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Introduction Outcomes
Gamilearning Goals 1. MIL SCALE
= To explore the value and effectiveness of game-based learning activities in Research has denoted a lack of tool A i to chi in this field,
. . especially for the study of new literacies media (NLM).
educational contexts; Media i o L
B N . . edia literacy, in different contexts, can only be by combining
= To |den!|f¥ _k_ey aspects for engagement and successful learning in game- comprehensive qualitative metr ies. with itative mett jes, properly
based activities; validated and verified (Literat, 2014).

To examine the relationship between gaming activities in educational settings
and interdisciplinary learning;

To understand the power of game-based activities to promote learning,
knowledge and information literacy skills among children;

To evaluate students’ learning progression and educators’ attitudes about the

Need to create and validate a scale for measuring media literacy, based on the
multidimensional conceptual model explained above.

gamification of the learning environment; The scale will be validated for the students of the second and third cycles of the
= To promote Media and Information Literacy (MIL) through student critical Portuguese basic education (5%, 6%, 7t 8t and 9" grades).

analysis and creative production of games;
= To analyze variables in the learning environment that support best practices Opesfzﬂ:"a'

and challenges for the use of online gaming activities;

To identify variables that explore the relationship between MIL learning and
gaming using mixed methods approaches that contribute to the research
base of the integration of gaming in learning environments.

Behaviour

Editorial Skills

Research questions

= Can we promote and develop MIL skills, such as critical understanding, g
awareness, creativity, participative actions, interactive practices and
empowerment, by facilitating the use of game-based activities in educational e
contexts? Interaction

What is the relationship between effective learning, motivation, engagement Attitudes Simulation
and game based activities for educational purposes?

Digital
Our central premise is that children should not only be involved in game play for Security
learning, but that they should also be the designers and creators of games. v
Thinking

They will create, produce, share, critique, and play games for learning as
they reflect upon the game design process.

N

- . PLAYING DIGITAL SECURITY
Media literacy

In a digitally mediated society, media literacy is a bundle
of sociocultural competencies (Livingstone et al., 2013) that include:

+ operational skills (such as encryption and computing);

« editorial skills (including reading, writing and production of multimedia);

+ organizational skills (navigating, sorting, filtering and evaluation).
(Frau-Meigs, 2014)

In the context of a playful activity, the Caesar’s Cipher, a well-known and
Research Design simple encryption algorithm, is used to introduce children to concepts of
privacy in a digital world. Using a handmade artifact known as the Cipher
Wheel, children work in groups to exchange encrypted messages based
on a previously shared secret, playing the role of both senders and
receivers. In this encryption game, their messages are forwarded through
Endline a third group, the intruders, who try to sneak into the conversation using
School's Baseline Children’s Media Education Assessment their own Cipher Wheels and other strategies to decode and corrupt the
Community Assessment Qe scook) various possible secrets. An android app for supporting this activity has
Characterization Media Literacy )
* Videogame production 5 also been developed and can be downloaded from:
edigimy * Digital Identity / Digital Security Media and http:/netlab.ulusofona.pt/im/praticas/Alphabet.apk
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