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What is the problem?
Children consume too much energy-dense snack food and not
enough fruits and vegetables.
(RIVM, 2016; INSP, 2016)
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Previous research has shown…

Oh…
The eating behavior
which I develop
during my childhood
will track into my
adulthood…
(Kaikkonen et al., 2013; Patton et al., 2011;
Redyy & Katan, 2004;
Story et al., 2002)

International
Dietary Standards
(RIVM, 2016; Spence et al., 2018)

“[…] increasing
availability and
priming children with
cues of healthier foods
can stimulate them to
select healthier
Food”
(Blancehtte & Brug, 2005;
Folkvord et al., 2017;
Hoffman et al., 2009,
p.121)

“Exposure to
priming food cues of
palatable foods can
lead to consumption
by activating
automatic eating
responses”
(Castellanos et al., 2009; Folkvord et al., 2016b;
Nederkoorn & Jansen, 2002; Stice et al., 2009;
Stice et al., 2009b, p.120)

Idea of current
experiment…
Fun & enjoyment experienced
during playing could be
automatically transferred into
more positive associations about
healthier food
(Branowski et al., 2013)

I’m playing a
fun online
memory-game

Children ate more energydense food, but no more
fruit, only when there was
no unhealthy food
included in the
experiment
(Folkvord, Anschütz, Buijzen, & Valkenberg, 2013;
Folkvord, Anastasiadou, & Anschütz, 2017)

The current experiment…

Mexico, November 2016
Somewhere on a primary
school between
8h and 13h…

Your parents are
informed and have
given their permission,
so you can participate.
All data remains
confidential.

Children were taken in
pairs from their class.
Their BMI was
measured, and they had
to fill out a questionnaire

The experimenter weighed the amount
of vegetables before and after the
experiment per child

Possible explanations…

Hmm…
We’ve found no
evidence that the
memory-game increased
the vegetable intake

Strengths

Weaknesses

We can compare
the results to other memorygame experiments. Moreover,
the game is popular among
children, which makes it an
attractive intervention option.
Finally, the large group and
randomization minimize
confounding factors.

The children only played the
game for a few minutes,
which might be not enough
for exerting an effect on
vegetable consumption.
We also didn’t evaluate
liking for vegetables at baseline.
Lastly, the sample lacked
socioeconomic diversity, so the
findings may not
be generalizable to other
populations.

For the future…
Measure individual
preferences, like baseline
of liking vegetables

Measure effect on
vegetable consumption in
a more familiar context

Understand psychological
mechanisms how memorygames influence eating
behavior

“The obesogenic environment
will not change rapidly into a
healthier one, and stimulating
children to consume fruits and
vegetables via entertaining
techniques like memory-games
might be an addition to existing
intervention approaches”
(p.129)

To be
continued...

