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Rethinking misinformation




Complex information environment
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Shifting need for MIL

From... To...




What are you
making, and what 1s
your approach to
design?



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. Al MisAdventures
2. Starbound Secrets: Down the
Rabbit Hole
3. The Reel Deal




Starbound Secrets

With your trusty Al 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

6. Liminal Drift TTRPG

Liminal Drift

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

A game of social media
manipulation. Built for:
1. Agency
2. PersonalReflection
3. Nuance







Grey Ecosystems

Design involved:

- Co-creation

- Systems Thinking
- Ludoliteracy

Balancing complexity
with simplicity by
focusing on use.




SHOCKING BREAK
NEWS:

Last week, images were
circulated  of  Lucas
Brown, a s
candidate for lent
council president,
kicking the Central State

College mascot. The

team that is in the semi-
finals of the National
University  Football
Championship (NUFC).
The image is shocking
every student  after

State

LUGAS BROWN
KIGKED A PUPPY

ate for student council president has his campaign at !

ARE YOU SURE
THIS IS YOUR
CANDIDATE?

Elections for student
council president
place next week. L
Brown is  running
against Naomi Devasia,
but does someone who
kicks animals deserve to

‘win this election?

After the image in which
the candidate kicks a
puppy, many students
began to wonder if he
should run for election

and are even

the student’

iy Parix  Dainies

Following | For You

©
8
8

999




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

IR ’
.

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

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



How does your

project make us
re thmk MIL?



Critical Media Literacy

Remove Person to
Binaries System Ambivalence



Towards a sociocultural application of MIL

/ Cognitivist

Focus on confent

Build skills

Emphasis on evaluation

~

/ Sociocultural \

Focus on practice

Foster agency

Emphasis on sensemaking

%




Information and (Creative) Culture

We don't just consume
information! We...

e Create it!
e Spread it!
e Verifyit with others!




How can these be
mplemented m
hibraries and
beyond?



Resources for Librarians

ALGOROBIN

MissioN

Lately, a lot of your friends have been diving into
health and fitness trends they've come across on
social media, especially your bestie—Robin. Wild
sleep and workout schedules, trips to health
treatments you didn’t even know existed. Now you
are worried that Robin is about to follow some risky
advice. You decide it’s time to start asking
questions—where is Robin getting all these ideas,
and why have these trends taken over Robin’s life?

BACKGROUND

AlgoRobin was created in response to the rapid
growth of health and wellness influencers—and the
real risks of following persuasive but unproven
advice online. Media reports have documented
numerous cases in which people suffered serious
illness, permanent harm (including lasting changes

to their appearance), and even death after adopting
b ool Caucially il toxi :

CREATED IN

COLLABORATION WITH: @ OoCLC

Event Guide

Debrief Kit

Game Specs

Target audience: Teenage (13+) and young
adults (general public)

Number of players: 4-6 players per team
Length: Gameplay 45-60 minutes; Debrief
15+ minutes

Contributers

Renée van den Bosch, OCLC
Tisca Harder Ilniversiteit zan A

Everything you need for a successful event! Settir
for running the game and debrief.

D e ® @

Debrief Kit
@ ocLc

Questions, activities, and real-life examples to
discuss after playing the game.

Open up an app on your phone that has a social feed
(e.g., Instagram, TikTok). Scroll through until you find a
video about health or fitness...

% AlgoRobin is a cr%

| Question1

How long did it take you to find the video?
What is the video about?
How convincing is the video?




Programming...by patrons?
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Playing to Learn

Focusing on themes and their

: relationship to the problem.
|.e. Disagreement



Building Ludoliteracy

GinO+@+ @+ O

Build from
Have w hat 1s
Play Games confidence made



What about beyond

games”?



Co-Creation as Agency -

1

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



Playing with
Information

Focus on senses, emotions,
interactions, and feelings.

Build activities together




CENTER FOR AN INFORMED PUBLIC
UNIVERSITY of WASHINGTON

Empowering

Informed
Communities

cip.uw.edu/eic

Al

Al in Everyday Life

Big 7 Emotions

Frames

Events: Day for an Informed Public & Media Mentorship

Games and Media Literacy Resource Guide

One-on-one Conversations

SIFT

Savvy TikTok User

Videos Resource Pack




T H AN KS !Check out our games!

The Feed

scottbde jong@gmailcom



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