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[bookmark: _Toc2]Article summary:
1. The purpose of this study is to evaluate the effectiveness of different educational practices in providing primary school students with knowledge of earthquake preparedness and protection from potential hazards.
2. The study used a quasi-experimental research design, with three types of educational activities applied: digital games, earthquake drills, and traditional education.
3. Findings show that the most effective way to teach students what to do during an earthquake is the earthquake drill, and that the design elements in the three-dimensional earthquake game developed in the scope of the research played an effective role in earthquake education.
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May be slightly imbalanced: The article presents the information in a generally reliable way, but there are minor points of consideration that could be explored further or claims that are not fully backed by appropriate evidence. Some perspectives may also be omitted, and you are encouraged to use the research topics section to explore the topic further.
[bookmark: _Toc4]Article analysis:
The article provides a comprehensive overview of different training methods for teaching primary school students about earthquake preparedness and protection from potential hazards. The article is well-structured and provides detailed information on the research design used, as well as results from the study. The article also includes relevant references to support its claims. 
However, there are some potential biases that should be noted when considering this article’s trustworthiness and reliability. Firstly, it does not provide any information on possible risks associated with each training method or how these risks can be mitigated. Secondly, it does not present both sides equally; while it discusses digital games, drills, and traditional training methods for teaching about earthquakes, it does not explore other possible methods such as simulations or virtual reality experiences which could also be effective in teaching about earthquakes. Additionally, there is no discussion of counterarguments or alternative perspectives which could have been beneficial in providing a more balanced view on the topic. Finally, there is no mention of any promotional content which could have been included in order to make the article more persuasive or biased towards one particular method over another. 
In conclusion, while this article provides a comprehensive overview of different training methods for teaching primary school students about earthquakes and their associated hazards, there are some potential biases which should be taken into consideration when assessing its trustworthiness and reliability.
[bookmark: _Toc5]Topics for further research:
· Earthquake preparedness simulations 
· Virtual reality experiences for earthquake preparedness 
· Mitigating risks associated with earthquake preparedness training 
· Counterarguments to earthquake preparedness training 
· Alternative perspectives on earthquake preparedness training 
· Promotional content for earthquake preparedness training
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