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COMMIT/ 

PHYSICAL, MENTAL AND SOCIAL WELL BEING 

Scope: monitoring sensor-data for wellness. 
ICT – challenge: mixed data computation on mobiles 
Result: physical & mental coaching for wellness. 
 
Partners: Infosys, Sense,  

 UTwente, VU/Human motion, VU/Computing, HvA 
 



 

The differentiation strategy is mainly geared towards high-end customers with the potential for a 
varied and extensive product portfolio. Innovation takes place within organizations themselves in 
accordance with the strategy that they choose. Hamel and Prahalad (1990) [14] give more of a central 
role to the key competences and the activities of the company. Companies stand out by focusing on 
their core competences and using them as a basis to enter new markets. The associated organizational 
structure is completely geared towards streamlining technology, resources and processes in 
accordance with these core competences. Core competences are kept Jin houseK, while others are 
outsourced. This poses a potential danger: companies can become less flexible, while todayKs core 
competences will not necessarily be the same as tomorrowKs. Strong streamlining leaves companies 
almost unable to work internally on new business that deviates from the familiar path. 

ChesbroughKs introduction of the term Jopen innovationK [7] placed the innovative capacity of 
companies central and was based on the principle that large companies no longer have a monopoly on 
R&D funding and knowledge.  

 

Figure 2: Chesbrough’s model of open innovation 

Open innovation suggests a JreconsiderationK of the internal innovation process, distinguishing itself 
by its specific focus on bringing in and passing on knowledge and technology. Often this is illustrated 
by adding holes and the associated flows of knowledge and money to the familiar innovation funnel 
diagram (see Figure 2). In ChesbroughKs work, the business model of the JparentK company and the 
business model for a new technology/service are central. Added value is sought in increasing the 
efficiency of the internal innovation process by becoming aware of your environment. Insufficient light 
is cast on the innovation process itself and the collaboration with partners during innovation. 
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consumers, play a role. Service innovation is about co-creation, i.e. users providing feedback with 
regard to existing services and suggesting alternatives, or even developing their own services or 
content. Intensified interaction with customers will improve the effectiveness of service innovation. 
The major issue is how to move from personalized services to asset-based services, i.e. services that are 
reusable and scalable, and that allow for replicative use. However, technology-based services may 
cause companies to lose touch with customers, which mean they lose an important source of 
information for service innovation (Matthing et al., 2006) [31]. 

The rise of the user in participating in the innovation process and acting as innovators changed 
drastically over the last decade from consumer role to the innovator role. 

 
Figure 5: The Rise of the User (Source: IPTS, Jean Claude Burgelman, EC 2007) 

Because services involve a considerable amount of human activity, they rarely adhere to a predefined 
process. Services are perceived as the outcome of a process (the service product) as well as the process 
itself. Generally speaking, products contain elements of both goods and services in varying degrees. 
The term (total) offering, or total/integrated customer solution, is used to emphasize the fact that a 
mix of goods and services is required to satisfy the want or need of a customer, for example, a copying 
machine with a service contract. 

In his work The Wealth of Networks, Benkler (2006) [32] describes a fundamental change in how 
people in modern economies think and act. Communication and making something meaningful of 
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C. Findings and recommendations on wealth generation 

The definition of wealth generation is undergoing a revision. In the corporate thinking of many of the 
case study participants, it is no longer share-holders profit only, but a mix of client satisfaction, 
employee satisfaction and share holders satisfaction. 

Finding: wealth generation relates to client, employee and shareholder satisfaction in equal terms. In 
fact, this means a further raise of the role of the individual, because in the end, client, employee and 
shareholder all refer to the same individual, albeit in different roles. Our society is becoming aware of 
the role the individual is playing in the wellbeing of everything around us. The consequence of this 
trend is that we also have to reverse thinking about the innovation cycle. We have to start at the 
individual and focus on what is adding the most value to that individual. This thinking is described as 
reversing the innovation  pyramid.  

 

Figure 10: Innovation ecosystem: traditional and new open innovation model 

In the reversed innovation pyramid, we have to find a new understanding of share-of-profit. 

� What makes people contribute? Why would they do that? 

� How is added value capitalized into wealth and the benefits shared over all contributors? 

Wealth generation for the market The innovation (in product, service, or delivery) must raise 
and create value for the market, while simultaneously reducing or eliminating features or services that 
are less valued by the current or future market (Figure 11). The` buyer value ` is in opportunities for 
services never offered to customers before, so called simultaneous pursuit of differentiation and low 
cost and the combination tries to highlight the sweet spot in the middle. We extend that to stay 
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Doc	
  Searls:	
  The	
  inten5on	
  Economy	
  
While	
  marketers	
  look	
  for	
  more	
  ways	
  to	
  get	
  
personal	
  with	
  customers,	
  including	
  new	
  tricks	
  
with	
  “big	
  data,”	
  customers	
  are	
  about	
  to	
  get	
  
personal	
  in	
  their	
  own	
  ways,	
  with	
  their	
  own	
  
tools.	
  Soon	
  consumers	
  will	
  be	
  able	
  to:	
  

•  Control	
  the	
  flow	
  and	
  use	
  of	
  personal	
  data	
  
•  Build	
  their	
  own	
  loyalty	
  programs	
  
•  Dictate	
  their	
  own	
  terms	
  of	
  service	
  
•  Tell	
  whole	
  markets	
  what	
  they	
  want,	
  how	
  

they	
  want	
  it,	
  where	
  and	
  when	
  they	
  should	
  
be	
  able	
  to	
  get	
  it,	
  and	
  how	
  much	
  it	
  should	
  
cost	
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Greater	
  Good:	
  	
  
science	
  of	
  a	
  meaningfull	
  life 	
  	
  

•  Dacher	
  Keltner	
  –	
  onderzoeks	
  de	
  grenzen	
  van	
  
Homo	
  Economicus	
  en	
  kijkt	
  naar	
  wat	
  
neuroeconomists	
  zoals	
  Paul	
  Zak	
  hiervan	
  
vinden	
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Oxytocin and Trust 

Oxytocin and Trust

0

10

20

30

40

50

60

Oxytocin Control

%
 W

ho
 G

iv
e 

Aw
ay

 M
ax

im
um



GAMING	
  

• Credits	
  
• Levels	
  
• Queste	
  
• Neutrale	
  karakters	
  
• Eigen	
  story-­‐telling	
  



Social	
  Benefit	
  Storytelling	
  

•  Conspiracy	
  For	
  Good	
  is	
  a	
  fic5onal	
  organisa5on	
  that	
  is	
  part	
  of	
  an	
  
"augmented	
  reality	
  drama"	
  game	
  developed	
  by	
  Heroes	
  creator	
  Tim	
  Kring,	
  
funded	
  and	
  technologically-­‐enabled	
  by	
  Nokia	
  and	
  realised	
  by	
  The	
  
company	
  P,	
  and	
  over	
  100	
  people	
  in	
  produc5on	
  teams	
  in	
  five	
  different	
  
countries	
  

•  In	
  2010,	
  London	
  witnessed	
  the	
  launch	
  of	
  the	
  Conspiracy	
  For	
  Good,	
  a	
  
radical	
  new	
  form	
  of	
  entertainment	
  called	
  "Social	
  Benefit	
  Storytelling,"	
  
which	
  allowed	
  for	
  people	
  to	
  par5cipate	
  inside	
  a	
  fic5onal	
  story...	
  to	
  do	
  real	
  
good	
  in	
  the	
  real	
  world.	
  

•  The	
  pilot	
  spanned	
  the	
  globe	
  and	
  culminated	
  with	
  4	
  weeks	
  of	
  live	
  events	
  
and	
  gameplay	
  in	
  London	
  streets.	
  

•  As	
  a	
  result,	
  the	
  Conspiracy	
  For	
  Good	
  succeeded	
  in	
  building/stocking	
  5	
  
libraries	
  in	
  Africa,	
  funding	
  50	
  scholarships	
  for	
  schoolgirls	
  and	
  genera5ng	
  
over	
  10,000	
  books	
  for	
  the	
  Zambian	
  libraries	
  through	
  WeGiveBooks.org.	
  [2]	
  

•  On	
  February	
  22,	
  2011	
  the	
  Conspiracy	
  For	
  Good	
  was	
  nominated	
  for	
  an	
  
Interna5onal	
  Digital	
  Emmy®	
  Award.	
  	
  

hRp://www.youtube.com/watch?v=wN590e-­‐fopc&feature=player_embedded	
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U
ser	
  Inspired	
  Research	
  

Doelstellingen	
  	
  
–  Verhogen	
  overlevingskansen	
  (75%-­‐>	
  90%)	
  door	
  centralisa5e	
  
van	
  kennis	
  en	
  ervaring	
  uit	
  diverse	
  academische	
  ziekenhuizen	
  

–  Reduceren	
  late-­‐effects	
  
–  Kind	
  centraal	
  ipv	
  ziekte	
  

COMPEIT	
  (EU	
  onderzoek)	
  
– Mediated	
  Workspaces	
  voor	
  
samenwerken	
  op	
  afstand	
  

–  Connectedness	
  vanuit	
  spa5eel,	
  
sociaal	
  &	
  informa5e	
  perspec5ef	
  



 SOCIO-ECONOMIC IMPACT OF OPEN SERVICE INNOVATION 

 
 

one$s life have become important building blocks for modern economies. Personal computers and the 
internet make it possible for people to work out what is important to their lives more often and more 
quickly. Individuals and groups are obtaining and being given a clear role in the innovation chain and 
exercising direct influence on developments in companies and governmental authorities so that the 
latter meet their specific requirements (von Hippel, 2005) 
[33].  

LEGO is a well-known example of individuals directly 
influencing products. From the LEGO website, consumers 
can download software to design products of their own, 
order them, and share/upload them in a community. One 
can download the designs, or order the products. 

Another example of individuals/users participating and co-
creating products design is FabLab [34]. 

The FabLab program (fabrication laboratory) was started in 
the Media Lab at MIT in 2007, broadly exploring how the content of information relates to its physical 
representation, and how a community can be powered by technology at the grassroots level. The 
Fablab has developed into a global network of standardized open hardware setups. People from all 
over the world are using it to create and develop their own ideas and solutions. As of July 2010, there 
were 45 labs in 16 countries, per a list assembled by MIT [35]. In The Netherlands only, there are 4 
FabLabs in different cities. 

Furthermore, large organizations no longer have a monopoly on knowledge. Larger companies are 
becoming aware that they must specifically seek to collaborate in order to acquire the knowledge and 
other assets that they lack. ICT plays an indispensable role here. Knowledge can be shared 24 hours a 
day on a scale and at a level of efficiency that is simply unprecedented. The role of ICT has been 
particularly ground-breaking in terms of granting access to the knowledge of individuals, groups and 
smaller companies, referred to as [crowdsourcing$ or [intelligence of the crowd$. Crowdsourcing is a 
technique that uses the collective knowledge available in a group of people or organizations that is not 
predefined. Crowdsourcing as innovative power is seen increasingly being used in services 
development and problem-solving. Companies such as P&G, IBM and Google are already making use 
of this technique. P&C$s management has decided to source more than 30% of the company$s R&D 
knowledge externally and has set up the Connect & Develop programme and an associated portal to do 
so. IBM uses its annual worldwide jam sessions to obtain ideas and solutions from outside the 
organization, and when Google launched its mobile Android platform it held a competition to design 
the best mobile applications.  

Crowdfunding is another form of crowdsourcing, which describes the collective cooperation, attention 
and trust by people who network and pool their money and other resources together, usually via the 
ICT. The recent experiences in this line of the Obama Administration, such as challenge.gov 
(challange.gov) [36] powered by the Idea-Scale (Ideascale) [37] platform, crowdfunding of music [38] 
(www.sellaband.org), books [39] (tenpages.com) or the crowdfunding or the crowdsourcing exercises 
in Amsterdam [40] and ABN AMRO bank´s corporate venturing Group Dialogues Incubator [41], and 
other places in Europe, certainly point to this direction. The sustainability of such initiatives under the 
current economic and policy climate in Europe is, however, unclear. Sellaband has already stopped, 
and crowdfunding as an addition to venture capital is still struggling towards scale. 
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TechShop: Paradise for Tinkerers 
By Ashlee Vance on May 23, 2012 
 
On March 5, 2010, Patrick Buckley was overcome with the desire to build something. 
Apple (AAPL) had just announced the iPad, and he had an idea: a retro case for the 
tablet that had the look and feel of a hard-bound book. “In my mind, I needed to have 
a product and a website ready to go for that launch day,” he says. Buckley, 31, is a 
serial entrepreneur. He has built add-ons for Web browsers and co-wrote The Hungry 
Scientist Handbook, which is something like a cookbook for geeks. He’s done a 
Facebook (FB) app focused on high school sports, an early photo-sharing service, and 
“a mobile analytics platform.” Making an iPad case wasn’t like building a Web app, 
though. He needed tools. So he did what a lot of Silicon Valley geeks do: He went to 
a TechShop. 
 
The TechShop chain is a paradise for people who like to make things. The average 
facility runs about 17,000 square feet and has all manner of apparatus, from Industrial 
Age staples such as sewing machines, metal lathes, and mills to $200,000 computer-
controlled contraptions that can cut precise patterns out of slabs of metal. For about 
$100 a month, you can become a TechShop member and use all this equipment. For a 
few bucks more, you can attend classes that vary from Welding 101 to drawing 3D 
models on a computer. 
 

 
Square Reader: Jin Lee/Bloomberg; Jet Pack: Joseph Schell; Engine: Brian Sorg 

 
At the original TechShop in Menlo Park, Calif., Buckley learned how to slice up large 
sheets of bamboo into smaller pieces and how to fasten them together and smooth 
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