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Executive Summary 

The PeakApp game invites players to be more conscious about their energy consumption and secondly, to save 
energy and money. 

Through the game, the player gets curious about his smart meter data by playing with its results. Every day, 
players are invited to estimate their consumption as precise as possible, by placing a bet, strenghtening their 
awareness about energy consumption over time. The lower these bets, the more points the player can earn. 
However, the player should go for a realistic saving goal, as he will loose all points when his actual consumption 
for that day will exceed his bet. In case that his actual consumption is lower than his bet, the player will get a 
chance to add the missing kWh by regulating virtual appliances. The closer the actual consumption is to the bet, 
the more points the player scores. The player is able to exchange these points for presents in the shop (utilities 
loyalty programme). 
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1 Game Concept 
The goal of the PeakApp game is to evoke a behavioural change from the player’s side concerning energy 
comsumption. Therefore, the game is designed to be played on a daily basis. The game will be played on a 
smartphone, in idle time and only for a short period of time. As a result, the game will be kept simple. 

In order to evoke the before mentioned behavioural change, players need to visit the platform more often and for 
a longer period of time. To achieve this, the game will spark curiosity with the players towards their energy 
consumption. 

The essence of the game concept revolves around predicting energy consumptions and placing bets to raise 
awareness. The game will use smart meter data. However, this data will not be realtime. As a result, players will 
be able to place bets regarding future energy consumptions in the meantime. At first, their bet is a black box for 
the upcoming period. Afterwards, when the smart meter data from the period of the bet comes in, this black box 
turns into excitement. 

To summarize, players get curious about their smart meter data by playing with its possible results. Every day, 
players are invited to estimate their consumption as precise as possible, strenghtening their awareness about 
energy consumption over time. 

   

Figure 1.1: Concept screen 
A player estimates his consumption 

Figure 1.2: Concept screen 
His estimation was close, but a bit 

too tight 

Figure 1.3: Concept screen 
To improve his score, the player is 
able to tweak reality by turning on 

virtual appliances. 
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2 Game Flow 
What follows is an overview of the game flow: 

   

Figure 2.1: Push notification 
The smart meter data of yesterday 

has arrived 

Figure 2.2: Result is 
announced (1) 

Yesterday’s consumption is 
announced. The number runs up 

from 0.0 kWh up to the actual smart 
meter data. 

Figure 2.3: Result is 
announced (2) 

The points that the player scored 
runs up accordingly. This will 

provide a gamy feeling such as 
roulette. The speed of the number 

running up slows down as the 
number gets closer to the actual 

result. 
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Figure 2.4: Bet < reality 
The player’s consumption of 

yesterday was higher than his bet 
of yesterday. Therefore, the player 
is “dead”. The score runs back to 0 
points. The player is invited to place 
a new bet for today’s consumption. 

Figure 2.5: Bet = reality 
The player’s consumption of 
yesterday equals his bet of 

yesterday. Therefore, the player 
receives bonus points. 

Figure 2.6: Bet > reality 
The player’s consumption of 

yesterday was lower than his bet of 
yesterday. Therefore, the player is 
invited to tweak the reality, in order 
to bring the reality closer to the bet. 

 

   

Figure 2.7: Tweak reality (1) 
The player receives 3 cards to play. 
By turning on the appliances on the 
card(s), the player is able to add the 

exact missing amount of kWh. 

Figure 2.8: Tweak reality (2) 
The provided cards are balanced 
for the specific gap between the 

player’s bet and the reality. 

Figure 2.9: Tweak reality (3) 
- 
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Figure 2.10: Tweak reality (4) 
When turning on an appliance, an 

animation of this working appliance 
is shown. E.g. a washing machine 

starts turning with water and 
clothes. 

Figure 2.11: Tweak is added 
The extra kWh from the appliances 

cards are added to the reality. 

Figure 2.12: Tweak is added 
- 

There will be around 30 (t.b.d.) different appliances cards. Hereby, the player is able to understand the impact of 
different types and conditions for multiple appliances. Next to a specific appliance, a card will have some 
additional data: 

- Energy labels (A++, A, B, etc.) 

- Temperature in degrees 

- Appliance type 

- Programme type 

- Duration in time 

- … 
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Figure 2.13: Bet < tweaked 
reality 

The points run down a little bit, 
since the player has exceeded his 

bet by tweaking the reality. 

Figure 2.14: Bet = tweaked 
reality 

The points run up to the maximum, 
since the player was able to tweak 

the reality to match his bet. 

Figure 2.15: Bet > tweaked 
reality 

The points run up a little bit, since 
the player was able to bring the 

tweaked reality a bit closer to his 
bet. 

 

   

Figure 2.16: Push notification 
The player will receive a reminder 
when he has not placed his bet yet 

for today. 

Figure 2.17: Place your bets 
The player turns the ball around the 
wheel in order to set his estimation. 
Turning this wheel will give a gamy 

roulette feeling. 

Figure 2.18: Bet vs points 
When the bet gets a higher value, 
the possible points get lower and 
vice versa. Turning clockwise: bet 

runs up. Turning counter clockwise: 
bet runs down. 
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The bet and possible points to score are inversely related. The player is challenged to create a balance between 
a realistic bet and a saving goal for today (the lower the bet, the higher the possible points to score). 

The numbers in the wheel are relative for each specific household, not absolute. Hereby, all players can save 
energy relatively to their own consumption while earning the same amount points. These numbers are based 
upon the player’s average consumption, ranging from 50% to 150% of this average value. This average value is 
calculated per specific weekday and based upon a couple of previous weeks (exact percentage is t.b.d.). When 
the wheel appears, the number starts with the lowest value, e.g. 50% of the average consumption for that specific 
weekday. 

 

   

Figure 2.19: Hints 
When swiping up while placing his 

bet, the player will see hints in order 
to help him place a good bet. 

Option: the player needs to pay 
some points to see these hints. 

Figure 2.20: Bets are placed 
(idle screen) 

The player has placed his bet for 
today. Once a bet is placed, no 

adjustments can be made 
afterwards. The tips are linked to 

energy saving tips and information 
about appliances in another place 
in the app, outside of the game. 

Figure 2.21: Benchmark 
The player can compare his score 

and average daily consumption 
(over a whole year, to protect 

privacy) with his neighborhood: his 
city/district, country and other 
countries. Please note that the 

district area should be big enough 
to make sure that there are several 
players located within. In addition, 
the score exists of the total gained 

points, which include the 
exchanged points in the shop. 
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Figure 2.22: Your plays 
This screens shows the player’s 

best and worst bet. 

Figure 2.23: Loyalty 
programme of the utility 

The player is able to exchange 
earned points for presents in the 

shop. 

It is believed that a good loyalty programme can increase the success of the game. Building a completely new 
shop is out of scope for this project. However, there are some alternatives: 

- Providing a link to the utilities (current) e-shop. 

- Providing a view on the utilities (current) e-shop. 

- Communicating to the player that he wins a price when reaching a certain amount of points. This should 
be arranged by the utility. 

- Establishing an exchange rate between the points of the game and the currency in the (current) shop. 

- The player is able to use his earned points elsewhere, for instance through a collaboration between the 
utility and another brand. 

Please note that when setting up a loyalty programme, players are able to cheat by looking on their smart meter 
at 23:59 and then placing the correct bed (placing a limit on the score or game duration, raffle prices within the 
best players, etc.).  
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3 Game Mechanics 
The following game mechanics are incorporated in the game concept: 

- Mastering a skill 

- Gathering knowledge 

- Curiosity 

- Recognizing patterns 

- Time limits 

- Benchmarking 

- Collaboration 

- Saving 

- Rewards 

 

4 Timeline 
The following scheme explains the timeline of the game concept: 

 

 

5 Flexible Tariffs 
Once a bet is placed, no adjustments can be made afterwards. Therefore, it is advised to communicate (if 
applicable) flexible tariffs to the players the day before. Hereby, the players are able to take this into account 
when placing new bets. 
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6 Facebook 
Players are able to share the following elements from the game on Facebook: 

- Yesterday’s bet and reality 

- Their total score 

Players can choose where to share this on Facebook: 

- On their personal Facebook timeline 

- Only within the PeakApp Facebook group. 

 

  

Figure 6.1: Yesterday’s bet 
and reality 

“I placed my bets in PeakApp for 
8,3 kWh. In reality my consumption 

of yesterday was 5,6 kWh.” 

Figure 6.2: Total score 
“I scored 873 points in PeakApp. 

Average score in Linz (or my 
district) is 320 and in Austria 724 

points.” 

 

An important success indicator for the game to work is the existence of a group moderator from Enamo/200E for 
the closed Facebook group. 




