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Peter Stepman

Peter Stepman holds a Masters degree in 
Communication Sciences from UCLA. He is 
currently completing a PhD dissertation on 
virtual communities.

Allerd Peeters

Allerd Peeters is a psychologist (MA Radboud 
University Nijmegen, 1977) and sociologist 
(MA Radboud University Nijmegen, 1978). 
He works as a lecturer and researcher at the 
NHTV since 2006 and at the Erasmus University 
Rotterdam since 2004. He is completing a dis-
sertation on the quality of television programs. 

Dr. Koos Nuijten

Koos Nuijten, has an MA in pedagogy and a PhD 
in communication Studies. He is Senior Lecturer 
and Head of Research at the VR laboratory at the 
Academy for Digital Entertainment. His expertise 
covers media processing theories and research 
linking media form and content to media effects 
(e.g., learning, persuasion). His research interests 
include media and learning, effects of in-game 
product placement, subliminal advertising, and 
behavioral research in virtual settings. He has 
taught communication studies, general research 
methodology, content analysis and media ethics 
at several Dutch Universities and he is member of 
the advisory board for a PSB sponsored project 
on media literacy. 

Dr. Licia Calvi

Licia Calvi, PhD, is a Senior Lecturer at the NHTV. 
She has taught HCI, Hypertext and Hypermedia 
in several European Universities, including 
TC Dublin, TU/Eindhoven and the University 
of Parma. Her research interests include us-
ability and evaluation of e-learning systems (in 
particular) as well as rhetoric and argumentation 
in digital media. She is on the editorial board of 
the International Journal of E-learning, of Social 
and Humanistic Computing and of Technology 
Enhanced Learning.

Carlos Santos

Carlos Santos spent over 6 years working on 
Critical Software development for government 
agencies like the Air Force, the Navy and the 
European Space Agency as well as projects like 
Galileo – the European GPS. His main focus 
is on Interface Design and Augmented Reality 
applications. This was also the specialization of 
his Master of Science. He has published several 
articles in this field.

Robin Potanin

Robin Potanin is a PhD Candidate (Videogame 
Writing) at de University of Adelaide, Australia 
and has a Master of Arts (Creative Writing) of 
that same University. Commercial productions 
in which she was involved are: Charlotte’s Web 
(film) Paramount 2006, Cat (children’s e-book 
and games site), Dukes of Hazzard: Return of 
the General Lee (action adventure PS2 and Xbox 
videogame) Ubisoft 2004, and World of Outlaws 
Sprint Cars (racing PS2 videogame and PC).

Hans de Nie

Hans de Nie holds an MSc in Business 
Economics with a major in Marketing from 
Erasmus University Rotterdam. He is currently 
completing a PhD on branding and business 
models at Nijenrode Business University. In a 
previous career, he worked in marketing for 
the FMCG sector. 

NHTV is currently working on the 
extension of the guest speaker list. 
Check www.nhtv.nl/made for the 
latest line-up

Stefano Gualeni 

Stefano Gualeni holds a Bachelor degree in 
Architecture from the University of Milan,
a Master of Arts from the School of the Arts 
in Utrecht and is currently doing doctoral
research on the metaphysics of game design.
He is designer of various game titles and
teaches game design at NHTV.

Dr. Ken Newman

Ken Newman is Doctor of Philosophy, Griffith 
University, Queensland, (2007), Australia, Master 
of Digital Design, Griffith University, Queensland, 
(2000), Australia and Master of Prof. Ed and T, 
Deakin University, Geelong, (2000), Australia. 
At NHTV, he is the program director of the arts 
and technology stream at the game architec-
ture and design program, and teaches media 
technologies.

Bruce Hancock

Bruce Hancock is a Lecturer in content creation 
at NHTV International University and a consultant 
in Branded Entertainment. He has a Bachelor 
of Science degree from the Australian National 
University and a Master of Fine Arts from Colum-
bia University in New York. He has written and 
produced globally distributed TV drama, feature 
films, online multi-path narratives, television 
commercials and is a published novelist. Most 
recently he has also been conceiving cross-
media branded entertainment campaigns for 
clients such as Disney, Nokia, SonyBMG, Coca 
Cola and McDonalds.

Dr. Olivier Nilsson-Julien 

Dr. Olivier Nilsson-Julien is an award-winning 
screenwriter. He has taught screenwriting, 
media production and theory at Universities in 
Europe and North-America, most recently as 
Senior Lecturer in Film History and Critical Theory 
at The Arts University College at Bournemouth, 
where he led the integration of theory and prac-
tice. His work focuses on the narrative dimension 
of identity and culture. Living in London, Olivier 
is currently completing a literary thriller as well as 
adapting Sarah Moss’ novel Cold Earth. Member 
of the Writers’ Guild of Great Britain. 

Jacco Bikker

Jacco Bikker is a lecturer on the International 
Game Architecture and Design course of the 
NHTV. He is a games developer with 10 years 
of experience on PC and mobile devices. He 
specializes in rendering (software rasterization, 
shaders, ray tracing, visibility algorithms) and 
optimization. He is currently completing a PhD 
on Real Time Ray Tracing. He is also a consultant 
for Intel USA among others.



0101 Practical Details

1. Dutch Government invests in top innovation 
talent in cooperation with NHTV
It has often been argued that one of the routes out of the current 
economic crisis is to identify and foster innovation. In his strategic 
plan for Higher Education, the Minister of Education has there-
fore earmarked budgets for the funding of professional master 
programs in various fields identified by the national “Innovation 
Platform. 
 
NHTV was earmarked by the Minister in the field of media. 
Following this, NHTV developed the Professional Master in Media 
Innovation program in cooperation with companies from the media 
industry and academics from Universities in the Netherlands and 
abroad. 

The program will be taught by (PhD) lecturers from the Academy 
for Digital Entertainment at NHTV, lecturers from partner Universi-
ties in England, Switzerland and the United States, as well as key 
players from the (international) media industry. It is the first and 
only master in media innovation in the Netherlands. Comparable 
courses at foreign Universities usually cost around 50,000 Euros.

2. Direct market connection for promising 
concepts
In order to support students in the marketing of their innova-
tive media products, NHTV has, parallel to the development of 
the Master program, created an incubator called “Innovation 
Industries”. Innovation Industries offers accommodation, advice, 
network, development and is currently setting up an investment 
fund. Of course innovations can also be taken back to your own 
company.

The Innovation Industries management team will contribute directly 
to the Master in Media Innovation program and use its extensive 
industry connections to attract guest lecturers. The “practice 
what you preach” approach of the Professional Master in Media 
Innovation puts graduates right at the heart of the media innovation 
industry. 

3. Limited number of spots available
Considering that the Netherlands is to attract top talent, the master 
program is also open to foreign students. The Master in Media 
Innovation has 60 places: 30 for full-time students and 30 for 
executives. An admissions committee consisting of academics and 
media industry professionals will select candidates on the basis of 
motivation letters, resumes, portfolios and interviews. The selection 
procedure means that you will be part of a select group of top 
students benefiting from each other’s talent.

4. Dutch government grant for all EU students
Thanks to the Dutch government grant, NHTV can offer the master 
programme at a very competitive price: the regular tuition fee is 
€ 1.674 (2010) for students from the Netherlands and the EU. 
The executive path is € 9.995. Both these fees are after deduction 
of a Dutch government grant of € 5.700 per student.

The price for non-EU students (full-time path) is € 8.422.

The professional Master in Media Innovation is the first and only 
master in media management in the Netherlands. Universities 
abroad charge up to € 50,000 for comparable courses.

5. Time table 

DATE SUBJECT

Introduction6 Sep 2010

9, 10, 30 Sep and 1, 2 Oct 2010 Development of Media

28, 29, 30 Oct and 18, 19, 20 Nov 2010 Media Theory

16, 17, 18 Dec 2010 and 13, 14, 15 Jan 2011 System Architecture

31 Jan and 1,  2, 24, 25, 26 Feb 2011 Business Models

17, 18, 19 Mar and 14, 15, 16 Apr 2011 Communication Theory

21 Apr 2011 Social Event

18 Apr - 19 Aug 2011 Graduation Project

22 - 26 Aug 2011 Presentation / Oral Exams

26 Aug 2011 Degree Presentation / Event

FUNDINCUBATOR
MEDIA

INNOVATION 
FUND

INNOVATION
INDUSTRIES

EDUCATION
MASTER

MEDIA INNOVATIONS

(VENTURE C

AP
I T

A
L)



15

6. Literature
Afuah, Allan & Cristopher L. Tucci, (2000). 
Internet Business Models and Strategies. 
Boston: Mc Graw Hill

Amit, Raphael & Christoph Zott (2001). 
“Value Creation in e-business”. 
In Strategic Management Journal 22 p. 493-520.  

Baran, Stanley J. & Dennis K. Davis (2008). 
Mass communication theory: foundations, ferment, and future. 
Belmont, CA: Wadsworth.

Benjamin, Walter (1963). 
Das Kunstwerk im Zeitalter seiner technischen Reproduzierbarkeit. 
Frankfurt am Main: Suhrkamp.

Boehm, Barry & Richard Turner (2003). 
Balancing Agility and Discipline: A Guide for the Perplexed. 
Boston, Ma: Addison Wesley

Bolter, Jay David & Richard Grusin (1999). 
Remediation: understanding new media. 
Cambridge, Ma: The MIT Press.

Bolter, Jay David & Diana Gromala (2003). 
Windows and Mirrors: Interaction Design, Digital Art,  
and the Myth of Transparency. 
Cambridge, Ma: The MIT Press.

Bordwell, David & Kristin Thompson (2001). 
Film Art: an Introduction. 
New York, NY: McGraw-Hill.

Schell, Jesse (2008). 
The Art of Game Design: A book of lenses. 
Burlington, Ma: Morgan Kaufmann.

Bouwknegt, Hans (2009). 
Beyond the Simulacrum: A conceptual Semiotic Approach  
for the Analysis and Design of Digital Media. 
Bayreuth, (Dissertation).

Brighton, Henry & Howard Selina (2008). 
Introducing Artificial Intelligence. 
Thriplow, Ca: Totem Books.

Bryant, Jennings & Mary Beth Oliver (2009). 
Media effects: Advances in theory and research. 
New York: Routledge.

Chesbrough, Henry & R.S. Rosenbaum (2002). 
“The role of the business model in capturing value from innovation: 
evidence from Xerox Corporation’s technology spinoff companies”. 
In Industrial and Corporate Change 11 (3), 529–555.

Csikszentmihaly, Mihalyi (1991). 
Flow: The Psychology of Optimal Experience. 
New York: Harper Collins.

Davenport, Thomas H & J.C. Beck (2001). 
The attention economy: understanding the new currency in business. 
Cambridge: Harvard Business School Press, 2001.

Dijk, Jan van (2005). 
The network society. Social aspects of new media (2nd ed). 
Thousand Oaks, CA: Sage.

Downing, J.D.H., McQuail, D., Schlesinger, P., & Wartella, E. (2004). 
The SAGE handbook of media studies. 
Thousand Oaks, CA: Sage.

Eisenmann, Thomas, Geoffrey Parker & Marshall Van Alstyne (2006). 
Strategies for Two-sided markets.
Cambridge: Harvard Business Review, 2006, p. 92,101. 

Evans, Elizabeth J. (2008). 
“Character, audience agency and transmedia storytelling”. 
In Media, Culture & Society, Vol. 30, No. 2, 197-213.

Jenkins, Henry (2007). 
Transmedia Storytelling 101, March 22, 2007.
www.henryjenkins.org/2007/03/trasmedia_storytelling_101.html.

Goodwin, Kim & Alan Cooper (2009). 
Designing for the Digital Age: How to Create Human-Centered 
Products and Services. 
Australia:  Wiley & Sons.





17

Harrington, Nancy G., D.R. Lane, L. Donohew  
& R.S. Zimmerman (2006). 
“An extension of the activation model of information exposure: 
The addition of a cognitive variable to a model f attention”. 
In Media psychology, 8(2), 139-164..

Hoberman, Steve (2005). 
Data Modeling Made Simple: A Practical Guide for Business 
& Information Technology Professionals. 
Technics Publications, LLC.

Hudson, Simon and David Hudson (2006). 
“Branded Entertainment: A New Advertising Technique or Product 
Placement in Disguise”.
In Journal of Marketing Management, Volume 22, Issue 5 & 6 
June 2006, pages 489 - 504

Juul, Jesper (2005). 
Half-Real: Video Games between Real Rules and Fictional Worlds. 
Cambridge, Ma: The MIT Press.

Küng, Lucy (2008). 
Strategic Management in the Media. Theory to practice.
London: Sage Publications

Murray, Janet (1997). 
Hamlet on the Holodeck: the Future of Narrative in Cyberspace. 
Cambridge, Ma: The MIT Press.

Normann, Richard & Rafael Ramirez (1993). 
From value chain to value constellation. 
Cambridge: Harvard Business Review.

Osterwalder, Alexander, Yves Pigneur & Christopher Tucci (2005). 
“Clarifying Business Models: Origens, present and Future  
of the concept”. 
In Communications of AIS, Vol. 16, Article 1.

Osterwalder, Alexander & Yves Pigneur (2009). 
Business Model Generation. 
Osterwalder/Pigneur.

Packer, Randall and Ken Jordan (2002). 
Multimedia: From Wagner to Virtual Reality. 
New York: W.W. Norton. 

Ruggiero, Thomas E. (2000). 
“Uses and gratifications theory in the 21st century.” 
In Mass communication & society, 3(1), 3-37.

Ryan, Marie-Laure (2006). 
Avatars of story. Minneapolis: 
University of Minnesota Press.

Schell, Jesse (2008). 
The Art of Game Design: A book of lenses. 
Burlington, Ma: Morgan Kaufmann.

Shapiro, Carl & Hal R. Varian (1998). 
Information Rules: A Strategic Guide to the Network Economy. 
Cambridge: Harvard Business School Press.

Slot, Mijke (2007). 
Future users. An exploration of future user roles in online  
media and entertainment services; four scenarios. 
https://doc.freeband.nl/dscgi/ds.py/Get/File-70653/

Turow, J. (2009). 
Media today. An introduction to mass communication.
New York: Routledge.

Wardrip-Fruin, Noah & Pat Harrigan (2004). 
First Person: New Media as Story, Performance, and Game. 
Cambridge, Ma : The MIT Press.

Winkler, Tina and Kathy Buckner (2006), 
“Receptiveness of Gamers to Embedded Brand Messages  
in Advergames: Attitudes Towards Product Placement”. 
In Journal of Interactive Advertising, 7 (1), 37-46.



0110 ABOUT US

Academy for Digital Entertainment,  
NHTV University of Applied Sciences
The Academy for Digital Entertainment at NHTV is a 
specialized institute offering a full range of cutting-edge 
programs covering everything from content development, 
production and technology to art and marketing.

The academy offers Bachelor programs in: 

“Media & Entertainment Management”, 
with specialisations:
-	Media & Entertainment Marketing;
-	Digital Media Production;
-	Concept Development; and

“Game Architecture & Design”, with specializations:
-	Game Programming;
-	Game Art;
-	Game Production & Design;
-	Art & Technology for Next Generation Entertainment.

The academy also offers the Master in Media Innovation,  
which is presented in the present brochure.

The programs receive high scores in national rankings:
-	Media & Entertainment Management is part of the Dutch 
	 Ministry of Education’s select “Give way to talent program” 
-	Game Architecture was named “best professional bachelor 		
	 program” in the Dutch national student satisfaction survey.

Programs within the Academy for Digital Entertainment have a 
consistent vocational approach. They are designed and taught  
by high quality international staff demonstrating excellence in their 
field. Current staff includes academics from across the world, e.g. 
USA, UK, Australia, Germany, Italy, Belgium and the Netherlands. 
All teaching is in English..

For more information: see www.nhtv.nl/made.
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