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Data literacy in the Al era

Educator’s guide

Long ago, most people could easily live, work, and socialize without being able to read
or write. But after the invention of the printing press, written information became
cheaper, more people began to preserve everyday information in writing, and
gradually those who couldn't read began to find themselves at a disadvantage.
Today, we teach children to read very early, usually with stories they must interpret.
This helps them develop early in life the ability to navigate their world more effectively.
Adults who don't know how or who struggle to read face complex living and working
challenges.

Similarly, recently developed artificial intelligence (Al) technologies are introducing
significant changes to many aspects of society. Some of these technologies we
already use daily. They use data to tell us “stories” about ourselves or about other
things, whether displayed as google search results or social media feeds. Sometimes
these stories fail to reflect the real world accurately. The earlier that we can give
citizens the opportunity to conceptualize how Al works and grasp how Al tells us
stories about ourselves, the better equipped they will be to navigate the changes that
Al will bring to society.

Workshop Objectives:
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Explore how Al uses data to make recommendations and consider the
repercussions of having our decision-making informed by Al

Think more generally about the use of data in the context of Al

Explore the two phases of Al: training the model and using it.

Coding using biometric data.

Train an Al to recognize images (extra activity)
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What you will need:
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https://docs.google.com/presentation/d/151toeLUYJ9jfCyND7PAUUqp4reDkrEDtUA7C-1U8Ilk/edit?usp=sharing
http://digitalmoment.org/fr
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- Per student or team: a computer with a working camera.

- Programming activity: Scratch Lab Face Sensing.
- Additional programming activity: Scratch and Teachable Machine.

Overview:

SLIDES

INTENTIONS

Workshop objectives

Presentation of the objectives

1. Hows does artificial intelligence (A.l.) suggest words and expressions ?

Season Funny
High Hilarious

9 Autocomplete
In this game you replace the Al ik

for semi-automatic input.

The user writes a word and you

ghave to suggest a second word Animal
related to it and starting with the
letters Hi.

Hippopotamus World War Il

Hippocampus History
Himalayan cat Hitler
Hindfoot Hiroshima
Hibernation

Through the topic of
semi-automated input Al, get
students to think about how it is
easier to guess something if you
have clues (data)
about it.

2. Semi-automatic input: data is cue

INFORMATION

Visited webpages

Images

Audio files

Video files

Webcam

Name.

I

[:/

Friends

Interest

Banking institution

Have students reflect that they
leave many clues (data) when using
their devices and that the
autocomplete (Al) can use their
clues to make their predictions.
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https://lab.scratch.mit.edu/face/
https://scratch.mit.edu/
https://teachablemachine.withgoogle.com/
http://digitalmoment.org/fr
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Through the topic of
recommendation Als, have students
think about the ones they know
(Youtube, google, etc). Discover that
Al works by comparing their
interaction data to people with
similar interactions and that this can
put them in a “preference bubble”
with people who are similar to them.
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4. Train and use an Al
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Training the Al model

Use of the Al model

Discover that Al needs to be trained
with data to develop a model of
what it needs to know. Then the

model can be used with data similar

to the data used to train it.

5. Face filters !

Discover that our bodies can be seen
as data and can be used with an Al
like facial filters.

https://lab.scratch.mit.edu

’@. when this sprite touchesa  nose »

goto random position v

+
@4, when face tilts  left »
say @ for o seconds

Through a programming activity with
Scratch Lab, discover that we can
develop the skills to understand and
even work with Al to create artifacts
using data and Al enabled software.
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6. Train an A.L to recognize images (additional activity)

Through an activity with Teachable
Machine, discover that you can train
Al models from data yourself and
then use them.

Training the A.l. model
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