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Why is it important to be information literate?
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Aims and objectives

NAVIGATE aims at enhancing ÓÔÕÄÅÎÔÓȭ
competencies in 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), relevance,
documentation and timeliness.

The project objectives are:

ÅTo develop a game-based model for
information literacy training consisting of
a syllabusbasedon the competencytree;

ÅTo elaborate learning material such as
games included in the syllabus, working
modules with specific game tasks, game-
basedlearning activities.
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Information literacy of humanities students in Bulgaria, Italy and Sweden - a gap 
between the perceptions and self-evaluation of students, and reality
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The important learning outcomes for NAVIGATEproject are
the students to:

ɆHavea set of skills to identify different types of information
sourcesand work with different text formats;

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

ɆHaveand apply critical thinking in the educationalprocess;

ɆBeable to build effective information searchstrategies, using
different approachesand techniques;

ɆKnow the term ȰÐÌÁÇÉÁÒÉÓÍȰand techniques for its
prevention;

ɆBeable to createown content and present it ;

ɆIntegrate new knowledge into the scope of already
accumulatedknowledge.

Games based model Strategy
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The way to the development of original IL games in the framework of NAVIGATE
https://www.navigateproject.eu/navigamesearch -tool /
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