
Fake News Busters
JUMP Training Modules
Development  Report

www.fakenewsbustersproject.eu

https://www.fakenewsbustersproject.eu/




Understanding terms and
definitions related to
Digital and Media
Literacy, Fake news and
the digital agenda for
Europe

Developing knowledge
about the European
Year of Education to
Digital Citizenship
empowering Critical
Thinking and Active
Listening

Main Goals

Experimenting game-
based learning improving
a good use of new digital
tools including AI

Improving language
skills connecting all
the spheres of
language learning 
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The timeline of the Training Module
Development in 3 different classes

With each teacher involved there was a different plan according to the hours of their sujects (English and
Spanish) and their availability

14/10/2025 
The Active Listening
Lab + The European
Rally Game 

Repeating the key concepts about
the topic “European Year of
Digital Citizenship Education”

Students acting as editorial
staffs and creating their online
newspapers and magazines +
FINAL DEBATE

Created by JUMP to test
students learning
outcomes and feedback

Erasmus Days 
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Follow up brainstorming

The Editorial Staff Simulation

ONLINE GAME

ALL ACTIVITIES HAVE BEEN CONDUCTED IN ENGLISH AND FOR ONE
CLASS ALSO BILINGUAL SPANISH AND ENGLISH 02
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1 Erasmus Day Event - October 2025

JUMP activities in numbers

3 Secondary school classes involved 

3 Learning phases created and implemented

20+ training hours of non-formal activities

17 meetings with the students



October 14th, 2025
The Erasmus Days 
The big event opening
the path to the
implementation of the
training modules
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100
students from the Secondary School I.I.S.
“Guarasci Calabretta” of Soverato were involved
in the presentation of the project being also
engaged in the first activity developed for the
training modules: The Active Listening Lab



Second Class -
Scientific Lyceum

36 

Third Class -  Tourism
specialization

Third Class -
International Relations
and Marketing

The pilot classes of the I.I.S. “Guarasci
Calabretta” in Soverato (3AT e 3RIM
(Calabretta) - 2E (Guarasci) 
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N° of students

19
N° of students

55
N° of students

N° of meetings

8 4
N° of meetings N° of meetings

5
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01
THE ACTIVE
LISTENING LAB
Students listen carefully a
presentation and being active listeners
they are asked to repeat, rephase or
open a debate about the presentation
contents in a new way.

Development phases of the training modules
02
THE EDITORIAL
STAFF ACTIVITY
Students are guided in a workshop
simulating to be an Editorial staff,
understanding Fake News, deciding the
priority news and creating their group
newspaper.

03
THE ONLINE GAME

Students are engaged in playing an
online game answering questions to
check their acquired knowledge and
critical thinking skills.
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Activities in the classrooms
Phase 1 - Active Listening Lab

Students were asked to express themselves,
improvise and develop critical thinking

Objectives

Presentation of the Project Fake News Busters

Presentation of the main principles of the European

Year 2025 “Education to Digital Citizenship” 

Learning new words and definitions related to media

and digital literacy

Activities
done

Active Listening
Students Engagement
Attentiveness

Learning Outcomes
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Activities in the classrooms
Phase 2 - Editorial Staff Activity

Students were asked to simulate an editorial staff
and understand which news were trustworthy

Objectives

Students were divided into 4–5 groups, each simulating the

editorial staff of a newspaper and assigning internal roles

Each group created a digital newspaper using Canva

Students ranked 12 news articles from the most to the

least trustworthy

Groups discussed the content, credibility, and sources of

the different articles

Activities
done

Recognize trustworthy news
Think critically
Using digital tools effectively

Learning Outcomes
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Activities in the classrooms
Phase 2 - The final debate

Each students choose a news article to deepen and
explore trying to build their own opinion.

Objectives

Students worked independently at home on their

assigned article, conducting further research and

exploring related content

Students presented their findings to the class,

leading to a debate and group discussion

Activities
done

Conduct independent research
Present findings effectively
Engage in informed discussion

Learning Outcomes
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Activities in the classrooms
Phase 3 - The Online Game

Students verify what they learned through an
interactive game tool

Objectives

Students accessed the online game through
a shared link and played in groups
Groups answered questions based on the
topics covered in the previous sessions
Students discussed the correct answers
and reflected on any mistakes

Activities
done

Learn and review through gaming
Apply acquired knowledge
Collaborate in teams

Learning Outcomes
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