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Have you helped someone in need ?

How was your experience?
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SMALL THINGS
MAK[ A BI(J

DIFFERENCE
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Why is there not a bigger participation of citizens?
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Theory of Behavioural Change

Ok, let’s
do this!
' Ok, what .
O doldo O It'|s
possible!
O now? O
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Precontemplation = Contemplation Preparation Action Maintenance
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Case Studies

01. Samagra

02. CO3project

Co-creation Co-production Co-management

Public administration

Public servant

G Crowdfunding | Group Buying | Voting I
Blockchain T H
G

Citizen E-wallet
A%
Authentication Tokens
@ skill

Time

Augmented Commoning Area

it * .ﬂ r ? AR & gamification

Associations  Local retailer Event  Resource

CoFunded by the Horzon 2020 programme
of he European Unicn
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Project Objective

To encourage citizen in making socially and environmentally
responsible behavioural choices.
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Target Audience

Anyone who can access a digital
interface/ Platform via by Mobile/
desktop

40
36

All India

Nov-19
54 Mar-19
51

Urban

Leveraging user base potential based on
age, experience, skill etc.

Internet Users in 2019

43.3Cr 20.4 cr

Active Internet Internet users
Users in Urban

Profile of Internet user

O o ®
m AGE DISTRIBUTION IN % m

ALLINDIA 14 17 34 20 9 H
URBAN 11 14 33 21 12 u
12t0 15 YRS 16t0 19 YRS 20to 29 YRS - 30to 39 YRS 40 to 49 YRS . 50+ YRS

Source:- Internet and Mobile association of india, Nielsen
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Approach

y s
ll APPROACH 1 - APPROACH 2 | APPROACH 3
| Volunteer Activism ‘ Private Partnerships - CSRs Aggregator Platform
Summary I
Approach QUADRUPLE HELIX APPROACH MORE OF A MARKET DETERMINED APPROACH |SOCIALIST APPROACH - MORE BOTTOM UP
Data Collection & I | RELIES MORE ON QUANTIFIABLE DATA FROM RELIES MORE ON QUANTIFIABLE DATA FROM REQUIRES MORE ON-FIELD DATA, FGD &
Capacity I SURVEYS (MOSTLY ONLINE) SURVEYS (MOSTLY ONLINE) QUALITATIVE SESSIONS WITH CITIZEN
P IP OF MoHUA | IP OF MoHUA
SRS || RESTRICTED API SHARING WITH COLLABORATORS _NEEDS TO BE WORKED BASED ON RESTRICTED API SHARING WITH COLLABORATORS
Working Modalities || NOT PROFIT MAKING COLLABORATION AND MoUs NOT PROFIT MAKING
Remarks LMORE GENERAL FRAMEWORK 7 MORE INVOLVEMENT OF CITIES
A J

~———————/

Quadruple helix approach:- aninnovation and collaboration model with a citizen/end-user perspective. It is useful in an innovation
process where the citizens needs are central (https://northsearegion.eu/)
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Pilot Survey Inferences

Contribution Options

Playingan online game to contribute to

o
social and environmental causes 52 (17.6%)

Registering yourself on an application to —132 (44.7%)

help othersinneed

Charity / Donation 73 (24.7%)

Educate others towards socially and

9
environmentally responsible behavior 262 (88.8%)

Helping persons in need onstreets 168 (56.9%)

None of The above

200 300

89% - educating others towards socially and
environmentally responsible behaviour

(295 Responses)

Incentive Expectation

Fame (face of the month, Champion) -60 (20.3%)
Certificate
Vouchers for Shopping/ Electricity Bill —64 (21.7%)

Exemption in Tax

Cash —60 (20.3%)

47 (15.9%)

Relaxation in Emi’s Payment,

Travel Passes' 67 (22.7%)

Ration (Food)'

Don’t Want Incentive 89 (30.2%)
33 (11.2%)

0 50

None (others)

100

Non-monetary incentives constitute majority of responses.
30 % - noincentives
44% - certificates

150


#
#
#
#

Pilot Survey Inferences

Technology - Preferred Mode

Whatsapp Facebook Instagram G-Mail Linkedin My-Gov

Technology - Preferred App

80

60

- s 1A

0 I II II-II_ Il-ln ——

16-25 26-35 36-45 46-55 56-65 aboveb5

Percentage
U
& 8 8 &§ & 8

o

m Mobile mDesktop mBoth = None mWhatsspp MFacebock B Instagram M G-Mail mLinkedin  ® My-Gov

Yay: WhatsApp, Instagram
Yaaay across age group: WhatsApp

Naay: MyGov
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Proposed Solution

To Engage citizens through an interactive application/plugin, which will
trigger the citizens to make environmentally and socially responsible choices

within their area of interest and act upon those.

The model will have connect users to nearest volunteering platforms,
recognise individual actions and reward verified good behaviours on

authentication.
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Engagement Ecosystem of

Ins Tr0pe
titutiop
UN, World Bank
IWTs, IWHS
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Value Proposition

Value Proposition for Stakeholders

&

For Citizens Government/ ULB/SPV NGO/CSRs
e  Recognition e  Active Citizen Participation e  Recognition
e Redeemable Benefits e  Optimized usage of staff e Larger Outreach
e  Credit Score e  Success Story e Helping Hands
e  Sense of Contributing e  Better Performance e  Greater Impact
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Value Proposition

Increased Citizen
Participation

Making technology
accessible, credible and
introduction of incentive

Positive Impact on Environment
and Society

Greater trust in Government
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Behavioural use cases

Non Motorised Transit
- Cycle - pedestrian

Growing own food Beach Cleaning

* TR
& Tree Plantation %ﬂﬂ %
. d

Reduce Littering Blood Donation

il |

Segregation of Waste Feed Street Animals

Food Donation
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Concept Workflow

!\1 s o\
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Register Choose Contribute Socialize Earn & Redeem

oooo
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Application Prototype
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HOME CONTRIBUTION ~ FEED  REDEEM

Opporturities to Engage

Copyrigne 2020, ity o Housrg and Urban ATl

prvacypoley | Tems of e

BXEfinGyN

engage

Rewards.

HOME CONTRIBUTION ~ FEED  REDEEM

e
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More coming soon!

Copyrghe 2020, Wity o Hosing an Ut At

prvacypoley | Tems of e

BXEfinGyN
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Gamification
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Women as
Changemaker- Leaders

Peer to Peer learning

City Leaderboard

COVID Home

Win Win for all

Stakeholders
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Register

Register to Litter Warrior to plungingin
"\ to portal (Individual/Mini Groups/
! Startups/ Institution)

2 P Information
Implementation

Strategy of a use
case

Latest News/ Events/ Program /
_,.‘ Facts and Figure/ Awareness
* Videos or Pamphlets / Progress
Report

Incentives

Have to post pictures to get & 14_ o9 4 /%
points and incentives through 4 e R | ’ * | Engage
\-. “\ ,"‘ . .
the platform P, * j 4 Have to engage children/ students with
ql.’ ' " them,Mandatory for Incentives/ Rewards
) /
e Gamification

MCQ, improve your knowledge on let’s say English vocabulary,G.K,
History etc. the more you play the more points
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Participation Pyramid

We want to be here

A

A ;.'-. 'a*:"* i‘-
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We are here

Less Interested Interested Motivated Dedicated
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Work Plan and Road Map

Pilot Project Launched
Feedback Gained
Expansion to General
framework

2021

Exploration

° Workable linkages with
ICCC/CDG/CITIIS

° Need assessment for
Common Virtual Social
currency

° Need assessment for
Social Security

2025

Investigation

]
° Workable system with
S 2030 il components t one
place
° Project phase ends
° Support phase
_ continues
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Target cities - Multi city model

v
N\ P 4

Aware Citizens

;

Strong Municipal
Acceptance

5SS
)

Active Participation

Presence of
Institutions/Organizations

working on Social and
Environmental causes
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Technology Model

WhatsApp Chatbot for
Outreach

Website for Mobile/
Desktop version
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Estimated Cost and Maintenance:

\ T o4
15 A Y
Design &

Development

70 %

Outreach, Events &
Marketing

20 %

Domain Name &
Peripherals

5%

Total: 8-10L

(e
l‘ 0

Incentives

5%

Updates and
Maintenance

Additional
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Thank You.

Mentors:
Mr. Gautham Ravichander, Head of Policy Initiatives, eGov
Mr. Naim Keruwala, Program Manager of CITIIS, NIUA

R

Aarsi Desai Srijita Chakrabarty
Architect & Urban Planner Architect & Urban Manager
1T, Kharagpur Erasmus University Rotterdam

Team Engage
iscfteamengage@gmail.com.

Sumani
Architect & Urban Planner
DCRUST, Murthal
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