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Game elements




Mobile Application (part 1)

e CC Believe Game works with @EUEVE

Augmented Reality (AR)
technology designed as
innovative application on
mobiles.

* The application is available for
free,by the name CC Believe, on:

* Google Play
* App Store
* During the installation, it is

important allow the app to use
mobile’s camerato, when asked.

Application requires connection to internet in order to have access to game materials and
AR content.

Working with application causes higher consumption of mobile battery — it can be useful to
be secured with charger or power bank, if mobiles are not fully charged before the Game.



Mobile Application (part 1)

« After installation and opening, application Vﬂ y A .TT-
asks about QR Code which is available from TTET T

the Moderator and only one time for each S

mobile used by Team.

e Before scanning QR Code the application
displays short guidance and formal
documents: Private Policy and Application
Regulation, when pressing (i)

* After scanning QR Code the application

import data to the scenario chosen for the A T T
competition, once it will be completed,
players can see the instruction of the next i Scan the QR code ‘

step on the screen. Sropt ORI E



Game Board

* The Game Board was designed as
3D CUBE.

 The CUBE is ready to print,
requires cutting out and fold
(recommended A3 size) — requires
paper glue.

* The Board functions as a multi-
screen consisting 5 walls to display
AR content on mobiles.

* Players must follow the numbers
on walls (1-5) when playing. Every
wall is a separate Task, every Task
is divided into separate Issues
(usually from 3 to 5).




QR Code

* The Moderator shares the QR
Code of the scenario with
Players at the beginning of
the competition. o,
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* QR Code of the scenariocan
be used only on 3 mobiles in ===
every Team, as every mobile =
is one life. .

e Distribution of QR Code is
managed and monitored by
Moderator.




Code Definition Form

e During the competition every
Team uses Code Definition Form
in order to note partial answers,
define the TOKENs and FINAL
CODE that is necessary to finish
the Game.

* Code Definition Form must be
printed on A4 and bind.

* Graphics presented on the Form
are lined with last Issues of every
Task displayed in AR on each wall
of the Game Board.
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Help Cards
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>
During the competition every FOREST FIRES AND CLIMATE CHANGE
Team can ask the Moderator for Help cards
Help Card with supportin R
SOlVing the TaSk (pOSSibIe Only §< : FOREST FIRES TASK 21SSUE2 |
in selected tasks). s s
Help Card works as small Vevecarare
quiz/task to solve. P
. . @ MTSFTC ¥ G B

Help Cards are distributed by
Moderators. %

. . : < - ‘
Using Help Cards requires losing o SRS

1 point each.




Credits

Each team has 20 credits at the
beginning of competition.

In order to make credits tangible
and easy to manage, dedicated
printed version was prepared.

Every team receives 1 credit

.......................................................................................

block with 20 credits divided into 2 2 2 X X
small squares of 1 or 2 credits. S W S XX
When loosing credits, the team 20 credits *

crosses out one square with Ty 4 |
proper amount of credits (1 or 2).




Rules and general steps
in the game




In general:

General idea of the Game is to analyse real
data and use critical thinking to answer
correctly the final question “Is the information
presented in the scenario TRUE or FALSE?”

The final question is available for them in
scenario's description after scannlng QR Code
(described below) and pressing ()

To get ready to answer final question every
team must get the correct FINAL CODE that can
be obtained by performing Tasks and Issues
using Application and CODE Definition Form.

It's important to remind students not to go
fast, but to focus on content, because final
decision, as well as decisions during the game,
are what really matters.

out this:
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In general:

Materials used during competition are dedicated to concrete
scenario or topic except Game Board — Moderator must select
topic and use proper Set.

Competition is organised in 4 steps — one after another
(described below).

Each team must receive a set of materials necessary to play
(see Manual — how to organise the Game).

Before competition, the Moderator can initiate demonstration
of AR Tool by using scenario's QR Code or AR pre-view (movie
available on Game's web page).



Step 1: Topic elaboration

* The game begins by presenting a
statement related to Climate
Change that is based on
information obtained from some
media.

* Players can read wider description
of the topic by pressing “Open link”
after scanning QR Code.

* At the end of the Game, the team
will be asked whether the
statement is true or false!

»

-
T

Publications in various media claim that “The |
increase in the Earth's temperature is a
natural process and not caused by humans”.

Now you have to follow 4 steps to try to guess
if this sentence is true or false.

For more information press the link bellow.

-t
| e

Back to Main Menu

A—

Aim the camera ’i
at the wall with START 34
- _~ L) :



Step 2: Data analysing and critical thinking

Co-funded by
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* Every Team begins studying
educational materials using AR p
Application to display content on e
mobiles.

* Playing process is divided into 4
Tasks (4 vertical walls of the CUBE) ¥
required data analyses and critical
thinking. Each Task gives one
TOKEN (number) to FINAL CODE.

 Last wall (top of the CUBE) is
dedicated to check defined FINAL
CODE.
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TASK 1, ISSUE 2.

Read THIS POST.

a
ly caust earth's changing positioning as it orbits

Source: X. https://x.com/trumpwon23/status/1543942666098024

Access: :12/12/2024

Now read this publication: NA:!
admits that climate change occl
because of changes in Earth’s sol

Il orbit, and NOT because of SUVs a

fossil fuels - NaturalNews.com

According to these publication




Step 3 (Part 1): Code Check 1/2

* Ones all Tasks are finished and Team
defines 4 TOKENSs, they enter the
FINAL CODE on the Top wall of the
CUBE using dedicated form
displayed in AR.

» After filling the form and pressing
“Accept Code” system assesses
TOKENSs, positive are marked on
GREEN, wrong in RED.




Step 3 (Part 1): Code Check 2/2

If FINAL CODE is correct (all TOKENSs are positive - GREEN), Team goes to

Step 4.

If some TOKENSs are wrong (RED), Team loses one life and Credits (-2 for

each wrong TOKEN).

Once Team loses a life - goes back to Step 2 and does Task/Tasks that

has/have wrong TOKENS.

If the team enters the FINAL CODE incorrectly three times, it loses the

Game.

FINAL CODE

Wrong answer! You lost the life!
To play again, scan Game QR code.

4 2 6 8

b’ji

D Wrong TOKEN

| Right TOKEN

—



Step 3 (Part 2): Lives

* Every team has 3 lives.

* Every life is understood as one mobile
used in the team. There is max 3 mobiles
in every team.

* Before competition, Moderator shares
dedicated QR Code, that can be used
only on 3 mobiles.

* Team can lose its life when checking
FINAL CODE, if the it is incorrect. That
mobile is automatically excluded.

Each team is responsible for announcing to
Moderator that they are going to Check the
Code so the Moderator can note the result. If

they don’t do so, the team will lose 8 credits.




Step 4: Final question
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tatement “The increas
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FALSE? )
Think about this:

accepted, the Team has to answer the R s o6
FINAL QUESTION: is the statement true
or false? The statement is displayed on

the screen.

* |f answer is correct — the Team finishes
the Game satisfactorily. Team sees
congratulation and visual effects on the
screen. The Moderator notes result and
Credits left to define final rank.

* |f answer is incorrect — the Team loses
the Game.




Practical advice:

Content available in AR is defined in English, as this is the official
language of the Game.

The Game gives the possibility to translate educational content into
other EU languages by Google Translator, which may be very useful.
However, we ask users to keep in mind that these translations can lead
to some changes in the context due to the Google algorithm.

Besides, AR content is connected with extremal resources as
webpages, press news, research data, YouTube, that can not be always
translatable (depending on each website resources).

In case of YouTube content, it can generates some noise when users
will listen materials using phone speaker loudly — it can be useful to
use headphones or listen quieter closer Players™ ear.
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Good Luck
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