Fostering Al Literacy through Embodiment and Creativity
across Informal Learning Spaces | 2214463

Community Partner: Audience & Settings
Museum of Science and Industry, Chicago

PI: Brian Magerko (Georgia Tech), Audience: Middle-school
magerko@agaatech.edu students (age 10-14)

Co-Pls: Duri Long (Northwestern University),

Jessica Roberts (Georgia Tech) Disciplinary area:

Project Description Al/Computer Science

We are investigating how embodied interaction and

creative making can be leveraged to design museum Learning environment:
hibits to fost iddle-schoolers’ Al lit .

exhibits to foster middle-schoolers iteracy Museum

Key Achievements

Conducted focus groups with 24 middle school students Access and Inclusion
to understand their conceptions of Al. We identified three _
approaches to interacting with ChatGPT—A/ Tester, Al We are centering underserved

Socializer, and Content Explorer—each revealing unique groups throughout our design-based
opportunities to design learning experiences. research process, including students
Organized the first Al Literacy workshop at the ACM CHI gt Title 1 schools, girls and students
conference, bringing together 43 researchers from varying who have not previously taken CS

disciplines.
courses.

Designed lo-fidelity prototypes for three museum exhibits

This material is based upon work supported by the National Science Foundation under grant 2229061. Any opinions, findings, and conclusions or recommendations expressed in R E
this material are those of the author(s) and do not necessarily reflect the views of the National Science Foundation. Vl S E



https://drive.google.com/file/d/1ELMz4xahGlaH4JC3KhICJB7TccPvvTWo/view?usp=sharing
mailto:magerko@gatech.edu
https://www.nsf.gov/awardsearch/showAward?AWD_ID=%202229061

FOSte ri n g AI L ite ra cy th ro u g h This material is based upon work supported by R E

the National Science Foundation under

- . = grant 2229061. Any opinions, findings, and V' S E
Embodiment and Creativity across s ol e
necessarily reflect the views of the National
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Knowledge Net

In the Knowledge Net exhibit,
learners will be able to create
interactive imaginary characters
by building semantic networks
on a tangible tabletop. In the
process, they will learn about
knowledge representations and
strengths and weaknesses of All.

LuminAl

LuminAl will engage
visitors in creatively
learning about how Al
learns and represents
information. Learners
wil  be able to
improvise with an Al
dance partner and
engage with embodied
explainable interfaces
to learn more about
the All.

Creature Features

In Creature Features, visitors will interactively explore machine learning by
training an Al to distinguish between different categories (e.g., bird/non-bird,
states of matter, shapes).

Building the dataset: Testing the dataset:

Choose what you want (
to teach to All

Results:
Your Score: 89/100

The computer is pretty confident that these are birds.
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