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Agenda 

•  Gaming is… 

•  Social Gaming Landscape 

•  Energy-themed Games 

•  Potential, Approaches, 
Barriers 
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Gaming is… 
•  Social gaming - game played in an online or a social 

media platform 

•  Gamification is the process of using gaming to 
engage users and solve problems (NPR)  

•  Gaming is solving, rather than exacerbating, real-
world problems (Jane McGonigal, Institute for the 
Future) 
 

•  Can gaming engage us to save energy? 



Social Gaming 
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Social Gaming Landscape 
How many play? 

 

Source: 2011 PopCap Games Social Gaming Research - Confidential - Prepared by Information Solutions Group  

 

98 million 
users in US, 

in 2011 
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Social Gaming Landscape 
What devices do we use? 

 

Source: 2011 PopCap Games Social Gaming Research - Confidential - Prepared by Information Solutions Group  
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Social Gaming Landscape 

Source: 2011 PopCap Games Social Gaming Research - Confidential - Prepared by Information Solutions Group  

 

Who is playing? 

54% are female 
  

41 years old 
(avg)  



Energy Games 
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Energy Games 

•  Ringorang 
•  Zema Good 

•  Simple Energy 
•  PowerHouse 

iTunes App Store, Search for Games 

Source: iTunes App Store, November 2013 Search 
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Simple Energy 
•  Focuses on  

customer 
engagement 

•  Across multiple 
channels, uses 
behavior 
mechanics like 
social comparison 
and pressure 

Source: Simplle Energy 
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PowerHouse 
•  Presented by 

Stanford at BECC 
2012 

•  Interactive game to 
reduce a family’s 
energy use 

•  Can invite and 
compete against 
friends 

 

Source: PowerHouse via Facebook 
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Ringorang 
•  Built on the ASK 

platform 

•  Trivia / 
educational 
game format 

•  Time-bound 
‘pushes’ to user 
devices across 
community Photo courtesy of https://play-learn-win.com/ 

Source: AskPlatform and Vergence Entertainment 
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Zema Good 
•  Rewards people 

with credits for 
energy efficient 
behavior 

•  Non-intrusive, 
and cost-
effective, but… 

•  No results yet 

Source: Zema Good 



Programmatic 
Approaches  

Potential 
Barriers 
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Gaming Market Potential 
•  98 million actively play online games in US 
•  1.11 billion Facebook users 
•  230 million Twitter users 
•  Game development advances 

iTunes App Store Submissions: Games vs. Total Apps 

Sources: Facebook count - http://news.yahoo.com/number-active-users-facebook-over-230449748.html,  Twitter count - BBC story on IPO: 
http://www.bbc.co.uk/news/business-24851054, iTunes App Store Submission Counts - 148apps.biz: http://148apps.biz/app-store-metrics/ 
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Programmatic Approaches 
•  Plan a framework of goals 

o  Awareness, participation, savings, agility, etc 
 

•  Partner to leverage existing strengths 
o  Game brands, mechanics, community  

 
•  Pilots enable testing of edutainment 
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Programmatic Barriers 

•  Gaming companies revolve around ROI 
•  Game-play must be regularly refreshed 
•  175,000+ active games and possible fits 
•  New game competition daily 
•  Evaluation methods not defined 
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Energy Gaming Summary 
•  Reaches nearly 1/3 of population 
•  Effective tool to engage and solve 

problems 
•  Game design evolves quickly  
•  As part of portfolio, can add value 
•  Big issues remain 
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The Landscape 
Gaming is popular…and growing 

 



21 

Minecraft: Gaming for Sustainability?  

•  44 million + global users 
•  Users create their own environments with building blocks 
•  Potential offshoot to educational use, including topics of 

agricultural sustainability and adding greenhouse gas 
emissions data to demonstrate climate change 
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Popular Social Games 

1
2

3
4
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Energy Games 
Bulb Blasters Example 
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Programmatic Approaches 
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Yes, a lot 
25% 

Sometimes 
42% 

Rarely 
26% 

Never 
7% 

Do you play any sort of video 
games? 

Men 
50% 

Women 
50% 

Gender 

Who Plays 
 

In a company survey with 20% 
response rate 

PECI Gaming Survey 
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PECI Gaming Survey, cont. 

Where, and on what device do they play… 

•  Almost 60% of gamers 
play on their home gaming 
system 

•  65% of gamers play on 
their smart phones 

•  37% of gamers describe 
themselves as “very 
competitive” 


