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——_“Media literacy education.is so boring” -

%D[egaﬁ e..b,?mghed_ueatéfd in different countries,

these Japanese students had the same feeling.
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N 0, IT'S SAFER NOT TO USE
_ SOCIAL MEDIA.

THAT'S NOT
REALISTIC...
EVERYONE USES IT
ALREADY.

JUST NAVIGATE LIFE
WITHOUT SOCIAL
MEDIA? THAT'S NOT

Zentaro Imai ©
- In Canadian high school

Hinata Furukata

Noa Horiguchi
In Japanese high schoo}s

%American high school
B

CAN'T MEDIA LITERACY EDUCATION BECOME
MORE REALISTIC AND ENGAGING?

At university, they decided to
create a game called ‘Ray’s
Blog’, a media literacy
programme that educates
through entertainment.

=
.-l.-tv.'._.,'-*"-'ir__' T e
il'i L 5 I‘.E:ll-;‘ s ‘.‘T ?‘.GE‘%{;: o
.-\.I |‘tl.=- :1.;.:.-...‘@[";3’3;‘{- -L::ib- .:%.1'__ I.'I 3




Ray’s Blog is a mystery-solving game.

The game begins with a letter from a guy named
Ray.

It leads you to a blog that is made up
of rumours and false information.

The posts, with impactful
headlines, include a lot of
contradictory information

and questionable sources. €}
The confusing post triggers  °
you to look for other
sources.

DID YOU READ THE
POST? IT SAID, “ASIA
IS DOOMED!”

site where you can answer questions, and
insert the accurate information you found.

If correct, you will receive a keyword that will
lead you to the next level of the game.

G
Country 1 '

Country 2

Country 3

Submit




When you have collected all the keywords...

A game character
calls you.

fﬂ_}_______

After playlng, the mstructors explam how t|'1§>f
Rﬂcurlosny method can help. you.to[fact:check in |

s

the.real world- = o
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| WAS SURPRISED THAT
ALL STUDENTS KEPT
CONCENTRATING ON
THEIR TASKS DURING
THE PROGRAMME.

A high school
teacher

FIRST, THE GAME WAS JUST
FUN. BUT LATER, | REALISED
WHAT I'D BEEN ACTUALLY

LEARNING ABOUT.

The game wants to boost participants’
confidence in problem-solving and help them
remember educational content better.



The game has been developed with advice and
feedback from third-party experts in journalism
and fact-checking.

THIS GAME CAN CREATE A SAFE SPACE
FOR STUDENTS TO DEVELOP THEIR

VERIFICATION SKILLS WITHOUT EXPOSING
THEM TO HARMFUL MIS/DISINFORMATION
IN THE REAL WORLD.

Masato Kajimoto
Professor of Journalism
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| SIMULATION IN THE GAME

THE PROGRAMME CAN BE FURTHER
IMPROVED BY UPDATING ITS
CONTENT TO ALIGN WITH THE
EVOLVING FACT-CHECKING
LANDSCAPE.

Daisuke Furuta
Editor-in-chief, Japan Fact-check center

GAME DEVELOPMENT

The experts’ recommendations and insights help
improve the programme continuously and
reinforce the game’s credibility and educational
Impact.



While the game seems effective, the team behind
‘Ray’s blog’ struggles to make it financially

viable.

WE HAVE A VERY
LIMITED BUDGET- /" |n their experience,
oCHOOLS
\\

school budgets are

O kg = tight and funding
N - from large companies
== tends to diminish
= = each year.

FINANCIAL SUPPORT

PRIVATE COMPANY
3 YOU NEED TO BE
% o | CELF- QUFFICIENT
2 it IN THE FUTURE.
0

So, they tried new ways to grow it as an
educational tool.

CURRENT TARGET
AUDIENCE: STUDENTe | | CUSTOMIZATION

- FACILITATION OCHOOL TEACHER®
MILLE




Ultimately, the goal is to develop the skills
needed for fact-checking such as critical thinking
and verification, regardless of someone’s age,
nationality, occupation or social background.

WE BELIEVE THE GAME'?
DEBUNKING EXPERIENCE MAY HELP
PEOPLE BECOME MORE AWARE OF
MISINFORMATION.

LA B . _
[ bpb.de On the trail of rumours Search
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