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My initial risk of developing cancer by 30 (by
gender & age.in Canoola%J = 0.0167%

Survivgélg(;honces (S.years) for breast cancer:

Individualized 2.0 BOADICEA risk calculation
results for developing new, secondary cancers
by age 40:

Breast cancer: 26%

Ovarian cancer: 2:5%
...by age 80:

Breast cancer: 83%

Ovarian cancer: 44%
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Date/Time Description RegC| PerfC Result Unit/Specimen | Abn Ref int/Acg

Feb 052014 15:13 | WBC K G 7.0 1079/L 3.5-10.5
Feb 052014 15:13 | HGB K G 134 g/L 115-155
Feb 052014 1513 |HCT K G 0.387 /L 0.380-0.500
Feb 052014 15:13 | RBC K G dci 10721 3.50-5.00
Feb 052014 15:13 | MCV HURT? TIRED? SORE? fL 80.0-100.0
Feb 052014 15:13 [ MCH IN STA_ pg 25.0-34.0
Feb 052014 15:13 [MCHC H E A lT H g/l 315-355
Feb 052014 15:13 | RDW . % 11.5-15.5
Feb 052014 15:13 | PLAT 1079/L 130-380
Feb 052014 15.13 | MPV e L 9.0-14.0
Feb 052014 15:13 | Neutrophils / FEELS 1019/L 2.0-7.5
Feb 05 2014 15:13 | Immature Granulocytes GREAT! 1019/L < 01
Feb 052014 15:13 | Lymphocytes e 1079/L 0.8-3.3
Feb 05 2014 15:13 | Monocytes 1079/L 0.1-1.0
Feb 052014 15:13 | Eosinophils U 1079/L 0.0-0.5
Feb 052014 15:13 | Basophils \ ONLY | oro 0.0-0.1
Feb 052014 1513 | Na S 'I oo mmol/L 136-145
Feb 052014 15:13 | K + pos:ge & handling mmol/L 3.5-5.1
Feb 052014 15:13 | CI ¥ Who needs a real | mmol/L 98-107
Feb 052014 15:13 | Carbon Dioxide A doctor when you got mmol/L 21-32

Feb 052014 15:13 [ Anion Gap g 7 :i'rvs'c';;hr'";f;;';g ] =

Feb 052014 15:13 | Creatinine \\ -Dr. Zed PR T

Feb 05 2014 15:13 | Total Bilirubin

Feb 052014 15:13 |ALT Come Get Your FiX Today.’ l:Jr/T_OVL :13-71;3
Feb 052014 15:13 [ALP K & 81 U/L 50-136
Feb 052014 15:13 | eGFR (MDRD) K G 110 e o

*** END OF REPORT ***
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. How does survelllance relate to
gamese And why do definitions
like “games” and “play” shape
how we respond to bothe

. How do games change as they
move from analogue to digital?
. Why Is gamification important,
and how does it link to other
practices such as Quantifying the
Selfe

. How are quantification and
survelllance linked through the
Care of the Selfe

. What are links here to Gambling
and Addictione Where are the
differences and the similarities?
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4 fitbit  Dashboars

Mead motivation
o move maore?
TCrEESE your I:I.E":,-'
ACtiwity with Fltiit
Fremium.
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1.

How does surveillance relate to
games? And why do definitions
like “games” and “play” shape
how we respond to both?

. How do games change as they

move from analogue to digitale

. Why is gamification important,

and how does it link to other
practices such as Quantifying the
Selfe

. How are quantification and

survelllance linked through the
Care of the Selfe

. What are links here to Gambling

and Addiction¢ Where are the
differences and the similarities?¢



Risk and fear of victimization are key lenses for
viewing surveillance
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4 fitbit  Dashboars

Mead motivation
o move maore?
TCrEESE your I:I.E":,-'
ACtiwity with Fltiit
Fremium.




(2 ASINO....

My Points
Hello Julia Your Current Level is: BRONZE

Levels:

Your Level

Your Qurrent Lewvel:

Pomts lcvd _ Cash m (llll)_ Cost (M)
" | 400

Ponts to next leved
Tota ponts carned

Claim cash bonus
Avadalse ponts 0

You can daim cash boruses ot your Grrent leved
and dll of the lower levels prowding you have
enough avadabie pomts o spend.
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IS an activity defined by
rules in which players try and
reach some sort of goal.

IS ‘free movement
within a more rigid
sfructure’. Play emerges

both and
to more rigid
structures, such as rules.






The ‘fun’ of the game rests on
the sense of spontaneous
Involvement, the singular and
exclusive focus on the game on
behalf of the participants.

One becomes immersed,
engrossed in the game and the
social inferactions that the game
system’s rules and goals evoke.



Work consists of
whatever a body is
obliged to do,
and... Play consists
of whatever a body
. IS not obliged o do.







" R
BA
" A Ld
g i!&
w & ” A
iy G

S year
survival,
for Grade
3, triple
negaftive
cancet,
POST-
surgery:

47%



Jellsl sl Jslisl sl
A RARRAR R&
A AR RAR AR -
IR Rl ERE - .
plelalalalala e
RRARAR [ RR
A A A AR
glalalelalalalals
plelal@alalalale
AR AR AR

S year

T survival,
b 4 for Grade

/0%




Today @ Week Year q Apr 01 - 30, 2014 >

op Badges

10,000 steps

Totals 1 77,1 59 steps 1 42 floors 1 2476 km 54,733 calories



the competition
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why do definitions like *games” and “play”
shape how we respond to both?¢

2. How do games change as they move from
analogue to digital?

3. Why is gamification important, and how does
it link to other practices such as Quantifying
the Self¢

4. How are quantification and surveillance
linked through the Care of the Self?

5. What are links here to Gambling and
Addiction? Where are the differences and
the similarifies?

6. How do we successfully critique gamification
and similar acturarial practices of
governance that are masked by “play”?




“Free” play in
analog space

Rules are locally
negotiated. This takes
substantial effort.

Games change form, moving from analog to digital






“Free” play in Structured play in

analog space analog space
Rules are locally Rules are standardized
negotiated. This takes and homogenized.

substantial effort.

LR LR )

e

Games change form, moving from analog to digital

http://www.thehindu.com/todays-paper/tp-national/tp-kerala/bringing-back-the-good-old-games/article 5977444 .ece
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“Free” play in Structured play in Digital Play

analog space analog space

Rules are locally Rules are Rules are hidden within
negotiated. This takes standardized and the black box of
substantial effort. homogenized. technology.
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Games change form, moving from analog to digital

http://www.thehindu.com/todays-paper/tp-national/tp-kerala/bringing-back-the-good-old-games/article 5977444 .ece
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—_ 1st ONLINE CASINO — ¥ f
gk i 30 FREE SPIN

KEEP WHAT YOU WIN
PLUSI $100 FREE ON YOUR FIRST DEPOSIT!

Click here for more details...

“»

Play Casino Games
Free Deluxe Software!

Play Casino Games

In Your Browser

= 400+ rich graphic casino games
= Free software on your desktop

= 200+ casino games in Flash
» Mac users click here

—— Winners

COME PLAY 3
WITHUS &

WIN =

"I keep checking my
bank balance to remind
myself this is real!
Thank you so much!™

Play Power Spins — Nuclear 9’s Video Slot
and Eamn Double Loyalty Points
- valid from 7 March 2012 Eric M. won €25,500

I v : v 8 i ';I 4 DA G N
Download and Pla . 3?d2:r§lca>3d Stripes
N y, \ ! J
POKER SLOTS
58 GAMES ) 255 GAMES

Jackpots Paying: ¢ 3,756,143.47 Registered Players: 4,066,531
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Sy | 100QIC rmeter ‘
L &lk powermete i8] You earned 0 new pieces of fruit. You have 10 total.
C> 22905 @/ S
Recent usage Usage analysis for John
L What type of home is this? Single [~~* Hama E . s 1 [y
Toke'sction Approximately how large is this home?  1000-2 H e L
Settings
T7TTW Daily average '
400 W Always-on daily average f
36% Always-on usage
You have earned the following badges
s
5] (- - m—
"..
Conrad G.
i ;‘]' 1
Jennife
“,t. W bie
: Gym JunKigTmEgT A i
- SN[ — urivate
& 3 ' : -
' Instigator Glamot -’H_EB' ‘

Gamification:
the use of game elements in non-game contexts






Spell Name

Cost{%bm)

Mana Cost

Avg Heal

Coefficient

Prayer of Mending

15%

579

1043

80.68%

Renew

17%

657

1400

188.00%

Flash Heal

18%

695

2040

80.68%

Power Word: Shield

23%

888

2230

80.68%

Greater Heal

32%

1236

4270

161.35%

Prayer of Healing

48%

1854

2150

80.68%

Penance

16%

618

1580

105.71%

Circle of Healing

21%

811

1008

40.20%

Mana Efficiency (hpm)

Spell Name

Base

With Gear

Holy

Disc

Prayer of Mending

9.01

22.94

31.49

27.29

Renew

2.13

7.85

10.29

9.46

Flash Heal

2.94

5.26

6.81

7.52

Mana Efficiency (hpm)

W Base
o With Gear
Holy

Disc

Power Word: Shield

2.51

4.33

4.71

12.12

Greater Heal

3.45

6.07

7.06

6.51

Prayer of Healing

5.80

10.15

16.96

13.08

Penance

7.67

17.93

N/A

21.46

Circle of Healing

6.21

11.17

15.27

N/A

Speed Efficiency (hps)

Spell Name

Base

With Gear

Holy

Disc

Prayer of Mending*

521.50

1,328.30

1,458.68

1,422.17

Renew

93.33

344.00

432.73

372.93

Flash Heal

1,360.00

2,435.73

2,838.40

2,779.29

Power Word: Shield

148.67

256.24

278.54

430.36

Greater Heal

1,423.33

2,499.00

3,489.60

3,050.04

Prayer of Healing™®

3,583.33

6,272.67

8,387.20

8,602.34

Penance

2,370.00

5,541.30

N/A

6,348.83

Circle of Healing*

5,040.00

9,060.00

12,384.00

N/A

14,000.00
12,000.00
10,000.00
8,000.00
6,000.00
4,000.00
2,000.00
0.00

* Denoteszspell that healsup to 5 people

theory-crafting in WoW by powergamers

H Base
B With Gear
Holy

Disc




Both games ar

are abou

d gambling
frisk —

attuning to In-game risk to
replace other, more
unmanageable risks.



Most people define gambling as pure chance,
where you don't know the outcome. But at the
machines | do know: either I'm going to win, or
I'm going to lose. | don't care it It takes coins, or
pays coins: the contract is that when | put a new
coin in, get five new cards, and press those
buttons, | am allowed to continue.

Soitisn't really a gamble at all—in fact, it's one of
the few places I'm certain about anything. If |
had ever believed that it was about chance,
about variables that could make anything go In
any given way at any tfime, then | would’ve been
scared to death to gamble. If you can’frely on
the machine, the you might as well be in the
hg#pan world where you have no predictability
either.

Sharon — (Schull, pg. 12)



My Achievements

30 day graph m Best

3,829,639 steps

total lifetime steps

- ':rl"" e--m

Apr2 A a ay 12 ay 1 ay = TOP Badges
4
30 day graph of time active (in hours) u \. - s
My Friends
. Daily step average based on previous 7 days
1
AN SN
Apr 24 Apr 30 May 06 May 12 May 18 May 24

sedentary lightly active fairly active l very active
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| Go|

Android (62

API (1

Here you will find tools, apps, and projects that are tagged, rated, and reviewed by the global Quantified Self community (that includes
enerqy (26 you!) This guide is funded by the Robert Wood Johnson Foundation Pioneer Portfolio, which supports bold ideas at the cutting edge of
fitness (10 health and health care, in partnership with Institute for the Future. Our goal is to gather and organize the world's collective self-tracking

food (41 resources in one place, in a way that is useful and encourages collaboration between self-tracking experts and beginners who are just

adaet (32) starting out. Dive in now and explore some of the Tools or Members who are part of this site...

learning (12 MyFitnessPal DailyBurn ; CureTogether
lifelogaing (96 SR s

lifestyle (s e T S TR S e LAt S T s
l———-————oca: on (49 easy 10 use 100is 10 track 1 1 you POl
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Everyday (analog)
metering
reproduces
everyday life and
the construction of
social problems.

Quantification
allows for
aggregation and a
collective picture

of the social bodly.




urgent) oF Epy (email follow-up)

SUTr Tyor E pyt
HCP 1D#:

[7 Physical Assessment

*D

*ND

wre prm

Pulse prn

| Respiration pm

| Blood Pressure pm

| Height pm

| Weight prn -

| Chest sounds g visit
02 Sat (if available)
Asthma Control:
Cough. wheeze or chest tightness (<4da/wk)

Wake @night (<1/wk)
!’]i[\ 7‘,‘,{ m.lx\ll‘\ Vlzlﬂl’l}!ud due to asthma
eds Reliev ith i
ceds Reliev

Exacerbations (hospital admit, ER visit, Walk-in Clinic) since last visit

School/work absence since last visit

| FEV 1 post
| FEV1 %change
+ p!; ‘l‘,‘

PEF post

PEF % change
[ Review

Definition of
Action Plan
|_Action Plan —

Med Adnun. Technique

_Warning signs
‘T'ngger factors

| Environmental control
Coping strategies
Medications

Current

[ Prescribea

| Monitor potential side effects

height/osteoporosis, etc

ND

| Referrals

ND

Asthma Education Program

Asthma Support Group
| Specialist
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. How does surveillance relate to

gamese And why do definitions
like “games” and “play” shape
how we respond to bothe

. How do games change as they

move from analogue to digital?

. Why Is gamification important,

and how does it link fo other
practices such as Quantifying the
Selfe

. How are quantification and

surveillance linked through the
Care of the Self?

. What are links here to Gambling

and Addiction¢ Where are the
differences and the similaritiese



“We step on a scale and record our weight. We
balance a checkbook. We count calories. But
when the familiar pen-and-paper methods of self-
analysis are enhanced by sensors that monitor our
behavior automatically, the process of self-
fracking becomes both more alluring and more
meaningful.

Automated sensors do more than give us facts;
they also remind us that our ordinary behaviour
contains obscure quantitative signals that can be
used to inform our behavior, once we learn to
read them.”

Gary Wolf



Activity (831)

Daily Steps (537)

Q00 @
Daily Climb (282)

K A=
Lifetime Climb (4)

P09%

Lifetime Distance (8)




- depression * fear

‘.u": ¥ .
i panic despair
:..!:‘:. g anger
~ disgust . :
mania
SOorrow S

hurt

i l," R i ‘ i l@ﬂeﬁness

grief b

nervousness LT“}E

Technology allows us to measure what was previously
Immeasurable, and share what was previously private.



Highlights

@® Real-time view of players’ activity including
their location on the floor

@® Immediate overview of the best and worst
players

@ Integrated customer management system
helps building better relationships with players
and sales agents

@ Variety of bonus options (time, slot machine,
player characteristic-specific promotions ...)

@ Enables the optimization and efficient cost
control of all the marketing costs

@ Easily mountable Player Tracking hardware
components independent of the slot machine
type

@ Exhaustive reporting and predictions on player
spend

® Segment players by different parameters

@ Reward players with points earned by play and
spent on different games, locations and time
periods

@ Create time specific promotions such as Happy
Hours

® Do a full comp and points analysis

@ Track points redemption, coupons and comps

® Query database by specific marketing criteria
and send direct mail to specific target groups

® Associate 3 player or 3 group of them to
specific sales reps, track their spend and
calculate the sales commission.



“Player value algorithms R —
set calendars and ST T
budgets to predict when '
and how much a player
can be expected to
gamble, generating
"behavior modification
reports” that suggest

what kinds of solicitations Figure 5.4. Micro SccPOWER, a handheld device that displays

real-time “player value™ data on its screen. Image from Bally’s
behavioral intelligence demo CD, distributed at the Global

he or she might respond

TO.

Schull —pg 154-156.



- depression * fear

‘.u": ¥ .
i panic despair
:..!:‘:. g anger
~ disgust . :
mania
SOorrow S

hurt

i l," R i ‘ i l@ﬂeﬁness

grief b

nervousness LT“}E

Technology allows us to measure what was previously
Immeasurable, and share what was previously private.



Revel in my Race Specific Run
Plan

Bliss 4200! 100 bikalicious miles

set your goals and we’ll keep you on track

Gamification makes the interiority of the body
actionable by framing it as something to be
measured, guantified and then acted on.
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DEFEAT THE IRON FORTRESS GIANT &

e
BATTLE FOR FRE
One Fiug myst §

Garden]
[Bewlzching] has logged off
Gulld]: I

( J: emed
[Guiid] [Chux]: bow do you gather Shadestone?
[Guiid] [Taas]: carefully

A |PMlayah] Greed rofled: 67 for [Minor Healing Potion)
[Necrotica] has won [Minor Healing Potion) with 3 Greed roll of 93
[Silentshade] says: its ok, enuf ants take down bulls
[1. Freemarch] {Kacolfan]: King’s Retreat

s [4. Level 10-19][Kyrn]: Wheres the capacators

o~ Screenshot saved.

W [1. Freemarch] [Mein]:

Games excel at providing actionable feedback,
on a number of temporal scales, via visualizations.



Worst game ever.

PLORF.com






Exposing the minutiae of our
everyday lives and delving for
meaningful patterns

Using this data to improve
ourselves; and

Inciting and maintaining
behaviour change by making this
self-improvement process more
pleasurable.



17.438 NIKEFUEL THIS WEEK b S B YOU HAVE 2 ACTIVE HOURS

THAT'S 4% MORE THAN YOU MOVE OFTEN THROUGHOUT THE DAY

YOU EARNED 773 NIKEFUEL
EARNED LAST WEEK. AT UNION SQUARE TODAY. T0 EARN MORE ACTIVE HOURS.

Gamified running apps use databases,
automated value judgments, and "juicy”
feedback mechanisms to stimulate desired
behaviors.



ul. AT&T % 10:32 AM < [} a0l 3G 7:20 AM (=} | a0l 3G 7:20 AM (s}

)

Done | Summary Back Results TCOTIE i History

Your Run on 9/12/10 at 10:00 AM " RunGRL'’s Distance Game

ChopStyx is IT.

4

y o | |
« - :
< I rg‘ ChopStyx // & 2.13mi
Q0 A 22
Trash their screen

Rayarooo

10'47"/mi () 31:08 & 390 cal

Route Info

[ ]
How was your run?

Connect to Nikeplus.com

Set goals and challenge friends

— R s — k s

Home History Settings Home History Settings
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“In the beginning, there was excitement
about winning, but the more | gambled,
the wiser | got about my chances. Wiser,
but also weaker, less able to stop. Today
when | win-and | do win, from time to

time- | just put It back into the machines.

The thing people never understand is
that I’'m not playing fo win”...

Mollie
Schull, pg2



Why play it not fo wine

“...To keep playing—to stay in that
machine zone where nothing else
matters...lt's like being in the eye of @
storm, is how I'd describe If. Your vision is
clear on the machine in front of you but
the whole world is spinning around you,
and you can't really hear anything. You
aren't really there—you're with the
machine and that's all you're with.”

Mollie
Schull, pg2?






BRCA1 ge;%
}51 PTEN gene_H

Normally, the BRCA1 gene repairs a broken PTEN
gene by “sewing” it back together. When BRCA1 is
mutated it stops repairing the PTEN gene, which
contributes to cancer tumors and metastasis.

NORMAL (Repair) ABNORMAL (No repair)

b o

Broken PTEN gene Broken PTEN gene

| f
AU

No repair of PTEN gene
by BRCA1 gene results in:
cell growth, cell death inhibition,
cell migration, new blood
vessels sprout, and metastasis
Image provided by Nancy Heim, Columbia University Medical Center ©2007

BRCA1 gene repairs PTEN
gene, which allows it to work

Individualized 2.0 BOADICEA risk
calculation results for future
cancers

(New) Breast Cancer Risk | Ovarian
% Cancer Risk




Gamification is about using
veneers of games to deal
with risk head-on



Y
N -

Y
N -

Chance
of starfing
at square
1 again:

Breast
cancer:
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Gamification creates hyper-
aware actuarial subjects,
making It much more difficult 1o
sustain the “encounter” of the
game






The gambling “encounter”,
while equally survelllance-
dependent, Is resistant to
collapse, due to information
asymmetries
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Playful survelllance
‘echnologies can be
developed and refined in
terms of precision, accuracy,
eqase of use, and
unobtrusiveness, and then be
exported to other domains.

-




To unpack digital play and
It's iImplications for everyday
ife, especially governance
and social control, we must
unpack the algorithms that
make It possible.
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