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Why define generations? 

Source: Harvard Business Review 

“In rare cases, downturns 

are catastrophically deep 

and enduring, as were the 

Great Depression of the 

1930s and Japan’s lost 

decade. Such downturns 

shape the mind-set of whole 

cohorts of consumers and 

have a long-term impact on 

buying behaviour.” 



Generational Equipoise 
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Source: Office of National Statistics, 2014 based National Population Projections 



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 



Technology & Social Trends 



Deregulation of Life 
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Source: ONS, Labour Force Survey, 2014 
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Source: Trajectory’s Time Use Study, 2016 



Digitalisation of Leisure 



Data, Security & Privacy 



Emerging Tech Trends 

Quantified Self Robo-Advisors Drones 

Internet of Things Digital Family Values Virtual Reality 



The Generation Game 



Pre-War 
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Baby Boomers 
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Generation X 
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Generation Y 
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Generation Z 
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Devices Used (16-24) 
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Different Digital Approaches 



Society, Need & Innovation 

Demographic Trends 

• Ageing Society 
 

• Population Growth 
 

• Changing Meaning of Age 
 

• Vertical Families 
 

• Generational Equipoise 
 

 

Need 

• Health 
 

• Housing 
 

• Poverty 
 
• Education 

 
• Income 

 
 

 

Innovation 

• Drones 
 

• Internet-of-things 
 
• Quantified Self 

 
• E-Learning 

 
• Robo-advisors 

 
 



Trust, Confidence & Barriers to Adoption 



Access, Sophistication & Confidence 
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Confidence Online; 

All Internet Users 

Very or fairly confident of finding the content or information you want when you go online
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Source; Adults Media Use and Attitudes 2015, Ofcom 



Online Mastery 
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Which, if any, of the following limit the way you use the internet?; 

UK Adults 

Concerns about the privacy of your personal information online

Lack of knowledge of how to use the internet

Seeing no benefit in using the internet more than you do

Source; Trajectory Global Foresight, 2014 & 2015 combined 

*18-21 



Implications 



Changing Structure of Life 

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

More time before family = more 

time spent in education/training 

Fewer children = less time as 

‘parent’ and less financial 

constraint 

Longer retirement and shorter 

‘old age’ = longer 

independence 



The Future of Intergenerational Conflict 
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Leave Remain
Source: YouGov 



Cohorts Catching Up? 

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

Robo Advisory Take Up 



Receding into the Background 

“Technology is stuff that doesn’t work yet” 

- Brian Ferren 
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