
General rights 
It is not permitted to download or to forward/distribute the text or part of it without the consent of the author(s) 
and/or copyright holder(s), other than for strictly personal, individual use, unless the work is under an open 
content license (like Creative Commons). 

Disclaimer/Complaints regulations 
If you believe that digital publication of certain material infringes any of your rights or (privacy) interests, 
please let the Library know, stating your reasons. In case of a legitimate complaint, the Library will make the 
material inaccessible and/or remove it from the website. Please contact the library: 
https://www.amsterdamuas.com/library/contact/questions, or send a letter to: University Library (Library of the 
University of Amsterdam and Amsterdam University of Applied Sciences), Secretariat, Singel 425, 1012 WP 
Amsterdam, The Netherlands. You will be contacted as soon as possible. 

SUBMERGED
how the story of Amsterdam’s destruction brings us to research insights

Author(s)
Korte, Genevieve A.; Ferri, Gabriele; Schouten, Ben A.M.
DOI
10.13140/RG.2.2.26426.70081
Publication date
2017
Document Version
Author accepted manuscript (AAM)

Link to publication

Citation for published version (APA):
Korte, G. A., Ferri, G., & Schouten, B. A. M. (2017). SUBMERGED:
how the story of Amsterdam’s destruction brings us to research
insights. 1-1. Poster session presented at ISAGA 2017, Delft,
Netherlands. https://doi.org/10.13140/RG.2.2.26426.70081

Download date:23 May 2023

https://doi.org/10.13140/RG.2.2.26426.70081
https://research.hva.nl/en/publications/6e26b753-941d-4666-aaaf-bf5796215776
https://doi.org/10.13140/RG.2.2.26426.70081


See discussions, stats, and author profiles for this publication at: https://www.researchgate.net/publication/318470625

SUBMERGED. How the story of Amsterdam’s destruction brings us to research

insights.

Poster · July 2017

DOI: 10.13140/RG.2.2.26426.70081

CITATIONS

0
READS

28

3 authors:

Some of the authors of this publication are also working on these related projects:

Acceptance and Effectiveness of Telecare Services View project

G.A.M.E. Games Autonomy Motivation & Education View project

Genèviéve Korte

Amsterdam University of Applied Sciences/Centre for Applied Research on Educat…

4 PUBLICATIONS   0 CITATIONS   

SEE PROFILE

Gabriele Ferri

Amsterdam University of Applied Sciences

61 PUBLICATIONS   129 CITATIONS   

SEE PROFILE

Ben Schouten

Technische Universiteit Eindhoven

93 PUBLICATIONS   463 CITATIONS   

SEE PROFILE

All content following this page was uploaded by Gabriele Ferri on 17 July 2017.

The user has requested enhancement of the downloaded file.

https://www.researchgate.net/publication/318470625_SUBMERGED_How_the_story_of_Amsterdam%27s_destruction_brings_us_to_research_insights?enrichId=rgreq-03ae3fca361d86bb7172dd56ace1cc15-XXX&enrichSource=Y292ZXJQYWdlOzMxODQ3MDYyNTtBUzo1MTcxNzA0NTc0NDg0NDhAMTUwMDMxNDQ1MzkwOA%3D%3D&el=1_x_2&_esc=publicationCoverPdf
https://www.researchgate.net/publication/318470625_SUBMERGED_How_the_story_of_Amsterdam%27s_destruction_brings_us_to_research_insights?enrichId=rgreq-03ae3fca361d86bb7172dd56ace1cc15-XXX&enrichSource=Y292ZXJQYWdlOzMxODQ3MDYyNTtBUzo1MTcxNzA0NTc0NDg0NDhAMTUwMDMxNDQ1MzkwOA%3D%3D&el=1_x_3&_esc=publicationCoverPdf
https://www.researchgate.net/project/Acceptance-and-Effectiveness-of-Telecare-Services?enrichId=rgreq-03ae3fca361d86bb7172dd56ace1cc15-XXX&enrichSource=Y292ZXJQYWdlOzMxODQ3MDYyNTtBUzo1MTcxNzA0NTc0NDg0NDhAMTUwMDMxNDQ1MzkwOA%3D%3D&el=1_x_9&_esc=publicationCoverPdf
https://www.researchgate.net/project/GAME-Games-Autonomy-Motivation-Education?enrichId=rgreq-03ae3fca361d86bb7172dd56ace1cc15-XXX&enrichSource=Y292ZXJQYWdlOzMxODQ3MDYyNTtBUzo1MTcxNzA0NTc0NDg0NDhAMTUwMDMxNDQ1MzkwOA%3D%3D&el=1_x_9&_esc=publicationCoverPdf
https://www.researchgate.net/?enrichId=rgreq-03ae3fca361d86bb7172dd56ace1cc15-XXX&enrichSource=Y292ZXJQYWdlOzMxODQ3MDYyNTtBUzo1MTcxNzA0NTc0NDg0NDhAMTUwMDMxNDQ1MzkwOA%3D%3D&el=1_x_1&_esc=publicationCoverPdf
https://www.researchgate.net/profile/Genevieve_Korte?enrichId=rgreq-03ae3fca361d86bb7172dd56ace1cc15-XXX&enrichSource=Y292ZXJQYWdlOzMxODQ3MDYyNTtBUzo1MTcxNzA0NTc0NDg0NDhAMTUwMDMxNDQ1MzkwOA%3D%3D&el=1_x_4&_esc=publicationCoverPdf
https://www.researchgate.net/profile/Genevieve_Korte?enrichId=rgreq-03ae3fca361d86bb7172dd56ace1cc15-XXX&enrichSource=Y292ZXJQYWdlOzMxODQ3MDYyNTtBUzo1MTcxNzA0NTc0NDg0NDhAMTUwMDMxNDQ1MzkwOA%3D%3D&el=1_x_5&_esc=publicationCoverPdf
https://www.researchgate.net/institution/Amsterdam_University_of_Applied_Sciences_Centre_for_Applied_Research_on_Education?enrichId=rgreq-03ae3fca361d86bb7172dd56ace1cc15-XXX&enrichSource=Y292ZXJQYWdlOzMxODQ3MDYyNTtBUzo1MTcxNzA0NTc0NDg0NDhAMTUwMDMxNDQ1MzkwOA%3D%3D&el=1_x_6&_esc=publicationCoverPdf
https://www.researchgate.net/profile/Genevieve_Korte?enrichId=rgreq-03ae3fca361d86bb7172dd56ace1cc15-XXX&enrichSource=Y292ZXJQYWdlOzMxODQ3MDYyNTtBUzo1MTcxNzA0NTc0NDg0NDhAMTUwMDMxNDQ1MzkwOA%3D%3D&el=1_x_7&_esc=publicationCoverPdf
https://www.researchgate.net/profile/Gabriele_Ferri2?enrichId=rgreq-03ae3fca361d86bb7172dd56ace1cc15-XXX&enrichSource=Y292ZXJQYWdlOzMxODQ3MDYyNTtBUzo1MTcxNzA0NTc0NDg0NDhAMTUwMDMxNDQ1MzkwOA%3D%3D&el=1_x_4&_esc=publicationCoverPdf
https://www.researchgate.net/profile/Gabriele_Ferri2?enrichId=rgreq-03ae3fca361d86bb7172dd56ace1cc15-XXX&enrichSource=Y292ZXJQYWdlOzMxODQ3MDYyNTtBUzo1MTcxNzA0NTc0NDg0NDhAMTUwMDMxNDQ1MzkwOA%3D%3D&el=1_x_5&_esc=publicationCoverPdf
https://www.researchgate.net/profile/Gabriele_Ferri2?enrichId=rgreq-03ae3fca361d86bb7172dd56ace1cc15-XXX&enrichSource=Y292ZXJQYWdlOzMxODQ3MDYyNTtBUzo1MTcxNzA0NTc0NDg0NDhAMTUwMDMxNDQ1MzkwOA%3D%3D&el=1_x_7&_esc=publicationCoverPdf
https://www.researchgate.net/profile/Ben_Schouten?enrichId=rgreq-03ae3fca361d86bb7172dd56ace1cc15-XXX&enrichSource=Y292ZXJQYWdlOzMxODQ3MDYyNTtBUzo1MTcxNzA0NTc0NDg0NDhAMTUwMDMxNDQ1MzkwOA%3D%3D&el=1_x_4&_esc=publicationCoverPdf
https://www.researchgate.net/profile/Ben_Schouten?enrichId=rgreq-03ae3fca361d86bb7172dd56ace1cc15-XXX&enrichSource=Y292ZXJQYWdlOzMxODQ3MDYyNTtBUzo1MTcxNzA0NTc0NDg0NDhAMTUwMDMxNDQ1MzkwOA%3D%3D&el=1_x_5&_esc=publicationCoverPdf
https://www.researchgate.net/institution/Technische_Universiteit_Eindhoven?enrichId=rgreq-03ae3fca361d86bb7172dd56ace1cc15-XXX&enrichSource=Y292ZXJQYWdlOzMxODQ3MDYyNTtBUzo1MTcxNzA0NTc0NDg0NDhAMTUwMDMxNDQ1MzkwOA%3D%3D&el=1_x_6&_esc=publicationCoverPdf
https://www.researchgate.net/profile/Ben_Schouten?enrichId=rgreq-03ae3fca361d86bb7172dd56ace1cc15-XXX&enrichSource=Y292ZXJQYWdlOzMxODQ3MDYyNTtBUzo1MTcxNzA0NTc0NDg0NDhAMTUwMDMxNDQ1MzkwOA%3D%3D&el=1_x_7&_esc=publicationCoverPdf
https://www.researchgate.net/profile/Gabriele_Ferri2?enrichId=rgreq-03ae3fca361d86bb7172dd56ace1cc15-XXX&enrichSource=Y292ZXJQYWdlOzMxODQ3MDYyNTtBUzo1MTcxNzA0NTc0NDg0NDhAMTUwMDMxNDQ1MzkwOA%3D%3D&el=1_x_10&_esc=publicationCoverPdf


SUBMERGED
How the story of Amsterdam’s destruction 

brings us to research insights.

Genèviéve A. Korte (AUSAS) 
genevieve.korte@hva.nl

Gabriele Ferri (AUSAS)
g.ferri@hva.nl

Ben A.M. Schouten (AUSAS & TU/E)
b.a.m.schouten@hva.nl

bschouten@tue.nl

Visit https://submerged2017.wordpress.com for more information and 
downloads of the board game materials.

Presenting SUBMERGED: a cross-media research project focused on using storytelling, geo-location and 
narrative to look into the future of technology of public spaces. The objective of this project is to collect qualitative 
data on how everyday people envision future public spaces. We used a playful approach to gather different data 
with a different approach. 

Our question is: How do everyday people envision the future of public spaces and technology within their 
city? Through an application as well as a board game SUBMERGED generates data about positives and negatives 
when it comes to the future view of the participants. Based on the data that comes from this research we can form 
hypotheses about how designers should look at things like, for example, robots, nostalgia and artificial intelligence. 
SUBMERGED prompts, by using a futuristic narrative focused on the destruction of Amsterdam in the year 2032, the 
participants to speculate about things like public transportation, privacy versus security and smart cities. 

SUBMERGED tells the story of an “underwater Amsterdam” in the year 2032, where inhabitants built 
gigantic domes under the rising sea level. For narrative tension, we introduced two factions (one technology-driven, the 
other somewhat spiritual and fatalistic), cohabiting peacefully until the introduction of time-travel technology. Then, the 
first one aims to change the past to improve the present, while the other believes in faith, learning from mistakes, and 
ultimately not altering history. 

What we learned so far… 
While this research is still in progress we can tease out some 
insights from the qualitative data gathered. We certainly 
acknowledge that this is not a systematic study (yet!), but we 
outline some themes that so far seem particularly significant.

The application allows us to gather data from 
non-typical participants, generally younger, less experienced 
than the usual. Using this playful and physically situated form of 
data-collecting is promising. The interactive narrative and 
characterization of protagonist and antagonist causes 
participants to be immersed in the story. Portraying emotional 
responses to the characters; expressing their desire to help the 
protagonist and even (audibly) insulting the antagonist.

During the board game people expressed their 
experience as “intense but fun” and “after the first round it 
becomes fun”. While our primary goal was to develop games 
that gathered the right kind of data, it seems that – on the side 
– we have found a format that is a pleasant, playful and 
compelling.

“Design fictional” insights
Let us conclude with some fictional elements that recurred across 
different test sessions. Robots or androids were often 
mentioned, and considered to be a positive technology as 
long as they did not become “too human” which ended up in 
assigning more negative emotions to the technology. An 
example, from a participant talking about the ‘perfect 
man-robot’, was: “She made the robot too smart, with too much 
of an own will and he leaves her.” While we set the game in a 
futuristic universe, the players placed retro objects in that 
timeframe but adapted them to fit the science-fiction 
narrative. An air-scooter is an iconic example: players inserted 
a ‘retro’ vehicle to the futuristic narrative and spoke very fondly 
of this. The people versus the government was a particularly 
interesting theme. The playtests took place before both the 
2016 elections in America and the 2017 elections in the 
Netherlands, but showed strong themes about big organizations 
or governments being antagonists in the player-generated 
scenarios. 

(Geo)Location, (Geo)Location
The geolocalized app sends people to predetermined locations 
within Amsterdam, but what happens when people can point 
out places in a city themselves? We played the game with both 
Amsterdam Natives as well as people from other parts of The 
Netherlands and the world. SUBMERGED asks the players to 
describe public places and this leads to participants using 
existing places in Amsterdam in their stories.

Some just mentioned ‘a plaza’ or ‘a park’ but specific places in 
Amsterdam they know or love were mentioned specifically in 
their stories. Dam Square (3) was mentioned most often, 
whether it was the location of a protest of a huge circus was set 
up there, Dam Square was mentioned more than three times by 
different players. 

Other places that were mentioned were the Zoo in Amsterdam 
named Artis (4), the Anne Frank house war memorial (2), the 
most well known Casino in Amsterdam (1), Vondelpark (6) 
and the Amsterdam forest (7). Not surprisingly, the place 
where we organized the sessions, the Amsterdam University of 

Applied Sciences location, was also a stage used for scenes 
written by the players. 

When holding SUBMERGED sessions in other parts of the 
country we change the setting from Amsterdam to the nearest 
large city available. During the sessions maps of the city are 
available and participants carefully pick places and 
neighborhoods for their stories. 

What kind of significance do the choices of the players have 
when it comes to specific locations? 

Early interpretations tell us a lot about the specific places 
people pick for their stories and their opinions or predjudges 
towards certain neighborhoods. Further research into this 
subject is needed, but it is promising.

On the left is a visualization of mentioned  existing places within 
Amsterdam in our sessions. We visualized the most mentioned 
places in the sessions. 

By using a two-sided story no one is right or wrong and SUBMERGED does not indicate a set protagonist or antagonist; 
instead it leaves it up to the player what they think is the best choice of action. Morals are adapted to the viewpoint of 
the player instead of forcing the point of view of the makers onto the participant. This method generates data on what 
a participants sees as an utopia or dystopia. 

Part one of SUBMERGED is a geolocalized Android app, this ‘mobile geolocalized 
storytelling game’ will lead the participants through a story about time-travel. During play the characters lead the 
player to real places in Amsterdam, detected via geolocation. The characters, presenting themselves as characters from 
2032, talk to the player in the year 2017 and ask about the surroundings, how the players envision the future and 
prompt them to record audio and make photographs: this is the primary form of data-collection. 

Part two of SUBMERGED is a board game workshop. Participants become authors of their 
own future (again set in the year 2032) narrative set in the same universe as the application. Early tests conducted with 
undergraduate students suggested that participants were uneasy in a standard workshop setting (perceived as 
“homework” or “exams”), especially when developing speculative ideas. For this, we developed a board game to be 
played during workshop sessions. In chronological order the players write chapters in which they answer questions like 
‘what was the event that submerged Amsterdam’ and ‘Describe a public place in the year 2032’. Every player writes a 
chapter, every round, and at the end of a round vote for the chapter they like the best. This way the game has an 
element of competition in it and we still encourage and motivate players to be creative and innovative.
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