SMARTUP ZERO
uption

a blueprint for disr




ABSTRACT

fof the core problems in our rned -_ _
ed on this, | designed a hypothesis and
prz;we t‘ha hypothems I f@rmulatad a new org

propoéntm ﬁﬁ

Smartup hypo




INDE X

Preface

Part 1: Observations (The essay)

How to make people want less stuff
(by enabling them to contribute more)

How to make people want less stuff

By enabling them to give more

The future is local

A better world starts with us

Let's go back to our human nature

Douglas Engelbart and his ideas about Collective 1Q
What the Internet became

Smartphones: harvesting data for companies to
make us buy more stuff

Be angry but have a plan

10
11
12
14
15
17

19

21






Preface

While |, like everybody else who is hooked to the Internet, grew more
and more aware of the thousands of problems facing humanity, |
realized that nothing | did seemed to contribute to a solution for even
one of them. Moreover, | realized that almost 50 years after the
pubhcatlon of ‘Limit to Gr@wth’ by the Club of Rome, the growing

| found that relati'vely nobody is working on solving iﬁéﬂfﬁ‘f’bblems by
working on real solutions. The paradox is that we have never been
more capable to measure the exact effects of our cultural systems
on our nature, while science is getting more and more accessible to
pé@@f’_.}._ but somehow we find ourselves apathetic and disconcerted
in :che midst of a complex information war betwean the biggest
romies and political systems that seem to be designed to
prevent societies to unite and get to work Gn fixing our self-caused
problemsa. ol e =& = -
This is the greatest paradox of our time. It's causing confusion,
misinformation, disorientation and an overall feeling of impotence
among people all over the world. After all, deep down we know we are
the hamsters running the wheel ourselves. In a way, this paradox,
being upheld and used conveniently by the enemies of democracy
and progressive minorities, is the central issue of this essay that |

want to expose and break.




| also realized that the effects of this paradox must be growing into
common sense of injustice and anger among the people. There must
be a natural resistance within progressive minorities all over our
societies. They must look at our societal structures and be appalled
to still see a system that is being kept in place by the conservative
majority and is guiding and stimulating people in working for
companies and organizations that are, mostly indirectly, part of the
problem.

| believe that it's going to be vital that we change this and create an
economy where people are enabled to work on solutions for real
problems. Right now we are trying to save our only natural habitat in
the whole universe (that we know of), in our spare time, as if it is a
charity or a part-time job. | believe the only way forward is to make
‘'saving our nature’ a cold, hard business and center it in our
economies and societies.

The idea of Smartup Zero is that we create a new type of business
that can become the vehicle that drives us there. The growing anger
off the people and the ‘window’ our environmental scientist
forecasted for us, equals a momentum for us to strike. We have to
get organized and get busy.

| decided to put my money where my mouth is and went to work in
search of a practical way to give meaning to these important
insights. The result is this proposition for an experiment that could
prove we should change the way we own, create and govern our
technologies. What I'm proposing is not easy. It's complex and
comprehensive. There are a lot of unconventional ideas and
concepts that you need to understand. It follows the scientific
method Observation-Hypothesis-Experiment. The ultimate goal
would be to create a unified theory we can use to reform our
societies. Smartup Zero: a Blueprint for Disruption has three legs:




The structure

Part 1 : Observations
How to make people want less stuff (by enabling them to

contribute more)
An essay about the insights and ideas that led to the identification of a
core problem in our media and technology landscape.

Part 2: Hypothesis

We need to Smartup
- A proposal as a solution to the defined problems in part 1. In this case a
description of a new type of organization that can overcome the defined
l \&e problems. This is the guide that describes the Smartup Zero experiment
— and covers the details on how we can start building, owning and

governing our own technologies.

Part 3: Experiment

The Official Smartup business plan /4 | _b
y AWV A document that kicks off the experiment. Based on this document, the -
éﬁ” reader can decide if he/she wants to participate in the experiment. It's a l N
\c\e technological blueprint for a social information platform that acts as the

first subject to test the Smartup hypothesis.

Overall, ‘Smartup Zero: a blueprint for disruption’ must be seen as a
call to action where | propose a transformative set of ideas, aimed for
a better future for all. These ideas all come together in a practical
experiment to find out, through trial and error, if these ideas can help
us break the Paradox of the Hamsters in the Wheel.

Ultimately we want to prove (by doing) that we don't need our
governments, corporations, leaders or even a majority of people to
start reforming our societies. We can show, as a hands-on,
determined, progressive minority, that the people themselves can be
in control of how we change our way of living. That's what a Smartup
is all about.



This proposal is a roadmap towards the launch of the first Smartup in
the world and describes how this new type of organisation can create
and govern revolutionary technologies that enable people to
transform their own communities from within and enhance their
chances to create a civilisation that thrives with nature.

Acknowledgments &
Disclaimer

In the past two years, this project has completely taken over my life
causing me to neglect my company, social life, and financial stability.
| sacrificed my reputation as a promising entrepreneur and got into
debt with a lot of friends and family who supported me despite the
fact that nobody really could grasp the essence of what | was
working on. The publication of my work is dedicated to them, my
family and friends, who had to put up with me, the one who got lost in
theories and concepts and took the risk of drowning in them.
Hopefully, you'll understand, now that you can see where | want to
take us.

This proposal is addressed to those who want to stop talking and
start doing. To those who do not accept current reality and seek a
way to alter it. It is for those who are eager to start building a new
world and don’t want to wait until our governments and leaders are
brave enough to make the transformative changes our scientists and
children demand. It is for those who are angry and tired of waking up
in a world where a very small minority of people and organizations
have acquired all the wealth and power by exploiting the majority of
the people on this planet, and most importantly; the planet itself.
Smartup Zero is for you if you are ready to start taking control,
responsibility, and action. Ignore all those who say we can't or don't
have to change. We have to and we will.
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An essay about the insights and ideas that led to the
identification of a core problem in our media and
technology landscape.
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How to make people want less stuff
(by enabling them to contribute more)

“The complexity and urgency of the problems faced by us earth-bound humans
are increasing much faster than our combined capabilities for understanding
and coping with them. This is a very serious problem. Luckily there are strategic
actions we can take, collectively.”

- Douglas Engelbart, computer pioneer.

| live a very privileged life. It's hard to comprehend how privileged,
given the fact that | was born and raised in one of the safest and most
prosperous countries in the world, with a proper functioning
democracy, a strong middle class, a great climate and lots of ways to
develop my talents and learn new skills. | also was born into a very
warm and caring family with zero to no dysfunctionality and a very
balanced information and food diet.

Very lucky indeed. Now, let's make me feel even luckier. | am part of
the human race, a very privileged animal species living on the luckiest
planet that came into existence, in most likely, the complete history of
the universe. It's hard to grasp how lucky | am considering the billions
of factors that had to play out in just the right way to form a massive
rock, located just at the right distance of a relatively young star and
compatible with the gravity of other nearby planets and galaxies. That
we have this one planet, facilitating our unique life form, is always
something that dazzles me. Especially when | think about all the ways
we somehow end up destroying it.



Part 1: Observations

Although feeling dizzy, the overarching dilemma has always been
crystal clear to me. Most people being born into our world will never
get to be part of a solution. Most likely, they will never get to
contemplate about how special, complex and beautiful our planet is,
let alone get to work protecting her. The uncomfortable truth is there
is a big chance they will be occupied their whole life dealing with
hunger, natural disasters, poverty, war, violence, misinformation,
abuse, discrimination, fear and/or suppression. Most people will never
be enabled to contribute with their talent and skills to solve actual
problems. Instead they will be occupied living a life getting by day by
day, going from paycheck to paycheck and drop two new unlucky kids
into the world before they leave it. How many Einsteins and Hawkings
did we miss out on do you think?
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| propose to not wait any longer on our governments, leaders, and
corporations to create that opportunity for us, but create it ourselves.
Clearly, current applications of technologies, their organizations, and
our governing institutions are not designed to empower people and
attack our global existential threats together from within our own
communities. They divide, demoralize, misinform and distract us. With
some exceptions, they corner us individually and tell us that we don't
need each other or change anything, we've got it all figured out, just
play another episode and please just buy the latest cool gadget!

In this essay, I'm laying out how we can break free from that corner by
listening to our scientists, learning from a computer god and by
looking at our media landscape. This way, I'll take you through the
core insights that led me to believe that we, the people, need a new
toolset if we have to build a different system. Part 2 and 3, my
hypothesis, are about how we could organize ourselves to create one
of those new tools.
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How to make people want less stuff

While our children, all over the world, skip school to demand action by
‘marching for our lives’, our scientists are telling us we have to transform our
way of living drastically if we want to overthrow and reverse the devastating
effects of human-driven climate change and biodiversity decline. In the latest
IPBES Global Assessment from the United Nations, the horrific current state
of our delicate natural ecosystem has been exposed on a scale never
presented before. Although the message that more than a million species are
in the process of extinction is excruciating, the 145 top scientists who have
been working together to paint this terrifying full picture, are also saying that:

“Through ‘transformative change’, nature can still be conserved, restored and
used sustainably — this is also key to meeting most other global goals. By
transformative change, we mean a fundamental, system-wide reorganization
across technological, economic and social factors, including paradigms,

goals and values” -
Intergovernmental Science Policy Platform on Biodiversity and Ecosystem Services, Global
assesment, media relase.

One of the biggest challenges the Global Assessment states is how to make
people want LESS stuff. The population is not only growing. The consumption
per capita is also rising, ergo; more people who need more stuff. More stuff
means more natural resources. That is a bad situation for any effort to reduce
our footprint on the planet. We have to face the truth and understand that we
can invent the most sophisticated technologies, commit to the most
ambitious green deals, create effective policies and laws that reduce our
poisonous effect on nature but if we, at the same time, don't take
responsibility for our own consumerism and make a real effort to change our
materialistic mentality, everything that we will attempt, will be
counterproductive. We have to make people want less stuff!
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By enabling them to give more

As you will find out the answer is as simple as the execution is
complicated. In short, the answer i1s that Smartup Zero is about
making people need less stuff by enabling them to contribute more. It
aims to overturn the materialistic desires that fill people 's hearts and
replace them with the desire and means to change their communities.
These desires are fueled with the underestimated power of
meaningful job gratification and the true human connection. By
making it easier for people to use their goodwill, skills, and talent to
contribute together to real solutions that have a real impact on their
own communities, lives and futures, we can change the value system
of people.

Smartup Zero wants to turn passive consumers of products into
active workers on solutions. As said, the execution is a lot more
complicated and challenging but certainly not impossible and since
we need fewer people occupied with ‘wanting more stuff’ and more
people occupied with ‘working together on solutions’, its evidently
necessary to give it all we got, starting right now

10
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The future is local

Luckily, for the execution, the Global Assessment researchers gave us
some direction. It pointed us for inspiration to indigenous people and
self-sustaining communities that are living in harmony with nature:

“Their positive contributions to sustainability can be facilitated through
recognition of land tenure, access and resource rights in accordance with
national legislation, the application of free, prior and informed consent,
and improved collaboration, fair and equitable sharing of benefits arising
from the use, and co-management arrangements with local communities”

Basically, the scientists are hinting that we should stop looking for
answers that address these problems on a global level and instead
learn from indigenous local communities and attack our problems
from a local level. For one, because these local communities are
proving that it's possible to live in harmony with nature.

Secondly, it's good for morality. Solving all these issues on a global
level feels impossible and demoralizes people’s will to change. How
often do you find yourself watching the news thinking: how am | going
to make any difference? It seems impossible to align all those
different cultures and countries and organize a global effort to prevent
the sure annihilation of millions of species, including humans.

11
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A better world starts with us

You've always been told that a better world starts with yourself. You
are the one who is supposed to do something about all this and
nothing will work if you don't make an effort yourself! The problem is
that when you do make an effort with all (or one of) the tools that are
handed to us by our governments, such as recycling, subsidized solar
panels or buying an electric car, we are confronted with the reality that
our community is not changing with us, let alone our government.
While you are spending a lot of money on solar panels on your rooftop
your neighbor just bought a brand new Mercedes and your
government just gave the green light for the expansion of the airport.
It all feels like a drop in the ocean and everything feels
counterproductive.

I\-o-'(u’:»
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That's why | propose to start by saying that a better world starts \
us. We should be enabled to change our communities instead of
‘changing the whole world’. We need to help our neighbors, co-
workers, our homeless and poor and enable our local governments to
comply with sustainable goals. Don't expect the world to change.
Demand your world does. It seems a lot more manageable if we don't
have to find one-system-that-fits-all but can enable every community
to become caretakers of their own place in naturé ‘We should stop
sending the message that our global problem _;@ only be solved if
we all would work toé;t.,'-. eron a Iﬁ_bal level. We can change mprallty

‘more doable to create a human
| culturally d verse
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Let's go back to our human nature

Going local also means that we get closer to our human nature. It's a
scientifically accepted idea that humans are, by nature, social animals
that always have relied on dynamic communities and groups for
survival. In groups, humans are more effective, creative and better at
survival. With this evolutionary awareness in mind, it's astounding to
realize that currently almost all computer and media systems (and
most certainly the most used ones) are designed to provide
information and functionality to the individual and not to groups of
people who need to live and work together.

The blueprint (in part 3) | designed is a project that appeals to the
social, community-driven species we are. It's a new information
system that is designed to provide information and functionality to
groups of individuals that need to work or act together in the physical
world. As you will see, this blueprint follows the line the IPBBES
scientists are drawing. However, this simple idea also complies with
the work of legendary computer pioneer Douglas Engelbart
(1925-2013). His research on Collective 1Q and Dynamic Knowledge
Repositories form the foundation of this blueprint.
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TDougIas Engelbart and his ideas about
Collective 1Q

Last ten years | conducted my research and development efforts in
the direction of local network technologies that could operate
decentralized, independently from the internet and connect people
with their immediate physical environment instead of the whole wide
world. | always followed my intuition that the future was going to be
local. | am convinced our technologies have to be as well. Therefore, |
focused my work on smartphone applications that support human
interactions in the local world. That path led to Onlive, a research
project into a social information network for groups of people in the
real world. On my path, | found my mentor in spirit when | read about
the work of computer pioneer Douglas Engelbart.

He was most famous as the inventor of the computer mouse,
hypertext, early computer graphics and gave ‘the mother of all demo'’s’
in 1968. He is recognized as one of the founding fathers of the
personal computer and the internet. Still, no matter how important,
these accomplishments were not his legacy. These were just side
projects for him. The life quest he undertook, started in the early '60s
and lasted until his death in 2013.

15
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It was about something bigger, braver and bolder than any invention
or idea he ever had. His visions on how computer technologies should
help the development of the collective human intellect were
comprehensive, accurate and, in light of today’s socio-techno
problems about security, privacy, the trustworthiness of content, he
seems to have been a prophet to who we did not listen (enough). Also,
it seems we listened too much to those other two prophets, Bill Gates
and Steve Jobs who were commercially savvier and designed the
computer to the needs of the individual and not the group.

Engelbart occupied himself with ‘boosting mankind's capability for
coping with complex, urgent problems’. As one of the early birds in the
world of personal computing, he advocated that computer
technologies should always have that goal in mind: to increase the
intellect of the group, not of the individual. His thorough research on
‘collective 1Q’ is a great roadmap if we have to transform our society
to a local orientated one.

“Whether developing a new product or service, researching a topic of
interest, seeking a cure for cancer, or improving conditions in underserved
communities, a group's Collective 1Q is a key determinant of how effectively
it will respond to the challenges presented. More specifically, regardless of
the end goals, it comes down to how quickly and intelligently the group can
identify needs and opportunities, develop and deploy solutions, and
Incorporate lessons learned, while continuously iterating and adapting to
changing conditions until the goals are met” - (Douglas Engelbart Institute,
about Collective 1Q ).

Engelbart believed in the power of the well-connected group instead of
the well-connected individual. He thought designing technologies for
groups would help us evolve and develop skills to cope with the
complex problems our highly advanced civilization presents us.

16
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What the Internet became

| too firmly believe that our current technologies are not helping us to
evolve into the human beings we need to be. It's this sense of urgency
that drives me: the sense that we are losing grip on the world around
us, just at the moment when we need to strengthen our grip.

The most important factor in this disorientation is the accelerating
internet. The amount of content added every minute to the world wide
web is staggering. On average in one minute 72 hours of video are
being uploaded to youtube, 347 new blogs are being posted on
WordPress, 41000 pictures are being uploaded to Facebook, 278000
tweets being made and 571 new websites are being launched. In one
minute! Information and knowledge are omnipresent but getting
intertwined with the never-ending stream of user-generated content.
Everybody is a journalist, everybody is a director, everybody is a
researcher.

Last 15 years it was precisely about that: making information
available. Google led the mission by inventing the smartest search
algorithm and Facebook was best at sharing all that information with
your friends online. Spotify and Youtube are doing it with music and
video. Meanwhile, all kinds of content creation tools became available
to enable users to remix all that information into engaging and
exciting pieces of content. People have never been more empowered
to create than now. From photo editing and sharing platforms such as
Instagram to lip-sync video apps that allow users to create fun videos.
Combined with the high-speed internet on mobile devices we've built a
massive jungle of available information and content. And it's always
out there for us to tap into, with our fingertips, wherever we are. It was
about availability and we succeeded.

17
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The problem is that the internet is mankind's greatest invention as
long its a tool in the hands of the people. It's our worst invention once
it becomes a tool for corporations and politics to drive their agenda's
into people’s hearts and believes. Sadly, we are all witnesses of the
latter.

We watched the internet become infected with the capitalistic flew
and saw idealistic start-up companies become the same kind of
corporate organizations that are committing the same kind of crimes
their analog equivalents had been making for decades. The biggest
sign on the wall: the Russian government and corporations using the
internet to interfere in elections of other countries and effectively
destabilize the world's biggest democracies (Mueller Report). The
established and cultivated corporate power uses mankind's greatest
invention to cause confusion and distraction to prevent societies from
effectively transform their economies and social structures. The
question is: why are we, the connected and informed people, letting
this happen?

Of course, there is not one answer to that question. A lot of factors are
at play here. One crucial one, the-one | decided to focus on, is our
smartphone.
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Smartphones: harvesting data for
companies to make us buy more stuff

It's just about 12 years ago that Apple and Google launched the
smartphone into our world. They successfully designed a software
system for combining the power of the internet with the power of the
cell phone. Never in history, a technology became so fast, so deeply
rooted in society. Now we are paying (and playing) with our phones as
if we never did it differently.

It's safe to say the smartphone changed our societies in a lot of ways.
It made our lives more convenient and more entertaining (hever a dull
moment anymore!) It's also safe to say that the smartphone changed
our social lives and has an influence on our mental and physical
health. There are not many aspects in our lives that aren't touched by
that one device. A device that we bring everywhere to be connected
with everything, all the time.
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As researchers, developers, engineers, and designers, it's our job to be
critical about the role of a device that has so much impact on different
levels in our society. Mostly because we can not just blindly follow the
trajectory of a few giant commercial tech corporations. Their motives
are clear. The ideological goal of the tech giants is something in the
line with 'having your digital life in your pocket' and 'always have
access to all the information and functionality you need'. The actual
goal, of course, was to make as much money as possible no matter
what costs. There was a new market to conquer and they foresaw that
those who dominate this new market will be the leaders of the brand
new information society.

The systems they came up with, I0S and Android, are basically the
same systems in a different skin and some minor usability
differences. Most importantly they both are based on the premise that
users need to install applications made by third parties. These
applications are mostly free and generate a lot of data about the one
who is using them. Data which is sold to advertisers.

Since data harvesting and selling is the main business model, most
applications are designed to be used as much as possible. Most
software developers and user experience designers are constantly
busy with one thing: to make users use their application as much as
possible. They are busy capitalizing on the data from the users.

| believe there is a much higher potential to be capitalized on: the
capitalization of human intellect. The smartphone can become a tool
for intellectual progress for everyone on this planet. The smartphone
Is an enabling and supportive technology. If used correctly, it can
enable societies to make the transition they all need to make.

20
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Be angry but have a plan

It has to start with anger. Anger because of the reality of our time. A
reality that we are not heading in the right direction, or at least; we are
going too slow, with too much hesitation and distraction, towards the
only goal we should have: keeping this planet habitual for all living.

Be angry that in 2019 we are still starting wars over religious conflicts,
political games and the production of fossil fuels. Be angry that our
society is more than ever taken hostage by a corrupted oligopolistic
system that runs the economy and puts wrong leaders at the right
places and dangerous ideologies in people’s hearts. Be angry that we
still work for an economy that we know is destroying our nature and
culture. Be angry that we still think about borders and walls and talk
about countries and races while we know our extinction level threats
won't stop at our borders or at the color of our skin.

Moreover, be outraged that we have the knowledge, talent, intellect,
and technology to actually change all this, but we are not being
enabled by our governments and leaders to contribute, to work, to be
part of a solution.

Demanding change is not enough anymore. Protesting for change is
not enough. We have to create change. We have to take that
responsibility and create a new system for ourselves. A system that is
resistant, robust and we can trust because it can't be owned by
anybody else but all people creating and protecting the system. In
other words: we have to forge a new tool.

21
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The central thesis of this essay is that we can make people want less
stuff by enabling them to give more. Although I'm convinced that our
smartphone, as the main information tool for billions of people on this
planet, is a key factor in our ability to face this challenge, | also know
that it's not going to be just another operating system, platform or app
that is going to make a difference. If that would be the case | would
have complete faith that Google or Apple (or any other tech giant) will
figure it out for us. The thing is, | believe it's not only about the
technology itself. | believe it will be about how we create, own and
govern our technologies. This insight is connected to the natural
subquestion to the central thesis:

How do we enable people to give more so they want less stuff?

In this essay we saw the answer has to lie in a solution that enables
us to change our communities from within and has to result in a
technology that has the goal to empower people to get smarter as a
group. It has to enable people to think:global but act local, to take
back power and be responsible for our own ways and means to force
the change we all know we have to make. We do not have to wait on
anything or anybody. We can do it ourselves.

~
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The next part of this proposal is my hypothesis. Here | propose a
solution and 1'll set up an experiment that gives us a shot to prove it's
a solution. | want to prove that we can enable people to give more by
creating, owning and governing our own technologies.

We are going to create a grassroots information system that is truly
BY and FOR the people. Everybody OWNS, WORKS and GOVERNS. The
goal is to create a system that truly serves the people in the best way
possible: to help us solve complex problems together, from within our
own communities, just where Douglas Engelbart, our scientists and
our children are pointing us.

23
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Introduction

I'm mtroducmg a completely new ':'i"pe of company that redefines how ideas
" ' s that the world is in need of

w people perform labor and

! it matters to
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How does it work?

Ideation

You have an idea for a solution and spend time and effort on research
-and presentattm You make your case in an Qfﬁclal Smartup Business

® @ Exploitation '
% An executive team is democratically chosen to run the Smartup once it
. hits the market. The Smartup community functions as shareholders

& community and pool of talent for new employees.
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How do you participate?

1. Make an effort to understand the Official Smartup
Business Plan (for Validation) (PART 3)

but don't become an

A Work license gives you oy
work rights. This means you can t m

vote and perform oversight. You ; < progress, vote on rmp@rtant descicions and
team in the Workplace (e.g. Business team) and perform oversight over the Smartup workplace.
can earn money by getting assigned to tasks. You do not have the right to work.

aa'u ownership and
NS Yol will be able to

3. Be a good Smartup owner, have fun, be fair, and help this
technology become the best version of itself.

The money being raised through the crowdfunding campaigns is available
for the Smartup workplace and will get allocated to the different Smartup
teams. 4
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In practice, a Smartup makes use of existing collaboration tools such as
Google Drive, Gitlab and Trello. In the center of it all is the Slack Smartup
Envrionment. It's the central communication hub where we can Own,
Create and Govern.

There is a lot more to L tup operates. To find out about
the organizational structures, the rufes aﬁd other details | urge you to
continue reading behond this Quick Guide. If you become part of a Smartup
you should also understand how this organisation actually gets work done.




OBJECTIVE

Code of Conduct

The Code of Conduct & Friendly
Space Policy (CoCFSP)aims at
ensuring friendly intemction and a
non-discriminatory environment for all
participants and acbrs in the events

conducted by CIS-A2K.

Values we hold:

Create a friendly and Show open-mindedness
welcoming environment  and respect in

for all. This includes collaboration Our work
participants of all and knowledge are open
races, genders, sexual to all to make Wikipedias/
orientation, religions, Wikimedia projects

nationalities, experience,

social and economic
class, castes, political
standpoints, sizes, and
mental/physical ability

DO'S

Be kind and polite.

better. Remember that
people can and will build
on your work and vice
versa. When providing
(and receiving) advice or
criticism, be constructive,
open-minded, and stay
respectful. Conduct
intellectual debates
rather than personal
attacks.

Assume good faith in each other.

. Be patient and welcoming.

Embrace and appreciate the diversity and diferences
among each other,

o Be careful and sensitivetoyour actions and words.

. Be a good listener.

resolve it in an open, civil, and respectful manner

DIVERSITY STATEMENT

Weseek to treat everyone as fairly and equally as possible. If someone has been
harmed or offended, it is our responsibility tolisten car efully and respectfully and do
our best toright the wrong.

Although this list cannot be exhaustie, we explicitly honor diversity in age, gender
gender identity or expession, culture, ethnicity language, national origin, political
beliefs, profession, race, religion, sexual orientation, socioeconomic status, and
technical ability Wewill not t olerate discrimination based on any of the potected
characteristics above, including paticipants with disabilities.

Remain professional,
considerate, and stay
sensitive. While [tis very
important toestablish
personal relationship
with other members,

let us not forget the
professional attitude we
ought tomaintain in the
community. Inappropriate
and insensitive actions
or words can harm other
members and essentially
us as a whole community

° When disagreement or conflicts occug discuss and

Consult event organizers if needed

Obtain participants’ consent when taking pictues,

videos, or posting anything on yur social media.

Respect the speakers and raise questions without
interrupting the flows of the ppgram

Express discomfort if you find yourself ina
uncomfortable environment or conversation.

Point out or report harassment, discrimination, o

personal attack when it happens

. Forgive and forget.

Embrace diversity;
understand
disagreement. Weall
come from a different
background and hold
different beliefs.
Disagreement can be
inevitable sometimes

in our casual and
professional interactions.
Keep in mind that

the diversityof our
community is an asset
instead of a drawback.
Be willing tolisten and
understand each others
viewpoints,

Show acceptance and
patience. Weall make
mistakes and blaming
each other doesrit get us
anywhere. Instead, focus
on helping toresolve
issues and learning from
mistakes.

DONTS
Commit harassment or discrimination in any forms (see
Defn ition).

Directly or indirectly attack or maliciously criticiz ong’s
identity appearance, beliefs, opinions, or behavior

Talk over another member in a group conversation or
deliberately ignoring their questions. (Leteveryone have
the chance totalk)

Waste resources, be it food, electricity paperetc.

Force members to participate in activities or conversation
they do not wishtojoin or continue.



Covering a detailed analyses of the
hypothesis and the set up for the
experiment to prove the hypothesis
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Technologies BY and FOR the people

and their organizations that

Inces to create and govern
ihe- existential
end. It's aut



& Part 2: Hypothesis

Collective Ownership

Ownershtp is re: Bool '_document that
can be accessed by all owners. It's like the pho onebook of your Smartup. You
can become an owner by buying a licence on a crowdfunding website. Later
more about this.



Part 2: Hypothesis

Being an owner of a Smartup is not about who created the idea or had the
money to invest, it's about who is willing to own and grow an idea into the
best version it can become The more people step up to that plate, the
healthrer your Smartuy he bette the product or service it

m the et WI” be. In a

10
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Collective Craftsmanship

the result.

Smartup Workplace

Working for a Smartup happens in the Workplace. Depending on the kind of
service or product the Smartup is creating, you can subscribe, based on your
own talent, skills and willfulness, to a Smartup team within the Workplace.
When you are part of the team you can contribute to specific discussions
and apply for roles inside your team. How this works exactly you can read in

the subchapters that follow. 11
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Collective Governance

L
¢/

ft’_‘..;;:-_emance in a Smartup
g&n&ihlllty you have

perfmmgx

The General Forum (GF
where ALL owners exercise their i 1d ob
only group where ALL smart p members are toge -her I’ts the area where
discussion, suggestions, criticism, voting, and organization takes place
through the process of deliberation. It's basically the public space for all
members to oversee what Is happening in the Workspace and talk about it.
It's also the place where you can measure the viability of your community,
one of the parameters that can indicate the health of a Smartup. A Smartup
thrives on the level of people’s willingness to commit to the responsibilities
that come with being an owner of a Smartup. 12
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The 4 phases of creation (4poc)

A Smartup lives and dies by the grace of its community. Like any other
startup, it starts with an idea that has a certain shape. Most often a
visualization and theonz i t the |dea comprehends This
is the Ofﬁctal 1 be as simple as a
pow : s evolved as a

ot )y market if it

TO MARKET!

Organisation Production

13
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e§5) Phase 1: Validation

The first, most crucnal step towards realrzation is validation. This means you,
eur, are proving that there is enough potential
rant and .;"‘_".nized oommumty

D Formation of the Project Leaders Team ?

D Majority vote to continue to the design phase?

14
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Financial Target

Basically a Smartup
crowdsol "
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The Official Smartup Business Plan (OSBP)

This document is the 'living and breathing’ central hub where everything about the
Smartup is logged and is always available to all Smartup owners. The basis for this
document is provided by the entrepreneur. In essence, it's the reviewed, edited and
valrdated business plan that the entrepreneur m_ltrally used to present his solution.

elements are:

1. The sol tior

envisioned pr M Write
Strengths W prﬁd_uct or

ns to write an

through the OSBP, ultrmately Ieads to the election o
formation of the Project Leaders Team

OSBP OSBP DSBP DSBP OSBP
(Validation ready) (Design ready) (Production ready) (Organization ready) (Market ready)
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: E_T

Team Captain

During the Validation Phase every team chooses it's captain. The captain
has a lot of authority and responsibilities and is, after the Validation phase,
the only person in the team that gets a fixed payout per month. This amount
is set at the ﬁnal stage of the Va idation phase wh'en“ 'it’s 'Clear how much

ormation supply t@ the

. ab bu@ge‘c and should be
able to get to work wrth each of their teams In the Validation phase, their
main job is to create a revised and complete version of the OSBP (Design
ready). This way, the writing of the assessment approach based on the
original OSBP (set up by the entrepreneur) is a key test for the community to
show it's will and capabilities to work together and get organized. Plus the
assessments form the main ingredient to get the OSBP validation ready. If
the Project Leaders Team is incomplete, the Smartup can't go to the Design
phase.

17
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Voting

The power of a Smartup is in the hands of the people. A Smartup is a
democratic institution that involy s people in the- maost crucial decisions.
In the General Forum th t /ote and discuss on
all kinds of mat reation. For now we start

= “_“ el e e e e e . ——

&
2

Project Leaders Team

Overview;

Validation = Funding + organisation.

18
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Validation Activities Overview

ENTREPENEUR/ORGANISATION with an Idea

The Official
Smartup Business
Plan
(Validation Ready)

The Official The Official The Official
Smartup Business Smartup Business Smartup Business
Plan Plan Plan
(validation Ready) (Validation Ready) (validation Ready)

Design
Assessment

=1

The Project Leaders Team

Entrepeneur .

Team Captain

The Official
Smartup Business i
Plan
(Design Ready)

The General Forum

The Official
Smartup Business
Plan
(Design Ready)

Design 19



Part 2: Hypothesis :

L Phase 2: Design

Bluepri

D Approval ina SCeneTE T e Team?

D Majority vote to continue to the design phase?

20
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Science Team

o Dfficie
S ip

1 l | ‘ Design Ready)

21
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Design Activities Overview

Validation

N The Official

Smartup Business
Plan |
- (Design Ready)

Scientific
review

The General Forum

ne#iq_uf Bluepri

22



Part 2: Hypothesis l
L 2

W  Phase 3: Production

jlether to create a Minimal Viable
"y;._.After the beta:

In the productron phase we work to'

23
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‘ B

Production Activities Overview

-

The General Forum

Scientific
review

ubiss

Science
Team

The General Forum

Beta Testing

Approved Tg;gf::;a' Development
Design Blueprint tea
esign Blueprint e team
Plan

(Production ready)

24



Part 2: Hypothesis

I,J_l"
E =/
& m
U

Phase 4: Organization

The last phase is the O .rgamsai:ranal phase n thils phase L o
structure ar@und Ell bug adiniz S

D Elected team of

D Majority vote to continue to market?

25
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' 7 o
B G

Organization Activities Overview

TO MARKET! END H EREI

The Official
Smartup
Business

Plan
(Market ready)

The General Forum

The Official
Smartup
Business

Plan
(Market ready)

Final Market
Assessment

The Official

Smartup
Business
Plan

Organisation ready

Approved
1.0

Production ”
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THE FOUR PHASES OF CREATION

Main actitivies

ENTREPENEUR/ORGANISATION with an Idea

START HERE!

 Validation

The Officil
Sinartup
Tos Offcinl The s The Otfcisl Business
samnp e S busivess st Busmess > Plan
o

P = (Market reacy)
ot feady) (valadnion Rewcy) praisacien Haityy

The General Forum

Ausines
Plan
(Market roady)

Tean Captan .

1 The Official
‘ ‘ ‘ ‘ Smartup
The Project Leaders Team it s

Final Market
Assessment

The Olficial
Smnrtup
Busness

Plon

| [Grgarization resdy|

VOTE

Design
Team

Scientific
review

The General Forum

Beta Testing

- The Official L e
The General Forum b i Smarup e bt
= et Buninecs
Plan

[Production resdy]

27
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The Smartup Organism

These are all nice ideas but how do you ensure productivity? After all, a
Smartup is a company that needs to produce relevant technologies for our
battle to protect our planet. If nobody is the owner or CEO, who makes the
decisions and how do people work in general? In other words: how does a
Smartup organize itself to go through these four layers of creation? To
answer that question, we need to understand what type of organism a
Smartup is, first.
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Soclotechnical systems

A Smartup is a sociotechnical system. Most simply, this means it's a system
that drives and needs social behavior through the use of different
technologies.

"Sociotechnical systems (STS) in organizational development is an
approach to complex organizational work design that recognizes the
Interaction between people and technology in workplaces. Sociotechnical
theory therefore is about joint optimization, with a shared emphasis on
achievement of both excellence in technical performance and quality in
people's work lives. Socuotechmcal theory, proposes a number of different
ways of achieving joint optimn on. are usually based on designing
different kinds of organisation the relationships between
socio and technical element gence of productivity and
wellbeing” (wikipedia)

{~——1 Work System Design ————
Social Subsystem Technical Subsystem

Concerned with the Concerned with the
attributes of people (e.g. Joint processes, tasks, and

skills, attitudes, values), the [Optimization technology needed to

relationships among transform inputs to outputs
people, reward systems,

and authority structures.

External Subsystem

Concerned with the outside influences and pulls on an
organization such as stakeholder and partnering perspectives

29
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STSs can also be seen as the latest step in computing technologies and
cause designers and developers to take into account the goals of a
community, not just the individual.

information leve

30
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g

The Smartup Anatomy

If you slice the Smartup organism open horizontally, you would see the
anatomy of holacracy. In the most general way, this means that the
hierarchy is completely different than in most organizations. .

'Holacracy® is a new way of structuring and running your organization that
replaces the conventional management hierarchy. Instead of operating top-
down, power is distributed throughout the organization, giving individuals
and teams more freedom to self-manage, while staying aligned to the
organization’s purpose' (holocracy

Holacracy takes powers traditionally reserved for In & traditional hierarchy, layers of management
executives and managers and spreads them across establish how products are approved and monitored.
all employees.

SUPER-CIRCLE

A
MANAGEMENT
—
/
MIDOLE I"/
MANAGEMENT

\\‘

A Smartup has the same anatomy. Only we perceive the circles as groups.
There are six groups that each has one or more subgroups. These are the
Six Groups of Productivity. As a true matryoshka doll, each group depends
on its bigger sister and all sisters belong to their mother. In the case of a
Smartup: the General Forum, the democratic heartbeat of your Smartup.

31
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The six groups of productivity (6GOP)

A Smartup is designed to produce and govern technologies. The six groups
of productivity are the groups where all that takes place. It's where the
people of the Smartup own, work and govern. In the case of Smartup Zero,
all these groups are all Slack channels. Slack is a chat-based online work-
station that is being used by many organizations to streamline collaboration
processes among employees, freelancers and project groups..

General Forum Workplace Team Role objective

32
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The General Forum (GF)

The General Forum (GF) is the lifeline of your Smartup. It's the public square
where ALL owners exercise their ownership rights and obligations. It's the
only group where ALL smartup members are together. It's the area where
discussion, suggestions, criticism, votlng, and organization takes place
through the process of delrhcratlﬁn 4 "eally the publrc space for aII
members to oversee what is h '

It's also the pl ommun ity.
one of the parz n indicate the he: A Smartup
thrives on " ommi '
that corr

33



Part 2: Hypothesis

Workers VS Watchers

In the GF everybody has equal rights and obligations. Stil, you are either a
Worker or Watcher. As a worker, you have access to the workplace, the
subgroup of the GF, and you are eligible to be part of a team, the subgroup
of the workplace As a WA ' e&s t@ he workplace and
| Seneral F@rum

A Work license gives you ownership, governing and A watch license gives you ownership and
work rights. This means you can track progress, governing rights. This means you will be able to
vote and perform oversight. You are also part of a track progress, vote on important descicions and
team the Workplace (e.g. Business team) and can perform aversight over the Smartup workplace.
earn money by getting assigned to tasks, You do not have the right to work.

34
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The Workplace

The workplace is the only subgroup of the GF. If the GF is the public square,
the workplace is the big tall building in the middle of it where people go, to
stop talking and get to work. Owners with a work license (workers) are part
of the workplace. It's the only group where all workers are together. The
main function of the workplace is the reahzatmn of the enwsmned product
or service. |t does that by worhcing in teams, the

As a worker, you are
the design team. T
team, for example:
team captain

team. Your

35
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The Project Leaders Team (PLT)

Although a Smartup is a decentralized system, it does have a Project
Leaders Team (PLT) that funct" S as the day to~day operatlonal team

il Sm *f"ii-..i_'up and are
team captains

a respb_ﬁ; bility 1
together once a
decide if there is a need to change a ce

3. Strategy

Teams are working on objectives. The PLT sets out and monitors the
objectives for each phase, for each team. For example, in the design phase,

the objectives for the business team could be:

a. Sign up 3 pilot partners for the beta test in the Production phase

b. Research and present 5 business cases . 36



— Q Part 2: Hypothesis

4. Budgeting

Each phase has it's crowdfunding round that has a financial target. For the
Validation phase that target is set by the entrepreneur since he/she starts
up the smartup. However, for the other three phases, the PLT has to set the
financial target for the next phase. In every phase, each team deliberates on
their need for a budget to do their work in the next phase. The team captain
is then sent to the public PLT budget meeting. That meeting happens every
phase and here they deliberate on a financial target for the next phase.

It's important to note that there is a big incentive for every team to be as efficient as possible
when it comes to defining their budget. After all, the more money they request, the more new
Smartup owners will be allowed in the community through the crowdfunding round, the less
'equity’ they gain. It's in their best interest to b precise about the budget they need.

BUDGETTING AND FINANCIAL T. IN A SMARTUP (START @ ENTREPENEUR)

Crowdfunding for Crowdfunding for Crowdfunding for Crowdfunding for
Validation Design Production Organisation

20K

Executive
7.5K 10K Develope 15K Busi O tezi
2 Design evelopers siness BCI
e penemy team team team
Community Budget

Team buget Project
allocation sarars Al other All other All other
Yeann teams leams teams
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The Team

The subgroups of the workplace are Teams. Workers have to be assigned to
at least one team to be part of the workplace. If you are a worker and want
to work, your team group, for example, the design team, is your home base
to go to. The subgroups of the team are Roles. Workers can apply for a role
in a team for example U)( de$|gner They d@ that by choosmg one of the

_Dbjectlves are set
'{T_ An example of

38
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The Team Captain

Every team has a oaptam that IS chosen by its own team. The captain

2. Payment
The TC is responsible
working on a task. By coorc |
should be aware who get's payed out what.

that have been
ers the TC always

3. Task management

Each team has the objectives to accomplish. By accomplishing objectives

the Smartup progresses through the 4POC. It's the TC's main responsibility

to define the tasks that belong to the objectives. He/she does this together
with the Mission Leaders. 39
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2

The Role

The subgroups of a team are roles. When you want to earn money you have
to be assigned to a role. When you are assigned to a role by your team
captain, you'll get access to the objective group you applied for. That is the
subgroup of the role. In the objective group, you can see the open tasks and
sign in to one of them. Tasks are the subgroups of objectives.

For example, you are a me INC ur ’team 'captain
assigned you the r
to the objec

have access to -
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Payment and Roles

If you are a member of a Role group you also know how much you will get
paid once yougars Worklng ona task ;A role has a fixed hourly rate.

and he/she should

150 euro to

41
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Objective

The subgroups of roles are objectives. The goal of the team is to accomplish
the objectives that are set out by the Project Leaders Team. By
accomplishing objectives the Smartup progresses through the 4 layers of
creation. One objective is often part of multiple roles. For example: for the
objective 'Create the fn:mt eﬁlﬁ design of the Android app' there is a need for
a UX designer and an icor multiple tasks to
accomplish th 1d the final
group of vductivity. A task is b orker, an

Validation

42
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The Mission Leader

An objective has multiple Mission leaders
mission at any m

43
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Tasks

The last subgroup of the Six Circles of Produ.ctmty is Tasks. If you are in this
group you are getting paid for the to accomplish the task.
A Smartup is a task-driver This means em:.?”‘lhlng b0|ls down
to performing tasks t
it can hec_ >

Worker

44
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The Buddy System

You never work alone in a Smartup. This simple but powerful idea is based
on the ancient army method of the buddy system. The buddy system makes
sure the people won't abuse the f}?‘ om and lndependence workers enjoy
working for a Smartup. | when the

make mistakes and pr
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The Metabolism of a Smartup

When we looked at the Smartup as an organism we saw a sociotechnical
system. When we cut the beast open horlzontaliy we identified the anatomy
Is a holacracy WIth the 6 grnups of productivit Now We cut the beast open
- works. What are the

e ﬁwn vital? In other
ion, making

46
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The ADM triangle

The core mechamsm that*'l-s present throughout t‘he_ 6 groups of productlvrty

How this exactly works
chapter. There we saw a worker attack an assistant defending
the task and a software robot as a hat streamlines the process
between the two. This triangle, although wrth different stakeholders, is
present in every group.

the previous

47
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\{ ke

The ADM triangle Is based on the previous discussed Buddy System where
there is always somebody that 'has your back'. To streamline
communications between the groups we added a third buddy, the software
robot (bot). Slack offers thousands of different bots that can perform
admlmstratlve and communlcatwe tasks that can assist people in their

1d efficient. The bots take a lot of ‘boring but
tral force that is
ation of a

Sma rtu,‘__

MiSSion Lead [
make an assessrrreﬁ‘é"@ﬁ
forward with the task.

ide how t@ move

The ADM triangle is present inside each group but each group itself has an
attacking or defending character as well. The General Forum (defender)
oversees the Workforce (attacker), the Team (defender) oversees the Roles
(attacker) and the Objective (defender) oversees the Task (attacker).

On the next page you can see the ADM triangle at work throughout the
whole The Six Groups of Productivity.

48



The Metabolism of a Smartup

The ADM triangie in all & smartup levels at work. On every level, there is an attacking force, one that
puts in an effort, a defending force, one that checks/assists upon the effort, and a midfielder, a neutral
force. a robot, that measures and detects compliance, logs and communicates with the sister group.

Defender

#General Forum

All Owners

Oversight

Attacker

#Workplace

All teams

Defender

HTeam

Developmaeant

Attacker

#Role

Back-and developer

Defender

#0bjective

Create Back-end of a website

Attacker

#Task

Set up server

(midfielder)

\

Owners (attackers) Q D ——— Ciafondare)

Bot
. ({midfielder)

Project Leaders Team All workers

(attackers) (Defenders)
All workers inside
. the team
{defenders)
Bot Team Captain
(midfielder) = (attacker)
Bot

(midfielder)

feam Captain

All Workers that are .
:
assigned a role — (defender)

(attacker)
Bot
. (midfielder)

Team Captain

Mission leader —_— (defender)

(attacker)

. Worker (attacker)
o @
{midfielder) \

Assistent worker
(defender)

Project Leaders Team

We want to know

In the General Forum all smartup owners discuss the
news coming out of the workplace. This can be a voting
moment, progress reports, recruitment calls or just
general ideas for the envisioned product/service. The
Project Leaders Team moderates the Gensral Forum.
They inform the channel bot about decisions being
made. The channel bot of the Gensral Ferum
documents everything in the Smartup archive
document.

How are we doing?

The project leaders team (all team captains +
entrepreneur) receive all progress from all team
captains and need to decide together how to inform
the General Forum, what needs to go up for a vote and
in general, manage the workplace. Every team is in
charge of its own budget but these budgets need to be
approved by the project leaders team. All workers in
the workplace check upon the work of the project
leaders team and discuss ideas for the envisioned
productfservice.

What does it take to get the work done?

The team captain sets out the overall strategy for the
team based on the overall progress on the objectives.
All workers that are part of the team respond to the
set-out strategy (check) and apply for roles by
choosing an objective they want to contribute to and
write an application to the teamn captain. The team
captain decides who gets assigned to what role. The
team ceptain informs the channel bot of overall team
progress

Who wants to help?

All workers that got assigned to the Role of back-end
developer are responding to the challenges that are
coming out of the objective channgl. The taam captain
uses the responses to assign workers to objectives,
The objective channel should always have enough
workers ready to work so the Mission Leader has
enough hands and brainpower to get the tasks done,
The team captain updates the channel bot about
overall ebjectives progress.

What does it take to get the task done?

The Mission leader has the objective to create the
back-end of a CMS. He i5 in charge of the cutstanding
tasks that he identifies together with his peers {other
workers). He checks and values all work reports, and

assigns workers to new or open tasks. The team
captain checks the work of the mission leaders and
notifies the channel bot when more workers are

needed to help with the objective.

Getting it done

The worker is setting up a server. The assistant is
monitoring and assisting when necessary. When the
worker stops working, the assistant fills in the work
report with the channel bot. The channel bot sends the
work report to the Mission Leader on duty.

START HERE!
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Smartup Zero: the experiment

This is a trial and error experiment that IS designed to grow as we go. We are
going to have to be ﬂexlbl "llent as ploneers of
the first Smartup in the world and pr _

We are going “)’aa
innovation il
haven't b

an

1 go to the
and buy one of the
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150 Euro

Part 2: Hypothesis

If you can't afford a Work License but want to work
for this Smartup you can buy a Campaign License
that allows you to earn your way into the
community by campaigning efforts. This license
gives you acces as the campaign team. It does
not give you any ownership, work or govern rights.

51
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How does this experiment work:

Step 3. Receive an email that leads to the official
Registration form for Smartup Zero.

A campaign license g ign channel
(in slack)

Step 5 Now you are part of Smartup Zero and can follow all
progress. If you have a Work License you can immediately

start working in your team channel (in Slack) and earn
Karma points.
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Indigogo
(CROWD -
FUNDING)

Campaign
Liscence
10 euro

Work Liscence Walch Liscence
150 euro 50 euro

Normal backing

Welcome Welcome

Welcome
Email with
acces to

Email with Email with
acces to acces to

registration registration
Google Form Google Form
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Modus Operandi

Obviously, we are going to need a platform that allows us to work
together in a structured fashion. We don't have to invent the wheel for
that. We can use existi t : -

For coding we Gitlab. ~will be familiar with a
system like Gitlab. With this system coders can k:eep track of issues,
bugs and overall progress This is the way to keep coding activities
streamlined among many developers.

For task management we use Trello. This allows us to keep overview
over all outstanding tasks.
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-
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—
Slack: our Smartup home

Slack is our Smartup Zero home. Here we can own, work and govern. I've
set up the Slack environment that you will be part of once you bought one of
the three licenses at the Indigogo crowdfund page. There you will find all
documentation and instructions on the use of all other services. However,
there are some basic lines you need to know when you arrive in your new
Smartup Zero home.

smartupzero &1_generalforum
i hitertlu Yl 21 B0 Heres

& 1 generalforum Bring your team into Slack
Slack is better with teammates - invite them to start collaborating.

a1_generalforum

You created this private channel on September 21st. This is the very beginning of the &1_generalforum channel. Purpose: The General Forum
(GF) is the lifeline of our Smartup. It's the public square where ALL owners exercise their ownership rights and obligations through a process of
deliberation. Here we vote, discuss en perform oversight over the workplace, ledit)

Channels

Channels are the heart of Slack. A channel(#) is a place where peaple
communicate with other group members and software robots (bots) to
streamline a specific group collaboration effort. This is perfect for Smartup
Zero since we have six groups of productivity that all have channels. So we
have 6 channel types. #1_generalforum, #2_workplace, #3_team, #4_role,

#5_ objective, #6_Task.
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Everybody with a Watch or Work Llcense gets access to the 1. General
Forum group Those g s0 access to the 2. Workplace

Channels
# 0 _timeline

& 1 _generalforum

& 2 workplace

& 3_3 development_team
& 4 5 3 full_stack_back_e...
@& 5_2 create_group_mana...

& 6 12 2 53 set_up_server

In comparison, the Slack environment of Slelplelels) with a Watch License,
looks very different. The watcher would only have access to #0timeline and
#1_generalforum.
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For administration and indexation purposes | came up with a code that
should give us structre to how we set out and document the channels.

THE LOGIC

+ The first number
is about (1

o
end

the 5th role of th
engineer.

+ If a task would require multiple roles working on the task, the task would
present itself as #6_12_2_5342. In this case, 42 referes to the 4th role of
team number 2. This could be a UX designer in the design team.
Apparently, this specific task requires work from a full-stack back end
engineer and a UX developer.
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Code of conduct in the
channels

Our Smartup lives in these! channels The
In the 'Metabs :

workplace. This
just general ideas for t
moderates the Gent

being made. The chan
Smartup archive docum

e;u,.g;__;,ything in the
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#2_workplace:
HOW ARE WE DOING?
A: Project Leader Team
D: All workers

The prOJect :and need to

The team captain set

progress on the objective jorkers that are part of the team respond to fhe
set-out strategy (check) an@uagply for roles by c g an objective they want
to contribute to and write an applfcatron to the team captain. The team captain

decides who gets assigned to what role. The team captain informs the channel
bot of overall team progress.
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B G

#4_role:
WHO WANTS TO HELP?

A: All workers that got assigned to this role
D Team C'_‘ 'taiﬂ

AII workers that

The Mission leader is tt
mission. He is in charge
his peers (other work | all
workers to new or open tasks. The team captain checks the work of the mission
leaders and notifies the channel bot when more workers are needed to help with
the objective.
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#6_task:
GETTING IT DONE!
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Last word

The goal of a Smartup |s to creat ‘a product or service that the world is m need

At this point, if you &
about the Smartup |
WE CREATING?

That answer you find in PART 3: THE OFFICIAL SMARTUP BUSINESS PLAN
(VALIDATION READY)
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to that mission.

| think that out of all the puzzles we need to solve in such a journey, we need good
informed and connected people foremost. The more we have of those, the bigger our
chances on success. Therefore, | propose to build a new independent information
system that is reliable, trustworthy, robust and overall makes people make smarter
decisions and come up with better ideas to help transform their own communities
and economies.

What's also good to have in mind is that what follows next will be subjected to review
and open for debate in the validation phase of the Smartup. Nothing is set in stone
beside the mission I've set out.

For you as a reader, the point of the Official Smartup Business Plan (for Validation) is
to find out if you agree on the core idea and principles of my proposition. Next, you
need to ask yourself the question: do | want to help shape this new technology into
the best version it can become? If yes, then you can do so by buying one of the two
licenses on the Crowdfunding webpage on Inidigogo.

If you first want to find out what a Smartup Is, | urge you to read the PART 2: MY
HYPOTHESIS. Everything about this disruptive new company structure is explained
there.

Start at: https://rsnewmediaconcepts.com/smartup-zero

Now, let's get to it.
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where it's all about gettmg people in the real world better eqmpped to change thelr
communities.

Onlive is an operating system (0S) for the real world, where technology is just the
instrument and not the music itself. An instrument to support humans to be better,
smarter, more resilient, creative and work together with the purpose to improve their
communities. Onlive is an OS for a world where we are all contributing to the many

solutions our communities need to overcome the environmental and humanitarian
challenges the world is facing.

Onlive does so by aiming for a more efficient digital life that is designed to improve
our real lives. A digital life where the power will be with the people and the people are
with each other, growing as a group, working together as a community, making
smarter solutions as a country, for the sake of a smarter society.

ONLINE
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g ' Problem

Apple and Google designed an Operating System to connect you with as many
digital services as possible. Those digital apps are designed to create data
about you, so organizations can get better in selling you more relevant products
and influence your ideas. The problem is that this highly profitable data-driven
business model is sparking up an already burning planet, while it could do the
opposite and help us put out the fire.

‘F,J‘ twu&er m
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The good news is: to change this we just have to change the software. If
you want people to change behavior, the smartphone is a great tool to
start rethinking since everybody has one. That's exactly what | propose. |
reimagined an Operation System for our smartphones. One that Is
designed to be a tool for people to reshape their communities into self-
sustainable ecosystems. The OS is purely focussed to help people interact
with their community in the smartest way possible. It wants people in the
real world to share ideas, resources and data to improve their
communities. It's designed to connect people with their physical world
instead of their digital one.
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Mission

To turn the smartphone into a reliable, trustworthy and robust tool for all
people to reform their communities into self-sustainable ecosystems.

This mission has 4 objectives:




S 1. Network @

With Onlive, we create a Transient Social Network (TSN) that enriches and supports
social group collaborations in a physical (smart) environment. It evokes social action
and knowledge sharing. To create, market, launch and grow a platform like this we are
creating fundamental technologies that enable us to set a new standard and to reach
this new form of internet-free connectivity. What are these local network technologies
that enable us to create a reliable information network that we can use to connect

with our communities?

These three technologies work together to create a
safe local information network that is not connected
to the internet.

1. Trilateration as an Aucoustic 2. Mesh Networking as a data
Positioning System among

. distribution system among
nearby smart devices. w nearby smart devices
> Sound to
authenticate if you
» arereally here and
< where exactly.

Mesh to give you
what you need,
when you need it.

3. Context Engine as a group
forming agent for nearby
smart devices 6

Context to determine
iIf you really need it
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Onlive Groups

dp >
i@%_f-'

When people use the Onlive app, they automatically become part of Groups. When you
: are in a venue, the user can automatically become part of the group in that venue,
& together with staff and other guests. When the user is in a meeting room, it becomes
automatically part of a group which consists of all other people in the room. A group can
be small or big; in theory, there could also be a group for the entire city. There are two

D types of groups:
1B
[
1. Nearby group

The Nearby group (or the Onlive group) is always
available and consists of people who are physically
near to each other and/or in the same room. There
is only one Nearby group. When there is a meeting
going on in a meeting room, all users should be
part of the same group, and no one outside of the
meeting room can be part of the group. Right now
Onlive makes use of Google Nearby, a library that
makes use of ultrasound signals in order to
determine which phones are near to each other.
Ultrasound cannot be heard by humans, but cannot
travel through walls (unlike radio signals like
Bluetooth and WIFI). This way, groups are formed in
a way that is likely to make sense to users in the
real world; people in the same room are in a group
together. The downside of Google Nearby is that it
requires an Internet connection to operate (that's
why we use it only for the Proof of Concept).

1. Context

| & Y
P "
Group Hosts describe in which context their g;%
group is relevant. For example: at a certain
location and a certain time. The Onlive
¢

platform regularly checks if the current
context information matches the description.
If there is a match, the group might be
presented to the user. This depends if there is
also a match with the Role of the user.

For example, | have to be a business meeting at The Office Operator (TOO). | am in front of the
building. |1 open the Onlive app and choose my Linkedin business card to log in. Onlive checks
my physical context and selects only groups that match that context. It then checks if those
groups that are tagged for ‘workers’, since the Linkedin business card relates to the worker's
archetype. Onlive then presents me the groups that are most relevant. If | would have selected

Onlive

Here and Now

Meeting

Meatingroom

Restaurant on the fifth

Networking XL

Znel

Public service office

3th floor

Onlive scans your physical surroundings and selects the most
relevant groups for you based on two things:

For example

2. Context groups

In contrast to the Nearby group, there can be many
Context groups. Context groups are defined for
people who share the same context; this can, for
example, be a physical location (a certain venue)
or an event (a location in combination with a
certain period). Context groups are defined using
Context rules, which are evaluated by the Context
engine, which was originally developed in the
Transient Apps project.

Context groups are defined by the Onlive backend.
For example, a store might want to define a group
for people who are physically present in the store.
In contrast to the Nearby group, which is always
available, Context groups need to be created
manually by someone in order to become available
to users.

V
|
2. Roles

Group owners describe for what roles their
group should be relevant. Users choose a role
by selecting one of their ID cards when they
log into Onlive. That ID card belongs to one of
the four archetype roles. A group host can
select one role for their group. If they choose
the workers role, their group will become
relevant for all people with an ID card that
relates to that role.

my Facebook ID card, Onlive would only show groups for those with the 'explorer’ role, 7




g 2. Data and content @m;\

Now we have set up a safe, internet-free network, it's time to talk about what we do
with it. Onlive wants to be a tool for people to help sharing and improving their
communities. It does that first and foremost by being a tool they can trust. This starts
by facilitating a robust and reliable network but truly takes shape in the User
Experience (UX) design that defines how we make use of that network. Centered and
anchored in the UX is the control over our data, content, and identity. At any given
moment users have to be in full control over how and what they share in the network.
For this, we've created a new content format that only works in our network: the
Onlive Card.

The Onlive Card is what a floppy disk for a personal computer used to be:
it holds a bit of data and settings to execute a specific experience. This
piece of data is completely controlled by the user.

. The Onlive Card is
a virtual object
for making
information and
functionalities
quickly

. . . recognizable and
The PC, in this analogy, is our local interchangeable

e
5 A o
M network of smart devices, connected O within your
by context and proximity. You insert groups.

l your card into this system, to make l

use of it in the way you see fit.




Onlive Cards

Inside the groups you interact with Onlive Cards. People, organisations and things (smart
devices) can publish cards in groups. You can use, make, share, save and edit cards. It's a
virtual object for making information and functionalities quickly recognizable and
interchangeable within groups. A card represents a piece of locally stored data, which can
be handled by a Plugin. It can also be seen as a file on a computer. It can be stored and it
can be transmitted. But a file on its own is usually not very useful. You need a program in
order to open the file. In Onlive, this program is the Plugin. Cards contain the following
information: ‘

FRONT OF
THE CARD

What is the card about?

Title }

N A
—

SMARTUP ZERO

Content preview

Animage that represents the |
Cafd type | purpose of the Card. ‘
There are different types of cards.

The main card types are: Identity ‘
cards, Document cards,
Presentation cards, Questionnaire
Cards and Object Cards. Each type
has anicon and a color type. |

Publisher

The person who published the
card in the group. This does not
have 1o be the owner of the card. It
can also be saved and republished
by someone else |

Collectibility

The owner of a card decides if a
card is saveable by others. An
owner can also decide if the card

can be republished or not. .
Privacy settings: B K F
Card type: Presentation
THE CARD

Act Acces to memory: No
pci.  Acces tointernet: No
Privacy Settings Act  Acces to camera: No
Act Owner tracks card? Yes

A card is made and edited with a
plugin. A plugin has privacy
settings. On the back of the card
you can see what this exactly
means for you and what kind of
data your are sharing when you use
this card.

Card Value
A card is owned by one person.

That is the one who made the card
m——yith a specific plugin. That person
has full control over the card and
also is responsible for the content
of the card. If a card is savable
and/or republishable you can
always see the how many times
that has happened.

9
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The archetype cards:

The ID The Questionnaire The Presentation

Robbert Schep, co-founder Poll: Do you want to leave the Smartup Zero: a blueprint for
Smartup Zero. 3 disruption (presentation)

By: Robbert Schep 22/09/2019 By: The Chamber {

G T« Q3

Cards that contain a form of identity | | Cards that contain any form of a N Cards that contain any form of live

that is used by the Onlive platform questionnaire. These types of cards stream. These types of cards will

to register determine what groups demand interaction from group show what is on the screen of the
vt are relevant for the user and how the members and generate live card publisher. This is practical when

users interactions are saved and statistics based on those you want to show your content

registered. interactions, such as [JO” results. p[enary to the pe0p|e around you.

The dbject The Document

Adjust lights in this room Great album to discover!

: AL Lt )
By: Meeting Room 12 22/09/2019 By: Kosmo Broom

Cards that contain information .
about an object. These types of Cards that contain any form of '

cards enable users to interact with | document that can be viewable and/p =
an object that is in their "~ oreditable '
surroundings
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e

&
= 3. Software

Now we have a safe network and a manageable data format, all we need is the
software to create relevant and meaningful experiences among people and their
communities. For this, we introduce the Onlive Plugins. These are software programs
(web apps) that are automatically installed on the phones of all group members and
run in de background to facilitate specific interactions between group members. For
example, a plugin that allows group members to fill in a poll and renders the results

Into a visual.

%)

If the Onlive Network is the PC and the Onlive Card the floppy disk, the
Onlive plugins are the software that is installed on the PC to be able to

read, edit and execute the floppy disk.

Great album to discover!

Fobbert Schep, co-founder
Emartup Zero.

11



Onlive Plugins

Onlive facilitates group interaction between people and devices in our near world, but it does not ’
define what this interaction should be; this is determined by Plugins. Plugins can be seen as mini-

Apps (web apps) that are automatically downloaded on the smartphone of people when they ’
become part of that group. Plugins can be developed by anyone. There could be generic plugins

i which facilitate common interactions, but there can also be branded plugins for specific locations ‘
Pluglns & GI‘OUDS or specific events. Plugins allow people to interact with their surroundings, other people,

. L organisations, and with other devices.
For each group, a certain set of

Plugins are available.

Plugins & Card Types
A plugin is always connected to a
card type. What card type belongs
to the plugin depends on the kind
of interaction the plugins arranges.
For example, a plugin that takes a
survey among visitors is tagged as

For Context groups, this depends
on the group hosts. They control
their group by ‘installing’ the
plugins they want to be available
for the group members.

Busness Card

( Document Cand

e.g. A museum made a group to : |

inform their visitors and offer them \\.\ . @ craeamotory a Questionnaire Card. A photo
the functionality to interact with \ i sharing plugin is a Document Card.
their current exposition. They \ P Plugins are responsible for the
install the plugins that make these - following user interactions:

Foll Card

interactions possible.

i _— |
, . The creation of cards The use of cards
For the Nearby group its a bit more

complicated. There is no host in
this group to select the plugins.
Here the Onlive platform has to
determine what plugins are
available. This could be done by
the context engine that can install
plugins based on the user's
context.

e.g. If you would make use of the
Onlive group at a public square

Users use plugins to
create cards. They start
with choosing the card
type they want to create.
The specific plugin will
launch it's setup proces.
Next the user creates te

' cards by choosing the

title, thumbnail and select
the sharing settings.
Now, the user created a

Users use plugins to
execute a card. This could
mean a lot of things. It
could be to play a game
with the people around
you, edit a document or
follow a slideshow (as in
the example below).
Whenever people use a
card the plugin is
launched and executes

card that other users now the data that the card
can use and/or save. contains. In the example
4 below it simply shows the
slides to follow a
presentation given by

\ somebody in the group.

there would be plugins available
that help you connect with the |
public facilities around you. !

YIS ARE INA
LGN

The official Beam It plugin

YOU ARE IN A
PLUGIN




. It's a game of cards!

- X '}.1 As you might have noticed we've chosen to design the UX almost as if you are playing a game of f
f _ \ cards together with the people around you. Once in a group, each player can take cards of the tahle ," /
_ P 1 (the stage) and take them in their hand (the hand) or play cards (publish on stage), stack cards (keep ]
i the card nearby) and own a card (save a card). We choose Cards as a core UX element because ’(
cards are controllable, interchangeable and collectible. It will make sense to people how to use them /
L & naturally (we all know how to play a game of cards). It enabled us to comply with our goal to build a F
el system that evokes fewer but more meaningfull interactions with our smartphone and stimulate ’,n"
more human interaction in the real world. Also, it allows us to make it very transparent who the Card

is from, what kind of data is used and stored and where the card originates from.

1 = & & 4 T S
The stage The hand p
Whenever a user opens a Group which is available in
the Onlive App, it enters the Stage. In the Stage, all the

cards that are currently published in that Group are
shown. The stage is like the table during a card game.

If a user wants to interact with a card he needs to take
the card off the stage and in his hand. When the card
is in his hand, there are 5 things he can do with a card.

SWIPE UP
Publish card

Tha offies Operatars o mady 1o
senva What 2an | hels you with?

.i:\rvu Dlfee Dsenatarn g ' PRESS CARD
Open Card (Launch
Plugin

SWIPE RIGHT
Stack card

SWIPE LEFT
Dismiss card.

TV Sereen in the Roorm

Py The Offjce Oparises

SWIPE DOWN
Save card

Saving vs Stacking

You save a card when you want to keep the card in 4
your ‘saved cards', which is like your email INBOX. If
you want to keep the card nearby because you know
you are needing it a bit later (on the same event for
example) you can better stack it. When you stack
cards from your hand you make a selection of cards Bieat alhumta dise
that might be useful at any moment.

EXAMPLE g
You arrive at an event and check out the stage of the
group that is hosted by that event. You browse
through the cards and quicly stack the cards that
spark your interest. Then you go through your own
saved cards and stack one or two cards from yourself
that you might need. This way you create a deck of
cards that align with your prupose on this event.




Privac y . anonymous but not invisible.

Onlive is a network for the real world and in the real world you can't be invisible. Especially when you are in a group that needs to
work together to accomplish or experience something, the presence of your body, identity and purpose are vital for the level of
trust there is among your group. The less we know about each other, the less effective we are as a group. Trust is vital for
effective collaborations. Therefore, Onlive strives to be a tool to create trust among group members by implementing a digital
equivalent of our physical presence. This means your presence in the network and your participation in groups can never be
completely anonymous. However, Onlive lets you control exactly how you present yourself in the network and what information
you want to share about yourself at any given moment. This is one of the core goals of the Onlive Cards. However, this all starts
with the login proces. Onlive is a network that you have to log in to. You do that by choosing your ID-Card. .

Onlive ID Card.

Your Onlive ID Card is like your passport.
Everybody needs to have one to be able to |

use Onlive. When you create your account

you will automatically get one. It's attached '
to a unique Onlive ID number (uuid) ffat [ ||
you broadcast as a request to the Onlive
server to log in. In default, it lets you join
other groups anonymously. This means
that other group members only see your
username. However, interactions with other
cards and plugins are always connected to
your Onlive ID number, and thus to your
account. Just like in the real world you can
be anonymous to look around, but you
can't be invisible if you want to participate
in a group.

The anonymous

“Just looking around”

The explorer

“l want something"”

Role Cards

Although your Onlive ID card is a great
way of safely and quickly 'look around’
what's going on in the relevant groups,
it's better to log in with one of your Role
Cards. A Role card is a version of your
Onlive ID-card but then with specific
privacy settings. It determines what
kind of personal information you are
sharing and how you can use the
network. In essence, you are choosing
the role you want to play in a group.
Depending on the purpose of your visit,
e.g. work, leisure, shopping, traveling or
simply browsing, you can control
different role cards that help you gain
control over your own data and how
you share that with the world around
you. Also, it will help the Onlive system
selecting the relevant groups for you, to
optimize the effective experience.

The worker

“Here to focus”

The citizen

“How can | serve?”

14
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.-ﬁ 4. Autonomy

The last objective is not about the technology itself but how to nurture it. It's about
how we are ensuring this technology does not fall to the hands of the ruling
commercial structures to become just another sacial platform that eventually turns
its business model to sell the data that users produce. The question is, how are we
going to create and maintain a platform like this, to let it become the best version of

itself? How does it become and stay autonomous? The answer is to become a
Smartup. You can read all about it in the essay '‘Smartup Zero: a blueprint for
disruption’.

.~ta'bmme the best "ve:s:dns of themselves. By tfemacratlzmg the pmcess of owning, bwldmg and

governing technologies, we can create products and services that are useful to us in our effaﬂs{_protectmg
our planet and humanity.

N HVE

SMARTUP ZERO

The first smartup in the world

15
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Part 3: Experiment

The business model of the Onlive platform is that of a two-sided platform: on one hand
the platform becomes interesting for End users when there are a lot of groups and
plugins available. On the other side, the platform is interesting for Group owners (to
create groups and install Plugins) when there are many End users on the platform.

This forms a challenge for bootstrapping the platform. In order to get End users on the
platform there needs to be Group owners, and vice versa. The Nearby group was
designed to address this problem. Since the Nearby group doesn't require any Group
owners or infrastructure, the Nearby group always adds value to End users. This way
the platform can attract End users without Group owners present on the platform. So
initially, Onlive can start off as an app that makes it easier to interact with people
nearby, and when a critical mass has been established Group owners can be attracted.
Another approach here is to start locally with Group owners. When Onlive is useful on a
certain location or event, the user experience can be increased for a select group.

To understand the business model we need to identify the platform stakeholders first:

End user: the end user that

\ 4
:."‘ uses the Onlive App on his or

her smartphone
Onlive: the owner of the

Onlive platform

. Plugin developer: the
person or company
CI) developing Onlive Plugins

Group owner/host: the person or
O party that registered a Context Group

in the Onlive backend. The Group

owner determines which Plugins are

available within the group.

N Plugin owner: the person or party which
owns a Plugin. Onlive will be the Plugin
owner of some generic Plugins.

16
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— Business model:

Three potential business models have been identified

. 9

1. Group hosting | :5"‘ ﬁ
Certain venues or events might want to provide a better | . —
visitor experience using Onlive. They can define groups for O

their locations and install plugins to define specific
interactions. Groups are free to host till a certain size and |
the costs of the installation of plugins depends on the type ‘6
of plugins. The group hosts pays directly to the Onlive

platform. In return they get acces to a GMS (Group

Managment System) to manage their group.

O 2. Plugin Marketplace (PluginPlaza)

‘8 Onlive is facilitating a marketplace between Plugin developers/

owners and Group owners. Certain Plugins will add value for a

certain type of business. It would make sense to create a

marketplace, where Plugin developers/owners sell Plugins to

Group owners that are interested in providing these plugins to

. their customers. Onlive could take a part of the revenue of the

Plugin developers.The group hosts pays to Onlive for the usage

n of plugins. Onlive pays out the Plugin owners and/or
developers.

3. Card advertisement

O ool
Under certain conditions, users and group hosts can ‘ "“
broadcast their cards in other groups in the area. For example, @
a shoe store wants to advertise in a certain area in the city.
The store can then pays an amount to make that card
available for all people that are logged in with an Explore ID
card in the Onlive group.
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A museum makes a group for it's museum ground.
! The musuem installed three plugins: a Audio Tour ‘_ ;
plugln a Ticket Payment plugin and a PoII plugln 3 1‘]

How do you like your visit to
the museum? Fill in this Poll!

Indi-«idual tickets for the Museum

General admission

become available in Onlive groups in specific area’s of |
the city where a lot of tourists are.

8 The Louvre is now open! Come

see our new exposition! . - The Louvre is now open! Come
; see our new exposition!

FIND ME
R()OM 8(11

Richatis

By The Louvre

By: The Louvre °¥




| Part 3: Experiment ﬂ\@ﬁ
\® The blueprint o

(what we made so far)

Onlive wants to become a Smartup. This means we are owning, creating and
governing everything together in a community. This could work for ideas that just
exist on paper but also for ideas that are already in the prototype or Proof of
Concept (POC) stage. In the case of the latter, there is just more fuel to start up a
Smartup. With Onlive, we created a POC that we could not finish before our
funding ran dry. This POC and all its documentation and research are going to be
available for review and analysis in the Validation phase. We call this the initial
blueprint. We made a blueprint and need to validate and improve the choices. This
could also mean that, after the validation phase, we could end up with a
completely different but better blueprint than we have now. So what is the
blueprint we made in the last three years?

During the creation of the Onlive Proof of Concept, a lot of developments have
taken place. First of all, the Onlive concept was refined. The main driver for this
process was the workshops with the project partners, in which use cases were
developed which could benefit their business. This way, the Onlive concept has
been partly validated from the perspective of the future Group owners (future
clients). From a technical point of view, it was demonstrated that the concept is
technically feasible and scalable in the future. Research has been done on how the
platform could operate without an (always) active Internet connection, giving it the
potential as a successful platform for delivering digital services in places where
there is no Internet connection. Also, the user interface has been tested on a
select group of users using paper prototyping. A proof-of-concept was developed
which demonstrates the possibilities of the Onlive platform, and ideas have been
developed for business models for the platform.

Although | am very confident that we made a lot of right choices in the set up of
the architecture, some methods and concepts should be submitted to careful
consideration and review. Even the name itself, ‘Onlive’, is open for discussion. The
work we have done should be seen as a solid starting point and a conversation
starter. It gives us the means to hit the ground running in the world's ﬂrﬁTg
Smartup.



The Onlive Plugin Software Development Kit (SDK),
consisting of:

« Executable (App) for Android (in the form of
a .apk file)

* Developer documentation

« Example Plugin

F-
!

The Onlive app for Android

* Executable (App) for Android (in the form of
a .apk file)
* Onlive App - Functionality and priority (document)

The Onlive Back-end:

*+ Custom Onlive logic for integration with the
XMPP server
* The Onlive registry, which hosts
- Context group definitions
- Plug-in executables (in the form of a .zip file)

ETHETET s STEAr T

Onlive documentation

* Research report
« MVP description
+ SDK documentation




Part 3: Experiment

Smartup
organization for
validation

%)

To get this Smartup proposition through the validation phase | have to
prove there are enough people who want to own and build this
Operating system with me. |, as the entrepreneur, have to set a

2achand set out the Smartup teams
izatl r Validatio

Financial Target for the Validation phase? |

75.000 euro.

1/3 Entrepreneurial Commission

Smartup ownership ?

50 euro for Watch license.
150 euro for Work license

Earning ownership ?
10 euro for a Campaign license
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p teams |
o ® - i i
5 happens in teams. Depending \ L
ct the Smartup is creating, you i
ur own talent, skills and

Vhen you are part of the team

Development

The team that builds the actual
product once the Smartup is in the
production phase. Front end, back
end, native, architecture, security,
testing, all kinds of computer
engineering expertise is needed in
this team. The development team is
most likely the biggest team of the
Smartup that waorks with platforms
like Github or Gitlab. During the
Validation and Design phase, they
do not develop yet, In those phases,
they organize themselves and
support, review and research
development issues that surface in
the validation and design phase.
They have to be ready to start once
they receive the scientifically
reviewed Design Blueprint.

71

Design

The team that performs all
design-related tasks based on
The Official Smartup Business
Plan. Think of User Experience,
Branding, Housestyle,
Wireframing, User [nterface,
paper prototyping, mockups,
Icon design, etc. The design
team is working on the Design
Blueprint the development team
needs to actually build the
product. They are consulting the
development team reqularly as
they progress. Before handing in
the Design Blueprint to the
production phase the first
scientific review takes place.

Media

The media team has two main functions:
Internal communications:

Follow all the work of the progress and
activity of the teams and report an the
General Forum so the community can
stay informed on the progress and
issues.

External communications

The Smartup has social media channels
for the general public. The media team
makes sure those channels are filled
with informative and engaging content.

In the media team, all kinds of different
talented people in the area of
communication, journalism, PR and
social media are husy creating engaging
pieces of content. During the creation of
the product or service, a Smartup is
completely depended on crowdfunding.
It's crucial that there is a constant line of
communication from the internal
community to the outside world. Articles,
blog posts, translations, animations, the
media team has a lot of work to do.

1

cussions and aplly for roles

Business

This team is responsibie for
creating a solid business
proposition, marketing and financial
plan. They are developing business
cases, making forecasts, crunch the
numbers and, in general, make sure
the product or service is ready to
market under the best conditions.
The business tearm also is
respansible for The Official Smartup
Business Plan and makes sure all
the latest adjustments and
decisions are updated and all
teams always have the most up to
date version available. The
business team plays a crucial role
in the Organisational phase of the
Smartup. There they work closely
with the science team and do the
final market assessment and guide
the community in choasing the first
Executive team that is launching
the product or service into the
market.

Operational

This team's only focus is to
streamline the cooperation between
the teams. The operational team
has an oversight function and
operates like a commission where
they discuss adjustments and
procedures to improve the
collaborative processes that lead to
an improved creation process. They
also look at 'incidents’ between
community members that are
flagged as inappropriate or unfair.

In this team can be peaple with
experience as a Project Manager,
Compliance officer, Legal
consultancy, and Psychology
professional. This team is
constantly monitoring,
documenting and adjusting the
overall Smartup arganization.
Especially for Smartup Zero (the
first Smartup), their role is crucial
because their work is to watch the
Smartup organize itself, make
mistakes and create a guideline,
almost like a Smartup constitution,
for future Smartup to follow.

— LL®

Science

The scientice team should be seen
as compliance officers that check,
based on peer to peer-reviewed
facts and models if the product or
service is created under the most
sustainable and scalable
conditions. The science team
assists all other teams in their
efforts to make the best decisions.
All kinds of scientists, academics
and researchers are needed. The
main function of the science team
is to perform the two scientific
reviews. One where they check if
the design camplies with the best
sustainable practices in their fields
and the second is to check if the
work of the development team
complies with the market's
assessment. The science team is
the only team that can turn back a
decision that is made through

vaoting. For example; if the }

community voted that the design
can be taken into production, the
science team can prevent that from
happening by issuing a motion for
further research.

05
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Part 3: Experiment @
Resource Material LY

'II

There is a lot of additional material that completes this
proposition. Most of it you will get access to once you are a
Smartup member. An overview of all material:

RESEARCH REPORT

Final report of the OnLive ClickNL
Project:

The social network of the real world
Dnlive R&D: results and

overview

PROOF OF CONCEPT

All code we have for the POC:
- Back end

- Front end

- Plugin SDK

All on Gitlab.

ONLIVE SDK DEVELOPERS
DOCUMENTATION

How to make a plugin

ESSAY

/ Smartup Zero: a blueprint
- for disruption

Everything about the first
Smartup in the world

UX MOCKUP

_ 2 An interactive Mockup to
(m o] m exerpience the unique Onlive UX

All on ADOBE XD.

ONLIVE PRIORITY & FUNCTIONALITY
DOCUMENT (only in Dutch)

| Minimal Viable Product
JeZ=—} -Onlive

FIND OUT AT rsnewmediaconcepts.com/smartup-zero WHAT IS
AVAILABLE RIGHT NOW AND WHAT IS AVAILABLE TO YOU AFTER

YOU BECOME A SMARTUP OWNER.
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Part 3: Experiment
The final word

So off we go. We don't have to wait. This proposition is a
theoretical framework for immediate implementation. It's a project
that you can join now and start working on immediately. Smartup
Zero Is about creating a new toolset that our government, leaders,
and corporations will never be able to give to us. We don't need
them. We have to lead the charge ourselves. If we succeed we
enhance our chances to change the status quo and create a better
reality for ourselves and our children.

| am convinced that the revolution is not going to be of scientific
or technological nature but will take place in the heart of our
economies. The revolution is going to be a counter-movement
against the core principles of our western culture and more
specifically; our economy.

Our scientist clearly identify that our current system for the
production and distribution of our products and services are
enormously ineffective and damaging. It's one of the key factors in
the decline of our biodiversity. They urge us to change our need
for things. I've shown you a way how we could do that. It's not
going to be easy but the only way to a better future for humanity is
to arm people with purpose, and the means to fulfill that purpose.

Imagine being there. Being in a world where everybody has equal
access to quality food, water, shelter, information, and purpose. In this
world, the purpose is clear: we work to keep our planet habitable for
humans and all other living. Everything, everybody does constantly is
to work, with their own talent and skills, to a little part of a big solution
that keeps our only planet safe and humanity humane. When the work
Is done they return home to their loved ones, fulfilled as a human
being.

D=
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