COMMENTS AND
DISCUSSIONS ON
THE GAME TOOL

TLIT4U GAME SELECTION TOOL
o+

PLAY YOUR WAY TO TRANSLITERACY

Feb 26th, 2024, Rovaniemi, FINLAND, Marjaana Kangas


https://translit-eu.unibit.bg/gamesearch/
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WE HAVE PLAYFUL BRANS!

\ The act|V|ty

| is carried out with the goal of fun and/ or
challenge

requires an enthusiastic and in-the-moment
attitude [ playful attitude - makes play the
intensely enjoyable experience

is highly interactive (with the activity itself or
with other persons)

(van Fleet & Feenet, 2015)



COMMENTS AND IDEAS

* The visual appearance is really nice!

* The side bar is clear

but maybe some modifications are needed
(informativeness?)

e Language: Multilanguage (10)?

» Resource type: Guidelines (9)?

* General objective: Other (4)?

* Class management: Whole group (6)?
* Time management: medium, short?

* The game link could open in a new browser
window

PREFERENCES



COMMENTS AND IDEAS

* Critical thinking?
* Creativity / Creative thinking?

* Are the both set of competences
necessary in the description of
educational purpose?

example



https://translit-eu.unibit.bg/gamepost/game-15/

COMMENTS/ SUGGESTIONS

* Coherence between the game descriptions

* Less information per the game?

e If information is missing, the row is not
needed?

* Language is mentioned in both in
Description and Educational Purpose

* Explain to readers what the numbers mean
(Evaluation)

* Language proofreading

Playability 10
Lastability 8
@nt level )
User interface 9
Storytelling 9

Digital competence for avoiding 10
fake content

Plan how to find a specific
information

Identify and scope the

necessary information



1. Cat Park

Cat Park
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Full name Cat Park
—
( Description None > ?
Producer Cat Park o
C Genre Tilt, innovators in information resilience
Available platforms Serious game
 Yearof production web based: https://catpark.game
Over the course of the game the player will travel
throughout the city and meet an eclectic cast of
characters united in the aim of bringing down the cat
park.The player will go through different mini games that
P N expose the player to various ways disinformation can be
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throughout the city and meet an eclectic cast of
characters united in the aim of bringing down the cat
park.The player will go through different mini games that
expose the player to various ways disinformation can be
created and spread on social media. After the player
unleashes their disinformation they also learn about
counter disinformation techniques and the benefits and
limitations of different approaches. The game is
designed to be completed in roughly 15 to 20 minutes.

Purpose of the game

Pla
(Single/Multiplayer)

medium

Language single player

License




Evaluation
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Assessment open free
Playability
Lastability 8
Engagement level 20 min
User interface 7%
Storytelling 7

Digital competence for avoiding8
fake content

Plan how to find a specific
information

Identify and scope the
necessary information

Evaluate the found information 5

Manage the information 8

Media literacy 8

Visual literacy 8
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Transliteracy Skills
through Serious
Games

@
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Full name Checkology

Checkology
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Full name Checkology

Checkology is a web portal that empowers learners to identify
Description credible information and understand the importance of a free

press.

The News Literacy Project is an indipendent educational

Producer o
organization.
Genre resources portal (not really a game)
Available platforms web based
Year of production 2022
It's not a game anymore but a sort of useful repository of resources
Purpose of the game : i e :
focused on information literacy, so quite in line with TLIT4U.
Player(s
.y (s) , single user (not player)
(Single/Multiplayer)

Language EN
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Producer Cranky Uncle

Content and cartoons created by John Cook from the Melbourne

Genre : g =

Center for Behaviour Change at the University of Melbourne
Available platforms serious game
Year of production https://app.crankyuncle.info/about

The Cranky Uncle app builds resilience against misinformation: it
explains common science denial techniques, such as the use of

Purpose of the game fake experts, logical fallacies, impossible expectations and cherry
picking data, equipping users with the skills needed to spot
inaccuracies in the real world and online.

Player(s)
(Single/Multiplayer)

Language

License 9 languages, Albanian




homework

| would love to use thr

| can see a written eva
learning experience,

journa
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Teaching

methodologies/Activ

ity outline (Flipped

Classroom

Stages)
1. Starting a challenge: (brainstorming
problem situation. By asking the
students questions, the teacher
stimulates their thinking)
2. Activation (In Class) / Explanation: (ask
the students to watch the videos, read
articles, etc. related to the learning
outcomes)
3. Processing: (ask your students to do
this experience at home or in the
classroom)
4. Conclusion and evaluation reflectio

Information

Transliteracy

Competencies
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Class management

Time management

Sources/Extra
readings

Individual work

Team work

Whole group

Short activity (< 1h)

Medium activity (>1h;<1 day)
Long activity (> 1 day)

None

Individual work is possible but not the best
option.

Team work could fit better because it
allows discussion about different options.
One would learn more than in individual
work.

The game can be played quickly but if you
want to test different options and really
understand how fake news industry works,
it's good to give at least one hour.

Fake It
To

P, 1S




Teaching

methodologies/Activ

ity outline (Flipped —  Shorter title?

Classroom

Stages)

The game should be used as an
introducation tool for a broder activity
about history and historical revisionism
due to its surprice and inaspected

1. Starting a challenge: (brainstorming
problem situation. By asking the
students questions, the teacher
stimulates their thinking)

outcome.
2. Activation (In Class) / Explanation: (ask The game can be run in class while
the students to watch the videos, read the game has been projecting; the teacher
articles, etc. related to the learning asks to a student to play and comment
outcomes) outloud what is happening in the game.

At some point students realis something
is wronge becuse the game dosnt follow
its own rules. The teacher should ask what
do they think is happening and why and
what are the cards interested in these
changing

After the students have identify some key
couple of cards and the related
stereotypes the teacher should be ready to
introduce and explain the issues

3. Processing: (ask your students to do
this experience at home or in the
classroom)

4. Conclusion and evaluation reflections

Information

0 .




A short introduction on the first page?

* Which audience are the websites trying to
reach? Teachers, librarians etc.

* What is the aim of the game tool?
* What is the pedagogy behind the tool?

* The length of the games (e.g. 5-30min)?
What do ‘'medium’ and ‘short’ activities
mean?

* How to navigate the sites?



