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Online game - Bad news 

Identification of the resource 
(tool/app/game/platform/content/etc.): Online game - Bad news 

Purpose 

The purpose of the game is to raise awareness of 
fake-news and disinformation. How it is produced, 
spread etc. The player takes on the role as creator of 
fake-news. 

Date of the last release/version: This is not specified on the page 

Copyright and availability 

Licenced under creative common attribution-
NonCommercial-ShareAlike 4.0 License. 

 

Target group 

The target group for the adult version of this game is 
15-35 but this does not prevent older people from 
playing the game. However, the level and some of the 
content might not be suitable for younger players. A 
junior version targeted for younger ages is also 
available in some languages. 
   

Developer/Promotor/Leading 
organisation 

Designed by gusmanson at DROG and the Cambridge 
Social Decision-Making Lab at Cambridge University 

Resource description 

In Bad News you take on the role of a fake news 
creator. It is a humoristic game where the player is 
asked to drop all pretense of ethics and make 
decision along the path of the game that will get the 
player as many followers as possible while keeping up 
credibility. Every choice the player does a long the 
game will affect the number of “followers” and 
“credibility” for the players “fake-news career”. 

The resource is an online game which does not ask 
you to create an account, you just simply go to the 
webpage and start playing the game. It is an 
interactive game that encourage the player to make 
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decisions that will take the players in different 
directions depending on what choice they make. It is 
mostly presented as a textual problem where 
pictures, tweets etc. are added to make it more 
visually interesting.    

Evaluation There is no available information regarding a 
potential evaluation process of the game.  

Technical details 
It is a webtool that anyone can access, it does not 
specify which operational systems can be used to 
play it.  

Relevant areas which were addressed 

(mark all that apply) 

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

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

 Cyberbullying 

 Radicalism/Extremism 

 Other(s): ______________ 

Link 

 

https://www.getbadnews.com/aboutbadnews.com#intro 

There is also a complementary guide for teachers to 
be used for teaching about Fake-news in the 
classroom. But for this information you need to make 
a financial donation. The game however is free to 
use.  

 

 

 

 

 

 

https://www.getbadnews.com/aboutbadnews.com#intro
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Online Game - Factitious 

Identification of the resource 
(tool/app/game/platform/content/etc.): Online Game - Factitious 

Purpose The factitious game aims to practice in 
identifying fake-news articles.  

Date of the last release/version: The game released an updated version 2018 

Copyright and availability 

All the pictures on the game are from Creative 
Commons or are free for reuse. It does not specify 
on the page what kind of copy right the actual 
game has. There is a list on credits to be made to 
different people involved in the process 
(mentioned below in promoter/organisation). 

Target group 
The game can be played by anyone and there are 
6 different game levels aimed at middle school, 
high school or college.  

Developer/Promotor/Leading 
organisation 

The Factitious project is a production of the AU 
Game Lab (The American University Game Lab) 
and JoLT program. The 2018 version was 
designed and developed by Bob Hone, Joyce Rice, 
Chas Brown and Cherisse Datu with input from 
Lindsay Grace and Amy Eisman.  

Resource description 

The game Factitious is both a media literacy 
training and a game. The player first choses a 
level and the articles are adjusted to this level. 
Then the player gets to read an article that has 
been shortened for the game purpose and the 
player can also see the source of the article. After 
finishing reading the player either swipes right on 
the article which means the player believes it is a 
real article or left it the player think it is fake. All 
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the articles are from real life but some are fake-
news and some are actual news-stories. The 
player collects point if they manage to identify 
the article as fake or not.  

The game is interactive and a textual problem 
based with pictures added to make the articles 
more eye-catching.  

Evaluation 

There is no information available on the webpage 
regarding the evaluation process. However, the 
articles chosen for the game goes through 
evaluation. If they are too easy or too hard (if 
everyone manages to pick the right or wrong 
answer) the article gets removed.  

The game has gained a lot of attention and the 
game had been played over 730,000 times in 
2018.   

Technical details It is a webtool and it is not specified which 
operating systems are supported. 

Relevant areas which were addressed 

(mark all that apply) 

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

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

 Cyberbullying 

 Radicalism/Extremism 

 Other(s): ______________ 

Link http://factitious.augamestudio.com/#/ 
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Game – Cybersecurity LAB 

Identification of the resource 
(tool/app/game/platform/content/etc.): Game – Cybersecurity LAB 

Purpose A game designed to help participants to practice 
their knowledge and skills in cybersecurity.  

Date of the last release/version: No information on when the latest version was 
released.  

Copyright and availability Website © 2020 WGBH Educational Foundation. 

Target group 

The target group is aimed at school ages 
between 14-18 years but can easily be played by 
older groups since the challenges gets harder on 
every level and the skill of cybersecurity is 
something that is relevant for all age groups.  

Developer/Promotor/Leading 
organisation 

Nova LABS in collaboration with Center for 
Identity University of Austin, Code.org, 
CyberPatriot, enGAgeMEntLAB, Games for 
change, National cyber security alliance, TSA. 

Resource description 

In the game, players work for a start-up social 
network company that is the target of 
increasingly sophisticated cyber-attacks. The goal 
is to grow a tiny company into a global empire. 
To do this, players must complete challenges to 
strengthen their cyber defences and resist their 
attackers. There are four major gameplay 
components: a coding challenge, a password 
challenge, a social engineering challenge, and a 
series of cyber battles. These challenges do not 
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need prior knowledge and the participants learn 
the skills from playing the game.  

The resource is an online game that you need to 
create an account for, the account is for free and 
easy to set up. It is interactive and the player 
chooses scenarios and play different games and 
tasks that are put before them. The form is a 
visual novel with pictures, animations and videos 
to make the game more involving.   

Evaluation There is no information about an evaluation 
process. 

Technical details It is a webtool and it does not specify which 
operational system it works with.  

Relevant areas which were addressed 

(mark all that apply) 

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

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

 Cyberbullying 

 Radicalism/Extremism 

 Other(s): ______________ 

Link https://www.pbs.org/wgbh/nova/labs/lab/cyber/ 
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Online game – The weakest link 

Identification of the resource 
(tool/app/game/platform/content/etc.): Online game – The weakest link 

Purpose 
The purpose of the game is to enhance the skills 
and awareness of online security in a work-
related setting. 

Date of the last release/version: Not specified 

Copyright and availability Not specified  

Target group Adults. It seems to be mainly targeted at office 
workers. 

Developer/Promotor/Leading 
organisation 

IS Decisions. The game seems to be produced to 
promote cybersecurity products which is visible 
when you click to access the promoting 
organization. However, this is not prevalent in the 
actual game and it is a good example on a fairly 
easy textual based game.  

Resource description 

This online game is a fairly easy game in the form 
of a textual problem. The player simulates that 
he/she has just begun the first day at new work 
place. The player is then faced with different 
scenarios that happens during the 30 first days at 
the new workplace. The scenarios are presented 
like a quiz and the player have to choose the 
answer s/he think fits the situation the best. The 
answer will be corrected right away and follows 
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with a text explaining a bit more in regards to the 
answer the player chose. If the player chose the 
correct answer his/hers “security score” will rise, 
if answering wrong the score will decrease. At the 
end of the game the result show how well you did 
in keeping safe from different online threats.    

Evaluation 

On the webpage there are information about 
people who helped out to beta-test the game and 
provide feed-back. Otherwise there is no 
information about evaluation. 

Technical details It is a webtool and no information regarding 
operational system needed.  

Relevant areas which were addressed 

(mark all that apply) 

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

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

 Cyberbullying 

 Radicalism/Extremism 

 Other(s): ______________ 

Link https://www.isdecisions.com/user-security-
awareness-game/# 
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