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Game Resource 1: MAthE The Game 

Identification of the resource 
(tool/app/game/platform/content/etc.): 

MAthE the Game: A Serious Game for Education and Training 
in News Verification. Language Greek 

Purpose 
The development of an educational web application for 
learning the necessary steps towards the detection of bogus 
content, according to the fact-checking procedures. 

Date of the last release/version: May 2019 

Copyright and availability 
Does not specify but it is freely available online. The 
accompanying descriptive document is licensed under Creative 
Commons Attribution (CC BY))  

Target group 
It is aimed towards the generic Greek adult population who 
utilise social media tools but can be also used by journalists 
and scientific field specialists. 

Developer/Promotor/Leading 
organisation 

The Aristotle University of Thessaloniki in Greece. A research 
team led by Anastasia Katsaounidou, Lazaros Vrysis, Rigas 
Kotsakis, Charalampos Dimoulas and Andreas Veglis 

Resource description 

The main objective of the game is: The player acquires detailed 
knowledge, and also controls, evolves, activates, and 
acclimatizes to the new information hyperactive reality. The 
users should acquire the knowledge and know-how to identify 
the realness of information with partial machine assistance 
and to be capable of transmitting accurate information instead 
of propagating misinformation. 

It is an online web based game in Greek, with interactive 
features. The game makes use of scenarios coming from news. 
The game uses the methodological and technological 
framework of a serious game design. The design phase 
prepared the scenarios and their educational content, the 
verification tools, and the overall user experience (UX), setting 
up the associated design layout (colors, fonts, arrangement of 
images and buttons etc.). During development and 
implementation, the selected technologies with the associated 
design and authoring 
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assets were combined into an integrated software solution. 
The final phase, evaluation, ensured that the product achieved 
the desired goals by testing with users. 

Specifically, the main interface of the game is divided into four 
sections. Section (A) contains the presented article. The second 
section (B) is the part where the icons of the four 
supplementary tools are displayed (search engine, reverse 
image search, image verification assistant, debunking site). The 
third section (C) is the panel where the descriptions of the 
provided tools are presented. The fourth section (D) contain all 
the answering controls (“real” or “fake” buttons) and the 
associated indicators that are displayed in individual fields 
along with the game progress (i.e., the article scenarios and 
levels numbering, the score, and the elapsed time). Time 
recording for game completion was incorporated, for analyzing 
the duration of the user engagement in the articles and 
interaction with the provided services. 

 

Examples of news scenarios and how the tools provided are 
used, are the following: 

The article of Figure A refers to a dying man, who defeated 
cancer with wheatgrass (a pseudoscience article that can be 
debunked with the search engine help). Figure B presents an 
article about a Syrian little girl, who covers the eyes of her doll 
so that she does not “see” the horror. The presented image is 
used out of the context and it can be debunked with the aid of 
reverse image search. The case in Figure C indicates that, in 
France, citizens set guillotines and hangers and urges the 
Greek people to do the same. The presented image is 
manipulated and can be identified by using the image 
verification assistant tool. The article in Figure D uses hate 
speech to intimidate citizens that “they want our children to be 
Muslims”. The author of the article offers a horrifying cover 
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page of newspaper as evidence but the image used is out of 
context. Thus, with the aid of the debunked site ellinikahoaxes, 
the player can easily understand that this front page is crafted 
and propagandistic.  

 

 

Evaluation 

The set up an online evaluation questionnaire. The dedicated 
questionnaire was formulated, targeted to collect evaluation 
answers of potential users. For the creation of the survey, data 
from various sources were used, the largest part of which is 
derived from “The game experience questionnaire”, originating 
from Technische Universiteit Eindhoven and from the MEEGA+, 
an evolution of a model for the evaluation of educational 
games. Moreover, content- and topic-related queries were 
incorporated, associating the perceived experience with the 
learning targets, to validate the stated research hypotheses 
(i.e., to educate and support audience in the battle against 
misinformation). 

In addition, they tested this with (a) an art director in a UX 
design agency; (b) a researcher, specializing in software and 
game development; (c) a researcher in the field of media 
veracity and authentication practices; (d) a Post-doc researcher 
on audiovisual arts, with expertise on digital games and 
multimodal/auditory interfaces; and (e) a communication 
professional working as data analyst with multivariate 
experience in conducting public opinion surveys. This board of 
specialists provided useful feedback regarding the structure 
and the content of the initially formed questionnaire to its final 
version. 
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Technical details 

The back-end is implemented in PHP (Hypertext Preprocessor) 
and MySQL technologies for programming and data 
management respectively, while HTML and JavaScript were 
used for constructing the user interface and facilitating user 
interaction. The fundamental design requirements were: a) To 
be compatible with the majority of computing devices, making 
the game accessible for all users; b) to be upgradable, 
localizable, and able to support typical data structures for 
content management; c) to support integration with online 
survey platforms, so as to favor common and easy-to-follow 
evaluation procedures 

Relevant areas which were addressed 

(mark all that apply) 

 Cybersecurity (identity theft/phishing/cyberstalking/online 
scams) 

x Fake news/misinformation/disinformation/mal 
information/deep fake 

 Cyberbullying 

x Radicalism/Extremism 

 Other(s): ______________ 

Link 

http://research.playcompass.com/mathe/. 

https://www.mdpi.com/2227-7102/9/2/155/htm (for 
accompanying PDF description) 
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Game Resource 2: Fakey 
 

 Identification of the resource 
(tool/app/game/platform/content/etc.): Fakey 

Purpose 

This game aims to teach media literacy and study how 
people interact with misinformation. It prompts users to 
react to posts on their feed. Players can either “Share,” 
“Like,” or “Fact-check” a post, and after they click one of 
these, they find out whether the article came from a 
mainstream source or a clickbait source. Depending on 
the players’ ability to spot bogus stories, their “skill” 
rating increases or decreases. 

Date of the last release/version: 2018 

Copyright and availability Openly available, web based game. Does not specify if it 
is under a license. Multiple founding sources. 

Target group General public. Available in English  

Developer/Promotor/Leading 
organisation Network Science Institute at the University of Indiana 

Resource description 

The game starts by stating the rules of playing. One can 
play whether connected to their Facebook accounts or 
not. The user is exposed to a series of information and 
needs to select what to do: will they reproduce them? 
Press the Like button? Or will they try to debunk them 
and cross check? To win the game, one must reproduce 
the true facts and pieces of news originating from 
reliable sources. 
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Example article the user has to interact with: 

 

Background: Deciding to focus on people’s news feeds 
was something incorporated later on when creating the 
game in order to mimic social media experiences instead 
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of swiping experiences. The developers wanted to put 
users in a place where they would naturally interact with 
news and fake news alike and that was not on dating 
/networking platforms; it was on social media sites. This 
is simulated in the game. 

Challenge faced:  

- To determine what is misinformation and what is 
not (it is an automated fact checking process) 

Evaluation It is freely available online and thousands have played, 
however, they do not keep evaluation data. 

Technical details web-based interactive educational tool 

Relevant areas which were addressed 

(mark all that apply) 

 Cybersecurity (identity 
theft/phishing/cyberstalking/online scams) 

x Fake news/misinformation/disinformation/mal 
information/deep fake 

 Cyberbullying 

 Radicalism/Extremism 

 Other(s): ______________ 

Link 

https://fakey.iuni.iu.edu// 

https://www.rand.org/research/projects/truth-
decay/fighting-disinformation/search/items/fakey.html 

https://www.poynter.org/fact-checking/2019/can-
media-literacy-be-gamified-a-qa-with-one-of-fakeys-
developers/ 
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Game Resource 3: Fake it to Make it 
 

Identification of the resource 
(tool/app/game/platform/content/etc.): Fake it to make it 

Purpose 

The aim is for the players to:  

- help stop the spread of disinformation, 
- recognize the difference between genuine 

journalism and fake news, 
- understand the financial incentives motivating 

the distribution of fake news, and 
- recognize common persuasive techniques 

such as emotional appeals, confirmation bias, 
card-stacking (partial truths), and misleading 
specificity 

Date of the last release/version: Does not state but from references, a possible date is 
2017. 

Copyright and availability 

The game is publicly available to present or use, 
inside or outside of a classroom. The author always 
appreciate knowing how the game is being used and 
to receive any feedback by sending an email to 
feedback@fakeittomakeitgame.com, especially if the 
users are teachers or professors using this game in 
their classes. 

Target group Youth and adults   

Developer/Promotor/Leading 
organisation 

Created by a designer and game developer named 
Amanda Warner. http://www.amanda-warner.com. 

Resource description 

How to play the game: 

Once you decided on your financial goal, your time is 
spent either copying articles from other sites, or 
writing your own fake news to peddle through 
different social media accounts. There’s a delicate 
balance between first crafting (or copying) an article 

mailto:feedback@fakeittomakeitgame.com
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that is believable and creates the right amount of 
drama, and using the right channels to spread it. If 
you have a political post, for example, you wouldn’t 
drop it into one of the meme or parenting-focused 
groups. As articles spread and grab attention, they’ll 
start to pull in money 

 

Evaluation Does not state 

Technical details This is a web based interactive tool 

Relevant areas which were addressed 

(mark all that apply) 

 Cybersecurity (identity 
theft/phishing/cyberstalking/online scams) 

x Fake news/misinformation/disinformation/mal 
information/deep fake 

 Cyberbullying 

 Radicalism/Extremism 

 Other(s): ______________ 
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Link 

https://propagandacritic.com/index.php/games/fake-
it-to-make-it/ 

https://www.fakeittomakeitgame.com/about 

https://www.ibtimes.co.uk/fake-it-make-it-scarily-
realistic-game-that-simulates-spread-viral-clickbait-
fake-news-1614167 
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Game Resource 4: Post Facto 
 

Identification of the resource 
(tool/app/game/platform/content/etc.): Post Facto - A game where you're the fact-checker. 

Purpose 

In this game, players see a story shared by a robot 
named FactyPlex5000. Players then get to use their 
detective skills to investigate elements of FactyPlex’s 
suspicious post. The game provides simple tips and 
tricks that will allow social media users to sharpen 
their fact-checking skills in a low-stakes environment. 

Date of the last release/version: 2018 

Copyright and availability Does not state, however, it is freely available online.  

Target group Adult learners  

Developer/Promotor/Leading 
organisation 

Post Facto is a creation of learning/game designer 
Amanda Warner and journalist/researcher Tamar 
Wilner, for the TruthBuzz creative fact-checking 
contest run by the International Center for 
Journalists. 

Resource description 

After reading an actual fake news story, the user is 
asked how the story made them feel. Once they have 
reflected on the emotional appeal that the story 
makes, players are then encouraged to dissect the 
claims made in this story. The game highlights 
commonly overlooked elements of news stories, 
prompting the player to check for things like typos or 
a credible byline. Players also learn how to use their 
search engine to reverse search images and check 
details like street addresses or names mentioned in 
articles. Post Facto urges the player to critically read 
news stories by guiding them through analysis of a 
real fake news story. This game equips players with 
the tools they need to fact check claims and think 
critically about news stories shared online. 
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It is a web based interactive tool, freely available. 

Evaluation Does not state. 

Technical details Web based tool 

Relevant areas which were addressed 

(mark all that apply) 

 Cybersecurity (identity 
theft/phishing/cyberstalking/online scams) 

x Fake news/misinformation/disinformation/mal 
information/deep fake 

 Cyberbullying 

 Radicalism/Extremism 

 Other(s): ______________ 

Link 

https://www.postfactogame.com/ 

https://propagandacritic.com/index.php/games/post-
facto/ 
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Game Resource 5: Interland – Reality River 
 

Identification of the resource 
(tool/app/game/platform/content/etc.): Interland – Reality River 

Purpose 

Targets four different challenges 

a. Share with care 
b. Don’t fall for Fake 
c. Secure your secrets 
d. Its cool to be kind 

Interland is a free, web-based game designed to help kids learn five 
foundational lessons across four different mini-games, or ‘lands.’ 

Date of the last release/version: Does not state 

Copyright and availability All Be Internet Awesome resources are accessible globally 

Target group Children and young people  

Developer/Promotor/Leading 
organisation Be Internet Awesome Initiative by Google 

Resource description 

A web based game for children with an accompanying curriculum. 

Kids are invited to play their way to Internet Awesome in a quest to 
deny hackers, sink phishers, one-up cyberbullies, outsmart 
oversharers and become safe, confident explorers of the online 
world. Interland has had help from experts in the digital safety 
space, and it is the recipient of the International Society for 
Technology in Education’s Seal of Alignment. The four lands and 
their key learning objectives are: Reality River - Don’t Fall for Fake, 
Mindful Mountain - Share with Care, Kind Kingdom - It’s cool to be 
kind and Tower of Treasure Secure your secrets. 

It is interactive with no sign-in required. 

Evaluation Does not say 
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Technical details 
Interland works on any device that has an Internet connection and a 
web browser. That means any desktop or laptop computer, tablet, 
or mobile phone can be used. 

Relevant areas which were addressed 

(mark all that apply) 

x Cybersecurity (identity theft/phishing/cyberstalking/online scams) 

x Fake news/misinformation/disinformation/mal information/deep 
fake 

 Cyberbullying 

 Radicalism/Extremism 

 Other(s): ______________ 

Link 
https://beinternetawesome.withgoogle.com/en_us/ 

interland/landing/reality-river 
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Generic information on various online games and how they are 
comparable and different. 
 

Fake News  
is a board game (not application) testing people’s ability to distinguish between what’s true and not, 
known with the slang expression “what’s just been tweeted”. Regarding its rules and structure, first, 
players are divided into groups of 2–4 people. These groups are then randomly assigned to one of four 
key characters: (1) The denier, (2) the alarmist, (3) the clickbait monger, and (4) the conspiracy 
theorist. Each group is given a “source card”, presenting the background of the article that the players 
will produce, and also a “fact-sheet”, in which the issue is explained in detail. Additionally, the fact-
sheet lists possible reasons behind the rise in incidents. Based on the specific goals and motivations 
of their character, players are then instructed to use the information from the fact sheet to create a 
fake news article.  https://playfakenews.com/ 

BBC IReporter,  
Another already developed online game in which the players pretend to be BBC journalists. Their task 
is to create a breaking news story and thereafter publish it to a “BBC Live” site. Their story is judged 
on metrics of balance accuracy, impact, and speed. An interesting approach is the Factitious, a three-
step game in which the players should read the containing articles, swipe to the right if they think that 
it is a real story, and swipe left if they think that it is a fake story. The noteworthy point is that, 
according to the fact-checking rules, Factitious encourages players to read the article to the end (by 
providing a small bonus) and to dive deeper (by offering some other tips and suggestions for spotting 
fake news).  https://www.bbc.co.uk/news/resources/idt-8760dd58-84f9-4c98-ade2-
%20590562670096 

The Bad News game  
takes the user behind the scenes and into the mind of a fake news distributor. Through various 
options, the player creates fake stories and tries to introduce them into an online news site to increase 
the number of its followers. By the above procedure, game-creators hope to teach the dangerous 
societal consequences of misinformation. https://www.getbadnews.com/ 

Fake it to make it  
is a game that hopes to make players more aware of how and why fake news are written and 
distributed, formulating as outmost target to enable users to be more skeptical of what they 
encounter in the future. A different kind of application, trying to familiarize the audience with the 
problem, refers to online games and quizzes that test our ability to identify the true or false nature of 
an image, based on our cognitive skills and experience. Examples of the above platforms are the Real 
or Photoshop quiz by Adobe Real or fake Photo game. https://www.fakeittomakeitgame.com/, 
http://www.fakeaphoto.com/real-or-fake-photo-game/ 

PolitiTruth 
PolitiTruth is a mobile app available for Iphone and Android that lets you see the statements we at 
PolitiFact fact-check and let you in on the action. 

https://www.politifact.com/article/2017/nov/16/test-yourself-our-new-free-game-polititruth/ 

 

https://playfakenews.com/
https://www.bbc.co.uk/news/resources/idt-8760dd58-84f9-4c98-ade2-%20590562670096
https://www.bbc.co.uk/news/resources/idt-8760dd58-84f9-4c98-ade2-%20590562670096
https://www.getbadnews.com/
https://www.fakeittomakeitgame.com/
http://www.fakeaphoto.com/real-or-fake-photo-game/
https://www.politifact.com/article/2017/nov/16/test-yourself-our-new-free-game-polititruth/
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RAGE - Radicalisation Awareness Game Engagement (R.A.G.E.) also called “Game 
Changer” 
The project draws on best international practice to develop new educational resources and IT tools 
that can be used to support vulnerable young people and prevent radicalisation. Workshops and 
training with interdisciplinary teams will help NGOs to identify the key issues of concern among the 
target audience and develop effective counter-narratives. The capacity-building workshops will 
include co-creation facilitators, social media and IT specialists, and experts in the drivers and 
responses to radicalisation.  The project will develop a social city game that can be used by NGOs to 
address the anxieties and grievances of young people in their local communities. The project partners 
and Ambassadors of Change will run a series of city games with young people at risk of radicalisation 
in France, Greece and Poland. The game-based campaign will be replicable across countries and 
cultural contexts. Non-partner NGOs from across Europe will be able to adapt the game to reflect the 
issues relevant to young people in their local area. 

https://rntc.com/rage 
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