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1. Introduction

Digital Literate

The Digital Literate project is an initiative aimed at enhancing digital and media literacy
among educators and students by integrating these competencies into school
curricula. As part of the Erasmus+ Programme, the project focuses on teacher training,
student-led digital outputs, and school-wide engagement in digital literacy topics. By
fostering a structured approach to digital education, it seeks to create an environment
where both educators and students can critically navigate and contribute to the digital
world.

At the heart of this initiative is the Good Practice Catalogue, a comprehensive resource
that gathers successful approaches to digital and media literacy from various schools.
This catalogue includes Learning Unit Plans (LUPs) designed by teachers and digital
projects created by students, providing a valuable reference for other schools seeking
to implement or enhance their own digital literacy programs. By compiling these best
practices, the catalogue serves as a practical tool for educators, ensuring that digital
literacy education is both accessible and adaptable.

Beyond its immediate impact on participating schools, the catalogue contributes to
broader European efforts to advance digital and media literacy. It aligns with key
initiatives such as the Digital Education Action Plan (2021-2027), which underscores
the need for digital skills at all levels of education. Additionally, it supports the
objectives outlined in the Guidelines for Teachers on Tackling Disinformation and
Promoting Digital Literacy.

Schools can utilize this catalogue in multiple ways. It provides a structured framework
for integrating digital literacy practices into the curriculum, offering adaptable
strategies that can be tailored to different educational contexts. By following the
examples within the catalogue, schools can engage students in creating digital
content, fostering critical thinking and responsible digital engagement. Additionally, the
catalogue serves as a guide for organizing digital literacy events, helping schools raise
awareness within their communities and build stronger connections between
educators, students, and external stakeholders such as journalists and digital creators.

2. The Digital Literate Project

The Digital Literate project is a European initiative funded under the Erasmus+
Programme with the goal of equipping educators and students with digital and media
literacy skills. Led by Vilnius University in collaboration with schools and organizations
from ltaly, Portugal, and Romania, the project aims to empower teachers through
professional development while fostering critical digital engagement among students.
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https://education.ec.europa.eu/pl/focus-topics/digital-education/about-digital-education
https://education.ec.europa.eu/pl/news/guidelines-for-teachers-and-educators-on-tackling-disinformation-and-promoting-digital-literacy-through-education-and-training
https://education.ec.europa.eu/pl/news/guidelines-for-teachers-and-educators-on-tackling-disinformation-and-promoting-digital-literacy-through-education-and-training
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By integrating digital literacy topics into school curricula, Digital Literate addresses the
growing need for responsible online behavior, critical media consumption, and the
ability to navigate the digital world safely and effectively.

Digital Literate

One of the key objectives of the project is to capacitate educators by providing
continuous professional development (CPD) opportunities. This is achieved through a
structured Digital and Media Literacy training path, which includes a MOOC (Massive
Open Online Course), capacity-building programs, and live workshops. These training
opportunities are designed to help educators integrate digital and media literacy topics
into their teaching practices, ensuring that students are exposed to these essential
competencies in a meaningful and engaging way.

In addition to teacher training, Digital Literate also promotes student-led digital content
creation. Through the development and implementation of Learning Unit Plans,
teachers piloted digital literacy activities in classrooms, enabling students to create
their own digital outputs. This Good Practice Catalogue showcases innovative
approaches to teaching and learning digital literacy and serves as a reference
document for schools across Europe, providing practical examples of how digital and
media literacy can be successfully integrated into different subjects and learning
environments.

To further engage the school community, the project includes the organization of
Digital and Media Literacy Community Events, dedicated to presenting the Digital
Literate project and the Good Practice Catalogue. These events serve as a platform
for discussion, skill development, and awareness-raising, encouraging schools to take
an active role in fostering digital citizenship and critical media literacy.

Beyond its immediate impact on participating schools, the Digital Literate project is
designed to have a long-term, sustainable effect. By making its resources open and
accessible, the project ensures that its methodologies and best practices can be
replicated and adapted by other schools and educators beyond the partnership.
Furthermore, the initiative contributes to European efforts to combat disinformation,
promote safe internet use, and enhance digital skills in alignment with the Digital
Education Action Plan (2021-2027) and other key European Commission strategies.

By combining teacher training, student engagement, and community involvement, the
Digital Literate project represents a holistic approach to digital and media literacy in
schools. Through its comprehensive framework, the project not only supports
educators and students but also fosters a wider cultural shift toward responsible and
informed digital participation.
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Digital Literate

3. The European and national
context

Across Europe, policymakers have recognized the urgent need to equip citizens with
strong digital and media literacy skills. The European Commission has developed a
range of policies and initiatives to support this goal, ensuring that digital education
remains a priority in an increasingly technology-driven society. There are various

, bringing together governments, businesses, and educational
institutions to promote digital skills at all levels. Meanwhile, the Media Literacy policies
aim to empower individuals to critically engage with media and combat the spread of
disinformation. Schools can also benefit from tools, which help educational institutions
assess and improve their digital readiness.

At the national level, each country implements strategies that align with these
European policies, adapting them to local education systems. These strategies often
include teacher training programs, aimed at equipping educators with the necessary
skills to integrate digital literacy into their teaching. Additionally, many governments
have worked to embed digital competence frameworks into school curricula, ensuring
that students develop essential digital skills from an early age. Partnerships between
public institutions and private organizations further enhance access to digital tools,
enabling schools to implement innovative teaching methods.

The importance of digital literacy in modern education cannot be overstated. In an era
where information is widely accessible but often unreliable, students must develop
critical thinking skills to evaluate sources and distinguish between credible information
and misinformation. Digital literacy also plays a key role in preparing students for the
workforce, as many careers increasingly require proficiency in digital tools and
technologies. Furthermore, understanding online safety and ethical digital behaviour
is essential for ensuring that young people navigate the internet responsibly. By
fostering these competencies, schools can empower students to become informed
and responsible digital citizens.
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4. Methodology

Digital Literate

The process of compiling this Good Practice Catalogue follows a structured approach
to ensure that the selected practices are effective, transferable, and relevant to the
needs of schools across Europe. The catalogue is developed through an extensive
collaboration between partner schools, where teachers contribute Learning Unit Plans
(LUPs) and students provide digital outputs that showcase innovative digital literacy
practices. These contributions are gathered through project submissions, but also
through focus groups with educators, allowing for the exchange of experiences and
the identification of best practices that can be adapted to different educational settings.

To maintain the quality and relevance of the catalogue, specific criteria are used to
select the best practices. Each selected practice must address key digital and media
literacy competencies, demonstrate measurable learning outcomes, and be easily
transferable to other schools. Additionally, the practices present practical solutions to
common challenges faced by educators when integrating digital literacy into their
teaching. By applying these selection criteria, the catalogue ensures that only the most
effective and impactful practices are included.

The information presented in the catalogue is drawn from multiple data sources,
including school-based initiatives, their Learning Unit Plans and focus group
conversation. Through these diverse sources, the catalogue captures a broad
spectrum of approaches to digital education, allowing schools to learn from real-world
examples. This process is further strengthened by collaborations with education
agencies, ensuring that the selected best practices align with broader educational
goals.

By following this methodology, the Digital Literate project ensures that the Good
Practice Catalogue is a valuable and practical resource for schools seeking to
strengthen their digital literacy education. Through the collective efforts of educators,
students, and policymakers, the catalogue serves as a guide for fostering digital skills,
critical thinking, and responsible media engagement in schools across Europe.

In the Annex of this document, we present several examples of Digital Literate project
outputs (Learning Unit Plans) from three participant schools.
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4. Shared practices across lesson
plans

Digital Literate

This catalogue compiles effective media and digital literacy practices across different
disciplines, providing a robust framework for fostering critical thinking and digital
awareness among students.

One of the key skills students develop through the Digital Literacy project lesson plans
is the ability to critically evaluate media sources. Lessons focus on teaching students
how to analyse the credibility of news stories, identify bias, and recognise
misinformation. This practice helps students distinguish between factual reporting and
misleading content, empowering them to become responsible consumers of media.

Example: Lesson "Truth - The First Victim of the Conflict in Ukraine" engages
students in examining news reports for bias and misinformation, fostering
media scepticism and analytical thinking.

Example: Lesson "EXTRA! EXTRA!" had students compare real and fake news
stories to recognize manipulation techniques in media.

Example: Lesson "Climate Changes Between Myth and Reality” focused on
debunking misinformation in climate change reporting through guided research
and classroom debates.

With Al tools becoming more integrated into daily life, understanding their impact on
media consumption is essential. Several lesson plans incorporate Al-assisted
research and analysis, helping students navigate Al-generated content, fact-check
information, and recognize deepfake technologies. By engaging with digital tools such
as ChatGPT, Canva, and Al-powered research platforms, students enhance their
media literacy skills and awareness of Al’s role in content creation.

Example: Lesson "Raising Awareness of Al-Generated Content" helps
students differentiate between Al-generated and human-created news,
equipping them with strategies to verify authenticity.
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Digital Literate

Example: Lesson "Friendship Recession” had students use Al to simulate
conversations from different time periods, helping them analyse social media’s
impact on friendships.

Example: Lesson “Fundamental Interactions in Nature" incorporated Al
research tools to verify physics-related claims and assess the quality of Al-
generated information.

Many of the lesson plans use interactive and collaborative activities such as role-
playing, debates, and team projects to engage students. These methods promote
engagement, active learning, and teamwork while reinforcing key media literacy
concepts. By working in groups to analyse news, create reports, or present findings,
students develop communication skills and learn to approach information critically and
constructively.

Example: Lesson "Something to Shout About" immerses students in real-world
media scenarios, requiring them to create and analyse news from multiple
perspectives through role-playing activities.

Example: Lesson "Are Electric Cars Saving the Planet?" had students debate
environmental claims made in the media, encouraging them to engage with
real-world sustainability issues.

Lessons explore the ethical and societal impact of media, misinformation, and Al,
prompting students to reflect on responsible media use. Discussions focus on the
consequences of misinformation, the responsibilities of content creators, and the role
of technology in shaping public perception. By engaging in ethical debates and critical
discussions, students develop a deeper understanding of the media’s influence on
society and personal decision-making.

Example: Lesson "Al in Education: Navigating the Digital Future" examines Al
ethics, prompting students to assess the benefits and potential dangers of Al-
driven content.

Example: Lesson "Truth — The First Victim of the Conflict in Ukraine" included
ethical discussions on war reporting and media bias.
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Digital Literate

Many of these lesson plans incorporate hands-on activities where students create their
own media content, such as digital posters, news articles, podcasts, and video reports.
By engaging in content creation, students gain practical experience in storytelling,
research, and digital design while reinforcing critical thinking about media messages.

Example: Lesson "Digital Literacy and News Evaluation" guides students
through fact-checking exercises and digital poster creation, helping them
develop a keen eye for evaluating online news sources.

Example: Lesson "Friendship Recession" engaged students in Al-supported
digital presentations and surveys to analyze the social impact of digital media.

Example: Lesson "Atomic Emission and Absorption Spectra" required students
to produce Al-powered presentations and present their findings on scientific
topics.

These lesson plans integrate media literacy across various subjects, demonstrating
its relevance beyond traditional media studies. By embedding media literacy in
science, technology, social studies, and language learning, students develop
interdisciplinary skills that help them apply critical thinking to different areas of study.

Example: Lesson "Are Electric Cars Saving the Planet?" combines
environmental awareness with media literacy, requiring students to analyse
media representations of electric cars and sustainability issues.

Example: Lesson "Are Electric Cars Saving the Planet?" combined
environmental studies with media literacy, teaching students to analyze
sustainability claims in media.

A strong focus on real-world applications makes these lesson plans particularly
impactful. Students engage with current events, media trends, and real-life case
studies, making their learning experience directly applicable to their daily interactions
with media. By analysing current media narratives and their societal implications,
students become more informed and responsible media consumers.
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Example: Lesson "Climate Changes Between Myth and Reality" examines how
media portrays climate change, helping students differentiate between
scientifically verified information and misinformation.

Digital Literate

Example: Lesson "Friendship Recession" had students conduct surveys on
teenage social media use, analysing how friendships have changed in the
digital age.

Several lesson plans adopt a flipped classroom model, where students engage in self-
directed research outside class and bring their findings to discussions and projects.
This approach fosters independent learning, research skills, and critical inquiry,
allowing students to take ownership of their learning process.

Example: Lesson "Fundamental Interactions in Nature” requires students to
conduct independent research on physics concepts, verifying information
through Al tools and group analysis.

5. Best practices for media and
digital literacy education

This catalogue compiles effective strategies, results, and best practices in media and
digital literacy education, providing educators with a framework for developing critical,
informed, and responsible digital citizens.

1. Use real-world case studies and examples

Integrating current events, viral fake news stories, and deepfake videos makes
lessons more relevant and engaging. By analysing real-world misinformation, students
develop practical skills in recognizing media bias and manipulation. This approach
also fosters discussion on how digital media shapes public opinion and influences
decision-making.
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Digital Literate

2. Incorporate Al and digital tools

Using fact-checking platforms, Al chatbots, and multimedia editing software enhances
students' ability to navigate the digital landscape. Al-driven tools such as reverse
image search, deepfake detection, and automated fact-checkers equip students with
cutting-edge media literacy skills. These tools also help educators demonstrate how
Al is used in both content creation and misinformation.

3. Encourage collaborative and peer learning

Group work, debates, and peer evaluations improve critical thinking and
communication skills by allowing students to engage in active learning experiences.
Collaboration fosters deeper understanding as students discuss multiple perspectives
and challenge each other’s views. Peer-led learning also increases engagement and
retention. Lessons should emphasize ethical responsibility in content sharing, helping
students understand the societal impact of misinformation. Teaching media ethics
encourages responsible consumption, the ability to spot manipulative tactics, and the
development of critical awareness when engaging with digital content.

4. Embed media literacy across different
subjects

Rather than being a standalone topic, media literacy should be embedded in multiple
disciplines, from social sciences to STEM fields. This interdisciplinary approach
ensures that students learn to critically assess information in various contexts,
improving their ability to apply media literacy skills beyond journalism and news
analysis.

5. Provide hands-on, practical activities

Encouraging students to produce their own media content helps them develop a
critical approach to digital communication. By engaging in real-world media
production, such as writing news articles, creating podcasts, or making videos,
students gain firsthand experience in how media messages are constructed and

manipulated.
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6. Train teachers in media and Al literacy

Professional development for educators ensures that they can effectively teach digital
literacy concepts. Teachers must be equipped with the latest knowledge on Al, media
bias, and digital misinformation so they can guide students through an ever-evolving
media landscape. Schools should offer training on Al-assisted content verification,
digital safety, and ethical Al use.

7. Engage the community and external experts

Schools can collaborate with media professionals, journalists, and fact-checkers to
provide real-world perspectives on digital literacy. Guest speakers, workshops, and
partnerships with tech companies, universities, and fact-checking organizations can
expose students to authentic industry practices and equip them with knowledge
beyond the classroom.

Conclusion

The Digital and Media Literacy: Good Practice Catalogue for Schools serves as a
valuable resource for educators seeking to integrate digital and media literacy into
their curricula. By compiling best practices, lesson plans, and innovative strategies,
the catalogue provides a structured and adaptable framework that enhances students'
ability to critically engage with digital content, recognize misinformation, and
responsibly navigate the online world.

Through initiatives such as teacher training, student-led digital projects, and cross-
curricular integration, the Digital Literate project ensures that digital literacy is not only
taught in isolation but embedded across various subjects and real-world applications.
The catalogue emphasizes active learning, collaboration, and the use of Al and digital
tools to foster a more informed, ethical, and critically aware generation of digital
citizens.

As digital landscapes continue to evolve, the need for comprehensive media and
digital literacy education remains more pressing than ever. By leveraging the insights
and strategies outlined in this catalogue, schools can empower both educators and
students to meet the challenges of an increasingly complex digital age, ensuring that
they become responsible consumers, creators, and participants in the digital
ecosystem.
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Annex 1:

School learning unit plans with practical implementation guidelines

Learning Unit Plan #1

* Title of activity:

Something to Shout about

% Learning objectives

Digital-literacy-related aims:

* Exploring different perspectives which can shape a story

e Practise critical thinking and empathy in communicating real
world events

e Critically evaluate news sources

e Analysing the problems and potential consequences associated

with the proliferation of fake news

e Raising media awareness by Identifying and evaluating ways to

avoid fake news in social settings

Subject-related aims:

» Expanding knowledge of vocabulary related to news and media e
Using critical thinking, collaboration and media literacy skills to

boost language knowledge
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% Skills to develop

Digital-literacy related skills:

» |dentify elements that make a story believable or question its

validity, fostering skills in distinguishing real from fake news

= Critically evaluate the information providers for authenticity and

credibility

- Analyze visual elements (e.g, memes, infographics) that often

accompany news stories, with attention to satire or misinformation.
» Differentiate between traditional articles and social media posts
and their respective purposes.

» Designhing compelling and informative slides or visuals for group

presentations.
Subject-related skills:

» Practise vocabulary and structures related to news and media in

various contexts

» Take part in verbal interactions on the topic using adequate

language

» Understanding how language is used to persuade or mislead -
Combining information from multiple sources to form a balanced

view of an event

* Target

11th grade, theoretical high school
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®Time

150 minutes - three lessons and two sessions of project
presentation

B Modalities

Communicative teaching methods and techniques: games,
discussion, brainstorming, Think-Pair-Share, role-play and simulation,
making news videos, collaborative group work, project work, and

presentation.

= lnstructions for students
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% Lead in — Newsroom Vocabulary Relay

 This group activity reinforces media vocabulary through a fast paced,

collaborative “newsroom” simulation.

Setup: Students are divided into small teams which will compete. The
teacher prepares a set of cards, each with a vocabulary word related to
news and media literacy (e.g., “source,” “bias,” “headline,” “editorial,”
“sensationalism”, “fact-checking”, “misinformation”, etc.). « Instructions:

Relay Rounds: Teams take turns drawing a vocabulary card. Each team
member must explain the term without using the respective word, while

their teammates try to guess it.

Creative Sentence Challenge: After a correct guess, the team uses the
word in a sentence as if they were writing a news article. Headline Twist:
The teams then write a “fake” and a “real” headline using the vocabulary

term, challenging the class to identify which is which.

Goal: The team with the most correct guesses and creative

headlines wins.
Learning Outcomes:

 Improves vocabulary retention through repetition and context. « Boosts
creativity and teamwork while deepening understanding of media

concepts.

* Lays the foundations of understanding news integrity and media ethics.
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< Activity 1 — Newsmaking and remaking — opinion vs. fact « Brief
discussion on fake vs. real news initiated by the teacher: Sometimes,
stories in the media that look very credible either come from fake news
sources or are only based on a grain of truth, a misunderstanding or
unintentionally misleading. Unfortunately, they spread very fast on
social media as most people share stories instantly without checking if
they are true or false. Finding the truth can be tedious but necessary for
any responsible citizen. ¢ News scenarios - taking multiple

perspectives

This activity aims to help students understand how various sources can

change a story intentionally or unintentionally.

Students are divided into two teams. Each team receives an account of a

funny incident that could be a news article.

Further, each team is split into two groups: the actors and the scenario
writers. They will also be given role cards with the characters’ backgrounds
and perspectives. Eventually, each team will film and present a video of

their news broadcasting.

1. Neighborhood Cat Dispute: A neighborhood in the UK was divided over a
notorious cat named ‘Gary, accused of constantly stealing food from
neighbors’ homes. While some residents adored Gary, others were
frustrated, each offering their own version of events. Students could take
turns as different neighbors and "Gary’s” owners to explore varying
perspectives on this cheeky cat’s behavior and the lighthearted conflicts it
created. 2. Golf Course Drama with a Goat: In the U.S,, a stray goat found its

way onto a golf course, interrupting a match by eating golf balls and
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chasing players. The players, the golf course staff, and the goat’'s owner
each gave hilarious accounts of the incident, portraying it either as a
disaster or as harmless fun. Students could recreate the conflicting
perspectives, adding humorous commentary on how the goat “interpreted”

the game.

These stories offer clear, funny perspectives from multiple “characters,”
making them ideal for role-play and discussion on bias and reporting.
Here are some examples of role cards for each of the two incidents but

students can add more characters if they want:

1. Neighborhood Cat Dispute — Role Cards
Role 1: Gary’s Owner
- Background: You love Gary and see him as a sweet, curious cat who

only “borrows” food occasionally.

- Perspective: Defend Gary’'s behaviour, explaining that he’s friendly
and misunderstood. Argue that neighbours are exaggerating, and
that Gary never means any harm.

Role 2: Frustrated Neighbour

- Background: You've caught Gary stealing food multiple times and are

fed up.

- Perspective: Describe how Gary is disruptive and argues for stricter
rules for pets in the neighbourhood. Emphasize your frustration and
how Gary’s antics impact you.

Role 3: Sympathetic Neighbour

- Background: You enjoy having Gary around and see him as a funny

y ( QO; INOVA+ &0y
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character.

- Perspective: Defend Gary, sharing funny stories about his visits.
Suggest that everyone should appreciate Gary’s quirks and not take

things too seriously.

Role 4: Local Reporter(s)

- Background: You're covering this story as a local curiosity. -
Perspective: Interview the residents and report the conflict objectively.
Encourage neighbours to share their stories, aiming to capture both

sides humorously.

2. Golf Course Drama with a Goat — Role Cards

Role 1: Golf Player (Victim)

- Background: You were playing golf when the goat interrupted, and

you lost your game.

SEARUSE CONACHI
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- Perspective: Emphasize the disruption and how the goat affected
your concentration. You're annoyed and feel the goat should have

been better managed.

Role 2: Goat’'s Owner

- Background: You are surprised by your goat’s adventure and think

it's just harmless fun.

- Perspective: Defend the goat's behaviour, insisting it was just an
innocent animal exploring. Downplay the impact on the golf game,

explaining the goat wasn't trying to cause trouble.

Role 3: Golf Course Staff

- Background: You were responsible for ensuring the course ran
smoothly and were caught off-guard by the goat's appearance.
Perspective: Explain the chaos and your attempts to control the
situation. You're caught between sympathizing with the players and

appreciating the humorous side of the event.

Role 4: Local Reporter(s)

- Background: You're covering the story as a lighthearted piece. «
Perspective: Interview everyone, to highlight both the absurdity and
the frustrations involved. Balance perspectives to show both the

players’ annoyance and the humor in the goat’s antics.

These roles will help students adopt different perspectives and

experience both reporting and interpreting the events.

All groups are permanently keeping in touch and coming up with ideas.

Filming will take place in the classroom but students will be allowed the
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necessary time to prepare their props (at home), rehearse their parts and

process the scenes shot.

A discussion will follow on how students feel after exploring different
perspectives and practicing critical thinking and empathy in interpreting

and communicating real-world events.

* This role-play activity on fake vs. real news and inquiry journalism offers
several valuable learning outcomes for students:

1. Critical Analysis and Perspective-Taking: Students experience
firsthand how perspectives shape stories, helping them see how

biases and personal viewpoints can influence reporting.

2. Language and Communication Skills: Role-playing pushes
students to use expressive language, dialogue, and persuasive

speech, which supports ESL language development.

3. Understanding of Media Literacy: By embodying roles like reporters
and residents, students get involved in analyzing sources, verifying
details, and exploring how humor or subjectivity can alter

perceptions.

4. Collaboration and Creativity: This activity encourages
collaboration and creativity as students work together to recreate

events and add their unique interpretations.

e Overall, this approach fosters skills in language, critical thinking, and

media awareness while making learning interactive and enjoyable.

< Activity 2 — Spotting fake news stories
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e This activity aims to provide students with a context to practise
identifying fake news sources as well as satirical news sites. « The teacher
pre-teaches more vocabulary related to news and media and elicits

criteria for debunking fake news.

e Think-Pair-Share: The students think individually and then share
their ideas in pairs and later in groups. Finally, they report in front of
the class. The teacher writes a checklist with the best ideas and
adds more criteria if necessary. Then the class will debate real vs

fake

news and the concepts of disinformation, malinformation and

misinformation.

e This activity includes group project work. The students are divided into

two teams.

e Team 1 will critically analyze a viral fake news story based on the

following criteria:

1. Source Verification: Check if the story is reported by credible news
outlets and not just on social media or satire sites. Reliable sources

generally provide verifiable details.

2. Fact-Checking Websites: Use resources like Snopes, FactCheck.org,
or local fact-checking sites which specialize in debunking or

confirming viral stories.

3. Cross-check Details: Look for the same story on multiple

trustworthy sources to see if the facts align. Inconsistent or
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sensational details often signal unreliable news.

4. Examine the Language: Genuine news is usually written objectively.
Excessive humour, exaggeration, or dramatic language may indicate a

fake or satirical story.
» Team 2 will approach aspects related to memes and satirical news sites.

» Both teams will report their opinions, research and conclusions in PPT

presentations.

e The main expected outcome of this activity is that students
demonstrate they are aware of the importance of developing those skills
enabling them to analyse and critically evaluate the information that

flows through social media channels.
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Learning Unit Plan #2

Title of activity:

Al in Education: Navigating the Digital
Future

Learning objectives

e Understand what Al is and how it works in different fields e
Discuss the limitations and ethical implications of the new
technologies

* Explore the content of synthetic media

e Evaluate the information source in order to counter fake-news

Skills to develop

e Develop the Al related vocabulary
» Discuss some issues related to the use of Al
e Learn how analyze various media content

 Be able to recognize fake news

Tqrget
17-18 year old students
Time
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10 lessons of 54 minutes each

Modalities

» Power point presentation
e Handout with key points and discussion questions
» Group activities

e Flipped classroom

Instructions for students
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LESSON 1
* Welcome students and introduce the topic
* Explain the objectives of the lesson
o WARMUP ACTIVITY
o |will ask my students what they know about Al and Chat GPT.
| will write their responses on the board and | will show them
a short video explaining what chatGPT is.
o MAIN CONTENT
o What is Al
o Deep learning vs machine learning
o Potential applications of Al

% Flipped classroom: | will ask my students to do a research about:
“the use of artificial intelligence raises many important artificial

issues..”

0

» LESSON 2

o WARMUP ACTIVITY

o My students will discuss the ethical limits of the artificial
intelligence

o MAIN CONTENT

o Potential applications of Al (HEALTHCARE, EC..)

o GROUP ACTIVITY

o | will divide my students into small groups

o Each group receives a different scenario where Al could be
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used

o Groups discuss and create a short presentation on how Al
could be used in their scenario

< LESSON 3
 Each group will present their work to the class.

« First assessment phase

< LESSON 4

o WARMUP ACTIVITY

o 'will ask my students what they know aboutChat GPT. | will
write their responses on the board and | will show them a
brief presentation on what chatGPT is.

o MAIN CONTENT

o Presentation of chatGPT

o What is chat GPT

o How does it work?

o What are the potential applications

o How can | use chatGPT to improve my English

o What is a prompt and how to write it effeciently

o GROUP ACTIVITY

o This lesson will enable students to use two Al prompts. | will
show them how an Al chatbot can become their English
speaking friend. | will open ChatGPT and | will write two

different prompts: Prompt 1 — Al English-speaking friend Act

SERaS NACHI
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as my friend. Help me to learn English. My level of English is
[CEFR level]. | am [age]. Ask me questions. Find out about me.

Wait for my answer, then ask another question.

o Prompt 2 - Al English teacher Act as my teacher. My level of
English is [CEFR level]. | want to learn words connected with
[topic]. Make some exercises to help me. When | finish, | will

ask for the answers.

o They will realize that the way a prompt is written can

significantly impact the responses received from Al. Subtle changes
in wording, specificity, and context can lead to

vastly different outputs. Experimenting with different
prompts can help them see how Al interprets and responds

to varied request

o After that, The students will be divided into groups and ech
group will be asked discuss the following questions:

» What did you learn from this lesson?

» What new words did you learn?

» What will you use from this lesson?

« LESSON 5

* | will ask my students: What type of media do you use daily? Do you
know what synthetic media are? | will write their responses on the
board and we will discuss about the differences between old

media and new media.

a dataninja
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o MAIN CONTENT

Synthetic media

O

o How create synthetic media
o what are fake news and how to recognize them
o GROUP ACTIVITY

o | will divide my students into small groups of 4-5 people o
Each group will have at least 1 connected device. | will give
them They will be asked to be able to recognize the fake

news answering to the following questions:
o Who is behind the website?
o How long has this website been online?

o What do other sources say about this website?

o Any case of news published by this website that has been

taken serously by other media or people?

« LESSON 6
o MAIN CONTENT

o After covering all the topics outlined in the unit plan, the
student groups are tasked with producing a final piece
of work that synthesizes the key points of the topics

covered and highlights the new skills acquired.

o Therefore, the students will have access to all the digital
educational environments useful for producing the final

work (computer labs ecc..)

a dataninja
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o Time available: 4 lessons

o Once the work is ready, each group will present it to the class

and the teacher.

% LESSON 7-8-9:

 Laboratory activity for the production of the final work

< LESSON 10

e Presentation of the work to the class.
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