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Why Is It Important to be information literate?

The Information

Process
(ISP)

Understang
Engage

Digital skills
framework
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Table 1: Main keywords that feature the proficiency levels

Levels in
DigComp 1.0

Foundation

Intermediate

Advanced

Highly
specialised

Levels in
DigComp 2.1

Complexity
of tasks

Simple tasks

Simple tasks

Well-defined and
routine tasks, and
straightforward
problems

Tasks, and
well-defined

and non-routine
problems

Different tasks
and problems

Autonomy

With guidance

Autonomy and
with guidance
where needed

On my own

Independent and
according to my
needs

Guiding others

Cognitive

domain

Remembering

Remembering

Understanding

Understanding

Applying

Most appropriate
tasks

Resolve complex
problems with
limited solutions

Able to adapt
to othersina
complex context

Integrate to
contribute to the
professional prae
tice and to guide
others

Evaluating

Creating

Resolve complex
problems with
many interacting
factors

Propose new
ideas and pro
cesses to the field

Creating

-IVE LAWS

LAW 2

Every citizen is a creator of
information/knowledge and has a

message. They must be

LAW 3

Information, knowledge, and messages are not always
value neutral, or always independent of biases. Any
conceptualization, use and application of MIL should make
this truth transparent and understandable to all citizens.

I

United Nations -

ducational, Scientific and |
Cultural Organization

LAW4

Every citizen wants to know
and understand new
information, knowledge and

Fondagigy

Olitechico
di Milano

empowered to access new
information/knowledge and to
express themselves. MIL is for all -
women and men equally - and a
nexus of human rights.

Information, communication,

libraries, media, technology, the
Internet as well as other forms of

messages as well as to
communicate, even if she/he is
not aware, admits or expresses
that he/she does. Her/his
rights must however never be
compromised.

LAW 5

Media and information literacy is not

acquired at once. It is a lived and

information providers are for use in

dynamic experience and process. It is

critical civic engagement and

sustainable development. They are

equal in stature and none is more

relevant than the other or should be

ever treated as such.

complete when it includes

knowledge, skills and attitudes, when

it covers access, evaluation/
assessment, use, production

and communication of information,

media and technology content.

Information Literacy: A Gamebased Learning Approach for Avoiding Fake Content NAVIGATE 201-BG01KA203-036383



Co-funded by the
Erasmus+ Programme : _
of the European Union

BRAT

)‘ FOndazmne
Politecnico

UNIVERSITA UNIVERSITY
di Milano

DI PARMA OF GAVLE

Aims and objectives

NAVIGATE aims at enhancing O O O A A ITikx@mject objectives are:

competenciesin recognising fake content.
The definition adopted by the team is as
follows: Fakecontent (print, digital, oral) is
considered disinformation, inaccurate and
uncertified information. To filter fake
content, the measurable characteristics of
quality information include: authority,
purpose, format (accuracy),
documentation and timeliness.

relevance,

ATo develop a gamebased model for
iInformation literacy training consisting of
a syllabusbasedon the competencytree;

A To elaborate learning material such as
gamesincluded in the syllabus, working
modules with specific game tasks, game
basedlearning activities.
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Informationn literacyyof humanities: studentstiniBulgasia;iltaly-and Siwvedenen - a gap
betweem the:perceptions andd self-evaluatiom of students;, andi nealityy
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The important learning outcomes for NAVIGATEproject are
the studentsto:

PHave a set of skills to identify different types of information
sourcesand work with different text formats:

BApply a set of criteria for analyzing and evaluating
information from different sources (e.g. social networks),
including critical analysisto avoid fake content;

PHaveand apply critical thinking in the educationalprocess

BBeableto build effectiveinformation searchstrategies, using
different approachesand techniques

rrrrrr

BKnow the term ®1 A CE Addd @ekhdiques for its
prevention;

e ableto create own content and presentit;

Antegrate new knowledge into the scope of already
accumulatedknowledge.
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Vocabularies
and taxonomies
- your knowledge?

Search techniques
and specialist
search tools

Define a search
strategy and
search tool

Plan - find
relevant
information

D,

Search question
- do you have
the nght one?
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