S LISNJ SI OK -34Rs36 S
44; 4554; 55+)

Gspecialist§ Y 2y S LISNJ SI OK -M0341-S

50; 51+)
b. stimulating the testing of the main functionalities of the prototype
To assess the usability of the web application some tests of the prototype have been done with
dzA SNAE X ( gaeRestiAgK i KSK YA [ dzSY | tadesptii NibrahtionsyuatireNdzY S v (
2T I 6S0aA0S GKNRJIAK GKS dzaloAfAGe 2F araidsSqQa Y2C

Firstly, some task of searching for particular contents have been asked to each participant. Starting
with those of the first lgel and proceeding to the more interior, in case of failure, it has be given the
opportunity to go back and try again.

Each session has been conducted face to face with the presence of a moderator.

For each task, the search path and the success or faifuesearch have been registered.
The results of the tree testing for the main functionalities of Advisex are the following:
b.1 Registration(for all targets: 8 participants)

0 62,5% participants (under 50) has successfully registered on the platform fatsthe
attempt assessing the usability of the search path;

0 37,5% participants (over 50) has registered on the platform in two or three attempts
because some fields of the registration form were not completely clear;

b.2 Prediagnosistest® F2 NJ G F A Y i KIEBINA OA LI yiao

0 75% participants (over 30) has successfully done the test at the first attempt,
declaring the usefulness of the questions;

0 25% participants (under 30) has successfully done the test but some terms were not
completely clear;

b.3 Specialit consultation viavideochad F2 NJ ¢ FAY Il f dzaASNEEé YR GaLISOAL

o0 57,1% participants (final users and specialist under 40) has successfully done the
consultation at the first attempt;

0 28,6% participants (final users over 40) has sufadsslone the consultation at the
daS02yR 2NJ GKANR [GOSYLIWG 0SOldasS G4KS& KI @S
need a prebooking;

o MnXo: LI NIAOALN yiGa 60alISOALIEA&l 288N pnid K
alert highlighted the starting button

C. improving the usability of the product according with user experiences.

At this point of the analysis it has been easy to identify any structural problems, just observing the
search path of users to end each task: the actions sequences reflectrtéeial models and it has
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been easy to make improvements of the entire structure. In particular, the activities consisted in
modifying mockups according with the results of the tree testing.

c.1 Registration

To improve the usability of the 37,5% partiipgs who has successfully registered on the platform in
two or three attempts because some fields of the registration form were not completely clear:

0 the registration form describes the requirements of the password,

Password*

Conferma Password

o the system of verification reportny errors returning all incorrect fields in a unique
form.

Inserisc il codice di verifica visualizzato...
JLXL6

jlxLé

" privacy policy

# Voglioessere informato su Sesso e Sapere

c.2 Prediagnosis tests

To solve the problem of the 25% participants who has successfully done the test but has found some
terms were not completely clear:

0 explanatory contents in relation tdifferent definitions have been included;
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da permettere la penetrazione?

™o P tentato ol aver rapport sESEUE

(Juas] MG G 5ampre
La maggior parts dedbe vatta |malto pl0 della menadal o wolbs]
Uualche voita jolnca lameth della walte]

Pocre volts (Mako mena dalla meta cale vottal

Guasl malo ma

@ eranc tal

o preliminary information about the tests have been collocated at the beginning of the

page.

Test della Funzione Erettile

n Mellz ultime quattro scttimane quanda ha avute delle erezioni in scpuito a stimolazione sessuale. guanto spesso queste crano tal

da permellers b penelrasione?

c.3 Specialist consultation via video chat

0 To solve the problem of 28,6% participants who has successfully ene t

O2yadg GFrdrazy d @

KS aS02yR 2NJ iKANR

chat and video chat need a pbmoking, preliminary information about the service

have been collocated at the beginning

0 To solve the problem of 14,3% p@th LI Yy G4 6K2 Kl ayQi

680FdasS y2 Ff SN
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