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About this report

This report shares insights learned from a collaborative project led by
More in Common UK and the AKO Storytelling Institute at the University
of the Arts London.

Drawing from robust audience research, the project explored the
potential for developing video games as tools for fostering media literacy,
particularly amongst disengaged groups who are highly susceptible to
disinformation* yet resistant to explicit interventions.

Special thanks to:

Cecilie Steenbuch Traberg, Charles Kriel, David King, John O’Shea,
Maddalena Grattarola, Melisa Basol, Richard Sherriff, UAL Game
Design and the game designers involved in our lab

*Please note that this report uses the term disinformation
throughout to refer to false or misleading information, regardless
of the intentions of the people sharing it.
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Executive summary

Disinformation, supercharged by digital media
and social platforms, is a growing threat

to social cohesion and democracy. While
traditional media literacy campaigns rooted

in fact-checking and direct instruction offer
valuable skills, they have struggled to engage
the audiences most vulnerable to manipulation.
Video games emerge as an untapped resource
for building new forms of resilience.

Traditional approaches to media literacy
often focus on the ability to spot “fake
news,” or “check your sources”, however
this can have the unintended consequence
of fostering further distrust in the news

or being unappealing to people who are
already confident in their ability to spot false
information. Further, as the concept of “fake
news” itself is politicised, many groups may
increasingly see such initiatives as biased or a
form of indoctrination.

Robust audience research by More in Common
has demonstrated that video games appeal

to nearly every audience segment, making
them a uniquely scaleable vehicle for media
literacy. The project by More in Common and
UAL’s AKO Storytelling Institute considered the
mindsets and behaviours of audiences who
play video games the most but who are the
most resistant to educational interventions, to
explore the potential for developing games that
could have wide appeal.
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The project introduced

new ways of focusing on
psychological resilience to
disinformation as a more
effective way of fostering
media literacy. This approach
centres on equipping audiences
to reflect on how beliefs are
formed, how emotions and
biases shape interpretation,
and how social dynamics drive
acceptance or rejection of

information.

Game designers were empowered with in-depth
audience research and psychological insights,
supporting them to craft interventions within
games that are subtle, immersive, and respectful
of player autonomy.

By embracing nuance, psychological depth,
and collaboration, games can become powerful
tools for building media resilience—capable

of reaching even the most sceptical and
disengaged players where existing interventions

fall short.

Key findings include:

Games are uniquely positioned to promote
media literacy especially among those least
reached by conventional interventions, and among

those most vulnerable to disinformation online.

Explicitly educational or didactic games about disinformation have
limited appeal. Players prefer experiences that are subtle, authentic,
entertaining, and respect their autonomy.

Psychological literacy fostering self-reflection, emotional awareness, and
an understanding of social influence within games can lay the groundwork
for resilience to manipulation.

Game designers have a real and vital role to play in combatting
disinformation by embedding psychological literacy directly in the fabric
of games, they have a possibility of building resilience at scale. Some of
the specific cognitive biases exploited by disinformation can also make for

entertaining game mechanics and narratives to build this resilience.

Subtle, ethically neutral design choices that remain optional, unobtrusive,
and available to those ready to engage, while preserving an enjoyable
experience for others, could maximise reach and inclusiveness, though robust
impact measurement will remain a challenge.

Independent developers are especially well-placed to prototype and lead
these innovations, even as broader industry support and cross-disciplinary

collaboration are essential for scaling impact.



Context and challenge

Disinformation has always existed, but digital
technologies—especially the internet and
social media—have magnified its impact to
unprecedented levels. Today, information can
be rapidly weaponised to divide, distract, and
destabilise, fuelling mistrust and polarisation
throughout society. The consequences are
wide-reaching and profound: as traditional news
sources and trusted authorities are increasingly
sidelined, individuals are left to navigate a
constantly shifting, often hostile information
environment, largely on their own.

While policy and regulation are essential, media
literacy interventions that nurture the skills and
confidence to critically engage with information
and assess its influence on thoughts, feelings
and behaviours, also play a central role in
building individual resilience to disinformation.

Yet, conventional media literacy campaigns
often struggle to reach precisely the audiences
most vulnerable to disinformation. Didactic
methods and fact-checking tools can fall flat
or even trigger backlash among groups who
are disengaged or distrustful of traditional
institutions, who might see these methods as
patronising, unnecessary or biased.

This challenge demands new approaches that
are both imaginative and genuinely inclusive—
meeting people where they are and respecting
their perspectives.
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Video games, with their pervasive popularity,
especially among those least reached by
conventional interventions, represent a powerful
but underutilised opportunity.

Recent research by More in Common shows
that all segments of the British public play
video games, but notably, those who are
most disengaged from mainstream media and
political life play the most, both in frequency
and duration. People who play video games
frequently are among the most ‘online’ groups
of society, and many already feel confident in
their ability to identify the truth online, making
them less likely to actively seek out media
literacy training material. Yet, this group’s
distrust of mainstream and traditional media
and savvy use of the internet often leads to
them seeking out their ‘own truth’ which leaves
them vulnerable to disinformation.

“The stakes couldn’t be higher right now. The
situation for Europe couldn’t be more important.
And | think that the work that we do here in

the culture sector around disinformation and
counter disinformation will become vital in terms
of the politics and survival of our countries and
our democeratic ideals” — Charles Kriel

Previous attempts to use games for media literacy
have struggled to gain mass traction. Games
that are overtly educational have typically failed
to attract broad audiences and can even alienate
the audiences that they do attract. Meanwhile,
realities around identity, trust and perspective
further complicate the challenge; what feels like
disinformation to one person may seem credible
to another, shaped in part by social context and
personal identity. Many low-trust groups are
especially resistant to interventions perceived

as imposed by ‘elites’ or outsiders, which can
strengthen their scepticism instead of reducing it.

This complicated landscape
presents a question: Can

video games, through their
mechanics, stories, and worlds,
be designed to foster resilience
to disinformation in a way that
feels authentic, engaging, and
accessible to all players—
including those hardest to reach?

The project

The project On Their Terms: Developing
innovative media literacy interventions for
disengaged and low-trust groups, developed
by More in Common in collaboration with
UAL’s AKO Storytelling Institute, explored this
very question. Rather than targeting players
directly with explicit messaging, the approach
was to explore what could be achieved by
tasking game designers to design a new type
of media literacy game that could incorporate
more appropriate insights and tools that could
subtly encourage reflection, and a new type of
media literacy approach that respected player
agency, could attract broad audiences and build
resilience at scale.

The approach was to empower game designers
with both in-depth audience research and
psychological insights, encouraging them to
experiment with what a new kind of media
literacy game could become.

This audience research equipped designers
with a nuanced understanding of players —their
worldviews, gaming habits, attitudes toward
disinformation, and their own perceptions of
what skills they needed to identify misleading
information in their lives. Alongside this,
designers were introduced to an updated set of
media literacy sKkills focused on psychological
literacy, and were invited to create interventions
that would likely feel more accessible and

relevant to diverse audiences.



Audience insights:
the Sceptical Scrollers



