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TR/AJECTORY Why define generations?

“In rare cases, downturns ' '
are catastrophically deep H&l’V&l’d Business REVIQW ¥

and enduring, as were the
Great Depression of the

1930s and Japan’s lost i Understanding the
decade. Such downturns s Post-Recession
shape the mind-set of whole Consumer
cohorts of consumers and by Paul Flatters and Michael Willmott

have a long-term impact on
buying behaviour.”

Included with this full-text Harvard Business Review artude

1 Article Summary
The kdea in Brief—the core idea

2 Undentanding the Post-Recession Consumer

Source: Harvard Business Review



TRAJECTORY Generational Equipoise

% of UK population in each generational grouping; 2015 - 2030
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Source: Office of National Statistics, 2014 based National Population Projections



TRAJECTORY The Technological Age

“I've come up with a set of rules that describe
our reactions to technologies:

1. Anything that is in the world when you’re
born is normal and ordinary and is just a
natural part of the way the world works.

2. Anything that's invented between when
you’re fifteen and thirty-five is new and
exciting and revolutionary and you can
probably get a career in it.

3. Anything invented after you're thirty-five is
against the natural order of things.”

- Douglas Adams, August 1999
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Technology & Social Trends
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Deregulation of Life

Device Use, 2000-2016

—2016 - computer 2016 - tablet

30% —2016 - smartphone  =—=2000 - any internet
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Source: Trajectory’s Time Use Study, 2016
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TRAJECTORY Digitalisation of Leisure




Data, Security & Privacy

TRAJECTORY
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TRAJECTORY Emerging Tech Trends

Robo-Adyvisors

?’ Just went on Facebook.
Everyone "likes cats/

- dogs/restaurants etc...

What does my daughter

like... Vodka It X

Mum

Just be grateful you

didn't raize a liar...

Virtual Reality Internet of Things Digital Family Values
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TRAJECTORY Pre-War

Devices Used (75+)

7.5m, aged 70+ . 30%

11.5% ——
: Smartphone Laptop Tablet
Of the population "0, 150, 10,
of UK of UK of UK
average average average

Generational Challenges 100% thego"eso?cf:t\:\\lrﬁskly et

80% 70% 68%

Isolation 60%
40% 40% 32%  32% 299
Care 20% I I l

0%
\\

Health §9 e
0 (‘6\0 -\<)\<° Ooo
End of life costs (é“ & o «°




TRAJECTORY Baby Boomers

Devices Used (55-65)

14.5m, aged 52-69 1%
22.2% - = —c—

Of the population Smartphone Laptop Tablet
-23% -5% -10%

of UK average of UK average of UK average

: Categories of weekly internet activity
Generational Challenges 1007

90% .
80% 78% 77%

Retirement 70%
| | i S1%  49% 4% a4y

Supporting 3 generations 40%

30%

20%

Own health and care 10%

0%




TRAJECTORY Generation X

Devices Used (35-54)
13.1Tm, aged 37-51 H o7
— = e |
1 9‘9% . Smartphone Laptop Tablet
Of the population +9% +5% +6%

of UK average of UK average of UK average

: Categories of weekly internet activity
Generational Challenges 100%  92%  90%

90%
80% 3% 5o
« Supporting 3 generations Zg;; ’ 55% 54%
. . . . 50%
« Children in Higher Education gg?
20%
*  Mortgages 10%
0%
: . . O © S ® &
« Refirement provision .08}\00 & & . o@"’o & ,}&‘0
(o"o\ < o‘.’\& \zO\ @({,0 o&\
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Generation Y

13.3m, aged 22-36
20.2%

Of the population

Generational Challenges

Housing
Suspended adulthood
Stagnant wage growth

Student debt

Devices Used (25-34)

= e |
Smartphone Laptop Tablet
+15% -1% +10%

of UK average

100%
80%
60%
40%
20%

0%

of UK average of UK average

Categories of weekly internet activity
97% 92% 89%

76%

63%
I 51%
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Generation Z

12.2m, aged 6-21
18.6%

Of the population

Generational Challenges

Education
Housing
Mental health

Child Poverty

— - e |

Devices Used (16-24)

Smartphone Laptop Tablet
+20%

of UK average of UK average of UK average

100%
90%
80%
70%
60%
50%
40%
30%
20%
10%

0%

+1% +4%

Categories of weekly internet activity

97%

93% 93% 90%

68%
I 55%
z&‘



TRAJECTORY  Different Digital Approaches

| One thing I've learned i is that we can all rummage around on the mternet as well.

T - ) == =
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TV AD: How to save money online: Using voucher codes

Barclays UK

Subscribe gEtsnb
4,586




TRAJECTORY Society, Need & Innovation

Ageing Society * Health * Drones
Population Growth * Housing * Internet-of-things
Changing Meaning of Age » Poverty *  Quantified Self
Vertical Families « Education * E-Learning
Generational Equipoise « |Income *+ Robo-advisors
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Trust, Confidence & Barriers to Adoption



TRANJECTORY Access, Sophistication & Confidence

Confidence Online;
All Internet Users

m Very or fairly confident of finding the content or information you want when you go online

Very or fairly confident of using the internet to do creative things

100%  gpq 6% 93% 95% 99% 00,

90% 82% 82%
80% 74%
0% 68%
4% 59%
50% 47%
40% o7
30% 25%
20%
10%

0%

Total 16-24 25-34 35-44 45-54 55-64 65+

Source; Adults Media Use and Attitudes 2015, Ofcom



TRAJECTORY Online Mastery

Which, if any, of the following limit the way you use the internet?;
UK Adults

B Concerns about the privacy of your personal information online
Lack of knowledge of how to use the internet
B Seeing no benefit in using the internet more than you do

45% 42%
40% 38%
35%
30%
30%
27% 25%
25% 22%
19% 19%
20%
177% 16%

15% . 13% 12% 0% 12% 1%
10% ° 8% 7% man

0%

Total GenlZ GenY Gen X Baby Boomers Pre-War
*18-21

Source; Trajectory Global Foresight, 2014 & 2015 combined
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TRAJECTORY Changing Structure of Life

Age Age
80 _ 80
Old Age Longer refirement and shorter
‘old age’ = longer
independence
60 Mature & Free (post-family) &0
Fewer children = less time as
40 Parents 40 ‘oarent’ and less financial
constraint
Young Adult (pre-family)
20 20
Teenager . .
More time before family = more
Childhood time spent in education/training
0 ¥
1960 2006 2020

Source: Willmott, Nelson, Complicated Lives,
2005 / Trajectory



TRAJECTORY The Future of Intergenerational Conflict

65+ 64% 36%

50-64 60% 40%

25-49 54%

18-24

71%

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

HlLeave Remain
Source: YouGov
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Robo Advisory Take Up

Pioneers
7%

Unlike

Enthusiasts
26%

Potential late adopters
15%

Source: AT Kearny: The Coming Waves of Consumer Adoption, 2015; n = 4,002

Cohorts Catching Up?

Pioneers

= Younger consumers (50% under 35 years old)
= Highly employed (74% employed full or part
time)

= Sophisticated and risk-taking investors (e.g.,
high penetration of investment accounts, 20%
self-described as risk takers)

Enthusiasts

= Slightly older than Pioneers

= Highly employed (71% employed full or part
time)

» | ess sophisticated investors (44% novice
investors) and more cautions investors

Potential late adopters

= Slightly older than Enthusiasts adopters, with a
higher share of retirees

= Limited investment experience (28% without
experience and 43% novices)

Unlikely adopters

= Older consumers (45% over the age of 55)
= High incidence of retirees (30%)

= Non-risk takers (70% cautious or risk adverse
investors)




TRAJECTORY Receding into the Background

“Technology is stuff that doesn’t work yet”
- Brian Ferren
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22 Upper Ground, London, SET 9PD
+44 (0)20 8004 4861
trajectorypartnership.com
@TrajectoryTweet

Tom Johnson
Director
tom@trajectorypartnership.com
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