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GAMING & SOCIAL INNOVATION                    -

A Ph.D. project proposal / by Mette Wichmand / 14.8.2011 

 

INTRODUCTION  

The proposed research project focuses on games developed with the purpose of creating citizen-driven social innovation.  

The games being researched all share the wish to empower players to become real-life social innovators and part of their 

strategy to do so is to establish heterogeneous social networks of players - networks that are intended to help facilitate the 

desired process of empowerment and social innovation, by providing players with a strong social network as well as a 

stimulating environment of diverse ideas, experiences and knowledge. In the following I will refer to these games as ‘social 

innovation games’ (SI-games).  

These SI-games form a new niche in the gaming industry, but is continuing the line of serious games aspiring to do more than 

entertain. Serious games have for years offered to disseminate information and knowledge by taking gamers through an 

interactive experience based learning process. The new SI-games claim to be able to do more than that. Their aim is to create 

real-life social change by facilitating empowerment and bottom-up social innovation. By doing so SI-games move gaming into 

the field of political action and ignite a discussion concerned with the limits and potentials of games as a democratic tool. The 

proposed Ph.D. will contribute to that discussion by examining: 

 

If, how and to what extent SI-games can empower players 

to become social innovators and generate social innovation 

with the aim of creating real-life positive change? 

 

The research will have a strong focus on how the rules of the games influence the empowerment and innovation process. The 

rules of a game shape the social and communicative environment and can hinder as well as promote the promised aims of the 

games. 

 

The project will be made in co-operation with the Department of political science at the University of Copenhagen and Forening 

Trekantområdet who has agreed to co-finance the proposed project with 25% of the total budget each (see attached letters-

of-commitment). At the Department of political science the project will be part of the CIDEA-project - a large interdisciplinary 

research project researching and developing new IT-based tools for citizen-driven environmental action. Forening 

Trekantområdet is an innovation-oriented organisation founded by six Danish municipalities (Billund, Fredericia, Kolding, 

Middelfart, Vejen and Vejle). The purpose of the association is to create synergy between the public and private organisations 

in the region with the aim of making the area attractive for people and businesses.  
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SOCIAL INNOVATION GAMIN G  

The gaming industry is growing at a high pace. PricewaterhouseCoopers predicts that the gaming industry in 2012 creates a 

lager turnover than both the music and the film industry1. To understand the development that the gaming industry has been 

going through, it is important to put the prejudices about computer games being the toys of pale teenage boys with bad social 

skills aside. Today the average gamer is 35 years old and has been gaming for more than 10.000 hours (equivalent to the 

amount of hours Danish children spend in public school). 40 percent of all gamers are women and one out of four players are 

above 50. Every week 407 million hours are spend on gaming and most gamers expect to be playing all their life. This 

development means that a broad spectrum of the population is gaming and that gaming is here to stay.  

 

While computer games have been finding their way into most peoples home and heart, the gaming industry itself has been 

growing older and more experienced, and therefore capable of producing a more diversified range of products. Today many 

games are aiming at more than pure entertainment. Games are, among others things, being used to create and maintain 

social networks, develop new skills, get a personal experience with complicated political issues, help science produce data 

and as something relatively new – create citizen-driven social innovation. The game developers behind the SI-games are 

reasoning, that some of the 407 million hours concentrated work, cognitive efforts and emotional engagement that gamers are 

investing weekly in gaming could be translated into positive changes and bottom-up social innovation in the physical world. 

They want to use the motivation, engagement and joy that people are experiencing while playing to find answers to some of 

the social challenges that we are facing today. So instead of letting gamers take on an identity of Death Nights, Warlocks or 

Priests raiding, exploring and fighting monsters, these new games are meant to help players develop ‘social innovation super 

powers’ and engage in finding innovative solutions to complex social challenges like e.g. poverty, urban development problems 

or climate change. And because the population of gamers has grown and as become very diverse making games, SI-games 

have the potential of being a new democratic tool - a tool that combines play, social change and democratic participation in a 

way never seen before.  

 

3 examples of SI-games 

1/ Urgent Evoke is developed by the World Bank in co-operation with game developer Jane McGonigal. The aim of the game is to give the 

players ‘unique innovation superpowers’ and build sustainable social networks, where knowledge and ideas can be exchanged and developed 

collectively. Knowledge and ideas that can generate new solutions to some of the world’s most urgent problems like poverty and hunger. The 

game is structured as a ten-week crash course in social innovation. During the ten weeks players are taken through ten missions and quests. 

At the end of the game players face the ultimate challenge: The Evokation. An ‘Evokation’ is a plan for action and in Urgent Evoke it is a clear 

description of an innovation project that the player wants to take on outside the game. The 20 best players are rewarded with online 

mentorships given by experienced innovators and business leaders from all over the world, seed money for their project and travelling 

scholarships.  

 

2/ Participatory Chinatown is coupling gaming with the traditional town hall meeting. Through virtual avatars citizens from the physical 

Chinatown experience their own neighbourhood through the eyes of somebody else. The game’s missions illuminate the challenges 

connected to urban planning and urge players to discus and cooperate. By combining virtual interaction with the possibility of experiencing your 

own neighbourhood in a new way the developers hope to help citizens form new social networks that can give them the strength to engage in 

the re-development of Chinatown and thereby give the inhabitants more influence on the physical surroundings that frame their daily lives. 

 

3/ In 2007, the alternate reality game WORLD WITHOUT OIL invited people worldwide to contribute “collective imagination” to confront a real-

world issue: the risk our thirst for oil poses to our economy, climate and quality of life. It’s a milestone in the use of games as democratic, 

collaborative platforms for exploring possible futures and sparking future-changing action. World Without Oil simulated the first 32 weeks of a 

global oil crisis. It established a citizen “nerve center” to track events and share solutions. Anybody could play by creating a personal story – an 

email or phone call, blog post, video, whatever – that chronicled the imagined reality of their life in the crisis. The WWO site links all these 

stories. The game encouraged excellence with awards and recognition for authentic and intriguing stories. 

	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
1 http://arstechnica.com/gaming/news/2008/06/gaming-expected-to-be-a-68-billion-business-by-2012.ars 
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FOCUS & THEORY 

In the following I highlight terms that are central to the proposed PhD project. My intention is to touch upon some of the 

theoretical discussions connected to these terms and thereby sharpen the focus of this PhD proposal. 

 

Social Innovation 

I want to begin with the aim of the games in focus, namely social innovation. Social innovation in itself is not something new. It 

can be argued that it has been there as long as human beings have been trying to improve their living conditions2. But despite 

its old age, and the theoretical and political attention it has received in the past ten years, it still remains a field that is at an early 

stage of development, with relatively little established knowledge or practice3. Some of the existing initiatives concerned with 

social innovation are:  

 

Mindlab4 A Danish cross-ministerial development unit. Formed in 2002  

Social Entrepreneurship: A Masters program at Roskilde University.  Introduced in 2005 

The British Young Foundation: A think-tank for social innovation. Initiating SI-projects, advisors to the Labor Government   

and producing a range of books and articles about their work. Established in 2005 

Social Innovation Generation: a research centre, University of Waterloo in Canada. Opened in 2007  

Foundation for Social Innovation: a research foundation created by Barack Obama. Founded in 2010 

 

These are just a small handful of examples of initiatives, many similar initiatives could be found around the world. The reason 

that social innovation is getting a growing amount of attention is maybe that politicians, as well as profit/non-profit organizations 

are experiencing that resources are running scarce. We therefore have to find more sustainable solutions to problems ranging 

from dealing with an ageing population to finding ways to feed the whole world (Junge & Lustrup, 2009). And maybe SI-games 

could be an answer, or at least part of an answer.  

To be able to discuss to what extent SI-games can generate social innovation it is important to define the term first. But 

studying the literature doesn’t give one clear definition either; instead different nuances can be found. 

The Young Foundation in the UK work with the following definition: “new ideas (products, services and models) that 

simultaneously meet social needs (more effectively than alternatives) and create new social relationships or collaborations”5 In 

this definition social innovation is a new answer to a social need that also creates new social relationships. A definition similar to 

that of the Young Foundation, but with a little twist, can be found on Wikipedia. They write, “Social innovation refers to new 

strategies, concepts, ideas and organizations that meet social needs of all kinds – from working conditions and education to 

community development and health - and that extend and strengthen civil society”6. The Wikipedia definition is, just as the 

Young Foundation, concerned with relieving needs, but it also explicitly indicates that social innovation should strengthen the 

civil society. The Wikipedia definition introduces a bottom-up/empowerment approach as an important factor in social 

innovation. The idea of strengthening civil society can also to be found in the games that will be researched. In the games, 

different strategies are being used to empower people to become real-life social innovators - regardless of their social 

background, age, gender, religious affiliation etc. 

But then Frances Westley introduces a different way of defining social innovations. Westley is a scholar at the University of 

Waterloo in Canada and she defines social innovation in the following way: “Social innovation is an initiative, product or process 

	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
2 http://www.youngfoundation.org/about-us/introduction/developing-social-innovation-field 
3 http://www.youngfoundation.org/about-us/introduction/de 
4	  MindLab is focusing on involving businesses and the civil society in social innovation	  
5	  http://www.youngfoundation.org/our-work/social-innovation	  
6	  http://en.wikipedia.org/wiki/Social_innovationstill  
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or program that profoundly changes the basic routines, resource and authority flows or beliefs of any social system”7. This 

definition is very different from those of the Young Foundation and Wikipedia. Instead of focusing on finding an answer to a 

specific need, social innovation in Frances Westley’s version is much more concerned with changing the structures of the 

social systems. In Frances Westley’s version it does not count as a social innovation to create relief if the structures creating the 

problem are not changed. It could be argued that the SI-games in focus try to create that type of structural changes. By 

empowering players to become real-life social innovators, the games might create a new level of social actors that can not only 

create relief, but who will fundamentally change the power structures of socio-political field. 

In my research project I will use the various definitions to be able to recognize different types of social innovation and discuss 

their implications. Furthermore, I will use the difference in definition to discuss what sort of resources (skills, knowledge, network 

etc.) are needed to master the different types of social innovation and how that connects with the resources players acquire 

during the games. 

 

Empowerment and heterogeneous social networks 

But one question is what type of social innovation the games can generate, another is how the game developers are planning 

to create social innovators and innovation - and to what extent it works.  

 

Looking at a game like Urgent Evoke, Participatory Chinatown and World without Oil the strategy seems clear. A new group of 

social innovators have to be found, trained and facilitated so that hard needed new social innovations can be conceived. The 

games all draw on reality to build up their storyline. Urgent Evoke draws on previous experiences with problems like poverty, 

hunger and armed conflicts; Participatory Chinatown is modeled on real citizens life story; World without Oil has built its future 

scenario on scientific research and predictions. The games offer a laboratory - a safe environment where real-life is mimicked 

and innovative ideas can be developed and tested with out anyone getting hurt if your plan didn’t work out. The games are 

online games and free to play, which makes it possible for people all over the world, from all social groups to take part in the 

game. Furthermore, the games are all social network games, meaning that players have to think, learn and innovate 

collectively. This idea of making a heterogeneous network that will work together to try and solve some of the world’s biggest 

problems is in my eyes a very democratic idea. The games are meant to be inclusive and all players are thought to have 

something to contribute with. I see some of the same ideas reflected in several books written about the democratic possibilities 

offered by Internet (Levy, 1999; Leadbeather, 2008; Shirky, 2010, Benkler, 2006). The game developers behind the SI-

games in focus seem to share a vision with this group of ‘communitarian optimists’, “They see in the Internet the possibility of 

community and collaboration, common-based, peer-to-peer production, which will establish non-market and non-hierarchical 

organizations.”(Leadbeather, 2008). In other words Internet should make it possible to create a space that has different 

structures and social codes than the physical world. A more equal and coherent space, allowing us to distribute power in a 

more egalitarian way, which will allow more people to take part in the development of all aspects of social life. And following the 

credo “Nobody knows everything, everybody knows something”(Levy, 1999), we can’t afford to exclude anyone if we want to 

develop new ideas. We have to think collectively. The games on focus want to make collective thinking possible by bringing a 

random group of players together from al parts of society and letting them work together on the missions of the game. This 

focus on collectivity makes it possible to see the SI-games as learning communities. Learning communities are not new. Earlier 

on they often had the form of a master-apprentice relation, today many virtual environments are seen as modern non-

hierarchical forms of learning communities (Benkler, 2006; McGonigal, 2007). But even though learning communities are not 

new, Jean Lave and Etienne Wenger (1991) were they first to give them real theoretical attention. They looked into how 

learning could be described as a collective and cultural process where knowledge is co-constructed. In their writings they 

	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  	  
7	  http://sig.uwaterloo.ca/highlight/the-social-innovation-dynamic 
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introduce the terms situated learning and legitimate peripheral participation. Situated learning is learning taking place in the 

same context, as the learning will later be applied in. It is of course hard to claim that the SI-games offer situated learning, 

because players are operating in a virtual reality. But the games are striving to make the virtual world as real as possible by 

constructing a storyline that mimics real life situations. What is of course differentiating a virtual learning space from a situated, 

‘on the job’, learning space is that it is safer and therefore creates better possibilities for learning by doing and making mistakes. 

Which at one hand might create a fertile environment for social innovations, but on the other hand could make it difficult to 

create an environment complex enough to prepare players for the reality awaiting them as social innovators in a real-life world 

where people really die when they are hit by bullets, hunger or flooding? 

Legitimate peripheral participation is a term that opens for a discussion of whether or not the Internet really offers the possibility 

of distributing power in new and more egalitarian ways, just as the ‘communitarian optimists’ believe? Legitimate peripheral 

participation describes a learning environment where people can be positioned in different ways within the learning community. 

The ones with the most experience, knowledge and power are at the centre of the community and the newcomers at the 

periphery. In the learning communities that Lave and Wenger are describing the positions are often very fixed (master in the 

centre, apprentice at the periphery) and the way of getting to the centre is very controlled. But the idea with the open and 

heterogeneous community of Urgent Evoke is that it should open up for more fluent and continuous movements between 

periphery and centre. The game structure should facilitate a learning community, where it is possible for the players to move 

back and forth between more central and more peripheral positions during the game. In that way the players can hold several 

different positions during the game. Sometimes a mission or quest will ask for a certain set of experience, knowledge or skills, 

and players who have that will take a central position and teach others, but as the missions in the game change so should the 

positions of the players. In that way the heterogeneous social network of the games becomes a strength because differences 

between the players create a large collective supply of knowledge, skills and experience that can be put into play in different 

ways according to the changing positions of the players. This type of learning environment would be very much in line with the 

ideas of the ‘communitarian optimist’, allowing every body to take part and contribute in different ways. And it is within this 

process of moving back and forth between positions in the learning community that the possibility of empowerment lays. There 

are many different definitions of empowerment, some are focusing on the individual and some on the community, some talk 

about gaining power, others of gaining skills or knowledge of how to perform valued social roles, while others again focus on 

the difference between the process and the product (Perkins & Zimmerman, 1995). One definition that I find interesting in 

relation to the SI-games in focus and their heterogeneous learning communities is the definition of Lisa Holdsworth. She writes, 

”empowerment can therefore be seen as both - a process: the mechanism by which people, organizations and communities 

gain mastery over their lives – and a product, although the nature of each of these is likely to differ depending on where along a 

continuum of power and powerlessness the client starts” (Holdsworth 1993). In her definition there is a process that leads to a 

product, defined as a certain level of capability and power to master of our own lives individually or as a community. But the 

‘product’ can vary and is dependant on how much power we had – individually or as a community – before the process of 

empowerment began. This is very interesting when discussing SI-games, because the players will have very different starting 

points. One is maybe 13 years old, living a social secure life in New York who is for the first time confronted with the political 

issues of the games, another is a 36- year old woman from Uganda who has spend most of her life fighting poverty issues in 

her local community and now they have to join forces in a game like Urgent Evoke. These differences makes it interesting to 

look at what resources the players bring with them into the game and what they come out with. The ideal is of course that at 

the end of the game every body has moved forward to a more central position within the learning community and has in that 

way been empowered in one way or the other. Some have made huge steps, others small ones, but everybody has changed 

position, and thereby have the individuals as well as the community become more powerful. 

But for the players to be able to move between different positions during the game and to a more central position at the end, it 

is crucial that a non-hierarchical and respectful community is created so that moving to a more peripheral position is not 

connected with losing power, position or the chance of e.g. gaining access to the resources awarded by the World Bank to 

the 20 best players of Urgent Evoke. But it is the question how a game that on one hand is competitive and offers what could 
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be a life alternating awards can also create a non-hierarchical and respectful learning community where people are willing to 

think and innovate collectively and where the empowerment of one is not happening at the cost of someone else? A question 

that makes me think of research showing that virtual social worlds might offer opportunities to play with different social roles and 

might also teach us new skills, but that the social structures, codes and rules from the physical world is also in many ways 

copied in the virtual world (Wichmand, 2003; Siggaard-Jensen, 2008) - research being supported by the critical voice of David 

Weinberger saying, that Internet might be creating new forms of networks but it doesn’t take away our less beautiful human 

tendencies to be e.g. cruel, vain and power greedy (Weinberger, 2002). But if that is true, it becomes interesting to look at SI-

games through the theoretical glasses of French sociologist Pierre Bourdieu. Pierre Bourdieu is interested in power, or what he 

calls symbolic violence. Central to his theory are also the terms capital and habitus. In a heterogeneous network like that of the 

SI-games many different forms of habitus and capital are present. These different forms of habitus and capital are forming the 

collective pool of resources and should benefit all players in the games and be used when the players have to think and 

innovate collectively. But in Pierre Bourdieu’s research of society, these terms are used to mark the difference between social 

positions that people possess and the hierarchy between them. Some forms of capital enjoy more respect and leads to more 

power and influence than others. If Pierre Bourdieu’s social theory also fits in cyberspace, a hierarchy of capitals should develop 

in the games - just as in the physical world - and a certain habitus should make it easier to succeed in the game that other 

forms of habitus. If that is true, we could expect to see an on-going (symbolic violent) negotiation of the hierarchical order of 

capitals affect the movement of players between different positions in the learning communities. A situation that would make it 

impossible to empower all players as well as hinder the development of an heterogeneous social network of players that will be 

able to think and innovate collectively. A social exclusion will take place and influence which players will develop the sought after 

social innovation powers and win the game. But maybe the ‘communitarian optimists’ are right, and the SI-games will be able 

to offer us a social environment and learning community not yet seen, operating on very different terms than the physical world 

as it is being described by sociologists like Pierre Bourdieu. The SI-games have raised my anticipation that a more inclusive and 

democratic way of changing the world for the better has been found. But having read Bourdieu, Marx, Foucault and other 

critical writers is keeping me skeptical. Still my curiosity, hope and eagerness to learn make me want to find an answer to the 

question: If, how and to what extent can SI-games empower players to become social innovators and generate social 

innovation with the aim of creating real-life positive change? 

 

 

METHOD 

My research strategy consists of a multiple-case study. I have chosen this approach for two reasons. The first reason is that a 

case study allows me to work holistically, approaching my case from different angels producing quantitative and qualitative 

evidence (Feagin, Orum, & Sjoberg, 1991). As said earlier, SI-games are relatively new and very little has been written about 

them and I therefore have very little material to draw on and learn from. A multiple-case study can help me grasp the complexity 

and nuances of the SI-games, and the method can - in contrast to other research approaches (e.g. surveys, experiments, 

literature-study) - provide a first-hand understanding of a real-life phenomenon, in particular when it concerns a new 

phenomenon that has not yet a clear set of outcomes (Yin, 2009).  

The second reason for choosing a multiple-case study is that I in my research will be looking for similarities (e.g. how certain 

game rules create similar openings for empowerment) and differences (e.g. how different game rules generate different types of 

innovation processes) between the games. I therefore need a method that allows me to replicate my method on different SI-

games and thereby create evidence that can be compared as well as contrasted (Yin, 2009). A multiple-case study does that. 

But every advantage comes with a disadvantage. According to Yin (Yin, 2009) the main disadvantage of a multiple-case study 

approach is that it creates a complex material and cost a lot of time from the initial design process to the analysis. I am sure he 

is right. But doing something for the first time means that you cannot imagine how difficult and complicated it is going to be. If 

you knew you probably wouldn’t start the enterprise. I am still a multiple-case study novice; intrigued by the methodological 
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advantages and possibly, oblivious to the challenges awaiting me.  

My intention is to apply the following research instruments on three to four cases: systematic self-observation, qualitative 

interviews and visual ethnography as well as discourse analysis. Systematic self- observation means that I will systematically 

observe myself, as I will be playing the games. I will use this approach for two reasons. One – I am not a natural born gamer. I 

have not yet been playing the 10.000 hours claimed to be needed to master a skill. I therefore believe that by getting more 

firsthand experience with gaming I can ask better questions during my research and more easily put the answers into a 

context. I don’t expect that my self-observations will deliver data for my analyses. I see it as a personal learning process that will 

strengthen my capacity to understand my cases and informants. Second – self-observation give me the possibility to make a 

meta-reflection on my own research. It will enable me to discuss how my own prejudice, strengths and weaknesses affect my 

research and conclusions.  

The focal point of my research will lie on the qualitative interviews combined with visual ethnography and discourse analyses. 

These three sources of evidence will provide me with my primary research data. 

My intention is to interview 20 players of each game with the purpose of describing their background, player motivations, 

expectations, experiences in and outside the game etc. Next to these interviews, I plan to follow 5 players of each game closer 

during and after the game. It is important that the players followed are as different as possible (geographical position, age, 

gender, educational, social and cultural background) because this will reflect the heterogeneous social network of chosen SI-

games and help me find out how different cultural backgrounds and habitus might influence the interaction of players with the 

game and each other. I will supply my 5 informants from each game with a web-cam allowing me to film them while playing. 

Furthermore, I will ask my informants to make a video dairy. The video diary will allow the informants to record their own 

reflections and thoughts during the game, and at the same time provide me with the opportunity to ask them to reflect on 

specific questions. Questions that I will prepare before hand concerning their background, life, motivations, expectations and 

experience with the games as well as questions that will be formulated during the research process, allowing for my self-

observations to influence my research. Filming and interviewing the informants before, during and after the game makes it 

possible for me to follow my informants in and out of their different realities – virtual or physical. Capturing the change and 

learning moments that the informants are going through – making it possible to identify the factors and actors that influence 

these moments. It is important to me to get a holistic picture of my informants that allows me to conclude something about 

their habitus and different forms of capitals before and after the game. 

Next to my interviews and the video diaries I want to make a discourse analysis of the on-line communication between the 

players. This analysis will allow me to follow the interaction between the players during the game. The analyses will enable me 

to monitor who is at the centre of the learning community and at the periphery as well as follow how people moves from one 

position to another. This analyses and mapping of positions gives me a large fundamental research material that I can also 

combine with information from the interviews and video diaries. Combining my research material will allow me to look at the 

active population of players (discourse analyses), a more random selected group (interviews) and a selected and outstanding 

group (video diaries). 

 

 

DISSEMINATION 

The proposed research project has three target groups – the scientific community, Forening Trekantområdet and its six 

founding municipalities and last but not least, a mixed group of game developers, educators and decision makers from the 

profit and the non-profit socio-political sector. 

 

My proposal is interdisciplinary and draws on political science and sociology as well as communication and learning theories. I 

choose to see that as a strength that allows me to learn from and draw on different scientific traditions and theoretical 

developments. But it also means that my PhD will not contribute to the development of one single discipline, but rather to a 
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cross-disciplinary discussion of games as a powerful tool for social and political innovation. This is a young and emerging 

discussion, and I think that my research can give an insight into what it is that on-line games can offer as a tool for collective 

thinking and bottom-up social innovation, and if and how games can make room for new types of social innovators and new 

types of political and social involvement. To communicate to and discuss my ideas with the scientific community I will use well-

known channels such as conferences and scientific magazines. I will produce posters, presentations and papers that will 

hopefully spark a constructive critic and a stimulating discussion. 

 

The proposed project will be made in co-operation with Forening Trekantområdet. This co-operation obliges me to 

communicate my ideas and results to practioners from the six involved municipalities from the beginning to the end of my 

research period. I believe this to be a very relevant challenge, because I am convinced that the results of the project have a 

practical value. The SI-games are developed with the purpose of generating positive social change and it is therefore important 

that the existence, relevance and potentials of these games are communicated to possible users. The municipalities are the 

link between the citizens and the government and therefore an interesting partner when discussing the democratic potential of 

SI-games. A small group of critical friends consisting of employees from the municipalities will be formed. On a regular basis I 

will discuss my progress with this group. The discussions will enable me to draw on their practical experience with citizen 

involvement, discover inherent resistances as well as test my ideas in an early stage. Next to the group of critical friends I will 

communicate my results to a large group of municipality employees through presentations and workshops that will give them a 

hand-on experience with SI-games.  

 

Next to the scientific world and the involved municipalities, I would like to communicate my findings to game developers, 

educators and decision makers from the profit and the non-profit socio-political sector. I believe that my PhD has an added 

value for people that are working to create new and better games, but also for people working with political communication and 

education. I think that the results of my Ph.D. could inspire political actors to start using games to create more inclusive political 

communication processes that empowers people to take part in shaping the world and their own social environment. 

Furthermore, I would like to reach educators, opening their eyes to the possibilities of teaching the coming generations in new 

and more playful ways that could facilitate the birth of more social innovators. To reach this group I would like to set up a 

research blog. On the blog I will be able to show my work in progress. Hopefully, I will be able to engage the readers in 

discussions of my methods, ideas and results. 
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PLANNING 

 

	  

 

 

 

   

 

 

 

 

 

Year 1 

 1.9.2011-31.8.2012 

 

Year 2 

1.9.2012-31.8.2013 

 

Year 3 

1.9.2013-31.8.2014 
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Literature study                                     

Develop 
theoretical 
framework 

 

                                    

Develop case 
study protocol 

                                    

Preparing and 
executing field 
research 
(playing, self-
observation, 
video diaries) 

                                    

Analysis 

 

                                    

Participate in a 
conference 

                                     

Teach                                     

Write                                     


