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The Jardine Matheson Heritage 

§  Jardine	
  Matheson	
  ranks	
  273	
  on	
  the	
  2016	
  Fortune	
  Global	
  500	
  list	
  
with	
  a	
  gross	
  revenue	
  of	
  US$65	
  billion.	
  

§  Jardine	
  Matheson	
  was	
  formed	
  as	
  a	
  trading	
  partnership	
  
over	
  180	
  years	
  ago	
  in	
  1832	
  by	
  Scots	
  William	
  Jardine	
  and	
  
James	
  Matheson.	
  	
  	
  

	
  
	
  

	
  
§  The	
  Group	
  today	
  is	
  a	
  diversified	
  business	
  group	
  
focused	
  principally	
  on	
  Asia,	
  and	
  employs	
  500,000	
  
people	
  worldwide.	
  	
  

	
  



Jardine	
  Matheson’s	
  business	
  interests	
  	
  
	
  
§  Engineering,	
  ConstrucPon	
  and	
  IT	
  
§  Transport	
  services	
  
§  Insurance	
  Broking	
  
§  Property	
  Investment	
  and	
  

Development	
  	
  
§  Retailing	
  	
  
§  Restaurants	
  
§  Luxury	
  Hotels	
  
§  Motor	
  Vehicles	
  
§  Financial	
  Services	
  
§  Heavy	
  Equipment	
  
§  Mining	
  and	
  Agribusiness	
  

	
  	
  

	
  	
  

	
  	
  

The Jardine Matheson Heritage 



Who We Are 

w  One of the largest IT service networks in Asia operating two market-leading 
brands  

w  Enable organizations and people to benefit from the full range of emerging and 
established technologies  

w  A member of the Fortune Global 500-listed Jardine Matheson Group 

w  One of Asia’s leading technology 
distributors with operations in 
Asia's major commercial hubs 

w  One of Asia’s leading systems 
integrators, solutions providers and 
technology consultancies 

Tailor-made solutions for business in Asia Channel partner of choice for Asia 
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Our Journey at JTH 
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Our Journey at JTH 
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Objectives 

Connecting People to Company 

Connecting People to People 

Encourage People Participation  
and Interaction 

Open Recognition 

Crowdsourcing of Ideas 

Innovative 

Gamifica&on	
  
X	
  	
  

VR360	
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Challenges 

 

Education  

 

Keep people excited  
about this platform 

Skepticism on the 
discipline  
of usage 
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Initial Outcomes 

Positive feedback from employees 



12 

Initial Outcomes 

Media coverage 
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Initial Outcomes 

Of course, there are still many areas for us to 

improve! 

60% of penetration across all locations 

Eliminate paper work 

Pulse check becomes available 

No disrespectful posts so far 


