
Quantum Computing

Communications

Strategy
BY ERIN, DENISE, & ERIK



Why is Quantum

Computing Important?

Now  

Financial, Chemistry, Pharmaceutical,
Material Development



Future

Internet, Security Communications,
Health, Artificial Intelligence






Goals for

Communication

Outreach

Get people interested in QC

Make QC easier to understand

Clear & simple messaging

Community outreach



TARGET AUDIENCE

Late-MillennialsLate-Millennials
Gen ZGen Z
Ages 15-24Ages 15-24

Students/Young AdultsStudents/Young Adults



TARGET AUDIENCE

Just starting out
Tech-savvy, tech-curious
Motivation: 

Wanting to make a
difference
Be part of emerging future
Be part of something
important 

WHO?

E-learning/apps
Schools, social media
Sense of curiosity/connection
Tech world 

HOW?

People who can be in quantum
computing for the long-haul
Natural inclination toward tech

WHY?



MESSAGING

"Advancing Technology 

to build

a better future"

"Changing the 

World"



E-LEARNING /

GAMIFICATION: ~ Inclusive
learning techniques

~ Enhanced user
experience and

understanding of QC

Why?
~ Learn anywhere:

More people, More places 

~ Quantitative data,
Qualitative feedback



INCLUSIVE LEARNING:
LEARNING STYLES

VISUAL-SPATIAL

Seeing, observing
Dimensions, perspectives

Pictures, Diagrams
Manipulatives

Videos
More time to process information 

AUDITORY

Reinforcement by sound
Speech, music

Videos with sound
Have voice read text/directions aloud

KINESTHETIC

Tactile learners
Doing/experiencing

Act things out
Manipulate with hands/touch

Movement breaks
Physically sense what they learn

READING/WRITING

Learn through reading text
Think by writing things out

Read directions before engaging



GAMIFICATION:
Engage students on a deeper level

Leaderboards
Progress bars
Points

Rewards for Achievements

Simulate quantum behaviors
Simulate manipulation of those behaviors 

Actual Games



APPLYING E-LEARNING / GAMIFICATION TO
QUANTUM COMPUTING 

Affiliation
People/experiences that make user happy

Part of the future
Feedback
Relate, empathize, reassure

Status
Deep need to achieve better status

Achievement levels
Rewards

Happiness
Reward with happy feelings

Accomplishments
Visuals
Ease of usage
Accessibility of learning

Curiosity
Always wanting to learn more

Comes with satisfaction of first three points

PSYCHOLOGY

Teach aspects of QC that are hard to
frame verbally 

INTERACTIVE, EXPERIENTIAL
GAMEPLAY

Who are you?
What do you do?
How will this benefit the user?

VALUE PROPOSITION

engage   *   understand   *   connect 



CREATING AN APP

Quantum Computing learning made easy

Tool for curriculum based in-school learning
(after-school program, elective course, etc.) 

Get students excited to learn more!



CURRENT QC APPS



EXAMPLE:
"HELLO QUANTUM"



EXAMPLE:
"HELLO QUANTUM"



EXAMPLE:
"HELLO QUANTUM"



LEARN FROM OTHERS



SOCIAL MEDIA - INFLUENCERS

Scott Aaronson
349,000 YouTube views



Author: Quantum Computing since Democritus

Anastasia Marchenkova
440,000 YouTube views



12.5K followers

John Martinis
Startup:  Silicon Quantum Computing



Academic Papers: 569



BE WHERE OUR AUDINECE IS

-Influencers
-Access Niche Communities
-Educate while Entertaining

-Don't act like a robot
-Find Insights from Social Media



MARKET TOWARDS WOMEN



THANK YOU!


