
VITAL CITIES & VITAL CITIZENS

Professor Jeroen Jansz leads a group of 

researchers looking at what people do 

in the online environment. In the past 

15 years there has been a seismic shift. 

Jansz’s research takes the ubiquity of 

the Internet as a starting point and aims 

to understand and explain the changing 

relations between media consumers 

and media producers in contemporary 

participatory culture. A particular area 

of research relates to the characteristics, 

design principles and effectiveness of 

persuasive gaming. Whilst academics 

cannot build games, they can be key 

partners in informing the process and 

enabling game experiences to be more 

workable, ethical and impactful in a 

societal context. A unique feature of the 

project is the collaboration with partners 

in the Dutch game industry enabling the 

group to immediately relate and apply 

knowledge drawn from Game Studies, 

Media Studies, validation research  

and research on Game Design to the 

practical demands of the industry. 

In 2013 the group were awarded a 

major NWO grant for the project 

Persuasive Gaming: From theory-

based design to validation and back. 

The research project is a collaboration 

between ERMeCC, Utrecht University, 

Eindhoven University of Technology 

and two Dutch game developers. 

TOGETHER 
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The key goal of this project is the 

construction of a dynamic model for 

persuasive game development and 

implementation that is accessible for the 

industry as well as the research community 

resulting in video games with the purpose 

of changing attitudes. 

This collaboration between the industry 

and the academic world will aim to 

convince people to engage themselves 

more with societal issues and contribute 

to improving the international competitive 

position of the Dutch game industry.

TOGETHER 
WE MAKE IT HAPPEN

Results & next steps

• fogland (2014): in close collaboration with the Rotterdam Game company Ranj and 

 supported by a NWO KIEM grant a framework of a health related game called 

 fogland is being translated into paper prototyping. The idea of the fogland game is 

  built upon the fact that no smoker starts or keeps on smoking in order to damage health.

 fogland playfully confronts smokers with their needs and habits and offer them 

 different coping strategies as a means to help them to quit smoking. The games 

 framework builds upon previous research regarding the effectiveness of games in 

 health communication and the effectiveness of smoking interventions.

• PING, Poverty is not a game (2011) a game to raise awareness amongst as many groups 

 in society as possible concerning what it means to be poor. The online game environ- 

 ment was seen as the best vehicle for reaching out to young people. This was 

 undertaken with the University of Ghent.

Impact

• The results from the PGCI project are currently used by Ysfontein to redevelop a 

 serious game targeted at railroad safety.

• The prototype testing of fogland will result in a business proposal by Ranj, Kneer and 

 Jansz to build an online mobile game.

• The research conducted in the past 5 years provides the backbone for the Massive 

 Open Online Course (MOOC) on serious gaming. The MOOC is developed by 

 Jeroen Jansz and Mijke Slot and will appear on Coursera, early 2016.
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