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• Value Proposition : “Acknowledging the difference between real and fake news”

• App overview : Fake news - one of the most disturbing problems of the modern 

age, and it's all around us .We have created an interactive story that will show 

different scenarios in John’s life and let the player make a choice, should I 

believe the news I heard or not. Using this method, we will get people to 

understand the difference between real and fake news.

MAIN IDEA



SCENARIO 1
https://youtu.be/ZSLgbeTtWi4

https://youtu.be/ZSLgbeTtWi4


SCENARIO 2
https://youtu.be/TFND9CW4D3I

https://youtu.be/TFND9CW4D3I


SCENARIO 3
https://youtu.be/8wWykjKTzkQ

https://youtu.be/8wWykjKTzkQ


APP VIDEO

•https://youtu.be/Yba6g9Ml1oI

https://youtu.be/Yba6g9Ml1oI
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SCENARIO 2







SCENARIO 3









APP TESTING - METHODOLOGY

• We tested the app on 3 participants of ages 21(M) and two 22(M)

• All participants tested the app on a computer. They weren’t given an 

explanation before playing the game. And they gave us feedback on their 

experience with the app.



APP TESTING - RESULTS

• The participant 21(M) found the app boring and remarked that a back button 

was needed in order to change the choices, we decided not to add a back 

button because we wanted the choices to be final, so they impact your story in 

the long run.

• The two participants both 22(M) enjoyed the app and encouraged us to 

improve it so that it has a more impactful and engaging story.



LIMITATIONS AND TRADEOFF

TradeoffLimitations

The user can focus more on the decision 

making and the storyline 

We couldn’t make clever animation to make 

the story more attractive .



HARD CODED FEATURES AND WIZARD OF OZ TECHNIQUE 

•We have not used any Wizard of Oz technique 

• Since the “app” was created in Balsamiq we didn’t use any hard 

coded features. 


