











50A is a digital card game that aims to propose a cognitive approach in teaching
religion that is neither ideological nor limited to the historical and social aspects. The
presentation of the main rites and beliefs of the most widespread religions in Europe in
schoolsthrough 50A, aims at promoting social inclusion in education by showing how
religions, which are often used as the answer to great human questions, are an
element of union rather than division between different cultures.

In Fifty Answers, players match answer cards (with religious content) to “need” cards
and score points for making the same matches as other players. The goal is to be the
player with the most number of points at the end of the game.

In each round, 2 question cards are randomly chosen by the application; they can be
personal needs (e.g. getting help in a difficult situation) or social needs (e.g. introduc-
ing an individual to the community).

The players receive 5 answer cards, the same for all, containing beliefs (e.g. original sin,
being children of God), rites (e.g. Jewish fasting, baptism) or holidays (e.g. Easter, end
of Ramadan). The question cards contain an evocative image and a brief explanation; it
is possible to examine them in detail to obtain a more in-depth view.Each player
creates matches between question and answer cards; when everyone has completed
their matches, the associations are revealed and the most shared one awards points.

The game asks from players to fully comprehend the content and demonstrate sensitiv-
ity, as well as open-mindedness. In fact, to score points a player needs to take into
account the content, pauseand think about the meaning of the cards from a philo-
sophical, symbolic and social perspective. Most importantly, players should wonder and
guessthe associations of the other players, then try to obtain a different point of view
or way of thinking regarding issues that can sometimes be very personal or rooted in a
certain culture.

Although the questions are designed to provide ideas for certain interpretations and
connections, the game does not directly propose associations, nor does it evaluate
them; instead, it lets the players express their own views and debate on the sharing of
different opinions and interpretations.

Llearning
Inferculturality
From Religion 2

Coordinator: Partners:

|

A0 g )\/4 Cl:\ll.l{»/()l'
E':'ﬁ:* Ar Evucarionar ’
CENTRO STUDI VILLA MONTESCA SK’/\T’BW&E I NITIATIVES £6p0

nnnnnnnnnn

\ “ N
d 355521\1:3}' Reflexion “
] , UNIC

Co-funded by the > * * The European Commission's support for the production of this publication does not
constitute an endorsement of the contents, which reflect the views only of the authors
Erasmus+ Programme ’: : and the Commission cannot be held responsible for any use which may be made of the

of the European Union * K information contained therein.

5

NEWSLETTER no.2



