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Engaging with AI is more than just having digital skills—it demands critical thinking, media literacy and the 
ability to challenge AI outputs, identify misinformation and understand how data and ideas are used.
- Kari Kivinen, European Intellectual Property Observatory, Spain

Engage with AI is the foundational domain of the framework. It sets a basis for what all 
learners should know and be able to do as they interact with AI across contexts. This includes 
identifying and accessing AI systems, understanding the opportunities and risks of AI use, 
evaluating AI outputs and making decisions about the role and use of AI in daily life. A learner 
who demonstrates competence in this domain uses AI intentionally and responsibly and 
reflects on the impacts of AI on themselves, their communities and the environment. These 
competences support a foundation for AI literacy that endures as technologies emerge and 
their usage changes.

Engage with AI
Become a critical and responsible participant in a world marked by AI
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Engage with AI Competences

4

Recognise AI’s role and influence in different contexts. 

Describe how AI systems perform tasks using language 
that addresses and clarifies common misconceptions. e 

Evaluate whether AI outputs should be accepted, 
revised or rejected.1

Examine how predictive AI systems provide 
recommendations that can inform or limit perspectives.

Compare how AI systems consume energy and natural 
resources.

Explain how AI could be used to amplify societal biases.

Analyse how well the use of an AI system aligns with 

ethical principles and human values. 

5

6

7

3

2

1



28Empowering Learners for the Age of AI © OECD / European Union, 2026

Engage with AI 1:  

Knowledge: 1.4    Skills: Self and Social Awareness    Attitudes: Curious, Responsible

Learners can identify where 
different types of AI are present 
in their everyday lives.

Basic

In the Classroom
Learners play “AI or Not” with their 

teacher. Given examples, such as smart 

home devices, social media or apps, they 

can categorise each based on whether it 

uses AI.  

Learners share examples of how 
AI systems have influenced 
their own choices and 
experiences at home, in school 
or online. 

Intermediate

In the Classroom
Learners compare examples of “for you” 

landing pages on social media platforms 

and reflect on how and why they are 

influenced by what appears. 

Learners can analyse how AI 
systems may shape individuals’ 
beliefs and behaviours as 
consumers, learners, workers 
and citizens.

Advanced

In the Classroom
Learners explore screenshots from AI 

chatbots and apps to identify when it 

may be designed to persuade, rather than 

inform. With a teacher, they discuss how 

features like “streak” counts, character 

names or overly-agreeable responses 

might be engineered to increase 

engagement. 

Engage with AI 2:

Knowledge: 1.3, 1.4    Skills: Communication    Attitudes: Reflective, Responsible

Learners know AI is a non-
human tool that produces 
outputs based on patterns 
of data and lacks authentic 
context or understanding.

Basic

In the Classroom
As their teacher introduces common 

phrases used to describe AI use (e.g. 

“AI thinks,” “AI understands,”), learners 

identify which ones are misleading and 

why. Learners develop better descriptions 

using technically accurate and age-

appropriate language, then reflect on how 

language shapes their understanding of 

what AI can or cannot do.

Learners accurately describe 
how a specific AI tool carries 
out a task in order to address 
commonly-held misconceptions 
about how AI works. 

Intermediate

In the Classroom
Learners identify a common AI myth 

among peers (e.g. “AI understands like 

humans” or “AI is always correct”). They 

create an artefact, such as a poster, 

short video or podcast to address the 

misconception by explaining how AI 

works. 

Learners explain how different 
AI systems work using language 
that does not attribute human 
traits or abilities, knowing 
that their phrasing shapes 
understanding.

Advanced

In the Classroom
Learners review different types of AI tools 

and compare design choices that make 

the systems appear human-like, friendly 

or intelligent. In small groups, learners 

practise explaining how the tools produce 

outputs, focussing on programmed 

processes rather than human qualities. 

As a class, they share and refine their 

explanations and reflect on how different 

design features affect understanding and 

trust in AI systems.

Recognise AI’s role and influence in different contexts.

Describe how AI systems perform tasks using language that 
addresses and clarifies common misconceptions. 
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Recognise AI’s role and influence in different contexts. Engage with AI 3:

Knowledge: 3.1, 3.2    Skills: Critical Thinking    Attitudes: Responsible

Learners understand why AI-
generated outputs should be 
verified and recognise how 
they can verify the content 
themselves.

Basic

In the Classroom
Learners review an AI-powered tool’s 

solution to a maths problem and 

accompanying explanation, then compare 

the AI-generated content to the process 

that their teacher has introduced to the 

class.

Learners verify AI-generated 
outputs for accuracy and 
relevance by consulting trusted 
sources and considering task-
specific expectations. 

Intermediate

In the Classroom
In small groups, learners plan an itinerary 

for a tourist visiting their hometown. 

When the teacher provides AI-generated 

recommendations for local restaurants, 

learners compare the recommendations 

using other sources to determine if the 

information is outdated, inaccurate or a 

“hallucination.” From there, learners draw 

from their own knowledge and experience 

to decide whether the locations would be 

appealing to a visitor.

Learners assess AI-generated 
outputs and justify decisions to 
accept, revise or reject them. 

Advanced

In the Classroom
When their teacher presents different AI-

generated interpretations of a historical 

event, learners turn to trusted secondary 

or primary sources to verify the accuracy 

of the interpretations and argue which 

one they would include in a final report. 

Engage with AI 4:

Knowledge: 1.1, 3.2, 4.1    Skills: Self and Social Awareness    Attitudes: Curious, Reflective

Learners know that AI can 
use data about a user to 
provide recommendations or 
predictions for them. 

Basic

In the Classroom
Learners make a list of movie and 

television recommendations for a 

favourite book character, justifying 

their choices with textual evidence. As 

a class, they share their lists and discuss 

their knowledge of the characters, then 

compare the process to the ways AI 

generates recommendations. 

Learners consider when AI-
generated recommendations 
might be helpful to them or 
when they may seem too 
narrow and too general. 

Intermediate

In the Classroom
Learners compare a music app’s 

recommendations to a list of their own 

favourite songs and artists, then discuss 

when the algorithms reinforced existing 

preferences or introduced them to new 

genres.

Learners weigh the benefits 
and drawbacks of AI systems 
using data to shape access to 
information and consider how 
this might influence worldviews, 
ideas or behaviours.  

Advanced

In the Classroom
Learners review case studies of how social 

media recommendation systems have 

affected public understanding of an issue, 

then discuss how this might impact 

individuals’ voting behaviours.

Evaluate whether AI outputs should be accepted, revised or rejected. 

Examine how predictive AI systems provide recommendations 
that can inform or limit perspectives.
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Engage with AI 5:

Knowledge: 1.5    Skills: Self and Social Awareness    Attitudes: Responsible

Learners recognise that 
computers and AI systems 
require resources to function. 

Basic

In the Classroom
Learners list the classroom devices 

that must be charged and cooled and 

recognise that AI systems also require 

electricity and hardware to run.

Learners describe different 
ways that AI impacts the 
environment (e.g. hardware 
production, data centre 
development, water use, energy 
intensity). 

Intermediate

In the Classroom
Learners create an informational artefact 

(e.g. written article, podcast or video) 

explaining how training large AI models 

compares to household or individual 

energy use. 

Learners analyse how individual 
choices along with different 
design, deployment or business 
decisions can affect AI’s overall 
energy and resource use. 

Advanced

In the Classroom
Learners research the environmental 

impacts of AI use and data centre 

development across different 

communities. They then identify policies 

and strategies that promote responsible 

AI use and development. 

Engage with AI 6:

Knowledge: 2.1, 2.5, 4.1    Skills: Critical Thinking, Self and Social Awareness    Attitudes: Empathetic, Responsible

Learners understand that biases 
can exist in the data used to 
train AI and can be perpetuated 
when humans design, develop 
and use AI systems. 

Basic

In the Classroom
With their teacher, learners explore 

different types of data that can be 

collected about a person (e.g. height, 

favourite colour). They note the nuances 

that data can capture effectively, but draw 

from their knowledge of each other to 

identify what is left out. 

Learners explain how biased 
data or design choices 
(e.g. stereotyped content, 
misclassification, unequal 
recommendations) can lead AI 
systems to generate unfair or 
skewed outcomes for certain 
groups.  

Intermediate

In the Classroom
Learners explore how and why facial 

recognition technology performs 

differently across demographics and 

discuss possible real-world impacts when 

it is used for decision making in everyday 

life. 

Learners analyse how 
individuals, companies or 
institutions may build and 
deploy AI systems to serve 
particular interests and how 
these systems might shape 
opportunities, representations 
or public perceptions. 

Advanced

In the Classroom
With a teacher, learners evaluate real-

world examples of AI being used to 

influence an event (e.g. misinformation 

and disinformation on social media). Then 

they explore how an institution’s choices 

regarding AI use might benefit certain 

groups while having a negative effect on 

others. 

Compare how AI systems consume energy and natural resources.

Explain how AI could be used to amplify societal biases.
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Engage with AI 7:  

Knowledge: 1.4, 4.1, 4.3    Skills: Critical Thinking, Problem Solving, Self and Social Awareness    Attitudes: Reflective, Responsible

Learners recognise that ethical 
AI use depends on a number of 
factors that include AI system 
design, development and a 
user’s own intentions.

Basic

In the Classroom
Learners identify recognisable aspects 

of artists’ work across AI-generated 

examples. With a teacher, they discuss 

whether the examples constitute fair and 

appropriate use and identify implications 

for the human artists.

Learners identify when AI use 
may have unintended impacts 
or implications that are different 
from a user’s immediate goals. 

Intermediate

In the Classroom
Learners analyse a case study where an 

AI tool uses one’s browsing history to 

advertise discounts and sales on products 

they have viewed in the past. With their 

teacher, learners weigh the opportunities 

to save money with risks the AI tool poses 

for personal privacy. They discuss the pros 

and cons of using the tool in the long- and 

short-term. 

Learners evaluate the use of AI 
according to multiple ethical 
principles, considering trade-
offs and who may benefit or be 
harmed. 

Advanced

In the Classroom
Learners explore how AI is used to 

analyse climate data to spot patterns 

and make predictions. They evaluate 

trade-offs between the tool’s predictive 

power and the reduced transparency 

of an AI model. Learners weigh the 

opportunities for clearer forecasts with 

the risks of “hallucinations,” or if important 

uncertainties are misunderstood or 

ignored.

Analyse how well the use of an AI system aligns with ethical 
principles and human values. 
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Where does creativity come from? We want to think it is all in one person’s head. But even at professional 
design schools, they put people in groups in these big, colourful rooms with sticky notes because having 
those things helps you to be more creative. It helps you to get out more ideas. So, LLMs used well can be 
similar. If I have a thought partner that I can improvise with, that could actually be a great creativity amplifier.
- Victor R. Lee, Stanford University, USA

Create with AI positions learners as imaginative creators who use AI to explore open-ended 
questions and develop novel ideas and solutions. This approach unfolds with iterative use of 
AI tools as learners brainstorm and articulate their ideas, ask questions, reflect and refine AI 
outputs. In this way, learners use AI as a vehicle to realise, rather than replace, their creative 
visions. Learners also consider ethical questions related to originality, intellectual property 
and fair use of AI outputs. Create with AI prioritises a learner’s own ideas as they use tools 
that can bring those ideas to life, prompt new iterations and bring about opportunities for 
reflection and learning.

Create with AI
Use AI as a creative partner while maintaining human agency
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Create with AI Competences

Use AI systems to explore new perspectives and 
approaches that build upon original ideas. ge 1

Visualise, prototype and combine ideas using different 
types of AI systems.

Direct generative AI systems to elicit feedback, refine 

results and support reflection. 

Analyse how AI can safeguard or violate content 
authenticity and intellectual property. 

1

2

3

4
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Create with AI 1:  

Knowledge: 1.4, 4.1, 4.3    Skills: Critical Thinking, Problem Solving, Self and Social Awareness    Attitudes: Reflective, Responsible

Learners explore how different 
AI tools can expand their 
thinking or spark new ideas.

Basic

In the Classroom
Learners discuss AI-generated images 

to create story settings based on their 

classmates’ ideas (e.g. “a jungle in space”), 

then write new stories inspired by 

unexpected results.

Learners compare AI-generated 
suggestions to their own ideas 
during a brainstorming process.

Intermediate

In the Classroom
In response to a teacher’s assignment, 

learners brainstorm independently before 

reviewing AI-generated ideas. They 

compare their own ideas with the AI-

generated ones and discuss how exposure 

to AI suggestions may shape originality, 

confidence or decision making.

Learners purposefully integrate 
AI-generated outputs with 
their own ideas to develop 
comprehensive solutions and 
creative approaches.

Advanced

In the Classroom
Learners develop their own arguments 

for a class debate, then analyse AI-

generated counterarguments provided 

by the teacher. They remix and reject the 

counterpoints to strengthen their final 

argument.

Create with AI 2:

Knowledge: 1.4    Skills: Collaboration, Creativity    Attitudes: Adaptable, Curious

Learners use AI to generate 
an image, story or model to 
represent an idea.

Basic

In the Classroom
Learners choose a theme (e.g. “hope,” 

“winter” or “community”) and use an 

AI image generator to create a visual 

representation. They generate one image 

and write a short explanation of how 

specific elements of their prompt shaped 

the final result, noting any unexpected 

or surprising aspects of the output. They 

assess how well the generated result 

matches the idea they had in mind. 

Learners experiment with AI 
tools (e.g., text, image or music 
generators) to develop diverse 
ideas and produce varied 
outputs. 

Intermediate

In the Classroom
Learners design a concept to share about 

a new club at their school. They generate 

multiple mission statements, activity 

ideas and visual styles using text and 

image generators. Then they compare 

how different prompts and tools produce 

varied interpretations of the same idea.

Learners select and integrate 
outputs from multiple AI 
systems to develop, refine or 
present a final product. 

Advanced

In the Classroom
Learners use AI tools to design a simple 

interactive project (e.g. a motion-activated 

light display). They use a text generator to 

outline how the system should respond, 

an image generator to visualise the setup 

and an AI coding assistant to draft basic 

control code. They generate examples 

from different tools, compare outputs and 

revise their prototypes. Learners ensure 

the plan, visuals and code align into 

one functional prototype and seek peer 

feedback before finalising their work. 

Use AI systems to explore new perspectives and approaches that 
build upon original ideas. 

Visualise, prototype and combine ideas using different types of AI 
systems. 
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Create with AI 3:

Knowledge: 2.3, 3.3    Skills: Computational Thinking, Creativity    Attitudes: Adaptable, Innovative

Learners know how to prompt 
AI systems to generate accurate 
feedback and helpful responses 
to an idea.

Basic

In the Classroom
Learners are shown two different versions 

of a prompt designed to get feedback 

on the same idea. They compare AI-

generated responses to the two prompts 

and analyse which prompt led to an 

output with more accurate or useful 

feedback. Then they explain what features 

(e.g. context, specificity, constraints) made 

it more effective.

Learners refine their work 
through iterative exchanges 
with AI, comparing those 
outputs to their own ideas to 
determine what serves their 
goals. 

Intermediate

In the Classroom
Learners design a three-dimensional 

model of a geometric garden using 

ratios and proportions. They compare 

AI-suggested dimensions to their own 

calculations to ensure mathematical 

accuracy and consider new creative 

approaches to inform the design. 

Learners critically evaluate how 
AI-generated feedback shapes 
their own ideas, then reflect on 
how they would like to use AI in 
their creative process. 

Advanced

In the Classroom
Learners compare an early draft of a 

writing assignment to a final version 

that was revised with feedback from an 

AI tool. They annotate key changes to 

the assignment that indicate when each 

revision was influenced by the AI tool 

or their own thinking. They write a brief 

reflection explaining how they decided 

which suggestions to use, adapt or ignore 

to meet their goals.

Create with AI 4:

Knowledge: 1.4    Skills: Collaboration, Creativity    Attitudes: Adaptable, Curious

Learners know that AI-
generated content may reuse 
or copy work protected 
by intellectual property or 
copyright laws and recognise 
implications for the humans 
who created the original work. 

Basic

In the Classroom
Learners examine examples of music 

generated with AI to imitate a famous 

artist. With their teacher, learners discuss 

how this raises concerns about copyright, 

ownership and attributing proper credit to 

the artist.

Learners consider when 
attribution, permission or 
avoidance of AI is appropriate 
for a creative task and apply 
these choices in their own work. 

Intermediate

In the Classroom
Learners compare original work to 

AI-generated poems, then discuss with 

their teacher what makes something 

“original.” They then identify school-based 

guidelines for attributing AI use.

Learners assess the ethical 
implications of AI-generated 
outputs for creative work, 
distinguish inspiration from 
replication in their outputs, 
and justify how their use of 
AI maintains authenticity and 
respects other creators.

Advanced

In the Classroom
Learners are presented with examples of 

art created entirely by a human, generated 

by an AI system and created by an artist 

along with AI. Learners consider what 

choices a human did or did not make for 

each piece, who should be credited as 

the artist, what should be protected by 

copyright and how AI may change artistic 

creation in the future.

Direct generative AI systems to elicit feedback, refine results and
support reflection. 

Analyse how AI can safeguard or violate content authenticity and
intellectual property. 
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Effectively managing AI starts with students deciding if AI is truly needed. This requires setting clear learning 
goals, decomposing problems and distributing work appropriately with AI tools being used to augment 
human capacity. Students must be able to communicate transparently about their use of AI and follow 
guidelines that ensure fairness while centring justice and human judgement.
- Pati Ruiz, Digital Promise, USA

Manage AI positions learners as intentional decision makers who carefully consider how 
work is delegated from humans to AI tools. Learners compare different AI approaches, break 
problems into parts and decide when AI should automate or augment tasks so that human 
effort is focussed on judgement, creativity, relationship building and domain expertise. 
Throughout this process, learners monitor and adjust AI use to maintain oversight and ensure 
that AI remains effective, ethical and aligned with human-centred goals. 

Manage AI
Divide work intentionally between humans and AI
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Manage AI Competences

Decide whether to use AI systems based on the nature 
of the task. 

Choose an appropriate AI approach for a task by 
comparing how different AI systems operate and what 
they are best suited to do. 1

Decompose a problem to determine when and how AI 
systems should be used to automate or augment tasks. 

Monitor and evaluate AI use throughout a problem-
solving process.

1

2

3

4
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Manage AI 1:  

Knowledge: 3.1, 4.3    Skills: Computational Thinking, Problem Solving    Attitudes: Innovative, Responsible

Learners identify a variety of AI 
systems and the tasks they are 
designed to support. 

Basic

In the Classroom
Learners follow guidance established 

by their teacher to match appropriate 

tools with academic tasks (e.g. AI for 

summarising, search engines for research). 

Learners use what they know 
about AI to determine whether 
AI is an appropriate digital tool 
for a specific task.  

Intermediate

In the Classroom
As the teacher calls out examples of 

everyday tasks for the whole class, 

learners move to corners of the room 

labelled “AI Only,” “AI-Supported,” “Human 

Only,” or “Not Sure” based on how they 

think AI could be used. Learners then 

defend and explain their choices to peers 

who had chosen differently and switch 

corners if convinced. 

Learners determine whether 
AI is the right digital tool for 
a specific task by comparing 
the task’s complexity and need 
for human judgement with the 
ethical implications of AI use. 

Advanced

In the Classroom
Learners consider the steps to write an 

essay (i.e. choosing a topic, researching 

evidence, organising arguments, drafting 

paragraphs, revising and proof-reading), 

then identify which steps AI could assist 

with and which steps require their own 

voice and reasoning. They consult their 

school’s guidelines for AI use to tailor 

their approach.  

Manage AI 2: 

Knowledge: 1.2, 1.4    Skills: Computational Thinking, Problem Solving    Attitudes: Adaptable, Curious

Learners recognise that some 
types of AI systems can be 
programmed with specific rules 
to accomplish tasks, while 
others can learn patterns from 
data.   

Basic

In the Classroom
Learners compare different approaches 

to building AI systems by completing a 

trash-sorting task. First, they consider 

why random outputs would be unlikely 

to reliably sort items. Next, they direct a 

classmate role-playing as a robot to sort 

images of trash based on specific criteria. 

They observe how the “robot” responds 

to new images that do not match the 

criteria. Finally, they explore how a system 

could use patterns from collected data, 

such as a class survey, to improve sorting 

decisions and determine which approach 

is most appropriate for different tasks. 

Learners identify the benefits 
and drawbacks of using a rules-
based approach and a machine 
learning approach to solve a 
problem.

Intermediate

In the Classroom
Learners compare technology that 

follows set rules to execute a task (e.g. 

calculators, traffic lights, thermostats) 

with technologies that have been trained 

on examples from data (e.g., image 

recognition, translation). With a teacher, 

they consider why each approach suits 

the specific task.  

Learners evaluate when AI is 
an effective approach for a task 
by considering factors such as 
context, data availability and 
quality, efficiency, transparency, 
desired outcomes and potential 
impacts.

Advanced

In the Classroom
Learners analyse real-world examples 

of AI use (e.g. route planning, content 

moderation or resource allocation). They 

justify whether a rule-based or machine 

learning approach is more appropriate 

– or whether AI should be used at all – 

based on the requirements, constraints 

and trade-offs involved. They build a case 

to make a recommendation, then present 

their chosen approaches to their peers in 

a class debate. 

Decide whether to use AI systems based on the nature of the task. 

Choose an appropriate AI approach for a task by comparing how 
different AI systems operate and what they are best suited to do. 
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Manage AI 3:

Knowledge: 1.1, 3.1    Skills: Collaboration, Computational Thinking, Problem Solving    Attitudes: Adaptable, Innovative

Learners identify the type of 
problem at hand and consider 
whether AI might help solve it.

Basic

In the Classroom
Learners are given examples of different 

problems to identify (e.g. predicting the 

weather, comforting a friend, detecting 

plagiarism) and classify each as a type 

of problem (e.g. data-based, emotional, 

creative). As a class, they discuss whether 

AI could help solve the problem and if 

AI solutions are always necessary to 

accomplish a goal. 

Learners break a problem into 
component parts and consider 
ways AI might help with specific 
steps. 

Intermediate

In the Classroom
Learners break down the steps to 

complete a complex research project and 

identify steps that AI could support (e.g. 

summarising primary sources and locating 

relevant commentaries). They work 

independently to verify claims, assess 

potential bias in AI outputs and develop 

their own arguments and interpretations.  

Learners deliberately assign 
tasks within a multi-step 
process based on appropriate 
human strengths and relevant 
AI capabilities.

Advanced

In the Classroom
Learners are given a time-bound challenge 

to produce two versions of the same 

product, with and without AI. Before 

starting the AI-supported task, teams 

decide exactly which steps will rely on 

AI capabilities and which will depend 

on human strengths. After comparing 

outcomes, learners revise their task 

assignments and explain how changing 

human and AI roles affected the quality, 

trustworthiness and purpose of the final 

product. 

Manage AI 4:  

Knowledge: 4.1    Skills: Collaboration, Problem Solving    Attitudes: Adaptive, Reflective, Responsible.  

Learners recognise that they 
should make decisions about AI 
use that support accountability, 
learning and fairness.

Basic

In the Classroom
Learners explore examples of AI tool use 

across industries (e.g. sports, journalism, 

music) to determine if there are tasks 

where AI use might be advantageous and 

when a human should play a more active 

role.  

Learners compare AI outputs 
to desired results and know 
when to redirect AI systems or 
improve outputs themselves.  

Intermediate

In the Classroom
Learners watch short videos of self-

driving cars navigating different driving 

situations. As a class, learners compare 

how a human might make a different 

decision than a self-driving car and 

discuss when human judgement should 

override the algorithm.  

Learners establish checkpoints 
based on human and AI roles, 
monitor progress against 
success criteria and adjust roles 
accordingly.

Advanced

In the Classroom
Learners work in teams to create a public 

awareness campaign about a local issue 

(e.g. reducing food waste, designing 

safe bicycle routes). They use AI tools to 

generate messages or visuals, but pause 

to compare outputs with audience needs 

and project goals. When AI-generated 

content is misleading or off-target, 

learners adjust roles or workflows to 

produce an accurate and authentic 

message. 

Decompose a problem to determine when and how AI systems 
should be used to automate or augment tasks. 

Monitor and evaluate AI use throughout a problem-solving process.
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Students do not need to be AI engineers to build with AI. Even simple, age-appropriate explorations of 
how AI systems work can spark powerful learning — and help students see they can shape technology, not 
just be shaped by it.
- Cathy Adams, University of Alberta, Canada

Shape AI empowers learners to examine the relationship between the technical underpinnings of AI 
systems and the human choices that influence their behaviour and impact. Through hands-on, age-
appropriate exploration of computer science principles in an educational context, Shape AI compels 
learners to see AI systems as deliberate and human-driven, rather than inevitable. This draws from 
a deeper, more technical set of experiences and understandings. The goal of this domain is not for 
learners to develop commercial products or put them into service, but to empower young people 
to create or improve AI systems that reflect human values, diverse perspectives and the common 
good. In turn, learners who Shape AI come to see themselves as responsible creators, rather than 
passive consumers. These capabilities can only be realised when learners can reason about the role 
and influence of AI systems, understand their backgrounds, and can navigate emerging technologies 
safely and effectively. This may require collaboration with computer science educators, AI-related 
initiatives and capacity, or community partners. Schools and education systems are encouraged to 
explore partnerships and cross-curricular approaches that make these competences accessible, even 
where dedicated technical infrastructure or instruction is not yet in place. This domain is feasible to 
achieve when learners have the competences of the previous three domains: Engage with AI, Create 
with AI and Manage AI. 

Shape AI
Improve AI systems to reflect human values
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Shape AI Competences

Investigate how an AI system is intended to work, 
whom it is designed for and what its limitations are.

Evaluate AI systems using defined criteria, expected 
outcomes, test cases and user feedback. 1

Design AI systems with attention to how data sources, 
selection and information flow influence behaviour 
and outputs. 

Improve AI systems to address and promote human 
well-being and societal benefit.  

1

2

3

4
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Shape AI 1: 

Knowledge: 1.2, 2.1    Skills: Communication, Problem Solving, Self and Social Awareness    Attitudes: Curious, Reflective, Responsible

Learners identify what different 
AI systems are designed to do.

Basic

In the Classroom
Learners review model cards that describe 

how an AI system works, its training data, 

intended uses and possible limitations. As 

a class, they discuss appropriate uses of 

the AI system. 

Learners describe the purpose, 
intended users and basic 
constraints of a specific AI tool.  

Intermediate

In the Classroom
Learners examine several examples of 

AI tools (e.g. a chatbot, recommendation 

system or route-planning app). For each, 

learners identify its primary task and 

explain in simple terms what input it uses 

and how the outputs execute the task.  

Learners assess the strengths 
and limitations of an AI tool 
by considering its purpose, 
intended users, constraints and 
potential impacts.  

Advanced

In the Classroom
Learners analyse how an AI-enabled 

navigation app uses traffic data to suggest 

efficient routes. They discuss how the app 

might reduce travel time for some while 

increasing congestion, noise or safety 

risks in certain neighborhoods.  

Shape AI 2:

Knowledge: 1.2, 1.4    Skills: Collaboration, Computational Thinking    Attitudes: Adaptable, Innovative, Reflective

Learners define criteria for 
whether an AI system has 
accomplished a task.  

Basic

In the Classroom
Learners examine an AI system that 

recommends new music. In small groups, 

they define criteria for what would make 

the system successful and compare the 

system’s recommendations for users with 

different interests or interaction histories.  

Learners assess an AI system 
performance of a task using 
defined criteria and feedback 
from human reviews or 
benchmark tests.    

Intermediate

In the Classroom
Learners identify strategies they would 

use to solve a word puzzle. The teacher 

presents a sample algorithm for the same 

task. Using defined criteria (e.g. efficiency, 

consistency, clarity), learners compare 

their peers’ strategies to the algorithm, 

identifying strengths, limitations and 

trade-offs in each approach. 

Learners design their own 
evaluation criteria for an AI 
system, compare performance 
across different inputs and 
users and use it to propose 
improvements.   

Advanced

In the Classroom
In pairs, learners draft proposals for an AI 

tool and share their ideas. Each learner 

asks their partner a series of questions 

about their proposal. Next, each partner 

fills out a model card to identify intended 

and unintended users, impacts and use 

cases for the other’s idea. They provide 

feedback to each other based on the 

model cards and revise their own tool 

proposals accordingly. 

Investigate how an AI system is intended to work, whom it is 
designed for and what its limitations are.

Evaluate AI systems using defined criteria, expected outcomes, 
test cases and user feedback. 
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Shape AI 3: 

Knowledge: 1.2, 2.2, 2.4    Skills: Computational Thinking, Self and Social Awareness    Attitudes: Innovative, Responsible

Learners identify examples of 
data that might be used to train 
AI systems. 

Basic

In the Classroom
Learners are tasked with designing an AI 

tool that can sort recyclable materials. In 

small groups, they decide what data they 

could collect on the internet to train the 

AI tool. With support from a teacher, they 

discuss which aspects of the data would 

be most important to train an effective 

and accurate AI tool.  

Learners compare the 
importance of data selection 
and collection methods in 
cases when AI is used to make 
decisions that affect others.  

Intermediate

In the Classroom
Learners compare different methods 

for organising a set of animals, such 

as grouping them based on physical 

characteristics. They discuss what 

happens when new animals are 

introduced to the set that do not fit into 

the existing groups.  

Learners evaluate how specific 
properties of a dataset (e.g. 
size, features, biases) affect the 
performance and impact of an 
AI model.  

Advanced

In the Classroom
Learners conduct a class survey to choose 

a class pet and represent the results using 

a bar chart. They compare these results 

with their individual preferences, as well 

as data from a grade-level survey and 

a school-wide survey. Learners discuss 

how increasing the size and diversity of 

the dataset changes the outcomes of the 

survey and consider how an AI system 

might make different recommendations 

based on its training data. 

Shape AI 4:

Knowledge: 4.1, 4.2, 4.3    Skills: Computational Thinking, Problem Solving, Self and Social Awareness   Attitudes: Empathetic, 

Learners recognise that AI 
systems can be designed or 
adjusted to better support 
individuals, communities and 
the environment. 

Basic

In the Classroom
Learners discuss everyday challenges in 

their classroom or school, such as finding 

study resources or sharing information 

on time. They explore examples of AI 

tools and identify simple changes that 

could make these tools more helpful or 

inclusive, such as clearer instructions, 

age-appropriate outputs or options for 

different needs. Learners explain who 

would benefit from these improvements 

and why.

Learners propose specific 
design changes to improve an 
AI system for themselves and 
others. 

Intermediate

In the Classroom
Learners consider the use of an AI tool 

that would predict which library books 

are most in demand. They analyse how 

design choices around data sources, 

categories and recommendations 

influence what interests are represented. 

Learners suggest and plan concrete 

changes  (e.g. adding user input, adjusting 

categories, including feedback loops) to 

improve variables like access, inclusion 

or usefulness. They identify features that 

ensure recommendations and interfaces 

are accessible and supportive for learners 

with different abilities or learning needs.

Learners design and justify 
improvements to an AI system 
based on technical constraints, 
ethical considerations and user 
needs.  

Advanced

In the Classroom
Working in teams, learners design 

or modify a model that uses local 

environmental data to alert community 

members with asthma about health risks. 

They practise making deliberate design 

decisions about which data to include, 

how predictions are generated and how 

users receive alerts from the model. 

Learners test and refine their system 

using feedback to explain how their 

improvements better support human well-

being and community trust. 

Innovative, Responsible

Design AI systems with attention to how data sources, selection and 
information flow influence behaviour and outputs. 

Improve AI systems to address and promote human well-being 
and societal benefit. 


