Product Service

Social Economy

Tech

feel in control of money explore new fields try before you buy

getting triggered to perform marketing aspects

professional knowledge and support

pay per use feeling not alone

overcome marketing awkwardness

young makers

makers art academies makers

SLOMO / Face-to-face relationship

behaviour shaping art comeback of books

data design

The black hole

Punchcard

academy hall or entry Maker making cards

postal service

from push to pull

product as a service I I . I

monetization of data freemium

direct selling

dutch design week

sharing struggles with others try before you buy

meet other makers

easy acces to galleries

easy acces to marketing tools

learn from other makers

learn in a community

makers

professionals galleries

art lovers and buyers

the online marketspace

normalization of coaching

knowledge society (open sourcing) growth of video content

infotainment

emergence of creative services

(deep dive) traject development app developer

library or academy classroom gallery database

experts informational content

marketing campaign

flat rate model crowdfunding

flat rate model partnership product as a service
l l partnership . '

product as a service freemium

shared expertise growth pricing model

dutch design week
Public Spaces(Libraries)
Art academies

TEDx

use the learned knowledge be myself

show who | am as a maker

create a bigger audience as a maker

platform contributors
young makers art lovers and buyers

art investors

young people buying art

growth in the middle sector of art works

the network society

need for personalisation, identification

maker stories library or gallery space

publisher

shared expertise royalty system

revenue sharing model product as a service

partnership

government the cultural sector

de makers podcast

Maker
— Ting

Creating a
marketing
embracing maker
society to act as

leaders in the
transformation of
the art world



