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TITLE: “AI and Carbon Footprint“











	· Target Group:  8 - 12 y.o. 

· Activity Duration: 3 Weeks (4 lessons)

· Key Learning Goal: 


Raise awareness among students of the ecological impact of artificial intelligence, and help them critically explore how AI can both contribute to and help reduce carbon emissions.


	

	











[bookmark: _heading=h.t86clhn4xuhc]Learning Outcomes:
	By the end of the workshop, students will be able to:

Scientific Understanding
· Explain what a carbon footprint is and what impact has the usage of AI on it.
· Understand the energy and water consumption involved in AI operations.
Digital Awareness
· Evaluate the environmental impact of their digital habits.
· Compare the energy cost of different digital actions (email, streaming, search, AI training).
Critical Thinking
· Debate the ethical use of AI regarding the environment.
· Propose creative solutions using AI to reduce our ecological footprint.
Collaboration & Communication
· Work in teams to solve challenges.
· Participate in role-playing to simulate energy use of AI.
· Present sustainable AI-based ideas to the group.
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European Dimension / Erasmus+ Connection
	


	This workshop encourages European students to think critically about the digital transition and sustainability – two key concerns of the EU. It highlights:
· Digital and Ecological Citizenship
Understanding the link between tech usage and environmental impact builds responsible digital citizens.
· Transnational Challenges, Shared Solutions
Students compare data center emissions in different countries and are encouraged to share solutions relevant in their local context and across borders.
· Innovation for Sustainability
The activities emphasize how digital innovation (AI in particular) can help us meet EU Green Deal objectives, encouraging youth involvement in building a greener future.
· Key Competence Development
· Digital Competence
· Scientific Literacy
· Critical Thinking
· Environmental Awareness
· Collaboration Skills

	Resources and tools

	VIDEO : https://www.youtube.com/watch?v=-sNKfRq1oKg 


	Materials Needed

	· Projector or screen
· Calculators/tablets
· Printed cards (lightbulbs, water)
· Worksheet PDFs 
· Access to Padlet/Google Forms

	Working methods
	· Inquiry learning
· Pair/team work
· Problem solving
· Using ICT tools in teaching






	Introduction and Motivation
	Research and Learning
	Creative Application
	Reflection and Evaluation

	20 min


Setting the stage for the scenario. 
Video: The growing environmental impact of AI data centers’ energy demands
Discussion: Does using AI pollute more    than we think? 

	40 min



Activity 1

Energy Collector Game
(team work and team discussion)



	90 min



Activity 2 

Can AI Help Us Reduce Pollution?
Activity 3
Game AI Eco - Builder - building eco cities by using a kid-friendly platform (team work)
Team presentation and discussion











	20 min


 
Self-reflection

Class Discussion:
What surprised you? What will you do differently now?

Digital Reflection:
Padlet or Google Form asking:
· What did I learn?
· What action will I take?







	Introduction and Motivation

	The teacher will start with an introduction:
Welcome to our exciting workshop about AI's influence on a Carbon Footprint.
During the next 3 weeks, we will implement different kinds of activities and explore the connection between artificial intelligence and its impact on the environment, especially how much energy AI uses and what that means for our planet. We will watch a video about that topic.
Before watching the video, the teacher will ask the students: “What do you already know about the topic of the video?
 Let’s start by watching a short video to learn more!
LINK: https://www.youtube.com/watch?v=iVdTBlg5XWM
After watching the video, the teacher will ask students: What have you found out about the impact of AI on the environment? What was the most surprising element in the video? Does using AI pollute more than we think?  What additional questions do you have after watching the video?
As a conclusion, we expect students to realise that AI has a big influence on the carbon footprint.





	Research and Learning

	

	Activity 1. 
Energy Collector Game
The teacher will present the Energy Collector Game.
 The objective of the game is to learn about energy use in AI technologies used in everyday life and to understand energy consumption through play. The teacher will set up a board with 12 face-down cards. On the card are written different AI-related tasks (ex. answering a question with the use of an AI tool,  playing music, using a voice assistant to respond to simple voice commands ex. Siri, call  Maria Marvin, robot vacuums used for cleaning the floors of one average-sized living room,...) (Cards Att 1) 
Students read the tasks and do the research on how much energy each activity spends. They rate all the activities from 1-12. They write the numbers on the line on each card.  The number is an energy point that represents energy spending. They rate with number one an activity that spends the least energy, and with number 12 an activity that spends the most energy.
TEAMWORK
Students are divided into 4 groups, and each team randomly chooses 3 cards. Each task on the card costs a certain number of energy points.  At the end of the activity, each group will calculate the total energy used for all their tasks. 
They discuss which tasks take more energy and possible solutions on how to decrease energy usage in their homes.








	Creative Application

	Activity 2
 “Can AI Help Us Reduce Pollution?”
Objective: Explore how AI can be a solution, not just a problem. Encourage creative thinking around AI’s potential.
At the beginning of the activity, through a short discussion, the teacher will ask students to summarize what they have done in the previous activity and what the conclusion of the discussion is.
The teacher will announce the next activity. The students discuss the question: What are the biggest environmental problems in cities?
In groups of three, students will write their ideas on several questions: What are eco-cities? How can eco-cities preserve natural resources?
Watch the 1-minute illustrated video about sustainable cities. (Att 2.1)
  Activity 3
Game AI Eco - Builder
Students will work in small groups of three members. The teacher will suggest using a kid-friendly platform for building eco-cities. They can choose Minecraft: Education Edition or SimCityEDU.
The teacher can find more about using the platforms on https://education.minecraft.net/en-us https://learnjam.com/simcityedu-learning-what-games-can-do/
Students need to build the city and to take care of sustainability and environmental issues. Suggested time limit is 60 minutes. The activity will help students to learn about planning, including aspects of sustainability and pollution reduction. The activity will make students think about the ecological impact of their actions.
What does it mean to have an efficient bus stop system in a big city?
What should one green city have? During the activity, students will use tablets or laptops and ChatGPTkids for the research part. Students will share results with the other members of the team.


Team presentation and Discussion

Every team will present results to the other teams.

Discussion about the results of each team.
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	Reflection and Evaluation

	 Objective: Reflect on what was learned, assess participation and understanding, and encourage eco-responsible habits.
Self-reflection and evaluation  (Att 3.1)
Class Discussion:
What surprised you? What will you do differently now? What did you learn?
What action will you take?
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