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- 1 before playing the game
- 1 several months afterwards
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Conceptualisation

To answer our research questions, we
combine empowerment theory and the
value-belief-norm theory.

a) Value-belief-norm theory:

Values, beliefs and norms influence our
Values are relatively stable, but

believes may change and consequently, our

behaviour.

b) Empowerment theory:

People that believe they are empowered have

intrinsic motivation and more confidence in
embracing tasks. This motivational

empowerment is considered to be positively

related to outcome empowerment, or
change.

Purpose
We aim to measure
1) How playing the game contributes to

empowerment and long-term behavioural

change in energy use.

2) Whether EU energy legislation is successfu
in empowering households in the energy

transition.

Referen

We take 2 surveys:
o Login
In the dynamic prototype you log in directly. In the real app,
you'll get the code via email
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ABOUT THE PROJECT

Development of a serious game about energy
consumption for households.

- Track energy consumption of households.

- Provide energy forecasts
Play ‘missions’ that need to be executed in real-life.
Change energy consumption in the household
And learn about energy consumption change through
real-time feedback and educative missions
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EU ENERGY LEGISLATION

EU empowerment measures

« Saving energy

« Dynamic pricing contract
Self-generation, consumption and
sale of energy

« Adjusting consumption in time

IF people do not feel empowered by
measures, THEN changes in legislation?
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Project timeline
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« Start of project;
* Privacy scan;

 List of legal obstacles to energy
transition.
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« Plans and needs for psychological
and legal deliverables;

« Design of draft survey;
* Development of conceptual model.
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« Prototype of game application;
 Finalisation of survey;
 Finalisation of conceptual model;
« Test survey;

 Selection of control group.
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behavior)
 Finalisation of serious game;
* Pre-intervention survey;

« Nationwide pilot of the game;
» Post-intervention survey;

« Start draft article.
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