
A Serious Game 
for the well-being 
of CSN Parents

Master Thesis of Suzanne Lampe



1

I never conducted a project with such an inspir-
ing target group and I am very thankful that they 
could set a bit of their time apart to help me 
during my project by answering my questions 
and testing prototypes. They motivated me 
with their beautiful and impressive stories to 
create something that has meaning for them. 
They deserve more attention and support and 
hopefully, this serious game will contribute to 
that.

Thanks to the seven people from the company 
Zuidwester, who participated in a creative ses-
sion I facilitated.
Thanks to my friends of IDE who were willing to 
test the three concepts.

Thanks to my housemates for quickly test-
ing some of the first serious game ideas and 
thanks to my rowing team for testing one of 
the prototypes. And of course also thanks for 
the mental support together with more friends, 
my family and boyfriend. Thanks to everyone 
who thought along, brainstormed with me and 
helped me. With special thanks to Maira and 
Irene.

This graduation project was the perfect match 
and I overcame many challenges and learned 
much, which made me excited during the pro-
ject. I could not have achieved this result with-
out the support I got and I am very grateful for 
this.

First of all, I would like to thank my supervisory 
team. Without you, the project would have been 
less successful. The coach meetings were full 
of interesting discussions which helped me 
further in my project. Also, your attitude with 
trust and enthusiasm towards me and the pro-
ject motivated me. Lastly, you always had my 
back when I needed you by quickly responding 
and being available.

Niko, thanks for everything you learned me 
about serious games, your great advice and the 
extendedly and thoughtful feedback you gave 
me. Marc, I am grateful for the fresh perspec-
tives and advice (/small teasing’s) you gave 
and for providing insights about facilitating 
and metaphors. Special thanks to my company 
mentor, Marise Schot, who not only was very in-
volved and interested in my project as compa-
ny, but also learned me a lot about CSN parents 
and felt like a third coach. It was a pleasure to 
work with you. I am very grateful that I got this 
opportunity and collaboration with Ontzorghu-
is.

Acknowledgement

Master thesis
Suzanne Lampe

March 2021

Supervisory team
Chair: Dr. Ir. N.J.H. Vegt

Mentor: Ir. M.Tassoul
Company mentor: Ir. Marise Schot

Master Design for Interaction
Faculty of Industrial Design and Engineering

Delft University of Technology



2 3

The Bekommerkom game was created after 
four iteration cycles with different prototypes 
and four tests. The last two tests were with CSN 
parents. Based on the reactions of the players 
and observations I can conclude that the Be-
kommerkom game is evaluated as successful 
in achieving the transfer effects. To  achieve 
this, both a well-prepared facilitator and a vid-
eo call service (e.g. Zoom) are required.
  
Playing the game made the players think and 
reflect on their life. Many shared to do things 
differently concerning self-care and thought 
about possible solutions to improve their sit-
uation (like asking for help). Also, Ontzorghuis 
is content with the result and wants to further 
develop the Bekommerkom game and a physi-
cal version of it in the future.

Many parents of Children with Special 
Needs (CSN parents) struggle with finding 
the right balance in their life between doing 
all their responsibilities, taking care of their 
child with special needs and taking care of 
themselves. As a result, they take less care 
of themselves, by eliminate their needs. 
  
Therefore, the aim was to design a serious 
game for parents with children with special 
needs and should be playable during retraite 
weekends within the constraints of the COV-
ID-19 measurements. However, due to COV-
ID-19, there was no opportunity to create a 
physical serious game that can be played dur-
ing the retraite weekends, thus an online ver-
sion was created that could easily be convert-
ed to a physical design.

The graduation project consist-
ed of three phases: the analysis, con-
ceptualisation and detailing phase.  
  
For the analysis phase, to understand the issue 
of self-care, five CSN parents and an orthoped-
agogue were interviewed along with literature 
research. Also, serious gaming was studied by 
literature research, reviewing examples of se-
rious games, trying out serious games, talking 
with experts and being a facilitator of an online 
serious game I signed up for. With the insights 
of the analysis phase the design goal was trans-
lated in the following transfer effects: 1) Create 
awareness about the importance of avoiding 
an unbalance in energy to increase self-care, 2) 
Create awareness about having the option to 
increase self-care, and 3) Alter to or reinforce 
the attitudinal change towards a creative prob-
lem-solving attitude for providing self-care. 
  
During the project, the game environment 
changed from real-life to the online platform 
Miro. A brainstorm session and co-creation 
followed, aside from individual brainstorm-
ing and with other creative minds. Three con-
cepts were developed and tested and in col-
laboration with Ontzorghuis one was selected. 

Executive Summary

Survival mode: Helps us respond to the 
stressors that we are faced with. When we 
experience stress, a sequence of hormonal 
changes and physiological responses occur in 
our body that allow us to respond by preparing 
them to fight, flight, or freeze (Harvard Health 
Publishing, 2018). However, a frequent stress 
response can take a toll on the body, emotional 
health, impact our relationships, lead to a num-
ber of medical issues, and increase the risk for 
anxiety and depression (Harvard Health Pub-
lishing, 2018).

CSN: Children with special needs. The target 
group of the project is their parents. These 
children need extra care compared to other 
children, because of a physical or mental disa-
bility or a combination of these. Examples are 
autism, ADHD, Down syndrome, eating disor-
ders, cerebral palsy emotional disturbance and 
learning disabilities.

Glossary

‘The game woke me up again; I have to take 
care of myself, otherwise I cannot take care 
of others. I need to look and think outside 
the box: Sometimes the world is small, but 
there is more than you think.’’ 
- CSN parent one week after playing the 
Bekommerkom game
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The Company

This graduation project was in collabo-
ration with Ontzorghuis. Ontzorghuis, es-
tablished by Marise Schot (figure 1.1) and 
Astrid Bontenbal in 2018, aims to support 
CSN parents by creating a community that 
provides practical and emotional support. 
This is visualised in figure 1.2 by having a 
CSN family in the centre and Ontzorghuis 
connecting them with other CSN families. 
The outer circle shows most of the stake-
holders with who CSN parents mostly 
get in touch with. Providing practical and 
emotional support is done by letting par-
ents share their experiences, providing 
information, creating a feeling of commu-
nity, offering online self-care-reflecting 
exercises, and offering parenting training. 
Also, they are currently developing a coop-
erative housing community, where parents 

can move in for long or short stays during 
which specialists take care of their child, 
so parents can have a break. 
Recently, they are organizing retraite 
weekends in which the children will be 
taken care of while the parents get respite 
and have the opportunity to do workshops 
with the theme ‘a valuable future’. One of 
the main topics is to explore what they 
need to unburden themselves in the future 
and this graduation project led to a serious 
game on this topic.

Figure 1.1:
Marise Schot - 
Director of Ontzorghuis 
(www.Ontzorghuis.nl)

The Designer
After my bachelor (Industrial Design) and mas-
ter’s programme (Design for Interaction), I was 
eager to show that I am capable of conducting 
a design process with the focus on users. Be-
sides, I wanted to learn more about how to in-
tegrate and use psychology with design. This 
project was a great opportunity to explore the 
common ground between these two fields. My 
interest in mental well-being started from be-
ing a kid and can be seen in the many topics 
of my projects and my Medisign specialization. 
My dream is to add meaning to people’s lives 
by increasing their (mental) well-being. This 
all has a perfect fit with this project about the 

mental health of parents who have child(ren) 
with special need(s) (CSN parents, see glossa-
ry).
Moreover, I am very interested in designing 
serious games, because of the higher aim. For 
me, it is beautiful how complex and difficult 
problems can become visible and/or solved in 
a playful way by playing a game. It affords to 
learn through experience and this is very pow-
erful.

In this project, these interests are joined togeth-
er with the wish to do a project in collaboration 
with a company.

1.1 The scope and Ontzorghuis as 
company

Targetgroup: 
CSN parents

CSN

More CSN 
parents

Specialists:
doctors, 
psychologists 

Other help 
like cleaners 

Nurses (at home) 
(KinderThuisZorg) 

Organisations 
like the GGD 

(Special) Schools
and transport to it

Day care

Municipality

The company:

Community

Practical 
support

Emotional
support

The designer

Sibling

Figure 1.2: Stakeholdermap of Ontzorghuis and 
CSN parents.

This paragraph describes the designer, compa-
ny, stakeholders, scope, relevance, and design 
goal.
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Detailing phase
Many iteration cycles including tests were conducted. The two last Hi-fi prototypes 
have been tested with the target group. An online final design and physical design 
were proposed together with recommendations. This phase ended with this thesis, 

a showcase and a presentation.
For the more extended planning see Appendix B.

Conceptualization phase
The phase was about further brainstorming and defining elements of the game 

(with the design brief as the starting point). The phase started with researching the 
possibilities for an online serious game (suitable program/platform), which is still 

possible to convert to a physical serious game and deciding on the platform to use. 
Many brainstorming followed  (including a session and co-creation) and three 

concepts were developed, which were Lo-fi prototyped and quickly tested. The con-
cepts were evaluated with the objectives from the design brief and one was chosen 

to continue with. 

The graduation project consisted of three phas-
es (blue text), which follow the three diamonds 
CPS model (Buijs, 1986).

Analysis phase
Three fields were researched: the target group, serious gaming and psychological 
models. Psychological theories, because these gave insights into possible ways 

to support CSN parents to increase their self-care. For exploring these three fields, 
literature and field research was conducted about the target group (contextmap-

ping and interviews experts) and about serious gaming (interview experts, facilitat-
ing a serious game and trying out serious game ideas). The research answered the 

following design questions: 
1. How to raise the awareness of CSN parents about the importance of self-

care (also about the impact on the child)?
2. What are strategies for CSN parents to take better care of themselves to 

increase their mental well-being?
3. How to design a serious game in general?
4. How to design a serious game about self-care and CSN parents?

The phase concluded with mapping out the insights about the well-being of the par-
ents and how they could increase this (also inspired by psychological theories) and 

about designing a serious game. With this, the design brief was formulated. 

Original Project Brief

Design Brief

Final Concept

Final Design Proposal and Deliverables

The design goal in advance of the analysis 
phase:
‘To design, prototype and test a serious game 
for parents with children with special needs. 
And which firstly makes parents more aware 
of the importance of taking care of themselves 
and secondly give suggestions on how to take 
better care of themselves (based on psycholo-
gy) to be able to take better care of their child. 
The serious game should be playable during 
retraite weekends within the constraints of the 
COVID-19 measurements.’

Why a serious game?
Aside from becoming motivated as a result of 
achieving goals throughout the game, a seri-
ous game is useful for transferring information, 
raising awareness and achieving learning goals 
(Manenschijn, 2020). Players often feel free to 
experiment, because they know their actions 
in the game have no real impact on their re-
al-world. So a serious game serves the design 
goal well by offering a space to experiment with 
such a serious and personal issue as self-care 
in a safe, playful and open-minded way and 
reflect together on it. During the reflection mo-
ment, CSN parents will compare the game with 
their own situation and hopefully share tips 
and tricks on how they currently increase their 
well-being/take care of themselves. Ideallly I 
hope that after playing the game they have an 
idea of how to unburden themselves and there-
by increase their well-being and happiness. 

At the start of the project, it depended on how 
the COVID-19 situation would develop, whether 
the serious game would shift more to an on-
line version, a version that can be played in real 
life or a combination of these. Therefore, dur-
ing the design process was taken into account 
that the (elements of the) game should be 
easily transformed into a more online or more 
physical one. For the original project brief see 
Appendix A.

Scope, relevance, and design goal

Many parents with a child with special needs 
get a burnout or overworked (60%) and there 
is a 42% chance of relationship problems to 
occur (Trouw, 2014). This is partly caused by 
the search of figuring out what special care the 
child exactly needs via many appointments by 
doctors and specialists (Trouw, 2014). Aside 
from that, they go through a kind of grieving 
process, in which they are challenged to accept 
that their child is different and to reframe their 
ideas about the future (which will look different 
than expected). Often parents are intensely fo-
cused on their child that they get in the surviv-
al mode and tend to care less for themselves 
(can be seen in the numbers of the probability 
of a burnout, becoming overworked, getting 
relationship problems, etc.). This may result in 
the child placed outside his/her home. 

A serious game whichavoids that it could get 
this far, will increase the well-being of the par-
ents as well as of their child(ren) (and even 
would be cheaper for the municipality). The 
design goal in advance of the analysis phase 
can be found in the pink box. If these parents 
don’t take care of themselves, it will be hard or 
even impossible to take care of their child. This 
can be illustrated by an aeroplane accident in 
which parents should first put the oxygen mask 
on their face to be able to put one over their 
child’s face (figure 1.3).

1.2 Approach

Figure 1.3: In emergency parents put first oxy-
gen mask on their own face (adapted from www.
scottsdale.momcollective.com).
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2.1 Approach

Figure 2.2: Approach analysis CSN parents.

Figure 2.1: Parent with child with a special needs 
(www.accel.org).

This chapter consists of two parts: a literature 
study and field research concerning CSN par-
ents (figure 2.1).

The field research consisted of talking with 
experts and CSN parents (using a context-
mapping approach). The goal of the analyses 
concerning the target group was to find the an-
swers to the design questions in the pink boxes 
in figure 2.2 which were split up into research 

questions. The first design question provided 
means for the first part of the design goal and 
the second design question supported the sec-
ond part of the design goal of the serious game. 
More elaborated sub-questions can be found 
in Appendix C. For answering the second de-
sign question, psychological frameworks and 
theories were reviewed of which an interesting 
one appeared to be Universal Needs (Desmet & 
Fokkinga, 2020). Part of the field research got 
more focus on these universal needs.

To illustrate the world of CSN parents many 
quotes that reflect their experiences are pre-
sented.



Also, the following quote illustrates the ex-
tra responsibilities many CSN parents face: 
‘My newly gained expertise on the “ins” 
and “outs” of Medicaid, special educa-
tion, adaptive equipment, disability law, 
and therapists challenged me every day. 
I quickly became familiar with assistive 
technology devices, absence seizures, 
individualized education plans, pediatric 
walkers, and oesophagal strictures—all 
things I knew nothing about before Laney 
entered my world. But I had no choice 
in the matter. I had a child with special 
needs to care for, and she desperately 
needed me. I could not collapse under the 
newfound burden of responsibility.’ (Law-
rence, 2011).

12 1313

Having a child with disabilities changes family 
life and places additional demands and respon-
sibilities on many family members (Simeonsson 
& McHale, 1981). Another source explains that 
it is quite challenging and also requires a lot pa-
tience, energy, and time (Crowe, VanLeit, Bergh-
mans, & Mann, 1997). This paragraph further 
elaborates on this and each section contains a 
summarizing visual which aims to represent a 
part of the world of CSN parents:
• The extra responsibilities parents encounter 

when having a child with special needs
• The effect of it on the common responsibili-

ties of the parents
• The extra emotions involved
• The causes of poor self-care
• Finally the result of not caring for yourself 

as a parent.

Extra responsibilities which many 
CSN parents face

This subparagraph explains that CSN parents 
have many extra responsibilities by having extra 
roles next to raising children like being a fulltime 
caregiver, manager and counsellor. These par-
ents are not only overwhelmed with having to 
manage things and making choices (Figure 2.3), 
but also have to adapt to the situation and often 
have to expand their limits (Verdonk, 2018). In 
other words: They are confronted with numer-
ous hardships and encounter more stressors 
and responsibilities than mothers of regular 
children, so their lives change beyond anticipa-
tion (Park, 1982). 
These extra responsibilities are summarized in 
Figure 2.4 and further explained in this subpar-
agraph.

Many hospital visits/specialists
According to Okma (2014) it often takes a long 
time to find out what special need(s) their child 
has. As a result of visiting hospitals etc. during 
work hours, they work during their free hours. 
For a long time, they appeal on their capacity 
until they are exhausted.

Moreover, the visuals show some of the interac-
tions with various stakeholders which were pre-
sented previously. The literature research also 
led to insights about positive developments 
for CSN parents by having a child with special 
needs (see Appendix D).

Keeping contact with all the all specialists, 
doctors, organisations, school transport 
etc.)
As was said the parents are also the manager 
of their child and therefore should be in touch 
with all their various stakeholders to update 
everyone and assure themselves they reach 
their goal. More precisely, according to Pelchat 
et al. (1999), CSN parents are affected by the 
duties of managing therapeutic services, spe-
cial education requirements, medical interven-
tion, and behaviour management, in addition to 
the usual responsibilities expected of the pa-
rental role.

Unusual tasks which need gaining experi-
ence
‘Oxygen, tube feeding, medicines. In the hospital 
I learned a lot, at home I learned even more and 
became kind of a nurse.’ (Vriendin, 2020).
Often the care of the child includes unusual 
tasks or certain ways of treating them. There-
fore aside from the need to gain experience in 
this, fewer people can take over due to having 
no experience.
‘In my work with families, I see special needs 
parents scrambling to adjust to their new and 
unexpected role as a healthcare manager for 
their child.’ (Pinhorn, 2018). 

Much time spending on arranging the right 
care and support
When the parents do not have to spend time 
with their children they are often sitting behind 
their desk to arrange the right care and support 
and thus often fighting for the rights of their 
children (Zembla, 2020). In the Netherlands, 
the municipality is responsible for providing 
the right support, since 2015. CSN parents and 
the municipality are often debating about what 
rights should be given for a long time. Also, the 
budgets of care come from different organi-
sations (Zorgverzekeringswet, Jeugdwet, and 
WLZ) and it is unclear for parents were to go 
to. The parents are dependent on which con-
tacts the municipality has. The offering of sup-
port is rather more responsive than pro-active. 
What makes it even more difficult is that many 
special needs are rare, so it is unclear which 
rights of care should be given to a specific 
case. Lastly, parents struggle with the distinc-
tion between what is usual care and what is the 
‘extra’ care, especially when it is their first child 
(Okma, 2014).

Challenging situations which require re-
sourcefulness
As an additional task, parents need to be able to 
solve previously unknown challenges (also as 
a result of unexpected events) creatively, also 
known as resourcefulness. Resourcefulness 

2.2 Literature Study CSN Parents

Figure 2.4: Extra responsibilities that CSN parents face.

Figure 2.3: Example of extra responsibilities.



‘Here is what I know to be missing in our 
special needs world: parental self-care. 
And not normal self-care. We need deep, 
even radical, self-compassion practices. 
We are all so concerned about the deficits 
of our children that no one is looking at the 
emotional crisis happening in the lives of 
the parents and overall family. As parents 
of special needs children, we need to add 
ourselves back to the family care list. We 
actually need to be number one on the list, 
but I know that’s not always possible for 
special needs parents’ (Pinhorn, 2018).
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Maintaining good relationships with 
friends and family
For CSN parents, it is hard to maintain their so-
cial network as a result of having to deal with a 
care-intensive child, therefore the risk of social 
isolation increases (Dyson, 1991). Also, a CSN 
mother wrote on her blog: ‘Having a child with 
special needs is isolating.’ (Nadella, 2017). 
Apart from having not much time to maintain 
their social relations, they also do not have 
many others in their surrounding that experi-
enced the same. Another quote that illustrates 
this from a CSN mother: ‘I felt often alone, we 
didn’t have many people surrounding us and 
our friends moved on with their lives.’ (Vriendin, 
2020). Also, they sometimes feel misunder-
stood by family members and friends (Ribelles 
Armell, 2020). A CSN mother wrote that also 
the way in which family members, friends, col-
leagues, and neighbours related to her changed 
(Lawrence, 2011).
Moreover, CSN parents often use their network 
for support, however most think they have 
reached their limit of what they can ask from 
their network. 75% of the parents state that 
their the involvement of their social network 
has reached it’s limits (Quickscan, 2014).

Impact on brothers and sisters
It has an impact on the brothers/sisters of the 
child with special needs. According to Quicks-
can 50% of these other children do not get 
enough attention (Quickscan, 2014). This quote 
from CSN mother illustrates what the sister of 
her child with special needs went through: ‘In 
the weekend our daughter went with us to the 
hospital, where we often just walked around out 
of boredom and sadness. No one ever organ-
ized to do something fun with her.’ - (Vriendin, 
2020)

The effect of extra responsibilities 
on top of the common responsibili-
ties for CSN parents

This subparagraph explains the effect of hav-
ing too many responsibilities (figure 2.5)  as a 
result of having the previously mentioned extra 
responsibilities on top of their common respon-
sibilities. This is summarized in figure 2.6 in 
which the arrows show the effect on the com-
mon responsibilities as a result of having a child 
with special needs and this is further explained 
in this paragraph. 

Having a job
78% of the parents who have a child with spe-
cial needs started to work less (Quickscan, 
2014). ‘I became kind of a nurse, working was 
no option anymore.’ (Vriendin, 2020).
Moreover, 60% gets a burnout or overworked 
(Quickscan, 2014) and they experience even 
more stress while working at home due to 
COVID-19 (Wiebes et al., 2020).

Maintaining a good relationship with your 
partner
Providing intensive care has in one way a posi-
tive impact on the relationship: having the aim 
to provide the best care for their child creates 
an intensive bonding and gives direction and 
purpose (Okma, 2016). However, often parents 
grow apart, for example as a result of having 
a different way of processing emotions that 
a child with special needs adds to their lives. 
Also if a relationship was already unstable, the 
extra stress could cause relationship problems 
(Okma, 2016). According to research, 42% has 
relationship complications (Quickscan, 2014).

is explained as a set of skills, objects and val-
ues involved in dealing creatively with personal 
and situation-specific challenges for which no 
commonly agreed standard solution is availa-
ble (Giaccardi & Nicenboim, 2016). CSN par-
ents need high resourcefulness because they 
face many challenges which are new for them 
and cannot be solved with their current knowl-
edge/skills/objects, also called capability set.

Learn to reframe life
This reframing their life has partly to do with liv-
ing-loss (levend-verlies in dutch), which will be 
further explained later, but also with adapting 
their life (working less e.g.) and reframing their 
future which will be different than previously 
thought.
‘It’s a given: parenting is hard work. But when 
you’re raising a child with special needs, the lev-
el of care and stress is not just higher—it shifts 
the foundations of families and adds unimagi-
nable complexities for everyone involved.’ (Pin-
horn, 2018).

Learn to live with uncertainty 
CSN parents often have to live with uncertain-
ty (about independency, development etc.) 
(Pryce, 2015). Causes for this uncertainty are 
that the child’s future degree of independence 
is blurry and that the child’s development does 
not have regular stages (Ribelles Armell, 2020). 
This is illustrated by this quote from CSN moth-
er: ‘No one knows how our son will develop be-
cause his special need is rare. Sometimes I can-
not sleep due to the questions: What happens 
with him if we are not there anymore? This can 
make me cry.’ - (Vriendin, 2020)
Another reason found for uncertainty is that  
their path is unexplored (there is no reference 
to look at), because every situation and child is 
unique (Ribelles Armell, 2020). Also on Face-
book (parents in Special Needs Parents Sup-
port & Discussion Group, 2020) many CSN par-
ents shared that they struggle with not knowing 
what the best is for their child.

Manage Identity shift
CSN parents experience an identity shift from 
perceiving themselves as a regular parent to 
seeing themselves as a CSN parent (Ribelles 
Armell, 2020). The following quote of a CSN 
mother shows struggling with her identity and 
that this can be confusing and emotional frus-
trating: ‘It was as if my identity as a mother 
changed overnight.’ - (Lawrence, 2011)

Figure 2.6: Overload and 
consequences of too many re-
sponsibilities for CSN parents.

Figure 2.5: Too many responsibilities.

Running a household
On the question ‘What is one service you all 
need that will make your lives easier?’ asked 
in a Facebook group for CSN parents most an-
swered a housekeeper/maid, a good babysitter 
& respite (parents in Special Needs Parents 
Support & Discussion Group, 2020). In other 
words, there is not much time for running the 
household.

Taking care of yourself
Due to the many responsibilities and the extra 
emotions (which are further explained in the 
following paragraph), it is harder for the par-
ents to take care of themselves. This results in 
that 60% got a burnout or overworked (Quicks-
can, 2014). Also, many parents get in the ‘sur-
vival mode’, which is further explained in the 
paragraph ‘causes of poor self-care’.
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Often these increased stress levels are due to 
their child’s decreased cognitive functioning, 
physical limitations, challenging behaviours, 
and limited social skills (Lessenberry & Reh-
feldt, 2004). On Facebook (parents in Special 
Needs Parents Support & Discussion Group, 
2020) parents mentioned ‘keeping our child 
safe’ as one of the biggest struggles. These 
parents experience a sense of danger which 
often leads up to stress. This increased stress 
has also to do with feeling of being unable to 
change anything in this situation.

The following quote illustrates the increased 
stress levels: ‘At a certain moment, I experi-
enced so much stress that I started to hyper-
ventilate. I was home for three months and that 
felt like a failure; you just want to work, as you 
did prior to having a child with special needs.’ 
(Pronk, 2014).

Experience living-loss
Grief specialist Manu Keirse (2019) introduces 
living-loss, levend-verlies in Dutch, as a special 
kind of grieving process, as a result of expect-
ing a different life with a healthy child (it is hard 
to accept their child with special needs and to 
reframe expectations of their life/ way of liv-
ing). 
‘In an instant, I was no longer like other mothers. 
I was an outsider. When the moms I knew talked 
of first steps, first words, separation anxiety, 
and potty training, I could not relate. (..) I could 
explain that because of my daughter’s disor-
der, she cannot communicate and might never 
ride a bike, talk on the phone, read a book, have 
friends over for a sleepover, or go out on a date. 
But who wants to hear that story?’ (Lawrence, 
2011).

Living-loss often fades over time and recurs for 
short a short period at certain moments (like 
certain dates). However, for CSN parents the 
grieving can increase as well. What makes it 
even harder, is that there is not much recogni-
tion in the society for living-loss.

After having her child diagnosed one mom 
shared in her blog: ‘The grief that came with 
each doctor visit was very real. During the slow 
process of adjusting to a new normal, I became 
a warrior.’ (Pinhorn, 2018).
Many emotions come with experiencing liv-
ing-loss like denial, anger, fear, guilt, confusion, 
powerlessness, disappointment, and rejection. 

Struggling with personal thoughts and re-
actions
Also, most parents are ill-prepared and raising 
a child with a physical or intellectual disability 
is an extraordinary event from which no parent 
is immune (Seligman & Darling, 2007). This 
and other changes in the lives of CSN parents 
let them often struggle with their thoughts and 
reactions, including feelings of guilt, anger, re-
sentment, despair, and inadequacy (Feather-
stone, 1980). However, it takes much time to 
take care of their child, so there is no time to 
process emotions and certain events and this 
is postponed.

This quote of a CSN mother on Facebook 
shows the guilt for not being able to provide 
the right care (parents in Special Needs Par-
ents Support & Discussion Group, 2020): ‘As 
special need parent I am most struggling with 
guilt, shame, patience!! I feel like a failure as a 
parent and human most days! The only thing 
getting me thru are those rare days that I feel 
like I’m trying and that’s enough!’
In this Facebook group, more parents shared to 
struggle with patience: ‘my patience; I run thin 
sometimes’ and ‘feel like I’m being pulled every 
direction’.

Increased levels of stress
As was discussed in the previous paragraph 
and underpinned by Dyson (1991) who found 
that CSN parents are at risk of increased levels 
of stress, social isolation, and stigmatization 
and a decrease in psychological well-being, 
compared to parents of typically developing 
children. 

(McGill Smith, 2003). These feelings create 
anxiety, health problems, and depression (Se-
ligman & Darling, 2007). The following quote 
illustrates the mentioned emotions: ‘Laney’s 
inability to act and interact in expected ways 
caused me to turn to my younger daughter and 
son for the parent-child experiences and inter-
actions that I so yearned for. This caused me 
constant guilt, stress, and heartache because 
we were not the family I had always imagined.’ 
(Lawrence, 2011).

What probably adds to living-loss and is one 
of the main struggles of being a CSN parent,  
is the lack of understanding from others and 
the public judgement (parents in Special Needs 
Parents Support & Discussion Group, 2020).

Figure 2.8: Extra emotions of CSN parents.

Figure 2.7: Many 
emotions.

Often face traumatic or life-threatening 
events around the health of their child
If a loss is overwhelming it is called a trauma. 
The heaviest feelings are pushed away and 
people get in the survival mode according to 
grief counsellor Tanja van Roosmalen (2019).
‘Nobody can prepare you for the emotions that 
come with parenting special needs children, es-
pecially as a single parent. It is full of questions, 
self-doubt, and eventual acceptance of your sit-
uation—a path that should never be seen as a 
straight line. Each new challenge for my child 
can trigger old emotions that send me back into 
the grief cycle, which is full of negative thoughts 
and less than ideal coping strategies.’ (Pinhorn, 
2018).

On top of that CSN parents often face 
life-threatening events like operations around 
the health of their child, which could develop a 
post-traumatic stress disorder (PTSD) in which 
they struggle with fear, tension or reliving ex-
periences. A child with special needs is num-
ber six of the top 10 list of causes of PTSD (de 
Vries, 2009). PTSD causes problems of memo-
ry and cognition and a low allostatic regulation 
(Iribarren, 2005) aside from a lower resilience, 
lack of overview and focus. Lastly, PTSD also 
gives a high chance of occupational instability, 
marital problems and divorces, family discord 
and difficulties in parenting (Iribarren, 2005).

Extra emotions

This subparagraph shows 
how this overload of re-
sponsibilities on top of the 
common responsibilities 
leads to many emotions. 
However, being a CSN 
parent already involves 
extra emotions as can be 
seen in figure 2.7 and 2.8. 
In other words, due to the 
extra emotions CSN par-
ents experience, they need 
even more self-care com-
pared to regular parents.
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need parent?
 ‘Everything for me. I don’t have any child care. 
I have been with my son 24/7 the whole year 
without a break. 20 years and no vacation. I 
need a vacation without any kids. I am losing my 
mind. I didn’t know this was going to be so hard. 
I am married but a single parent. I am a mom 
and dad to my 20 years old son.’ Another CSN 
mother shared she was struggling with:
‘Sleep, communication, worrying if he’s content, 
happy, and feels accepted and loved. So much!’

Another very imaginable answer which shows 
the hard times this CSN mother faces and how 
she still holds on to positivity:
‘Feeling guilty and like I’m failing all the time. 
Being exhausted in what feels like every single 

Causes of poor self-care of CSN 
parents

The fact that parents often experience poor self-
care is something I hope to have made clear in 
my thesis and some causes are summarized in 
figure 2.10. The previous subparagraphs illus-
trated how CSN parents get more responsibili-
ties on top of their common responsibilities and 
face extra emotions which often results in burn-
outs, relationship problems and isolation. This 
subparagraph further explains that at a certain 
point, parents face to many responsibilities, and 
they choose which responsibilities to fulfil and 
which to neglect, often at the costs of them-
selves. 

According to Gezondeboel (2020), an e-Health 
platform for mental health with psychologists 
and experts, the first responsibility which par-
ents drop when they are busy, is the activities 
they need to relax and thus reload their battery 
with. In the long term, this often results in men-
tal and physical exhaustion and thus leads to 
living in a survival mode and poor self-care (fig-
ure 2.9).
This poor self-care is best illustrated with these 
stories on Facebook (parents in Special Needs 
Parents Support & Discussion Group, 2020) 
which were answers for the question: What’s 
one thing you struggle with being a special 

Figure 2.10: Causes of poor self-care of 
CSN parents.

Figure 2.9: 
Poor self-
care.

ral that special needs parents are super focused 
on their children. They have to be. But they 
also need to care for themselves to avoid the 
downhill flow of anxiety into their already com-
promised children. When I remind them of how 
interconnected stress is within families, they be-
gin to think a little more about a yoga class or 
going for that swim.’ (Pinhorn, 2018).
So, many parents see it as selfish to give 10% 
of their love and energy to themselves. It also 
shows that they have to be reminded before 
taking action, that if they do not take care of 
themselves, this will also have its impact on 
their child(ren).

This love for their children is also reflected by 
the following quote: ‘She is a wonderful, happy, 
loving little girl. While her growth and develop-
ment might be very different from that of oth-
er children, she is no less human, valuable, or 
in need of my love and affection.’ (Lawrence, 
2011).

Desire to be a good parent and have a ‘nor-
mal’ family
However it is not only their love for their child 
which pushes them, but they also put pressure 
on themselves. Research shows the belief that 
to be a decent parent, you should “devote your 
entire physical, emotional, and intellectual be-
ing, 24/7, to your children and enjoy every min-
ute of it” (Douglas & Michaels, 2004).

Another possible reason is that the family ig-
nores the situation, because they want to be 
a normal family. families that depart from the 
normative standards of what constitutes a 
“real” family bear an additional discursive bur-
den of presenting themselves as legitimate 
(Braithwaite et al., 2010).

The pressure put on parents by society
Moreover, there is also added pressure by the 
society. Research discovered that incorporated 
within the role of the mother is the idealized 
mother-child relationship, as well as the per-
ception that motherhood is a calling; children 
are fragile and need continuous mother nur-
turing (Blair-Loy, 2003). So parents are held re-
sponsible for the healthy development of their 
child. According to Gezondeboel (2020), it is 
widely believed that you have to solve your own 
problems, so it is hard to ask and accept help 
from others. Moreover, we often have the feel-

minute. Worrying that I’m failing and traumatiz-
ing my other kiddos. Being isolated and not un-
derstood by almost everyone.  But even with all 
that, there are so many amazing bright spots in 
our lives!’

Parents prioritizing care child over them-
selves out of love
The number one reason for poor self-care of 
the parents is them prioritizing care for their 
child over caring for themselves, because they 
simply want the best for their child out of love. 
They fight to get the best for their child which 
costs a lot of energy and time according to 
stories on Facebook (parents in Special Needs 
Parents Support & Discussion Group, 2020).
They would even want to switch places with 
their child as this Facebook post of a CSN 
mother shows:
‘I struggle with knowing I don’t endure what my 
son does. I wish I could trade him places every 
single day.’ Or as another mother posted: ‘My 
struggle is remembering that if it’s hard for me,  
it’s even harder for her.’

This is illustrated by this quote from a CSN fa-
ther about his wife: ‘For Anu, it was never about 
what this meant for her — it was always about 
what it meant for Zain and how we could best 
care for him. Rather than asking “why us?” she 
instinctually felt his pain before her own.’ And 
‘As his parents, it was up to us not to question 
“why,” but instead to do everything we could to 
improve his life’ (Nadella, 2017). So aside from 
the love they felt for their child, Zain, they felt 
responsible for improving his life.

This feeling of responsibility is also shown by 
this CSN mothers’ quote from her blog: ‘Hav-
ing a newborn is hard; it’s a long, 24-hour day. 
When the baby is fragile and has medical needs, 
it stretches out even more. Questions such as 
‘Did I do something to cause this?’ and ‘Am I do-
ing enough?’ creep up. These doubts make you 
judge yourself harshly and feel judged.’ (Nadel-
la, 2017).

This quote illustrates the attitude of CSN par-
ents in which they prioritize their child over 
themselves:
‘I ask families to think how their lives would 
change if they took 10% of the love and energy 
they donated each day to their child and gave it 
back to themselves. Many say they can’t, that it 
would be selfish, that there is no time. It’s natu-
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ing that we have to do something in return if 
someone does a favour, however CSN parents 
have no time left for that.

Not much support for the well-being of the 
parents
53% of the parents do not know where to go for 
support for their own well-being (Quickscan, 
2014). Moreover, if help is offered, it is often 
late. 81% of the parents indicated that they did 
not receive support for their well-being dur-
ing the search for the diagnoses (which often 
takes long) (Quickscan, 2014).

“There is not much for parents, it is all about the 
child. Someone telling me to stop working, first 
recover and get things into perspective, would 
have really helped me. As parent you are so 
tired, you completely don’t see it and loose over-
view.’– CSN mother (Quickscan, 2014).
Also, most attention goes to the possibilities 
of the child, which causes not enough room to 
talk about living-loss (Roosmalen, 2019). Prob-
ably if you never get attention as parent for your 
well-being it is harder to see the importance of 
reserving time for it.

Result not caring for yourself as 
CSN parent

This subparagraph conveys the possible re-
sult of not caring for yourself as parent. Often 
the responsibilities, added responsibilities and 
emotions ask so much time and energy from the 
parents, they are not able to care for themselves 
as well and get into ‘survival mode’ (Roosmalen, 
2019). This could lead to CSN parents with a 
burnout and a child placed outside home (figure 
2.11).
‘In such a stressful period due to getting their 
child diagnosed, parents have no time to think 
about how they are doing, with the result that 
they notice the impact of the situation on them-
selves, their relationship and possibly other chil-
dren in the family too late.’ (Okma, 2016).

This leads to a downwards spiral (see figure 
2.12) in which they have poor or no self-care 
and eventually are so worn out that they cannot 
care for their child(ren) anymore and external 
help is urgent. For example, parents are afraid 
to hurt their child as a result of that it all be-
comes too much to handle as this CSN mother 
explained: ‘We were very afraid that we would 
hurt our daughter, because she went to the ex-
tremes.’ (Zembla, 2020). A cry for help is often 
late and due to many government systems, the 
help is even delayed. 

This also has an impact on the child(ren) of 
these parents. As Dr Stuart Shanker, child psy-
chologist and Founder of The MEHRIT Centre, 
explains that if parents are stressed and their 
bodies and brains are in overdrive all day, every 
day, it all flows down into the lives of our chil-
dren (Pinhorn, 2018). This can be seen as chil-
dren being the mirror of their parents: if parents 
are stressed, this stress seeps into the nervous 
system of their children and the children reflect 
it back to the parents. So poor self-care for the 
parents will have a bad impact on their children.

Figure 2.12: Result of not caring for yourself as CSN parent.

Figure 2.11: Placed outside home.
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they face. They will become more confident in 
taking care of their child. This resourcefulness 
requires creativity, energy, and skills of adapt-
ing, improvising and experimenting (Giaccardi 
& Nicenboim, 2016), which is harder to bring to 
the table while being in a survival mode. The 
person(s) involved should not feel like a victim 
of circumstances, but rather feel in control of 
the situation (Giaccardi & Nicenboim, 2016), 
which is possibly hard for CSN parents who 
experience much uncertainty and sudden, un-
fortunate events. It would help parents if they 
become resourceful by adopting a creative 
problem-solving approach. However, training is 
needed to practice this, including the building 
of confidence and motivation, and thus also re-
quires courage.

Having conversations in which the right 
questions are asked
According to Okma (2016), it would support 
CSN parents if someone (like a family coach) 
would come past the doorway and asks a 
question like: ‘How are you doing and what do 
you need?’. It is relevant to ask CSN parents 
on regular basis questions like this or ‘How are 
you doing as a person?’ and secondly asking 
follow-up questions, because they will start to 
think about it and become aware of how they 
are actually doing. In the long term this will 
make them easier alerted by stress-signals like 
experiencing that it is hard to relax, insomnia or 
physical complains. 

Dumping, Passing on, Doing-Method
A balance tool for CSN parents, developed 
by Magenta (Magenta, n.d.) was based upon 
the ‘dump, pass on, do method’ (In Dutch the 
‘Dumpen, Doorgeven, Doen methode’ and from 
now on called the DDD-method). One of their 
users shares: ‘From this method, I especially 
learned that I have more choice and freedom 
in my situation than I previously thought.’ The 
method in short:
• Dumping by questioning yourself: Do I re-

ally have/want to do this? And stop doing 
things, do these less frequent or pay less 
time to it.

• Passing on by questioning: Do I have to do 
this? Who else can do this?

• Doing is among other things about less 
postponing of tasks and being less perfec-
tionistic.

The Passing on part is also important accord-
ing to Gezondeboel (2020), because it would 

help if CSN parents ask sooner for help, and 
thereby realize that most people like to help 
others. Besides some think no one can help 
them, it would be good if they would check 
whether this is only their expectation or reality.

Positive thinking
Adopting positive thinking could increase the 
mental well-being of CSN parents and could be 
stimulated by:
• Seeing the small achievements.
• Receiving and giving compliments.
Besides positive thinking could increase the 
confidence and courage for becoming re-
sourceful. So adding these two stimulations to 
the serious game will possibly make the play-
ers more confident to explore the options of 
the game.

For more solution directions for self-care for 
CSN parents see Appendix E.

Conclusion literature study

CSN parents face extra responsi-
bilities in comparison with parents 
without a child with special needs 
and this makes it complicated to 
also execute their common respon-
sibilities like cleaning. CSN parents 
could be overwhelmed by all these 
responsibilities and the rollercoast-
er of emotions that add to having a 
child with special needs. Often they 
prioritize taking care of their child 
above taking care of themselves. 
This together often leads to CSN 
parents finding themselves in the 
survival mode. In the long term, this 
could result in parents that are not 
able to take care of their child any-
more, due to being worn out. If they 
do not take action to change the sit-
uation on time often the child has to 
be placed outside their home.

Solution directions for self-care 
CSN parents

Many (inspiration sources for) solutions for 
poor self-care and becoming aware of poor self-
care of CSN parents can be found in literature as 
well as in psychological frameworks and theo-
ries. This subparagraph explains the for the pro-
ject most interesting solution directions. Some 
terms are mentioned and explained previously. 
‘Parents of children with special needs require 
more than just self-care practice, namely they 
need to be supercharged, exceptional, and have 
much self-compassion.’ (Pinhorn, 2018).

Human Needs
Different theories about human needs can be 
found of which two are the Self-Determina-
tion Theory (also known as SDT) (Deci & Ryan, 
2000) and the 13 Universal needs (Desmet & 
Fokkinga, 2020).

According to the Self-Determination Theory 
(SDT), there are three psychological needs that 
motivate the individual to initiate behaviour and 
specify nutrients that are essential for psycho-
logical health and well-being of an individual. 
These are the need for (Deci & Ryan, 2000):
• Autonomy: Being the cause of your actions 

and feeling that you can do things your own 
way, rather than feeling as though exter-
nal conditions and other people determine 
your actions (Desmet & Fokkinga, 2020). 

• Competence: Having control over your en-
vironment and being able to exercise your 
skills to master challenges, rather than feel-
ing that you are incompetent or ineffective 
(Desmet & Fokkinga, 2020).

• Social relatedness: interacting with, be 
connected to, and experience caring for 
other people (Baumeister & Leary, 1995). 
Can also be referred to as the need for 
belonging: need to build up or main at-
tachments, friendships, intimacy or sense 
of community (Schot, Desmet, van Dijk, & 
Schoone-Harmsen, 2009).

The three needs of the SDT seem to have an 
overlap with three of the 13 universal needs. 
These 13 universal needs are (Desmet & Fok-
king, 2020): Autonomy, beauty/order, comfort/
ease, community, competence, fitness, impact 
morality, purpose, recognition/acknowledge-
ment, relatedness, security and stimulation. 

According to Deci & Ryan (2000), the fulfilment 
of human needs is essential for ongoing psy-
chological growth, integrity, and well-being: 
None of these needs can be neglected without 
negative consequences (Tay & Diener, 2011).

Creating ways to fulfil these needs in the lives 
of all humans and thus CSN parents as well, 
will contribute to their lasting well-being and 
the prevention of impoverished functioning 
and ill-being (Deci & van Steenkiste, 2004)

Looking at universal needs and how much 
these are fulfilled can create awareness of poor 
self-care and give insights into what is needed 
to increase their well-being. For example, for 
the need Relatedness, 67% of the parents want 
to be in touch with other parents with a child 
with special need (Quickscan, 2014). Insights 
in the (fulfilment of) needs of CSN parents 
could serve as inspiration and foundation for 
the serious game.
Besides, much human activity is fuelled by the 
aspiration of need fulfilment; needs are the fun-
dament of our motivation system (Ford & Ford, 
2013). In other words, it is important to have 
need fulfilment in the serious game to create 
motivation for the players. As is later explained, 
SDT has an important role in this.

Other mental well-being factors
Other factors that influence our mental well-be-
ing are expectations, perceptions and personal 
values. For the first two, Mo Gawdat (2018) de-
scribed a happiness formula in his book solve 
for happy: ‘Happiness = your perception of the 
events of your life - your expectations of how 
life should behave’. Parents often face sudden, 
unfortunate events which they did not expect 
and this could decrease their happiness level. 
Learning how to cope with these sudden, unfor-
tunate events by paying attention to their own 
expectations could increase their well-being by 
avoiding a mismatch between perceptions and 
expectations. Personal values are different for 
everyone and possibly hard to change so it will 
be hard to integrate this into the serious game.

Becoming more resourceful
By becoming more resourceful CSN parents 
can cope more effectively with the challenges 



‘Finding (again) a balance between your 
own needs and those of the other, is essen-
tial for parents of children who need extra 
care. Balancing between burden and capac-
ity is often experienced as a big challenge.’ 
(minkeverdonk.nl)

24 2525

everything is already collapsing instead of 
a preventing approach.

• having certain thoughts like ‘I cannot think 
of it that way, other parents have more bur-
den, how can I be complaining’ which goes 
hand in hand with feelings of guilt and em-
barrassment. 

• Hesitation, not getting it organized, need 
to find someone who will take care for of 
your child (money).

• In the first years of having a child with 
special needs, they strive for maintaining 
everything how it used to be for as long as 
possible. 

• The problem is that parents often are not 
aware that the situation needs a change 
and that it is important to take care of your-
self to be able to take care of your child.  

• This is the first step towards self-care and 
certain events can add to this awareness.

• This awareness often comes after many 
years, when it starts to ask a lot on a phys-
ical level as well and the years are going to 
count: parents realize that they should have 
made different choices. 

• For many, what would help to raise aware-
ness (and prevent collapsing) is someone 
asking the right questions (‘What impact 
does it have on you as parent?’), providing 
the possibility to share their story, letting 
them feel taken seriously and understood 
and that the conversation is about them. 

• It often helps and relieves to know that 
also other CSN parents experience poor 
self-care.

• Being seen and heard, in other words rec-
ognition and acknowledgement, are impor-
tant needs for CSN parents.

Insights first talks with experts

Orthopedagogue Minke Verdonk 
Orthopedagogue and CSN mother Minke Ver-
donk (figure 2.14) offers help for CSN parents 
and their children. The interview provided many 
insights which served as structure during clus-
tering.

• CSN parents go through a lot and if there is 
never looked at this, they will probably col-
lapse. Also, the recovery time of poor self-
care for CSN parents is underestimated.

Parents experience poor self-care because:
• They make their child the topic: CSN par-

ents don’t get to providing self-care, don’t 
know who to go to for support for it, and do 
not know what to talk about and what they 
need. Also, they make their child the topic, 
because others make their child the topic.

• Others make their child the topic: there is 
not much attention for parents how they are 
doing and how much impact having a CSN 
has on parents, because there is often a 
mismatch in how parents seem to be doing 
and how parents are really doing. This is 
caused by coping strategy to keep stand-
ing for CSN parents: relativize, trivialize 
the burden and make it smaller. Resulting 
in unconsciously sending out that they can 
hold on and no support or becoming aware 
of the situation is needed.

Other reasons for poor self-care:
• Discrepancy inside the parents; they feel 

that they do not take care of themselves 
but on the other hand, they do not see it as 
an option to reserve time for themselves 
and having to continue. Possible reasons 
for this discrepancy: Feels selfish which 
feels wrong, being used to having no time 
for themselves, out of instinct to have the 
best for their child and by being already in 
a situation in which self-care it is barely an 
option.

• Having the opinion that they must solve it 
themselves and ignore instead of recog-
nize and acknowledge how heavy it is and 
that they have the right to ask for help to 
unburden. This is often because of per-
ceiving themselves as regular parents and 
regular parents can solve their own issues 
and the desire to do so as well.

• It is in our culture to ask for help if 

Figure 2.14: 
Orthopedagogue 
Minke Verdonk.2.3 Field Research CSN Parents

The field research was used to further explore 
the chosen direction. Talks with experts were 
conducted of which one was with an orthoped-
agogue and CSN mother. Moreover, interviews 
with CSN parents (after using a contextmap-
ping technique) were conducted. After gather-
ing all the insights, these were mapped out on 
post-its on a Miro board, after which clustering 
followed. Problems that occurred more often 
were selected and set in order of time, which 
resulted in a timeline of the process most CSN 
parents go through.

Figure 2.13: Analysis in Miro of results field re-
search.
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Contextmapping

The goal of the contextmapping sessions was 
getting insights about CSN parents while being 
in a survival mode (or not) about:
• The experience of the survival mode
• The causes of an unbalance in energy divi-

sion
• How much they were aware of this unbal-

ance
• How and when did they become aware 
• How much are they aware of the conse-

quences of an unbalance for a longer period 
(also on their child) 

Method
There was chosen for qualitative research be-
cause unlike quantitative research, it is suc-
cessful in providing a deep understanding and 
insight into individuals’ stories (Morse, 2006). 
Secondly, there was chosen for generative 
design research by using first an online, part-
ly interactive booklet (google presentations) 
as sensitizing material and secondly conduct 
semi-structured interviews to reach even more 
the ‘latent knowledge level’ of the target group. 
In other words, to get access to what they know, 
feel and dream and insights in their personal 
experiences (Sleeswijk Visser, 2005).

The already given main questions formed the 
basis for the contextmapping booklet (Appen-
dix F) and the interview questions (Appendix 
G). Some interview questions were personal-
ized or later added after analysing the booklet 
in advance of the interview.

Ontzorghuis expects that most CSN parents 
who sign up for the retraite weekend will be 
in an early stage of being a CSN parent which 
often includes being in the survival mode (see 
glossary). For some questions, the participants 
were asked to think back to a period they were 
in the survival mode if they weren’t already in 
the survival mode. There was chosen to use 
this point of view from the survival mode, to 
gain insights about the user’s world of possi-
ble participants of the retraite weekends and 
to research the unbalanced energy dividing be-
tween taking care of their child and themselves 
resulting in poor self-care of the parent. By hav-
ing this situation sketched, insights about how 
much they were aware of the importance of 
self-care (also about the impact on their child), 
how to increase this awareness and how to 

provide better self-care for themselves were 
more easily gathered. 
Secondly thinking back to times of survival 
mode will possibly be tough for some partici-
pants. Therefore in the booklet, a metaphor is 
used for dividing energy by using a scale with 
a parent and a child side (for examples see 
figure 2.15) instead of talking too much about 
the survival mode. There must be taken into ac-
count that the participants are possibly not in 
the period of survival mode or in urgent need 
of help, because otherwise they would possibly 
say not ‘yes’ to an interview. 

During the pilot (see Appendix H), the scales 
appeared to be a good metaphor, however the 
needs were hard to understand and talk about. 
Therefore, in the booklet a picture, more expla-
nation, and Likert-scales were added. The de-
sign of the booklet was aimed to be appealing 
and serious. It was expected that with creating 
one online, it was easier in times of corona to 
fill it in.

Looking from the ethical perspective (Sand-
ers & Stappers, 2012), a (verbal) consent form 
was conducted as well as permission for the 
recording and use of the data. 

Expert universal needs and CSN parents 
Marise Schot
As explained before, Marise Schot is one of the 
founders of Ontzorghuis. She is in contact with 
other CSN parents and has a child with special 
needs herself. Also, she knows much about uni-
versal needs and a small interview was set up 
to check whether balancing between the needs 
of the CSN parents and those of their children 
would be a good topic for the serious game. 

• She realized that she could not fulfil her uni-
versal needs and take care of herself,  due 
to her child asking too much time by having 
to take care of his needs on top of her own 
needs. She put her needs aside.

• By giving much energy to your child, your 
energy disappears over the long-term.

• Only becoming aware of not caring enough 
for yourself is not the solution, but it is an 
essential step in the process to start look-
ing for solutions. It helped her to fight for 
more help and to realize that if she would 
have been in the survival mode for a longer 
period she would not be able to take care of 
her child, so something had to change.

• Caring for a child with special needs is 
something you need more people for (ar-
ranging help).

To conclude, creating awareness about the un-
balance of CSN parents in which they do not 
properly take care of themselves as a result 
of taking care of their child with special needs 
is an interesting topic for the serious game. 
Marise also confirmed that using universal 
needs for the contextmapping is a valuable 
way to learn more about this unbalance. 

To represent the target group well, it is impor-
tant that the participants are diverse (Sanders 
& Stappers, 2012). For this research, the re-
cruited participants had different amounts of 
children with different special needs. However, 
only one CSN father was included. 
Five parents with special need child(ren) were 
individually interviewed. In advance of send-
ing out the contextmapping booklets, a pilot 
was conducted to test various elements of the 
booklet (in Miro) and the interview questions.

Results 
The insights of the contextmapping are 
brought together with the previous insights 
from the literature study and formulated into 
the conclusion of this chapter. 

As was explained, the participants were asked 
to create scales of their energy division be-
tween themselves and their child(ren) for how 
it would look like now and during the survival 
mode. An overview can be seen in figure 2.15. 
As can be seen, there is an unbalance in energy 
division towards the child’s side (right sides) 
during the survival mode. The ‘now scales’ 
are also often a bit out of balance towards the 
child’s side. 

Figure 2.15: Scales of the 
energy division of various 
CSN parents.



For one CSN mother it felt like there 
was a leakage in the kitchen so she 
started to mop the floor, but after six 
hours of mopping it still wasn’t dry. 
‘During mopping the floor you are just 
busy with solving everything, you feel 
you need to recover from it, but with a 
child with special needs it is not possi-
ble: the shower starts to leak, the toilet 
is flowing over etc. At a certain moment, 
you do not know anymore where to start 
or what to do or who to call.’
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‘I don’t know if we had rights on more support at 
home *struggling with words* I was so deeply 
in the survival mode that I didn’t think of it.’

Aware of poor self-care
According to Verdonk, awareness grows gradu-
ally and often takes many years. When and how 
parents became aware variates, often (also for 
most CSN parents who were interviewed)  it is 
caused by a conversation in which questions 
are asked like: ‘How are you going to do this in 
the long term? How will you sustain? What do 
YOU need for it? What do you want? Why don’t 
you just ask the government what you want?’

Other triggers of awareness found with field 
research are: (almost) collapsing/burnout, oth-
ers mentioning, comparing the care with other 
(regular) parents, physical complains and real-
ization of long term characteristic of the situ-
ation. This can be illustrated with quotes from 
the interviews:
‘There was the moment I realized: this will never 
end. We won’t go back to normal, this is the new 
normal. And I cannot sustain. I thought: I do not 
like it anymore, how am I supposed to do this?’

‘Now I am aware of how important self-care 
is, because if you don’t do that, you cannot be 
there for your child.’

Perceived as no option for self-care
Following from the intevierws and accord-
ing to Verdonk, CSN parents do not see it as 
an option to create balance by taking (more) 
care of themselves. There were many causes 
found of which an important one was that the 
parents do not see it as an option to be selfish 
and would feel guilty if they would take time for 
themselves: ‘I felt a bad mother and guilty if I 
took time for myself and I think that’s the cause 
why it took so long to do this effectively.’

This is possibly caused by the desire to be a 
good parent, the love for their child and see-
ing it as their duty as a parent to prioritise their 
child over themselves (literature study and 

The insights are concluded from the literature 
study and field research about the target group. 
Please note that all possible interpretations de-
scribed are subjective and might differ between 
participants. Figure 4.1 summarizes this para-
graph and connects the later formulated trans-
fer effects (chapter 4). Figure 2.16 shows the 
found process CSN parents go through in short.

Survival mode
One of the findings from the literature research 
was that the process of most CSN parents 
starts with being overwhelmed by responsibili-
ties (many added responsibilities on top of their 
common responsibilities). Besides, they expe-
rience a rollercoaster of emotions (can include 
traumas as well) they have no time to process. 
They prioritise caring for their child over their 
own well-being. This together for a longer peri-
od often results in being in the survival mode. 
In summary, the survival mode was described 
by the parents who were interviewed as heavy 
(24/7 care), having not much energy, stress, 
fear, worries, frustration, lack of overview, de-
spair, in need of patience, easily crying and no 
time for self-care (also not for basic needs).

Not being aware of unbalance
Following from the interviews and according 
to Verdonk, CSN parents are not aware of the 
unbalance, how huge the challenge actually is, 
the seriousness of the unbalance and that the 
situation asks for a change. This is caused by 
being in the survival mode as their coping strat-
egy in which they go on automatic pilot with a 
tunnel vision. Besides, some parents think the 
situation is normal or temporarily, which often 
isn’t the case. Another cause is that the unbal-
ance that CSN parents experience is not ac-
knowledged/recognized by others nor society. 
These insights are illustrated with the following 
quotes from CSN parents during the interviews:
‘During survival mode, you and others do not 
see the seriousness of the situation.’ ‘No one 
says: This cannot continue, this situation isn’t 
normal.’

2.4 Conclusion CSN ParentsOther insights from the scale:
• Mother 1 experienced during the survival 

mode that her energy seemed to disappear 
as well and that she had no clue where it 
all went.

• Mother 3 distinguished during the whole 
contextmapping her life in her job and her 
home world. In her ‘job world’ she didn’t put 
her child(ren) first and got energy out of it.

See Appendix I for the interview results per par-
ticipant, analyses of the universal needs of CSN 
parents, and more insights and limitations. 

Conclusion field research

• Parents need much self-care, which 
they first need to recognize and ac-
knowledge, however for several rea-
sons it is often their last priority (also 
conclusion of literature research). 

• They feel they don’t take care of them-
selves but don’t see it as an option to 
reserve time for self-care and having to 
continue.

• They think they must solve it them-
selves.

• Coping strategy to survive for CSN par-
ents is to relativize, trivialize the burden 
and make it smaller.

• Awareness of CSN parents about the 
importance of self-care often comes 
after many years.
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It must be said that the surrender attitude is 
also important for embracing the situation and 
the focus on the short term (it is always balanc-
ing between the short- and long-term focus). 
Probably, the best would be for CSN parents 
to find a certain balance between the two atti-
tudes. However, following from the conducted 
research, CSN parents tend to adopt more of a 
surrender (and short-term focus) than a crea-
tive problem-solving attitude and therefore the 
project will aim for a game that stimulates de-
veloping a creative problem-solving attitude.
Note that parents could also adopt a creative 
problem-solving attitude but still need to adopt 
a surrender attitude as well, because there are 
no more possibilities than already found.

Universal needs
During survival mode, according to field re-
search, most participants were not aware of 
the fulfilment of universal needs, did not think 
about it nor did not know what they needed: 
‘Universal needs are something you don’t think 
about if you’re in the survival mode. It is just 
running for the lion behind you.’ One parent saw 
an order linked to time in the needs: ‘In CSN 
parents groups I found acknowledgement from 
which I realized I need to have the competence 
to be able to care for my child and need to stay 
autonomous. Due to being autonomous, I got a 
purpose: I developed a long term vision in which 
I needed to stay autonomous and to achieve 
this I started setting goals.’

Firstly, acknowledgement (via relatedness or 
belonging) for the situation by sharing their 
stories is important for the parents. Others ac-
knowledging the burden of CSN parents, which 
helps CSN parents to acknowledge their bur-
den as well. Besides talking with other CSN 
parents increases acknowledging the burden 
by getting confirmation that it is heavy and you 
are not ‘crazy’ and will feel less as a failure or 
guilty to ask for help. The second step is getting 
more competence to become more autono-
mous (these needs were (unconsciously) seen 
as one by the participants and was mentioned 
as the most important). This quote shows the 
importance of autonomy for her: ‘Worst would 
be if as parent you cannot hold on anymore and 
you have to give all the care away. I want to sus-
tain the autonomy, so my son has good care.’ 
She further explained with: ‘I see children are 
placed outside their home sooner than they are 

be increased by:
• having a mind-set of being a victim, 
• looking for the causes by themselves in-

stead of the situation, 
• still not being aware of the long term char-

acteristic,  
• not seeing the existing solutions as an op-

tion, not knowing where to ask for help, 
• and not knowing what is actually needed.

Some of these parents will adjust their life 
enough to be able to continue the situation. 
Other parents do not adjust their life enough 
and are not able to hold on, which could lead 
parents with a burnout and the child being 
placed outside his/her home. This is undesir-
able for everyone, including the government (is 
more expensive).

Creative problem-solving attitude
The other found attitude of CSN parents based 
on field research, is to creatively search for 
solutions to increase self-care. It requires first-
ly accepting and seeing that their situation is 
unique and by knowing what you need to con-
tinue to be able to ask the government in detail 
for what is needed. For one parent she knew 
what she needed by dreaming out loud: ‘When 
I could dream out loud what I wanted I gave the 
solution.’ Another parent saw asking help as a 
solution: ‘You isolate yourself and I would like to 
ask for more help sometimes.’
What appeared to help for the parents is set-
ting limits for the time they care for their child, 
adopting a certain mind-set and setting limits. 
For example, this mind-set of a CSN father 
helped him to avoid the role of a victim: ‘I don’t 
believe in coincidence, things go the way they 
are and should be.’ Also ‘Everything doesn’t just 
happen to me, things happen and I just make 
the best out of it.’ 
Long term thinking (could be in the form of a 
vision) is important while ‘redesigning’ their life 
with a solution focussed approach. This can 
lead to the desired result: A balance between 
caring for their child and caring for themselves.
‘It is always about setting priorities: You pay a 
prize in the short term for doing well in the long 
term.’ Also, one CSN parent shared that long-
term thinking is hard for CSN parents: ‘It is 
hard for many CSN parents to think about and 
do things for the long term, because you need 
energy for it, short term effect of it is undesired, 
and thinking about the future is avoided (future 
is uncertain and unclear).’

unbalance nor see the seriousness of it, 
parents also relativize the burden. This pos-
sibly also explains why others barely ask 
the ‘right questions’ (often about the long 
term effect and what the parents actually 
need to be able to continue) to the parents

• Lastly, the parents often do not see the neg-
ative consequences for the child (getting 
grumpy parents, less attention and eventu-
ally being placed outside his/her home).

Also according to Verdonk, they are used to 
having no time for themselves out of instinct 
to have the best for their child, caused by being 
in a situation where there barely is an option 
to care for yourself. Other reasons are accord-
ing to Verdonk: do not know what they actually 
need nor what the real burden is, and do not set 
their own limits.

Two found attitudes
Based on the previously conducted research 
(especially field research), two attitudes could 
be distinguished. In reality, it could be a com-
bination of the two attitudes , often switching 
between the two or they switched from one to 
the other attitude.

Seeing no other options and surrender attitude
As a quote of one interviewed parent illustrates: 
‘I don’t spend enough time on myself, there is no 
option for this if the children are at home unless 
they are in bed, but then I am exhausted.’
One of the found attitudes of CSN parents, is 
surrender and thus accept the situation as the 
new normal: ‘If you live long enough with an un-
balance it becomes the new normal.’ So that it 
is part of the deal and there is no alternative as 
one CSN parent shared: ‘The situation we were 
in is insane, but there is no alternative.’

According to field research, this attitude could 

interviews). Another cause found in field re-
search, is that the unbalance that CSN parents 
experience is not acknowledged by others, re-
sulting from perceiving the burden smaller than 
it is. According to Verdonk, this last part is also 
caused by the CSN parents themselves by rela-
tivize, trivialize the burden and make it smaller. 
So, they do not reveal the actual situation, be-
cause they do not want to be pitied, sometimes 
see themselves as regular parents (and don’t 
know what normal care is), seeing it as their 
duty to solve it like good parents would do and 
being afraid to lose autonomy. This is shown in 
quotes from the interviews with CSN parents:
‘It is the way it is and you should be strong’.
‘Eventually, I have chosen for children, so that 
is my priority and I want to give all my energy to 
them.’

Lastly, according to Verdonk it is in our culture 
to ask only for help if everything already col-
lapsed (instead of a preventing approach) and 
also according most interviewed CSN parents, 
it is your duty as parent to solve your own prob-
lems.
‘I felt like I failed by asking help because you 
cannot manage. We really had to learn this and 
it helped when others recognize the serious-
ness of the situation to see that it is upright to 
ask and get help.’

A reason to accept the situation and see it as 
having no option is that parents do not see the 
urgency of self-care. There are several possible 
reasons, found in field study for this:
• They do not think about the possibility to 

collapse. Or they do but think it won’t hap-
pen to them. One CSN mother shared about 
taking caring of her child at the cost of her-
self: ‘You just do that, you don’t think about 
it, but the consequences are pretty intense.’

• Due to others who do not acknowledge the 

Figure 2.16: Found process CSN parents go through: 
The developing attitude process.
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change and the price you pay if you do not take 
care of yourself, learn to ask the government 
for help in a detailed almost demanding way 
(so also knowing what you need) and a creative 
solving approach instead of surrender attitude. 
Setting limits for time spent on taking care of 
their child and adopting a different mind-set 
seemed to help parents, next to asking for help. 

In short, improving the situation firstly re-
quires becoming aware of the poor self-care 
and consequences, making choices (for self-
care and long term) and adopting the right bal-
ance in the two found attitudes. 

However, even for CSN parents with much ex-
perience balancing never seemed to become 
easy: ‘You try to find a compromise during the 
years what is acceptable for your child as well 
as for yourself, but it is always balancing.’

ready for and this is not good for them.’

By becoming more autonomous new purposes 
arise, because for becoming more autonomous 
a long term vision is required and to achieve 
this, goals must be set. Purpose was at the 
same time found aside from the described pro-
cess, by doing something that is not focused 
on their child, like their job.

Solutions
As previously said, a trigger which could lead 
to the creative problem-solving attitude is a 
good conversation in which CSN parents get 
the right questions about; their burden, their 
unbalance, what they would desire to continue, 
and about the long-term. This may help to be-
come aware of the long-term effect (instead of 
only focussing on the short-term) and set long 
term goals/vision (which can cost a prize in 
the short term). To develop this attitude they 
should realize that the situation requires a 

Main takeaways

As was underpinned in this chapter many 
CSN parents suffer from poor self-care 
which could have many causes or a com-
bination of these. This often leads to CSN 
parents that live in a kind of survival mode 
to be able to keep all the balls in the air. 
Figure 4.1 (chapter 4) shows the extended 
developing attitude process of figure 2.16: 
the process most CSN parents go through 
about self-care, becoming aware of it or 
not and adopting the attitude of seeing no 
option to change the situation or a creative 
problem-solving attitude (or combination).

Creating awareness about poor self-care 
and having an option to change this and 
stimulating to adopt more of a creative 
problem-solving attitude to increase self-
care is of high importance and therefore 
a relevant direction for the serious game, 
which can hopefully avoid these parents 
to collapse. It would be perfect if the par-
ents feel comfortable to share their stories 
after playing the game (as appeared to be 
important).
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they start to experience a change from experi-
encing the Real World to that of a Game World. 
However, this change will be a mixture of both 
worlds, because ‘Game Worlds and the Real 
World are at the (unreachable) ends of a con-
tinuum’ (Visch et al., 2013). To illustrate this, 
daily activities are placed in this continuum 
where these possibly will be in figure 3.2.
In the PGD model is visualised that gamifica-
tion can be used to create more of a Game 
World experience of our Real World experience 
and that the Game World experience can in-
fluence the user in the Real World experience 
by having a transfer effect. Thus to realize the 
aimed-for effects in the game the user experi-
ence should have a central role.

Gamification is the Design of game-elements 
applied to real-world attributes to create a 
user experienced game-world (Vish et al., 
2013). Game-elements are explained as the 
motivational elements which are typical for 
game design. Examples are challenge, phan-
tasy, competition, and exploration. Often these 
game- elements are rule-based - constituting 
the boundaries between the Game World and 
the Real World (Juul, 2005).

In this paragraph the PGD model (Visch et al., 
2013), the Cookbook method (Siriaraya et al., 
2018) and the fundamental building blocks of 
games (Vegt, 2018) are discussed. Next, the 
SDT is discussed in the perspective of game 
design and the MDA approach (Hunicke et al., 
2004) is explained. Lastly, flow and other seri-
ous game elements are described. Most theo-
ries and models are explained more extendedly 
in Appendix J.

Models and theories serious game 
design

The PGD model
The PGD (Persuasive Game Design) mod-
el (Visch et al., 2013) is based on the central 
concepts related to persuasive gaming: gami-
fication process, game worlds and behavioural 
change design.

Persuasive game design aims to create a user 
experienced game world to change the user’s 
behaviour in the Real World. In the PGD model, 
a distinction is made between the real and the 
game world. When users are playing a game 

3.2 Literature Research Serious 
Gaming

Figure 3.2: Adapt-
ed from Visch et al. 
(2013)

This chapter consists of two parts: a literature 
study and field research concerning serious 
gaming.

This chapter answers the two last design ques-
tions (pink) concerning designing a serious 
game (see figure 3.1). These questions are 
split up in research questions and answered by 
literature research, reviewing examples of se-
rious games, trying out serious games, talking 
with expert(s), being a facilitator of an online 
serious game I signed up for, and previously 
conducted research on the target group.

3.1 Approach

Figure 3.1: Approach analysis serious gaming.
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The MDA framework
The MDA framework (Hunicke, LeBlanc, & 
Zubek, 2004), structures game components 
and consists of three levels: 

Mechanics describes the particular compo-
nents of the Game (Hunicke et al., 2004) like 
rewards and rules, also called objects. Exam-
ples are points, controls, stories and levels.
Dynamics describes the run-time behaviour 
of the mechanics acting on player inputs and 
each other’s outputs over time (Hunicke et 
al., 2004). Can be seen as the ‘system’ of the 
game. Examples are time pressure, personal-
ised characters and sharing information.
Aesthetics describes the desirable emotional 
responses evoked in the player, when s/he in-
teracts with the game system (Hunicke et al., 
2004). The possible aesthetic goals are: Sen-
sation, fantasy, narrative, challenge, fellowship, 
discovery, expression and submission. Often 
games pursue multiple aesthetic goals. 

The two possible directions
According to Hunicke et al. (2004) from the 
designer’s perspective: Mechanics are used 
to give rise to dynamic system behaviour to 
achieve a particular aesthetic. However, from 
the user’s perspective, it is the other way around: 
The user will experience the aesthetics firstly 
and through dynamics unravel the mechanics. 
There was chosen for this last approach during 
this project, because as was discussed: to real-
ize the aimed-for effects in the game the user 
experience should have a central role.

Other Serious game elements
Other important elements that were included 
and looked at while designing the game were: 
• Use of storytelling, to let people immerse 

(make things concrete and add details, like 
giving names and history). 

• Creation of suspension of disbelief.
• Amount of given information should not be 

too much to stimulate exploration.
• Good feedback system.
• Use of time pressure to create urgency.
These elements are further explained in Appen-
dix J.

Figure 3.3: MDA framework. Adapted from Hunicke et 
al. (2004).

to take into account by figuring out the level of 
gamification in a way that the transfer effect 
that is aimed for is not too hard to achieve. 
‘Combining these four elements often leads to 
complex systems and ambiguous situations, 
which could increase the interest in the game 
and creates the magic circle by experienc-
ing strong emotions with game activities and 
feel completely immersed in the game world’ 
(Salen & Zimmerman, 2004). This magic circle 
can be seen as part of the freedom component 
and suggests that in a gameful experience the 
consequences of actions in the game will only 
exist while playing the game (Huizinga, 1950). 
This is important for the learning part, because 
according to the podcast serious games ex-
plained the strength of serious games is that it 
creates a space in which players are offered to 
freely experiment (Manenschijn & Oude Veld-
huis, 2020). This is due to knowing the fact that 
what happens in the game has no real impact 
on their real-world: You are allowed to fail.

SDT in gameplay
SDT (explained in the subparagraph solution di-
rections for self-care CSN parents) consists of 
psychological needs (autonomy, competence 
and social relatedness) that drive individuals. 
This drives players in the game world as well 
(Deci & Ryan, 2000). However whereas people 
actively search for need fulfilment in the re-
al-world, game worlds are explicitly designed 
to fulfil these needs, resulting in a game world 
typical immersive and satisfying experience 
(Przybylski, 2010).

In other words, these three needs are impor-
tant to design a good serious game, which is 
immersive and satisfying. The satisfaction of 
these basic psychological needs facilitates in-
trinsically motivated behaviour (Deci & Ryan, 
2000).

The state of flow in game design
The state of flow is explained as ‘a fully absorb-
ing and enjoyable experience in which people 
feel optimally challenged’ (Nakamura & Csiksz-
entmihalyi, 2002). So the state of flow is char-
acterized by strong immersion. For an optimal 
game experience it is important that players 
reach the state of flow and some key elements 
are: clear goals, no distractions, direct feed-
back and continuously challenging.

Transfer is the effect of user experienced 
Game World on forming, altering, or reinforcing 
user-compliance, -behaviour, or –attitude, in 
the Real World (Visch et al., 2013).

Important is that the created Game World is 
experienced as a protective world in which the 
actions of players have less serious conse-
quences than in the Real World (magic circle).

As was discussed during the interview with se-
rious game expert Niko Vegt (paragraph 3.3),  
it could help to create the magic circle if the 
serious game is experienced as a very differ-
ent world than the real-world if the topic of the 
game is personal and emotional for the play-
ers. This is the case with the serious game of 
this project, so much gamification is needed. 
However, it is suspected that the more a user is 
transported towards a game world experience, 
the more difficult it is to accomplish a transfer 
effect. So to achieve the transfer effect a good 
reflection moment is needed.

Cookbook method
The Cookbook method (Siriaraya et al., 2018) 
is based upon the PGD model and offers a pos-
sible process to design a persuasive or serious 
game. It consists of steps, material or compo-
nents which needs to be considered and tech-
niques and tools.
The steps are:
1. Defining the transfer effect
2. Investigating the user’s world
3. Persuasive game design
4. Evaluation of effects

This method was the main inspiration for the 
chosen approach of this project after the anal-
ysis phase. Step one follows from the design 
goal, step two from the analyses of the target 
group (literature and field research). However, 
after step two, step one was reviewed, adjust-
ed and formulated into transfer effects. Then 
step three is comparable to brainstorming 
about and designing the game and step four 
is comparable to the evaluation of the transfer 
effects and design objectives.

The fundamental components of a game-
ful experience
The fundamental components (Vegt, 2018) 
of a gameful experience are goals, rules, ob-
jects and freedom. Each of the four compo-
nents has certain factors which are important 
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they are so focussed on what is happening 
that they don’t hear people who offer a hand. 
One of the most interesting observation; she 
could not handle the situation with her capa-
bility set, because it was more work than she 
could handle so she applied her resourceful-
ness to get creative solutions to handle the 
challenge with (taking the bowl with her and 
covering it against herself).

In this paragraph first insights after facilitating 
two ideas for serious games are given, secondly 
an interview with game expert and designer Niko 
Vegt and experiences of players are discussed 
and lastly the insights gained after facilitating 
an online serious game for the serious game 
company Raccoon are given. This field research 
was conducted to gain knowledge about seri-
ous games in practise, how to facilitate these 
and how an online serious game looks like.

Serious game ideas tried out

In Appendix K are the outlines and more re-
sults of the games described. In advance of 
the games, the roles were via WhatsApp mes-
sages shared with the participant who had that 
specific role.

Game A: Survival mode experience and 
awareness of asking for help
The aim of the game was to experience stress 
(and ideal survival mode) and becoming aware 
of the option to ask for help. It was inspired by 
a quote of a CSN parent about keeping running 
and running until someone asks if you are all 
right and if it isn’t too much.
Linked to idea I (see Appendix O). 
One player (represents the CSN parent) had 
to fill a bowl in which more kruidnoten (small 
Dutch cookies which represent energy bits) 
left than got into the bowl than she could fill 
it (draining energy) due to other players (rep-
resent child) who empty the bowl. If she would 
ask help, someone would help her (asking help 
is hard for CSN parents).

Results and link with CSN parents
‘It was hard and I experienced stress. Not 
stressed because there were less kruidnoten, 
but stressed to fill the bowl again.’ 
And she also admitted that if her role had tak-
en longer she would have given up. The per-
son who asked if she was doing okay and if it 
wasn’t too much wasn’t heard by the other play-
ers. Maybe this is the same for CSN parents; 

3.3 Field Research Serious 
Gaming

Figure 3.4: Trying out serious game A.

Existing Serious games 

Some of the serious games that were looked at 
are Happy zone, fish game and the maze game. 
These games were created during a serious 
game training provided by the TU Delft. There 
was chosen to analyse these games, because 
not only the game descriptions were available, 
but also the facilitators hand-outs. All the in-
sights from these three games can be found in 
Appendix J and the main takeaways are:

• It is important to have a good stimulating 
briefing with the main goal mentioned.

• The Game World often consists of story-
telling with the use of a metaphor.

• Role descriptions can consist of who you 
are and your aims, characteristics (which 
product you have), what activities you can 
do.

• Having a common responsibility within the 
game, but also individual tasks or aims.

• All games made use of different rounds and 
rounds could represent a certain amount 
of time.

• Game principles often used: Rewards, time 
limit, ownership, Limits/restrictions as 
rules and chance by experiencing uncer-
tainty.

• - Reflection questions were like: how was 
it to..? What happened at … moment? Did 
you …? Was there…? Were there certain as-
sumptions? Could you translate the game 
to your situation? How is it to make mis-
takes/choices?

• As facilitator: be a leader, manage time and 
be convincing.

Conclusion literature research

- The PGD model was important to 
keep in mind while designing, be-
cause the topic of the serious game 
is personal and emotional and thus 
the serious game must be experi-
enced as a very different world than 
the real-world. This causes players 
to feel safe to explore. This strong 
gamification requires a strong trans-
fer, so a good reflection moment.
- The reversed MDA framework is 
useful to design from the users per-
spective as is important for the aims 
of the serious game.
- Other elements to take into account 
while designing are described o.a.t. 
the fundamental components of a 
gameful experience and the SDT. 
- The theory of flow illustrates the 
importance of conducting many 
tests. 
- Storytelling (combined with a met-
aphor), suspension of disbelieve, 
good feedback system, amount of 
given information and the use of 
time pressure are interesting while 
designing.



‘A good game stimulates participants to 
play, try things out, explore and be able/
comfortable to make mistakes. Players try 
things out more than they would do in their 
real life.’ - Serious game expert Niko Vegt
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Experiences from players
• Serious games are effective by experienc-

ing what good is to do, instead of people 
saying this: It is way more convincing.

• Compared to other games, serious games 
are often more independent of the behav-
iour of the players. You can have more in-
fluence on the game.

• Easy start/quick win motivates players.
• Often physical objects are added.
• Often players get a role in advance.
• Players often have different rules.
• Facilitators are seen as essential.
• Including fun is seen as very important.
• Serious games are experienced as experi-

mental: trial and error.
• Reflection moment feels like collective 

sense-making of what happened and why 
and what it means for the real-world.

One player shared: ‘Due to getting a role differ-
ent than your role in real life, you are able to re-
flect on your real life by seeing it from another 
perspective.’

For more interview results see Appendix L.

Talks with Experts
An interview with serious game expert Niko 
Vegt and talks with two players of serious 
games were conducted.

Expert: Serious Game designer Niko Vegt
• Important to have SDT and the fundamen-

tal components of a gameful experience in 
the serious game. 

• MDA could be an interesting method to use 
while designing a game, especially from 
the user’s perspective towards the design-
er’s perspective.

• Raising awareness during the game about 
a certain topic is achieved well by letting 
players experience and do things instead 
of let them be a spectator of the informa-
tion. 

• Players must be able to link it to their own 
lives (could be in the reflection part). 

• For sensitive topics like the game will have, 
it would be good that the game is a bit 
separated from their own Real World so 
they feel the freedom to play with it and do 
something with it. 

• If the game is far from the Real World of the 
players, more attention and effort is need-
ed during the reflection moment on eval-
uating the game to bring it to the player’s 
lives (can also be seen in the persuasive 
game design model).

It is important to have the right balance in cer-
tain elements to achieve a proper building up 
and let players get into the flow, so they learn 
and enjoy. Balance in:
• Real World (personal/serious) versus 

Game World (fun) of the target group.
• Matching interest (style, shape, theme, top-

ic) of the target group.
• Matching the understanding of the target 

group. 
The best way to figure out these right balances 
is much playing and testing, because often a 
game is too complex to know how it will work 
out.

Figure 3.6: Online interview with Niko Vegt.

discovered that their set of capabilities is not 
enough and they have to challenge their re-
sourcefulness, as CSN parents do.

Key insights facilitating serious games:
• Having the game divided into rounds pro-

vides a structure for the players and pro-
vides possibilities to add time pressure.

• Having unclear goals or elements in the 
game creates confusion for the players.

• Clarity for the players about the important 
rules and role/task descriptions seems im-
portant for achieving the aims of the game, 
especially when roleplaying is part of the 
game.

• If players know they do not know everything, 
it seems that much information is treated 
as secrets.

• If it is important that players experience 
having to make difficult choices, it should 
be avoided that it is possible to use a 
rhythm for making choices instead of con-
sideration. 

• If people cannot handle the situation, they 
come with creative solutions.

• The objects used in the game should re-
flect the value that it represents (cookies 
were not perceived as much value as was 
intended).

Game B: Making choices while being 
stressed/in the survival mode
The aim of the game was to experience choos-
ing between two people (of which one repre-
sented the needs of the parents and the other 
the needs of the child) who to care for while 
experiencing stress and if you choose only for 
one all the time you would lose (so it is about 
balancing the needs). The experience of being 
in the survival mode was increased by a timer 
with a loud alarm. It was linked to idea G (see 
Appendix O).

Results and link with CSN parents
About that the players knew that they did not 
know all the information they shared: ‘It’s my 
role so I just accept it.’ ‘I recognize it from hav-
ing many deadlines and that you have to make 
decisions and keeping all the balls in the air in 
your life.’ Also, it made them feel powerless and 
lost; ‘You never know when you do it right.’ and 
‘You don’t know what is expected from you.’ 
Insight: This reflects CSN parent’s lives as 
well; they don’t know what is expected from 
them as a parent by means of where stops 
the usual care for your child and where starts 
the special needs? Especially if parents’ first 
child has special needs, they don’t know what 
is usual for raising a regular child and what is 
not. Also here players got creative when they 

Figure 3.5: Creative solu-
tions during trying out se-
rious game ideas.
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• A lot of playing and testing is important to 
create a good game (flow) with the right 
balances.

• To have a proper evaluation of the serious 
game, requirements should be defined.

Effect of serious games
• It creates a space in which players are of-

fered to freely experiment and are allowed 
to fail.

• It is good at transferring information, rais-
ing awareness and/or achieving learning 
goals. 

• Experiencing it yourself has a more con-
vincing effect than hearing from someone 
else what to do/change etc.

Key insights Facilitating
• Due to being an emotional topic it is even 

more important to share in advance what 
the players can expect and that they are 
free to leave the game.

• Be clear in who has which role and in ex-
plaining the most important rules.

• Importance of storytelling to increase im-
mersiveness.

• Approach players by looking at them (in the 
camera) while talking and use their names 
to make it more personal.

• Being enthusiastic as facilitator often re-
sults in enthusiastic participants.

The main takeaways of this chapter are given 
in this paragraph per subject. As was explained, 
the Cookbook method combined with the PGD 
model and reversed MDA framework were com-
bined into an approach for designing the seri-
ous game (see figure 4.4).

Key insights PGD model 
• Considering the target group and that it is 

an emotional topic, it is important to have a 
strong gamification. This can be achieved 
by storytelling and use of metaphors etc.

• Strong transfer effect is needed due to the 
strong gamification, therefore a moment of 
reflection after the game is of high impor-
tance.

Other key insights
• Design from Aesthetics to dynamics to 

mechanics. Reason for the creation of the 
interaction vision.

• The four fundamental components in a 
game; Goals, rules, objects and freedom. 
Especially freedom is important.

• Create the magic circle to make the players 
feel safe while exploring.

• Psychology offers the theory SDT which 
shows the importance of autonomy, com-
petence and relatedness in the game to 
provide motivation, and thus fun.

• Important to have a good feedback system 
for players during the game.

• Time pressure creates a feeling of urgen-
cy and makes people act as they would do 
in real life, which is desired in the serious 
game.

• Trust the players that they will explore what 
they want to explore in this way they will 
learn what they want or have to learn.

• A good building-up is important (flow).
• The steps in the game are in line with the 

steps in real life. However, are not too sim-
ilar to maintain the magic circle.

• The game should match with the interest 
and understanding of the players and be 
fun (while also giving the players the feel-
ing that they are taken seriously).

3.4 Conclusion Serious Gaming

Main Takeaways

As the main inspiration for the ap-
proach of designing the serious 
game, there was chosen for the 
Cookbook method, combined with 
the PGD model and reversed MDA 
Framework (see figure 4.4). See 
paragraph 4.3 for more information 
and the main takeaways translated 
into design objectives.

Facilitating of the online serious 
game: Expeditie Pensant

Two weeks in advance of my graduation pro-
ject, I followed the elective course ‘creative fa-
cilitation. To gain more knowledge about online 
serious games and to improve even more my 
facilitation skill, I applied for facilitating an on-
line serious game. I had the honour to facilitate 
the online serious game expedition pensant for 
Het Opdrachtgeversforum in de bouw very well 
designed and organised by the company. In ad-
vance, I had a facilitators training, explanation 
video and a facilitators manual. There was a 
lot of storytelling involved, so I practised a few 
times. There was a website used for video call-
ing (Hopin) and the serious game was created 
in the program Morse.

Most important learnings of online facili-
tating
The set-up
• If reading out text, place it close to the 

camera.
• If using a second screen (recommended) 

place it above the laptop screen, so you 
don’t look much away from the camera. 

• Balance looking at the screen with looking 
directly in the camera.

Facilitating
• Doing in advance 2 minutes power poses to 

gain extra energy and confidence to emit.
• Storytelling: Be aware of speaking rate, 

take breaks and make use of intonation.
• Important: Give a warm welcome (also by 

saying their names) and be enthusiastic.
• Always call the name if you ask a question 

and ask also questions to the more silent 
people.

• Trigger the players by asking questions/ 
questioning their answers.

• If something goes wrong, build a creative 
story around it.

• Provide the feeling of time pressure if this 
fits within the story of the game.

• Give hints if players are stuck in by asking 
questions.

Figure 3.7: Serious game Expeditie Pensant

Conclusion field research

If players can not handle the situa-
tion, they come with creative solu-
tions. There was chosen to create 
an interaction vision, because this 
is comparable to the aesthetics of 
the ADM framework and designing 
from the user’s experience is impor-
tant for the aims of the game. Game 
design is much balancing and there-
fore much testing is required to 
achieve a good game. Storytelling is 
often an important element and the 
right attitude (enthusiasm, interest 
etc.) of the facilitator is key in how 
participants approach the game.
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Why designing a serious game for 
CSN parents is relevant

The research conducted about the target group 
showed why many CSN parents suffer from 
poor self-care. In short, couples have already 
responsibilities in advance of having a child 
with special needs. Having this child which 
needs extra care comes with many extra re-
sponsibilities. This results in parents who have 
not enough time to take care of all their respon-
sibilities and to take care of themselves if they 
do not have enough support. They prioritise 
these responsibilities over their own self-care, 
Moreover, they need more time of self-care to 
process the extra emotions (see chapter 2). 
This all leads to CSN parents that live in the 
survival mode to be able to keep all the balls 
in the air. Ontzorghuis expects that most CSN 
parents who sign up for the retraite weekend 
will be in this early stage of being a CSN parent. 

Figure 4.1 shows the developing attitude pro-
cess: the process most CSN parents were 
found to go through about self-care, becom-
ing aware of it and adopting an attitude. Often 
it results in poor self-care and if parents fully 
surrender without finding solutions to improve 
the situation, could lead to parents finding 
themselves in a burnout with their child placed 
outside his/her home. See chapter 2 for more 
information.

Therefore, creating awareness about the poor 
self-care and having an option to change this 
and stimulating to adopt more of a creative 
problem-solving attitude to increase self-care 
is the root problem and therefore a relevant di-
rection for the serious game, which can hope-
fully avoid these parents to collapse. This crea-
tive problem-solving attitude direction requires 
being resourceful. 

The design brief follows from the analysis phase 
and was in consultation with Ontzorghuis. Also, 
various mind-maps and two H-boxes were cre-
ated and used to shape it. This whole chapter 
can be seen as the conclusion of the analysis 
phase and shows the next steps of the project.

Why a serious game for this project

A serious game is useful for having trans-
fer effects like transferring information, rais-
ing awareness and achieving learning goals. 
Besides talking about energy balance and 
self-care appeared to be hard for many CSN 
parents, due to this being a personal and emo-
tional topic. A serious game is an easy way to 
first safely explore and develop skills and lat-
er have a conversation about the experience 
and their real-world experience, due to the ex-
plained magic circle.  Moreover, in a gameful 
experience, players are more apt to overcome 
fears of embarrassment and failure. These are 
the same emotions CSN parents often struggle 
with. Lastly, it seemed hard for CSN parents to 
see their situation from a distance and different 
perspective. A serious game offers this possi-
bility, by creating an environment that seems 
completely different than their real-world situ-
ation by using gamification. 

Another reason to choose for a serious game 
is that experiencing yourself has a more con-
vincing effect than hearing from someone else 
what to do/change etc. However, this experi-
ence should not become too confronting.

There was also chosen for a serious game, 
because it is suitable as a workshop during 
retraite weekends, by being a playful activity 
which is possibly more relaxing and fun than 
directly having a conversation about self-care.
An opportunity is to play it together with health 
care professionals or other stakeholders as 
the municipality, so they can empathise with 
the CSN parents by experiencing their role and 
help with finding suitable solutions.

4.1 Userworld and Transfer 
effects



46 4746 47

See figure 4.2 for the timeline for the gameplay 
many players will go through and which match-
es with the previous shown developing attitude 
process and the transfer effects. The numbers 
show which transfer effect is connected and 
GW stands for Game World and RW for Real 
World. Note that not all players should have the 
same role and thus have this timeline. 

In the Game World players will become aware 
of the importance of self-care and see that 
changing attitude helps to increase it, they will 
feel more confident in applying this in their re-
al-life context. Stimulating people to develop 
a more resourceful attitude is a beautiful aim 
which fits the vision of Ontzorghuis, according 
to Marise Schot. 

Remarks
• There was chosen to focus on developing 

a resourceful attitude instead of the focus 
on creating resourceful solutions for self-
care, because what solution is needed can 
variate much per parent, every situation 
is unique and requires different solutions. 
Also, parents could be in a different phase 
of being a CSN parent and thus need differ-
ent solutions.

• After the game, these transfer effects in the 
Real World of the parents possibly happen 

in the given order and will be similar to the 
developing attitude visual with its different 
stages.

• By aiming for these three transfer effects 
in the serious game and reflection after, 
it connects in some way to all parents, re-
gardless of being in different phases in 
the developing attitude process. Therefore 
there should be considered that the effect 
of transfer will be different per participant, 
in means of that one participant could be-
come especially aware of his unbalance 
(transfer effect 1) and another one could 
especially develop a new attitude (transfer 
effect 3).

• Desired side effects of the game are practi-
cal tips CSN parents give each other, ideas 
about who to talk with and parents discov-
ering how they unconsciously deal with cer-
tain situations that influence their balance 
and how to use their own creativity to solve 
problems.

Timeline gameplay

Figure 4.2: The timeline gameplay.

2. Create awareness (mental experience 
change) about having the option to in-
crease self-care. 
- Expected is that the effect can be measured 
on the short term after the gameplay (30 min-
utes after gameplay, but could also take days 
after thinking back on the game).

3. Alter to or reinforce the attitudinal 
change towards a creative problem-solv-
ing attitude for providing self-care.
- Expected is that the effect can be measured 
during (Game World) and in the long term af-
ter the gameplay (months/years in the Real 
World).

Transfer effects

The design goals of the original project brief 
got iterated after the findings of the analysis 
phase. The iterated design goals were formu-
lated into the following transfer effects of the 
serious game:

Within the domain of personal life and health-
care context, the serious game for CSN parents 
aims to: 
1. Create awareness (mental experience 
change) about the importance of avoiding 
an unbalance in energy (in taking care of 
CSN parents themselves versus their child & 
responsibilities) to increase self-care.

Figure 4.1:The developing attitude process.
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whelmed by responsibilities, having an 
unbalance in which they poorly take care 
of themselves. These steps may remind 
players a bit of survival mode and having 
to make choices with often negative con-
sequences for short and/or long term. The 
last steps are the steps of the transfer ef-
fects which are reflected by the universal 
needs acknowledgement (relatedness, 
belonging) and autonomy (competence). 
(See Appendix N for the relation between 
these universal needs and transfer effects.)

• Divide time into steps with the same pro-
portions as in the Real World.

8. Stimulate together with the facilitator to have 
an open conversation with reflection about the 
experience after the serious game for achiev-
ing the transfer effects by building the bridge 
between the Game world and Real world. Ide-
ally, the game should evoke conversations 
about personal experiences and further possi-
ble solutions for each other after playing the 
game.

9. Be possible to play with 3-5 players.
10. Have a duration of 60 minutes inclusive re-
flection of 15 minutes.
11. Be an online serious game which can be 
easily converted into a physical game for the 
retraite weekends of Ontzorghuis at which 
health care professionals or other stakehold-
ers like the municipality, can participate as 
well.

During the next phases more requirements 
were formulated into a list which can be found 
in Appendix M. Where possible concepts, pro-
totypes, and tests were evaluated on these 
requirements by observing during, and inter-
view/reflection after the game. The desired 
emotion shift during the game was also evalu-
ated with the PrEmo-tool after the game.

From the analysis phase followed a list with De-
sign objectives (see Appendix M). The most im-
portant ones are written below.

The game should:

Design objectives from transfer effects
1. Create awareness about the importance of 
avoiding an unbalance in energy to increase 
self-care.

2. Create awareness about having the option 
to increase self-care.

3. Alter to or reinforce the attitudinal change 
towards a creative problem-solution attitude 
for providing self-care as much as possible.

Other criteria
4. Be engaging by matching with the interest 
in the game environment (the style, and fun 
versus serious), understanding and interest in 
the topic (unbalance and self-care) of the CSN 
parents.

5. Be immersive by strong gamification (story 
with metaphor, good building up, game flow, 
good feedback system, SDT, magic circle, fun-
damental game components).

6. Create the experience of the magic circle, 
where players can freely experiment without 
having consequences in their Real World. (Due 
to the emotional topic, the Game World should 
be different than the Real World.)

7. Simulate the Real World of the CSN parents. 
For a good simulation the serious game should:
Simulate within the serious game to experi-
ence emotions similar to the Real world of 
CSN parents: a shift from ignorant, uncertain, 
stressed, frustrated, and desperately to relief, 
empowerment and becoming more confident.
• Have steps that are in line with the steps 

in their real life (see figure 4.2). So taking 
care of something/someone, feeling over-

As was said, there was chosen to create an in-
teraction vision that provides an idea of the in-
tended interaction with and experience of the 
serious game.

4.3 Design Objectives

The interaction with the serious game should feel like experi-
encing a maze with a shift from:
- Feeling ignorant, uncertain, stressed, frustrated, and desper-
ately, because of having to make difficult choices which way 
to go, facing dead ends, seeing no way out and feeling stuck in 
small spaces.
- To experience relief, empowerment and becoming more con-
fident after finding ways to break through the walls and thereby 
manage to take the fitting route and create space for yourself.

The interaction with the serious game should 
be comparable to/a simulation of the re-
al-world of CSN parents, so CSN parents will 
recognise the situation. Therefore, the first 
part of the interaction vision with the given 
emotions includes how many CSN parent ex-
perience their journey in the first year(s) (until 
perceiving as no option for self-care of the de-
veloping attitude process). This shifts to expe-
riencing the given emotions in the second part 
of the interaction vision, by making choices 
that result in better balancing life and creating 
time for self-care.

While looking at the MDA, the aesthetic goals 
of the serious game are the combination of 
challenge (game as obstacle course) and ex-
pression (game as self-discovery). 

The maze represents the sometimes difficult 
journey CSN parents experience, in which the 
walls are illusionary walls created by CSN 
parents themselves in their head (not aware 
of seriousness, not setting limits etc.) and by 
society (beliefs and physical obstacles like 
municipality policy, which do not have to be 
there). The parents could go through many 
walls if they are aware that these are illusionary 
walls they created themselves and that there 
are thus more possibilities out there. However, 
some walls will be unbreakable (e.g. there will 
be a limit in support that can be provided).

4.2 Interaction Vision

Figure 4.3: The interaction vision 
(www.gettyimages.nl).
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Design approach

The main inspiration for the chosen approach 
for designing the serious game was the Cook-
book method, because it includes the PGD 
model and includes the method of the re-
versed MDA: it starts with the desired transfer 
effect which is closely linked to the desired ex-
perience (aesthetics) and follows with defining 
dynamics and mechanics. The desired experi-
ence and interaction was translated into an in-
teraction vision as input for the ideation phase. 
The Cookbook method also includes the steps 

of creating an understanding of the user’s 
world and the evaluation of the game. The re-
lations between the different chosen methods 
(see chapter 3 for descriptions of these meth-
ods) for the serious game design are shown in 
figure 4.4. 
During the ideation phase the transfer effect, 
requirements and interaction vision informed 
the selection of suitable mechanics which are 
inspired by the analyses phase and the tech-
niques and tools from the Cookbook method.

Figure 4.4: Design approach.

Main takeaways

This project aims to support CSN parents, 
by providing a serious game for the well-be-
ing of CSN parents, which has the following 
transfer effects:
 1. Create awareness of the importance 
of avoiding an unbalance in energy to in-
crease self-care.
2. Create awareness about having the op-
tion to increase self-care. 
3. Alter to or reinforce the attitudinal 
change towards a creative problem-solv-
ing attitude.
A serious game will provide the right cir-
cumstances (feel safe, possibilities to ex-
plore, immersed into a different world etc. 
for these transfer effects.
A timeline of the gameplay which corre-
spondents with the developing attitude 

process was created as was an interaction 
vision created to visualise the experience 
of and interaction with the game. Lastly, 
design objectives were given of which the 
game will be assessed later in the process.

The Cookbook method served as main 
inspiration for the chosen approach for 
designing the game, combined with the 
PGD model and reversed MDA Framework 
(figure 4.4). In short, it consists of: 1) for-
mulating design goals, 2) analysis target 
group (User’s real-world), 3) review transfer 
effects based on findings, 4) brainstorm-
ing and designing and 5) evaluating trans-
fer effects, requirements, and experience 
(aesthetics/characteristics of interaction 
vision).
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Generating ideas already started in the second 
week of this project. During analysing the con-
text and determining the scope, ideas arose 
which were written down immediately (for some 
idea sketches see Appendix O). Besides, as can 
be seen in chapter 3, some ideas were already 
quickly tested to gain knowledge about serious 
games and the direction. This paragraph de-
scribes a creative session with 7 people work-
ing in the healthcare sector, initial concepts in 
Miro and a co-creation with Ontzorghuis. In the 
co-creation, Onzorghuis also gave feedback on 
the initial concepts. The initial concepts were 
also inspired by the analysis phase and small 
brainstorms together with other creative minds. 
During and with the results of the co-creation, 
the initial concepts developed into concepts 
(see next chapter). After the session, individual-
ly further brainstorming was done by hitchhiking 
on the previous ideas and generating new ideas.

Per step in the gameplay timeline ‘how to’s’ 
were formulated (see Appendix P for the full 
How-to’s list). These were used in the crea-
tive session, co-creation, and individual brain-
storms. 

5.3 Brainstorm Sessions and 
initial Concepts ideas

Figure 5.2: Part of the 
brainstorm session 
with 7 participants

mechanism of the serious game is a simula-
tion of the Real World of CSN parents concern-
ing self-care. In an online environment, it can 
be still a game with roles (video calling), board 
game, card game etc. Moreover, physical ele-
ments can be added that are send to the play-
ers’ house previously.

As was explained, the method for designing 
the serious game was inspired by especially 
the Cookbook method and other methods as 
well (figure 4.4). Also, as was mentioned be-
fore the transfer effect, design objectives and 
vision are used as a starting point for the idea-
tion upon the right game mechanics. The main 

Different online platforms which would be suit-
able for the serious game were looked into. The 
most important requirements are that it should 
enable interactivity between players, parallel vid-
eo calling is possible during and after the game, 
easily accessible for players and it is an advan-
tage if it does not require much programming.

Morse
The online serious game, which I facilitated 
during the analysis phase (Expedition Pen-
sant), was created in Morse which was not 
interactive for the players. Interactivity is im-
portant for the serious game of this project by 
increasing immersiveness and engagement. 
Objects were sent home to participants before-
hand which increased the fun.

Playingcards.io
It seems a promising platform, especially if you 
want to use cards in the game: it is possible to 
open cards and have cards in ‘your hands’. Also 
adding a board is possible. However, it is not 
possible to replace the pawns or other objects 
for own created objects.

Invision
Invision is a digital product design platform 
that also offers real-time collaboration. Howev-

er, it requires an account before it is possible 
to interact.

Mural or Miro
For these platforms, you do not have to create 
an account and it is easy to create a game con-
text.

Miro is the platform that was chosen to design 
the serious game in, because it is the only plat-
form which is accessible without an account 
and enables interactivity between players and 
offers many options to create content in.

5.1 Approach

5.2 Research Possible Platforms 
for serious games

Figure 5.1: Platform Playingcards.io.

Creative Session

An online creative session was conducted via 
Miro (figure 5.2) and Zoom with seven people 
from the company Zuidwester. The participants 
their job is to train healthcare teams, focussed 
on disabled, to become independent. Besides, 
they are of the same age as CSN parents and 
many are a parent as well.

The session started with two association flow-
ers to get inspiration for possible game worlds 
and metaphors associated with ‘Caring for’ 
and ‘Playing with balance’. Insights were:
• Balancing is about gaining control over the 

situation, thus autonomy. The players need 
to develop the competence to create this 
autonomy. 

• Being in balance is like floating.
• Balancing like a boat; two components and 

holes in the boat (sinking).
Secondly, a round with three ‘how to’s’ was con-
ducted. Ideas for making visible that you are 
losing were to change the weights after each 
choice and a bulb that started full but gets 
emptier.

For more results, see Appendix Q.
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Initial concept idea B: The Farm Game
The second concepts consisted of every player 
being a farmer and having their own farm and 
their task is to take care of themselves and the 
village by giving energy bits. Players get energy 
bits by turning in the water, plants and pigs they 
created on the farm. The long term approach is 
awarded, e.g. by getting more energy bits for 
pigs (takes more effort to ‘build’ a pig) than wa-
ter (almost no effort). So everyone has his/her 
own board (figure 5.4) and activity cards give 
unfortunate surprises.

Initial concept idea C: The Fishes in Bowls 
Game
Every player has two bowls: one with his or her 
own fish (represent themselves) and another 
with fishes of the neighbour s/he was asked to 
take care of (represent the child with special 
needs). The water level (represent the energy 
that is given) should be not lower than the fish, 
because than the fish will die. The water level 

can be changed by the dice, activity cards or by 
paying with three energy bits. However, in your 
turn, you can only change the water level of one 
of the two bowls. Moreover, an extra task is giv-
en (which can be dumped in the game) which 
requires energy bits as well.

Figure 5.4: Initial concept B: The Farm Game.

Figure 5.5: Initial concept C: The Fishes in Bowls Game.

asking help from others (passing on from  the 
DDD-method) and having a long term focus as 
well, to increase the chance of managing and 
thus winning the game. 

Initial concept idea A: The Nurse Game
The first concept idea (see figure 5.3) contains 
roles as nurses in a pandemic who have to take 
care of two different groups of people (visual-
ised by two bowls):
• Younger group of people (represent the 

needs of the child).
• Older group of people (represent the needs 

of the parent).
Most nurses (represent society) get the role 
to prioritise caring for the younger group of 
patients (they are our future), which results in 
pressure on the older nurse who wants to take 
care of the older group as well. However, to 
take care of the older group as wel seems im-
possible for the older nurse unless s/he asks 
support from the player(s) with the assistant 
role. They do now know each other’s role de-
scriptions, so the older nurse does not know 
s/he is allowed to ask for help. However the 
assistent will give hints to the older nurse that 
s/he can ask for help. There are many rounds 
in which each person in his turn has to draw 
a card, the number on the card is the amount 
of heart (visualises the given care) you are al-
lowed to move between the bowls (only in one 
direction per turn). Players are allowed to dis-
cuss the division of the hearts. To provide the 
feeling of urgency one rule is: If a round takes 
too long, one heart disappears.

First concept ideas

Three initial concepts ideas were created after 
previous brainstorms (individually and a ses-
sion). An important inspiration for these initial 
concepts were the serious game ideas that 
were tried out during the analysis phase. See 
Appendix S for sketches which further explain 
the initial concepts and a concept which was 
chosen to not continue with (it was expected 
that players would not feel responsible).

For each initial concept, a metaphor was cho-
sen that was expected to let the players feel 
responsible to take care of something and see 
the purpose of it. Each initial concept is about 
making choices between something that repre-
sents the CSN parent and something that rep-
resents their child. Making these choices can 
be seen as changing the balances. During play-
ing the games players are stimulated to take 
better care of that which represents the child, 
so there is less cared about the something that 
represents the CSN parent. In each initial con-
cept caring less for what represents the CSN 
parents has negative consequences for the 
whole game (transfer effect 1).
Moreover, for each initial concept, it is impos-
sible to manage taking care of everything un-
less creative problem-solving is used (transfer 
effect 3). However, firstly the players must be-
come aware that there are more possibilities 
(transfer effect 2). The initial concepts stim-
ulate coming up with creative solutions like 

Figure 5.3: Initial concept A: The Nurse Game.
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Co-creation Ontzorghuis

A second creative session was conducted with 
Ontzorghuis (3 participants) of which part-
ly consisted of discussing and further brain-
storming on the concepts that were developed 
after the previous creative session. There was 
chosen for this session and approach to get 
insights about interesting directions, topics, 
ideas, and feedback on concepts linked to CSN 
parents (participants were experts) as well as 
Ontzorghuis.

Again association flower method was used 
to create a broad inspiration source for met-
aphors and ideas. One topic was ‘dividing’ to 
get inspired on how to divide the energy/tasks 
of the players. Interesting outcomes were: De-
leting/dumping to ease up and liquids. ‘taking 
care for’ was another one to gather interesting 
metaphors of which interesting outcomes were 
plants, you neighbours, and pets. The last one 

was about ‘Energy’ to get ideas of how to pres-
ent having more or less energy and some of the 
outcomes were fuel and coffee.

Ideas followed from the given how to’s from 
the How to-list  (and reversed brainstorming on 
these). Letting players realize (not too obvious) 
that they can try things out:
• Having a role-model or getting a secret 

task.
• (vague) hints could be given on cards or 

play environment.
• Encouraging and praising.
• Ask triggering questions.
• Hints/things are hidden under something.
• Give not much information or too much 

(overwhelming the players).

Insights for stimulating creative problem-solv-
ing attitude are: make players feel responsible, 
let them feel heard/listen to all ideas and give 
them time to think. Also, creativity could be 
stimulated by using bright colours, rules that 
you should not take seriously, and having to 
work together.
More results can be found in Appendix R and 
led to iterations of the initial concept ideas.

Figure 5.6: Co-creation Ontzorghuis.

Main takeaways

• Generating ideas was a continuous pro-
cess that had started from the begin-
ning of the project.

• The platform Miro was chosen as the 
game environment, because it is acces-
sible and easy to prototype and design 
in. 

• With the inspiration of earlier ideas and 
the first brainstorm session, three initial 
concepts were created.

• These initial concepts include a story 
with a metaphor and aims for players 

to feel more responsible for taking 
care of something/someone else than 
themselves (transfer effect 1&2). Also 
creative problem-solving, including the 
dumping of irrelevant tasks (DDD-meth-
od), passing-on of tasks (DDD-method), 
and long-term focus, is needed to win 
the game (transfer effect 3).

• The initial concepts were discussed 
and brainstormed upon with Ontzorghu-
is, aside from the brainstorm on other 
elements that took place.
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Concept B: The Coffee Company 
Game

The feedback of the Ontzorghuis was that the 
Farm game could be too complex, because it 
is expected that something is possible quick-
ly complex for many CSN parents due to their 
mental state caused by being a CSN parent. 
Also, there are already many farm games and 
the game could be a bit childish. 

Inspired by the brainstorm session with Ont-
zorghuis, the farm was transformed into a 
coffee plantation and factory. For many, cof-
fee represents energy and they can relate to it. 
The farmer of the initial concept B became the 
boss of the company and the village became 
the employees. The players are the boss and 
have the task to take care of themselves and 
the employees. Especially the long term think-
ing element is in this game by getting more cof-
fee-plants for less water if you go for the big 
coffee plants. Besides, it was made less com-
plex than the Farm Game, by only having cof-
fee plants and water (and no pigs nor elements 
consisting of more parts).

Figure 6.2: Concept B: Prototype of the coffee company Game.

Moreover, in the game it was unclear what the 
effect/impact was of moving hearts to one or 
the other group, and certain meaning could be 
added to each colour of the hearts.

Therefore instead of groups of patients, it be-
came groups of cute hairy animals, called Fur-
ries to take care of (hearts), with needs (stars). 
Every player works in the same shelter where 
‘furries are brought to and picked up by new 
owners’. there are two categories: expensive 
and cheap furries. The player who has the role 
that s/he does not prioritise the cheap furries 
group is in the minority and s/he could ask for 
help. The players can use creative solutions to 
win the game.

The initial concepts were further developed with 
the insights from the co-creation of Ontzorghuis 
and further brainstorming into the concepts and 
prototypes (Miro) that this paragraph shows.

Considered should be that regardless of being 
an online game, still physical objects could be 
sent to the homes of the players, as it possibly 
increases the immersiveness.

Concept A: Take care of the Furries

According to Ontzorghuis, the nurse game 
would be too close to the Real World of CSN 
parents in which they have already maybe even 
negative associations with nurses. The topic is 
more serious than fun.

6.1 Final Concepts

Figure 6.1: Concept A: Prototype of the take care of the Furries Game.
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It is important to evaluate to what extend the 
concepts meet the design objectives (see para-
graph 4.3). These included the transfer effects,  
creating a simulation of the real-world of CSN 
parents, and to be immersive and engaging for 
CSN parents. A story with metaphor is needed 
which matches with the interest (the topic and 
a balance in fun and serious) of CSN parents, 
makes them feel safe (magic circle) and the 
right balance in complexity (understanding ver-
sus challenging).

All three concepts were tested with the same 
group of 4 participants in one evening to make 
comparing the concepts easy. After testing, 
questions were asked to the participants to as-
sess how much the design objectives were met. 
Moreover, to figure out whether the concepts 
matched with the target group and company, 
Ontzorghuis was consulted.

6.2 Concept Testing

Figure 6.4: Picture made by participant during testing con-
cepts.

Concept C: The Fishes Game

Ontzorghuis was fond of this concept, because 
of the simplicity of the fishes, they felt directly 
attracted to the fishes, and they saw the value 
in having different fishes (also each child with 
special needs is unique). To add a long term vi-
sion in this concept, it is possible to exchange 
energy bits for long term solutions e.g. a stone 
to put in the water so the water level decreases 
twice as less. Moreover, if the players do not 
care enough for their own fish, it will panic and 
make the other fishes panic as well, which re-
sults in a water level that decreases faster (fac-
tors are next to the bowl). To increase the value 
of the fishes of the neighbour, there is added to 
the story that these fishes are inherited. Lastly 
to make it more appealing, also other water an-
imals than fish were added.

Figure 6.3: Concept C: Prototype of the Fishes in a bowl game.
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As was explained, also having a long-term fo-
cus (part of creative problem-solving attitude, 
transfer effect 3) is important for CSN parents, 
because often they tend to focus only on the 
short-term (while being in the survival mode), 
whereas a balance between long- and short-
term thinking would be best.

Cards
Drawing cards was experienced as fun. Point-
ing out cards was preferred over opening cards 
themselves, because there was more interac-
tion. More activity cards with examples of cre-
ative solutions is desired as well as cards with 
hints to stimulate players to develop a creative 
problem-solving attitude (transfer effect 3). The 
card ‘Why don’t you explore.’ Made the players 
explore the whole board. Lastly, to improve the 
simulation of CSN parents’ lives, there could be 
more activity cards with unfortunate events.

Passing on
The ‘Are you sure you can handle it alone.’- card 
made players work together, which is a creative 
solution (transfer effect 3).

Dice
Was fun due to having more chance, feeling of 
having influence and interaction. In fish game, 
it was preferred to have less throwing the dice 
and more activity cards.

Dumping
The extra task the players could dump (transfer 
effect 3), made the game more dynamic, how-
ever the tasks were too close to the story so 
players felt too responsible and felt betrayed 
after discovering that it hadn’t a function. Idea 
is to have the task less close to caring topic 
and closer to perfectionism.

Main takeaways

• The initial concepts were further devel-
oped into concepts with the help of the 
feedback from Ontzorghuis on the ini-
tial concepts.

• With testing, all concepts proved to be 
working and fun.

• The concept about taking care of the 
fishes appeared to have the best meta-
phor because, there is an urgency, play-

ers felt most responsible and Ontzor-
ghuis was most fond of this metaphor.

• Therefore this concept was chosen to 
continue with and all mechanics of the 
other concepts that were found valu-
able were chosen to continue with as 
well.

• Iterations are needed to achieve the 
transfer effects even more.

jects about achieving transfer effects, engage-
ment and immersiveness.

Game flow
At the start it was easy and players got already 
something to start with. However, the games 
were too easy. Having limited time in your turn 
was experienced as good, because it made the 
game quicker. It was especially clear how to 
lose but not how to win, so how to win should 
be more clear. The goals of the different roles 
were not clear. Lastly, there was a lack of a pos-
itive end feeling. Because suddenly everything 
was possible. 

Roles
Gives an extra incentive and feels like you have 
a secret mission. Ideas are to add abilities, 
make the roles even more different or have un-
suspected roles. For others it gave confusion 
or felt too responsible. Adding roles would be 
interesting, but if the roles are misunderstood, 
it should not ruin the goals of the game. How-
ever giving a secret task could create interac-
tion and fun, without the possibility of missing 
the aim of the game if the secret task is misun-
derstood.

Hints for exploring
Exploring was achieved and thus the magic cir-
cle seemed to be present. Activity cards seem 
to be the clearest hints. However, using hints 
on the boards felt like cheating, because it was 
so obvious and seemed to have a different 
purpose. So hiding the useful elements under 
other elements would be more fun and clear. If 
the exploring is stimulated by someone being 
a role model, s/he has an important position to 
let the game fail or succeed, so there should be 
another way of stimulation as well. How sub-
tle the hints should be, to be not too obvious 
should be further explored.

Long-term thinking
Getting in the end more for something you 
previously worked hard for stimulated long-
term thinking and most players saw the value. 

In each concept, it was about taking care, which 
should be also the main theme in the final con-
cept.
Moreover, the concepts are about managing 
the situation which was not achievable without 
caring firstly for yourself (what represented the 
parent) by developing a problem-solving atti-
tude. This is comparable to the Real World of 
CSN parents in which they need to develop this 
attitude to be able to increase their self-care.

Evaluation concepts
All the concepts were experienced as fun and 
innovative.
In the concepts players could experience unfor-
tunate surprises, as is present is the Real World 
of CSN parents. Also, the long term thinking 
and passing on mechanics were present in all 
concepts. 

Choosing which concept to continue with, was 
especially based on the match of the meta-
phor with the CSN parents, because interesting 
mechanics of other concepts could always be 
added later on.
There was chosen to continue with the concept 
C, the Fishes game, because players got most 
challenged to take care in this game and also 
Ontzorghuis is fond of the fishes and expects 
that it fits CSN parents best, because of the ur-
gency of keeping something alive. Concept A 
about the Furries is probably too childish and 
could make the CSN parents not taken serious-
ly, and concept B was not enough about caring 
(so too far away from the Real World of CSN 
parents.

However, many game mechanics from the 
other concepts (shown at the right) were add-
ed as well. An overview with concept descrip-
tions and evaluation per design objective can 
be found in Appendix T where the concepts are 
compared. 

Chosen game mechanics to continue with 
and improvements
These game mechanics serve the design ob-

6.3 Evaluation and Final Concept
Evaluation design objectives
The first transfer effect (creating awareness 
about the importance of self-care) was not 
achieved in all concept tests, because the 
games were too easy to reach the level that 
there was not taken care of the something 
that represented themselves/CSN parents (un-
wanted furries, boss, own fishes) that it has 
its impact on the something that represented 
the child and they did care most about (want-
ed furries, employees, fishes of neighbour). 
The second transfer effect (create awareness 
about having the option to increase self-care) 
was achieved in concept test B (Coffee) and 
C (fishes) as a result of the hints on cards. For 
A (Furries) a player misunderstood her role; 
she did not give the hints in a subtle way. The 
third transfer effect (develop a creative prob-
lem-solving attitude) was achieved in all the 
concepts, often by working together. 

The duration of playtime was 30 minutes. It is 
expected that it could be extended to the de-
sired 45 minutes as well, also because the fa-
cilitator decides when to help the players and 
when the game is over. Besides, it showed the 
possibility to play with 4 players, my expecta-
tion is that one player more would not make 
much difference, because it will only increase 
the chance to come up with creative solutions.
During concept test A (Furries) and especially 
C (fishes), players felt responsible to take care 
of something/someone and there was an un-
balance during the concepts. However, this un-
balance was too easily fixed. During test C, the 
players did not feel more responsible for the 
fishes that did represent the child than those 
that represent the parent/themselves. So some 
important iterations should be made to achieve 
the transfer effects even more.
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How did players experience having secret 
powers?
Having a secret power was liked (although 
needed a reminder).

How was the flow?
The introduction and explaining the rules was 
too fast and hard to follow for the players. The 
game was too easy: players started exploring 
out of boredom while waiting instead of out of 
need. The ending of the game seemed less ran-
dom for the players.

Other insights
• Everyone did simply pay energy hearts for 

the extra tasks, although they did not see 
the function of it.

• One player shared the thought during the 
game while having no energy hearts: ‘Shit, I 
have no energy.’ and realized that CSN par-
ents will often feel like this.

• The CSN mother shared that ‘the game felt 
too well-ordered, whereas in my life there is 
more pressure, stress, tension, unfortunate 
events and that everything comes at once’.

• Players came with creative solutions (Fig-
ure 7.1). However, limits in creative solu-
tions should be given by the facilitator if 
these solutions make the game impossible 
to lose, so the game can continue.

Chapter 7 describes four iteration cycles along 
with four tests (including the final test). The 
most important insights are given and for more 
information and iterations, see Appendix U. This 
paragraph describes the test with the superviso-
ry team and its outcome.

Iterations
The most important iterations following from 
adding valuable mechanics of other concepts:
• Adding your name and choose a face.
• More focus on activity cards.
• Energy hearts instead of bits.
• Hidden things on the board, which increase 

the feeling of exploring
• Secret powers for each player, to increase 

interaction and excitement.
• Time pressure water goes down if round 

takes too long.
• Goals and how to win more clear. 
• Increasing positive end feeling by having 

the goal clear.

Test results
Participants: 3 adults (supervisory team).
Beforehand secret powers were sent to the play-
ers by WhatsApp messages.

7.1 Iteration cycle 1

Figure 7.1: Cre-
ative solutions 
as multiplying 
plants and put-
ting bubbles in 
bowls to raise the 
water level.



66 6766 67

Felt the ending more like an ending with re-
lieve and pride?
It was more challenging. Also more clear that 
the game ended by the text added (see figure 
7.3). The game started with confusion and lat-
er despair came. ‘It felt like a battlefield, so I felt 
relieved, proud and happy when we made it.’

Other insights
• They felt confused in the beginning, be-

cause they discovered that fewer rules are 
set and that you can change them. After a 
while, it became more fun. ‘After a while, I 
discovered that you have to look a bit further 
through the rules.’

• Choosing your own bowl gave many com-
plications in Miro for moving the water by 
having for example accidentally two bowls 
or having the bowl not properly locked.

• One card explains ‘you may..’, the player re-
alised this and asked whether she had to 
do it (players can choose what to do with 
it).

be added more time pressure, by having the 
water more often decreasing.

Are the transfer effects achieved?
Transfer effects were only evaluated during the 
reflection moment (short term).

The first transfer effect (creating aware-
ness about the importance of self-care) was 
reached, illustrated by this quote:
‘I was firstly much focussed on my own water 
level, but after reaching the first red line of the 
lake, I realized how important the neighbour-
hood lake.’
‘In the end, it is also better for yourself if the wa-
ter level is everywhere high.’

The second transfer effect (create awareness 
about having the option to increase self-care) 
and third transfer effect (develop a creative 
problem-solving attitude) were reached as well:
‘Yes I felt responsible, but you didn’t have much 
capacity to change it.’ However, they mentioned 
that if they found solutions they applied it to 
the lake and many creative solutions were 
found like changing the rules about the dice 
(see figure 7.2).
Other learnings were formulated as: ‘Create 
your own rules.’, ‘You are the boss about your 
own life.’, ‘Look a bit further.’, ‘Asking for help.’, 
and ‘Together you’re stronger.’.

Figure 7.3: Clear ending: ‘Time is up!’ with cheering players.

Figure 7.2: Changing the rules of the dice.

Also, the idea to let players personalise their 
fishbowl at the start and introducing their 
fishes to other players was added to make 
the players even more focussed on their own 
fish(es) and increase the interaction between 
the players (like an icebreaker).
Lastly, after this meeting a version with only 
plants instead of stones and energy hearts was 
considered. However, an extra currency (Ener-
gy hearts) seemed to add more dynamics, it 
did not fit the story to pay a plant for the extra 
task and the game became illogical if the long 
term effect mechanism had to be included.

Other iterations
• Having a story around the introduction and 

rules to would make it more immersive and 
easy to understand. Also, one example turn 
is given by the facilitator. 

• More cards in which you have interaction 
with other players/bowls. 

• Energy hearts became Joeltjes (link to 
joule), because it seemed strange to give 
love to fishes. 

• Big text that the game is over in the end.

Test results
Participants: 5 students.

How is the game with 5 players?
It worked well. With 5 players it is more wait-
ing, however they stayed involved by having to 
adapt their water level themselves

Is the introduction (story, rules, introducing 
your fish(es) and personalizing bowl) clear 
and exciting?
Players thought of creative stories around their 
fishes and it caused interaction. Also the in-
troduction with basic rules was clear and the 
demonstration was liked. Blindly choosing fish-
es gave a fun surprise. Instructions in short 
above the board ware clear and appreciated.

Are the stress-level and challenge increased?
Yes, participants felt nervous but there could 

7.2 Iteration cycle 2

This paragraph describes the test with five 
friends and its outcome. In advance of the test 
an extra meeting with Marise Schot was done to 
get feedback.

Key iterations after brainstorms
The meeting with Marise Schot provided feed-
back on the game from the company’s and 
CSN parent perspective. She shared that it 
had to feel more like you are busy all the time 
and therefore totally focussed on yourself only 
(missing hints) to create the desired experi-
ence.
Iterations to increase the pressure, stress, ten-
sion/ feeling lost were considered of which the 
following were chosen:
• The water level is suddenly decreasing 

(done by the facilitator), especially when 
people look bored and are slow.

• More unfortunate events on cards.

Also, in her opinion the rule that when the water 
level of your bowl is low,  your own fishes have 
panic which results in a faster decreasing wa-
ter level of all fishes, was too far-fetched and 
didn’t make sense. ‘The bowls should not be 
connected in such way, because the connection 
between CSN parent and child is experienced 
differently in real life.’ Moreover, one of the in-
sights was that the players didn’t care much 
about the fishes of the neighbour. These two 
insights led to a key iteration in which every 
player has his own bowl (represents child) and 
there is a neighbourhood lake (represent CSN 
parent) which is a common responsibility for 
all players. Players are told that they have to 
take care of their fishes. However, to do so they 
have to get water out of the neighbourhood lake 
(is the source). If this one is empty they can-
not raise the water level in their own fishbowls 
and new water plants will not grow (because 
the lake is too empty and thus unhealthy), so 
every player needs the lake. The water level in 
the lake drops the quickest. The lake has two 
stripes: When the water reaches the first, no 
plants will grow anymore/fishes will disappear 
every turn so water level decreases.



‘The game is good, is well put together and 
well -thought-out. I enjoyed it and learned.’
- Response of a CSN parent a week after 
playing the game
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three players of which one had no mouse and 
one wasn’t very technical (according to her-
self). It is possibly also caused by having barely 
experience in playing serious games. Reading 
out loud the cards with hints again and telling 
that these cards were important seemed to 
help.

How was the balance between gaining water 
and evaporating water? (increased stress?)
In the beginning of the gameplay, as desired all 
water levels were slowly decreasing, however 
closer to the end, to let the players not lose the 
game, the evaporating of the water (done by 
the facilitator) occurred less.

Stone more attractive?
There was not paid attention to the stone; all 
Joeltjes were used to move plants.

Other test results
• They liked the game and thought it looked 

good, fun, nice and easy to play. (One player 
sent a message a few days later to share 
this again.)

• Again a clear shift in ‘egocentric’ focus on 
own bowl toward feeling responsible for all 
bowls and the lake.

• While looking at the SDT, autonomy and 

competence was only a bit achieved, prob-
ably because the players didn’t come with 
many creative solutions. With more play-
ers, this could be improved. Social related-
ness was achieved by having interaction 
between the players and taking care of 
each other.

• There was one player without a mouse who 
could still play by having the facilitator tak-
ing over the actions and the player telling 
which card she chooses.

• None of the extra tasks was performed, 
maybe because these parents were in a lat-
er stage of being a CSN parent and uncon-
scious got used to dumping unnecessary 
tasks.

• There was no card drawn which stimulated 
to work together, but players still worked 
together.

Figure 7.5: New design with CSN parents.

Figure 7.4: Redesign of the neighbourhood lake.

However, after my explanation, they thought 
it was logical ‘Yes indeed it works like that 
in real life.’ Still, there followed an iteration 
that tried to create a clearer link between 
the lake and CSN parents (see paragraph 
7.4).

• Also was talked about keeping everything 
in balance and the importance of coming 
with solutions: ‘If we didn’t have come with 
creative solutions we would have dried out.’

Interaction vision comparison
• In the beginning facing the dead ends of 

the maze: Scared that the fishes would 
die and felt competitive to help others and 
make it till the end. The experience of one 
player did him remember of: ‘Walking 
on eggs, you cannot do crazy things, be-
cause your water level is already low. Like 
you are balancing on the edge and always 
thinking: ‘What will happen if I do this, what 
will happen if I open this door, or what will 
happen if there is a call from the hospital if 
you would translate it to my personal situa-
tion.’

• They also experienced the uncertainty: ‘I ex-
perienced the tension and not knowing how 
everything would further develop.’

• After creative solutions/breaking through 
walls: fun, curiosity, stimulation. Thoughts 
like: ‘What to do with it?’, also relieve and 
increased trust to be able to move on. En-
joyable when the lake got a bit more water.

• End reactions per player: ‘You all want to 
make it together, so I was relieved that we 
made it!’ ‘Felt happy to survive in the end.’ 
‘Big relieve that no fishes died.’

Do CSN parents (who do not know each oth-
er beforehand) also explore and try things 
out enough to be able to win the game (or are 
more hints needed)?
No, they did not see it as an option to wildly ex-
plore and try out things, it was experience more 
like carefully scanning the game. They also of-
ten didn’t know what to do with the cards with 
hints. This can all be caused by having only 

7.3 Iteration cycle 3

This paragraph describes the test with three 
CSN parents and its outcome. The aesthetic ap-
pearance of the game changed.

Iterations
• Explanation that it is not a normal game but 

a serious game.
• More cards which increase the waterlevel 

were added so the water level can more of-
ten spontaneous decrease without players 
to lose quickly. Also there was chosen for 
less mentioning when it decreases sponta-
neously.

• Dices and rules are unlocked, so more solu-
tions are possible.

• Stones were still not achievable; Moving 
stones takes 3 instead of 4 Joeltjes.

• More cards with hints and stakeholders like 
the municipality.

• The gameboard with elements aesthetical-
ly got a redesign (figure 7.4).

Test results
Participants: 3 CSN parents.

Do CSN parents see the link with their Real 
World?
• About blindly choosing the fishes. ‘Yes, you 

also do not know what child it will if you 
bring a child to the world.’ Moreover, all of 
them gave the fishes the names of their 
children.

• They expected that their own bowls stood 
for their own family and the lake for their 
social network and support that is offered. 
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do or perceive things differently (especially 
concerning self-care). They all responded and 
mentioned again that they liked the game and 
that the game triggered them to think. One 
player saw the game as a waking up call on dif-
ferent levels:
The game woke me up again; I have to take care 
of myself, otherwise I cannot take care of oth-
ers. (transfer effect 1) I need to look and think 
outside the box (transfer effect 3): Sometimes 
the world is small, but there is more than you 
think.’ (transfer effect 2)
Also the two other players reflected on self-
care:
‘I certainly do things differently, I tend to ignore 
myself for the kids. I had already realized that I 
am also important, but I now really take time for 
myself more consciously.’ (transfer effect 1)

‘The game made me think about in which ways 
and how I can provide myself bit more air and 
what to pay attention to. Beautiful! (transfer ef-
fect 1)

Lastly these two players shared that being 
creative to face challenges is important and it 
seems like they have found their way in this.
‘We are lucky that we are by nature creative, be-
cause this is necessary with a family like this.’ 
(≈transfer effect 3)

‘Finding creative solutions is important, I am 
always searching for new solutions for com-
plex challenges. There is no standard for that. 
(≈transfer effect 3)

• The stones and plants as clear external 
source with plants, Joeltjes etc. so the lake 
is less easily confused with the social net-
work/society, municipality. 

• Hints on cards are more obvious and  one 
card is added with the hint: There are many 
possibilities.

• Improved graphics including many itera-
tions   (see Appendix U for another version 
and the colour palette). The graphics were 
not changed after this game and is thus 
also the final online design proposal (see 
next chapter).

• More story with details was added to the in-
troduction to improve the immersiveness.

Test results
Participants: 4 CSN parents, of which one is 
Marise Schot. For the final test (figure7.5), a fly-
er was created to recruit participants (Appen-
dix V).

Is stone attractive now?
The stone (long term thinking) is more attrac-
tive. A player considered to buy it, but adding 
a stone would raise her water level above the 
maximum. Instead of buying a plant, she de-
cided to wait, which reveals long term thinking. 

Lessons found by CSN parents during 
reflection moment
• ‘You have to think outside your own bowl.’ 

(transfer effect 3)
• ‘While looking back at the card about explor-

ing the rules, now when I take it to a high-
er level I realise that there aren’t any rules 
or someone who makes these in real life 
(transfer effect 2).’ 

• After reflection moment they understood it 
more. ‘If I would play the game for a second 
time, I would already be exploring and work-
ing together from the beginning on instead 
of playing against each other.’ (transfer ef-
fect 3) 

As is shown by the quotes, especially after the 
game the CSN parents became aware of the 
creative solutions to play together and to ex-
plore. In the previous tests the hints seemed 
obvious enough, however the target group pos-
sibly needs more obvious hints. If the players 
achieve more quickly during the game creative 
solutions they possibly will experience more 
flow and feel more confident by adopting a 
creative problem-solving approach. Therefore, 
one of the iterations is to have more obvious 
hints on the cards. 

Long term effect
To figure out the long term effect of the game 
and whether it meets the desired transfer ef-
fect players were approached again after more 
than a week. They were asked whether they 
had thought about the game and whether they 

7.4 Final Test

This paragraph describes the test with four 
CSN parents (of who one is Marise Schot) and 
its outcome. The aesthetic appearance of the 
game had a final iteration. Especially the trans-
fer effects and experience were evaluated dur-
ing and after this test. This evaluation combined 
with earlier gained insights can be found in par-
agraph 8.1. In this paragraph, two for this test 
specific research questions are discussed.

Iterations
• Making more clear in the facilitator’s intro-

duction how much the water level changes 
by adding a plant or stone  and saying that 
the stone is thus more favourable to stimu-
late players to aim for the stone (long term 
effect).

• Recommendation is to play it with more 
than three players to increase the chance 
that players get to creative solutions, by in-
creasing the chance of having a player who 
dares to explore and decreasing the influ-
ence of a player with technical issues.

• More focus on that actions could be car-
ried out on the neighbourhood lake as well.

• More stimulation of reading the activity 
cards out loud.

• Suddenly a free plant appears on the board.

Figure 7.5: Final test with CSN parents.

‘It is beautiful how the metaphor of a lake is 
used and that there are things that give you 
‘air’ and that you also can receive ‘air’.
- Response of a CSN parents a week after 
playing the game possibly about the air-
bubbles you could put in the water to in-
crease the water level.



8. Evaluation and
Final Design

72 7372

time on myself and park these thoughts about 
everything that should be done.’

Also one shared that she got more aware about 
balancing everything in her life (≈transfer effect 
1):
‘After playing this game I realize more how dif-
ficult it is for me to keep everything in balance; 
myself, the arrangements, the conversations, 
etc.’
 
After the game, both players became aware 
of the option (transfer effect 2) that they could 
ask for more support (transfer effect 3):
‘My network knows how to find me, but I lost a 
bit how (or that) I could ask for support.’

‘The game made me think about how I could find 
more support/collaboration in my environment.’

Also long term effect could be observed by that 
some said they rather saved Joeltjes for later.

What is the effect of an appearing plant?
I let the plant appeared after they went discov-
ering so they were positive surprised and took 
it. It would be interesting to add the plant in ad-
vance of experiencing exploring actions.

Other test results
• Players paid Joeltjes for the extra tasks 

and barely questioned it.
• New creative solutions: Adding a fish from 

the fishes the game starts with to another 
bowl and during reflection moment they got 
the idea to try to bribe facilitator next time.

• Suddenly a player asked the others ‘What 
shall we do about the lake? Because it is al-
most reaching the red line. Are we respon-
sible for the lake?’ I responded with that I 
couldn’t tell. She added ‘You should not 
only think about yourself, but also your en-
vironment.’ If you would take a closer look 
to what the bowls and lake represent she 
had actually said: ‘You should not only think 
about your child(ren) but also about your-
self.’

• Round should represent two months in-
stead of one to reach at least a year (six 
rounds with four players).

• Being together in this was valuable for par-
ents. ‘It felt good to share the suffering and 
background.’

Long term effect
Two of the four participants responded to the 
questions (same as after the previous test)
send after a week. Both shared that the game 
made them think. One player shared how she 
consciously tries to take better care of herself 
(transfer effect 1):
‘The game definitely made me think. I’m more 
consciousness exploring how I could take 
good care of myself in all the hectic of a child 
with special needs. I consciously try to spend 

Main takeaways

• Aside from the concept test, the 
game was tested and iterated four 
times. Also, the visual appearance 
got iterated between the tests.

• The game was experienced as fun 
and with a beautiful thought.

• Especially the transfer effects 1 
(aware of the importance of self-
care) and 2 (aware of the option 
to change the situation) were 
achieved. 

• Some CSN parents even gave fish-
es the names of their children.

• To come up with creative solutions 
(transfer effect 3) seemed harder 
to achieve for CSN parents com-
pared to the first (creative) play-
ers. However, discovering later 
that more creative solutions were 
possible also seemed to increase 
awareness.

• After a week the players shared 
that the game made them think 
about self-care and for some 
about asking for more support.



The transfer effects were:
1. Create awareness about the impor-
tance of avoiding an unbalance in en-
ergy (in taking care of CSN parents them-
selves versus their child & responsibilities) 
to increase self-care.
2. Create awareness about having the 
option to increase self-care. 
3. Alter to or reinforce the attitudi-
nal change towards a creative prob-
lem-solving attitude for providing self-
care.
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This paragraph evaluates the Bekommerkom 
game not only by evaluating the final tests with 
the design objectives but also taking into ac-
count the insights from the previous three tests. 
Questions to the participants were sent one day 
(final test) and one week (third and final test) 
after the test to investigate the long-term effect. 
These questions can be found in Appendix U 
and for the full evaluation and requirements of 
the Bekommerkom game, see Appendix M.

Evaluation participants

The concept tests and the first two tests were 
conducted with participants of academic level 
(and often were designer as well). It was valua-
ble to test with creative people, because many 
new creative solutions were found, which could 
be stimulated in later versions of the game. 
The last two tests were more or less with the 
intended users and showed that more straight-
forward hints are needed and that playing with 
more players improves the game experience. 
These tests were essential for evaluating the 
transfer effects. The participants of these tests 
were in different phases and the game seemed 
to be valuable for all CSN parents, by at least 
letting them remember the importance of self-
care. So, for CSN parents in a later stage, it still 
resulted in a small wake-up call. However, it is 
expected that most participants of the retraite 
weekend will be in an early stage of being a 
CSN parent. Only the last test was conducted 
with parents who possibly were in this phase, 
because it is hard to recruit this group. The mo-
ments the tests took place variated between 
afternoon and evening.

Evaluation Transfer effects 

First transfer effect
In the first two tests, the first two transfer 
effects (see grey box at the right) were not 
achieved during the game, possibly because 
the game was too easy to play, resulting in the 

8.1 Evaluation

minor concerns for the lake. In later tests with 
CSN parents, the first transfer effect seemed 
to be achieved: parents associated the fishes 
with their child(ren) (also due to the blindly 
choosing fishes activities) and some parents 
even gave the fishes the names of their chil-
dren. One parent shared:
‘Your own bowl with fishes represent your spe-
cial children and the water for how much energy 
you have for them. Questioning can you still of-
fer them what they need?’

As a result, the CSN parents prioritized their 
own fishes over the lake. They barely noticed 
the decreasing water level of the lake until it 
reached the first red line and they discovered 
that if they didn’t take care of the lake they 
could not take care of their own fishes. 
‘We experienced a big shift in focus from our 
own bowls to also the lake; something had to 
change.’
‘Funny how we were all focussed on our chil-
dren/fishes and until we are alerted that we al-
most collapse, we remember oh yes I/the neigh-
bourhood exists as well. So recognizable.’

From the beginning on, if the fishes of the lake 
got above the water level, players placed these 
below it (so they felt from the beginning already 
a bit responsible for the lake). 
Remarkable was that it was hard for players to 
figure out what or who the lake represented. 

tions that often occurred. Also during reflection 
moment, they shared that they realized that 
they should more often ask for help. ‘We must 
also learn that right? More often ask for the 
help of others, dare to ask for help.’ Which is a 
solution which could help CSN parents. Players 
shared that if they would play the game again 
they would approach it differently (working to-
gether from the start etc.). Also after hearing 
some other possible creative solutions during 
the reflection moment made the players aware 
that there were even more options. This could 
also contribute to developing the aim of a cre-
ative problem-solving attitude in real life (third 
transfer effect).

Long term effect after one week
All CSN parents who responded one week af-
ter playing the game (5 out of 6) shared that 
the game had made them think/woke them 
up again. Especially about consciously taking 
time for/care of yourself (and that this is even 
more important during the COVID-19 situation) 
to be able to take care of others. Also, some re-
alized that they should ask more for help. Two 
players shared that finding creative solutions/
being creative is very important for the chal-
lenges they face. Lastly, one player shared that 
she should think and look outside the box.

 
Evaluation experience 

In the reflection moment, the players were 
asked about their experience and one day af-
ter the final test players were also asked about 
the different emotions they experienced (with 
the support of the PreMo-tool) to investigate 
whether the desired interaction and experience 
were achieved. See figure 8.1 for the compari-
son between the emotions players experienced 
throughout the game and the emotions which 
the game intends to evoke during the game-
play to simulate the Real World of CSN parents 
(same as interaction vision).

During other tests also the urgency and thus 
stress was observed by comments during 
the game like: ‘I am afraid soon many fish will 
die.’ Also, it was observed that when the play-
ers knew the game was over and they made it, 
there was relief.

Aside from these emotions, also a feeling of 
searching was mentioned which can also 

‘But what the lake represents makes me think, 
maybe the whole family? Or friends?’
They often linked the lake in the game world to 
all the other family members, social network/
provided support instead of only themselves in 
their real-world. However, after explaining the 
link between the Game World and Real World, 
they agreed that it is indeed like that and logi-
cally. A main aspect of the game is to let the 
parents pay attention to themselves and this 
insights show that the parents are merely fo-
cussed on their child and network. This game 
was therefore even more a wake-up call that 
they forget themselves in the picture. ‘Funny 
how easily the fishbowl symbolized for us our 
children, but that we didn’t directly connect the 
lake to ourselves, very recognizable.’

‘It is a lesson that you definitely should not drain 
the neighbourhood lake.’ Players shared to rec-
ognize this: ‘That you are drained, and cannot 
do something about it.’

Second transfer effect
After the game  players shared: ‘We first didn’t 
know what to do with the lake, so everyone just 
focussed on their own bowl where it still felt you 
could do something about the water level.’ 
However, due to the cards with hints or by acci-
dent players discovered throughout the game 
that more actions are allowed and thus became 
aware that there is an option to change the sit-
uation (second transfer effect). They also dis-
covered that there were more possibilities as a 
result of the behaviour of the facilitator: ‘The fa-
cilitator was vague about certain things, which 
made me think.’ So the second transfer effect 
was achieved as well.

Third transfer effect
The third transfer effect was achieved in all 
tests: players came with creative solutions. 
During some tests it was easily achieved and 
for some other tests, more stimulation from the 
facilitator was needed. During the final test, not 
that many creative solutions were found, but 
during the reflection moment players said ‘We 
could have taken it out of the cards with hints.’ 
This could also be caused by the fact that they 
had most hints on cards already at the begin-
ning of the game when these were not needed 
yet. So, the hints on the cards seem to be clear 
but they could have been more obvious.
Especially working together and finding ele-
ments on the gameboard were creative solu-
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The interaction with the 
serious game should 
feel like experiencing a 
maze with a shift from:

Feeling ignorant, uncer-
tain, stressed, frustrat-
ed, and desperately 

To experience relief, 
empowerment and be-
coming more confident

Start

Bit stressed More stressed Happy Relieved Realization I 
could have been  
more brutal

Curious

Puzzled and bit 
frustrated (didn’t 
understand)

What’s 
happening?

Exploring, 
inviting

Satisfied Satisfied

Player 
1

Player 
2

Player 
3

Inter-
action 
vision

Bowls get 
empty

Lake reached 
red line

Solutions 
were found

Game is over Reflection 
moment

Figure 8.1: Emotions of players compared to the intended emotions during the game.

we decided but did not know how to handle it. 
This is very recognizable!’

Evaluation Other Requirements

Be engaging
There is a match found between the interest 
of the parents in the game environment (style 
and fun vs serious), and interest in the topic 
(unbalance and self-care). CSN parents felt 
responsible for the fishes and quickly cared 
about these: ‘Fish theme is well found, I was 

be seen in the journey CSN parents experi-
ence (and the maze). For example, one player 
shared: ‘At the beginning of the game I was a bit 
lost.’ And another player shared: ‘I recognized 
the search for balance. That it has to go well on 
many levels to survive it all.’

In the reflection moment, players had shared 
to feel hopeless, powerless, frustrated in ad-
vance of creative solutions. Also that there was 
a lack of guidance that remembered them of 
their lives: ‘I had the feeling we were creating 
the game ourselves, but didn’t know how to. I 
would like to have a step-by-step plan, because 

rules are a special case, because the players 
discover throughout the game that there is 
more freedom within the rules than previously 
assumed.
Besides, while looking at the magic circle: Dur-
ing most tests, players felt safe to explore and 
experiment, possibly also caused by having a 
metaphor that was far from their Real World. 
However, some players did not easily try out 
things, due to rather take a wait-and-see atti-
tude, because it was the game was new and 
other players unfamiliar. One player shared: 
‘I think you would get more out of the game if 
players are more prepared by appeasing them 
(let it wash over you).’
Lastly, while looking at the SDT, social related-
ness was observed in most tests and auton-
omy and competence both depended on how 
much the players managed to come up with 
creative solutions and thus could decide about 
their own actions and experience control. SDT 
is a good method to evaluate games or well-be-
ing, but this game is about firstly not experienc-
ing autonomy and competence (comparable 
with at the beginning having a child with spe-
cial needs). So, evaluating this game with SDT 
is not appropriate. However, evaluating the 
outcomes of the game for CSN parents could 
be evaluated in future tests with SDT and will 
reflect their well-being.

The bridge between the Game World and 
the Real World:
The steps in real life are in line with the steps 
in the game in which acknowledgement and 
autonomy were observed during the tests. For 
example, one player said about the water level 
of her own fishbowl:
‘It was frustrating, the water level was only drop-
ping, how to keep the level high? I noticed that I 
was more focussed on that than realizing that I 
could ask for help.’ This quote shows the sim-
ilarity to the real-world of CSN parents; being 
so focussed on their child that they do not pay 
attention to themselves or look for options to 
change the situation.

Other quotes about the game reflect the start 
of having a child with special needs:
‘In advance, you do not know what you’re doing, 
what is happening to you.’ 
‘Before you know you’re energy level is very low, 
because you are focussed on your child and 
then you notice maybe I should do it differently 
This is very recognizable: how I experience the 

quickly into the care-mode (Bekommer-stand).’ 
‘The imagery fits well with the theme.’

During tests, there was an interaction between 
the players observed and players made jokes 
and seem to have fun. Sometimes there were 
small problems in Miro and a serious game 
playing in such an environment was new for 
all players. So sometimes the intervention did 
not match with the understanding of the play-
ers and this seemed to make it harder to make 
the step to develop a creative problem-solu-
tions attitude. Maybe playing an online serious 
game does not match the target group as well 
as a physical game. On the other hand, it also 
adds to the simulation of the real-world of CSN 
parents; getting a child with special needs also 
puts you into a new world where much is un-
known and has to be figured out yet.

Be immersive 
Players shared that in the beginning they were 
sometimes so much searching for the aim and 
having questions that it distracted them from 
the game. Flow seems to be achieved, but as 
said, the start is more confusing (so less flow) 
as represents the uncertainty of CSN parents’ 
lives. Later there is more frustration than the 
flow level, because this represents also the de-
spair and situation which is not manageable 
within the given rules. This also makes a game 
good as it does with escape rooms. Players 
also made a comparison with an escape room 
experience. Much is based on chance, how-
ever the facilitator can influence the game as 
well (for example by lowering all water levels 
or adding a plant) so the game could achieve 
the desired outcome and the facilitator has an 
influence on the flow and thus immersiveness 
flow of the game. As another result of the men-
tioned tasks of the facilitator, the quality of the 
building-up is also especially influenced by 
the facilitator.
Besides the facilitator functions as the feed-
back system (aside from Miro) by answering 
the players what is allowed and what isn’t. So 
the quality of the feedback system mainly de-
pends on the facilitator. 
The story of the game was iterated a few times 
and a player shared: ‘The story was easy to 
follow and I was immersed into the story and 
game.’ 
While looking at the fundamental game com-
ponents, the game consists of objects, goals, 
rules and freedom. However, freedom and 
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was a bit lost. It can be converted into a physi-
cal game, but it needs some adjustments. See 
paragraph 8.2 for the physical proposal. More-
over, there was thought that it would be possi-
ble and valuable by having health care profes-
sionals or people from the municipality joining 
the game, however this was not tested.

The opinion of CSN parents about the Be-
kommerkom game
Other quotes which illustrate the enthusi-
asm of CSN parents after playing the Bekom-
merkom game:
• ‘It is a miracle what is all happening.’
• In my opinion, it is an extremely ingenious 

game, very nice! I think there is a lot in it and 
you can see it was a lot of work.’

Limitations evaluating

It should be considered that it is unknown what 
the long term effect on CSN parents’ lives is 
after more than a week after playing the game. 
Moreover, there are more reasons why it is 
hard to evaluate the first and second transfer 
effect. Firstly what would help to raise aware-
ness is different for each parent, according to 
Verdonk. The game was designed based on 
different found strategies (like asking for help 
and becoming resourceful), because there are 
more strategies offered in the game there is 
a higher chance that it contributes to every 
CSN parent in some way. Moreover, it is pos-
sible that CSN parents may be in a phase in 
which they did not acknowledge that there is 
a problem at all (possibly the very beginning of 
the process). In other words, players have to 
be open to possible learnings from the game, 
this could also arrive after the joint reflection 
moment. Lastly, it is about awareness which 
is hard to measure and depends on whether 
CSN parents want to become aware or simply 
push away the upcoming thoughts that lead 
to awareness. Note that the players already 
knew the theme ‘unburden’ when they signed 
up for the game and this can have influenced 
the transfer effects.

game is how I experienced having a child with 
special needs from the beginning. That you 
change your approach.’

Besides, the need to find creative solutions in 
the game was also recognizable for CSN par-
ents: ‘Finding creative solutions and being flexi-
ble is very important.’

Lastly, making this link together between the 
Game and Real World appeared valuable:
‘I thought it was very comforting to afterwards 
be able to make together the link to living with 
a child with special needs. It felt good to notice 
the understanding, recognition/acknowledge-
ment and solidarity.’

Throughout the tests, first acknowledgement 
of the situation and that it required a change 
(after reaching the red line of the lake) and 
secondly growing autonomy and competence 
by coming up with creative solutions was ob-
served.
Aknowledgement from each other/sharing 
the same burden was found during the analy-
sis phase as important for many CSN parents.  
About the moment that all water levels were 
low and they were being together in this was 
valuable for parents. ‘It felt good to share the 
suffering.’

How the time is divided in the game can be 
related to how it is in their Real World (one 
gameplay represents more than a year and this 
is the time most CSN parents become aware 
of poor self-care. However, the conversations 
after the games were mostly about the game 
and the metaphor itself instead of the personal 
experiences and further possible solutions for 
each other or after the game. This is possibly 
caused by having more reflection questions 
about the game to be able to evaluate and im-
prove the game, so there was less room for let-
ting participants advising each other.

The tests proved the possibility to play with 3-5 
players and most tests were 60 minutes. Some 
took a bit longer due to having the reflection 
moment (transfer effects included), but also 
taking time for evaluating the game require-
ments and interaction vision.

During designing the online serious game, the 
focus on how to easily convert it into a physical 
game for the retraite weekends of Ontzorghuis 

This paragraph proposes a final design for the 
online version of the Bekommerkom game, to-
gether with a gamekit consisting of a facilita-
tor’s guide and hand-out (created online as well 
as offline). Secondly, a proposal for an offline 
version is given, which can be used during fu-
ture retraite weekends of Ontzorghuis. Lastly, 
recommendations are provided for future devel-
opment and testing of the proposed online and 
offline versions.

Final Online Design Proposal of the 
Bekommerkom game

See figure 8.2 for the final design proposal for 
the online serious game the Bekommerkom 
game. In this figure, the different objects are 
shown. The main mechanism is that the game 
is a simulation of the real-world of CSN par-
ents concerning self-care. Other mechanisms, 
which can be seen in figure 8.2 are; game-
board, activity cards, (physical) dice, fishbowls, 
neighbourhood lake, plants, stones and Joelt-
jes. Also, the facilitator is important and s/he 
also knows more rules and judges about found 
creative solutions whether it is allowed or not. 
For the intended gameplay see figure 8.3 left 
below. In short, the goal for every player is to 
keep their fish alive (keep the water level high 
enough) until the time is up (expert arrives to 
take over). However, due to various kinds of 
reasons, all water levels decrease quickly and 
players do not have an eye for the neighbour-
hood lake, which is also important to keep their 
fish alive. The only way to win is to come up 
with creative solutions. Rules can be changed 
within this game and more is allowed than 
players think.
As was explained previously, it is important to 
make the real-life topic abstract in the serious 
game to feel comfortable and free to explore 
(magic circle). This was achieved by using 
fishes as metaphor, because these are non-hu-
man characters, many CSN parents associated 
their life in some way with liquids (drowning or 
empty) and these provide a playful and colour-

ful game context. Lastly, the game is meant to 
play only once.

Transfer effects
The game aims for three transfer effects. 
These together with the link of the game can 
be found in figure 8.3 and are here explained 
again as followed: 
During the game, players realize the impor-
tance of taking care of the neighbourhood lake 
(represents themselves) as well, after the mo-
ment that the lake reaches the first red line. 
The learning is that by taking care of the lake 
(represents the parents) they can take care 
of their fishes (represents children) as well 
(transfer effect 1). Via hints and the attitude of 
the facilitator, they become aware that there is 
an option to change the situation (transfer ef-
fect 2) and they can do so by applying creative 
solutions/developing a creative problem-solv-
ing attitude. 
Many creative solutions are possible: building 
a story around why something is possible, ig-
noring or making the rules, dragging or found-
ing objects, choosing yourself how to interpret 
the activity cards (for which bowl e.g.), work-

8.2 Final Design Proposal and 
Recommendations
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Players with laptop (with 
access to Miro and Zoom) 
secret superpowers and 
dice.

12 yellow cards with hints ( increas-
ing awareness that there are more 
options and stimulating creativity, 
transfer effect 2 and 3).

Fishbowl of facilitator 
to show one turn: roll-
ing the dice and pos-
sibly do an activity. S/
he rolls six, so gets 
a Joeltje and moves 
with  the two Joeltjes 
a waterplant from the 
neighbourhoodlake to 
his/her own bowl (ad-
justing the waterlev-
els).

15 red cards to decrease the waterlevel. Ex-
periencing unfortunate, unexpected events 
as CSN parents often face. There are more 
red cards, because the waterlevel should de-
crease so players become aware that some-
thing has to change.

Facilitator prepares the 
game and guides the 
game by storytelling, 
supporting, and stimu-
lating the players.

Activity cards

Miro

A fishbowl per player

Players blindly choose fishes at 
the start of the game.

Neighbourhoodlake with the original
fishes, waterplants, and stones

Instruction with 
the most impor-
tant rules.

Gameboard

Airbubbles and loose 
plants that could be 
put in the water to in-
crease the waterlevel 
(give some air).

12 blue cards to in-
crease the water-
level with stories 
which also stimu-
late transfer effect 
2 and 3.

Figure 8.2: Final online design proposal 
of the Bekommerkom game with objects.
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The estimated preparation time is 60 
minutes.
1. Prepare Miro board.
2. Send an email to the players    with 
Zoomlink and information (email 
templates are provided).
3. Go through this board, the facilita-
tors hand-out to understand your role 
and action as a facilitator and the 
aims behind the game.
4. Practice with the board in Miro and 
the story in the hand-out.

1. Send an email/WhatsApp to every 
player with their secret superpower 
and a reminder for the dice.

1. Have the recommended set-up 
(see above) with everything accessi-
ble.
2. Follow the text in the hand-out.
3. Every player chooses fishes.

Make sure that there is an open conversation without your 
own interpretations and roughly explain the metaphor. The 
aim is that players start to see the link between their lives 
and the game and reflect on it (achieve transfer effects). For 
possible questions to guide the reflection see the Hand-Out.

Players roll the dice and perform ac-
tion (could be moving plants, open-
ing an activity card etc. and thereby 
changing waterlevels). So now and 
then you spontaneously lower the 
waterlevel. Make sure no player will 
lose.

Enthusiastic, active, empathic and comforting. At the 
start more: acting ignorant and barely responding  
when players are questioning things in the game.

After the lake reaches the first red line, attitude 
changes to giving hints where needed and thereby 
stimulating their switch to develop a creative prob-
lem-solving attitude.

1 week in advance 12 hours in advance

Introduction of the game

Reflection moment

Playing the game

Attitude facilitator

Shift in experience players

Figure 8.3: Adapted version (shorter) of the facili-
tator’s guide and explanation of the metaphor.



84 8584 85

Important during the game is to provide the 
right balance between giving support and stim-
ulate the players, without giving away all the 
secrets of the game. 

Link Ontzorghuis
‘Made possible by Ontzorghuis’ is put on the 
board. Besides the facilitator also mentions 
this at the beginning of the game.

Style, appearance and aesthetic expres-
sion
Ontzorghuis and seemingly all players were en-
thusiastic about the appearance of the Bekom-
merkom game. It seems that the right balance 
in aesthetic expression between looking play-
fulness/fun and that players feel taken serious-
ly is reached. So applying the same style also 
to the physical Bekommerkom game would 
possibly do good. The colour pallet (figure 
8.5) was chosen with the help of Adobe Color 
Wheel (2021) and includes aside from cheerful 
colours to create a fun experience, the colours 
of Ontzorghuis. 

Technology
The game (a version for four and a version 
for five players) was created in the online tool 
Miro for which some elements were previously 
shaped in illustrator, due to limitations of Miro.
Personalizing the bowl by adding fishes makes 
players get familiar with Miro. Having to adjust 
their own water level keeps them involved and 
pointing cards and the possibility to explore 
and easy double elements made it more inter-
active. Lastly, the tool appeared not complicat-
ed in its use and was easy to access. Having 
the Bekommerkom game online has some 
considerable advantages. It is easy to join for 
parents and due to having others and a facilita-
tor involved, parents maybe feel more hesitat-
ed to cancel.

Examples of the positive impact of the 
game
• Being together in experiencing the game, 

was valuable for parents. ‘It felt good to 
share the suffering.’

• Realizations like: ‘We also must learn that 
right? More often ask and dare to ask for 
help.’

Story
The story is especially told at the start of the 
game and players get more immersed in it by 
blindly choosing their own fishes. However, the 
story is present during the whole game (in the 
activity cards and by the commentary of the 
facilitator). To immerse more in the story and 
receiving the hints on the cards, the players are 
asked to read the cards out loud. This will pos-
sibly also result in more interactivity and make 
them more confident to try out things.

Reflection moment
In the reflection moment after the game, there 
should be a balance in the amount of given ex-
planation/declaring and not giving everything 
away, so players are free in how to interpret 
and probably will take home (conscious or un-
consciously) what they need to learn. So, the 
reflection will consist of an open conversation 
in which is talked about the experience and the 
metaphor and some intentions are shortly ex-
plained. Possible questions are: ‘How was it 
for you to play this game? Does it remind you 
of something?’ To guide the reflection properly 
and explain the simulation, a facilitator is need-
ed.

Facilitator
There is a facilitator needed to guide the play-
ers in the desired direction for best achieving 
the transfer effects during the gameplay and 
reflection moment. For example, by communi-
cating what is possible and what is not during 
the game (hinting that there are more possibil-
ities). In advance, the facilitator will receive a 
physical gamekit (figure 8.4) which includes a 
facilitators’ guide and a hand-out (with a link to 
the online gamekit). Both facilitator’s guide and 
hand-out can be found in Appendix W, a sum-
mary of it can be seen in figure 8.3, in which 

ing together/asking help, ignore/dump the ex-
tra task and more. All of these solutions were 
found during the tests. 
Link CSN parents
The metaphor and thus the simulation of the 
real-world is visualized and explained in figure 
8.3 (at the right). 
The unclear rules and the unfortunate surpris-
es of events on the activity cards represent 
the uncertainty in the lives of CSN parents; 
they don’t know what will happen next and 
what their journey will be. The facilitator acts 
as life; sometimes solutions are effective and 
sometimes not. This could be experienced as 
unfair, which is part of CSN parents lives as 
well. These mechanics also represent the chal-
lenges that many CSN parents face.

Another link is that CSN parents feel the pres-
sure of themselves and the society that they 
should be able to take care of their child. In 
the game, this is seen by that other players 
do not take care of the neighbourhood lake 
(CSN parent) but only of their own fish (child) 
and if every player is doing so, you probably 
feel peer pressure (society) to take especially 
care of your own fish as well. Also, it seems 
the straightforward way to win the game as 
it seems straightforward to take care of your 
child as best as you can.

To improve the link between the Game World 
and the Real World of users, there must be a 
correct link between time. Therefore, in the 
game, one round represents two months. A 
game will take at least a year (6 rounds if four 
players), which is more relatable to CSN par-
ents whose awareness about self-care often 
takes at least more than one year. Lastly, the 
facilitator shares at the start of the game that 
the events and rules in the game are based on 
the lives of CSN parents.

The municipality and social network of CSN 
parents are also involved in the story of the 
game (on activity cards). For example, the mu-
nicipality didn’t clean the lake, so a fish died, 
which represents the municipality not paying 
much attention to the well-being of CSN par-
ents. Another example is getting a plant from 
the municipality for your own fishbowl, because 
the municipality is often mostly focussed on 
the children.

the yellow line with text describes the role of 
the facilitator. The online gamekit with all the 
links can be found here: https://miro.com/
app/board/o9J_lSqDqwo=/. The guide for the 
facilitator includes the different phases of the 
intervention, necessities, aims, tips etc. The 
hand-out is iterated after each test and con-
tains the text the facilitator can say (full story) 
and optional questions to guide the reflection 
moment. 
The actions which the facilitator should do in 
Miro during playing the game is to change the 
water level of the neighbourhood, so now and 
then lowering all the water levels spontaneous-
ly and opening cards players point at.

The attitude of the facilitator is important (bot-
tom left of figure 8.3). As facilitator style, es-
pecially guidance of the process and maybe 
emotional support should be provided by the 
facilitator.
Also, the facilitator should be able to estimate 
(by feeling) when to lower all the water levels 
and when to give hints (and how obvious). How 
much the water level goes down is much based 
on chance (the activity cards and dice). How-
ever, because the facilitator can spontaneously 
lower the water levels as well, the game can be 
influenced to have the desired result: reaching 
the first red bar of the lake and enabling players 
to come with creative solutions in time without 
anyone losing the game. Also, by lowering all 
the water levels, time-pressure is created. This 
gives the players a feeling of urgency and there-
fore they will act more like they would in their 
real life. It is recommended to not lower the 
water in the first round, to avoid players to shut 
down due to time-pressure (then being creative 
is harder). By providing the time-pressure, the 
facilitator influences much the speed of the 
game based on what s/he thinks the players 
need in this balance.

Figure 8.4: The physical gamekit and facilitator 
with physical gamekit.

Figure 8.5: Colour pallet 
for the Bekommerkom 
game

https://miro.com/app/board/o9J_lSqDqwo=/
https://miro.com/app/board/o9J_lSqDqwo=/
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sound in the background. This is inspired by 
the Dutch game ‘dobbelen’ and adds the feeling 
of being in a hurry and uncertainty.
Everyone gets in advance in short a card with 
their secret super powers on it. 

Different creative solutions
Some creative solutions are not possible any-
more after transforming the online into a physi-
cal version, however new solutions will be pos-
sible as well. The facilitator could, for example, 
hide plants under the playboard or the table. A 
creative solution could be taking a fish from 
the box of the game to increase the water level. 
Or players could hold the playboard in such a 
way that the water levels will drop as a result 
of gravity.

Adjustments for the physical Design

Materials and technology
Thick cardboard can be used for the playboard 
including the water. Next to the water are printed 
lines which show the size of the steps and the 
water level can be changed by putting a tab at 
the side up or down (see figure 8.6). Also, thick 
cardboard should be used for small boards 
with fishes on it, so blindly choosing the fishes 
is still possible. Thin cardboard is advised for 
the activity and extra task cards (printing). To 
have another material as well with two appeal-
ing sides, the Joeltjes, plants and stones could 
be made of plastic (3D printing).
Instead of a facilitator suddenly putting down 
the water level, an alarm is set with an unknown 
duration. Instead the players only hear a ticking 

Recommendations

Recommendations for playing the game
• During most tests, there was more expla-

nation and analyses during the reflection 
moments than is recommended. This ap-
proach was consciously chosen to evaluate 
to improve the game. However, if the game 
is implemented there should be more focus 
on how players experienced the game and 
having conversations in which advice is 
shared.

• To assure achieving the third transfer ef-
fect, it is recommended to have a higher 
minimum of players (than three) or have 
more straightforward hints when played 
with the minimum amount of players. With 
more players, more creative solutions will 
possibly follow.

• For the game, it is best if the players al-
ready know each other or at least already 
met (to feel comfortable to explore). This 
was also shared by players. So for exam-
ple, the game could take place on the Sun-
day of the retraite weekend.

• If there are technical problems (which 
seem to occur once per game until now 
(CSN parents are not that familiar with 
Miro and Zoom)), there is less time to play 
the game. Therefore I recommend reserv-
ing 1.5 hours for the whole Zoom meeting. 
Also, because with four players it takes 
longer to have low water levels and turned 
activity cards with hints than expected.

Focus for future testing
• More testing, especially with CSN par-

ents after which the long term effect of 
the transfer effects on the Real World of 
CSN parents is evaluated (could also be 
with SDT). Moreover, more testing is impor-
tant, because it was only tested with seven 
CSN parents in total and could differ a lot 
(phase, circumstances, culture, age, etc.). 

• How to stimulate the parents to talk about 
their personal experiences and further 
possible solutions for each other during 
the reflection moment could be further ex-
plored.

• A future step could be to involve health 
care professionals or other stakeholders 
like the municipality and let them join the 
game. How suitable and valuable it is to 
have them participating in the game should 
be tested as well as how to increase the 

value. Expected is that with their participa-
tion, they gain more understanding of the 
situation of the CSN parents (they will pos-
sibly experience comparable emotions) 
and could together brainstorm on future 
solutions. However, it is recommended 
that there are also CSN parents as players 
to make the link with the real-world even 
more clear and attach personal stories to it 
where possible. 

• It is recommended to have a shorter intro-
duction of the game. Therefore, in the final 
proposal of the game, the part of introduc-
ing fishes to each other is removed.

Recommendations for further development
• For the final test, a flyer was created (Ap-

pendix V) which could be used (and a bit 
adapted) as an invitation for future plays.

• To enable CSN parents to take even more 
of a creative problem-solving attitude, it 
could be investigated how to enlarge the 
magic circle (having an offline version will 
already help) and have more straightfor-
ward hints (on the activity cards). What also 
had proven (in the last game) to help is that 
one player knew the aims of the game and 
acted as a role-model in showing possi-
ble solutions and asking certain questions 
which stimulated other players to explore 
as well. In future gameplays where the fa-
cilitator is inexperienced in facilitating this 
game or if a it is desired that many creative 
solutions are found (transfer effect 3), it is 
recommended to have one player who is a 
buddy and functionates as a role-model.

• For further development, there could be 
looked into how to let players experience 
more breakthroughs within the game. Af-
ter the final test the sentence ‘There are 
many possibilities and you can use your 
creativity. The facilitator will tell you wheth-
er something is allowed or not.’  is added 
to the hand-out to increase the number of 
break-throughs. It could be tested what the 
effect is of having this hint on the playboard 
as well.

• For the physical version, it is recommend-
ed to make prototypes from cardboard and 
do tests.

Figure 8.6: Physical 
Bekommerkom game 
proposal and rapid 
prototype.
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Other recommendations
• To protect the intervention from being cop-

ied, it is recommended to register it some-
where and add the Ontzorghuis logo on 
promotional material.

• To be appealing, It is expected that the 
game should be presented for CSN par-
ents as an unburden activity in which they 
can learn about themselves. And for non-
CSN parents as a fun and beautiful way to 
get introduced to the world of CSN parents 
and indirectly also learn about themselves 
(they possibly will recognize the experi-
ence/emotions in some way). Because the 
game is a metaphor, it can represent differ-
ent things/persons for each individual and 
therefore every player could learn from it in 
some way. For example, during my gradu-
ation my own fishbowl could represent my 
graduation project and the lake for myself: 
while working on the game sometimes I 
realized that I focussed much more on my 
project than myself.

For more recommendations and ideas see Ap-
pendix X. 

Main takeaways

The desired experience (to simulate the sit-
uation of many CSN parents) and all three 
transfer effects seems to be achieved. 
However, the third transfer effect (devel-
oping a creative problem-solving attitude) 
less strongly occurred and recommenda-
tions are given to improve this. Further-
more, the game was considered engaging 
and immersive. Also, other recommenda-
tions were provided. 

For the final design an online serious game, 
the Bekommerkom game, is proposed. 
Besides, a physical version is suggested, 
but this needs more prototyping and test-
ing. The Bekommerkom game requires 
a facilitator who can guide the game and 
reflection moment. A gamekit consisting 
of a facilitator’s guide and hand-out was 
created to prepare the facilitator. Lastly, it 
is recommended to play the game with at 
least four players and have a total duration 
of 1.5 hours.



‘Beautiful to notice that - now that I have 
been able to think about it longer - I see the 
link with my own ‘informal care life’ better 
and I am curious how this game can be 
used as a tool to reflect on it and discov-
er patterns (and maybe come up with new 
options and strategies).’ - One of the CSN 
parents a week after playing the Bekom-
merkom game.

90 91

This paragraph provides the conclusion of this 
project and the opinion of Ontzorghuis about 
the Bekommerkom game and its future.

As this project shows, many CSN par-
ents struggle with poor self-care or at 
least finding a balance between tak-
ing care of themselves and of their child. 
 
Therefore, the assignment was: to design a 
serious game for parents with children with 
special needs and which firstly creates aware-
ness of the importance for the parents to take 
care of themselves and secondly give sugges-
tions on how to take better care of themselves 
(based on psychology) to be able to take better 
care of their child. The serious game should be 
playable during retraite weekends within the 
constraints of the COVID-19 measurements. 
 
However, due to COVID-19, there was no op-
portunity to create a physical serious game 
that can be played during the retraite weekends, 
thus an online version was created that could 
easily be converted to a physical design. These 
multiple focus points resulted in more com-
plexity while designing the game, however, with 
the new circumstances in mind, it created more 
value for the company. A workshop for one re-
traite weekend was prepared, but unfortunately, 
the weekend was cancelled due to COVID-19. 
 
For the analysis phase, to understand the issue 
of self-care for CSN parents, five CSN parents 
and an orthopedagogue were interviewed along 
with literature research. Also, serious gaming 
was researched by literature and field research. 
With the insights of the analysis phase the pre-
vious design goal of the assignment was trans-
lated in the following transfer effects: 1) Create 
awareness about the importance of avoiding 
an unbalance in energy to increase self-care, 2) 
Create awareness about having the option to 
increase self-care, and 3) Alter to or reinforce 
the attitudinal change towards a creative prob-
lem-solving attitude for providing self-care. 
 

9.1 Conclusion

Learning about serious games
I learned much about the theory behind serious 
games as well as in practice. I also learned that 
already early in the process playing and facil-
itating games, provides many insights in an 
easy and fun way that contributes to the design 
process. It was beautiful to see how a serious 
game could open the conversation for such a 
personal and complex issue as self-care. 

Become more of a leader
When I started this project I did not facilitate 
much, however in this project I facilitated two 
online brainstorm sessions and six online seri-
ous games aside from leading the coach meet-
ings. I still do not feel like a natural leader, but 
definitely more.

Improve contextmapping skills
It was the first time that I made a sensitising 
booklet and I learned much about what is im-
portant while creating one and its effect. Be-
sides, I improved my interviewing skill in many 
ways by not following the whole structure, but 
asking the questions throughout the story of 
participants. Using empathy and improvising 
rather than following structure, I improved my 
skills in handling emotional topics with emo-
tional people. 

Dynamic working
I used more resources than my laptop, name-
ly a logbook and post-its. However, in future 
working (and if there are no COVID-19 circum-
stances), I would also like to experiment with 
working at different places, because this could 
increase my creativity.

 

First of all, I learned more than I imagined be-
forehand and I am satisfied with the final result. 
Especially because it was a fun and interesting 
journey. With this project, I did prove that I am 
capable of conducting a design process with 
the focus on users and in collaboration with a 
company. As said, my dream is to add mean-
ing to people’s lives by increasing their (mental) 
well-being and this project gave me the oppor-
tunity to do this, which made it so beautiful. In 
the rest of this paragraph, I further reflect on 
my personal learning ambitions (in bold) of this 
graduation project.

Learn to dive into the lives of the target group 
and at the same time having an overview 
In the beginning, my trap in the project was that 
due to my big interest (target group, serious 
games and psychology) I wanted to dive into 
too much and too deep which led to chaos and 
much information. This led to more work and 
thus time loss. As a result of doing everything 
extendedly, I did everything half, because of the 
feeling to move on. In future projects, I will ask 
by everything ‘Do I need this? What for? Is it im-
portant to do this now?’ and will finish some-
thing before starting something new.

Learn more about integrating psychology with 
design
I learned much about integrating these fields, 
however in the end I did not use as much psy-
chological theory as I learned about during the 
analysis phase. I wanted to use universal needs 
more in my design. However, I discovered dur-
ing the contextmapping that the framework 
was too complex to directly ask people. This 
may have resulted in participants meaning the 
same, but refering to a different abstract term. 
I learned that the best way of integrating these 
fields is to ask questions, analyse and then re-
late to the psychological framework instead of 
letting participants face difficult psychological 
frameworks. Moreover, it is important to use 
psychology to support, inspire and evaluate 
your design process, instead of using it as a 
starting point.

9.2 Personal Reflection

Main takeaways

I learned much about CSN parents, 
serious gaming, psychology,  con-
textmapping, and facilitating. It was 
a beautiful project and I am satisfied 
with the result.

The first Lo-fi prototypes were still in real life 
played and consisted of a bowl with small 
cookies. During the project, the game envi-
ronment changed from real-life to the on-
line platform Miro. Three concepts were 
developed and tested and in collabora-
tion with Ontzorghuis one was selected. 
The Bekommerkom game was created af-
ter four iteration cycles with different proto-
types and four tests. The last two tests were 
with CSN parents. Based on the reactions of 
the players and observations I can conclude 
that the Bekommerkom game is evaluated 
as successful in achieving the transfer ef-
fects and other design objectives. To achieve 
this, both a well-prepared facilitator and a 
video call service (e.g. Zoom) are required.  
 
Also, Ontzorghuis is enthusiastic about the Be-
kommerkom game. As Marise Schot shared: 
‘The concept behind the game is good and work-
ing.’ Moreover, the biggest validation is what 
Marise Schot said about the future of the Be-
kommerkom game: ‘We can further develop this 
game this year and would be great to educate fa-
cilitators for this game and develop the game in 
a physical version for future retraite weekends.’ 
Aside from some small points of improvement, 
there are already plans to play the the game 
again with the board of Ontzorghuis with Marise 
Schot as the facilitator using the gamekit for the 
first time. Playing the game made the players 
think and reflect on their life. Many shared to 
do things differently concerning self-care and 
thought about possible solutions to improve 
their situation (like asking for help). For me, this 
is the most beautiful result I could wish for. 



10. References

9392

Understanding human development in positive 
psychology. Ricerche di Psicologia, 27(1), 23–
40.

Desmet, P. & Fokkinga, S. (2020). Beyond 
Maslow’s Pyramid: Introducing a Typology of 
Thirteen Fundamental Needs for Human-Cen-
tered Design. Multimodal Technologies and In-
teraction. DOI:4. 38. 10.3390/mti4030038.

Dyson, L. L. (1991). Families of young children 
with handicaps: Parental stress and
family functioning. American Journal on Men-
tal Retardation, 95, 623-629.

Ford, M.E.; Ford, D.H. Humans as Self-Con-
structing Living Systems: A Developmental 
Perspective on Behaviour and
Personality; CreateSpace Independent Publish-
ing Platform: Scotts Valley, CA, USA, 2013.

Gawdat, M. (2018) solve for happy, engineer 
your path to joy, North star way.

Huizinga, J. (1950). Homo ludens: Proeve een-
er bepaling van het spel-element der cultuur 

Literature

Adobe. (2021). Retrieved from: https://color.
adobe.com/create/color-wheel

Baumeister, R., & Leary, M.R. (1995). The need 
to belong: Desire for interpersonal attachments 
as a fundamental human motivation. Psycho-
logical Bulletin, 117, 497-529.

Buijs, Jan A. (1986) Innovatie en Interventie, 
Kluwer, Deventer (NL).

Crowe, T. K., VanLeit, B., Berghmans, K. K., & 
Mann, P. (1997). Role perceptions of
mothers with young children: The impact of a 
child’s disability. American
Journal of Occupational Therapy, 51, 651-661.

Deci, E.L.; Ryan, R.M. (2000). The “what” and 
“why” of goal pursuits: Human needs and the 
self-determination of behaviour. Psychol. Inq. 
2000, 11, 227–268. (p. 229).

Deci, E. L., & Vansteenkiste, M. (2004). Self-de-
termination theory and basic need satisfaction: 

Nadella, S., (2017). The moment that forev-
er changed our lives. Retrieved from: https://
www.linkedin.com/pulse/moment-forev-
er-changed-our-lives-satya-nadella/

Okma, K. (2016). Dit artikel is verschenen in 
Vakblad Vroeg (juni) nr. 2, Retrieved from: 
www.vakbladvroeg.nl https://www.ouderscen-
traal.nl/wp-content/uploads/2017/03/VROEG-
juni-2016-pag-10-11-12.pdf

Park, C. (1982). The siege: The first eight years 
of an autistic child and an epilogue,
fifteen years later. Boston, MA: Little, Brown.

Pelchat, D., Bisson, J., Ricard, N., Perreault, M., 
& Brouchard, J. M. (1999).
Longitudinal effects of an early intervention 
program on adaptation of parents of
children with a disability. International Journal 
of Nursing Studies, 36, 465-77.

Pinhorn, L. (2018). Raising Exceptional Fami-
lies with Special Needs Children. The Gottman 
Insitute. Retrieved from: https://www.gottman.
com/author/lisa-pinhorn-m-ed/

Pronk, I. (2014). Zorgkind is vaak meer 
dan ouders kunnen verdragen. Trouw. 
Retrieved from: https://www.trouw.nl/
nieuws/zorgkind-is-vaak-meer-dan-oud-
ers-kunnen-verdragen~b68527d5/?refer-
er=https%3A%2F%2Fwww.google.com%2F 
Includes quotes okma: (Okma, 2014)

Przybylski, A., Rigby, S., and Ryan, R. (2010). 
A motivational model of video game engage-
ment. Review of general psychology, 14(2), 
154-166. 

Ribelles Armell, M. (2020). Future Journeys: A 
tool for parents of children with special needs 
to expand their perspective on future thinking. 
(Master thesis, Delft University of Technology, 
Delft, the Netherlands). Retrieved from: http://
resolver.tudelft.nl.tudelft.idm.oclc.org/uuid:cc-
ce052b-9440-45b5-abf4-36f89c049e43

Roosmalen, T. (2019). Levend-verlies podcast. 
Episode 7: Tanja van Roosmalen deel 1 – juli 
2019. Retrieved from: https://levend-verlies.
nl/2019/07/24/1910/

Ryan, R., and Deci, E.(2000). Self-determina-

(2008 ed.). Amsterdam: Amsterdam University 
Press.

Hunicke, R., LeBlanc, M., & Zubek, R. (2004). 
MDA: A formal approach to game design and 
game research. In Proceedings of the AAAI 
Workshop on Challenges in Game AI (pp. 1-5). 
AAAI Press San Jose, CA. 

Iribarren, J., Prolo, P., Neagos, N., & Chiappelli, 
F. (2005). Post-traumatic stress disorder: evi-
dence-based research for the third millennium. 
Evidence-based complementary and alterna-
tive medicine : eCAM, 2(4), 503–512. https://
doi.org/10.1093/ecam/neh127

Juul, J. (2005). Half-Real: Video games be-
tween real rules and fictional worlds. MIT 
Press, Cambridge.

Keirse, M. (2019). Afl 1 Manu Keirse. Podcast-
serie levend-verlies. Retrieved from https://
levend-verlies.nl/2019/01/22/podcast-manu-
keirse/

Lawrence, L. P., “Through My Mother’s Eyes: 
The Lifelong Journey of Raising Children with 
and Without Disabilities” (2011). Electronic 
Theses and Dissertations. 855.

Magenta. (n.d.). retrieved from: https://www.
kuleuven.be/mecenaat/fondsen/psych_ped/
magenta-fonds

Manenschijn, J., Oude Veldhuis, S. (2020) Se-
rious games explained podcast. level 1.3. Re-
trieved from: https://www.radioviainternet.nl/
podcasts/serious-games-explained-podcast

McGill Smith, P. (2003). You are not alone: For 
parents when they learn their child has a disa-
bility. News Digest, National Information Center 
for Children and Youth withDisabilities, 20, 2-6.

Morse, J. M. (2006). Diagramming Qual-
itative Theories. Qualitative Health Re-
search, 16(9), 1163–1164. https://doi.
org/10.1177/1049732306294011

Nadella, A. (2017). Raising a Child With Special 
Needs Has Taught Me True Kindness. Retrieved 
from: https://www.goodhousekeeping.com/
life/parenting/a46223/anu-nadella-essay/



9494

struggle with being a special need parent? Face-
book: Special Needs Parents Support & Dis-
cussion Group. Retrieved from: https://www.
facebook.com/groups/1855573214536750/
permalink/3331282070299183

Vegt, N. (2018). Teamwork Gamification: A 
designer’s perspective. (Doctoral dissertation, 
Delft University of Technology, Delft, the Neth-
erlands). doi: 10.4233/uuid:743c88e9c74c-
4cbc-baad-adc336fc9cc8

Verdonk, M. (2018). Ouders verleggen hun 
grenzen. Magazine Kinderverpleegkunde. 
24ejaargang augustus 2018. Retrieved from: 
https://www.minkeverdonk.nl/?p=350

Gezondeboel. (2020). Mantelzorg. Retrieved 
from: https://mijn.gezondeboel.nl/session/be-
handeling/step/video/8491/

Vish, V., Vegt, N., Anderiesen, H., van der Kooij, 
K. (2013). Persuasive Game Design: A model 
and its definitions.

Wiebes, W., Arena, P. (2020). Typisch voor een 
burnout is juist dat je het zal ontkennen. mt/
sprout. Retrieved from: 
https://mtsprout.nl/work-life/typisch-voor-een-
burnout-is-juist-dat-iemand-het-zal-ontkennen

Zembla. (2020). Zorgen voor Indy. BNNVARA 
NPO2. Retrieved from https://www.npostart.
nl/zembla/17-09-2020/BV_101401013) 

Images
https://www.ontzorghuis.nl/over-ons

h t t p s : // w w w . a c c e l . o r g / b l o g / s p e -
cial-needs-parents-isolation/

h t t p s : // w w w . g e t t y i m a g e s . n l / d e -
t a i l / i l l u s t r a t i e / b u s i n e s s m a n - b r e a k -
ing-maze-by-a-lawn-mower-royalty-free-illus-
traties/494328321?uiloc=thumbnail_similar_
images_adp

h t t p s : // s c o t t s d a l e . m o m c o l l e c t i v e .
com/2012/09/10/secure-your-own-oxy-
gen-mask-before-assisting-others/

tion theory and the facilitation of intrinsic mo-
tivation, social developments, and well-being. 
American Psychologist, 55(1), 68-78. 

Salen, K., & Zimmerman, E. (2004). Rules of 
play: Game design fundamentals. Massachu-
setts: MIT Press.

Sanders, E. B.-N., & Stappers, P. J. (2012). Con-
vivial design toolbox: Generative research for 
the front end of design. 155-156.

Seligman, M., & Darling, R. B. (2007). Ordinary 
families, special children. 3rd ed. 
New York: The Guilford Press.

Schot, M., Desmet, P. M., van Dijk, M., & 
Schoone-Harmsen, M. (2009, October). Design 
for happiness; a telehomecare product case. 
In Proceedings of the 4th International confer-
ence on Designing Pleasurable Products and 
Interfaces.

Simeonsson, R. J., & McHale, S. M. (1981). 
Research on handicapped children: Sibling re-
lationships. Child: Care, Health and Develop-
ment, 7, 153-171.

Sleeswijk Visser, F., Stappers, P. J., van der 
Lugt, R., Sanders, E.B.N. (2005). Contextmap-
ping: experiences from practice, CoDesign, 1:2, 
119-149, DOI: 10.1080/15710880500135987

Siriaraya, P., Visch, V., Vermeeren, A., & Bas, M. 
(2018). A Cookbook method for Persuasive 
Game Design. International Journal of Serious 
Games, 5(1). http://dx.doi.org/10.17083/ijsg.
v5i1.159.

Tay, L.; Diener, E. Needs and subjective well-be-
ing around the world. J. Pers. Soc. Psychol. 
2011, 101, 354–365.

Vriendin. (2020). Marieke: ‘Ik hou van hem, 
maar een gehandicapt kind is geen cadeautje’. 
Retrieved from: https://www.vriendin.nl/per-
soonlijke-verhalen/marieke-gehandicapt-kind/

u.a. (2020). Understanding the stress re-
sponse. Harvard Health Publishing. https://
www.health.harvard.edu/staying-healthy/un-
derstanding-the-stress-response

Various parents. (2020). What’s one thing you 


	1. Introduction
	1.1 The scope and Ontzorghuis as company
	1.2 Approach

	2. Parents with 
	Children with 
	Special Needs
	2.1 Approach
	2.2 Literature Study CSN Parents
	2.3 Field Research CSN Parents
	2.4 Conclusion CSN Parents

	3. Serious Gaming
	3.1 Approach
	3.2 Literature Research Serious Gaming
	3.3 Field Research Serious 
	Gaming
	3.4 Conclusion Serious Gaming

	4. Design Brief
	4.1 Userworld and Transfer 
	effects
	4.2 Interaction Vision
	4.3 Design Objectives

	5. Ideation
	5.1 Approach
	5.2 Research Possible Platforms for serious games
	5.3 Brainstorm Sessions and 
	initial Concepts ideas

	6. Concepts
	6.1 Final Concepts
	6.2 Concept Testing
	6.3 Evaluation and Final Concept

	7. Iteration cycles
	7.1 Iteration cycle 1
	7.2 Iteration cycle 2
	7.3 Iteration cycle 3
	7.4 Final Test

	8. Evaluation and
	Final Design
	8.1 Evaluation
	8.2 Final Design Proposal and Recommendations

	9. Conclusion and personal reflection
	9.1 Conclusion
	9.2 Personal Reflection

	10. References

