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Agenda
Topic Speaker(s) Time (mins)

Welcome and Introductions Deepa Risal Pokharel, Surangani 
Abeyesekera, UNICEF HQ, Demand for 
Immunisation

5

Keynote: The Science of Gamification in Demand Generation

    Exploring gamification principles for behavior change and digital     
tools for tackling vaccine misinformation using Cranky Uncle as 
example

John Cook, University of Melbourne 15

Case Study: Go Viral т Building Misinformation Resilience

Insights  from  ìc§ќƚ gamified  public  health  intervention

Brian YAU, WHO 15

Case Study: Gamification  to Increase Discernment

      Country -level example of gamification in action, including the 
role of boosters and feedback

Jon Roozenbeek, University of Cambridge 15

Case Study: Fundoo Modules on EPI, Mpox, and HPV 

Using gamified microlearning for vaccine demand in low -
bandwidth contexts

Anurati Srivastva, 

Oumayma Raimi, 

UNICEF

15

Discussion All 20
Closing Surangani Abeyesekera 5



Demand Hub structure and sub -groups 

Å Demand Hub Steering Committee
ÅManagement, coordination, strategy, planning
ÅMeets monthly
Å Face to Face once a year

Å Demand Hub workstreams 
Å 5 workstreams
Å Core and implementing partners 
Å Hub bi-monthly meeting

Å Demand Hub expanded partner network/community of practice
Å Engagement and technical updates
ÅMeets quarterly in a year

Hub workstreams:

- Behavioural and 
social drivers (data)

- Digital information 
environment

- Behavioural insights 
interventions

- Service experience

- Community 
engagement
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Technical Updates: Technical clinic on Behavioral Interventions (>80 participants, 19 organizations, 4 regions); 
Two technical clinics on HPV vaccine (>200 participants) and 20 organizations; 

Guidance and Tools: Behavioral interventions evaluation guide, expansion of Cranky Uncle and case 
study, and the adaptation of BeSD tools for other vaccine introductions (HPV, Malaria, influenza); 
operational guidance for C-19 integration into RI and PHC development and revision of global tools

Demand Hub Working Group: Gavi 6.0 Demand Sub-strategy Consultation with global, regional and 
country level partners 

Regular DH Meetings: Steering Committee meetings and workstream meetings with technical partners 



Keynote: The Science of Gamification in Demand Generation

John Cook
University of Melbourne
 



Cranky Uncle 
Vaccine
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INOCULATION THEORY 

Warning 
of threat

Counter -
arguments+



A free digital game that teaches you how to 
spot misinformation tricks that you might 
see on social media or hear from a friend or 
family member (especially a cranky uncle).
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Explanations of misinformation techniques



Quiz questions (practise critical thinking) 



Kenya co-design workshop July 2022





Completed character sets

иШEċƚƣШ ŉƖŔĦċШыÖŊċŰĬċЯШÅƽċŰĬċЯШuĲŰǃċь

иTanzania

иGhana

иШÂċťŔƚƣċŰ

иШxċƣŔŰШ ůĲƖŔĦċ

иSouth-east Asia

иШEƨƖŸƓĲ

иШ]ũŸĤċũ

ÖƓĦŸůŔŰŊШĦőċƖċĦƣĲƖШƚĲƣƚ



sks.to/ghanapilot
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sks.to/kenyapilot



sks.to/rwandapilot



Cranky Uncle Vaccine available in:

иШÉůċƖƣƓőŸŰĲШċƓƓШыŔÂőŸŰĲШċŰĬШ ŰĬƖŸŔĬь
иBrowser (vaccine.crankyuncle.app)
иInternet of Good Things (IoGT)
иШ9őċƣĤŸƣ
иInteractive Voice Recognition (IVR)
иШ[ũċƚőШĦċƖĬƚ
иШ[ċĦŔũŔƣċƣŔŸŰШŊƨŔĬĲ



иInternet of Good Things (IoGT)



ĦƖċŰťǃƨŰĦũĲƻċĦĦŔŰĲЮŸƖŊ



sks.to/iogt



Email    jocook@unimelb.edu.au

Bluesky    @johnfocook.bsky.social

Co-design study  http:// sks.to/codesign

Kenya/Uganda pilot http:// sks.to/kenyapilot

Ghana pilot     http:// sks.to/ghanapilot

Rwanda pilot     http:// sks.to/rwandapilot

Cranky Uncle Vaccine http:// crankyunclevaccine.org



Case Study I : Go Viral ς Building Misinformation Resilience

Brian Yau
  WHO Geneva HQ
 



!GEEMFALQ .JGL=;LAGF 9F< 0=KADA=F;= 3FAL Ӧ!.0ӧ

"=H9JLE=FL G> &=9DL@ #E=J?=F;Q !GJ= !9H9:ADALA=K Ӧ#!!ӧ
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Serious game intervention
based on the theories of behavior change to 
build resilience against health misinformation 
9F< :GGKL 9 MK=JӐK 9:ADALQ LG =F?9?= AF GH=FӅ FGF-
polarizing conversations with close connections 

Brian Yau | Technical Officer - Hive Team
Community Protection and Resilience Unit (CPR)
Department of Health Emergency Core Capabilities (ECC)



Community Protection and Resilience Unit (CPR)

Department of Health Emergency Core Capabilities (ECC)
Health Emergency Preparedness & Response Programme (WHE)ΜΞΡШ

The Good Talk!

Gain Trust

Offer Support

Open Up

DƻƴΩǘ ōŜ ǎŀŘ ƛǘ ƛŦ ŘƻŜǎƴΩǘ ǿƻǊƪ ƻǳǘ



!GEEMFALQ .JGL=;LAGF 9F< 0=KADA=F;= 3FAL Ӧ!.0ӧ

"=H9JLE=FL G> &=9DL@ #E=J?=F;Q !GJ= !9H9:ADALA=K Ӧ#!!ӧ
&=9DL@ #E=J?=F;Q .J=H9J=<F=KK ҍ 0=KHGFK= .JG?J9EE= Ӧ5&#ӧ026 

A partnership between three WHO 
departments :

Digital Health & Innovation

Regulation and Prequalification 

Epidemic and Pandemic Preparedness and Prevention 

A Tripartite Collaboration

Pharmacovigilance

LƴŦƻŘŜƳƛŎ aŀƴŀƎŜƳŜƴǘ

Be He@lthy, Be Mobile 



Community Protection and Resilience Unit (CPR)

Department of Health Emergency Core Capabilities (ECC)
Health Emergency Preparedness & Response Programme (WHE)027 

Prebunking interventions т correcting misperceptions through factchecking and 
evidence 

Different approaches to promote information learning

1. Lewandowsky S. et al. The debunking handbook 2020. 2020.
2. World Health Organization. Covid-19 mythbusters. World Health Organization. Retrieved December 12, 2022, 

https://www.who.int/emergencies/diseases/novel-coronavirus-2019/advice-for-public/myth -busters#virus 

1. Optimised debunking strategies ΞЮШŰƣŔĤŔŸƣŔĦƚШ9   §ÑШƓƖĲƻĲŰƣШŸƖШƣƖĲċƣШ9§éf?рΝΦ



Community Protection and Resilience Unit (CPR)

Department of Health Emergency Core Capabilities (ECC)
Health Emergency Preparedness & Response Programme (WHE)028 

fŰŸĦƨũċƣŔŸŰШÑőĲŸƖǃШċŰĬШљPrebunkingњШ- preventing misinformation from influencing 
people

Different approaches to promote information learning

3. Basol M, Roozenbeek J, van der Linden S. Good News about Bad News: Gamified Inoculation Boosts 
Confidence and Cognitive Immunity Against Fake News. J Cogn. 2020 Jan 10;3(1):2. doi: 10.5334/joc.913: Bad News game (www.getbadnews.com)

4: Go Viral! (https://www.cam.ac.uk/stories/goviral )

http://www.getbadnews.com/
https://www.cam.ac.uk/stories/goviral


Community Protection and Resilience Unit (CPR)

Department of Health Emergency Core Capabilities (ECC)
Health Emergency Preparedness & Response Programme (WHE)029 

Changing behaviours, an audience-centered approach

Credit: Baltimore City Health Department



Community Protection and Resilience Unit (CPR)

Department of Health Emergency Core Capabilities (ECC)
Health Emergency Preparedness & Response Programme (WHE)030 

People who will play the game vs People we hope to reach

+

Credit: Yau



Community Protection and Resilience Unit (CPR)

Department of Health Emergency Core Capabilities (ECC)
Health Emergency Preparedness & Response Programme (WHE)031 

Social inoculation intervention ï Theory of Change



Community Protection and Resilience Unit (CPR)

Department of Health Emergency Core Capabilities (ECC)
Health Emergency Preparedness & Response Programme (WHE)032 

The Good Talk!



Community Protection and Resilience Unit (CPR)

Department of Health Emergency Core Capabilities (ECC)
Health Emergency Preparedness & Response Programme (WHE)033 

The Good Talk! at the SBCC

Credit: WHO/SBCC



Community Protection and Resilience Unit (CPR)

Department of Health Emergency Core Capabilities (ECC)
Health Emergency Preparedness & Response Programme (WHE)034 

Let the game begin!

You are hosting an event 

Birthday party

5ƛƴƴŜǊ

Housewarming

Dance party!



Community Protection and Resilience Unit (CPR)

Department of Health Emergency Core Capabilities (ECC)
Health Emergency Preparedness & Response Programme (WHE)035 

The Good Talk!

So, I'd love for you to join the event I'm 
organising, but just wanted to let you know 
that I've asked everyone (vaccinated and 
non-vaccinated) to take a COVID test before 
coming.

... Seriously? That seems like a bit of an 
overreaction don't you think?



Community Protection and Resilience Unit (CPR)

Department of Health Emergency Core Capabilities (ECC)
Health Emergency Preparedness & Response Programme (WHE)036 

Iƻǿ ǿƛƭƭ ȅƻǳ ǊŜǎǇƻƴŘΥ

Not really! COVID cases are rising 

Excuse me? I am just trying to keep everyone safe

Oh, why do you think it's an overreaction?

The Good Talk!



Community Protection and Resilience Unit (CPR)

Department of Health Emergency Core Capabilities (ECC)
Health Emergency Preparedness & Response Programme (WHE)037 

The Good Talk!

§őЯШƽőǃШĬŸШǃŸƨШƣőŔŰťШŔƣѣƚШċŰШŸƻĲƖƖĲċĦƣŔŸŰе

Do we really have to talk about all of 
this?

Yes please!

If you want to come, we do 



Community Protection and Resilience Unit (CPR)

Department of Health Emergency Core Capabilities (ECC)
Health Emergency Preparedness & Response Programme (WHE)038 

The Good Talk!

Yes please!

[ŔƖƚƣШŸŉШċũũЯШ9§éf?ШŔƚШƚŸůĲƣőŔŰŊШĦƖĲċƣĲĬШ
ƣŸШťĲĲƓШƣőĲШůċƚƚĲƚШĬŸƽŰЮШ7ƨƣЯШŔŉШǃŸƨШ
ĤĲũŔĲƻĲШŔŰШŔƣЯШƽőǃШĬŸШƓĲŸƓũĲШƽőŸШċƖĲШ
ƻċĦĦŔŰċƣĲĬШŰĲĲĬШƣŸШƣċťĲШƣĲƚƣƚШċŰǃƽċǃе

Created?! Ex-cuuuse me? When did you get a degree in viruses?

The numbers speak for themselves... Also created? Read the news!

Can you tell me more, what exactly do you mean?



Community Protection and Resilience Unit (CPR)

Department of Health Emergency Core Capabilities (ECC)
Health Emergency Preparedness & Response Programme (WHE)039 

The Good Talk!

ÅOnline Game т With research evaluation
ÅLow Bandwidth Deployment Package - 

content, logic, graphic assets that can be 
adapted, with deployment and adaptation 
instructions 
ÅProtocol for how to evaluate the intervention 

- for example if the country deploys it on 
school aged kids, teens, or on 
communication channels with diverse 
demographics of users



Community Protection and Resilience Unit (CPR)

Department of Health Emergency Core Capabilities (ECC)
Health Emergency Preparedness & Response Programme (WHE)040 

Keep it simple



Case Study II : Gamification to Increase Discernment

Jon Roozenbeek 
  University of Cambridge
 



BEST PRACTICES FOR 
MISINFORMATION 
INTERVENTIONS

Dr Jon Roozenbeek
Lecturer in Psychology and Security
kĮňĤʀŬ :ōŁŁĎĤĎ lōňĊōň ʲ ¾ňĮƐĎũŬĮŲƗ ōģ :ëŇăũĮĊĤĎ



Individual-Level

Debunking
Å Fact-checking and 

corrections
Å Automated fact-checking

Nudging
Å Accuracy 

nudges/prompts
Å Social-norms nudges

9ōōŬŲĮňĤ
Å ¯ũĎăŵňĿĮňĤɡ ĮňōĄŵŁëŲĮōň
Å @ĮĤĮŲëŁ ŁĮŲĎũëĄƗ

System-Level

(Geo)politics
Å Reducing polarisation
Å !ĪĎŇɡ ɽĊĮŬĄōŵũëĤĮňĤɾ  

bad actors

Algorithms
Å Transparency and 

accountability measures

Business Models
Å Addressing ad-tech 
Å Supporting reliable 

news media

Legislation
Å Combatting online harms
Å Regulating tech platforms

Labelling
Å Source labels
Å Content warnings

Roozenbeek, Culloty, & Suiter (2023); Roozenbeek, Remshard, & Kyrychenko (2024) 

@Rm2dz2Rm@WRh



ņ@RW*qK m@WRŇŐ< Q2h

Bad News
www.getbadnews.com

Harmony Square
www.harmonysquare.game

Go Viral!
www.goviralgame.com

Cat Park
www.catpark.game

Roozenbeek & van der Linden (2019)



Roozenbeek et al. (2022); Biddlestone et al. (2025)



) .Őz ||
Following up on this work, we created Bad Vaxx, a 10-
minute game about vaccine misinformation.

Over the course of four levels you learn about 1) 
emotional storytelling, 2) fake 
expertise/pseudoscience, 3) the naturalistic fallacy, 
and 4) conspiracy theories about vaccines. 

We created two versions: one where you play as an 
evil manipulator, and one where you fight vaccine 
misinformation yourself.

Across a series of studies, we showed that both 
versions improve discernment and manipulation 
technique recognition. 

[ōƑĎƐĎũɡ ƑĎ ëŁŬō ģĮňĊ ŲĪëŲ ŲĪĎ ɽĤōōĊ ĤŵƗɾ ƐĎũŬĮōň 
works better !

Appel et al. (under review)



EFFICACY
Rakoen Maertens (Oxford) has run a series of 
studies into the longitudinal effects of inoculation 
games and other interventions.

[Ď ģōŵňĊ ŲĪëŲ ƑĮŲĪ ũĎĤŵŁëũ ɽăōōŬŲĎũ ŬĪōŲŬɾɡ ŲĪĎ 
effect of the interventions can last from weeks to 
months.

However, these boosters are difficult to administer! 

Some requirements: 1) entertaining, 2) reinforce 
the lessons learned in the original intervention , 
and 3) not exactly the same as the original! 
(otherwise it gets boring).

Maertens et al. (2021; 2025)



FEEDBACK
Another highly critical component of interventions 
is feedback: intervention participants must be 
given the opportunity to practice what they learned 
in a task.

Doing so substantially boosts longevity as well as 
outcome measure performance.

We implemented such a task in all our games now 
(see image).

lĎĊĎũ ĎŲ ëŁɠ ɯȩȧȩȫɰ


