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Problem Context

1. Al USAGE SKYROCKETING —
2 Al OVER-RELIANCE HARMS LEARNING ‘
3. INADEQUATE Al EDUCATION IN SCHOOLS



-

students achieve proper usage

How might middle school

of Al Tools so that they can

improve in digital literacy?



https://docs.google.com/spreadsheets/d/1DUF2isFWsqVSYhbaACYtbgcLi_YjDqpE3GLQIVgkKQg/edit#gid=69851113
https://docs.google.com/spreadsheets/d/1DUF2isFWsqVSYhbaACYtbgcLi_YjDqpE3GLQIVgkKQg/edit#gid=69851113
https://docs.google.com/spreadsheets/d/1DUF2isFWsqVSYhbaACYtbgcLi_YjDqpE3GLQIVgkKQg/edit#gid=69851113
https://docs.google.com/spreadsheets/d/1DUF2isFWsqVSYhbaACYtbgcLi_YjDqpE3GLQIVgkKQg/edit#gid=69851113

e Digital Literacy Education Gap
e High Rates of Al Usage Among Students
o 80% of students learn about Chaot GPT

via social media

e Need for Critical Thinking and
Fact-Checking

@
-




Persona #1:
Sarah



Sarah Yu

14-year-old student at Mt. Baker Middle School

p

ain Points:

Chat GPT from TikTok.
( Does not fact check.

e L earned how to copy & paste from

~

/Gools:

e Understand how to use Al for
education.

e Recognize plagiarism &
\ misinformation.

/
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Persona #2:
Derrick



Derrick Jacobsen

30-year-old Teacher at Van Avery Prep Middle School

o N

Pain Points:

e /ncrease in plagiarism & academic

dishonesty.

e Students rely on copy & paste from Chat GPT.
NI /

'Since my students discovered Chat GPT online,
plagiarism has surged. Its crucial they grasp its

appropriate use and the seriousness of

academic integrity.”

. /




Key Features

Landing Page
& How to Train Your ChatBot

CONTENT Welcome to How to Train Your ChatBot! Engogi gle ima gery

© Overview

<y Introduction

5 tesen N Introduction the
Welcome! In recent years, artificial intelligence has skyrocketed in popularity, revolutionizing how people access information. As
students turn to social media to learn how to use platforms like ChatGPT, the need for improved digital literacy has never been
D Lesson 2 clearer. Our website is here to provide training about using Al platforms responsibly and ethically. Over the course of three lessons, C O u r S e
students will fly through the basics of Al, discover how to talk to it (prompt engineer), and explore the clouds of Al ethics. If you are 47
ready to train your chatbot, click Begin to start!
[ Lesson3




Key Features

Le

sson Introduction

& How to Train Your ChatBot

CONTENT

Overview

% Introduction
(3 Lesson1
(3 Lesson2

(3 Lesson3

Introduction to Al

You might not realize it, but Al is already part of your daily life! Have you ever used Alexa or

Siri? That's All How about getting recommendations on Netflix? Yep, Al again! It's also helping

doctors diagnose illnesses and powering self-driving cars!

§

Introduction to the lessons and

open Al

CONTENT

Overview

v Introduction
 Lessoni
[§ Lesson2

[ Lesson3

Quiz Page

& How to Train Your ChatBot

Question 1

What is the most important feature of a good prompt?

Specificity - how specific the prompt is

Politeness - how polite the prompt is

Length - how long the prompt is

f

2/21

Simply worded multiple choice

|

questions



Key Features

Incorrect Answer Page Correct Answer Page

& How to Train Your ChatBot & How to Train Your ChatBot

CONTENT CONTENT

Overview

Incorrect: Not quite... While being polite is nice, it doesn't help ChatGPT understand your Cyerview Correct: Think of asking ChatGPT a question like searching for a hidden treasure. If your
question better. It's like saying please to a vending machine; nice but not necessary for map (the question) is super detailed, you're way more likely to find the gold (the answer
getting what you want. you need). Specific questions lead you straight to the treasure!
v Introduction

v Introduction

ack to
Question
 Llessoni * N

 Llessoni
D Lesson 2 D Lesson 2
D Lesson 3 D Lesson 3

\

1 \

Guiding students towards the right answer Encouragement and reinforcement
when students answer correctly



User Research Insights

L/
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Engaging and

~

Fun Curriculum

‘| feel like | learned a
lot! | didnt know that

Al can do so much.”

/

(5

-

L

‘I really liked the

more kid friendly.”

~

Engaging Design

design! The dragon is
super cute and feels

/

-

L

Simple
Vocabulary

follow and super

fun!”

~

‘It was very easy to

informative! It was

/

/ Curriculum \

Changes

‘| feel like it would be
cool to learn
everything that

\ChotGPT can do.“/




Demo Video



& How to Train Your ChatBot

content

Mistary of QI
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http://www.youtube.com/watch?v=VZZcZz16_pQ

Risks

-

\_

Collection and data
storage from middle
school students.

~

/

-

lLoss of user trust
due to inaccurate
information.

Mitigations

4 N

Does not require user

login to protect

student data.

o
g Fact-checking A

curriculum, ensuring

/

\_
-

\_

Encouragement of
unethical use by

students

/

Qaccurate responses.

4 N

Clear guidelines on
ethical Al usage to

discourage misuse.

N /




Next Steps



Project New Capstone lteration &
Hand-Off Team Implementation



Connect with Us!
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