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	Establishing Goals

	Thinking – Critical Thinking and Reflective Thinking
 

	Understand
	Big ideas:
· AI is an innovative tool that can do simple tasks
· AI learns from its mistakes, but this takes time
· AI must be used responsibly and consciously to help, not harm

	
	Essential questions:
· How does an AI learn?
· What are some of the ways that AI creates 
· How can AI be used in responsible and irresponsible ways?


	Do
	Curriculum Competencies:
· Choose appropriate technologies to use for specific tasks. Demonstrate a willingness to learn new technologies as needed
	
· Students will be able to identify ways in which we use AI in our everyday lives
· Students will be able to play a game with a partner that illustrates how an AI learns
· Students will be able to communicate how their activity aligned with their learning and express how to use AI in responsible and irresponsible ways

	Know
	Content:
Students will know:
· what an AI is
· what it can do
· how it learns
· the inherent bias
· the ethics around its use
· responsible and irresponsible use of AI in academic and social circles
· school policy


	Communicating Student Learning 
(Making Learning Visible)
	Learning Plan*

	Assessment
· for
· as
· of
Learning

	· Formative assessment is done through facilitating the in-class discussions and observations in play through Hexapawn
· Summative assessment is done through the reflective worksheet where students connect their game results to how they think an AI learns, and students can give examples of how an AI can be used in a responsible and irresponsible way

	First People’s Principles of Learning: 
Learning is holistic, reflexive, reflective, experimental, and relational
Learning involves recognizing the consequences of one’s actions


	
	
	Connecting
	· Start lesson with a discussion on where students have seen AI in their everyday lives
· Discuss what they already know anout AI

	Instructional Strategies for Differentiation

· Adaptations: Students who struggle with following along with game directions, or struggle cooperating with their partner can go online to play the same game independently online through https://www.mrozilla.cz/lab/hexapawn/
· Extensions: can play the same online Hexapawn game but reframed as a survival game – how long does it take for the computer to beat you every time
· Next steps: Students will try code.org’s AI for Oceans https://code.org/oceans as a folllow up lesson that teaches how AI’s outputs become more sophisticated as more information is given


	Communication of learning
	· Teacher communicated learning is done through the slide deck with links to informational videos, the images used in the lesson, and the rules of the unplugged game
· Students communicate their learning through the in-class discussions during the lesson, talking with their partner through play, and writing on their reflective worksheet
· Parents will be communicated with through the opening of dialogue to speak to the teacher about AI if their child is curious to use it at home

	Processing
	· Share several AI images of teacher creation and discuss with class if the image output in acceptable for the intended purpose why or why not?
	

	
	
	Transforming
	· Students will play an unplugged version of Hexapawn that mimics basic machine learning
· Students will keep score of the game and reflect on their results through a worksheet
	


	
Conversations on digital literacy and AI use will be woven into conversations,
and future lessons to keep the topic relevant to their learnings. 
Online Hexapawn and AI for Oceans will be made available for students as a choice material for later use




* Adapted from: It’s all about Thinking: Collaborating to Support All Learners in English, Socials Studies and Humanities by Faye Brownlie and Leyton Schnellert. Framework created by Macmillan, Hunter & Duby.
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