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Age Group: 5-10
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Trailer: https://youtu.be/5as3BMve83E
Awards: Winner of the international competition EduApp4Syria

“Antura and the Letters” is a smartphone game for iOS
and Android that mixes the best entertainment
technology with specific Arabic pedagogical content in
order to offer an engaging learning experience to Syrian
children who are out of school because of the conflict.
The development team is located in several countries
around the Mediterranean Sea, from Europe to Middle
East and North Africa, and is collaborating with educators
and psychologists in order to transform the primary
school Arabic literacy curriculum into a journey in which
kids progress one step at a time. Each step focuses on a
specific pedagogic objective and then reinforces the
learning with an assessment activity. The game rewards
the player at each step with items to customize the dog
Antura that escorts him/her on their journey to literacy.
Learning becomes an adventurous journey with Antura,
the fun-loving dog, to catch Arabic letters hidden around
the world, while solving puzzles and earning gifts along
the way. You don’t need internet access to play, so your
children can learn anywhere!

General:
• A free app that teaches children the
modern standard Arabic alphabet.
• Guided lessons on pronunciation.
Activities:
• 32 fun games covering the full Arabic
primary school literacy curriculum.
• 12 types of quizzes to test and reinforce
each subject a child learns.
Customize Antura with over 500 different item combinations!
Journey:
• 6 incredible worlds with mountains, islands, villages and more.
• 85 learning milestones to mark each
step of a child’s progress.
• 255 play sessions covering the primary
school curriculum.
•

Lessons:
• All standard Arabic alphabet, including diacritic
symbols - more than 100 letters overall!
• More than 350 words, including 275 nouns, each
with its own image.
• More than 50 sentences, including greetings and
other common expressions

According to UNICEF, 2.7 million Syrian children are out of school, of which 0.7 million live as
refugees in Turkey, Lebanon, Jordan, Iraq and Egypt. As stated by Human Rights Watch, this is the
result of the dire political conflict.
Extremist insurgents destroyed, damaged or
occupied one in every four Syrian schools and with
it deprived almost half of the Syrian children from
educational assistance by today. If those children
stay uneducated, their chances to live a normal life
is close to zero. UNESCO finds that the longer
these young people remain out of school, the less
likely they are to return to education and the more
likely they are to turn to crime or radicalism.
Education is a basic need and the children´s key to
a life after the refugee camps. As stressed by The
British Council, for many refugee children education is synonymous with hope and the chance for a
future after the war. Antura shall be one piece in the mosaic of building that future, offering them some
goals and happiness.

Cologne Game Lab (Germany) is part of the Faculty of Cultural Sciences at TH Köln (Cologne
University of Applied Sciences). The Institute promotes the research and development of interactive
content, such as digital games, playful software applications as well as interactive film and TV
formats. Furthermore, CGL is the German satellite for “Games for Change Europe” and as such,
builds the bridge between experimental and applied research in the field of transformational game
design.

Wixel Studios (Lebanon) is an independent gaming company Lebanon. Established in 2008, Wixel
started developing fun and innovative video games based on original local and international
intellectual property. Heads of the company are Ziad Feghali and Reine Abbas. The studio has long
been invested in the future of children through its initiative SpicaTwins, that aimed to fill gaps left by
outdated school curriculums and modernizing them at an institutional level. Due to their proximity and
familiarity with the Syrian conflict, Wixel is in a unique position. Being first-hand witnesses of the
situation, the plight of 1.6 million Syrian Refugees in Lebanon, their cultural brothers and sisters who
have been left without a home, they have a very strong motivation to help.
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Video Games Without Borders (or VGWB) is a non-profit organization and a global community of
people that believe in digital games to change the world for better. Founded in 2015, VGWB
Community is currently composed of 150 people with a mix of experienced professional and young
talents from all around the world (including both developed and developing countries). VGWB has led
the development of “Antura and the Letters” and it’s in charge of the distribution in the digital stores.
VGWB collaborates with Schools, Institutions, Companies and NGOs to develop all sort of games for
social good.

