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Rethinking misinformation

2. Rethinking misinformation



3. Complextinformatoin environment

Emotions

Algorithms

AI

Addictive

Complex information environment



3. Shifting need from skills to detect 
mis informat ion t o fos t e ring age ncy t o make  
informe d de c is ions

Shifting need for MIL

Agency

…to detect misinformation …to make informed decisions

From… To…



What are you 
making, and w hat is 

your approach to 
design?

4. Transition Slide for 
Each presenter to go 
through design work.



What is Co-Design?

“Collaborative Design, or co-design, is the 

subset of PD [Participatory Design] in 

which expert designers work with the 

target audience to solve a problem.” 

(Walsh et al., 2014)



Misinformation Play Pack

A set of three co -designed, play -
based activities to support youth 
with misinformation.

1. AI MisAdventures
2. Starbound Secrets: Down the 

Rabbit Hole
3. The Reel Deal

5. Misinformation Play Pack



Starbound Secrets

With your trusty AI companion Bomi 
by your side, will you find the cure and 
find out the fate of the ship’s crew? 

Or will you become another lost soul 
aboard the ghost ship?

http://drive.google.com/file/d/1pmCMsP_aoHUC5BRufeo-BO1qRpcjJ7An/view


Liminal Drift

A co-designed Table Top Role-
Playing Game about Digital Civic 
Engagement…releasing soon! 

6.  Liminal Drift TTRPG



A game of social media 
manipula t ion. Built  for:
1. Age ncy
2. Pe rs ona l Re fle c t ion
3. Nuance

The Feed

7. The Feed: A Game about Social Media 
Manipulation



8. An Example



Grey Ecosystems

Design involved:
- Co-creation
- Systems Thinking
- Ludoliteracy

Balancing complexity 
with simplicity by 
focusing on use.

9. The Concept of Grey Ecosystems



Escape Rooms

Montage of escape room game images



The information 
practices of Ghanaian 
youth are different from 
breast cancer patients. 
We design for diverse 
contexts, in contrast to 
the dominant universal 
orientation.

ContextSocial Narrative

Stories can create 
immersive and 
memorable experiences 
that can stimulate 
emotional reactions and 
reflection. In contrast to 
checklists and 
conventional media 
literacy education.

Information challenges 
are largely driven by 
social media, a social 
activity. Our games foster 
discussion and collective 
sensemaking, in contrast 
to the individual 
orientation of most 
educational approaches.

Our approach to co -design
Approach to design



How does your 
project make  us 

re think MIL?

12. Transition Slide: How 
does your project make 
use rethink MIL



Critical Media Literacy

Remove  
Binarie s

Pe rson to 
System Ambivalence

13. Critical Media Literacy as a new direction



Towards a sociocultural application of MIL

Cognitivist 

Focus on content

Build skills

Emphas is  on evaluation

Sociocultural

Focus  on practice

Fos t e r agency

Emphas is  on sensemaking

Sociocultura l MIL



Information and (Creative) Culture

We don’t just consume 
information! We…

● Cre a t e  it ! 
● Spre ad it !
● Ve rify it  with othe rs !



How can these be 
implemented in 

librarie s and 
beyond?

16. Transition 
Slide: How can 
Media and 
Information 
Literacy be 
implemented in 
Libraries and 
Beyond



Resources for Librarians



Programming…by patrons?



Playing to Learn

Focusing on themes and their 
relationship to the problem.

I.e. Disagreement

19. The design goals of using play to learn.



Building Ludoliteracy

Play Games
Have  

confidence

Build from 
w hat is 
made

20. Building Ludoliteracy through games



What about beyond 
games?

21. Transition Slide 4: 
What about things 
beyond games?



Co-Creation as Agency

Play and Creation  can be a 
springboard for giving patrons a 
voice. 



Focus on senses, emotions, 
int e rac t ions , and fe e lings .

Build ac t ivit ie s  t oge the r

Playing with 
Information

23. Information can be played with beyond 
games



Empowering
Informed 

Communitie s

21. Transition Slide 4: 
What about things 
beyond games?

cip.uw.edu/eic



CREDITS: This presentation template was created by Slidesgo , and inc lude s  icons , infographics  
& image s  by Freepik

THANKS!Check out our games!

Escape Rooms
&

Misinfo Playpack

The Feed
scottbde jong@gmail.com

24. Thank you Slide

Loki’s Loop
lokisloop@uw .edu

http://bit.ly/2Tynxth
http://bit.ly/2TtBDfr
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