
 
 

Bad News 
 

RATIONALE FOR THIS LESSON: Why are you teaching this lesson?  
 
Note: Most of the materials for this lesson is taken from About Bad News. While the questioning is my 
own, the images and information surrounding the game is not. You can find all of the original 
information on their Bad New Information Sheet here. They made the game and educator materials 
free to access so please consider supporting them with a donation over at their game’s main page.  
 
“The term ‘fake news’ has become ubiquitous in media coverage. While it certainly has its uses, it doesn’t do a very 
good job at describing the full breadth of the concept. What we call ‘fake news’ refers to news that has been entirely 
fabricated or made up. However, a news item doesn’t have to be entirely made up to be insidious or misleading. To 
capture the broader scope of the various ways to mislead audiences, we prefer to use the term ‘disinformation.’ Unlike 
‘misinformation,’ which is simply information that is incorrect, disinformation involves the intent to deceive. 
Propaganda, then, is disinformation with an explicit or implicit political agenda. In the social impact game Bad News 
you take on the role of a propagandist. Enter the shadowy world of online deceit and rise to power. Build your army of 
online trolls and spread conspiracies to influence the public debate and contemplate the dangerous implications 
disinformation can have on your daily life and society as a whole.” 

- Bad News Information Sheet 
 
People on average spend over two hours each day on social media. Our students are no exception. An unintended 
consequence of social media is that people tend to place themselves in a bubble of information. We see, like, share, or 
upvote posts that are in agreement with our own biases or perspectives. Over time we tend to see less and less of ideas 
that can potentially challenge these biases. This gradually pushes people more and more to the fringes of some, often 
political, ideology. Disinformation plays a large role in this. People are less likely to fact check something that lines up 
with their own beliefs. The Bad News Game can help get students thinking critically about the “news” and information 
they come in contact with on social media. It sheds a light on some of the tactics utilized by people who engage in 
misinformation and disinformation campaigns.  
 

- This lesson will take two days.  
 

 
 

CONTENT AIM (content) 
 

 
● How can we differentiate between reliable and unreliable news/information on 

social media? 
 

WHAT QUESTIONS will 
SUPPORT THE AIM and 
DEEP, COMPLEX 
THINKING  

 
● What is a video game? 
● What can video games teach us? 

 
LESSON OBJECTIVES 
What should students know 
or be able to do at the end of 
the lesson that they couldn't 
do before that will help them 
answer the aim.  
 
 

Students will: 
 

● What is misinformation? 
● What is disinformation? 
● What is Fake News? 
● Play through The Bad News Game.  
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LANGUAGE AIM  
(reading, writing, speaking 
and writing) 

 
● Listen to classmates in conversation.  
● Speak with other students in conversation.  
● Play Bad News. 
● Read the text throughout Bad News. 

. 
 

STUDENT WORK as EVIDENCE OF LEARNING and TOOL for Future Learning and Project Completion 
 

● Students will complete attached Graphic Organizer.  
 

 
TEXTS TO BE USED 
 

● Bad News. 
○ Available on Web Browsers. You can find it here.  
○ Developed by Drog In collaboration with the University of Cambridge 

MATERIALS NEEDED 
 

 
● One means of playing Bad News.  

○ I will have students playing in pairs on Chromebooks.  
● Graphic Organizer. 
● Accompanying presentation 

 
 

LESSON PLAN 
DO NOW: (5 min)  
The HOOK! 
 

 
● Do Now: What is Fake News? Any examples? 
● Have a short 2-3 min conversation about the student responses.  

 
MODEL/SET THE 
CONTEXT/ACTIVATE 
AND ASSESS PRIOR 
KNOWLEDGE (15 min) 
 

 
● Read the Aim: How can we differentiate between reliable and unreliable 

news/information on social media? 
● “WHY IS DISINFORMATION A PROBLEM? - Bad News Info Sheet 

○ Disinformation is commonly used by a variety of parties, including 
some governments, to influence public opinion. Social media are a 
particularly fertile breeding ground for such attempts. To give an 
example: around 47 million Twitter accounts (approximately 15%) are 
bots.  

○ Many of these bots are used to spread political disinformation, for 
example during election campaigns. Recent examples of influential 
disinformation campaigns include  

■ the MacronLeaks during the French presidential elections in 
2017,  

■ the Pizzagate controversy during the 2016 US elections,  
■ the various “alternative” explanations surrounding the downing 

of Malaysia Airlines flight MH17 in July 2014  
○ Disinformation works because many people fail to recognize false 

information when it’s presented to them. For example, a recent British 
study indicated that only 4% of participants were able to tell fake news 
from real.  

○ In some ways, this is not surprising: people are bombarded with 
excessive amounts of information as they scroll through their news feeds 
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or social media page. Much of this information was shared by friends, 
whom people tend to trust to tell them the truth. A fake or 
disinformative news article shared and shown to someone by a friend is 
therefore more likely to be seen as trustworthy.  

● The Bad News Game - Bad News Info Sheet 
○ The Bad News Game confers resistance against disinformation by 

putting players in the position of the people who create it, and as such 
gain insight into the various tactics and methods used by ‘real’ fake 
news-mongers to spread their message. This, in turn, builds up 
resistance.  

○ The game works in a simple and straightforward way: players are shown 
a short text or image (such as a meme or article headline) and can react 
to them in a variety of ways.  

○ There are two ways in which their score is measured: ‘followers’ and 
‘credibility’. Choosing an option that is in line with what a ‘real’ 
producer of disinformation would choose gets them more followers and 
credibility.  

○ If, however, they lie too blatantly to their followers, choose an option 
that is overtly ridiculous or act too much in line with journalistic best 
practices, the game either takes followers away or lowers their 
credibility. The aim of the game is to gather as many followers as 
possible without losing too much credibility.  

○ The game breaks down into 6 badges: impersonation, emotion, 
polarization, conspiracy, discredit, and trolling. These badges are 
partially based on the report ‘Digital Hydra’ by NATO’s East Strategic 
Command (East StratCom), which details the various forms that 
disinformation can take. A breakdown of what each badge covers is 
found below. - Bad News Info Sheet” 

○ Make sure you “take part in a study on fake news recognition” in the 
beginning of the game. You need to do this in the beginning and in the 
end.  

● Pass out handout.  
● Time to play. We will have students play through the game 2 times.  

CHECK FOR 
UNDERSTANDING #1 
How will you assess or gauge 
if students are making progress 
towards the lesson objectives?  

 
● Check that everyone in class understands the basic concept of the game. Ask 

individually, or as a class, or in whichever way your class typically responds to 
you.  

PRACTICE TASK Part 1 
(35 minutes)  
(Independent, Pair and/or 
small group task)  
What activities are planned 
that align to the lesson 
objectives?  

 
● Playthrough: Part 1 
● Have the students answer the questions on the worksheet as they progress 

through the game.  
● Make sure the students “take part in a study on fake news recognition” in the 

beginning of the game. They need to do this in the beginning and in the end. 
○ This is only necessary for their first playthrough.  

● 1) What was your first “frustrated tweet?” Why did you choose this topic? 
● 2) What slogan did you choose for the fake website you created? Why do you 

think this would be an effective slogan to use? 
● 3) The game pushes you to begin attacking emotional content. What point is the 

game trying to make? 
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● 4) The game eventually gives you an option to “personally attack” people, or to 
“get emotional.” Which option did you choose and why? 

● 5) I know you posted something that you knew was not true? What was it and 
how did your followers react? 

● 6) A fact checker began debunking your posts. Obviously your next step was to 
take revenge. How did you go about doing so?  

● 7) Make sure you say “yes” when asked if you took part in a study at the 
beginning of the game. What factors are you looking for when asked if a series 
of tweets are reliable, or unreliable?  

● 8) How many followers did you end up with? Write your score in the space 
provided.  

PRACTICE TASK Part 2 
(35 minutes)  
(Independent, Pair and/or 
small group task)  
What activities are planned 
that align to the lesson 
objectives?  

 
● Playthrough: Part 2 
● Have the students play through the game a second time using all of your their 

knowledge to gain as many followers as possible.  
● Have students answer question 9 during and after this playthrough.  

○ 9) Use the space below to take notes of the various choices and 
decisions you made while playing through the game a second time.  

● THIS PART IS VERY IMPORTANT 
○ Page 6-11 of the Bad News Info Sheet has “Badge Breakdown” 

handouts.  
○ I cannot attach these pages here because I did not create them, but they 

are free to access in the link I provided above.  
○ Pass out one of these Badge Breakdown handouts to each pair of 

students. Rotate through the handouts so that there is at least one of each 
badge among the class.  

● 12) Your teacher will pass out a Badge Breakdown sheet. Answer the following 
questions about your badge.  

○ Which badge did you receive?  
○ What does it mean?  
○ How was this badge implemented in the game? 

● Have a pair of students for each badge read out their responses. Write their 
responses on the board (in the slides) so the students who did not have that 
badge can take notes.  

○ 13) Listen to your classmates and write down the definitions for the 
other badges you earn in the game.  

● Move on to Wrap-Up 
CHECK FOR 
UNDERSTANDING #2 
How will you assess or 
gauge if students are 
making progress towards 
the lesson objectives?  

 
● Circulate as students play and make sure that they understand what is going on 

in the game.  
● Ask the class if they have any clarifying questions about this specific event.  

 

WRAP-UP AND FINAL 
ASSESSMENT #3 (15 
min) 

  
● Go back to the slides and begin a discussion about solutions to the problems of 

disinformation.  
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How are students returning 
to the lesson objective? 
How are students 
self-assessing or engaging 
in peer assessment of each 
other’s progress towards 
outcome mastery?  

○ Solutions? - Bad News Info Sheet 
■ Disinformation can be countered in numerous ways: by 

changing search engines’ or social media sites’ search and 
display algorithms, by improving fact-checking tools, through 
regulation, or through education.  

■ “The most effective method of combating disinformation is to 
foster critical and well-informed news consumers. Knowledge 
and education are by far the best weapons against 
disinformation.”  

■ INOCULATION THEORY - Bad News Info Sheet 
● “People are able to build up a resistance against false or 

misleading information by being presented with a 
weakened version of a misleading argument before 
being exposed to the “real” information. One can see 
this as giving people a kind of “vaccine” against 
misleading information. If you can recognize it, you can 
resist it. The Bad News game draws on inoculation 
theory for its theoretical justification.”  

● Answer the final questions together as a class. Give students 10 minutes to write 
silently and then come back together to have a class discussion.  

● 9) Aim: How can we differentiate between reliable and unreliable 
news/information on social media? 

 
DIFFERENTIATION/MU
LTIPLE POINTS OF 
ENTRY  
What are the learning styles of 
your students?  How can you 
support and extend learning 
for students?  

 
● Students will be working on computers.  

○ This will allow students to look up words they may not know.  
● Students will be working in pairs in order to foster collaboration.  

 
 

HOMEWORK (if 
applicable)  
 

 
● No Homework 

Common Core Standards CCSS.ELA-LITERACY.CCRA.SL.2 
Integrate and evaluate information presented in diverse media and formats, including 
visually, quantitatively, and orally. 
 
CCSS.ELA-LITERACY.CCRA.SL.1 
Prepare for and participate effectively in a range of conversations and collaborations 
with diverse partners, building on others' ideas and expressing their own clearly and 
persuasively. 
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Name:__________________________________ 
 

Aim: How can we differentiate between reliable and unreliable news/information on social 
media? 
Directions: Play through the Bad News game two times and answer the questions below. 
 

Playthrough #1 
 

1) What was your first “frustrated tweet?” Why did you choose this topic? 
 

 
 

 
 

 
 

2) What slogan did you choose for the fake website you created? Why do you think this would be an effective 
slogan to use? 

 
 

 
 

 
 

 
 

3) The game pushes you to begin attacking emotional content. What point is the game trying to make? 
 

 
 

 
 

 
 

4) The game eventually gives you an option to “personally attack” 
people, or to “get emotional.” Which option did you choose and why? 
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5) I know you posted something that you knew was not true? What was it and how 
did your followers react? 

 
 

 
 

 
 

 
 

6) A fact checker began debunking your posts. Obviously your next step was 
to take revenge. How did you go about doing so?  

 
 

 
 

 
 

 
 

 
 

7) Make sure you say “yes” when asked if you took part in a study at the beginning of the game. What factors 
are you looking for when asked if a series of tweets are reliable, or unreliable?  

 
 

 
 

 
 
8) How many followers did  
you end up with? Write your  
score in the space  
provided.  
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Playthrough #2 - That was just practice. Now play through the game again and use all of your #fakenews 
knowledge and gain as many followers as possible.  
 

9) Use the space below to take notes of the various choices and decisions you made while playing through the 
game a second time.  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
10) What was your score on the second playthrough? DId 
you do better than your first try? 
 
11) What did you try to do differently? 
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12) Your teacher will pass out a Badge Breakdown sheet. Answer the following questions about your badge.  
 

● Which badge did you receive? ________________________ 

● What does it mean?  
 

 
 

 
 

 

● How was this badge implemented in the game? 
 

 
 

 
 

 
 

13) Listen to your classmates and write down the definitions for the other badges you earn in the game.  
 

A. _____________________: 
 

B. _____________________: 
 

C. _____________________: 
 

D. _____________________: 
 

E. _____________________: 
 

F. _____________________: 
 
14) Aim: How can we differentiate between reliable and unreliable news/information on social media? 
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