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FOREWORD: WELCOME TO THE GAME!

The Digital Resilience game for language classes has been created as one part of our Empower
for Digital Linguistic Education Erasmus+ project - “Empower” for short.

We began the project by asking teachers and learners about their feelings about digital tools in
the language classroom as well as about the arrival of Al tools. Most were very positive about
the advantages that digital tools can offer. But many also told us that they were worried about
keeping themselves and their learners safe while working online, and that they found it hard to
avoid digital distraction and overload.

This game is designed to address some of these issues, so that learners and teachers can
reflect on their own use of digital tools and online media, and think about how they can improve
their own digital resilience and digital literacy.

In these times of disinformation, we also feel that it is important to encourage active, informed
involvement in the democratic process and to improve knowledge about the EU; so you will find
some material on these issues too.

For ease of use, the game can be played in small chunks (around 10 minutes each), on any
digital device: it can be used by learners independently, with no need for registration.

Although the game is designed to be used in language classes (at around A2/BI level), the
contents can also be used productively in other classes and with other groups too.

This guide is intended to help teachers take the game into use in their own teaching. We are
sure that you will find it useful!

Happy playing!
The Empower team

P.S: If you'd like to read more about the project and the other resources that we have created
(including a report on the state of digital language teaching and a free online training course for
teachers), please visit our webpage: https://www.empower4digiline.eu/
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A quick introduction to the game

The digital resilience game has two main aims:

a. to promote digital resilence and improve digital literacy by
asking users to consider various issues in a gamified environment.

Users can test their knowledge of a range of digital themes and

are encouraged to reflect on their own digital practices, both
when playing the game itself and through follow-up activities afterwards;
and

b. to supportlanguage learning. The game is available in all of our project languages:
English, Finnish, German, Greek, Italian and Spanish.

It is designed for use by learners at CEFR levels A2[B1, with vocabulary, structures and language
teaching points aimed at this level. But the game can also be used productively with learners at
other language levels too — as well as with users in other classes, and outside the school setting
too.

For ease of use, the game

e does not require registration;

e can be played in 8 manageable chunks: each about 10 minutes or so;

e can be played on any internet connected device: smartphones, tablets, laptops...,

e is simple to use - so it can be played independently outside of the classroom, as well
as a part of class activities.

The game is organised into 8 different parts, each focused on a different theme and a different
language learning point. Each part can be played independently of the others, so that teachers
can choose to use a section depending on what they would like their learners to practice. There
is no correct order in which to play.

Each part of the game consists of 10-16 multiple choice questions. All questions have one correct
answer and between 1 and 3 incorrect alternatives. Once the user has selected an answer, they
will get instant feedback, and often a short further explanation about the issue concerned.

The language teaching points are incorporated in each part of the game in different ways: they
may be part of the question, included in a hint after the question, or feature as part of the
answer.
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Support materials

1. This guide includes:

a. a quick overview of the main topics of the game;

b. instructions for helping your learners to get started using the
game;

c. chapter by chapter overviews of the game parts. In each you will
find...

a brief introduction to the topic in question;

¢ a preview of the language teaching point and how it is covered in the game;

¢ details of exactly where to find the background materials for that particular unit in
the online materials (see 2 and 3 below); and

e suggestions for introductory and follow-up activities you may like to use.

2. The full set of questions and answers for each part of the game is available online here. This
allows you to preview game material and to target teaching accordingly. The material is
available in English, Finnish, German, Italian, Greek and Spanish. There is a separate pdf for each
language.

3. A downloadable excel file with parallel sets of new vocabulary for each unit in all 6 project
languages is available here. This allows you to easily create matching lists of vocabulary in

your own teaching and target languages if you wish. (Note: since the parts of the game can be
played in any order, there is some repetition of vocabulary in the lists.)

To save scrolling, each chapter in the guide tells you where to find the questions and vocabulary
for that particular part of the game.
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The game is designed to be easy to use, so that it can be used in a variety of
situations, for example:

o flipped learning: learners play the game before class and are
exposed to particular language features which will then be covered
more formally in class;

e as a warm-up at the start of a class. Learners could work together and discuss the
answers, or compete against one another. As above, they are exposed to language
points which can then be covered in class;

e ClLIL (content and language integrated learning): specific topics related to digital
issues can be covered while at the same time practicing language points — either
new points, or to practice points that have already been covered in class;

e practice and revision. After studying a particular language feature in class, learners
play the game to practice those features — either in class or as a homework

assignment, for example. Learners could also play the game in the future in order, to
revise the feature and reinforce learning.
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The game section by section

In each chapter of this guide, you will find...
an overview of the topic and language teaching point covered
the link to the questions and answers in the game
details of where to find the vocabulary sets for the section
a few suggestions for warm-up and/or follow-up activities related

to the topic. You / your favourite Al tool can no doubt come up with
many more!

This guide does not contain suggestions for how to teach a particular language point: you / your
text book will no doubt have many ideas for how to do this.

] Spot the Al! describing things
Spotting Al-generated pictures
5 Fake news giving advice
3 Online situations conditionals
(spotting scams)
4 Digital wellbeing. vocabulary practice: feelings and emotions
Staying Safe Online . .
5 i . imperatives
(Data protection)
5 Online good practices modal verbs
(netiquette, copyright and sharing)
. reading comprehension
Learning about Europe . . . o .
7 = ' (using EU simplified website in project
languages)
g | getting involved: (EU) elections comparatives / superlatives
(Active citizenship) https.//elections.europa.eu/en/

Remember that the numbers here are purely to make it easier to find all of the
relevant material: the parts of the game can be played in any order!
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Getting started

Step-by-step instructions for using the game, screenshots and clear instructions.

Home screen:

sane
S\
EMPOWER
LDIGILINE

Click on the topic, then click on "Start” to
play:

s Spot the Al!

EMPOWER
LDIGILINE

For topics 7 and 8, click on "Visit" to open the
link to the EU website:

@« Learning about Europe

EMPOWER
UDIGILINE

Co-funded by
the European Union

Go to this website and find the answers to the
questions.

4
4

To choose the language, and change the
music and volume, click on the top right icon:

EMPOWER
QuIZ? sETTINGS

4 7

@R Select Language

/" Save i

Click on the correct answer. To move back
or forward, click on the green arrows:

EMPOWER
Quize

I
Choose the real photo - the other 3 are made by Al.

A grey cat is looking at a delicious white cake.

When you have answered all the questions,
you will see your score. Enjoy!

EMPOWER LEVEL

QU Iz @ COMPLETE
— ®

( 7 Total Questions: 10 |
i Correct 3 |

Wrong X4
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1: SPOTTING Al — DESCRIBING THINGS

a. Background

Content. Al generated images are getting harder and harder to
distinguish from real ones. It's important to be aware that online
pictures might not in fact show real people or events. In this part of the
game, learners are asked to look at similar images and to decide

which image is a genuine one.
Language learning. The language used in the hints for these questions

focuses on language and structures for describing things.

b. Game resources
o Lists of questions and answers in all project languages here. Questions for this
module are on page I.

e Downloadable vocabulary lists in all project languages link here: Content for this
unitis in lines 7-14.

c. Useful resources: Al picture-generation tools

Most general Al tools (ChatGPT, Gemini, Copilot..) generate good images these days: experiment
with your favourite and see how you get on.

There are plenty of specialist image generator tools too; here are a few possibles:

Canva Al image generator: https://www.canva.com/ai-image-generator/

Raphael Al: https://raphaelai.org/
DeepAl: https://deepai.org/machine-learning-model/text2img-

Other useful resources: For more tips on using Al in language education, take a look at modules
1-3 of our online course ( https://www.bit-academy.eu/ ) or module 6 of our video-based MOOC
(https://www.youtube.com/@empower4digiline )

SUGGESTIONS FOR INTRODUCTORY AND FOLLOW-UP ACTIVITIES
(You [ your favourite Al tool can no doubt come up with many more ideas. )

a. Before playing

Language
e Show a picture and model describing it:

eg “A tall grey castle is standing next to the sea. Green trees are growing around it and
white clouds are floating in the sky. Two horses are running towards the castle. A man
in a red coat is riding one horse and a woman in a blue dress is riding the other. The
wind is blowing in the trees and big black birds are flying above the castle...”
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(You could also describe the classroom in this woy.)

e Ask learners to spot the grammar point.

Topic

e Show learners a set of pictures of a famous | local place. Some are real, others
generated by Al. Can they spot the pictures generated by Al?

b. After playing

Language
e Preparation: Use an Al picture generation tool (some suggestions above) and a

descriptive prompt to create a set of Al-generated pictures. You could also select
some ready-made pictures online, or use some of the pictures from the game.
e Give the pictures to your learners.

1. Do it yourself. Ask learners to choose one of the images and to use an Al picture generator to

create their own image, using the target language. How closely can they copy the original?

¢ Learners could also try using the same prompt several times or using different picture
generators, then talk about the differences between their pictures.

2. Describing pictures. Learners describe one Al generated picture in a set for their partner to
identify. (They could also use the pictures in the game for this.)

Topic

Pair/group discussions. Some possible topics/questions here:

Game feedback

How did you do in the game?

What helped you to tell real pictures from Al?

What advice do you have for other people?

Were you surprised to see how good the Al pictures were?
Have you ever been fooled by Al pictures?

Art or not? (What is the value of generated of Al-generated art?)

¢ Are pictures made by Al really art?

e Who is the artist: the person who wrote the prompt, the Al, or the people whose work has been
used by Al to create the picture?

How does Al change what it means to be creative?

Is it good to be able to make any picture we like?

Are there any dangers?
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2: FAKE NEWS OR NOT? — GIVING ADVICE

a. Background

Content. Anyone with an internet connection can post news and information
online these days. They can promote their own ideas and twist or fake facts
to support their arguments. This section of the game encourages players to
think critically about what they see, hear and read online.

Most questions ask players to think critically about example posts and
articles, and to decide if they true or false. A few help define terms related to online manipulation.

Language learning. The focus for this section is on the language that can be used to give advice,

demonstrated in the hints after each question

b. Game resources
¢ Lists of guestions and answers in all project languages here. Questions for this module are

on pages 2-3-4.
e Downloadable vocabulary lists in all project languages link here: Content for this unit is in
lines 16-51.

c. Other useful resources: For more tips on promoting media literacy, take a look at module 9 of
our online course ( https://www.bit-academy.eu/ ) or module 3 of our video-based MOOC
(https://[www.youtube.com/@empower4digiline )

SUGGESTIONS FOR INTRODUCTORY AND FOLLOW-UP ACTIVITIES
(You / your favourite Al tool can no doubt come up with many more ideas. )

a. Before playing

Topic:

1. Write or read some short statements aloud, for example:

» Elephants can fly.  « You can use salt to clean your teeth. < The Earth is round.

« Chocolate is made from beans.  + Dogs can speak English.

2. Students decide in pairs: True or False? 3. Check answers together.

4. Ask: Why do people sometimes believe false stories? Have you ever read something online that
wasn't true?

5. Introduce the term fake news.
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Model the language for giving advice, for example:

What should you do when you are reading things online? You must check the source to see if
you can trust it / You could ask yourself: does this sound right? / It might be good to think carefully
about what you read / Think carefully!

Ask learners to spot what kind of language you are using. Tell them to look out for more
examples as they play the game.

b. After playing

Language and Topic together: Giving advice about online news

1. Preparation: Present and drill advice phrases, for example... You should..  You shouldn't..
You could... You must... It'sagood ideato.. Be carefulwith.. Don't..
(Or use the phrases from your text book)
2. Give examples related to fake news, for example:
You should check the source. Don't share news if you're not sure it's true.

Exercise 1: Pair or group work: Advice for spotting fake news

I. Pair work. Learners discuss and write two or three pieces of advice for friends who read news
online; then share examples with the class.

2. Group work (groups of 3-4)

Materials: Paper, markers, or digital tool (e.g., Canva, Jamboard)

1. Ask learners to think of 4-5 pieces of advice for identifying or avoiding fake news; for example:
Check the date [ Look at the webpage | Read more than one source...

2. Groups make a colorful poster titled eg. “Our Fake News Advice”.

3. Groups then present their posters to other class members. If appropriate/possible, display
the posters around the classroom or online.

Exercise 2: Whole class: “Is It Fake?” quiz

1. Ask learners to come up with a news headline. It can be real or fake. You could also prepare
the headlines yourself in advance.

2. Other learners guess: real or fake?

3. After each one, discuss and give advice: “You should check the website before you believe it.”
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Exercise 3: Pair work: fake news scenarios

In pairs, learners take it in turns to pick a scenario card relating to fake news and to talk about it
as if they believe it. Their partner should give them suitable advice.

Some example cards are below: you or your learners can no doubt come up with much better
ideas.

A website says that reading a book makes A medical website says that sleeping only 3
your hair grow faster. hours a night makes you smarter.
A text message says your phone will stop An influencer says that chocolate is better
working tomorrow if you don't click a link than medicine for the flu.

A video on YouTube shows a flying car, butit | A post on LinkedIn says that dinosaurs still live

looks strange. in the ocean.
A Tiktok star says that the prime minister has A news channel says that Christmas is
been stealing money. cancelled this year.
An online shop is offering 90% off everything, A Facebook post says that immigrants are
but only if you order today. living in 5-star hotels

A news website says that coffee will cost 100€
a kilo
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3: ONLINE SITUATIONS: CONDITIONALS

a. Background

Content In 2020 it was reported that 56% of people in the EU had
been the victim of online scams of one kind or another, while a recent
report estimated that total losses from all types of online fraud across
the EU could be up to $103.6 billion. With fraudsters getting more and
more sophisticated in their tactics for extracting money and personal
information from unsuspecting targets, the figure is undoubtedly rising.

This unit aims to raise awareness of the dangers of online fraud, by asking players to think about
common online situations that they may encounter, and how they might react. The unit’s title
Online Situations and the warmer activity is deliberately ambiguous, so as not to prewarn players
about what to expect.

The language used in the answers for this part of the game focuses on conditional structures: if....
then... Itis used in the hints that accompany the questions.

b. Game resources
e Lists of questions and answers in all project languages here. Questions for this
module are on pages 5-6.

e Downloadable vocabulary lists in all project languages link here: Content for this
unitis in 563-86.

c. Other useful resources: For a few more tips about protecting yourself against online scams,
take a look at module 9 of our online course ( https://www.bit-academy.eu/ ).

SUGGESTIONS FOR INTRODUCTORY AND FOLLOW-UP ACTIVITIES
(You / your favourite Al tool can no doubt come up with many more ideas. )
a. Before playing
Language: Conditionals starter
1. Write 4-5 conditional questions on the board using the language that you wish to teach - for
example:
- Would you rather win $1,000 or have 1,000 new followers online?
- If your bank phones and asks you to give them your password, what would you do?
2. Students respond in pairs using full sentences:
3. Ask learners to spot the language focus: | would / I'd + verb, | could etc

(No Topic starter for this unit, so that learners are not warned about what to expect in the game)
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1. What Would You Do [f..?
Write prompts on slips of paper or the board eg:
- If someone offered you money online, what would you do?

- If a friend asked for your password, what would you say?
- If you saw a fake online sale, what would you do?
Learners answer in pairs/ groups: If | got that message, | wouldn’t answer.

2. Pair work: Scam role-play

In pairs: one student = scammer, the other = potential victim.
Scammer contacts the victim with different offers/problems: eg

- buy from me now and get 95% off

- enter this competition and win 100 000€

- your bank account is in danger: give me your password and | will fix it
The victim must use conditionals to respond:

- If I believed you, I'd lose my money!

- If  entered, | wouldn't win

- If Igave you my password, you'd take all my money

3. Group work: Create a Safety Poster

In small groups, create a Stay Safe Online poster (on paper, online). Each poster to have 3-5
rules using conditionals, eg:

- If you get a strange message, don't click the link.

- If something looks too good to be true, it probably is!
- Display posters and vote for the clearest or most creative.

4. Group Discussion _Some possible questions here:

e Have you ever been the victim of an online scam? How about people you know?

¢ How can you tell if someone might be an online scammer?

e What should you do if your bank phones up about a problem?

¢ Have you ever clicked a link that you shouldn't have?

¢ If you worked for an internet safety company, what advice would you give?

¢ Do you think that social media companies should help users to stay safe online? What could
they do?
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4: DIGITAL WELLBEING — VOCABULARY FOR
FEELINGS/EMOTIONS

a. Background

Content. With people spending increasing amounts of time online - ﬂ

at work, in school, during leisure time - there is concern about the negative effects that such
digital overexposure might have, and the need for users to learn to regulate their behaviour. This
unit gives players the chance to consider some negative effects that life online can have, and
how these could be avoided or how to recognise unhealthy behaviout

Language learning. This unit focuses on vocabulary at A2/B1 level for describing feelings and

emotions. For a list of the vocabulary used, see the emotions flashcards at the end of this
chapter. The vocabulary is used in both questions and answers in the game.

b. Game resources

o Lists of questions and answers in all project languages here. Questions for this module
are on pages 7-8.

e Downloadable vocabulary lists in all project languages link here: Content for this unit
is in lines 88-112 (digital concepts) and 114-162 (feelings and emotions).

c. Other useful resources: For more tips about digital wellbeing, take a look at module 10 of our
online course (https://www.bit-academy.eu/) or module 3 of our video-based MOOC
(https://www.youtube.com/@empower4digiline )

SUGGESTIONS FOR INTRODUCTORY AND FOLLOW-UP ACTIVITIES
(You [ your favourite Al tool can no doubt come up with many more ideas.

a. Before playing

Language

1. Give learners the list of feelings vocabulary in the target language and ask them to check that
they understand what the words mean. Alternatively, give learners the words in both target and
teaching languages and ask them to study them before the class.

2. Preparation: print [ cut out feelings flashcards. Learners take it in turns to pick a card and act
the feeling without speaking. Other members guess: “Are you..."

Topic: Ask questions related to digital resilience:
For example:

- When do people feel (distracted [ worried / angry) online?

- Have you ever felt (depressed [ tired [ annoyed) online? What happened?

- How do you feel when you see (cute [ confident [ smart) people on social media?
Tell learners to look out for vocabulary when playing the game.
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b. After playing

1. Group |/ Whole class: Feelings Ladder: From Negative to Positive
- Draw a ladder with six rungs. Put a “negative” feeling at the bottom (e.g., miserable).
Students work in groups to climb to more positive feelings (e.g., upset - disappointed - confused
—calm - confident - happy).
- They explain how to move from one feeling to the next using simple digital resilience
strategies, for example:
- If | feel disappointed after a game, | take a break and feel calm.
- If | feel anxious about a message, | talk to a friend and feel more confident.
Encourage phrases like:  “To feel better, | can..” “A positive action is..”

2. Pairs [ small groups: digital resilience discussion

- Use the same feelings flashcards as before.

- Learners take it in turns to pick a card and answer the questions:
Have you ever felt this way online? What happened?

- Other learners then suggest a way to solve [ avoid the problem.

3. Pairs [ small groups: online situations
Preparation: list of short online situations, examples below.
- Students take it in turns to read a situation: all say how they would feel using target vocabulary.
- Then students discuss and decide on possible solutions to the problem. For example:
- situation:  You get 20 notifications while studying.
- feeling: | feel distracted / annoyed.
- solution: I turn off notifications

Online situations

e Someone posts a rude comment about your photo.

¢ A friend sends you exciting but unrealistic news.

e You've been scrolling through videos for two hours.

¢ You have been looking at people’s wonderful pictures on Instagram.

e People are being very rude about your friend on social media.

e You looked at a product online and now the company keeps sending you adverts.
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PART 4. PHOTOCOPIABLE EMOTIONS FLASHCARDS

Alone Distracted Regular
Angry Embarrassed Relaxed
Annoying Embarrassing Responsible
Anxious Enjoyable Rude
Boring Exciting Shy
Calm Exhausted Slim
Clever Guilty Smart
Comfortable Happy Sorry
Confident Intelligent Stressful
Confused Interesting Stupid
Cool Miserable Surprised
Crazy Original Terrible
Cruel Patient ugly
Cute Positive Upset
Depressed Realistic Urgent
Disappointed Reasonable Worried
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5: STAYING SAFE ONLINE — GIVING ORDERS

a. Background

Topic. With more and more of our life online, it is important to protect
our personal information, and to prevent unauthorised access to our
digital accounts. The questions in this unit ask players to consider
various situations in which they might be asked to give away too
much information.

Language The language focus for this unit is on giving orders; examples
are to be found in the answers to the questions.

b. Game resources

- Lists of questions and answers in all project languages here. Questions for this module are on
pages 9-10-11.

- Downloadable vocabulary lists in all project languages: link here: Content for this unit is in lines
164-204.

c. Useful resources: For more tips on staying safe online, take a look at module 9 of our online
course ( https://WWW.bit—ochemv.eu/ ) or module 3 of our video-based MOOC

(https://www.youtube.com/@empower4digiline )

SUGGESTIONS FOR INTRODUCTORY AND FOLLOW-UP ACTIVITIES
(You [ your favourite Al tool can no doubt come up with many more ideas. )

a. Before playing
1. Picture Prompts/noticing imperatives:

Preparation: create 4—6 pictures related to online safety, each with an imperative underneath eg
- a password screen Keep your password secret!
- a phishing email Always check the sender’'s address!
- someone sharing personal information Don't share personal information!

Show the pictures to the learners and ask them to spot the language point.

2. Online safety rules / spotting imperatives.

Give learners a list of simple online safety rules. Ask learners to decide on the two most important.
Compare answers as a class. Then look at the language point too.

Don't share your password. Hide personal information online.

Don't give apps access to too much Use a different password for each account.
information

Don't pay for things online on a public Share holiday pictures on social media.
network.
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After playing

1. Pair/group work: Do / Don't sorting game
- Preparation: print/cut out a set of cards for each pair/group with different online behaviours
(some safe, some unsafe). You can use the ones below or come up with your own.
1. Students discuss behaviours and sort into DO and DON'T columns, then...
2. Turn each card into a full imperative rule for example:
- Do check privacy settings - Don't download unknown files
3. If wished, ask learners to come up with some more do’s and don'ts of their own

Keep a list of passwords on
your phone in case you forget
them.

Accept friend requests from Report bullying or strange
people you don’t know messages.

Meet someone in person you
only know online.

Keep your personal

Use privacy settings on apps | . . .
P ¥ 9 PP information private.

Send money to someone Post your location online. Be kind and respectful in
you've met online. messages.

2. Group work (groups of 3-4): Top 5 online safety rules

Materials: Paper, markers, or digital tool (e.g., Canva, Jamboard)

1. Learners discuss together and come up with their 5 most important pieces of advice for staying
safe online. Advice should be in the imperative, for example:

- Keep your password secret! Cover your camera! Don’t share personal information!

2. Groups make a poster with their top tips and present it to other class members.
If appropriate/possible, display the posters around the classroom or online.

Meet someone in person you | Use privacy settings on apps | Keep your personal

only know online. information private.
Open messages from Post your location online. Be kind and respectful in
strangers. messages.
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6: ONLINE GOOD PRACTICES — MODAL VERBS

a. Background

Topic. This unit focuses on netiquette — rules for behaving well online

- and on issues to do with copyright and the sharing of material.

Many people are still not clear about copyright regulations and/or do
not think before sharing or resharing material created by others. This unit
aims to address these issues.

Language The language focus for this unit is on modal verbs and constructions; examples are in
both questions and answers in the game.

b. Game resources

- Lists of questions and answers in all project languages here. Questions for this module are on
page 12-13.

- Downloadable vocabulary lists in all project languages: link here: Content for this unit is in lines
206-232.

c. Useful resources: For more tips on using Al in language education, take a look at module 9 of
our online course ( https://www.bit-academy.eu/ ) or module 9 of our video-based MOOC

(https://[www.youtube.com/@empower4digiline )

SUGGESTIONS FOR INTRODUCTORY AND FOLLOW-UP ACTIVITIES
(You [ your favourite Al tool can no doubt come up with many more ideas. )

a. Before playing

1. Right or Wrong? TPM quiz
1. Read out short behaviours (examples below)

2. Learners show if they think the behaviour is right or wrong by using thumbs [ moving from one
side of the classroom to the other.

3. After each, add a modal rule: you must reply politely / You should not type in all caps / you
could say sorry if you upset someone... etc

Example behaviours:

Sharing someone’s photo without asking. Making fun of someone’s post.
Replying politely even if you disagree. Saying thank you in group chats.
Posting a laughing emoji on a sad post Typing in ALL CAPS.

Sharing a post without saying who wrote the original
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b. After playing

1. Group work: Finish the rules race

1. Write the beginnings of netiquette rules on the board or give out one worksheet per group. You
can use these, or the modals that you have been practicing in class:

You should... You shouldn't... You could...
You must... You mustn't... You might...
You can.. You can't... You ought not to

2. Teams race to write possible endings. Then read and compare as a class.

2. Pair/Group: Netiguette Sorting Game

1._Give students cards or statements for sorting into POLITE and IMPOLITE

Respecting other people’s
Using a lot of GIFs Replying with only one word. p ’g ) P 'p
opinions in a discussion.
Writing rude comments on Copying someone’s photo or | Ignoring rules of an online
social media. text without permission group or class.
Using emojis @ ® to show Sharing a Creative Commons | Sending too many messages
friendliness image and giving credit. (spamming)

2. Follow up discussion using modals , for example:
You shouldn't send one-word replies. You should greet people.

3. Pair | group discussion: Copyright or Creative Commons?

1. Instructions for learners: Read the sentences. Decide if the material is Copyright (you cannot use
it freely) or Creative Commons (you can use it, but you must give credit).

A photo from a famous newspaper website.
A song you find on Spotify.

A picture on Flickr with CC BY license.
A YouTube video with “All rights reserved.”
A Wikipedia article (text).

Answer Key: 1. Copyright 2. Copyright 3. Creative Commons 4.Copyright 5. Creative Commons
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7: LEARNING ABOUT THE EUROPEAN UNION - READING
COMPREHENSION I«

a. Background

Topic Many adults living in Europe seem to lack knowledge and
understanding of the European Union and its role in EU citizens' lives.
Misconceptions, or “euromyths”, regarding the EU, its institutions, finances,
and tasks are common and can negatively affect people’s feelings and

attitudes towards the EU. This unit aims to give learners the chance to find
out about some simple facts about the EU, using an easy to access resource.

Language . Reading comprehension. The questions in this part of this game are based on the
EU’s own “easy to read” online guide to the European Union, which is available at A2/B1 level in all
languages. You'll find the links in Game resources, below.

b. Game resources
- Lists of questions and answers in all project languages here. Questions for this module are on
page 14-15.

- Downloadable vocabulary lists in all project languages: link here: Content for this unit is in lines
234-240.

The questions in this unit are based on the EU’s easy to read information webpages, which are
avaible in project languages and many others as well:

https://european-union.europa.eu/easy-read_en English
https://european-union.europa.eu/easy-read_fi Finnish
https://european-union.europa.eu/easy-read_de German
https://european-union.europa.eu/easy-read_it Italian
https://european-union.europa.eu/easy-read_el Greek
https://european-union.europa.eu/easy-read_es Spanish

SUGGESTIONS FOR INTRODUCTORY AND FOLLOW-UP ACTIVITIES
(You / your favourite Al tool can no doubt come up with many more ideas. )
a. Before playing

Ask your learners to talk in groups and to collect 5 facts that they know about the EU: collect
answers digitally (eg on Padlet) or go through some of their answers in class.
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b. After playing

1. Over to you.

1. Ask learners to write down 2-3 questions of their own based on the information in the EU’s easy
to read pages. Other learners have to try to answer the questions. Whose questions are the
trickiest?

This activity could be done as individuals or in pairs / groups.
Variation: learners write down true or false statements about the EU, for other learners to answer.

2. Pair speaking practice: Guide and tourist

1. One learner is a guide to the EU, the other is a tourist. Working in order through the online site,
the tourist asks questions about the EU while the guide answers them.

2. Swap roles half way through.
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8: ACTIVE CITIZENSHIP: VOTING IN THE EU -
COMPARATIVES AND SUPERLATIVES

a. Background

Topic: In the last two European elections, voter turnout has only been
around 50%, which is well behind turnout in recent national parliamentary
elections (e.g. over 70% in Finland and over 60% in Itoly). This unit aims to
inform learners about how European elections work, as well as to

encourage them to vote in all elections.

Questions 1-9 are based on the European Parliament’s easy-to-read online material about EU
elections (link in game resources below). Questions 10 and onwards ask learners to think critically
about how they can choose a candidate to vote for.

Language: The language focus in this unit is on comparatives and superlatives. Examples are in
the game questions.

b. Game resources

- Lists of questions and answers in all project languages here. Questions for this module are on
page 16-17.

- Downloadable vocabulary lists in all project languages: link here: Content for this unit is in lines
242-256.

c. Useful resources

Questions 1-9 are based on the European Parliament’'s own easy to read information about EU
elections: https://elections.europa.eu/en/easy-to-read]/

NB! On this page, it is necessary to select the target language using the arrow in the top right of
the page.

SUGGESTIONS FOR INTRODUCTORY AND FOLLOW-UP ACTIVITIES

(You [ your favourite Al tool can no doubt come up with many more ideas. )

a. Before playing

L In pairs: brainstorm & predict

1. Learners brainstorm what they already know about elections (in their country or in the EU).
Possible prompt questions: Who votes in elections? What do people choose when they vote? Why
is voting important?

2. Learners then predict what they will read about the EU elections.

2. Vocabulary hunt

1. Teacher writes key words on the board: vote, citizen, Parliament, law, MEP..
2. Learners discuss in small groups what these words mean and how they might connect to the
EU.

Funded by the European Union. Views and opinions expressed are however those of the author(s) only
and do not necessarily reflect those of the European Union or the European Education and Culture

Co-funded by

Executive Agency (EACEA). Neither the European Union nor EACEA can be held responsible for them. O LI

@Il CC BY-NC-SA 4.0 DEED


https://creativecommons.org/licenses/by-nc-sa/4.0/deed.en
https://public.3.basecamp.com/p/pavioCMmnTvXqZEaTcASsAQB/vault
https://public.3.basecamp.com/p/g5N1zjV2bzgyycDt8Nru2WNz
https://elections.europa.eu/en/easy-to-read/

S Title: | WP3, PR3a - Teacher's guide to digital resilience game
Emp‘S'UJEP Authors: | Samantha Eldred /Tyé’)vden Akatemia
Date | 12.12.2025 Page: | 26
4DIGILIN | oe: |
b. After playing

1._Role Play: Explaining Elections

1. In pairs: one learner is a journalist asking questions, the other is an EU citizen explaining.
Example dialogue:  Journalist: When are the next EU elections?

Citizen: In 2029. etc.
2. Learners swap roles and create 2—3 more questions/answers.

2. Poster Creation

1._ Learners design a simple poster encouraging people to vote in the EU elections. Poster must
include:

- Date of elections (every 5 years, next in 2029).

- Why voting is important (“Your vote matters”).

- A symbol (EU flag, stars, ballot box).
2. Learners present their posters to the class.

3. Vote for me because...

1. Learners use comparatives | superlatives to explain why they are the best candidate, for
example:
- 1 am the most qualified
- My ideas are better than the others’
- Our party will give you a higher standard of living.
- We are the best.
Variation (in 3s)
1. One learner makes a statement: | am a good candidate.

2. A second uses a comparative: | am a better candidate than you.
3. Third — superlative: | am the best candidate of all  etc.
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