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ABSTRACT

Fact-checking and critical thinking are essential life skills in an
age of rampant misinformation. To cultivate these skills in young
learners, we have developed ‘A Mystery for You’ - an educational
game powered by a large language model (LLM) and a tangible
interface. In this game, a player becomes a citizen fact-checker,
responding to ‘news alerts’ printed out by the game interface. The
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player investigates various actors and evidence by inserting car-
tridge combinations into the game interface. Each move the player
makes results in the generation and printing of a follow-up ‘news
update, which they must use to make an informed verdict about the
truth or falsehood of the news. This interactive process sharpens
critical thinking skills and enhances familiarity with generative AT’s
misinformation capacities. This paper contextualizes the game’s
relevance in today’s media and politics, explores game-play me-
chanics, and critically reflects on incorporating Al generation tools
for educational game play.
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1 INTRODUCTION

Fact-checking skills, critical thinking and an investigative bent of
mind are essential life skills in an age of polarized media politics,
hate-speech and rampant misinformation. Lack of digital literacy
and an inability to identify misinformation has not only led to
swaying of elections — such as the 2016 United States Presidential
Elections [8] - but also mob lynching and communal violence in
countries like India [13] and Bangladesh[9].

The scale and severity of misinformation propaganda are exacer-
bated by the increasing access to and use of generative Al models.
This could be seen in Argentina’s 2023 Presidential Election - ‘the
first Al Election’ according to The New York Times [10]. In 2024,
the misuse of Al-generated disinformation is immense as 76 coun-
tries are scheduled to hold elections, constituting more than half
the world’s population [7]. This is being seen not only in social
media posts but also in the blatant emergence of websites hosting
Al-generated false articles. NewsGuard, an organization dedicated
to tracking misinformation, such websites saw an astonishing in-
crease of over 1,000 percent between May and December 2023 -
expanding from 49 sites to a staggering total of more than 600 [15].

In the face of these alarming trends, a pivotal question emerged
for us: could we harness the very technology that is fueling misin-
formation to instead combat it? How might AI be repurposed as a
tool for public education? Could we help foster critical thinking and
empower the youth to become more informed consumers who are
not only skilled in fact-checking but also aware of the pervasiveness
of Al generated media?

Addressing these questions, we have developed ‘A Mystery for
You’ - an educational game for investigative role-play powered by
a large language model (LLM) and a tangible interface.

Figure 2: A unique, tactile fact-checking experience enhanced
by an LLM.
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This game targets elementary and middle-school children as a
pedagogical tool for active learning. Studies show that despite being
commonly described as ‘digital natives’, children are still extremely
susceptible to misinformation online. The ability to decide whether
a news story is true or false appears to develop sometime after
elementary school, perhaps when children learn how to find and
evaluate sources independently in the context of research projects
[17].

The game-play is designed to engage children in problem solving
and lateral reading from an early age. Children take on the role of
citizen fact-checkers and respond to ‘news alerts’ printed out by
the game interface. These ‘news alerts’ and sequential story-lines
are generated through carefully engineered and tested prompts.
By investigating different ’actors’ using fact-checking ’actions’,
children are encouraged to think critically through scenarios and
ultimately make informed verdicts.

2 RELATED WORK

Studies have shown the benefits of using active learning strategies
to tackle misinformation, such as through lateral reading assign-
ments in civic courses [5] and gamification of the fact-checking
process [3]. There have been multiple attempts at gamifying misin-
formation education, such as Bad News|[6], Fake it to Make it [16],
Fakey [11], and Escape the Fake [12]. Parallelly, there have also
been attempts at making detective mystery-solving games using
generative Al in non-educational scenarios, such as Vaudeville [1],
Origins [2] and Detective GPT [14]. Keeping in mind the limita-
tions and potential of these prior efforts, we decided to focus on
the following during our game design process:

o The game should challenge the player to actively investigate.
o The game interface should offer immersive interaction and
not encourage the player to just point, click and skim-read.
o The game should be replayable, offering unique scenarios in
every play-through.
o The decisions made by the player should impact the sequen-
tial evolution of the game.
To the best extent of our knowledge, A Mystery for You is the
first media literacy game that addresses these design challenges
using generative Al, tactile interface and pedagogical approach.

3 GAME DESIGN

The primary objective was to develop a tangible game interface
that enables interactions between players and a cloud-based Large
Language Model (LLM), specifically ChatGPT. The communica-
tion infrastructure involves data transmission between the micro-
controller and the web app on a computer via serial communication.
The data transmission between the web app and ChatGPT is facili-
tated through the OpenAI APL
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Figure 3: Data transmission between game components.
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3.1 Designing Player Moves

The Actions include: 1) Investigate, 2) Interview, 3) Check What-
sapp Messages of, 4) Reverse Image Search, 5) Check Social Media
Account of
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Figure 4: Action Moves.

The Actors include: A) Local Police, B) The Accused, C) Politi-
cians, D) Journalists, E) Local Community, F) Protesters, G) Video
Evidence, H) Photo Evidence, I) CCTV Footage, ]) Local Authorities
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Figure 5: Actors to Investigate.

3.2 Tangible Input & Output Game Play

The design of our current day smart phones, with their smooth
touchscreens has conditioned us to keep scrolling mindlessly through
high volumes of information being perpetually updated in real time.
This is an issue we have seen inadvertently being replicated in
other educational games tacking misinformation. To address these
issues in affordances, we took on the challenge to re-imagine what
an interface for such a game could be. Thus, there is no screen
or keyboard involved in playing A Mystery for You. Instead, our
game is embodied in an tangible interface that celebrates analog
mechanisms and slow media. Slow media focuses on pacing out
media production and consumption, fostering intentionality and
mindfulness [4].

The player needs to use cartridges and buttons as input, and
the game interface, in turn, responds with outputs through a mini
thermal receipt printer. News alerts are printed slowly with a med-
itative sound. This forces the player to pace their reading and gives
them time to choose their investigative move. Players pick from
a finite number of action-actor cartridges and insert a pair into
the slots such as “Interview the Community” or “Check the Social
Media Handle of the Politician”. This causes the indicative meter
to progress from Day 1 to Day 2. The interface prints out another
news alert from the next day with new insight based on the player’s
move.
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Figure 6: Al-generated news alerts and updates printed on
thermal paper.

The player gathers facts over seven game days. The dialectic
interaction between the interface and the player speaks against the
one-sided consumption of news media cycles. Once the player feels
confident of their choice, they can choose from the true and false
switch to make their verdict. This leads to the printing of a game
result along with the reasoning for why that was the case and why
it is important to fact-check.

The printed receipts are a poetic documentation of the game-
play and can be kept as a souvenir or collected by children, perhaps
for creating an archive or storybook of the adventures with the
game.
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Figure 7: Printed Receipts- A Poetic Documentation of the
Game-play

The trigger for the input mechanism is hidden at the base of
the card slots. Each slot has five buttons, enabling up to 31 inputs
through various combinations of pressed buttons.

4 USER STUDY

We conducted user experience studies with both general users as
well as experts in the field of misinformation and fact-checking. We
conducted a virtual study with the fact-checking and educational
outreach wings of Alt News, an Indian fact-checking organization.
This provided us with crucial feedback on whether the scenarios
generated by our prompt engineering were realistic and had peda-
gogical value. Experts found the approach compelling and found
multiple generated scenarios to be close to real incidents that they
have dealt with. This included a new alert falsely accusing a mi-
nority community of a violent outbreak that ended up being an
out-of-context video from a different part of the country. They
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Figure 8: Cartridge Input Mechanism Inside a Card Slot.

found the action choices, such as ‘reverse image search’ and ‘inter-
view’, to be closely aligned with their own methods. However, they
also pointed to the challenges of scaling a tangible game such as
this to a large audience, especially in developing countries such as
India.

We conducted our general user study with university-going
adults but planned to do significant user testing with children of
different age groups in the future. In our current study, we found
that participants reacted positively to the design of the game. They
are intrigued by the action and actor cartridges as well as the tactile
nature of the game interface. However, some users found the range
of cartridges limited and wondered about the potential for actions
beyond those provided. While we have limited the choices of moves
available to the player in the current version of the game, we plan
to expand the range by creating additional cartridges to handle
more diverse scenarios and settings.

Despite lacking prior information about the game rules, users
engaged with the device intuitively, expressing satisfaction with the
tactile feedback, such as the button click and the LED lighting dur-
ing cartridge insertion. The gradual printing process of the thermal
printer encouraged the users to read the news updates line by line
instead of skimming as they likely would have on a digital screen.
We observed users contemplating their next move, experimenting
with different cartridge pairings to observe their impact on the
game. Some users inquired about the possibility of pressing a red
button midway through the game. Hearing that it would conclude
the game and provide the answer, most of them opted to continue
inserting cartridges until they completed the "action" on "the last
day!" A small subset of users, however, completed the game early
upon reading news updates on day 3 or day 4.

Participants described the game device as cute and nostalgic,
comparing it to an old Macintosh computer. Notably, each testing
participant was offered the opportunity to retain the printed receipt
as a gift, highlighting their appreciation for the narratives on the
small receipts and their desire to take them home.

5 CRITICAL REFLECTION
5.1 Tangible Interface, Slow Media and Content
Moderation

The tangible interface and analog mechanisms of our game afford
a slow media experience that celebrates the pacing out of media

Tang & Singha

production and consumption, fostering intentionality and mindful-
ness. Additionally, the tangible interface also serves as a content
moderation strategy, preventing players from engaging with the
LLM via inappropriate responses. This game is thus an example of
how new and generative media can be combined with old and slow
media to create more thoughtful and enjoyable interactions and
news consumption.

5.2 Al Generated Gameplay in Educational
Games

The game fosters critical thinking while avoiding partisan, offer-
ing post-game reflection while avoiding the creation of actual fake
news. It encourages thoughtful decision-making and shields chil-
dren from online ads and harmful information. As game designers
using generative Al, we are cognizant of the risks of using black-
box Al models. These models are trained by using large data sets
which can have inherent biases embedded in them. Further, the
outputs of LLMs are often subject to content moderation policies
of the platforms providing API services. These moderation poli-
cies can strongly impact the scenarios generated for our game. We
aim to conduct further research into these implicit biases and how
they impact our game. We also believe our game can provide a
way to analyze biases embedded in these systems and the players’
decision-making process.

6 CONCLUSION

“A Mystery for You” encapsulates a novel blend of educational
significance and technological integration that empowers children
to critically engage with misinformation through investigative role-
play. The tangible nature of the game device elicits thoughtful
play in a world saturated by the never-ending flux of news cycles
and media production. Through its carefully engineered and tested
prompts that, A Mystery for You provides engaging and unique
play-through in each round. The Al-generated scenarios allow for
sequential play in dialog with the player, and the thermal printing
nature of the interface allows for slow and mindful responses. The
poetic receipt prints collectables of the game play are ideal for
children to create archives or storybooks of the adventures.

Thus, A Mystery for You introduces a new educational game
paradigm that offers rich non-screen based immersive interactions,
sequential, generative and dialectic game-play, as well demonstrates
the potential for harnessing generative Al for tackling misinforma-
tion.
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