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A gamified approach to misinformation learning

Misinformation
Escape Room



Access the check mark

1. Mouse over slide to find long pill menu 

at far left OR across the top of the slide

2. Select squiggle icon to open annotation 

tool panel

3. Go to square icon and click on arrow for

submenu

4. Select check mark

5. Click on slide to practice



Which face(s) is/are real?

With your check mark, click below the faces you think are real.



Which faces are real?



Misinformation is a problem
Addressing misinformation is a part of what librarians do!



Information Literacy

Recognize Find Evaluate Use



Assumptions?

Directional

Temporal

Positional



Social nature of information
Who do we trust and why? What social pressures 
are we under?

Cognitive biases
Confirmation bias, Motivated reasoning, 
Third-person effect...

Emotional triggers
Fear, Anger, Anxiety…
Negative > Positive

Self-identity
Types of information we consume and 
how we make sense of them

Psychology of Misinformation



The problem is not a skills deficit

>



Goals
1. Raise awareness of misinformation technologies and techniques

o Misleading charts
o Deepfake images and videos
o Social media bots

2. Encourage reflection on the role of cognitive biases and emotion 
o Vulnerability
o Confirmation bias
o Consequences of unwittingly sharing misinformation

3. Change people’s attitudes towards misinformation and certain social media behaviors
o Seriousness of misinformation in society
o More cautious

Improving skills is 
not a goal!



Games
● Interactive experience -- immersive, affective, and 

memorable

● Environments where it is “OK” and you are “expected” to 
fail

● Opportunities for people to talk about difficult issues and 
learn from each other

● Most importantly… games are fun!



in-person 
& online

escape 
Room



Game Play Debrief Discussion
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Misinformation Escape Room 
Components



Game experience 



Game experience 



Game experience 



Game experience

F



Beta testing
2021: Pilot Study 
● 5 libraries in Washington 

State

2022: Nationwide Study
● 10 libraries across U.S.
● 53 sessions
● 211 players



“It made me think more about the visual component of misinformation, 
particularly the computer generated images and deep fake videos. It also 
made me think a lot about confirmation bias and the ways that sharing 
misinformation on social media is really capitalizing on trusted 
relationships...”

Comment from Pilot Study Debrief



“It pointed out to me how my bias might affect how I receive certain kinds 
of information. I didn't realize the level of sophistication and trickery 
that goes into spreading misinformation - my tendency is to think that 
people who are susceptible to misinformation are either not very 
intelligent or educated…”

Comment from Pilot Study Debrief
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How to sign-up to use Euphorigen
1. Go to lokisloop.org
2. Sign up to be a game host
3. Wait for approval
4. Change your password
5. Sign in and host games!





Step 1 Step 2

Step 3











Thank you!
Sign up to host:

www.lokisloop.org

Contact us with questions:

lokisloop@uw.edu

http://www.lokisloop.org
http://www.lokisloop.org
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