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Introduction
In this report we elaborate on the business concept of “Bit of Energy”. Bit of Energy is a company
founded by three Industrial Designers. Veerle Wijshoff, Jochem Franse and Charlotte van der
Sommen. Bit of Energy focuses on creating a more sustainable society by teaching children about
energy consumption, sustainable energy and the effects of overconsumption on our society. In
this report you can read more about the concept and the origin of the concept and we describe the
Business Model Canvas and the strategic choices that were made to come to this Canvas(as it is,
want het canvas is super dynamisch). Next to that we describe the branding and marketing around
Bit of Energy, the team and the partners. Finally we describe the finance for the upcoming years and
the future goals and opportunities.
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Management Overview
Introduction

We have to become more efficient in saving energy to protect our environment. To do so we have to
become aware of our personal energy consumption within our households, which will make us feel
more responsible for your our energy usage.
Current solutions like the smart energy meter do not have the aimed effect. We expect this is caused
by 3 factors. The first reason is that energy is an unrelatable value, which is difficult to grasp and
therefore doesn’t put people into action. Also the energy values provided, only show the overall
consumption, which is to general in order to make clear personal plans to save energy. Finally
habitual change becomes more difficult as people become older.
Children have the ability to change their behaviour. When you make them the expert of the energy
consumption in the household, the behaviour of the whole family can be adapted. The kids will get
crocky; a tangible power clamp in the form of a crocodile. Crocky comes to life as a character in
a digital game. Specific personalised assignments in the game teach the children about energy to
make them the energy expert of their household. At the same time they will create a dataset that
gives their parents specific insights in the energy consumption of their household appliances. This
makes the problem of energy consumption more feasible for the whole family, and encourages
them to save energy. We expect that by this process the feeling of responsibility for your personal
consumption will increase, as well as the motivation to act on this.

Mission

Bit of Energy aims to produce a consumer product for primary school children of the energy-aware
parent.

Team & organisatie

We are one graduated and one graduating master student of the faculty of Industrial Design and one
bachelor graduating Industrial Design student of the Technical University Eindhoven.

Product

Bit of Energy is an interactive educational game for children and families. It uses augmented reality
between a tangible energy measuring device and a game of the world of crocky. In this game the
children go on an adventure to discover what energy is and how to reduce energy consumption while
they are learning about the effects of too much energy consumption.

Markt

Young families with children aged six to ten years old are our target group. Bit of Energy is reaching
for a cooperative business system in which more customers can be reached.

Financials

The team created a MVP (Minimum Viable Product). The technical specifications aren’t yet at the
point of production, so these figures are based on estimations and aren’t the perfect representation
of what the financial flows will eventually be.
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Accomplishments
Tsinghua World Challenge 15 -16 August 2016

The team of four created the concept “Bit of Energy” for the Tsinghua World Challenge 2016, at the Tsinghua
University in Beijing. There they were one of the ten finalist teams that were invited to come to Beijing to
work out their concept. The Tsinghua program was two weeks. During the first week the team followed many
workshops that helped them to deepen the concept. During the second week they build and presented Bit of
Energy to a jury. Very unexpectedly, they won first prize which was 3000 dollars. This challenge was the start
of the Bit of Energy journey.
http://thu-san-world-challenges.org/

Cursor Article 1 September 2016

After the team won the first prize, the Cursor, which is the newspaper of the Eindhoven University of
Technology, posted an article about the Bit of Energy victory. This article created publicity in the Netherlands
and put some other activities in action.
https://www.cursor.tue.nl/nieuwsartikel/artikel/id-studenten-winnen-world-challenge-met-kabelkrokodil/

Bliksem en Donderdag 6 October 2016

Due to the Cursor article the team was asked to pitch their concept during the VPRO Bliksem en Donderdag,
were more publicity for the concept was created.
https://www.vpro.nl/medialab/agenda/overzicht/2016/Bliksem-en-Donderdag.html

Dutch Design week 2016 22 - 30 October 2016

Also due to the Cursor article the team got in touch with SDtM (Smart Design to Market) a program that
supports young entrepreneurs in bringing their smart design concepts to the market. With the help of SDtM,
“Bit of Energy” could be presented at the Dutch Design Week 2016, where the network started to grow with
several future partners.
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Smart Design to Market October 2016 - October 2017

After the Dutch Design Week, the team continued with the SDtM program. It provided valuable workshops and
experts in various fields like: Pitching, Marketing, Branding and business model creation. On February 17th
2017 there was a big presentation event in which the team was able to present there evolved concept for a
big room full of possible partners and investors. This is were the partnership with “Blue Engineering” started.
The SDtM program also provides a spot on the Dutch Design Week 2017.
http://www.smartdesigntomarket.nl/

Open Brains events 27 January + 21 April

The match with Blue Engineering is a very valuable one, since they have connections and skills in many
different technical and business fields in which they can help. Every Friday morning, they have a small pitch
event which is called “Open Brains”, in which one pitcher can pitch his or her idea to a group of people from
various expertise fields. After the pitch the group of experts and the pitcher are going to brainstorm about
future steps and the business plan around your concept. Bit of Energy was able to gain a lot of feedback and
strategy ideas out of these Open Brain sessions.
http://bluehub.nl/portfolio/open-brains/

Connected 11 April 2017

Due to our contact with “Blue Engineering” the team also got the chance to present Bit of Energy during the
event “Connected”. During this event they gained a lot of valuable contacts, for instance “Hulan”, which is the
game company that helped developing the first level of the game application of Bit of Energy for the Dutch
Design Week 2017.
http://www.connectedevent.nl/

TU/e Contest 1 June 2017

Due to all the publicity we created around “Bit of Energy” the team was asked to participate in the TU/e
Contest. On the 28th of April they were selected to be part of the top 20 Participants, and on the first of June
they presented their concept for a lot of important people in the technology and business world. Eventually
they won a 1000 euro price from OCÉ.
https://tuecontest.nl/home

De Pot Pitch avond 12 October 2017

Via Blue Engineering the team got the opportunity to pitch during: “De Pot” pitch event about circular ideas.
This event hasn’t brought anything valuable for the team.
http://c2cvenlo.nl/agenda/de-pot

Dutch Design Week 21 - 29 October 2017

As a closing event for the SDtM program the team presented their concept once more during the Dutch
Design Week. Bit of Energy was presented, and a demo was show in the Brabant Living Lab on the
Ketelhuisplein at Strijp-S in Eindhoven, during the Dutch Design Week 2017.
http://www.ddw.nl/
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Bit of Energy
We have to become more efficient in saving energy to protect our environment. To do so we have to become
aware of our personal energy consumption within our households, which will make us feel more responsible
for our energy usage.
Current solutions like the smart energy meter do not have the aimed effect. We expect this is caused by 3
factors. The first reason is that energy is an unreliable value, which is difficult to grasp and therefore doesn’t
put people into action. Also the energy values provided, only show the overall consumption, which is to
general in order to make clear personal plans to save energy. Finally, habitual change becomes more difficult
as people become older.
Children have the ability to change their behaviour. When you make them the expert of the energy
consumption in the household, the behaviour of the whole family can be adapted. The kids will get Crocky a
tangible power clamp in the form of a crocodile. Crocky comes to life in a digital game. Specific personalised
assignment in the game teach the children about energy to make them the energy expert. At the same
time, they will create a dataset that gives their parent specific insights in the energy consumption of their
household appliances. This makes the problem of energy consumption more feasible for the whole family,
and encourage them to save energy. We expect that by this process the feeling of responsibility for your
personal consumption will increase.
Concept development
The concept of Bit of Energy started off as an educational toolkit for schools. After conversations with various
business experts that were spoken with during the Smart Design to Market program, there was decided to
focus on the consumers market. The market for school education would be very difficult to reach and not very
profitable. The concept was changed from a board game with Crocky’s to a game application with one Crocky.
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Prototype
Crocky
Crocky is an energy clamp in the shape of a crocodile head. The jaw of the crocodile head can open to clamp
the mouth of the crocodile around a power cable. On top of the jaw a led interface provides insight in the
amount of energy that flows through the cable.
For the Dutch Design week, the team created a MVP (Minimum Viable Product) of Crocky in order to test
the interaction. This MVP is a minimum viable product because it looks like a finalised product, but the
technological part is simulated with the help of an wizard of oz [1] setup. By making this MVP, the team was
able to test the interaction with the bigger public. Crocky was a success little children and adults that were
visiting the Dutch Design Week.
The main reason we have to simulate the technology, is because the technology needed for Crocky isn’t
available yet. Therefore we had to work around the issue. It isn’t possible yet to measure current over an
normal cable, but if you split the plus and minus cable it is possible. For the Dutch Design week a setting was
made in which people could use crocky to measure over a single cable instead of a normal cable. See figure 1.
For the MVP also a prototype of the game was designed, in order to test the complete interaction with the Bit
of Energy concept. This game was developed together with our partner HULAN, who is a game developer. The
game showed a possible first level in which Crocky is introduced and a first challenge is provided. You can
read more about the game in the next paragraph.
In order to further develop the prototype it is now important to develop the technology needed to measure the
current. The first step will be to team up with two partners: Van Mierlo Ingenieursbureau B.V. and Vention, in
order to create a working sensor.
[1]

7.
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Game
interactive, narrative game: the game mechanics
The goal of the game is twofold; On the first place the game should be educational and on the second place
the game should be ‘fun’. To have a complementary balance between the two, an interactional narrative
mechanics for the game is used. This means that the game is structured along a rather linear storyline, and
the ‘speed’ of the narrative is driven by the interactive challenges that are build into the game. This also
means that the quality of the game is heavily supported by the quality of the story. The mechanics of the
game and the story are explained in this chapter.
Crocky: empathic anchor
The main character in the game is Crocky. Crocky functions as the empathic anchor for the children. Crocky
is an highly active, positive and explorative character in that takes the form of an crocodile. This is shown in
both is character, his aesthetics and his hero’s journey. These are all in line with the brand of bit of energy as
a whole. Crocky is also at the core of the journey because he has the power to measure the current that flows
through a cable. This is where the link with the challenges and with the physical Crocky lies.

Figure 1. Technology Similation
September 2017
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The machine: solvable problem
The main character is exploring his world, by doing this he encounters a broken machine. Fixing this machine
is at the core of the challenge of the game. By fixing the machine the world of crocky can be saved, how this
can be done is explained in narrative guides. At the start of the game the machine is displaying an error, and
the children cannot gather a lot of insights from the display of the machine. As the game evolves, and the
machine gets fixed bit by bit, the display is sharing more and more information about the energy use in the
house of the children.
Cables and Islands: narration guides
The machine is linked to a multitude of cables. By following these the children find out that the world of
Crocky exists of different islands, all inhabited by different animals that deal with different appliances in the
home environment and different educational lessons. This way both the narrative and the challenges are
structured. The cables also present the core of the challenges. These cables seem to be broken, so Crocky
(the child) is challenged with measuring the ‘real world’ appliances to fix the cable in the specific island for the
specific animal on that island.
Loe the owl: reward system
To help the children in the flow of the narrative, there is a reward system when doing the challenges, next to
the reward of fixing the cables on the island. This reward system is also at the start of the educational part of
the game. After the introductory chapters of the game, Croky is guided by the cables to the first island. Here
he finds Loe. Loe is an owl, who vlogs about how current works. But he has a problem, his television broke
down, and now he cannot do this anymore. Here the first challenge is introduced; children need to measure
the current used by their own television to fix the television. When this is done, the children are rewarded with
an educational video, presented by Loe. This way they are introduced to the structure of challenge-reward
that will be used throughout the game. The accomplishments of these rewards are collected on the display of
the machine, as the machine will be fixed bit by bit when challenges are done.
Schaduw: reward push
To make sure that the game is picked up every now and then, a secret villain is introduced. This character
is scarily absent throughout the game. His name is ‘Schaduw’, Dutch for shadow, and this is also how he
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is visually represented throughout the game. He leaves a trail of trash and used batteries, and he seems to
break the fixed cables. This way there is some sense of urgency created in the gameplay.
depth in challenges: The animal kingdom
In every chapter Crocky explores a new island, which means he is exploring a new topic in household power
consumption and there is a new challenge for a new household appliance. To create some depth in both
storyline and educational value, every island contains a new ecosystem. This ecosystem exist of a specific
animal that is thematically linked to the educational part of the story and the challenge that is part of that
chapter. This is also how the novice level of the educational videos is structured.
atmospheric improvements
Besides the in depth challenges and measurements there are atmospheric measurements. These are
challenges that are done at the machine. These challenges show the overall effects of the earlier chapters
and show the progress throughout the game.

Challenges & Risks
The current-measuring sensor does not exist yet and however we have a solid plan to achieve in building this
sensor, there is no 100% guarantee that it will work. Risks involved in this issue are: 1. Accuracy of the sensor
2. Safety of the sensor. 3. Applicability of the sensor to other cables and devices.
There is expected that it is possible to build this sensor in a couple of months with the experts, Bit of Energy
is currently involved. In worst case scenario that the sensor doesn’t work, another measuring method needs
to be used. In this case there is a backup plan for making a Piggy that we can place between cables and
sockets. This however is due to safety not ideal, and therefore the focus is on Crocky for now, and the team
will not go deeper into the Piggy prototype and concept.
There are no expected problems with the game so far. There is a partner “Hulan”, who built a MVP (minimum
viable product) level of the game, that is used during the Dutch Design week. Most risks will be in sustaining
the relation with the game partner to keep the game up to date in the future.
Next to these product development risks, the biggest risk is investments. In order to do the product
development and technology development, the team relies on investments. And to remain full owners of Bit of
Energy, they focus on investments from design contests and subsidies instead of business investments that
ask for their percentage share in in the company. Currently the team is participating in two design contest
in which they have a small chance of winning a big amount of money. At the same time they are working
together with a subsidy advisor who will apply them for several subsidies. This will get shape during the first
months of 2018. Several fitting subsidies where found already, so there are good hopes that this will work out
in order to sustain the team for at least a half more year. After that, the plan is to gain investments from a
kickstarter campaign or a business company in exchange for a percentage share in the company.
Another risk is the channels that are used to reach the market. In what way it it possible to reach the
customer segment the best? The team came up with various scenarios and possible channels to bring our
concept to our customers, but eventually this will be a matter of trying what will work. The strategy will have
to be prepared very carefully and with the help of experts when the time is there.
The final main risk is the team. Currently the collaboration is going very well and fluently. But since there
are so many insecurities within the company partly due to financial resources, the time management of the
team in insecure. Next to the availability of the team, it will be insecure whether everyone develops alongside
the company concerning the needed skillsets. The team needs to be sharp on the fact that they miss some
expertise within the team and therefore will have to find it elsewhere.
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Business Model
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Why

we are working towards an energy neutral society, to do this, we need to feel responsible for the effects of
energy consumption. We need to adapt our behaviour, but this turns out to be hard for most of us. Parents
know to little about energy consumption and current solutions don’t put people into action.

How

Children have the ability to change their behaviour. When you make them the expert of the energy
consumption in the household, the behaviour of the whole family can be adapted. By educating the kids in
a playful way they can be placed in the role of the in-house energy expert, leading the behavioural change
and energy savings. At the same time, the children deliver useful specific data that provides the insight in the
energy usage of the house. This is used by the parents to adapt their lifestyle toward energy usage.

What

The kids will get crocky a tangible power clamp in the form of a crocodile. Crocky comes to life in a digital
game. Specific personalised assignment in the game teach the children about energy to make them the
energy expert. At the same time they will create a dataset that gives their parent specific insights in the
energy consumption of their household appliances. This makes the problem of energy consumption more
feasible for the whole family, and encourage them to save energy. We expect that by this process the feeling
of responsibility for your person consumption will increase.
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Business Model Canvas
Business Model Canvas

1. Customer Segments
Our direct customers are families and more specific parents of children between the age of six and ten years
old within the Netherlands and Flanders. We will reach most of them via an indirect customer segment which
are energy companies, that provide a free Bit of Energy tool with an energy contract. Or business that give
away Bit of Energies as a relation gift or a christmas gift.
Since we plan on creating a kickstarter campaign, our first customers will be tech-savvy parents with the age
of 30 to 40 years old with average to above average income.
2. Value Proposition
Bit of Energy makes its own market, which is a combination of the market for family games, educational
games for at home, for the sustainable energy products and for IoT products. What makes Bit of Energy
special is that we combine these four markets. Bit of Energy makes a family game, educational. It makes
households more sustainable and not only involve children in this process, but let them lead it. Bit of energy
persuades families into action concerning their energy consumption, it teaches children about energy in a
playful and engaging way in order to make them the energy experts. And last but not least, it transforms
energy into a rateable value.
3. Customer Relationships
The Bit of Energy team won’t have very direct relationship with the direct customers. The relationship that
is there will be through the brand identity. All the communication will go via the character of Crocky and will
be aimed the the whole family, the parents and the Children. Crocky will convey a friendly, safe, playful and
approachable attitude.
There will be a direct relationship with the indirect customers, also here the core values in communication are
friendly, safe, playful and approachable. You can read more about this in Brand Identity page 18.
4. Channels
Bit of Energy will have its first sales via a kickstarter campaign in order to fund the first badge of Bit of Energy
products. At the moment a Bit of Energy webshop will be opened. Around this period the product will be
pitched to bigger clients like energy companies in order to create indirect sales through these companies.
5. Revenue Streams
Eventually most of the income will come from direct sales of the Bit of Energy products. The Crocky’s collect
a lot of data, this data can be sold to energy companies and other interested parties. Last but not least the
Crocky’s can be sold to companies as promotional material to hand out to their partners. For the first year the
income will come from subsidies and investments.
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6. Key Resources
For the upcoming months the most important resource is the network that has been build up. Apart from the
network most resources are the properties of the owners, like computers, camera’s, brainstorm tools and a
location to work in. In the near future there will be looked into a studio building to work in, and software like
the Adobe Creative Cloud and game software to work with. Finally there will be invested in a bookkeaper, to
check the books.
7. Key Activities
For the upcoming year the key activities of Bit of Energy will be the development of the concept, the
technology, the game, the network and the market strategy. From the moment the product sales start the
company will be busy further developing and maintaining the game and the Crocky’s, the promotion of Bit of
Energy and the acquisition. From the moment Bit of Energy made breakeven, the plan is to expand to other
countries in Europe and America.
8. Partners
Currently Bit of Energy is already working together with many different partners (see page 26). Vention and
Van Mierlo Ingenieursbureau B.V. for the technology. W&B Consultants, for subsidy applications. Hulan for
the game. And Smart Design to Market, OCE, Blue Engineering and InnoEnergy for business advice, IP, and
network expansion. In the upcoming months a bookkeeping expert has to be found, and in a year a expert in
the field of product factoring has to be added to this list.
9. Cost Structure
For the first half year, the biggest expenses will be in R&D and the hours payouts to the owners. The
development of the technology will be the first focus and therefore will be the biggest cost post. Appart
from the technology, the owners will do all the work needed to bring Bit of Energy further, these hours will be
compensated through a small loan (for more information see the Finance chapter).
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SWOT Analysis

Above you can see an overview of the strengths, weaknesses, opportunities and threats that Bit of Energy
sees for itself for the upcoming year. The team is a young enthusiastic group of people who are unbound,
energetic and fresh designers with the skills to empathise with the end-users and adjust easily to new
situations, who are working in the energy sector which is currently very trendy. The attitude and strengths of
the tea helps them a lot in finding enthusiastic partners who are willing to invest a lot of their time in helping
Bit of Energy. The youth and freshness of the team may be a strength, but it is also a weakness, since they are
not experienced in the business field and have no financial resources to start this company. One of the threats
for the company is the safety of the product. The product is designed for children and has a lot of technology
inside of it. Bit of Energy has to be developed within the highest possible safety level. The concept is also very
unique with a lot of market possibilities which makes it very important to protect the Intellectual Property.
Due to the lack of experience in the team with the IP protection is a threat to the company to deal with this
very carefully.
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Branding
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Brand Identity
Bit of Energy has created a brand that is in line with the goal of the company as well as with the needs of
its customers. Bit of Energy works towards a more sustainable society, and works on this by using play to
educate. To make this concrete in its communications a few characteristics of Bit of Energy are defined. Bit of
energy is: Friendly, Safe, Playful, Approachable, Positive, Energetic, Happy, Adventurous, Explorative, Chaotic,
Enthusing, Innovative, Progressive, Ambitious, Discovering, Educating, Curious, Unprejudiced, Innocent,
Personal, Green.
These properties are expressed all communication (email, social media, presentations), its aesthetics, in the
gameplay, in the employees but most of all they are reflected in the character traits of the main character;
Crocky. Bit of Energy makes sure that it keeps a fresh and energetic approach to communicating with its
community, and therefore is actively involving its audience in its development.

IP Strategy
The protection the IP of Bit of Energy will consist in twofold. First, the design rights, granted for the design.
This is not an absolute form of IP protection though. Therefore the team is currently working on patenting the
technology: a sensor that measures the current that flows through the AC cables of household appliances.
The technology as proposed now, can be patented. This technology is evident for the product and thus makes
is uncopyable.

Branding Strategy
There are different scenarios when it comes to implementing the brand. Depending on the used channels and
marketing strategies, the expression of the brand will change. As the brand is currently going for direct sales,
the brand will be communicated as explained above. The team will be assertive in changing the expression
-use of colors, communication methods, logo ect.- when the channels and market strategy change.
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Marketing
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Market
Even Though Bit of Energy is a new product, and therefore focusing on a new market. The sustainability
theme is in line with current consumer trends. You can find many products that are focussing on green energy
consumption. Here you can find our closest competition.
competition
Toon slimme meter: https://www.eneco.nl/toon-thermostaat
Toon gives information about the energy use over time of your household through a screen. With different
adaptations you can get more and more specific insights about specific appliances in your house.
smart power outlets: various producers
There are more and more intelligent power outlets on the market, some of these have the ability to measure
the current that is used by its intended appliance. This way, every power outlet can create appliance specific
data that can help the user to get informed about their energy usage.
Het solly systeem: https://www.hetsollysysteem.nl/
With the Educational Solly package children of a young age will be introduced in the world of nature,
technology and sustainability. Together with the playrobot Solly and his friends children will explore, research
and design. This way Solly works together with its friends to a new, green generation. The package is
designed for primary schools and has continuous learning from group 1 until 8.
Hyko: https://www.hyko.co/
Hyko acts as a kind of energy Tamagotchi, visualising its electricity flow in real time or over time, making the
first energy saving lessons simple and encouraging for kids. A clean, minimalist design in the shape of the
polar bear – an aesthetically-pleasing design object in any decor – offers enough character recognition for
kids, while inspiring creativity and imagination.
Unique selling points
Bit of Energy differentiates itself from other products on the market in different ways. First, it uses a different
strategy in changing behaviour by mainly addressing the children instead of the parents. This way Bit of
Energy bridges the gap between informational products and educational products. Bit of Energy is also
unique in its properties to create data that is appliance specific. There are currently no products on the
market that do this in this price range. This can be of value for both the end user and possible channels that
Bit of Energy uses to get to the market.
Value Chain
Bit of Energy is the center of the value chain. The value chain consist out of multiple companies that are
responsible for one part of the system. Bit of Energy links them together. For the game development Bit of
Energy is working together with Hulan games and for the technology development with Blue Engineering and
the Tue.
Characteristics
The target group of Bit of Energy are young families with children between the age of 6 and 10 years old.
There are at this moment 850.000 families [2] in The Netherlands that fit this profile. The product will be
adopted at first by parents that care about sustainability and that want to invest in educational games for
their children. Since the product is also focused on the fun part, even families who are not involved with
sustainability can be triggered to buy this game.
Joining in working towards a sustainable society becomes more “popular” making this a growing market.
People start to care and invest in products that focus on this. That Bit of Energy is an investment in their
children increases this.
September 2017
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The market position of Bit of Energy has a lot of opportunities. Since Bit of Energy is a unique product but has
also a lot of common ground with energy companies, the educational game industries and the technology
branch, the market share can grow in cooperation with these companies by using their already present and
developed channels.

Strategy Development
Business to Consumers:
Currently Bit of Energy is still in the development phase and thus there are no clients yet. Though the team
has built a close community of
enthusiastic parents to help with product validation and development. These groups will also be the early
adopters. First Bit of Energy is going to sell their products through direct sales, via a web shop, and a
Kickstarter campaign. Kicking off with these early adopters. The plan is plan to work towards a kickstarter, to
get the right kind of exposure to kick off the sales.
Business to Business:
Bit of Energy is also looking into selling batches of the product to businesses like Eneco or other companies
in the energy field. On the top of the list are energy suppliers and housing associations, but also alternative
channels to get our product at the end customer are taken into account. Currently the first contact is
made with possible clients, but no serious agreements are made yet. In the upcoming months there will be
looked into a possible closer collaboration with a big partner as, this partner can also be helpful within the
development phase, and with reducing current financial risks factors.

Stakeholders
Bit of Energy collected a number of organisations and corporations around the development of this project.
None of these have an official stake in the project as is, but all these partners hold a firm passion for the
project and see opportunity for further valuable investment, and thus future stake in the project. This is why
Bit of Energy regards the following partners as stakeholders.
Blue Engineering:
This research and development company helped us in the early phases of conceptual development and
coached us through the early phases of the project. Blue Engineering is focussed on the development of
the production part and is therefore interested in the development of of the production, as Bit of Energy can
outsource that part of the project to Blue Engineering.
Hulan:
Hulan is a bureau specialised in developing serious games, they have been working on educational games for
children of all ages. They helped us out in developing a prototype for the dutch design week, and getting this
product to the market means a big job, with many levels and a lot of exposure for Hulan.

Market Introduction

21.

The current plan is to kick of our market introduction with a Kickstarter. In the months working towards to
Kickstarter launch, the team will invest a lot of time in promotion of the concept, in the hope to create the
attention needed to produce the first batch, after which the company can focus on direct sales.
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http://statline.cbs.nl/StatWeb/publication/?DM=SLNL&PA=71487NED
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Team &
Organisation
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Organisation
The team consists of two master graduating Industrial Design students and one bachelor graduating
Industrial Design student of the Technical University Eindhoven. “Bit of Energy” was founded for the Tsinghua
world Challenge in Beijing in the summer of 2016, where the team won first prize. That is how they discovered
the potentials of their concept. Then the process started running because of a lot of positive responses.
The team became very enthusiastic about bringing “Bit of Energy” to the market. With help of an accelerator
program called Smart Design to Market funded by ASML, they were able to create a great network consisting
out of experts, partners and companies from all sort of disciplines.
Bit of Energy is a VOF (vennootschap onder firma) since 2017. There is the ambition to grow as a company
and to expand in products and applications with the main product, which is the Bit of Energy consumer
product.
Currently the three team-members do all the design, technology and business development together with the
help of experts. For the technology part of the concept, a collaboration with “Blue Engineering” is set up. For
the Business part, professor Ad van Berlo is the expert and for the game, Rob Tieben is our expert. Next to
these collaborations, the team is in contact with IP, Marketing and Branding experts. The business structure
is Bit of Energy as the center of a broad network, facilitating the connections and contacts with the different
players in the network in order to bring bit of energy to the market.
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Team Members
Veerle Wijshoff

Founder of Bit of Energy, Communication & Development
Veerle is 24 years old, finished her master’s at the department of Industrial
Design at the TU/e in 2017 and is currently working as behavior-change
manager at Enexis Group. She is responsible for the communication,
presentation and exposure of Bit of Energy.

Jochem Franse

Founder of Bit of Energy, Business & Development
Jochem is 24 years old and finishing his Bachelor degree at the department
of Industrial Design at the TU/e. Jochem is specialised in the business part of
designing and does all the graphic design for Bit of Energy.

Charlotte van der Sommen

Founder of Bit of Energy, Technology & Development, Treasurer
Charlotte is 25 years old and is currently graduating from the department
Industrial Design at the TU/e. Her expertise is electronics and design for
societal challenges.
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Partners
Hulan

Blue Engineering

Smart Design to Market

OCÉ

W&B Consultants (Marcel Willemsen)

InnoEnergy (Tom Huizer)

Frans Prototyping/Vention

Van Mierlo Ingenieursbureau B.V.

https://hulan.nl/

https://www.blue-engineering.nl/

http://www.smartdesigntomarket.nl/

http://www.wenbconsultants.nl/

http://www.fransprototyping.nl/

https://www.oce.com/

http://www.innoenergy.com/

https://www.vanmierlo.com/

Eindhoven University of Technology

https://www.tue.nl/universiteit/faculteiten/industrial-design/
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Finance
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Since there are only insecurities concerning the construction of the company of Bit of Energy, for the
upcoming year, it is very difficult to make a budget. Below you can find an attempt to a realistic budget for the
year september 2017 - september 2018. A hopeful budget has been made, and a minimum one. The income
depends almost fully on subsidies. If this won’t work out, investors need to be found. For the charges, Bit of
Energy will invest in profiling during the Dutch Design Week and possibly in other events during the year. A
bit charges post is R&D, this money will be mainly spend on the development of the sensor in collaboration
with an external company. Then there are some costs that are needed to keep the company running. The
reservations are needed to keep the company alive on the long run, to save money to invest in an office, in
software and in R&D for next year. Eventually we have the staff costs which is a very big amount of money
as well. The loans are calculated based on the hours that are spend every week on Bit of Energy. In the
hopeful scenario Jochem and Charlotte will both work 32 hours a week and Veerle 8 for 15 euros an hour.
In the minimum scenario Jochem and Charlotte will work 25 hours and Veerle 2 for 12 euros an hour. These
finances haven’t been checked with an accountant or an expert on financing yet. So this budget reflects
overall what money division Bit of Energy aims at for its first financial year.
For the long run, the plans are to sell Bit of Energy for a price between 30 and 80 euros, depending on the cost
price and the particular customer. With a customer segment of about 850.000 families in the Netherlands,
the aim is to sell 1% of the market during the first year which is 8.500 Crocky’s, which will grow to 10% 85.000
Crocky’s in the second year. The energy consumption data gathered by the Bit of Energy product can be very
valuable for energy companies, but also for the government. The goals is use this data to interested parties.
How and for how much money this data is going to be sold has not been figured out yet.
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Timeline & Goals
2018

Workshops
at OCÉ

Testing
MVP

Technology Development

Start Subsidy requists

MIT Subsidy request

Game Development

Game Building

After graduating the team wil start working for
Bit of Energy as full-time as possible.
January
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February

March

April
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May

June
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Testing Full Product

Working towards a kickstarter
campaign

July

August

September 2017

September

October
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Kickstarter
campaign

November

December
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Future Opportunities
Technology - patent
The technology that Bit of Energy is developing together with two partners, is unique and does not exist yet in
the application that it needs to be used for. This means Bit of Energy can apply for a patent. When receiving
the patent, the business can be built around this and it can be used as an opportunity to expand the services
and products of the Bit of Energy as a company.

Education – schools
Currently the team is exploring options to work together with municipalities to introduce Bit of Energy at
schools in Brabant. This is a strategy to promote Bit of Energy through the channel of the Children. Working
together with schools will probably become a real action of BIt of Energy during or after the Kickstarter campaign.

Big Partnership
The data that is gathered by Bit of Energy can be very useful and beneficial for companies in the sustainability
or energy branche. The team aims for a big partnership with a company like Enexis or Eneco. These companies could support Bit of Energy financially and they could provide a marketing channel. For them it can help
to increase their sustainable image to society.

Expansion Europe - America
The currently focus of Bit of Energy is on Dutch families. After reaching break-even, the plan is to expand to
Europe and the United States.
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